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Modern Air Combat

In a game as complex as Air War, it is easy for the
players to become bogged down in play mechanics
and forget what they are trying to accomplish.
This booklet deals with modern air combat, and it
divides its subject into three main sections: Prin-
ciples of Air Combat; Basic Fighter Maneuvers;
and Advanced Tactics, After perusing Modern Air
Combat, the readers will be more acquainted with
the principles guiding jet combat and, hopefully,
will be able to translate these principles relatively
easily into their play,

A word of caution about the game. Aircraft
maneuver is a three-dimensional world with hun-
dreds of variables affecting them in every second.
The game-map, however, is two-dimensional;
there are many limitations in every board game,
and the mechanics of movement in a game such as
this cannot possibly be a perfect copy of real life.
In Air War, we have attempted to come as close as
possible to real-life representation of the move-
ment of jet aircraft, but adjustments have been
made in places. All that can be said in our defense
is that we attempted 1o game the game as
realistically as possible with as much expertise as
we were able to achieve with outside assistance.
The result is quite close to representational reality,
and we hope you will forgive the unavoidable im-
perfections.

PRINCIPLES OF AIR COMBAT
Detection

He who sees, wins. This is a principle that would
seem (o be obvious. In actual air combat,
however, it is often impossible or difficult to spot
enemy aircraft; many planes are extremely small.
Experience in Vietnam showed us that most enemy
aircraft were not seen until they were about to
open fire.

In danger areas, keep your eyes open, and be sure
to check your six-o'clock position early and often
— that is where most attacks are likely to
originate, and it is always a vulnerable spot. When
in an area where there is a good chance of
enountering enemy aircraft, it is wise to change the
heading of your aircraft as often as possible; this
changes the position of your six-o-clock, moving
your blind spot, and allowing vou to see areas
previously not visible. Radar lookout is a must if
available; it allows you an earlier warning than
visual lookout, and it may permit the use of radar
guided missiles.

In combat, never take your eyes off the enemy
once you have spotted him. Many fights have been
lost when one pilot lost sight of his opponent’s
plane.

Mutual Support is Everything

Mutual support provides more than someone to
1alk to on the radio; it provides overlapping visual
and radar coverage, and makes you less vulnerable
to surprise attack. In combat, mutually supporting
planes can make coordinated attacks, and they can
coordinate defense. Without mutual support,
you're merely a target — or, if you're lucky, an
escapee.

The need for mutual support has been recognized
by all the world's air arms. Aircraft is never com-
mitted to battle except in elements or flights. The
only times aircraft operate like the “‘lone wolves”
of 1914-18 are during certain types of recon-
naissance missions where air combat is to be
avoided,

An important element in the use of mutual support
is formation flight. Several formations are used:

Fluid Four: A Fluid Four formation is four air-
craft patrolling approximately in line abreast. The

formation is divided into two elements of two air-
craft each, each element about one or one-and-a-
half miles from the other, separated by altitude as
well as distance. There are two leaders in the for-
mation, one for each element; the other two pilots
are wingmen.

In patrol, the wingmen remain slightly behind the
leaders, loosely following with approximately
1000 feet of separation laterally. Once combat
begins, the wingmen must attempt to get as close
as possible to their respective leads, and attempt to
stay on the inside of turns made by the leads. Ina
hard-turning environment, this latter is not always
possible, but must be attempted.

The Fluid Four formation is somewhat wasteful,
and has been discarded by the US Air Force. The
concepl was in use throughout both the Korean
and Vietnam wars.

The disadvantages of the formation are obvious.
Only two aircraft are being used to their full
maneuvering potential, and wingmen are often
lost because the cones of vulnerability of a
wingmen and his leader overlap, allowing the
enemy a better shol. The supposed advantage of
the formation is that less-experienced crews gain
knowledge by participating in combat with more
experienced leading crews; but this is a debatable
advantage, as even relatively inexperienced crews
rarely need this sort of coddling, and, further, a
pilot is unable to learn a great deal if he has to con-
centrate on flying close formation all of the time.
There is some evidence to suggest that Fluid Four
did not work even during the Korean War.

Loose Deuce: The Loose Deuce formation was
developed by the U.S. Navy in 1968-1970, as a
result of its experiences in Vietnam. In almost
every way, it resembles the Fluid Four formation,
the major difference being that two aircraft are in-
volved instead of four, each operating as an in-
dependent element. Mutual support is accomplish-
ed in the same manner as with the older formation
type, but with only half the aircraft. This may
seem like a disadvantage at first, but, upon greater
reflection, the advantages of Loose Deuce become
apparent, The new formation is more *‘cost effec-
tive’’, since half the aircraft are used to what is
basically the same effect: the same (or greater) of-
fensive capability is maintained.

With only one aircraft per element, there is no
need for the element lead to take his turns at less
than maximum effort to allow the wingman to
hang on, There is also a lessened ‘“‘lethal cone™
behind each element.

Fluid Two: The U.S. Air Force belatedly adopted
a version of the Navy tactic near the end of 1972
fighting over Vietnam, although most of the war
was fought under the older system. The Air
Force’s revised tactic was called Fluid Two, and it
differed from the Navy tactic mainly in its ap-
proach to weapons systems: radar-homing missiles
to be used at long range, infra-red missiles at
medium range, and guns at close range. As the ma-
jor Navy aircraft (including the Navy version of
the F-4) did not mount a gun internally (although
the F-4C and D models were able to carry a gun in
a pod), this system was not necessary in Navy tac-
tics,

Essentially, aircraft now usually fly in a two-ship
formation, spread out several thousand feet with
altitude separation. As enemy aircraft can easily
see one element without seeing the other, thereis a
reduced visibility advantage as well.

Linked Pairs: Linked Pairs is a variation of the
Fluid Two doctrine. As faras we know, it is not yet
doctrine, although the concept has been much
discussed. The formation consists of several
flights of two aircraft (say four flights total), each

flight in a Fluid Two formation, the flights arrang-
ed one behind the next with a separation of several
miles. This has the advantage that each link is able
to fight on its own, using up-to-date two-ship tac-
tics, but can rely on support from several other
formations in the immediate vicinity.

The prime idea in air combat, no matter what the
formation, is mutual support in attack and
defense. A coordinated attack is doubly difficult
to counter, no matter what kind of aircraft are in-
volved; and an attack made on a well-coordinated
defense may turn into a disaster. Whichever your
mission, it is essential that your flight be coor-
dinated before you enter an area likely to contain
the enemy.

Air Battles Are Lost ... Not Won

In almost any engagement, the victor wins not so
much as a result of his consummate skill, but
because the vanquished made a mistake that gave
victory to their opponents,

Some mistakes are unavoidable. If, however, you
make no avoidable mistakes, your chances of
emerging victorious will be immeasurably im-
proved.

In each battle, you will probably make several
mistakes and see several made by your opponent.
If you keep the pressure on the enemy, you will
force him to make more mistakes, and one of them
may be the mistake that gives you victory.

You'll be better in combat if you remember that
you don't win your opponent just loses.
Prevents ego trips, too.

Maintain Energy

Most Players will probably misunderstand what
energy is, and, before playing the game a few
times, what it can do. Energy is not a fudge in-
vented to make the game work; energy
maneuverability theory is real, and an important
consideration in modern air combalt. In Air War,
your energy is represented by the amount of
energy points accumulated and, most important,
by your Movement Allowance, If you lose too
much of your Movement Allowance, either by
throttling down to take advantage of a better turn
mode, by going through maneuvers, or going into
a climb at the wrong time, you may end up running
out of airspeed, altitude, and ideas simultaneous-
ly, which is normally rather fatal in an air combat
situation,

Keeping his energy level up is a prime concern of
any flighter pilot. This can be done by acceleration
by power — increasing the throttle setting and
keeping it high. Second, it could be done by
avoiding tight turns and energy losing maneuvers,
keeping the aircraft’s wings level (unloading).
Thirdly, reduce drag — jettison any external
stores, Fourth, a pilot can trade off altitude for
energy points, especially in a Type I dive with the
aircraft’s wings level. An F-4 will gain all sorts of
energy that way.

Energy is your most valuable asset; don't deplete it
too quickly. Energy means maneuvering potential,
and if vou lose it — piss it away, as they say in the
trade — you become an easy target. Don't make
high-G turns if easier turns will do. Be careful of
altitude loss when flying at low altitudes — all
other factors become irrelevant if you lose two
altitude levels when flying at level one. Use energy
to control altitude loss. Remember also that
altitude can be exchanged for energy — the fastest
way to get energy is to drop your nose and ac-
celerate. Conversely, if you need altitude, it will
cost you energy.

Different aircraft piss away energy at different
rates. You may be fortunate enough to have a
plane that keeps energy better than your op-

feontinued on page 45/
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[1.0] INTRODUCTION

Air War is a simulation of modern air combat on
an aircraft-to-aircraft level. The aircraft types
available in the game are representative of those
used by the major powers between the Korean War
and the 1980's; although much effort has been
made towards completeness, there are still many
aircraft in existence that are not provided with the
game. ’

Air War simulates as closely as possible all the
facets of air combat that can be represented on the
scale and with the system used. The basic rules of
the game simply deal with movement and
maneuvering by aircraft, as well as cannon combat
and the use of air-to-air missiles. The Optional
rules expand the game to include pilot capacity,
natural phenomena, air and radar search, infra-
red and radar counter-measures, bombing and
strafing, air-to-surface missiles, surface-to-air
missiles, and AA guns.

Air War is the most complete, most complex, and
most realistic air game to be produced to date.

[2.0] GENERAL COURSE
OF PLAY

CASES:
[2.1] COMPLEXITY

In games in general, there are two types of com-
plexity: conceptual complexity, and mechanical
complexity. Chess, for instance, is mechanically
simple — the rules are easily explainable, the
moves limited and obvious — but conceptually
complex — strategies are complex and intricate,
moves long-deliberated. Most wargames are the
reverse; that is, mechanically complex — they have
long rules, intricate procedures, and lengthy expla-
nations — but conceptually simple — the move-
ment of units occurs in a relatively simple manner,
combat is resolved according to a rather simple
procedure.

Air War, however, is both mechanically and con-
ceptually complex. The rules are extensive, long,
intricate and contain new concepts not oflen uti-
lized in wargames; movement of aircraft occurs
only after tremendous thought, manipulation of
markers on the Aircraft Control Charts, and ex-
ecution of procedures.

Therefore, Air War is a very difficult game, both
to learn and to play, It is suggested that people
purchasing the game would be better off if they
have some previous knowledge of wargames or
the concepts that go into them. Even then, Players
may have some difficulty in learning the game.
They should be warned that the first several times
Air War is played, constant reference to the rules
may be necessary, and, further, that expertise with
the game should come only after it has been played
a good many times,

However, it is the opinion of those who worked
with the game that it is partly Air War’s complex-
ity that makes it an interesting game, and tha its
complexity will ensure that, unlike some other
games, Air War will not become boring after a few
playings.

[2.2] PLAYING THE GAME

Air War is played in successive Phases, in which
the Players each execute various procedures alter-
nately, During the Initiative Determination Phase
of each turn, the Players determine who is 1o go
first throughout that turn; the first Player then ex-
ecutes a given Phase before the second Player
does, after which they proceed to the next Phase.
Note that Initiative determination depends on air-
craft position — 5o if one Plaver's aircraft have
the “‘jump’’ on another’s, he is more likely to have
the initiative,

During the Movement Phases, the Players move
their aircraft. Note that there are three separate
Movement Phases. In the first, all aircraft that are
at a disadvantage are moved; in the second, those
that are neither advantaged nor disadvantaged are
moved; and in the last, those that have an advan-
tage are moved.

Movement of aircraft occurs according to a com-
plex series of procedures. There are different rules
for diving, climbing, turning, executing maneu-
vers, and so on, The movement rules are in fact so
complex that four sections are devoted to various
facets of movement.

Two of the basic concepts involved in movement
are momentum and facing. Aircraft are forced 10
expend all of their Movement Points in every turn,
unlike some other SPI games. That is 10 say, air-
craft may alter their speed depending on certain
conditions, but an aircraft must move as quickly
as its current speed would allow it to — no more,
no less.

In addition, Air War uses a unique twelve-point
facing system; basically, this means that an air-
craft may face either towards a hex-side, or
towards the juncture between two hex-sides,
known as a **hex juncture.’’ This allows aircrafy
more flexibility in movement than in many other
air games.

Combat in Air War occurs either through the use
of cannons (air-to-air guns) or missiles — either
Heat-Seeking or Radar-Homing. The optional
rules add anti-aircraft guns, as well as SAM's and
air-to-surface missiles,

Missiles in Air War are differentiated as to type;
that is to say, an early Sidewinder missile will
operate differently from an AA-8 Aphid missile,
even though both are Heat-Seeking.

[2.3] SCENARIOS
Scenarios are dealt with in two different ways in

Air War, Firstly, there are **Historical'’ scenarios,
which present either an actual or a conjectural

situation, complete with sct-up hexes, weapons
available, and special rules to cover the situation,
These are analogous to those scenarios provided
with other SP1 1actical games. such as Pairol!. In-
cluded among these are two rather odd scenarios
introduced 1o satiate the developer's sense of
whimsy — one in which the Air National Guard is
pitted against a dragon, and another in which a
flight of F-15's attempis to desiroy an intruding
Mying saucer.

In addition to these scenarios, the Players are pro-
vided with a list and description of *“‘scenario
types;'" that is, general situations that often arise
in modern air combat, At the end of the rules are a
number of “*Availability Charts'* which detail air-
craft, missiles, ECM devices, and so on which are
or may be available to’the various nations of the
world at varying times.

Using the Availability Charts and the list of
scenario types, the Players can casily construct
their own scenarios, either pitting aircrafl types of
their fancy against each other, or specific nations’
air forces against each other,

[2.4] GAME SCALE

Each counter in Air War represents an individual
aircraft or missile. Each hex represents a space 500
feet in diameter; each level of altitude represenic
250 feet. Each Game-Turn represents 2.5 seconds

of real time. _
At sea level, a Movement Allowance of 5.61

represents a speed of Mach | (766 mph),

Al 15,000 feet (60 levels of altitude), Mach 1 (722
mph) is equivalen! 10 a Movemen! Allowance of
5.29

At 25,000 feet (100 altitude levels), Mach | (692
mph) is equivalent 1o a Movement Allowance of
5,07,

At 35,000 feet (140 levels), Mach | (666 mph) is
equivalent to a Movement Allowance of 4.88.

At 45,000 feet (180 levels), Mach | (659 mph) is
equivalent to a Movement Allowance of 4.83.

[2.5] GAME PARTS

Included in a game of Air War should be the
following parts:

8 individual Map-Sections

I Counter sheet containing 400 counters

| Counter sheet containing 200 counters

4 Aircraft and Missile Control Displays

| Game Chart booklet

1 Rules booklet

2 Plastic Dice

| Game Box/Coversheet assembly

Questions concerning the rules to Air War that are
phrased in such a way as to be answerable in a one-
word reply will be answered if sent to the address
below together with a stamped, self-addressed
envelope. Mark inquiries “‘Air War Question""
and address to:

Simulations Publications, Inc.
44 East 23rd Street,
New York, N.Y. 10010

[3.0] DEFINITION OF TERMS

Much of the terminology used in Air War is not
standard usage, as many concepts in Air War are
not common to most games. It is suggested that
the Players familiarize themselves with these
terms:

Advantaged: Basically, an aircrafl is said to be
“‘advantaged'’ when it is facing towards another
aircraft, and that aircraft is not facing towards it;
an aircraft is considered ‘‘advantaged" when an
enemy aircraft is in its *‘forward arc'' (see Section
6.0).



Aircraft and Missile Control Displays: The Air-
craft and Missile Control Displays are the large
sheets provided with Air War; there are four of
each. Each Control Display is used to keep track
of the various markers that each aircraft uses to
represent various facets of its movement (and
combat). Note that each Aircraft and Missile Con-
trol Display contains enough tracks to provide for
the markers for four separate aircraft (or missiles).

Aircraft and Missile Performance Charts: The
Aircraft and Missile Performance Charts are
bound in a separate booklet. Each Performance
Chart bears the tables and charts that contain all
the data needed for use of one aircraft type (or
missile type); therefore, each aircraft (or missile
has its own Performance Chart, separate and dif-
ferent from all other Performance Charts.

Alritude Level: Altitude is not kept track of direct-
ly on the game-map; rather, each aircrafi has a sef
of Altitude markers that are used to keep track of
its altitude. Altitude is in terms of altitude levels;
one altitude level represents 250 feet, or one-half
of a hex.

Altitude Grouping: Various aircraft character-
istics change as the altitude at which the aireraft is
flying (see the Aircraft Performance Charts), For
simplicity, altitude is broken up into four broad
groupings: Low (symbol “LO"), from level | 10
60; Medium-Low (“ML"), from 61 1o 100
Medium-High (*“*MH""), from 101 to 140; and
High (**HI""), above 140 altitude levels.

Ares: The concept of arcs is one that is used often
in the Air War rules, both for determimng In-
itiative and for combat. Basically, the hexes
around a given aircrafl are divided into six dif-
ferent ares, cach arc taking up approximately 60°
around the aircraft, For a more complete explana-
tion, see Section 6.0,

Disadvantaged: Basically, an aircraft is considered
“disadvantaged” il an enemy aircrafl has the ad-
vantage over i1,

Flight Attitude: Flight Attitude is a term which en-
compasses two facets of an aircraft’s positioning;
the position of its wings (i.e., how far the aircraft
has rolled, how its wings are banked); and the rate
al which it is diving or climbing. An aircraft’s
flight attitude is kept track of on the Flight At-
titude Indicator of the Aireraft Control Chart.
Hex-juncture: A hex juncture is the point formed
al the intersection of two hex-sides; note that there
are six hex junctures around each hex,

Hex point: Each hex has twelve hex-points; essen-
tially, a hex-point is a direction in which an air-
craft may face. Each hex-side and cach hex junc-
ture is considered 1o constitute a hex point,

L.oaded Condition: An aircrafl is considered 10 be
Loaded when it is carrving so much cargo (or
stores or ECM devices) or has been damaged so ex-
tensively that its operation is severely alfecied.
Maneuver: A Mancuver (with a capital *M™") is a
specific way in which an aircraft may move thar
contravenes the normal rules of movement.
Barrel-rolls and Immelmanns are cases in point,
Movement Allowance and Throttle Setting: An
aireraft’s Movement Allowance and its Throttle
Setting are two independent but inter-related en-
tities, Tts Movement Allowance is its current air-
speed, the number of Movement Points that it
must expend in a single turn (providing thail the
Movement Allowance can be changed if the air-
craft dives, climbs, or executes some kind of
Maneuver). 1is Throttle Setting is the thrust being
applied by the aireraft’s engines, and does nat
change if the aircraft dives or ¢limbs; it may only
be changed i1 the aireraflt voluntarily accelerates or

decelerates. In level flight, if no outside forces are
acting upon an aircraft, its Movement Allowance
will be equal to its Throttle Setting.

Probability Number: Under many circumstances,
the rules direct the Players to gencrate a
“Probability Number'” in some way (usually by
referring to a table). This number is the chance out
of 36 of some eveni taking place—the event deter-
mined by the circumstances. For instance, when
resolving Cannon Combat the Players must deter-
mine a firing aircraft's Probability Number of hit-
ting its target. The Players then refer to the rules
for Probability and the Probability Table 1o derter-
mine whether the event takes place—in this case,
whether the firing aircraft hits its target.

Radar Lock-On: An aircraft is said (o have a
Radar Lock-On to an enemy aircrafl when it has
successfully **painted’ that enemy aircraft with
radar, Radar-Homing missiles home in on radar
*“paints’* obtained by friendly aircraft, and thus
an aircralt musi obtain a Radar Lock-On before it
may launch Radar-Homing missiles,

Tracking Cones: An aircraft’s Tracking Cone 1s a
cone which extends from its nose across the game-
map. There are two types of Tracking Cones—
Normal Tracking Cones, and Limited ones, Nor-
mal Tracking Cones are 60° across; the Limited
ones are approximately 14° across.

[4.0] GAME EQUIPMENT

CASES:
[4.1] THE GAME MAP

The game-map is a blank map used 10 represent
aircraft positions and movement. A hexagonal
grid is superimposed 10 regularize movement,
Although it is referred to as a “‘map."" it bears no
terrain—there are, after all, no mountains or
forests in the air. However, clouds, the sun, and
the height of the land are represented in certain
scenarios, according to the optional rules for
Natural Phenomena,

The game-map is divided into eight “*map sec-
tions," each approximately 82" x 11", They fit
together to form a single map which is *‘geomor-
phic;’* that is to say, individual map sections may
be moved from one position to another as aircraft
move and as the game progresses, so that it is im-
possible to **fly off the map' —as soon as an air-
craft comes 1o the edge of a map section, another
section is moved from its previous position 1o the
map edge, so that the aircraft’s position can con-
tinue 1o be represented.

On each map-section 1s a compass rose, indicating
the twelve cardinal dircctions that are used in Air
War; this may ai first be confusing, but perusal of
the rules for Turning should clear the matter up.

[4.2] THE PLAYING PIECES

The Plaving pieces (hereafter “‘counters” and
“*markers’’) are colored, die-cut counters. They
are divided imo two general groups—counfers,
which are pieces representing actual aircrafi; and
markers, which are playing aids used for various
functions in the course of the game. The counters
are color-coded as to the country of origin of the
aircraft represented—thus, American-built air-
craft will be one color, Soviel-built arcrafi
another, and so forth.

There are two general types of markers; those that
are used on the Aircraft and Missile Control
Display and those that are not. Note that each air-
craft counter has an identification number, which
is a number between one and eight, The Control
Display markers are grouped into two differently
colored sets of markers, each set containing eight
sub-sets of markers, each sub-set assigned a
number between one and eight.

A given aircraft is represented on the Aircrafl
Control Chart by markers assigned the same sub-
set number as the identification number of the air-
craft. It may be necessary, however, to use
markers number 5-8 for aircrafted numbered 1-4.

[4.21] Summary of Unit Types
AIRCRAFT COUNTERS

4 Alecka
Note that there are 30 types of air-
craft represented in Air War

AIRCRAFT CONTROL COUNTERS

All of these markers are used on the Aircraft &
Missile Control Display. The particular track on
which each marker is used and the Case which
discusses each marker type is indicated next to the
marker illustration below.

Damage

For use on Weapons Track
See Case 4.43

7
damage

Cannon Shots Remaining

For use on Weapons Track
See Case 4.44

Radar-Homing Missiles Remaining
For use on Weapons Track
See Case 4.42

Heat-Seeking Missiles Remaining
For use on Weapons Track
See Case 4.42

Stores Remaining

For use on Weapons Track
See Case 4.45

Movement Allowance

For use on Movement, Throttle, and
Energy Points Track.
See Case 4.52

Throttle Setting
For use on Movement, Throttle, and

Energy Points Track
See Case 4.53

L FL | () ) | .

Energy Points

For use on Movement, Throttle, and
Energy Points Track

See Case 4.54

i,

Flight Attitude

For use on Flight Attitude Indicator
See Case 4.61

.

Altitude

For use on Altitude Indicator
(Altimeter)

See Case 4.7

Turning Point Accumulated

For use on Turning Indicator
See Case 4.63

Acceleration Progress

For use on Acceleration Progress
Track

See Case 4.62

B8, |H.




MISSILE CONTROL MARKERS

All of these markers are used on the Aircraft &
Missile Control Display. The particular track on
which each marker is used and the Case which
discusses each marker type is indicated next to the
marker illustration below.

Energy Points

Missile For use on Movement, Throttle, and
Energy Energy Points Track

See Case 4.55

28 Altitude
Missile For use on Altitude Indicator
Altitude {Altimeter)
See Case 4.75
21 Turning Points Accumulated
Missile For use on Turning Indicator
Turning See Case 4.64

28 Game-Turns in Flight
For use on Weapons Track

Missile
G-Turns See Case 4.46

MISCELLANEOUS COUNTERS (used on map)

23 Missile Target
Missile See Case 14.23
Target

3 Radar Lock-on
Radar See Case 16.28

Lock-on
Chaff
chaﬂ See Cases 24,12, 24,13, 24.22, and
24.29
A Chaff Rocket
Chaff See Cases 24.27 and 24.29
Rocket
Heat-Seeking Missile
See Section 15.0

A 22
HS

Radar-Homing Missile
See Section 16.0

A 34
NEUTRAL MARKERS (used on map)

a| o

See Case 31.1

UFO
See Case 31.2

Cloud
See Case 22.2

Sun Direction
See Case 22.1

Game-Turn

Game For use on any unused Movement,
Turn Throttle, and Energy Track

TARGET COUNTERS

AA Gun

&L | seecase2s.1

SAM

‘ See Case 25.1

AFY SAM
See Case 25.1

Truck
See Case 25.1

Building
See Case 25.1

Dump
See Case 25.1

AFY
See Case 25.1

Bllolv]|l B8

Bridge
See Case 25.1

|

[4.3] THE AIRCRAFT PERFORMANCE
CHARTS

Provided with Air War is a booklet of Aircraftand
Missile Performance Charts. This booklet con-
tains all of these charts provided with the game —
one for each aircraft and missile type.

[4.31] On the Aircraft Performance Chart of each
aircraft, there are eight tables: Basic Aircraft In-
formation Table; Turn Mode Table; Acceleration
Table; Dive Table; Climb Table; Roll Table;
Flight Parameters; and Loaded Characteristics.

[4.32] The Basic Aircraft Information Table lists
information about the aircraft which is
represented on the Performance Chart. The Max-
imum and Minimum Throttle Settings are listed,
as are the aircraft’s Cannon Type, the number of
missiles and cannon shots the aircraft can carry,
the aircraft’'s damage capacity, ceiling, size,
number of crew members, special rules which app-
ly to that particular aircraft, and — in relevant
cases — data on other versions of the aircraft.
[4.33] The Dive Table indicates the way in which
the aircraft may dive. For a fuller explanation, see
the Diving Rules, Case 10.4.

[4.34] The Climb Table indicates the way in which
the aircraft climbs. For a fuller explanation, see
the Climbing Rules, Case 10.2.

[4.35] The Acceleration Table indicates the
number of tenths of a Movement Point by which
an aircraft can increase its Throttle Setting in a
single Game-Turn. For a fuller explanation, see
Case 8.3.

[4.36] The Roll Table indicates the cost in Move-
ment Points for an aircraft to roll (i.e., bank) by a
given number of Roll Points. For a fuller explana-
tion, see Case 9.4.

[4.37] The Loaded Characteristics Table indicates
the limitations placed on an aircraft when it
operates under Loaded Conditions. For a fuller
explanation, see Section 17.0.

[4.38] The Flight Parameters Table indicates the
effects that occur when the aircraft performs cer-
tain Maneuvers, and also the number of Energy
Points the aircraft loses under certain conditions.
For a fuller explanation, see Section 11.0 and Case
10.6.

[4.39] The Turn Mode Table indicates the way in
which the aircraft turns. For a fuller explanation,
see Section 9.0.

[4.4] THE WEAPONS TRACK OF THE
AIRCRAFT AND MISSILE
CONTROL DISPLAY

Each aircraft is provided with fifteen markers, all
of which are placed on the Aircraft and Missile
Control Display. Each Aircraft and Missile Con-
trol Display carries six different Tracks, of which
the Weapons Track is one.

Note that each aircraft is assigned an identification
number between | and B, and each set of aircraft
markers is numbered with some number between 1
and 8. The set of markers numbered with the same
number as a given aircraft is used to keep track of
that aircraft on the Aircraft and Missile Control
Display.

Note also that each Aircraft and Missile Control
Display may carry all the markers for up to four
aircraft.

Similarly, each missile is provided with seven
markers, all of which are also placed on the Air-
craft and Missile Control Display of the Aircraft
which has launched the particular missile. Note:
SAM’s (Surface-to-Air missiles) may be kept track
of on any Aircraft and Missile Control Display
that is not currently in use.

[4.41] The Weapons Track bears six aircraft con-
trol markers: the Radar-Homing and the Heat-
Seeking Missiles Remaining markers; the Cannon
Shots Remaining marker; the Stores Remaining
marker; and two Damage Record markers (one
each for the ‘‘tens’ digit and the *‘units"" digit).

[4.42]) When the Players play an Historical
Scenario, the Scenario will determine the number
and type of Heat-Seeking and Radar-Homing
missiles to be used by each aircraft. Each aircraft
has, on its Basic Aircraft Information Table of its
Aircraft Performance Chart, a note indicating the
maximum number of each missile type that the air-
craft can carry. At the beginning of the game, an
aircraft’'s Heat-Seeking and Radar-Homing
Missiles Remaining markers are placed on the
Weapons Track at the number of that type of
missile carried in the Scenario by the aircraft. Each
time that the aircraft launches a missile, the own-
ing Player moves the appropriate marker down the
track to a lower number, signifying that fewer
missiles of that type remain.

[4.43] The Basic Aircraft Information Chart in-
dicates the total number of Damage Points that an
aircraft can sustain (see Section 13.0). The
Damage markers are positioned on the Weapons
Track at this number at the beginning of a game



and are moved back down the track when the air-
craft takes damage, If the markers are ever set at
zero, the aircraft is destroyed.

[4.44] The Basic Aircraft Information Chart also
indicates the maximum number of cannon shots
an aircraft can carry. At the beginning of a game,
the Players place their aircraft’s Cannon Shots Re-
maining markers on the Weapons Track to in-
dicate the number of cannon shots that each air-
craft can make. Each time that an aircraft fires its
cannon, its Cannon Shots Remaining marker is
reduced by one box. When the marker reaches
zero, the cannon has run out of ammunition and
the aircraft may no longer fire its cannon.

[4.45] The Stores Remaining marker is used in
combination with the Bombing Rules (see Section
25.0). It is used to keep track of the number of
loads of munitions that an aircraft carries.

[4.46] When an aircraft launches a missile, the
missile’s Game-Turns-in-Flight marker is placed
at zero on the launching aircraft's Weapons Track
and advanced one box every time the missile ex-
ecutes a turn-in-Flight Record Segment. The Basic
Missile Information Chart indicates how many
Game-Turns the missile can remain in flight; when
the Game-Turns-in-Flight marker reaches this
number on the Weapons Track, the missile is
removed from play.

[4.5] THE MOYEMENT, THROTTLE, AND
ENERGY POINTS TRACK OF THE
AIRCRAFT AND MISSILE CONTROL
DISPLAY

[4.51] The Movement, Throttle, and Energy
Points Track carries three aircraft control
markers: The Movement Allowance marker; the
Throttle Setting marker; and the Energy Point
marker.

[4.52] The Movement Allowance marker is placed
on the Movement, Throttle and Energy Points
Track in the box indicated by the Scenario which
the Players choose to play.Its position on the track
is changed as the aircraft increases or decreases its
speed during the game.

[4.53] The Throttle Setting marker is placed as the
Scenario directs on the Movement, Throttle, and
Energy Points Track. Its position is altered as the
aircraft accelerates and decelerates by power dur-
ing the game.

[4.54] The Energy Points marker is placed as the
Scenario directs, usually at zero on the Movement,
Throttle, and Energy Points Track. It is moved up
and down the track as the aircraft gains and ex-
pends Energy Points (see Case 10.6).

[4.55] When an aircraft launches a missile, the
missile’s Energy Points marker is placed on the
aircraft's Movement, Throttle, and Energy Points
Track to keep track of Energy Points accumulated
by the missile.

[4.6) THE OTHER TRACKS OF THE
AIRCRAFT AND MISSILE
CONTROL DISPLAY

[4.61] The Flight Altitude marker begins the game
on the Flight Altitude Indicator in the position
that the Scenario directs (see Section 10.0).

[4.62] The Acceleration Progress marker begins
on the Acceleration Gauge as the Scenario directs,
and it is moved forward and backward on the
gauge as the aircraft accelerates and decelerates by
power,

[4.63] The Turning Points marker is placed on the
Turning Indicator as the Scenario directs, and it is

moved back and forth along the indicator as the
aircraft accumulates Turning Points.

[4.64] When an aircraft launches a missile, the
missile’s Turning Points marker is placed on the
aircraft’s Turning Indicator to keep track of the
Turning Points accumulated by the missile.

[4.7] USE OF THE ALTITUDE INDICATOR
(ALTIMETER) ON THE AIRCRAFT
AND MISSILE CONTROL DISPLAY

[4.71] The three aircraft Altitude markers are
placed on the Altitude Indicator to indicate the
altitude of the aircraft at the beginning of the
game, as directed by the Scenario being played.

[4.72] Altitude is expressed in terms of levels. To
indicate changes in altitude, the three counters on
the Altitude Indicator are adjusted.

[4.73] An aircraft's altitude is expressed as a
three-digit number. Each digit of an aircraft's
altitude is represented by a separate Altitude
marker — on the *‘hundreds,”” *“‘tens," and
“‘units"” portion of the Altitude Indicator,

[4.74] The Altitude markers are placed directly on
the numbers to which they are intended to refer,

Examples of Altitude Indicator:

1. To show that an aircraft is flying at an altitude
of 209 levels (c. 52,250 feet), the owning Player
would place an Altitude marker in the 200
(50,000 feet) box of the **hundreds’’ portion of
the Altitude Indicator, another in the 00 (0000
feet) box of the ‘‘tens' portion of the In-
dicator, and another in the 9 (2250 feet) box of
the **units'” portion of the Indicator.

2. To show that an aircraft is flying at an altitude
of 50 levels (c. 12,500 feet), the owning Player
would place an Altitude marker in the 000
(00000 feet) box of the “*hundreds'’ portion of
the Altitude Indicator, another in the 50
(12,500 feet) box of the “"tens'’ portion of the
Indicator, and another in the 0 (000 feet) box of
the *‘units’* portion of the Indicator.

[4.75] When an aircraft launches a missile, the
missile's Altitude markers are placed on the air-
craft’s Altitude Indicator to keep track of the
missile’s altitude,

[4.8] MISSILE PERFORMANCE CHARTS

[4.81] Missile Performance Charts, unlike Air-
craft Performance Charts, have only three tables:
Basic Missile Information Table; Climb Table;
and Dive Table.

[4.82] The Basic Information Table indicates the
missile’s Maximum Speed, its First Game-Turn
Movement Allowance Addition, its Tracking
range, the number of Game-Turns it remains in
flight, its Probability of Malfunction, and
miscellaneous other information.

[4.83] The Climb and Dive Tables list modifica-
tions to a missile’'s Movement Allowance based
upon the number of levels dived or climbed in a
given Game-Turn by the missile (see Case 14.37).

[5.0] SEQUENCE OF PLAY

GENERAL RULE:

Air Waris played in successive Game-Turns, each
of which is composed of Phases. During the
Phases of a Game-Turn, the Players maneuver
their aircraft and resolve combat according 1o the
Game-Turn outline that follows, and within the
limits of the rules. The Players execute as many
Game-Turns as the scenario that they are playing
specifies, at the end of which the Victory Condi-
tions are consulted, and a winner is determined.

Air War uses a sequential system with complica-
tions not normally present in SPI games, Rather
than having one Player execute all the Phases in a
single Game-Turn and then having the other
Player do so for his units, both Players execute
each Phase at the same time, and then progress to
the next Phase. The rules of Initiative (Section 7.0)
are used (o determine who is to be the First Player,
and who the second; the First Player executes a
given Phase for all his units, and then the Second
Player executes the same Phase for all of his, after
which the Players proceed to the next Phase in the
Game-Turn,

Note that there are three Movement Phases in a
single Game-Turn, This is not to say that all air-
craft are moved three times in a single turn; rather,
the aircraft are classified either as Advantaged,
Disadvantaged or Normal, according to the rules
of Position (Section 6.0), and all Disadvantaged
aircraft are moved before all Normal aircraft,
which are moved before all Advantaged aircraft,
Thus, even though Initiative governs which Player
is 1o be first and which second, Advantaged and
Disadvantaged status play a great part in deter-
mining the order of which aircraft are to be mov-
ed.

Note thal this Sequence of Play is used only when
none of the Optional Rules (Sections 18.0 through
28.0) are used. When the Optional Rules are used,
the Sequence outlined in Section 18.0is used. Note
that the Sequence of Play for use with the Optional
Rules is simply the Sequence of Play given below,
with some additions necessitated by the addition
of the Optional rules.

CASES:
[5.1] SEQUENCE OUTLINE

The activities which may occur in the various
Phases are outlined below. Note that the Player
who is currently taking an action is termed the
**Phasing Player.""

A. Position Determination Phase: Both Players
examine the relative positions of their aircraft on
the game-map, and, according to the rules of Posi-
tion (Section 6.0), determine which are in Advan-
taged, which in Normal, and which in Disadvan-
taged positions,

B. Initiative Determination Phase: The Players
determine which of them is to be the first Player,
and which the second in the upcoming Game-
Turn, They do so according to the rules for In-
itiative, Section 7.0,

C. Missile Launch Phase: During the Missile
Launch Phase, both Players attempt to launch
missiles and perform a number of other missile-
related functions.

I. Tracking and Target Acquisition Segment: The
Players examine all of rhe missiles that have
already been launched, and determine whether
they are still capable of tracking their targets. If it
is determined that a missile cannot track its target
(and, in the case of a Heat-Seeking missile, cannot
acquire a different rarget), it is removed from
play.

2. Missile Launch Segment: The Players each
determine which of their aircraft they wish to have
launch missiles, how many each aircraft will
launch, and what the targets of the missiles are to
be. They roll for missile malfunction for each of
the launched missiles, and place missile counters
on the game-map for each launched missile that
does not malfunction.

3. Radar Lock-On Segmeni: The Players may now
attempt 1o obtain radar lock-ons with aircrafi that
are carrying Radar-Homing Missiles.

D. Disadvantaged Aircraft Movement Phase: The
first Player moves any one of his Disadvantaged



aircraft, according 10 the following sequence.
Then, any Heat-Secking missiles that are targeted
against the aircraft just moved, are moved by the
second Player. After this has been completed, the
first Player moves another of his Disadvantaged
aireraft, and so forth, until all of the first Player's
Disadvantaged aircraft and all Heat-Seeking
missiles rargeted for any of these aircraft have
been moved, Then, the second Player repeats the
first Player's actions, moving each of his Disad-
vantaged aircraft. Note: Each aircraft’s move-
ment is independent; i.e., a Player completes one
aireraft’s movement before continuing on 1o ex-
ecule his nextaircraft’s movement.

1. Acceleration/Deceleration By Power Segment:
The Phasing Player increases or decreases his mov-
ing aircraft’s Acceleration Gauge to reflect ac-
celeration or deceleration by power. I this affects
the aircraft’s Throttle Setting, its Throttle Setting
marker is moved accordingly.

2. Flight Autitude Decision Segment: During this
segment, the Phasing Player determines the Flight
Attitude of the aircralt he is moving. Basically,
this means that he determines the wing position ol
the aircraft, and the angle at which it will dive or
climb (or fly level). He also alters the aircraft’s
Altimeter to reflect any change in altitude that oc-
curs because of a dive or ¢limb, or as a result of
wing attitude,

3. Acceleration and Deceleration Segment: The
moving Player decides whether his moving aireraft
will decelerate or accelerate by any means other
than by power. If so, he adjusts the aircraft's
Movement Allowance Marker to reflect its change
in speed.

4. Expenditure of Energy Points Segment: | the
abreraft is in a climb or in level Might, and it has
Encrgy Points accumulated, it must expend one of
those points. The Phasing Player determines how
his moving aireraft will expend its point, and
reduces the Energy Point Marker 1o reflect expen-
diture,

5. Movement Segment: The Phasing Plaver now
actually moves the moving aircraft’s counter, and
performs any maneuvers with the aircraft that he
wishes.

6. Accumulation of Energy Points Segmenti: If the
aireraft is in a dive, the Phasing Player determines
the number of Energy Points that the aircrafl ac-
cumulated while in a dive and moves the Energy
Point marker on the Aircraft Control Chart to
reflect the accumulation,

7. Heat-Seeking Missile Segment:

Any Heat-Seeking Missiles targeted for the air-
craft that was just moved are now moved, accord-
ing to the following sequence:

Step a — Movement Allowance Determination:
The owning Player of the missile determines
whether it is to dive, climb or fly level, and deter-
mines its Movement Allowance.

Step b — Expenditure of Energy Points: See Phase
D, Segment 4,

Step ¢ — Movemeni; The owning Player proceeds
to move the missile, according to the rules for
missile movement,

Step d — Accumulation of Energy Points: Sce
Phase D, Segment 6

Step e — Turns-in-Flight Record: The owning
Player advances the Turns-in-Flight marker ['or his
missile on the Missile Control Chart by one box. If
the missile has spent as many turns in flight as it is
able, it is removed from the game-map.

E. Normal Aircraft Movement Phase: The
Players move all Normal aircraft, according to the
same procedure used for Disadvantaged Aircraft
movement.

F. Advantaged Aircraft Movemenr Phase: The
Plavers now move all Advantaged aircrafl, accor-
ding 10 the same procedure.

G. Radar-Homing Missile Combat Phase: During
this Phase, each of the Players moves each of the
Radar-Homing missiles that are currently on the
game-map. Radar-Homing missile movement oc-
curs in the same manner as Heai-Seeking missile
movement.

Step a — Radar Lock-on Breakage: The owning

Plaver rolls to determine whether Radar Lock-ons
have been broken by enemy aircraft.

Step b — Movement Allowance Determination:
See Phase D, Segment 7, Stepa.

Step ¢ — Expenditure of Energy Points: See Phase
D, Segment 7, Step b,

Step d — Movement: See Phase D, Segment 7,
Step e,

Step e — Accumulation of Energy Points: See
Phase D, Segment 7, Stepd,

Step [ — Turns-in-Flight Record: See Phase D,
Segment 7, Stepe,

H. Cannon Combat Phase: The first Plaver
resolves Cannon fire from any of his aircraft that
are ina position (o fire their cannons. Then the se-
cond Player resolves cannon fire from his aircrali.
J. Bookkeeping Phase: The Plavers advance the
Game-Turn Record marker one box along the
Game-Turn Record Track.

[6.0] POSITION

GENERAL RULE:

In Air War, relative aircrafl positions are often an
important factor in a number of situations, Most
important among these are Initiative Determina-
tion and missile tracking.

PROCEDURE:

Each aircraft is said to have six “‘ares,”" each are
composing a sixty-degree field of hexes in one di-
rection for the aircraft, the six arcs together form-
ing three-hundred-sixty-degrees around the air-
craft. Hlustrations of the six arcs are shown below.

During the Position Determination Phase, both
Players examine each of their aircraft, and deter-
mine which are in Positions of Advantage, and
which are in Positions of Disadvantage.

CASES:
6.1] ARCS

[6.11] An important concept in the determination
of aircraft positions ts that of arcs. Each aircraft
has six arcs, each of which is a sixty-degree section
to one side of the aircraft (see illustration),

[6.12] In Air War, unlike other SPI games, air-
craft are able 1o face cither towards a hex-side or a
hex-juncture (that point at which two hex-sides
meet). Therefore, ares are given different defini-
tions for aircralt facing towards hex-sides and air-
craft facing towards hex-junctures.

[6.2] POSITION DETERMINATION

[6.21) For purposes of Initiative, an aircraftisina
Position of Advaniage (or is **Advantaged**)if:

a) it has at least one enemy aircralt in its for-
ward are, and that aireraft is no more than ten
levels of altitude above the friendly aircraft, and

b) the friendly aircraft itself is not Disadvan-
taged by an enemy aireraft,

[6.22] An aircraft is said to be in a Normal Posi-
tion if either,

a) it is neither Advaniaged nor Disadvantaged,
or

h) it is borh Advantaged and Disadvantaged,
(i.e., has an enemy aircraftinits forward arc and is
in the forward arc of an enemy aircralt),

[6.23] Anaircraftis said to be ina Position of Dis-
advamage (i.c,, "*Disadvantaged®) if:

a) the aircralt is in the forward arc of an enemy
aircraft, and

b) the enemy aircraft is no more than ten levels
below the friendly aircraft, and

¢) The friendly aircraft is itself not in a Position
of Advantage over some other enemy aircraft.




[6.24] Optional Rule to go with Section 19.0 and
20.0. Aircraft which are not currently spotted by
visual or radar search by enemy aircraft are auto-
matically considered to be in Positions of Advan-
lage.

[6.25] Although Initiative determines the order in
which the Players make their moves, all Disadvan-
taged aircraft (of poth sides) are moved before all
Normal aircraft, which are moved before all Ad-
vantage aircraft (see Sequence of Play, Section
5.0).

[7.0] INITIATIVE

GENERAL RULE:

During the Initiative Determination Phase, the
Players use the rules of Initiative 1o figure out
which Player will be the lirst Player, and which the
second throughout the Game-Turn. At the begin-
ning of each turn, the Players figure Initiative
anew, so it is quite conceivable that the second
Player in one turn would become the first in the
next.

CASES:
[7.1] HOW TO DETERMINE INITIATIVE

Both Players roll two dice, and each totals his die-
rolls. The Player with the greater total is cou-
sidered 1o **Have the Initiative,'" Note, however,
that a Player's die-roll may be altered under cer-
tain circumstances. Each Player must refer to the
Initiative Die-Roll Modification Table (7.2) 1o
determine what the modification to his die-roll is.
Determination of which Player has the Initiative is
made after modifications to the die-rolls have been
made. The Player who has the Initiative chooses
which Player is to move first, and which second.
That is, he has the option of being either the first
or second Player. Note that being the second
Player is usually advantageous in Air War. If,
after all die-roll modifications have been applied,
it 15 discovered thar the Players have rolled the
same number, they must repeat the procedure until
one Player has a greater number than the other.

[7.2] INITIATIVE DIE-ROLL
MODIFICATION TABLE
(see separate booklet)

[8.0] FLIGHT

GENERAL RULE:

Basically, there are three different modes or at-
titudes in which an aircraft may move: level flight,
climb, and dive. Any single aircralt may only per-
form one of these types of movement in a single
Game-Turn. This section deals with rules that per-
tain 1o all types of movement, and with level flight,
The nexi section deals with turning and all aspects
of aircraft movement that have 1o do with turning,
and the following section deals with diving and
climbing, Section 11.0 deals with special maneu-
vers that aircraft can perform in movement,

PROCEDURE:

The actual airspeed of an aircraft and the amount
of thrust being applied by its engines are repre-
sented by 1wo different markers on the Aircraft
Control Chart. An aircraft's airspeed is repre-
sented by a Movement Allowance marker, and its
thrust by a Throttle Setting marker,

An aircralt's Movement Allowance marker is
moved up and down the Movement Track as the

aircrafl increases or decreases its speed, whether
through increased thrust, diving, climbing or the
performance of a special maneuver, The Throttle
Setting marker is only moved on the Movement
Track when the aircralt Accelerates or Decelerates
by Power.

CASES:
[8.1] GENERALMOVEMENT

[8.11] An aircraft's Flight Auitude and Move-
ment Allowance are determined during the Move-
ment Phase before the aircraft's counter is actually
moved (see Section 5.0, Sequence of Play). Only
after decisions about these aspects of an aircraft's
movement have been made is the aircraft actually
moved.

[8.12] An aircraft's Movement Allowance for a
given turn is determined by the placement of its
Movement Allowance marker on the Movement
Track.

Example: An aircraft’s Movement Allowance
would be § if its Movemen! Allowance marker
were set al §on the Movement Track.

[8.13] An aircraft is said to have as many Move-
ment Points as its Movement Allowance; thus, an
aircraft with, say, Movement Allowance of 10
would have 10 Movement Points.

[8.14] An aircraft must expend its full Movement
Allowance every turn; in a given turn, an aircrafl
mustexpend all of s Movement Points.

|8.15] There are a number of ways in which air-
craft may expend Movement Points, An aircraft
expends one Movemen! Point every time its air-
craft counter is moved one hex on the game-map,
In addition, executing a turn, roll, or other
maneuver may require the expenditure of Move-
ment Points.

[8.16] An aircraft may not exceed its Movement
Allowance; that is to say, it may never spend more
Movement Points than it has.

[8.2] THROTTLESETTING

[8.21] Anaircraft's Throttle Setting is equal to the
numbered box occupied by its Throttle Setting
marker on the Movemen! Track.

Example: An aircraft would have a Throttle Set-
ting of 5if its Throttle Setting marker were in the §
box on the Movement Track,

[8.22] The Throttle Serting of an aircraft
represents the amount of thrust being applied by
that aircraft's engine. Therefore, an aircraft's
Throttle Setting directly affects, but isa factor dis-
tinct from, itsairspeed or Movement Allowance.

[8.23] Generally speaking, an aircraft’'s Move-
ment Allowance may be altered by a number of
factors — the aircraft will lose speed when climb-
ing, gain it when diving, and so forth — but its
Throttle Setting will only change when the aircraft
voluntarily alters it, The only time an aircraft’s
Throttle Setting will involuntarily be reduced is
when by diving, the aircrafl arrives at an altitude
where its current Throttle Setting is greater than
the maximum at the aircraft’s new level.

[8.24] Unlessaltered by some other factor (such as
diving or climbing or energy-killing maneuver), an
aircrafl’s Movement Allowance will tend towards
its Throttle Setting.

[8.3] ACCELERATION AND
DECELERATION BY POWER

[8.31] An aircraft's Throttle Setting may be in-
creased only by Acceleration by Power, and de-
creased by Deceleration by Power. (Exception: see
Case 8.23). Note that there are lwo general cale-
gories of acceleration/deceleration, Acceleration/

Deceleration by Power affects an aircraft's Throt-
tle Setting and Movement Allowance; all other
forms of acceleration/deceleration affect only the
aircralt's Movement Allowance.

[8.32] During the Acceleration/Deceleration by
Power Segment of an aircraft's Movement Phase,
the aircraft may alter its Throttle Setting. The
amount by which an aircraft may increase or
decrease its Throttle Setting is dependent upon the
aircraft type,

[8.33] On the Acceleration Table of an aircraft's
Performance Chart is given the Acceleration
Allowances of that aircraft. An aircraft's Accele-
ration Allowance is dependent upon the altitude
grouping at which it is flying and its current Throt-
tle Setting. Cross-reference the altitude grouping
at which the aircraft is flying (found a1 the top of
the table) with its current Throttle Setting (found
in the lefi-most column of the table). This will
yield a single number, which is the aircraft's Ac-
celeration Allowance under those conditions.,
Novte: The Throttle Setting and nof the Movement
Allowance of an aircraft is involved in this pro-
cedure,

[8.34] If a Player chooses 10 Accelerate by Power,
he may advance the accelerating aircraft's Ac-
celeration Marker along the Acceleration Gauge
by as many hoxes as the Acceleration Allowance
of the aircraft. He is not required to accelerate the
full allowance; he may accelerate fewer boxes, if
he wishes,

[8.35] An aircraft's Deceleration Allowance is
listed on the Basic Aircraft Information Table, Ifa
Plaver chooses to have an aircraft Decelerate by
Power, it may reduce (or “rewind’’) its Accelera-
tion Marker by as many boxes as the Deceleration
Allowance on the Acceleration Gauge. Again, an
aircraft is not required 1o Decelerate by its full
Deceleration Allowance; it may decelerate by
fewer boxes, if its owning Player chooses.

[8.36] Every time that an aircraft’s Acceleration
marker enters the 0 box on the Acceleration Gauge
going forwards (clockwise), the aircraft’s Throttle
Setting is increased by one point. Every time the
Acceleration marker passes the 0 box moving
backward (i.e., counter-clockwise), the Throttle
Setting is reduced by one point.

[8.37] Note that, under certain conditions, some
aircraft have an Acceleration Allowance of Vi, If
an aircraft with such an Acceleration Allowance
accelerates by Power, move its Acceleration
marker by one-hall of a box — i.e,, move it onto
the line between two boxes on the Acceleration
Gauge, and, if it accelerates on the following turn,
move it into the next box,

[8.38] An aircraft may not Accelerate by Power
while climbing, unless specifically allowed 1o do so
by i1s Aircraft Performance Chart.

[8.39] If an aircraft's Throttle Setting is increased
by one point, its Movement Allowance is also im-
mediately increased by one point; if the Throtle
Setting is decreased, so is the Movement
Allowance. Note that any such increase is i1 addi-
fion 10 any creeping acceleration that may occur,
(see B.44).

[8.4] ACCELERATION

[8.41] An aircraft's Movement Allowance (as op-
posed to its Throtile Setting) may be increased ina
number of ways.

[8.42] Note that an aircraft’s Movement
Allowance may never be greater than its Maximum
Movement Allowance. An aircraft's Maximum
Movement Allowance is equal (o its Maximum
Throttle Setting (sce 8,43) when the aircraft is in
level Might or climbing; when it is diving, its Maxi-



mum Movement Allowance is indicated on the
Dive Chart (see Case 10.4).

[8.43] An aircraft’s Maximum and Minimum
Throttle Settings vary with altitude grouping, and
are indicated on the Basic Aircraft Information
Table. An aircraft’s Throttle Setting may never be
greater than its Maximum Throttle Setting, nor
less than its Minimum.

[8.44] “*Creeping"’ Acceleration:

If an aircraft’s Movement Allowance is less than
its Throttle Setting at the end of the Acceleration
and Deceleration Phase (i.c., after the Movement
Allowance marker has been moved to reflect air-
speed changes resulting from all other types of Ac-
celeration and Deceleration), its Movement
Allowance is automatically increased by one. Ex-
ception: Creeping Acceleration does not occur if
anaircraftis climbing.

[8.45] Acceleration by Energy Gaining

Maneuver
Aircralt may increase their Movement Allowance
(but not their Throttle Setting) by engaging in
energy-gaining manecuvers, such as diving. When
an aircraft dives, its Movement Allowance is
usually increased (see diving rules, Case 10.4).

[8.5] DECELERATION

[8.51) An aircraft may decrease its Movement
Allowance in three basic ways; Deceleration by In-
ducing Drag, by Energy-Losing Maneuver, and by
Fade-back Deceleration.

[8.52] There is no Minimum Movement Allow-
ance for any aircraft. Theoretically, an aircraft
may have a Movement Allowance of zero;
however, if it does, there is a chance that it will
Depart Controlled Flight and begin plummeting
towards the ground (see Case 10.8).

[8.53] Deceleration by Energy-Losing Maneuver
Aircralt may decrease their Movement Allowance
(but not their Throttle Setting) by engaging in
energy-losing maneuvers, such as climbing or
barrel-rolling. Note that energy-losing maneuvers
may be partially counteracted by *“Creeping"* Ac-
celeration (see Case 8.44),

[8.54] Deceleration by Inducing Drag

Inducing Drag basically means *‘dirtying up'' the
exterior of an aircraft by opening flaps. slats, or
speedbreaks. If an aircraft’s owning Player
decides to reduce its speed by Inducing Drag, he
reduces its Movement Allowance during the Ac-
celeration and Deceleration Segment of the air-
craft's Movement Phase, An aircraft may reduce
its Movement Allowance by one Movement Point
in this manner.

An aircrafl may nof decelerate by Inducing Drag if
its initial Movement Allowance is six or more and
itis flying at LO or ML altitude groupings, or five
or more at MH or HI altitude groupings. (For a
definition of *‘altitude grouping,'* see Definition
of Terms, 1.0).

[8.55] Fade-Back Deceleration

As indicated in the rules for Diving (10.4), an air-
craft that pulls out of a dive has its Movement
Allowance reduced to its Throttle Setting immedi-
ately, and does not undergo "*Creeping Decelera-
tion"' in the same way that aircraft pulling out of
climbs undergo Creeping acceleration. However,
an aircraft that pulls out of a dive may, on the turn
that it enters Level Flight execute fade-back
deceleration; this means that, for this Game-Turn
only, the aircralt's Movement Allowance is only
decreased by ome point, rather than to the air-
craft's Throttle Setting. On the next Game-Turn,
the aircralt must decrease its Movement Allow-
ance to its Throttle Setting; fade-back deceleration
may only be executed on the Game-Turn that an
aircraft pulls out of a dive.

[9.0] TURNING

GENERAL RULE:

In Air War, an unigue facing system is used that is
dissimilar to that used in any other SP1 game.
Therefore, the Players would be well advised to
study this rules section rather carefully before
play.

Air War utilizes a 12-point facing system. This
means that there are twelve directions in which an
aircraft may face; an aircraflt may, in fact, either
face towards a hexside, or towards a hex juncture.
(Note: A hex juncture is the point formed when
two hexsides come together). Each aircrafl
counter has on it an aircraft “*nose,"’ and an air-
craft’s facing is indicated on the game-map by the
direction ils nose is pointing it. (See illustration, )

PROCEDURE:

Basically, turning one hex-point (i.e., turning
from a hexside to an adjacent hex juncture or vice
versa) means a turn of 30 degrees for an aircraft in-
volved. As most aircrafl are incapable of turning
through thirty degrees in a single hex at most
speeds, a rather complex system is utilized to keep
track of the degrees through which an aircraft has
turned, and the amount by which it turns in a given
hex.

Each aircraft is assigned a Turn Mode by the Turn
Mode Chart on its Aircraft Performance Chart,
An aircrafé's Turn Mode indicates the number of
“Turn Points"* that an aircraft can accumulate in
cach hex that it moves through, When an aircraft
accumulates a total of Thirty Turn Points, it is
turned by one hex-point,

On the Aircraft Control Chart is a **Turn In-
dicator’ which has a Turn Points marker placed
on it at the beginning of the game, Each time that
an aircraft accumulates Turn Points, its Turn
Points marker is moved along the Turn Indicator
to reflect the accumulation. If the Turn Marker is
in the 25 box, and the aircraft accumulates § more
Turn Points, the Turn marker is returned to the 0
box and the aircraft is turned by one hex point.
Explanation of Facing Example:
In the illustration below, three aircraft are shown
facing towards three of the 12 possible hex points,
Aircraft A and C are facing towards hexsides; air-
craft B is facing towards a hex juncture.
CASES:
[9.1] PECULIARITIES OF

TWELVE-POINT FACING

[9.11] When an aircraft is facing towards a hex
juncture, it is incapable of moving in a perfectly
straight line, as this would force it to move along
hexsides.

[9.12] If an aircraft is facing towards a hex junc-
ture and it 15 not sideslipping (see Case 9.7), it
moves as follows: first, it moves to the hex im-
mediately in front of it off 1o the right (see illustra-
tion); then it moves to the hex that is now in front

of it 1o the fefr; then to the hex in front of it to the
right; and so on, The aircraft continues to alter-
nate between moving to the hex to the front and
right and moving to the hex 1o the front and left,
until it has completed its movement,

Explanation of Facing Example:

The aircraft in the following illustration begins
pointing towards a hex juncture, In moving it, the
Player chooses neither to accumulate Turn Points
nor lo sideslip, and thus moves the aircrafi directly
forwards, It is moved first to the hex in front of it
and to the right, then to the one in front of itand to
the left, and so lorth, back and forth, for a total of
six hexes before all its Movement Points are ex-
hausted,




[9.2] ACCUMULATING TURN POINTS

[9.21] Before an aircrafl can turn its facing by one
hex-point, it must accumulate thirty Turn Points.
Accumulation of Turn Points by an aircraft is
noted on the Aircraft Control Display by the
movement of the aircraft's Turn Points marker.

19.22] When an aircraft moves into a hex in the
course of its movement, it has the option of ac-
cumulating Turn Points. If the owning Player
chooses to have the aircraft accumulate Turn
Points, the aircraft must expend one Movement
Point (in addition to any Movement Points ex-
pended to enter the hex); the aircraft’s Turn Points
marker is then moved along the Turn Indicator to
reflect the accumulation, Note that any aircraft ex-
pends one Movement Point to accumulate Turn
Points in a given hex, no matter how many Turn
Points it accumulates.

[9.23] Each aircraft may only accumulate Turn
Points once in a single hex. The number of Turn
Points that an aircrafl can accumulate in a single
hex is determined according to a procedure out-
lined below, but the fact remains that, after ac-
cumulating Turn Points in a hex, an aircrafl must
move on to another hex (and expend another extra
Movement Point) before accumulating more Turn
Points,

[9.24] The number of Turn Points that an aircraft
can accumulate in a hex is determined by the air-
craft's Turn Mode Table, which is situated on the
Aircraft's Performance Chart,

Find the aircraft’s altitude grouping at the top of
the Turn Mode Table (either LO, ML, MH, or
H1). This will determine the column to be used on
the Table. Find the aircraft’s Movement
Allowance at the left-hand side of the Table; this
will determine the row to be used. Cross-reference
the row and colump being used on the table 10
vield a single number; this is the aircraft's Turn
Maode under those conditions.

[9.25] Note: When an aircraft is flying banked at
a 45° angle (upright or inverted), its Turn Mode
will actually be somewhat greater than this
number; see 9.6.

[9.26] Examine the Turn Mode/point Translation
Table (9.29). Read down the left-hand side of the
table until the Turn Mode of the turning aircraft is
found. On the row of the Table determined by the
Turn Mode will be a series of numbers separated
by slashes (or a single number), If there is a single
number, that number is the number of Turn
Points that the aircraft can accumulate in each
hex. If there is a series of numbers, the first in the
series is the number of Turn Points that the air-
craft can accumulate in the first hex it accumulates
in; the second is the number it accumulates in the
second hex; and so forth. (Example: 10/5/5 would
indicate that the aircraft could accumulate 10 Turn
Points in its first hex, five in the second, five in the
third. If the aircraft continued moving and ac-
cumulating Turn Points after the third hex, *it
would begin the cycle again; thus, in its fourth hex,
it would again accumulate Ten Turn Points; in the
fifth, five; and so forth).

[9.27] Certain Turn Mode series have 0 terms in
them (for example, §/5/0.) IT an aircraft's Turn
Mode series includes such a term, and the aircrafi
1s accumulating Turn Points and wishes to con-
tinue accumulating Turn Points after il has come
to the 0 term in its series, it must expend one Move-
ment Point toaccumulate no Turn Points in a hex.

Example: Using the Turn Point accumulation
series given as an example previously (i.e., 5/5/0)
the aircraft would accumulate five Turn Points in
each of the first two hexes it accumulated Turn
Points in. In the third hex, it would accumulate
none. However, if it wished to continue ac-

cumulating Turn Points after its third hex, it
would be forced to expend one Movement Point in
its third hex to accumulate zero Turn Points. If it
had not done so, it would not return to the first §
term until it had expended one Movement Point
accumulating zero Turn Points.

[9.28] If anaircraft hasa Movement Allowance of
one al any time, it can either accumulate Turn
Points or move one hex in its Movement Segment,
as it does not have enough Movement Points to do
both. However, if such an aircraft accumulates
Turn Points in one Game-Turn, it mus/ move one
hex in the next; that is to say, if it were to accumu-
late Turn Points at the maximum rate, it would
alternate accumulating Turn Points and moving
from Game-Turn to Game-Turn,

[9.29] Turn Mode/Point Translation Table
(see separate booklet)
[9.3] TURNING AND THE
TURNINDICATOR

[9.31] Aircraft may turn normally when executing
any sort of dive or climb. Note however that air-
craft rotational position (i.e., whether an aircralt
is banked, inverted, or whatnot) will affect the rate
at which an aircrafl can turn (see Case 9.6).

[9.32] On the Aircraft Control Chart is a track
known as the Turn Indicator, This track runs from
25° in one direction to 0° to 25° in the other direc-
tion, at 57 intervals (examine the Aircraft Control
Display). A Turn Points marker is placed on this
Indicator for each aircraft represented on the Con-
trol Display, and moved up and down it to repre-
sent the accumulation of Turn Points by the air-
craft. Every time an aircraft accumulates 5 Turn
Points, its Turn Points marker is moved one box
along the indicator.

[9.33] Ifanaircraftis turning to the right, its Turn
Points marker is moved along the Turn Indicator
to the right. If it is turning to the left, its marker is
moved to the left.

[9.34] If a Turn Points marker is in a 25° box, and
the aircraft accumulates Turn Points so that the
marker should be placed into a non-existant 30°
box, the marker is instead returned to the 0° box
on the Turn Indicator, and the aircraft’s counter is
turned one hex-point. If the Turn Points marker is
moving off the right-hand edge of the Turn In-
dicator, the aircraft is turned to the right; if it is
moving off the left-hand side, the aircraft is turned
to the left.

[9.35] It is perfectly possible for an aircraft to
““fishtail’ its Turn Point marker back and forth —
that is to say, to turn a few Points to the right, then
a few to the left — in order to kill Movement
Points. Thisis called **jinking.””

[9.36] Unless otherwise specified by a scenario, all
aircraft begin with 0 Turn Points accumulated.

[9.4] ROLLING

[9.41] “Rolling’ is the rotation of an aircraft
around its longitudinal axis. Rolling is a prerequi-
site for many maneuvers; in addition, an aircraft’s
rotational position affects its Turn Mode.

[9.42] The rotational position of an aircraft
(hereafter called the aircraft’s Flight Attitude), or
the angle at which the aircraft’s wings are banked,
is kept track of on the Flight Attitude Indicator (as
is the Dive/Climb Type of aircraft, see 10.0). The
Players will note that each box on the Flight At-
titude Indicator has printed on it an *‘asterisk"" of
four lines intersecting to point in cight directions.
They will further note that each Flight Attitude
marker has printed on it the rgil-view of an air-
craft, showing the directions the wings and tail
pointin (see illustration). At all times, an aircraft’s
Flight Artitude marker must be lined up on one of
the boxes of the Flight Attitude Indicator so that
the wings of the marker are lined up between two
of the points of the asterisk (sec illustration),

Which particular box of the Flight Attitude Indi-
cator the Flight Attitude marker is placed in
depends on whether or not the aircraft is diving or
climbing (see Section 10.0).

[9.43] An aircraft flying completely horizontally
(i.e., one that is not banked) would have the
“‘wings"” on its Flight marker aligned horizontally.
To move the wings from one point on the asterisk
(a rotation through 457) is known as rolling one
point; a complete roll of 360° would be rolling
eight points,

[9.44] As well as bearing wings, each Flight "At-
titude marker bears an aircraft “‘tail.”" If the
““tail’* is pointing to the right of the vertical, the
aircraft is said to be banked to the right; if it is
pointing to the left of the vertical, it is said to be
banked to the left.

[9.45] If the tail of an aircraft's Flight Attitude
marker is pointing below the harizontal, the air-
craft is said to be “*inverted.” If the wings of the
marker are aligned along the horizontal, the air-
craft is said to be horizontal; if they are aligned
along the vertical, it is said to be vertical. See il-
lustration.

19.5] EFFECTSOFFLIGHT ATTITUDE

[9.51] An aircraft can only turn at its Turn Mode
as indicated on the Turn Mode Chart if a) it is ver-
tical (i.e., banked ata 90° angle), or b) it is banked
at a 45° angle and has a Movement Allowance of
three or less. Otherwise, the aircraft's Turn Mode
is actually somewhat greater than the Turn Mode
Chart specifies.

[9.52] An aircraft can turn only to the right if it is
banked to the right; it can only turn to the leftif it
is banked to the lefi. A horizontal aircraft
(whether inverted or not) may not turn at all; it
must bank in one direction or the other first.

[9.53] If anaircraft is turning and it is no¢ vertical
(i.e., it is banked ar a 45° or 135° angle), and its
Movement Allowance is four or greater, its Turn
Mode is somewhat greater than the Turn Mode
€Chart of the aircraft indicates.

If the aircraft's Turn Mode Chart indicates that it
has a Turn Mode of 6 or less under these circum-
stances, oneis added to its Turn Mode.

If it has a Turn Mode between 7 and 12 (inclusive),
two is added to the Turn Mode.

If it has a Turn Mode of 13 or more, three is added
to the Turn Mode.

[9.54] If, during the Flight Attitude Segment, an
aircraft’s wings are vertical (i.e., the aircraft is
banked at a 90° angle), the aircrafl loses one level
of attitude (and has its Movement Allowance
reduced, see 9.56), This is because aircraft banked
at this angle are exerting little to no lift, and
therefore tend to lose altitude.

Note that this means that an aircraft that is turning
at the optimum rate must lose altitude, since an
aireraft must have vertical wings in order to turn at
the optimum rate, and must lose altitude if its
wings are vertical.

[9.55] Aircraft which have their wings at 90° dur-
ing a Game-Turn have their Movement Allowance
reduced by one or more Movement Points, ad-
justing the Movement Allowance marker, depend-
ing on the type of aircraft (see Aircraft Perfor-
mance Charts, Flight Parameters) during the
Flight Attitude Segment. Thus, for an aircraft to
turn at its maximum rate, it loses Movement
Allowance and Altitude (see Case 9.54). Note also
that this loss in Movement Allowance may be
restored, to an extent, by Creeping Acceleration
(see Case 8.44) on the next Movement Phase.
missiles automatically lose one Movement Point
during their Movement if they accumulate turn
points at the maximum rate. The reduction in



movement Allowance occurs at the end of the air-
craft's Movement and is in addition to the Move-
ment Points aircraft uses to gain turn points. The
Movement Points expended are expended per

turn.
[9.6] ROLL COSTS AND INHIBITIONS

[9.61] Under certain conditions, an aircraft must
expend Movement Points in order to roll. The
number of Movement Points an aircraft must ex-
pend in order to roll & given number of pointsina
single Game-Turn is listed on the Roll Cost Table
on the Aircralt Performance Chart.

[9.62] Roll costs are cumulative throughout an en-
tire Game-Turn. Thus, if an aircraft were 10 ex-
ecute a number of one-point rolls in a single Move-
ment Phase, it would have 10 expend Movement
Points corresponding to the total number of points
rolled.

[9.63]) An aircraft may roll at any time in ifs
Movement Segment. 1t may roll a number of
points in one hex, and another in the next; it may
roll all the points it wishes to roll in one hex, or
scatter its rolls among a number of hexes. Aircraft
may roll normally while climbing, diving or flying
level,

[9.64] No aircraft may roll more than sixteen
points total in a single Game-Turn.

[9.7] SIDESLIPPING

[9.71] Sideslipping is a form of movement that
combines both forward and lateral movement.

[9.72] An aircraft may sideslip at any time during
its Movement Segment, An aircraft may sideslip
while climbing, diving or flying level. An aircraft
may expend part of its Movement Allowance
sideslipping, and the rest in normal flight (or vice-
versa).

[9.73] Inorder to sideslip, an aircraft must have at
least § Turn Points accumulated in the direction it
wishes to sideslip, and be banked in that direction.
{l.e., if it wishes to sideslip to the left, it must be
banked 1o the left and have Turn Points ac-
cumulated to the left,

[9.74] Sideslipping means moving a certain
number of hexes directly forwards and then mov-
ing one hex to the side (laterally). Depending on
the number of Turn Points that an aircrafl has ac-
cumulated, it must move a greater or lesser
number of hexes forwards before moving one
sideways.

[9.75] As the Sideslipping Table (9.78) indicates,
an aircraft with five Turn Points accumulated
must move eléven hexes directly forward before
moving one laterally; an aircraft with ten Turn

Explanation of Hlustration:

Four aircraft are rolled in three different direc-
tions: A is horizontal; B banked to right; C vertical
banked to right; D inverted banked to left.

Points must move six forward before moving one
laterally; and so forth. An aircraft expends no
Movement Points when it moves one hex laterally;
this lateral movement is considered to occur
without the expenditure of Movement Points,
Movement Points are expended only when the air-
craft is moving forward before moving laterally.
Vhus, sideslipping is “‘bonus’* movement,

[9.76] An aircraft may sideslip more than once in
a single Game-Turn. An aircralt may intermingle
sideslipping and normal movement in any way its
owning Player deems useful.

[9.77] If an aircraft is facing towards a hex-side
when it begins its sideslip, it will be forced to move
onto a hexside when it moves laterally one hex (see
illustration). Since aircrafl may not move onto
hexsides, such an aircraft is moving downwards
one hex (see illustration) so that it is positioned in a
hex at the end of its sideslip. Note that aircraft fac-
ing towards hcxljum:lllrle have no such problem.

[9.78] Sideslipping Table (see separate booklet)
Explanation of Sideslip Example:

Three aircraft, A, B and C begin their movement
with a sideslip; A is pointing towards a hexside,
and B and C towards hex junctures. A and B have
15 Turn Points accumulated (to the right), and
thus must move four hexes forwards before mov-
ing one laterally. C has 20 Turn Points accumu-
lated, and must therefore move three hexes direct-
ly forwards before moving one to the lefi,

[10.0] CHANGING ALTITUDE

GENERAL RULE:

During the Flight Attitude Segment of the Move-
ment Phase, an aircralt's owning Player may
move the Flight Attitude marker of the aircraft.
During this segment, he decides whether his mov-
ing aircraft is to dive, climb, or fly level, and what
type of dive or climb it will execute if it chooses
either of those options. Gerrerally speaking, climb-
ing allows an aircraft to gain altitude while losing
speed, while diving allows it to lose altitude and
gain speed and momentum.

SIDESLIPPING

A

PROCEDURE:

Move the Flight Attitude Marker of the aircraf up
or down the Flight Attitude Indicator on the Air-
craft Control Chart. Note that the Flight Attitude
Indicator is used to indicate both aircraft wing
positions and dive and climb types — one is in-
dicated by the facing of the Flight Atitude
marker, while the other is indicated by the
marker’s position on the Indicator. The specific
box in which a Flight Attitude marker is situated
indicates whether the aircraft represented by thal
markeris ina Type | Dive, a Type Il Dive, a Type
11T Dive, Level Flight, a Type 1 Climb, a Type 11
Climb, ora Type 111 Climb.

CASES:

[10.1] GENERAL

[10.11] The Plaver must decide whal type ol
climb, dive or level Might he wishes an aircraft 1o
exceute during the Flight Attitude Segment of the
aircraft’'s Movement Phase. During this segment,
he places the aireraft’s Flight Attitude marker in
the box on the Flight Attitude Indicator corre-
sponding to the type of Climb, dive, or level (light
that he wishes the aircraft to execute,

[10.12] During the Flight Antitude Segment of an
aircraft’s Movement Phase, the owning Player
may only move the aircraft’'s Flight Attitude
marker up by one box or down by one box on the
Flight Attitude Indicator. For instance, if an air-
craft’s Flight Attitude marker began a Game-Turn
ina Type | Climb, the aircraft might either execute
a Type 11 Climb, a Type | Climb, or Level Flight,
at the owning Player's option. The aircraft could
not go into a Type 111 Climb or any type of dive,
because doing so would necessitate moving ihe
Flight Attitude marker more than one box,

[10.13] An aircralt may only execule one Iype of
climb, dive, or Level Flight in any one Game-
Turn. An aircraft could not for instance, execute
one type of climb, dive, or Level Flight for part of
its Movement Phase, and some other type for the
rest (Exception: see Section 11.0, Maneuvers).
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[10.14] When an aircraft changes its altitude by
climbing or diving, the positions of the Altitude
markers on its Altimeter on the Aircraft Control
Chart must be altered. Each level of altitude that
an aircraft climbs causes the number indicated by
the Altimeter to be increased by one, and each
level dived decreases it by one.

[10.15] When an aircrall changes its Movement
Allowance because of a dive or climb, the air-
craft's Movement Allowance marker is moved to
reflect the increase or decrease in its speed.

[10.16] All effects of a dive or climb — changes in
altitude and changes in Movement Allowance —
occur during the Flight Attitude Segment.

[10.2] CLIMBING

[10.21] There are three types of climbs: Type I,
Type Il and Type L1, Type 111 being the steepest.
Not all aircraft are able to perform Type 111
climbs; if an aircrafl is not permitied (o execute a
certain type of climb, such will be indicated in its
Climb Chart,

[10.22] If anaircraft is to climb, its owning Player
must determine what Type of climb it will execute,
and then refer to the Climb Table.

{10.23] He finds the aircraft’s current altitude
grouping (LO, ML, MH or HI). He then compares
the aircraft’s Movement Allowance and Throttle
Setting, and determines which is greater.

[10.24] The Player finds the altitude grouping of
his climbing aircraft at the very top of the rable,
Immediately below this will be a number of col-
umns; at the top of each column will be a single
number. This number is the number of levels that
the aircrafl climbs.

[10.25] The Player finds his aircraft’s Movement
Allowance/Throttle Setting (whichever is greater)
along the side of the Climb Table, and cross-
references the row determined thereby with each
of the columns determined by the altitude group-
ing.

[10.26] The Climb Table of each aircraft is color-
coded as to Type of Climb. All permissable Type
I1 Climbs are untinted. All tinted numbers to the
left of the Type Il Climbs are Type 1 Climbs.
Tinted numbers, if any, to the righr of Type II
Climbs are Type 111 Climbs. A dash represents a
prohibited action,

[10.27] The Player examines each of the numbers
on the Climb Table that occur at the intersection
of the row determined by the aircraflt's Movement
Allowance/Throttle Setting and the column under
its Altitude grouping. All numbers which are
tinted a shade that corresponds to a type of climb
that the aircraft is nof executing should be ig-
nored; i.e., the Player now concentrates only on
that part of the 1able that refers to the climb Type
that his aircraft is executing,

[10.28] If there is only a single member on the row
of the Table is determined by the aircraft's Move-
men! Allowance/Throitle Setting that is tinted to
correspond with the aircraft’s Climb type, the air-
craft’s Movement Allowance is reduced to that
number, and the aircraft climbs a number of levels
equal to the number at the rop of the column.

If there is more than one number on the correct
row that is tinted the correct shade, then the own-
ing Player of the climbing aircraft has the option
of having the aircraft's Movement Allowance
reduced to any of these numbers, and having it
climb the number of levels equal to the correspon-
ding number at the top of the column,

[10.29] Unless otherwise specified by the Aircraft

Performance Chart, an aircralt may nol Accele-
rate by Power while climbing.

EXAMPLE OF CLIMB

(Refer to the F-4E Climb chart)

An F4E begins its Movement Phase in Level
Flight at an altutude of 10, with a Movement
Allowance and Throttle Setting of 7 each. The
owning Player decides that he wants the F-4 to ex-
ecute a climb. Since the only type of climb that an
aircraft may enter from Level Flight is a Type |
Climb (any other Climb Type being more than one
box away from Level Flight on the Flight Attitude
Indicator), the Player puts the aircraft's Flight At-
titude marker into the Type 1 Climb box on the
Flight Attitude Indicator.

The Player determines thart the aircraft is flying at
LO altitude, and that the Movement Allowance
and Throttle Setting are both seven — since
neither is greater, the Player simply uses 7.

The Player refers to the F-4E's Aircraft Perform-
ance Chart and finds the Climb Table. He dis-
covers thal, at LO altitude and with a Movement
Allowance/Throttle Setting of 7, two spaces on
the table are tinted to correspond to a Type |
Climb. One space contains the number 6 under the
1 column, while the other contains a § under the 2
column. Therefore, the aircraft may either climb
one level and have its Movement Allowance reduc-
ed to six, or climb two levels and have its Move-
ment Allowance reduced to five. The Player
chooses the latter alternative.

[10.3]

Therefore, he performs the following actions: a)
Adjusts the Flight Attitude marker from Level
Flight to Type | Climb; b) Adjusts the Movement
Allowance marker 1o §; ¢) Moves the Altimeter up-
wards two levels (1o 12).

Let us assume that, on the following turn, the
Player wishes to increase his aircraft’s climb 1o a
Type I1. (He could alternately choose to return to
Level Flight, or to remainina Type 1 Climb).

The aircraft is still a1 LO altitude, and its Throttle
Setting (7) is greater than its Movement Allowance
(5). Examining the Climb Table, the Player finds
that there is only one section of the Chart along the
row corresponding to a Movement Allowance/
Throttle Setting of seven under LO altitude that is
tinted to correspond to a Type Il Climb. This part
of the table yields the number 3, and at the 1op of
the column is the number 3 as well, Therefore, if
the aircraft is to execute a Type 11 Climb, it must
climb three levels and have its Movement
Allowance reduced to three.

Therefore, the Player: a) Adjusts the Movement
Allowance marker 1o 3; b) Adjusts the Flight At-
titude marker froma Type | toa Type 11 Climb; ¢)
Adjusts the Altimeter to 15.

If, on the following turn, the Player wished 1o
return the aircraft toa Type | Climb, climbing two
levels, he would: a) Adjust the Flight Autitude
marker from a Type Il to a Type I Climb; b) In-
crease the Movement Allowance from 3 to §; ¢)
Adjust the Altimeter to 17,

[10.4] DIVING

[10.41] If the owning player decides he wishes his
aircraft to dive, he then determines the Type of
Dive (I, II, or 111 — the steepest) it will make, and
refers to the aircraft's Dive chart. To determine
the effects of a dive, the player cross-indexes the
Type of Dive with the aircraft’s altitude grouping.
This will yield three columns: “‘Levels Dived’,
“Maximum Movement Allowance'' and ‘‘Move-
ment Allowance Addition'.

[10.42] Each number in the *‘Levels Dived’' col-
umn is the maximum number of levels the aircraft
can lose by diving while having the particular Max-
imum Movement Allowance and Movement
Allowance Addition figures next to it apply. Thus,
on the F-4 Dive Chart, **2"" in the **Levels Dived"'
column at LO means that an F-4 in a Type | Dive

may dive 1 or 2 levels, have a Max. MA of 7, and
add 0 Movement Points due to diving. The **§"
below it means that an F-4 in a Type I dive, if it
wished to dive more than 1 or 2 levels, could dive 3,
4, or 5 levels, while having a maximum MA of 10
and a Movement Allowance Addition of 3. Thus,
when diving, a player looks in the *‘levels dived"”
column to sees how many levels he wishes to lose,
then see what the aircraft’s maximum Movement
Allowance and MA addition are, taking care that
the right line of the Type of dive is used where
there are more than one. This is how it is determin-
ed which row of the dive table is used. Note that in
each Type of dive, there is a maximum and
minimum limit to the number of levels an aircraft
can lose in that type of dive. (see 10.12)

[10.43] Once a Player has determined what row of
the Dive Table is to be used by the number of levels
dived, he reads across on that row of the Table to
determine the Maximum Movement Allowance of
the aircraft that is diving and its Movement
Allowance Addition. When an aircraft dives, its
maximum Movement Allowance is changed as a
result of the dive (see Case 8.42). In addition, an
aircraft's Movement Allowance is increased by the
number listed under ‘*‘Movement Allowance Addi-
tion;'" unless this increase would cause the air-
craft's Movement Allowance to become greater
than its Maximum Movement Allowance, in which
case the aircraft’s Movement Allowance would be
increased to its maximum.

An aircraft need not take its full Movement
Allowance addition; the owning Player may in-
crease the aircraft’'s Movement Allowance by a
lower number than the Movement Allowance Ad-
dition, if he wishes. However, unless the ‘““Move-
ment Allowance Addition’ is zero, the Player
must increase the aircraft’s Movement Allowance
by at least one Movement Point — unless, of
course, this increase would put the Movement
Allowance over the maximum.

After the Player has altered the aircraft's Move-
ment Allowance, he alters the position of the
Altitude markers on the Altimeter to reflect the
loss of altitude by the aircraft,

[10.44) Ifan aircraft ina Type [1 OR I1I dive is not
inverted it suffers the following penalties: it may
not use the steepest of Type III dives (if it makes
more than one Type I1I dive in a row); the max-
imum Movement Allowance is reduced by two; the
amount of energy gained each turn is reduced by
50%, rounding up.

[10.5] EXAMPLE OF A DIVE
(Refer to the F-4E Dive chart)

An F-4E begins its Movement Phase fying level at
an altitude of 48 levels (LO altitude grouping),
with a Movement Allowance and Throttle Setting
of 6 each. The owning Player decides that he wants
the F4E to dive, and therefore puts its Flight
Altitude marker into the Type I Dive box on the
Flight Altitude Indicator. The aircraft could obvi-
ously not go into a Type Il or Type 111 Dive from
Level Flight,

The owning Player cross-references a LO altitude
with a Type | Dive on the Dive Chart, and ex-
amines the single box that this cross-referencing
produces.

The information in the box referred 1o tells him
that the F-4 may execute one of two different kinds
of Type I dives. The first kind will enable him to
lose one or two levels with a gain of one Movement
Point and a Maximum Movement Allowance of 7;
the other will enable him to lose three to five levels,
gain three Movement Points, and have a Max-
imum Movement ‘Allowance of 10, The owning
Player decides 10 make the second sort of dive, so
he: a) Adjusts the Flight Attitude marker from



Level Flight toa Type | Dive on the Flight Arttitude
Indicator. b) Adjusts the Altitude markers to
reflect the loss of altitude, Assuming the Player
wanted 10 lose five levels, the Altimeter would be
reduced from 48 to 43, ¢) Increases the F-4E's
Movement Allowance (nor its Throttle Setting)
from61to9.

If, on the following turn, the Player put the air-
craft into a Type Il Dive, he would cross-reference
a Type Il Dive with a LO altitude on the Dive
Chart, Examining the box determined thereby, we
see that the aircrafl may again perform two dif-
ferent kinds of Type 11 Dives.

The Player decides that he wants his aircrafl 1o
dive the maximum number of levels, and thus lose
15 levels of altitude. The Movement Allowance In-
crease is 1, but the Maximum Movement Allow-
ance is 9, and the aircraft’s Movement Allowance
is already 9. Therefore, the Player: a) Adjusts the
Flight Artitude Indicator from a Type | to a Type
11 Dive; b) Adjusts the Altimeter from 43 (0 28; ¢)
Does not adjust the Movement Allowance marker.

On the following turn, the Player could either keep
his aircraft ina Type Il Dive, or putitintoa Type |
or Type 111 Dive,

[10.6] ENERGY STATUS

[10.61] Aircraft add energy while diving, as a car
picks up speed while rolling down a hill. This addi-
tional momentum can be used 1o increase the
speed of an aircraft when it leaves a dive and goes
into level flight or a climb, The concept of Energy
Status and the use of Energy Points are very im-
portant in the play of Air War, and players are ad-
vised to master it fully before playing.
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[10.62] The Energy Status marker, which is plac-
ed on the Movement Track, is used 1o keep track
of the energy an aircraft gains while diving. The
setting of the Energy Status marker is equivalent
to the number of Energy Points that the aircrafl
POSSESSes.,

[10.63] The Energy Status marker is normally
kept at 0 on the Movement Track. It is moved up
the track as theaircraft gains Energy Points.

[10.64) During the Accumulation of Energy
Points Segment of the Movement Phase, after an
aircraft has completed all its movement, the
number of Energy Points that each aircraft which
dived has accumulated by diving in that Movement
Phase is calculated, and the Energy Status marker
moved to reflect the accumulation. The number of
Energy Points that an aircraft accumulates in a
Movement Phase is determined by the following
procedure: a) Divide the number of levels dived by
the aircraft by three (rounding down). b) If the air-
craft is in a Type I Dive (only) add to this the total
number of hexes moved through by the aircraft
divided by three, rounding down. Note that one
Movement Point expended in a sideslip is
equivalent to one hex moved through for this pur-
pose,

This total is the number of Energy Points that the
aircraft may accumulate in that Game-Turn,

[10.65] An aircraft may never accumulate more
than its maximum Energy Point Accumulation in
a single Game-Turn. The Maximum number of
Energy Points an aircraft can accumulate in a
single Game-Turn is shown in the Basic Aircraft
Information Table of each Aircraft Performance
Chart, If, according to 10.64, an aircraft must ac-
cumulate more than Maximum Energy Points, it
accumulafes the Maximum and the excess are lost.

[10.66] On the Basic Aircraft Information Table

of each Aircraft Performance Chart is indicated
the Maximum Energy Points of each aircraft. An
aircraft may never have more Energy Points total
than its Maximum Energy Points. For instance, if
an aircraft's Maximum Energy Points is seven, it
may never have more than seven Energy Points.
Any Energy Points accumulated in excess of this
are lost,

[10.67] Note that aircraft only accumulate Energy
Points while Diving. When an aircraft is in Level
Flight or a Climb, and has at least one Energy
Point, it must expend one Energy Point during the
Expenditure of Energy Points Segment. By expen-
ding the point, the aircraft may do one of three
things: a) It may lose the Energy Point, The energy
is simply “‘bled of " into the air, the Energy Status
marker is reduced by one, and no other effects oc-
cur. b) It may gain one “Bonus' Movement
Point. During the aircraft's upcoming Movement
Segment, it will have one extra Movement Point 1o
expend, above and beyond that given it by ils
Movement Allowance. Its Movement Allowance
marker is mot increased, but is effectively one
greater for that turn. Note that Turn Modes are
calculated on the basis of Total Movement Points
(i.e., the Bonus Movement Point is counted); but
when calculating dives, the Bonus Movement
Poiht is mot counted, ¢) Gain two *‘Bonus"
altitude levels. Obviously, the aircraft may only
choose this option while climbing. The Climb
Type of the aircraft does not change, but its alti-
meter is adjusted 1o reflect the altitude change.
These levels are in addition to any levels climbed
normally by the aircraft,

[10.68] If an aircraft brings its nose up (i.e.,
changes from a dive/climb type to another one
bex above it on the Flight Auitude Indicator), the
aircraft will immediately lose a certain number of
Energy Points. The number of Energy Points that
an aircraft loses when it brings its nose up varies
from aircraft to aircraft; the Energy Point loss is
indicated on the Flight Parameters Table of an air-
craft’s Performance Chart,

[10.69] An aircraft may not accumulate Energy
Points if it is executing a Push-Through or any
other Maneuver, or if the aircraft has Departed
Controlled Flight (see 10.8).

[10.7] ALTITUDE LOSSIN LEVEL FLIGHT

Any aircraft in Level Flight may perform what is
known as a “‘descending maneuver.'' This means
that the aircraft loses one level of altitude (maxi-
imum per Game-Turn), but remains in level flight.
Descending in such a way is not diving.

[10.8] DEPARTING CONTROLLED FLIGHT

[10.81] Any aircralt that begins its Movement
Phase with a Movement Allowance of zero has a
change of departing controlled flight and entering
free-fall,

[10.82] Before executing any of the segments of
such an aircraft’s Movement Phase, the owning
Player checks 1o see whether or not the aircrafi
departs oontrolled flight. He calculates the pro-
bability number for it 1o depart controlled flight as
follows:

The Probability Number is 12, Add §is the pilot is
a Novice, subtract §if the pilot isa Honcho. This is
the Probability Number that the aircraft will
depart controlled flight.

[10.83] Refer 1o the rules of Probability (12.0),
and determine whether or not it departs controlled
flight.

[10.84] If an aircralt departs controlled flight
while in a climb or level flight, it immediately
enters a Type | Dive, If itis in a dive, it immediate-
ly enters a dive one Type steeper than the type it is
in. Itrs Movement Allowance remains zero (no mat-
ter what its Throttle Senting). The aircrafl auto-

matically dives the maximum possible number of
levels for the Type of dive itisin.

[10.85] On the following turn, place the aircrafi
into a Dive Type one type steeper than the last it
executed, and every turn thereafter increases its
Dive Type until the aircraft is executing a Type 11
Dive. Every turn in which the aircraft remains
departed from Controlled Flight, it dives the max-
imum number of levels for whatever type of dive it
is executing. It continues to do so until it regains
controlled flight, or until it goes splart.

[10.86] On every turn following that in which the
aircraft departed controlled flight, an aircraft may
attempt to regain controlled flight. The Probabili-
ty Number that it will do so is a base of 6; add 6 if
the pilot is a Honcho, and subtract 3 if he is a
Novice,

[10.87] An aircraft that reenters controlled flight
remains in whatever dive type it was in before it
regained controlled flight for one Game-Turn,
during which time it need nof dive the maximum
number of levels for that Dive type. On subse-
quent turns, it may begin to pull out of the dive.

[10.88] An aircrafi that reenters controlled flight
immediately gains a Movement Allowance equal
to its Minimum Throttle Setting at its altitude
grouping. It may increase its Movement
Allowance thereafter in the normal manner.

[11.0] MANEUVERS

GENERAL RULE:

Maneuvers are special procedures which allow an
aircrafi to break the normal rules of flight, Thus, a
maneuver will often enable an aircraft to perform
an action that normally is not permitted, Many air
combal maneuvers do not appear in this section
because they do not require such special dispensa-
tion, and may be performed “normally.*’

PROCEDURE:

Each maneuver will be given a set of Prerequisites
(conditions that an aircraft must fulfill before ex-
ecuting a maneuver); Procedures (actions that an
aircraft must accomplish while undergoing the
maneuver); and Postrequisites (actions that an air-
craflt must execute upon the completion of the
maneuver); as well as special rules pertaining to
that maneuver.

