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Modern Air Combat 
In a game as complt!l\ 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 it~ subject into three main sections: Prin­
ciples of Air Combat; Basic Fighter Maneuvers; 
and Advanced Tactics. After perusing Modern Air 
Com bar, the readers will be more acquainted with 
the principles guiding jet combat and, hopefully, 
will be able to translate 1 hese principles relatively 
easily into thetr play. 

A word of caution about the game. Aircrafl 
maneuver i~ 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 auempred ro 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 auempted ro 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 ro be obvious. In actual air combat, 
however, it is often impossible or difficult to spot 
enemy aircraft; many planes are extremely ~mall. 
Experience in Vier nam showed us rhar most enemy 
aircraft were not seen until they were about 10 

open fire. 

In danger areas, keep your eyes open, and be sure 
to check your six-o'clock position early and often 
- that ts where most attacks are likely co 
originate, and it i~ always a vulnerable spot. When 
in an area where there is a good chance of 
enountering enemy aircraft, it is wise lo change the 
heading of your aircraft as often as possible; this 
changes the position of your six-o-c lock, moving 
your blind spot, and allowing you 10 see areas 
previously not visib le. 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 SpOiled him. Many fights have been 
lost when one pilot lost sight of his opponent's 
plane. 

Mulual Supporl is Everything 
Mutual suppon provides more than someone to 
talk to on the radio; it provides overlapping visual 
and radar coverage, and make~ you les~ vulnerable 
to surprise attack. In combat, mutually supporting 
planes can make coordinated attacks, and they can 
coordinate defense. Without mutual ~upport, 

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· 
mirled to ba11 le except in elements or Oights. The 
only times ajrcrafl operate like the " lone wolves" 
of 1914-18 are during certain types of recon­
naissance missions where air combat is 1.0 be 
avoided. 

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

Fluid Four: A Fluid Four formation is four air­
craft par rolling approximately in line abreast. The 

formation is divided into two elements of two air­
era ft each, each element about one or one-and-a­
half miles from the other. separated by altitude as 
well as distance. There are rwo leaders in the for­
mation, one for each element; the other rwo 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 auempr to get as close 
as possible 10 their respective leads, and auempt to 
stay on the inside of turns made by the leads. In a 
hard-turning environment, this Iauer 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 
concept 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 wmgmen are often 
lost because the cones of vulnerability of a 
wingmen and his leader overlap, allowing the 
enemy a bcller shot. The supposed advantage of 
the formation is that less-experienced crews gain 
knowledge by participating in combat with more 
experienced leading crews; bur this is a debatable 
advantage, as even relatively inexperienced c,rews 
rarely need this sort of coddling, and, further, a 
pilot is unable to learn a great deal if he ha~ to con­
centrate on nying close formation all of rhe lime. 
There is some evidence to suggest that Fluid Four 
did not work even during the Korean War. 

Loose Deuce: The Loose Deuce formation wa~ 
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 clement. 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 rirst, 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
fen~ive capability is maintained. 

With only one aircraft per element, there is no 
need for the element lead ro 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 1 he Navy tactic near the end of 1972 
fighting over Vietnam, although most of the war 
was fought under the o lder 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 dose 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 ny in a 1 wo-ship 
formation, spread our several thousand feet with 
altitude separation. A~ enemy aircraft can easily 
see one element without seeing the other, there is a 
reduced visibility advantage as well. 

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

night in a Fluid Two formation, the nights arrang­
ed one behind the next with a separatio'l of several 
miles. This has the advantage that each link is able 
to fight on its own, using up-to-date rwo-ship rae· 
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 a ttack and 
defense. A coordinated attack is doubly difficult 
to counter, no mauer what kind of aircraft are in· 
volved; and an allack 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 Batlles Are Lost ... Nol Won 
In almost any engagement, the victor wins nor so 
much a~ 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 avoidab le 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 rhar 
you don't win . . . your opponent just loses. 
Prevents ego trips. roo. 

Maint~in 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 ro make the game work; energy 
maneuverability theory is real, and an important 
consideration in modern air combat. In Air War, 
your energy i~ 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 beller turn 
mode, by going through maneuvers, or going into 
a climb at the wrong rime, you may end up running 
our of airspeed, a ltitude, 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 fighter pilot. This can be done by acceleration 
by power - increasing the thro11le setting and 
keeping ir high. Second, it could be done by 
avoiding tight turns and energy losing maneuvers, 
keeping the aircraft'~ wings level (unloading). 
Thirdly, reduce drag - jellison 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 sons of 
energy that way. 

Energy is your most valuable asset; don't deplete it 
too quickly. Energy means maneuvering potential, 
and if you 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 
10 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, 1f 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-

(conrinu•d on pagr 4J} 
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(1.0] lNTRODUCTION 
Atr War is a simulation of modern air combat on 
an aircraft-to-aircraft level. The aircraft types 
available in the game are represenrative of those 
u~cd by the major powers between the Korean War 
and the 1980's: allhough much effort has been 
made toward~ complereness. thert• arc still many 
a1rcraft in existence that are not provided with t~e 
game. 

A tr War simulates as closely as po~~1ble all the 
facet~ or air combat 1ha1 can be represented on !he 
scale and wilh the ~ys rem used. The basic rule~ of 
1he game simply deal with movemenl and 
maneuvering by aircrafl, as well as cannon combat 
and the use of a1r-to-a1r missile\. The Optional 
rules eJtpand the game to include pilot capacity, 
nalural phenomena, air and radar \earch, infra­
red and radar counrer-measures, bombing and 
slrafing, air-lo-~urface missiles, surface-ro-air 
m1ssiles, and AA guns. 

Atr War is !he mosl complete, mos1 comple~. and 
most realistic a1r game to be produced to dale. 

[2.0] GENERAL COURSE 
OF PLAY 

CASES: 

12.1] COMPlEXITY 

In games in general, there are 1wo 1ypes of com­
plexity: conceptual complexity, and mechanical 
compleJtity. Chess, for instance, i~ mechanically 
simple - the rules are easily explainable, !he 
moves limiled and obvious - but conceplually 
complex - strateg1es are compte% and intricate, 
moves long-deliberated. Mos1 wargames are th'e 
reverse; that is, mechanically complex- they have 
long rules, intricate procedures, and lengthy expla­
nations - but conceptually simple - the move­
ment of units occurs 1n a relatively simple manner. 
combat is resolved according to a rather simple 
procedure. 

Atr War, however, is both mechanically and con­
ceptually complex. The rules are extensive, long, 
intricate and contain new concepts not often uti­
liud in wargame\; 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 tha i people 
purchasing !he game would be betler off if they 
have some previous knowledge of wargames or 
the concepts that go IntO them. Even then, Players 
may have some difficully in learning the game. 
They should be warned thar the first ~everaltimes 
Air War is played, comtant reference 10 the rules 
may be necessary, and, further, tha i expertise with 
the game should come only after it has been played 
a good many time~. 