CASES:
[11.1] PULL-THROUGH MANEUYER
[11.11] Prerequisites:

An aircraft must execute a Type 111 Climb for a
certain number of Game-Turns before executing a
Pull-Through. The number of Turns that an air-
craft must remain ina Type [11 Climb diflers from
aircraflt to aircraft, and is indicated on the Flight
Parameters Table of the aircraft's Performance
Chart. Note that the number of Game-Turns may
vary depending on the aircraft’s altitude grouping.
[11.12] Procedure:

On the turn in which an aircrafl executes a Pull-
Through, place its Flight Auitude marker in the
Pull-Through box of the Flight Attitude Indicator.
Theaircraft then:

a) Climbs one level fess than it would if it were ex-
ecuting a Type 111 Climb at its current Movement
Allowance/Throttle Setting and altitude group-
ing.

b) Automatically Decelerates by Power by as
many points as possible every turn that it remains
in a Pull-Through. In the case of aircralt which
may accelerate while climbing, however, this may
not exceed the number of poinis it may accelerate.
¢) Has its Movement Allowance reduced to some
number between zero and one fewer than it would
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be reduced to normally in a Type 11l Climb. The
owning Player determines ils Movement
Allowance, within these parameters.,

Note that an aircraft executing a Pull-Through can
have a Movement Allowance of zero, i.e., may
climb straight up (see Case 11.14).

[11.13] Postrequisites:

An aircralt wishing to leave a Pull-Through musi
¢ither enter a Type 11 Dive, or execute a manuever
that will pull it out of the Pull-Through. Note that
a Pull-Through is a prerequisite for a number of
other maneuvers.

[11.14] No aireraft in a Pull-Through may climb
less than one level, If it is forced to do so, it
becomes susceptible to Departing Controlled
Flight,

[11.15] Some aircraft are prohibited from ex-
ccuting Type 111 Climbs, but may still execute
Pull-Throughs. Such aircraft may enter Pull-
Throughs from a Type I1 Climb; nole that they
must, however, spend a certain number of Game-
Turns ina Type 11 Climb before so doing. Aircralt
which cannot make a Type 11 Climb must spend a
certain number of Game-Turns in g Type | Climb
before entering a Pull-Through. Sce Flight
Parameters Tables on the concerned Aircralt Per-
formance Table. Aircraft which are capable of a
Type 111 climb may still execute a Pull-Through
from a Type Il climb if it is unable, at its Throttle
Seiting and Altitude, to attain a Type L1 climb. In
this case, the aircraft must remain in the Type 11
¢limb for one turn longer than it would in a Type
111 elimb.

[11.16] Example of a Pull-Through
(Refer to the F-4E Aircraft
Performance Chart)

An F-4E is making a Type H1 Climb at Hl altitude
and has been doing so for 3 turns, and with a
Throttle Setting of ten. In this Type 111 Climb the
F4E would gain three altitude levels and have a
Movement Allowance of six. The Player wishes lo
perform a Pull-Through so he adjusts the Flight
Attitude marker from the Type 111 Climb box to
the Pull-Through box. He may now adjust the
F-4's Movement Allowance 1o any number be-
tween five (one less than its normal Movemeni
Allowance in a Type Il Climb) and zero, in-
clusive. The F-4E now moves this number of
Movement Points. He increases the F-4E s altitude
only two levels, as this is one fewer than the three it
would climb in a Type 111 Climb. The F-4E's Ac-
celeration Marker on the Acceleration Gauge is
moved backwards 10 boxes, as the F-4E must
Decelerate by Power as fully as possible, This
results in decreasing the F-4E's Throttle Setting by
one,

[11.ET] I an aircraft begins its Movement Phase
in a Pull-Through, and wishes to continue ex-
ecuting a Pull-Through, it must either a) reduce its
Movement Allowance by two, or b) reduce the
number of levels it will climb in this Movement
Phase by one from the number it climbed in the
last, If the aircraft is incapable of doing either of
these, it must pull out of the Pull-Through, and
return to a Type 111 Climb.

Example: The F4E which made a Pull-Through
last Movement Phase gained 2 levels, and had its
Movement Allowance reduced to 3. The owning
Player now must either reduce its Movement
Allowanceto 1 or climb only 1 level if he wishes the
aircraft to continue Pulling Through. Note that
the fact that the aircraft had o Decelerate by
Power may force the Player to climb fewer levels
and/or reduce its Movement Allowance; forced
reduction caused by this may count towards the

reduction in altitude levels climbed and Movement
Allowance forced by Case 11.17.

[11.2] PUSH-THROUGH MANEUVER

[11.21] Prerequisites:
An Aircraft must execute a Type 111 Dive in the
turn before it executes a Push-Through.

[11.22] Procedure:

On the turn in which an aircraft executes a Push-
Through, place its Flight Attitude marker in the
Push-Through box on the Flight Attitude In-
dicator, on the Aircraft Control Display.

a) The aircraft dives as many levels as it would if it
were executing the steepest Type 111 Dive that it
can. That is, it dives the maximum possible
number of levels,

b) The owning Player may reduce the aircraft’s
Movement Allowance by as many as five points,
or as few as none, The Movement Allowance need
not be reduced, but it may be reduced by up 1o five
points.

Note that an aircraft executing a Push-Through
may have a Movement Allowance of zero |, i.e.,
may dive straight downwards.

[11.23] Postrequisites:

Upon leaving a Push-Through, an aircraft must
either enter a Type 111 Dive, or execute some sort
of manuever.

[11.24] Aircraft executing Push-Throughs may
not Depart Controlled Flight, even if their Move-
ment Allowance falls to zero, That is, aircraft in
Push-Throughs may have a Movement Allowance
of zerowith noill effects,

[11.25] Example of Push-Through
(Refer to the F-4I
Aireraft Performance Chart )

An F-4E is making a Type 111 Dive at MH altitude,
The owning Player wishes it to go into a Push-
Through. He places the F-4E's Flight Attitude In-
dicator in the Push-Through box, and may reduce
the F4E's Movement Allowance by up to five
Movement Points, An aircrafl may continue a
Push-Through indefinitely (until 1t hits the
ground). Note that an aircraft executing a Push-
Through i1s not required to continue losing Move-
ment Poinls, as an aircralt executing a Pull-
Through is.

[11.3] WINGOVERMANEUVER

[11.31] Prerequisites:

For an aircrafl to perform a Wingover, it must
begin 1ts Movement Phase in a Pull-Through
maneuver.

[11.32] Procedure:

The aircrafi counter is turned 180°, i.e., through
six hex points so that its nose is pointing in the op-
posite direction from that in which it was previous-
ly pointing. The aircralt must roll at least four
points, Its Movement Allowance marker is reduc-
ed by one Movement Point. It must fly level for the
remainder of the Game-Turn, and its Flight At-
titude marker is placed in the Level Flight box of
the Flight Attitude Indicator,

[11.33] Postrequisites:
None.

[11.4] SPLIT-SMANEUVER

[11.41] Prerequisites:

An aircraft must begin its Movement Phase in-
verted and in a Push-Through in order to execute a
Split-S. It must have been in a Push-Through for a
certain number of turns before making a Split-S.
The number of Game-Turns that an aircraft must
remain in a Push-Through before executing this
maneuver differs from aircraft to aircraft and by
altitude grouping, and is indicated on the Flight
Parameters Table of the aircraft's Performance
Chart. See | 1 .44,

[11.42] Procedure:

The aircraft is turned 180° (i.e., through six hex-
points). 1t neither expends nor accumulates Turn
Points. It expends no Movement Points, It may
make the six hex-point turn at any point during its
Movement Segment,

[11.43] Postrequisites:

The aircraft must remain in a Push-Through for
the remainder of the Movement Phase. On follow-
ing turns, it may, if its owning Player desires,
begin to pull out of the Push-Through normally.

[11.44] Some aircraft’s Flight Parameters Table
indicate that they need only remain in a Push-
Through for zero turns before making a Split-S.
This means that such aircraft may execute a Split-S
in the same Movement Phase as that in which it
enters a Push-Through from a Type 11 dive.

[11.5] LOOP MANEUVER

A Loop Maneuver is performed by executing a
Wingover Maneuver (see Case 11.3) followed by a
Split-§ Maneuver (see Case 11.4),

[11.6] IMMELMANNMANEUVER

[11.61] Prerequisites:

In order to execute an Immelmann Maneuver, an
aircralt must execute a Type Il Climb for a cer-
tain number of Game-Turns. The number of
Game-Turns that an aircraft must remain in a
Type 1 Climb before executing an Immelmann is
indicated on the Flight Parameters Table on the
aircraft’s Performance Chart,

In addition, the aircraft's wings on the Flight Al-
titude Indicator must be horizontal or at a 45°
angle,

[11.62] Procedures:

Throughout the Movement Phase in which the air-
craft performs she Immelmann, it is considered 10
be executing a Type [11 Climb. The aircraft is mov-
ed at least half of its Movement Allowance, then
turns anywhere from one to six hex-poims, The
aircraft expends 1 Movement Point to turn these
hex-points, and its Movement Allowance is reduc-
ed by 1. 11s Turn Points marker is shified to any
box the Player desires. The aircraft then completes
its movement with any remaining Movement
Points. Note than an Immelmann basigally allows
an aircraft to turn as little or as much as its owning
Player desires.

[11.63] Postrequisites:

After executing an Immelmann, an aircraft's
Flight Altitude marker is placed in the Level Flight
box of the Flight Altitude Indicator. In the Move-
ment Phase following that in which the aircraft ex-
ecuted an Immelmann, it must execute a Type |
Dive or Level Flight.

[11.64] Aircraft that are unable to execute Type
111 Climbs (such as the MiG-17) may enter Im-
melmann maneuvers from Type 11 Climbs, bul,
again, must spend a certain number of Game-
Turns in Type 11 Climbs before executing the Im-
melmann, as determined by the Flight Parameters
Table. Aircraft unable to execute Type 11 climbs
may enter an Immelmann after a certain number
of turns in a Type | Climb. This includes aircraft
unable to make a Type I1 climb at a specific Throt-
tle Setting and Altitude (e.g., F-4E at LO and
Throttle Setting of 3). These must add | to the
number of Game-Turns spent in Type 11 climb,
however.

[11.65] Some aircraft need spend zero turns in a
Type 11 (or 1) Climb before entering an Im-
melmann. Such aircraft have 0 indicated on the
Flight Parameters Table in the appropriate place.
These aircraft may enter an Immelmann on the
same turn that they enter a Type 111 (or [1) Climb.



[11.7] LATERAL RUDDER ROLL
MANEUVER

[11.71] Prerequisites:

In order to execute a Lateral Rudder Roll, an air-
craft must begin its Movement Phase in a Dive or
Level Flight. Aircraft may not execute this
maneuver while climbing.

[11.72] Procedure:

A Lateral Rudder Roll basically allows a Player to
move his aircraft along a path 60° from the air-
craft's actual heading. He executes the maneuver
in the following manner: The aircraft moves any
part of its Movement Allowance forward, in the
normal manner. It need not move any Movement
Points forward, if the owning Player so desires.
The aircraft must then roll at least one roll point,
up to the maximum possible; thereafter, the air-
craft expends any part of the remainder of its
Movement Allowance traveling in a path at a 60°
angle from its actual heading. The facing of the
aircraft is not changed. See illustrations.

[11.73] Postrequisites:

At the end of the Movement Phase in which an air-
craft executes a Lateral Rudder Roll, it must
reduce its Movement Allowance by a certain
number. The number by which an aircraft’s Move-
ment Allowance must be reduced varies from air-
craft to aircraft, and is indicated on the aircraft's
Flight Parameters Table on the Aircraft Perfor-
mance Chart.

[11.74] Aircraft engaging in Lateral Rudder Rolls
may neither launch missiles nor fire cannon in the
same Game-Turn. Further, aircraft may not ac-
cumulate Turn Points while moving in the 60°
path, although they may accumulate them while
moving prior to or after executing the roll.

[11.75] Example of a Lateral Rudder Roll: The
aircraft in the diagram both begin with 5 Move-
ment Points. They each move forward one hex,
roll 4 points (costing one Movement Point) and ex-
pend the remaining 3 Movement Points®in a
Lateral Rudder Roll.

[11.76] Note that, although an aircraft does not
move directly forward in a Lateral Rudder Roll,
neither is its facing altered.

(11.8] VERTICAL BREAK MANEUVER

[11.81] Prerequisites:

In order to perform a Vertical Break Maneuver, an
aircraft must begin its Movement Phase in a Type
1T or Type 111 Climb, with a Movement Allowance
of at least three. Its wings must be vertical (i.e.,
banked 90°).
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[11.82] Procedures:

The aircraft is considered to execute a Type Il or
Tvpe [11 Climb in the Movement Phase that it ex-
ecutes the Vertical Break Maneuver. At any point
in the aircraft’s normal movement, the owning
Player may announce that the aircraft is perform-
ing a Vertical Break Maneuver. The aircraft ex-
pends a certain number of Movement Points; its
Movement Allowance is reduced by one /ess than
the number of Movement Points expended; the
aircraft's Flight Attitude marker is placed three
boxes downward. The aircraft then moves normal-
ly for the remainder of its Movement. The number
of Movement Points expended in the maneuver is
indicated on the aircraft's Flight Parameters
Table.

[11.83] Postrequisites:

On the two Game-Turns following that in which
an aircraft performs a Vertical Break Maneuver, it
must execute a dive.

[11.9] BARREL ROLLS

[11.91] Prerequisites:

In order to perform a Barrel Roll, an aircraft must
begin in a Dive or Level Flight. It may not begin in
a4 Climb,

[11.92] Procedure:

The aircraft expends its entire Movemen! Segment
in executing the Barrel Roll. It may not ac-
cumulate Turn Points or execule any other
maneuver while executing the Barrel Roll. It may
executea Dive.

The aircraft’'s Movement Allowance is reduced by
two if it was previously five or less, and by three if
it was greater than five. The aircraft is then moved
its full Movement Allowance (after modification)
directly forward.

[11.93] Postrequisites:

In the subsequent Cannon Combat Phase, aircraft
that performed Barrel Rolls may not fire. Aircrafi
shooting their cannon at aircraft that performed
Barrel Rolls have their probability reduced by a
quarter (25%).

[12.0] PROBABILITY
GENERAL RULE:

In various sections of the rules — Departing from
Controlled Flight, Cannon Combat, Visual and
Radar Search, and Missile Combat, as well as
several others — it is necessary to randomly deter-

«
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mine whether a certain action taken by an aircraft
is successful. This involves the rules of Proba-
bility. In all such circumstances, the Players follow
some procedure 1o generate a ‘‘Probability
Number,"" which is then used to determine
whether their actions are successful, using these
rules.

PROCEDURE:

Refer to the Probability Table (12.2). Find the
Probability Number in the left-hand column of the
table, and roll two dice. If the number rolled on
the two dice is equal to one of the numbers listed in
the right-hand column of the table, the action in
question is successful.

CASES:
[12.1] PISCUSSION

[12.11] Basically, a Probability Number is the
chance out of thirty-six of an action being suc-
cessful. For instance, a Probability Number of 9
means that there is a 25% chance of something oc-
curing (9/36 = .25).

[12.12] Inanumber of different rules sections; the
Plavers are directed to calculate a Probability
Number, which is then used to determine whether
acertain action is successful.

[12.13] If a successful die-roll is obtained when
rolling on the Probability Table for Departure
from Controlled Flight, the aircraft Departs Con-
trolled Flight. A successful die-roll when rolling
for Cannon Combat indicates that the firing air-
craft has scored a hit. A successful die-roll when
rolling for missile malfunction indicates that the
missile has malfunctioned. For other cases in
which the rules of Probability are used, the effect
of a “‘successful”" will be indicated.

[12.2] PROBABILITY TABLE
(see separate booklet)

[13.0] CANNON COMBAT
GENERAL RULE:

During the Cannon Combat Phase, the Players
may engage in Cannon Combat. An aircraft may
only fire its cannon at an enemy aircraft under cer-
tain conditions, as outlined in these rules.

PROCEDURE:

The owning Player of the firing aircraft deter-
mines the range between his aircraft and the enemy
aircraft it is firing on. He cross-indexes the range
with the aircraft’s Cannon Type on the Cannon
Base Probability Chart (13.4). He then examines
the Cannon Probability Modifiers Chart (13.5),
and modifies his base probability as the Modifiers
Chart directs; this yields his final Probability
Number, Following the rules of Probability (12.0),
the Player determines whether or not his firing air-
craft has hit its target, If it has, he refers to the
Damage by Cannon Type Tables (13.6), and rolls
two dice to determine the amount of damage that
has been inflicted.

The Owning Player reduces the ‘*Cannon Shots
Remaining'" marker on the Weaponry Track of
the Aircraft Control Display to show that the air
craft has expended a portion of its cannon ammu-
nition. The Damage marker of the target aircraft is
moved on the target aircraft’'s Weaponry Track to
reflect any damage that it took from the Cannon
Combat. If the target aircraft was destroyed, it is
removed from the game-map immediately.

CASES:
[13.1] LIMITATIONS AND PROHIBITIONS

[13.11] All Cannon types have a range of six hex-
es, except for Type E Cannons (actually .50 calibre
machine guns), which have a maximum range of
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four hexes. No aircraft may fire its cannon at a
range greater than its maximum range,

[13.12] Range is computed by counting the
shortest, most direct path of hexes from the firing
aireraft to the target aircraft, One is added to the
range for every two levels of altitude difference be-
tween the two aircrafl.

[13.13] In order to fire its cannon at a target, an
aircraft must have that target in its forward arc
(see Case 6.1).

[13.14] The position of the target aircrafl relative
to the firing aircraft is of prime importance in
determining the probability of the firing aircrafl
successfully hitting its target, If the firing aircrafi
is in the rear arc of its target, it is said 10 be ex-
ecuting normal cannon fire; il it is in one of the
rear side arcs, it is said to be executing high-angle-
off cannon fire (Exceptions: see Case 13.15); if it is
in the forward arc of the target aircraft, it is said to
be executing frontal cannon fire (see illustration).
IT the firing aircraft is in one of the front side arcs
of the target aircraft, it is forbidden to fire ar the
target aircraft. If the firing aircraft is directly
behind the tafget aircraft and is facing directly
toward it, it is considered 10 be executing **slot"*
fire. If it is directly behind its 1arget, but is not fac-
ing directly toward its target, its fire is merely nor-
mal cannon fire.

[13.15] If the firing aircraft is in Level Flight, its
target aircraft may not be further away in terms of
altitude than it is in terms of hexes: in other words,
a targe! one hex away could only have an altitude
one level different; one two hexes distant could be
two altitude levels away; one three hexes distant
could be three altitude levels higher or lower than
the firing aircraft, etc. In other words, for every
hex than an aircraft is distant, the firing aircrafi
can fire one level higher or lower.

[13.16] An aircraft in a Type | Dive may only fire
at aircraft at its own level or on lower levels. An
aircraft in a Type 1 Climb may only fire at aircraft
atits own or higher levels.

[13.17]) Anaircraft ina Type Il or 11l Dive orina
Pull-Through may only fire at aircraft at a lower
altitude, Aircraft in Type 11 or 11l Climb or a
Push-Through may only fire at enemy aircraft ai

higher altitudes. If the target aircraft is in a
Dive/Climb Type three or more boxes away from
the Dive/Climb Type of the firing aircraft (for in-
stance, if the firing aircraft were in a Type 111
Climb and the target were in Level Flight), all can-
non combat from any of the three rear arcs would
be considered to be high-angle-off cannon fire.

[13.18] An aircraft may not engage in cannon
combat if it has a Radar Lock-on (except that it
may fire its cannon at the aircraft it is locked on to)
or has attempted to obtain a Radar Lock-on inthe
same Game-Turn, or if it launched a missle of any
type in the same Game-Turn.

[13.2] EXPLANATIONS

[13.21) Each aircraft has indicated on its Aircrafi
Performance Chart the Type of Cannon that it
carries. Note that certain aircrafl (notably, early
models of the F-4 and reconnaissance aircraft)
carry no cannon.

[13.22] Cannon Types are rated A through M. An
aireraft’s Cannon Type will determine its Base
Probability Number when Cannon combat is

resolved and will effect the amount of damage the
firing aircrafl will inflict on its 1arget.

[13.23] When firing an aircraft’s Cannon, the
owning Player first determines whether the air-
craft can fire its Cannon by referring.to Case 13.1
above. He then determines the range between the
firing aircraft and its target, and cross-references
this range with the aircraft’s Cannon Type on the
Cannon Base Probability Chart. This cross-refer-
encing will yield a single number, which is the Base
Probability of hitting.

[13.24] The Player then determines whether the
Cannon fire is normal, *'slot,"* high-angle-off, or
frontal, and refers to the Cannon Probability
Modifiers Chart. This Chart will modify the Base
Probability Number according to the type of Can-
non fire being executed, and also according 10 a
number of other circumstances (see Case 131.4).
[13.25] Using the rules of Probability (12.0) and
the Probability Number found above, the Player
determines whether or not his firing aircraft has
hit its target. If not, the Cannon combat is over
and no damage has been inflicted. If so, the Player
proceeds to the Damage By Cannon Type Tables
(13.6).

[13.26] If the owning Player has determined that
his firing aircraft has hit its target, he refers to the
Damage By Cannon Type Tables (see Case 13.6).
He rolls two dice and refers 1o the table determined
by his Cannon Type. He cross-references the two
die-rolls on the appropriate table (the first die-roll
determining the row, the second the column, to be
used), to yield a single number.

This number is the number of Damage Points that
the target aircraft takes. The Damage markers of
the target aircraft onits Weaponry Track are mov-
ed backward one box (i.e., reduced by one point)
for every point of damage that the aircraft has
taken. If the markers are reduced to zero (i.e., the
aircraft has taken as many hits as it can), the air-
craft is removed from play and is considered
destroved.

[13.27] Whether or not the firing aircraft was suc-
cessful in hitting its target, its **Cannon Shots Re-
maining”’ marker is moved down one box (i.e.,
reduced by one point) on its Weaponry Track on
the Aircraft Control Display to record the expen-
diture of ammunition. If an aircraft’s Cannon
Shots Remaining marker is at zero the aircraft is
incapable of firing its cannon for the remainder of
the game.

[13.28] When an aircraft has taken half as many
hits as it is capable of taking (i.e., when its Damage
marker has been moved to one-half of its starting
position), the aircraft is considered to have taken
enough damage to affect its performance, Aircraft
so damaged are considered to be in Loaded condi-
tion (see Section 17.0). If the aircraft was in Load-
ed condition to begin with, it must jettison its
Stores during its next Movement Phase (see Case
25.1). In its subsequent Movement Segment, the
aircraflt may not execute any mancuver prohibited
10 Loaded aircrafi. The aircraft’s Throttle Setting
and Movement Allowance markers are automatic-
ally reduced 1o the maximum permitted for the air-
craft in Loaded condition. If the aircraft was at an
altitude greater than that allowed for the aircraft
in Loaded condition, the aircraft must dive as
quickly as possible until it is a1 maximum altitude
for its condition.

[13.29] When an aircraft is liring at a target from
the front of the target (i.e., when it is executing
frontal cannon fire), only one-quarter of the
results on the Damage By Cannon Type Tables ac-
tually have effect; i.e., some of the results are ig-
nored. Some resulls on the Damage By Cannon
Type Table are asterisked (*); only these results
have effect in frontal fire situations, All others are
considered 1o have no effect. (See the Damage By

Cannon Type Tables, 13.6, and the explanation

thereof.) 5

[13.3] B-1's, B-52’s, AND BACKFIRE
BOMBERS

These three aircraft, unlike all the other provided

with Air War, have rear-mounted guns,

[13.31] An aircraft with rear-mounted guns may
fire at an enemy aircraft from any angle. The fir-
ing aircraft does nof have to fire from one of the
rear arcs or the forward arc of the enemy aircraft;
the firing aircraft may be in any arc of its target.

[13.32]) However, an aircraft with rear-mounted
guns may only fire at aircraft in its rear arc, It may
not fire at aircraflt in any of its other arcs.

[13.33] Case 13.15 holds for aircraft with rear-
mounted guns.

[13.34] Case 13.16 is superseded by this rule: An
aircraft with rear-mounted guns that is ina Type |
Dive may only fire at an aircraft that is at its own
level or a higher level. An aircraft in a Type 1
Climb may only fire at an aircraft at its own or a
lower level.

[13.35] Case 13.17 superseded by this rule: An air-
craft with rear-mounted guns in Type Il or Type
111 Climbs or in a Pull-Through may only fire at an
aircraft at a higher altitude. Aircraft with rear-
mounted guns in Type I or Type 111 Climbs or
Push-Through may only fire at enemy aircraft at
lower altitudes.

[13.36] Aside from the above exceptions, all rules
regarding cannon combat apply to aircraft with
rear-mounted guns.

[13.37] When a B-1, B-52 or Backfire Bomber is
the target of cannon fire, **TE’’ results have effect
only when they are asterisked on the Damage by
Cannon Type Tables. That is to say, although all
other results have effect, un-asterisked “TE"
results do not.

[13.4] CANNON BASE PROBABILITY
CHART (see separate booklet)

[13.5] CANNON PROBABILITY MODIFIERS
CHART (see separate booklet)

[13.6)] DAMAGE BY CANNONTYPE TABLES
(see separate booklet)

Explanation of Cannon Arc lllustrations:

The following two illustrations depict 1) an air-
craft pointing toward a hexside, and 2) one facing
toward a hex juncture. They also show the three
rear arcs, and the areas of those arcs in which a fir-
ing aircraft will be executing *‘slot"" cannon fire,
normal cannon fire, high-angle-off cannon fire,
and frontal cannon fire.

Note to the Players:

At this stage, the Players have read a sufficient
portion of the rules 1o allow them to play
Scenarios 30.11, 30.12 and 30.13. If they first
familiarize themselves with Sections 17.0 and
Cases 29.1 and 29.2, they will be able 1o play these
scenarios withou! reading the rest of the rules,

Since the rules to 4ir War are long, complex, and
contain many innovations nol common (o other
games, it 1s suggested that the Players 1ake advan-
tage of this fact and play one of these relatively
simple scenarios to familiarize themselves with the
basics of the game system before proceeding. 11 is
suggested that Players simply **fly’* the plane on
several ““training flights"" before undertaking a
game.



[14.0] GENERAL MISSILE
COMBAT
GENERAL RULE:

Although Radar-Homing Missiles and Heat-
Seeking Missiles are different in many ways, and
thus have separate rules sections, they are also
akin in many ways, simply because they are both
missiles. Therefore, this rules section discusses
characteristics common to all missiles.

PROCEDURE:

In Air War, missiles are differentiated as 10 model,
make, and period. Each missile type has a Missile
Performance Chart similar 1o the Aircraft Per-
formance Charts, and the scenarios will generally
indicate whether aircraft will be given missiles,
and, if so, what type they will carry.

CASES:
[14.1] REQUIREMENTS FOR LAUNCH

[14.11] During the Missile Launch Phase, any air-
craft that is carrying missiles may attemp! to
launch one (or two) missiles — assuming that the
aircraft is in a position 10 launch missiles at an
enemy aircraft.

[14.12] (Optional Rule): An aircraft may only fire
a missile at an enemy aircraft that it has obtained
visual or radar contact with (see Sections 19.0 and
20.0).

[14.13] An aircralt may only fire a missile at an
enemy aircraft if the enemy aircraftisin the Track-
ing Cone (see below) of the firing aircraft,

[14.14] Each missile and each aircraft is assigned
either a Limited or Normal Tracking Cone. A
missile’s Tracking Cone type is indicated on its
Missile Performance Chart; an aircraft’s Tracking
Cone type is indicated on the Aircrafll Perfor-
mance Chart.

For purposes of launching missiles, an arcrafi is
comsidered ro have a Normal Tracking Cone only
il both the missile it is launching and the launching
aireraft have Normal Tracking Cones. If either has
a Limited Tracking Cone, the aircraft is con-
sidered to have a Limited Tracking Cone for
launch purposes,

A Normal Tracking Cone is a 60° cone extending
from the front of the missile or aircral1; a Limited
Tracing Cone isapproximately a 14° cone.

[14.15] A target aircraft is within a firing aircraft
or missiles’ Normal Tracking Cone if a) it is in the
forward arc of the liring aircraft/missile, and b) it
is within the following altitude restrictions.

Examine the Altitude Restrictions Table for Nor-
mal Tracking Cones (14.16). Find the Dive/Climb
Type of the firing aircraft/missile on the left-hand
column of the Table, and note the two numbers in
columns “*A"" and “B'", Count the distance jn
hexes between the firing aircraft/missile and the
target aircraft, and multiply this distance by the
number found in column ** A", again multiply this
distance in hexes by the number found in column
“B'", The number found by multiplying the
distance by the number in column “*A' is known
as the “*A"" product, and that resulting from multi-
plying it by the number in column **B*" is the “B™”
product.

If the aircraft/missile is in a Climb, the target air-
craft must be at least as many altitude levels as the
“B" product above the firing aircrafi/missile,
and no more than as many levels as the “'A"" pro-
duct. If the firing aircraft/missile is in a Dive, the
target aircraft must be ar least as many levels as the
“B’ product below the firing aircraft /missile, and
no more than as many levels as the “*A** product.

If the firing aircraft/missile is in Level Flight, the
targel may be nor more than one level above or

below the firing aircraft/missile for every hex of
distance between the two aircraft. Only when the
firing aircrafi/missile is in Level Flight may the
target aircralt be either above or below the firing
aireraft.

Example: the firing aircraft is in a Type 11 Climb,
and there are 10 hexes between it and its targer.
The target aircraft, must be at least § levels of
altitude above the firing aircraft, and no more
than 8.

[14.16] Altitude Limitation Table for Normal
Tracking Cones (see separate booklet)

[14.17] A target aircrafl is within a firing aircraft
or missile's Limited Tracking Cone if a) it is within
the forward **fan'’ of the missile/aircralt, and b)
it fulfills a different set of altitude restrictions.

An aircraft or missile’s forward **fan’" is the hex-
row immediately in front of the aircrafi, plus a fan
of hexes 1o the side of the hexrow increasing one
hex row outward for every four hexes away from
the firing aircraf1/missile (see illustration).

Altitude restrictions for Limited Tracking Cones
are caleulated in the same way that they are for
Normal Tracking Cones, except that the Altitude
Limitation Table for Limited Tracking Cones is
used, rather than the one for Normal Tracking
Cones (see Case 14.18).

[14.18] Altitude Limitations Table for Limited
Tracking Cones (see separate booklet)

[14.19] An aircraft may not launch a missile if the
targel aircraft is further away than the missile's
Tracking Range. A missile’s Tracking Range is in-
dicated on its Performance Chart. Note: For
range-tracing purposes, cach difference of two
altitude levels is counted as one hex of distance.
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Explanation of Hustration of
Limited Tracking Cone Fans:

The aircraft labeled **A"" is facing toward a hex
juncture; the pattern shown is the forward fan of
the aircraft. The aircraft labeled “*B' is facing
toward a hex side.

[14.2] MISSILE LAUNCHING
PROCEDURE

[14.21] After the owning Player of a firing air-
crafl has determined that his aircraft is eligible to
launch a missile (i.e., the firing aircraft has an
enemy aircraft in its Tracking Cone, etc.), he
follows the missile launch procedure.

[14.22] An aircraft may launch either one or two
missiles in a single Missile Launch Phase; it may
not launch more than two missiles, except for F-14
and Tornado aircraft which may launch up to six.

[14.23] Before determining whether a launched
missile malfunctions, the owning Player of the fir-
ing aircraft announces which enemy aircraft is 1o
be the target of the missile. A Missile Target
marker is placed on the board in the appropriate
position near the target aircraft (as determined by
Case 15.2 for Heat-Seeking missiles or Case 16.4
for Radar-Homing missiles).

[14.24] The owning Player then checks for
malfunction of the missile, He refers to the
Missile’s Basic Missile Information Table on the
missile’s Performance Chart, and determines the
missile’s Probability of Malfunction, which is in-
dicated on that table. He then refers 10 the Mal-
function Probability Modification Table (14.28),
and modifies the Probability Number for Mal-
function as the table directs. The Player then
refers to the rules of Probability (12.0) with the
modified Probability Number, and rolls on the
Probability Table to determine whether or not the
missile malfunctions.

[14.25] If the missile does nof malfunction, a
Heat-Secking or Radar-Homing Missile counter is
placed on the game-map in the same hex as the air-
craft that launched it.

[14.26] The owning Player then sets up markers
on the Aircraft Control Display of the launching
aircraft to keep track of the missile’s Dive/Climb

Fans can be extrapolated from the illustrations
shown and from the descriptions given in the rules.
Quite simply, a fan extends one hex to either side
for every four hexes it proceeds forward.

Type, Energy Points, Turns in Flight, and
Altitude. A missile’s Dive/Climb Type and
altitude begin at the same settings as the launching
aircraft's.
[14.27] The owning Player refers to the launching
aircraft’s Aircraft Control Display (more specifi-
cally, its Weaponry Track), and moves the Radar-
Homing Missiles Remaining or Heal-Seeking
Missiles Remaining marker to reflect the launch of
a missile or missiles. IT either marker is set at zero,
the aircraft is incapable of launching any further
missiles of that type.
[14.28] Malfunction Probability Modification
Table (see separate booklet)
[14.3] MISSILEMOVEMENT

[14.31] Heat-Seeking Missiles move during the
Aircraft Movement Phases. A given Heat-Seeking
missile moves immediately after its target aircraft
has completed movement for that turn. (See case
15.2, Heat-Seeking missile targeting and Section
5.0, Sequence of Play.) Radar-Homing Missiles
move during the Radar-Homing Missile Combat
Phase.

[14.32] On the first Game-Turn of a missile’s
flight, its Movement Allowance will be dependent
on that of its launching aircraft. Examine the
Basic Missile Information Table on the missile’s
Performance Chart; its First Turn Speed Addition
will be indicated on the table. Note that the Addi-
tion changes with altitude grouping. A missile's
Movement Allowance on its first Game-Turn of
flight will be equal to the Movement Allowance of
its launching aircraft at the instant the aircrafl
launches it, plus the missile’s First Turn Speed Ad-
dition, (with any modifications that may be caused
by the Dive/Climb Type of the missile).

[14.33] On all turns of a missile’s flight after its
first, its Movement Allowance will be equal 10 its
Maximum Movement Allowance as indicated on
the missile’s Basic Missile Information Table on its

Performance Chart (again, with any modification
caused by the missile’s Dive/Climb Type).

[14.34] A missile’s First Turn Movement
Allowance may never be greater than its Maximum
Movement Allowance. If the formula in Case
14.32 would cause the missile to have a greater
First Turn Movement Allowance, its Movement
Allowance is instead its Maximum Movement
Allowance.

[14.35] All missiles are assigned a Minimum
Range (which is indicated on the missile's Per-
formance Chart). On the first Game-Turn that a
missile is launched, it must move as many hexes as
its Minimum Range directly forward, and only
after it has completed this may it be moved as its
owning Player wishes. Note that a missile is not
armed until it has moved its Minimum Range, and
thus will not destroy any aircraft when moving
through hexes in order to comply with this rule.

[14.36] All missiles move and accumulate Turn
Points in the same manner as aircraft, They may
sideslip in the same manner. They may only per-
form a maneuver if their target aircraft has just ex-
ecuted a maneuver; in other words, missiles may
only perform maneuvers in order to follow their
target aircralt, When diving, a missile may ac-
cumulate Energy Points in the same way as an air-
craft. Missiles are assumed to roll any number of
points without cost in Movement Points, and wing
attitude is not kept track of on their Flight At-
titude Chart.

[14.37] Missiles dive and climb in a manner dif-
ferent from aircraft, On each Missile Performance
Chart is printed a Dive Table and a Climb Table.
Dive and Climb Types are listed on these tables,
but are used solely for determining missiles’
Tracking Cones. A missile may go from any
dive/climb type to any other in a single turn;
unlike aircraft, missiles are nof obliged to change
their dive/climb type by a single type in a given
turn but might, for instance, even flip from a Type
111 Climb in one turn to a Type 111 Dive in the next.

If a missile’s owning Player determines that his
missile is to dive or climb, he examines the ap-
propriate table on the missile’s Performance
Chart. He decides how many levels he wishes his
missile to dive or climb, and linds on the left-hand
column of the Dive or Climb Table the row deter-
mined by the level change. He then reads across to
the right-hand column, to yield a single number.
This number is the addition to or subtraction from
the Movement Allowance that is necessitated if the
missile is to dive or climb that number of levels.

Example: In the second turn of its Movement, an
Early Model Sparrow (Aim-7B) flying at ML
altitude grouping dives 10 levels. The Sparrow's
Dive Table indicates that its Movement Allowance
must go up 3 Movement Points when the missile
dives 10 levels; therefore, the missile will have 21
Movement Points (Maximum Movement
Allowance of 18 plus 3).

Assuming the missile moves 21 hexes directly for-
ward (and does not, for instance, sideslip or ac-
cumulate Turn Points), the missile will accumulate
10 Energy Points [(10 + 3) + (21 = 3)] = 10; the
missile’s Energy Point marker is advanced to 10 to
indicate the accumulation (see Case 10.64).

[A missile’s loss or gain of Movement Points
through a Dive or Climb is not cumulative from
turn to turn, although such losses or gains by air-
craft are. Therefore, in the example given, if the
missile were to return to Level Flight in the follow-
ing turn, its Movement Allowance would again be
18.]



[14.38] Before a missile moves in a given Game-
Turn, the owning Player must determine whether
or not it goes ballistic, and is therefore removed
from play. He checks to see whether the missile’s
target is still in the missile’s Tracking Cone (see
Case 14.1). If the target is not in the Tracking
Cone and the missile cannot acquire a new target,
the missile is considered to go ballistic, and is
removed from play.

[14.39] At the end of a missile's movement, dur-
ing the Turns In Flight Record Segment, a
missile's owning Player must check to see whether
the missile has expired the number of turns it may
remain in play. On a missile’s Basic Missile Infor-
mation Table on the Missile Performance Chart is
indicated the number of Game-Turns that a missile
may remain in play. During each Turns in Flight
Record Segment, a missile’s Turns in Flight
marker is advanced one box on the Turns in Flight
Track on the Aircraft and Missile Control Display.
When the Turns in Flight marker indicates that the
missile has spent as many turns as it may in flight,
the missile is removed from the game.

(14.4] DESTRUCTION OF
ENEMY AIRCRAFT

[14.41] If a missile moves through a hex contain-
ing its target aircraft at the same level as its target
at any time during its movement, the target is con-
sidered destroyed.

[14.42] If a missile moves through a hex contain-
ing any aircraft other than its target, nothing hap-
pens. The aircraft is norf considered destroyed.

[14.43] 1f a missile destroys its target, it is remov-
ed from play.

[15.0] HEAT-SEEKING
MISSILE COMBAT

GENERAL RULE:

The Heat-Seeking missile is generally conceded to
be the single most important weapon in modern air
combat. It can operate at much greater ranges
than cannon or other aircrafl guns, and is cheaper
and more used than Radar-Homing missiles.

CASES:
[15.1] TRACKING TARGETS

[15.11] Before a missile can be launched, the own-
ing Player must determine whether the enemy air-
craft that is to be the missile's target is within the
Tracking Cone of the launching aircraft. If it is
not, it may not be launched. In addition, during
each Missile Launch Phase that the missile remains
on the game-map, the owning Player must deter-
mine whether or not the missile is still able to track
its target,

[15.12] Heat-Seeking missiles, unlike Radar-
Homing ones, must fulfill two conditions in order
to track their targets. First, Heat-Seeking missiles
must have their target in their Tracking Cone (as
all missiles must); and second, the missile must be
in the rear arc of the 1arget aircraft. Since Heat-
Seeking Missiles track the heat emissions of enemy
aircraft, and aircraft have their exhaust through
the rear, Heat-Seeking Missiles must fulfill this re-
quirement (Exceptions: see Cases 15.14, 15.15and
15.16).

[15.13] In accordance with this criterion, aircraft
may not launch Heai-Secking missiles unless they
are in the rear arc of an enemy aircrafi. In addi-
tion, if an already-launched Heat-Secking missile
begins the Missile Launch Phase outside its
target’s rear arc, and it is unable to acquire a new
targe! (sée Case 15.2), it goes ballistic and is re-
moved from play.

[15.14] There are two types of Heat-Seeking
missiles that violate rules 15.12 and 15.13 above.
These are Improved Heat-Seeking missiles and
All-Angle Heat-Secking missiles, 1f a given missile
type is of one of these types, such will be noted on
its Missile Performance Chart.

[15.15] Improved Heat-Seeking missiles may
track their targets from any of the target's three
rear arcs.

[15.16] All-Angle Heat-Seeking missiles may
track their targets from any arc; i.e., they may
track their target from any direction. Note that the
target must still be in the missile’s Tracking Cone.

[15.17] An aircraft may not launch Heat-Seeking
missiles if it is flying in a dive or level and has a
Movement Allowance and a Throttle Setting hoth
less than four.
[15.18] An aircraft may not launch a Heat-
Seeking missile if it has a Radar Lock-on unless the
target is the aircraft onto which it is locked (see
Section 16.0; Exception: the F-14A Tomcat, the
F-15, and the MRCA Tornado may do so).
[15.2] HEAT-SEEKING MISSILE
TARGETING
[15.21] Before a Heat-Seeking missile is launched,
the owning Player must determine which aircraft is
to be its target. A Heat-Seeking missile's target is
auromatically considered to be the nearest aircraft
that the missile can track, Note: Heat-Seeking
missiles may have friendly aircrafl as their targets,
Under such circumstances, the enemy Player
would move the missile.

[15.22] During the Missile Launch Phase of each
Game-Turn, both Players examine their missiles to
determine which aircraft is each missile’s target,
Obviously, a Heat-Seeking missile may acquire a
new target if some aircrafl has come closer to the
missile at this time than its original aircraft, by in-
terposing itself. If, at this time, there is no aircraft
that the missile can have as its target, the missile is
removed from Play.

[15.23] After the target aircraft of a Heat-Seeking
missile has moved — but before the missile itself is
moved — a Heat-Seeking Missile Target marker is
placed four hexes away from the target aircrafl.
This marker is positioned as follows:

Imagine a line drawn between the target aircraft
and the missile that's tracking it, The hex that lies
along this line that is four hexes away from the
target aircraft is the hex in which the target marker
is placed. For instance, if the missile is in
hex 0716 and the target aircraft is in hex 0707, the
target marker would be placed in hex 0711.

[15.24] At some poinl in its movement, the Heat-
Seeking missile must move within two hexes of its
target marker. Heat-Seeking missiles move direct-
ly toward their target markers until they have mov-
ed within two hexes of them, at which point they
may move directly for their target. If a missile is
unable to move within two hexes of its 1arger
marker (because it has insufficient Movement
Points to do so), it must spend the entirety of its
Movement Allowance moving toward its target
marker.

[15.25] When moving toward its target marker, a
missile may not turn away or accumulate Turn
Points in such a way that the missile would be led
to turn away from the target marker; nor may the
missile move to a hex that is further away from its
target marker than the previous hex it occupied.

[15.26] A target marker is considered to be on the
same level of altitude as its aircraft. A missile may
Jqot climb if its target marker is at a lower altitude
than it, nor may it dive if the marker is at a higher
altitude. Note that two levels of altitude are
equivalent to one hex for distance-determination

purposes, and altitude is taken into consideration
when determining whether or not a missile has
moved within two hexes of its target marker.

|15.27] If a 1arget aircrafi has a Throttle Setting
of 6 or more, it is considered to have *'High Heat-
Emission Signature.'” This means that a missile
having the aircraft as its target must move within
four hexes of its target marker, rather than the
normal two.

[15.28] An aircraft with a Throttle Setting of 3 or
less is considered to have “‘Low Heat-Emission
Signature.' A missile with such an aircraft as its
target must move within one hex of its target
marker.

[15.3] DESTRUCTION OF AIRCRAFT

[15.31] If a Heat-Seeking missile is to destroy its
target, it must enter the same hex as its target from
the rear. If the target is facing toward a hexside,
the missile must enter from one of the three rear
hexsides; if the target is facing toward a hex junc-
ture, it must enter from one of the two rear hex-
sides.

[15.32] All-Angle Heat-Seeking missiles are an ex-
ception to this; they may enter the target’s hex
from any hexside, Note that Improved Heat-
Secking missiles are not an exception.

Note to the Players:

Al this stage, the Players have read a sufficient
portion of the rules to allow them 1o play scenario
30.32, If they now peruse rules Section 17,0 and
Cases 29.1 and 29.2, they will be able to do so. Itis
suggested that they might find it advisable to do
50, as this would give them a grasp of the rules read
1o date and allow them to proceed further with lit-
te difficulty.

[16.0] RADAR-HOMING
MISSILE COMBAT
GENERAL RULE:

Radar-Homing missiles operate in a manner simi-
lar to that of Heat-Seeking missiles, but home in
on a radar “‘paint’* from their firing aircraft,
rather than on the heat exhaust of their target.
Therefore, Radar-Homing missiles may approach
a largel from any direction. Radar-Homing
missiles tend to be larger, more sophisticated and
more costly than Heat-Seekers.

CASES:
[16.1] OBTAINING RADAR LOCK-ONS

[16.11] Before an aircraft may launch a Radar-
Homing missile, it must obtain a Radar Lock-On
to the enemy aircraft that will be the missile's
target.

[16.12] Aircraft attempt to obtain Radar Lock-
Ons during the Radar Lock-On Segment of the
Missile Launch Phase, after all missiles have been
launched.

[16.13] An aircraft cannot attempt to obtain a
Radar Lock-On to an enemy aircraft that is farther
away than the Maximum Tracking Range
of the aircraft, A missile’s Maximum Tracking
Range will be listed on the Basic Missile Informa-
tion Table on the Missile Performance Chart; an
aircraft’s is listed on the Aircraft Radar Charac-
teristics Table (28.1).

[16.14] An aircraft may have only one Radar
Lock-on at any given time.

[16.15] The MRCA Tornado and the F-14 Tom-
cal are exceptions to 16.14. Either may have up to
six Radar Lock-ons al once. These planes may at-
tempt to obtain six Lock-ons in a single Game-
Turn, but roll separately for each lock-on attempt.
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They may have only one Lock-on per target,
however.

[16.2] LOCK-ON PROCEDURE

[16.21] To fire a Radar-Homing missile at a
target, the firing aircraft must be locked on to the
target, and must have been locked on to the target
for two complete Game-Turns. For a Radar-
Homing missile to move during the Radar-
Homing Missile Combat Phase, its firing aircraft
must still have a lock-on to its target aircraft.

[16.22] An aircraft may attempt to lock on to any
aircraft within its Tracking Range and its missile’s
Maximum Tracking Range. It is not limited to the
closest aircraft, as is a Heat-Seeking missile.

[16.23] The ability of an aircraft to obtain and
maintain Radar Lock-Ons may be affected by the
use of ECM (see Radar Counter-Measures, Sec-
tion 24.0).

[16.24] Once an aircraft has obtained a Radar
Lock-On, it retains the Lock-On until it is broken,
An aircraft does not have to re-obtain a Lock-On
every turn,

[16.25] An aircraft may only attempt to Lock-On
to an enemy aircraft if the enemy aircraft is in its
Tracking Cone (see Case 14.1).

[16.26] Each aircraft is given a Radar Lock-On
Strength on the Aircraft Radar Characteristics
Table (28.1). (Note that aircraft that cannot carry
Radar-Homing missiles have no Radar Lock-On
Strength). If the owning Player of an aircraft has
determined that his aircraft is to attempt to obtain
a Radar Lock-On to an enemy aircraft, he first
notes the relative positions of the two aircraft, and
refers to the Radar Lock-On Chart (16.7). If the
friendly aircraft is in one of the side arcs of the
target aircraft, the Player refers to the first column
of the Chart; il it is in the front or rear arc, he
refers to the second column,

The Player then finds the Radar Lock-On Strength
of his aircraft along the left-hand side of the table,
and cross-references this with the column deter-
mined by the relative aircraft positions. This cross-
referencing will yield a single number, which is the
Base Probability Number of obtaining a Radar
Lock-On.

[16.27] The Player modifies the Base Probability
Number according to the Radar Lock-On
Modification Table (16.8). Then, using the rules of
Probability (12.0) and the Probability Number re-
sulting after modification, the Player rolls on the
Probability Table to determine whether or not his
aireraft is successful in obtaining a Radar Lock-
On.

[16.28] IT an aircraft is successful in obtaining a
Radar Lock-On, the owning Player places an up-
side-down “*Lock-On’" marker on top of the air-
craft’s target. At the end of the next Missile
Launch Phase (during the Radar Lock-On
Segment), the Player may flip the Lock-On marker
rightside-up (assuming the lock-on has not been
broken). On the following Missile Launch Phase
during the Missile Launch Segment, the aircrafl
could launch a Radar-Homing missile.

[16.3] LAUNCHING RADAR-HOMING
MISSILES

[16.31] Inorder for an aircraft to launch a Radar-
Homing missile, it must have a Lock-On to an
enemy aircraft, and it must have had this Lock-On
for rwo complete Missile Launch Phases; in other
words, the Lock-On marker on top of the enemy
aircraft must have been flipped upright during a

previous Missile Launch Phase.
[16.32] Each missile has listed on its Missile Per-

formance Chart its Minimum Launch Ranges. An

aircraft may not launch a Radar Homing Missile
unless it is at least an many hexes away from its
target as the missile’s Minimum Launch Range.
(Note again that two levels of altitude count as one
hex for range-tracing purposes). In other words,
there is a minimum distance at which an aircraft
can launch a Radar-Homing missile.

[16.33] A missile’s Minimum Launch Range
changes with the relative positions of the firing air-
craft and its target. If the firing aircraft is in its
target’s rear arc, the range indicated under ““from
rear’” is used; if in a side arc, the range under
“*from side’" is used; and if in the forward arc, the
range under *‘from front"" is used.

[16.4] RADAR-HOMING MISSILE
TARGETTING

[16.41] After a Radar-Homing missile is launch-
ed, a Missile Target marker is placed directly in
front of the missile’s target aircraft. The target
marker is placed as many hexes in front of the ac-
tual target aircraft as the target aircraft's Move-
ment Allowance.

[16.42] A Radar-Homing missile must attempt to
move within as many hexes of its target marker as
is equal to the missile’s Movement Allowance at
some point in its movement. [t may not turn or
move away from its target marker, in the same
manner that Heat-Seeking Missiles must follow
similar restrictions (see Cases 15.24, 15.25, and
15.26). Once it reaches this point, the Radar-
Homing missile may move so as to intercept and
hit the target aircraft. If a radar homing missile
ever begins its movement in a hex where it is not
within its Movement Allowance of the target
marker but is within its movement allowance of
the target aircraft, it may still move to and destroy
the target aircraft.

[16.43] At the beginning of each Missile Launch
Phase, during the Tracking and Target Acquisi-
tion Segment, both Players move the Radar-
Homing Target markers of each of their missiles,
so that the target markers are moved from the
previous turn's position (o a new position in front
of their aircraft, as per 16.41. In other words,
Radar-Homing missile’s target markers are moved
to follow their aircraft at the beginning of each
Missile Launch Phase before the aircraft moves.

[16.5] RADAR-HOMING MISSILE
TRACKING

[16.51] During the Tracking and Target Acquisi-
tion Segment of each Missile Launch Phase, both
Players check their Radar-Homing missiles to
determine whether the missiles are still able to
track their targets.

[16.52] Radar-Homing missiles track their targets
by homing into a radar **paint’’ that the launching
aircraft “‘paints' onto the target aircraft; this
radar “*paint’’ is the radar lock-on. Therefore, in
order for a Radar-Homing missile to track its
target, it must fulfill two criteria:

a) The firing aircraft of the missile must have a
lock-on to the target aircraft (i.e., the aircraft
must retain the lock-on if the missile is to be able to
track its targel.)

b) the target aircraft must be within the missile's
tracking cone.

[16.53] If either of these conditions is not met, the
missile is considered to go ballistic, and is removed
from play.

[16.6] THE RADAR-HOMING
MISSILE COMBAT PHASE
AND BREAKING LOCK-ONS

[16.61] Radar-Homing missiles move in the
Radar-Homing Missile Combat Phase, unlike
Heat-Seeking missiles, which move in the Move-
ment Phase of their target aircraft.

[16.62] The first segment of a Radar-Homing
Missile Combat Phase is the Radar Lock-on
Breakage Segment, during which the Players
check to discover whether a target aircraft has suc-
ceeded in breaking the Lock-on of any enemy air-
<raflt.

[16.63] During this Segment, the Players deter-
mine the Probability Number for a given aircraft
to break a given lock-on in the following manner;
add three lor each hex-point turned by the target
aireraft, add to the number for the effect of ECM
(see Radar Counter-Measures, Section 24.0). This
number is the Probability Number that the targel
aircraflt will succeed in breaking the Lock-on; the
Players refer to the rules of Probability (12.0), to
determine whether or not the aircraft is successful.
If it is successful, the Radar Lock-on marker is
removed from the target aircraft, and any missile
homing in on that Lock-on is considered to go bal-
listic and is removed from play.

[16.64] Note that Lock-ons may be broken in
other ways; a Lock-on is considered broken during
the Missile Launch Phase (during the Targetting
and Tracking Segment) if the target aircraft is not
in the Tracking Cone of the firing aircraft. In addi-
tion, a Player may voluntarily have any of his fir-
ing aircraft break their Lock-ons al any time; any
missile that was following that Lock-on is removed
from play, the Lock-on marker is removed, and
the aircraft may not attempt to obtain a new Lock-
on until the following Game-Turn.

[16.65] During the Movement Allowance Deter-
mination Segment, the owning Player of a missile
determines whether the missile will dive or climb,
and what its Movement Allowance will be. During
the Movement Segment (of the Radar-Homing
Missile Combat Phase), he moves the missile, and
during the Turns in Flight Record Segment, he ad-
vances the missile’s Turns in Flight marker 1o
reflect the fact that the missile has been in flight
foran additional turn.

[16.7] RADAR LOCK-ON CHART
(see separate booklet)

[16.8] RADAR LOCK-ON
MODIFICATION CHART
(see separate booklet)

[17.0] LOADED CONDITION

GENERAL RULE:

When aircraft are loaded with large amounts of
stores (i.e., bombs, ECM pods, or what-have-
you), or are severely damaged, they operate less ef-
ficiently than when unloaded.

CASES:
[17.1) GENERAL

[17.11]) Each aircraft has on its Aircrait Perfor-
mance Chart a **Loaded Limitations Table."" This
lists the effects that being in Loaded Condition has
upon the aircraft. Generally, an aircraft will be
given a new Maximum Movement Allowance, a
new ceiling (or Maximum Altitude), will be pro-

hibited from making certain types of Climbs or’

Dives, and will have its Acceleration Allowance
reduced and Turn Modes and Roll Costs increas-
ed.

[17.12] Anaircraftis considered to be **loaded™ if
a) it is carrying any bombs or other munitions (see
Section 25.0), or b) is carrying more than two
Pods, or ¢) has taken at least half as many points
of damage as it is able to take.

[17.2] E.C.M. PODS (Optional Rule for use with
Sections 23.0 through 25.0)

[17.21] Certain aircraft are, at certain times, able
tocarry ECM pods.
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[17.22] Any aircraft may carry one ECM pod and
one Infra-Red Counter-Measures pod maximum.
Wild Weasel aircraft (see Case 24.8) may carry up
to three ECM pods and one Infra-Red Counter-
Measure pod.

[17.23] For each ECM or Infra-Red Counter-
Measure pod that an aircrafl carries, it must sub-
tract from its armament something. That is to say,
if an aircraft that cannot carry munitions (see Sec-
tion 25.0) carries an ECM pod, it may carry one
fewer air-to-air missile than it normally could. If
an aircraft that can carry munitions carries pods
and is in fact carrying munitions, it may carry
either two 1000 Ib. bombs, three 750 |b. bombs,
one ASM or rocket pod, or two bomblet or
napalm units less than it normally could. In other
words, if an aircraft carries pods, the number of
munitions and/or air-to-air missiles that it may
carry is reduced.

[17.24] If an aircraft that is able to carry muni-
tions carries pods without carrving munitions,
there is no problem; such an aircraft need not
reduce its missile stock. Note that aircraft that
carry munitions and pods, rather than reducing
munitions loads, may instead reduce the number
of air-to-air missiles carried.

[17.25] Certain aircraft are able to carry special
pods containing chaff (six turns worth) or flares
(four flares). An aircraft carrying these is auto-
matically considered loaded. Such pods must be
substituted for stores or missiles as above.

[17.26] While external drop-tanks play no part in
Air Warand thus are not included, due to the short
duration of the scenarios, an aircraft carrying
drop tanks is considered loaded.

[17.27]) Note that aircraft carrying pods are not
loaded as a result (Exception: see Case 17.25);
however, if such an aircraft is also carrying muni-
tions and thus is loaded, the number of munitions
and/or missiles that it carries must be reduced, as
per Case 17.23.

[18.0] OPTIONAL RULES

GENERAL RULE:

The following seven Sections of the Air War rules
consist of optional rules — rules that are not
necessary to play the game under most conditions,
but which add complexities and new mechanics to
the game that reflect additional facets of modern
air combat. The Rules Sections are generally
organized so that the latter Sections of the seven-
Section group are dependent upon earlier Sec-
tions. For instance, it is impossible to use the
Radar Counter-Measures rules (Section 24.0)
without also using the Radar Search rules (Section
20.0). However, Sections 21.0 and 22.0 may be us-
ed with or without any of the other Sections; they
are not dependent on any of the other optional
rules Sections, nor are any dependent upon them.

In the Scenarios at the end of the rules, a Section
devoted 1o **Optional Rules" will be included,
which will list the modifications that are neces-
sitated if that Scenario is to be played with the op-
tional rules.

Note: Most Scenarios can be played without
knowledge of the optional rules. If, at this point,
the Players wish to familiarize themselves with the
game further before continuing through the op-
tional rules, they may play the Historical Scenarios
in Cases 30.1 and 30.2 and then return'to the rules.

SEQUENCE OF PLAY

(For Use with Optional Rules)

When Air War is played with all the optional rules,
a number of additions and changes to the Se-
quence of Play must be made to accomodate the

additional complexities, This section presents the
full Sequence of Play for use with all optional
rules.

A. Initial Position Determination Phase: As per
Phase A of the regular Sequence of Play (4.0).

B. Visual Search Phase: Both Players conduct
Visual Searches with all of their aircrafl that are
capable of conducting Visual Searches.

C. Radar Search Phase: Both Players may con-
duct Radar Searches with any of their aircraft that
may conduci such searches.

D. Final Position Determination Phase: The
Plavers again conduct a Position Determination
Phase (as per Phase A of the regular Sequence of
Play), taking into account this time aircraft that
have now been spotted by the respective Players’
aircrafl.

E. [Initiative Determination Phase: As per Phase
B of the regular Sequence of Play.

F. Missile Launch Phase: As per Phase C of the
regular Sequence.

G. Disadvantaged Aircraft Movement Phase: As
per Phase D.

H. Normal Aircraft Movement Phase: As Per
Phase E.

J. Advantaged Aircraft Movement Phase: As per
PhaseF.

K. Radar-Homing Missile Combat Phase: As per
Phase H.

L. Cannon and AA Combat Phase: As per Phase
H, except that ground AA installations may also
fire at enemy aircraft.

M. Bombing Phase: The Players may have any of
their bomb-laden aircraft release bombs. Effects
of bombardment are resolved.

N. Bookkeeping Phase: As per Phase ].

[19.0] VISUAL SEARCH

GENERAL RULE:

Before aircraft actually fight, they must first deter-
mine where the enemy is. This involves visual and
radar search. It is perfectly conceivable that air-
craft will never see another group of enemy air-
craft and [y past each other, or for one force of
aircraft to be destroyed by another group that the
former never sights. Note: In planes with crews of
one or two, the crewman performing the radar
search may not search visually at the same time.

PROCEDURE:

During the visual Search Phase, both Players con-
duct Visual Searches with all their aircraft that are
capable of doing so and that the owning Player
wishes to do so. Each aircraft may search only one
of its six arcs. The arc an aircraft is to search is
dependent either on plotting or choice of the own-
ing Player, depending on the type of scenario be-
ing played. If there are enemy aircraft in the arc in
which a given friendly aircraft is searching, the
friendly Player determines the range in hexes to
each of those enemy aircraft, and cross-references
the range on the Visual Search Base Probability
Table (19.7) to determine the Base Probabhility of
obtaining visual contact with each aircraft. He
then multiplies the Base Probability of obtaining
visual contact with a given enemy aircraft by the
aircraft’s Size Multiple. The Player then refers to
the Visual Search Probability Modification Table
(19.8), and modifies the Probability Number as
the table directs. Using the modified final Proba-
bility Number, the Player refers to the rules of
Probability (12.0) to determine whether or not the
friendly aircraft has spotted the enemy aircraft,

The friendly aircraft then repeats this procedure
for any other enemy aircraft in the same arc. Upon

completion of one aircrafl’s searches, the Players
proceed to another aircrafl, until all searches have
been executed.

CASES:

[19.1] DIRECTIONAL SEARCH

[19.11]) Each aircraft may only search visually one
of its six arcs (i.e., it may search either its forward,
forward right, forward left, rear right, or rear left;
see Case 19.13; Exception: see Case 19.12).

[19.12] Certain aircraft are noted (on their Air-
craft Performance Charts) as having two crew
members. Aircraft with two or more crew
members may search any fwo arcs in one Visual
Search Phase, or may search the same arc two or
more times.

[19.13] Most aircraft may not search their rear
arcs. Because of the positioning of most cockpits,
most aircraflt’s pilots are incapable of seeing to the
rear of their aircrafi. The only aircraft which may
search their rear arcs are: F-14, F-15, F-16, F-18,
and A-10. Exception: All aircraft may search their
rear arc for aircraft that are eight or more levels
above the searching aircraft.

[19.14] If an aircraft a) is inverted, b) executed
any type of maneuver in the previous Game-Turn,
or ¢) rolled more than 8 points in the previous
Game-Turn, then it may not conduct a Visual
Search during the Visual Search Phase.

[19.15] If an aircraft is banked to the right, it may
not search either of its left side arcs; if banked 1o
the left, it may not search either of its right side
arcs.

[19.2] CONDUCTING VISUAL SEARCHES
[19.21] After the owning Player has determined
the arc in which his aircraft is to make a Visual
Search, he then determines the distance in hexes
between his aircraft and each enemy aircraft in
that arc (see Case 19.3),

[19.22] He then resolves the Visual Search
separately for each enemy aircraft, He refers to the
Visual Search Base Probability Table (19.7), and
finds the distance in hexes between his searching
aircraft and an enemy aircraft along the lefi-hand
column of the table. Reading across on the row
determined by the hex range, he finds the Base
Probability Number of the Visual search in the
corresponding position in the right-hand column
of the table.

[19.23] He then multiplies this Base Probability
Number by the Size Multiple of the enemy air-
craft. Note: Aircraft Size Multiples are noted in
the Basic Aircraft Information Table on the Air-
craft Performance Chart of the aircraft.

[19.24] The Player then refers to the Visual Search
Probability Modification Table (19.8) and
modifies the product determined in Case 19.23 as
the table directs. This modified number is the Pro-
bability Number that the aircraft will obtain visual
contact with (i.e., see) the enemy aircraft.

[19.25]) Using this Probability Number, the Player
refers to the rules of Probability (12.0), and deter-
mines whether or not the aircraft has obtained
visual contact with the enemy aircraft.

[19.26] If the Probability Number is fractional,
round down. IT the number is greater than 35, con-
sider it to be 35.

[19.27] When one friendly aircraft has obtained
visual contact with an enemy aircraft, all friendly
aircraft are considered to have obtained visual
contact with that aircrafl.

[19.3] SEARCHING FOR MISSILES

[19.31] If an aircraft that has not been seen by
enemy aircraft fires a missile, there is a chance that
the enemy aircraft will not spot the missile.

[19.32] Visual searches for missiles are handled in

the same way that they are for aircraft. However, a
firing aircraft’s Size Multiple is-considered to be
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one greater than its listed Size Multiple on the
Game-Turn following that in which it launched a
missile,

[19.33] All air-to-air missiles have a Size Multiple
of 6 on the turn in which they are launched, and 4
thereafter.

[19.4] OUT-OF-CONTACT SCENARIOS
[19.41] In certain Scenarios, it will be indicated
that the Players begin out of contact. This basic-
ally means that neither side has obtained visual or
radar contact with the other. In addition, in some
Scenarios, one Player begins out of contact, while
the other has obtained contact with the first
Player,

[19.42] In out-of-contact Scenarios, the out of
contact Player or Players will be required to plot
movement for their aircraft for a certain number
of turns. Their aircraft will be required to follow
their plotted movement until they obtain contact
with the enemy,

[19.43] In addition to plotting movement for his
aircraft, a Player must plot search arcs for his air-
craft. This basically means that he must indicate
which arc each of his aircraft will search in each
Game-Turn of its out-of-contact movement, The
Player may plot searches in any way he likes; two
suggested ways are: a) he may indicate which arc
each aircraft will search, i.e., “*Aircraft A searches
forward right arc,” or b) he may indicate which
direction each aircraft will search in, i.e., **Air-
craft A searches to the East."”

[19.5] VISUAL CONTACT

[19.51] When one of a Player’s aircraft has spot-
ted an enemy aircraft, the Player has “‘obtained
visual contact”’ with that enemy aircraft. All of the
searching Player's aircraft are considered able to
“‘see’” the enemy Aircraft.

[19.52] If, at any time, a spotted enemy aircraft
moves in such a way that a// of the opposing
Player's aircraft are unable 1o see it, the opposing
Player has lost visual contact with that aircraft.
For purposes of this rule, an aircraft is unable to
see any enemy aircraft in its rear arc (Exception:
see Case 19.13); further, if an aircraft is banked to
the left, it is unable to see any aircraft in any of its
right arcs, and vice versa.
[19.53] If a Player loses visual contact with an
enemy aircraft, none of his aircraft are able to
**see’’ that aircraft until the Player re-obtains
visual contact. All of the Player’s aircraft are able
to search for the enemy aircraft.
[19.54] Note that a Plaver may not fire any of his
aircraft’s cannons nor have any of his aircraft
launch missiles at an enemy aircraft that the Player
does not have contact (either visual or radar) with,
In other words, if a Player loses visual contact with
an aireraft, none of the Plaver’s aircraft may fire
at that aircraft until one of the Player's aircraft
spots that aircraftagain.
[19.6] VISUAL SEARCH FOR

GROUND TARGETS
[19.61] Before an aircraft may bomb or sirafe a
ground target, the target must be visually spotted
first.
[19.62] Visual searches for ground targets are
handled in the same way as for aircraft, except that
an aircrew member searching on the ground may
not simultaneously search in the air.
[19.63] For search purposes, all Bridges,
Buildings, and parked aircrafi have a Size multiple
of 12. All parked aircraft in hardened sites,
dumps, Trucks, AFVs, SAM sites, and AA guns
all have a Size Multiple of 8, Hardened AFVs and
Trucks have a Size Multiple of 5.
[19.64] An exception to 19.61 is that aircraft that
have an Accuracy Multiple (for bombing) of 1 or
V2 and that have radar may bomb targets that have
been spotted by radar search but not by visual
search.

[19.7] VISUAL SEARCH
BASE PROBABILITY TABLE
(see separate booklet)

VISUAL SEARCH PROBABILITY
MODIFICATION TABLE
(see separate booklet)

[20.0] RADAR SEARCH

GENERAL RULE:

Radar Search is much like Visual Search, in that it
involves attempting to determine the positions of
enemy aircraft. However, radar searches will
usually be carried on at ranges far in excess of
those used in visual searches.

PROCEDURE:

During the Radar Search Phase, the Players con-
duct Radar Searches with any of their aircraft that
are capable of doing so and that they wish 1o do so0.
Each Player examines each of his searching air-
craft and determines whether there are any enemy
aircraft in its Radar Search Arc (see Case 20.1).
Each then executes Radar Search for each aircraft
that does not have enemy aircraft in its Radar
Search Arc.

(19.8]

IT a given aircraft is searching for enemy aircrafl,
the owning Player determines the range in hexes
between the searching aircraft and the enemy air-
craft. He jhen refers to the Radar Search Base Pro-
bability Table (20.3), and finds the searching air-
craft’s Radar Search Strength at the top of the
table. (Note: Aircraft's Radar Search Strength
are listed on the Aircraft Radar Characteristics
Table, 28.1). He then reads down the column
determined by the Strength until he finds the row
of the table determined by the hex range between
the two aircraft. He then reads across the table to
the extreme left-hand column; the number in the
left-hand column is the Base Probability Number
for the Radar search.

The Player then modifies the Base Probability
Number as the Radar Search Modification Table
(20.4) directs. Thereafter, he multiplies the
modified Base Probability Number by the Size
Multiple of the enemy aircraft to yield the final
Probability Number. The Player refers to the rules
of Probability (12.0) to determine whether or not
his searching aircraft has obtained radar contact
with the enemy aircraft. The Player then repeats
the procedure for each enemy aircraft in his sear-
ching aircraft's Radar Search Arc, then proceeds
to execute the procedure for each of his other
friendly searching aircraft.

CASES:

[20.1] SEARCH ARCS

[20.11] Eachaircraftisassigned a Radar Typeand
a Radar Search Strength by the Aircraft Radar
Characteristics Table (27.1). The Radar Search
Strength is a pumber between | and 10, and the
Radar Type is a letter — either A, B, C, or D, with
A generally being the best type.

[20.12] Each aircraft is assigned a Radar Search
Arc which is the arc to the front of the aircraft in
which it can search for enemy aircraft.

[20.13] Type A Radar has a Radar Search Arc
that extends through the front 180° of an aircraft.
An aircraft with Type A Radar may search for all
aircraftinits forward or forward side arcs.

[20.14] Type B Radar has a Radar Search Arc that
extends throughout the front 120° of the aircraft's
facing. An aircraft with Type B Radar may search
forall aircraftin an arc defined as follows:

For hex-side facing aircraft, trace along the 1wo
hexrows formed by the two front-side hexes of the
aircraft, and all hexes on or between these hexrows
are parl of the Radar Search Arc. (See illustra-
tion,)

For hex-juncture facing aircraft, trace along the
front-side lines jutting from the aircraft’shex, and
all hexes on or between these lines are within the
Radar Search Arc.

[20.15] Type C Radar’s Radar Search Arc extends
throughout a 60° arc. An aircraft with this type of
radar has a Radar Search Arc that extends
throughout its forward arc.

[20.16] Type D Radar has a Radar Search Arc
that extends throughout a 14° arc to the front of
the aircraft. An aircraft with this type of Radar
may search lor all enemy aircraft within its fan, as
defined in General Missile Combat, in Case 14.1.
See illustration,

Explanation of Radar Search Are Examples:

Each of the four types of Radar Search Arcs is
shown, both for aircraft facing toward hexsides,
and for those facing toward hex-junctures.

[20.2] CONDUCTING RADARSEARCHES

[20.21] Aircraft conducting Radar searches do
not have a choice of which arc to search, as those
conducting visual scarches do; rather, they must
search only in their Radar Search Arc, as defined
in Case 20,1.

[20.22] An aircraft that has obtained a Radar
Lock-on to an enemy aircraft (see Case 16.1) may
not conduct radar search.

[20.23] After a Player has determined that a given
aircraft will conducr a radar search, he determines
the distance in hexes between the searching aircrafi
and each of the enemy aircraft in his aircrafi's
Search Arc.

[20.24] He then resolves the Radar Search
separately for'each aircrafl. He refers to the Radar
Search Base Probability Table (20.4), and finds
the column determined by the Radar Search
Strength of his searching aircraft. (For Example, if
the aircraft’s Search Strength is 5, he refersto the §
column of the table). He reads down this column
until he finds the distance in hexes between his air-
craft and an enemy aircraft, then reads across the
table along the row determined by this distance,
until he comes to the Base Probability Number
column of the table. The row determined by the
distance will determine the Base Probability
Number for the aircraft's search attempt on that
particular enemy aircrafi.

[20.25] The Player then modifies the Base Pro-
bability Number as the Radar Search Probability
Modification Table (20.4). Note: Visual search
Probahility Numbers are modified afrer Size
Multiple multiplication; radar search Probabhility
Numbers are modified before Size Multiple multi-
plication.

[20.26] He then multiplies the modified Base Pro-
bability Number by the Size Multiple of the enemy
aircraft, and refers to the rules of Probability
(12.0) with the resulting number as the Probability
Number. He rolls on the Probability Table 1o
determine whether his searching aircraft is success-
ful in obtaining radar contact with the enemy air-
craft,

[20.27] The Player then repeats this procedure
with each of the other enemy aircraft within his
aircraft’s Radar Search Arc. Once he has linished
doing so, the Players proceed 1o the next aircrafl
that is conducting a radar search, and resolve that
aircraft’s radar search,

[20.28] If a Probability Number is fractional,
round it down. If a Probability Number is less
than 1, consider it to be 13 if it is greater than 35,
consider it to be 35,

[20.3] RADAR CONTACT

[20.31] When one of a Player's aircraft has ob-
tained radar contact with an enemy aircraft, all of
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the Player’s aircraft are considered to have obtain-
ed radar contact with it,

[20.32] If an aircraft that has been “spotted’ via
radar moves in such a way that a// of the opposing
Player’s aircralt are unable to track it, the oppos-
ing Player is considered to have fost radar contact.
For purposes of this rule, aireraft are unable 10
track with their radar outside of their Radar
Search Arc. That is, an aircraft will lose radar con-
tact with an enemy aircraft that moves outside of
the first aircraft’s Radar Search Are.

[20.33] Note also that ECM devices (see Section
24.0) will occasionally allow an aircraft to lose
radar contact with an aircraft that is within its
Radar Search Arc, if the aircraft is using radar
jammers.

[20.34] If a Player loses radar contact with an
enemy aircraft (and does not have visual contact
with it), he may attempt to regain radar contact
with it by executing Radar Searches with his air-
crafl.

[20.35] If a Plaver does not have either radar or
visual contact with an enemy aircraft, none of the
Plaver's aircraft may fire their cannon or launch
missiles at thal enemy aircraft.

[20.36] 1f a Player obtains visual contact with an
enemy aircraft, and he has not previously obtained
radar contact with that aircraft (and his aircraft
have a Radar Search Strength greater than zero),
the Player automatically obtains radar contact
with the aircraft. In other words, if a Player can
see an aircraft, he can pick it up on his radar
screen,

[20.4] RADAR SEARCH
BASE PROBABILITY TABLE
(see separate booklet)

[20.5] RADAR SEARCH PROBABILITY

MODIFICATION TABLE
(see separate booklet)

\

[21.0] PILOT CAPABILITY

COMMENTARY:

In actual air combal, pilot experience and capa-
bility is an extremely important factor. One Viet-
namese pilot was responsible for nearly one-
quarter of all Vietnamese kills in the latest
American brush war. Approximately 65% of the
American kills in the Pacific Theatre were made by
15% of American pilots.

GENERAL RULE:

Pilots are designated as either **Honchos,” nor-
mal, or "*Novices," In addition, there are two
other classes of pilots to be used when extremes are
called for; these are *“‘Turkevs'' and ‘‘Super-
Honchos. "

PROCEDURE:

The individual Scenario listings will indicate
whether any pilot is 1o be anything other than nor-
mal. This indication will be made in the section of
the Scenario listing reserved for Optional rules.

CASES:
[21.1] GENERAL EFFECTS

Pilot quality has an effect on initiative, on Radar
and Visual Search, on Cannon Fire, on Missile
Malfunction, on Radar Lock-ons, and on a
number of other mechanics in the game. The
specific effects of Honchos or Novices are indi-
cated in the individual rules devoted to these mech-
anics; Tor instance, their effect on Initiative is in-
dicated on the Initiative Die-Roll Maodification
Table (6.2). Where the effects of Honchos and
Novices are indicated, they are labeled with the tag
“Special Rule.”” Generally speaking, a Honcho
will have a beneficial effect, while a Novice will
have a detrimental one.,

[21.2] EXTREME CASES

[21.21] If a pilot is classed as a Turkey, he is con-
sidered 10 be a novice, with the addition of the
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following effects: a) All additions or subtractions
10 die-rolls or Probability numbers that are made
for Novice pilots are doubled; and b) An aircraft
piloted by a Turkey has its Position degraded by
une point, i.e., if the aircraft were in a Position of
Advantage, it would be considered to be in a Nor-
mal position; if it were in a Normal Position or
Position of Disadvantage, it would be considered
Disadvantaged.

[21.22] Super-Honchos act as Honchos except for
the Tollowing effecis: a) All Honcho effects are
doubled (i.e., as per Case 21.1 above, except that
Honcho rather than Novice modifications are
doubled); and b) An aircraft piloted by a Super-
Honcho has its Position upgraded (i.e., if Disad-
vantaged, it is considered Normal, and if Normal
or Advantaged, it is considered Advantaged).

[22.0] NATURAL

PHENOMENA
GENERAL RULE:
During air combat operations, natural phenomena
such as clouds and the sun often have an effect on
operations,

PROCEDURE:

Al the beginning of a scenario, the Players deter-
mine where the sun and/or clouds will be located.
Usually a Scenario will direct cloud and sun place-
ment. In addition, some Scenarios will indicate
that certain areas of the game-map are considered
1o have land at an altitude above zero, and thus
that any aircraft flying lower than a given altitude
on this portion of the game-map are destroyed. In
Scenarios invented by the Players, the Players
must determine the placement of clouds, the sun
and land altitude by mutual agreement,

CASES:

[22.1] THESUN

[22.11] In each of the Scenarios, the initial map
arrangement is indicated. In addition, the Op-

23



24

tional rules section for a given Scenario will indi-
ciate whether or not the Scenario takes place ar
night, and, il not, in what direction the sun lies.
The sun’s direction will be given as one of the
twelve directions of the hexgrid: N, NNE, NE, E,
SE, SSE, S, SSW, SW, W, NW, or NNW,
Throughou! the duration of the game, the sun is
considered to be in the direction indicated, and
any airerafl facing in that direction is said 10 be
facing directly into the sun. Any aircrall facing
within one point of the sun (i.e., an aircralt facing
SSW or W when the sun is 1o the SW) is said 10 be
facing within one point of the sun,

[22.12) If an aircraft is facing into or within onc
point of the sun, its Probability Number for Visual
Search and s Inttiative die-roll will be reduced.
See Sections 19.0and 6.0.

[22.13) If the Infra-Red Counter-Measures  rules
(see Section 23.0) are used, the sun may act as an
Infra-Red source,

[22.2] CLOUDS

[22.21] Each of the Scenarios indicates whether or
not there are any clouds present, and if s0, where
they are located. Cloud positions are given in
terms of a hex number followed by an altitude
span. Example: A0411, 24-28 would mean that a
cloud is present in hex 0411 on map section A (and
in all six hexes adjacent 1o hex 0411), and that it ex-
tends through altitude levels 24, 25, 26, 27 and 28,
The Plavers place a **Cloud™ marker in each of the
hexes indicated by the Scenario they are playing,
and make a memal note of the levels that the cloud
extends through. Keep in mind that a cloud ex-
tends into the six hexes surrounding a cloud
marker. When constructing scenarios of their own
devising, the Players may place clouds more or less
anywhere they like.

[22.22] An aircrafi that is flying through a cloud
may neither fire its cannon nor launch Heat-
Secking missiles (see helow), It may launch Radar-
Homing missiles if it has a lock-on. It may not con-
duct visual searches, but may conduct radar sear-
ches,

[22.23] This is an optional rule, and need not be
used even if the rest of Case 22.2 s used.

If a cloud lies on the line of sight between (wo air-
craft, neither aircraft may fire its cannon, visually
search for, or launch a Heat-Seeking missile at the
other, To determine whether a cloud lies on the
line of sight between two aircraft, follow this pro-
cedure:

#) Take astraight edge (i.c., piece of paper, ruler
or whatever) and hold it so that it forms a straight
line between the center of the hex of one aircralt
and that of the other. If this straight line passes
through a cloud hex, the cloud may be on the line
of sight; if it does not, there is no chance that it
may be. I the cloud is along this line, proceed 1o
the next step.

b) Determine the distance in hexes between the
firing/searching aircraft and the other airerafl,
Then determine the distance between the fir-
ing/searching aircrafl and the near edge of the
cloud (i.e., the cloud hex that the straight line from
the aircraft went through). Divide the second
number by the first to obtain a fraction. Example:
If there were 12 hexes between the searching/ firing
aircraft and the cloud, and 30 between the two air-
criaft, the ratio would be 12/30, which can be
reduced 10 2/5.

¢) Determine the distance in altitude levels be-
tween the firing/searching aircraft and the other
aireraft, Multiply this number by the fraction ob-
tained in step (b), rounding to the nearest whole
number, The difference in altitude levels between
the firing/searching aircraft must be equal 1o this
number if the cloud is 1o be along the line of sight.

Note: If the cloud exists at more than one altitude
level, some level of the cloud must be equal to this
number, If some level of the cloud is the indicated
number of altitude levels lower or higher than the
firing/searching aircraft, the cloud blocks the line
of sight. I not, the cloud does not block line of
sight.

[22.24] I the Infra-Red Counter-Measure rules
are used (see Section 23.0) clouds may under cer-
Lain circumstances act as Counter-Measures,

[22.3] LANDALTITUDE

[22.31]) Altitude in Air War is calculated from a
base at sea level, not from ground level, because
the primary cffect of altitude is dependent upon
changing air pressure, and air pressure is based
upon the distance above sea level and not the
distance above the ground. Since, therefore,
ground level is greater than sea level in certain
areas in which air conflici can occur (such as, for
instance, the Himalavas), provision must be made
for ground level being at a greater altitude level
than zero.

[22.32] In the Optional rules section of a
Scenario, ground level will be indicated if it is any
greater than zero. Occasionally, the level of one
particular map-section will be higher than the level
of another; alternately, the Scenario will often in-
dicate that ground level is at a certain altitude no
matter the map section, Note: There are no
markers 10 represent land altitude; the plavers
must simply keep track of i1,

[22.33] Although no Scenario in the game does 50,
the Players may, if they wish while inventing their
own Scenarios, designate certain hexes or groups
ol hexes as being al a higher altitude than the sur-
rounding hexes.

[22.34] If an aircraft fTies into a hex at which the
ground altitude is the same as or lower than the
level at which the aircrafi is flying, the aircrafi is
destroved. In other words, aircraft fying into the
ground are destroyed.

[23.0] INFRA-RED
COUNTER-MEASURES
COMMENTARY:

Infra-red counter-measures are devices that air-
craflt carry, either to throw off enemy Heatl-
Secking missiles, or 1o detect the infra-red radia-
tion given off by enemy aircraft at long range.
They range in complexity from simple flares to
complex electronic devices.

GENERAL RULE:

Each aircraft has indicated on the ECM Device
Utilization Table (28.2) what 1ypes (if any) of
Infra-red Counter-Measures the aircraft may use.
If a Scenario directs (or if the Players wish), air-
craft that are capable of mounting a given infra-
red counter-measure may do so.

CASES:

[23.1] CARRYING INFRA-RED
COUNTER-MEASURES
[23.11] Infra-red counter-measures are carried by
aircrafl in one of two ways; cither they are equip-
ment that is carried normally by an aircraft, or
they are pods 1aken along by an aircraf for a spe-
cific mission,
[23.12] The ECM Device Utilization Table (28.2)
indicates which aircraft carry infra-red counter-
measures internally, and what devices such air-
craft carry.

[23.13] In addition 1o these, all aircralt may carry
any of the following Infra-red Counter-measure

pods: flare pods (each comaining four flares);
ALQ-123 pods; improved ALQ-123 pods; and
AAQ-4 pods. The ECM Availability Table will in-
dicate which nations use what pod types (see this
table, at the end of the rules).

[23.14] American, Israeliand NATO aircraft may
carry one Infra-red counter-measure pod, and no
more. Aircraft must subtract munitions and/or
air-to-air missiles to reflect the space taken up by
such pods, as per Case 17.2.

[23.15] All Infra-red anti-missile counter-
measures are operated in the same manner (see
Case 23.2); the only difference berween internal
and pod counter-measures is the weight involved.
volved.,

[23.2] ANTI-MISSILE
COUNTER-MEASURES

Anti-Missile Counter-measures are devices design-
ed 1o throw Heat-Seeking missiles off track, and
thus allow the counter-measure-equipped aircrafi
some measure of protection against such missjles.

[23.21) After a missile's target aircralt has mov-
ed, but before the Heat-Seeking missile itsell
moves, the targel aircrafl may atlempt (o use any
infra-red counter-measures it carries against the
missile that is following it.

[23.22] The Plavers refer 1o the Infra-Red
Counter-Measure Table (23.28). The owning
Player of the rarget aircraft finds the type of
counter-measure that his aircraft is utilizing on the
top row of the table, and the missile 1ype on the
lefi-most column. He cross-references the row
determined by the latter with the column deter-
mined by the former, to arrive al a single number.
This number is the Probability Number that the
counter-measure will throw the missile off track.
The Players refer to the rules of Probability (12.0)
1o determine whether the missile is thrown off
track. If it is, the missile is considered 10 go
ballistic, and is removed from play.

123.23] Infra-red counter-measures have no effect
on Radar-Homing missiles.

123.24] Each time an aircraft uses a flare, the
owning Player should note the expenditure of a
flare. The ECM Device Utilizarion Table (28.2) in-
dicates the number of flares that each aircrafi that
can carry flares is able to carry. When an aircraft
has used as many flares as it carries, it loses the
ability 1o use flares as an infrared counter-
measure,

[23.25] If a Heat-Seeking missile is facing toward
the sun (see Case 22.1) or within one point of the
sun during infra-red counter-measure check, there
is & chance that the missile may track the sun as its
target, and go ballistic. The sun is treated as an
infra-red counter-measure, and the Players use the
same procedures and tables as for any other infra-
red counter-measure 1o determine whether the
missile does so.

[23.26] 1f a missile begins its movement in a cloud
(or, il Case 22.23 is used, il a cloud lies between a
missile and its target) there is a chance that the
missile will track the cloud as its target and go
ballistic. The cloud is also treated as an infra-red
counter-measure, as above.

[23.27] Infra-Red Counter-Measure Table

(see separate booklet)
[23.3] INFRA-RED DETECTORS
Some American-built aircraft (the F-4B, F-14,
F-111 and B-1) have passive infra-red detectors,
which detect infra-red emissions by enemy air-

craft. These operate in a manner similar to that in
which Radar Search does.



[23.31) Each aircraft that carries Infra-Red
Detectors is assigned an Infra-Red Detection
Strength and an Infra-Red Detection Arc by the
ECM Device Utilization Table (28.2).

[23.32] Infra-Red Detection Arcs are either
“front,”” “all front,"" *‘all rear,”" or “‘all around.""
**Front'" means that the aircraft can attempt to
detect aircraft in its front arc; ““all front’’ means
that it can attempt to detect in any of its three front
arcs (forward, forward right side, forward left
side); ‘“all rear'’ means it can attempt to detect in
any of its three rear arcs (rear, rear right side, rear
left side); and *“‘all around'’ means that it can at-
tempt to detect in any of its six arcs.

[23.33] Infra-Red Detection Arcs act in the same
way that Radar Search Arcs do, except that they
are defined differently.

[23.34) Infra-Red Detections are resolved in the
Radar Search Phase, after all Radar Searches have
been executed. They are resolved as follows.

[23.35] The Players refer to the Radar Search
Probability Table (20.4). The Infra-Red Detection
Strength of the detecting aircraft is found at the
top of the Table, and the Base Probability Number
for the Infra-Red Detection is determined in the
same way it would be if a Radar Search were being
conducted.,

[23.36] The Player then multiplies this Base Prob-
ability Number by the current Throttle Setting of
the aircraft or missile it is attempting to detect,
This final product is the Probability Number for
the Infra-Red detection. The Players refer to the
rules of Probability (12.0) to determine whether or
not the detecting aircraft detects the enemy air-
craft, If it does, the enemy aircraft is placed on the
game-map, and the detecting Player knows of its
position thereafter.

[23.37] Note that Infra-Red Detections are resolv-
ed in the same way as Radar Searches, except that
the Base Probability number is multiplied by the
enemy aircraft's Throttle Setting, rather than its
Size Multiple.

[23.38] An aircraft that has spotted an enemy air-
craft by this procedure is said to have obtained
“infra-red contact'’ with the enemy aircraft. A
player loses infra-red contact with an enemy air-
craft if all of the Player's aircraft that are equip-
ped with infra-red detectors are positioned in such
a way that the enemy aircraft is in none of their
Infra-Red Detection Arcs at any time. Infra-red
contact is treated in the same basic way as radar
contact.

[24.0] RADAR
COUNTER-MEASURES
COMMENTARY:
Radar Counter-measures are devices carried by
aircraft that confuse, jam, mislead or detect
enemy radar, There are several types of such
counter-measures, and each is given a rules section
below, They range in complexity from simple

strips of aluminum foil 1o complex electronic
devices.

CASES:

[24.1] CHAFF
Chaff, consisting of strips of aluminum cut 1o the
wavelength of enemy radar, remain one of the
most primitive bul effective radar counler-
measures,

[24.11] Chaff may be dispensed in one of two
ways: through airbrakes or through chaff dis-
pensers. Each aircraft has indicated on the ECM
Device Utilization Table (28.2) the types of ECM
that it may carry; therefore, it indicates which air-
craft may carry chaff, and in what way aircrafl
may dispense chaff.

chaff

[24.12] All aircraft (except those operated by
Arab airforces) can carry chaff in their airbrakes.
Such aircraflt immediately release the chafl upon
opening their airbrakes — i.e., the tirst time such
an aircralt Decelerates by Inducing Drag (8.54), a
chaff counter is placed in the hex containing the
aircraf1.

[24.13]) Aircraft that can carry chaff dispensers
are capable of placing one hex of chaff per Game-
Turn. An aircraft will be limited in the number of
Game-Turns' worth of chaff it ¢an carry; an air-
craft's dispenser's Game-Turn limitation will be
noted on the ECM Device Utilization Table (see
Case 28.2). Anaircraft with a chaff dispenser may
place a chafl marker in any one hex it moves
through in the course of a Game-Turn's move-
ment.

[24.14) If an aircraft dispensed chaff or moved
within four hexes of a friendly chaff marker in one
Game-Turn, any enemy aircraft that searches via
radar for that aircraft in the next Game-Turn will
have its Probability Number for the Radar Search
reduced by one-quarter.

Example: If the Probability Number were 8 it
would be reduced by one-quarter (.25x8 = 2)106
(8 -2=46)

[24.15] Aircraft thar have an enemy Lock-On
marker on top of them and that dispense chaff in a
given Game-Turn may attempt to break the enemy
aircraft’s Radar Lock-On. During the Radar
Lock-On Breakage Segment, the owning Player of
the aircraft adds 16 to his Radar Lock-On
Breakage Probability Number (see Case 16.63)
and subtracts the enemy aircraft's Radar Lock-On
Strength from the Probability Number.

Example: The aircraft turned through 2 hex-points
and dispensed chaff, The Player adds 6 to the Pro-
bability Number for the 2 hex-point turn(3 + 3 =
6), then adds 16, and subtracts the enemy air-
craft's Radar Lock-On Strength (say 8, for a total
of 14(6 + 16 — 8 = 14). See Case 16.6 for a more
complete exposition of Radar Lock-On Breakage
rules.

24.16] Chaff affects only enemy radar. It has no
effect on friendly radar. (The chaff is considered
to be cut only 1o enemy wavelengths).

[24.17] All chaff is removed from the game-map
al the end of a Game-Turn, during the Book keep-
ing Phase. Thus, chaff remains in play only for a
single Game-Turn,

[24.18] Chaff exists only on one altitude level;
thal is to say, when an aircrafi releases chaff, the
chaffis considered to exist only in the hex in which
it was released, a1 its releasing aircraft's level. The
Players must note the chaff's altitude level
(possibly on a sheet of scrap paper). For purposes
of rracing distance to a chaff hex, two levels of
altitude are equivalent 1o one hex.

124.19] 11 an aircraft releases chaff while engaging
in a ¢limb or dive, the owning Plaver may
designate the chaflf as existing at any of the altitude
levels that the aircraft passed through, l.e., the
owning Player of the dispensing aircraft may
decide what level the chaff is dispensed at, as long
as the altitude level is somewhere between the air-
craft’sinitial altitude and its final altitude.

[24.2] CORRIDOR CHAFF AND
CHAFF ROCKETS

Corridor Chaff and Chaff Rockets operate in
much the same manner as regular chaff, except
that they are bombed or launched rather than
dispensed, they affect a greater area, and they last
longer.

[24.21] IT an aircraft is capable of carrying cor-
ridor chaff, it will be noted on the ECM Device
Utilization Table (28.2) that it can do so, An air-
craft that carries corridor chaff is considered to
operate under **Loaded™ conditions (see Section
17.0). A corridor chaff pod (i.e., the mechanism
by which an aircraft carries corridor chaff) carries
enough chaff for forty Game-Turns of dispensing.

[24.22] 1f an aircraft wishes to dispense corridor
chaff in a given Game-Turn, it must move in Level
Flight and have a Movement Allowance less than
or equal 1o six. Every hex it moves through while
dispensing chaff has a chafl marker placed inir.

[24.23] Corridor chaff, unlike regular chaff, is
considered 10 appear at an altitude twenty levels
lower than that at which it was dispersed. For ex-
ample, if corridor chaff were dispersed at an
altitude of 80, it would appear at an altitude of 60.

[24.24] Corridor chaff, unlike regular chaff, lasts
for a total of 250 Game-Turns. If the Players are
crazy, they may keep track of the number of
Game-Turns a given hex of corridor chaff has
been in play; otherwise, they may assume corridor
chalf to be effectively immortal.

[24.25] If an aircraft is able to mount chaff
rockets, such will be indicated on the ECM Device
Utilization Table (28.2). Except for the B-1 and
B-52, an aircraft carrying chaff rockets is con-
sidered to operate under Loaded conditions (see
Section 17.0).

[24.26] At any time during its Movement Seg-
ment, an aircraflt mounting chaff rockets may
launch one in a direction within two hex-points to
either side of the aircraft’s facing.

Example: An aircraft facing N could fire a chaff
rocket in any of the following directions: N,
NNW, NW, NNE, or NE.

[24.27] A chalf rocket moves ten hexes directly
forward in the direction it was fired, leaving a
chaff marker in each hex it moves through. Chaff
rockets remain in existence for two turns. In the se-
cond turn of its flight, a chaff rocket continues to
fly an additional ten hexes in the direction fired,
laying out chaff markers. Chaff laid out by chaff
rockets remains in play for 250 turns, as does cor-
ridor chaff.

[24.28] Anaircraft that dispenses or moves within
four hexes of corridor or rockel chaff in a Game-
Turn has the Probability Number for an enemy
aircralt’s Radar Search in the following Game-
Turn reduced by three-quariers (75%) rather than
the one-quarter reduction called for by normal
chaff.

[24.29] It will often occur that, when chaff
rockets or corridor chaff is used, the Players will
find that they have an insufficient number of ¢chaff
markers. If this occurs, they may use counters not
in play as additional chaff markers.
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[24.3] RADARJAMMING

Certain aircraft either carry internally or can carry
in a pod electronic devices that jam enemy radar.
The comparative efficacy of such devices is in-
dicated on the Radar Jamming Tables (24.7).

[24.31] Examine the Radar Jamming tables.
Along the side of the tables are lists of aircraft
types or radar-jamming pod types. The aircraflt
listed on the Internal Radar Jamming Tables
(24.61, 24.63 and 24.64) are considered to carry in-
ternal radar jammers normally (unless excepted by
a scenario, or unless the Radar Counter-Measures
rules are not used), As noted on the ECM Device
Utilization Table (28.2), certain aircraft are
capable of mounting certain radar jamming pods
at certain times. Usually, an aircraft that can carry
a pod will carry one only if so directed by a
Scenario.

[24.32] All radar jammers are basically capable of
four effects: 1) blocking enemy radar searches; 2
breaking radar contact with enemy aircraft ; 3)
preventing enemy aircraft from obtaining radar
lock-ons; and 4) breaking radar lock-ons.

[24.33] When the owning Plaver of a jammer-
equipped aircraft wishes to perform any of the
four functions listed in 24.32, he examines the ap-
propriate Radar Jamming Table. Note that the
tables are differentiated as to the building nation
of the aircraft, and rhat Radar Jamming Pods are
given a table of their own.

If an American table is being used (either the
American Aircraft Internal Radar Jamming Table
or the American Pod Radar Jamming Table), the
Player finds the aircraft’s name (or the pod type)
along the left-hand side of the table. Under the
name or pod type will be four lines, labelled 1, 2, 3
and 4. Each number defines a specific row of the
jamming table. The first line corresponds 1o func-
tion 1 (as described in 24.32), the second to func-
tion 2, and so forth,

The Player then finds the name of the aircraft (or
SAM) that his aircraft/pod is attempting to jam at
the top of the table and cross-references the col-
umn formed by this with the row of the table deter-
mined above. This cross-referencing will vield
either a single number or a percentage (or a dash or
“NE"', both of which indicate that the radar jam-
mer has no effect in that case),

If one of the other tables is being used, a slight
modification is made to this procedure. Rather
than finding the aircraft that is being jammed at
the top of the table, the Radar Search and Radar
Lock-on Strength is found on the table. The Radar
Search Strength is used if the jamming aircraft is
attempting to break radar contact or block radar
search; the Lock-on strength is used if it is attemp-
ting to prevent a Radar Lock-on or break one.

Note that the A-7 is given a place both on the
“American Aircraft Internal Radar Jamming
Table™ and the *‘Other Aircraft Internal Radar
Jamming Table.”” When the A-7 is being used
against a Russian-built aircraft, the first table is
used; when not, the second is used.

[24.34] If an aircraft equipped with radar jam-
mers is searched for by enemy aircraft during the
radar Search Phase, it may reduce the Probability
Number for the enemy aircraft's Radar Search.
After the Probability Number for the radar Search
is calculated, the Players refer to the Jamming
Table to determine the multiplier that the air-
craft's jammers cause; on the first of the four lines
of the Jamming Table under the jamming aircraft
is a decimal fraction. The Probability Number for
the Radar Search is multiplied by this fraction.

Example: A MiG-21 is searching for an F-4J.
Cross-referencing on the American Aircraft Inter-
nal Radar Jamming Table, we discover that the

coefficient is .7. If the Search is taking place at a
range of 50 hexes, the Probability Number is §
(Base Probability number of 3/4 times Size Multi-
ple of 7 equals 5). 5§ multiplied by .7 is 3.5, which is
rounded up to 4; so the final Probability Number
for the Radar Search is 4.

[24.35] At the end of the Radar Search Phase, any
aircraft that has been spotied by enemy Radar and
that is equipped with radar jammers may attempl
to break radar contact. The Probability Number
of it being able to successfully do so is listed on the
second line of the four under a given aircraft or
jamming pod. The owning Player uses the rules of
Probability (12.0) to determine whether or not he
succeeds in breaking radar contact; if he is, the
enemy Player is considered (o have lost radar con-
tact with the jamming aircraft, and all rules regar-
ding loss of radar contact apply (see Case 20.3).

Ifan aircraft’s position has been discovered visual-
Iy (i.e., has been found by a visual search), it may
not attempt to break radar contact, even if it had
previously been discovered by a radar search.
[24.36] If an enemy aircraft attempts to obtain a
Lock-on to an aircraft equipped with radar jam-
mers during the Missile Launch Phase, the
jammer-equipped aircraft may attempt to jam the
Lock-on. On the third of the four lines under the
jamming aircraft/pod-on the appropriate Radar
Jamming Table is found the coefficient by which
the enemy aircraft’s Probability Number for the
Lock-on attempt is multiplied.

Example: A MiG-23 (with a Radar Lock-on
Strength of 7) is attempting to lock-on to an F-4J.
Examining the American Aircraft Internal Radar
Jamming Table, we discover that the coefficient is
.75. If the MiG is attempting to lock-on from the
F-4)’s side, and no modifications to the Probabili-
ty Number are made, the Probability number is
24. 24 times .75 is 18; the final Probability
Number for the Lock-on attempt is 18.

[24.37] During the Radar Lock-on Breakage Seg-
ment of the Radar Homing Missile Combat Phase,
when the owning Plaver of an aircraft that has
been locked-on to by an enemy aircraft determines
whether his aircraft succeeds in breaking the
enemy aircraft’s lock-on, he may increase his Pro-
bability Number by breaking the lock-on if his air-
craft is equipped with radar jammers.

The owning Player refers to the appropriate Radar
Jamming table, and uses the number [ound on the
fourth of the four lines on the appropriate area of
the table. This number is added to the aircraft’s
Probability Number for breaking the lock-on dur-
ing the Radar Lock-On Breakage Segment of the
Radar-Homing Missile Combat Phase. Note:
Other factors affect the Probability Number, such
as the number of hex-points turned by the aircraft,
as well as chaff (see Cases 24.15 and 16.6).

[24.38] Radar Jamming Pods (as opposed to In-
ternal radar jammers) may affect friendly aircraft
within a certain number of hexes of the aircraft
mounting the pod. If the pod has a two-number
designation (i.e., “ALQ-71""), the pod protects
any friendly aircraft within one hex of the moun-
ting aircraft. If it has a three-number designation,
(i.e., ALQ-119), it protects friendly aircraft within
three hexes (Exception: the ALQ-131 pod protects
aircraft within four hexes).

[24.39] If an aircraft or pod type has five lines on
the jamming tables, rather than the normal four, it
has *‘Deception jamming capability.'” This means
that the aircraft (or pod) has the ability to mislead
enemy aircraft as to the jamming aircraft's true
position, in addition 1o the other four capabilities
listed in rules Case 24.32.

After an aircraft with deception jamming capabili-
ty has been spotted via radar by the enemy Player,
the owning Player of the jamming aircraft must

determine whether the enemy Playver obtains a
spurious position for his jamming aircraft. «

The fifth of the five lines on the radar jamming
table is the Probability Number that the enemy
searching aircraft will obtain a spurious position.
The owning Player of the spotted aircraft uses the
rules of Probability (12.0) 1o determine whether or
not the searching aircraft obtains a spurious posi-
fon,

If a spurious position is obtained, the Players
make a mental note to that effect. Note that the
Players must keep track of which aircraft have
been spotted visually, which have been spotted by
radar, which have not been spotted, and which
have had a spurious position obtained.

I a Player has obtained a spurious position for an
enemy aircraft, he has nor obtained Radar contact
with that aircraft even though his radar search was
successful. He is considered to know the general
location of the enemy aircraft, and thus the enemy
aircraft remains on the game-map, but the Player
remains under certain restrictions. The Player may
not fire any of his aircraft’s cannons nor have any
of his aircraft launch Radar-Homing missiles at an
aircraft that he has obtained a spurious position
for. However, the Player's aircraft may launch
Heat-Seeking missiles at the aircraft,

On all Game-Turns after that in which a Player has
obtained a spurious position for an aircraft, the
Player may Radar Search for the aircralt and at-
tempt to obtain radar contact. Any successful
radar search will result in the aircraft's obtaining
radar contact.

If a Player has obtained radar contact with an
enemy aircraft that has deception jamming
capability, the owning Player of the enemy aircraft
may attempt to break radar contact by giving the
searching Player a spurious position. The enemy
Player checks for spurious position according to
the same procedure as previously.

In any given turn after radar contact has been ob-
tained, the owning Player of a deception jamming
aircraft may continue to attempt to sel up a
spurious position. Once an aircrafl has been spot-
ted visually, theaircraft becomes unable tosetupa
spurious position,

[24.4] RADAR DETECTORS

Some aircraft are equipped with electronic devices
that detect the use of radar by enemy aircrafl.
These range in sophistication from devices that
simply detect the presence of a radar lock-on to
devices that can determine the exac! type and posi-
tion of any aircraft engaging in radar search.

[24.41] On the Aircraft Radar Characteristics
Tahle (28.1) is listed each aircraft’s Radar Detec-
tor Type — either none, A, B, C, D or E. An air-
craft with no Radar Detector Type is unable to
detect the use of radar by enemy aircraft.

[24.42] An aircraft with Type A or better Radar
Detection is able to detect lock-ons obtained by
enemy aircraft, When these rules are being used,
the Players do not place lock-on markers on air-
craft that have been locked on to; instead, they
keep track of which enemy aircraft have been lock-
ed onto by friendly aircraft secretly. Only an air-
craft with Radar Detection Equipment will know
when an enemy aircraft has locked on toit.

[24.43] An aircraft with Type B Radar Detection
is able to detect radar lock-ons (as above), and can
detect Radar Searches made by enemy aircraft (or
enemy Ground Installations, see Section 26.0). If
an aircraft with this detection type is the object of
a Radar Search made by an enemy aircraflt, the
Player is informed that an enemy aircraft (or
Ground Installation) is searching for his aircraft.
He is not informed of the position or type of the
searching aircraft/Ground Installation.
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[24.44] All aircraft with Type C Radar Detection
are able to do everything aircraft with Type A and
B Radar Detection can; additionally, their Players
are informed of the type of search made for the
aircraft if the aircraft is the object of enemy Radar
search. The Player is told whether the search is be-
ing conducted by a Ground Installation or by an
enemy alreraft.

[24.45] All aircraft with Type D Radar Detection
are able to do everything aircraft with Type A, B,
or C Radar Detection are able to do; moreover if
subject to Radar Search from an enemy aircraft,
they are able to detect the type of enemy aircraft,
The owning Player of an aircraft equipped with
this type of Radar Detection equipment is inform-
ed of the searching aircraft's type (i.e., MiG-21).

124.46] All aircraft with Type E Radar Detection
are able to do everything aircraft with Type A, B,
C or D Radar Detection are able to do; in addition,
they are able to detect the exact position of any
enemy aircraft that conduct radar searches that the
detecting aircraft is the object of. The owning
Player ol the detecting aircraft is informed of the
hex number and altitude of the searching aircraft;
the detecting aircraft is assumed to have
automatically obrained Radar contact with the
searching aircraft,

[24.47] For a handy summary of detection effects,
see Case 24.48,

[24.48] Radar Detection Type Effect Table
(see separate booklet)

[24.5] WILD WEASELS

A Wild Weasel aircralt is any aircraft that has
been equipped for offensive Electronic Warfare.
Wild Weasel versions exist of the following air-
craft: F-108"s, F4E's, F-111"'sand MiG-23's,

[24.51] For the sake of simplicity, all Wild Weasel
aireraft will be designated on the various charts
and tables with their aireraft type followed by the
letters “*WW"™ (Tor instance, F-11 IEWW).

[24.52] A Wild Weasel aircraft may not carry air-
10-gir missiles. Other than this, it operates in all
manners as a normal aireraft.

124.53] Wild Weasel aircraft carry internal jam-
mers. However, these internal jammers operate in
a way radically different from all other internal
jammer types. A Wild Weasel will protect all
friendly aireraft that are inits Are of Jamming. A
Wild Weasel's Are of Jamming is determined as
follows:

a) Examine the relative positions of the Wild
Weasel and the enemy aircraft or ground installa-
tion it is attempting to jam. Determine the facing
of the enemy aircraft, and determine which hex-
point that aircraft should be facing toward if it
were 1o be facing most nearly directly toward the
Wild Weasel.

Example: The Wild Weasel is on hex 0511, and the
enemy aircraft is at hex 0803, and facing N. The
enemy aircraft should be facing SSW if it is to face
as close to directly 1oward the Wild Weasel as
possible. Note: This judgment may be unclear a1
certain points — it may be unclear precisely which
direction is closer 1o heing *“‘toward" the Wild
Weasel. In this case, roll a die to determine which
direction is to be used.

b) Using the hex-point determined above and the
hex of the enemy aircrafl as the source of a Radar
Search Are, trace a Radar Search Arc from the
enemy aircraft, This is the Arc of Jamming. Note:
This Arc does not emanate from the front of the
enemy aircrafl, as a regular Radar Search Arc
does; rather, it emanates from the side of the air-
craft determined in step (a). Note further thar the
Arc does not emanate from the Wild Weasel, but
rather from the aircraft that the Wild Weasel is
jamming.

[24.54] Any aircraft in a Wild Weasel's Arc of
Jamming against a given enemy aircraft is pro-
tected by the Wild Weasel from that enemy air-
craft. All such friendly aircraft are considered 1o
have protection from Radar Searches and Lock-
ons, and the ability 1o Break Radar Lock-Ons and
radar contact in the same way that the Wild
Weasel itself does.

[24.55] A Wild Weasel's jamming range and Arc
of Jamming type is indicated on the Aircrafi
Radar Characteristics Tahle (28.1).

[24.56] MIG-23¢WW's and pre-1972 F-10SWW's
have a Type C Arc of Jamming (see Radar Search
Arcs, 20.15), Post-1972 F-105WW's, F4EWW’s,
and F-11IWW's have Type B Arcs of Jamming.
Note: This information is repeated in 28.1. It is not
necessary that the Playver memorize it at this stage.

[24.57] Note that, normally, any aireralt carrying
more than one ECM device (whether infra-red or
radar) is considered to automatically operate
under Loaded conditions, Wild Weasels are not
considered Loaded. In addition, Wild Weasels
may carry Anti-Radiation Missiles (see Case 25.6)
without being considered in Loaded Condition.

[24.6] VARIABLE EFFECTS

OF RADAR JAMMING
Theelfects of radar jamming are always subject to
ECCM (Electronic Counter-Counter Measures),
This rule is optional and players do not have 1o use
iteven if using the ECM rules.

The first time a radar jammer is used in a scenario,
whether internal or pod mounted, the owning
player rolls one die to determine whether its effec-
tiveness has been increased, remained the same, or
decreased due to ECCM modifications. A roll of |
or 2 means that the effectiveness is increased, a roll
of 3 or 4 means the effectiveness is unchanged; and
aroll of § or 6 means the effectiveness is decreased.

If the effectiveness is unchanged, the radar jam-
ming functions as normal. If it is increased or
decreased, however, the owning plaver rolls
another die. The effectiveness of the radar jammer
is then either increased or decreased by .1 or |
Probability Number for each number on the die
roll, depending on the function it is performing,
for the remainder of the Scenario. This applies to
all radar jammers of that type. The effectiveness
of a jammer, however, may not be decreased
below .9 or increased above ,2.

[24.7] RADAR JAMMING TABLES

[24.71] American Aircraft Internal Radar
Jamming Table (see separate booklet)

[24.71] American Radar Jamming Pods Table
(see separate booklet)

[24.73] Soviet Aircraft Internal Radar Jamming
Table (see separate booklet)

[24.74] Other Aircraft Internal Radar Jamming
Table (see separate booklet)

(25.0] BOMBING
AND STRAFING

GENERAL RULE:

This rules section is generally divided into three
parts dealing, respectively, with munitions, Preci-
sion Guided Munitions (or PGM), and strafing.
All share something in common, but they differ in
many respects. The Aircraft Munitions
Characteristics Table (28.3) indicates which air-
craft can carry munitions or PGM, and what type
of these and how many of each an aircraft can
carry. In addition, it gives the Accuracy Multiple
for each aircraft with each type of normal muni-

tions (as opposed 1o PGM), If a given Scenario
directs that an aircraft is to carry a certain type of
munition, the Plavers refer to this table to deter-
mine how many loads of this type of munition an
aircraft can carry (or how many missiles of a given
air-to- surface missile type it can carry) and what
the aircraft’s Accuracy Multiple with the munition
is.
CASES:
[25.1] TARGETS ANDGENERAL
MUNITIONS RULES
[25.11] With Air War are provided a number of
targel markers; there are SAM markers (se¢ also
Sectien 26.0), AFV SAM markers, AA gun
counters, AFV counters, Truck counters, Building
markers, Dump markers, and a Bridge marker. In
a bombing Scenario, (i.e., one in which some air-
craft are loaded with bombs or some other muni-
tions), the Intercepting Player will be directed to
deploy a number of target markers on the game-
map before the game begins. In addition, both
Players will be told exactly what each target
marker represents,
A given target marker can represent one of several
types of targets, For instance, an AFV counter
could represent either a medium tank or a light ar-
mor vehicle; a Dump marker could represent
either a POL dump (either open or revetted), or an
ammunition dump (again either open or revetted),
and so forth. In a given Scenario, the Players will
be 1old exactly what each marker represents in its
general category,

8
Stores
Remain

125.12] Included with the markers that are used on
the Weaponry Track of the Aircraflt Control Chart
is i “Stores”" marker. This is used to represent
munitions carried by a given aircraft. When a
Scenario begins, an aircraft’s Stores marker s set
at a number equaling the number of bombloads,
napalm 1anks, air-to-surface missiles, or whatever
the aireraft is carrying, When an aircraft releases
one of its stores — i.e., launches an air-to-surface
missile, drops a bomb or whatever — its Stores
marker is reduced one box.

|125.13] Any aircraft carrying munitions, PGM or
air-to-surface missiles is considered to operate
under loaded conditions (see 17.0; Exception: see
Case 24.5). If such an aircraft 1akes hall as much
damage as it is able to take (see Case 13.29), it must
jettison its stores, If it can, it may release its muni-
tions (1.e., use them to bomb targets) in the im-
mediately following Bombing Phase; if this is im-
possible, the stores are considered lost, and may
not be fired at a target.

[25.14] If an aircraft’s “'Stores’ marker is in the
zero box of the Weaponry Track, the aircraft is
considered 1o be carrying no munitions, and thus
may not launch or drop any munitions on any
target. In addition, such an aircraflt does not
operate under Loaded conditions, evenif it previ-
ously was carrying stores.

[25.15] Certain targets (notably AA guns, AFV's,
and parked aircraft) can be *‘*hardened’ — i.e.,
given some protection by being dug in, placed in
protective bunkers, or camoullaged. A Scenario
will indicate whether a given 1arget is hardened
(or, if the Players are using the rules to devise their
own Scenarios, they may choose to designate a
given target as hardened). Any hardened target has
the Probability Number that it will be hit reduced
by S0%a.

[25.2] BOMBING

Bombing is a generic term for dropping bombs,

bomblets, rockets, napalm or other non-guided
munitions,
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[25.21] An aircraft carrying bombs or any of the
other munitions listed above may release them at
any time during its Movement Segment, i.e., in
any hex that it moves through. The bombs affect
the hex in which they are released. However, these
effects are not determined until the Bombing
Phase.

[25.22] An aircraft may only bomb a target if 1)
its wings are level (i.e., it is neither banked nor in-
verted); 2) it is either diving or flying level; and 3) it
does not execute any type of maneuver in the
Game-Turn that it drops its munitions.

[25.23] When an aircraft drops a bomb or other
munitions during the course of its movement, the
Players note the hex in which the stores are drop-
ped. During the Bombing Phase of the same
Game-Turn, the Players determine whether the
released munitions will **hit"* their target. To do
50, they follow the procedure detailed in Case
25.24.

[25.24] On the Aircraft Munitions Characteristics
Table (28.3) is listed each aircraft’s Accuracy
Multiple with the munitions listed in Case 25.2. In
the Bombing Phase of a Game-Turn in which an
aircraft dropped a type of munitions, the owning
Player of the aircraft refers to this table and deter-
mines the dropping aircraft's Accuracy Multiple.
He then determines the altitude at which the air-
craft dropped the munitions, and multiplies the
altitude by the Accuracy Number,

Note: The altitude used for this procedure is the
net altitude; that is 1o say, if the ground level is
greater than zero (see Case 22.3,) the ground's
altitude is subtracted from the aircraft's Altitude.

Example: If the ground were at level 20 and the air-
craft were flying at 40 levels of altitude, the net
altitude level would be considered 20. The product
(the product of the Accuracy Multiple and the net
altitude) is known as the Modified Altitude Level,
The bombing Player then refers to the Bombing
Hit Probability Table (25.91). He finds the current
Movement Allowance of his bombing aircraft at
the top of the table, and the Modified Altitude
Level in the lefi-most column of the table, He then
cross-references the column determined by the
former with the row determined by the latter to
vield a single number, This number is the Base
Probability Number that the dropped munition
will hit its target.

The Player then refers to the Bombing Probability
Modification Table (25.92) and modifies the Base
Probability Number as the table directs. This
modified number is the final Probability Number
that the munition will hit. The Player refers to the
rule of Probability (12.0) to determine whether the
munition hits its target or not.

[25.25] After a bomb or other munition has been
dropped by an aircraft, it will take a certain
number of Game-Turns to fall to its target —
bombs will not drop instantaneously. The Players
use the Falling Table (25.93) to determine how
many turns the munitions will take to reach their
targel.

[25.26] On the Bombing Phase in which a load of
munitions reaches its target, the Players refer to
the Target Destruction Table (25.94) to determine
whether the munitions will destroy their target (see
Case 25.3). Therefore, dropping normal muni-
tions takes place in four different stages: Srage
One: and aircraft releases its munitions during a
Movement Segment; Stage Two: in the Bombing
Phase of the same Game-Turn the Player rolls for
each load of munitions released to determine
whether the munitions will hit their target; Srage
Three: the Player continues play for a certain
number of Game-Turns while the munitions drop
towards their target, Stage Four: On the Game-

Turn in which the munitions reach their target, the
Player determines whether they destroy their
target or not, according to the procedures in Case
25.13.

Note that, unless a load of munitions makes a suc-
cessful roll in Stage Gne, the other Stages can be
ignored. In other words, if it is determined when
the Bombing Hit Probability Table is used that a
load of munitions will not **hit’" its target, the
munitions load is considered lost, and the fact that
it will drop to the ground need not be kept track of.

[25.27] No track or other playing aid is provided
with the game for the Players 1o keep track of the
number of Game-Turns that a load of munitions
must drop. The Players must keep track of the hex
in which munitions have been dropped, and the
Game-Turn on which a load of munitions will
reach its target on a piece of scrap paper.

[25.28] An aircraft may release any or all of the
loads of munitions that it carries in a single hex.
Example: An aircraft carrying 8 750-lb bombs
could, if it liked, release all 8 in a single hex. The
Players roll independently and separately for each
load of munitions released, so that, in the example
above, the Player would have to refer to the
Bombing Hit Probability Table 8 times, once for
each of the 8 bombs.
[25.3] PAYLOADS AND

TARGET DESTRUCTION
[25.31] When a bomb, other type of munition,
PCM, or air-to-surface missile reaches its target,
the Players refer to the Target Destruction Table
(25.94). When an aircrafl strafes its target, the
Players refer to the Strafing Target Destruction
Table (25.97).

[25.32] There are seven lypes of munitions
payloads: 750-Ib payloads, 1000-1b pavloads,
rockets, napalm, shaped-charge payloads, anti-
personnel bomblets, and anti-tank bomblets,
There are six types of bombs, correspending to the
six types of payloads (no shaped-charge
bombs); there are four types of ‘‘smart” bombs
(**smart’" 750-1b bombs, “*smart’* 1000-lb bombs,
“‘smart’’ anti-personnel bomblets, and “‘smart”’
anti-tank bomblets); each of the 9 different types
of air-to-surface missiles has one of three different
types of payloads (either 1000-1b payload, 750-1b
pavload, or shaped-charge payloads).

[25.33] When a dropped munition (from Case
25.2), a ‘‘smart’” bomb, or an air-to-surface
missile reaches its target, the Players refer to the
Target Destruction Table (25.94). The owning
Player of the munitions finds the payload of the
munitions along the top of the table, and the target
type along the side of the table. He cross-
references the column determined by the payload
type with the row determined by the target type to
yield a single number; this is the Probability
Number that the target will be destroyed. The
Players refer to the rules of Probability (12.0) to
determine whether or not the target is destroyed. If
the target is destroyed, the target marker is remov-
ed from the game-map.

[25.34] When an aircraft strafes a targel (see Case
25.7), the Players refer to the Strafing Target
Destruction Table (25.98). The Players use this
table in the same manner as the Target Destruction
Table, except that the Cannon Type of the strafing
aircraft, rather than the munition type, is found at
the top of the table.

[25.4] ““SMART” BOMBS

“*Smart’’ bombs and air-to-surface missiles are
collectively referred to as Precision Guided Muni-
tions, or PGM. However, the two operate in
dissimilar manners, and thus are given two dif-
ferent sections.

[25.41] “‘Smart’’ bombs are versions of normal
bombs with laser or electro-optic guidance

facilities. There are *“‘smart”’ bomb versions of
1,000-1b and 750-1b bombs, as well as both types of
bomblets. The 1,000-Ib and 750-1b versions, unlike
normal bombs, do not have to be dropped by an
aircraft in the same hex as the bomb’s target;
rather, they may be dropped in any hex up to
twelve hexes away from the target. This is because
the bombs have fins for gliding.

[25.42] There are three types of guidance systems
that PGM use: Command Guidance, Designator
Guidance, and Independent Guidance. Only the
last will be detailed in this rules section, because
“‘smart”’ bombs either use Designator Guidance or
Independent Guidance. Command Guidance will
be detailed in the next rules section.

[25.43] Smart bombs were first used in late 1968,
Up until 1973, all “*smart’’ bombs effectively used
Designator Guidance. Therefore, in any Scenario
that the Players play that takes place before 1974,
and in which “smart” bombs are used, the
“‘smart”’ bombs are considered to use Designator
Guidance; and in Scenarios that take place since
then, they should be considered to use Indepen-
dent Guidance.

[25.44] Certain aircraft are *‘Target Desig-
nators.”” These are aircraft that are able to guide
Designator Guidance weapons to their target. All
A-10, MiG-27, MiG-23B, Su-19 and Jaguar air-
craft are automatically considered to have internal
target designators; all other aircralt can mount
Target Designation pods,

[25.45] No Soviet aircraft may mount Designator
Guidance pods. In Scenarios taking place in 1972
or 1973, one out of every four non-Soviet aircraft
(maximum) may mount these pods; in Scenarios
taking place between 1974 and 1977 (inclusive),
every other aircraft may mount such a pod; in
Scenarios taking place at later dates, any non-
Soviet aircraft may mount such a pod. Note:
Although all smart bombs after 1973 use Indepen-
dent Guidance, certain ASM's use Designator
Guidance after that time.

[25.46] When a Designator Guided ‘‘smart’’
bomb is launched, the owning Player must deter-
mine which target marker is to be the bomb's
target. He notes the target hex, and refers to the
Falling Table (25.93) to determine how many
Game-Turns it will take the bomb to fall to its
target (as per Case 25.25). Until the ‘‘smart"’
bomb reaches its target, a designator-equipped air-
craft must keep the bomb’s target in its forward
arc. If, at the beginning of any Bombing Phase of
the Game-Turns in which the bomb is dropping,
the bomb’s target is outside of a designator-
equipped aircraft’s forward arc, the bomb is con-
sidered to automatically miss its target. Note that
the designator-equipped aircraft does not
necessarily have to be the aircrafi that dropped the
bomb, as long as some designator-equipped air-
craft guides the bomb to its target.

[25.47) An Independently guided bomb operates
under a “*fire and forget’' system; the bomb does
not have to be guided to its target, and the bomb-
ing aircraft does not have to worry about guiding
it.

[25.48] During the Bombing Phase of the Game-
Turn in which a “smart” bomb (or *‘smart'
bomblets) is released, the owning Player refers to
the PGM Hit Probability Table (25.94). He finds
the current Movement Allowance of the bombing
aircrafl at the top of the table, and the type of
PGM that the aircraft launched along the side of
the table. He cross-references the column deter-
mined by the former with the row determined by
the latter to yield a single number; this is the Pro-
bability Number that the PGM will hit its target.
The Players refer to the rules of Probability (12.0)
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1o determine whether or not the munition hits its
target.

In other words, ‘‘smart’* bombs and other PGM
use the PGM Hit Probability Table (25.94) rather
than the Bombing Hit Probability Table (25.91).
Note that the altitude of the bombing aircraft is
not a factor in the PGM Hit Probability Table, as
it is in the Bombing Hit Probability Table, Only
the “*smart™ bomb (or bomblet) or missile type
and the Movement Allowance of the aircraft is
taken into account.

[25.49] Note that, except for the fact that
“smart"" bombs have a guidance system and may
be dropped from up to twelve hexes away from
their target, they operate in precisely the same way
as normal bombs. Note also that, when ‘‘smart"*
bombs and bomblets reach their target, target de-
struction is resolved in the same manner as for all
other munitions, as per Case 25.3.

[25.5] AIR-TO-SURFACE MISSILES

Air-to-surface missiles (hereafter ASM) are a form
of PGM. Unlike air-to-air missiles and surface-1o-
air missiles (i.e., SAM's), ASM's are not actually
represented by missile counters on the game-map;
like bombs, they are kept track of by bookkeep-
ing, on a piece of scrap paper.

[25.51] All ASM's have four characteristics:
range, speed, payload, and guidance system. An
ASM'’'s payload is either a 1000-1b payload, a
750-1b payload, or a shaped charge payload, as
discussed in Case 25.3. Their guidance system fis
either Designator Guidance, Command Guidance,
or Independent Guidance. Designator Guidance
and Independent Guidance are detailed in 25.4.
These four characteristics are detailed on the ASM
Characteristics Table (25.96).

[25.52] Any aircralt carrying an ASM may launch
it at any target marker within the ASM's range.
Note that, for range-counting purposes, every two
levels of altitude difference counts as one hex, A
given ASM's range is listed on the ASM Charac-
teristics Table, 25.96.

[25.53] ASM's, like bombs, may be released by an
aircraft at any time during its Movement Segment,
During the Bombing Phase of the Game-Turn in
which the ASM was launched, the owning Player
of rhe launching aircraft must determine the range
in hexes between his launching aircraft and the
target hex. Again, two levels are counted as one
hex for range-counting purposes.

The Player then divides the total range between the
hex the ASM was launched in and the target hex by
the Speed of the ASM. A given ASM's speed is
listed on the ASM Characteristics Table, (25.96).
This number (the distance divided by the speed) is
the total number of Game-Turns that it will take
the missile to reach its target. Note: Round the
number of Game-Turns up to the nearest whole
number.

The Player then refers to the PGM Hit Probability
Table (25.95) and determines the Probability
Number that his ASM will hit its target. He then
refers to the rules of Probability (12.0) 1o deter-
mine whether or not his ASM will hit its target. If it
is determined that it will, the Player notes the
target hex, the type ol ASM launched, and the
Game-Turn on which the ASM will reach its target
on a piece of scrap paper.

[25.54] On the Game-Turn in which an ASM
reaches its target, the Player refers to the Target
Destruction Table to determine whether it destroys
its target. He finds the payload type of the ASM on
the ASM Characteristics Table (25.87), and uses
this to resolve the target destruction.

[25.55]" If a given ASM has a Designator Guidance
System, it operates under the rules for Designator

Guidance outlined in Cases 25.44 and 25.46, That
is to say, the ASM's target must remain in the for-
ward arc of some designator-equipped aircraft, or
the missile is considered to lose its target.

[25.56] An Independently guided ASM operates
under the rules outlined in Case 25.47. That is 1o
say, it need not be guided and will fly to its target
with no outside interference.

[25.57] A Command Guided ASM must be guided
to its target by its launching aircraft, but there is
no “‘Designator’’ involved. Al no time may the
target of the ASM be in the rear arc of the laun-
ching aircraft; if the aircraft ever moves in such a
way that the target is in its rear arc, the ASM is
considered to lose its target, and will not hit its
target, even if the PGM Hit Probability Table had
previously been referred to and the ASM
designated as able to hit its target. The launching
aircraft of the Command Guided ASM may not
launch any other missile or fire its cannon or ex-
ecute any maneuver while guiding the ASM,

[25.6] ANTI-RADIATION MISSILES

Anti-Radiation Missiles (hereafter ARM's) are
missiles that home in on enemy radar emissions.

[25.61] ARM's act in all ways as ASM's, except
that their guidance system is considered to be
‘*‘Anti-Radiation,"" rather than Command Guid-
ance, Designator Guidance, or Independent
Guidance. This means that the missile does not
have to be guided by any aircraft, and will simply
head for a radar-emitting target.

[25.62] When an ARM is launched by an aircrafi,
the owning Player of the aircraft designates a spe-
cific target as the aircraft's target. ARM's may on-
ly be used against SAM sites, AFV SAMs, radar
sites, and radar-aiming AA guns (see Ground In-
stallations, Section 26.0). An ARM may not be
fired at any other target.

[25.63] ARM's may be carried by F-105's, F-4's,
A-4’s, A-7's and all Wild Weasel aircraft. An air-
craft carrying ARM’s is considered to operate
under loaded conditions, excepr that a Wild
Weasel aircraft or an F4 is not considered loaded
unless it is also carrying Radar-Homing air-to-air
missiles.

[25.64] Only Israeli and American aircraft may
use ARM's. There are three types of ARM's; the
Shrike has been used since 1966; the Standard
since 1972; and the Harm will be used from 1980
onward. Exception: MiG-23WWS may use AS-7
ARM's (equivalent to Shrike).

[25.7] STRAFING

Strafing occurs when an aircraft fires its cannon at
a ground target,

[25.71] Any cannon-equipped aircraft may fire its
cannon at a ground target that is within the can-
non'srange. An aircraft may fire its cannon at any
target that was within its forward arc at some time
during its Movement Segment, although strafing
attacks are resolved during the Cannon Combat
Phase.

[25.72] The range between a strafing aircraft and
a target is considered to be the shortest distance be-
tween the two that existed during the aircraft’s
movement,

[25.73] Anaircraftin level flight may only strafea
ground target if it is at one or two levels of altitude
above the ground. A climbing aircraft may not
strafe. A diving aircraft may fire at any target
within its range.

[25.74] When resolving a strafing attack, the own-
ing Player of the strafing aircraft refers to the
Strafing Hit Probability Table (25.97). He finds
the aircrafl's Cannon Type at the side of the table,
and the Movement Allowance of the aircraft at the
1op of the table. He cross-references the row deter-

mined by the former with the column determined
by the latter to vield a single number. This number
is the Probability Number that the strafing aircraft
will hit its target.

[25.75] The Player then refers to the Strafing Pro-
bability Modification Table (25.88) and modifies
the Probability Number as the table directs. This
modified number is the final Probability Number
that the strafing aircraft will hit its target; the
Player then refers to the rules of Probability (12.0)
1o determine whether or not the aircraft does hit its
target,

[25.76] If the aircraft hits its target, the Player
refers to the Strafing Target Destruction Table
(25.99) and determines whether or not the target is
destroyed as per Case 25.3.

B
Cannon
Remain

[25.77] When an aircraft strafes, it is considered
to fire its cannon, and thus the Cannon Shots Re-
maining marker is moved down the weaponry
track one box,

[25.78] An asrcraft may strafe more than one hex
in a single Game-Turn. However, its Probability
Number of hitting the target is reduced it if does
s0; if it fires a1 targetsin two hexes, the Probability
Number of hitting each is halved; if it fires at
three, the Probability Numbers are each reduced
to a third; and so forth.

[25.79] Note that strafing is resolved in the Can-
non Combat Phase, not the Bombing Phase. Note
also that, unlike munitions bombardment, straf-
ing occurs immediately; the Players are not re-
quired to wait for the bullets to fall to their target.

[25.8] FORWARD AIR CONTROLLERS

U.S. and NATO air forces may use Forward Air
Controllers to increase the accuracy of bombing.

[25.81) Any two-seat aircraft may be used as a
Forward Air Controller aircraft. While the F-16,
F-15, F-18 and A-10 are normally single-seat air-
craft, two-seat versions exist for use by Forward
Air Controllers.

[25.82] The Forward Air Controller aircraft must
be armed with Rockets. However, these are con-
sidered to be White Phosphorous Rockets. Their
Probability of Destruction of a target is reduced
by 50%. However, any target that is hit by White
Phosphorous Rockets, whether destroyed or not,
is considered *‘marked.”” Use an inverted cloud
marker to designate which target is marked. Air-
craft bombing a marked target on any turn follow-
ing the one in which the target is marked have their
Probability Number of hitting the target increased
by 20%.

[25.83] The back-seat crewmen of all Forward Air
Controller aircraft are considered to be Honchos
for the purpose of visually spotting targets on the
ground.
[25.84] All Forward Air Controller aircraft are,
since 1972, considered to be equipped with target
designators for use with PGM's,
[25.9] BOMBING ANDSTRAFING TABLES
[25.91] Bombing Hit Probability Table
(see separate booklet)
[25.92] Bombing Probability Modification
Table (see separate booklet)
[25.93] Falling Table (see separate booklet)
[25.94] Target Destruction Table
(see separate booklet)
[25.95] PGM Hit Probability Table
(see separate booklet)
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[25.96] ASM Characteristics Table
(see separate booklet)
[25.97] Strafing Hit Probability Table
(see separate booklet)
[25.98] Strafing Probability Modification Table
(see separate booklet)
[25.99] Strafing Target Destruction Table
(see separate booklet)

[26.0] GROUND
INSTALLATIONS

COMMENTARY:

The rules in Section 25.0 allow an aircraft to shoot
at targets on the ground. It seems only fair 1o allow
targets to shoot back.

GENERAL RULE:

There are three types of ground installations thar
are dealt with in this section: AA guns, Surface-to-
Air missiles (hereafter SAM’s and radar instal-

lations.
3

CASES:

[26.1] ANTI-AIRCRAFT GUNS

[26.11] When a Scenario indicates that one Player
is to have anti-aircraft guns — or the Players
decide to give one (or both) Players AA guns — he
uses AA gun target markers to represent the guns.
In some Scenarios, one side will be given a number
of Russian tanks as targets for bombing missions
run by the other side; some Russian tanks are
mounted with .50 caliber machine guns, which
may act as AA guns. Therefore, under certain cir-
cumstances, tanks may operate as AA guns,

[26.12]) There are fourteen different types of AA
guns. However, all AA guns are represented by the
same AA markers. The Players will have to men-
tally keep track of which type of AA gun a par-
ticular AA marker represents.

[26.13] The types of AA guns and statistics about
them are listed on the AA Gun Hit Probability
Table (26.51). Note that AA guns are classified as
being either *“‘with Radar'' or “‘without Radar;"
generally, AA guns with Radar have a greater
chance of hitting their target, and ARM's may not
home onto AA guns without Radar (see Case
25.6).

[26.14] AA guns are also classified as being either
“Light"" or "‘Heavy" AA guns. The only dif-
ference between the two is that heavy AA guns are
generally more difficult ro destroy than light AA
guns; this fact is represented on the Target
Destruction Table (25.94).

[26.15] AA guns do not have arcs. Unlike aircraft
cannons, AA guns may fire at any aircraft within
their range; they do not have to be in an enemy air-
craft's rear arc in order to fire at it. Further, since
AA guns do not have arcs, they may fire from any
direction vis a vis the aircraft counter,

[26.16) When an AA gun’s fire is to be resolved,
determing the range between it and its target air-
craft. Note that an AA gun may only fire at one
enemy aircraft in a given Game-Turn. Refer to the
AA Gun Hit Probability Table (26.51).

[26.17] On the AA Gun Hit Probability Table are
three columns labelled respectively ‘‘Close
Range,"" ‘‘Med. Range,"” and ““Max. Range."
When an AA gun is firing, find its type on the left-
hand column of the table and read across under
each of these three columns. Under each column
will be a span of numbers; for instance, under the
“*Close Range'' for 85mm AA guns without radar,
the numbers are 1-33; under ‘‘Med. Range,"’ they
are 34-66 and under ‘‘Max. Range,'" they are 67-

100. If the distance between a firing AA gun and
its target is greater than the second number under
the ““Max. Range'’ column (100, in the example
given), the target is out of range of the AA gun and
may not be fired on. If the target is within range,
determine which of the three spans of numbers the
distance between the AA gun and its target lies.

Example: If the 85mm gun was firing at a target 50
hexes distant, it would be firing at Med. Range,
since 50 lies between 34 and 66,

[26.18] Immediately to the right of these three col-
umns is a column labelled ‘‘Hit Probability."
Note that each of the three range columns has its
own Hit Probability column. The number in the
Hit Probability column corresponding to a given
range column on a given AA gun's line on the table
is the Hit Probability Number of that AA gun at
that range.

Example: [n the example previously given — that
of an 85mm AA gun without radar firing at
medium range — the Probability Number is 1.
This number is the Probability Number that the
AA gun will hit its target, The Players refer to the
rules of Probability (12.0) to determine whether or
not it does so.

[26.19] If an AA gun hits its target, the Players
then refer to the Damage by AA Gun Type Tables
{26.52). The firing Player refers to the specified
table determined by his AA gun type; note that
some AA guns use one or another of the Cannon
combat tables, while others are given damage
tables of their own. If a Damage by Cannon Type
Table is referred to, the Plavers refer to the table
indicated in Section 13.6.

The Player rolls two dice and cross-references it on
the table as directed to yield a single result, and this
result is applied to the target aircraft. Damage
results are treated in the same manner as cannon
combat damage results,

[26.2] SURFACE-TO-AIR MISSILES (SAM’s)

SAM'’s come in three types; Radar-Homing, Heat-
Seeking, and Beam-Riding. Radar-Homing and
Heat-Seeking SAM’s are treated as any other
Radar-Homing or Heat-Seeking missile is treated,
and they obey the same rules, except that they are
fired from ground installations, rather than air-
craft. Beam-Riding missiles are treated more or
less as Radar-Homing missiles are, with a few ex-
ceptions.

[26.21] SAM's, like all other types of missiles,
each have Missile Performance Charts. They
operate in all ways as missiles of their type do, but
are launched from a “SAM'™ or “AFV SAM"
target marker, and begin at the same altitude as the
ground.

[26.22] If SAM's are to be used in an Historical
Scenario, the Scenario will indicate which side is to
have them, how many, what type, and the number
of sites he is to have, If the Players are playing a
Scenario of their own devising, they may choose to
use SAM’'s or not as they see fit. Each SAM or
AFV SAM marker represents a SAM launcher;
each SAM launcher contains between one and six
SAM'’'s. The number of SAM's at a site in an His-
torical Scenario will be determined by the
Scenario. A SAM marker may represent any type
of SAM site; an AFV SAM marker may only
represent SA-6, AIM-9, SA-7, or SA-D missiles.

[26.23] SAM's may be launched with any facing
the owning Player desires, and with as many Turn
Points accumulated as he desires. If the missile be-
ing launched is a SA-6, AIM-9, SA-D, or Hawk |
Missile, it must move in a Type | Climb for the first
turn of its movement; if it is a SA-2 or SA-3, it
must move in a Type I1I Climb for its first turn of

movement; if it is a SA-7, it may move in any
Dive/Climb Type the owning Player desires,

[26.24] Since a SAM is launched from the im-
mobile ground, rather than from a moving air-
craft, its Movement Allowance on its first turn of
movement is equal to its First Turn Movement
Allowance on its Performance Table.

[26.25] The SA-2 is a Beam-Riding missile, the
only one in the game. It acts in all ways as a Radar-
Homing missile, except that its target marker is
placed in the same hex as its target aircraft, not a
number of hexes in front of it.

[26.26] Most SAM's are Radar-Homing.
Therefore, a SAM site must obtain a Radar Lock-
on 1o an enemy aircraft before it can launch a
Radar-Homing missile at it. Lock-on attempts by
SAM sites are handled in the same way attempts by
aircrafl are. On the Aircraft Radar Characteristics
Table, toward the bottom, each SAM missile type
is given a Radar Lock-on Strength., This is used
when a SAM site containing that SAM type at-
tempts to obtain a Radar Lock-on.

[26.27) A SAM site containing SA-3 or AIM-9’s
has two launchers; one containing SA-6's, SA-D’s
or Hawk I's has three launchers; all other SAM
sites have one launcher. A given SAM site may
have as many lock-ons at a single time as it has
launchers; it may launch as many missiles in a
single Missile Launch Phése as it has launchers.
[26.28] SA-2, SA-3, and SA-6 SAM's have the
capability to be launched relying purely on visual
guidance, although this is primarily an emergency
measure used in electronics-heavy environments,
This allows a Player to launch these missiles at a
target that it does not have a lock-on upon. When
a missile is launched visually guided, it cannot go
back to beam-riding or radar-homing after
launch, and vice-versa. SAM's fired relying on
visual guidance have their Turn Modes increased
by three. The target marker for such a SAM is
placed in the same hex as the target aircraft.

[26.3] RADAR INSTALLATIONS

All SAM sites are considered to have Radar Search
capabilities; in addition, certain Scenarios may
direct that other ground targets have such
capabilities.

[26.31] Each SAM type is given a Radar Search
Strength on the Ground Installations Radar Char-
acteristics Table (26.11) in addition to the Radar
Lock-on Strength mentioned previously. A SAM
site containing a given type of SAM is capable of
carrying Radar searches with a Radar Search
Strength equal to that assigned to its SAM type.

[26.32] Searches by SAM sites are carried out in
the same way that any other radar search is ex-
ecuted, except that SAM sites may search all
around them, in all arcs extending from their hex,
ina 360° arc around the SAM site.

[26.33] A Scenario may specify that some ground
target (such as a field bunker) has radar search
equipment; if so, the Scenario will also indicate the
Radar Search Strength of the equipment. Such a
target is then able to radar search for enemy air-
craft in the same way that SAM sites are.

|26.34] Note also that the Players may choose to
give one side or another a radar search site as
above when devising their ownScenarios, at their
option.

[26.35] If an aircraft that is the object of a radar
search made by a ground radar installation is at an
altitude less than one-sixth of the distance between
the installation and the aircraft, the installation
may not search for the aircraft. Note: This implies
relative altitude. Subtract the altitude of the land
from both the installation’s and the aircraft’s
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altitude.

Example: The distance between the installation
and the aircrft is 48, and the aircraft is at altitude
level §; one-sixth of 48 is 8, and the aircraft is at an
altitude less than 8, so the installation may not
search for the aircraft,

[26.36] Note that, when a Player's ground instal-
lations discover enemy aircraft through Radar
Search, any friendly aircraft also obtain radar con-
tact with the enemy aircraft; radar contact obtain-
ed by any of a Player’s installations or aircraft is
considered to be effective for all of a Player's in-
stallations and aircraft.

[26.4] ECM EFFECTS ON
GROUND INSTALLATIONS

[26.41] If anaircraft's or pod's radar jammers are
effective against an AA gun type, AA guns of that
type with radar are considered to operate without
radar. That is to say, when referring to the AA
Gun Hit Probability Table, the Players refer to
AA guns of that type with no radar, evenif the AA
gun actually has radar, to represent the fact that
the AA gun’s radar is being jammed.

[36.42] Ground radar search installations may be
jammed in the same way as aircraft. On the
American radar jamming tables, radar search
ground installations are given a column of the
table which is referred to when such an installation
is being jammed. Qn all other radar jamming
tables, the Radar Search Strength of the installa-
tions is found at the top of the table, according 1o
the procedure used for all radar searching aircraft,

[26.43]. Radar jamming against SAM s is resolved
in the same way that it is against aircraft.

[26.5] ANTI-AIRCRAFT GUN TABLES

[26.51] AA Gun Hit Probability Table
(see separate sheet)

[26.52] AA Damage Tables
(see separate booklet)

[27.0] EJECTING

COMMENTARY:

One of the most expensive and least easily replace-
able components of an aircrafi is the pilot. Pilots
are expensive to train, few in number, and difficult
to replace. Therefore, most nations will go to great
lengths to preserve the lives of their pilots.

PROCEDURE:

Immediately after it has been determined that an
aircraft is about to be destroyed (i.e., immediately
after a missile enters its target aircraft’s hex, or an
aircraft has taken as many Damage Points as it can
sustain), the crew members of the aircraft may at-
tempt to eject.

CASES:

[27.1] HOWTO EJECT

[27.11] The Probability Number that a crew
member will successfully eject is 17. When a crew
member attempts to eject, refer to the rules of Pro-
bability (12.0), and determine whether or not he
does so successfully,

[27.12] If an aircraft has two crew members, each
must attempt to eject separately; i.e., the Player
rolls for each crew member independently, and
one crew member may be able to eject, even if the
other is not.

{27.13] If an aircraft is about 1o be destroyed by a
missile, and the owning Player of the aircraft has
not successfully obtained visual, radar or infra-red
contact with the missile (i.e., the crew members in
the aircraft don’t see the missile), the crew

members may nof attempt to eject. They never saw
what was coming.

[27.2] EFFECT OF EJECTING

Ejection has little 1o no effect on the play of Air
War itself. The only purpose ejection serves is 10
influence the number of Victory Points one side or
another will accumulate in the course of a
Scenario.

[28.0] AIRCRAFT
EQUIPMENT TABLES

COMMENTARY:

These tables, to be found on a separate sheet, are
used in conjunction with numerous rules. When-
ever a procedure calls for the use of one of these
tables, the Players are referred to that sheet.

CASES:

[28.1] AIRCRAFT RADAR
CHARACTERISTICS TABLE
(see separate booklet)

[28.2] ECM DEVICE UTILIZATION TABLE
(see separate booklet)

[28.3] BOMB CAPACITY TABLE
(see separate booklet)

[29.0] PLAYING
THE SCENARIOS
COMMENTARY:

The next several rules sections following this one
detail the various Scenario types — the Historical
and Odd Scenarios, the General Scenario Types,
and the Availability Tables. Basically, the Histo-
rical Scenarios (as well as the Odd Scenarios) are
used in the same way that most Scenarios in SPI
games are used — they detail the starting positions
for each of the aircraft in a given Scenario, as well
as the information needed about the aircraft, in
addition to any special rules and victory conditions
that may be needed to play the Scenario,

The General Scenario types are used in combina-
tion with the Availability Tables. The Playvers
choose a General Scenario Type (for instance,
“*Ground-Controlled Interception Point
Defense'’), then choose the aircraft and equip-
ment each side may use in the Scenario. The
Players may decide to play a Scenario that could
have or might happen between two nations, and,
referring to the Availability Tables, choose to take
aircraft compatible with those currently available
to those nations.

CASES:
[29.1] WINNING THE GAME

Each Scenario or Scenario type gives Victory Con-
ditions for that Scenario or Scenario type.
Generally, these will be in the form of **Player A
wins if"" a set of conditions are fulfilled, and
“Player B wins if*" a different set of conditions are
fulfilled. There may also be a section stating under
what conditions the game is to be considered a
draw. Quite simply, a Player wins if he fulfills his
victory conditions.

[29.2] HISTORICAL SCENARIOS

[29.21] Section 30.0 of the rules contains the His-
torical Scenarios provided with Air War; Section
31.0 contains the **Odd’" Scenarios. Both sections
are organized in basically the same manner.

[29.22] Each Scenario contains seven sections;
these are “‘General Situation," ““Map Arrange-
ment,”" “‘Deployment,’” *‘Optional Rules,"’
“Game Length,”" “Victory Conditions," and
‘‘Special Rules."

[29.23] The General Situation section of a
Scenario provides what are in essence historical
notes — it describes the situation as it existed dur-
ing the actual historical action and its final result
(or the situation as it is envisioned as occuring).

[29.24] The Map Arrangement section indicates
how the maps are to be set up at the beginning of
the Scenario. The maps are set up in the order and
position indicated by this section, with all map sec-
tion compass roses pointing in the same direction.

[29.25] The Deployment section of the rules in-
dicares the hexes that each of the aircraft involved
in the Scenario are to be set up in, as well as their
facing, and the positions of all their Aircraft Con-
trol markers on the Aircraft Control Chart, Hex
numbers are given in terms of a letter followed by a
four-digit number; for instance, G1213 would
mean hex 1213 on map section G. The section also
indicates what type of armament — cannon and
missiles — the aircraft carry.

[29.26] The Optional Rules section is used when
the Optional rules in sections 19.0 through 27.0 are
used. It indicates how the use of the optional rules
affects the Scenario — whether any of the aircraft
pilots are to be considered Honchos, Novices or
whatnot, in what direction the sun lies, ground
altitude, and so forth.

[29.27] The Game-Length section indicates the
number of Game-Turns for which the Scenario is
to be played. At the end of this number of Game-
Turns, the game is stopped (no matter what the
situation is), and victory is determined. This is to
represent the fact that aircraft have only a limited
amount of maneuvering fuel.

[29.28] The Victory Conditions section is self-
explanatory.

[29.29] The Special Rules section gives any special
rules that may be in effect for that particular
Scenario, but which do not apply to any other
scenario, These are not considered optional rules.

[29.3] GENERALSCENARIOTYPES

[29.31] Each of the General Scenario Type rules
sections defines a type of air combat operation
that occurs fairly regularly. It defines the manner
in which a Scenario about that type of air opera-
tion is to be played and the objectives (i.e., victory
conditions) of the opposing Playvers in such a
Scenario.

[29.32] Each General Scenario type contains
seven sections, divided in the same manner as the
seven sections for Historical Scenarios. The only
difference is that, rather than being as rigid as the
sections for Historical Scenarios (which define ab-
solutely the positions and rules under which both
sides operate) the General Scenario Type defines
parameters within which both Players must re-
main, For instance, no General Scenario Type in-
dicates what type of aircraft are to be used by the
opposing Players; it leaves the choice of aircraft
upto the Players.

[29.33] Players may, if they wish, use the General
Scenario Types and any arbitrary aircraft to play
out a Scenario devised from one of the Scenario
Types. Alternatively, they may choose to play a
Seenario in which aircraft from two opposing na-
tions encounter each other. In this case, the
Players would refer to the Availability Tables (Sec-
tion 33.0).

[29.34] For instance, if the Players wish to fight a
battle between Kenyan aircraft and Ugandan air-
craft, they could refer to the Aircraft Availability
Table under the Kenya and Uganda sections and
determine what aircrafl those countries have at the
moment. They could then determine from among
these aircraft which each side should use in the
Scenario.
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[29.35] The Missile Availability Table and ECM
Availability Table also indicates which missiles
and ECM devices the varying nations have had
operational at various times. Thus, when playing a
Scenario as above, the Players should refer to
these tables to see what mfssile types and ECM
devices are available to the nations that they are
playing.

[29.36] The Aircraft Availability Table (33.1), in
addition to indicating which aircraft each nation
has operational, contains a column for “Pilot
Capability.”’ Referring to the Air Crew Quality
Table (33.18) and rolling a die, the Players can
determine whether a pilot of a given aircraft own-
ed by a given nation is a Honcho, Novice, Turkey,
or whatnot.

[29.37] Usually, playing a General Scenario Type
will require that the Players mutually agree on a
number of things before beginning a game. In ad-
dition to the choice of aircraft type, many
Scenarios will give the Players not an exact
number of aircraft, but rather a range. For in-
stance, in the ‘““Ground Controlled Interception
Point Defense' Scenario type (32.4), the Intruder
may have anywhere between two and ten aircrafl.
craft.

[29.4] PLOTTING AND
OUT-OF-CONTACT SCENARIOS

[29.41] A Scenario is said to be an ‘‘out-of-
contact’ Scenario if one side or the other is
unaware of the positions of the opposing side’s
aircraft at the beginning of the game. That is, a
Scenario is an out-of-contact scenario if either side
has not ‘‘seen’’ the other side at the beginning of
the Scenario.

[29.42] The Special Rules section of a Scenario’s
listings will indicate whether the scenario is an out-
of-contact scenario, and, if so, which side begins
out of contact with the other. Note that it is possi-
ble for both sides to begin out of contact.

[29.43] The Player (or Players) that begins out of
contact must plot movement for his aircraft. That
is to say, the Player must note on a sheet of paper
exactly where his aircrafl are to move and what
they are to do in the course of their movement for a
certain number of Game-Turns. The Special Rules
of a Scenario will either specify the number of
Game-Turns that a Player must plot movement for
his aircraft; or else it will state that the Player must
plot movement for his aircraft, beginning from the
initial positions of the aircraft and ending up at
some specified point. (L.e., *plot movement for
the aircraft from the eastern side of map section E
off the western side of map section A.""

[29.44] The out-of-contact Player must note pre-
cisely what each of his aircraft must do; each air-
craft will follow precisely the instructions plotted
for it at the beginning of the game until it or a
friendly aircraft spots (either through Radar or
visual search) some enemy aircraft. When the air-
craft of the out-of-contact Player attain radar or
visual contact with any enemy aircraft, the aircraft
may “‘break’” their plot; thenceforth, the owning
Player may move the aircraft as he desires, with no
attention to the plot. Note: A Player may also
break his aircraft's plots if any of his aircraft
detect enemy aircraft via Infra-red or Radar
Detections.

[29.45] As well as plotting aircraft’s movement,
the out-of-contact Player must plot which arcs
each of his aircraft is to search visually before at-
taining contact with enemy aircraft. An aircraft
may only use visual search in the arc which the
owning Player plotted as being the arc in which the
aircraft was to search on a given Game-Turn.
After the out-of-contact Player’s aircraft attain
contact with enemy aircraft, the Player’s aircraft

are free to search any arc at the discretion of the
Player.

[29.46] At certain times in an out-of-contact
Scenario, a Player may have radar contact with
certain enemy aircraft but not all of them. Note
that a Player may not launch missiles or fire can-
non at an enemy aircraft that he has not obtained
radar or visual (or infra-red) contact with.
However, all aircraft remain on the game-map at
all times for the same of simplicity,

Note: Players should not attempt to plot intricate
maneuvers. They may also wish toset upa **cycle'”
of actions that are repeated each turn or several
turns. the detail of the plot may vary with
whatever the players consider required to hold the
aircraft to a pre-set plan.

[30.0] HISTORICAL
SCENARIOS

CASES:
[30.1] INTRODUCTORY SCENARIOS

In the following Scenarios, neither Player’s air-
craft are endowed with missiles; thus, the Players
may play these Scenarios by reading rules sections
1.0 through 13.0, plus section 17.0, without know-
ledge of the rest of the rules.

[30.11] Action over MiG Alley,
13 September, 1952

General Situation: Two intruding MiG-15s flying
over “*‘MiG Alley"" near Hungnam in Korea en-
countered two F-86's of the 4th Fighter Wing in a
classic dogfight. The MiG’'s got quite close to the
F-86’s before spotting them, but were spotted in
turn almost immediately. A quick-moving posi-
tional battle began, with both sides maneuvering
violently. The F-86's managed to split up and dou-
ble back, Cpt. Palmer getting off a couple of shots
at one of the MiG’s and destroying it, the pilot
bailing out. At this point, the remaining MiG lit
out for home, and the F-86's, running low on fuel,
did likewise.

Map Arrangement:

north
A B
C D
U.S.A.F.
Aircraft type: two F-86's
Movement Allowances: 4
Throttle Setting: 4
Energy Pis: 0
Accel, Pts: 0
Wings: level
Dive/Climb: Level Flight
Missiles: none
Hexes: C1211, C1411
Altitudes: 73, 73
Headings: N, N

Chinese

Aircraft type: two MiG-15's
Moavement Allowance: 4
Throtile Setting: 4
Energy Pis: 0

Accel. Pis: ()

Wings: level
Dive/Climb: Level Flight
Missiles: none

Hexes: DO511, DO711
Altitudes: 75, 75
Headings: N, N

Optional Rules:
Sun direction: SW.
Land altitude: 30.
Game Length:

20 Game-Turns,

Victory Conditions:

Each Player receives two Victory Points I'_or each 1
enemy aircraft shot down, and one for ¢ach enemy

aircraft that takes enough damage for it (o operate

under Loaded Conditions (see 17.0). The Player

with the greater number of Victory Points at the

end of the game is the winner. If the Players have

an equal number of Victory Points, the game is a

draw.

[30.12] El Arish, 31 October, 1956

General Situation: While patrolling over El Arish
during the 1956 Arab-Israeli War, two Mystere
IVA's encountered three Egyptian MiG-17's. One
of the MiG's was destroyed in the ensuing dogfight
without loss to the Israelis.

E
Map.Arrangement:
north
A B
4
D
Israelis
Aircraft type: Two Mystere IVA's.
Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: A1211, A1313

Altitude: 80, 81

Heading: N

Egyptians

Aircraft type: three MiG-17's

Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points; ()

Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: A0T07, A0907, A0BO8

Altitude: 72,72,72

Heading: NW

Optional Rules:

Sun Direction: E

Clouds: the Egyptian player places cloud markers
on the game-map at the beginning of the game; all
clouds must be between levels 36 and 44; clouds
may be no more than three levels thick, and no
more than half of the hexes on a given map section
may be taken up by clouds; if new map sections are
brought into play, the Egyptian player may place
clouds on these as well.

Pilot Capability: One Mystere is {lown by a Hon-
cho, one MiG by a novice.

Game Length: 20 Game-Turns.

Vicrory Conditions: The lsraeli Player wins if his
aircraft shoot down at least one enemy aircraft,
and he loses no aircraft. The Egyptian Player wins
if the Israeli Player fails to fulfull his victory con-
ditions.

Special Rules: One is added to the Israeli Player's
Initiative die-roll in addition to any other
modifications that may be made.

[30.13] Over Mufang Fubar, 6 September, 1965

General Situation: Three Indian Mystere IVA's
met three Pakistani F-86's over Mufang Fubar in
Kashmir. A dog-fight ensued, with the Mystere's
superior turning ability giving it a slight edge.
However, before either side took any real damage,



the Pakistanis ran low on fuel and decided to head
for home.

Map Arrangement:

north
A B

< D

Indians

Aircraft type: three Mystere IVA's
Movement Allowance: 3
Throttle Setting: 3

Energy Points: 0
Acceleration Points: 0
Wings: level

Dive/Climb: Level Flight
Missifes: none

Hexes: C0617, C0716, C0916
Altitude: 155

Heading: NNW

Pakistanis

Aircraft type: three F-86's
Movement Allowance: 3
Throttle Setting: 3

Energy Points: 0
Acceleration Points: 0
Wings: level

Dive/Climb: Level Flight
Missiles: none

Hexes: A0T10, AOR10, A0910
Altitude: 150

Heading: S

Optional Rules:

Sun Dirgction: W

Land Altitude: 60

Game-Length: 15 Game-Turns.

Victory Conditions:

Each Player receives two Victory Points for each
enemy aircraft shot down, one for each enemy air-
craft that takes enough damage for it to operate
under Loaded conditions (17.0), and one for each
friendly aircraft that is nof shot down. The Player
with the greater number of Victory Points at the
end of the game is the winner. If the Players have
an equal number of points, the game is a draw.

[30.2] INTERMEDIATE SCENARIOS

These Scenarios are of intermediate complexity;
most can be played without the optional rules. In
fact, only in Case 30.23 (The Death of Colonel
Tomb) are the optional rules a real necessity.
Although the missile rules are used extensively
(and thus all of rules sections 1.0 through 17.0
must be used), radar and visual search is not
necessary as the aircraft begin in contact and no
ECM devices are used.

[30.21] The First Kill, 10:July, 1965
General Situation: Two F-4C's covering another
F-4 element were attacked by two MiG-17"s.
Although the MiG’s soon swung into attack posi-
tion, the F-4's increased separation and reversed
into the MiG's, though not before some close
calls. Both MiG's were destroyed by Sidewinders
as they attempted to disengage, the first U.S.A F.
kills in Vietnam.
Map Arrangement:
north
A B

C D
U.S.A.F.

Aireraft type: two F-4C's
Mavement Allowance: 6

Throitle Setting: 6

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: both with 4 Early Sidewinders; #1
(C1209) with 4 Early Sparrows as well

Hexes: C1209, C1412

Altitudes: 78, 80

Heading: N

North Vietnamese

Aircraft type: two MiG-17"s

Maovement Allowance: 6

Throttle Setting: 6

Energy Points: 4

Acceleration Points: 0

Wings: rolled 45° 1o right

Dive/Climb: Type | Dive

Missiles: none

Hexes: C0913, C0915

Altitude: 81

Heading: NE

Game Length: 30 Game-Turns

Victory Conditions: The U.S.A.F. Player wins if
he destroys at least one MiG, and none of his own
aircraft are destroyed or take more than 9 points
of damage from cannon fire. The Vjetnamese
Player wins either if a) he destroys an F-4, or b)
none of his aircraft are destroyed, and his aircraft
have collectively fired their cannons at the
U.S.A.F. aircraf at least four times in the course
of the Scenario. Any other result is a draw.

{30.22] *“Thud Ridge,"” 21 March, 1967

General Situation: Two F-105D"s returning froma
strike over North Vietnam were bounced by two
MiG-21"s, Despite the MiG's superior speed and
maneuverability, the Thuds were able to reverse
into them, which forced the MiG's to withdraw
without losses to either side.

Map Arrangemeni:
north

A B

C D
U.S.A.F.

Aircraft type: two F-105D"s

Movement Allowance: §

Throttle Setting: 5

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: | Early Sidewinder each

Hexes: C1117,C0915

Altitude: 48

Heading: S

North Vietnamese
Aircraft type: two MiG-21C"s

Movement Allowance: 9

Throttle Setting: 7
Energy Points: 4
Acceleration Points: 0

Wings: level
Dive/Climb: Type | Dive
Missiles: 2 Atolls each
Hexes: A1014, A0907
Altitude: 54
Heading: S

Optional Rules:

Sun Direction: E

Game Length: 15 Game-Turns.

Victory Conditions: The Player to destroy the
most aircraft wins. If no aircraft are destroyed, the
U.S.A.F. Player wins, If both Players destroy an
equal number of aircraft, the game is a draw.

[30.23] The Death of Colonel Tomb, 10 May,
1972,

General Situation: Randy ‘*Duke’ Cunningham
and Willie Driscoll had just shot down two MiG's,
giving them a total of four kills, when they en-
countered another MiG, flown by Colonel Tomb,
the highest-scoring ace to emerge since Korea.
Cunningham and Driscoll were looking for kill
number five, to make them the first U.S. aces of
Vietnam. Tomb was looking for kill number four-
teen. Battle between these three masters of air
combat then ensued. It ended with Cunningham
and Driscoll scissoring with Tomb. Normally, scis-
soring in an F-4 against Col. Tomb in a MiG-17 en-
titled you to a one-way ticket to the Hanoi Hilton
— but Cunningham and Driscoll hung in there,
although Tomb was peppering the F-4 with can-
non fire. At the end, the Americans were out of
airspeed, altitude and ideas. Tomb was out of fuel.
He tried to break away and land, but the crippled
F-4 got off one last sidewinder at him. Cunning-
ham and Driscol ejected safely over an American
ship. Tomb went down with his MiG. Both had
scored their kills.

Map Arrangement
north

A

U.S.N.

Aircraft type: one F-4)
Movement Allowance: 6
Throttle Setting: 6

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight
Missiles: 2 Improved AIM-9's, 4 Early AIM-7's
Hex: A0804

Altitude: 22

Heading: S

People’s Air Force of Vietnam
Aircraft type: one MiG-17
Movement Allowance: 4
Throtile Setting: 4

Energy Points: 0
Acceleration Points: 9
Wings: level

Dive/Climb: Level Flight
Missiles: 2 Atolls

Hex: A0816

Altitude: 22

Heading: N

Optional Rules:

Sun Direction: West,

Pilot Capability: The U.S.N. pilots are Honchos;
Col. Tomb is a Super-Honcho.

Game Length: 30 Game-Turns,

Victory Conditions: If either Player's aircraft
shoots the other's down, he wins the game. If
neither aircraft is shot down and the MiG-17 is not
in the forward arc of the F-4 and within 24 hexes of
it at the end of the game, the P,A.F. Vietnam
Player wins. Any other outcome is considered 1o
beadraw.

[30.3] COMPLEX SCENARIOS

These Scenarios are generally more complex than
the previous ones, and a full knowledge of the
panoply of optional rules is necessary to play
them.

[30.31] Action over the Mediterranean,
14 September, 1973

General Situation: At the outbreak of the '73 War,
the Syrians attempted to provoke the Israelis intoa




dogfight. They found that the Israelis had lost
none of their skill. The Israelis destroyed fourteen
Syrian MiG's while losing but one aircraft. The
Israclis used AIM-7’s to break up the Syrian for-
mations at long range, and then moved in with
their Shafirs and cannon, finishing off the sur-
vivors.

Map Arrangement:
north

A
B
C
D

Israelis

Aircraft type: two F4E’s

Movement Allowance: 8

Throttle Setting: 8

Energy Points; (0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiels; 2 Early AIM-7'sand 4 Shafrir each.
Hexes: DOS15, D1017

Altitudes: 66,70

Heading: N

Syrians

Aircraft type: four MiG-21's (late)
Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 4 Atolls each

Hexes: ADBOS, A0904, A0T04, A0S03
Altitude: 62

Heading: S

Optional Rules:

Sun Direction: E.

Pilot Capability: two of the MiG's are flown by
Novices, one F-4E is flown by a Honcho.

All aircraft are capable of conducting Radar
Searches, and all carry Radar Detectors.

Game Length: 30 Game-Turns.

Victory Conditions: The Israeli Player wins if his
aircraft shoot down two or more Syrian aircraft,
and no Israeli aircraft are shot down. The Syrian
Player wins if the Israeli Player fails to fulfill his
victory conditions.

Special Rules: The Syrian aircraft begin out of
contact with the Israeli aircraft; i.e., the Israeli
Player's aircraft know where the Syrian aircraft
are at the beginning of the game, but not vice ver-
sa. Rather than plotting according to 29.4, the
Syrian aircraft must fly straight and level without
turning, until:

a) An Israeli aircraft or missile is sighted visual-
ly or by radar.

b) The Syrian Radar Detectors detect the
presence of an Israeli Radar lock-on, or

¢) A Syrian aircraft is damaged by lIsraeli can-
non fire or destroyed by an Israeli missile.

If any of these circumstances comes about, the
Syrian Player gains full control of his aircraft, and
may thereafter move them as he chooses,

Only two Syrian aircraft may conduct visual sear-
ches in any one Game-Turn. The Syrian aircraft
may search in any arc except the rear arc (as per the
rules); that is, the Syrian Player does not have to
plot the arcs in which his aircraft will search,

[30.32] Formosa Straits, 14 August, 1958

Geuneral Situation: In one of the earliest usages of
heat-seeking missiles, four Nationalist Chinese
F-86 Sabres confronted 8 Chinese MiG-17’s over
the Formosa Straits. The Communist aircraft were
approaching the Nationalist-held island of Matsu
when the Sabres struck, and in the dogfight four
MiG’s perished without loss.

Map Arrangement;
north
A B C D
E F G H
Nationalist

Aircraft type: four F-86's

Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 2 Early Sidewinders each

Hexes: H1311, H1111, H1113, H1115

Altitude: 55

Heading: NW

Communist

Aircraft rype: eight MiG-17'"s

Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points: ()

Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: A1108, A1107, A1007, A0908, A0704,
AQ0T05, ADB0OS, AD506

Altitude: four at 60; four at 65

Heading: SE

Optional Rules:

Sun Direction: W,

Pilot Capability: four of the MiG’s are flown by

Novices.

Game Length: 25 Game-Turns.

Victory Conditions: Each Player receives one Vic-
tory Point for each enemy aircraft that is damaged
to the extent that it operates under loaded condi-
tions, and two Victory Points for each destroyed
aircraft. At the end of the game, the Nationalist
Player is the winner if he has at least 6 Victory
Points and has at least twice as many Victory
Points as the Communist Player. The Communist
Player wins if he has at least three Victory Points,
and has more than half as many Victory Points as
the Nationalist Player. Any other result is a draw.

Special Rules: Both sides begin out of contact with
cach other. Only visual searches may be con-
ducted; there are no radar searches, Each Player
must move all of his aircraft directly forward in
straight, unaccelerated, level flight until he obtains
visual contact with an enemy aircraft. The Players
need not plot as per Case 29.

When a Player's aircraft obtain visual contact with
some enemy aircraft, the Player regains full con-
trol over his aircraft, and may move them freely,
The opposing Player will not gain control over his
aircraft until he obtains visual contact with the air-
craft or missiles of the first Player.

[30.33] Chittagong Airfield, 7 December, 1971

General Situation: Two Su-7's and one MiG-21 on
their way to bomb Chittagong airfield were in-
tercepted by two Pakistani Sabres. The MiG jet-
tisoned its munitions and engaged the Sabres while
the Sukhois continued onward. One Fitter was
destroyed by a Heat-Seeking missile and AA fire,
and one Sabre destroyed by cannon fire. In
essence, the Indian mission was a success despite
the loss, because both Fitters fulfilled their mission
and bombed the airfield despite the Pakistani in-
terception.

Map Arrangement:
north
A B C D
E F G H
Indian

Aircraft types: two Su-7's; one MiG-21C
Movement Allowance: 4

Throttle Setting: 4

Energy Points: 0

Acceleration Points: Su-T's, 0: MiG-21C, §
Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: Su-7's, A1315, Alll6; MiG-21C, 1413
Altitudes: Su-T's»40; MiG-21C, 45
Heading: SE

Pakistani

Aircraft types: two F-86's

Movement Allowance: 5

Throttle Setting: 5

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles; 2 Early Sidewinders each
Hexes: C1204, C1206

Altitude: 45

Heading: SW

Optional Rules:

Sun Direction: East.

Pilot Capability: one Su-7 flown by a Novice.
Bombing and Ground Installations: See special
rules.

Game Length: 20 Game-Turns,

Victory Conditions: The Pakistani Player receives
five Victory Points for each Indian aircraft
destroyed, and two for each Indian aircraft that
jettisons its munitions. The Indian Player receives
two Victory Points for each Pakistani aircraft
destroyed, plus victory points as follows if his air-
craft destroys by bombing any of the targets on the
game-map (see special rules):

parked aircraft = three Victory Points
building = five Victory Points
truck = two Victory Points
POL dump = three Victory Points
Ammo dump = three Victory Points
40mm AA gun = three Victory Points
20mm AA gun = two Victory Points

Special Rules: All Indian aircraft (including the
MiG) begin the game with as much munitions as
they are capable of carrying. The Indian Player
may load 750 Ib. bombs, 1000 |b. bombs, napalm,
or rockets onto his aircraft, within the limitations
laid out in the bombing rules and the rules for
Loaded Limitations. He may not use any PGM.

The Pakistani Player must place the following
target markers on the game-map at the beginning
of the game:

building markers (small masonry); H1212, H1213
building markers (small steel); H1312



truck markers (trucks): H1311, H1113;

F-86 aircraft counter (parked aircraft): H1211;
dump marker (POL dump, open): H1012;

dump marker (ammo dump, revetted): H1216;
AA gun counters (40mm AA guns): HI1217,
HO0516, H1610, H1208 (no radar);

AA gun counters (20mm AA guns): HO0915,
H1010, H1410, H1515

The Pakistani Player may use the 40mm and
20mm AA guns as the rules for Ground Installa-
tions (26.0) indicate; i.e., he may fire them at the
Indian aircraft.

[30.34] Abu Sueir, 0930, 6 June, 1967

General Siruarion: As the second wave of the deva-
stating Israeli first strike of the 1967 War
penetrated Egyptian air space, the strike wave of
Mysteres was bounced by the remnants of the
Egyptian fighter force. One Mystere was shot
down, but soon the top cover of the Mirages show-
ed up and destroyed most of the intruding MiG’s
with cannon fire. The surviving MiG's had no
place 10 land. They cither crashed attempting to
land on cratered airfields or were abandoned in
flight.

Map Arrangement:
north

A B L & D
E 34 G H

Israeli

Aircraft Type: four Mystere IVA's; two Mirage
1mc's

Movement Allowance: 4

Throtile Setting: 4

Energy Points: 0

Acceleration Points: ()

Wings: level

Dive/Climb: Level Flight

Missifes: Mystere IVA's, none; Mirage 111C's, |
M.530and 2 Early Sidewinders each

Hexes: Mysteres D090S, D0907, D1108, D1309;

Mirages D1104, D1106

Altitude: Mysteres, 70; Mirages, 78

Heading: SW

Egvptians

Aircraft type: six MiG-21"s

Mavement Allowance: 6

Throttle Setting: 7

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Type 1 Climb

Missiles: 2 Atolls each

Hexes: E0913, E0712, E0413, E0614, E1014,
E0511

Altitude: 64

Heading: NE

Optional Rules:

Sun Direction: W

Pilot Capability: one of the Mirage Pilots is a

Honcho; two of the MiG pilots are

Novices, and oneisa Turkey.

Game Lengrh: Until one Player or the other
fulfulls his Victory Conditions,

Victory Conditions: The Israeli Player wins if he
manages to fly at least three of the Mystere IVA's
off the western edge of map-section E. These
Mysteres must still be carrying their munitions
when they do so. As soon as the Israeli flies three
or more munitions-loaded Mysteres off the
western map-edge of section E, the Israeli Player
wins.

The Esy.piian Player wins by forcing two or more
of the Israeli Mysteres to jettison their munitions,

or by destroying Mysteres. If, at any time, two
Mysteres have been destroyed or have jettisoned
their munitions, the Egyptian Player wins.

Note that the game continues until one or the other
Slayer wins.

Special Rules: The Mysteres are considered to be
carrying loads of munitions to an unidentified
target of f the western edge of map section E. The
Mysteres are considered loaded, and must jettison
their stores as per the rules if they take enough
damage to force them to operate under loaded
conditions. The bombing rules are not actually
used in this Scenario; the Mystere's target is not on
the game-map,

Map section E is *‘frozen’ into place in this
Scenario; it may not be moved to a new position as
the aircraft move, Any aircraft flying off the
wesltern edge of section E are considered to be out
of the game, and may not reenter.

The Israeli Player begins out of contact with the
Egyptian Player, and must plot movement for all
of his aircraft from their initial positions off the
western edge of map section E. The Mirages may
conduct radar searches, and all Israeli aircraft
(and all Egyptian aircraft) may conduct visual
searches.

The Egyptian Player begins with radar (but not
visual) contact with the Isracli aircraft, His air-
craft may search visually for the Israeli planes.

[30.35] Return of the Red River Rats, Route Pack
Six, 22 December, 1972,

General Situation: This strike was part of Line-
backer 11, the late 1972 air offensive against North
Vietnam, and had the aim of supporting B-32
strikes in the Hanoi-Haiphong area while also dis-
rupting North Vietnamese communications. To
jam North Vietnamese radars, there were “*Wild
Weasel'" aircraft from the 561st Tactical Fighter
Squadron, A-TE attack bombers from the 353rd
(Green Hornet) Fighter Squadron with strong
MIGCAP of F-4E’s from the 355th (Triple-Nickel)
Tactical Fighter Squadron. This force was in-
tercepted by a gaggle of MiG-21's who wen! for
the A-7's. The F-4's soon ended their fun, and
LTC James E. Brunson and his back-seater Maj.
Ralph Pickett downed a MiG. There were no other
losses, and the U.S.A.F. then treated the North
Vietnamese to a display of the deadly effectiveness
of **smart bombs.""

Map Arrangement:
north

A B C D E F G H

U.S.A.F.

Aircraft types: one F-105WW; three F4E’s; four
A-TE's

Movement Allowance: 5

Throttle Setting: F-105WW, 5; F-4E's, 5; A-TE's,

4;

Energy Points: F-105WW, 0; F-4E’s, 0; A-7TE’s, 4

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: F-105WW, none; F4E's, 4 Improved

Aim-9's, 4 early Aim-T7's each; A-TE’s, 2 Improv-

ed Aim-9's each

Hexes: F-105WW, H1109; F-4E’s, HOB07, H1010,

HO811; A-7E's, HO207, H0309, HO311, HO212

Altitudes:: F-105SWW, 55; F-4E’s, 54; A-TE's, 44

Headings: W

North Vietnam

Aircraft type: six MiG-21"s (early)
Movement Allowance: 4

Throttle Setting: 4

Energy Points: ()

Acceleration Points: (

Wings: level

Dive/Climb: Level Flight
Missiles: 2 Alolls each

Hexes: A0415, A0517, A0402, AO0501, ALLlO,
Al1309

Altitudes: 50

Headings: E

Optional Rules:

Sun Direction: W

Pilot Capability: One F-4E is piloted by a Honcho
(see Special rules)

Game Length: 30 Game-Turns.

Victory Conditions:

The Vietnamese Player receives ten Victory Points
for each enemy aircraft destroyed, fifteen points
for destroying the F-105WW, He also receives five
Victory Points for each aircraft that he inflicts
enough damage upon that it takes at least half as
much as it is capable of taking. In addition, he
receives two Victory Points for each friendly
lighter (see special rules) that is nor destroyed by
the U.S.A.F. Player.

The U.S.A.F. Player receives Victory Points ac-
cording to the following schedule. At the end of
the game, the Victory Points of each Player are
totaled. The Player with the greater number at that
time is the winner. If the Players have an equal
number of Victory Points, the game is a draw.

Destroyed Item e
enemy aircraft
building

SA-2 site

AA gun
lighter

bridge

POL dump
truck

Special Rules! The U.S.A_F. A-7's are loaded with
munitions. At the beginning of the game, the
U.S.A.F. Player must secretly determine what
types of munitions each A-7 is carrying. The A-7's
may carry any mixture of the following munitions
types: 1000 Ib bombs, 1000 Ib smart bombs, 750 Ib
bombs, 750 Ib smart bombs, rockets, and Bullpup
Il Air-to-Surface missiles. All other munitions
types are forbidden.

The F-105WW is a target designator. Note that
Radar Search and radar counter-measures (as well
as infra-red counter-measures) are active in this
Scenario. The F-105WW begins the game with a
Chaff dispenser (not a pod, see 28.2) able to
disperse 20 hexes of chaff, and 8 flares (as infra-
red counter-measures), One F-4E begins the game
with 6 flares; the other have no infra-red counter-
measures.

At the beginning of the game, the Vietnamese
Player should place the following target markers
in the following hexes:

Building markers (small steel): A0607, AD611,
AD408, AO411; Truck markers (trucks): A0513,
A0409; Dump markers (revetted POL dumps):
AD0511, AD509; Bridge Marker (Bridge); AD212;
AFV markers (lighters, see below): A0608, A0609,
A0510, A0710, A0711; SAM counters (SA-2
missile sites, see below): A0S08, A0515; AA gun
counters (100mm AA guns): A0410, A0610,
A0707; AA gun counters (BSmm AA guns):
A0407, A0413; AA gun counters (37mm AA
guns): A0J8, A0507, AOS14

The AA guns have no radar; in actuality, they did,
but the internal jamming devices with which all the
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U.S.A.F. aircraft involved are equipped are effec-
tive against the AA gun’s radar.

Note that the AFV markers actually represent
lighters docked in the Red River. For target
destruction purposes, they are treated as being
Light Armor Vehicles (see Target Destruction
Table, 25.93). Each lighter mounts a .50 cal
machine gun, which may be fired as a .50 cal AA
gun (see the Ground Installations rules, Section
26.0).

Each SAM counter represents a SA-2 site; each site
contains four SA-2 missiles (see Ground Installa-
tions rules, Section 26.0). The SA-2 sites and AA
guns may be used as the Ground Installations rules
direct; i.e., the Vietnamese Player may launch
SAM's and fire his AA guns as per those rules.

The building on hex A0611 should be considered a
radar installation with a Radar Search Strength of
10. The U.S. A F. gains noextra Victory Points for
destroying it, but the Vietnamese Player may use it
to Radar Search for the U.S.A.F. aircraft.

Any U.S.AF. aircraft that moves onto map-
section A is automatically spotted by the Viet-
namese Player; if the Vietnamese Player had not
previously obtained Visual Contact with the
U.S.A.F. aircraft, he does so at this time.

Both sides begin out of contact with each other.
Both Players must move their aircraft directly for-
ward until visual contact or radar contact is ob-
tained. All aircraft must remain in Level Flight ex-
cept for the A-7's, which must go into a Type |
Dive on the first Game-Turn and dive one level
each turn. No aircraft may accumulate Turn
Points until radar and/or visual contact is ob-
tained.

Once a Player has obtained visual or radar contact
with the enemy Player's aircraft, he regains full
control of his aircraft, and may thenceforth move
them as he wishes.

[31.0] ODD SCENARIOS

[31.1] ST. GEORGE ALOFT

General Situation: On 23 April, 1978, a huge
pyrogenic sautian flew low over the isle of
Manhattan and put the torch (as it were) to the
Statue of Liberty. As the flaming symbol of
America crashed into New York Bay, an element
of F-105's of the 141st Fighter Squadron
scrambled from McGuire Air Force Base to pro-
tect America's largest city. Winging up the New
Jersey coast, they encountered this fearsome and
obviously communist creature, and battle was
joined.

Map Arrangement;

north
A B G D

E F G H

New Jersey Air Nat'l Guard
Aircraft type: two F-105's
Movement Allowance; 7
Throttle Set: 7

Energy Points: 0
Acceleration Points; 0
Wings: level
Dive/Climb:: Level Flight
Missiles: 1 Aim-9D each
Hexes: F0301, FO103
Altitudes: 45

Headings: NE

Dragon

Aircraft type: one dragon
Movement Allowance: |
Throttle Set: N/A
Energy Points: N/A
Acceleration Points: N/A
Wings: N/A
Dive/Climb: N/A
Missiles: none

Hex: C0909

Altitude: 47

Heading: SW

Optional Rules:

Sun Direction: NE.

Game Length: 20 Game-Turns.

Victory Conditions: The New Jersey Air National
Guard Player wins if he shoots down the dragon
before the end of the game. The dragon wins if he
survives until the end of the game, and is able 1o
continue to terrorize the east coast,

Special Rules: The dragon does not move as an air-
craft; rather, it has a Movement Allowance of one
on every Game-Turn. The Dragon Player may
move the dragon counter (note that there is a
dragon counter provided with the game) one hex in
any direction during the Aircraft Movement
Phases. Note that Initiative and disadvan-
taged/advantaged positions are calculated as they
are normally for aircraft.

After the dragon is moved, its facing is altered so
that the rear of the dragon counter is facing
towards the hex the dragon moved from.

The Dragon Player need not keep an Aircraft Con-
trol Chart for the Dragon, as the dragon moves in
a simplified manner, and has unlimited *‘ammuni-
tion'" for it breath weapon,

The Dragon has one weapon; its breath weapon, It
may use its weapon during the Cannon Combat
Phase, and combat between the dragon and an
enemy aircraft is resolved as if Cannon fire from a
Type A Cannon were being resolved. The dragon
must have its target in its forward arc in order 1o
“*breathe’ on it, as is normal for cannon fire.

The Dragon has a Damage Capacity of 10 for Can-
non fire purposes. Note that the New Jersey Air
National Guard aircraft may fire their cannon at
the dragon from any arc; the arc limitations placed
on cannon fire in the cannon rules do not apply
when firing on a dragon. That is to say, the dragon
is considered to be receiving ‘‘normal’’ cannon
combat, no matter what arc the firing aircraft is in.

However, when breathing on an F-108, the dragon
must take arcs into “consideration. That is, a
dragon is executing ‘‘normal’’ cannon fire only
when breathing on an aircraft from its rear arc,
**high angle of "’ cannon fire when breathing from
a rear side arc, and “‘frontal’’ cannon fire when
breathing from the forward arc.

Normally, Heat-Seeking missiles are unable to
track the dragon, as the dragon leaves no contrail.
However, the dragon may be tracked by Heal-
Seeking missiles when breathing. Therefore, on
the turn following one in which the dragon
breathes, a heat-seeking target marker is placed in
the dragon’s hex before it moves. It disappears
during the Bookkeeping Phase at the end of the
Game-Turn, unless the dragon used its breath
weapon again in the Game-Turn. Any Heat
-Seeking missile launched by one of the F-105's
that can track the hex in which the target marker is
placed may have the dragon as its target.

Designers Comments: With a bit of fiddling and
ingenuity, it is perfectly possible to come up with
other Scenarios involving dragons. As a rule, air-
craft should not be able to lock-on to dragons, and

therefore Radar-Homing missiles should be inef-
fective against them.

In any case, a Scenario pitting a dragon or two
against some Soviet aircraft seems a reasonable
turnabout, and with expansion, | can easily see
Gandalf riding Smaug on a SAM suppression mis-
son ...