However. it is !he opinion of tho~e who worked 
with the game that it is partly Air Wars complex 
lly that makes 11 an interesting game, and thai its 
complexity will ensure that, unlike some other 
games, Air War will not become boring after a few 
playmgs. 

(2.2] PlAYING TH EGAME 

A1r War is played in \uccessive Phases, in which 
the Players each execute various procedures alter­
nately. During the Initiative Dctcrmmation Phase 
of each turn, the Players determine who is to go 
firs r th roughou t that turn; !he firs! Player then ex­
ecutes a given Phase before the second Plavcr 
does, after which they proceed to the next Pha.se. 
Note that lnlliattve derermination depends on air­
craft pOsition - so if one Player·~ aircraft have 
rhe "jump'' on another's, he is more likely to have 
1 he initiative. 

During the Movement Phases, rhe P layers move 
their aircraft. Note that there are three separau~ 
Movement Phases. In the first, all a1rcraft that are 
at a disadvantage are moved; in the second, those 
that are neither advantaged nor disadvantaged are 
moved: and in the last, those !hat have an advan­
tage are moved . 

Movement of aircrafr occurs accordmg to a com­
plex series of procedures. There are different rules 
for d1ving, climbmg, turning, e~ecuting maneu­
vers. and so on. The movement rules are m fact so 
complex that four secuons are devoted to various 
facets of movcmenl. 

Two of the basic concepts involved in movement 
are momentum and facing. Aircraft are forced to 
expend all of their Movement Pomts 1n every turn, 
unlike some other SPI games. That is to say, air­
craft may altet their speed depending on certam 
condirions. but an aircraft must move as quickly 
a~ it\ current speed would allow it to - no more, 
no less. 

In addition. Atr War uses a unique twelve-point 
facing system: basically, this meam that an air­
craft may face either tOwards a hex-side, or 
towards the JUncture between two hex-side\. 
known a.s a "hex juncture." This allows aircraft 
more nexibility in movement than in many other 
air games. 

Combat in Atr War occurs either through the use 
of cannons (air-to-a1r guns) or missiles - either 
Hear-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 Aph1d missile, 
even though both are Heat-Seeking. 

(2.3] SCENARIOS 

Scenarios are deal! with in rwo different ways in 
Air War. Firstly, there are " H istorical" scenarios, 
which present either an actual or a conJectural 

situarion. comrlcte 1~ith sct-ur hc,cs, weapons 
available, and 'pec1al rules to ~ovc 1 the situation 
These arc anH i ogou~ to rho\c \ccnarios rrovided 
with other SPitaCt1cal games such~~~ Pa1rol!. Ln­
cluded among these are two rather odd \Cenarios 
introduced to satiate the dc,clopcr's ~ense of 
"'himsy -one 10 wh1ch the A1r Nauonal Guard 1~ 
pllled agamq a dragon, and another tn which a 
flight of F-1.5'' nnempt\ 10 de,lroy an intruding 
flying saucer. 

In addition to 1 hesc ~ccnarios. the Player~ arc pro 
v1dcd with a list and descnrt ion of "'cenario 
type~:" that"· general 'ituatiom !hat often amc 
1n modern a1r combat. At the end of th(' rules arc a 
number of "A"ailability Cham" which detail air­
craft, missiles, ECM devices, and so on which are 
or may be available ro·1he variou~ nalion ~ of !he 
world a! varying lime~. 

U~ing the A•ailab1l11y Chart' and the li't of 
\Cenario type,, the Player\ can ca\ih constrm:t 
thc1r own ~cenarim. eilher pining :uruafltypc' of 
thc1r fancy agaiml each other, or 'pecific nauom' 
air forces aga1mt cnch 01 her. 
12.4) GAME 'iC'AU ' 
lach counter 111 A1r Wur repre,cnt\ an ind1vidual 
aircraft or ml\\ile . I ach he' reprc,cnt \ a ~pace 500 
feet 111 diameter: each level of altitude reore~enl< 
250 feet. Each Oame-Tum rep resen ts 2.5 seconds 
of real t ime. 
At ~ca )('vel, a Movcmenl Allowance of 5.61 
rcpre~ents a 'peed of Mach I (766 mph) 
At I 5,000 feet (60 levels of altitude). Mach I (722 
mph) ~~ equ1•alent to a Movement Allowance of 
5.29 
At 25,000 feel (100 altitude level\). Mach I (692 
mph) is equivalent to a Movemcnl Allowance of 
5.D7. 
At 35.000 feet ( 140 l<~•el,), Mach I (666 mph) " 
equivalent to a 'lllovement Allowance of 4.118 
At 45,000 feel ( 180 level~). Mach I (659 mph) i~ 
equ1valent to a Mt1\('mcnt Allnw:~ncc ol 4.113. 

[2.51 GAMF. P ARTS 

Included in a game of Air War 'hould be the 
followmg pari\: 
8 individual Map-Sections 
I Counter sheet containing 400 counters 
I Counter sheet containing 200 counters 
4 Aircraft and Missile Control Displays 
I Game Chart booklet 
I Rules booklet 

2 Plastic Dice 
I 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 Queslion'' 
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 m Atr War is not 
~randard usag(', as many concept\ in Air War are 
not common to mosr games. It is \uggcsted rhal 
the Players famtliarize them\elve\ with these 
terms: 

Ad1•antagl!d: Ba\ically. an aircraft is <aid to be 
"advantaged" when i1 is facing toward< ano1her 
aircraft, and that aircraft is not facing towards it; 
an aircraft is considered "advantaged" when a n 
enemy aircraft is in its "forward arc" (see Section 
6.0). 

3 
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Aircraft and Mlssllt 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 faceu of iu 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 Mlssllt Pt rformanct Charts: The 
Aircraft and Missile Performance Charts are 
bound in a separate booklet. Each Performance 
Chart bears the tables and cham that contain all 
the data needed for usc 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. 

Altirmlt l.l.'rtl: Ahllud\.' '' 1101 kcpttrad ofdrrcct­
l>•on 1 he gnme m;rp: rat her. C<ll.'h arrc.:rn ft ha' a ~cl 
of Alltrude marker\ 1hn1 nrc uwd 10 keep track of 
it' altitude Ahitudl' I\ 1n let nt\ of altitude leve": 
one altrtndc level rcrrc,crm 25() feel. or one-half 
of a he\ 

4/ritudt> GrnuplnJ!: Variou' aircraf'l character· 
t\IK' change'" the .till tude at wht~·h the atrcrafl i' 
nying (see the Arrcraft Performance Chari\). For 
\ltnplil'tl v. :thlludc " hro~cn up 111111 four hroad 
gmupmg,, I o"' Cwml'llll "I 0"), from level I 10 
60; Medium Lo" ("Ml "l. from 61 to 100; 
Medium Hiyh ("\111"1, lrnm 101 l<l 140: and 
Ht!!h ("HI"). olhcl\C 140 ahlludc le,el\, 