[31.2] CHARIOTS OF THE GODS

General Situation: On Friday 13, December 1979,
a flight of F-15"s encountered an extraterrestrial
vehicle engaged in a reconnaissance mission over
one of the northern continents of Sol I11. In keep-
ing with top-secret Pentagon doctrine (the Pen-
tagon, of course, possesses knowledge about fly-
ing saucers that it has long withheld from the
world at large in order to prevent chaos and
panic), the F-15"s immediately attacked the alien
vessel and attempted to destroy it. Responding to
this unprovoked attack, the aliens released their
fantastic ray weapons upon the F-15"s.

Map Arrangement:

north
A B C D
E F G H
Deployment:
U.S.A.F.

Aircraft Type: two F-15's
Movement Allowance: 7
Throttle Setting: 7
Energy Points: 0
Acceleration Points: 0
Wings: level

Dive/Climb: Level Flight
Missiles: 4 Aim-TF’s, 4 Aim-9L’s
Hexes: G0301, G0103
Altitudes: 75

Headings: NE

U.F.O

Aircraft type: one UFO
Movement Allowance: 10
Throttle Setting: N/A
Energy Points: N/A
Acceleration Points: N/A
Wings: N/A
Dive/Climb: N/A
Missiles: none

Hex: A0909

Altitude: 80

Heading: N/A

Optional Rules:

Sun Direction: Scenario takes place at night.
The Players may use any or all other optional
rules.

Game Length: 20 Game-Turns.

Victory Conditions: The UFO Player wins if he
destroys both F-15’s; the U.S.A.F. Player wins if
he destroys the UFO. Any other result is a draw.

Special Rules: The UFO does not move as an air-
craft does. Rather, it has a Movement Allowance
of 10, and does not have to expend its full Move-
ment Allowance each turn; the saucer could move
one hex, or ten hexes, as its owning Player desires.

The UFO is considered to be equipped with iner-
tialess drive; therefore, it has no **‘momentum"’
and may be moved in any direction or combina-
tion of directions in a single Game-Turn and con-
sequently has no facing. When moving, two levels
of altitude is equivalent to one hex; for instance,
the saucer could, if it were to expend ttn move-
ment Points in a given Game-Turn, move 3 hexes
north, 4 northeast, and 6 altitude levels up. The
UFO has no flight attitude, and the owning Player
need not keep an Aircraft Control chart for the



UFO; the only thing the owning Player of the UFO
must keep track of is the UFO's altitude.

The saucer is equipped with two weapons; one is
called an Inertia Disruptor, and the other, a Ray of
Destruction. The saucer may use either (but not
both) of its weapons in a given Game-Turn; it fires
its weapons during the Cannon Combat Phase.
The Player refers to the UFO Hit Probability
Table (31.11) below, and cross-references the
weapon the UFO is using with the hex range to the
aircraft it is firing at, to yield a single number. He
then refers to the rules of Probability (12.0) and
determines whether or not the UFO hits its target,

If the UFO hits its target with the Ray of Destruc-
tion, its target is considered to take damage as if it
had just been hit by a cannon shot from a Type A
Cannon. The Players refer to the Type A Damage
by Cannon Type Table to determine the amount of
damage taken by the aircraft.

If the UFO hits its target with the Inertia Disrup-
tor, the aircraft immediately Departs Controlled
Flight (see Case 10.8), and must attempt to regain
controlled flight on a subsequent Game-Turn,

The UFO may fire the Inertia Disruptor at an
enemy missile during the Cannon Combat Phase,
following the same procedure outlined above, If
the UFO hits the missile, the missile is removed
from the game-map.

The UFO has no facing, and may fire either of its
weapons at an enemy aircraft from any angle.

For Cannon Combal purposes, the UFO is con-
sidered to have a damage capacity of 30 Damage
Points. Any cannon shot taken at the UFO is con-
sidered to be a ““normal’’ cannon shot; i.e., the
Players ignore the arcs of the UFO when resolving
cannon fire.

Heat-Seeking missiles may not track the UFO, as it
leaves no contrail. However, Radar-Homing
Missiles may be fired at the UFO if the launching
aircraft first obtains a lock-on to the UFO, The
saucer acts as if it were presenting a **side arc’' to
an aircraft attempting to lock on to it. The saucer
may noi break a lock-on except by moving out of
the Tracking Cone of the locked-on aircrafi.

The UFO is destroyed if hit by a missile.
UFO Hit Probability Table

Hex Inertia Ray of
Range Disruptor  Destruction
1-2 10 20

34 6 15

5-6 4 10
7-10 3 6
11-15 2 4
15-20 0 3

[32.0] SCENARIO TYPES

{32.1] SCENARIO TYPE ONE: THE DUEL

General Situation: A Duel type Scenario is a
dogfight between two forces of opposing aircraft
that begin the game in visual contact. This
Scenario is perhaps the most “‘even” Scenario
type, as the aircraft begin in approximately even
positions, and only the quality of the aircraft and
the skill of the Players will determine the outcome
of the game.

Map Arrangement:
north
A B C

Deployment: Before the Players set their aircraft
up on the game-map, they must determine which
aircraft each Player is to take, and how many each
side is to have. By referring to the Aircraft Perfor-

mance Charts, the Players may determine the ap-
proximate relative “‘worth’" of all the aircraft
types in a dogfight; by comparing the values given
on this table, and by allowing both Players to
choose aircraft with approximately the same total
point values, the Players may construct a relatively
balanced Scenario. In a Duel Scenario, each side
may have up to six aircrafl.

The aircraft are set up in the following manner.
Note: The hexes in which the aircrafl are to be set
up are in ascending order; that is to say, if a Player
has three aircraft, he places one aircraft in each of
the first three hexes listed; if he has four, he places
one in each of the first four hexes, and so forth.

Side A & Side B

Movement Allowance: Any number between the
aircraft's cruising speed (as indicated on the
Basic Aircraft Information Table) and it's
Maximum Movement Allowance.

Throttle Setting: The Throttle Setting is the same
as the aircraft's Movement Allowance at the
beginning of the game.

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: Both Players may have on each of their
aircraft as many missiles as that aircraft is
capable of carrying; the Players may limit the
number and/or type of missile carried by
mutual consent,

Hexes: Side A: AOBOR, AD711, A0508, A0206,
A0613, AD616; Side B: CO808, C0911, C1108,
C1406, C0914, C1210

Altitudes: The lead aircraft (i.e., the aircraft that
start in AOB08 and COB808) start at the same
altitude — the Players determine what altitude
by mutual consent. All other aircraft must be
within four altitude levels of the lead aircraft, as
determined by the owning Player.

Headings: Side A: NE Side B: NW

Optional Rules:

Sun Direction: If the scenario is taking place north

of the equator, roll adie: 1 = SW;2,3 = W; 4 =

SE: 5,6 = E. If it takes place south of the equator:

1 = NW; 23 = W;4 = NE; 56 = E. If the

Players are playing a Scenario as two countries

fighting each other (as per 29.34), they can deter-

mine whether the Scenario takes place north or
south of the equator by determining whether the
nations involved are north or south of the equator.

Otherwise, they may determine this by mutual

consent.

Whether there are to be Clouds or land altitude,
and whether ECM devices are to be used are lefi to
the discretion of the Players.

Game Length: Roll the die six times at the beginn-
ing of the game, and add the die-rolls; this total is
the number of Game-Turns in the Scenario.

Victory Condtions: Each Player receives two Vic-
tory Points for each enemy aircraft destroyed, and
one for each enemy aircraft that is damaged so
that it has taken at least half as many points of
damage as it is capable of sustaining. The Player
with the larger Victory Point total at the end of the
game is the winner.

[32.2] SCENARIO TYPE TWO: THE BOUNCE

General Situation: A Bounce type Scenario is a
fight between two Opposing forces of aircraft in
which one force begins out of contact with the
other. In other words, this type of situation results
when one side has been able 1o locate the other’s
aircraft through one means or another, but the se-
cond side has not spotted the first side’s aircraft.
Obviously, the side that begins out of contact in
this type of Scenario is at a disadvantage.

Map Arrangement:
north
A

Deployment: Before the Players begin the
Scenario, they must determine which aircraft they
will each use, and so forth. Each Player may have
up to four aircraft. The setup hexes are listed in
ascending order — i.e., if a Player has two air-
craft, he sets aircraft up only on the first two hexes
listed, and so forth.

Side A & Side B

Movement Allowance: Any number between the
aircraft's Minimum Throttle Setting and one
greater than its Cruise Speed.

Throttle Setting: Same as Movement Allowance.
Energy Points: ()

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: All aircraft may have up to as many
missiles as they are capable of carrying; the
Players may limit the number or type of missiles
used by mutual consent.

Hexes: Side A: AD402, A0604, AOBOS, A0610 Side
B: After the A Player has set up his aircraft, the B
Player rolls two dice, and multiplies the die-roll
total by ten. His aircraft must be ar least this
number of hexes away from Side A’s aircrafi. The
Player may place map sections on the table adja-
cent to section A and each other as needed. He
may place his aircraft anywhere he likes, as long as
the minimum distance between his aircraft and
Side A's aircraft is maintained. If the B Player has
fewer than four aircraft, all his aircraft must begin
within six hexes of each other; if he has four air-
craft, he may split them into two groups of two
each, and place each group at widely separated
positions, as long as all the aircraft in a single
group are within six hexes of each other, and as
long as the minimum distance requirements are
fulfilled,

Altitudes: Altitudes of Side A’'s aircraft determin-
ed by the mutual consent of the Players. The Side
B Player then rolls the die three times and adds the
die-rolls; he then adds this total to the maximum
altitude for Side A’s aircraft. This number is the
maximum altitude at which Side B's aircraft may
begin the game.

Headings: Side A: SE; Side B: Aircraft may begin
with any heading the Player desires.

Optional Rules:

Sun Direction: Roll the die for sun direction as the
optional rules in Scenario type 32.1 indicate.

All other optional rules may be used at the discre-
tion of the Players, although it is suggested that
radar jammers are useful in this Scenario, as one
Player begins out of contact,

Game Length: Roll the die six times at the begin-
ning of the game, and add the die-rolls; this total is
the number of Game-Turns in the Scenario.

Vicrory Conditions: Each Player receives two Vic-
tory Points for each enemy aircraft destroyed, and
one for each enemy aircraft that is damaged so
that it has taken at least hall as many points of
damage as il is capable of sustaining, The Player
with the larger Victory Point total at the end of the
game is the winner.

Special Rules: Side A begins out of contact with
Side B. Consequently, the Player for Side A must
plot movement and visual search for his aircraft
for the first fifteen Game-Turns, as per Case 29.4
or for as many Game-Turns as are in the Scenario,
whichever is less.He plots before the Player for
Side B sets up, so he doesn't know what direction
Side B's aircraft will be coming from. When any
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Side A aircraft obtains Visual or Radar contact
with any of Side B’s aircraft, the Player for Side A
may break his plot and move his aircraft as he
wishes thereafter. If, by the fifteenth Game-Turn,
Side A still has not obtained full control of his air-
craft, he automatically obtains such.

Rules of Engagement (ROE): During the Vietnam
war, U.S. regulations forbade aircraft from firing
at aircraft they had not visually sighted. This
means, in game terms, that U.S. aircraft of the
Vietnam War era (1965-72) may not fire Radar-
Homing Missiles at targets they have not yet
visually sighted.

[32.3] SCENARIO TYPE THREE: PATROL

General Situation: A Patrol situation occurs when
two opposing flights of aircraft, unaware of each
other’s existence are on patrol in the same area.
Because of the way in which the Scenario type is
constructed, it is possible that both Player’s air-
craft will never spot each other, and that they will
continue to fly past each other; however, this rare-
ly happens.

Map Arrangement:
north
A B C D
E F G H

Deployment: Before the Players begin, they must
determine which aircraft types each is to take. Ina
Patrol Scenario, each Player may take up to eight
aircraft. Note that the Players plot movement for
their aircraft before actually placing the aircraft
counters on the game-map (see below and special
rules),

Side A & Side B

Movement Allowance: Any number between the
aircraft’s Minimum Throttle Setting and one
greater than its Cruise Speed.

Throttle Setting: Al the same number as the air-
craft's Movement Allowance,

Energy Points: 0

Acceleration Points: 0

Wings: Level

Dive/Climb: Level Flight

Missiles: The Players may have their aircraft carry
as many missiles as they desire, up to the limits of
the aircraft type. The, Players may agree to limit
the number and/or type of missiles by mutual
agreement.

Hexes: see below

Altitudes: see below

Headings: see below

Before placing the aircraft on the game-map, the
Players must roll on the following table to deter-
mine what edge of the game-map their aircraft will
enter on. Each Player rolls secretly, and does not
inform the other Player where his aircraft will
enter. After rolling a die, a Player refers to the col-
umn of the table that refers to his side, and finds
the result corresponding to the die-roll; this yields
the side of one map-section; all of the Player’s air-
craft enter the game-map on this side of the map
section.

Die Side A Side B

1 Sec. B, north Sec. C, north
2 Sec. A, north Sec. D, north
3 Sec. A, west Sec. D, east
4 Sec. E, west Sec. H, east
5 Sec. E, south Sec. H, south
6 Sec. F, south Sec. G, south

A Player may have his aircraft begin on any hex
along the edge of the game-map determined as
above. The aircraft may enter on different hexes
and on any hex of the map-edge side. By mutual
agreement, the Players determine what is to be the
maximum altitude at which aircraft may begin the

Scenario; aircraft may begin at an altitude level
equal to or less than the agreed maximum. A
Player's aircraft may begin with any heading that
the Plaver desires.

Optional Rules:

The Players may use any optional rules they desire
by mutual agreement.

Game Length: Roll a die eight times and add the
respective die-rolls; this total is the length in
Game-Turns of the scenario.

Victory Conditions: Each Player receives two Vic-
tory Points for each enemy aircraft that is
destroyed, and one for each enemy that takes half
as many Damage Points as it is able 1o take. In ad-
dition, each Player receives one Victory Point for
each friendly undamaged aircraft that remains on
the game-map at the end of the game.

Special Rules: At the beginning of the game, both
Players are out of contact. The Players may
choose to represent this situation in one of two
ways:

a) Both Players must plot movement and visual
search for their aircraft as per Case 29.4. They
must plot movement for their aircraft so that the
aircraft remain on the game-map for at least fif-
teen Game-Turns and move off the game-map of
the same map section as they entered some time
thereafter. Player's aircraft must follow their plot
until the Player obtains visual or radar (or infra-
red) contact with some aircraft of the enemy
Player; at this time, the Player who obtained con-
tact may break his plot and move is aircraft freely.
The other Player must continue following his plot-
ted movement until he obtains radar or visual con-
tact,

b) The Players note on a piece of scrap paper
which hexes each of their aircraft are entering on,
and what their initial altitudes and heading will be.
The aircraft thereafter move directly forward
without accelerating or accumulating Turn Points,
remaining in Level Flight, until radar or visual
contact is obtained. Once a Player obtains radar or
visual contact with the enemy Player’s aircraft, he
regains full control of his aircraft and may move
them as he wishes.

Note that method a) is more realistic, but requires
a large amount of book work, while method b) is
less realistic but quite a bit simpler.

[32.4]) SCENARIO TYPE FOUR:
INTERCEPTION POINT-DEFENSE

General Situation: An Interception Point-Defense
situation occurs when one force of aircraft on its
way to bomb or photograph a given point is inter-
cepted by a force of enemy aircraft. The intruding
Player's objective is to reach a certain specified
point and return. The defending Player’s objective
is to destroy as many intruding aircraft as possible,
and to delay the intruding aircraft in the perfor-
mance of their mission.

Map Arrangement:
north

A B C D B

Deployment: Before the game begins, the Players
must determine how many aircraft each Player will
take, and what types of aircraft each will use. Inan
Interception Point-Defense Scenario, a Player
may take up to eight aircraft.

Both Sides:
Movement Allowance: Any number between the
Cruise Speed and the Maximum Throttle Setting

of the aircraft, at the owning Player’s discretion.
Throttle Setting: All aircraft’s Throttle Settings

are initially the same as their Movement
Allowance,

Energy Paints: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Level Flight

Missiles: The aircraft of both Players may carry as
many missiles as they are able, at the discretion of
the Players.

Hexes: see below

Altitudes: The Intruding Player’s aircraft may
enter at any altitude in LO or ML altitude group-
ing. If the Intruding Player’'s aircraft begin in LO
altitude grouping, the Defending Player's aircraft
may begin in LO or ML altitude; if the Intruding
aircraft begin in ML altitude grouping, the De-
Sfending aircraft may begin in LO, ML or MH
altitude grouping.

Headings: Intruding: W . Defending: see below.

All Intruding aircraft begin the Scenario along the
eastern edge of map section E. Before the Defen-
ding Player sets his aircraft up, the Intruding
Player must place his aircraft along the eastern
edgeof the map.

The Defending Player then refers to the northern-
most Intruding aircraft and rolls a die, referring to
the following table to determine in what arc of that
Intruding aircraft the defending aircraft begin.

Die Are

forward

forward right side
forward left side
rear

rear right side
rear left side
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After determining what arc of the Intruding air-
craft his aircraft lie in, the Defending Player rolls
the die twice again, and adds these two die-rolls,
He then rolls the die a third time and multiplies the
total of the first two die-rolls by the third die-roll.
This number is the minimum distance in hexes be-
tween the nearest Intruding aircraft and Defen-
ding aircraft at the beginning of the Scenario.

The Defending Player then places his aircraft any
place he wishes, as long as a) all his aircraft are in
the appropriate arc of the northernmost intruding
aircraft, and b) all his aircraft are at least the
minimum distance away from all intruding air-
craft. His aircraft may begin with any heading the
Defending Player desires.

Under certain conditions, the Defending Player
will be requiyed to lay down additional map sec-
tions adjacent to those indicated in Map Arrange-
ment in order to set his aircraft up. He may do so
d5 necessary.

Optional Rules:

The Players may use any or all Optional rules by
mutual agreement. However, Visual Search and
Radar Search (19.0 and 20.0) must be used.

Game Length: 50 Game-Turns,

Victory Conditions: The Intruding Player’s
general objective is to move his aircraft to within
four hexes of A0209, and back off the eastern edge
of map section E. The Intruding Player receives
three Victory Points for every friendly aircraft that
moves to some hex within four hexes of A0209 at
any altitude at some point during its movement
during the first twenty-five Game-Turns, and then
moves off the eastern edge of map-section E
before the end of the game. He also receives two
Victory Points for each Defending aircraft that
takes at least half as many Damage Points as it is
able to take.

The Defending Player receives five Victory Points
for each enemy aircraft that is destroyed, and two



for each enemy aircraft that takes at least half as
many points of Damage as it is able to take,

Special Rules: The Intruding Player begins out of
contact with the Defending Player. The Defending
Player begins with radar (but not visual) contact
with the Intruding Player.

Before the Defending Player places his aircraft on
the game-map, the Intruding Player must plot
movement and visual search for his aircraft. They
must have movement plotted to some hex within
four hexes of A0209 and back off the eastern edge
of map-section E. The Defending aircraft must
follow their plot until they obtain radar or visual
contact with the Intruding aircraft, at which time
the plot is broken and the Defending Player
regains complete control of his aircraft.

The Defending Player should use only fighters or
fighter-bombers for this Scenario type; the In-
truding Player may take any mix of fighters,
fighter-bombers, ground attack aircraft, or
bombers. Any ground attack aircraft or bombers
taken by the Intruding Player should be con-
sidered to begin the game under loaded conditions
(17.0), i.e., carrying loads of munitions. Upon
reaching their objective (i.e., within four hexes of
A0209) these aircraft “*drop’” their munitions, and
cease 10 be loaded (unless, of course, they were
forced to jettison the munitions previously).

The Players may use any ECM devices they like by
mutual agreement. The Defending Player may be
given a SAM site or AA guns if the Players agree to
this before the scenario begins; such ground in-
stallations should be placed within four hexes of
A0209.

[32.5] SCENARIO TYPE FIVE:
PHOTO-RECONNAISSANCE

A Photo-reconnaissance mission is one in which
an aircraft or group of aircraft are charged with
the mission of flying over a specific point and
photographing it, and then returning the photo-
graph home. Conversely, the job of the aircraft in-
tercepting a photo-recon mission is to shoot the in-
truding aircraft down. This situation lends itself to
a fairly uncomplex Scenario type.

Map Arrangement:
north

A B € D E F 6 H

Deployment: The Intruding Player may take up to
four aircraft and the Intercepting Player up to the
same number; the Players should determine by
mutual agreement before the scenario begins what
aircraft each is to take. Note that the Intruding
Player is more dependent on speed and less on
maneuverability or combat effectiveness than in
other Scenarios.

Side A & Side B

Movement Allowance: Interceptors: Refer to the
aircraft’s Maximum Climb Chart and determine
what its Movement Allowance would be in a Type
[T Climb with its Maximum Throttle Setting in the
altitude grouping that it begins the game with. In-
truding: Maximum.

Throttle Setting: All aircraft begin with their Max-
imum Throttle Setting.

Energy Points: 0

Acceleration Points: 0

Wings: level

Dive/Climb: Intercepting: Type 111 Climb. In-
truding: Level Flight.

Missiles: All aircraft except the Reconnaissance
aircraft (see special rules) begin with as many
missiles as they can carry. The only limitations on
missiles are those placed on the aircraft by the
Basic Aircraft Information Table, and any the
Players may set up by mutual agreement.

Hexes: see below

Altitudes: The Intruding aircraft may begin at any
altitude in HI altitude grouping, up to their ceil-
ing. The Intercepting aircraft may begin at any
altitude in MH altitude grouping.

Headings: Intercepting: E. Intruding: W

Notes: If the Intercepting aircraft cannot execute
Type I11 Climbs, they begin in Type 11 Climbs.

The Intercepting aircraft enter the game-map from
the western edge of map-section A on Game-Turn
one; the Intruding aircraft enter from the eastern
edge of map-section H on Game-Turn one. The
Players may enter their aircraft on any hex or
hexes along the appropriate map-edge; aircraft ex-
pend no movement points entering the game-map.

Optional Rules:

The Players may use any optional rules they desire
by mutual consent.

Game Length: Until one Player or the other fulfills
his Victory Conditions.

Victory Conditions: The Intercepting Player wins
if he destroys all Intruding aircraft. The Intruding
Player wins if the Photo-reconnaissance aircraft
moves within four hexes of A0209 and back off the
eastern edge of map section H. Any other result is
a draw. The game is over when either Player
fulfulls his Victory Condition.

Special Rules: At the option of the Players, both
sides either begin in contact, or both out of con-
tact. If both begin out of contact, all aircraft must
move directly forward without accumulating ac-
celeration or Turn Points, the Intruders in Level
Flight and the Interceptors in Type Il Climbs. If
the latter option is chosen, both Players’ aircraft
must maintain the desired conditions until visual
or radar contact is obtained; once a side obtains
visual or radar contact, its aircraft become free to
move as the owning Player wishes.

At the beginning of the game, the Intruding Player
must designate one of his aircraft as the Photo-
reconnaissance aircraft. He wins the game only if
this aircraft is able to move close to hex A0209 and
back off the board; the other aircraft act only as
escorts. The Photo-reconnaissance aircraflt may
not carry missiles or any tvpe of pod. The Players
may use ECM devices by mutual agreement.

[32.6] SCENARIO TYPE SIX: MUSHROOMS

General Situation: Mankind has been fighting
wars for six millennia throughout recorded
history. Don’t try to pretend that we’re going to
stop now.

This Scenario presumes that a group of B-52's,
B-1's or Backfire Bombers are attempting to reach
a fairly well-defended city in the hinterland of the
Soviet Union/United States — say Chicago/Min-
sk — and that a group of interceptors are
desperately attempting to destroy the bombers
before they reach their target. The Victory Condi-
tions are quite straightforward — either a city goes
skyward in a nice, neat cloud of radioactive par-
ticles, or it doesn’t.

Map Arrangement:
north

A B C D E ¥ G H

Deployment: One Player takes a B-1 or B-52
bomber or a Tu-26 Backfire Bomber. If the Soviet
Union is being bombed, the other Player should
take four Soviet fighters; if the U.S. is being
bombed, the opposing side should take four
American fighters; if France or Great Britian is be-
ing bombed, he should take four fightrers of ap-
propriate nationality. The Israelis use F-4E’s to
carry their nuclear weapons, targets can be Rus-
sian or Arab.

Side A & Side B

Movement Allowance: Any number between the
aircraft’s Cruise Speed and its Maximum Throttle
Setting.

Throttle Setting: Same as Movement Allowance.
Energy Points: 0

Acceleration Poinis: ()

Wings: level

Dive/Climb: Level Flight

Missiles: Bomber: none. Interceptors: as many
missiles of whatever type as his aircraft can han-
dle.

Hexes: Bomber: H1609. Interceptors: A0414,
A0316, AD404, AD303.

Altitudes: Bomber: any altitude the Player desires.
Interceptors: any altitude the Player desires, but at
least one altitude grouping below the bomber if
possible.

Headings: Bomber: W. Interceptors: E

Optional Rules:

Infra-Red and Radar Counter-Measure rules must
be used. Any other rules may be used by mutual
consent of the Players.

Game Length: Until one Player achieves his Vic-
tory Conditions.

Victory Conditions: The Bombing Player wins the
game if his aircraft passes through or within five
hexes of hex A0109 at any time. The Intercepting
Player wins if he destroys the bomber. Note that,
in actuality, both Players have lost the game
before it began.

Special Rules: Both Players begin in radar contact,
If the players desire, they may place a number of
SAM installations and/or AA gun installations
near hex A0109.

[32.7] SCENARIO TYPESEVEN:
GROUND SUPPORT AND BOMBING

General Situation: Ground support and Bombing
missions are those in which a force of ground sup-
port and/or bombing aircraft, supported by
escorts, attack a series of ground installations.
Usually, the ground installations will have some
aircraft protecting them by flying combat air
patrol, as well as AA guns and (occasionally) SAM
sites.

Map Arrangement:
north

A B E D E E G H

Deployment: Before the Players choose what air-
craft each is to take in a Bombing or Ground Sup-
port Scenario, they must determine the composi-
tion of the ground targets that are to be attacked.
The Players must come to mutual agreement over
precisely what target markers are to be placed on
the game-map, and where the targets should be
placed.

In essence, the Players have complete freedom in
the determination of what targets are to be attack-
ed. It is suggested that the Players determine what
general installation the bomb/ground support
Scenario deals with (i.e., a SAM site, an airfield, a
column of tanks, etc), and then decide what target
types would be present at such an installation.

Although the Players have complete freedom in
the determination of target types, they may, if they
wish, refer to Secenario 30.33 (Chittagong Airfield)
to see what a typical airfield looks like, and
Scenario 30.35 (Return of the Red River Rats) to
see what a typical dock facility looks like. As well,
at the end of the Special Rules for this Scenario are
given examples of the target types that would be
present at a typical SAM site, in a typical column
of tanks, and in a typical rear area.
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After the Players have determined the types of
target markers to be used, they must determine
where the target markers are to be placed by
mutual agreement. All target markers must be
placed on map section H.

Thereafter, the Players determine what aircraft
each Player shall use in the Scenario. Refer to the
Aircraft Performance Charts. This table assigns
arbitrary point values to all the aircraft provided
with 4ir War; each aircraft is assigned an “‘air-to-
air"* value and an *‘air-to-surface’’ value (the se-
cond value).

The Players should determine how many **points”’
worth of aircraft each Player will be able to use in
the Scenario they wish to play. Generally, giving
each Player about 50 points of aircraft will pro-
duce a relatively small scenario.

The Players then refer to the Values Section of the
Aircraft Performance Charts, each Player chooses

aircraft so that the total point values of the air-
craft he takes is equal to or less than the number of
points allocated to him (i.e., if the Bombing Player
were, for instance, given 50 Points, he would be
able to “*buy'* 50 points worth of aircraft).

Note: aircraft come in pairs, That is to say, if a
Player decides to take an aircraft of one type, he
must take two; Players may not take odd numbers
of any aircraft type,

Aircraft that are to be used as bombers (i.e., that
will carry munitions) in the Scenario should have
their “‘air-to-surface’” value counted toward the
points assigned to the Player; aircraft that are to
be used as fighters (i.e., escorts for the bombers
and interceptors) should have their “‘air-to-air"*
value counted for this purpose.

In addition, the Intercepting Player should sub-
tract three points from the number of points
allocated him for aircraft **purchasing’’ for each
light AA unit that he is given; five for each heavy
AA unit he is given; and ten for each SAM site he is

given.

After the Players have determined what aircrafi
each Player will take, they must th.n determine
what missiles, what munitions, and what ECM
devices are to be permitted, all by mutual agree-
ment,

Side A & Side B

Movement Allowance: Any number between the
aircraft’s Cruise Speed and its Maximum Throttle
Setting.

Throttle Setting: Same as Movement Allowance.
Energy Points: Bombing Player: 0 or one Game-
Turn's accumulation (see Dive/Climb). Intercep-
ting Player: 0.

Acceleration Points: 0

Wings: level

Dive/Climb: The Bombing aircraft may, at the op-
tion of the Bombing Player, enter in a Type | Dive;
otherwise, all aircraft begin in Level Flight. IT
Bombing aircraft enter in Type | Dives, change the
settings of the Movement Allowance and Energy
Points markers to reflect the dive.

Missiles: The Players may use any or all missiles
that they are allowed by the Missile Availability
Table and the restrictions of the aircraft types. The
Players may restrict missile usage by mutual con-
sent.

Hexes: The Bombing aircraft may enter on the
western edge of map-section A on Game-Turn
one; the Intercepting aircraft enter on the eastern
edge of map-section H at the same time.

Altitudes: As agreed to by the Players.

Headings: Bombing: E. Intercepting: W

Optional Rules:

The Players may use any or all optional rules by
mutual consent. Obviously, the Players must use
the rules for bombing.

Game Length: Before the game begins, the Players
roll the die nine times and total the die-rolls, This
number is the length of the Scenario in Game-
Turns.

Victory Conditions: The Bombing Playver is
awarded Victory Points for destroying ground
targeis as follows:
Target Type
parked aircraft

radar van

mobile RL

truck

POL dump

ammo dump

light armor vehicle
medium tank

light AA gun

heavy AA gun

field bunker

small wood building
small masonry building
small steel building
bridge

SAM site 10

The Intercepting Player is awarded Victory Points
as follows: he totals the number of Victory Points
that the Bombing Player would receive were he 1o
destroy all the ground targets present in the
Scenario the Players are playing, and divides this
number by the number of enemy aircraft in the
Scenario.

Example: There are a total of 6 target markers on
the game-map. One is a parked aircraft (5 Victory
Points), 2 are POL dumps (a total of 14 Victory
Points), one is a truck (2), and 2 are light AA guns
(10). The total potential Victory Points for the
Bombing Player is 31. The Bombing Player has
three aircraft; 31 divided by 3 (rounding to the
nearest whole number) is 10.

This final number after division (in the example
above, 10) is the number of Victory Points that the
Intercepting Player receives for the destruction of
each enemy aircraft. The Intercepting Player
receives half this number of Victory Points
(rounded to the nearest whole number) for each
Bombing aircraft that takes half as many points of
Damage as it is capable of taking. (1.e., for the ex-
ample given, the Intercepting Player would receive
5 Victory Pomts for each severely damaged air-
craft).

At the end of the Scenario, the Players total their
respective Victory Points; the Player with the
greater total is the winner, If both Players receive
the same number of Victory Points, the game is a
draw.

Special Rules: The Players may begin either out of
contact or in contact, by mutual agreement, If
they begin out of contact, both must plot move-
ment and visual search for their aircraft. The
Bombing Player must plot movement for his air-
craft from the map-edge they begin at to map sec-
tion H. The other Player must plot movement for
his aircraft for twenty Game-Turns.

Examples of Targets:

A SAM site: between one and four SAM site
markers, four to eight heavy AA units and eight to
sixteen light AA units. The SAM sites should be
grouped in a circle, with the heavy AA units ina
concentric circle around the SAM sites, and the
light AA units in a concentric circle around them.
Alternatively, each SAM site may be the center of
acircle,

A tank column. four to ten tanks stretched out in a
line, one or two tanks to each hex. If Russian or
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Russian-built tanks are being attacked, the
chances are they will have .50 calibre machine guns
that can be used as AA guns. A truck or two can be
thrown in for variety.

A typical rear area: A POL dump and an Ammo
dump (both probably revetted), 6 or so trucks, a
couple of AFV's, a bunker, several wood
buildings.

A typical town: a large number (15 or more) of
small wood and masonry buildings (use upside-
down unused aircraft markers for the buildings, as
only 4 building markers are provided). In addi-
tion, there should be a POL and/or Ammo dump
present in the town, to make it a legitimate military
objective.

[33.0] AVAILABILITY
TABLES
EXPLANATIONS:

The lists and tables contained in this section are
those which enable the Players to construct their
own scenarios. The first section is devoted to air-
craft, the second to air-to-air missiles, the third to
anti-aircraft guns, the fourth to SAM's, the fifth
to munitions, and the sixth and last to ECM
devices.

All Aircraft Availability Tables are organized ona
national basis; that is, a nation is listed, and then
the aircraft owned by that nation — along with the
dates that the aircraft types have been operational
— are listed. Thus, the Players may examine these
charts to see which nations own which aircraft
types.

All other Availability Tables (with the exception of
the ECM Device Availability Table) are organized
in the exact opposite manner. That is to say, the
equipment type is listed, and under each equip-
ment type is indicated the nations which operate
that type of equipment and the dates that the
equipment has been in operation in each nation.

Dates are represented either by two numbers (e.g.,
§9-67, meaning *‘in use between 1959 and 1967"")
or by a single number (e.g., 67, meaning “‘in use
since 1967, inclusive).

These tables are provided with the game so that the
Players may determine which nations are capable
of fielding what types of aircraft and equipment in
a war or conflict. This information will enable
Players to construct their own Scenarios, pitting
one nation against another as they wish.

The following is a list of past wars that can be
simulated (at least in their air combat aspects) in
Air War. The aircraft in use during these wars can
be determined by checking dates in the Availability
Tables.

1. Korean War (1950-53), U.S. and South Korea
vs, USSR, China, North Korea.

2. Arab-Israeli War (1956), 1sracl vs. Egypt.

3. Formosa Straits (1954-59), (AAM's first in-
troduced 1957), China vs. Taiwan.

4. India-Pakistan War (1965), India vs. Pakistan,
5. Vietnam War (first phase 1965-68), U.S. vs. N.
Vietnam.

6. Arab-Israeli War (1967), lIsrael vs. Egypt,
Syria, Jordan, Iraq.

7 Vietnam War (second phase 1972), U.S. vs. N.
Vietnam.
8. Arab-Israeli War (1973}, Israel vs. Egypt,
Syria, Iraq.
The following is a list of possible upcoming wars
that can be simulated in Air War by consulting the
various availability tables to see what types of
hardware may be used.



I. NATO vs. Warsaw Pact World War 111,
brought to you by popular demand.

2. Armageddon All-out nuclear onslaught.

3. Soviets vs. '‘Neutral’' European nations
(Yugoslavia, Austria, Switzerland),

4. Israel vs. the usual crew of Arabs (Egypt,
Syria, Irag). Algeria, Morocco, Saudi Arabia,
Kuwait, Oman, and Yemen might also be involv-
ed.

5. India vs. Pakistan.

6. North Korea vs. South Korea (possibly rein-
forced by the U.S.)

7. China vs. Taiwan.

8. South Africa vs. Zambia, Mozambique,
Angola or similar nations.

9. Morocco vs, Algeria.

10. Iran vs. Iraq (Iranian Expansion),

11. Iraqvs. Kuwait (disputed boundaries).

12. Somalia vs. Kenya (more dislike here).

13. Uganda vs, Kenyva or Tanzania (1di's air force
swings into action).

14, El Salvador vs. Honduras (my personal
favorite — these two intellectual groups fought the
1969 “Football War' and are arming for a
rematch — Quragons vs. Mysteres!)

15. Peruvs. Ecuador (a rematch of the 1940 war).
16. Peru vs. Chile (more border disputes).

17. Soviet Union vs. China.

18. Sovief Union vs. minor Warsaw Pact powers.
19. Greece vs, Turkey.

20, USvs. Kuwait, Irag, Iran.

21. US vs. any number of Latin American coun-
tries (gun boat diplomacy and the Monroe Doc-
trine).

22. North Yemen vs. South Yemen (they hate
each other).

CASES:

[33.1] ATRCRAFT AVAILABILITY TABLES
[33.11] United States

U.S. Air Force

52-63 F-86E through H

62- F-105D

63- F-4C

64- RF-4C

66- F-105FWW; F-4D
67- FITIA

68- F-4E unslatted; A-7D
72- F-4E slatted

73 F-111E

75- F-15

76- F-4GWW; A-10, B-52H (mod.)
- EF-111EWW

78- F-16

817 B-1

Air Crew Quality:

52-53 3

54-68 5

69-12 4

73 3

U.S. Navy & Marine Corps
59-65 F-4B

67- A-4F

68- F-4]

70- A-4M (USMC only); A-TE
73- F-14A

4- F-45

847) F-18

Air Crew Quality:

52-53 3

54-68 5

6971 4

n- 3

[33.12] Soviet Union
52462 MiG-15bis

54- MiG-17

59- MiG-21 (early); Su-7
65- MiG-21 (late)

67- MiG-25A

68- MiG-25C

74- Tu-26

75- MiG-23B; MiG-27; Su-19
76~ MiG-25D; MiG-23CWW
T9?) MiG-29

Air Crew Quality:

52-54 10

54-76 6

77- 5

[33.13] Europe

Albania (Neutral)

55- MiG-15

57- MiG-17

69- MiG-21 (early)

Air Crew Quality: 7

Belgium (NATO)

68- Mirage 5R; Mirage 5
80- F-16

Air Crew Quality: 4

Bulgaria (Warsaw Pact)

53-64 MiG-15

54- MiG-17

65- MiG-21 (early)

Air Crew Quality: 6
Czechoslovakia (Warsaw Pact)

53- MiG-15

54- MiG-17

63- MIG-21 (early)
65- Su-7

69- MiG-21 (late)
Air Crew Quality:

63-76 6

71- 5

Denmark (NATO)

80- F-16

Air Crew Quality: 4
Finland (Neutral)

6d- MiG-21 (early)
Air Crew Quality: 4
France (NATO?)

52-62 QOuragon

55- Mystere IV
65- Mirage 11IC
66~ Mirage IHIE
67- Mirage V; Mirage 111C Recon
68- Mirage IIIE Recon
71- Jaguar

Air Crew Quality

52-72 5

13- 6

Germany, East (DDR) (Warsaw Pact)
54- MiG-17
55-63 MiG-15

63- MiG-21 (early)
65- Su-7

67- MiG-21 (late)
13- MiG-23B

Atr Crew Quality:

53-76 6

77- 5

Germany, West (Bundesrepublik) (NATO)

57-64 F-86E

71- RF-4E; F-4F
79- Tornado
Air Crew Quality:
57-70 4

71- 3
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Great Britain (NATO)
54-58 F-86F

66- F-4M; F-4K
74- Jaguar

79- Tornado

Air Crew Quality:

54-58 2

59-70 3

71- 4

Greece (NATO)

75- F-4E

76- A-TE

Air Crew Quality: 4
Hungary (Warsaw Pact)
53-65 MiG-15

54- MiG-17

63- MiG-21 (early)
65- Su-7

68- MiG-21 (late)
Air Crew Quality: 6
Haly (NATO)

80- Tornado

Air Crew Quality: 4
Netherlands (NATO)
54-62 F-86F

80- F-16

Air Crew Qualiry: 4
Norway (NATO)

56-62 F-86F

80- F-16

Air Crew Quality: 4
Poland (Warsaw Pact)
53-65 MiG-15

57- MiG-17

62- MiG-21 (early)
65- Su-7

67- MiG-21 (late)
73- MiG-23B

77- MiG-27

Air Crew Quality:

63-76 6

77- .

Rumania (Warsaw Pact)
53-65 MiG-15

57- MiG-17

63- MiG-21 (early)
Air Crew Quality: 5
Spain (Neutral)

56-68 F-86F

70- F-4E

B1- F-16

Air Crew Quality: 4
Switzerland (Neutral)
67- Mirage 11IC
76- F-5E

Air Crew Quality: 4
[33.14] Africa

Algeria

62-69 MiG-15

66- MiG-17; MiG-21 (early)
70- Su-7

Air Crew Quality: 8

Angola

74- MiG-17; MiG-21 (late)
Air Crew Quality: 8

Ethiopia

62- F-86F

70- F-5E

Air Crew Quality: 7

Guinea

69- MiG-17

Air Crew Qualiry: 8



Kenya

76- F-SE

Air Crew Quality: 6
Libya

69- Mirage HIE
T70- Mirage V
T4- MiG-23E
Air Crew Qualiry: 11
Mali

68- MiG-15; MiG-17
Air Crew Quality: 8
Morocco

61-64 MiG-15; MiG-17
Air Crew Quality: 7

Nigeria

67-69 MiG-15; MiG-17
Air Crew Quality: 7

Somalia

68-69 MiG-15

68- MiG-17

Air Crew Quality: 8
South Africa

52- F-86F

64- Mirage [IIE
Air Crew Quality: 4
Sudan

66~ MiG-17

78- F-5E

Air Crew Quality: 8
Tanzania

67- MiG-17

72- MiG-21 (early)
Air Crew Quality: 8
Tunisia

61- F-86F

Air Crew Quality: 8
Uganda

72- MiG-15; MiG-17; MiG-21 (early)
Air Crew Quality: 11
Zaire

74- Mirage V

Air Crew Quality: 6

[33.15] Asiaand Oceania

Afghanistan

57- MiG-17

64- MiG-21 (early)
69- Su-7

Air Crew Quality: 7
Australia

55-62 CA-27

64- Mirage IIIE
66-70 F-4E

61- F-111c

Air Crew Quality: 4
Bangladesh

72- MiG-21 (early)
Air Crew Quality: 7
Burma

61- F-86F

Air Crew Quality: 8
Cambodia

61-68 MiG-15
61-70 MiG-17
Air Crew Quality: 11

China, People's Republic of

50- MiG-15

54- MiG-17

60- MiG-21 (early)
82- F-16C(7)

Air Crew Quality:

52-54 10

55-70 8

- 7

India

54-68 QOuragon

66- MiG-21 (early)
67- Su-7

68- Mystere IVA
70- MiG-21 (late)

Air Crew Quality: 5

Indonesia
58-65 MiG-15; MiG-17
63-65 MiG-21 (early)

66- CA-27

Air Crew Quality:
58-65 8

66- 6

Iran

56-64 F-86F

65- F-4D

68- F-14A; RF-4E; F-4E
81- F-18, F-16
Air Crew Quality: 6
Japan

57- F-86F
59-77 RF-86F
70- F-4E

Air Crew Quality: 4
Malaysia

66- CA-27

73- F-5E

Air Crew Quality: 5

Mongolia
68- MiG-15
71- MiG-21 (late)

Air Crew Quality: 6
New Zealand

67- A-4K
AirCrew Quality: 4
North Korea

51- MiG-15
55- MiG-17
64- MiG-21 (early)
68- Su-7

Air Crew Quality: 8
Pakistan

58- F-86F

70- Mirage I11E; F-5E
Air Crew Quality: 4
Philippines

58- F-86F

70- F-5E

Air Crew Quality: 6
Singapore

70- A-4K

Air Crew Quality: 5
South Korea

54- F-86F

69- F-4D

70- F-4E; F-5E

Air Crew Quality: 4

Sri Lanka

64- MiG-15; MiG-17
Air Crew Quality: 6
Taiwan

53- F-86F

54- RF-86F
Air Crew Quality: 4
Thailand

62- F-86F

70- F-5E
Air Crew Quality: 5
Turkey (NATO)

53-68 F-86E

69- F-4E

Air Crew Quality: 4
Vietnam

65-66 MiG-15

65- MiG-17

66~ MiG-21 (early)
70- MiG-21 (late)
73- Su-7

Air Crew Qualiry:
65-10/5/65 9

11/5/72- 8

[33.16] The Americas
Argentina

59- F-86F

6- A-4F

71- Mirage I11C
Air Crew Quality: 6
Bolivia

64- F-86F

Air Crew Quality: 7
Brazil

66- A-4F

70- F-SE

T1- Mirage 111C
Air Crew Quality: 6
Chile

72- F-5E

Air Crew Quality: 6
Colombia

61- F-B6F

72- Mirage IHIE
Air Crew Quality: 7
Cuba

62- MiG-17

63- MiG-21 (early)
67- MiG-21 (late)
Air Crew Quality: 6
Ecuador

77- Jaguar

Air Crew Quality: 7
Honduras

T6- Mystere IV
Air Crew Quality: 7
Peru

63- F-B6F

69- Mirage I11C
17- MiG-21 (late)
Air Crew Quality: 7
San Salvador

76- Quragon
Air Crew Quality: 7
Venezuela

61- F-86F

71- Mirage 11IC

Air Crew Quality: 6



[33.17] The Middle East
Abu Dhabi

74- Mirage I1IE
Air Crew Quality: 7

Irag

58-68 MiG-15

58- MiG-17

63- MiG-21 (early)
71- Su-7

76- MiG-23E

Air Crew Quality: 8
Israel

55-11 Ouragon

55- Mystere

63- Mirage IIC
69- F-4E; A-4H; RF4E
72- Neshr

73- A-4M

74- Kfir

- F-15

81- F-16

Air Crew Quality: 2
Jordan

68-69 F-86F

74 F-SE

Air Crew Quality: 7
Kuwait

77- A-4K

Air Crew Quality: 7
Lebanon

68-71 Mirage I11C
Air Crew Quality: 7
Oman

78- Jaguar

Air Crew Quality: 7
Saudi Arabia

57-64 F-86F

75- F-5E

Air Crew Quality: 11
Syria

56-68 MiG-15

57- MiG-17

63- MiG-21 (early)
69- Su-7

76- MiG-23E

Air Crew Quality;

56-71 8

T2- 7

United Arab Republic
55-59 MiG-15

57- MiG-17

61- MiG-21 (early)
68- Su-7

72- MiG-21 (late)
74- MiG-23E

75- Mirage I1IE
Air Crew Quality:

67-71 8

72- 7

Yemen Arab Republic
70- MiG-15; MiG-17
Air Crew Quality: 8

Yemen Democratic People’s Republic

70- MiG-15; MiG-17
73- MiG-21 (early)
Air Crew Quality: 8

[33.18] Air Crew Quality Table

Air
Crew ME
Quality / 2 3 4 5 6

1 Sh H Nm Nm Nm Nm
2 H H Nm Nm Nm Nm
3 H Nm Nm Nm Nm Nm
4 H Nm Nm Nm Nm Ny
S Nm Nm Nm Nm Nm Nv
6 Nm Nm Nm Nm Nv Nv
7 Nm Nm Nm Nv Nv T
8 Nm Nm Nv Nv Nv T
9 Sh Nm Nm Nv Nv T
10 H Nm Nv Nv T T
11 Nm Nv Nv Nv T T

KEY:

Sh = Super-Honcho; H
mal; Nv = Novice; T =
EXPLANATION:
Under each country on_the Aircraft Availability
Tables, that nation’s Air Crew Quality is in-
dicated. When the optional rules for pilot quality
are in use, Players may (at their option) determine
the pilot quality of their aircraft by rolling for each
aircraft individually on Table 33.18. Find the Air
Crew Quality (as determined by the Aircraft
Availability Table) of the nation along the lefi-
hand side of the table; roll a die and find the
number rolled at the top of the table. Then cross
reference the die roll with the Air Crew Quality to
yield a single result. This result is the pilot quality
of the aircraft being rolled for.

= Honcho; Nm = Nor-
Turkey

[33.2] AIR-TO-AIR AVAILABILITY TABLE

Early AIM-9 Sidewinder: Carried by virtually all
non-Soviet-built aircraft that are capable of carry-
ing Heat-Secking missiles. In use since 1957, Many
are still in use today, especially with smaller air
forces, although the larger nations tend to use
more advanced missiles.

Improved AIM-9 Sidewinder: Used since 1970 by
the U.S. and since 1972 by U.S. Allies using U.S.-
built aircraft. Smaller and poorer air forces will re-
ly primarily on the Early version of the
Sidewinder. The Improved version will be used on
all F-14, F-15, F-16 and F-18 aircraft.

All-Angle AIM-9L: Not fully operational, the
AIM-9L should be in use within a few years (by
19807). A few vears thereafter, NATO, Israeli,
and Iranian aircraft will probably be equipped
with it, as well as the United States.

AIM-7 Earl Model: Carried by all U.S.-built air-
craft since c. 1960.

AIM-T7 Late Model: The AIM-7 Model came into
service in 1974-75, but large-scale deliveries will
begin only in 1977-78. Will initially be carried by
the F-15, F-14 and MRCA Tornado, and will even-
tually replace the Early AIM-7.

Phoenix: Used only by F-14's.

SRAAM Dogfight Missiles: Not vet operational,
the Dogfight missile is likely to’begin coming into
service on non-Soviet-built aircraft in the early
80's, replacing the earlier AIM-9 and supplemen-
ting the improved types.

Shafrir: Isracli only. Replaced early Sidewinders
on Israeli aircraft ¢, 1972, Will probably be used
into the 1980's.

Atoll: Used by most Soviet-built aircraft (see ex-
ceptions below) since c. 1959.

AA-6 Acrid: Used by MiG-25A and MiG-25D
Foxbats since ¢. 1970.

AA-T Apex: Used by MiG23s (nof MiG-23E) and
MiG-25D.

AA-8: Currently replacing the Atoll in the Soviet
Air Force, not supplied abroad as of 1977. Carried
by MiG-21, MiG-23 (not MiG-23E), and MiG-29
since ¢, 1976.

MATRA R. 530: Carried by all Mirage aircraft
since 1962.

MATRA Magic: Carried by Jaguars and Tor-
nados; also carried by Mirages in the service of
France, South Africa, Spain, Greece, Venezuela,
Brazil, and Argentina.

[33.3] ANTI-AIRCRAFT AVAILABILITY

85mm radar-directed, 100mm radar directed,
57mm, 37mm, 20mm, double 20mm: All supplied
by the USSR. The Soviets are the prime purveyors
of anti-aircraft artillery, and most nations that use
Soviet-built aircralt are likely to have the “*basic
line'" of Soviet anti-aircraft guns. Soviet-style
anti-aircraft is normally used en masse; the flak
over North Vietnam was thicker than that over
Nazi Germany, and the Arabs also tended 1o be
lavish with their guns. In Soviet and Warsaw Pact
use, however, the AA role has been largely taken
over by SAM's, and the 100mm and 85mm
weapons are rarely found. Note that practically all
nations have non-radar directed weapons that can
be used as AA guns.

23mm self-propelled: This i1s the infamous ZSU
-23. The Soviets attach one of these per company
of ten AFV's. It Is used only in the USSR, the War-
saw Pact nations, Egypt, Syria and Iran.

40mm radar-directed and 20mm non-radar
-directed: Used by most western nations and most
nations not using Soviet aircraft (as well as several
who do, such as India and Finland). Western-style
AA tends to be less dense than Soviet-style. 20mm
guns are used less frequently than 40mm ones.
Older models of 40mm guns used by poorer na-
tions are not radar-directed,

20mm (six-barreled) self-propelled: This is the
self-propelled Vulcan gun, used only by the U.S.
Army.

.50 cal machine-gun: This, along with the similar
14.5mm Soviet-built gun, is an almost universal
weapon.

[33.4] SURFACE-TO-AIR MISSILE
AVAILABILITY TABLE

SA-2 Guideline: Afghanistan (65), Albania (66),
Algeria (67), Bulgaria (63), China (61), Cuba (62),
Czechoslovakia (61), Egypt (65), East Germany
(60), Hungary (61), India (66), Irag (66), Libya
(69), North Korea (65), Poland (60), Rumania
(60), USSR (59), Vietnam (65), Yugoslavia (66).

SA-3 Goa: Egypt (68), Iraq (70), Libya (70), Peru
(77), Syria (68), Uganda (74), USSR (61), Vietnam
(73), Warsaw Pact Nations (63), Yugoslavia (68).

SA-6 Gainful: Egypt (72), Iraq (74), Libya (74),
Syria (72), USSR (67), Vietnam (73), Warsaw Pact
Nations (69).

SA-7 Grail: Angola (71), China (69), Cuba (72),
Egypt (72), Libya (71), Morocco (70), Mozam-
bique (71), Syria (72), Uganda (75), USSR (68),
Vietnam (71), Warsaw Pact Nations (69), Yemen
(71), Yugoslavia (72).

Hawk: Iran (68), Israel (69), Japan (67), Kuwait
(72), NATO (Belgium, Denmark, France, Greece,
Italy, Netherlands, Norway, Turkey, West Ger-
many) (¢. 62), Saudi Arabia (71), South Korea
(62), Spain (65), Sweden (64), Taiwan (62),
Thailand (64), U.S. (59).

AIM-9B: U.S. (71).

AIM-9L: U.S. (80).

SAM-D: U.S. (80).
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[33.5] MUNITIONS AVAILABILITY TABLE
AS-T: USSR (75)

Bullpup: NATO (Belgium, Britain, Denmark,
France, Greece, Italy, Netherlands, Turkey, West
Germany) (c. 62), U.S. (USAF, USN, USMC)
(59).

Harm: U.S. (USAF, USN) (82)

Matrel: Britain (72), France (72), Germany (73)

Maverick: Iran (74), Israel (14/10/73), Saudi
Arabia (75), U.S. (USAF) (72).

Shrike: Israel (10/73), U.S. (USAF, USN) (65).

Smart Bombs/Bomblets: Israel (10/73), NATO
(c. 74), U.S. (USAF, USN, USMC) (c. 69).

Standard: U.S. (USAF, USN) (68)

Walleye I: Israel (14/10/73), U.S. (USAF, USN,
USMC) (68).

Walleye I1: Israel (15/10/73), U.S. (USAF, USN,
USMC) (72).

[33.6] ECM DEVICE AVAILABILITY TABLE
Radar Jamming Pods

ALQ-71: U.S. (65-70), NATO (67- ), ANZAC
(70- ), Iran (70- ), Israel (68-73), Japan & Taiwan
(70- ).

ALQ-72: U.S. (65-70), NATO (68- ), ANZAC
(70- ), Iran (70- ), Israel (68-73), Japan & Taiwan
(70- ).

ALQ-87/91: U.S. (67- ), NATO(69- ), ANZAC
(70- ), Iran (70- ), Israel (68-73), Japan & Taiwan
(70- ).

ALQ-31: U.S. (67-69; USN and USMC only,
limited numbers).

ALQ-101: U.S. (70- ), NATO (71- ), Iran (73-
Israel (70- ), Spain (71- ).

ALQ-119: U.S. (72-), NATO (74- ), Iran (75-
Israel (72- ).

ALQ-119 modified: U.S. (10/73- ), NATO (74-
Israel (10/73- ).

ALQ-131: U.S. (76- ).
Infra-Red Counter Measure Pods

AAQ-4: U.S. (67-75; F-4C, RF-4C, A-7D, and
F-105FWW only, in limited numbers).
ALQ-123: U.S. (75- ).

ALQ-123 improved: U.S. (80- ).

Flare Dispensers

U.S. (70- ), NATO (70- ), ANZAC (70- ), Iran
(70- ), Israel (70~ ), Japan & Taiwan (70- ), Spain
(70- ).

Chaff

chaff dispensers: U.S. (70- ), NATO (70- ),
ANZAC (70- ), Iran (70- ), Israel (70- ), Japan &
Taiwan (70- ), Spain (70- ).

corridor chaff: U.S. (67- ), NATO (67), ANZAC
(67- ), Iran (67- ), Israel (67- ), Japan & Taiwan
(67- ), Spain (67- ).

Notes: Certain devices (hot gas, chaff rockets) are
mounted only internally on certain aircraft (see the
ECM Device Utilization Table, 28.3).

The only pod type that Soviet or Soviet-built air-
craft may mount is a corridor chaff dispenser; on-
ly the MiG-23WW (Wild Weasel) may mount this
device.

Outside the U.S., ECM pods are relatively rare,
The Israelis had insufficient numbers until
halfway through the 1973 War. In NATO, the
more central members are more likely to have
more and better pods pods than the southern or
Scandinavian members. In infra-red counter-
measures, AAQ-4 pods were always scarce, and

in

—

—

—

ALQ-123 pods are apparently still limited in use as
of 1977,

Flare Dispensers contain four flares; chaff
dispensers contain six hexes-worth of chaff; cor-
ridor chaff contains 100 hexes-worth of chaff.

Note: Air War coverphoto of an F-14 courtesy of
Grumman.

A NOTE ON SOURCES

Air War was designed purely from unclassified
sources. When unclassified information was not
obtainable on a particular point, we estimated.
Much of the data as to guided weapons perform-
ance and electronic warfare are estimates, as these
are the most sensitive areas. Some aircraft per-
formance data has been estimated as well, and the
presentation of any data in game form is always an
approximation, and errors are made. The per-
formance figures of the MiG-29, for example, are
almost completely an approximation, as very little
data about this aircraft appeared in late 1976 and
early 1977 when this game was designed.

Books Used

Lou Drendel, And Kill MiGs; Jane's All the
World's Aircraft; Jane's World Weapons
Systems; U.S. Army, FM-105, Maneuver Control
(source of much air-to-ground data); Jack
Broughton, Thud Ridge; Jack Gee, Mirage;
Robert Jackson, The Israeli Air Force Story; E.
O'Ballance, The Electronic War in the Middle
East; J.W.R. Taylor, Combat Aircraft of the
World; W. Green, The Observer’s Book of Air-
craft; W. Green, The World Guide to Combat
Planes; W. Green and D. Punnett, World Air-
power Guide; W. Holder and W. Surur; General
Dynamics F-16; 1.P. Stevenson, Grumman F-14;
N. Krivinyi, World Military Aviation; D.W.
Wragg, World's Air Forces; N. Polmar, World
Combat Aircraft Directory; J.W.R. Taylor and G.
Swanborough, Military Aircraft of the World; S.
Chopra, India’s Second Liberation; W. Green,
Observer’s Book of Basic Military Aircraft;
several of the Squadron In Action series (esp. the
F-8); *‘‘Dash-One’ and ‘‘Dash-Thirty Four”
manuals for several modern U.S.A.F. aircraft
(most useful, especially that on the F-4); U.S.A.F.
TAC, Air Combat (the best single guide); A.J.C.
Lavalle, Tale of Two Bridges and The Bartle for
the Skies over North Vietnam; W. Green and G.
Swanborough, The Observer's Soviet Aircraft
Directory; Pilot’s Handbook of Aeronautical
Knowledge; H, Homes and M. Patterson,
Visualized Flight Maneuvers; 1.E. Allen,
Aerodynamics; Flight Without Formulae; Jean
Alexander, Russian Aircraft Since [940; B.
Gunston, Attack Aircraft of the West, Bombers of
the West, Early SuperSonic Fighters of the West;
P. Futtrell, The U.S. Air Force in Korea.

Periodicals Used

Aviation Week and Space Technology (best data
around); U.S.A.F. Fighter Weapons Review (ex-
cellent tactics, the **how to'" of air combat); Inter-
national Defense Review (detailed hardware
review); fnteravaia, (similar to IDR); Flight Inter-
national; U.S. Naval Institute Proceedings; Air
University Review; Tac Attack; The Interceptor;
Air International; Air Progress; Air Pictorial;
Aviation News; Aviation & Marine; Electronic
Warfare; Countermeasures; Flug Revue; Air
Force; Combat Crew; Aeronautics and
Astronautics.

This is not a complete or exhaustive list af the

sources used, and does not include those sources
consulted purely on technical matters.

DEVELOPER’S NOTES

What you are holding in your sweating palms is,
with the possible exception of War in Europe, the
most complex game anyone, SPI or other, has pro-
duced to date. All told there are some 96 (approx-
imately) pages of rules, charts, and prose, which
compares favorably with the number of pages
devoted to WIE.

Our initial conception of Air War was that it
would have everything that Foxbar hadn't; it
would go into the complexities of air combat that
Foxbat had ignored or glossed over, and it would
cover every aspect of modern air combat that we
could get data on (and some that we couldn’t).
Combined with this was a desire to *‘one up”’ Bat-
tleline's Air Force.

We didn't really realize what a massive project we
had prepared for ourselves, nor that Air War
would grow from a moderately complex $12 game
to an incredibly complex, detail-rich, realistic
game covering almost every aspect of air combat.
We didn't realize that the thing would continue to
grow and grow, apparently without bound, that
new rules covering further aspects of air combat
would continually be added, that Air War would
go through four versions of the rules before its
completion, nor that the (manuscript) rules fext
would be 280 pages long,

By the time Air War was ready for the Art depart-
ment (three months after its theoretical deadline),
everyone involved with the game was wandering
around in a myopic daze, attempting to cope with
the game. The Art Department’s initial reaction
was one of total disbelief.

Now its your turn; | guarantee that, no matter how
much of a complexity freak you think you are,
you're going to be staggered by the sheer
magnitude of the game.

In an attempt to ease the players into the game
gently, rather than brutally exposing them to the
full complexity of the whole thing, we've inserted
notes at various points in the rules suggesting that
the players stop reading the rules at that point and
play one or more of the scenarios, Hopefully, the
players will, in this way, be able to gel the feel of
the game before proceeding with the rest of the
rules. We've also included a Rules Summary to
enable the players to refer to some of the rules
more easily; hopefully, the combination will serve
to enable people to grasp the game more easily.

Nonetheless, it is to be expected that no one will
have a full grasp of the tactical potential of Air
War until they'\_rc played it four or five times.

Dave Isby and I are quite proud of our ac-
complishment; we're sure there are flaws in the
rules which we haven't caught, and we're sure that
many of you will be turned off because its too
complex; but we do believe that what we have pro-
duced is an excellent simulation and even, once the
complexities have been mastered, an excellent
game in its own right.

DESIGNER’S NOTES

Air War is a game | have wanted to do for a long
time. 1 had worked on Flying Circus, Spitfire,
Sturmavik, and Foxbat and Phantom, and so |
had wanted to try and do a game to show how it
should be done. The result is Air War. | suppose
the most notable thing about Air War is the mass
and volume of the rules. I knew we were evolving a
complex game, but when Greg Costikyan showed
me the 270+ pages of the manuscript, with nar-
row margins and little blank space, I felt like Dr.



Frankenstein must have felt when the Thing Under
The Sheet started to move — did 1 really do this?
Did | really mean to do this? Yet Air Waris, for all
its size, not an unduly complex game. | wanted a
game to show the interaction of hardware — can
the F-105D outmaneuver the SA-2 if its ALE-36
RH&W receiver warns it in time? | also wanted to
reduce the omniscience of the players — hence the
visibility and search rules. Above all, | wanted a
game as realistic as I could make it — bearing in
mind that | am neither a combat aircrewman or an
aeronautical engineer — with, above all, the con-
straint that the game will have to played and
understood by our customers.

At first glance, Air War appears a massive, in-
digestible lump. This really is not tHe case. We
tried to keep the basic *‘flying”” of the aircraft
relatively simple. The only part that is complex is
the idea of Energy Points and the difference bet-
ween types of turns. Once these two concepts have
been understood, the basic game should be rather
simple. One can analogize the game of Air War 1o
an airplane. The basic rules of flying and the air-
frame are kept relatively clean, The “‘drag' is in-
creased when other things are put on to the basic
alrframe, such as radar-homing missiles, radar,
ECM, air-to-ground, and so on. Those interested
in a quick, simple game have only to kick the tires
and light the fires of their Sabre or MiG-15 and
roar off toward ‘MiG Alley.”" Those with a taste
for the more complex can always get into things
like ““The Return of the Red River Rats,'* which is
much more involved.

For all the effort that went into making Air War
accurate, I am still willing 1o admit that any air
game will have a certain amount of artificiality.
Time must be divided into segments, or turns. Air-
craft which move through the air in three dimen-
sions in a fluid motion must be transformed to
cardboard counters moving over a two-
dimensional hexagonal grid. Combined with this
was the overwhelming need to keep things relative-
ly simple. | especially wanted to keep such things
as the turning and rolling rules — which proved to
have great potential for complexity — relatively
clean. Even the purist, however, should find that
he can do in Air War whatever a real airplane can
do, in about the same time, although the pro-
cedures may be different in game terms than they
are in reality. Those who know more about air
combat and flying than I do should feel free to
modify the game 10 incorporate their expertise —
if you do, let me know.

Air War would probably have remained a collec-
tion of ideas and rules flying in loose formation,
rather than a coherent, playable game, were it not
for the Herculean efforts of the developer, Greg
Costikyan. Most people outside SP1 have no idea
what a developer is. He is the second most impor-
tant man in the work on any game, and for this he
gets a disproportionately high share of the work
dumped on him (especially stuff like typing, super-
vising test games, making changes) while getting a
disproportionately low share of the credit if the
game succeeds. Greg did a lot of work on Air War.
He made the 12-point turning system work after |

had abandoned it. He fleshed out my ideas for the
air-to-ground mechanics into a workable system.
This Armenian dynamo typed and re-typed rules,
often while the designer drank his tea in the next
office and complained of the impossibility of
deadlines. And, for better or worse, Greg also
came up with the two weird scenarios,

I did not do the research alone either. Tom
Gummo, an F-4 driver, gave valuable advice on
aerodynamics and how airplanes fly and how this
might be transferred to paper. Andy Munzing lent
the experience of his 220 combat missions to the
air-to-ground rules. The most tireless worker,
however, was Damian *“‘Snake’ Housman, who
helped originate the idea for Air War and came up
with much data and hundreds of good ideas. There
were also many others — aircrew, aeronautical
engineers, manufacturers representatives, who
had their brains picked for the benefit of Air War.

What you have, therefore, is the most accurate,
yet still playable game of modern air combat that
Dave Isby and Greg Costikyan could come up
within the time and money budgeted to the pro-
ject, It was designed to be what we thought was ac-
curate and playable, rather than to any formula or
10 generate mass appeal. Don't get us wrong — we
hope the game is popular and sells a million copies,
and we get feted as geniuses; but this is secondary
to the design and development itself. To return to
the airplane analogy, Air War has been delivered
to you from the makers (SPI) fully designed and
ready for combat. Now it is for you, the player, to
learn to fly it and take it into action.

MODERN AIR COMBAT
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ponent's plane; then again, you may be cruising
along in a flying speed brake, Maneuver accor-
dingly, but always be cognizant of the need to
maintain energy levels that will permit maneuver.

Be Aggressive

Take rapid and decisive action. If you delay, the
enemy will know you don't know what you're do-
ing and will act accordingly. By acting rapidly and
decisively, you keep the enemy off guard; he won't
be as sure of himself. You can keep the pressure on
him and force him 10 make the mistakes. By being
aggressive, you make your opponent more in-
terested in saving his own ass than in getting yours.

A word of caution is in order; aggressive action
must be tempered by judgment. Don’t gel your
fangs out too far — if you do, a smart enemy can
play you for a sucker. Then you can be as ag-
gressive as you want. On the ground.

Know When to Reverse

A reverse is a rapid change of direction, a turn of
180 degrees. When you're the defender and the
enemy overshoots you in a tight turn, a well-timed
reverse can put you in a good position to get a kill.
However, you must make sure that the reverse is
unmistakeable: reversing too soon will probably
end your opponent’s tracking problem and all of
yours, while reversing too late won't give vou
much of an advaniage.

When in doubt, don't reverse — you may be
heading for disaster. Since an engagement is nol
the best place to pick up a new trick, learning when
to reverse is best done in practice before combat.
Whether or not you should turn with an enemy is
dependent partially on the type of aircraft your
opponent is flying; if you have an F-4 to his MiG-
17, a reverse will make his day. Although there is
probably a circumstance in which an F-4 can suc-
cessfully turn with a MiG-17, 1 can’t think of one.

If All Else Fails: Point Your Nose
Al the Enemy

Even experienced pilots can run out of ideas dur-
ing an engagement; but you can never go far
wrong if you simply point your nose at the enemy.
This at least will give you time to plan.

If you are on the defensive, turning toward your
opponent will increase angle-off — this is impor-
tant, and you should check the cannon combat
tables for head-on shots. If you have room to work
with, you may get a head-on pass; don't pass up
such a shot. Although the probability of a kill with
this type of shot is not especially high, your oppo-
nent is going to have to take the chance of a kill in-
10 account.

The entire principle involved is an illustration of
the point that the best defense is a good offense: by
pointing your nose at the enemy, you also get into
a better position to separate, if that is what you
wanl to do. Separating can get you home safely, or
it can bring you far enough away to re-enter on
your own terms.

Never Give Up!

Let us assume you have your opponen! “‘trapped
neatly at your six-o’clock position."" The situation
may be deteriorating, but don't panic! Remember
that your opponent has the same problems you do
when you are on the attack; he has to get into firing
parameters to employ his weapons. It is your job
to make sure he has to work to stay in position;
there may be something going on to your advan-
tage that you are not aware of. Perhaps he looks
like he is in a perfect kill position for a heat-seeker;
maybe his missiles are not working, Maybe his
guns are jammed. You get the idea — make him
earn a victory, don't just give it to him. Always
have some last-ditch maneuvers to disrupt his
tracking. Jink!

On the Attack, Take the High Man

If there is any doubt in your mind as to which
plane to attack, take the high man — that is, the
one who, after a split, is going high, The high man

is losing energy faster (by climbing) than the low
man (who is diving); thus, if you started the attack
with sufficient energy, you can trade it for
altitude, climb and stay with him easier than you
could with the low man. In addition, it takes the
low man longer to come up and support his high
man than it would for the high man to dive down
and support his low man against you. It may turn
out that the high man is the better pilot; in that
case, it's still possible to switch to the low man, If
however, vou had gone after the low man, it would
be more difficult to switch the other way around.

Learn to Know What a Victory Is

In many cases, survival is as much a victory as can
be hoped for. Everyone likes to have a star painted
on the side of his cockpit, but the main concern is
to prevent yourself from becoming a star on the
side of your opponent’s cockpit.

Always Check Six

Most of the planes and crews lost in Vietnam never
saw what hit them. A MiG is a hard thing to see
from any distance, and it doesn't help much if you
keep your eyes glued to the front.

Don't just look over your shoulder; yank the plane
to one side and get a good look at what is gaining
on you. Then fly straight and level for a while,
then yank the plane to the other side. This is
basically what ‘‘check turns’' are, and they're
similar in many respects to **jinks,"" which is turn-
ing to evade enemy fire.

When flying in formation, don't all turn at the
same time. Coordinate all turns so that not
everyone keeps the lethal cone pointed in the same
direction all the time. If, for example, you have
two elements flying formation and want to make a
left turn, have the righthand element start first.
Since that element should pass behind the left ele-
ment, As the right element gets to about the four-
o'clock position of the left element, the left ele-
ment should start its turn. When everyone is rolled
out, the new heading should be line abreast and the
relative positions switched (i.e, the left element is
now the right element).
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Check turns should be made frequently, and in no
case should you allow more than 20 seconds 10 go
between checks.

BASIC FIGHTER MANEUVERS

This section of Modern Air Combat is about the
maneuvers that fighters often execute in combat.
Many of these maneuvers are utilized by fighters
alone, and not by other jet aircraft. Before an air-
craft pilot is exposed to a real combat situation, he
is expected to be competent in all of the maneuvers
described. Some of the maneuvers are accom-
panied by a diagram showing how the mancuver
appears in reality,

Note that the effectiveness of maneuvers is depen-
dent upon a given aircraft’s performance; because
a maneuver works to your advantage in one air-
craft, it does not necessarily follow that it will
work as well in another, By noting the differences
in performance of fighter maneuvers between
various aircraft, you will gain information
necessary in the development of tactics.

Defensive Maneuvers

Maximum Performance Turn: This is not simply a
roll of 90 degrees (to the vertical) and a hard G
turn. The aircraft is rolled 135 degrees to one side
and put into a dive, resulting in something midway
between a 90 degree roll and a Split-S. The aircraft
gains energy because of its altitude loss, but not as
much altitude is lost as would be in a Split-S.

It is possible to reverse your direction using the
maximum performance turn. Continue to pull at
135 degree bank until the aircraft is pointed
straight down; then roll another 45 degrees to a
completely inverted position, and pull up to level.
The Throttle should be as low as possible to
minimize altitude loss. In game terms, this is ac-
complished by turning the aircraft as much as
possible while diving; inverting the aircraft makes
it possible for it to gain more energy in Type Il and
111 dives.

Defensive Turn: This is a turn towards your oppo-
nent. If he is not yet near firing position, you need
not turn very hard. Add power and bank toward
your opponent, and then turn as required. As your
opponent nears firing position, tighten up the
turn. However, you should not dissipate all your
speed by turning too fast too soon. In game terms,
this is turning towards an opponent, at whatever
rate is optimum in that tactical situation.

Reversal: There are two methods of *‘reversing”
or changing the direction of your turn. The
Aileron Reverse is the faster of the two, and for
that reason may be less desirable. Just stop your
hard turn by releasing G, rolling 180 degrees
towards your overshooting opponent, and then
pulling hard into him. The other method is the
rudder reverse. Pull your nose up at the same time
that you roll 180 degrees. This should help slow
you down, Depending on your aircraft, you may
also wish to decrease power. With good timing and
execution, the reversal can put you on the offen-
sive. Poorly timed, a reversal will get you killed
faster than anything else you can do. Make sure
that you reverse only when your opponent is
definitely overshooting. He must pass your six-o-
clock position with noticeable overtake and angle-
off, and should be within 3000 feet horizonial
range. If you reverse at any other time, your oppo-
nent will only run up his bill at the O-Club Bar. An
aileron reverse is performed in Air War by rolling
four points and turning in a direction opposite to
the one previously turned in during that turn. This
is also a good way to kill off excess speed in some
cases, The rudder reverse is the same as the aileron
reverse, with the additional touch of climbing and

accelerating, either by power or by inducing drag,
in some situations.

Scissors: A scissors is a series of reversals made in
an attempt to wind up behind your opponent. It
takes two to tango, and so both aircraft would
have to be reversing into each other, going canopy
to canopy. The object is to slow down enough to
force your opponent out ahead of you, thus giving
you an opportunity to fire at him. The decision to
scissor or not will be dependent upon your air-
craft; if you have a highly maneuverable aircraft,
such as most MiG's, scissoring is a good idea; if
you have a less maneuverable aircraft, such as an
F-4. . .forget it. If you allow yourself to be sucked
into a scissor while flying a less maneuverable air-
craft than your opponent's, you may have oppor-
tunity to find out whether or not the Martin Baker
ejection system works as advertised.

Fig. 1: Reversal and Scissors Diagram

The pilot of the MiG-17 (altitude: 25 levels, Throt-
tle Setting and MA of 5; wings banked one point
left nose level, no energy points.) is in trouble.
Behind him, at the same altitude and attitude, but
with a Throttle Setting and Movement Allowance
of 7, is an F-4D Phantom, whose crew can already
visualize the red star painted under their canopy.
The MIG pilot, however, decides to go into a
scissors. The MiG is disadvantaged, so he per-
forms the following actions in his Movement
Phase.

1. Decelerates by Power (**chops the throttle®") by
six points, bringing him down from 5§ MA and
Throttle Setting to 4.

2. Goes into a Type | Climb (*‘brings his nose
up'').

3. Decelerates by inducing drag, losing 1 MP
(*'slams open his air brakes).

4. Rolls one point left into a 90 degree bank.

5. He now has a MA of 2 (he started at 5, lost one
by deceleration at power. In a Climb at an MA or
Throttle Setting of 4, the MiG-17 has a MA of 3,
which, reduced by | for the airbrakes, brings it
down to 2). The MiG now turns his maximum rate
(“‘pulls hard G'') to the left. Note that the MiG
gains one level of altitude, and is now in position 2.

Our bright blue USAF heroes, however, might
well figure that two can play at this game, and per-
form the following actions:

1. Decelerate by Power by ten points, bringing
MA and Throttle Setting down to six.

2. Go into a Type I climb, going up two levels at
an MA of 4.

3. Roll one point left into a 90° bank.

4. He cannot open his speed brakes — he was too
fast.

5. The F-4D now has a Movement Allowance of
4. He gains one altitude level (climbing two, but
losing one for the maximum performance turn),
ending up in position 2.

Now note that the F-4D has lost its slot position. If
he goes on scissoring with the MiG, he is going to
overshoot and, if he cannot get his speed up fast
enough, end up as non-paying guests in the local
Hanoi Hilton,

Separation Maneuver: A separation maneuver in-
creases range between you and your opponent.
Your goal may be to split for home, or it may
simply be to get space enough to turn around in,
allowing you to get back in the battle. The precise
maneuver you use to obtain separation depends on
your speed advantage/disadvantage, and the abili-
ty of your opponent to fire missiles at you.

If your opponent is not missile armed and is
unable to go as fast as you, the easiest way to
separale is a straightaway acceleration maneuver.
Trade altitude for airspeed and get out. This may
also apply if you have a significanr advantage over
an early Atoll- or AIM-9B-equipped opponent.
With high speed and a good lead (at least 2500
feet), you can actually outrun a missile. This will
put you well out of the battle for quite a while,
however, and thus should be used primarily to
escape a battle. You had also better be sure that the
missile you think is being fired is indeed the one
you can outrun,

If your opponent has missiles and you don't know
if you can outrun them, pull into a spiral, If you
have a decisive rate of climb or speed advantage,
use a climbing spiral. Pull only enough G to
generate angle-off, and climb until you have a
definite altitude advantage. After that, you can
trade altitude for airspeed and be at the O-Club
bar in an hour. If you have a higher rate of climb
capability than your opponent (but not the advan-
tage), use a diving spiral and increase throttle.
Make the turn toward your opponent, but don't
turn too hard unless he's getting ready to fire, This
maneuver is also useful in getting rid of SAM's,
but it assumes you have the altitude to lose. If you
don't, try something less suicidal.

High-G Roll: The High-G Roll is a last-ditch
maneuver, like the “‘break." In reality, it makes a
difference whether the roll is executed under or
over, in what is actually a barrel roll; in the game
there is no difference, but this is not terribly im-
portant. The purpose of a high-G roll is to destroy
your opponent’s tracking solution, and force him
to concede lateral separation. The disadvantage is
that you are left with little maneuvering potential,
s0 you must add power. If the maneuver works
you may see your opponent overshoot, and
perhaps even be forced out in front of you. This
gives you a first-class view of his tailpipe, and you
can take advantage of that with your gun. Your
opponent may have guessed what you're up to,
and have done the same thing. He might also have
put his nose up, slowed down, and waited for you
to stop your **wiffordill.”" In either case, stop your
barrel roll and either head for mother earth and
separate, or try to pull into your opponent,
unload, and separate toward his six o'clock posi-
tion. In Air War this is done by performing a bar-
rel roll, while simultaneously decelerating.

Split S: The Split-S is a maneuver which can be us-
ed either offensively or defensively. In this case, let
us assume that you've been caught with your speed
down, and your opponent is bearing down on you
from six o'clock, thrying for a gun kill. If you have
practiced this maneuver, vou will already know
just how much altitude you will lose and how close



to the ground you can begin at. Go inverted, cut
the throttle, and slow down as much as possible.
Pull and head for the ground with your opponent
in hot pursuit, Continue the pull-through as hard
as your airplane allows. I your opponent didn't
realize what you were up to, and if he started off
with higher speed than you did, the cumulogranite
clouds will scrape him off your tail before you are
again in level flight. Do not add throttle until you
are sure you will clear the terrain. By that time you
should already be faster than lightning.

Snap-Shot Attack: A snap-shot is a gun-firing
position which is not ideal. Sometimes you will be
engaged in a maneuver which causes your oppo-
nent to appear in front of you for only a brief in-
stant. This may be at a high angle-off, maybe even
head-on. In any case, take whatever shot is
available. The probability of a kill or even a hit is
relatively low with a snap-shot, but that's better
than no chance at all. In addition, your opponent
must take the fact that you are obviously willing to
fire at less than ideal angle into account, and this
will lead to more caution. Putting pressure on your
opponent and forcing him to make mistakes is,
after all, the whole idea.

Offensive Maneuvers

The easiest way 1o describe offensive maneuvers is
to say that they are designed to point your nose at
the target and “keep it pointing there. To begin
with, vour speed should be up to the most advan-
tageous maneuvering speed for your aircraft.
Your first objective is to establish a **lead pursuit™
course (that is, aim your nose just in front of your
target), As you close with your opponent, you will
have 1o decide whether to continue the lead pursuit
for a quick kill, or convert a lag pursuit (following
the 1ail of the target) 1o maintain a nose-tail
separation. 1f the latter, you can conserve energy
and maneuver in the vertical to gain angle-off,

Acceleration Maneuver: The best way to ac-
celerate is to go into a shallow (Type I) dive, throt-
tle up, and gain speed as quickly as possible.

Low Speed Yo-Yo: A yo-yois basically a dive into
an opposing aircraft, then pulling up to fly level
behind the aircraft. A low speed yo-yo is one in
which the acceleration maneuver is used to effect
closure.

First, point your nose at the enemy. As you pick up
speed with a shallow dive and increased throttle,
you will have established overtake. As this hap-
pens, begin a lead pursuit course. Do not allow
your aircraft to go more than one “‘dive level”
below your opponent, or the energy you lose pull-
ing up into him again will negate the speed you
have just gained. While accelerating, start a gentle
pull back up to your opponent’s **dive type."

Countering the Lo Speed Yo-Yo: If you are
defending against an opponent who is executing a
Lo Speed Yo-Yo toward you, you may counter his
maneuver in several ways.

1) Do what he does. Dive when he dives, pull up
when he pulls up. This will keep you in front of
him and won't allow him to close the distance.

2) You might ease off your defensive turn into
him. This will encourage him to establish more
cutoff and go deeper.

3) When your opponent starts to pull back toward
the horizon, roll out some bank and start climb-
ing. This increases vertical separation.

4) When your opponent reaches the horizon, you
should be nose high with less airspeed. A hard turn
into your opponent should result in a front-
quartering attack. You will be nose down, airspeed
increasing, and he will be nose up, airspeed
decreasing.

5) If he continues to zoom without attempting
cutoff, unload, increase throttle, and dive for
separation.,

6) If he performs a rollaway and follows you, con-
tinue to dive for separation, but expect him to be
much closer than if he had zoomed.

7) If he tries to cut inside your turn, he will over-
shoot in the vertical plane.

High Speed Yo-Yo: As you close rapidly with
your opponent, you may find that, due to angle-
off problems, you are in danger of overshooting.
If you overshoot, your opponent will probably
reverse on you, ruining your advantage. This high
speed yo-yo uses a plane of maneuver perpen-
dicular to the opponent, to prevent overshooting,
while maintaining nose-tail separation. 1t is also a
counter to the defensive turn.

First, close and track until you see that, if you con-
tinue, vou will overshoot. Then start the yo-yo.
Maintian your high-G loading. By applying top
rudder, you can put your nose above the defender.
Pull your nose up about the same number of
degrees as angle-off. Go just high enough to pre-
vent overshoot. Do not maintain this attitude and
zoom to a high apex, or your opponent will dive
away from you. Your speed should drop as you
raise your nose, but don't tinker with the throttle
setting. Your forward motion will be reduced
enough to maintain nose-tail separation, and you
should be able to reduce angle-off sufficiently to
get near his six o’clock position. Then apply bot-
tom rudder, and start to dive on him. Don’t com-
mit your nose too low. Just slide down into firing
position in increments. Since you're now diving,
your speed will increase and give you plenty of
overtake.

Fig. 2: Hi Speed Yo-Yo Diagram

Here, a late model MiG-21 is being chased by a
F-4E Phantom (with slats) at 50 levels altitude,
both with a Throttle Setting and MA of 7. The
MG rolls left and makes a maximum performance
turn to position 2. The F-4E pilot realizes he can-
not stay with the more maneuverable MiG in a tur-
ning contest in the horizontal. If he does, the MiG

will eventually out-turn him. The F-4E pilot
therefore decides to initiate a high yo-yo, hoping
to cut inside the MiG's turn and take advantage of
the F-4E performing better in the horizontal than
the vertical planes. He goes into a Type | climb,
trying to gain two levels of altitude, which reduces
his Movement Allowance to five, and hence the
F-4E’s turn mode to three, the same as the MiG's,
so he can turn with the MiG, ending up in the se-
cond position in the diagram.

Countering the High Speed Yo-Yo: When you're
defending and your attacker's yo-yo is too late or
too shallow and overshoots your turn, perform a
nose-high reversal. If he yo-yo's too high or too
early, increase throttle, relax G, and dive 180°
away. If he yo-yo's properly, unload some G,
allowing your aircraft to accelerate into a shallow
spiral. If your attacker attempis a quick kill and
commits himself to a nose-low attack, add top
rudder and pull up hard into him. When he over-
shoots below and outside your turn, reverse into
his six o'clock.

Rarrel Roll Maneuver: This is notabarrel roll per
se, but a maneuver to reduce angle-off and range.
The high speed yo-yo is useful for angles-off up to
40° or so; the barrel roll maneuver effectively
changes vour heading by 90° with less loss of
energy than a regular 90° turn. Certain prere-
quisites must be met:

1) You must be at high speed.

2) Your opponent must be causing increasing
angle-off.

3) You must be in lead pursuit,

4) The present range must be between 2 and 214
nautical miles.

To perform the maneuver:

1) Roll the wings level and start a pull up into
the true vertical.

2)’ Establish in excess of 70° nose-up pitch (a
Type 11 or 111 climb), unload the aircraft, and roll
toward your opponent from 90° to 180, Note: in
real life, you would have rolled away from your
opponent 180° to 270%. Our roll does the same
thing in game terms.

3) Slide your nose toward the inside your op-
ponent’s turn and observe his actions. If he breaks
down, immediately pull down after him with a
maximum turn. If he continues his original turn,
continue to slide toward the inside of his turn,
reestablishing a lead pursuit, 11 he pulls up into the
attack, continue to float while maintaining nose-
tail separation. Because of yvour speed advantage,
he will not be able to reach you, and he will have to
start back down in front of you. You can then kill
him at your leisure. If you begin your maneuver at
less than 12,000 feet range, you will find that you
are on the outside of the defender's turn and
separating. If this is the case, simply continue to
pull completely over the top and roll out once
again on the inside of his turn; this will closely
resemble an Immelmann maneuver.

You will rarely end a barrel roll maneuver in gun
range. Normally you will have to go into a low-
speed yo-yo plus whatever might be necessary to
get into range. If you have missiles, forget the yo-
yo; instead, overshoot the defender’s turn slightly
and roll out at his six o'clock position. Play the roll
off to get the range you need.

Countering the Barrel Roll Maneuver: If the bar-
rel roll maneuver is executed well, it is difficult 1o
counter, The best counter is probably the same
procedure as used against a low-speed yo-yo. In
most cases you won't have to worry, as the average
pilot is unable to execute a barrel roll maneuver
perfectly,

Not all maneuvers work equally well with all air-
craft. You may find that the aircraft you are using
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has certain superior characteristics which make
maneuvers here unnecessary. However, it is
always good to know these maneuvers since you
cannot always count on a superior maneuvering
aircraft.

ADVANCED TACTICS

Actual tactics (as opposed to maneuvers) that are
used in air combat are generally classified;
however, some tactics can be derived from non-
classified sources and common sense.

First, discussion of a few facts about aircraft
handling against opposing aircraft is in order,
Unlike actual pilots, the players are not restricted
in the number or type of aircraft they can fly, and
they are free to change aircraft from game to
game. They can also change nationality, some-
thing which is rarely done in the real world (Lt
Belenko and a few others being the exceptions).
Therefore, they must become familiar with many
types of aircraft with vastly different handling
characteristics,

The F-4, for instance, has good speed, but com-
paratively high wing-loading. This means it won't
turn nearly as well as a MiG-17, which has lower
wing-loading and a much slower speed. The tactics
used when flying an F-4 would be radically dif-
ferent from those used when flying a MiG-17. An
F-4 must fight in the vertical; this makes use of its
superior speed, climb, and dive capabilities. If an
F-4 tries to fight in the horizontal (that is, tries 1o
out-turn its opponent) against a lower wing-loaded
opponent, the F-4 will lose (unless the enemy pilot
is totally incompetent).

A low wing-loaded aircraft, on the other hand,
may fight quite well in the horizontal. It can out-
turn a higher wing-loaded aircraft, and a player
owning such an aircraft should make full use of
this advantage. This section will show the players
some of the ways they can take advantage of their
own aircraft's assets, as well as some of the ways
they can take advantage of their opponent’s air-
craft’s faults.

Attack

1. This is a very dirty trick, Your opponent has a
flight coming through your territory and you have
at least two aircraft at your disposal. Your first
aircraft should get up to high speed and the same
altitude as the enemy. It should fly at the enemy
head-on, straight through the middle of their for-
mation, and keep going, making a gentle turn to
one side or the other. Your second aircraft should
keep low and out of sight during this time, and stay
between two and five miles behind the first air-
craft. If the enemy takes the bait and turns after
your first aircraft, you are perfectly set up to
“*bounce’ them from behind and below, where
they will have great difficulty in seeing you. Then
fire at will...or Charley, or Ivan, or Yosef, or
anyone else you prefer.

You can vary the attack so that your aircraft come
in from the sides if you prefer. If the enemy is
smart and sees you, all is not lost; just break it off,
head for home, and try it again tomorrow. With
his speed up, your first aircraft should have no dif-
ficulty in getting away. This tactic, widely used, is
called **Kuban."’

2. A second form of attack does not involve
deception at all, but knowledge of the maneuver-
ing potential of the respective aircraft is a necessi-
ty. Your aircraft should begin several thousand
feet below a flight of oncoming aircraft, at high
speed. Time an Immelmann maneuver so that you
come out of it behind the enemy and at his altitude
or slightly lower. You should be able to get off at
least one missile before you are spotted. If you are
spotted and they start a hard turn, you have a
choice; you can either press the attack as best you

can, or get separation and leave. To accomplish
the latter, turn in the opposite direction from the
enemy. He will believe he is under attack, and by
the time he gets around to face you, you'll be long
gone.

3. Several scenarios require a player to obtain
visual contact with the enemy before firing. This is
a reconstruction of the Rule of Engagement im-
posed on US forces in Vietnam. Some aircraft
have good radar missile capability, but are unable
to utilize it to full capacity when restricted by this
ROE. A method used to get around the visual con-
tact ROE is as follows:

Get a radar lock-on on your target, then send
another aircraft in your flight ahead to check out
the target. The aircraft you send ahead should
have as high a speed as possible, and head straight
for the target. As soon as he comes into visual con-
tact with the target, he should call back to his com-
rades the information that the target is indeed the
enemy. The identifying aircraft should be going
too fast for the target aircraft to engage, and the
Plane with the radar lock-on is now cleared 1o fire.
The radar missile will not be confused by multiple
targets in the same way an infra-red missile might
be. This was a favorite US Navy tactic and is also
used by the Russians.

4. Even when outnumbered by the enemy, it is
possible to cause confusion by applying the proper
tactics. Always try to attack from the rear and
below; this is where an aircraft's visibility is
poorest. Many flights are arranged in elements: a
lead element and a second element. There may be
one or two (or more) aircraft per element. If
you're playing a multi-player game and the enemy
flight is commanded by more than one person,
begin your attack on the second element from the
lead element’s side, if possible. That is, attack
from *‘inside’’ the formation; the person flying the
lead element is usually the more competent pilot,
and, by attacking from the lead element's side,
you make the second element break roward his
lead element. The latter makes it difficult for the
lead to support the second element under attack.

If you're flying a low wing-loaded aircraft, slow
down to slightly over the speed of the enemy, to
take advantage of your turn capabilities. If you
have a high wing-loaded aircraft, you can't afford
to slow down; you will have to take one kill and
climb into the vertical. A low wing-loaded aircraft
would give you a chance for more than one kill il
there are at least two enemy aircraft in the element
under attack.

If there are two aircraft in the element, first hit the
element’s wingman. If you kill or cripple him, he
will be out of the way and no threat; thereafter, try
for the element leader, since you'll wind up at his
six o'clock anyway. Never get between a healthy
wingman and his leader; before hitting the leader,
make sure the wingman is killed or incapable of at-
tacking you. When you're sure, you can continue
the attack on the leader and polish off the
wingman later. Do not lose sight of the flight
leader while attacking the wingman; if he knows
his business you won't have time to finish off the
crippled wingman. Just do your damage and get
out of the area, playing it by ear from there.

5. If you have a single aircraft attacking two
enemy aircraft in a single element, the enemy will
often split in the vertical. This is a “‘defensive
split.”” Keep your speed up; one of them will goup
and the other down, forcing you to make a deci-
sion. Generally it is best to take the high man.
Your speed is high and so you can stay with him as
he climbs; in fact, since he'll be starting at a slower
speed, he'll only be able to climb so far before he
has to come down. If you start with a higher speed,
you'll simply outlast the climbing aircraft and get
a kill. The low man will be getting into the action

as well, but he must climb to do so, losing speed
along the way.

If you see that the high man is going to be too
tough for some reason, switch to the low man.
While the low man is busy trying to climb (and los-
ing speed) you are descending and picking up
speed.

6. When in doubt, attack. This has been said
earlier, but, like other basic principles, it bears
repeating. Experience and coordination are need-
ed to defeat a surprise attack, and a leader can ac-
cidentally hang a wingman out to dry in the confu-
sion, When attacking, take what you can and run.
Aggressiveness and guts will do for a while, but
after that you'll need skill. If it looks as though the
enemy is finally coordinating his defense, you
must decide either to stay or separate; if you're
new at the game, separation is your best bet unless
you have a real advantage. Maneuver your aircrafl
like every pilot you run into is the best the enemy
has.

7. While it's good to be aggressive, aggressiveness
should be tempered with judgement. If your fangs
are too long and you attack in a rash and im-
petuous manner, sooner or later you will meet an
opponent who specializes in defanging people like
you. You would be surprised at how many overly
aggressive pilots let their fangs grow too long and
wind up in the ground while the cool old heads are
having a tall cool one at the O-Club bar.

Defense

Often, the formation you fly in is not one of your
choosing. Because of the limitations of a scenario,
you may be forced to fly in a less-than-desirable
formation.

With two or more aircraft, you will normally be
spread into two elements. When one of the
clements is attacked, your response should depend
on the range from the attacking aircraft 1o the
defender. If the attacker was discovered late,
break hard into the attack: mutual support may be
temporarily lost, but the free element should
manewver as quickly as possible to get back into
the battle. Defense must be as carefully coor-
dinated as offense; if you lose and don't regain
mutual support, you will lose the battle.

The engaged element should take the attacker to a
position favorable to the free element, if possible.
If the engaged element is composed of two aircraft
and the attacker is in firing position, a defensive
split should be considered. A defensive split, as
noted above, sends one aircraft high and the other
low, forcing the attacker to commit himself.
However, since this will result in the loss of mutual
support within the element, it must be considered
as a last-ditch maneuver. Once the attacker com-
mits himself, try to sandwich him. This is also
what the free element should be trying to do.

If the attacker was spotted farther out, and he ap-
pears to be going for, say, the left element, that
element should start a defensive turn to the left, in
the hopes of suckering the attacker into following.
The right element can then slice left and sandwich
the attacker. The engaged element should also
dive, while the free element climbs; this will allow
the free element a height advantage which it can
convert (o a speed advantage during its attack.

Conclusion
However, even with all the modern, sophisticated
aircraft around today, air combat has remained ef-
fectively unchanged from its inception over fifty
years ago. If you remember nothing else from this
manual, remember the words of Manfred von
Richthofen: **Rove your assigned airspace, spot
the enemy, shoot him down, and anything else is
rubbish."

Damian Housman
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[101.0] INTRODUCTION

Air War "80 expands upon and modifies the game
of Air War. It includes a number of different
elements:

1. Fourteen new aircraft types: the MiG-19/F-9,
Hunter, Meteor, Harrier, Mirage F-1, Lightning,
Draken, Viggen, Su-15, A-6, F-100, F-104, F-
106, F-8 and five new air-to-air missiles are in-
cluded. In addition, the charts of many aircraft in
the original Air War game have been modified to
reflect other versions or to show new information
that has come to light. In addition, the *‘MiG-29""
of the original game has been replaced by the
“AAF(L).”

2. A new and improved addenda. This is more
than addenda in the standard sense of the word,
which accounts for its considerable length. It is
keyed to the original rules and contains many
changes, additions, and options not included in
the original game. In this sheet, not only have we
corrected errors, we have expanded parameters.

3. New additional rules. These include new ma-
neuvers for aircraft, improved air-to-ground rules
which include the forward motion of bombs, spec-
ial rules for individual peculiarities of aircraft
types, and special rules for different types of air-
borne weapons systems.

4. Fourteen new scenarios, Twelve historical and
two “‘type’’ scenarios running the gamut from
MiG Alley in 195] to the Golan Heights in 1979 —
all exciting, informative situations,

[102.0] NEW MANEUVERS
COMMENTARY:

These are more maneuvers which aircraft may per-
form in addition to those listed in Section 11.0 of
the original Air War rules. All the conditions that
apply to the maneuvers in Section 11.0apply to the
maneuvers in this Section. These maneuvers are
procedurally identical and are additions to the ma-
neuvers in the original rules.

CASES:

[102.1] DIVING VERTICAL ROLL

[102.11] Prerequisites

The aircraft must be in the Push-Through with
wings banked at zero degrees or 180 degrees to exe-
cute a Diving Vertical Roll.

[102.12] Procedure

An aircraft making a Diving Vertical Roll is turned
zero 1o six hex points in place by the owning Play-
er, and its Turning Indicator may be placed in any
box. The Flight Attitude Indicator is rolled four
Movement Points at no movement cost.

[102.13] Requirements and Postrequisites
Aircraft which have a zero listed for their “*Turns
in Push-Through'' on the Flight Parameters Chart
may go from a Type I11 Dive to a Push-Through,
execute a Diving Vertical Roll, and return to a
Type 111 Dive all in the same Game-Turn. Further-
more, if the aircraft has a Turning Mode of 3 or
less at the Movement Allowance and Altitude at
which it performed the Diving Vertical Roll, it may
be placed in a Type I1 Dive rather than a Type 111
Dive after performing the Diving Vertical Roll.

Aircraft with a 1 or a higher number listed for their
“Turns in Push-Through™ on the Flight Para-
meters Chart, must immediately be placed in a
Push-Through, with the following exceptions:

1. If the aircraft was not turned orif it turned only
one hex point, the aircraft may be placed ina Type
111 Dive immediately after completing its Diving
Vertical Roll, {f the number listed for **Turns in

Push-Through" is 1. If the number is 2 or greater,
the aircraft is placed in a Type 111 Dive on the sub-
sequent Game-Turn’s Movement Phase.

2. If the aircraft was turned two or three hex
points, it must remain in a Push-Through for at
least half (rounding up) of the number of Game-
Turns indicated in “Turns in Push-Through™
before it may pull up intoa Type 11 Dive.

3. If the aircraft was turned four to six hex points,
it must remain in a Push-Through for the full
number of **Turns in Push-Through’ before be-
ing placed ina Type 111 Dive.

[102.2] CLIMBING YERTICAL ROLL

[102.21] Prerequisites
The aircraft must be ina Pull-Through with wings
banked at zero degrees or 180 degrees.

[102.22] Procedure

An aircraft making a Climbing Vertical Roll is
turned zero to six hex points in place by the owning
Player, and its Turning Indicator may be placed in
any box. The Flight Attitude Indicator is rolled
four Movement Points at no movement cost.

[102.23] Requirements and Postrequisites
Aircraft with a zero or | listed under “*Game-
Turns in Type 11 (or I1 or 1) Climb** on the Flight
Parameters Chart, may enter a Pull-Through on
the same Game-Turn that they enter a Type I11
Climb.

An aircraft starting ina Type 111 Climb with a zero
or 1 listed under **Game-Turns in Type I11 (or 11
or 1) Climb,”" before entering a Pull-Through,
may go from a Type I11 Climb (or Type 11 or Type
I Climb for aircraft which cannot perform Type
111 Climbs) to a Pull-Through, execute a Climbing
Vertical Roll maneuver, and re-entera Type I11 (or
Il or I) Climb all in the same Game-Turn, without
having to decelerate by power through being in a
Pull-Through, as per Case 11.12.

[102.3] HORIZONTAL BREAK

[102.31] Prerequisites

In order to perform a Horizontal Break, the air-
craft must have its wings vertical and be in Level
Flight or a Dive.

[102.32] Procedure

Any aircraft attempting a Horizontal Break must
immediately determine if it departs controlled
flight. If it does depart controlled flight, it does
not perform a Horizontal Break, but rather fol-
lows the Departing controlled Flight Procedure, If
the aircraft does not depart controlled flight, it
may accumulate Turning Points at one Turning
Mode less than its normal maximum for the Move-
ment Phase. At the conclusion of the Movement
Phase, in addition to tne Reduction of the air-
craft’s MA caused by collecting Turning Points at
the Maximum Rate with wings vertical, the MA is
also reduced by the number of Movement Points
required for executing a Break.

[102.33] Postrequisites

The aircraft may not execute another Horizontal
Break until a Game-Turn subsequent to a Game-
Turn in which the aircraft accumulated no Turn-
ing Points.

(103.0] ADVANCED AIR-TO-
GROUND RULES

GENERAL RULE:

These air-to-ground rules are intended to supple-
ment those that appear in the basic Air War rules
by introducing greater realism and complication
into air-to-ground combat.

CASES:

[103.1] FORWARD MOTION OF BOMBS

When an aircraft drops a bomb, bomblet, or na-
palm, the effect of momentum will move the mu-
nition forward. Therefore, the aircraft dropping
the munition will have to be a certain number of
hexes from the target it is attacking when it releas-
es the munitions. This number is determined by
consulting the Effect of Forward Motion on
Bombs Chart [103.16], before the release of the
munitions.

[103.11] When an aircraft releasesa bomb, bomb-
let, or napalm, the owning Player must determine
which hex directly forward of the aircraft it will
impaclt in, if the munition does not scatter. This
hex is referred to as the rarget hex. To determine
what the target hex is, the owning Player performs
the following procedure:

1. He subtracts the altitude of the target from the
altitude of the aircraft dropping the munition.
This only applies, of course, when the target is
above sea level. This difference is the aircraft’s
height Above Ground Level (AGL),

2. The owning Player then consults the Effect of
Forward Motion on Bombs Chart and cross-in-
dexes the aircraft's AGL and the number of alti-
tude levels it dove in the preceding Movement
Phase. This cross-indexing yields a number.

3. The owning Player then multiplies the air-
craft's current Movement Allowance by the num-
ber derived from the Forward Motion of Bombs
Chart. The result is the number of hexes the target
hex is directly ahead of the dropping aircraft.

EXAMPLE: An aircraft drops a munition. It is at
altitude level 17. The target is located on top of a
hill at altitude level 3. The aircraft’s height Above
Ground Level is then 14, In the preceding Move-
ment Phase, the aircrafl dove three levels. The
owning Player now consults the Effect of Forward
Motion on Bombs Chart, cross-indexing the air-
craft's AGL (14) and the number of levels it dove
(3). The number yielded by the cross-indexing is 3.
The owning Player now multiplies this number by
the aircraft’s current Movement Allowance, which
is four. The product of this multiplication is 12,
which is the number of hexes the target hex is from
the hex where the munition was released.

[103.12] If the aircraft releasing bombs, bomblets
or napalm has any Turning Points accumulated,
the munitions will not fall directly straight ahead,
as the aircraft is not pointing straight ahead. In
this case, the munitions sideslip (see Section 9.7).
This is done by referring to the Sideslipping Table
[9.78]. The owning Player consults this table and
moves the target hex laterally one hex depending
on how many Turning Points the dropping aircraft
has accumulated. For example, if the dropping air-
craft has 5 Turning Points accumulated, the own-
ing Player would have to shift the target hex loca-
tion laterally one hex for every 11 hexes the bomb
would travel forward in flight; if the dropping air-
craft had a total of 25 Turning Points accumulated
at the moment the munitions were dropped, the lo-
cation of the target hex would shift one hex lateral-
ly for each two hexes of the munitions' forward
travel. The procedures for determining such lateral
shifts can be found in Section 9.7.

[103.13] The Effect of Forward Motion on
Bombs Chart only has entries for aircraft releasing
their munitions at 52 levels or less above ground
level. If an aircraft is more than 52 levels above
ground level when it releases its munitions, the fol-
lowing procedure is used to determine the extent of
the munitions’ forward motion:

1. The Player divides his aircraft’s height above

ground level by 52, obtaining a whole number and
ignoring any remainder for the moment.



2. The Player then cross-indexes the number of
levels the aircraft dove in the preceding Movement
Phase with 52 on the Effect of Forward Motion on
Bombs Chart. The result indicated on the Chart is
multiplied by the figure obtained in Step 1.

3. On the Effect of Forward Motion on Bombs
Chart, the Player now cross-indexes the number
of levels the aircraft dove in the preceding Move-
ment Phase with the remainder obtained from the
calculationin Step 1.

4. The Player adds the product of the multiplica-
tion in Step 2 with the number derived from the
Chart in Step 3; the sum is then multiplied by the
aircraft's Movement Allowance to produce the
number of hexes that the target is in front of the
hex in which the munition was released.

EXAMPLE: An aircraft with a Movement Allow-
ance of 6, is releasing its munitions from a height
of 126 levels above ground level. The aircraft dove
10 levels in the preceding Movement Phase. The
first step in determining the extent of the muni-
tions' forward motion is to divide 126 by 52. This
yields a quotient of 2, with a remainder of 22.
Next, the Plaver cross-indexes the number of
levels the aircraft dove (10) with 52 on the Forward
Motion Chart. The number thus derived from the
Chart (4) is multiplied by the quotient (2), produc-
ing 8. The Player then cross-indexes the number of
levels the aircraft dove with the remainder from
the first step (22), which yeilds the number 2. This
number is then added to the product from above
(8), vielding the number 10. Finally, 10 is multi-
plied by the aircraft's Movement Allowance (6) to
produce the distance, in hexes, from the munitions
release hex to the target hex. Thus, the target hex is
60 hexes in front of the hex in which the munitions
were released.

[103.14] The time it takes a munition to impact is
determined according to the procedure described
in Case 25.25 and through the use of the Falling
Table (25.93).

[103.15] When certain munitions are used, there
are modifications to the number derived from the
Effect of Forward Motion on Bombs Chart. These
modifications are performed by multiplying the
number derived from the Table with the appropri-
ate coefficient. For example, if the munition being
dropped were napalm, and the number derived
from the Table were 6, the coefficient for napalm
(0.33) would cause the final figure for the determi-
nation of the location of the target hex to be 2. If,
after modification, the final figure is a fraction,
the number is then rounded off to the nearest
whole number.

[103.16] Effect of Forward Motion on
Bombs Chart
(see separate booklet)

[103.2] SCATTER OF MUNITIONS

If a Player whose aircraft has dropped munitions
on a hex, fails to roll the correct probability num-
ber on the Bombing Hit Probability Table (25.91),
the munitions are assumed to have missed the
target hex. They do, however, impact in another
hex. To determine the hex in which the munitions
actually have impacted, the Scatter procedure is
followed.

[103.21] Any munition that does not hit its target
hex will scatter. A munition does not hit its target
hex if the correct probability number on the
Bombing Hit Probability Table (25.91) is not
rolled, This is determined during combat resolu-
tion during the Bombing Phase of a Game-Turn.
If a munition does not hit its target hex, the own-
ing Player must immediately determine where it
actually landed by using the Scatter Procedure be-
fore resolving any further combat.

[103.22] To determine which hex scattered muni-
tions have impacted in, the owning Player must
determine:

1, The direction from the target hex in which the
munitions scattered.

2. The number of hexes away from the target hex
the munitions scattered.

[103.23] To determine the direction away from
the targel hex the munitions scattered in, the own-
ing Player rolls one six-sided die per munition. A
die-roll of one indicates that the munitions have
scattered to the hex row directly north of the target
hex. A die-roll of two means that the munitions
have scattered to the hex row directly to the north-
east of the target hex. Die-rolls of three, four, five
and six mean that the munitions have scattered to
the hex rows to southeast, south, southwest, and
northwest, respectively.

[103.24] Once the direction in which the muni-
tions have scattered has been determined, the own-
ing Player next determines how many hexes away
from the target hex the munitions actually im-
pacted, To do this, the Player rolls one die and
cross-indexes the die-roll result with the Accuracy
Multiple (AM) of the munition of the Munition
Scatter Distance Table (103.26). This shows the
number of hexes away from the target hex that the
munitions impacted.

[103.25] If there are any targets in the hex where
the munitions have actually impacted, those tar-
gets are attacked normally, using the Target De-
struction Table (25.94). However, the Probability
Number of Destruction for each target is reduced
by 50%, rounding fractions down.

[103.26] Munition Scatter Distance Table
(see charts and tables)

[103.3] MORE THAN ONE TARGET
PER HEX

When a munition load strikes a target hex accord-
ing to the procedure set out in Case 25.91, and the
target hex contains more than one target, all the
targets in that hex are subject 10 possible destruc-
tion, as indicated on the Target Destruction Table
(25.94).

[103.31] The Target Destruction Table is consult-
ed for each target in a hex that is hit by a munition
under the procedure of the Bomb Hit Probability
Table (25.91).

[103.32] The following are exceptions to Case
103.31:

Shaped Charges: A shaped charge may never de-
stroy more than one target in a hex.

750 Ib. bombs: Each 750 l1b. bomb may only de-
stroy half (rounding fractions down) of the targets
in a hex. The Target Destruction Table is checked
for only half the targets in the hex.

1000 1b. bombs: Each 1000 Ib. bomb may only de-
stroy three-quarters of the targets in a hex. Thus,
the Target Destruction Table is checked only for
that number of targets.

Rockets: A rocket attack causes no more than four
targets to be checked on the Target Destruction
Table.

[103.33] In those cases where a munition cannot
destroy all the targets in a hex, as outlined in Case
103.32, the Player whose aircraft dropped the mu-
nitions decides for which of the possible targets the
Target Destruction Table will be checked.

[103.4] USE OF ROCKETS

Rockets act differently from other unguided muni-
tions as they move under their own power.

[103.41] For an aircraft to fire rockets at a ground
target, that aircraft must fulfill the following two
conditions:

1. The target must be within a limited tracking
cone of the aircraft, taking into account the air-
craflt's Dive/Climb Type.

2. The target must be within 18 hexes of the firing
aircraft,

[103.42] Neither the Falling Table (25.93) nor the
Effect of Forward Motion of Bombs Chart
(103.16) is used with rockets. Rather, rockets
move like missiles, with a Movement Allowance of
six. A rocket remains in flight for a maximum of
three Game-Turns. Other than that, rockets are
treated exactly as other munitions,

[104.0] SPECIAL AIRCRAFT
RULES

GENERAL RULE:

Certain aircraft types have special capabilities and
limitations that are not shared by other aircrafl
types. In this section, the special characteristics of
CASES:

these aircraft types are described.

+5
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[104.1] F-8 GUN JAMMING
The Mk 12 cannon used in the F-8 Crusader are of
World War 11 design. Because of the way they are
mounted, in the sides of the airplane, the cannon’s
shells often misfeed when the aircraft is engaging
in high-G maneuvering.
[104.11] In any Cannon Combat Phase, the Play-
er must roll two dice for each of his F-8 aircraft en-
gaging in cannon combat that has accumulated
Turning Points at its maximum rate or performed

a Split-S, Wingover, Immelmann, or Break ma-
neuver during the preceding Movement Phase.

[104.12] A die-roll of 4 means that all of the F-8's
cannon have jammed under high-G forces and the
aircraft may not engage in cannon combat for the
remainder of the game. A die-roll of 5 means that
half of the F-8's cannon have jammed, and for the
remainder of the game, or until the rest of the F-8's
cannon jam, the aircrafl is treated as if it had Type
Jcannon.

[104.13] An F-8 that has had half of its cannon
jam must still be checked 1o see if the rest of its
cannon jam during each subsequent Movement
Phase in which the aircraft sustains high-G forces,
as described in Case 104.11. A die-roll of 4 or 5
causes the aircrafl’s remaining cannon to jam.

[104.2] F-4 SMOKE TRAILS

At high power settings, the F-4 Phantom’s engines
make a smoke trail, which makes the Phantom
more visible. Consequently, any F-4 with a Throt-
tle Setting of 4, 5, or 6 has its Size Multiple (for vis-
ual sighting purposes only) increased to 8. At
Throttle Settings less than 4 or greater than 6, the
Size Multiple for visual sighting purposes is 6. This
lower Size Multiple is due to the fact that the
smoke trail disappears when the afterburner is
used or when the Phantom’s engines are at a low
power setting.

[104.3] FOXBAT-A MISSILE LAUNCH
LIMITS

The MiG-25A Foxbat-A has a unique Fire-control
system that limits the way it can fire missiles.

[104.31] The owning Player of a Foxbat-A may
use only AA-6 Acrid missiles on the aireraft, 1t re-
quires eleven Game-Turns for an AA-6 to arm.
The owning Player must announce he is arming an
AA-6 in the Missile Launch Phase eleven Game-
Turns before it can be launched.

[104.32] Each Foxbat-A can have a maximum of
one pair of AA-6 Acrids armed at any one time.




Note that the first pair can be armed soon after
take-off, so a Foxbat- A may begin a scenario with
a pair of armed missiles.

[104.33] AA-6 Acrids are always mounted in
pairs: one heat-seeking, one radar-homing, The
first missile a Foxbat-A mus! fire is always a ra-
dar-homing AA-6. It may however, launch the
heat-seeking missile of that pair in the same Phase
or any subsequent Missile Launch Phase. How-
ever, the AA-6's must be launched in strict se-
quence: radar-homing/ heat-seeking/radar-hom-
ing/ heat-seeking. The only way a missile may be

[104.34] The second pair of AA-6's may not have
their arming procedure started until the Missile
Launch Phase after the first radar-homing AA-6
is fired,

[104.35] The Movement Allowance of the
Foxbat-A may not exceed the Maximum Loaded
MA when carrying four AA-6 Acrid Missiles. The
Movement Allowance may be increased by one for
each missile fired or jettisoned, When all four
missiles are gone, there is no further restriction.

[104.4] THE HAWKER HARRIER

The Hawker Harrier is a unique aircraft that re-
quires unique rules, The Harrier is capable of ver-
tical take-off and landing and, by using its flexible
engine exhaust nozzles in flight, can do things im-
possible for most aircraft,

This use of the exhaust nozzles is termed VFF
(Vectored Forward Flight, pronounced *‘viff'").
The owning Player of any Hawker Harrier aircrafi
may declare, during the Acceleration/Decelera-
tion by Power Phase of a Game-Turn, which Har-
rier will use VFF in the subequent Movement
Phase. Harriers using VFF have the following ca-
pabilities:

1. They can perform a number of maneuvers —
listed in this rules Section—that are not possible 1o
normal aircraft. These are maneuvers as defined as
per Section 11.0.

2. Harriers using VFF are more vulnerable to
heat-seeking missiles (see Section 15.0).

The Harrier is a controversial airplane. The Royal
Air Force and US Marine Corps pilots who fly
them believe they are excellent dogfighters, and
that VFF gives them a powerful advantage. Its nu-
merous detractors consider the Harrier a noisy
toy, a “novelty A-4'" and that VFF is overrated.
These rules, after much study, present a view of
reality close to that of the Harrier jocks. Only ac-
tual air combat will show which view is correct.

[104.41] Vertical Lift VFF:

Reducing Minimum MA
A Harrier using Vertical Lift VFF substitutes en-
gine power for aecrodynamic lift. In this maneuver
a Harrier can reduce its Minimum Movement Al-
lowanceto 1.

In a Climb, a Harrier using this maneuver can re-
duce its Movement Allowance to any amount less
than the maximum, as long as it climbs at least two
levels. Thus, a Harrier using this maneuver can go
“straight up' —which is how they get to **shoot
down'' F-4's,

[104.42] Use of VFF to Pitch And Roll

The Harrier may use VFF to push its nose up or to
the side at a fantastic rate— 30 degrees a second
has been reported.

A Harrier performing this maneuver may, in addi-
tion to any normal flight functions, do one or both
of the following:

1. Move its Attitude Marker one box up or down
on the Flight Attitude Indicator,

2. Allow the Harrier aircraft counter to have its
facing changed by up to two hex points in the di-

rection it is banked. This does not affect the num-
ber of Turning Points accumulated nor does this
require the expenditure of Turning Points. Post
Requisites of this maneuver are:

1. The Harrier's Movement Allowance is reduced
by 2 Movement Points at the end of the Phase,

2. It may not perform this maneuver again in the
same Game-Turn or during the following Game-
Turn—thus, the most often this maneuver could
be performed by an individual Harrier is once
every other Game-Turn,

[104.43] VFF to Reduce Turning Circle
Harriers can use VFF to push them tighter into a
turn by turning the nozzle sideways,

To use VFF to reduce turning circle, a Harrier
must meet all the following prerequisites at the
point during its movement where the owning Play-
er wishes to perform the maneuver:

1. The Harrier's wings must be vertical (banked
90 degrees).

2. The Harrier must have accumulated the maxi-
mum number of Turning Points in the preceding
hex into which it moved. It is allowable that this
hex was entered at the end of the last turn's move-
ment. If these prerequisies are met, the owning
Player may then move the Harrier counter one hex
sideways in the direction it is banked. I the Har-
rier is pointed toward a hexside, it is moved into
the forwardmost of the two hexes on the side of the
hex. If it is pointed toward a hexpoint, it is moved
into the hex directly to the side.

Postrequisites of this maneuver are:

1. The Harrier's Movement Allowance is reduced
by two Movement Points at the end of the Phase.
This is in addition to any Movement Point loss for
accumulating Turning Points at the maximum
rate.

2. It may not perform this maneuver again in the
Game-Turn or during an immediately subsequent
Game-Turn. An individual Harrier may perform
this maneuver a maximum of once every other
Game-Turn.

This maneuver does not affect the number of
Turning Points accumulated, nor does it require
any expenditure or accumulation of Turning
Points.

[104.44] Vertical Lift VFF: Hovering Harriers
Using the jet nozzles downwards gives the Harrier
vertical lift. It can use this to accomplish a number
of maneuvers.

A Harrier can hover. This entails remaining mo-
tionless in a hex while airborne. For a Harrier
using Vertical Lift VFF to hover, it must meet the
following prerequisites,

1. It must be four or fewer levels above the ground
{or sea).

2. Its Movement Allowance must be 2 or less.

A hovering Harrier may remain in the hex it is hov-
ering in. [t can also move and turn in place. A Har-
rier that is hovering, however, has a Movement Al-
lowance of zero. Despite this, it is not subject to
departing controlled flight, nor is it immobile. A
Harrier that is hovering at the start of a Movement
Phase may perform both or either of the following
maneuvers if it wishes 1o remain hovering: it can
change facing in place, as many hex-points as is
desired; or it can move to any adjacent hex in the
aircraft's forward arc.

Otherwise, a hovering Harrier is treated as a nor-
mal aircraft. When it leaves hovering flight (put-
ting the nozzles aft), its Movement Allowance be-
comes equal to its Throttle Setting automatically,

[104.45] VFF to Gain Altitude
Harriers using VFF can gain altitude levels—in ef-
fect, climb—while in Level Flight. This is possible

because of the vectored thrust of the engines, The
number of altitude levels gained in this way is lim-
ited to 2 at LO and ML Altitude Groupings at
Throtile Settings of 3 or more, and to 1 level at all
other times. This gaining of altitude is performed
in lieu of any other VFF maneuver in that Move-
ment Phase. Note that it can be performed in con-
junction with Vertical Lift VFF (104.44)—a most
effective tactic in a climbing battle.

[104.46] Harrier Yulnerability When Using VFF
Harriers are more vulnerable to Heat-Seeking
Missiles than normal aircraft when using VFF
because of the huge amount of thrust they
generate. The effects of this are:

1. Harriers using VFF always have High Heat-
Emission Signatures for purposes of Case 15.27.

2. All heat-seeking missiles have improved capa-
bilities when homing in on a Harrier using VFF, If
the Harrier has used VFF in its preceding Move-
ment Phase, all heat-seeking missiles may home in
on it from any arc except the Forward Arc,

[104.5] KFIR FLAMEOUT

The Israeli Kfir C2 fighter has a tendency to
“flame out” when it fires Shafrir or Sidewinder

air-to-air missiles, before 1980.

[104.51] Whenever a Shafrir heat seeking missile
is fired from a Kfir C2, the owning Player must
roll two dice for each Shafrir. A probability num-
ber of 3 means that the Kfir has flamed out.

[104.52] A flamed-out aircraft has its Throttle
Setting reduced to 1 (idle). The aircraft immediate-
ly undergoes fade-back deceleration (see Case
8.55). When the aircraft’s Movement Allowance
becomes less than the aircraft’s minimum Throttle
Setting, the owning Player must roll to see if the
aircraft departs controlled flight (see Case 10.8). A
flamed-out aircraft must go into a Type 1 Dive
normally and stay there until the engine restarts
(see Case 104.54) or it departs controlled flight.

[104.53] A flamed-out aircraft is considered to be
in a loaded condition (see Section 17.0). Moreover,
a flamed-out aircraft may not engage in any sort
of combat and it may not attempt to sight, either
visually or by radar (the pilot has his hands full
just trying to fly the thing). A flamed-out aircraft,
however, may jettison weapons and munitions
normally.

[104.54] Each  Acceleration/Deceleration by
Power Segment, the Player rolls two dice for each
of his flamed-out aircraft to see if the aircraft's en-
gine has restarted. A probability number of 9 is re-
quired to restart. Once an aircraft’s engine has re-
started, the engine may accelerate normally, begin-
ning with the same Segment in which it restarts.

[104.6] THIRD GENERATION LOOK-
DOWN, SHOOT-DOWN CAPABILITY

Three aircraft have third generation look-down,
shoot-down capability: The Foxbat-E, the JA 37
Viggen, and the F-14. The only effect of this is that
their Probability Number for achieving radar
lock-on is not reduced because of the height of the
target aircraft or because of the height differential
between the two aircraft. This makes it easier for
these aircraft to shoot down low-flying aircraft
with radar-homing missiles while they remain at
high altitude. Note that the F-14 loses this ability
when the target aircraft is over hilly or moun-

tainous terrain — surface clutter interferes.
* 7
Huntar

[104.7] HAWKER HUNTER SELECTIVE
CANNON USE

The Hawker Hunter has the unique capability to

fire half its four cannons at one time, conserving



ammunition., The owning player of a Hawker
Hunter has the option to convert, at any time, one
of the Hunter’s four ““Type P’ cannon shots into
two “Type G’' cannon shots, The owning player
may mix the two types of fire as he wishes.

[105.0] AIRCRAFT USE

The following additional aircraft are used by
various air forces as follows:

Viggen: Sweden AJ-37 (71-); JA-37 (76-)
Draken: Sweden (57-); Denmark (69-); Finland
(68-)
Crusader: U.S. Navy (A: §7-; D: 59-; E: 62-);
French Navy (65-); Phillipines A.F. (F-8E: 79-)
SU-15 Flagon: Soviet Union (Flagon-A: 67-;
Flagon-E: 73-)

Foxbat-E: Soviet Union (78-)

AA (F)-L: Soviet Union (83-)

MiG-19: Soviel Union (54-69); Czechoslovakia
(58-); China (61-); Cuba (64-); Indonesia (61-65);
North Korea (58-); Syria (64-); Albania (65-);
China (61-); Pakistan (68-); Tanzania (71-);
Vietnam (71-). All are Farmer-C except early
Soviet and Czech.

F-9 Fantan: China (78-); Egypt (?79-)

F-100: USAF (C: 56-; D: 58-; F: 58-; WW: 64-66);
France (58-77); Taiwan (61-); Turkey (61-);
Denmark (61-)

A-6E: U.S. Navy and Marines (67-); EA-6A (67-);
EA-6E (72-)

Harrier: RAF (68-); USMC (72-); Spanish Navy
(72-); Indian Navy (81-); China (82-)

Lightning: RAF (62-); Saudi Arabia (65-)
Hunter: RAF (57-); Royal Navy (57-); Abu Dhabi
(68-); Chile (59-); India (61-); Iraq (65-); Kenya
(64-); Kuwait (68-); Lebanon (58-74); Oman (68-);
Peru (62-); Qatar (68-); Rhodesia (63-); Singapore
(68-); Switzerland (59-); Jordan (62-68)

Melteor: RAF (48-58); Australia (51-53); Brazil
(48-68); Egypt (52-58); Israel (52-62); Ecuador
(54-); Venezuela (54-69); Syria (52-59)

F-104S: Italy (68-); Turkey (72-)

F-104C: Pakistan (64-); USA (58-74)

F-104G: W. Germany (63-); Netherlands (64-);
Italy (64-); Norway (63-); Taiwan (63-); Turkey
(65-); Greece (66-)

RF-104G: Netherlands (66-); Taiwan (66-)
F-104J: Japan (64-)

Mirage F.1: Egypt (75-); France (73-); Kuwait
(74-); Morrocco (75-); South Africa (74-); Spain
(75-); Ecuador (78-); Greece (77-); Iraq (79-);
Libya (79-)

F-86D & L: USAF (54-68); Denmark (58-66);
France (58-67); Greece (58-71); Phillipines
(60-68); Turkey (58-69)

F-86K: France (56-); Italy (56-68); Netherlands
(62-67); Norway (62-67); Turkey (64-68);
Venezuela (64-); Honduros (75-)

F-5A: Canada (67-); Brazil (70-); Thailand (66-);
U.S. (65-66); Netherlands (67-); Greece (67-);
Norway (66-); Spain (67-); Ethiopia (72-);
Morocco (66-); Turkey (72-); Saudi Arabia (72-);
Jordan (72-); Pakistan (71-71)

[106.0] SPECIAL WEAPONS
RULES

CASES:

[106.1] THE AIR LAUNCHED CRUISE
MISSILE

The Boeing Air Launched Cruise Missile (ALCM)
will be a crucial element of US strategic forces in

the closing decades of this violent century. It is a
missile, but, because of its wings and air-breathing
engine, it is treated as an aircraft for all purposes
excepl impacting its target.

[106.11] The ALCM’s characteristics remain con-
stant throughout its flight, regardless of altitude.

Size Multiple: 1

Throttle Setting: 5 (always)
Range: 3,500 hexes

Turn Mode: 4 (always)

Climb and Drive: Use SAM-D Climb and Dive
Tables

Damage Capacity: |

[106.12] Before a scenario in which an ALCM is
to be used (i.e., while the carrying aircraft is still
on the ground), the owning Player must write
down:

1. Any turns the ALCM will make once leaving its
launch hex.

2. Whataltitude level it will fly at.
3. Itstarget hex(es).

If this information is not provided, or if the Player
wishes to disregard it (i.e., ‘‘blank out™ the
ALCM's memory) the ALCM will fly straight and
level after diving (or climbing) to an altitude of 1
level.

ALCM'’s fly like aircraft. They have terrain fol-
lowing radar and will climb over any obstacles to
maintain their pre-programmed cruising altitude,
diving back to this altitude once the obstacle is
passed over.

[106.13] ALCM’s may be shot down like any air-
craft.

[106.14] To impact a target hex, nuclear-armed
ALCM's must fly into the target hex. Nuclear-
armed ALCM'’'s (most are) need only fly into the
hex at any altitude of 80 levels or less. Bomblei-
armed ALCM's may fly at any altitude, but the al-
titude will affect their accuracy. Bomblet-armed
ALCM’s drop their munitions just like a conven-
tional bomber. Bomblet-armed ALCM's are
treated as carrying six loads of A-T or A-P bomb-
lets. Bomblet armed ALCM’s may have up to six
target hexes, bombing each one in turn. The Ac-
curacy Multiple for all ALCM’s is 4. Normal
bomb-dropping procedures are used to determine
which hex either the entire ALCM explodes in, if it
is nuclear armed, or where the bomblets hit their
targets, if the ALCM is bomblet-armed.

[106.15] Use of the ALCM is currently intended
to be limited to B-52's, each of which will carry
four, and A6E’s which will carry two. This may be
extended to the Tornado, A-7 and F-4 aircraft
when the ALCM enters service in the early 1980s.

[106.2] BLIVETS

A Blivet is a big, unguided, nuclear tipped air-to-
air rocket. The only Blivet used in Air War is the
AIR-2 Genie which can be used only by F-106"s of
the USAF once the National Command Authority
has authorized the use of such weapons.

[106.21] Blivets are similar to normal air-to-air
missiles with one key exception: they are un-
guided. The direction a Blivet will travel is deter-
mined at its instant of launch. A Blivet will always
travel in the same Attitude the Launch aircraft was
in at the moment of launch. Thus, if the launch
aircraft was in a Type I1I Climb at the moment of
launch, the Blivet must remain in a Type III Climb
for all its movement. In types of Climbs and Dives
in which the Blivet has more than one alternative
of how far it goes forward or how far it will travel,
the owning Player may select any one of these
alternatives, but, again, it must be used every
Game-Turn. Blivets may never accumulate Turn-

ing Points. They retain the Turning Points the
launch aircraft has at the moment of launch, as a
normal missile does.

[106.22] Performance of the AIR-2 Genie is iden-
tical to the Red Top AAM. Use that missile’s chart
for performance statistics.

[106.23] A Blivet is not armed until it has travelled
13 hexes. After it is armed, it will detonate when-
ever it enters a hex within 12 hexes of an enemy air-
craft and exiting that hex in the Blivet's straight-
ahead course would make it further away from the
enemy aircraft than it was in that hex. At this
point, the nuclear warhead explodes in a very im-
pressive visual display. All aircraft within 12 hexes
are destroyed. Any aircraft from 13 to 18 hexes
range from the detonation are not automatically
destroyed; rather, they are treated as if hit by a
Type A cannon and damage is resolved normally,
Remember that 2 altitude levels equal 1 hex for
range purposes.

[106.3] AIR-TO-AIR ROCKETS

Air-to-air rockets were developed in the late 1940s
and early 1950s from the German R4M. They were
intended to be used against heavy bombers,

[106.31] Air-to-air rockets must be fired in
multiples of eight. They are fired during the can-
non combat phase of a game-turn. For an air-to-
air rocket-armed aircraft to actually fire these
weapons, it must meet the following conditions:

1. The target aircraft must be in a limited tracking
cone from the firing aircraft.

2. The firing aircraft must be in either the forward
oraftarc of the target aircraft.

3. The target aircraft must be at a range greater
than two hexes and equal to or less than a range in
hexes equal to the firing aircraft’s Movement
Allowance plus eight — never more than 15.

[106.32] The target must be the closest aircraft
(enemy or friendly) in the firing aircraft’s limited
tracking cone. In addition, all aircraft within two
hexes of the target aircraft that also meet the above
requirements are attacked as well.

[106.33] The basic PN of an eight-rocket salvo
hitting a target aircraft is 5. Subtract | for each size
multiple of the target aircraft less than 7. Subtract
1 for every five hexes of range separating the firing
aircraft from the target. Minus 50% of the
modified PN if the firing aircraft is in the target
aircraft’s rear arc. An aircraft hit by an air-to-air
rocket salvo uses Cannon table “*M" to resolve
damage. An aircraft may not fire cannon in the
same cannon combat phase as it fires air-to-air
rockets.

[106.34] Air-to-air rockets are now obsolete, but
in the 1950s and early 1960s they were carried by
F-8A’'s (24), F-86D and K (24), Mystere (16, not in
Israeli service), MiG-17A (16), MiG-19A and B
(24).

[106.4] ECM SPECIFICITY

The radar jamming tables (24.71 through 24.74)
show the ability of specific jammers or internal
jamming systems to jam enemy radars. In addition
to the limits shown in those charts, however, cer-
tain jammers are ineffective against certain radars,
The following chart shows a number of jammers
which cannot jam certain radars. This is in addi-
tion to any restrictions in Case 24.7,

Jamming System or Radars Unable to he

Aircraft Internal Jammed

Jammer

DB-3163 SA-2, SA-6, Soviet
(French) AAA radar
ALQ-T1 all except Soviet

AAA, MiG-19,
MiG-17



ALQ-105 SA-6

EF-105 (early) SA-6, MiG-21 (late),
MiG-23, MiG-25

EA-6A SA-3, SA-6,

A-7 pre-1974 SA-6, Hawk,
MiG-19, 21, 23,
Lightning, Jaguar

MiG-25, MiG-27, SA-2, SA-66, AAA,

SuU-19, TU-26 MiG-19

internal jammers

[107.0] HISTORICAL
SCENARIOS

CASES:
[107.1] INTRODUCTORY SCENARIOS

In the following scenarios, no air-to-air missiles
are used. Players may play these scenarios by read-
ing Rules Sections 1.0 through 13.0, plus Section
17.0, without knowing the rest of the rules.

[107.11] Aussies Over MiG Alley
1120, 29 August, 1951

General Situation: Number 77 Squadron, Royal
Australian Air Force, had recently traded in its P-
51D Mustangs for Meteors and was out for MiG.
After several unsuccessful sweeps, at 1120 on 29
August 1951, Squadron Leader Wilson (in Meteor
1) spotted six MiG's. With Flying Officer Wood-
roflfe (in Meteor 2), he dived on the bottom MiG’s.
They soon found themselves in trouble and Flying
Officer Ken Blight (in Meteor 3) and Flight Lieu-
tenant Cedric Wilson (in 4) came down to chase
the MiG’s off Wilson. All shot full of holes, the
Meteors limped back to base. A few miles away,
another flight of four Meteors had met MiG's and
lost one of their number without scoring any kills.
The Meteor was no match for the MiG-15. In their
mess, between tubes of Foster's, the aircrew of 77
Squadron started singing *“*All We Want for
Christmas is Our Wings Swept Back” (tune of
“All T Want for Christmas Is My Two Front
Teeth" —lyrics consist of repeating title). It
sounds better after a few lagers when tomorrow is
astand-down.

Map Arrangement:
north

A

B
Royal Australian Air Force
Aircraft Type: four Meteor F.8's
Movement Allowances: 4
Throttle Settings: 4
Energy Pts: 0
Acceleration Pts: 0
Wings: level
Dive/Climb: Level Flight
Missiles: none
Hexes: (#1) BO80S; (#2) B1006; (#3) BOB16;

(#4)B1018

Altitude: 140
Heading: N
Soviet Air Force
Aircraft Type: 6 MiG-15bis's
Movement Allowances: 4
Throttle Settings: 4
Energy Pts: 4
Acceleration Pts: 0
Wings: level
Dive/Climb: Level Flight
Missiles: none

Hexes: (#1) AOT08; (#2) A0710; (#3) A1309;
(#4) A1311;(#5) A1313; (#6) A1113

Altitudes: (#1-2) 120; (#3-6) 160

Headings: SE

Optional Rules:

Sun Direction: North

Land Altitude: 30

The MiG's have not spotted the Meteors at the start
of the scenario, They must fly straight and level
until they visually spot a Meteor.

Game Length: 20 Game-Turns

Victory Conditions: The Royal Australian Air
Force Player receives three Victory Points for each
MiG-15 shot down and two Victory Points for
each that takes enough damage to force it to
operate under Loaded conditions (see 17.0), The
Soviet Air Force Player receives Victory Points in
the same manner, but the totals are reduced 10 two
and one Victory Points respectively. The Player
with the higher total is the winner. If totals are
equal, it is a draw,

[107.12] Return of the Red, Red River Rats
7 March, 1979

General Situation: On 7 March 1979, four pilots of
the People’s Liberation Army Air Force joined the
elite fraternity of men who have been *Down-
town'' — penetrated the dense defenses of Route
Pack Six, the Hanoi/Haiphong area. The four
Chinese F-9's were intercepted by the Vietnamese
F-5E's, scrambled from Hanoi's Noi Bai field,
Though no losses ensued, it marked the furthest
Chinese penetration of Vietnamese airspace.

Map Arrangement:
north
A B
6 D
E F

People’s Liberation Army Air Force
Aircraft Type: four F-9 Fantans
Movement Allowances: 4
Throttle Settings: 4

Energy Pts: 2

Acceleration Pts: 6

Wings: level

Dive/Climb: Level Flight
Missiles: none

Hexes: A1102, A0903, A1304, A1105
Altitude: 24

Heading: SSE

People’s Air Force of Viet Nam
Aircraft Type: three F-5E’s
Movement Allowances: 2
Throttle Settings: 6

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Type 1l Climb
Missiles: none

Hexes: E0214,E0414, E0312
Altitude: 12

Heading: NNE

Optional Rules:

Pilot Capability: May be determined using Table 7
for the Chinese and Table 8 for the Vietnamese.

Sun Direction: Northeast
Game Length: 30 Game-Turns

Victory Conditions: Victory is based on the accu-
mulation of Victory Points. The Player with the

most points wins. Victory Points are awarded as
follows: 6 points for each F-SE destroyed, 10
points for each F-9 destroyed. Moreover, the Chi-
nese Player receives one Victory Point for each F-9
on the original six map sections at the end of the
scenano.

[107.2] INTERMEDIATE SCENARIOS

[107.21] Meteors Over Mitla
1600, 31 October, 1956

General Situation: Four Egyptian Meteor F.8's
made an attack against Israeli paratroops advanc-
ing through the Mitla Pass area. The Israelis had a
section of Mysteres as air cover, which intercepted
the Meteors after some had attacked the para-
troopers. The Mysteres downed one and chased
the others home.

Map Arrangement:
north
A B C
D E F
Egyptians

Aircraft Type: four Meteor F.8"s
For other data, see Special Rules.

Israelis

Aircraft Type: two Mysteres

Missiles: none

For other data, see Special Rules.

Game Length: 20 Game-Turns

Optional Rules:

Sun Direction: West

Pilot Capability: One Meteor must be flown by a
Novice.One Mystere may be flown by a Honcho.

Bombing and Ground Installations: See Special
Rules.

Special Rules:

Setting Up the Scenario: All Egyptian aircraft en-
ter the Game map from the west edge of map sec-
tions A and D. They may enter on any Game-Turn
with any Movement Allowances or Throttle Set-
tings. They must enter in Level Flight with wings
level and with no Energy Points accumulated.
They may enter at any altitude level up to 61, The
Egyptian Player must secretly write the Game-
Turn, hex, and altitude of entry for each aircraft
before the game begins. After the Egyptian Player
has written down his entry data, the Israeli Player
may position his two Mysteres anywhere on the six
map segments. They may have any facing, alti-
tude, attitude, Movement Allowance, or Throttle
Setting. They may have no Acceleration or Energy
Points accumulated. Play then proceeds normally.
All aircraft on the map sections are considered to
be in visual contact.

Ground Targets: The Israeli Player must place the
following target markers on the Game-Map at the
beginning of the game:

Building markers (small wood): BO718, E0O701.

Truck markers (trucks): B0907, BO908, B0909,
B0910, E0911, E0912

Tank marker (light AFV): E0913, E0914

Dump marker (ammunition, open): B1015

AA Gun marker (.50 quad): BO816

Each Truck and AFV is armed with one .50 calibre
AA gun. The Israeli Player may use his AA guns as
the rules for ground installations indicate (See
26.0)—he may fire them at Enemy aircrafi.

Armament of Egyptian Aircraft:In addition to
their cannon armament, some, none, or all of the
Egyptian Meteors may carry air-ground muni-
tions. The Egyptian Player may decide which shall
carry such munitions, Consult the Bomb Capacity
Table (28.3) for the amount of these munitions
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each Meteor can carry. Remember that any Meteor
carrying air-ground munitions will be in a Loaded
condition until it drops or jettisons its load.

Ground Elevation: All terrain on map sections A,
C, D and F is considered to have an altitude of
eight. On map section B and E, the terrain in hex
columns 07xx, 08xx, 09xx, and 10xx has an alti-
tude of four. All other hexes in map sections B and
E have an altitude of twelve. Aircraft flying at or
below these altitude levels will fly into the ground.

Victory Conditions: Victory is determined accord-
ing to the number of Victory Points received by the
Egyptian Player.The Egyptian Player is awarded
Victory Points for the following actions:

Destroying truck 1VP
Destroying tank 3vp
Destroying building VP
Destroying ammo dump 4VP
Destroying Quad .50 AA gun 1 VP
Destroying Mystere 6VP
Damaging Mystere (more than 2 hits) 2VP

The Egyptian Player's Victory Point total may be
reduced for actions taken by the Israeli Player. The
Victory Point awards listed below are subtracted
from the Egyptian Player’s total.

Destroying Meteor 4VP
Damaging Meteor (more than 2 hits) 2VP

If the Egyptian Player has a final total of 9 or more
Victory Points, he wins the game; if not, the Israeli
Player wins.

[107.22] Sixty Seconds Over Sargodha
7 September, 1965

General Situation: Wing Commander Mohammed
Alam and his wingman, Flying Officer Masood,
were scrambled to defend their airfield from in-
coming Indian air raids. The two Pakistanis en-
gaged six Indian Hunters. Although their F-86’s
were inferior to the Indian fighter, the Pakistanis
had heat-seeking missiles, which the Indians had
not encountered before, as well as an apparent
edge in skill. All six Hunters were shot down.

Map Arrangement:
north
A B
& D
E F
Pakistani
Aircraft Type: two F-B6's
Movement Allowance: 5
Throttle Setting: 5
Energy Pis: 6
Acceleration Pts: 0
Wings: level

Dive/Climb: Type I Dive
Missiles: 2 Early Sidewinders each
Hexes: (#1) E1401; (#2) E1505
Altitude: B0

Heading: NW

Indian

Aircraft Type: six Hawker Hunters

Movement Allowances: (#1-4) 3; (#5-6)4

Throttle Settings: (#1-4) 4; (#5-6) 4

Energy Pts: (#1-4) 3; (#5-6)0

Acceleration Pts: 0

Wings: level

Dive/Climb:(#1-4) Type 1 Dive; (#5-6) Level Flight

Missiles: none

Hexes: (#1) CO613; (#2) COT14; (#3) C0O814;
(#4) C0915; (#5) E0609; (#6) E0811

Altitudes: (#1-4) 76; (#5-6) 84

Heading: N

Optional Rules:

Sun Direction: Southeast
Pilot Capability: F-86 #1 is flown by a Honcho.
All Hunters are flown by Novices.

Bombing and Ground Installations: See special
rules.

Game Length: 24 Game-Turns

Victory Conditions: The Pakistani Player receives
five Victory Points for each Hunter destroyed and
two for each Hunter that jettisons its munitions.
The Indian Player receives two Victory Points for
each F-86 destroyed. He receives an additional
two points if the pilot of F-86 #1 is killed. (Impor-
tant Note: Shooting at parachutes is not cricket —
the Indian Air Force would not do such a thing).
The Indian Player also receives Victory Points for
destroying any of the targets on the game map,
representing Sargodha field (see special rules):

Parked F-86 3VP
Building SVP
Truck IVP
POL Dump 4VP
Ammo Dump 4VP
AA Gun 2VP

Special Rules: Hunters #1-#4 begin the game with
as much munitions as they are capable of carrying.
The Indian Player may load 750 Ib. bombs, 1000
Ib. bombs (including retarded bombs), or napalm
onto his aircraft within the limitations of the bom-
bing rules and Loaded condition. He may not use
PGM or rockets. The Pakistani Player must place
the following target markers on the game-map at
the start of the game:

Building markers (small masonary): A1212, A1213
Building markers (small steel): A1312

Truck markers (trucks): A1311, A1113

F-86 aircraft counter (parked aircraft): A1211
Dump marker (POL dump, revetted): A1012
Dump marker (ammo dump, revetted): A1216

AA gun markers (40mm AA guns, no radar):
Al217, A0516, A1610, A1208, A0915, A1010,
Al410, A1515

The Pakistani Player may use the 40mm AA guns

as the rules for ground installations (26.0) indi-
cate: he may fire them at the Hunters.

[107.23] Formosa Strails
1300, 13 January, 1967

General Situation: As China suffered in the wake
of the Great Cultural Revolution, some of the rev-
olutionary fervor was directed against a patrol of
four Nationalist F-104G Starfighters north of
Quemoy. The Nationalists, however, showed that
revolutionary spirit was no match for better air-
craft and pilots, as two MiG-19's were downed
without loss.

Map Arrangement:

north
A B
C D
E F
Nationaist G H

Aircraft Type: four F-104G’s

Movement Allowance: 5

Throttle Setting: 5

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 4 Early Sidewinders each

Hexes: (#1) DO710; (#2) D1109; (#3) D0201;
(#4) BO516

Altitude: 105

Heading: (#1-2) SSW (#3-4) SW

Communist

Adircraft Types: twelve MiG-19C’s

Movement Allowance: 5

Throttle Setting: 5

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: (#1) C06907; (#2) C0509; (#3) C0909;
(#4) C1010; (#5) E0607; (#6) E0305; (#7) E1004;
(#8) E1207; (#9) E0616; (#10) GO302; (#11) G1004;
(#12) G1409

Altitude: (#1-3) 80; (#4) 77; (#5) 100; (#6) 99;
(#7) 101; (#8) 103; (#9) 118; (#10) 120; (#11) 112;
(#12) 117

Heading: N

Optional Rules:

Sun Direction: Southwest

Pilot Capacity: F-104G #1 is flown by a Honcho;
MiG-19's #4, #5, #9 are flown by Novices, #11 and
#12 are flown by Turkeys (all the decent pilots
have been denounced as technocrats and sent off
to pick rice—after all, all you need is revolu-
tionary zeal . . ).

Game Length: 45 Game-Turns

Victory Conditions: The Nationalist Player re-
ceives one Victory Point for each MiG-19 shot
down. The Communist Player receives three Vic-
tory Points for each F-104G shot down. The Play-
er with the higher Victory Point total at the end of
the game is the winner. If both Players have the
same Victory Point total, the game ends in a draw.
The game will end before 45 Game-Turns have
elapsed if, at any point during the game, no Enemy
aircraft are within 18 hexes of each other.

[107.24] Battle Overlraq
6 June, 1967

General Situation: During an afternoon strike
against an Iraqgi airfield, the Israeli Air Force suf-
fered one of their few defeats in the 1967 War. A
formation of Mirages was intercepted by Iraqui
Hunters at low altitude, losing three of their num-
ber to one Hunter.

Map Arrangement:
north
A B € D
E F G H
Israeli

Aircraft Type: eight Mirage [1ICJ's

Movement Allowance: 5

Throttle Setting: 5

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: none

Hexes: F1004, F1204, F1308, F1507, F0502,
F0603, FO606, FOT08

Altitude: 4

Heading: NE

Armament: two 1000 Ib. bombs with shaped
charged warheads each,

Iragi

Adircraft Type: eight Hunter F.6s

Movement Allowances: (#1-6) 6; (#7-8) 5

Throttle Settings: 5

Energy Pts: (#1-6) 8; (#7-8) 6

Acceleration Pts; 8

Wings: (#5-6) 45° left bank; all others: level

Dive/Climb: (#1-6) Type | Dive; (#7-8) Level

Flight



Missiles: none

Hexes: (#1) F1214; (#2) F0915; (#3) E1410; (#4)
E1412; (#5) A1516; (¥6) A1216; (#7) BOS09; (#8)
BO611

Altitude: (#1-6) 8; (#7-8) 14

Heading: (#1-2) N; (#3-4) NE; (#5-6) SSE; (#7-8) 5

Optional Rules:

Sun Direction: Northeast

Pilot Capability: Roll for each aircraft, Table 2 for
the Israelis, table 4 for the Iragis (this was an elite
Iragi squadron, combat experienced against Kur-
dish rebels).

Bombing and Ground Installations: See Special
Rules.

Victory Conditions: The Player who achieves the
higher Victory Point total wins the game. If both
Players have the same number of Victory Points,
the game ends as a draw. The Iragi Player is
awarded five Victory Points for each Mirage he
destroys and two Victory Points for each that jer-
tisons its munitions. The Israeli Player receives
two Victory Points for each Hunter shot down and
a number of Victory Points for each target
destroyed through bombing, The Victory Point
awards for bombing targets are as follows:

MiG-15 4VP
Building 4VP
Truck 2VP
POL dump 4VP
Ammo dump 4VP
3Tmm AA gun 2VP
23mm AA gun 1VP

Special Rule: The Iragi Player must place the

following target markers on the game-map at the

start of the game:

Building markers (small masonry): H1212, H1213

Building markers (small steel): H1312

Truck markers: H1311, H1113

MiG-15 aircraft counter (Parked aircraft): H1211,
HI1214, HI218

Dump marker (POL dump, open): H1012

Dump marker (ammo dump, revetted): H1216

AA gun markers (37mm, no radar): HOS516,
H1610, H1208.

AA gun markers (23mm, no radar): HI217,
H1010, H1410, H1515

The Iraqi Player may use the AA guns to fire at air-

craft as per 26.0.

[107.25] Crusaders and Frescoes
21 June, 1967

General Situation: Four F-8E Crusaders from the
carrier Hancock were circling a downed U.S. pilot
when they encountered North Vietnamese
resistance. First, one Crusader stopped a flak shell
and they were then bounced by a flight of MiG-
17s. In a fierce low-altitude dogfight, one of the
Crusaders was shot down. The remainder used
their superior speed to escape, but after the MiG's
broke off, LT Vampatella (in F-8E #4) turned his
F-8E around and evened the score by blasting a
MIiG on its way home to base.

Map Arrangement:  porth
A B C
D E F

U.5. Navy

Aircraft Type: four F-8E's
Movement Allowance: 4
Throttle Setting: 4

Energy Pis: 0
Acceleration Pis: 0
Wings: level

Dive/Climb: Level Flight

Missiles: 4 Early Sidewinders each

Hexes: (#1) A0T05; (#2) 0709; (#3) F0310; (#4)
F1617

Altitude: (#1 and #2) 7; (#3and 4) 14

Heading: NNW

Damage: F-8E #4 has already taken four Damage

Points

People’s Air Force of Vietnam

Aircraft Type: six MiG-17C's

Movement Allowance: §

Throttle Setting: 5

Energy Pts: 0

Acceleration Pis: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 2 Arolls each

Hexes: (#1) A1214; (£2) A1015; (#3) A1516; (#4)
BO117; (#5) D1210; (#6) D1412

Altitude: (#1-4) 10; (#5-6) 14

Heading: N

Special Rules: All terrain is considered 1o be two

levels high. Any aircraft flying at level 1 or 2 hits

the ground. All hexes are assumed to have clouds

in them at level 16 except any hex within two hexes

of hex 0809 in any map (gaps in the overcast).

Oprional Rules:

Sun Direction: West

Game Length: 20 Game-Turns

Victory Conditions: The Player who achieves the

higher Victory Point total wins the game. The U.S.

Navy Player is awarded one point for each F-8E on

map sections A and B of the original map arrange-

ment and one point for each MiG-17 shot down.

The North Vietnamese Player is awarded two Vic-

tory Points for each F-8E shot down. If both

Players have the same Victory Point totals, the

gameisadraw.

[107.26] Over Tawi Bridge
8 December, 1971
General Situation: In a resurgence of Pakistani air
activity over the Western Front, Pakistani MiG-
19's made a strike at Indian close-support air-
craft. In this case, the intended victims, a flight of
Indian Hawker Hunters, turned the tables on the
Pakistanis and destroyed three MiG-19's for the
loss of one of their own number.
Map Arrangement:
north
A B
C D
Indian A.F.

Aircraft Type: four Hawker Hunters

Movement Allowance: 4

Throttle Setting: 5

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Type | Climb:

Missiles: none

Hexes: (#1) C1004; (#2) C1202; (#3) B0912; (#4)
B1009

Altitude: 5

Headings: (#1-2) NNW; (#3-4) NW

Pakistani A.F.

Aircraft Type: four MiG-19's

Movement Allowance: 5

Throttle Setting: 5

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 2 Early Sidewinders each

Hexes: A1002, A1202, A1305, A1307 .
Altitude: 4

Heading: NE

Optional Rules:
Sun Direction: Northeast

Victory Conditions: Each Player receives two Vie-
tory Points for each Enemy aircraft shot down,
one for each Enemy aircraft that takes enough
damage for it to operate under Loaded Conditions
(17.0), and in addition, the Indian Player receives
Y2 Victory Point for each Hunter that is not shot
down. The Player with the greater number of Vic-
tory Points at the end of the game is the winner. If
the Players have an equal number of points, the
gameisadraw,

[107.3] COMPLEX SCENARIOS

[107.31] The Death of Major Lodge
10 May, 1972

General Situation: A flight of the 555th Tactical
Fighter Squadron, the *“*Triple Nickle MIG
Killers,"" were on MiGCAP when they picked up a
flight of MiG-21's on their radar. Leading the
flight in F-4D #1 was Major Robert A. Lodge with
Capt, Roger Lochner in the back seat, a pair which
had already accounted for two MiG's. Flying
Lodge's wing in #2 was Ist Lt. John Markle and
Capt. Stephen Eaves in the back seat. Leading the
second element in #3 were two new guys, Capl.
**Steve’’ Ritchie and Capt. Chuck de Bellevue,
covered by Ist Lt. Tom Feezel and Capt. Lawrence
Pettit in #4, All four F-4D’s engaged the MiG-21"s
at long range with ATM-7 Sparrows. The MiG's
must have seen the missiles too late; Lodge's,
Markle's, and Ritchie's Phantoms all scored kills
within a few seconds. But now the tables were
turned, as four MiG-19's appeared out of nowhere
and closed in on the Americans’ tails. Led by the
capable Senior Lt. Le Thanh Dao with wo
Americans already to his credit, the MiG-19's had
been part of a tactical sandwich along with the
MiG-21 flight, In a wrning dogfight, Dao got
behind Lodge's Phantom and triggered off an
Atoll, The F-4 was hit and spun into the ground.
Surprised, the rest of the F-4 flight were unable to
destroy any of the MiG-19s,

Map Arrangement.
north
A
B
C
D
E F G
H

People's Air Force of Viet Nam

Aircraft Type: four MiG-21"s (early)

Movement Allowance: 6

Throttle Setting: 6

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: two Atolls each

Hexes: (#1) Al115; (#2) A1313; (#¥3) A0713;
(#4) AD409

Altitude: 70

Heading: S

.5 A.F.

Aircraft Type: four F-4D's
Movement Allowance: 7
Throttle Setting: 7

Energy Pts: 0



Acceleration Pts: 0

Wings: level

Dive/Climb: Type | Climb

Missiles: All aircraft have four AIM-9D, two
AIM-TD

(note that eight missiles are in flight as the scenario

begins)

Hexes: (#1) FO612; (#2) FO317; (#3) F1115; (#4)
F1417

Altitude: 64

Heading: N

Optional Rules:

Sun Direction: East

Pilot Quality: F-4D’s #1 and #3 are crewed by
Honchos, MiG-19 #1 is flown by a Honcho.
MiG-21's #2 and #4 are flown by novices.

Game Length: 25 Game-Turns.
Special Rules:

The MiG-21's do not have visual contact with
cither the F-4D’s or the Sparrow missiles at the
start of the scenario, but they use visual or radar
search to attempt to detect them.

In addition to the four MiG-21"s on the map at the
start of the game, the North Vietnamese Player
also receives four MiG-19C’s. These airplanes
enter play in a unique manner to simulate the fact
that they took the Phantoms by surprise. At the
end of each Advantaged Aircraft Movement Seg-
ment, the North Vietnamese Player rolls one die.
If a six is rolled, the four MiG-19’s enter play. The
North Vietnamese Player may place them in any
hexes on the edges of map segments E, G, and H.
Each MiG-19 Farmer-C may have any Wing At-
titude and permissible Movement Allowance and
Throttle Setting the North Vietnamese Player
chooses, Moreover, they may be in any Type climb
or Level Flight. Each MiG-19 is armed with two
Atolls. Each has accumulated no Energy or Ac-
celeration Points. The North Vietnamese Player
may choose each MiG-19's heading. Finally, the
Altitude of each MiG-19 when it is placed on the
map, must be within 10 levels of the Altitude of an
F-4.

Each F-4 has a radar lock-on on one of the
MiG-21's at the beginning of the game. F-4 #1 is
locked on to MiG-21 #3. F-4 #2 is locked on to
MiG-21 #4. F-4 #3 is locked on to MiG-21 #1. F-4
#4is locked on to MiG-21 #2.,

Eight AIM-7D (early Sparrow) radar homing
missiles are already in flight at the beginning of the
game. The missiles, located in the following hexes,
have been in flight for two Game-Turns: #21:
D0313, #22: D0O609, #23: D1111, #24: D1415. The
missiles located in the following hexes have been in
flight for one Game-Turn: #25: F0307, #26:
F0603, #27: F1106, #28: F1407. All missiles are at
their maximum speed, in level flight, and have no
turn points accumulated. Moreover, the missiles
are tracking the MiG-21"s as indicated below:

Missiles #21 and #25 are tracking MiG-21 #4
Missiles #22 and #26 are tracking MiG-21 #3
Missiles #23 and #27 are tracking MiG-21 #1
Missiles #24 and #28 are tracking MiG-21 #2

Victory Conditions: The U.S.A_F. Player receives
two Victory Points for each MiG destroyed and
one point for each which suffers enough damage
to put it into loaded condition. The North Viet-
namese Player receives four points for each F-4
destroyed and one point for each F-4 which suffers
enough damage to put it into loaded condition.
The Player with the higher total of Victory Points
at the end of the game wins. If both Players have
the same total, the game ends as adraw.

[107.32] Over the Golan
June 27, 1979

General Situation: Under pressure from other
Arab nations, the Syrians sent up a gaggle of MiG-
21F’s to intercept Israeli planes striking Palesti-
nian terrorist bases. The MiG’s themselves were
intercepted by the Israeli top-cover, which con-
sisted of Kfirs and American supplied F-15's. The
Israeli’s downed five MiG's without loss, in the
first confirmed combat action of the F-15.

Map Arrangement:
north
A B
C D
E F
Israeli

Aircraft types: two F-15A"s; two Kfirs

Movement Allowance: F-15's: 8; Kfirs: 6

Throttle Setting: 4

Energy Pts: 3

Acceleration Pts: 0

Wings: level

Dive/Climb: Type [ Dive

Missiles: Kfirs: 4 Shafrirs each; F-15's: 4 Shafrirs
and 4 Sparrows each.

Hexes: (F-15 #1) E0806; (F-15 #2) E0407; (Kfir #1)
E1212; (Kfir #2) E1513

Altitude: 47

Heading: N

Syrian

Aircraft: twelve Mig-21F's

Movement Allowance: 4

Throttle Setting: 4

Energy Pts: 0

Acceleration Pts: 0

Wings: level

Dive/Climb: Level Flight

Missiles: 2 Atolls each

Hexes: (#1) B0O717; (#2) B0917; (#3) B0614; (#4)
BO0513; (#5) B1013; (#6) B1213; (#7) B0911; (#8)
B0809; (#9) B0405; (#10) B060S5; (#11) B0303;
(#12) B0201

Altitude: (#1-4) 38; (#5-8) 40; (#9-12) 42

Heading: All SSW

Optional Rules:

Sun Direction: East

Pilot Capability: Both F-15 pilots are Honchos.
Both Kfir pilots are normal. Syrian pilots #1,5, 10
and 11 are novices. Pilots #8 and 12 are turkeys.
All other Syrian pilots are normal.

Victory Conditions: The Israeli Player receives 2
Victory Points for each Syrian plane shot down,
and 1 point for each Syrian plane that takes
enough damage to force it to fly under loaded con-
ditions (planes that are shot down are only worth
two points whether they were previously forced to
operate under loaded conditions or not). The
Syrian Player receives 10 points for each F-15A
shot down, and 5 points for each Kfir shot down.
The Syrian Player does not receive any points for
damaging planes.

[108.0] SCENARIO TYPES

CASES:

[108.1] SCENARIO TYPE EIGHT:
CLOSE AIR SUPPORT

General Situation: Close air support is an air-to-
ground mission performed against enemy troops
which are in contact with friendly troops. It is dif-
ficult because in addition to having to bomb very

accurately, aircraft must also watch for enemy
fighters and ground fire.

Map Arrangement:
north
A B &
D E F

Hills: The 0908 and 0415 hexes of each map sec-
tion are hilltops. They are at an elevation six levels
greater than the rest of the hexes. All hexes adja-
cent to a hilltop hex are four levels above the rest
of the terrain and all hexes two hexes from a
hilltop hex are two levels above the rest of the ter-
rain.

Game Length: 35 Game-Turns

Victory Conditions: Victory is based on Victory
Points. The Player with the higher Victory Point
total at the end of the game wins. If both Players
have the same number of Victory Points, the game
ends as a draw. Each Player receives the following
Victory Points for each enemy target destroyed:

Tank 6 VPs
Light AFV 4 VPs
AA gun 5VPs
SAM launcher 8 VPs

Moreover, for each Enemy air-ground aircraft
destroyed, a Player receives a number of Victory
Points equal to the air-ground point value of the
aircraft. Similarly, for each enemy air defense air-
craft destroyed, a Player receives a number of Vic-
tory Points equal to the air-air point value of the
aircraft, Friendly targets and aircraft destroyed by
mistake count as double point value to the enemy
(due to morale effects).

Deployment: Each Player has four basic forces:

1. A number of air to ground aircraft

2. A number of air defense aircraft

3. Several tanks (positioned on the map at the
start of the game)

4. Several AA guns and SAM launchers (on the
map at the start)

The composition of the air-ground forces and air
defense forces is determined by the Players. They
may do this by mutual consent or they may use a
mutually agreed upon number of points with
which they can **buy’’ air-ground and air defense
aircraft. The cost for an air-ground aircraft equals
its air-to-ground point value, The cost of an air
defense aircraft equals its air-to-air point value.
These values appear on each aircraft’s Aircraft
Performance Chart. The air-ground aircraft are
bought with the air-ground points the Players have
by agreement, while the air defense aircraft are
bought with the air-air points the Players have.

Munitions, missiles, and ECM are determined ac-
cording to the time period and nationality of each
Player’s forces, The Players should consult Sec-
tion 33.0 for available equipment.

Note that usually a good game would have four
air-ground and two air defense aircraft on each
side.

Both sides’ aircraft must enter the map area at any
time in the first three Game-Turns. Each Player
must write down all pertinent entry information
before the start of the game: this includes the air-
craft's entry hex, Movement Allowance, Throttle
Setting, Dive/Climb, Altitude, Heading, muni-
tions and missiles. Player A's aircraft may enter at
any hex on the north edge of the map and Player
B’s aircraft may enter at any hex on the south edge
of the map. Players may choose which Altitude,
Movement  Allowance, Throttle Setting,
Dive/Climb and Heading their aircraft have when
they enter. All aircraft have no Energy Points and
no Acceleration Points, and all have level Wings at
the start of the game.
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As no aircraft have visual or radar contact with
any air or ground targets, the flight of each air-
craft and its search must be plotted as per Case
29.4,

Placement of Ground Targets

Each Plaver places his ground targets on the map
sections at the start of the scenario as follows:

Player A

Tanks: A1017, Al316, A1513, B0415, BO0615,
B0918, B1216, B1515, C0316, C0617.

Light AFV's (APC's): A0416, A0914, B0313,
B0912, B0913, B0914, C0813, C1316, C1617.

Anti-Aircraft guns: A0908, C0908

SAM launchers: BO908

Player B

Tanks: DI1002, DI1601, D1403, E0601, E0901,
E1201, E1503, E0201, E0402, E1401

Light AFV's (APC's): D0302, D0703, E0202,
E0405, E1104, E1409, E1606, E1508, F0903

Anti-Aircraft guns: DO908, F0908.

SAM launchers: E0906

Optional Rules:

The Players may use any or all optional rules, but

the rules for bombing and visual and radar search
must be used.

[108.2] SCENARIO TYPE NINE:

LOW LEVEL PENETRATION
General Situation: This scenario represents an at-
tempt by an aircraft — either a bomber or a tac-
tical reconnaissance aircraft — to get past an in-
terceptor and exit the map area. In the case of air-
craft carrying cruise missiles, all that is necessary is
for the missiles to exit.
Map Arrangement:

north

A B C D E F
Side A (Penetrator)
Movement Allowance: any
Throttle Setting: any
Energy Pts: 0
Acceleration Pts: 0
Wings: level
Dive/Climb: Level Flight
Missiles: as carried by aircraft
Hex: A0901
Altitude: lor2
Heading: W
Side B (Interceptor)
Movement Allowance: cruise speed
Throttle Setting: cruise speed
Energy Pts: 0
Acceleration Pts: 0
Wings: level
Dive/Climb: Level Flight
Missiles: as carried by aircraft
Hex: F0918
Altitude: 22 minimum, 32 maximum
Heading: E
Optional Rules:
All aircraft start the game in visual and radar con-
tact. Players may use any other optional rules.
If the Interceptor (Side B) Player believes that his
aircraft is clearly inadequate to deal with his op-
ponent's aircraft (e.g., Su-15 against a B-52 with
ALCM’s), he may use a second interceptor. The
second interceptor begins the game exactly as the
first does. It must be positioned within four hexes
of the first aircraft.
Game Length: the Game continues until the
peneirator has exited or has been destroyed.

Hills:The 0908 and 0415 hexes of each map section
are hilltops. They are at an elevation six levels
greater than the rest of the hexes. All hexes adja-
cent to a hilltop hex are four levels above the rest
of the terrain and all hexes two hexes from a
hilltop hex are two levels above the rest of the ter-
ram.

Victory Conditions: Victory is based on Victory
Points. The Player with the higher Victory Point
total at the end of the game is the winner. If both
Players have the same Victory Point total, the
game is considered a draw. Victory Points are
awarded as follows:

The Interceptor Player receives:

15 VPs for each ALCM (if used) which does not
exit the east mapedge.
30 VPs foreach penetrator destroyed.

The Penetrator Player receives:

15 VPs for each ALCM (if used) which exits the
east mapedge.

15 VPs for each interceptor destroyed.

20 VPs for each penetrator that exits the east
mapedge

Note that ALCM's which have not been launched
have no effect on the victory conditions. That is,
the Interceptor Player receives no Victory Points
for ALCM'’s that were not launched and did not
exit the east mapedge. Similarly, the Penetrator
Player receives no points for ALCM's that have
not been launched but have exited the east map
edge.

DESIGNER’S NOTES

“A doctor buries his mistakes. A pilot is buried
with his."*

In the original Air War, 1 drew the analogy of the
game as airplane. To continue with the analogy,
this is the **-B"" version. It's still the same basic
airframe, but cleaned up and with additional capa-
bility. Like all improved aircraft, the improved
and updated Air War costs more as well, But the
basic design is the same. I have succumbed to the
temptation to redesign parts of the game by using
addenda. This may well have been a mistake, and |
should have left well enough alone, But 1 realize
now that many of the compromises | made in the
name of playability were really not the best way
things might have been done. Thus, you will see
some compromises removed in the Update and as
a result, things like the Bomb Forward Motion
Chart appear. Many compromises are Loo intrinsic
to the design to be changed. Don’t get me wrong. |
think Air War is a good game. But it reflects the
state of the art circa 1976. One day, however, 1
would like to do another modern air game—1 have
some ideas that 1 think you may find interesting.
But until this replacement comes off the drawing
board, the Mark 11 Air War should be servicable
for hours of flying and combat.

One change that merits some explanation is the
modification to the Turning Modes and Wing-
Overs and Split-S maneuvers. In the original
game, in the name of ease of play, | compromised
rate of turn and radius of turn, both sustained and
maximum instantaneous *“G’" into the concept of
the turning mode, This was probably not the best
decision, I now believe, and in its unmodified
form it will lead to some mistakes. So, in the first
errata sheet, 1 made a ‘‘suggested change’’ and,
‘when that proved effective, I had the Split-S and
Wingover rules changed and Table 9.29 modified.
Thus, you will find that aircraft and missiles turn
slower and at a more realistic radius in the Up-
dated Air War than in the original. You will also
find Immellmanns, Split-S’s, and Wingovers dif-

ferent in the Update. Other maneuvers introduced
in the **New Maneuvers'’ section may alsa change
your Air War tactics somewhat. It was a difficult
decision to do this. | perhaps should have left well
enough alone, but it disturbed me that a compro-
mise should not have been completely effective.

The aircraft that appear in the Update were all
democratically chosen by popular vote of Air War
fans. If any of your favorites are missing, write in
and we shall perhaps update it again. Due to limi-
tations of time and budget, | was unable to take
full advantage of all the possible alteration in the
Charts booklet. I hope you'll be satisfied with
the F-B6A's and early model MiG-15"s which will
open up the glory days of “*“MiG Alley.’" It was not
possible to do everything, and probably not even
worthwhile.

Air War Update owes much to the squadrons of
Air War fans literally all over the world, but spe-
cial thanks must go to Robert Hopkins, an Air
War ace whose unquenchable enthusiasm led him
to originate several of the scenarios, special rules,
and to do the physics behind the bomb forward
travel rule, a superb effort for which 1 am most
grateful. Gray Boak unceasingly championed the
cause of Isaac Newton against my violations of the
laws of physics and lent his aerodynamicist's skills
1o a great deal of the addenda. The ever-dynamic
Damian ‘‘Captain Snake'' Housman put in a
repeat performance, including acting as opponent
for many games of Air War and joining in on the
chorus of many fighter pilot songs. Others who
contributed ideas include Jerry Worley, Terry
Terry, Robert Collins, Martin Spef, and many
more gamers, including all those who sent in game
questions (all of which were xeroxed and studied
for errata). I also had the development help of Joe
Perez and Anthony Buccini, a former F-104 pilot
in the Royal Dutch Air Force. All these gentlemen
are definitely **Sierra Hotel'"!
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AIRWAR ADDENDA

3.0] Addition: Point Values, The Point Values
on each Aircraft Chart are for air-air/air-ground
combal.

[7.2] Clarification: The last sentence at the boi-
tom of the Table means the following: If there is
an Enemy aircraft in the arc between the spotting
aircraft and the sun (an arc that is sixty degrees to-
tal, extending thirty degrees on each side of the line
between the spotting aircraft and the sun), then
that Enemy aircraft is between the spotting air-
craft and the sun for purposes of Initiative die-roll
modifications.

[8.34] Correction: **Acceleration Gauge'' means
Acceleration progress.

[8.44] Clarification: Creeping acceleration may
not occur in a dive when the Movement Allowance
is at the Maximum for that Dive Type. Correction:
Creeping Acceleration may occur when an aircraft
is climbing. Acceleration by power, however, can-
not oceur for those aircraft who are not specifical-
ly capable of it.

[8.53] Addition: There is a limit to the number of
Movement Points an aircraft may lose through
Energy killing maneuvers. In addition to any
Movement Points lost through Climbing and Roll-
ing, an aircraft may only lose the maximum Move-
ment Point cost for any Energy killing maneuver
listed at the appropriate Altitude grouping,

[8.55] Clarification: This case is subject to Case
10.41 and the example of the F-4 pulling out in that
Case should be examined.

[9.13] (Optional) Addition: Aircraft moving to-
ward a hex-point move in a sequence of entering
the right-front hex, then the left-front hex, as
shown in the diagram appended to Case 9.12. This
sequence should not be broken at the conclusion
of a Movement Phase and may be “‘carried over"'
into the subsequent Movement Phase. This means
that an aircraft that has moved toward a hex-
point, and so ended its Movement Phase by enter-
ing the right-front hex, must at the start of the next
Movement Phase, enter the left front hex. Other-
wise, the aircraft would enter two right-front hexes
in a row, forcing it to “slide”’ to the right. Exam-
ple: If an aircraf1 begins its Movement Phase fac-
ing a hex-point and moves directly forward five
Movement Points, Case 9.12 would require the
aircraft 1o enter the hexes in the following order:
right front, left front, right front, left front, right
front (see 9.12 diagram). At the start of the air-
craft's next Movement Phase, however, if the air-
craft wishes to move straight ahead, it would nort
enter the right front hex as might seem to be re-
quired by Case 9.12. Rather, it would enter the left
front hex, carrying on the sequence interrupted by
the end of the aircraft’s Movement Phase, Aircraft
which may *‘carry over” the sequence in such a
manner may be designated by putting an inverted
counter under them.

[9.14] Addition: An aircraft may always roll at
least one point even if it would not otherwise be
capable of doing 50 (e.g., a Loaded Su-7).

[9.22] Clarification: Example: An aircraft with a
Turning Mode of 3 and 25 Turning Points accu-
mulated to the right enters a hex and, by expending
one Movement Point above the normal one Move-
ment Point required to enter the hex, the aircraft
may acgumulate another 20 Turning Points to the
right. In this case, the first 5 Points of these new
Turning Points would require the aircraft counter
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be turned one hex-point to the right. The player
would then be left with 15 Turning Points (the re-
mainder of the 20 accumulated that turn) accumu-
lated to the right. If, on entering the next hex, the
aircraft rolls left and turns to the left, thus accu-
mulating 20 Turning Points to the left, it would
then have § Turning Points accumulated to the
left, as 15 of the Turning Points were required 10
move the Turn Point Marker from 15 Points Right
to 0. Clarification: Aircraft are never compelled
to accumulate the maximum possible number of
Turning Points in a hex. Note that the Aircraft’s
Movement Allowance Marker is not adjusted to
reflect the Movement Allowance in the accumula-
tion of Turning Points or in rolling.

[9.23] (Optional) Addition: Aircraft which have
moved through an odd number of hexes, however,
can “‘carry over” the last hex they entered into
their next Movement Phase. Thus, such an aircraft
may, at the start of the next Movement Phase, ac-
cumulate Turning Points in the hex it occupies
prior to movement. This is normally not permit-
ted, and it is possible here only because the player
“‘carries over’' the Movement Point spent for en-
tering the hex from the previous Movement Phase.
Otherwise, aircraft with an odd Movement Allow-
ance would be disadvantaged. Players should note
such aircraft mentally or place an inverted counter
on them.

[9.26] Clarification: In regard to aircraft which
accumulate Turning Points in a series (e.g.,
5/10/5), the series continues from Game-Turn to
following Game-Turn.

[9.28] Clarification: An aircraft may accumulate
Roll Points and Turning Points both in the same
hex.

[9.41] Clarification: Aircraft may roll atany time
during their Movement so long as they have suffic-
ient Movement Points. Addition: An aircraft (ex-
cept those in a Pull-Through) may be restricted in
the number of Points it may roll in a Movement
Phase to the number of points amount it can roll
without Movement Point cost if, because of the
expenditure of the Movement Point cost for roll-
ing, the aircraft would move a number of hexes
equal to or less than its Minimum Throttle Setting.
Thus, Rolling cannot be used to excessively slow
down an aircraft.

[9.53] Addition; Exception: Aircraft which are in
inverted and in 45° or 135° banks and in Type Il or
1l dives may turn at their Maximum Possible
Turn Mode without losing Movement Allowance
or Altitude as in Rule 9,55, This mancuver is called
a MaxPerf Turn.

|19.55] Clarifications:

1. The Movement Allowance Marker is moved
backwards to reflect the required loss of speed,
and the altimeter is adjusted to show the loss of
one level of altitude after the Movement Phase in
which such losses occur.

2. For an aircraft to have its Movement Allow-
ance and Altitude reduced under this rule, it must
have accumulated Turning Points at its Maximum
Turn Mode while its wings were vertical.

3. Note that the shift in the Movement Allowance
may be partially or completely cancelled out by
Creeping Acceleration in the next Accelera-
tion/Deceleration segment.

4. When missiles turn at their Maximum Rate,
they lose one Movement Point for the whole
Phase, not one Point per hex.

[9.61] Clarification: The aircraft's Movement
Allowance marker is not adjusted downward to
show the effect of Movement Points expended for
Rolling.

[10.28] Clarification: Note that the number
found by cross-indexing the Levels Climbed and
the Movement Allowance or Throttle Setting is the
Maximum Movement Allowance. The aircraft’s
Movement Allowance may be less than this Max-
imum and it can be increased to this Maximum
only through acceleration.

[10.3) Correction: The F-4E is at ML (not LO)
Altitude. Add 60 to all altitude levels to represent
this. Clarification: The Movement Allowance
figures that comprise the body of each aircraft’s
Climb Chart are the Maximum Movement
Allowance possible in that particular Climb, The
Movement Allowance may be, and frequently is,
less than this maximum. Correction: Paragraph
3, (b). Increase the Movement Allowance from 3
to 4. Next turn, it will increase to 5, trying to
““catch up'" with the Throttle Setting.

[10.4] Addition: An aircraft coming out of a dive
into either level flight or a less steep dive has its
Movement Allowance immediately reduced in cer-
tain circumstances. If its Movement Allowance in
the dive is greater than its Maximum Movement
Allowance in level flight or the less steep dive, the
Movement Allowance is immediately reduced to
the Maximum Movement Allowance (if in a Dive)
or the Maximum Throttle Setting (if in level
flight). It is then reduced an additional one Move-
ment Point for the effects of Fade-Back Decelera-
tion (8.55). If the aircraft’s Movement Allowance
is still greater than its Throttle Setting, it must
undergo Deceleration (8.55). Note, however, that
under no circumstances can an aircraft’s Move-
ment Allowance exceed its Maximum Throttle Set-
ting (while in level flight) or its Maximum Move-
ment Allowance as listed on the Dive Table (when
diving). Exceprion: In certain situations, an air-
craft cannot have its MA increased by going from
a higher type of climb 1o a lower type or to level
flight unless it could conceivably have *‘earned"’
the increase through acceleration, either by creep-
ing or by power. Example of prohibited conduct:
An F-4E begins a Movement Segment of its Move-
ment Phase with a Throttle Setting of 8 and a MA
of 2 at ML altitude. The F-4E goes into a Type |
Climb. Its MA increases by | 1o 3 (heading
towards the Maximum MA of 7 for that type of
climb at that throttle setting) due to Creeping Ac-
celeration. The next turn, the F-4E goes into a
Type 11 Climb and climbs the three levels. 1ts max-
imum MA is four, so that its MA increases
through creeping acceleration; it may not exceed 4
s0 long as the F-4E remains in a Type 1 Climb at
ML altitude with a Throttle Setting of 8, On the
next Game-Turn, however, the F-4E could not go
back 1o a Type I Climb and claim the maximum
MA of 7 for climbing one level with a throttle set-
ting of 8, The F-4E cowld do this if it had beenina
Type 11 climb for three Game-Turns, as in that
number of Game-Turns, the F-4E could have
“‘earned'’ (even if it was not able to increase its
MA) the difference between four Movement
Points and Seven Movement Points in creeping ac-
celeration, The fact that it was not actually possi-
ble to so accelerate does not matter, This rule ex-
ists only to prevent a “‘free ride’" acceleration of
aircraft accelerating faster than they otherwise
should by bringing the nose up, then down. It
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would not prejudice the ability of, say, an F-4E at
ML altitude with a Throttle Setting and Movement
Allowance of 8 in level flight from: on the first
Game-Turn it goes into a Type | Climb, climbs one
level, MA of 7; Game-Turn 2: goes into a Type 1l
climb, climbs three levels, MA of 4; Game-Turn 3:
Returns to a Type | climb, climbs one level, MA of
7. Remember that Movement Allowance is the
horizontal component of true velocity.

[10.41] Addition: If an aircraft pulls out of a dive
(e.g., goes 1o a shallower type of dive or level
flight) it must undergo Fade-Back Deceleration
(8.55) for one Game-Turn if the difference bet-
ween the aircraft's Throttle Setting and Maximum
Movement Allowance is more than one, and for
one additional Game-Turn for every two Move-
ment Points difference between the aircraft’s
Throttle Setting and Movement Allowance. Ex-
ample: An F-4E comes into level flight from a
Type | dive at LO altitude with a Movement Al-
lowance of 10. It goes into level flight with a Move-
ment Allowance of 7 and its Throttle Setting re-
mains at 3. On the first turn in level flight, the
Movement Allowance is reduced to 6 (7 for the
Maximum Movement Allowance and one for
Creeping Deceleration), On the next Game-Turn,
it is reduced by one as the F-4 has a difference of 3
(more than 2) between its starting Movement Al-
lowance and its Throttle Setting.

[10.42) Clarification: The figures on the Aircraft
Performance Charts Dive Tables under the **Lvls
Dvd'* column represent the maximum number of
levels that can be dived at that type of dive (e.g., on
the F-4 dive table, LO altitude, the four possible
dives — two Type | and one each Type 1l and Type
111 — are for 1-2, 3-5, 6-15, and 16-18 levels re-
spectively). If an aircraft goes from one Type of
dive to another with less of a Maximum Movement
Allowance (e.g., a MiG-17 diving at the Maximum
Movement Allowance of 6 in a Type Il diveat LO
Altitude going into a Type 111 dive), its Movement
Allowance cannot exceed the Maximum Move-
ment Allowance for the new Type dive and must
be reduced if necessary.

[10.45] Addition: Reduction in levels dived. Air-
craft in a Type Il or 11 dive (nor a Pull-Through)
have the maximum number of levels they can dive
reduced if their Movement Allowance is less than
the Maximum permitted at that Altitude. For
every Movement Point less than the Maximum
Movement Allowance in that type of dive that an
aircraft has at the start of its Movement Phase, the
maximum number of levels it can dive that Game-
Turn is reduced by one. Thus, an F-4E with a
Movement Allowance of 5 making a Type [ dive
at LO Altitude could lose only 14 levels — four less
than the maximum — because its Movement Al-
lowance is also four less than the Maximum,

[10.5] Correction: Third Paragraph, fourth line:
“‘one Movement Point”' should be **No Move-
ment Points.”" Fifth Paragraph, fifth line: “two
different kinds'' should read **one kind.""

[10.64] Clarification: Note that the sums of a and
b (where applicable) are added together before be-
ing divided by three. Deletion: Delete the last
senlence,

[10.67] Clarification: Energy Points are not ex-
pended (except for Pull-Ups) in a dive.

[10.68] Clarification: The one Energy Point loss
due to Case 10.67 must count toward the loss in
Energy Points required by Case 10.68. Energy
Points lost under the provisions of Case 10.68,
however, do not receive the benefits of Case 10.67.

[10.69] Addition; An aircraft which accumulates
Turning Points at its maximum rate with its wings
banked vertically in the same Movement Phase as
it dives, has the amount of Energy Points it accu-
mulates reduced by 50%.

[10.81] Clarification: Aircraft that begin a
Movement Phase with a Movement Allowance of
zero are subject to departing controlled flight. Ad-
dition: An aircraft is also subject to departing
controlled flight if it does not move at least one hex
ang is not in the steepest type of climb the aircraft
can make or in a Pull-Through. Addition: Air-
craft in a Type 11 or 111 Climb or a Pull-Through
are subject to departing Controlled flight only if
their Movement Allowance is zero or they have not
entered another hex in that Movement Phase and
the aircraft has climbed a number of levels less
than a sum equal to twice the aircraft's Minimum
Throttle Setting. Correction; **Change” should
read ‘‘chance.” Clarification: An aircraft is sub-
ject to departing controlled flight if, in a Move-
ment Phase throughout which it is in Level Flight
or a dive, the aircrafl did not move a number of
Movement Points equal to its Minimum Throttle
Setting. Note that the total Movement Point re-
quirement does include the Movement Points
gained by the expenditure of Energy Points

[10.84] Addition: In addition to entering a steeper
dive, the aircraft may spin. The owning Player
rolls one die for each aircraft which is not in con-
trolled flight at the beginning of its Movement
Phase. If the die-roll is one or two, the aircraft
does not spin. Die-rolls of three, four, five and six
cause the aircraft’s nose to be moved three, four,
five and six hex points respectively. On die-rolls of
twn and four, the aircraft’s nose is moved clock-
wise. On die-rolls of three and five, the aircraft’s
nose is moved counter-clockwise.

[10.86] Addition: The probability for regaining
controlled flight, however, can never be less than
four minus the aircraft's Minimum Throttle Set-
ting, regardless of pilot quality.