Arcf: The concept of arc' "one that "u'ed often 
10 the Atr War rule~. hoth for derermrnrng ln­
ilmti\C.' and fnr comha1 B<t\lcall~. 1 he he'e' 
around a gl\en •urcr:tfl arc dl\ 1ded intn 'i~ dif­
fcrcnl arc\, each ar<' 1a~111~ up appro\lmately 60" 
around 1 he arrnart For a mnrc complete e~plana­
ll<ln, \CC Seer ion 6.0 

Disad1•arrtax~d: Ba"cally. an :un.:rafl i' con~idcred 
"di,advnnta!!Cd" tf an encm\ alr,·raft h<l\ the ad­
vanl:tgc ewer 11 

Flixhr Alllrudt: rltJ!hl 1\llttudc "ulerm wh1ch cn­
compa,\C\ 1 wn fnccl\ nf nn arrcrafl·, pmitioning; 
the j')O\illnn of II\ will!!\ (i C .. hO\\ far I he aircraft 
ha~ rolled, how II\ wrnv' arc banked); and lhl' rare 
al which it i' diving or climbing. An aircrafl'\ 
flrght .111ilud•· '' ~epl tract.. o l on the 1-lighl Al­
tllltde lnd1c;ttor or the Aucralt Control Chart. 
lltx-jum:rurt: A he' JUill:lurc "the point formed 
a1 the in tcr,ecrmn nl twn hc\-\tdc'; note thai there 
arc '1' he' 1trnc1ure' amund each he~ . 

Hl'X pnirrr: rach hl'\ ha\ l~~oclvc he\ roinh, C~\en­
tially. a hc,·romt ''a drn•ctmn 111 ~~oh1ch an air­
craft ma' lace. r ach hC\·\tdc and eac-h he' tunc­
lure" cnn\ldcrcd to con,tllule a hex roint 
I nadtd Ctmdirinn: 1\n ;urcraft I' con\1dcred lo he 
I oaded "'hen 11 I\ carry in!,! \O much cargo (or 

'I ore' nr l <. M de• rcc') or ha\ hccn da magcd \O c\ · 
ten\l•eh thai II\ llpcratrnn "\cvcrch <tlfccted . 
'ifantul'tr: A Maneuver (~~ollh a capllal "\1") i' a 
'pccific ..... , 111 ~~oh~eh an aircrafl ma\ mo'e that 
cnnt ravcnc' the normal rule' or m(l•emcnt 
B.1rrcl-rnll' :tnd I mmclmnnn' arc Cii\C\ 1n point. 
Wm·~mmt Allo .. ·anct arrd Thmrrlt Strrinx: An 
a1rcraft'' M<lvcmcnt 1\llow:tnce and 11' Throlllc 
<;cuinf arc '"'n independent hur mtcr-rclaled en­
ltlre,, II\ Mlweml'OI Allowance I\ it~ current arr­
\flCed, the rlllrnhcr of Mn•cmcnt Poinl~ rhal it 
mu~l c\pcnd rn a 'inplc 1urn (provrdm!! thai the 
Movement Allowance can be changed if the air­
,·raft dive\, dimh\, Of C\CCIIIC\ \Ome J..ind of 
M;tneuver) II\ Thrott le '-icnin~t i' the tllru\1 heing 
npplicu hy the arrL·rnfr·, engine\, and does 11M 

change if the aircraft di\C\ 1n dimh\; it may only 
he changed rf 1 he arrcrall 'olur1tarrly accelerate' or 

decelerate\. In level flight, 1f no OUI\tdl.' fotce\ arc 
acting upon an aircrnfl. II\ Movement Allowance 
will be equal to 11' Thrnllle Selling 

Probability Numbtr: Under many circum~tance\, 
the rule\ d1rec1 the Player~ 10 generate a 
"Probahility Number" in ~ome "a' (usually hv 
referring 10 a table) . Thi\ number is the chance out 
of 36 of \orne c~en1 1at..ing place-the event deter· 
mined by the circUm\l3nCC\. For 111\l:tncc. \\hen 
resolving Cannon Combat the Player\ mu\1 deter· 
mrne a firing atrcrafl', Probah11t1y Number ol hi I· 
ting it\ target The Player\ then refer 10 the rule' 
for Probability and the Probahiltt) Table 10 deter­
mine whether the e\enl talo.cs place-rn 1h" ca,c. 
"'hethcr the firing arrcn1f1 hit' 11' target 
Radar Lock-On: An aircraft " $:tid In ha'c :t 
Radar Lock -On 10 an enemy a1rcrnf1 when 11 ha' 
\UCcessfully "patntcd" 1ha1 enemy aircraft with 
radar Radar-Homing mi"ib home 111 on rndnr 
"raint~" obtained hy fril.'ndly aircrnl'l, and IIIli\ 
an aircraft musr obtain a Radar Lock-On before it 
may launch Radar Horning mi,\i le,. 

Tracking Cnnts: An aircraft's Tracking Cone i' a 
cone which e~tend• from its nme aerO\\ 1 he game· 
map. There are two tyre' of Trackmg C'onc'­
Normal Tracking Cone\, and l.imrtcd one\. Nor­
mal Tracking Cones are 60" across; the Limlled 
ones are approximately 14° acro~s. 

[4.0] GAME EQUIPMENT 
CASES: 
(4.lj THE GAME MAP 

The ga1o1e-map i\ a blanlo. mar u\ed to repre\cnt 
a1rcraft posruon\ and movement A hexagonal 
grid is ~uperimJ'I(Xcd 10 rcgulnrue mo,emcnl. 
All hough it i' referred to as a "map." 11 bear\ no 
terrain-there ar·e. after all. no mountarn' or 
fore-;ts in the a1r. Ho~~oever. cloud\, the \Un, <tnd 
the height of the land are reprc,cnted rn cert:tnl 
scenariO\, accordmg to 1 he opuonal rule\ for 
Natural Phenomena. 

The game-map is di' idcd into ergh1 "mar \CC· 

tions." each appro~ima1ely 8 '-'l • ' II" They fit 
together to l'orm a 'ingle mar which •~ "[leomor­
phic;" that is to ~ay. individual map \ecrinn' may 
be moved from one po'>ilion 10 another as utrcrnft 
move and as 1 he game rrogrc~se\, \O 1 hat 11 j, tm­
po.~sib le 10 "fly off the map"-;" \OOn as an uir­
craft comes to lhl' edge of a map 'ccuon. a not her 
\ecrion i~ moved I rom II\ prevrou' ro~ition 10 the 
map edge. ~o that the ain:raft'' flO\ilion can con­
tinue 10 be reprc,enred. 

On each map-\ection 1\ a compa'' rO\C, llldtcating 
the twelve cardinal direction\ that arc u~cd 111 A If 
War: thl\ may a1 fir\1 be confusing. but peru\al of 
the rule' for Turntnp \hould clear 1 he ma11er up. 

(·U ) THE PLA \I "''G Plt:Ct:o, 

The Playing piece< (here:tftcr "counter<" and 
"markers") are colored. die-cut counter\ The} 
are divided into 1wo general group< Cfl/lllten. 
which are piece' repre,cntin!! actu:tl arrcraft: and 
mark err. "'hich ar.: playing aid< U\ed lor v;trtOU' 

functions in I he cour<e of the game The counter'> 
are color-coded a'> to the country of Ortl!lll ol the 
aircraft repre'>ented-thu<. American-butll atr · 
craft will be one color, Soviet-buill arrcral1 
another. and \O fnrth. 
There are two general type'> of mar~er\; 1 hO\C 1 hat 
are used on the Aircraft aod 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. 

1\ gi~en arrcrafl " rcprc,cnted on the Aircraft 
Control Chart by markers as\igned th~ \ame sub 
~et number a~ 1 he rdentification number of the air 
craft. ll may be necessary. however, to use 
markers number S-8 for aircrafled numbered 1-4. 

(4.2 1) !)ummal) of Unit Types 

AIRCRAFT COUNTERS 

[I] 
Aircraft 
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 &c 
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. 

I~,.~ I 
MOO 

1 ~ 1 
1 ~ 1 
1=1 

4 
Aircraft 
Accel 

Damage 
For use on Weapons Track 
See Case 4.43 

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 

Reat-Sttldng 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, Throule, and 
Energy Points Track. 
See Case 4.52 

Throttle Setting 
For use on Movement, Throttle, and 
Energy Poinu Track 
See Case 4.53 

Energy Points 
For use on Movement, Throttle, and 
Energy Poinu Track 
See Case 4.54 

Flight Altitude 
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 



MISSILE CONTROL MARKERS 
All of these markers are used on the Aircraft & 
Missile Control Di~play. The particular track on 
which each marker is used and the Case which 
discusses each marker type is indicated next to ihe 
marker illustration below. 

22 
Missile 
Energy 

28 
Missile 
Altitude 

21 
Missile 
Tuming 

Energy Points 

For use on Movement, Throttle, and 
Energy Points Track 
See Case 4.S5 

Altitude 

For use on Altitude Indicator 
(Altimeter) 
See Case 4.75 

Turning Po ints Accumulated 

For use on Turning Indicator 
See Case 4.64 

Game-Turns In Flight 
For use on Weapons Track 
See Case 4.46 

MISCELLANEOUS COUNTERS (used on map) 

23 
Missile 
Target 

Missile Target 

See Case 14.23 

Radar Lock-on 

See Case 16.28 

Chaff 

See Cases 24.12, 24.13, 24.22, and 
24.29 

Charr Rockel 

See Cases 24.27 and 24.29 

Hea t-Seeking Missile 

See Section 15.0 

Radar-Homing Missile 

See Section 16.0 

NEUTRAL MARKERS {used on map) 

~ 
Dragon 

See Case 3 1.1 

~ 
UFO 

See Case 31.2 

II 
Cloud 

See Case 22.2 

t!J 
Sun Direction 

See Case 22.1 

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

TARGET COUNTERS 

0 AAGun 
See Case 25.1 

0 SAM 
See Case 25.1 

B AFV SAM 

See Case 25 . I 

EJ T ruck 

See Case 25. 1 

~ 
Building 

See Case 25.1 

@] Dump 

See Case 25 . I 

~ 
AFV 

See Case 25.1 

EJ 
Bridge 

See Case 25.1 

(4.3) THE AIRC RAFT PERFORMANCE 
CHARTS 

Provided with Air War is a booklet of Aircraft and 
Missile Performance ChartS. This booklet con­
tains aU of these charts provided with the game­
one for each aircraft and missile type. 

(4.31) On the Aircraft Performance Chan of each 
aircraft, there are eight tables: Basic Aircraft In­
formation Table; T urn Mode Table; Acceleration 
Table; Dive Table; Climb Table; Roll Table; 
Flight Parameters; and Loaded Characteristics. 

(4.32) The Bask Aircraft Information T able 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 whic~ 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. 

[4.341 The Climb Table indicates the way in which 
the aircraft climbs. For a fuller explanation, see 
the C limbing 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, sec 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 WE APONS TRACK OF T HE 
AIRCR AFT AND MlSSJLE 
CONTRO L 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 I and 8, and each set of aircraft 
markers is numbered with ~orne number between I 
and 8. The set of markers numbered with the same 
number as a given aircraft is used to keep track of 
t.hat 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, aU of which are also placed on the Air­
craft and Missile Conuol Display of the Aircraft 
which has launched the particular missile. Note: 
SAM's (Surface-to-Air missiles) may be kept Lrack 
of on any Aircraft and Missile Conuol 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 "lens" 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 Chan, 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 H eat-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 aircran 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 Poims 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 
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and are moved back down the crack when rhe air­
crafr takes damage. If the markers are ever set at 
zero, the aircrafr is destroyed. 

[4.44) T he Basic Aircraft Information Chart also 
indacates the maximum number of cannon shoes 
an aircrafl can carry. At rhe beginning of a game, 
rhe Players place rhear aircrafr's Cannon Shoes Re­
maimng markers on rhe Weapons Track to in­
dicate the number of cannon shots that each air­
craft can make. Each time that an aircraft fires its 
cannon, liS Cannon Shots Remaining marker is 
reduced by one box. When the marker reaches 
zero, the cannon h~ run out of ammunition and 
the a1rcraft may no longer fire its cannon. 

[4.45) The Stores Remaining marker is used in 
combination with the Bombing Rules (see Section 
2S.O). It is used to keep crack or the number or 
loads of munitions that an aarcrafl carries. 

[4.46) When an aircraft launches a missile, the 
missile's Game-Turns-in-Fiighr marker is placed 
a r zero on the launching aircrafr's Weapons Track 
and advanced one box every rime the missi le ex­
ecurcs a rurn-in-Flighr Record Segmenr. T he Basic 
Missile Information Chart indica tes how many 
Game-Turns rhe missile can remain in flight; when 
rhe Game-Turns-in-Flight marker rea~hes this 
number on rhe Weapons T rack, rhe missile as 
removed from play. 

[4.5) THE MOVEMENT, THROTTLE, AND 
ENERG Y POINTS TRACK Of THE 
AIRCRAIT AND MISSILE CONTROL 
DISPLAY 

(4.51) The Movement, Throule, and Energy 
Points Track carries three aircrafl control 
markers: The Movemenr Allowance marker: the 
Throllle Swing marker; and the Energy Point 
marker. 

[4.52) The Movement Allowance marker is placed 
on the Movement, Throule and Energy Points 
Track 10 rhe box indicated by the Scenario which 
I he Players choose 10 play .I ts position on I he track 
is changed as rhe aircraft increases or decreases irs 
speed during the game. 

(4.53] The Throttle Setting marker is placed as the 
Scenario directs on the Movemenr, Throu le, and 
Energy Points Track. Its position is ahered as the 
aircrafr accelerares and decelerates by power dur­
ing the game. 

[4.54) T he Energy Poinrs marker is placed as the 
Scenano direcr~. usually at zero on rhe Movement, 
Throttle, and Energy Points Track. Ir is moved up 
and down rhe crack as rhe aircrafr gains and ex­
pends Energy Poinrs (see Case 10.6). 