[11.12] Clarification: The reduction in Movement
Allowance required by section (b) may be counted
toward the reduction required by section (c). Addi-
tion: Exception: This Deceleration by Power does
not occur in instances where it would make it im-
possible for the aircraft to make a Type 111 Climb
{or 11 in the case of aircraft incapable of Type 111
climbs) at its new Throttle Setting. Clarification:
Note that the automatic Deceleration by Power
applies only on the Game-Turn in which an air-
craft enters a Pull-Through from a Type 111 (or I1)
Climb. In subsequent Game-Turns in which it
begins a Pull-Through, only the penalty in Case
11.17 applies; this is notwithstanding the example
appended to that Case.

[11.13] Correction: Type 111 Dive should read
Type 11 Climb.

[11.23] Clarification: When an aircraft enters a
Type 111 Dive from a Push-Through, it is treated
as “*pulling up'’ into a less steep dive.

[11.3]) Ceorrection: Reduce all **Game-Turns in
Type 111 climb'’ by 1. Aircraft with a **0"" may ex-
ecute the Wingover in the same Game-Turn as
they enter a Pull-Through. Aircraft completing a
Wingover are placed in a Type 111 climb from
which they must pull out normally.

[11.4] Correction: Players should use these
changes to the Split-S rules. Other than these
changes, the Split-S rules remain the same.

1. Aircraft which have a **0" listed for their
““Turns in Push Through' on the Flight
Parameters chart may go from a Type 111 Dive into
a Push-Through, execute a Split-S, and then be
put back in a Type I1l dive all in one Turn. If,
however, the aircraft has a Turning Mode of 2 or
3, it may be placed in a Type Il rather than a Type
111 Dive at the Player's option,

2. Aircraft with a **1"" or more in the “Turns in

Push-Through'® on the Flight Parameters Chart
must begin that number of Movement Phases ina

Push-Through before executing a Split-S. Thus,
aircraft witha **1'* may execute the Push-Through
on the first turn the aircraft starts off in Push-
Through.

3. Aircraft are placed automatically in the Type
111 Dive box after completing a Push-Through and
must pull out of the dive normally,

[11.42) Addition: Aircraft should roll four points
when completing a Split-S. As with a Wingover,
there is no additional Movement Point cost for
this roll.

[11.43] Correction: At the completion of a Split-
S, an aircraft's Flight Attitude Marker is placed in
the level flight box of the Flight Attitude Indica-
tor, just as with a Wingover.

[11.44] Clarification: An aircraft's Movement
Allowance when re-entering level flight from a
Split-S is increased by a number of Movement
Points equal to one-third (ignoring fractions) the
number of Levels the aircraft dove in the last turn
of the preceding Push-Through. This represents
the “‘conversion’ of the vertical vector of move-
ment into the horizontal by bringing the nose up.

[11.6] Correction: Increase all “Game-Turns in
Type 11 (or 1I) Climb before making Im-
melmann'’ by 2.

[11.62] Clarification: An aircraft with a Move-
ment Allowance of one may make an Immelmann,
expending that one Movement Point to perform
the maneuver.

[11.71]) Clarification: An aircraft need not be
rolled in the direction in which it intends to make a
lateral rudder roll. Addition: An aircraft may not
perform any other maneuvers in the same Move-
ment Phase in which it executes a Lateral Rudder
Roll.

[11.81] Addtion: An aircraflt may not perform
any other maneuvers in the same Movement Phase
in which it executes a Vertical Break.

[11.82]) Clarification: The aircraft's Movement
Allowance is reduced by one less than the number
of Movement Points as stated on the Aircraft's
Flight Parameters. This reduction takes place after
the aircraft has completed its Movement. Correc-
tion: The Flight Auitude Marker is placed iwo
boxes downwards,

[11.83] Clarification: The aircraft must either ex-
ecute a dive or go toward a dive (i.e., move the
Flight Altitude Marker downward) on the Game-
Turns following a Vertical Break.

[13.0) Addition: More than one aircraft may oc-
cupy the same hex, even at the same altitude. Air-
craft may engage in combat with aircraft occupy-
ing the same hex, treating it as occurring at a range
of at least one hex, provided the firing aircraft
could have fired at the target aircraft from the
level it maintained in the hex from which it entered
the target hex.

[13.17) Correction: The words Pull-Through and
Push-Through should be transposed.

[13.18) Addition and Clarification: An aircraft
may engage in cannon combat if it successfully at-
tempted a lock-on. Note, however, that Case
13.18 does not apply to F-14, F-15, Tornado
ADV, and Foxbat-E aircraft.

[13.19] Clarification: Additionally, an aircraft
may not engage in Cannon Combat if, in its pre-
vious Movement Phase, it has:

1. Performed a Lateral Rudder Roll(11.74)
2. Performed a Barrel Roll (11.93)
3. Rolled six or more points.

4. Rolled four or more points and *'jinked"" (ac-
cumulated Turning Points in two different direc-
tions).



[13.29] Addition: Exception: Fire from rear-
mounted bomber guns (those on the B-1, B-52,
and Tu-26B) that is in the frontal arcs of their
target aircraft is not reduced. It is considered to be
a normal, rear-arc shot, Rear-mounted bomber
cannon are never subject to reduction in effective-
ness due to firing at the frontal arc of an enemy air-
craft,

[14.14) Clarification: Note that for use of Heat-
Seeking Missiles, an aircraft has the same tracking
cone as the missile it is attempting to fire. Clarifi-
cation: The aircraft tracking cone type is listed on
28.1, Radar Chart, not on each Aircraft Perfor-
mance Chart,

[14.15] Correction: In the last sentence, 8 should
read 80.

[14.16] Correction: The word “‘below”’ in italics,
ninth line, center column, should read **above.”

[14.17) Correction: An aircraft pointed at a hex-
point has its “*Slot"" hexes slightly altered when the
aircraft has Turning Points accumulated to the
right. In that case, the hexes immediately to the
left of the slot hexes (see diagram) at one, three,
and five hexes range are treated as slot hexes in-
stead of the hexes marked as slot hexes in the dia-
gram. The slot hexes as they appear in the diagram
are correct when the aircraft has no Turning
Points accumulated or has Turning Points accu-
mulated to the lefi. The rationale for this correc-
tion becomes obvious when you bear in mind
where the nose of the aircraft is actually facing.

|14.19] Clarification: An aircraft may not launch
a missile if, in its preceding Movement Phase
(which occurred on the previous Game-Turn), it
performed any of the actions which would prevent
Cannon Combat under the provisions of Case
13.19.

114.26] Clarification: Remember that a Missile,
at the moment it 1s launched, acquires the same
number of Turning and Energy Points that its
launching aircraft has.

[14.35] Clarification: Remember, SAM'’s, like all
other weapons, include the vertical distance in
their ranges.

[14.36] Clarification; The maneuvers missiles
perform need not be precisely the same as those
which the target aircraft performed, and they need
not perform them in the same Movement Phase.
Clarification: Thus, an air-to-air missile may exe-
cute any maneuver its target performs if this is re-
quired for the missile to home in on that target.

[14.37) Clarification: A missile in a dive need not
increase its Movement Allowance by the Maxi-
mum possible addition (Case 10.42, 2nd para-
graph applies here). Addition: Only SAM's may
make Immelmann and Wingover maneuvers in the
same manner as aircraft, if this is necessary for
them to track and strike their targets. They may do
this even if the target aircraft does not make an Im-
melmann or Wingover maneuver. The SAM's per-
form this maneuver in exactly the same manner as
aircraft. However, the number of Turns a SAM
must spend in a Type 111 Climb before making an
Immelmann or Wingover maneuver, is not shown
on the missile’s performance Chart. Rather, it is
determined by cross-referencing the Turn Mode of
the missile with the maneuver to be performed on
the chart below.

Turn Mode
4 567891
Turns in Type 111 Climb

before Immelmann (N GO e Y

Turns in Type 111 Climb
before Pull-Through 1 1 1 1 1 2 3

[14.41) Clarification: 1f a missile moves through a
hex containing the target aircraft at the same Alti-
tude level as the target at any time during the mis-
sile's movement (not the target’s movement!), the
target is considered destroyed.

[14.44] Optional Addition: Exception: If an air-
craft is hit by an Early Sidewinder or Atoll R.530,
SA-2, SA-3 Missile, it is not automatically destroy-
ed. Rather, the owning Player may roll two dice
for a Saving Throw. If the required probability
number is rolled, the target aircraft is not destroy-
ed, but rather loses half of its Damage Capacity
(rounding upwards). The maximum probability
numbers for this saving throw depends on the air-
craft’s Damage Capacity and are as follows: Dam-
age Capacity 1-6: PN of 1; DC 7-12: PN of 2}
DC 13-18, DC of 4; DC of 19+: PN of 6.

[15.23] Clarification: This procedure is altered
slightly for targets which are at a range that is less
than six hexes. In such a case, the Target Marker is
not placed four hexes away from the target air-
craft, but rather it is placed halfway between the
Minimum Range of the missile (usually the hex
two hexes in front of the firing aircraft) and the
target aircraft, Note that Heat-Seeking Missiles
may never be fired at a target less than two hexes
away. If they are fired at such a target, all Heat-
Seeking Missiles go ballistic and are lost.

[16.28] Clarification: An aircraft may maintain a
radar lock-on even while the aircraft itself is
performing maneuvers,

[16.52]) Addirion: If the firing aircraft's lock-on is
broken, a radar homing missile will continue to
track its target, {f another Friendly aircraft of the
same type as the firing aircraft has a lock-on on
the same target at the instant the firing aircraft’s
lock-on is broken, Addition: When firing the
AIM-54 Phoenix RH missile, only condition **B""
need be fulfilled. The Phoenix is a ‘‘fire and
forget”" missile and it does not matter if the firing
aircraft no longer is tracking the target,

[16.63] Addition; The second part of the first
sentence should read: add three for each hex-point
turned by the target aircraft (including those turn-
ed through maneuvers); add to the number for the
effects of ECM (see Radar Counter Measures, Sec-
tion 24.0) and subtract the Enemy (non-target) air-
craft's Radar Lock-On Strength. (See Case 24.15
for an example),

[17.1] Clarification: Aircraft carrying only 25%
or less of their maximum ordnance load are not
considered loaded due to carrying this armament.

[17.11] Clarification: Note that when an aircraft's
Loaded characteristics say that its MA in a dive
may not exceed its Maximum Throttle Serting,
that is after any other subtractions from its Maxi-
mum MA in a dive, such as that required in Case
10.44,

[17.12] Correction: **“Two pods' should read
“‘one pod.""

[19.28] Addition: An aircraft at an Altitude level
from 60 1o 160 in a cold climate will stream con-
trails. The effect of contrails is to cause three to be
added to the aircraft’s Size Multiple for visual
spotting purposes only. In addition, any aircraft
with four or more engines will leave a cloud mark-
er in each hex through which it passes while
streaming contrails. These clouds dissapate after
80 Game-Turns. Note that Players will have to use
their own judgment in determining whether a sce-
nario is taking place in a cold climate.

[19.34] Clarification; Note that if an aircraft
spots a missile, it does not necessarily spot the fir-
ing aircraft. Each search must be resolved separ-
ately.

[19.51] Clarification: Although all Friendly air-
craft are considered to have been warned of the
Enemy aircraft when the first Friendly aircraft
spots one, and thus are released from pre-plotied
courses and similar considerations, each Friendly
aircraft must still spot each Enemy aircraft visual-
ly for combat searches. This is accomplished
through the usual visual search procedures, al-
though aircraft attempting to visually spot Enemy
aircraft that have already been visually spotted by
Friendly aircraft have the final PN for attempting
to spot them visually increased by 50%. (This
duplicates the familiar situation where the
wingman has spotted a targer “*big as a house”
while the leader can’t seem to locate it).

[19.55] Aircraft with TISEQ capability (e.g.,
F-4's, F-14’s) has its probability of visual spot of a
target aircraft increased by + 2 PN of spotting.

[19.8] Clarification: Aircraft in clouds cannot
search visually (see case 22.22).

[20.0] Clarification: Surface-to-Air Missiles may
be detected only by Radar Search by aircraft witha
Radar Search Strength of 9 or 10. For Radar
search purposes, the size multiple of all SAM's is
reduced by 50% (rounding down). Air-to-air mis-
siles may never be detected in flight by radar sear-
ch.

[20.17) Addition: Tail Mounted Radar
In recent years, B-52 and Tu-26B aircraft have
had radars installed to look behind them. These
radars are mounted in the aircraft's tails, and thus
a search arc is determined from that point. Note
that these radars are in addition to those mounted
in the aircraft’s nose. They are used normally and
their characteristics are found in Table 28.1

[20.31) Clarification: Add after last sentence.
However, if the aircraft which obtained radar con-
tact subsequently has its contact broken, all un-
earned radar contacts are broken as well. “Un-
earned'’ radar contacts can be converted into nor-
mal radar contacts by going through the normal
procedure, but with basic PN increased by 50%.

[20.36) Clarification: Note that this is only the
case when the newly spotted aircraft is within the
spotting aircraft's radar search arc, if it has one,
[20.92] Addition: If the dropping aircraft is an
F-111 or A-6, add 'z PN regardless of whether it is
day or night,

[21.23] Addition: If a Turkey attempts the fol-
lowing maneuvers: a Wingover, Immelmann, La-
teral Rudder Roll, Vertical Break, or Barrel Roll,
he must roll two dice, with a Probability number
of 7 of immediately departing controlled flight. If
a Novice attempts a Vertical Break or Lateral Rud-
der Roll, he has a Probability number of 3 of im-
mediately departing controlled flight.

[21.24] A Novice has the Turn Mode of his air-
craft increased by one (e.g., a Turn Mode of 3 is
treated as a Turn Mode of 4). A Turkey has his
Turn Mode increased by two. Novices also have all
Game-Turns expressed in the Flight Parameters
table increased by one Game-Turn. Turkeys have
them increased by two Game-Turns.

[22.12] Clarification: For visual search, of
course, the reduction takes place if the aircraft is
searching in the direction of the sun.

[22.23] The last sentence in step C should read:
The difference in altitude levels between the fir-
ing/searching aircraft and orher aircraft must
equal this.... (Note that this range is counted in-
cluding iwo levels as one hex.)

[23.0] Clarification: Aircraft using radar may
not attempt infra-red contact from forward-look-
ing infra-red detectors. F-106's have forward-
looking infrared detectors.

13
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[23.24] Clarification: An aircraft may drop only
one flare per Game-Turn (it represents several
flares of varying intensity).

[24.13] Correction: The words **one hex"* should
read “‘three adjacent and contiguous hexes along
the aircraft's flight path."

[24.15] Clarification: This includes Corridor
Chaff and Chaff Rockets as well.

(24.24] Clarification: 1f more than one radar-
equipped aircraft searches for an ECM-equipped
aircraft, the ECM-equipped aircraflt may reduce
the effectiveness of all the radars attempting 1o ob-
tain or maintain contact or lock-on,

[24.36] Clarification: 1f aircraft have lost contact
for any reason (including by virtue of Case 24,39,
Deception Jamming), they must re-search and ob-
1ain @ new contact,

[24.4] Clarification: Radar Detectors detect lock-
ons during the first Game-Turn of lock-on ai-
tempi,

[24.46) Clarification; **Enemy aircraft'" should
read **enemy aircraft or ground radar.””

[24.54] Clarification: If an aircraft is protected
by a Wild Weasel, it may use either the Wild
Weasel's or its own ECM for radar jamming,
breaking lock-on, and so forth.

[24.56] Omission: The Ranges of Jamming are:
MIG-23CWW: 36 hexes; F-AGWW: 48 hexes; EF-
THHEWW: 60 hexes; F-105GWW: 36 hexes
pre-1973 and 48 hexes post-1973. For Arcs of Jam-
ming, see Case 24.56.

[24.71) Omission: The EF-111EWW should use
the same table as the FAGWW. The F-111A, C,
D, and E should use the ALQ-87/91 table (ignor-
ing line §) prior to 1978 and the ALQ-119M table
thereafter.

[25.22]) Clarificarion: Aircraft may drop bombs in
the same Game-Turn in which they fire their can-
nomn.

[25.41) Clarification: The range of 12 hexes does
not include levels of altitude.

[25.44] Addition: The Harrier also has a laser
target designator,

[25.46] Addition: 1f an A-10 is attacking a
ground target which is spotted by an F-4E, F-16,
F-18, A-6, F-111 or Tornado IDV and that aircraft
also has a radar lock-on to that hex, the A-10's
probability number for hitting that target with any
ordnance other than PGM's is increased by 50%.

[25.62] Addition: Shrikes or AS-7's may not be
used against a target unless that target has fired or
used its radar at least once in the preceding 20
Game-Turns. For Standards and Harms, this fig-
ure is increased to 60 and 80 respectively. Addi-
tion: An anti-radiation missile must attempt 1o
lock-on to the emitter which it is attempting to de-
stroy. The probability numbers for lock-ons are:
Shrike: 26; ARM: 28; HARM: 30; AS-7: 20. To
obtain a lock-on, the emitter radar must fulfill the
requirements of Case 25,62, If the firing aircraft
has a radar spot of the ARM’s target, add four to
the probability number for a lock-on, The anti-
radiation missile may be fired during the subse-
quent Missile Launch Phase once lock-on is main-
tained.

[26.27]) Clarification: The AIM-9 Chapparel,
used as a SAM, is mounted on a quadruple laun-
cher.

[26.35] Clarification: All ground-based radars,
including those of AA guns, are subject to this re-
striction, Thus, a gun cannot fire at an aircraft it
cannot see or an aircraft its radar cannot detect,

[27.0] Clarification: Note that aircrew normally
eject after their aircraft has been shot down, Those
aircrew who, for some reason, wish to eject before

having been shot down, add 10 Probability Num-
bers to their chance of safely ejecting.

[28.3] Correction: The MiG-23WW may carry 4
ASM. Clarifications: The chart should actually
be called “Aircraft Munition Characteristic
Table'. Accuracy Multiple and *‘accuracy num-
ber'* mean the same as ‘‘Altitude Multiple®”,

[30.21] Correcrion: MiG's Throttle Setting is 5.
[30.34] Clarification; The MiG-21's
Models.

[30.35] Players should note that the U.S. Player
may arm his Wild Weasels with Shrike ARMs.
[33.0] Additions:

9. India-Pakistan War (1971), India v.
Pakistan

10. Ogaden War (1977-78), Ethiopia v. Somalia
11. Egyptian-Libyan Fighting (1977), Egypt v.
Libya

12. War of Ugandan Liberation (1978-79), Tan-
zania v, Uganda and Libya

13. Sino-Vietnamese War (1979), China v. Viet-
nam

are C

[33.1] Corrections:
Iran

75-
Ethiopia
77-
Somalia
T6-
Vietnam
10 May 1965 should be 10 May 1972
[33.1] Aircraft Availability (Additions)

The following are nations which have purchased
additional aircraft since the original listing was
compiled:

Spain: F-4C, RF-4C (69-)

Australia: A-4G (66-), RF-111C (79-)
Indonesia: A-7 (77), F-SE (77-)
Morrocco: F-5SE (76-)

Taiwan: F-5E (77-)

Tunisia: F-SE (75-)

Venezuela: F-5E (75-)

North Yemen: F-5E (78-)

Phillipines: F-5E (76-)

Saudi Arabia: F-15 (81-)

Turkey: F-4E (72-)

Chile: A-4F (74-)

Brazil: A-4F (74-), F-5SE (73-)
Argentina: A-4F (74-), Neshr (78-)

Peru: F-5E (74-)

Egypt: F-5E (80-), F-4E (81-), F-9 (797)
Libva: MiG-27 (79-), MiG-25A (79-)
Cuba: MiG-23B (78-), MiG-27 (78-)
Mozambique: MiG-21 late model (78-)
India: Yaguar (80-)

Portugal: F-5E (81-)

North Korea: MiG-23B (79-)

Oman: Jaguar (78-)

Soviet Union: Foxbat-E (81-), AAFL (83-)
Finland: MiG-21 late (79-)

Sudan: MiG-21; late (73 — ), Mirage V(78 —)
Japan: F-15 (81-)

Vietnam: F-5E(75-)

Honduras: Neshr (79-)

Venezuela: Mirage V (73-)

[33.16] Addition:

F-14A

MiG-21 (late)

MiG-21 (late)

Canada

51-68 F-86

64- CF-104

83- F-16,F-18or F-14

Air Crew Quality:
48-57

58-64:

65-78:

794+

PO N N

Yugoslavia (Neatral)
58~

63-

Air Quality: 5

[33.2] Additions: Mirage F.1 normally carries
Magics. JA 37's will use late model AIM-7F, AA-
3 used by Su-15's, Red Top by Lightnings (no
other missiles on Lightnings).

[33.6] Caorrection: Corrdior Chaff pods have
forty Game-Turns worth of chaff,

Aircraft and Missile Control Charts: Clarifica-
tion: All speeds are in Knots true Air Speed.

Basic Fighter Maneuvers, Fig. 1 Addition: Note
that the MiG would need to have § (or more) Turn-
ing Points already accumulated before moving to
trn one hex point. Note also that after each air-
craft moves, its Movement Allowance and Alti-
tude markers on their Control chart are adjusted
as both aircraft have accumulated Turning Points
at the Maximum Rate with their wings banked at a
90° angle (the only way you can accumulate Turn-
ing Points at the maximum rate except ina Type 11
or 11 dive). The MiG has its MA marker reduced
by 2 and the F-4 (being an unslatted **D"' model)
has its Movement Allowance marker reduced by
one. (This information may be found in the Flight
Parameters Chart of each aircraft). Both aircrafi
also have their altitude decreased by one. The MiG
ends up at 25 levels, the F-4D at 26. See Cases 9,54
and 9.55 and note that these reductions are made
after each aircraft moves. (Note that this descrip-
tion is based on the original version of chart 9.29
without the changes in these errata).

Basic Fighter Maneuvers, Fig. 2 Addition: Note
that both the MiG and the F-4E must lose airspeed
and altitude for turning at their maximum rate as
under Cases 9.54 and 9.55.

If the F-4 pilot had been a better tactician and less
keen on showing how 1o yo-yo, he might have
done the following:

A. Position Determination Phase: The F-4 is ad-
vantaged.

B. Initiative Determination Phase: The pilot de-
cides to move second.

C. Missile Launch Phase: MiG's too close — use
the gun,

D. Disadvantaged Aircraft Movement Phase:
The MIG moves as shown, then has its MA re-
duced by 2 and its Altitude by 1 for the maximum
rate turm.

F-86E
MiG-21 early

F. Advantaged Movement Phase:

1. Acceleration/Deceleration by Power Segmeni:
None.

2. Flight Attitude Decision Segmeni; Nochange,
3. Acceleration and Deceleration Segment: None.
4. Expenditure of Energy Points Segment: None.

5. Movement Segment: The F-4E moves as
follows:

a. He enters hex 1010, (which takes one Move-
ment Point), while simultaneously rolling two
points to the left (which takes no Movement
Points) so that it may accumulate Turning Points
at the maximum rate. It then does so, accumu-
lating the Maximum of 15 Turning Points in hex
1010 (which takes another Movement Point). The
Turning Marker is adjusted 1o show 15 turn points
accumulated to the left.

b. The F-4 enters hex 1009 (one Movement
Point) and again accumulates 15 Turning Points
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(one Movement Point), The aircraft is now moved
one hex-point to the left.

¢. Examining the diagram in Case 9.12, the F-4
now enters hex 1008, (one Movement Point) and
does not accumulate any Turning Points,

d. Similarly, he now enters hex 0908 (one
Movement Point).

e. Similarly, he now enters hex 0907 (one
Movement Point).

The F-4E has now expended all seven of his Move-
ment Points that made up his Movement Allow-
ance for that turn. As he accumulated Turning

Points at the maximum rate with his wings vertical
under Cases 9.44 and 9.55, the F-4's Movement
Allowance Marker is reduced to show a Movement
Allowance of § (Throttle Setting remains unchang-
ed) and the Altitude is reduced by one level to show
49 levels of altitude.

Note that now the F-4 is in the MiG’s “‘slot hex.”
The F-4E is at one hex range; there is no altitude
difference as the MiG also lost a level for turning
al the maximum rate and is at 44. The F-4E has a
probability number of 36 (the maximum, from
adding 34 and 9) of hitting the MiG with its can-
non. Goodbye MiG.

Note: This example shows the aircraft using the.

original version of Table 9.29 without the changes
now incorporated in that table.

Designer’s Notes: Addition: The fact that most
aircraft have three different types of Climbs and
dives does not go against the fact that some air-
craft can get their nose up (or down) faster than
others — as in turning, it depends on the amount
of G force an aircraft can pull. This is reflected in
the game by the fact that a Type | climb may repre-
sent climbing at a 30° angle for a maneuverable
aircraft, while only 15° for a less maneuverable
one. This, like maneuverability, also decreases
with altitude, which is also built into the charts.
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[9.29] TURN MODE/POINT

TRANSLATION TABLE

Turn  Turn
Mode Points

! 20

2 15

3 10715

4 10

5 10/10/5/10

6 10/5

v ] 5/10/5

8 5/5/10/5/5

9 5/5/10/5/5/5
10-11 5

n 5/5/0/5/5/5
13 5/5/0/5/5

4 5/5/0/5
15 5/0/5
16 5/0/0/5

17-27  5/0/0/5/0
28-34  5/0/0/5/0/0

When an aircraft is turning, find its Turn
Mode on the Turn Mode Table on its Air-
craft Performance Chart, Refer to this
Table, and find the Turn Points series that
corresponds to its Turn Mode. The first
number in a series is the maximum number of
Turn Points the aircraft can accumulate in
the first hex it accumulates Turn Points in;
the second is the number it can accumulate in
the second hex; and so forth. Once an air-
craft has reached the end of its Turn Points
series, it restarts the series; i.e., an aircrafl
with a Turn Mode of 3" would accumulate
10 Turn Points in its first hex, 15 in its se-
cond, and 10again in the third, and so forth.
IMPORTANT NOTE: If an aircraft has a
Movement Allowance of four or greater, and
is rolled so that its wings are not vertical (i.c.,
the aircraft is banked at a 45° angle, or is in-
verted)...

...a) and its Turn Mode is six or less, ONE is
added to the aircraft's Turn Mode.

...b) and its Turn Mode is between 7and 12,
TWO is added to the aircraft’s Turn Mode.
...c) and its Turn Mode is 13 or greater,
THREE is added to the aircraft’s Turn
Mode.

IMPORTANT NOTE: If an aircraft does
turn with its wings vertical (i.e., at maximum
rate), it loses one level of altitude and one or
more Movement Points. (See 9.5 and the
Flight Parameters section of each Aircraflt
Performance chart.)

[7.2] INITIATIVE DIE-ROLL

MODIFICATION TABLE
modifidation and circumstance
-1 for each friendly aircraft in a Position of Disadvan-

tage (see 6.13).

+1/ for each friendly Advantaged aircraft (see 6.11).
+1I1* if there are no enemy aircraft between friendly air-
craft and the sun (see 22.0).

+1*  for each friendly aircraft flown by a Honcho that is

not Disadvantaged.

-I* for each friendly aircraft flown by a Novice that is not

Advantaged.
EXPLANATION

A Player's Initiative die-roll is modified by the number in the
“modification’" column if the corresponding circumstances in
the *‘circumstance’ column arise. All those modifications
noted with an asterisk (*) are made only when optional rules
22.0and 21,0 are used. If an aircraft is facing into or within one
point of the sun, and there is an enemy aircraft in its forward
arc, this means there is an aircraft between it and the sun.

[9.78] SIDESLIPPING TABLE

Turn Points
Accumulated 5= 10%.15° 20° 25°

hexes aircraft must 11 6 4 3 2
move forward
before sideslipping

[11.0] SUMMARY
OF MANEUVERS

Pull-Through:

Prerequisites: Aircraft must execute Type [11
Climb for certain number of Game-Turns before
entering, as indicated on Flight Parameters Table.
Procedure; Flight Attitude marker placed in Pull-
Through box, aircraft climbs one less than it
would in Type Il Climb, must Decelerate by
Power, has its Movement Allowance reduced to a
number between 0 and one less than it would be in
a Type Il Climb,

Postrequisites: None.

Push-Through:

Prerequisites: Aircraft must execute Type 111 Dive
before entering Push-Through.

Procedure: Flight Aunitude marker placed in
Push-Through box, aircraft dives at maximum
Type Il Dive, aircraft has its Movement
Allowance reduced by between zero and § points.
Postrequisites: None.

Wingover:

Prerequisites;Must begin turn in Pull-Through.
Procedure: Aircraft turned six hex points and
rolls four points, Movement Allowance reduced
by one, Flight Attitude marker placed in Level
Flight.

Postrequisites: None.

Split-S:
Prerequisites:Mus!t begin inverted and in a Push-
Through, must have been in Push-Through for a

certain number of turns (see Flight Parameters
Table).

Procedure: Aircraft turned six hex points at any
point during its movement. Aircraft stays in Push-
Through.

Postrequisites: None.

Lateral Rudder Roll:

Prerequisites: Aircraft must begin in dive or Level
Flight.

Procedure: Aircraft may move any part of its
Movement Allowance moving at a 60° angle.
Postrequisites: Aircraft's Movement Allowance
reduced after executing Rudder Roll, as indicated
by Flight Parameters Table.

Break:
Prerequisites:Mus! begin in Type 1 or 111 Climb

with Movement Allowance of at least three, bank-
ed at 90°.

Procedure: Aircraft expends Movement Points as
indicated by Flight Parameters Table, has its
Movement Allowance reduced by one less than
this number; Flight Altitude Marker moved down
three boxes.,

Postrequisites; Aircraft must stay in Type Il or [11
Dive on the following two Game-Turns.

Barrel Roll:

Prerequisites: Aircraft must begin in dive or level
flight.

Procedure: Movement Allowance reduced by
threeif greater than 5, or two if § or less.
Postreguisites: Aircraft may not fire or launch in

same turn; if fired upon, Probability Number of
firing aircraft reduced by a quarter.

Immelmann:

Prerequisites: Aircraft must have been in Type 111
Climb for a certain number of Game-Turns before
entering Immelmann as indicated by Flight
Parameters Table. Aircraft must be banked at a
45° angle.

Procedure: Aircraft moves half of its movement,
then turns between one and six hex points, Move-
ment Allowance is reduced by one.

Postrequisites: After Immelmann is over, Flight
Attitude marker moved to Type 1 Dive or Level
Flight, must stay in either on following Game-
Turn,
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[12.2] PROBABILITY TABLE [13.5] CANNON PROBABILITY
Probability MODIFIERS CHART
N’l.'m"ff Modification Circumstance
3 2 3 at range:
§ el ; 1-2 34 546
4 —_ 5 -3 -4 -9 firing plane firing from a high-angle-off hex
5 R +9 +6 +3 firing plane firing from a slot hex
6 = =& E 5 T +8 +8 +8 firing plane not sighted by target plane*
7 R TR Lo | a0 +6 +4 +2 firing plane piloted by a Honcho*
g - 3 = - - 3 -2 -4 —6 firing plane piloted by a Novice*
1: SR - ; +3 43 +6 firing plane has Radar Lock-on to target
11 LN NN BT -5 —4 -3 targetplanecollected Turn points both to the
right and to the left (i.e., jinked its tail
12 2 - - - 6 7 around) in the same Game-Turn
= =56 : EXPLANATION OF TABLE:
L — . If the circumstance under the *‘circumstance’” column exists, the
15 LR T Cannon Base Probability Number is modified. The modification
16 2 -5 6 7 depends on the range at which the firing plane is firing; cross-
17 - =@ 7 reference the row determined by the circumstance with the col-
18 - = B ® % 7 umn determined by the range to yield the modification to the
19  eticnll - e L Probability Number.
20 = = o & B 7 I8 *Those c_ircumslances marked with an asterisk (*) apply only
21 LSRG P g when optional rules 19.0, 20.0and 21.0 are used.
22 3 - 5 6 T 8
23 et AN TRSE T8
24 2 - 4 5 6 7 8 [13.4] CANNON BASE PROBABILITY CHART
25 S Dl R
2% 2 03 4 5 6 71 8 Cannon Target Range
R Type 1-2 34 5-6
j i - T A 7 U YRR
; L T
‘;’ = - ; c T
TR e S DT
o 4 5 - 0 E 11 5 P When an aircraft fires its cannon,
32 = 3 5 6 8 9 1 F T 4 1 find its Cannon Type along the left-
33 i M T 1 ) e - R /e . R R G 30 13 1 hand side of the table, and the range
34 _ 3 4 5 6 7 ] 9 10 11 to its target along the top. Cross-
H 12 9 3 reference the two to vield a single
35 S B ARG RN SRR LB e 7 15 3 4 number; this is the Probability
36 2 3 4 5 6 7 3 9 10 11 12 J 12 5 3 Number for the cannon combat.
P = Prohibited (may not fire).
EXPLANATION OF TABLE: K 35 30 28 T
When the rules direct the Players to refer to the Probabil- L 14 12 10
ity Table, the Players find the Probability Number that M 30 15 12
they have generated along the left-hand column of this N 24 9 6
table. They then roll two dide, and add the dice results
together to form a single number. If this number is exact- 0 22 10 6
ly equal to any of the numbers listed on the row cor- P 34 20 17
responding to the Probability Number, the circumstance o 27 10 7
that the Players are rolling for has occured. R 15 7 6

[14.16] ALTITUDE LIMITATIONS TABLE FOR NORMAL TRACKING CONES

Dive/Climb Type A B
Type I Climb or Dive 3 0
Type Il Climb or Dive 8 Ya
Type 111 Climb or Dive U 2
Level Flight 1 -1
EXPLANATION OF TABLE:

When the Players are determining whether a
target aircraft is within an aircraft's Normal
Tracking Cone, they determine the range
between the firing aircraft and the target air-

craft. They find the firing aircraft’s current
Dive/Climb Type in the first column of the
table, and find the corresponding numbers
under the ‘A’ and ‘B’ columns. The
Player multiplies the distance between the
two aircraft by the number from column
A" if the firing aircraft was in a climb, the
target aircraft may be no more than this
number of levels above the firing aircraft.
The Player then multiplies the distance by the
number from column ““B’’; if the firing air-
craft was in a climb, the target must be ar
least this number of hexes above the aircraft;

if it was in a dive, it must be at least this
number of hexes below the aircraft.

A zero (0) in column B means that the target
may be on the same level as the firing air-
craft.

“U” means that the target may be an
unlimited number of hexes above (in the case
of a climb) or below (in the case of a dive) the
firing aircraft.

— 1 in column B indicates that the target may
be either above or below the firing aircraft
when the firing aircraft is in Level Flight.




[13.6] DAMAGE BY CANNON TYPE TABLES

Type A
(1 % 20mm M61A1 Vulcan)

i 2nd Die
pis% 2 3. 4 %5 ¢

Bt ik 2 2
3 3 4af af
s 3 E 6 6
7 £ B 8f
9 9 9 10 10
I1 118 11 HfH Ef

m oo o & N

b

Type E
(6x 12.7mm M2)

2nd Die
2 3 4

i) S
Ef 2f
2 2
3f if
3 3
4f af

Ist
DIE

1
2f

= L7 N R
AW W N -~
H W w R

&M w oo -

Ef

Type L

(1% GsHs 37mm)
e 2nd Die
o T2 . 8 4.8
Iw 3 33 3 3
) S ; G T 1 )
6 "E 6 6 6
6f 6 1ef 6 6f
9 9 9 1 9

9f 9 9f 9 Ttef

S R W
L - = - -

Type P
(4 % 30mm ADEN)

- 2nd Die
ikl 2 3 4 5 6

RIEG Yesilis 201 212
3 Ef 4 5fF 6 7f
1012 E 13 14 15
16 17f 18 Ef 18 19
1920021 22 E 22
23 24f 25 26f 26 Ef

S R Wb

Type B Type C Type D 2x 30mm NR-30)
(2% 23mm GsHs) (3x NR-23 23mm) and Type 1 (2 x 20mm MK 30
P 2nd Die Jal 2nd Die or 4 x 20mm Hispano-Suiza)
el 2 34 5Eg piEl 2 3 4 5 6 2t 2nd Die
I E 11 122 IE 1 1 1 1 1 DL s B A
2 BITBF 3 3 A 2 1Br 226 2048 FE 1 1 111
34 4 B 4 5 5 3 2 2 E 3 3 3 2 BE 228 2428
7 5866 BE K &t # 33 VB 4 W 3 3 E 3 3 3
57177 7E 8 5444 4E S # 4 48 4 Ef 4
6 8 8 9 9f 9 Ef 6 5 Sf S5 Sf 5 Ef 5.3 3 85 5 B3
6 6 6f 6 6f 6 Ef
Type F Type G (2% 30mm ADEN
(1% 37mm NS-37, 2 x 23mm) or SNCA or 27mm Mauser) Type H (1 x 30mm GAU-8)
il 2nd Die - 2nd Die and Type K (7 x laser cannon
piel 2 3 4 5 6 piel 2 3 4 5 6 *‘death ray”’)
FETH S 7 /B - o e B (R jmat LA 32'“"19‘; .
2 1T Ef1 3 1 If 2 2.EF 3 33 & RIS
Fe (ki maB e 22 I8 B T 2 6 Ef 9 9 9 12f
4 2 2f 2 Ef 2 2f 4 8 Bf 9 Ef 9 9of 31212 E 18 18 18
RO R ol Ty AR T 4 24 24f 24 Ef 27 27f
6 11
6 5 5f 6 6f 6 Ef 11f 12 12f 12 Ef 52730 30 30 E 33
TypeM TY]IQN 6 33 33f 36 36f 36 Ef
(1% 23mm *‘gatling gun”’) (3 x 30mm NR-30)
s 2nd Die = 2nd Die Type 0
pig 3. 2% 4% 6 ol 2 3 4 §5 6 (4% 20mm MK12)
I 1 1 1 1 2 1'E 1 1 2 2 2 B 32"""“';
2 2 f 2 3f 3 3f 2% EF-3 30 3 53¢ JE 1 1 2 2 2
T [, TR
o s Gt 34 4E 555
: lgl l?f 192 IIZOf I; mf 6 9 9f ; Sf s bl Tt
o s 5777 8FE 8
6 B 8 8 9 9
Type Q Type R (7 x 30mm ADEN o
(4 % 20mm MK39) or Oerlikon)
2nd Die 2nd Die Refer to these tables when an air-
o1 2 3 4 5 6 I ) 3 4 5 & C;al'lh;tlsilslail'gf:hRDllllu-Udiceﬂn
the table applying to the cannon
/O - e S My S AR T B type, and cross reference the two
2 2BE 2 3F 3 Bf 2 % EBff1 W 2 3f die rolls. # = target aircraft Damage
markers are moved back along the
xSl XS LG N 3 Z YB3y 4 e Weapons Track by the indicated
4 6 6f 6 Ef 6 7 4 4 4f 4 Ef 5 S5f number of boxes. E or TE = target
eliminated. f=when firing aircraft
Wl DR I 5 YRS TS is executing frontal fire, only
6 8 Bf 9 9f 9 Ef 6 5 6f 6 6f 6 Ef results marked with fapply.

[14.18] ALTITUDE LIMITA-

TIONS TABLE FOR Modification Circumstance
LIMITED TRACKING —3 if the pilot of the launching aircraftisa
CONES Honcho.
Dive/Climb Type A B +3 if the pilot of the launching aircraftisa
Type 1 Climb or Dive 1% % - ?:‘:;’“' Ty
> = + 1 € missiie 1§ €at-seeking an €
Tyl Chrpb K Dn'ae 3 ! target aircraft is 1 to 3 levels above the
Type 111 Climb or Dive 13 3 ground.
Level Flight % =% +9 if the missile is Heat-Seeking and the

EXPLANATION OF TABLE:

See explanation of 14.16.

target is 4-5 levels above the ground.
+3 if the missile is Heat-Seeking and the
target is 6-8 levels above the ground.
+3 if launching aircraft is in a Type Il or
11 Dive and less than 40 levels above
the ground.

[14.28] MALFUNCTION PROBABILITY MODIFICATION TABLE

EXPLANATION:

The indicated addition or subtraction (as in-
dicated under the *‘modification’” column of
the table) is made to the Probability Number
of Malfunction for a missile if the cir-
cumstance indicated under the ‘‘cir-
cumstance’’ column of the table is in ex-
istence.

-



[16.7] RADAR LOCK-ON

CHART

radar from
lock-on front  from
strength or rear  side

1 0 0

2 12 6

3 18 12

4 19 13

5 20 14

6 22 16

7 24 18

8 28 20

9 30 22
10 32 24
EXPLANATION:

When determining the Probability Number
for an aircraft attempting to obtain a Radar
Lock-on, cross-reference the aircraft's
Radar Lock-on Strength with the arc of the
target aircraft that it is positioned in (i.e.,
one of the side arcs for **from side,”" and the
forward or rear arc for ‘‘from front or
rear'’). This will yield a single number, which
is the Base Probability Number, to be
modified by table 16.8.

[19.7] VISUAL SEARCH BASE

PROBABILITY TABLE
Base
Range in Probability
hexes Number
Ttws 6
6109 5
10t 14 4
15 to 20 3
211027 2
28 1o 36 1
36 o 45 %]
46 10 60 "

Explanation: By cross-referencing the range
in hexes on the table, a Player may determine
the Base Probability Number of an aircraft
attempting (o visually search for an enemy
aircraft. “'1*"" means that the final Pro-
bability Number is a/ways one, regardless of
Size Multiple of modification.

[19.8] VISUAL-SEARCH
PROBABILITY

modification circumstance
+3 if the pilot of the searching plane is
a Honcho

-3 if the pilot is a Novice
-9 if the search is conducted at night

—4 if either or both aircraft is flying
through a cloud bank

=7 if the aircraft is searching in the
direction the sun lies

-4 if the aircraft is searching within
one point of the direction in which
the sun lies

— ¥ PNif the searching aircraft has an
enemy aircraft that it has already
obtained visual contact with in its
forward arc

+2 if searching aircraft is an F-86,
Mystere, F-14, F-15, F-16, F-18,
A-10

If the circumstance indicated in the right column
exists, modify the Probability Number as indicated
in the left column. Note: — YAPN means halve the
Base Probability Number. Aircraft in clouds can-
not search visually (see Case 22.24).

[16.8] RADAR LOCK-ON
MODIFICATION CHART

Modification and circumstances

= 12*  if the target aircraft is 1 to 10 levels
", above the ground and the firing air-
craftisat the same or lower altitude.

if the target aircraft is 1 to 10 levels
above the ground and the firing air-
craftisata higheraltitude.

—7*  ifthetargetaircraftis 11 to 20 levels
above the ground and the firing air-
craftisat the same or lower altitude.

—-9* if the targei aircraftis 1110 20 levels
above the ground and the firing air-
craftisat a higheraltitude.

-6* if the firing aircraft is 20 or more
levelsabove the target aircrafl.

-6 if there are other enemy aircraft
within 4 hexes range of the target
aircraft.

+VAPN if the target aircraft has not sighted
the firing aircraft (optional rule)

+5 if the firing aircraft is piloted by a
Honcho.

-5 if’ the firing aircrafl is piloted by a
Novice.

—~18*

Modifications for appropriate circumstances are
made to the Base Probability Number of obtaining
a Radar Lock-On. ** +'4" PN means that the Base
Probability Number is increased by one-half (50%
of the number) before any other modification,
*This modification is halved if the aircraft at-
tempting to lock-ot is equipped with Look-Down,
Shoot-Down missiles, The only two such missiles
are the PHoenix, when the target is over water, and
the AA-9.

[20.4] RADAR SEARCH

BASE PROBA-
BILITY TABLE
Base
Prob. Radar search strength
& 1 2 3 4 5 6 7 8 9 10
244 2 3 4 5 6 8 10 12 15 20
2 8 12 16 20 24 31 40 47 59 78
1% 17 26 34 44 52 70 88 105 131 202
14 31 47 62 78 94 125 156 187 234 312
I 49 73 98 122 146 195 244 293 366 487
Y4 63 94 126 156 188 250 312 375 469 625
%3 96 144 192 241 288 385 482 578 7122 962
by 110 165 220 275 330 440 550 660 825 1100
/i 125 188 250 313 375 500 625 750 938 1250
EXPLANATION OF tal line across which you should read (right or
RADAR SEARCH BPN left) to either of the extreme outer columns

Determine the Radar Search Strength of the
searching aircraft and locate this strength at
the head of one of the columns in this table.
Then read down this column until you find
the first Range number that is equal to or
greater than the actual range (in hexes) be-
tween the searchihg aircraft and the object of
the search. This number locates the horizon-

which contain the Radar Search Base Pro-
bability numbers. _

EXAMPLE: Radar Search Strength of *‘6"
and a range of **32"" vields a Base Probability
Numberof 114",

Note that the ““1*"" result is the final pro-
bability number (i.e., modifications have no
effect).




[20.5] RADARSEARCH
PROBABILITY
MODIFICATION TABLE

Modification and  Circumstance

+ % if the searching plane is piloted by a
Honcho

— 44 if the searching plane is piloted by a
Novice

+ V4 if the search oceurs at night

=1 if the searching plane is 10+ levels
above the enemy and has a Radar
Search Strengthof 1 or2

=% if the searching plane is 10+ levels
above the enemy and has a Radar
Search Strength of 3 or more

Modifications are halved if the searching aircraft is
an F-14, MiG-29, Viggen, or late production F-SE.

[23.28] INFRA-RED COUNTER-MEASURE TABLE

Counter-Measure® Flare
AA-1, Aroll 14
Early AIM-9 12
Impvd AIM-9/
Shafrir/AIM-4 4
AA-7 Apex 5
AA-8 Aphid 6
AA-6 Acrid/

AA-3 Anab 8
Dogfight Missile
SRAAM/Mantra Magic -
AIM-9L 4
5A4-7 16
Red Top i

16
12

6
7
8

Hot ALQ-123
Gas  AAQ-4 ALQ-123 Impvd Sun Cloud

18 24 28 27 20
14 18 24 12 14
7 12 18 3 3
8 14 20 5 4
9 16 22 5 5
10 14 20 9 10
6 10 16 3 2
6 10 16 6 5
14 16 26 8 10
9 10 18 14 12

When a check is made to determine whether or not an infra-red counter-measure succeeds in deter-
ring a Heat-Secking missile, the target aircraft's owning Player refers to this table and cross-refer-
ences his counter-measure type with the missile type. This will yield a number, which is the Pro-
bability Number that the counter-measure will succeed in throwing the missile off,

[24.48] RADAR DETECTION

TYPE EFFECT TABLE

type effects

A. detects radar lock-ons

B. detects radar lock-ons + searches

[ b detects radar lock-ons + searches
+ general type of search

D. detects radar lock-ons + scarches
+ type of search + searching
radar type

E. detects radar lock-ons + searches

+ type of search + radar type
+ exact position

[25.92] BOMBING PROBABIL-
ITY MODIFICATION
TABLE

Modification and Circumsiance
412 if munition is napalm or bomblets

+2 if the pilot of the bombing plane is a
Honcho

-2 if the pilot of the bombing plane is a
Novice

— 5PN T the operation is conducted at
night

+/ for each load of munitions after the
first released at a single target (see
25.16).

— 2PN the bombing plane is the target of
a missile or is fired upon in the
Game-Turn it drops the munitions,

+ 4PN if the target is marked by a Forward
Air Controller (ignore fractions),

EXPLANATION:

The modification to the Base Probability
Number of hitting a target in the left-hand
column is made if the circumstance in the
right-hand column exists. ** — “2PN" means
that the Probability Number is reduced by a
half; a number i1s an addition or subtraction
to be Probability Number itself.

[25.91] BOMBING HIT PROBABILITY TABLE

modified
altitude
level

1-3

4-8

9-12
13-18
19-25
26-35
36-45
46-60
61-75
76 +

EXPLANATION:
Multiply the bombing aircraft’s altitude level by its Accuracy Mul-
tiple. Cross-reference this product with the Movement Allowance on
the table, to vield a single number. This is the Base Probability
Number that the munition load will hit its target,

27
23
18
14

viBN e o

Movement Allowance

L Ul T e LB ! L I |
20 18 16 14 9 6 S5 2 |1
I8 16 421 86 3 2
16 14 12 10 &8 6 5§ 4 3
oo S L0 I (S i iV
E ¥ 6 ¥ & 3 2 1 1
A 6 5 e
a6 5 4 3 2 1 1 1 0
I R U | TR gl T < YRR
& 3 2 1T I 1 4 & @
(R IR o ) e s L 5

[25.93] FALLING TABLE

Game-Turns

altitude
level
1
2
34
5-6
7-10
11-14
15-20
21-27
28-32
33-40
41-48
49-58
59-68

to fall

69-78 14
79-90 15
91-102 6
103-116 17
117-130 18
131-144 19
145-160 + 20

EXPLANATION:

Find the altitude level at which the munitions
were released in the left-hand column, The
number in the corresponding position in the
right-hand column is the number of Game-
Turns the munitions will take to fall.




[24.7] RADAR JAMMING TABLES

[24.71] American Aircraft Internal Radar Jamming Table

Su
19

NE
NE
NE
NE

0.6
4

0.8
2

NE
NE
NE
NE
NE

0.9

Tu
26

NE
NE
NE
NE

0.7
i

0.8
2

NE
NE
NE
NE
NE

Jamming MiG MG MG MiG
Aircrall 21,23E 23B,C 25 29
F-T05W W (1966-70)

1. Coefficient of RS 04 NE 06 NE
2. PN for Break Contact 6 NE 4 NE
3. Lock-On Coelficient - NE — NE
4. PN 1o Break Lock-On — NE — NE
F-10SWW (post 1970)

. Coefficient of RS 02 06 04 0.5
2. PN for Break Contact 8 4 6 5
3. Lock-On Coefficient - 0.7 0.2 0.5
4. PN to Break Lock-On  — 5 8 6
F-41, N, S, K, and M; F-104G (W.German and Italian; F-104S
1. Coeflicient of RS 0.7 08 08 0.8
2. PN for Break Contact 3 2 2 2
3. Lock-On Coefficiemt — 075 0.7 0.6
4. PN to Break Lock-Or  — 4 5 6
5. Spurious Position PN 14 6 10 12
F-4WW; EF-IIIWW; EA-6E

I. Coefficient of RS 0.2 0.3 0.3 0.4
2. PN for Break Contact B 7 7 6
1. Lock-On Coefficient - 04 02 04
4. PN to Break Lock-On  — 7 10 7
5. Spurious Position PN |8 12 14 16
A-7E; A-GE

1. Coefficient of RS 08 D8 08 NE
2. PN for Break Contact 2 2 2 NE
3. Lock-On Coefficient - 0.7 0.75 NE
4. PN to Break Lock-On  — 4 4 NE
5. Spurious Position PN 8 6 6 NE
F-16 and F-18

1. Coefficient of RS 0.7 0.7 0.7 0.7
2. PN for Break Contact 3 3 3 3
3. Lock-On CoelTicient — 0.8 0.7 07
4. PN to Break Lock-On  — 4 5 5
5. Spurious Position PN |5 9 10 11
F-154

1. Coelficient of RS 06 07 07 06
2. PN for Break Coniact 4 3 3 4
3. Lock-On Coefficient  — 0.7 065 0.6
4. PN 1o Break Lock-On  — 5 6 5
F-144

1. Coefficient of RS 05 07 06 0.6
2. PN for Break Contact 5 3 4 4
3. Lock-On Coefficient — 06 055 6
4. PN to Break Lock-On 6 7 5
5. Spurious Position PN 12 9 12 12
B-I and B-52H

1. Coefficient of RS L7 I | B A Ty SRR
2. PN for Break Contact 8 8 8 8
3. Lock-On Coefficient — 0.2 02 02
4. PN to Break Lock-On — 8 11 7
5. Spurious Position PN 20 16 16 18

SA
2

0.4
6
0.5
6

0.3

0.4

0.5

0.7

0.2

0.3

16

0.5

0.6

0.4

0.5

12

0.3

0.4

0.2
8
0.3
9
12

0.2
8
0.2
10
20

For Explanation of Radar Jamming Tables,
See next page.

SA
3

0.5
6
0.6
5

0.3

(.4

0.7

0.8

0.2
0.4

15

0.7

0.7

0.7
0.7
10

0.4

0.5

0.3
0.4
15

0.2
0.2

19

Aircraft or SAM Site Being Jammed

SA
6

NE
NE
NE
NE

0.6

0.7

0.9

0.9

0.3
0.6

14

0.8

0.8

0.7

0.8

0.6

0.8

0.5

0.6

0.2
0.3

gun
radar

ell*
elf*
eff*
eff*

efl
eff
eff
eff

eff*
efr*
eff*
eff*
eff*

eff
elf
eff
elf
eff

efl™*
eff*
eff*
elf*
eff*

eff
eff
efft
elf
eff

eff
eff
eff
efl

eff
eff
eff
eff
eff

eff

radar
search
grod
install.

0.5

!

| ww e
~J

-d

0.7




[24.72] American Radar Jamming Pods Table

Jamming
Pods

radar
Aircraflt or SAM Site Beiug Jammed search

MiG MiG MiG MiG Su Tu SA  SA  gun grnd
21 23 25 29 19 26 2' 3 6 radar install.

ALQ-72

I. Coefficient of RS
2. PN for Break Contact
1. Lock-On Coefficient
4. PN 1o Break Lock-On

ALQ-31

1. Coefficient of RS
2. PN for Break Contact
3. Lock-On Coefficient
4. PN 1o Break Lock-On

NE NE NE NE NE NE 07 NE NE eff* NE
NE NE NE NE NE NE 3 NE NE eff* NE
NE NE NE NE NE NE 075 NE NE eff*f NE

NE NE NE eff* NE

NE NE NE NE

04 NE 07 NE NE NE
6 NE 2 NE NE NE 4
— NE 075 NE NE NE
— NE 4 NE NE NE 5§

NE 4

0.8 NE eff* 0.7
3 NE ceff* 3
0.8 NE eff* —
4 NE eff* —

ALQ-119 M and F-1114, C,D, E (post-1976 internal jammer)

1. Coefficient of RS
2. PN for Break Contact
3. Lock-On Coefficient
4. PN 1o Break Lock-On

ALQ-131

1. Coelficient of RS
2. PN for Break Contact
3. Lock-On Coelficient
4. PN 1o Break Lock-On

EXPLANATION OF RADAR JAMMING
TABLES:

First, determine which of the four Jamming
Tables is to be used. Then, find the aircraft or pod
type of the jamming aircraft along the side of the
table. If either of the first two (American: 24.71 or
24.72) jamming tables is being used, find the air-
craft type of the aircraft being jammed at the top
of the table. If either of the latter two jamming
tables (24,73 or 24.74) is being used, find the
Radar Search Strength or Radar Lock-on
Strength, as applicable, along the top of the Radar
Jamming Table.

In either case, cross-reference the column deter-
mined as above with the row determined by the
jamming aircraft or pod. Four lines on the Jamm-

02 06 05 06 07 08

8 4 g 4 3 2 6
- 055 04 04 — -

— " 7 35 6

0.2 03 03 04 05 06

8 7 7 6 5 4 8
— 04 03 04 — —

- 7 9 7 — — 8

ing Table will result (except that some aircraft
have five, rather than the four normal lines on the
table).

The decimal fraction listed on the first line of the
table (Coefficient or RS) is the multiplier that the
Radar jammers apply to the Probability Number
of the aircraft that is being jammed for Radar
Search. in other words, when the aircraft that is
being jammed Radar Searches for the jamming
aircraft, the Probability Number for the Radar
Search is multiplied by this number after all other
modifications to the Probability Number.

The number listed on the second line of the table is
the Probability Number that the jamming aircraft

0.2

0.3

0.4 NE cff* 0.5
6 NE eff* 5
0.55 NE eff* —

4 NE eff*

0.2 03 eff 03
8 7 eff 7
0.3 0.4 eff —
7 6 eff  —

will break the Radar Contact of the jammed air-
craft. In other words, this is the Probability
Number that the jammed aircraft with *‘lose’" the
jamming aircraft and lose radar contact. See
Radar Contact, 20.5. The Players determine
whether aircraft lose Radar Contact during the
Radar Search Phase after all Radar Searches have
been completed.

The third number is the multiple which the radar
jammers apply to the Probability Number for
Radar Lock-on. In other words, if the aircraft that
is being jammed attempts to lock-on to the jamm-
ing aircraft, the Probability Number for the lock-
on attempt is multiplied by this decimal fraction,




after all other modifications to the
Probability Number have been
made.

The fourth number is the
Probability Number that the
jamming aircraft will be able to
break a Radar Lock-on that was
previously obtained by the jammed
aircraft, In other words, if the
jammed aircraft has a Radar Lock-
on to the jamming aircraft, the
jamming aircraft may attempt o
break the Radar Lock-on; the
fourth number is the Probability
Number that it will be able to do so.
The Players determine whether
aircraft succeed in breaking Radar
Lockpons during the Radar Lock-
on Breakage Segment of the Radar
Homing Missile Combat Phase.

Some aircraft have five lines on
their section of the jamming tables.
These aircraft have Spurious
Position capability; this means
that, once an enemy aircraft has
obtained Radar Contact with the
jamming aircraft, there is a chance
that the jamming aircraft will be
able to mislead the enemy aircraft
as to its true position. The number
listed on the fifth line is the
Probability Number that the enemy
aircraft will obtain a Spurious (i.e.,
false) Position for the jamming
aircraft after having obtained
Radar Contact with it.

There is one column on the
Jamming Tables that operate in a
different manner; this is the AA
gun column, A given aircraft's or
pod's jamming capability is either
effective (“‘eff’") or not effective
(*'NE") against AA gun radar. 1f
the jamming is effective, the AA
gun is treated as having no radar
when firing on the jamming
aircraft. “‘Eff*'" means that the
jammer is effective against all AA
gun radars except 23mm AA gun
radar; in other words, all AA guns
would be treated as having no
effect against an aircraft equipped
with such jammers, except for
23mm AA guns.

[24.73] Soviet Aircraft Internal Radar Jamming Table
Radar Search or Lock-on Strength of Aircraft Being Jammed

Jamming 1
Aircraft

MiG-25

1. Coefficient of RS 0.4
2. PN for Break Contact 6
3. Lock-On Coefficient 0.4
4. PN to Break Lock-On 9
5. Spurious Position PN 12
MiG-23 CWW

1. Coefficient of RS 0.2
2. PN for Break Contact 8
3. Lock-On Coefficient 0.3
4. PN to Break Lock-On 12
5. Spurious Position PN 12
MiG-27 and Su-19

1. Coefficient of RS 0.7
2. PN for Break Contact 3
3. Lock-On Coefficient 0.6
4, PN to Break Lock-On 6
Tu-26

1. Coefficient of RS 0.6
2. PN for Break Contact 4
3. Lock-On Coefficient 0.6
4. PN to Break Lock-On 8

2

0.4
6
0.4

3

0.5
0.4
10
0.2
0.4
10
10
0.7

0.7
6

0.6
4
0.6
8

4

0.5
5
0.4

0.3

0.4
10
10

0.7
0.7
0.7
3

0.7
-

5

0.6
4
0.5
i i
8

0.4
6
0.4
8
8

0.7
3
0.7
4

0.7
3
0.8
-

6

0.7
3

0.7
4

0.7
3
0.8
-

[24.74] Other Aircraft Internal Radar Jamming Table
Radar Search of Lock-on Strength of Aircraft Being Jammed

Jamming 1
Aircraft

A-6E; A-7

1. Coefficient of RS 0.7
2. PN for Break Contact 3
3. Lock-On Coefficient 0.6
4. PN to Break Lock-On 6
5. Spurious Position PN 8
Mirage V; Mirage F.1

1. Coefficient of RS 0.7
2. PN for Break Contact 3
3. Lock-On Coefficient 0.6
4. PN to Break Lock-On 6
5. Spurious Position PN §

Jaguar; Viggen & Draken (Swedish A.F. only)

1. Coefficient of RS 0.2
2 PN for Break Contact 8
3. Lock-On Coefficient 0.2
4. PN to Break Lock-On 9
Viggen & Draken

1. Coefficient of RS 0.7
2. PN for Break Contact 4
3. Lock-On Coefficient 0.6
4. PN to Break Lock-On 9
5. Spurious Position PN  §

2 3
0.7 08
3. 2
0.6 0.7
6 5
§ i
07 07
3 3
0.6 07
6 5
gt v
0.2 03
8 7
03 03
9 8
07 0.7
4 3
06 0.6
8 8
p o

4

0.8
2

5

0.8
2
0.75

0.8

0.75

0.5

04

0.8

0.7

6

0.8

0.75

0.8

0.75

7

0.7

0.8

0.8
6

7

0.8
2
0.75

0.75

0_01

0.55

0.8

0.8

0.8

0.8

0.8

9

0.8
2
0.8

0.7

0.8

0.9
0.8
2

9

0.9

0.9

—_—

0.'9 A

0.9

"B 8
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0.8
2
0.8
3
4

0.7

0.8

0.9

0.9

0.9
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1
0.9
1
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0.9
1
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[25.94] TARGET DESTRUCTION TABLE

target Payload Type
1000 750 shpd rekts npim A-P A-T
<lb  -lb chrg bmit bmlt
parked aircraft* |y e T NS v A v S D
Trucks:
radar van 4 33 33 32 2 2 3
mobile RL 16 9 30 19 0 0 19
truck is 19 36 36 32 27 35
Dumps:
POL (revid) 18 1 19 36 Z7 24 18
POL (open) 35 s 38 36 35 18

Ammo (revid) ac— 2 12 3 22° 23 " 12
Ammo (open) r AR R | I G S T
AFVs:*

light AFV 15 9 33 32 27 0o 27
tanks & SAMs 7 6 30 16 10 0 20
AA guns:*

light or medium 13 11 12 9 0 THONS
heavy or SAMs 4 2 6

=2
=]
(=
L

Small Buildings:
field bunkers 4 2 22 0 0 0 8
wood 6 36 36 22 36 0 2
masonry 6 18 10 0 0 0 0
steel 14 11 0 0 0 0 0
Bridge 4 2 1 0 0 0 0
EXPLANATION:

When a load of munitions hits a target, the Players refer to this
table. The type of payload that the munitions or PGM was carry-
ing is cross-referenced with the target type. This vields a single
number, which is the Probability Number (see 12.0) that the muni-

[25.97] STRAFING HIT PROBABILITY TABLE

Movement Allowance

Canon Type 1 2 3 4 5 6 7 8 9 10
A M4 3 2825 299 % 1310 7
B 24 21 18 15 12 9 6 4 2 |
C 19 16 13 1 N s R A2
D % 12 10 8 6 5 4 3 2 1
E Gl R SR . ST NI (RS IR R
F 7 & 5 @ 3 2 ¥ 1 FE 1
G 30 27 24 21 18 15 2 9 6 3
H 32 31 30 27 24 21 18 16 12 10
I 1~ i < T 1 I . IS A
J 1311 9 8 7 6 § 4 3 |
K 3432 31 N 29 2728 2320717
M 30 27 24 21 19 17 14 11 B §
N 2Tt I ¥ 7 . S €T R e |
0 2 19 16 13 10 7T § 3 2 1
P 34 32 .30 28 24 200 A7 1472 9
o 27 25 22 20 18 15 13 10 B 6
R 15 1201 S B b 53 2

Crosssreference the strafing aircraft's cannon type with the Movement
Allowance of the strafing aircraft; this will yield a single number, which is
the Probability Number that the aircraft will hit its target, Note that air-
craft with rear-mounted cannon (such as the B-1, B-52, and Backfire
Bombers) may not strafe.

tions will destroy the target.

* = if target of this type is a hardened site, halve Probability

Number.

[25.95] PGM PROBABILITY TABLE

PGM

“smart®’ bomb
“smart"" bomblet
Bullpup RbO4, RbOS
Maverick
Walleye 1
Walleyve 11

AS8-7

Martel

Shrike

Standard

Harm

EXPLANATION:

gz2RES

30 30
4 34

Movement Allowance

3

33
34
28
28
30
32
24
31
26
30
34

4

31
i3
28
28
30
32
24
31
26
30
34

5

28
32
28
28
30

6

24
31

30
34

B

19
30
2R
28
30
32
24
31
26
30

34

13
25
28
28
30
32
24
31
26
30

34

9

10
22
28
28
30
32
24
31
26
30
34

When any sort of PGM is launched or dropped, the owning Player
cross-references the PGM type with the Movement Allowance of his
aircraft on this table, to yield a single number, This is the Probability
Number that the PGM will hit its target.

[25.99] STRAFING TARGET DESTRUCTION
TABLE

targel type Cannon Type
AB,C,D/F.1, GM
JNOPorQ or R E H, K

parked aircraft* 25 35 12 35
Trucks:

radar van 18 27 9 30

mobile RL 9 12 4 18

truck 9 12 4 18
Dumps:

POL (revid) 23 30 14 33

POL (open) 30 35 22 35

Ammo (revid) 10 15 5 30

Ammo (open) 16 27 11 35
AFVs:*

light AFV 6 9 3 28

tanks & SAMs Bl 6 ¥ 25
AA guns:*

light or medium - 3 - 7

heavy - - - 4
SAMs - - B 7
Small Buildings:

Sield bunkers - - - -

wood 7 10 - 10

masonry - - - 5

steel - - - 3
Bridge - - - 1
EXPLANATION:

When strafing hits a target, Players refer to this table. The
type of cannon that is firing is cross-referenced with the
target type. This yields a single number, which is the Proba-
bility Number (see Section 12.0) that the strafing will
destroy the target.

* = Il target of this type is in a hardened site, halve Proba-
hility Number.

o



[25.96] ASM CHARACTERISTICS TABLE

[25.98] STRAFING PROBABILITY
MODIFICATION TABLE

Modification and Circumstance

ASM name builder range speed payloadguidance system +4 Ff the piim ?Sa Hatho
Bullpup USA 120 6 1,000-lbCommand Guidance =€ B Uchaotice Novie
Maverick USA 120 5 shpd chrgindependent = V2PN if the plane is strafing two targets
Walleye | USA 150 5 750-IbDesignator Guidance — 24PN if the plane is strafing three targets
Walleyve 11 USA 150 6 1,000-IbIndpendent = % PN if the plane is strafing four or more
Shrike USA 100 14 1,000-1bARM i
Standard USA 150 16 1,000-I1bARM -6 II the Opcl'iliiun 15 conducted at
Harm USA 2000 17 1,000-1bARM o —_
AS-7 USSR 144 6  750-IbDesignator or ARM o O L o oo g 1
Martel UK&Fr 400 5 1,000-Ibindependent CHIMOE IS N R
RbME Sweden 60 5 1,000-Ib Command Gu:ldance = for each hex beyond the first that
RbOSA Sweden 75 6 750-1b Command Guidance the aircraft is distant from its target;
i.e., if the aircraft is 4 hexes away,
subtract 3.
[26.51] AA GUN HIT PROBABILITY TABLE
(By Gun Type)
100mm: S7mm:
I 2nd DIE 1 2nd DIE
[ 7P T . S S et 3 3. 45§
I R I A e A ! E 4 4 4 5 5
2 B2 VB8 I8 T8 18 2 5 B~ 8 8 8 11
3 18 18 E 24 24 24 3 11 11 E 14 14 14
4 24 24 24 E: 30 .30 4 ) I SO T AR 0 A b 8
5 30 30 30 30 E 36 5 21 21 24 24 E 25
6 36 36 36 36 36 E 6 26 26 28 28 28" E
85mm 37mm or 40mm:
2nd DIE 2nd DIE EXPLANATION:
Ist 1 2 3 4 5 6 Ist 1 9 3 4 5§ ¢  Whenit has been determined that an AA
Die Die gun has hit its target, the Players refer to
1 BT BiF il e =R 1 | U Ry 1 5 these tables. They find the specific table
2 8 E_ 12 12 0z 12 2 6 E 6 6 6 9 determined by the AA Gun type and roll
3 12 127 B it 16 16 3 9 9 E 9 9 9 wo d;ceh Thglﬁrstddie-roll is found at the
; top of the 1able and cross-referenced with
; 53 ;2 éi zli ZE? %g ; 195 i';' :g IES Ié ig the second, which is found along the side.
. # = Number of boxes along which the air-
6 28 28 32 32 32 E 6 18 18 18 18 18 E  craft's Damage markers are moved on the
Weapons Track
20mm: SScalOuad: 2nd DIE E = Target eliminated
R S el SR Die
: 1 E | 1 1 | 1
1 E 1 1 1 1 1 1
R T T s B L
¥ ¢ 1 1. 1t 1 . i et
4 s S AT LSS AR * i
5 3 3 3 3 E 3
5 2 2 2 2 E 2 P 3 3 3 3 3 E
6 R L g} 3 - f N -
23mmQuad: 12.7mm, 14.5mm, or .50 cal:
/ 2nd DIE 2nd DIE
pr,1 2 3 4 5 6 g 1 2 3 4 § &
1 E 1 | 1 1 2 I 1 1 1 1 1 |
2 2 E 2 2 3 3 2 | E | 1 1 1
3 3 30 E g 4 3 1 1 1 1 1 1
4 4 4 4 E 35 5 4 1 1 1 E | 1
o IR 5 5 b H- B 5 1 | 1 1 1 1
6 6 6 F/ 7 8 E 6 2 2 2 2 2 E
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not is indicated in the second. Note that many guns have versions both with and without radar. The target
type (for bombing or strafing) of the AA gun is listed in the third column: It = light AA gun; hvy = heavy
AA gun; AFV = tank. The span of hexes ai which the AA gun is considered 10 be firing at close range is in-
dicated in the fourth column, and the Hit Probability of the AA gun at that range in the fifth; the span of
hexes foy Medium Range in the next, and the Hit Probability at that range in the next; and finally, the span

of hexes at Maximum Range in the next, and the Hit Probability at that range in the last.

radar detection equipment.

[28.1] AIRCRAFT RADAR CHARACTERISTIC TABLE : Radar  Max. Radar
o % Search  Search Lock-on Lock-on Tracking Detector
adar ax. Radar St th A R St th C T
Search  Search Lock-on Lock-on Tracking Delect:r _— I; nng; o 0 e et
Strength Arc  Range Strength  Cone Type F-104] 4 > none

- MiG-21 (early) 1 D 0 0 = none F-84-D 2 B 0 0 0 A
MiG-21 (late); MiG-23E 2 D 0 0 = A F-8E 3 B 0 0 0 c
MiG-23B T B 420 4 N B F-8E(France) 4 C 150 e L €
MiG-23CWW 7 B 420 7 N E F8J 4 B 0 0 = D
MiG-254 5 C 300 4 L B MiG-19D,B,F,G 1 D 30 2 I; none
MiG-258 7 B 0 0 _ B MiG-I7E 1 D 30 2 L none
MiG-25D 7 B 420 7 N o 2 2 B___ 150 3 N A

| MiG-27 0 = 0 0 2 B F-106 6 B 360 6 N B
MiG-29 6 25 6 L B Su-154 4 B 300 4 L A
Su-7 0 = 0 0 = A Su-lISE 7 B 420 7 N B
Su-19 7 B 0 0 L D A-6E Bg Dg 0 0 0 [C,D*D]
Tu-26 (rear) 94)  A(B) 0 0 - D EA-CeWw 8g Dg 0 0 0 E
F-4B, C, D, K&M 7 B 420 7 N [C,D*.D] F-100D&F 0 - 0 0 - B
F-4E-J 8 B 500 8 N [C,D*,D] F-l00FWW 0 - 0 0 = D
F-4EWW g B 500 8 N E Mirage F.1 5 B 360 5 N D
A4 4@  Be 0 0 - [C.D*D] A¥-84/

A7 8g Bg 0 0 - {C,D*D] Harrier pre-78 0 - 0 0 - none
\ F-16 8 B 500 8 N D Harrier post-78 0 - 0 0 - D
F-105 3 B 0 0 TEERD)) Satiater 5 B 0 0 = D
F-10SWW 3 B 0 0 ~ E Lightning F.6 6 B 0 0 - B
F-5E/F 1 B 0 0 = ¢ JA37 Viggen 7 B 420 7 N D
F-111E 10 B 0 0 " g AJ37 Viggen 62 Bg 420 6 L D
F-IIEWW 10 B 0 0 = g1 (Draken 3 B 15 3 L ¢
F-144 10 B 1125 10 N g Draken (Danish) 4 C 200 4 N D
F-I5A4 g B 850 9 N E F-86D,L 2 B 0 0 0 none
F-'- 18 8 B 500 8 N D F-86K 1 B 0 0 0 none
A-10 0 - 0 0 T E F-54 2 B 0 0 - B
ﬂf‘_ = o A 0_ 0 = E  w_ An aircraft that has its Radar Detector Type starred may use it in the
Mirage IHC 2 c 150 4 L B same way as any other Radar Detector of that type excepr that the Radar
Mirage IIIE 2 3. 150 4 L C  Detectors are ineffective against SA-6"s and MiG-23"s. []=these aircraft
Mirage V' 1 7] 0 0 = p have three different Radar Detector Types atl three different times. Note
J& ul;r.rr 0 B 0 0 ~ E that there are three Radar Detector Types listed; the aircraft has the first
b type in the period before 1968; the second type in the period including 1968
Tornado 9 B 700 8 N E  and extending to October 1973, and the third type after October 1973.

Kfir 3 B 0 0 - C  g=radar may only search for ground targets. -=not applicable. N = Nor-
F-111 A-C 8 B 0 0 N p mal. L= Limited. Search Strength = the Radar Search Strength of the air-
B-52H (rear) 10(5) A(B) 0 0 = E craft (see 20.0). Radar Search Arc=see 20.2. Max. Lock-on Range = the
F. 2 ; maximum range at which the aircraft may attempt to get a Radar Lock-on.
=104C B 0 0 = None A lock-on range of *'0"" means that the aircraft does not carry Radar-
F-104G 3 B 0 0 i none  Homing missiles. If an aircraft only has one line on the table and is not
F-104G(Norway) 3 B 0 0 - D given multiple entries for its various sub-types (the way, for instance, that
CF-104 4g B 0 0 . ¢ the F-4E, the F-4B, and the F-4EWW each have different lines), that line
F-1045 4 B 150 4 L B applies to all sub-types of that aircraft.
iy N BABILITY TABLE
[26:31] A GEN HILERLD il y [26.6] GROUND INSTALLATIONS
Close edium ax.
AA type Radar? Lt/Hvy Range HP Range HP Range HP RADAR CHARACTERISTICS
100mm no  hvy 143 1 4477 I 78130 1 TABLE
100mm yes hvy 1-43 1 44-87 1 88-130 2 Max.
85mm no hvy 1-33 I 34-67 1 68-100 1 ground Search Lock-on Lock-onTracking
85 yes hvy 1-33 1 3457 1 58-100 2 install. Strength  Range Strength  Cone
57mm no hvy 1-21 2 22-42 2 4362 2 SA-2 2 188 4 limited
37 or 40mm no It 1-17 3 18-34 2 35-50 1 §4-3 3 250 4 limited
37 or 40mm yes It 1-17 10 18-34 6  35-50 4 = : imite
20mm Vulean no It 19 s 10-18 1 1926 ! SA-6 4 313 7 normal
20mm Vulcan yes It 1-9 17 10-18 4 19-26 3 HAWK 3 250 8 normal
23mmQuad no AFV  1-11 6 12-22 1 2332 1 SAM-D 5 375 9 normal
23mmQuad yes AFV 111 16 12-22 4 2332 2 Any radar search 10 0 0 NA
20mmDbl no It 1-9 5 10-18 1 19-26 1 ground installa-
50 cal. Quad no It 1-2 4 34 1 56 1 tion
12.7mm no AFV 1-2 1 - - - - .
Explanation of Table: The AA gun type is listed in the first column; whether it is equipped with radar or EXPLANATION:

See explanation of 28.1. Note: all ground installations
have a 360° Radar Search arc. No ground installation has




[28.2] ECM DEVICE UTILIZATION TABLE

chaff IR ECM IR
can dispensers types Detector
carry carried carried Strength
aircraft pods? internally internally and Are
MiG-23CWW no 10 10 flares 0
MiG-25 no 4 - 0
Su-19 no 4 4 flares 0
Tu-26 no 12 12 flares 0
F4B, C, D, yes 0 - 5 front
K&am {(B.C,D
only
F-4E-J yes *6 6 Mares* 0
FAGWW ves 20 B flares 5 front
A-4 yes *6 6 flares* 0
A-7 yes *6 6 flares* 0
A-10 yes 0 - 0
F-5 yes 0 - 0
F-14 yes *6 6 flares* 7 all
front
F-15 yes *6 6 flares® 0
F-16 yes 6 6 flares 0
F-18 ves 6 6 flares 0
F-105 yes 0 - 0
F-105GWW yes 20 8 flares 0
Fl1IA, C& E yes 6 hot gas 6 all rear
& F-111E
E-l1LIEWW yes 20 hot gas 6 all rear
B-1 & B-52H no 60 1wo internal 8 all
+4 chaff ALQ-123 around
rockets pods _ B-52H-
and 15 flares 6 all rear
(B-52-10)
Jaguar, yes 0 - 0
Tornado, Kfir,
F-100FWW,
F-104G.CJ

Only the aircraft listed on this table may carry chaff
dispensers, pods and/or Infra-Red ECM devices.

If a given aircraft is indicated as being able to carry pods
under the *“‘can carry pods?'’ column, it may carry pods as
indicated in the optional rules in loaded Condition, section
17.0. If there is a number greater than zero on the *‘chaff
dispensers carried internally’" column of an aircraft’s line on
the table, that aircraft is considered to carry chaff dispensers
normally. These dispensers are nor considered to be pods,
and are nol counted toward the ordnance that an aircraft
may carry. The number in this column is the number of
Game-Turns that the aircraft may dispense chaff before its
chaff dispenser is empty. Any Infra-Red Counter-measures
normally carried by aircraft are listed under the “‘IR types
carried internally.”" Any aircraft with a listing in this column
is considered to carry infra-red counter-measures internally
{not in a pod), and thus carrying these counter-measures
does not count toward maximum ordnance limitations, If,
for instance, the entry in the **IR types carried internally" is
““4 flares," the aircraft normally carries four flares. Note
that the B-1 normally carries two ALQ-123 pods; these are
not actually pods, but are mounted internally in the aircraft,
and do not count toward ordnance limitations. For infra-red
counter-measure purposes, the aircraft operates as if it were
mounting two ALQ-123 pods. Note also that the B-1 carries
4 chalf rockets in addition to chaff dispensers. Any aircraft
that may carry pods can carry any Infra-red Counter-
measure pod, limited only by ordnance limitations (see
17.0). *Certain aircraft have the numbers under the ‘‘chaff
dispensers carried internally" and “'IR types carried inter-
nally'" columns asterisked (*). This indicates that these air-
craft may either carry chaff dispensers internally, or carry
flares internally. The owning Player of the aircraft may
choose which the aircraft is to carry, or mix them.

[28.3] AIRCRAFT MUNITION CHARACTERISTIC TABLE

100016 750 Ib
Aiircraft # AM # AM
F-86 2 2 3 2
F4 1mn 2 18 2
F-105 1 2 18 2
F-14 12 -1 16 1
F-15 15 1 20 1
F-16 W2 ¥5 2
F-18 10 1 15 1
B-1 115 v 144 4
A4 9 1 12 1
A-7 16 1 20 |
A-10 12 1 16 1
F-5 32 !
F-111 28 1 34 1
MiG-15 0 - 0 -
MiG-17 0 - 2 2
MiG-21 0 - 23
MiG-23B (only) 10 2 15 2
MiG-27 10 1 15
MiG-29 2 3 % 3
Su-7 e 4 3
Su-19 12 1 18 1
Tu-26 16 1 209
Mystere 2 2 2 2
Mirage HIC 4 2 6 2
Mirage IIIE 4 2 6 2
Mirage V & Neshr 8 2 12 2
Jaguar 8 1 1
Quragon B 22
Tornado 20 1 24 1
Kfir 8 2 12 2
B-52H 60 2 80 W
F-1MG, C, § 4 2 6 X
CF-104 41 1 6 1
F-1047 00 00
F-8 5 2 6 2
MiG-19 00 28
F-9 2 2 2 2
Hunter 32 4 2
Meteor 00 22
F-106 00 00
F-100D 6 2 9 2
F-100F 6 2 6 2
F-100FWW 6 2 g
SU-15 00 (U]
Harrier 5 1 7 1
A-6F 15 1 19 1
Mirage F.1I 8 2 10 2
Lightning e SO
AJ37 Viggen 15 2 13 1
JA37 Viggen 6 2 § 2
Draken 2 2 o i
MiG-23 CWW 10 2 15 2
MiG-23 D&E 6 3 10 3

rcktpod bombilet

# AM
2 3
15 3
15 3
16 2
16 2
12-3
12 2
0 -
14 2
16 2
18 2
8 3
0 -
2 4
43
2 4
10 3
10 2
4 3
2 4
& 2
0 -
2 3
43
4 3
10 3
10 2
3
THE
3

NS ONMWLE WD O WbLooD N AR E WD NNODLEREMNN

-
=
Wi W DO W WD NS O W WO W e W e WD N e

6

# AM
2.4
11 4
11 4
12 3
15 3
12 4
10 3

115 %

3
3
3
3
3
4
3
4
4
3
3
4
4
4
4
3
4
3
4

oSNMtagi_auauquaaQo_oo'o.u-_omuomcpuﬂhbunm-g&poqang\nupe

3

B NN RGN ND WMN WO OO0 o0 DWW

napalm
¥ AM
2 4
1n 4
1 4
12 4
15 4
12 4
10 4
0 -
9 4
16 4
12 4
5 4
28 4
RS
0 -
0 -~
0 -
§.<
0 -
s
6 -
e
2 4
4 4
4 4
8 4
8 4
2 4
20 4
8 4
0 -
2 4
2.4
00
4 4
00
0 0
4 4
2 4
00
6 4
5.4
00
00
5 4
15 4
6 4
2 4
-
2 4
2 4
0

0

ASM
# AM

COR O AD NB LD NS NSODCO NSO NNCSE YD WELEN®NDODCOCH MWW LADsELSELECOC

Each munitions type is divided into two columns: **#'" and **AM"". The **#"" indicates the
maximum number of munitions loads of the indicated type the aircraft is able to carry;
“AM" is the Altitude Multiple for the aircraft with that particular munitions type (see
bombing rules, 25.0). The **#'" column indicates the maximum number of munitions
loads carried if nothing else is carried. Note that no Altitude Multiple is given for air-to-
surface missiles (ASM's). This is because ASM's do not have altitude multiples; see 25.5,
If an aircraft has **0"" under the **#'' column of any munitions type, it may not carry that
type of munition. Note that because of their small size, aircraft that are carrying
Maverick Air-to-surface missiles may carry triple their normal number of air-to-surface
missiles when carrying Mavericks. All aircraft not listed on this table are unable to carry

any type of munitions.
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[103.16] EFFECT OF FORWARD MOTION ON BOMBS CHART

# = Movement Allowance Multiple (see Case 103.11)

Aircraft Height Above Ground Level
2 3 45 6 7 8 9 1011 1213141516 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52
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Sequence of Play

Position Determination Phase: Both Players examine the
relative positions of their aircraft on the game-map, and,
according to the rules of Position, determine which are in
Advantaged, Normal, and Disadvantaged positions. Sec-
tion 6.0

Visual Search Phase (Opfional Rules): Both Players con-
duct Visual Searches with all their aircraft that are capable
of conducting such searches. Section 19.0

Radar Search Phase (Optional Rules): Both Players con-
duct Visual Searches with all their aircraft that are capable
of conducting such searches. Section 19.0

Final Position Determination Phase (Optional Rules): Both
Players conduct Position Determination as per Phase A,
taking into account aircraft that have been spotted. Section
6.0

Initiative Determination Phase: The Players determine
which of them is to be the first Player in the upcoming
Game-Turn according to the rules for Initiative. Section 7.0

Missile Launch Phase: Both Players attempt to launch
missiles and perform numerous other missile-related func-
tions. Section 14.0

1. Tracking and Target Acquisition Segment: The Players
examine all missiles that have already been launched and
determine whether they still track their targets. If a
missile cannot track its target (and, in the case of Heat-
Seeking missiles, cannot acquire a new target), it is
removed from play.

2. Missile Launch Segment: The Players determine which
of their aircraft will launch missiles, how many each air-
craft will launch, and what the targets are. They roll for
missile malfunction for each launched missile and place
missile counters on the map for each launched missile
that does not malfunction.

3. Radar Lock-on Segment: The Players attempt to obtain
Radar Lock-ons with aircraft that are carrying Radar-
Homing missiles.

Disadvantaged Aircraft Movement Phase: The first Player
moves any one of his Disadvantaged aircraft according to
the sequence below (Segments 1-7). Any Heat-Seeking
missiles targeted against the aircraft just moved are moved
by the second Player. The first Player then moves another
of his Disadvantaged aircraft, and so forth, until all the
first Player’s Disadvantaged aircraft and all Heat-Seeking
missiles targeted for any of those aircraft are moved. The
second Player then repeats the first Player’s actions, mov-
ing each of his Disadvantaged aircraft. Section 8.0

Normal Aircraft Movement Phase: The Players move all
Normal aircraft, following the same procedure outlined for
Disadvantaged aircraft (Phase G). Section 8.0

Advantaged Aircraft Movement Phase: The Players move
all Advantaged aircraft, following the same procedure
outlined for Disadvantaged aircraft (Phase G). Section 8.0

Radar-Homing Missile Combat Phase: Each Player moves

each of his Radar-Homing missiles currently on the map.

Radar-Homing missile movement occurs in the same man-

ner as Heat-Seeking missile movement. Section 16.0

a. Radar-Lock-on Breakage: The owning Player rolls to
determine whether Radar Lock-ons have been broken by
Enemy aircraft.

b. Movement Allowance Determination: (as in Phase G,
Segment 7, Step a)

c. Expenditure of Energy Points: (as in Phase G, Segment
4)

d. Movement: (as in Phase G, Segment 7, Step c)

e. Accumulation of Energy Points: (as in Phase G, Seg-
ment 6)

f. Game-Turns-in-Flight Record: (as in Phase G, Segment
7, Step e)

L. Cannon Combat Phase: The first Player resolves cannon

fire from any of this aircraft that are in a position to fire
their cannons. The second Player then resolves his cannon
fire. Section 13.0 or Cannon and AA Combat Phase (Op-
tional Rules): As per Cannon Combat Phase above, except
that ground AA installations may also fire at Enemy air-
craft. Section 26.0

M. Bombing Phase (Optional Rules): Players may have any

store-carrying aircraft release bombs. Effects of bombard-
ment are resolved. Section 25.0

N . Bookkeeping Phase: Players advance the Game-Turn

Record marker one box.

1. Acceleration/Deceleration by Power Segmeni: The
phasing Player increases or decreases his moving air-
craft’s Acceleration Gauge to reflect acceleration or
deceleration by power. If this affects the aircraft's
Throttle Setting, the Throttle Setting marker is moved
accordingly.

2. Flight Attitude Decision Segmenit; The phasing Player
determines the Flight Attitude of the aircraft he is mov-
ing. He determines the wing position of the aircraft and
the angle at which it will dive or climb (or fly level). He
also alters the aircraft’s Altitude Indicator to reflect any
change in altitude résulting from a dive or climb, orasa
result of wing attitude.

3. Acceleration and Deceleration Segment: The phasing
Player decides whether his moving aircraft .u
decelerate or accelerate by any means other than by
power. If so, he adjusts the aircraft’s Movement
Allowance marker to reflect the change in speed.

4. Expenditure of Energy Points Segment: 1f the moving
aircraft is in a climb or in level flight and has Energy
Points accumulated, it must expend one of those Points.
The phasing Player determines how the aircraft will ex-
pend the Point and reduces the Energy Point marker to
reflect the expenditure.

5. Movement Segment: The phasing Player actually moves
the moving aircraft’s counter and performs any
maneuvers he wishes.

6. Accumulation of Energy Points Segment: If the moving
aircraft is in a dive, the phasing Player determines the
number of Energy Points the aircraft accumulated while
in the dive and moves the Energy Point marker on the
Aircraft and Missile Control Display accordingly.

7. Heat-Seeking Missile Segment: Any Heat-Seeking
missiles targeted for the aircraft just moved are moved
according to the following sequence (Steps a-e):

a. Movement Allowance Determination: The owning
Player determines whether the moving missile is to
dive, climb, or fly level, and determines its Movement
Allowance.

b. Expenditure of Energy Points: (as in Phase G, Seg-
ment 4)

¢. Movement: The owning Player moves the missile ac-
cording to the rules for missile movement.

d. Accumulation of Energy Points: (as in Phase G, Seg-
ment 6)

e. Game-Turns-in-Flight Record: The owning Player
advances the Game-Turns-in-Flight marker for the
moving missile on the Aircraft and Missile Control
Display by one box. If the missile has spent as many
turns in flight as it is able, it is removed from the map.
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NEW EDITION

AIRVNAR

Aircraft and Missile
Performance Charts

Aircraft and Missiles by Country of Manufacture

AIRCRAFT

United States of America

Boeing B-52H Stratofortress
Northrop F-5E Tiger 11

Republic F-105D Thunderstreak
McDonnell Douglas F-4E Phanton
Vought A-7D and E; Corsair II “‘Sluf”’
McDonnell Douglas A-4F-M Skyhawk
General Dynamics F-111E Aardvark
Fairchild A-10A

General Dynamics F-16A

McDonnell Douglas F-15A Eagle
Grumman A-6E Intruder

Lockheed F-104G Starfighter

Vought F-8E Crusader

North American F-100D Super Sabre
Convair F-106 Delta Dart

McDonnell Douglas F-18 Hornet
Grumman F-14A Tomcat

Rockwell B-1

North American F-86E-H Sabre
Union of Soviet Socialist Republics
Mikoyan MiG-19C Farmer

Sukhoi Su-15 Flagon-E

Mikoyan MiG-17D Fresco

Mikoyan MiG-15bis Fagot

Sukkoi Su-19

Sukhoi Su-7C Fitter

Mikoyan MiG-21E, F, J, and K Fishbed (late)
Air-to-Air Fighter “‘L"*

Mikoyan MiG-25A, B, and D Foxbat
Tupolev Tu-26B Backfire

Mikoyan MiG-27 Flogger D

Mikoyan MiG-23B, CWW, and E Flogger
China

Shenyang F-9 Fantan

France

Dassault Mirage F-1C

Dassault MD-450 Ouragon

Dassault Mirage I11C, IIIE, V, and IAI Neshr
Dassault Mystere IVA

Europe (Britain, Germany, Italy)
Panavia MRCA Tornado ADV
(Britain, France)

BAC/Sepecat Jaguar

PCl11
PCl12
PC13
PCl14
PC1S
PC16
PC17
PCi8
PCI19
PC20
PC29
PC30
PC31
PC32
PC33
PC37
PC38
PC40
PC52

PC35
PC36
PC41
PC42
PC43
PC44
PC45
PC46
PC47
PC48
PC49
PC50

PC35

PC34
PC51
PC53
PC54

PC55

PC56

Britain

Gloster Meteor F.8
BAC Lightning F.6
Hawker Harrier
Hawker Hunter

Sweden
Saab J35F Draken
Saab AJ-37 and JA-37 Viggen

Israel
IAI KfirC2
IAI Neshr

MISSILES

United States of America

SAM-D Patriot

Hawk-1

Early Sparrow AIM-7B through AIM-7EI
Phoenix AIM-54A

Late Sparrow AIM-7E2 and AIM-7F
Brazo

Late Sidewinder AIM-9E through AIM-9]
Early Sidewinder AIM-9B through AIM-9D
Atoll

Dogfight Missile

Huges AIM-4 Falcon

Union of Soviet Socialist Republics
SA-2

SA-6

SA-3

AA-6 Acrid

AA-8 Aphid

AA-T Apex

SA-7

SA-9

Atoll

AA-3 Anab

AA-1 Alkali

AA-9

France

Matra Magic R550

Matra R530

Britain

Red Top

SRAAM

Israel
Shafrir

Note that the Aircraft and Missile Performance Charts are perforated so that they may be removed
from the booklet. To remove them, fold back along the perforation and tear out gently,

PC23
PC26
PC27
PC28

PC24
PC25

PC39
PC53

PC2
PC4
PCS5
PCs5
PCé6
PC6
PCé6
PC9
PC9
PCI10
PC22

PC3
PC3
PC4
PC7
PC7
PC8
PC8
PC8
PC9
PC21
PC21
PC22

PC9
PC10

PC2
PC10

PCé6



SAM-D Patriot
SAM-D Climb Table SAM-D Dive Table

Basic Missile Information Climb Levels MA Dive Levels MA
Missile Type: radar-homing SAM (surface- Type Climbed Subtract Type Dived Addition
to-air missile) | 3 =1 1 4 0
Tracking Cone: Normal 7 -2 5 e |
Turns of Flight: 49 10 -3 10 +2
Tracking Range: 750 hexes 13 -4 14 +3
Probability of Malfunction: 3 15 -5
M{nimum Range: 2 1" 20 43
Minumum Launch Range: From all angles: n 17 i 25 23

7 hexes 19 = 32 +1
. Within f\liimd‘e Groups: LO ML N_IH HI 21 3
Max. Move Allowance: 19 18 17 16 o -
I1st GT Move Add: 6 6 6 6 11 34 0
i Mide: 5T T 36 =1
Maximum Energy: 26 25 23 22 m 25 -1 40 =2
Maximum Energy Add per Game-Turn: 5 27 -13 42 =3
Ceiling: 440 levels 3 -15 45 3
Size multiple: 4 a2 =14

Missile Name:

Red Top Climb Table Red Top Dive Table
Red Top Climb Levels MA Dive Levels MA
Type Climbed Subtract Type Dived Addition
1 2 0 1 3 0
Basic Missile Information 5 1 5 +1
Missile Type: heal seeking (improved)
Tracking Cone; normal 7 —2 2 +2
Turns of Flight: 66 1 8 -3 n 17 +3
Tracking Range: 90 9 -4 21 +2
Probability of Malfunction: If launched in 10 -5 25 +1
enemy rear arc: §, otherwise 12 1 -6 28 0
Minimum Range: 2 m 2 — 3 -1
Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 15 14 13 12 B - . p -
Ist GT Movement Add: 4 4 4 3 35 -3
Turn Mode: St - T
Maximum Energy: 21 20 19 18

Maximum Energy Add per Game-Turn: 3
Use: Lightning



SA-2

Basic Missile Information

Missile Type: beam-riding SAM (surface-
to-air missile)

Tracking Cone: limited

Turns of Flight: 24

Tracking Range: 400 hexes

Probability of Malfunction: 5

Minimum Range: 2

Minimum Launch Range: 30 hexes

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 14 14 13 12
Ist GT Move Allowance: 11 11 11 11
2nd GT Move Allowance: 12 12 12 12
3rd GT Move Allowance: 13 13 13 13

Turn Mode: il AR

Maximum Energy: 18 17 16 16
Maximum Energy Add per Game-Turn: 2
Ceiling: 510 levels

Size multiple: 6

PC3

SA-2 Climb Table

Climb Levels MA
Type Climbed Subtract

| 2 =2

6 -2

8 -3

10 -4

1 13 -5

15 -7

17 -8

m 19 - 10

21 ~11

22 -12

SA-2 Dive Table

Dive Levels MA
Type Dived Addition

1 4 0

6 +1

10 +2

] 20 +3

25 +2

28 +1

30 0

m 32 -1

34 -2

36 -3

37 -5

SA-6

Basic Missile Information
Missile Type: radar-homing SAM (surface-
to-air missile)
Tracking Cone: Normal
Turns of Flight: 29
Tracking Range: 500 hexes
Probability of Malfunction: 5
Minimum Range: 2
Minimum Launch Range:
From all angles: 7 hexes
Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 14 14 13 12
Ist GT Move Allowance: 5 S § §
Turn Mode: C. 710 e
Maximum Energy: 20 19 19 I8
Maximum Energy Add per Game-Turn: 4
Ceiling: 472 levels
Size multiple: 4

SA-6 Dive Table

SA-6 Climb Table

Climb Levels MA
Type Climbed Subtract

I 3 -1

7 -2

9 -3

11 -4

1 13 -5

15 -6

17 -7

m 19 -8

21 -9

23 - 10

24 - 11

Dive Levels MA
Type Dived Addition

1 4 0

6 +1

11 +2

1 20 +3

25 +2

29 +1

1 30 0

32 =1

34 -2

36 -3

18 -4




PC4
SA-3

Basic Missile Information

Missile Type: radar-homing SAM (surface-
to-air missile)

Tracking Cone: limited

Turns of Flight: 17

Tracking Range: 250 hexes

Probability of Malfunction: 6

Minimum Range: 2

Minimum Launch Range: From all angles:
10 hexes

Wilhin Altitude Groups: LO ML MH HI
Max. Move Allowance: 11 11
Ist GT Move Allowance: 6 6 6 6
2nd GT Move Allowance: 5 5 5 5
Turn Mode: &6 7 4 8§
Maximum Energy: 1B 16 15 IS
Maximum Energy Add per Game-Turn: 3
Ceiling: 380 levels
Size multiple: 5

Hawk 1

Basic Missile Information

Missile Type: radar homing SAM (surface-
to-air missile)

Tracking Cone: Normal

Turns of Flight: 22

Tracking Range: 350 hexes

Probability of Malfunction: 4

Minimum Range: 2

Minimum Launch Range:
From any angle: 12 hexes

Within Altitude brnups LO MLMH HI

‘Max. Move , _ ¥ 14 13 12
Ist GT Movemenr Add 9 9 9 9
Turn Mode: LR T
Maximum Energy: 21 20 19 I8

Maximum Energy Add per Game-Turn: §
Ceiling: 400 levels
Size multiple: 4

SA-3 Dive Table

10 10

SA-3 Climb Table

Climb Levels MA
Type Climbed Subtract

1 3 -1

7 -2

9 -3

11 11 -4

13 -5

1 15 -5

18 -6

Dive Levels MA
Type Dived Addition
| 4 0

v +1

n 10 +2
15 +3

20 +2

mn 25 +1
29 0

30 -1

Hawk I Climb Table

Hawk 1 Dive Table

Climb Levels MA
Type Climbed Subtract

1 3 -1

7 -2

10 -3

12 -4

1} 14 -5

16 -6

18 -7

20 -8

m 2 -9

24 -10

26 =11

Dive Levels MA
Type Dived Addition

1 4 0

6 +1

8 +2

10 +3

i 16 +2

20 +1

25 0

29 -1

i 30 -2

35 -3

39 -4




Early Sparrow AIM-7B through
AIM-TE1

This Missile Performance Chart is valid for
any of the above missile types.

Basic Missile Information

Missile Type: radar-homing

Tracking Cone: Normal

Turns of Flight: §

Tracking Range: 168 hexes

Probability of Malfunction: 7

Minimum Range: 2

Minimum Launch Range:
From rear: 10 hexes
From side: 20 hexes
From front: 30 hexes

Within Altitude Groups: LO ML MH HI

Max. Move Allowance: 18 18 17 15
Ist GT Movement Add: 4 4 4 4
Turn Mode: i (N o W Gt
Maximum Energy: 23 22 21 20

Maximum Energy Add per Game-Turn: 3

PC5

Early Sparrow Climb Table

Early Sparrow Dive Table

Climb Levels MA
Type Climbed Subtract

| 3 0

4 -1

7 -2

]| 8 -3

10 -5

11 -6

1] 12 -8

13 =12

14 -14

Dive Levels MA
Type Dived Addition

1 3 0

5 +1

8 +2

10 +3

i 21 +4

24 +3

28 +2

11} 32 +1

40 +0

44 =

Phoenix AIM-54A

Basic Missile Information
Missile Type: radar-homing
Tracking Cone: Normal
Turns of Flight: 50
Tracking Range: 1,320 hexes
Probability of Malfunction: 4
Minimum Range: 2
Minumum Launch Range:

From rear: 12 hexes

From side: 24 hexes

From front: 36 hexes

Within Altitude Groups: LO ML MH HI

Max. Move Allowance: 23 21 19 17
Ist GT Movement Add: 6 6 5 §
Turn Mode: y Al (N O
Maximum Energy: 21 35 3 A
Maximum Energy Add per Game-Turn: §

Phoenix Climb Table

Phoenix Dive Table

Climb Levels MA
Type Climbed Subtract

| 2 0

4 -1

6 -2

8 -3

11 10 -4

12 ~5

14 -6

m 16 -7

17 -8

18 -9

Dive Levels MA
Type Dived Addition

| 4 +1

8 +2

12 +3

1] 19 +3

21 +2

26 + 1

30 0

34 ~1

i 37 -3

40 -6

41 - 10

42 —12

43 - 14

44 - 16

45 —18

46 -19




PC6
Late Sparrow AIM-7E2 and
AIM-7F and Brazo

This Missile Performance Chart is valid for
any of the above missile types.

Basic Missile Information
Missile Type: radar-homing
Tracking Cone: Normal
Turns of Flight: 8
Tracking Range: 210 hexes
Probability of Malfunction: 4
Minimum Range: 2
Minimum Launch Range:
From rear: 7 hexes
From side: 15 hexes
From front: 20 hexes
Within Altitude Groups: LO MLMH HI
Max. Move Allowance: 21 20 19 17
I1st GT Movement Add: 5 5 4 4
Turn Mode: Y, - S ALY
Maximum Energy: 26 25 24 23

Maximum Energy Add per Game-Turn: 4

Late Sparrow/Brazo Climb Table Late Sparrow/Brazo Dive Table
Climb Levels MA Dive Levels “MA
Type Climbed Subtract Type Dived Addition

1 2 0 1 3 +0
4 -1 4 +1
6 —~+2 6 +2
8 -3 8 +3
13 +4
11 11 -4
12 —8 Il 24 +4
25 +3
m 14 -6 = +2
15 -7
16 -8 1 k¥ |
17 =9 40 +0
44 —~1
NOTES:

The Brazo missile is identical to the AIM-7F
except that it does not require a radar lock-
on to its target. Rather, the target marker is
placed in front of the aircraft that is using
radar; as long as that aircraft continues to
use Radar Search every turn, or as long as it
retains a radar lock-on, the Brazo will be

able to track its target. If, on a given Game-
Turn, the Brazo's target does not use Radar
Search, does not attempt to get a radar lock-
on, and either does not have radar contact
with any aircraft or voluntarily breaks such
contact, the Brazo goes ballistic and is
removed from play.

Late Sidewinder AIM-9E
through AIM-9J and Shafrir

This Missile Performance Chart is valid for
any of the above missile types.

Basic Missile Information

Missile Type: Improved Heat-seeking
Tracking Cone: Normal

Turns of Flight: 6

Tracking Range: 120 hexes

Probability of Malfunction: 5

Minimum Range: 2

Within Altitude Groups: LO MLMH HI
Max. Move Allowance: 16,15 14 13
Ist GT Movement Add: 4 4 3 3
Turn Mode: & 4 5 S
Maximum Energy: 21 20 19 18

Maximum Energy Add per Game-Turn: 4
Note: The AIM-9L is identical to other Late
model Sidewinders, except that is is an all-
angle heat-seeking missile.

Late Sidewinder/Shafrir Climb

Table

Climb Levels MA
Type Climbed Subtract

| 2 0

4 -1

6 -2

11 8 -3

9 -4

10 -5

11 -6

m 12 ==/]

13 -8

Late Sidewinder/Shafrir Dive Table
Dive Levels MA
Type Dived Addition

I 3 0

6 +1

9 +2

1] 16 +3
21 +2

26 +1

11 28 0
30 -1

32 -2

33 =3

34 —4

37 -5
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AA-6 Acrid

This Missile comes in two versions; one
heat-seeking, one radar-homing.

Basic Missile Information
Missile Type: heat-seeking or radar-homing
Tracking Cone: HS/normal, RH/limited
Turns of Flight: 19 for HS, 38 for HR
Tracking Range: 250 for HS, 500 for RH
Probability of Malfunction: 9
Minimum Range: 4
Minimum Launch Range: (for RH)

From rear: 18 hexes

From side: 32 hexes

From front: 42 hexes
Within Altitude Groups: LO ML MH HI
Max. Move Allowance: F6MES T <id=1%
Ist GT Movement Add: 4 4 3 3
Turn Mode: ol N T
Maximum Energy: 21 20 19 18

Maximum Energy Add per Game-Turn: 3

PC7

Acrid Climb Table Acrid Dive Table
Climb Levels MA Dive Levels MA
Type Climbed Subtract Type Dived Addition

| 2 0 I 3 0
4 =il 6 +1
6 -2 8 +2
1 8 -3 1 16 +13
9 -4 21 +2
10 -5 25 +1
11 -6 28 0
30 =
11} 12 -7
13 -8 (11 33 &
37 -3

AA-8 Aphid

Basic Missile Information

Missile Type: improved heat-seeking
Tracking Cone: Normal

Turns of Flight: 2

Tracking Range: 50

Probability of Malfunction: 8

Minimum Range: 2

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 15 14 13 12
1st GT Movement Add: 5 4 3 2
Turn Mode*: T (S C
Maximum Energy: 20 19 18 18
Maximum Energy Add per Game-Turn: 4

Aphid Climb Table Aphid Dive Table
Climb Levels MA Dive Levels MA
Type Climbed Subtract Type Dived Addition

I 2 0 I 3 0 4

4 -1 6 +1

6 —2 8 +2

1] 8 -4 1} 16 +3

9 5 21 +2

10 -7 25 +1

11 11 -8 111 28 0

12 ) 30 -1

33 -3
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AA-T Apex

This Missile comes in two versions; one
heat-seeking, one radar-homing.

Basic Missile Information
Missile Type: heat-seeking or radar-homing
Tracking Cone: Normal
Turns of Flight: 6 for HS, 12 for RH
Tracking Range: 100 for HS, 200 for RH
Probability of Malfunction: 8
Minimum Range: 2
Minimum Launch Range: (radar-homing)
From rear: 12 hexes
From side: 24 hexes
From front: 36 hexes
Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 15 14 13 12
Ist GT Movement Add: 3 3% 3 2
Turn Mode*:
Maximum Energy: 20 19 18 17
Maximum Energy Add per Game-Turn: 3
*First number for HS, second for RH.

Apex Climb Table

Climb Levels MA
Type Climbed Subtract
| 2 0

4 -1

6 -2

1l 8 -4
9 -6

10 -7

111 11 -8
12 -9

/6 5/6 6/1 6/1

Apex Dive Table

Dive Levels MA
Type Dived Addition

1 3 0

6 +1

8 +2

|| 16 +3

20 +2

24 +1

I 27 0

30 -2

32 =3

SA-7 and SA-9
This Missile Performance Chart is valid for
both of the &bove missile types.

Basic Missile Information

Missile Type: heat-seeking SAM (surface-
to-air missile

Tracking Cone: Limited

Turns of Flight: 4/5

Tracking Range: 30/35 hexes

Probability of Malfunction: 12/10

Minimum Range: 9/7 hexes

Within Altitude Groups: LO*

Max. Move Allowance: 8

Ist GT Move Allowance: 4

Turn Mode: 5

Maximum Energy: 5

Maximum Energy Add per Game-Turn: 1

Ceiling: 20/25 levels

Size multiple: 4

*Because of its ceiling, an SA-7 may never

be above LO altitude.
(second figure relates to SA-9)

SA-7 Climb Table

SA-7 Dive Table

Climb Levels MA
Type Climbed Subtract
I 2 =3}

4 —2

6 -3

I 7 -4
—5

1] 10 -6
11 -7

12 -8

Dive Levels MA
Type Dived Addition
| 6 0
I 14 +1
1 19 +2
NOTE:

Unlike all other missiles, the SA-7 does not
automatically destroy a target that it hits.
Rather, the target undergoes damage as per
being hit by a Type E cannon. See 26.0 in the
Ground Installations rules. The SA-9 is the
same as the SA-7 except that it is always
AFV-mounted and, where different figures
appear, the SA-9 uses the one after the slash.
When a target is hit by an SA-9, it is like be-
ing hit by a Type I cannon.



Matra R530

Basic Missile Information
Missile Type: radar-homing
Tracking Cone: limited

Turns of Flight: 9

Tracking Range: 150 hexes
Probability of Malfunction: 9
Minimum Range: 3
Minimum Launch Range:

From rear: 18 hexes
From side: 30 hexes
From front: 48 hexes

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 15 94 113
Ist GT Movement Add: 4 4 31 3
Turn Mode: R AT
Maximum Energy: 19 18 17 16
Maximum Energy Add per Game-Turn: 4

PC9

Matra R530 Climb Table

Matra R530 Dive Table

Climb Levels MA Dive Levels MA
Type Climbed Subtract Type Dived Addition

| 2 0 | 3 0

4 -1 6 + 1

6 -2 8 +2

I 8 -3 Il 14 +3

9 —4 21 +2

10 -6 25 +1

1] 11 -7 11 28 0

12 -8 30 -1

32 -2

35 —3

Early Sidewinder AIM-9B
through AIM-9D and ATOLL

This Missile Performance Chart is valid for
any of the above missile types.

Basic Missile Information
Missile Type: Heat-seeking
Tracking Cone: Normak
Turns of Flight: 2
Tracking Range: 30 hexes

Probability of Malfunction: 8 for Early
Sidewinder, 11 for Atoll

Minimum Range: 2

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 145 4 A3 2
1st GT Movement Add: 3 3 3 3
Turn Mode: o = (T
Maximum Energy: 19 18 18 17

Maximum Energy Add per Game-Turn: 3

Early Sidewinder/Atoll Climb Table

Climb Levels MA
Type Climbed Subtract
| 3 —1

6 -2

1 7 -3
8 —4

9 =5

11 10 —6
11 -8

Early Sidewinder/Atoll Dive Table
Dive Levels MA
Type Dived Addition

1 4 0
6 +1

10 +2

I 14 +3
20 +2

22 +1

25 0

1 26 =
28 =

30 =3

32 —5

34 -7
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Matra Magic R550

Basic Missile Information

Missile Type: improved heat-seeking
Tracking Cone: Normal

Turns of Flight: 2

Tracking Range: 50 hexes

Probability of Malfunction: §

Minimum Range: 2

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 1513 12
Ist GT Movement Add: 5 4 4 3
Turn Mode: T S =
Maximum Energy: 21 20 19 18
Maximum Energy Add per Game-Turn: 4

Dogfight Missile and SRAAM

This Missile Performance Chart is valid for
any of the above missile types.

Basic Missile Information

Missile Type: improved heat-seeking
Tracking Cone: Normal

Turns of Flight: 5

Tracking Range: 120 hexes

Probability of Malfunction: 3

Minimum Range: 2

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 18 17 16 15
Ist GT Movement Add: 9 8 7 6
Turn Mode;: < U Do .
Maximum Energy: 24 23 22 2]

Maximum Energy Add per Game-Turn: 4

Matra Magic Climb Table

Matra Magic Dive Table

Climb Levels MA
Type Climbed Subtract
1 4 0

6 -1
1 9 -2
10 -3
1] 1 -3
12 -4

Dive Levels MA
Type Dived Addition

1 2 0

5 +1

8 +2

Il 18 +3

21 +2

25 +1

1] 26 0

28 -1

30 -2

31 -3

Dogfight/SRAAM Climb Table

HPDogfight/SRAAM Dive Table

Climb Levels MA
Type Climbed Subtract
| 4 0

6 -1
11 9 -2
11 -3
111 12 ~5
13 -8

Dive Levels MA
Type Dived Addition

1 2 0

5 +1

7 +2

10 +3

1 20 +3

22 +2

24 +1

26 0

28 -1

30 -2

31 -3

11} 32 ="

33 -6
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B-52 Turn Mode Table
AR Naia Movement Altitude Grouping B-52 Acceleration Table
"rf'rq - Allowance LO ML MH HI Throttle Altitude Grouping
Boeing B-52H Stratofortress g P S Setting LO ML MH HI
Basic Aircraft Information Table 1 5 6 4 8 1 2 I I !
Aircraft Type: Strategic Heavy Bomber 3 3 9 8 9 2 1 1 1 4
Cannon Type: A, rear mounted 3 1 | 1 Ya
Cannon Shots:20 4 6 L 8 ? 4 | 1 A A
RH Missiles: 0 5 6 7 8 9 5 PR T T
HS Missiles: 0 6 7 4] 10 11
Damage Capacity: 50
Ceiling: 244
Deceleration: 30
Size: 9
Number of Crew Members: 6
Point Value: 5/44 B-52 Dive Table
Within Altitude Groups: LO ML MH HI
Maximum Throttle: & m 5 & Type LO Aliitude ML Altitude MH Altitude HI Altitude
Minimum Throttle: i 2 3 9 Lvls Max MA Lvls Max MA Lvis Max MA Lvis Max MA
Maximum Energy: 9 10 12 13 Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Energy Addition/Turn: 4 : 2 3 I 2 3 s . 6 I 3 6 :
Cruise Speed: 4
Special Rules: 1] 4 6 I 5 6 1 5 6 I 6 6 1
1. Electronics given for rules are only for
modified B-52s existing since c. 1976. m 9 4 0 18 0 10 5 0 o 5 0
2. The B-52s tail-mounted cannon has a
range of nine hexes, with the three divisions
being 1-3, 4-6, 7-9 hexes respectively. Other
than this they are treated as normal.
= B-52 CLIMB TABLE
g Number of Levels Climbed
g § (by Altitude Grouping)
B-52 Roll Table £3 LO ML  MH HI
Movement  Points g'g 123 123 12 1
Points Rolled ;"" SR 3 BX an 2 = 31 2
1 1 g% S 2 BE 2 1 = 2 - 1
2 2 g § B 1 = 1 - - - - -
B ORNMER] - = . - = = - =
z

B-52 Flight Parameters

Game-Turns in Type Il Climb before, . .
...Making Immelmann:

.. .Entering Pull-Through:

Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for. .
...Making Lateral Rudder Roll:
...Executing Break:

Energy Points Lost in each Pull-Up:

MP Lost each Game-Turn Wings Vertical:

LO ML MH HI

may not perform
may not perform

may not perform

may not perform

3 3 4 4
2 2 2 2
2,2 2 2

B-52 Loaded Characteristics:

Maximum Throttle: 4 at LO & ML; § at MH & HI.

Dive: No type 11, may not exceed maximum throttle setting.
Climb: No type 111, MA — 1.

Acceleration: Treat all 1's as V2's.

Turn Mode: Add 2 to all turn modes.

Roll Cost: Add 1 MP 1o all costs.

Ceiling: 220 levels.
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A A F-SE Turn Mode Table
) Movement Altitude Groupin . i
Aircraft Name: pismin g Eﬂ F-5E Accelel_*almn‘ Tab‘Ie
Northrop F-5E Tiger 11 Theottlp -, _alMisde Hooapigg
1 2 2 2 2 Setting LO ML MH HI

Basic Aircraft Information Table 2 2 2 3 4 1 3 3 2 2
Aircraft Type: fighter and fighter-bomber 3 53 > 3 4 2 3 3 2 2
Cannon Type: 1 3 3 3 2 2
Cannon Shots: 6 g 2 2 3 2 E 3 3 2 1
RH Missiles; 0 5 CARAE C Rt SR 5 3 LR Spueh
HS Missiles: 2 6 3 3 5 6 (1 - 2 1 1
Damage Capacity: 7 7 r i 2 1
Ceiling: 207 7 s S e
Deceleration: 8 8 - - i 8
Size: 5
Number of Crew Members: 1
ity Walses & F-5E Dive Table
Within Altitude Groups: LO ML MH HI
Maximam: Throttle: 6§ T T 8 Type LO Altitude ML Altitude MH Altitude HI Altitude
Mivimum Throttle: 1 2 2 2 Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA
Maximum Energy: 2 13 13 14 Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Energy Add per Game-Turn: 3 I 2 6 0 2 3 s 3 : g 2 8 e
Cruise Speed: 4 3 7 2 5 7 2 5 8 2 5 8 1
Special Rules: none. _— =  ———
Other Versions: n 10 7 1 10 7 | 10 8 1 10 8 |
F-5A: The F-5A differs from the F-5E as follows. 15 7 1 15 2 ] 15 7 |

Ceiling: 200; Deceleration: 7, Maximum Throttle:
ML (6), HI (7); Maximum Energy: ML (12), HI

(13); Climb: LO+ (—2) from all Type III, (- 1) 11} 14 6 0 16 6 0 17 6 0 19 6 0
from others, LO, ML, HI (- 4) from all Type I1I, {

(—2) from all others; Dive: LO Type 11 (Max MA

6), LO Type Ill (Lvls Dvd 1 1), ML (Max MA when

diving 2 levels, 6), ML Type II (Max MA 6), ML
Type 111 (Max Lvls Dvd 13), HI (Max MA may not F-5E CLIMB TABLE

exceed 7), HI (Max Lvls Dvd 14); Turn Mode: ML = ”
with MA of 5 (3), MH with MA of 1 (3), MH with = Number of Levels Climbed
MA of 4 (4), MH with MA of 5 (5), HI with MA of g (by Altitude Grouping)
1 (3), HI with MA of 5 (6); Acceleration: LO with ra
TS of 4 (2), ML (— | from all numbers above 3), ©ne i o s S
MH (halve all numbers above 2), HI (halve all 23 SR 3 4 [SEREE BENA 3 BN U 2 (R A 2
numbers above 1); Flight Parameters: MH (in- é g 8 - - - - - - - - - = - - = i 6 4
crease numbers for Immelmann and Split-S by 1; o~ Rl Sl 5 5
Loaded Characteristics: Ceiling of 105. g.?_ 7 fas 2 o B B
g-g DR 1 1 e g 2 K2 5 4 N 6 4 2
SSRGS > 2 N o 1 N . 2 I Kl
F-5E Roll Table e | I S | R S ) S e 2 B
Movement  Points PR cReanCTealy. _ [Cegiate N | S ol | I > |
Points Rolled i T - || m
0 1-3 g T e A il ri N . .
1 4+ -
F-SE Flight Parameters
Game-Turns in Type Il Climb before. . . LO ML MH HI
-»-Making Immelmann: e gy i g F-5E Loaded Characteristics
- . Entering Pull-Through: 1 ! B - Maximum Throttle: S at all altitudes.
Game-Turns in Push-Through before... Dive: may not exceed maximum throttle setting.
...Making Split-S: 0 0 0 1 Climb: no type 1l climb, MA reduced by 2.
Reduction in Movement Allowance for. . . Acceleration: halved, retaining fractions.
...Making Lateral Rudder Roll: 1 2 5 2 Turn Mode: increased by one-third.
.. .Executing Break: 3 3 3 - of Roll Cost: 1-2 pts: 0 MP, 3+ pts.: 1 MP.
i Ceiling: 120 levels.
Energy Points Lost in each Pull-Up: 1 2. 2 2 St R
MP Lost each Game-Turn Wings Vertical: e el T
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. ezt F-105D Turn Mode Table
Movement Altitude Grouping - z .
Aircraft Name: Allowance LO ML MH HI F-105D Acceleration Table
Republic F-105D Thunderstreak Theotie: . AlutideGronping
P ! . 4 8 ’ Setting LO ML MH HI
2 3 4 6 7
3 LA B (S ! Ful i Bl o
Basic Aircraft Information Table 4 5 7 9 9 N 3 3 2 I
Aircraft Type.: fighter-bomber 5 5 3 10 12 3 3 2 21 |].
Cannon Type: A 6 6 9 1 13 4 2 2 2 2
Cannon Shots: § 5 2 2 1 a
S 7 6 9 12 14
RH Missiles: 0 8 6 9 12 4 6 1 1 1 Vi
HS Missiles: 1 ] = - s L
; 9 R TR 7 Ve bk
Damage Capacity: 13
Ceiling: 208 10 8 10 13 15
Deceleration: 9
Size: 6
Number of Crew Members: 1 :
Point Value: 1/6 F-105D Dive Table
Within Altitude Groups: LO ML MH HI Type  LO Altitude ML Altitude MH Altitude HI Altitude
Maximum Throttle: 7 7 8 8 Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Minimum Throttle; 3 2 2 2 Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Energy: 13 14 15 15 | 2 7 0 2 2 8 0 2 8 0
Maximum Energy Add per Game-Turn: 4 5 10 3 5 10 5 10 2 5 10 2
Cruise Speed: 4 -
Special Rales: none B 15 9 1 B 15 10 1 [SSTSEE
Other Versions:
F-105WW: Two seat Wild Weasel version. —
See ““Wild Weasel’’ rules for full explanation 1] 17 9 0 19 20 9 1 21 9 |
of differences and functions.
Note:
The performance figures on this chart reflect
a typical F-105 of the 1967-68 era when their F105D CLIMB TABLE
performance was considerably less than it = Number of Levels Climbed
had been when the aircraft were younger. In S
the early 60's, the speed of F-105"s was com- =z (by Alitude Growping)
parable to that of the F-4, and they would »ng LO ML MH HI
carry up to four Sidewinders. §.§ 12 3456 sl 3 4 5 3 2 B3 B 2 B3
e 8 - - - - = - = = - - = T 6 4 7 6 4
R 3 2 B NGRS 3 2 S RG) S EU NS 5 B
R
EoTet g 3 2 NN S 3 2 N oy 3
F-105D Roll Table gé RSN 2 2 B SN 2 L= 4 2 1 o 2
Movement  Points 38 B 2 | SR 3 1 alysins i 1 Ry
Points Rolled see AR | SIS 3l 1 B o - = ..
0 1 §. 2ol - == e 1 - - = = = - = = -1=
1 2+ S - s - B _ = _ =
F-105D Flight Parameters
Game-Turns in Type Il Climb before... 1O ML MH HI F-105D Loaded Characteristics:
...Makir'lg Immelmann: - T ke (e Maximum Throttle: 5 at all altitudes.
-..Entering Pull-Through: L e %8 Dive: MA may not exceed max. Throttle Setting.
Game-Turns in Push-Through before... Climb: No Type III Climbs; MA reduced by 2 from that
...Making Split-S: 0 1 3 4 indicated on Climb Table.
RsidiicHon T Miohanmnt Atowancs Jov. Acce!emno:?: halve all i?C(.‘ei. Allowances, retaining I.racllons‘
.. .Making Lateral Rudder Roll: 3 3 3 4 Turn Mode: a{id one-lhlr.d to all Turn Modes, r?u.ndmg down.
.. .Executing Break: 3 3 3 4 Roll C‘osr.l rolling one point costs 1 Movement Point,
more costs 2,
Energy Points Lost in each Pull-Up: 1 Zree Ceiling: 150 levels.
MP Lost each Game-Turn Wings Vertical: PR e S

-
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Aircraft Name:

McDonnell Douglas F-4E

Phantom

Basic Aircraft Information Table

Aircraft Type: fighter and fighter -bomber
Cannon Type: A

Cannon Shots: 3; F-4D: 6

RH Missiles: 4; 6 if no HS missiles carried

HS Missiles: 4

Damage Capacity: 14

Ceiling: 249

Deceleration: 10

Size: 1

Number of Crew Members: 2

Point Value: 9/6

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 7 8 9 10
Minimum Throttle: 2 2 2 3
Maximum Energy: 13 14 15 16

Maximum Energy Add per Game-Turn: 4
Cruise Speed: 4

Special Rules: none.

Other Versions:

F-4B and C: delete cannon. Use second of
two Turn Mode, Acceleration, and
maneuver figures after slashes where they
differ. *“B’’ has infra-red detector.

RF-4B and RF-4C: unarmed reconnaissance
versions of the above aircraft. No missiles or
cannon.

F-4D: as an F-4C, only with a Type A cannon
and 5 cannon shots.

RF-4E: unarmed reconnaissance version of
basic *“E’’ aircraft. No missiles or cannon.
F-4E without slats: use Turn Mode and
Maneuver figures after slashes.

All F-4Es are assumed to have slats unless
otherwise noted.

F-4F: As standard, slatted, F-4E, but cannot
use radar homing missiles.

F-4): As unslatted E; delete cannon; has in-
ternal ECM.

F-4GWW: “Wild Weasel’’ version of stan-
dard slatted F-4E. See Wild Weasel rules.
F-4K and M: As F-4] (inc. ECM).

F-4S: As slatted F-4E; delete cannon; has
F-4] electronics.

F-4 Turn Mode Table F-4 Acceleration Table
Movement  Altitude Grouping Throttle Altitude Grouping
Allowance LO ML MH HI Setting LO ML MH HI

1 2 3/4 4/5 5/6 1 7y Rl R - |
2 3003 32 1
2 2 /4 4/
3/4 4/5 5/6 3 T T
3 3 4 4/6 6/7 4 3 3/2 2 I
4 3 45 5/6 6/7 5 329 3 Ui
- 3/4 5/6 6/1 /8 6 2 ; ' 1/l
] & 1 A
6 45 6 1/8 8/9 > - o
7 4/5 6/7 8/9 9/10 9 PP TP
8 s/6 7 8/10 9/11
9 6 - 7/8 9/1010/12
F-4 Roll Movement Points

10 6/7 7/9 9/1111/12 Table Points Rolled

I A= S AR R 0 1-2

2 = = = 24 1 3+
F-4 Dive Table
Type  LO Altitude ML Altitude MH Altitude HI Altitude

Lvls Max MA Lvis Max MA Lvis Max MA Lvls Max MA

Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
| 3 70 2 g1~ 6 2 9 0 PR 1 Db

5 10 3 G s 1 2 Ll i
1 15 9 o 0 15 11 | T { [ 1
1 18 9 20 g 200 10 1 B2

21 9 1 32 B

F-4E CLIMB TABLE Number of Levels Climbed

- (by Altitude Grouping)

= LO ML MH HI

?._—Z BN 3 4 [N BERY 3 AN M 2 [ B 2 5

g 10 4 - -0 - - - - _ g gls

SR - - B R - S NS 7 S B 7 S

®3 8 - - - - - inal 4 12 7 6 4 B 6 4

g>76543 s 3 N 6 5 3 S .

g 6 543 21 5 4 (D 5 4 2 g 4 i

e 51472 21 - oy 2 R 41 2 |- - ER-

SRR R 7 RSN ST | ERRNCES [l | S | =

§ RO | B BPR | SR B - = B - S

= s 20 | = I - . il - B N - =

g LA _ ek N _ = _ e N _

F-4 Loaded Characteristics:

Muaximum Throttle: 5 at LO and ML, 6 at MH and HI.

Dive: Movement Allowance may not exceed Maximum Throttle.
Climb: No Type I11 Climbs; all Movement Allowances on

Climb Table are reduced by two.

Acceleration: halve all Acceleration Allowances, retaining fractions.
Turn Mode: add one-third to all Turn Modes, rounding up.

Roll Cost: rolling 1 1o 2 points costs 1 Movement Point, more

costs 2.

Ceiling: 150 levels.

Missiles: may not carry HS missiles when loaded before 1968.

F-4 Flight Parameters
Game-Turns in Type III Climb before. . . LO ML MH HI
... Making Immelmann: | 2 3 3(4)
... Entering Pull-Through: 1 1 23
Game-Turns in Push-Through before...
... Making Split-S: 0 1 1 2
Reduction in Movement Allowance for. ..
...Making Lateral Rudder Roll: 2 232 3
...Executing Break: 32 3 3 4/3
Energy Points Lost in each Pull-Up: 2/1 2 3/2 3
MP Lost each Game-Turn Wings Vertical: ~ 2/1 2 3/2 3/2
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‘:"%’”r- d A-7 Turn Mode Table
Aircraft Name: Movement Altitude Grouping
Vought A-7D & E Allowance LO ML MH HI A-7 Acceleration Table
Corsair II “‘Sluf”’ 1 3 3 5 6 Throttle Altitude Grouping
) 3 3 5 6 Setting LO ML MH HI
o i 1 2 2 1 1
Basic Aircraft Information Table 3 4 & 6 7 2 5 2 I 2
Aireraft Type: strike aircraft 4 5 5 7 8 3 =5
Cannon Type: A : : . 2
Cannon Shots: 5 . _ 6 8 3 4 ! ! %
RH Missiles: 0 6 5 7 8 10
HS Missiles: 2
Damage Capacity: 13
Ceiling: 200
gzj’";’“f"m-‘ 2 A-7 Dive Table
Nu .,,', ber of Crew Members: 1 Type LO Altitude ML Altitude MH Altitude HI Altitude
Point Value: 4/16 Lvis Max MA Lvls Max MA Lvis Max MA Lvis Max MA
Within Altitude Groups: LO MLMH HI Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Throttle: 5 & » § 1 B 3 ! N 5 1 3 6 I 3 6 !
Minimum Throttle: 1 k2 2 _—
Maximum Energy: 8 9 10 10 1 4 6 1 5 6 1 5 6 1 6 6 |
Maximum Energy Add per Game-Turn: 2
Cralise Speed:: 4 B 0 s o DHEEETRNGE 1 5 0 (RIS
Special Rules: none,
=
-
g
2 A-TCLIMB TABLE
&z Number of Levels Climbed
A-7 Roll Table 22 (by Altitide Grouping)
Movement  Points ks LO ML MH HI
Points Rolled £»
0 3 2= . 2 a2 1 1
1 24 gg S 3 4 3 3 1 3
Sg 4 32 8 2 3 - 2
;9‘ SR 2 2 1 2 - 2
L el - 1 - 1 - 1
8 1 - - - - = - -
A-7 Flight Parameters
Game-Turns i{: Type Il Climb before... 1O ML MH HI A-7 Loaded Characteristics:
. ..Making Immelmann: ST 7 ] .
Entering Pull-Through 3 §hi g 5 Maximum Throttle: 5 at all altitudes.
: Dive: no restrictions,
Game-Turns "" Pm“h-".'"hmugh before... Climb: May not make Type 1l climb, MA reduced by one.
- -Making Split-S: 3 3 4 5 Acceleration: halve all numbers retaining fraction.
Reduction in Movement Allowance for. . . Turn Mode: add 1 to all numbers five and under, 2 to all
...Making Lateral Rudder Roll: A 3 3 others.
...Executing Break: : B R Roll Cost: double.
Energy Points Lost in each Pull-Up: L. 2 2 3 Ceiling: 160 levels.
MP Lost each Game-Turn Wings Vertical: 2T el G2




Aireraft Name:
McDonnell Douglas A-4F-M
Skyhawk

Basic Aircraft Information Table

Aireraft Type: strike aircraft

Cannon Type: G in A-4H; J in all others

Cannon Shots: 3 in A-4H; 5in A-4M; 4 in
all others

RH Missiles: 0

HS Missiles: 2

A-4 Turn Mode Table

Movement

Altitude Grouping
Allowance LO ML MH HI

A-4 Acceleration Tai)le
Throttle Altitude Grouping

Setting LO ML MH HI

Damage Capacity: 5

Ceiling: 192

Deceleration: 6

Size: §

Number of Crew Members: 1

Point Value: 4/9

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 5 5§ 5 5
Minimum Throttle: Il 2 2
Maximum Energy: 7 8 8 9
Maximum Energy Add per Game-Turn: 2
Cruise Speed: 4

Special Rules: none.

A-4 Roll Table
Movement  Points
Points Rolled
0 1
1 2+

LO Alfitude

Lvls Max MA

Dvd MA Add \Dvd

MH Alfitude

MA  Lvis Max MA  Lvi

Add Dvd MA Add Dvd
3

A-4 Flight Parameters

Game-Turns in Push-Through before...
‘ ... Making Split-S:

_ : . I 3 |
nergy Points Lost in each Pull-Up: 2 2 2 3

A-4 Loaded Characteristics:

Maximum Throttle: 5 at all altitudes.

Dive: no restrictions.

Climb: No Type [l or I1I climb, MA reduced by one.
Acceleration: halve all numbers, retaining fractions.
Turn Mode: add 2 to all modes.

Roll Cost: double costs.

Ceiling: 142.

Missiles: may not carry air-air missiles when loaded.
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- . F-111E Turn Mode Table
Aircraft Name: Movement Altitude Grouping
General Dynamics F-111E Allowsnce 1O ML MH HI X . .
Aardvark 1 3 4 6 - F-111E Accelferallop Ta.ble
Throttle Altitude Grouping
2 3 4 6 7 Setting LO ML MH HI
Basic Aircraft Information Table 3 4 5 7 8
: : 1 5 2 2 1
Aircraft Type: Fighter-bomber. 4 i 5 7 9 S S 5 :
Cannon Type: A 2 3 2 2
Cannon Shots: 8 5 5 6 8 Nl 3 3 2 2 1
Taw] 2 2
RH Missiles: 0 6 6 9 10 11 4 o = 1 1
HS Missiles: 0 5 2 1 1 I
Damage Capacity: 24 7 7 8 1 12 6 - 1 1 V2
Ceiling: 240 8 7 8§ 12 13 7 - 1 1 s
Deced’e_ran'on: 10 | 9 8 9 13 14 : . 8 _ _ | Vs
—_— e e ———————
Number of Crew Members: 2 10 9 10 14 15 10 ~ _ . s
Point Value: 8/26 11 = 11 15 16 1 x| 13 X VA
Within Altitude Groups: LO ML MH HI 12 B B 16 17
Maximum Throtile: 6 8 10 12
Minimum Throttle: 1 2 3 3 13 ol e R W
Maximum Energy: 12 14 16 18
Maximum Energy Add per Game-Turn: 4
Cruise Speed: 4 F-111E Dive Table
Special Rules: none. Type LO Altitude ML Altitude MH Altitude HI Altitude
Other Versions: Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
EF-111IEWW: “Wild Weasel" version, See Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Wild Weasel Rules for differences from stan- | 2 6 0 2 8 0 2 10 0 2 12 0
dard F-111E. 5 10 3 St 4 3 5 12 2 R R
F-111A and C: Reduce maximum Movement B .
Allowance by one in all dives of over two I 10 9 1 15 11 1 15 12 i 15 12 1
levels. Also add one to all turn modes at a 15 8 |
Movement Allowance of seven or greater. )
11 20 8 1 20 10 1 20 11 1 20 11 1
22 9 1 23 10 1 24 10 1
F111E Roll Table F111E Number of Levels Climbed (by Altitude Grouping)
Movement  Points CLIMB TABLE o ML MH HI
Points Rolled = IS 4 55t B2 3 41506 I 3 s a2 59
0 1-2 SERe s etEs - - Gk - = - - == = - LR
1 3+ Egll---———--— - - - - = - = - B o 7
“g,gw—#«——h~ - (SN SRRFR 4 BB B! 6 [
28 9 - - - - - - = - - - - - 8 6 3 2 30 5 M
=S 8 . -1 By | Ml OBy
RTINS e - - sl 4 3 E25] Dasde 1 8 6 3 -
B2 6 S5 4 3 3NN Bed 3 2 (SN [S) 3 [ESa S 2
SRS A 4 3 2 [ diNg 2 NS 4 2 - = 4 1 -
EoNGERNEy 2 2 (RS A 2 (RS B | (S N 1
gl o | Miaal SRR BT | Qs Dt ekl (G _ SO 2 - 5
';:";-211-----'1:~~w- Fll - P N -
— 1 e | — O e - R B -
F-111E Flight Parameters F-111E Loaded Characteristics:
Game-Tu:;s;r‘l ﬁipe H;: CHm{} it e L(; Mi‘,; M]; = Maximum Throttle: 6 at LO and ML; 7 in MH, 8 in HI.
A n:lg el Dive: Movement Allowance may not exceed Maximum Throttle.
... Entering Pull-Through: 1 P A R il sadoseallN e ERE e o
Game-Turns in Push-Through before... Nf;;jr_ ['t.[IuLélé.l ] ovement Allowances on Climb Table by 2;
. .Making Split-S: L1 2 2 & Type TN Cumby: _
. Acceleration: reduce all Acceleration Allowances greater than 1
Reduction in Movement Allowance for. . . by 500
" .;ﬁ:kmg La;eralkf.{udder ot i i i : Turn Mode: add one-third to all Turn Modes, rounding up.
RO PIEERKS Roll Cost: rolling 1-2 points costs 1 Movement Point, 3 or more
Energy Points Lost in each Pull-Up: 1 2 2 3 SoRiE 2.
MP Lost each Game-Turn Wings Vertical: e o2 L Ceiling: 180 levels.




PC18

—bttl— gl
A-10 Turn Mode Table
Movement Altitude Grouping . ;
Aircraft Name: Allowance LO ML MH HI ThA;‘llo A"“:ﬁff';‘":j Table
i i - rottle itude Grouping
Fairchild A-10A 1 L e i Setting LO ML MH HI
2 1 1 1 2 1 3 3 2 2
Basic Aircraft Information Table
2 2
Alircraft Type: ground attack *‘sturmavik’ i 7 : 3 g € . .
Cannon Type: H 4 B 2 3 4
Cannon Shots: 9
RH Missiles: 0
HS Missiles: 0
Damage Capacity: 20
Ceiling: 144
Deceleration: 16 A-10 Dive Table
Size: § Type LO Altitude ML Altitude MH Altitude HI Altitude
Number of Crew Members: 1 Lvis Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Point Value: 3/14 Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Within Altitude Groups: LO MLMH HI 1 2 4 1 2 4 1 2 4 1 2 4 1
Maximum Throttle: 3 3 3 3
Minimum Throttle: E 1 ¥ i
Maximum Energy: 5 5 58 5 u 4 4 : 2 4 ! S 4 ! 4 3 0
Maximum Energy Add per Game-Turn: 2 =
Cruise Speed: 3 m 6 3 0 6 3 0 6 3 0 5 3 0
Special Rules:
may visually search rear arc.
=
S, A10A CLIMB TABLE
= S Number of Levels Climbed
A-10 Roll Table ws {57 SMinie Sriuplug)
Movement  Points Eg‘g Lo ML MH HI
Points Rolled ‘E-é? > 1 1 1 1
0 1 =z g 3 2 2 2 2
1 2+ ri:'.g 2 2 1 1 1
S e = - -
3%
o
=
A-10 Flight Parameters
Game-Turns in Type I Climb before. . . LO ML MH HI L .
....Making I : ; S A-10 Loaded Characteristics:
... Entering Pull-Through: e et S Maximum Throttle: 3 at all altitudes.
Game-Turns in Push-Through before... e |
Maki SRR Climb: Movement Allowance may not exceed one.
.. .Making Split-S: 1 1 1 2 : -
Acceleration: reduce by 50%, losing fractions.
Reducrionim\:lomm‘dlﬂomcsfor... Turn Mode: no change.
w3 .Mak.lng Lateral Rudder Roll: 2 o 2 3 Roll Cost: no change.
-« Executing Break: 2 2.3 .3 Ceiling: 89 levels.
Energy Points Lost in each Pull-Up: 1 1 1 2
MP Lost each Game-Turn Wings Vertical: 1 USSR N
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Aircraft Name:

General Dynamics F-16A

Basic Aircraft Information Table

Aircraft Type: fighter and fighter -bomber
Cannon Type: A

Cannon Shots: 2

RH Missiles: 2 (post c. 1980)

HS Missiles: 6, 4 if RH missiles carried
Damage Capacity: 13

Ceiling: 240

Deceleration: 16

Size: §

Number of Crew Members: 1

Point Value: 10/6

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 7 8 9 10
Minimum Throttle: 1 1 2 2
Maximum Energy: 14 15 16 17

Maximum Energy Add per Game-Turn: 5
Cruise Speed: 4

Special Rules:

PC19

F-16A Turn Mode Table
Movement Altitude Grouping
Allowance 1O ML MH HI F-16A Acceleration Table
1 2 2 2 2 Throttle Altitude Grouping
2 2 2 2 > Setting LO ML MH HI
3 Bt i e 4 GEer e Rl
2 6 6 4 2
4 2 2 2 3 3 "R 7 Sl
5 2 2 2 3 4 6 6 4 2
[} 2 2 3 - 5 5 5 3 2
7 G v el 8 I
7 - 3 2 1
8 ¥ 3 4 B 8 . o % 3
9 3 3 4 5 9 - - = 1
10 3 4 4 6 10 - - - »
11 o 5 5 6 Note: May accelerate while climbing.
12 = = = 7
F-16A Dive Table
Type LO Altitude ML Altitude MH Altitude HI Altitude

Lvis Max MA Lvis Max MA Lvls Max MA Lvis Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add

May visually search rear arc. 1 : 7 0 2 8 0 N 9 0 2 10 0
5 10 3 DESEEEEEEEEN 5 11 2 S AR
B 15 10 2 DEOEENNEEEN 15 11 2 PESEEEROR
Movement  Points 15 10 2 15 12 1
F-16A Roll Table Points Rolled
0 1-4 Hi 22 9 1 20 10 I 20 11 1 20 11 |
1 5+ SRR 24 10 | oS
F16A CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)

= LO ML MH Hi
g IR s o 7 [EESUSN BARREREES! s ¢ 7 [ERGUIN NS 4 s [GRUR BER 3 4 (S
a2 - - - - - - - - == - - ==t - - 10098 765
B - - - B _ R S c s A R 7 ¢ S
T - - - R R s s o BANS| s « 3R NN ¢ 5 S
5% 7665 5 4433 SRS s + 3 [BRCETEE RUESES 4 3 TR0 BUR 5 4 RS
B OGS « 3 3 [EEURNEE NS 4 3 2 [SEEIREEE RGN 4+ 3 SRR N 4 3
GE S S WiE 332 2 e S AN 3 20 - n S0 3 e - - 3 R
8¢ At 2 2 1T A | Eas 3 2 1 MRS Sl 2 o - .= DT o HEST,
PeiaSs Ry 0 1 - Tt eny ) TS an e e T 2 [ = )| (B8] o S
® 2 211 =====i== 2] ======2== 2] =====21===-=
RS (T SR et T = OIS (T s SR T

F-16A Flight Parameters
Game-Turns in Type HI Climb before. . .
...Making Immelmann:
... Entering Pull-Through:
Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for. . .
...Making Lateral Rudder Roll:
...Executing Break:

Energy Points Lost in each Pull-Up:
MP Laost each Game-Turn Wings Vertical:

LO ML MH HI
5 0
et (s
0 0 1
TR TR
- T
i 1 2
il

L e

F-16A Loaded Characteristics:

Maximum Throttle: 6 at LO; T at ML; 6 at MH & HI

Dive: May not exceed maximum throttle setting.

Climb: Reduce MA by two.

Acceleration: reduce all acceleration allowance by one-third,
rounding to nearest number.

Turn Mode: add 1 to all turn modes LO & ML, 2 at MH & HI.
Roll Cost: 1-3 cost 1 MP, 44+ 2 MP.

Ceiling: 144 levels.

Missiles: May only carry two HSM when loaded.
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R F15A Turn Mode Table F15A Acceleration Table
Aircraft Name: Movement Altitude Grouping Throttle Altitude Grouping
McDonnell Douglas F-15A Allowance LO ML MH HI Seting LO ML MH HI
Eagle 1 1 1 1 1 i ? S e Wi TR
2 2 2 2 3 2 6 6 4 2
Basic Aircraft Information Table 2 T——— 3 R e
Aircraft Type: fighter and fighter-bomber 4 s 2 3 4 4 6 6 4 2
Cannon Type: A 5 2 2 3 4 5 6 5 3 2
Cannon Shots: 4 6 2 3 4 5 6 s 4 3 2
RH Missiles: 4 7 3 3 4 5 - v 4 3 1
HS Missiles: 4 8 3 - 5 6 8 " 1 2 1
Damage Capacity: 18 9 4 4 5 6 .
= 9 - - 2 1
Ceiling: 312 10 5 5 6 7
Deceleration: 17 10 = = 1
eceleration. 11 6 6 7 7 1 = 1, > 1
Size: 5 12 - 7 8 8 : . :
Number of Crew Members: 1 Note: May climb while accclcralmg.
Point Value: 11/15
Within Altitude Groups: LO MLMH HI
Maximum Throttle: 7 9 10 12
Minimum Throttle: 1 1 1 2 F-15A Di
- ive Tabl
Maximum Energy: 14 16 17 19 15 ¥ a = n
Maximum Energy Add per Game-Turn: S Type LO Altitude ML Altitude MH Altitude HI Altitude
Cruise Speed: 4 Lvis Max MA Lvls Max MA Lvis Max MA Lyls Max MA
e : Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Special Rules:
; 1 2 8 | 2 10 I 2 11 1 2 12 1
May have up to 2 lock-ons simultaneously. . c 5
May fire HSM at other targets while having 5 1 4 3 12 4 5 12 3 5 12 3
lock-on. 10 12 2 10 12 2
Other Versions:
F-15A: armed reconnaissance version.
ll:elains SFRATIeAE. = I 10 11 2 15 11 74 15 12 2 15 12 2
15 10 2 20 11 1 20 2 1
Movement Points
Points Rolled 111 20 10 1 20 10 1 25 11 1 25 11 1
F15A Roll Table 0 1-4 21 9 1 24 9 1 26 10 I 27 10 1
1+ S+
F15A CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
LO ML MH HI
1 2 34 56 7 8 910111213 BEEERTEA 5 6 7 PSSR 23 4 5 5y RSN 4 5 [OEet
312----————————— - S — IS = == ~ e BEARRRON B 7 OEed
ISR E ] - - - - SRS S — - = = = = - - -'= = 11108 7 6|4 2
;QZIO—————----———— S - - - S IO 7 6 SR OO 6 S5 el
Eg 9 - = = = - - - - = = = - S RTEE 5 5 4 [ R 6 5 SR BRI 6 5 M
RSO - - - - IS BTG 5 4 4 SN2 2 SIS 5 4 B 8 7 5 4 4 2 -
‘;; Ty S8 4 4 4 3 322 el TGS 4 3 3 [ZARNTaes 76 5 4 3 3 - 76 4 3 3 1 -
%E SRENSES AN 4 3 3 3 G222l 6 5S4l 3 2 20 = == BES1 4 3 [2NENs GRSl 3 2 e
§§554333222211 =3 AR 3 2 (BN CIRSEE BYRE 3 2 (@R SRl 2 1 [SRS
52 SRS 2 2 1 It 4 3 2 1 4 === — = 3 2 I =k s 4 31 - - - -
;9. 3 3 2111 ======I== g2 I et St Sl 321 - - - - Gl 2 S
"':,:. 221 - - == - - - - = = = 21 - - - - - - - - 21 - - - - - 21 == =
= 11 - - - - = - - - - - - - I - = = = = = - - - 1 - - - - - - I - - - - - -
Eagle Flight Parameters
Game—?’u:;s;‘n Type Hll Climb before... LO ML MH HI Eagle Loaded Characteristics:
...Making Immelmann:
o N i Maximum Throttle: 6 at LO; 7at ML and MH; 8 at HI
...Entering Pull-Through: 1 1 1 2 : ;
n Dive: May not exceed max. Throttle Setting.
Game-Turns in Push-Through before... Climbe reduc
..Making Split-S: 0 0 o0 I G il M(j\ b-""l‘l“’; L \ ‘
Reduction in Movement Allowance for. . . Aa?era_non. Rq llC.C a a‘Lce eration allowances by one-third,
Makiné Eateesd Riddes Rt I 5 5 rounding fractions to nearest number.
e Srsy e il ; ; ol Turn Mode: Add 1 to all modes LO and ML, 2 at MH and HI.
5 P ‘xeu.;lmg . i ! Pl 5 x Roll Cost: 1-4 cost one MP, 5+ cost two MP,
“nergy Points ..r}s.f in each I.J -Up: ) 11 2 2 Ceiling: 150 levels.
MP Lost each Game-Turn Wings Vertical: | 2 2 2




Missile Name:

AA-3

Anab (This missile comes in
two versions: heat seeking
and radar homing.)

Basic Missile Information
Missile Type: heat-seeking or radar
homing. (Heat seeking version has normal
tracking against targets with a Throttle
Setting of 7 or more, when it is Improved)
Tracking Cones; normal
Turns of Flight: 7 for HS; 10 for RH.
Tracking Range: 150 for HS; 200 for RH
Probability of Malfunction: 7
Minimum Range: 2
Minimum Launch Range (for RH)

From rear: 14 hexes

From side: 28 hexes

From front: 42 hexes

Within Altitude Groups: LO ML MH HI

Max. Move Allowance: 16 IS 14 13
Ist GT Movement Add: 4 3 3 3
Turn Mode: Ho S e T
Maximum Energy: 20 19 18 17

Maximum Energy Add per Game-Turn: 3
Use: Su-15, possible MiG-23

Missile Name;

AA-1

Alkali (This missile comes in
two versions: radar homing
and heat-seeking.)

Basic Missile Information
Missile Type: heat seeking or radar homing
Tracking Cone: limited
Turns of Flight: 6 for HS; 5 for RH.
Tracking Range: 70 for HS; 60 for RH.
Probability of Malfunction: 12
Minimum Range: 4
Minimum Launch Ranger (for RH)
From rear: 12 hexes
From side: 24 hexes
From front: 36 hexes

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: L e 9 '8
Ist GT Movement Add: 3 Z 2 1
Turn Mode: LS L L
Maximum Energy: 11 10 9 8
Maximum Energy Add per Game-Turn: 1

Use: MiG-17"s and MiG-19’s in *50s and
early "60s.

Anab Climb Table

Climb Levels MA
Type Climbed Subtract
| 2 0

4 -1

5 -2

n 9 -3
10 —4

11 =5

11 12 -8

Anab Dive Table

Dive Levels MA
Type Dived Addition

| 3 0

5 +1

10 +2

11 16 +3

21 +2

24 +1

29 0

30 -1

11} i3 -2

36 —4

Alkali Climb Table

Climb Levels MA
Type Climbed Subtract
1 1 -2

2 -3
1 3 -4
11 4 —5

Alkali Dive Table

Dive Levels MA
Type Dived Addition
1 3 0
Il 6 +1
111 8 0
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Missile Name: AA-9 Climb Table AA-9 Dive Table
AA-9 Climb Levels MA Dive Levels MA
Type Climbed Subtract Type Dived Addition
1 2 0 I 4 + 1
Basic Missile Information 5 -1 8 + 2
Missile Type: radar homing 7 = 15 + 3
Tracking Cone: normal I 9 —3 | 20 4= 3
Turns of Flight: 42 10 —4 22 i 2
Tracking Range: 600 hexes 1 _s 2% & i
Probability of Malfunction: 6
Minimum Range: 4 L 12 L 30 0
Minimum Launch Range: 13 -8 35 = 4
From rear: 16 hexes 11} 39 - 3
From side: 30 hexes 40 = §
From front: 40 hexes 41 ~10
Within Altitude Groups: LO ML MH HI 42 =3
Max. Move Allowance: I iyl £ ) & 4 13
Ist GT Movement Add: 5 5 4 4 )
Turn Mode: s B — 20
Maximum Energy: 24 23 22 21
Maximum Energy Add per Game-Turn: 3
Use: Foxbal-E

Relssiie o AIM-4D Climb Table AIM-4 Dive Table
- Climb Levels MA Dive Levels MA
Hughes AIM-4 Type Climbed  Subtract Type Dived Addition
Falcon | 3 0 1 3 0
4 == 1] 6 H1]
Basic Missile Information 6 -2 9 +2
Missile Type: heal seeking or radar homing 11 7 — 3 10 +3
Tracking Cone: HS: normal, RH: normal 8 - 5 11 19 +4
Turns of Flight: 4 for HS, 6 for RH 10 = & 22 +3
Tracking Range: 60 for HS, 100 for RH m 1 _ 2% 42
Probability of Malfunction: HS pre-1969: 75 R ik i Ji
12, RH and HS post-1969: 7
Minimum Range: 2 (13) 14 36 0
Minimum Launch Range (RH:) (14) —-16 38 -1
From P 18 hexes Numbers in parenthesis can only be climbed by
From side: 30 hexes heal-seeking version.
From front: 36 hexes

Within Altitude Groups: LO ML MH HI
Max. Move Allowance: 18/15 18/14 17/13 15/12

Ist GT Movement Add: 5/4 4/4 4/3  3/2
Turn Mode: 5 8 8 9
Maximum Energy: 20 20 18 18

Maximum Energy Add per Game-Turn: 3
When two numbers appear, first is for
heat-seeking AIM-4D, second for radar-
homing AIM-4F.

Use: F-106s, F-4’s (68), Viggen, Draken
(Swedish only).
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-.i.—— pre— ] Gloster Meteor F.8 Gloster Meteor F.8
Turn Mode Table . :
Aircraft Name: : : : Acceleration Table
A . Moveirient Altitude Grouping : ) )
Gloster Meteor F.8 Afowance 1O ML MH HI Throttle Altitude Grouping
> Setting LO ML MH HI
1 2 2 2 2 1 5 5 3 2
2 s 3 3 d 2 s 5 3 i
3 2 3 3 4
Basic Aircraft Information Table 4 1 3 4 4 3 4 4 2 1
Aircraft Type: fighter and fighter-bomber - 4 3 2 1 1
Cannon Type: 1 5 4 5 3 6
Cannon Shots: 4
RH Missiles: 0
gf,ﬁ::‘g;gm}__ 6 Gloster Meteor F.8 Flight Parameters
Ceiling: 176 ) Game-'fum:r in Type Il Climb before... LO ML MH HI
Deceleration: 5 ...Making Immelmann: 2 2 3 3
Size: 1 ...Entering Pull-Through: 2 2 3 3
Number of Crew Members: 1 Game-Turns in Push-Through before...
Point Value: 4/1 ...Making Split-S: 0 1 1 |
Within Altitude Groups: LO ML MH HI Reduction in Movement Allowance for...
Maximum Throttle: 4 4 4 4 ...Making Lateral Rudder Roll: | 2 2 3
Minimum Throttle: I 1 ¢ 2 ...Executing Break: ) 2 3 3
Maximum Energy: 8 8 9 9 Energy Points Lost in each Pull-Up: 1 1 2 3
Maximum Energy Add per Game-Turn: 2 MP Lost each Game-Turn Wings Vertical: 2 2 2 2
Cruise Speed: 3
Gloster Meteor F.8 DIVE TABLE
Gloster Meteor F.8 Type LO Altitude ML Altitude MH Altitude HI Altitude
Roll Table Lvis Max MA Lvils Max MA Lvls Max MA Lvls Max MA
Movement  Points Dvd MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
Folsls: Reled N 2 4 I KR ! - P, A
0 1-2
1 34 1l 5 5 1 5 s 1 5 ] 1 5 4 1
m 6 4 0 6 4 0 6 4 0 6 3 0
Gloster Meteor F.8
Gloster Meteor F.8 Loaded Characteristics: = CLIMB TABLE
Maximum Throttle: 3 :6_‘, Number of Levels Climbed
Dive: May not exceed 4 MP. a § (by Altitude Grouping)
Climb: No Type 1l Climb, MA reduced by 1. ,52’ g LO ML MH HI
Ac::e!eran‘m;*: Halve all numbers, retaining fractions. 'ae § 12 i 12 1
Turn Mode: Add 1 to all modes. % 3 4 3 2 3 2 2 1 2
go‘!:.C‘ m‘fl: mt:tlmblled ga"‘ g  1 2 1 24 1 2
enmng; evels = =
7 S0 B
88 2 T e VEe | el et
L
g -
m
=
a
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s e | o0 Turn Mode Table
Aircraft Name: Movainst Altitude Grouping Draken Acceleration Table
Saab J35F Draken Allowance LO ML  MH HI | | Throttle Altitude Grouping
1 2 2 3 4 Setting LO ML MH HI
2 2 2 3 4 1 3 3 2 1
3 2 2 3 5 2 3 3 2 1
4 2 2 “ 5 3 3 3 2 |
Bgsic Aircraft lr.lformation Table 5 2 3 4 6 4 3 2 2 1
Aircraft Type: fighter and fighter-bomber 6 5 3 5 6 5 2 ) 1 |
Cannon Type: R
Cannon Shois: 3 7 3 & 6 7 6 - ! ! 1
RH Missiles: 2 (Falcon only) 8 4 4 6 7 T - 1 1 V4
HS Missiles: 2 (Falcon or Sidewinder); 9 5 6 T 8 8 - - Va A
0 (on Finnish aircraft) 10 N 7 8 9 9 - il y V4
Damage Capacity: 11
Ceiling: 240 " p ¢ & 9
Deceleration: 8
Size: §
Number of Crew Members: 1
Point Value: /5 Draken CLIMB TABLE
Within Altitude Groups: LO ML MH HI Numbee of Levels Climbed (by Altitude Grouping)
Maximum Throttle: 6 7 9 10 g Lo ML MH HI
Minimum Throttle: 1.9 3 2 2 123456 12345 1234 123
Maximum Energy: 12 14 15 16 F§ 0 -~ - == = - = L = i = 9 8 6
Maximum Energy Add per Game-Turn: 3 g g R e e e i 8753 8 75
Cruise Speed: 4 ggl-———--— 26 4 3.:3 76 4 2 7 6 4
Special Rules: none 'gé‘?————~- §h08 3 2 2N Bes 3 6 5 3
Other Versions: == 6 543222 SRy 2 1 M S 2 i} & 4 2
There is an unarmed reconnaissance ver- a E SR 3 2 SN 2 = g8 3 = R
sion. Danish .'%i!-craft have improved air- gfu 8 & 3211 -~ - Bl 2 SE 31 2 s B 2 BB
ground capability. See 28.1, 28.2, 28.3. Kraeia: & | S ) B 5 | o
RO T 1 v e SRR | i L e
g 1 - = - - - = - - = = = - - - - - - -
Draken DIVE TABLE
Type LO Altitude ML Altitude MH Altitude HI Altitude
Draken Rol Table g e DRSS Lu e e
1 oint.
P Hak 1 2 7 0 2 8 0 2 9 0 20 10 0
0 12 5 9 2 5 10 2 5 11 2 5 11 2
1 3+ 1 10 9 2 15 9 1 15 10 l I5 10 |
15 9 1
|11 16 8 0 19 8 0 19 9 0 20 9 0
Draken Flight Parameters
Game-Turns in Type Il Climb before... 1LO ML MH HI Draken Loaded Characteristics:
...Making Immelmann: 1 1 2 3 Maximum Throttle: 5 at all altitudes
.-.Entering Pull-Through: 1 I 1 N Dive: may not exceed maximum Throttle Setting, no Type I11
Game-Turns in Push-Through before... Climb: No Type Il Climb, MA reduced by 2
..Making Split-S: 0 0 0 1 Acceleration: halved, retaining fractions
Reduction in Movement Allowance for... Turn Mode: increased by one-third
-.Making Lateral Rudder Roll: I 2 2 2 Roll Cost: 1-2 Points: 0 MP; 3+4: 2 MP
~iRsecutiog Beeak: AP 1 3 Ceiling: 120 levels
Energy Points Lost in each Pull-Up: 2 2 2 3 Missiles: not when loaded.
MP Lost each Game-Turn Wings Vertical: 2 2 2 3
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Climb: No Type 11 Climb, reduce MA by 2/1.
Acceleration: Reduce by one-third, rounding fractions up.
Turn Mode; increase by 25%, ignoring fractions.

Aircraft Name: ) Viggen Turn Mode Table
Saab AJ-37 and JA-37 Vlggen Alovémont Altitude Grouping
Allowance LO ML MH H1
Basic Aircraft Information Table 1 2 2 3 4
Aircraft Type: fighter-bomber - 1
(fighter—JA-37 version) Within Altitude Groups: LO ML MH HI 2 2 e 4
Cannon Type: R (JA-37 version only) Maximum Throttle: 6/77/8 9 10 3 2 2 5/4
Cannon Shots: 3 M;'m‘fnum Throttle: I 3 Z 32 4 2 2 4/3 6/5
RH Missiles: 2 (AIM 7F or Falcon, JA-37  Maximum Energy: 13 14 16 16 5 2 3/2 4 6
only) Maximum Energy Add per Game-Turn: 3 6 2 3 4 /6
HS Missiles: 2 t‘AIM-‘J or Falcon) Cruise Speed: 4 5 3 1/4 5 8/7
Damage Capacity: 13 Special Rules: none
Ceiling: 240 e 8 4/3 4 5 8/7
e Other Versions:
Deceleration: 11 SK-37 is a two seat version and uses figures 9 5 5 6 9/8
- Size: 6 for the AJ-37. 10 6 6 7/6 9/8
Number of Crew Members: 1 JA-37 (interceptor) uses second of two 11 - 7 7 10/9
Point Value:9/3forJA-37,6/8forAlp37 figures where they differ.
Viggen Flight Parameters
Game-Turns in Type III Climb before... LO ML MH HI
z : ...Making Immelmann; 1 1 2/1 2
v n leration Tabl :
iggen Accelera o ...Entering Pull-Through: TERRL Ul
Throttle Altitude Grouping Game-Turns in Push-Through before...
Smtmg. O ML ME__ i ...Making Split-S: 0 o0 1/0 1
1 e ¥4 23 2 Reduction in Movement Allowance for...
: 3 3 2 12 ...Making Lateral Rudder Roll: 1 TR, S
3 3 3 2 ! ...Executing Break: 3 3 3 3
4 2/3 2/3 1/2 1 Energy Points Lost in each Pull-Up: 1 2 2 2
5 2 2 1 1 MP Lost each Game-Turn Wings Vertical: 2 2 2 2
6 2 2 1 |
7 - 172 1 1 i P
3 ] L Viggen Loaded Characteristics:
9 = S Vs Maximum Throttle: §at LO and ML, 6 at MH and HI. Roll Cost: double
10 ) - B Y Dive: MA may not exceed 5 at LO and ML, 6 at MH and Hl. Ceiling: 155 levels

Missiles: 2 HS while loaded.

Type LO Altitude

ML Altitude MH Altitude HI Altitude

S b e R M A B ek B M| visen o
= SRR 2 o7 o0 PRENEGSENGAE : 9 o (IEGEEEIGENNG vl eor
5 5 s 89 2 NESENREEEESE s 11 2 [SSEEEE 0 1-2/3
g % n 100 /8 1 10 89 1 10 10 1 15 1 1 1 3+/4+
= m 14715 /8 0o 15 8 0 16 9 0 18/20 10 1
Number of Levels Climbed (by Altitude Grouping)
g LO ML MH HI
gz .2 %5 & 5 & 1 R - TR % 2 (343 WS ¥ .5 SN
Viggen GIMW - - = = = = = Y SR o L ote ML L | EMONL/NEY 6 WS
CLIMB Z ; e I e T e | s 7/8 4/6 -/4 =/2 <1 6/8 -/6 -74 /1
TABLE § 58 - - - - - - = f1-/6-/5-/4-/4-72  6/14/5-/3 /1 -/ 5/7 /5 =13 -
S 2 7 /6/5-/5-/4-/3-(3-/2 | 6/64/5 /4 ~/3 ~/3 ~/] 66 3/8 /2 88 = | B4 ST =
o 6 5/54/4 3/4 -/3 -/2 -/2 -/ 5/5 3/4 =/3 =12 =12 /] 878 3/4 T2 4/51=/3 gl =
g E 5 4/4 3/3 2/3 =2 ~/1 ~/1 -/} &/ 2/3 =3 =1 SR N 2/2 SIS TS ST
w8 43322121111 - W3 1/2ar1 IR | gl 11 SRS N1 s
. L W 7 SRV S = (MR, e AL R i e N S WS 2=/ 5 =
B 2 vs g =Tl e e Sl Sl | RS
— 1 - = - - = - o= . - - - = -, pa - - -k - - - - -
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|
—— el Lightning Turn Mode Table £ 3 :
. . : = Lightning Acceleration Table
Aircraft Name: Altitude Groupin
&id g 5 . Movement ping - < -
British Aircraft Corporation Allowance LO ML MH fi | | Throttle Altitude Grouping
Lichtni F.6 Setting LO ML MH HI
ightning ¥. 1 2 2 3 4 ;
1 3 3 2 1
2 2 2 3 4 3 3 3 5 |
3 £ & 3 A 3 . o o SbE AL e
4 2 2 3 3 4 I 2 1 !
Basic Aircraft Information Table . 2 & 3 3 5 2 1 1 1
Aircraft Type: fighter 6 2 3 4 3 6 1 ! ! l
Cannon Type: Type G (not on RAF air- 7 3 4 5 6 7 L 1 1 14
craft) 8 B Bl 6 7 8 .
= = 1 1A
Cannon Shots: 2 9 5 5 7 7
RH Missiles: 0 - = 2 - g 9 = SN
HS Missiles: 2 (Red Top only) 10 = ' = Y
Damage Capacity: 12 o o = 2 1o
Ceiling: 240
Deceleration: 10
Size: § 5 g .
Number of Crew Members: 1 Lightning Flight Parameters
Point Value: 1/1 Game-Turns in Type IIT Climb before... LO ML MH HI
Within Altitude Groups: LO ML MH HI </ AIBkILE I K ke 2
Masximum Throtile: 7 8 9 11 ...Entering Pull-Through: 1 1 2 3
Minimum Throttle: 2 ¥ 3 3 Game-Turns in Push-Through before...
- Maximum Energy: 12 13 14 15 ...Making Split-S: 0 0 1 I
i Maximum Energy Add per Game-Turn: 3 Reduction in Movement Allowance for...
Cruise Speed: 4 ...Making Lateral Rudder Roll; 1 1 2 3
Special Rules: none ...Executing Break: 3 3 3 4
Energy Points Lost in each Pull-Up: 1 1 2 2
MP Lost each Game-Turn Wings Vertical: 2 2 2 3
Lightning DIVE TABLE
Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvls Max MA Lvis Max MA Lvis Max MA Lvls Max MA Lightning Roll Table
Dvdi MA Add Dvd MA Add Dvd MA Add Dvd MA Add Movement  Points
1 2 7 0 2 8 0 2 9 0 2 11 0 Points Rolled
5 9 2 3 90 2 5 11 2 5 ¢y 1 0 1-2
R 15 8 W 9 i 15 10 1 W 1 I I
15 10 |
m 17 8 0 19 8 0 20 9 0 21 9 0
¥ Number of Levels Climbed (by Altitude Grouping)
101 LO ML MH HI
ag 2_- Y2 3nd s 6 B8 1.2 3 4.5 6 7 L 3 & § b B T
= I ¢ i 109 76
= n <
E 2R R B T e = (1 R 5
& g8 9 - - - 41 e B e ke e BRSOl ¢ s AN Fa Syl s '8
B g = s =Tl e s 4 @S L6 s 4 B3| 17 642
E BN 6l s S 4 4933 NEEsTgl 4 3 42N NGS5 4 4 3 BN
C ARG 4 4 3 SRTEE RGN 3 2 DR B s 3 DR B« (18
> F RS R 3 3 2 TR AR 3 2 PR BTl 2 2 [ BN 3 S
= RGN 2 2 2 A PRREI 2 2 e SR 1 . e N30 S
> & S 2 1 [ 202 F & == 22PN 218
(]
g i R TR L P 1 B R g SR b e
L R SR = R Rt ol ey L S e [ S o
Lightning Maximum Throttle: 5 at all aliitudes Turn Mode: increased by one-third, round fractions to nearest
Loaded Dive: No Type I1I, MA may not exceed 5 number
ChiiacEstics: Climb: no Type 111 climb, MA reduced by 2 Roll Cost: 1point: 0, 2+: 1 MP
Acceleration; halved, retaining fractions Ceiling: 144 levels
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o g Hawker Harrier
Aircraft Name: Turn Mode Table Hawker Harrier
Hawker Harrier Miviscat Altitude Grouping Acceleration Table
Allowance ML MH HI Throttle Altitude Grouping
1 2 2 3 Setting LO ML MH  HI
3 2 2 2 1 6 6 5 4
Basic Aircraft Information Table 3 2 2 3 - 6 6 4 3
Aircraft Type: fighter-bomber 4 2 3 3 3 5 5 4 2
Cannon Type: G 2
Cannon Shois: 3 ; - . 3 - - - - y
RH Missiles: 0 6 2 3 3
HS Missiles: 2 7 3 4 4
Damage Capacity: 8
Ceiling: 208
Deceleration: 30
Size: § -
Number of Crew Members: 1 = Hawker Harrier CLIMB TABLE
Point Value: 5/3 2
Within Altitude Groups: LO ML MH HI B § Number of Levels Climbed (by Altitude Grouping)
Maximum Throitle; $ 5 5 3 g § LO ML MH H1
Minimum Throttle: ¥ 1 1 2 a8 123 4 8.6 Y2 345 T 23 .4 ) Iy S )
Maximum Energy: 10 11 12 13 z ; 5 SR 4 3 1302 S 4 3 2 SEnen 1 = 5 4.3
Maximum Energy Add per Game-Turn: 3 s ERY | ERY | O BHl | K
Cruise Speed: 4 T el > 1 el 1307 | iR B3 2 i S 2
Special Rules: capable of V/STOL flight: g a 2 3 | CEa T | ESES H| 1 SN 1 B
see 104.4. Ll G o PR e e P A=
Other Versions: ,?5-
AV-8B and Sea Harrier with improved elec- o
tronics. See 28.1. =
Hawker Harrier DIVE TABLE
Hawker Harrier Type LO Altitude ML Altitude MH Altitude HI Altitude
Roll Table Lvis Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Mossmssit  Poldis Dvd MA Add Dvdi MA Add Dvd MA Add Dvdi MA Add
Points Rolled i 2 6 0 2 6 0 2 6 0 2 6 0
0 1-3 5 7 2 5 7 4 5 7 2 6 7 2
1 *v n 10 7 110 7 110 7 110 T 1
111 12 6 0 12 6 0 14 6 0 16 6 0
Hawker Harrier Loaded Characteristics: Hawker Harrier Flight Parameters
Maximum Throttle: 5 at all altitudes Game-Turns in Type Il Climb before... LO ML MH HI
Dive: no restrictions ...Makir_lg Immelmann: 2 2 2 2
Climb: reduce MA by 2 aEmering PulkThrough: e
Acceleration: reduce all acceleration allowances by one-third, Game-Turns in Push-Through before...
rounding fractions 1o nearest number, ...Making Split-S: 0 0 0 1
Turn Mode: add 1 to all numbers at an MA of 5 or less, add 2 Reduction in Movement Allowance for...
to all numbers at greater MAs, ...Making Lateral Rudder Roll; 1 1 2 2
Roll Cost: double ...Executing Break: 2 2 2 3
Ceiling: 152 levels Energy Points Lost in each Pull-Up: 1 2 2 2
MP Lost each Game-Turn Wings Vertical: | 2 2 2
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g Hawker Hunter
s Turn Mode Table )
Aircraft Name: —F Altitude Grouping Hawker Hunter Acceleration.Table
Hawker Hunter Allowance LO ML MH HI Throttle Altitude Grouping
Setting LO ML MH HI
! £ “ 2 : 1 5 5 4 3
2 2 2 2 3 > 4 3
3 2 2 2 4 2 e ; ?
Basic Aircraft Information Table 4 B 2 B # 4 4 3 2 I
Aircraft Type: fighter and fighter-bomber 5 2 2 2 4
Cannon Type: P 6 2 2 3 4
Cannon Shots: 4
RH Missiles: 0
HS Missiles: 0 (except on modified aircraft)
Damage Capacity: 9 Hawker Hunter CLIMB TABLE
Ceiling: 200
e neution: 3 Number of Levels Climbed
Size: 5 3 (by Altitude Grouping)
Number of Crew Members: 1 =
Point Value: 5/2 > e -y vl i
Sy @2 vt L R T
Within Altitude Groups: LO ML MH HI 53
; S g2 5 4 3 4 3 4 2 3 2
Maximum Throttle: ¥ % 5 3 -1 4 3 2 3 2 3 2 2 2
Minimum Throttle: 1 1 1 2 >
Maximum Energy: 10 11 11 12 ZE SEer2 B2 1 B2l B2 ]
Maximum Energy Add per Game-Turn: 2 '3- § * K o ! A% b=
Cruise Speed: 4 ':‘_ e R = S 5 S
Other Versions: =9
All Hunters from the F.6 on up use these <3
statistics. There is a fully armed recon- k)
naissance version, the F.R.10.
From c.1966:0n, most Hunters in active
service were modified to carry four
Sidewinders. (Hunters flown by Iraq were g
apparently an exception 1o this) Hawker Hunter Flight Parameters
Game-Turns in Type Il Climb before... LO ML MH HI
...Making Immelmann: 2 2 2 2
...Entering Pull-Through: 2 2 2 2
Hawker Hunter Game-Turns in Push-Through before...
Roll Table ...Making Split-S: 0 0 0 |
Movemant Pokits Reduction lfl Movement Allowance for...
Points Rolled ...Making Lateral Rudder Roll: 1 1 2 2
0 1-2 ...Executing Break: 2 2 3 3
1 34 Energy Points Lost in each Pull-Up: 1 1 2 2
MP Lost each Game-Turn Wings Vertical: 2 2 2 3
Hawker Hunter DIVE TABLE
Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvls Max MA Lvis Max MA Lvis Max MA Lvls Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
1 2 5 1 2 5 1 3 6 1 3 6 1
(11 4 6 7 4 6 2 4 6 2 6 6 2
11 11 5 0 11 5 0 12 5 0 12 5 0

Hawker Hunter Loaded Characteristics:

Maximum Throttle: 4 at all altitudes

maximum Throttle Setting.

Climb: No Type 11 climbs, MA reduced by 1.

Turn Mode: add 1 at LO and ML, 2 at MH and HI.
Dive: Maximum Movement Allowance may not exceed Roll Cost: 1 MP: 1-3 Pts,, 2 MP: 4+ Pts.

Ceiling: 140 levels.

Acceleration: reduce by half, retaining fractions.

Missiles: may not carry air-air missiles while loaded.
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9~ ame® | A-6E Turn Mode Table
. Mgt Altitude Grouping A-6E Acceleration Table
Aireraft Name: Allowance LO ML MH HI Throttle Altitude Grouping
Grumman A-6E 1 2 ’ > 5 Setting LO ML MH HI
Intruder 2 5 5 3 3 1 3 1
3 2 3 3 4 3 2 2 1 !
4 3 3 4 4 3 e
4 1 1 1 1A
Basic Aircraft Information Table 5 3 4 4 5
Aircraft Type: strike aircraft 6 4 + 5 6
Cannon Type: no cannon carried
Cannon Shots: 0
RH Missiles: 0
HS Missiles: 0
Damage Capacity: 12
Ceiling: 179
Deceleration: 7 A-6E CLIMB TABLE
Size: 6
g;‘,’:f’z;icﬁ‘; Members: 2 Number of Levels Climbed
- ti i
Within Altitude Groups: LO ML MH HI (91 A Cronpleg)
p = LO ML MH HI
Maximum Throtile: 5 & § 5 z g > 1 1
Minimum Throttle: 1 1 2 2 248 i 1
Maximum Energy: 8 9 10 10 kL § e 5 4 2 4 3 B
Maximum Energy Add per Game-Turn: 2 é 5 ; 4 3 1 3 2 1
Cruise Speed: 4 i £g 3 W 1 1 3
Special Rules: none = § 2 AE 1 = L
2 v = 09 ; | - - - - -
Other Versions: o a
Wild Weasel (see 24.5). - ]
The EA-6GEWW is identical in all Special
rules with the EF-111EWW.
I
A-6 DIVE TABLE
T LO Altitud ML Altitude MH Altitude HI Altitude
A-6E Roll Table i i .
2 Lvis Max MA Lvls Max MA Lvls Max MA Lvls Max MA 3
Mg‘;nmtf:"‘ :lg“rj Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
0 ) { 1 2 5 1 2 6 1 3 6 1 3 6 1
1 2+ I 4 6 1 5 6 1 5 6 1 6 6 1
m 10 5 0 11 5 0 12 5 0 1 5 0

A-6E Intruder Flight Parameters

Game-Turns in Type III Climb before...
...Making Immelmann:

...Entering Pull-Through:

Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for...
...Making Lateral Rudder Roll:
...Executing Break:

Energy Points Lost in each Pull-Up:

MP Lost each Game-Turn Wings Vertical:

LO ML MH HI

3
2

N - W

3
3

o5 B o5 JUFE I 5 ]

3
3

L

4
3

L R -

A-6E Loaded Characteristics:

Maximum Throttle: 5 at all altitudes

Dive: no restrictions.

Climb: No Type Il Climb

Acceleration: halve all numbers, retaining fractions
Turn Mode: add 2 to all modes

Roll Cost: double

Ceiling: 150 levels
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‘ Py F-104G Starfighter
: Turn Mode Table
Aircraft Name: Movessest Altitude Grouping F-104G Acceleration Table
Lockheed F-104G Allowance LO ML MH H1 Throttle Altitude Grouping
Starfighter 14 6 7 10 Siug 1O ML . E
2 4 6 7 10 ! /3703 3 !
. A 7 8 1 2 3 3 3 !
Basic Aircraft Information Table
Aircraft Type: fighter and fighter bomber 4 6 8 9 12 3 3 32 ]
Cannon Type: A (not in CF-104, pre-1971) I | 9/10 11 14715 4 3 3/2 2 1
Cannon Shots: 4 (0 in CF-104, pre-1971) 6 g 11712 13 16 5 3/2 2 2/1 1
rlcssonae 7 8/ 1/12 1314 16/17 6 2 211 1 |
HS Missiles: 4 P . R . | | 1/
Damage Capacity: 1 8 9 1314 14 161 ”
Ceiling: 232 9 - 13714 14/15 17 8 = - | /s
Deceleration; 7 10 - - 14/15  17/18 9 - - - V4
Size: § n. = o 5 18
Number of Crew Members: 1 12 - - N =
Point Value: 7/2
Within Altitude Groups: LO ML MH HI
Maximum Throttle; 7 8 9 10 F-104G Flight Parameters
AEAR {WogHise: AP . Game-Turns in Type Il Climb before... 1O ML MH HI
Ma.rfrmum Energy: 13 14 16 17 ...Making Immelmann: 3 4 5 6
Max.lmum E rfergy Add per Game-Turn: 3 ...Entering Pull-Through: 3 4 4 5
Cruise Spe ?d' 4 Game-Turns in Push-Through before...
;’e"":’b‘l""";‘g"l‘“ P ...Making Split-S: 2 X & 5
€ [ables oy £0.4, IV .2 10T difier-
ences between CF-104 and F-104J versions. Riducrion if‘ Btonanenc ARawarics for...
¥.104C : -..Making Lateral Rudder Roll: 1 1 2 2
- : use numbers after slash where two - .
numbers appear. : ...EKC(-:UIH'IS Break: % 5 | 3 4
F-104S: see table 28.1 for difference. Can Energy Points Lost in each Pull-Up: 1 2 2 3
carry two AIM-7E-2 RH missiles in place MP Lost each Game-Turn Wings Vertical: 2 2 23 34
of two heat-seckers.
o Number of Levels Climbed (by Altitude Grouping)
o = LO ML MH HI
L 8 L2l Bse T 8 323 ESH (123456 1334
&=
gx,gm-------- e\ el | | = i e B (R 6
F-104G Roll Table ZB® - - -~ -- - m-----  BT6S5AW BT 53
Movement  Points gaga--—--—-- FO8% s 5 WNEN BING s 4 PN A BEREES 4 |3
Polate:  Rolled ?é766544332 505 « 3 GREl NERsl 4 3 DG RS 3 |
9 Lo %2655433221 SR 2 2 RN NGE 3 2 [ R 4
1 3+ SRS RS R o 2 R Sassl o 1 R OhE 2 e A 2
;Eﬁdsazll--- ¥ 2 SR 30 2 [ (e | S
B 283 220 -2 21 --+-- 21==== 2%=-
l’3"";’1%-211———--» 1l - - = - = | - - - - 1 - - -
< Sl YRR [T e e L e G T =l
Type LO Altitude ML Altitude MH Altitude HI Altitude
| Lvls Max MA Lvis Max MA Lvis Max MA Lvis Max MA
Dvd MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
F-104G .
DIVE TABLE 1 2 7 0 2 8 0 2 9 0 2 10 0
L 5 9/8 2 5 10/9 2 ) 10/9 ! 5 AR ]
1 10 9/8 | 15 9/9 1 15 10 1 15 10 1
15 8 1
m 16 8/7 0 17 8/7 0 18 8/7 0 19 8 0
; Maximum Throttle: § at all altitudes. Turn Mode: Add one-third to all turn modes, rounding up.
® Dive: Movement Allowance may not exceed Maximum Throttle Roll Cost: Rolling 1 or 2 points costs 1 Movement Point, 3+
2 g?’ Setting. pts: 2 MP,
E 3 § Climb: NLT Type I11 Climb, all Movement Allowances on Climb Ceiling: 146 levels,
=20 Table are reduced by 2. . Missiles: may only carry two HSM while loaded.
= Acceleration: Reduces all Acceleration Allowances greater than
i one by 1.
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— d F-8 Crusader Turn Mode Table F-8 Crusader
i sroupi cceleration Table
AtreriNe: Movement Altitude Grouping A
Vousht F-8E Allowance LO ML MH HI Throttle Altitude Grouping
C g d 1 2 2 5 2 Setting LO ML MH HI
Tusager 2 2 2 3 4 1 3(-/4) 3 2 2
3 2 2 3 4 - 3 3 2 2
4 2 2(3/-) 4 5(-/4) 3 3 3 2 A2
5 2(3/-) 3 5(-/4) 5 4 32/-) 3@2/-) 2-/1) 1
6 3 3 5 6 5 2 ¥ VaEEy v
7 = 4 6 7 6 - 1 1 1(%a/-)
Basic Aircraft Information Table 8 = = 8 9 7 = = = Ya=Al)
Aircraft Type: fighter
Cannon Type: O
Cannon Shois: 3
RH Missiles: 0
st F-8E Crusader CLIMB TABLE
Damage Capacity: 10 —
Ceiling: 232 g Number of Levels Climbed
Deceleration: 8 % z (by Altitude Grouping)
Size: 6 C) LO ML MH HI1
Number of Crew Members: 1 =8 EE BN X Teda X232
Point Value: 6/2 AT EE e e o | LS Ay PR 2 5
Within Altitude Groups: LO ML MH HI 'f > 7 - - = = = 65 3 6 4 6 4
. O —
Maximum Throttle: 6 7 7 8 52 6 Sieas 3 3 | Gt e 54 3 i 3 3
Minimum Throttle: 2 2 3 3 §-§ 5 BT 2 (B 2 i gl 2 §= g 2
Maximum Energy: 12 13 14 14 %8 5 2 B . 2 1 8l 1 B 3 1
Maximum Energy Add per Game-Turn: 3 SR | R ol | == D) i ali=
Cruise Speed.: 4 u% 2 TR [ e Ty e
Special Rules: Cannon may jam when el 1 e IR e = = aien = S
turning tightly, See Rule 104.1,
Other Versions:
F-8A/B/C/D: use first figure in parenthesis
here dif f hose given. . ;
A ki Y SR TR
where different from those given. See also Game—Tum.s in Type III Climb before... LO° ML MH H
Radar chart for improved radar. ...Making Immelmann: 1 1 2(37=) '8
There exist unarmed photo recon versions ...Entering Pull-Through: ! 1 2 23/-)
of all F-8 sub-types Game-Turns in Push-Through before...
F-8E(FN): French Navy version of the ...Making Split-S: 0 0 | 1
F-8E, with improved French Radar. Can Reduction in Movement Allowance for...
- e etlan
carry 2 RH (Matra), 2 HS missiles (R.550 ...Making Lateral Rudder Roll; 1 2 2 3
or Sidewinder) 2
...Executing Break: 3 3 -+ -4
Energy Points Lost in each Pull-Up: 1 2 2 2
MP Lost each Game-Turn Wings Vertical: 2 2 2 3
F-8E Crusader DIVE TABLE
Type LO Altitude ML Altitude MH Altitude HI Altitude
F-8 Crusader :
Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Roll Table Dvd MA Add Dvdi MA Add Dvd MA Add Dvd MA Add
Movement  Points I 2 6 0 2 7 0 2 7 0 2 8 0
Points Rolled
2 5 9 1
0 -3 5 8 2 5 9 5 9 1
1 4+ 11 10 7 1 10 8 1 15 8 1 15 8 0
11} 14 6 0 15 7 0 16 ¥ 0 17 7 0

F-8 Crusader Loaded Characteristics:

Maximum Throttle: 5 at all altitudes.
Dive: may not exceed Maximum Throttle Setting. Turn Mode: increased by one-third.
Climb: No Type III climb, MA reduced by 1.