(4.55) When an aarcraft launches a missile, the 
missile's Energy Poinrs marker is placed on the 
aircraft's Movemenr, Throule, and Energy Poinrs 
Track 10 keep crack of Energy Poinrs accumulated 
by rhe missile. 

(4.6) THE OTHER TRACKS Of THE 
AIRCRAIT AND MISSILE 
CONTROL DISPLAY 

(4.61) The Flighl Ahitude marker begins rhe game 
on the Flighr Alrirude lndicaror in rhe position 
char the Scenario directs (see Secrion 10.0). 

)4.62) The Accelerarion Progress marker begins 
on I he Accelerarion Gauge as the Scenario directs, 
and il is moved forward and backward on the 
gauge as I he aircrafl accelerares and decelerates by 
power. 

[4 .63) The Turning Poinrs marker is placed on rhe 
T urning Indicator as 1 he Scenario d irects, and it is 

moved back and forth along the indicator as rhe 
aircraft accumulares T urning Points. 

[4.641 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 AIRCRAIT 
AND MISSILE CONTROL DlSPLA Y 

(4. 71] The three aircraft Altilude markers are 
placed on the Altitude lndicaror 10 indicate the 
altitude of the aircraft at the beginning of the 
game, as direcred by the Scenario being played. 

(4. 72) Altitude is expressed in terms of levels. To 
indicare changes in altitude, the th ree counrers on 
the Altitude Indicator are adjusted. 

(4.73) An aircraft's alrilude is expressed as a 
rhree-digil number. Each digil of an aircraft's 
a ltitude is represented by a separate Allitude 
marker - on rhe "hundreds," "tens," and 
"units" portion of the Altitude Indicae or. 

[4. 74) T he A lii tude markers are placed direcrly on 
the numbers to which they are intended to refer. 

Examples of Altirude Indicator: 

1. T o show that an aircraft is nying ar an alritude 
of 209levels (c. S2,2SO feet), the owning P layer 
would place an Altirude marker in the 200 
(SO,OOO 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 (22SO feel) box of 
the "units" portion of the Indicator. 

2. To show that an aircraft is nying at an allitude 
of SO levels (c. 12,SOO feet), rhe owning P layer 
would place an Allitude marker in rhe 000 
(00000 feet) box of the "hundreds" portion of 
rhe Altitude Indicator, another in the SO 
(12,500 feet) box of rhc "tens" ponion of rhc 
Indicator, and another in the 0 (000 feet) box of 
the "units" portion of the lndicaror. 

[4. 75] When an aircraft launches a missile, the 
missile's Altitude markers are placed on the air­
crafl's Allirude Indicator to keep track of rhe 
missile's altitude. 

[4.8) MISSILE PERFORMANCE CHARTS 

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

[4 .82) T he Basic Informacion Table indicarcs rhe 
missile's Maximum Speed, irs Firs! Game-Turn 
Movemem Allowance Addition, its Tracking 
range, the number of Game-Turns it remains in 
night, its P robability of Malfuncrion, and 
miscellaneous or her informacion. 

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

[5.0] SEQUENCE OF PLAY 
GENERAL RULE: 

Atr Waris played m succes\lve Game-Turns. each 
of which i~ rompo~ed of Pha,es During the 
Pha\es of a Game- rurn, 1 he Player~ maneuver 
their aircraft and rc,olvc com bar according to the 
Game-Turn ourline char ft•l low\. and within the 
limirs of lhc rule\. The P layers exccurc a~ many 
Gnme-Turns a~ the ~ccnario that they nrc playing 
~peci fies. at rhe end or which the Vicrory Condi­
e ion~ arc con,ulred. and a wanner 1 ~ dcrcrmincd. 

Atr War uses a sequenrial sy~tem wirh comphca­
llons nor normally present in SPJ gam,es. Rarher 
than having one Player c:xecure a lithe Phases in a 
smglc Game-Turn and chen having lhe other 
Player do ~o for his unirs. both Player~ ex~ute 
each Phase al I he same time, and then progre~\ to 
the next Phase. T he rules o f Initiative (Section 7 .0) 
are U\ed ro determine who is robe the Fir~t Player, 
and who rhe 'econd; rhe Firs! Player execute) a 
gaven Phase for all his unirs, and then rhe Second 
Player e)(ecure~ rhe ~me Phase for all of has, aflc:r 
whach the Player' proceed to rhe nexr Phase in rhe 
Game-Turn. 

Note !hal !here are three Movemenr Phases in a 
'Ingle Game-Turn. Thi~ 1s not 10 say char all a1r· 
crafr are moved three limes in a single a urn; rarhcr, 
1he aircraft are classified eilher as AdvanlaR~d. 
Disadvanrag~d or Normal, according 10 I he rule~ 
of Pos11ion (Seclion 6.0), and all Di~advamaged 
aircrafl are moved before all Normal aircrarr. 
which are moved before all Advantaged aircrafr. 
Thus, even though lnitiarive governs whach P layer 
i~ 10 be firs! and which ~econd, Advanraged and 
Di\advantaged sraru~ play a grear pari in deter­
mining I he order of which aircraft are to be mov. 
ed. 

Note that chi~ Sequence of P lay is used only when 
none of rhe Oprional Rules (Secrions 18.0 rhrough 
28.0) are u~cd. When the Oprional Rule~ are used, 
I he Sequence outlined in Secrion 18.0 as used. Nore 
thai rhe Sequence of Play for use wirh the Opuonal 
Rule<, 1\ ~amply lhe Sequence of Play gaven below. 
wirh 'ome addirion\ nece,sirated b) the addiraon 
or rhe Opuonal rule~. 

CASES: 

(S. IJ SEQU ENCEOUTU I'lE 

The acrivities which may o:cur m rhe various 
Phases are outhned below. Nore !hal rhe Player 
who as currently taking an action i' rermc:d the 
··Pha<,mg Player. ·• 

A. Pfllltion Ot'termination Phas«': Both Players 
e\amine the relarive po~itions of their aarcraft on 
the game-map, and. accordmg to the rules of Posa­
rion (Secrion 6.0), dercrmine which are an Advan­
taged, which in Normal. and which in Disadvan­
taged positions. 

B. lnitiativt' Determination Phase: The Players 
de termine which of !hem b 10 be the firs! Player, 
and which rhc second in the upcoming Game­
Turn. They do ~o according to rhe rule~ for ln­
itiarive, Secrion 7.0. 

C. Mi.ulle Launch Phase: During rhe Missile 
Launch Phase, both Players auempl to launch 
m1ssilcs and perform a number or other massile­
rclared function,. 

I Tracking and Target Acqwsirion Segment: The 
Players e\amine all of the missiles that have 
already been launched. and determine wherhcr 
I hey are \till capable or I racking their Large!\ If it 
1\ del ermined thai a missile can nor crack 11s rarget 
(and. in rhe ca~e of a Heat-Seel.ing mMile, can nor 
acquire a differenl target). il i' removed lrom 
play. 