Ceiling: 110 levels

Acceleration: halved, retaining fractions.

Roll Cost: 1-2 pts: 0 MP, 3+ Points: 1 MP
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)\ e, | F-100 Turn Mode Table
Altitude G i - i
Alreralt Name: r[?;:,:::; ” ;;L e (-r:lil:lmg » F-100 Acceleration Table
North American F-100D - g Lo A"';;'{'e Grouping
Super Sabre ! 2 2 3 $ — ' B
2 2 3 3 4 1 ] 4 3 2
3 3 3 4 4 2 4 4 3 1
3 3 3 2 1
Basic Aircraft Information Table : 2 3 ¢ 2 4 3 ) 1 |
Aireraft Type: fighter and fighter-bomber 5 3 4 5 6
Cannon Type: Q 6 4 5 6 7 5 2 1 1 A
Cannon Shots: 4 7 3 6 i 9
RH Missiles: 0
HS Missiles: 4
Damage Capacity: 9
Ceiling: 204
Deceleration: 7
Size: 6 g F-100 CLIMB TABLE
Number of Crew Members: 1 ;
Point Value: 6/2 3 Number of Levels Climbed
Within Altitude Groups: LO ML MH HI =2 (by Altitude Grouping)
Maximum Throttle: § 6 6 6 s LO ML MH HI
Minimum Throttle: | 2 2 2 § B 12 3 12 3 1 2 1
Maximum Energy: 9 9 10 10 ol 5 S 4 5 /el i 3 ‘]
Maximum Energy Add per Game-Turn: 3 e s 3 2 342 i g 1 2
Cruise Speed: 4 S g SR 2 24 1 = 2! 1 1
Special Rules: none % 3 S ] = We=l T -
Other Versions: e e e {leit = S
There is a two seat version (F-100F) which = 1 1l k= s By . Sy 2
uses Cannon table 1. There is a Wild Weasel LA
version of the F-100F which, unlike other 5
Wild Weasels, has no internal jammer.
F-100 DIVE TABLE
Type LO Altitude ML Altitude MH Altitude HI Altitude
F-100 Roll Table Lvis Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Movement  Points Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
"""}“'5 “‘l’“;" I 2 5 0 2 gt 2 6 0 SN 1
i 4 7 1 4 7 1 4 7 2 4 7 2
1 3+
1} 10 7 I 10 7 1 10 7 1 10 7 2
m 12 6 0 12 6 1 13 6 0 14 7 1

F-100 Loaded Characteristics:

Maximum Throttle: 4 at LO and ML altitude, 5 at MH and HI
altitude,

Dive: May not exceed Maximum Throttle Setting

Climb: No Type III Climbs, reduce MA by 1.

Acceleration; halve, retaining fractions.

Turn Mode: add 1at LO and ML, 2 at MH, 3 at HI to each
number.

Roll Cost: 1MP: 1-3 points, 2MP: 4 + points.

Ceiling: 144 levels

Missiles: may not carry air-to-air missiles while loaded.

F-100 Flight Parameters

Game-Turns in Type ITl Climb before...
...Making Immelmann:

...Entering Pull-Through:

Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for...
...Making Lateral Rudder Roll:
...Executing Break:

Energy Points Lost in each Pull-Up:

MP Lost each Game-Turn Wings Vertical:

2
2

N = -

2
2

b - N o=

3
3

B = D e

LO ML MH HI

3
3

[ 5 BN S PR S ]
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|
o el | 106 Turn Mode Table ,
Altitude G . F-106 Acceleration Table
el g ShCRaEht oo i Throttle Altitude Grouping
.1 . ™ . ]
Convair F-106 A""“;““ 1‘:' N;" M;' T Seitimg 1O ML MH  HI
Delta Dart ’ y . . . . 4 3 > )
; 2 ‘2' 2 3 3 2 2
; . : : : 3 il i e
- 4 3 3 2 2
Basic Aircraft Information Table s 2 3 4 5

. 2 5 3 2 2 1
Aircraft Type: fighter 6 3 4 5 6 6 5 = | i
Cannon Type: A (non pre-1975) 7 A 4 6 6 =
Cannon Shois; 4 8 4 5 6 7 7 - 1 1 1
RH Missiles: 4 (Falcon only—may carry 9 5 6 7 8 8 - ~ 1 |

any mix of AIM-4s) 9 = = - 1
HS Missiles: 0 10 - 7 8 8 10 . ; - 1
Big Nuclear Rockets: 1 11 - - 8 8
Damage Capacity: 1)

Ceiling: 229

Deceleration; 7

Size: 6 F-106 Flight Parameters

Number of Crew Members: 1 in F-106A, 2 Game-Turns in Type H1 Climb before... LO ML MH HI
in F-106B ...Making Immelmann: 1 1 2 3
Point Value: 7/1 ...Entering Pull-Through: 1 1 1 2

Within Altitude (jruups: 1O MLMH HI Game-Turns in Push- Tkraugh beforf"_

Maximum Throttle: 7 &8 9 10 ...Making Split-S: 0 0 0 1
‘Lﬁmf""m ?m"{‘j’ li li 142& 1: Reduction in Movement Allowance for...

i . ...Making Lateral Rudder Roll: {2 . 3y
Maximum Energy Add per Game-Turn: 3 Executing Break: 3 3 4 5
Em"?e[‘s:e ‘:." ‘: P N Tk Energy Points Lost in each Pull-Up: 3 3 4 5
Special ules: Can use Big Nuciear kocket -

(blivet). See Case 106.2. MP Lost each Game-Turn Wings Vertical: 2 3 3 3
Number of Levels Climbed (by Altitude Grouping)
o LO ML MH HI
g 12 F—4-8 e g9 1 2% 4-8-6 -7 1234 856G 123 4-5
FTM = == == 2 2 == - - = - = = - - - = = - - 9 8 6 5 4
2 9 = - == - - ==l Z=-=-a=2-=- 876544 B8B7532
RGBS o o Sl sl 6 5 5 i4ea G S 4 R3S 06 4 2 M
CLIMB 3
TABLE %51655544332 S8 s 4 3 0N SR 4 3 2R NSRS 3 B
& SEESSNY 4 3 3 2 S 4 3 2 PRl Saed 1 2 M S 4 NI
SRS 3 2 SR R 3 2 1 SR RS 2 ([P NN o (S
§ SR 2 2 Nk - - 3221 - - - Bl 2 Hl e 31 1 SRS
#o v G s s e 211 - = - - 21 - - - - 2 | IS
BT 2 11 s camaas |l fesmeen e e e e s
5' 1 1 - = = = - - - = - = = = = = = el = e - - = = =
F-106 DIVE TABLE
: Type LO Altitude ML Altitude MH Altitude HI Altitude
F-106 Roll Table Lvls Max MA Lvis Max MA Lvis Max MA Lvils Max MA
Movement Points Dvd MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
Points Rolled I 2 7 0 2 8 0 2 e 0 1 10 0
': 4"3 s 9 2 DESUNNSEEENEE s 10 2 [
+
1 15 9 | 15 10 1 15 10 1 15 10 1
{111 17 8 0 19 8 0 20 9 0 21 10 0
F-106 Loaded Characteristics:
Maximum Throttle: 6 at all altitudes Turn Mode: add one-third to all turn modes, rounding up.
. Dive: No Type 111 Dives, may not exceed Maximum Throttle. Roll Cost: double
Climb; No Type 111 Climb, MA reduced by 1. Ceiling: 229 levels
Acceleration: halve all acceleration allowances, retaining fractions, Missiles: same as normal
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o e | Mirage F-1 Turn ::f:d: 'Eablel Mirage F-1 Acceleration Table
+ Hude Lroupin
Aircraft Name: xl‘l“'eme"' LO ML M:I 5 HI Throttle Altitude Grouping
Dassault Mirage F-1C SARRE Seting LO ML MH HI
1 2 2 2 2 1 5 4 3 3
» ’ e 3 3 2 4 3 3 2
3 2 2 3 4 3 o g Gins iR
5 2 3 3 4 5 3 3 2 1
Basic Aircrait Information Table 6 2 3 4 5 6 3 2 2 1
Aircraft Type: fighter and fighter-bomber 1 3 4 5 6 7 = 2 2 1
Cannon Type: G 8 4 ] 6 7
8 - - 1 1
Cannon Shots: 4 9 g | 5 7 8 9 = - | i
RH Missiles: 2 " . 6 8 9
HS Missiles: 2 10 = = = Ve
Damage Capacity: 10 n i - 9 10
Ceiling: 242
Deceleration: 9
Size: 5 Mirage F-1 CLIMB TABLE
Number of Crew Members: 1
Point Value: 9/2 Number of Levels Climbed (by Altitude Grouping)

W‘ilhin Altitude Groups: LO ML MH HI = LO ML MH HI
Medsum Theottie: it B 30 3 ST ST eSS 2 3
Minimum Throttle: 1 2 2 3 = 1

: FZ - - - = = = = - - - - - - - - 10 8 §
Maximum Energy: 13 13 14 15 @ g i PR g, - Soh 5 e - e, e 9 7 5
Maximum Energy Add per Game-Turn: 3 = g L R e S T 8 7 5 4 8 7 .4

‘ d: 4 R 2 ;
CrmfeSpee- =5 R e 76 43 61 4 |3 6 6 4
(S)l::““'v““'.“mo"c SEEENT SIS 4 3 ARG NENET 3 2 IR NSRS 4 [ B s [d
er versions: (T =]
There is a two seat fighter (F-1B) and armed E' f, SRy 4 3 2ul E 2 il 2 3 4 |2
reconnaissance (F-1R) aircraft. i} E S aE D 3 2 0= $oal 2 J3F = . B 3 31
The Mirage F-1 has the same internal jammer @ < C AN = TH I I R e 2 Al & 2 S 22 -
as the Mirage V. Z 3 2By 1 dmmimns 2y 1 = 21 == i 1=
g TP 1 el 1 - - - - 1 - - - - =
o s ) I [y T R A ) ke s
Mirage F-1 DIVE TABLE
) Type LO Altitude ML. Altitude MH Altitude HI Altitude
Mirage F-1 Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Roll Table Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Movement  Points | 2 7 0 2 8 0 2 9 0 2 11 0
A
I o:]nu; Rtlill;d 5 9 2 5 10 ) 5 11 2 5 11 2
1 " n 10 Y 1 e 18 10 1 0 | -HOir -l 0
15 9 1 15 10 | 15 10 1 15 10 1
m 19 9 0 21 9 0 23 10 0 24 10 0
Mirage F-1 Loaded Characteristics: Mirage F-1 Flight Parameters
— e —— Game-Turns in Type Il Climb before... LO ML MH HI
fmlmum rogk _e' = . " ¢ lm ) = ...Making Immelmann: 1 | 2 3
Df‘.l«'e. may not excced r.nax|mum Throttle Setting . Biteting PulliThrosah: i i 5 5
Climb: N_O Type 111 Climb, reduce alvl MA by 1: Game-Turns in Push-Through before...
Acceleration: halve all n.umbcrs, r?lammg fractions. ...Making Split-S: 0 0 0 |
T“;f Mo‘fe' gdd ?"w't\]'"d' :;ll')"dmg- up: Reduction in Movement Allowance for...
golrc?'”‘ ba'bomiscost LB &ErAME, ...Making Lateral Rudder Roll; 1 2 2 2
ﬁ;f 1?3.- 1244 levels ...Executing Break: ) 3 3 4
e Energy Points Lost in each Pull-Up: I 1 2 2
MP Lost each Game-Turn Wings Vertical: 2 2 2 2
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MiG-19 Turn Mode Table
Moveinsit Altitude Grouping Mig-19 Acceleration Table
Afr'{'raﬂ Name: . X Allowance LO ML MH Hl Throttle Altitude Grouping
Mikoyan MiG-19C 1 2 2 3 4 Setting LO ML MH HI
Farmer 2 2 2 3 4 1 5(4/6) 4(3/5) 2(2/3) 2(2/3)
and 3 23/2) 34/3) 3 5(5/4) 2 4(3/5) 4(3/5) 2(2/3) 2
Shenyang F-9 4 3 34/3) 4 5 3 3(3/4) 3(3/4) 3(2/3) 2
Fantan 5 3 4 5 6 4 3 3 2 !
6 4 5 6 7 5 - 2 2 |
Ba!sic Aircraft lrll’nrmalinn:l'able B 6 6 7 8 6 ~ N 1 104/1)
Aircraft Type: fighter and fighter bomber g 9 10
Cannon Type: N (F/B) 8 B
Cannon Shots: 4(3)
RH Missiles: 0 =
HS Missiles: 4(0/2) = Shenyang F-9 Fantan CLIMB TABLE
i S
Domast Copacly 2 . Number of Levels Climbed (by Altitude Grouping)
IC)efm;u;- ?0(_2_??;) % e LO ML MH HI
G =3 152-B-il-Bu6r A3 4% 0B T AL U 3LA
5 3@
Number of Crew Members: 1 PN T S e e S 6 5|4 32 G54 3 (2
Point Value: 6/1 §, > 6 - g = = - Sl 3 2 H= S 3 2 8 S 2 B
Within Altitude Groups: LO ML MH HI ?:3-2 5 4 3 32 4 33 21 €29 2 1 W i 2 =
Maximum Throttle: 5 & 7 E § 4 332211 321 = Ja 1 [ 3 1 ===
Minimum Throttle: 2 2 2 3 ;‘g SRR RSN 1 1 I B 1 BER= 2 | S B =i
Maximum Energy: 10 11 12 12 & =2 21 = = == I8 1 Bl 1 = = = = - = = =
Maximum Energy Add per Game-Turn: 2 g 1 T e T e g i O Wl ) B R
Cruise Speed.: 4 =
Special Rules: none. =
Other Versions: MiG-19 DIVE TABLE
MiG-19A and MiG-19B: use first figures in Type LO Altitude ML Altitude MH Altitude HI Altitude
EarCl'IT-hCSlR where they differ from standard Lvls Max MA ‘Ivls Max MA Lvis Max MA Lvls Max MA
i'g.“re"" o Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
MiG-19D: see radar chart for differences. 4 . 5 " 0 5 p 0
F-9 Fantan: where more than one figure ap- ! i = 0 2 6 0 -
pears in parenthesis, use second figure. 3 6 1 3 7 | 3 8 1 3 8 1
Where only one figure appears in parenthe-
sis, use it. Use separate climb table. Differ- 1 5 7 1 10 8 ! 10 8 1 10 8 l
ences also appear on radar chart. I 10 B 0 13 7 0 14 - 0 16 3 0
; L
Ve ~g e ._i - =
MiG19 Flight Parameters _o-'-:' MiG-19 CLIMB TABLE
Game-Turns in Type Il Climb before... ~LO ML MH HI . Namber'of Levels Chinbed (by Aliitade Grogping)
...Making Immelmann: 1 2 B2y 03 % 2 1o ML, Mu o
...Entering Pull-Through: 1 2 2 3 =5 AgpERana Lo L : %
Game-Turns in Push-Through before... &= g 7 - = 6 3 2 6 3
...Making Splii-S: o 0 1 2 206 i iee el | LE 2 NS 2
Reduction in Movement Allowance for... g 'g' 5L vkEat 2 i B ! B 3 1
...Making Lateral Rudder Roll: b ete & o o ikl el K
...Executing Break: 3(3/2) 3 3 3 = R R 2 1 - St =53
Energy Points Lost in each Pull-Up: 1 1 2 3(4/2) & SRR 1 s ! L e i
MP Lost each Game-Turn Wings Vertical: 2 2 3 3 % 1 A g W= o =iy e~
MiG-19 Loaded Characteristics:
Maximum Throttle: 5 at all altitudes. MiG-19 Roll Table F-9 Roll Table
) b . Movement  Points
Dwe": No Type 11 Dives, may not exceed Maximum Throttle Points Rolled Movement  Points
Setting. > Points Rolled
Climb: No Type I11 Climbs, all Movement Allowances on climb 0 13712 0 13
table reduced by two. 1 4-5/34 1 4
Acceleration: Halve all acceleration allowances, retaining frac- 2 6+/5+ 2 54
tions. B
Turn Mode: add one-third to all turn modes, rounding frac- Use secand: flgure.at: Move:
3 ment Allowance of § or
sl greater.
Roll Cost: rolling 1 or 2 points costs 1 Movement Point. )
Ceiling: 130 levels.
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¢ — Su-15 Flagon-E
‘ : Turn Mode Table Su-15 Flagon-E Acceleration Table
SR e Movement Altitede Groupiag Throttle Altitude Grouping
Sukhoi SU-15 Allowance LO ML MH  HI Setting 1O ML MH HI
Flagon-E 1 2 3 4 5 1 . i nak TR
2 2 3 4 5 2 4 4 3 2
3 3 4 4 5 3 4 4 3 2
Basic Aircraft Inf ion Tabl - - . : - N = 2 3 -
asic Aircralt Information Table
Aircraft Type: fighter : : : : ? : : ; g Iz
Cannon Type: B/none
Cannon Shots: 4/none 7 5 6 7 8 1 = 2 1 1
RH Missiles: 1 (AA-3a) 8 5 7 8 9 8 = 1 1 1
HS Missiles: 1 (AA-3b) 9 6 7 8 9 9 - - 1 1
ga?age z(-.‘;;;:;gv 11/10 10 _ 8 9 10 10 i N | |
eiling:
Deceleration: 8/7 A i - H 12 n = e = 1
Size: 6 12 - - 13
Number of Crew Members: 1
Point Value: 7/0
Within Altitude Groups: LO ML MH HI Su-15 Flagon-E Flight Parameters
Maximum Throttle: 7.9 10 12 Game-Turns in Type Il Climb before... 1LO ML MH HI
Minimum Throttle: ] 2 3 A ...Making Immelmann: 1 B 3 3
Maximum Energy: 10 12 13 15 ...Entering Pull-Through: ] 1 2 3
Maximum Energy Add per Game-Turn: 3 Game-Turns in Push-Through before...
Cruise Speed: 4 ...Making Split-S: o 1 1 2
Special Rules: none Reduction in Movement Allowance for...
Other Versions: ...Making Lateral Rudder Roll: T T
For Flagon-A version, use number after the Executing Breaks 2 ’ 3 4
slash where the two differ. *
Energy Points Lost in each Pull-Up: 2 3 3 4
MP Lost each Game-Turn Wings Vertical: 2 2 2 2
Number of Levels Climbed (by Altitude Grouping)
@ LO ML MH H1
o, 13 A LS 6T Y 1 2FEB ST 13 IESE NS
;%zu----b---- e MR 5 e eiyisniwmrtmaniann WELEIEE 10 8 18
Su-15 Flagon-E gg;eg"------—-- ety Suic ey s en [RXSI0Y 9 7 1S
Roll Table ;:,glo---—~---- - = -=--==-- 1098543 1093863
Movement Poinis | [l BUSRRERSRSRERESSEEE | HaNEN7) 7 6 3 2048 NONS 7 s (RSN NONEl 7 s 2
Points Rolled £y 8 - - - - = = - - = SR 6 5 4 SR S 6 4 e S 6 3 M
0 1-2 g§%7766554432 GRS 5 1 3 el s 5 3 i 6 4 '2 =
1 3+ S RSNG4 4 3 30N GTSTY « 3 BRI Ns 4 2 2a NGRS 2 M
NSRS 3 > 2 [ BRRY 3 3 e e 2 1 Y
- o T Em I H O3B
ug-sszzl----- 3.8 1| == s Y 2 Rae it g 2 (e
g...zzul---—-- 21 - = - = = = 21 === = 2 1
Y UL T e S e, Far  F = w = = L= 2= @ == s
Su-15 Flagon-E Loaded Characteristics:
Climb: No Type 111 Climbs, MA reduced by two Su-15 Flagon-E DIVE TABLE
Maximum Throttle: 5 at LO and ML altitudes,
6 at MH and HI Type LO Altitude ML Altitude MH Altitude HI Altitude
i 5 s . v ! ] vis ] 3y
3ue; No Type 111 Dives, may not exceed Ib\g r;j;f .:faf;'d gl;g m m f)w.f iﬁtj‘j\' m f!‘)vg Jrl'ﬂ: Qfé}
aximum Throttle
Acceleration; halve all Acceleration Allowances, 1 B 7 0 2 9 0 2 10 0 ! 12 0
retaining 5 9 2 5 10 2 5 11 2 5 12 2
Turn Mode: add one-third to all Turn Modes, 0n 10 9 1 B0 10 . 10 10 1 B0 11 1
rounding up fractions 15 9 1 015 9 B 15 10 1 NS 10 1
Roll Cost: double m 17 8 0 19 9 0 2 Y 0 23 9 0
Ceiling: 175 levels
Missiles: 2
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Hornet Turn Mode Table
Aircraft Name: Movement Altitude Grouping Hornet Acceleration Table
McDonnell Douglas F-18 Allowance LO ML MH HI Throttle Altitude Grouping
Hornet 1 2 2 2 2 Setting LO ML MH H}
s 2 2 2 2 2 1 6= b RIS S
Basic Aircraft Information Table ) 6 6 4 ~
Aircraft Type: fighter and fighter-bomber 3 2 2 2 3 -
Cannon Type: A 4 ; : : 3 2 A 3 “ 2
Cannon Shots: 2 5 2 2 3 4 4 5 5 3 )
RH Missiles: 2 6 2 3 3 4 S 5 5 3 1
HS Missiles: 4 7 3 3 4 5 6 4 4 3 1
Damage Capacity: 15 8 3 3 4 5 7 - 3 2 |
Ceiling: 220 9 T 8 - -« 2 1
Deceleration: 14 10 4 5 5 6 9 = ey s
Size: § 1 =riier QRS0 T May accelerate while climbing.
Number of Crew Members: 1 12 _ = ) 8
Point Value: 9/10
Within Altitude Groups: LO MLMH HI
Maximum Throttle: 7 8 9 10
Minimum Throttle; 1 | 2 2
Maximum Energy: 13 14 15 16 Hornet Dive Table
Maximum Energy Add per Game-Turn: 4 Type LO Altitude ML Altitude MH Altitude HI Altitude
Cruise Speed: 4 Lvis Max MA Lvis Max MA Lvis Max MA Lvls Max MA
Special Rules: Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
May visually search rear arc. 1 2 7 0 2 8 M 2 9 0 A~ 10U
May accelerate while climbing 5 10 3 5 11 3 5 11 2 5 12 2
n 15 10 2 10 11 2 15 11 2 10 12 I
Hornet Roll Table 15 10 2 5 | 1
Movement  Points
Points Rolled ]
0 1-3 111 20 9 1 22 9 | 23 10 | 20 11 I
1 4 25 10 l
Hornet CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
o LO ML MH H1
g 2RS4 5 o NEEESN RIRE 4 S IGNTRANSE IS 3 4 SRR RIR2L 3 ¢ (SN
G210 - - - - - - === = - - - === Fa o - - 08 8 7 54
RN . _ _ EENEEE G S RAREY 7 5 O A 7 5 B
's‘-fi;a--------- 876 6 5 N3N B s S R N 6 s e
EEi:?'166554432 HGESE 5 4 32N e 5 4 Eie e 5 4 R
?;'.:6655443321 Guonds 4 3 SR GRS 4 3 Gt B 4 3 Bl
3’2554433221— S0 3 3 2 e BEAl 3 2 [ S 3 EZS
Ba a2 2 e i 3 2 i o ] Hisl 2 IIEREE Ak > (IR
Be by 302 2 1[I 2 - == 32 el Rl 2 SRR
Bl e 1 gems s A B B 1 )-SR 1 - Pataiell L3 | SECHE
gEN ) - s e Sl B - s oS EE = ~oaenly S . SEECREE
Hornet Flight Parameters : S
Game-Turns in Type Il Climb before... LO ML MH HI Hornet Loaded Characteristics:
...Making Immelmann: 0 0 1 1 Maximum Throttle: 6 in LO; 7 in ML; 8 in MH or HI.
...Entering Pull-Through: 1 1 2 2 Dive: MA may not exceed max. Throttle Setting.
Gome-Turne b Push- Through before Climb: Reduce all Movement Allowances on Climb Table by 2.
R Acceleration: reduce all Acceleration Allowances by one-third,
- - -Making Split-S: 0 0 0 1 rounding to nearest number.
Reduetion in Movement Allowance for. . . Turn Mode: add 1 to all Turn Modes in LO and ML, 2 in MH
.. :Making Lateral Rudder Roll: | AT (R ) and HI.
... Executing Break: 1 Pl w il Roll Cost: rolling 1 to 3 points costs 1 MP, more costs 2.
Energy, Points Lost in each Pull-Up: I 5 2 @2 Ceiling: 140 levels.
Missiles: may only carry 2 HS missiles when loaded.
MP Lost each Game-Turn Wings Vertical: 1 I 2 2
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ﬁuﬁ H Tomeat Turn Mode Table Tomcat Acceleration Table
Movement Altitude Grouping Thro!lle Altitude Grouping
Aircraft Name: Allowance LO ML MH HI Setting 1O Ml Mi H
Grumman F-14A Tomcat 1 et S T 1 Geediy 3" @
2 6 3 2 2z
Basic Aircraft Information Table 2 2 3 4 3 6 4 2 1
Aircraft Type: Fighter and fighter-bomber. 3 2 2 3 -4 4 S 4 2 1
Cannon Type: A 4 2 3 4 4 5 5 , 2 1
Cannon Shots: 3 6 4 3 2 1
RH Missiles: 6, Sparrow or Phoenix only. 5 2 3 i 5 7 5 2 | 1
HS Missiles: 4 §2 if Phoenix carried) 6 3 4 5 5 8 B N 1 1
Da:'r?age Capacity: 17 7 3 4 5 6 9 > - A |
Ceiling: 285 10 B B i I
Deceleration: 16 8 = > $ i May accelerate while climbing.
Size: 7 9 4 5 6 7
e R |
Within Altitude Groups: LO ML MH HI 1 s e SOmEst ROl T.ab]e
; ) Movement  Points
Maximum Throttle: 7 &8 9 1 12 9 11 12 Points Rolled
Minimum Throttle: 1 1 I 2 3 = » 213 0 0-4
Maximum Energy: 14 16 17 18
Maximum Energy Add per Game-Turn: 5 14 = S - 15 } e
Cruise Speed: 4
Special Rules: May visually search rear arc. May
have up to 6 lock-ons simultaneously. May fire
HSM at other targets while having lock-on. Tomeat Dive Table
' Type  LO Altitude ML Altitude MH Altitude HI Altitude
| Tomcat Loaded Characteristics: Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Maximum Throttle: 6 at LO and ML; 7 at MH Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
and HI. 1 2 7 0 2 8 0 2 10 0 2 11 0
g;veb Maz not ::;e;d ;naximum throttle setting. 5 11 3 5 12 3 5 12 3 5 13 3
mmao.; readuce Y &.
Acceleration: reducc.allaccclcmliﬂn allowances 10 W 3 10 n 3 10 3 3 10 % 3
by one-third, rounding fractions to the nearest . 0 0
;“"‘b:;d B e 10 & ML || 20 10 2 15 11 2 20 12 2 15 13 2
urn oge; a 0a urn modes L L | »
S AT and il 20 10 2 20 12 2
Roll Cost: 1-3 cost 1 MP, 4+ cost 2 MP. —
Ceiling: 156 levels. I 23 9 1 25 10 1 25 11 1 25 11 1
Missiles: May carry no more than four RHM 27 10 1 3] 10 1
and four HSM when loaded.
Tomcat CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
LO ML MH Hi
=z BRS¢ s o REREN RSN 4 s o e RN 3 4 (S R 3 4 IS
e mn - - - - - - - - - = - - - = = - - - - = 10 9 B 6 5
R - - - R . . _ S O ;s B e s B
gg 9 - - - - - - - - = - = - - - = = S 6 4 B8 BT 6 4
g S S RN 5 4 3 S e S 3 e 5 3
EanRers 5 4 33032 EESES] 4 3 [DEEIEE S 4 2§ 65 4 21
R 4 3 2 LBV HEEEl 4 3 BRg Lol Usoial 3 e L3ed 3 s
ST o R B s > B B s Fa B s S
RN 2 2 PRl ate, S303 2 1= o~ ! U302 e oo B 2 FRELE
2SN e I A R S 2! 2 et 21 == 2 | S
‘% o W e 1 1 = = = - = = 1 - = = = I - - - -
o DO 1 = o =i T2 1 1 = = = = = = 1 - - - - SN - S
| Tomcat Flight Parameters _
Game-Turns in Type Il Climb before... 1O ML MH HI Reduction in Movement Allowance for. ..
.. .Making Immelmann: Qiis= 3 D ...Making Lateral Rudder Roll: HANEE 2 N2
...Entering Pull-Through: IR IS TS - -Executing Break: P2 2 2
Game-Turns in Push-Through bef_'ore... Energy Points Lost in each Pull-Up: 1 1 1 2
...Making Split-S: 0 0 1 1 MP Lost each Game-Turn Wings Vertical: | 2 2 2




Aircraft Name:
Israeli Aircraft Industries
Kfir C2

Basic Aircraft Information Table

Aircraft Type: fighter and fighter-bomber
Cannon Type: G

Cannon Shots: §

RH Missiles: 0

HS Missiles: 4

Damage Capacity: 9

Ceiling: 240

Deceleration; 10

Size: §

Number of Crew Members: 1

Point Value: 9/4

Within Altitude Groups: LO MLMH HI
Maximum Throttle: 7 8 9 11
Minimum Throttle: r 2 2, :2
Maximum Energy: 12 13 14 16

Maximum Energy Add per Game-Turn: 3
Cruise Speed: 4

Special Rules: none.

Kfir Roll Table

Movement Points
Points Rolled

0 1-3

1 4+

PC39

Bl e Mode jfah[e Kfir Acceleration Table
Movement Altitude Grouping )
Allowance LO ML MH HI Throttle  Altitude Grouping
. i Setting LO ML MH HI
2 2 2 3 4 ! ‘_‘ LIBRE JOE
b i
4 2 2 3 4
4 s 3 2 2
5 T S R . O —
6 3 3 5 6 : e
7 B T €
8 § % 7 8 : T ? 2
9 =% Y -
9 e | IR
10 - 6 9 10 T —
1 TSN e | S | :
Kfir Dive Table
Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvis Max MA Lvils Max MA Lvis Max MA Lvls Max MA
Dvdi MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
1 2 7 0 Srenes it 2 9 0 e Sl TIPSR
5 9 2 GRS T s 1 2 % LT
n 10 9 ] SSIEEEESSERNE 10 10 1 [
15 9 1 NESHEREUEEEEE 15 10 | SIS
] 17 8 0 [REEEE
2 9 0 [SYEEEEE
Kfir C2 CLIMB TABLE
Number of Levels Climbed
(by Altitude Grouping)
LO ML MH HI
B | O B; Bl B
g.m - - - - - - - - - - .- --- - 1086
SR . | e - B R . 7
é’_go--~ s | O BR”2 | B |
DR - - - S BTN 4 3 TG 4 I B s B8
S G 4 3 3 |8 OESl 3 2 PR BNGES 3 SRR e S 18
§g=555443321 Sedl 2 (=R ESGl > (N B 4 1D
AE 5 RA4Ts 3 2 BEE B 4T 2 1SR DA 3 RS B 3 8
AR 2 2 [ECRESEEN 1 o (RS g o SR B 2
ey 272 | FSaEeTa 20 1 a3 1 =S =
BN ) 1 SR e s i - SRR = | B
R - ER SRR D - ST SO - S B - I

Kfir Flight Parameters

Game-Turns in Type Il Climb before. . .
...Making Immelmann;
-..Entering Pull-Through:

Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for. . .
...Making Lateral Rudder Roll:
... Executing Break:

Energy Points Lost in each Pull-Up:
MP Lost each Game-Turn Wings Vertical:

1
1

0

b e =

LO ML MH HI Kfir Loaded Characteristics:

1 2 3 Maximum Throttle: 6 at LO and ML; § at MH and HI.

1 o ) Dive: may not exceed maximum throttle setting
Climb: no type I11 climb, reduce all MA by 1.

0 0 2 Acceleration: reduce all numbers by 50%, rounding fractions
up
Turn Mode: add one-third, rounding up.

e Roll Cost: 1-3 pts. cost 1 MP, 4+: 2 MP

! Ceiling: 135

2 3 3 Missiles: 1

2o 2 5 A3

[
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= = 2
B1 Turn Mode Table
Movement Altitude Grouping .
Aircraft Name: Allowance LO ML MH HI B-1 Acceleration Table
Rockwell B-1 1 et A R Throttle Altitude Grouping
: 2 4 5 5 6 Setting LO ML MH HI
Basic Aircraft Information Table 1 ) 2 ] |
Aircraft Type: Strategic Heavy Bomber 3 5 6 6 7 2 2 2 1 1
Cannon Type: A, rear mounted 4 6 7 8 9 3 ) |
1 ]
Cannon Shots: 20 5 6 8 9 11 4 | | 1 Ve
RH Missiles: 0
HS Missiles: 0 6 6 9 10 12 2 A Pl
Damage Capacity: 60 7/ 7 . I 13 5 1 I : i
Ceiling: 290 7 o R
Deceleration: 5 8 & 19 2 I8 8 z -
szg.- 9 9 &= 11 13 15 9 = - - 14
Number of Crew Members: 4 10 = 12 14 15
Point Value: 6/49
Within Altitude Groups: LO MLMH HI i1 ISR
Maximum Throttle: 7 8 9 10
Minimum Throttle: 1 2 2 2
Maximum Energy: 11 12 13 14 B-1 Dive Table
Maximum Energy Add per Game-Turn: 2 Type LO Altitude ML Altitude MH Altitude HI Altitude
Cruise Speed: 6 (LO/ML); 7 (MH/HI) Lvis Max MA Lvls Max MA Lvis Max MA Lvls Max MA

Special Rules:
May use Type K cannon with unlimited
shots after c. 1984.

Dvd MA Add Dvd MA Add
2 7 0 2 8 0

Dvd MA Add Dvd MA Add
2 9 0 2 10 0
5 10 1 5 11 1

Tail-mounted cannon has range of nine hex- < s \
es, range divisions at 1-3, 4-6, 7-9 hexes
1 5 9 [ IR0 i 10 10 1 10 11 1
B-1 Roll Table 1 10 7 1 OTEEEESEEEEE 14 10 1 SRS
Movement Points

Points Rolled

: ' B-1 CLIMB TABLE

2 2 Number of Levels Climbed

3 3+ (by Altitude Grouping)
z LO ML MH HI
2 I 3 48 e 3 N o 2 B N 2
S e | B o | ER
S B -l B 8 64 841
SO B R 4 K1 El
& IR 4 3 EEE RGN 3 DI N 3 S BESh 2 B
=5 6 543 21 ER | B3 | Bd
B IS > I M ; S R | A S
o =2
"9 4 3 2 W= = o 1 S 2 - = g -
=33 21 = = N - e i - -
£ :1-—~— B - . B - = -

B-1 Flight Parameters
Game-Turns in Type III Climb before. ..
.. .Making Immelmann:
.. .Entering Pull-Through:
Game-Turns in Push-Through before...
...Making Split-S:
Reduction in Movement Allowance for. ..

LO ML MH HI
may not execute
may not execute

B-1 Loaded Characteristics:

Maximum Throttle: 6 at LO and ML; 6 at MH 7 at HI.
Dive: No type I1I, may not exceed maximum throttle setting.
Climb: No type 11, Movement Allowance reduced by 1.
Acceleration: Treat all 2’s as 1's.

may not execute

S .Making Lateral Rudder Roll: may not execute Turn Mode: Add 2 to all turn modes.
.. . Executing Break: < A L R Roll Cost: Add 1 MP to all costs.
Energy Points Lost in each Pull-Up: 1 1 2 2 Ceiling: 250

MP Lost each Game-Turn Wings Vertical: o SN s B
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Aircraft Name:

PC41

e

Mikoyan MiG-17C Fresco-C

Basic Aircraft Information Table
Aircraft Type: fighter and fighter-bomber.
Cannon Type: C

Cannon Shots: 2

RH Missiles: 0

HS Missiles: 2 (sometimes)
Damage Capacity: 5

Ceiling: 210

Deceleration: 6

Size: 5

Number of Crew Members: 1
Point Value: 5/1

Within Altitude Groups: LO ML MH HI
Maximum Throttle: 5 § § 5
Minimum Throttle: 1 I 2 2
Maximum Energy: 9 9 9 10

Maximum Energy Add per Game-Turn: 2
Cruise Speed.: 4

Special Rules: none

Other Versions:

MiG-17 Fresco-A: Use smaller number of cannon
shots and lower acceleration figures. MiG-17

Fresco-E: Has radar; can use AA-1 missiles; other-
wise like MiG-17C/D.

MiG-17 Roll Table

Movement  Points

Points Rolled
0/1 1-3
1/1 4-5
2/3 6+

Use second MP cost if MA is § or more.

MiG-17 Turn Mode Table
Movement  Altitude Grouping MiG-17 Acceleration Table
Allowance LO ML MH HI Throttle Altitude Grouping
. T P AR Setting LO ML MH HI
2 2 2 2 3 1 43 43 32 21
_ 2 4/3 4/3 2/2 2/1
2 2 Slnide 0 Y 332 32 1A
4 2 2 3 4 4 32 171 1/1 W/
5 2 2 3 L
6 3 5 6 7
MiG-17 Dive Table
Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvls Max MA Lvls Max MA Lvis Max MA Lyvls Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
1 2 § 0 2 5 0 2 5 0 > 5 0
3 6 1 3 6 1 3 6 1 3 6 i
1} 5 6 1 5 6 1 5 5 0 L1 5 0
11| 10 | 0 10 3 0 9 3 0 9 3 0

Z  MiG-17 CLIMB TABLE

g Number of Levels Climbed

5 = (by Altitude Grouping)

E.§ LO ML MH HI1
Al B! Bl E
2;;_,5 4 3 4 3 3 2 3 2
g84 32 132 (22011
353 M1 Bl E N -
R - - B - -
=51 - - B . B -
z

MiG-17 Flight Parameters
Game-Turns in Type Il Climb before. . .
-..Making Immelmann:
... Entering Pull-Through:
Game-Turns in Push-Through before...
...Making Split-S:
Reduction in Movement Allowance for. . .
...Making Lateral Rudder Roll:
... Executing Break:

Energy Points Lost in each Pull-Up:
MP Lost each Game-Turn Wings Vertical:

LO ML MH HI

2
2

2
2

3 3
b 5
12
<]
3 3
23
2 F

MiG-17 Loaded Characteristics:

Maximum Throitle: 4 at all altitudes.

Dive: No Type Il dives, MA may not exceed maximum throt. set.

Climb: no Type Il climb, MA reduced by 1.

Acceleration: reduce by half, retaining fractions.

Turn Mode: add 1 at LO and ML, 2 at MH and HI.

Ro:‘{ Cost: use 2nd column.
Ceiling: 120 levels.

Missiles: air-air missiles may not be carried while loaded.
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Aircraft Name:
Mikoyan MiG-15bis Fagot MiG-15 Turn Mode Table £ :
Movement Altitude Grouping MiG-15 Acceleration Table
Basic Aircraft Information Table Allowance LO ML MH HI Throttle Altitude Grouping
Aircraft Type: fighter 1 p) 2 2 2 Setting LO ML MH HI
Cannon Type: F 1 5 4 4/3 343
Cannon Shots: 4 2 2 2 2 2 2 4 4 3 2
RH Missiles: 0 3 r GamEt s 3 &3 3N =g
HEMEles: 8 4 23 34 3 4 4 I 2 2 1
Damage Capacity: 4
Deceleration: 4
Size: 5
Number of Crew Members: 1Point Value:
31
Within Altitude Groups: LO ML MH HI
Maximum Throtile: > & B 5
Minimum Throttle: I 4 2 2
Maximum Energy: 8 9 9 10
Maximum Energy Add per Game-Turn: 2 MiG-15 Dive Table
I AP LOIRILG Wpar Y Type  LO Altitude ML Altiude  MH Altitude  HI Altitude
g‘iﬁ’fk&:‘s‘i‘f‘;s’_‘““c Lvls Max MA Lvis Max MA Lvis Max MA Lvls Max MA
A Dvd MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
Early model MiG-15"'s use second figure
s e e 1 2 N 2l §F - 1 2 s 1 B AR
MiG-15 Roll Table 1} 5 4 1 5 4 1 S 5 | 5 5/4 1
Movement Points =
"";"L“ R“:"’d i 7 4 o [DEEEEREEE 7 4 0 [EIEEATNG
1 2-3
2 4+
= MiG-15 CLIMB TABLE
% Number of Levels Climbed
(5 § (by Altitude Grouping)
&z LO ML MH HI
28 12 12 12 2
z5 9 43 4 3 3 2 8 2
g% 4 313112 3 2 2 2/1 2 2/1
E‘E 3= 2/1 2 2/1 2 1 N 1
SR TR — 1 - - - - -
E'g N _ o _ - —
E:"i
=
3

MiG-15 Flight Parameters

Game-Turns in Type Il Climb before. . . LO ML MH HI

MiG-15 Loaded Characteristics:

. . .. .Making Immelmann: 2NN 3
:l)f!_a\'m:r:m THH:T:P} 4 at ::t\;llmudcx, | . I } . ..Entering Pull-Through: 2 3 3 3
w::ﬁlg o Lype dives, may not exceed maximum throttle Gt Tiirvinin Push<TArough Sefores.

: ... Making Split-S: 0 | 1 :

Climb: No Type 11 climb, MA reduced by 1.

Acceleration: halve, ignoring fractions. Reduction in Movement Allowance for. . .

Turn Mode: increase all modes by 2. G ':'ak““_‘ Laéeralkl.ludder Roll; ; i ; '32
Roll Cost: doubled. o v p_— oy - .
Ceiling: 99 levels, ‘nergy Points Lost in each Pull-Up: 1 ¢ 2 2

MP Lost each Game-Turn Wings Vertical: b A )
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Aircraft Name:

Sukhoi Su-19 Fencer

Basic Aircraft Information Table
Aircraft Type: strike aircraft
Cannon Type: B

Cannon Shots: 4

RH Missiles: 0

HS Missiles: 0

Damage Capacity: 16
Ceiling: 250

Deceleration: 10

Size: 7

Number of Crew Members: 2
Point Value: 9/12

Within Altitude Groups: LO ML MH HI
Maximum Throttle: 6 8 10 12
Minimum Throttle: 1 2 & 3
Maximum Energy: 12 14 16 18

Maximum Energy Add per Game-Turn: 4
Cruise Speed: 5

PC43

Movement
Allowance

1

e e - o s W

— -
e

Su-19 Turn Mode Table
Altitude Grouping
0 ML MH HI
2 4 &) Su-19 Acceleration Table
p) 4 6 9 Throttle Altitude Grouping
Setting LO ML MH HI
3 4 6 7
1 4 4 L) 2
% 3 7 8 2 4 4 3 2
4 5 T 8 3 4 4 3 2
5 6 8 9 “+ -+ 4 2 1
e ST 5 AR PN e
6 - 2 1 1
6 8 10 12 5 T
TR Y (A 8 - |
7 9 11 12 9 = = I 1
T R A N = ==
11 - - - 1
- - 12 14
= = = 4

—
w

I

Su-19 Dive Table

= Type LO Altitude ML Altitude MH Altitude HI Altitude
Special Rules: none.
Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
| 2 6 0 2 8 0 2 10 0 2 12 0
s 10 3 £ A3 g 18- 3 -3 - 3
Su-19 Roll Table
Movement:  Potnts ] 0 10 1 Lo ) 11 12 2 S
Points Rolled 15 10 | 15 10 1 15 12 1 15 12 1
0 1-3
1 4+ 111 18 10 1 22 9 1 20 11 1 20 11 1
20 9 0 24 10 1 26 10 1
Su-19 CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
LO ML MH HI1
= 23 4 5 6% TR23 4 SRS 1 2 3 4 5 R
-2: 12 - - = - - - = = = = - - = = = — 1 7 52
T - - - I - - = - - = - - - - - 10 8 51
(]
%310 - - = - - - = = = - - - = = S 6 3 R 956 3
5:,%9“—---—- I - - e e s 2 & g s [2=
B - _ S VS8 4 3 2N AR 4 JHES B 4 IS
g_g 7 - - - - - - = 63 4 3 2= 6 4 3 - - 6 3 - -
F:i-:% GaESEd 4 3 322 SO 3 2 BlEmsa ol 3 = 5 2 = = 2
g% DR 3 2 2 43 2k = = = 42 1 - - 4 1 - -
;.g SIS 2 1 B 321l - - - F | == 3 - -
g3 22,1 === 21 - - - - - 2 - - - - 2 - - -
B2 - - - ST Ll - PR g R
= L e - et i _ BTy S SN - -
> b Su-19 Flight Parameters
Su _1_9 Loaded Characteristics: Game-Turns in Type Il Climb before. . . LO ML MH HI
Maximum Throttle: 5 at LO and ML; 6 at MH and HI. Making Immelmann: | 2 3 4
Dive: Movement Allowance may not exceed Maximum Throttle. ; -
i ' ...Entering Pull-Through: | | 2 3
Climb: No Type 111 Climbs; reduce all Movement Allowances Game-Turns in Push-Through before...
on the Climb Chart by 2. .. .Making Split-S: 0 l - 2
Acceleration: reduce all Acceleration Allowances of 3 or more Reduction in Movéement Allowance for. . .
by 2, halve all other numbers (except 2). .. .Making Lateral Rudder Roll: 2 2 3 3
Turn Mode: add 25% to each Turn mode, rounding fractions .. .Executing Break: 511l S
Roll Cost: double all roll costs. Energy Points Lost in each Pull-Up: | 1 2 2
Ceiling: 150 levels. MP Lost each Game-Turn Wings Vertical: 2. 2 22




* — Su-7 Turn Mode Table
) Movement Altitude Grauping Su-7 Acceleration Table
Aircraft Name: Allowance LO ML MH HI e —
Sukhoi Su-7B Fitter Throt Altitude Grouping
1 4 5 7 8 Setting LO ML MH HI
2 4 5 7 8 1 3 2 1 !
Bn.sir Aircraft lnfi?rml‘lion Tnble 3 5 6 8 9 2 2 2 1 |
Aircraft Type: strike aircraft 3 2 2 | |
Cannon Type: D 4 5 8 10 12 4 I | | Vi
Cannon Shots: § 5 6 812 - > ! -
RH Missiles: 0 6 E 0 12 15 : | f IA
HS Missiles: 0 A . . &
Damage Capacity: 5 7 - 12 14 16 L = -
Ceiling: 197 N - - 15 16
Deceleration: 4
Size: §
Number of Crew Members: 1
Point Value: 5/1
Within Altitude Groups: LO MLMH HI Su-7 Dive Table
Maximum Throttle: 3 & J @8 Type LO Altitude ML Altitade MH Altitude HI Altitude
Minimum Throttle: 2 2 2 3 Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Maximum Energy: 9 10 11 12 Dvd MA Add Dvd MA Add Dvdi MA Add Dvd MA Add
Maximum Energy Add per Game-Turn: 2 I 2 5 0 2 6 0 2 7 0 2 8 0
Cruise Speed: 4 5 8 | 5 8 1
Special Rules: none.
Other Versions: _ 1] 5 6 | EEESEEEEE 10 8 1 B
There is an unarmed reconnaissance version.
m 9 5 0 11 6 0 13 6 0 14 T 0
Su-7 Roll Table
Movement Points
Points Rolled Su-7 CLIMB TABLE
1 1 Number of Levels Climbed
2 2 = | (by Altitude Grouping)
8 LO ML MH H1
=2 333 4 8 1234 N 2 N A 2 1
. Nl BRI BIlD
§-§7 - B 1l Bl Bl B
?96-———- s 2 81 2 N S 2
PRl BT OBl B
%%4322I~ - | K| B
g§ 2 | [ I | S N - = 1 -
g2 1 - - = = - - - - - - - =
=5 L - R o N _ B . _ .
=
&
Su-7 Flight Parameters
Su-7 Loaded Characteristics: Game-Turns in Type Il Climb before... LO ML MH HI
Maximum Throttle: 4 in LO, § in ML, 6 in MH and HI. = 7RI OE S SnE IELE ek
Dive: no Type 111 Dives, Movement Allowance may not exceed .- . Entering Pull-Through: 3 3 4 6
Maximum Throttle. Game-Turns in Push-Through before...
Climb: no Type 111 Climbes. .. .Making Split-S: 4 4 5 5
Acceleration: halve all Acceleration Allowances greater than 2, Reduction in Movement Allowance for. . .
retain fractions. . ..Making Lateral Rudder Roll: o SN U PR
Turn Mode: Add one-third to all Turn Modes, rounding up. .. .Executing Break: 3. Bt
gm‘: Cm'fl"“;" Foll cosés are doubled. Energy Points Lost in each Pull-Up: 2 2 3 3
ening. .
MP Lost each Game-Turn Wings Vertical: . (T LI
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Aircraft Name:
Mikoyan MiG-21E, F, J and K
Fishbed (late model)

Basic Aircraft Information Table
Aircraft Type: Fighter

Cannon Type: B

Cannon Shots: 5

RH Missiles: 0

HS Missiles: 4

Damage Capacity: 8

Ceiling: 251

Deceleration: 8

Size: 5

Number of Crew Members: 1
Point Value: 8/1

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 7 8 9 10
Minimum Throttle; I 2 2: 3
Maximum Energy: 12 13 14 15

Maximum Energy Add per Game-Turn: 3
Cruise Speed: 4
Special Rules: none,

PC45

MiG-21 Turn Mode Table
Movement Altitude Grouping
Allowance LO ML MH HI MiG-21 Acceleration Table
1 2 2 3 4 Throttle Altitude Grouping
2 9 2 3 4 Setting LO ML MH HI
B RS 1 A/8 AR R
4 5 5 2 4/3 4/3 2 2/1
A 3 § AR
5 2 3 4 5 4 3 3/2 2 1
6 3 3 5 6 L] 32 - 2 2 1
7 3 4 5 6 6 2/1 2/1 1 .l
. 7 - 1 1 Va
4 4 6 7 8 N " | Va
9 5/6 5/6 6/7 17/8 9 - - - Y
0 - 6/7 /8 8/9
WL ToE S UG
MiG-21 Dive Table
Type LO Altitude ML Altitude MH Altitude HI Altitude

Lvis Max MA Lvils Max MA Lvis Max MA Lvls Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add

Other Versions: 1 2 7 0 2 8 0 2 9 0 2 10 0
MiG-21 C & D (early model): Cannon: Type 5 9 2 5 10 2 5 10 2 5 1 1
D. HS Missiles: 2 Ceiling: 230 levels. Turn
Mode: use ﬁgur_es after slashes where dif- I 10 9 | 15 9 | 15 10 : 15 10 |
ferent. Acceleration: use figures after slashes
where different. Roll: 1-2 Pts., 0 MP cost; 15 8 I
3-5 Pts., 1 MP cost; 6+ pts, 2 MP cost. ~
11 16 8 0 18 8 0 19 9 0 20 9 0
MiG-21 Number of Levels Climbed (by Altitude Grouping)
CLIMB TABLE Lo ML MH HI
o AR B 3 N 2 IS i 2 =
MiG-21 Roll Table SR - - = = - = = - = 2 7 b
Movement Points A - - B N 8 719 8 79
Points Rolled B - — = G 4 4 N 6 14 8 6 4
0 1-3 O 3 3 SRSy 3 B o 5 B il 5 B
1 4-5 s 3 2 B SR 2 B 4 8 61 4 =
2 6+ SEa Ny | EiEs S 2 N R o 3 B
3 | [pa=Nic e 2 M 5 2 4 2 -
3 21 - - - 2N 1 She 2 1 = N 1 B
2.2 - == = 2 - = = 1 - = o - =
Pl — pmin BN _ N _ N _

MiG-21 Loaded Characteristics:

Maximum Throttle: 5 at all altitudes.

Dive: No Type 111 Dives, may not exceed Maximum Throttle.

Climb: No Type 111 Climbs.

Acceleration: halve all Acceleration Allowances, retaining frac-

tions.

Turn Mode: add one-third to all Turn Modes, rounding up.
Roll Cost: rolling 1 or 2 points costs 1 Movement Point.

Ceiling: same.

Missiles: May not carry air-to-air missiles while loaded; must

jettison,

MiG-21 Flight Parameters
Game-Turns in Type HI Climb before... 1O ML MH HI

.. .Making Immelmann: AR

...Entering Pull-Through: P cluc Bl
Game-Turns in Push-Through before...

...Making Split-S: 0 0 0 |

Reduction in Movement Allowance for. . .
...Making Lateral Rudder Roll:
.. .Executing Break:
Energy Points Lost in each Pull-Up:
MP Lost each Game-Turn Wings Vertical:

MWW
W oA
L S -

L L *




Aircraft Name: PC46
Air-to-Air-Fighter ““L™ AA-F “L” Turn Mode Table
(possibly MiG-29, possibly MiG-31, Kintse Grosntes ;
; (13 " 2
possibly Su-?) m:::'::; o MU We - AA-F “L’* Acceleration Table
1 2 ’ 2 2 1:hr0_llle Altitude Grouping
Basic Aircraft Information Table 2 2 2 2 2 hetfeg LO ML MH Hi
Aircraft Type: fighter 3 5 3 B 1 6 5 5 2
Cannon Type: M 3 2 5 5 4 2
Cannon Shois: 4 4 2 2 2 3 3 5 5 4 2
RH Missiles: 0 5 2 3 3 3 4 5 4 3 2
HS Missiles: 4 . 6 3 3 4 4 5 4 4 3 2
Damage Capacity: 12 7 3 3 4 5 6 4 3 3 ]
DAeceJemrfon: 13 8 3 3 4 6 3 ;5 3 g
Size: 5 1
Number of Crew Members: 1 9 3 4 4 6 8 - 2 2 1
Point Value: 9/2 10 4 5 5 7 9 . by - |
Within Altitude Groups: LO ML MH HI 1 % 2 SIS o
Maximum Throttle: 7 8 9 10 12 - = = 8
Minimum Throttle: 1 1 2 2
Maximum Energy: 12 13 14 15
Maximum Energy Add per Game-Turn: 4
i AA-F “L” DIVE TABLE
Special Rules: May visually search rear arc.
May accelerate while climbing. Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvis Max MA Lvls Max MA Lvis Max MA Lvls Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
AA-F “L” | 2 7 0 2 8 0 2 9 0 2 10 0
Roll Table 510 2 L | 2 511 2 S 2
Moremen!.  Kima w1510 2 IR 15 |] 2 [Ny I
0 1-3 11| 20 9 1 22 9 1 23 10 | 25 10 1
1 4+
AA-F “L” CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
- LO ML MH HI
§ IR 4 S5 6 RIEEES A2 3 4 5 [6TE §ES 2 3 4 § 6 12 3 4 506
Fz10 - - - - - - =t - S e - . SR 0 8 7 (SN
ggow-*--~ == - - == = 98 7 5|42 9 8 7543
'-;—'-2 8 - - - - - - - - SUTNGE 6 5 [SEaND S 6 5 [3ad BN 6 5 13eE
SSRGS 5 5 4 M3 THEES § 4 SR eh 5 4 2l Tt 5 4 )
EENGNGSS 4 4 3 302 65 a4 3 DU REER 4 3 2 0 Gl 4 3 jEee
%gss4433221 SFE 3 3 BRSNS 3 2 M SR 3 D
> 5 4 43 34 2 2 SIS 453 3 20 === = 4 3 2 1 - - A 2 NaSEre
Eauas 2 1 (L EBERTE g 5 o YRR 0 - = e U 2 AR A
B0 | [IEEE - Calat =0 A8 | IVt SR B2 1 e [ ] e e e
f:{ 1 11 - =-=-=- - = 1l - l==ils = e = = 1 - - - - - I - S
AA-F ““L” Flight Parameters
Game-Turns in Type Il Climb before... LO ML MH HI

...Making Immelmann:
...Entering Pull-Through:

Game-Turns in Push-Through before...
...Making Split-S:

Reduction in Movement Allowance for...
...Making Lateral Rudder Roll:
...Executing Break:

Energy Points Lost in each Pull-Up:

MP Lost each Game-Turn Wings Vertical:

AA-F “L”’ Loaded Characteristics:

Maximum Throttle: 5 at LO and ML, 6 at MH or HI
Dive: May not exceed 5 at LO and ML, 6 at MH or HI
Climb: MA reduced by 2

0 0 0 1
Acceleration: reduce by one-third, rounding up
1 1 5 2 Turn Mode: increase by 25%, ignoring fractions.
1 2 2 2 ROF. Ca.vs.f.' double
1 1 2 5 Ceiling: 140 levels
1 1 2 2




PC47

.- ‘d MiG-25 Turn Mode Table Z  Throttle Altitude Grouping
Aircraft Name: Movement Altitude Grouping &  Seting 1O ML MH HI
Mikoyan MiG-25A, B, and D Allowance LO ML MH HI fﬁ 1 3o Ty
Foxbat 1 & B g > 2 3 3 2 1
) 4 6 12 5 3 3 3 2 |
) _ £ 4 3 2(3) 2 |
it kied ST N (e
(9 pe; 3 ¢
reconnaisance 4 6 8 10 14 g 6 23) 2 1(2) !
Cannon Type: None/None/M 5 7 T A - = 7 12y 1 1 A((D
Cannon Shots: 0/0/4 ) 8 - | | (1)
RH Missiles: 2/0/2 ¢ 7 10 13 16 g 9 = | | 4
HS Missiles: 2/0/2 7 8 11 4 17 10 - 1 | Ve
Damage Capacity: 12
Ceiling: 328 8 8 12 15 I8 11 e [
Deceleration: 9 9 9 2 15 18 12 = - Ya Ya
Size: 8 13 - - W Vi
Number of Crew Members: 1/1/2 10 9 13 15 18 14 a = e AR
Point Value: 8/5/9 (0) 11 0 4 16 19 15 = = = 14
Within Altitude Grp: LO ML MH HI
Maximum Throtle: /8 9/11 11/14 13/16 12 11 16 13 19 .
Minimum Throttle: 2 k) ] 4 13 ¥ 18 18 20 - Mm‘e'ment Points
Maximum Energy: 12 14 16 19 MiG-25 Points Rolled
. ; 14 = = 19 20 Roll Table 0 1
Maximum Energy Add per Game-Turn: 3 1 2
Cruise Speed: 4 (LO/ML); 5 (MH); 6 (HI) 15 - - - 21 ) 3
Special Rules:
Mp'::imum Throttle figures refer to A [# before 3 - - - 21 3 4+
slash (/)] and B [# after slash], respectively.
ther Versions:
(\:r'hcn three figures appear on the Basic Aircraft MiG-25 Dive Table
Information, the first is for the A model, the se- Type LO Altitude ML Altitude MH Altitude HI Altitude
cond for the B,, and the Third for the D. Where 2 Lvls Max MA Lvis Max MA [Lvis Max MA Lvls Max MA
appear, the first is for the A and D Models and the Dvdt MA Add Dvd MA Add Dvd MA Add Dvd MA Add
second for the B, 1 2 7/8 0 2 970 2 11/14 © 2 13/16
MIiG-258: I_.[nﬂfn'md. high-spccd ]'{.‘l:?nﬂﬂ.i%ﬁa“i::c. 5 10/12 2 & AYV/I3 o 5 13/18 2 5 14716 2
Use figures in parenthesis. Use 2nd figure in dive R
chart where two appear. n 10 10412 1 0 1/13 1 10 12/14 1 10 13/15 1
MiG-29(?) Foxbat-E: new interceptor version. 15 941 1 15 10/12 1 15 11713 1 15 12214 1
Reduce all turn modes by one, use acceleration
figures in parenthesis. Use first figures in dive m 18720 911 1 20 912 1 20 10712 1 0 11713 1
;r::srl.thrronc figure appears, use it for all Fox- 31 9/ 0 21/ 10012 0 23S 13 0
MiG-25 CLIMB TABLE Number of Levels Climbed (by Altitude Grouping)
LO ML MH HI
I daed 5 6 7 8 HINAIIR 1 34 5 61BN 1 2 3 45406 78 INE 3 4508
- - - - - - - - - - - = - = = - - - = - = - = = - - - - = 151311 9 6 4
15 - - = = - - - - - - - = - - - - - - = = = - = = - - - = = 141210 9 6 3
;1 4 - - = = - - - - = = = = - = = = = - = = = BN 9 7 5 50k Bl 9 8 503
%,3_,-_____,--- == - - - =l 2009 9 7 S 30 2 9 78]
A . . . . ECaRNE - - = - - - = = = MR9AR 8 6 5 |30 1110 8 6 4 3
g 1 - - = - - - - - - - = RORSEERY 7 5 4 R2Ee 10 8 7 7 6 4 2 - 10 9 8 6 4 2
g. mw - - - - - - - - = - - - SRERTl 6 5 4 FEia 9766 54 2= 98 7 502
‘E‘; 9 - - - - - - - - - - - - gle 5 4 33020 B 76 5 43 2 = S d 6 5301
SR BEEERRES 5 4 4 3 SRaX 6 4 S 4 33 21 76 5 4 4 31 - 76 5 431
gi GRS 4 1 3 2 Rl BRSNS 4 3 2 R GRS 4 3 SRR 508 4 3N
DANGEES AN 3 2 2 [t Dol 3 2 P 508 3 2 RETESs 54 3 200
PR 2 2 et T DR 3 2 GRS e R 2 ) (SRR B ) FIER
%43121||------ 382 2 [iEs= — 3| 2 = B 2 S
= 3 211 -=- === == - - 2 | [l e b e = 2 | = = = = = 21 = - = =
2 1] = = = = = = - - - - bl == = = = = = I - = = = = = - I - = = = =
1 o Sy S e gty 1 | gy w| - b R RN D _ e T e = _ SN
MiG-25 Flight Parameters
Game:Turns In Type U1 Climb before. . . O ML MH. MiG-25 Loaded Characteristics:
.. -Making Immeimann: 2 - § 6 )
... Entering Pull-Through: 2 3 3 5 Maximum Throttle: .6 at LO and ML; § at MH and HI. _
Game-Turns in Push-Through before... Dive: No Type 111 dive, may not exceed max. throttle setting.
.. .Making Split-S: > 1 4 s Climb: No Type 111 CIimb. _MA redL_lccd by 2.
Reduction in Movement Allowance for. . . Arcuieraion: MVes, YEIRIGNG SAH VNG
...Making Lateral Rudder Roll: 3 4 4 5 Turn Mode: doubled, ignoring fractions.
! Executing Break: 3 3 3 4 RollﬂlCas.'.' doubled, ignoring lractions.
Energy Points Lost in each Pull-Up: 2 2 3 3 Celling: 144 leveln.
MP Lost each Game-Turn Wings Vertical: 2 2 3 3




e Tu-26 Turn Mode Table

Movement  Altitude Grouping Tu-26 Acceleration Table
Aircraft Name: Allowance LO ML MH HI Throttle Altitude Grouping
Tupolev Tu-26B Backfire - & =3 Setting LO ML MH HI

Basic Aircraft Information Table

Aircraft Type: strategic medium bomber
Cannon Type: L (rear mounted)

Cannon Shots: 15

RH Missiles: 0

HS Missiles: 0

Damage Capacity: 26

Ceiling: 219

Deceleration: 6

Size: 8

Number of Crew Members: 4

Point Value: 6/18

Within Altitude Groups: LO ML MH HI
Maximum Throttle: 5 7 8 10 e =
Minimum Throttle: ¥ o2 2 A3 ype LO Altitude VL Altin MH Altitude
Maximum Energy: 9 10 11 12 ~ Lvis Max MA Lvis Max MA Lvis Max MA
Maximum Energy Add per Game-Turn: 2 B Dvd MA Add B D¢ MA  Add
Cruise Speed: 5 B 2 5 1 ; 2 8 1
Special Rules: Cannon has range of 9 hexes, 5 9 1
divisions being 1-3, 4-6, 7-9 hexes. - c

Tu-26 Roll Table

Movement  Points
Points Rolled

1 1-2
3 3+

Tu-26 Loaded Characteristics:

Maximum Throttle: 5in LO; 6 in ML; 7in MH; 9 in HI.
Dive: No Type Ill dives, may not exceed max, Throttle Setting.
Climb: No Type I11 climbs, MA reduced by 1.

Acceleration: halved, retaining fractions.

Turn Mode: add 25%, ignoring fractions.

£ Roll Cost: double.

Energy Points Lost in each Pull-Up: P4 3 ¥ Ceiling: 193 levels.
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Aircraft Name:

Mikoyan MiG-27 Flogger-D

Basic Aircraft Information Table
Aircraft Type: fighter-bomber
Cannon Type: M

Cannon Shots: 5

RH Missiles: 0

HS Missiles: 4 (Atoll only)
Damage Capacity: 13

Ceiling: 210

Deceleration: 8

Size: §

Number of Crew Members: 1
Point Value: 8/9

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 6 7 8 8
Minimum Throttle; I 2 2 '3
Maximum Energy: 11 12 13 13

Maximum Energy Add per Game-Turn: 3
Cruise.Speed: 4
Special Rules: none.

MiG-27 Turn Mode Table
Movement Altitude Grouping
Allowance LO ML MH HI

MiG-27 Acceleration Table
Throttle Altitude Grouping
Setting LO ML MH HI

MiG-27 Roll Table

Movement  Points
Points Rolled

0 1-3
1 4+

N Lvis Max MA

Dvd MA Add
2 6 0
s 9 2

MIG-27 Flght Parameters

Game-Turns in Push-Through before...
.. .Making Split-S:

Energy Points Lost in each Pull-Up: I 1 2 2

MiG-27 Loaded Characteristics:

Setting.

Roll Cost: double.
Ceiling: 161 levels.

Maximum Throttle: 5at LO and ML; 6 at MH and HI
Dive: Movement Allowance may not exceed maximum Throttle

Climb: No Type 11 climb, reduce MA by 2.

Acceleration: reduce by one-third, rounding up.
Turn Mode: increase by 25%, ignoring fractions.

Missiles: may not carry air-to-air missiles while loaded.

Lvls Max MA DR
Dvd MA Add
: .

s

15
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+‘ i MiG-23 Turn Mode Table
‘;;{fk’drm’m;&_c 238 CWW Movement  Altitude Grouping _
el B g TNy | Alemes R0 ML el K MiG-23 Acceleration Table
1 2 2 3 4 Throttle Altitude Grouping
2 5 5 B .4 Setting LO ML MH HI
Basic Aircraft Information Table 3 2 2 3 4 1 4 4 2 2
Aircraft Type: fighter and fighter-bomber 2 3 3 2 2
Cannon Type: B . % 2 - 3 3 3 3 2 1
Cannon Shois: 3 5 2 2 4 & 4 3 3 2 1
RH Missiles: 2 (B only)
6 2 3 4 6 5 2 2 1 1
HS Missiles: 4(B); 6 (E) 6 N - ! 1
Damage Capacity: 14 7 3 3 5 6 7 i i X
Ceiling: 240 8 4 4 5 7 8 . I f
Deceleration: 9 = - A
Size: 1 9 L SR 9 >
Number of Crew Members: 1,2 in C 10 6 6 6 8 10 = - IR -
Point Value: 9/5 (B only) 11 - 7 yi 8
Within Altitude Groups: LO MLMH HI 12 9
Maximum Throtile: 7 8 10 1 - i i
Minimum Throtile: I: 2 2 73
Maximum Energy: 13 14 16 17
Maximum Energy Add per Game-Turn: 4 MiG-23 Dive Table
Cruise Speed: 4 Type LO Altitude ML Altitude MH Altitude HI Altitude
Special Rules: MiG-23B normally carries 2 or Lvls Max MA Lvls Max MA Lvis Max MA Lvls Max MA
4XAA - 8(HS) & ZXAA-7(1HS, IRH, or 3RH). Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Other Versions:
: o 1 2 7 0 2 Bkt 2 9 0 o i | 0
MiG-23B: normal version. a 5 5
MiG-23CWW: Wild Weasel version. Crew 10 = 5 1 2 S I = 3 12 2
of two. See Wild Weasel rules. B o
MiG-23E: Cheap, export version. Modified 1 15 9 I 10 10 1 10 1 | 10 12 1
electronics. May only use Atoll missiles. ’ 15 9 | 15 10 | s 1" |
m 16 8 0 I8 9 0 20 10 0 20 10 1
MiG-23 Roll Table 22 9 0
Movement Points
Points Rolled
3 3 MiG23 CLIMB TABLE
: Number of Levels Climbed (hy Altitude Grouping)
1 4+ LO ML MH HI
- AR 4 5 [T s 3 4 (S 128 3 48 e 3 e
Ell»—-—-- 1 . ] e 108 6 2
=10 - - - - - - - == - - = 8= 6 31 2 S8 6 Il
FEEE - - B B - - S Rl s 2 20 RO 7 SIS
528 - - - - - -- 76544 sl s 2 8 6 4 =
F§16554433 SESN 4 3 ERETE BEEES 3 2 (R S S
SRS -  [TEoR R 2 [ S > [« S
S 3 > [T NGRS 2 1 (NS e ; FRSRE B 3 G
BE N > 1 I ) > RS R o SERREE N e
CRYNS » f R ey > TN gl | (SRR S 1D
L]
15-9'211——-—- I 1 = = = I - - = - 2 - = =
gl---—-—— = - SRS - S & -
MiG-23 Flight Parameters
MiG-23 Loaded Characteristics: Game-Turns in Type 11l Climb before... 1LO ML MH HI
Maximum Throttle: § at LO and ML; 6 at MH and HI. -+Making Immelmann; AR
Dive: may not exceed maximum throtile setting. "'Em?n"g Pull-Through: ! ! ! 2
Climb: No type 111 climb, reduce MA by 2. Game-Turnsin Push-Through before...
A r;‘r;'e!emn'm.r:_ re-duclc by unetthrd. rf\u n&‘iin g _fraclions up. R educr.f;w.nl\:; I:::,-::::?A HaAianeEfors 3 0 0 [
Turn Mode: increase by 25%, ignoring fractions. .
- ...Making Lateral Rudder Roll: | b ae a2
Roll Cost: double. :

TR o ... Executing Break: c i R T
Ceiling: 180 levels. - . : s -
Missiles: may not carry air-to-air missiles while loaded Eergy Fobits Lost b sk Lalk-Ups I I .

= : MP Lost each Game-Turn Wings Vertical: 2 2
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-i-—o d Ouragon Turn Mode Table
- ’ M 5 s - . .
Aircraft Name: AI(I);:':::; : 3"":;'; (’;;’;'"“f" Ouragon Acceleration Table
Dassault MD-450 Ouragon ' Throttle Altitude Grouping
1 s R Setting LO ML MH HI
Basic Aircraft Information Table K 2 2 3 3 1 - - RS {2
Aircraft Type: fighter and fighter-bomber 3 P 2 3 4 2 2 2 2 1
Cannon Type: 1
1 1 1 1
Cannon Shots: 5 3 3 3 4 3 2
RH Missiles: 0 5 3 4 5 6
HS Missiles: 0
Damage Capacity: 5
Ceiling: 197
gz‘:"’s" uron: 8 Ouragon Dive Table
Number of Crew Members: 1 Type LO Altitude ML Altitude MH Altitude HI Altitude
Point Value: 4/1 Lvls Max MA Lvis Max MA Lvls Max MA Lvis Max MA
Within Altitude Groups: LO ML MH HI Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Throttle: 4 4 4 4 1 3 5 ! 3 5 1 4 5 ! 4 5 I
Minimum Throttle: 1 | I 2
Maximum Energy: 8 8 9 9 1 6 5 | 6 5 1 T 5 | 7 o) |
Maximum Energy Add per Game-Turn: 2
Conistgpeeds § R 0 4+ o BENEEERE 1 < o [N
Special Rules: none.
» Ouragon CLIMB TABLE
= Number of Levels Climbed
_E_ z (by Altitude Grouping)
o _;2,3 LO ML MH HI
uragon Roll Table 28 L 2 K 2 i 2 2
Movement  Points B2 4 33 2 2 24 2 25 2
Points Rolled it
3 " §> SRS 2 22 2N 1 o8 1
i Bg 22 | 2 1 iy 1 i -
1 3+ =)
S a1 1 - - - B - = —
=
o0
o
=
S
g
QOuragon Flight Parameters
Game-Turns in Type Il Climb before... LO ML MH HI
.. .Making Immelmann: CAMEE S T Ouragon Loaded Characteristics:
...Entering Pull-Through: 2 2 3 3 Maximum Throttle: 4 at LO and ML; 3 at MH and HI.
Game-Turns in Push-Through before... Dive: may not exceed maximum throttle setting.
.. .Making Split-S: 0o 0 1 1 Climb: No Type Il Climb.
Reduction in Movement Allowance for. . . ?creierarr;:lr.r rz::!ju'cc aI‘IIFllmgcr.s greater than 1 by 1.
...Making Lateral Rudder Roll: | [t PR A, R”;;I:!m.: Ahl 5 508, moaes:
... Executing Break: 22 | 2N 3 o‘ , 08 Bomvler
: Ceiling: 102 Levels.
Energy Points Lost in each Pull-Up: 1 2 2 3
MP Lost each Game-Turn Wings Vertical: SIMERT Q=1 2
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Aircraft Name:

North American F-86E-H Sabre

Basic Aircraft Information Table
Aircraft Type: fighter and fighter-bomber
Cannon Type: E

Cannon Shots: 10

RH Missiles: 0

HS Missiles: 2 (sometimes)
Damage Capacity: 6

Ceiling: 215

Deceleration: 7

Size: 5

Number of Crew Members: 1
Point Value: 4/1

Within Altitude Groups: LO ML MH HI

Maximum Throttle: 5 5 ¥ 5
Minimum Throttle: 1 | I 2
Maximum Energy: 9 9 10 10

Maximum Energy Add per Game-Turn: 3
Cruise Speed: 4

Special Rules: None.

Other Versions:

RF-86F: Unarmed reconnaissance version.
Delete all armament.

CA-27: Cannon-armed version, built in
Australia, Use Type B cannon, 4 shots.
F-B6A: Use second figure where two appear.
F-86D,K,L: As F-86E; delete all cannon;
may use missiles and rockets; has radar.

F-86 Roll Table
Movement  Points
Points Rolled

0 1-2

1 3+

F-86 Turn Mode Table
Movement Altitude Grouping '
Allowance 1O ML MH HI F-86 Acceleration Table
1 2 2 2 3 Throttle Altitude Grouping
Setting LO ML MH HI
: 2 - 2 3 1 4 4 3 2
3 2 2 3 4 2 4 4 3 |
4 2 2 3 4 3 3 3 2 1
5 2 2 3 4 4 2 2 1 1
6 2 3 3 4
F-86 Dive Table
Type LO Altitude ML Altitude MH Altitude HI Altitude
Lvls Max MA Lvls Max MA Lvis Max MA Lvis Max MA
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
1 2 5 | r ! Lo 3 6 1 IV 6
1 4 6/5 | 5 6 1 5 6 1 6 6 1
111 Y 4 0 9 4 0 10 5 0 10 5 0
F86 CLIMB TABLE
Number of Levels Climbed
(by Altitude Grouping)
LO ML MH HI
N 2 . 2 N 2 a2
4 3/2 - 3 S 2 e 2
31 2 32/1 2 2/1 2 2/1
22/1 2 1 S0 1/08 == |

Y - B - oA - B -

(3ayF1y st 12A2421YM) BUIAS N0 L
10 DUBMO[[Y JUIWIAON
L S I PU S ¥ ]

F-86 Flight Parameters
Game-Turns in Type Il Climb before. . .

.. .Making Immelmann: 2

...Entering Pull-Through: 2
Game-Turns in Push-Through before...

... Making Split-S: 0
Reduction in Movement Allowance for. . .

...Making Lateral Rudder Roll: 1

... Executing Break: 2

Energy Points Lost in each Pull-Up:
MP Lost each Game-Turn Wings Vertical: 2

F-86 Loaded Characteristics:

2 3 Maximum Throttle: 4 at all altitudes.

2 3 Dive: Maximum Movement Allowance may not exceed max-
imum throttle setting.

0 1 Climb: No Type 1l climbs, MA reduced by 1.
Acceleration: reduce by half, retaining fractions.

2 2 Turn Mode: add 1 at LO and ML; 2 at MH and HI.

3 3 Roll Cost: 1 MP: 1-3 pts.; 2 MP: 4+ pts.

I 3 Ceiling: 131 levels.

o Missiles: May not carry air-air missiles while loaded,
2 2
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Aircraft Name;
Dassault Mirage IIIC, IIIE & V
and IAI Neshr

Basic Aircraft Information Table
Aircraft Type: fighter and fighter-bomber
Cannon Type: G
Cannon Shots: §
RH Missiles: 1
HS Missiles: 2
Damage Capacity: 8
Ceiling: 216 (Mirage I1I);
236 (Mirage V and Neshr)
Deceleration: 8
Size: §
Number of Crew Members: 1
Point Value: 9/2
Within Altitude
Groups: LO ML MH HI
Maximum Throttle:  7/6 8/7 9 10
Minimum Throttle: z2 2 2 3

Maximum Energy: 12 13 14 15
Maximum Energy Add per Game-Turn: 3
Cruise Speed: 4

Special Rules: none.

Other Versions:

Mirage IHE: use Kfir climb chart

Mirage V: use the second figure when two
numbers appear in basic aircraft informa-
tion, Use Kfir climb chart.

There are also unarmed reconnaissance ver-
sions of all three types of Mirage.

1AI Neshr: treat as a Mirage V, except that is
has the radar, and ECM equipment of a Kfir,
is treated as a Kfir for air-to-ground pur-
poses, including stores carried, and loses
Energy in a pull-up like Kfir, rather than like
a Mirage V.

Mirage
Roll Table
Movement  Points
Points Rolled
0 1-3
1 4+

PC53

Mirage Turn Mode Table

Movement
Allowance

Altitude Grouping Mirage Acceleration Table
LO ML MH HI Throttle Altitude Grouping
Setting LO ML MH HI

Lvis

. Dvd
2
5

Max MA | Lvls Max MA Lvis Max MA Lls
MA Add Dvd MA Add Dvdi MA Add D
BEEEGN : 9 o
s o1 2

10

15 10

Game-Turns in Push-Through before...
.. .Making Split-S:

Energy Points Lost in each Pull-Up: 2 3 ¥ 5§

Mirage Loaded Characteristics:

Maximum Throttle: 6 in LO and ML; § in MH and HI

Dive: may not exceed Maximum Throttle Setting

Climb: No Type 111 Climbs. Reduce all Movement Allowances
by L.

Acceleration: reduce any numbers greater than one by 50%.
Turn Mode: Add one-third to all Turn Modes, rounding up.
Roll Cost: more than one point rolled costs 1 Movement Point
Ceiling: 110 for Mirage 111, 130 for Mirage V and Neshr
Missiles: may not carry air-to-air missiles when loaded; missiles
must be jettisoned.
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iL u Mystere Turn Mode Table
. Movement Altitude Grouping Mystere Acceleration Table
ifl;rcraﬂ :’\lﬂ’mﬁ' v Allowance LO ML MH HI Throttle Altitude Grouping
assault Mystere IVA 1 RIS 5y Setting LO ML MH HI
Basie Aircraft Information Table 3 2 4 2 3 ; i : : T
Aircraft Type: fighter and fighter-bomber 3 2 2 2 3 3 " 3 2 .
Cannon Type: G 4 2 2 3 4
Cannon Shots: 6 4 3 B : 1
RH Missiles: 0 - 2 2 3 4 5 = = = =
HS Missiles: 0 6 2 3 4 4
Damage Capacity: 7
Ceiling: 180
Deceleration: 7 -
Size: § Mystere Dive Table
Number of Crew Members: 1 Type LO Altitude ML Altitude MH Altitude HI Altitude
Point Value: 4/1 Lvis Max MA Lvls Max MA [vis Max MA Lvls Max MA
Within Altitude Groups: LO ML MH HI Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
Maximum Throttle: 5 § 5 3 1 2 5 l 2 5 I 2 5 l 2 6
Minimum Throttle: 1 1
Maximum Energy: 8 9 9 10 n 5 6 1 5 6 1 5 5 0 5 5 0
Maximum Energy Add per Game-Turn: 2
Cruise Speed: 4 )
s oy B o 4 o BSEEEEEREE 9 3 o [SEEESE
Special Rules: none.
Mystere IVA
CLIMB TABLE
Number of Levels Climbed
Mystere Roll Table 2 5 (by Allitude Grouping)
Mou_rme:m Points T8 LO ML MH HI
Points Rolled a2
0 13 ggg . 2 1 2 1 1
’ o 5:.—*;2 SN 2 B BSd 2 | B
;&’g R 2 a1 2 1
Gareria 3 1 N OE - | SN A
S U G - | B
s o _ L} =

Mystere Flight Parameters
Game-Turns ‘"’_’ Type Il Climb before... LO ML MH HI Mystere Loaded Characteristics:
...Making Immelmann: 2R ol Maxi Throttle: 4 at all altitudes
... Entering Pull-Through: 2 2 2 2 Iar_umum ornftier 481 all alfitudes; 3
Dive: Movemeént Allowance may not exceed maximum throttle
Game-Turns in Push-Through before... setting.
- -Making Split-S: e SR Climb: No Type 11 Climb, reduce MA by 2.
Reduction in Movement Allowance for. .. Acceleration: reduce all numbers above 1 by 1.
...Making Lateral Rudder Roll: 1 1 AT Turn Mode: add 1 to all modes.
.. .Executing Break: 2 S Roll Cost: doubled.
Energy Points Lost in each Pull-Up: Mg 2 =2 2 Ceiling: 110 levels.
MP Lost each Game-Turn Wings Vertical: Zar!| 32 2

-
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| d Tornado Acceleration Table
———— Tornado Turn Mode Table : : :
: y Throttle Altitude Grouping
Movement Altitude Grouping
- Setting LO ML MH HI
Aircraft Name: Allowance 1O ML MH HI
Panavia MRCA Tornado i e i 1 i et PR TR
ADV 2 4 3 2 2
- 2 2 3 4 3 (o i i
Bs!sic Aircraft lnfnrmation Table . 3 2 2 4 4 4 3 3 2 1
Aircraft Type: Fighter-bomber and fighter 5 3 3 > 1
Cannon Type: G 4 3 3 4 4
6 - 2 1 |
Cannon Shots: 3 5 3 4 5 5
RH Missiles: 4 ; T 7 e
HS Missiles: 4 8 = =1 "
Damage Capacity: 17 7 4 5 6 6 9 - - - Va
Ceiling: 260 8 s 6 6 6 10 - - - -
Deceleration: 12 7 -
Size: 1 9 6 6 Tornado Roll Table
Number of Crew Members: 2 10 6 7 7 8 Movement Points
Point Value: 9/16 11 - 8 8 9 Points Rolled
Within Altitude Groups: LO MLMH HI 0 1-2
Maximum Throttle: 6 8 9 10 12 = = = 3 1 3.4
Minimum Throttle: —1 1 2 2
Maximum Energy: 12 14 15 16
Maximum Energy Add per Game-Turn: 4 Tornado Dive Table
Cruise Speed: 4 Type  LO Altitude ML Altitude MH Altitude HI Altitude
Special Rules: Lvis Max MA [vls Max MA Lvls Max MA Lvls Max MA
May have up to 6 lock-ons simultaneously. Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add
May fire HSM while having lock-on. 1 2 6 0 2 8 0 2 9 0 s 10 0
Other Versions: 5 9 3 5 11 3 5 11 2 5 12 2
It is believed that the versions (IDV) used by
the Italian and West German Air Forces will "
not carry RH Missiles, The ADV version, to u 15 10 : 10 11 2 15 1 = 10 12 1
be used by the RAF, will be equipped with 15 10 2 15 11 1
RH missiles.
i 20 9 1 23 9 1 24 10 1 20 11 I
25 10 1
Tornado o Number of Levels Climbed (by Altitude Grouping)
CLIMB TABLE LO ML MH HI
E’:,_Z 12345678 221 3 4 50 12 34 B 2=
&3 0 - - - - - - - - - - - - = = - - - = 9 7 6
E I - - - A - - P R s N 7 [
28 8 - B— gy 4 32 i 4 7 6 4
S - - T SEE 3 2 N o EA O ER
S OeRERING + 3 3 220 B o 3R B 2 B s 2 8
QE DRI ] 2 2 RO v 2 pSeah 4 3 1 - 4 - -
SRR D) > 1 iR B > RS B 2 SO )
Al e B R S I = - =
Bl | el Sul | - S mllTN R - SRR Sl - 5
SR Nea, - Seooe it B L obniue e SEWE (B
Tornado Flight Parameters
Game-Turns in Type I Climb before. . . LO ML MH HI Tornado Loaded Characteristics:
«:Making Immelmann: b wdipd 2 Maximum Throttle: 6 at LO and ML; 7 at MH and HI.
-+ -Entering Pull-Through: ! 1 : 2 Dive: May not exceed max. Throttle Setting.
Game-Turns in Push-Through before... Climb: reduce all MA by 2.
...Making Split-S: 0o 0 0 2 Acceleration: Reduce all Acceleration Allowances greater than
Reduction in Movement Allowance for. . . one by 50%.
Making Lateral Rudder Roll: 1 1 2 2 Turn Mode: Add one-third to all Turn Modes, rounding
.”Executin Break: S Raeatitil 2045 fractions to nearest number.
B : Roll Cost: 1-2 cost 1 MP, 3+ cost 2 MP.
Energy Points Lost in each Pull-Up: 1 ] 2 2 Ceiling: 120 levels.
MP Lost each Game-Turn Wings Vertical: 1 2o e
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i Jaguar Turn Mode Table

« Movement Altitude Grouping é
Aircraft Name: Allowance LO ML MH HI Jaguar Acceleration Table
BAC/Sepecat Jaguar Throttle  Altitude Grouping
Setting LO ML MH HI

Basic Aircraft Information Table
Aircraft Type: strike aircraft
Cannon Type: G

Cannon Shots: 4

RH Missiles: 0

HS Missiles: 2

Damage Capacity: 9

Ceiling: 210

Deceleration: 8

Size: §

Number of Crew Members: 1
Point Value: 6/8

Within Altitude Groups: LO MLMH HI
Maximum Throttle: 6 7 7 8
Minimum Throttle: F 1. 2. 2
Maximum Energy: 112 12 13 Lvis Max MA Lvls Max MA Lvis Max MA Ll
Maximum Energy Add per Game-Turn: 3 | Dvd MA Add Dvd MA Add §
Cruise Speed: 4 B 2 6 0 N 2
Special Rules: none. ; i 5
Other Versions: _ : _ -
There is a reconnaissance version of the 8 1 10
Jaguar (mk.G.R.1), but this retains its full '
armament.
Jaguar Roll Table
Movement  Points
Points Rolled
0 1-2
1 3+

Jaguar Flight Parameters

Jaguar Loaded Characteristics:

2y Al T e , G, s e ol Maximum Throttle: 5 at all altitudes.
Game-Turns in Push-Through before... Dive: No Type 11 dives, may not exceed maximum throttle set-
.. .Making Split-S: ting.
otion in Movement Climb: No Type III climbs, MA reduced by one.
Acceleration: halve, retaining fractions.
Turn Mode: add one-third.
Roll Cost: double.
Ceiling: 151 levels.
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Ask your SPI

game dealer

about these mllltary game titles!

Kursk

HISTORY'S GREATEST
TANK BATTLE July 1943

The battle that turned the tide of WWII,
German panzers atlempi fo break
through solidly entrenched Soviet forces
to capture Kursk. Three scenarios cover
the campaign from a hypothetical May
assault 1o the overwhelming August
Soviet counteroffensive.

2680, §15.00

The Big Red One
(FORMERLY ‘BULGE")

Based in part of Samuel Fuller's movie,
this game follows the action of the First
U.S. Infantry Division in the Battle of the
Bulge. Weather, air missions, supply

lines, bridge interdiction. Contains
historical background article.

3130, 56.00

§lasre
La1] Jiﬁﬂ—i 251 o9

L1l Y Interdict

W ®
Il BMP

10

2/28/7
4-6

14 Vac
McCslnd

A pi

NATO Division
Commander
LEADERSHIP UNDER FIRE

Over 20 different aspects of modern com-
bat are covered as the Warsaw Pact at-
tempts to break through NATO forces in
Germany. Rules cover chemical, nuclear
and electronic warfare; battle modes; and
combat support elements. Two-player,
solitaire and **controller” versions,

2310, $27.00

Empires of the
Middle Ages

A DYNAMIC SIMULATION

OF MEDIEVAL EUROPE, 771-1467

A multi-player game in which up to six
players become dynasts and build
historical kingdoms into vast empires.
Special rules cover Crusades, the Schism,
plagues, and invasions by Mongols,
Saracens and Vikings.

2700, $18.00

Drive on Washington

THE BATTLE OF
MONOCACY JUNCTION, July 9, 1864

Simulation of the last offensive in the
East by Confederate forces as they cross
the Monocacy River to brush aside the
defending Union army, and threaten
Washington, D.C. Based on the 7SS
system, the game covers fighting in
wheatfields and the effect General Jubal
Early hand on his troops.

2940, $10.00

Ve

Across Suez

THE BATTLE OF THE

CHINESE FARM, October 16, 1973

An operational level simulation of the
Iraeli drive to cross the Suez Canal in the
October War. Rules include combined
arms attacks, artillery bombardment,
crossine of the canal, as well as the shock
of first combat.

2640, $6.00

Here are the rest of SPI’s most current releases...
Fifth Corps (510.00) Battle for Stalingrad (315.00) Tito (510.00) Leningrad (56.00)
City Fight (523.00) Berlin "85 (510.00) Air War UPDATED EDITION (522.00) Commando (519.00)
Campaign for North Africa (544.00) Battle for the Ardennes Quad (520.00)
Bloody April (527.00) Army Group South Quad (520.00) Wilson’s Creek (510.00)

GAME INSERTS GENERAL 1244

Pea Ridge

THE GETTYSBURG OF THE WEST,
March 7-8, 1862

Based on the TSS system, Pea Ridge
recreates the battle that gave control of
the trans-Mississippi area to the Union.
The Union army must withstand an at-
tack by Rebel forces almost twice its size.
Special rules cover night time maneuvers
and the battle lasting into the second day.
2950, $10.00

The Battle of Austerlitz

December 2, 1806

One of Napoleon's greatest victories, the
Battle of Three Emperors saw the French
Army defeat an enemy half again its size.
Richly detailed game includes army
morale, artillery bombardment, cavalry

charose and the Branch A rmu reeseas
e L I TS R

3050, $6



Subscribe now to

Stra@y Tactics

The Magazine of Conflict Simulation

Detail of The Kaiser’s Battle map and sample playing pieces
{200 playing pieces in game).

Reduced reproduction of pages from Strategy & Tactics.

(1 1 year (6 issues): $18.00 [ 2 years (12 issues): $34.00
[ 3 years (18 issues): 548.00

[] SPECIAL 5 years (30 issues): ONLY $69.00

Dept. 1244

Please prini your complete Name and Address Date
Full Name ____

Street _ _ApL#
City.. State__ __Zip
Total Amount Enclosed Date

Use [ Visaor [] Mastercharge (check one) Ex Date

Acct Nr

FOR OFFICE Cust Code Total Credil Postage Tax

USE ONLY

Subscribe to

The Magazine
for Gamers

Special 5 Year Sub at Special Rates
...5 years of MOVES for $39...30 magazines
for only $1.30 each!
[ 1 year (6 issues): $11.00 O 2 years (12 issues): $20.00
[0 3 years (18 issues): $28.00 O SPECIAL 5 years
(30 issues): ONLY $39.00

Note: Even if your sub is still running, you can extend it now and not
miss the opportunity.

Subscribe to

The Magazine of Science Fiction
and Fantasy Simulation

Special 5 Year Sub at Special Rates
...5 years of Ares for $55...30 magazines
for less than $2.00 each!
(O 1 year (6 issues): $16.00 (] 2 years (12 issues): $30.00
[ 3 years (18 issues): $42.00 0 SPECIAL 5 years
(30 issues): ONLY $55.00
Note: Even if your sub is still running, you can extend it now and not

iss th t it p
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