2. Mtssile Launch Segment: The Player\ each 
determane whach of their aircraft they wi~h 10 have 
launch mi\\ile\. how many each aircrafr will 
launch. and what rhe target~ of rhr mi\\ile\ are to 
be They roll for mas,ile malfuncuon for each or 
the launched mis,ile~. and place mis\ile counrers 
on rhe game-map for each launched mi~silc char 
does not malfunction_ 

3. Hadar Lock-On Segmenl: The Player~ may now 
aucmpl 10 obtain radar lock-ons wilh aircraft I hal 
arc carrying Radar-Homing Mis~iles. 

D. Disadvantaged Aircraft Movement Phase: The 
first Pl:~yer moves any one of hi~ Disadvanraged 



<tirn.tll, accordang Ill the lollu"ing ~equem:c . 
l hen, any Heat-Scekm[lllll\\lle<. that are target~'<~ 
agatn\1 the aircrall JU't mo,ed. an.• mo,ed by the 
,en)nd Player. After thl\ ha' hccn completed, the 
fir,t Player moves a not her ol hi<. DisadvaHtaJ!~d 
;ur.:ralt, .md \0 fnt l h, until all or I he l'iN Player·, 
Dl\advantaged a ircraft and all Heat·S<•cktng 
mi\\ilc' targeted lor iiiiY of the'c aircraft have 
been moved Then, thl.' 'ccund Pla)er repeal\ the 
liN Pla)er·~ action,, 11111' tng e;Kh of ht~ Dt\ad· 
\allt;tgCd atrcraft 'lUll': fach aircraft', 1110\e• 
ment t\ mdependent; 1 e . a Player complete' one 
aircraft'' movement before continuing on to C\ · 

ecute hi\ next aircralt'\ movement. 

/. Acceleration/Decelerotion By Power Sewuent: 
I he Pha\ing Player increaw\ m decrease\ hi' mo' • 
tng am:rafl's Accclcratton (iauge 10 renect ac 
cch:ration or deceleration b) pO\\Cr. If this ;~ffects 
the aircraft', Throlllc ~CIItn[l. th Throllle ')ellllll! 
marl..er i' mmcd accordmgh 

2. Fltflllt , JUIIIIdl! DenHOII ~l'fllllt>nt: During thi' 
'c~,tmcnt, the Phasing Playct dctcrmtnc<. the lltght 
i\ttttudc of thc airna lt he i' moving. Ba,icully, 
thl\ means that he dclcrllllllcs the wmg position or 
the ;mcrafl. and I he an~lc al '~ht~h 11 1\llltllvc tlr 
dnnh (or fly level) lk .tl'o ;titer' the atrcrafl', 
\lltmetcr to reflect ;~n~ chan~,tc 111 tthitude that O<:· 
~u r' hccau'e of a diVe or dtmh. or a\ a rc,ull o l 
\\lllf altitude. 

3. ltn•leratto/1 and f)en•h•ratum Se.~ment: The 
mn\lng Player decide' whet hn hi' moving aircrall 
will dccclc(ale or accclcra lc hy iiiiY m.:an' 01 her 
th.lll h) power If ,o. he .Hlju\t\ the aimaft'' 
Mmcmcnt Allowance Mar~cr Ill reflect it\ cha1tgc 
in 'reed. 
.f. £\pendttllre of [nen:y Pmnts ')eement: II the 
aircr;tfl I\ in a climb or in lc\CI tlight. and it ha' 
l ·nt:riiY Pninl' a.:cumulah:d. 11 mu.,l expend nne ol 
tiHl\c point~. The Phas1ng Plavcr determtne\ hO\\ 
hi' moving ain:rafl "ill c\rend if' point. :111d 
reduce' the Energy Po1111 ~1ar~er to rerlccl C\fl<'ll 
diturc . 

~- ~fm·t>ml'"' Ser:ment: fhc Pha,tng Player no" 
actually mme' the mtWtllf ;uraaft'' counter .• 111d 
perh1rm' an' mancu\er' "ith the atrcrafl that he 
\\t\he!\. 

IS. lcmmu/at/011 o) Ener!fy Po1111S Se!fment. lithe 
;mcratt i<o in a di\e, the Pha,ing Player dctcrmtnc' 
the tlt llnher nf Ene rgy Point' that the aircraft ac 
cumu lated while in a u1vc and move~ the Energy 
J>omt marker on the 1\ircraft Control Chart w 
rcflec1 the accumulatinn 

7. Heat-Seeking Mi.s.stle Segment: 
Any H eat-Sccl..ing \.1i,,ile' targeled ftu the ;ur 
craft that wa~ ju'l moved .trc no" mo,ed, accord· 
1ng to the follo"tn!! 'cquencc· 

Step a - Movement AlfowanCI! DetermmuttOII. 
The owning Player of the mi~sile determine\ 
whether it is to dive, ..:limb or fl y level. and deter 
mtne~ tts Movement Allowance. 

Step b- Expendttllrl! of Enerzy Points: Sec Pha\c 
D. Segment 4. 

Step L' - 'vfovemenr: The ownmg Player rro.:eed~ 
to mo~e the mtsstle, accordmg 10 the rule' for 
m1~stle movement. 

Step d - Accumltlotion of Energy Pornrs: See 
Phase D, Segment 6 

Step e - Turns·tn-Fitlllrt Record: The ownmg 
Player advances the rurn~-in-Fiight marJ..er for his 
missile on the Mi\sile Control Chan by one bo,. 1 r 
the mtssile has spent a<. man~ turns m night as 11 is 
able, it i' removed I rom the game-map. 

H. Normal Aircraft Movemenr Phase: The 
Player\ q1ove all Normal !llrcrafl. according to 1 he 
'ame procedure u'ed for Di,advantaged 1\m:raft 
movement. 

F. Ad•·antaged Aircrafr \.1fll'emellf l'hase: The 
Plavers no" 1110\C all Advantaged atn:raft. accor· 
dtng to the same procedure. 

G. Radar-/llll11ing Mlnile Combat Pha1e: During 
th 1 ~ Phase. each or the P layers moves each nr the 
Radar-Homing mi\\1lc' 1ha1 are ~.:urrcn ll y ll ll ihc 
game-map. Radar-Hon11ng m•~~ile mmemcnt OC · 

curs m 1 he "•me manner a' Heat-Scel..1111.1 1111\silc 
lllll\Cm~nl 

Step a - Radar fm·J.. -on Breaka,ll,e: The ll" ning 
Pla)er rolls to determine" hether Radar Locl.. ·ons 
have been broken b~ enemy atrcraft. 

Step b - Movement Alloll'ance Determination: 
See Pha;e D, Segment 7. Step a. 

Step c-Expendtture of Enerzy PotnH: Sec Pha~c 
D. Segment 7. Step h . 

Step d- .\10\"l!lllent· See Phase D. Segment 7, 
')tcpc. 

Step e - Acwmulatwn of Enerxy Pomrf: '>cc 
Phase D. Scgmcm7, Step d. 

Step f- TurnHn·FiiRIIt Record: Sec Pha'e D, 
Segment 7. Step e. 

H. Ca!lnoll Comhat f'fta~e: The fir't Pl.t)er 
resohes Cannon lire from any ol hi\ am:rallthal 
arc 111 a pO\tllon ltllin: their cannons Then thc,c­
cond Pla~er rc .. oh c' can nun fire from lm atrnalt . 

J. /Jnokkuping Pha~e: The Player\ ad\ancc the 
Game-Turn Rccmd marl..er one box alon~,t the 
Game-Turn Rc.:ord I rad. 

[6.0] POSITION 
GENERAL RULE · 

In Air War. relati'e aircraft position' arc ort.:n an 
important factor in a number of situation\. \10\1 
important among these are lmllallve Determtna­
tion and missile tracking. 

PROCEDURF: 

Fach aircraft i' stud to have six "arcs,· · ea..:h arc 
I.'Omposing a 'ixtv degree field or hcxc' in one di · 
rccuon for the ;mcrall. the ~i' arc~ togctlwr IMm· 
ing three-hundred·\1\l)'·dcgrees around the atr· 
.:rail. Illustration<. olthc 'i' arcs are \ho" n bchm 

Dunng the Ptl\tlton Dctcrnullation Pha,c, both 
Players C\antinc c;tch of their air.:ratt, and dctcr­
mme "htch .trc 111 PO,tiiOn\ ul ,\dHullage, and 
which Me 111 PositiOn' of Disadvatllit!(C: 

CA')cS: 

16. 11 ARC~ 

[6.1 11 1\n imronant con.:ept in the detcrnunallon 
or atrcralt ro,tuon' ., that of ar.:' F;~ch am:rafl 
has stx arc,, c.1ch ul "hich ";t 'i'l~ ·degree \CCtion 
10 one \ld~ <>t 1 he ;un:ra fl (\c:e illu\t ratwn) . 

16. 121 In ltr ll'or, unlike other Sl' t game.,, atr· 
craft <tre ;tb lc 1t1 race cHhcr tow;nth a he\ -\idc or a 
he\·ju ncture (I hat point at whtch two hex-side\ 
meet) . 1 herd me. arc' ate jpvcn dtllcrcnt defini· 
!tons tor :urcrat"t t"adng towards he' ·\I tie\ and air­
craftla.:m~,ttll\\itrd~ hc\-juncture' 

[6.21 PO-.tTIO'I UFTFRMI'\A fl O'\ 

[ll.2 l l Fot purpmc' of lnitiati\c. an .ur.:rafl is in a 
Po\lllon of Ad,antage (or.," \dvantagcd"l tf: 

a) 11 has til lea" one enemy am:rah in II\ for­
ward an:. ami that :urcraft t\ no more tlwn ten 
level<. of altitude above the friend ly aircraft. <lnd 

bl thl' It iendly an craft ihel I' '' not Di,advan­
taged by an enemy aircraft. 

[6.221 i\n atro:t all ts said to be 111 .1 Normal Po,i­
uon tfeuhcr, 

a) it " neil her Ad' ant aged nor Dt,ad,alllaged, 
nr 

b) 11 i' /loth Advantaged ami Di,advantagcd, 
(i.e .. ha\ an enemy aircraft in il\ 1'01 ward an: and ts 
in 1 he forward arc of an enemy ttn.:ra II) . 

fll.231 An .un:r.tll i' 'aid 10 be in a Pm111nn of Dis­
ad,am;~gc (i ~· "Dl\ad\ antagcd") tl 

a) the atrcraltt\ mthc fon,ard arc tlt ••n enemy 
aircraft. and 

h) the enemy atr~raft is no mor~ than ten levels 
below 1 he: friend ly an craft, and 

c) The rncndly aircraft i<. ihclf not in a Ptl\ition 
of Advantage over 'ome other enemy aircraft. 

7 
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(6.14) Optional Rule lo go wilb Section 19.0 and 
10.0. Atrcraft which are not currently \POlled by 
vt\ttal or radar \earch by enemy ;urcrafl Me iluto­
mall~aily cOn\idcred to be in PO\IItOn\ ot Ad~an-

'·'IIC 
[6 .251 1\llhough imuative detcrmme<.the order 10 
which the Player' make their move\, .111 Di<.advan­
taged tmcraft (uf J>oth "de~) arc moved llelore ail 
Normal atrcra lt , whtch arc moved before nil Ad­
vantage aircraft (~ee Sequence of Play, Section 
5.0). 

[7.0] INITIATIVE 
GI' NI RAL RUI E: 

Durang the lnlliaii\C Determtnatnm Phi!\e, the 
Player' u'e the rule' of lnttiallvc to figure out 
whid1 Player" til beth~ rir\1 Player. <llld which the 
\eCtlltd throughout the Ciame-Turn. At the begm­
nlng ol each linn. the Player~ figt11c Initiative 
anew, '" i1 i' qtllle wn..:c:ivable that the 'ccund 
Player in one turn would become the fir\1 in the 
ne~t . 

tA~F": 

f7. 11 II OW TO l> t:Tf:RMINt: 11\oiTIA riVE 

Roth Pla~er' roilt"o dice, and each total\ hi' tlte­
roil<. The Pla~er "ith the greater total i\ coo 
'idcred 10 "H:I\e the lmtlau•·e "Nme, howc•cr, 
that a Player·, <he-roil may he altered under ccr 
I :tin .:irntm\1 ;tncc' Fach Player mu\1 refer 10 I he 
lntt1a11ve Dtc Roil Modiftcation Tahle (7 2) 10 
detctnune whal the modirication to h" die rnll i\ , 
Detl·rminntiOilllf which Player ha' I he lnitiot1vc '' 
mude aftct modification' 10 1 he die-roll' have been 
made I he Pl.1ycr "ho ha' the Initiative dlome\ 
whkh Player ,., to mow fir~t. and whtt:h wcond 
That "· hc ha' the optton ol' hemg euhcr the fir\t 
or \econd Player. Note that bemg the recand 
Player is usually advantageous m A1r War. rr. 
alter all dte-roll modifications ha~c bt."Cn apphed. 
it is dl\covcred 1 hat 1 he Players ha~e wiled 1 he 
'ame number. they mu,l repeat the procedure unul 
one Player ha\ a greater number than the other 

[7.21 INIT IATIVE I>IE-ROI.L 
MOiliHCATION TABU , 
(see separate booklet) 

[8.0] FLIGHT 
vF...,rRAI RULE: 

Ba<.ically, there are three different mode\ or nl · 
Illude' 111 "IHch an a•rcrafl may mo .. e· lc~' cl fhpht, 
chmb. and dl'c. Any single aircraft moy only per­
form one of these types of movement 10 a \inglc 
G<llne rurn. I hi\ section deals with ruh:' that pcr­
tainlo all type~ ofmovemenl, and with level f11ght. 
The Ill'\ I 'ection deal\ wi1h turn tng and ,ti l a'pects 
of aircrall movement that have to do with turning, 
and the rollowmg \CCtiOn deal' w11h divmg and 
dimbmg . .;;cellon II 0 deal\ with 'pedal maneu­
' ·cr' th;u a1n:raft can perform 10 movement. 

PROtFDURE: 

The actual air\peed of an aircraft and the amount 
tlf 1 hru\t hemp o~pphed by 11s engmcs arc rcpre­
<.cntcd hy two dllferent markt'r\ on the AJrt:rafl 
Control Chart An aircraft'' air\pecd i~ repre­
sented hy a Movement Allowance mar~er. and 11~ 
1 hru\1 by n Throllle Selling mar~cr. 

An aircraft'\ Movement Allowance m;trker i~ 

moved ur and down the Movement Trad as the 

aircrafl increa\e\ or det:rease, it\ weed. whether 
1hrough incrca'ed lhru\1, d1ving, climbing or the 
performance of a 'pedal maneuver. The Throule 
Scllmg marker 1\ only mo~ed on the 'v!o~ement 
Track \\hen the atrt:ralt 1\ccclerate\ or Decelerate\ 
by Po"er. 

CASES: 

1~ 1 1 GEN!RALMOVEMENT 

[8. 11 1 An aircra l't '\ Joligh1 AL11tude and Move­
ment Allowance are detem1ined 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'' '>lo,ement Allowance for a 
given turn 1s determmed by the placement of it\ 
Movement Allowance marker un the 'v!o,emcnt 
Track. 

Example: An aircraft's Mtlvcment Allowance 
would be 5 if it~ Movement Allowance marker 
'"ere set at 5 on the Movement Trac~ . 

(11. 13( An aircran "\aid to ha'e a\ many Move­
ment Point\ a' it' Movement Allowance: thu\, an 
aircraft wllh. ~ay. Movement Allowance of 10 
would ha'e 10 Mlwcmcnt Pomt\. 

[11. 14( An aircraft mu\1 C\pend its full Movement 
\llowance e\ery turn: 111 a gtven turn, an am:raft 
must expend alluf 11\ Mo~ement Points. 

[8. 151 There an: a numllcr of way<. in which air­
craft may expend Movem~·nt Points. An a1rcraft 
expend~ one Movcmcnl Pntnl every time its atr­
~raft counter i' moved one he\ on the game-map. 
In addition, excl.'utlng a turn, roll. or other 
maneuver may reqUire the expenditure of Move­
ment Point\. 

(8. 161 An aircrafl ma) not e\ceed it'i \llovcment 
Allowance; that1s 10 \ay, 11 mav never \pend more 
\1ovcment Pomt' 1han it has. 

J8.21 THROTTLt. '-l-:"111 'iG 

18.21) An aircraft\ Throttle Selling is equal to 1he 
numbered hO\ occup1ed by liS Throttle Selling 
marker on the Movement Trac~ . 

£romple: An atrcraft would have a Throule Set­
ting of 5 if its Throlllc Sc111ng marker were in the 5 
box on the Movement Track. 

(8.22) The Throllle Setting of an aircraft 
repre\cnl~ the amtlunt of 1 hrust being applied by 
that aircraft's cnlllnC'. Therefore, an aircraft's 
Throule Se111ng direciiV affect\, but i' a factor di\­
linct from. it\ air, peed ur Mo"Vement Allowance 

[8.23) Generally \peak111g. an aircraft's Mo~e­
mem Allo"ance may be altered by a number of 
factors- the atrcraft -'ill lose \peed when climb­
ing, gain 11 when dtvlllg, and so forth - but ih 
Throttle Selling will only change when the aircraft 
voluntarily alter' it. The only time an aircraft'' 
Throllle Selling will lltvoluntarily be reduced is 
when by divtng, the aircraft arrive~ at an altitude 
where it\ curren1 "l hrollle Selling i~ greater than 
1hc ma~imum at the atrcra ft 's new level. 

[8 .241 Unless altered hy \Orne other factor (such a<. 
d1ving or dimbmg or cnergy-~illing maneuver). an 
aircraft·, Movement Allowance~ 111 tend 10\\ard\ 
its Throllle Sellin[!. 

[8.31 ACCELERATIO'I AND 
OECELt:RATION BY POWER 

[8.311 An aircraft', Thro11le Selling may be In ­

creased only by Accelcrauun by Power, and de­
crea~ed by Decelera1ion by Pnwcr. (Exception: see 
Case 8.23). Note thai there arc two general cate­
gories of accelcration tde.:elerat ion. Acceleration/ 

Deceleratton by Po"cr affects an a1rcraft's Throt­
tle Setllng and Movement Allowan,e;. all o1her 
form\ of accelcrauon/de.:eleratlon affect only the 
atrnalt', '>1ovcmcnt Allowance. 

[8.321 Dunng the Accelerauon/ DecelcratiOil by 
Power Segment nl an aircraft·~ Movement Phase, 
1 he air.:raft may alter it\ Thronle "'e11ing. The 
amount by whtch an atrcraft may incrc(l\e or 
decrc;l<.c it\ Thro11le Sell ing is dependent upon the 
u1rcr:tft type. 

[8.331 On the ACI.'eleration Table ol un ;mcraft's 
Performance Chart " given the Acc.:lerauon 
Allo"ancC\ of that atrcraft. An aircraft'\ Accele­
rallon Allo\\ancc " dependent upon the alt11ude 
groupmg 31 "hich 11 "nying and it' current ThrOI· 
tic Sellin~ <.rn\\-rcference the altttude groupin~ 
at which the a~rcrafl ·~ nymg (found at 1he top of 
the table) wllh tl\ current Thro11le Setting (found 
111 the left-most column of the table). Th" w1ll 
yield n ~inglc number. which ''the a1rt:raft'' Ac­
celeration Allowance under thtl\e Ctllldition~. 
Note· The Thronlc Set ting and 111J1 the Movement 
Allowance of an ai rcraft is mvolved in th i<. pro· 
cedurc. 

[8.34) If" Player chOO\eS to Accelerate by Power. 
he ma) advance the accelerallng .urcraft 's Ac­
cclerauon \llarker along the Acceleration Gauge 
by a' man) bo'e' a\ the Accelerauon Allo"ance 
or the atrcraft He is no1 reqUired to accelerate the 
full allowance; he may accelerate fewer ho\C\, if 
he wi,hes 

[8.351 An a1rcraf1\ Deceleration Allowance 1s 
li' lcd on the Basic Atrcraft I nform,t l ion Tahle. If a 
Player choo\c' 10 have an aircral'l Dc.:clcratc hy 
Power, i1 may reduce (or "rewind") it\ Acccler8-
tion Marker hy as many bo~cs a\ the Deceleration 
Alluwance on the Acceleration Guuge. Ag:un, an 
<llrt:raft i<. not required to Decelerate by ih full 
Oeccleratton Allowance; 11 ma~ de.:clcrate by 
fewer bO\e\, tf II\ owning Player choo~e' 

(8.361 fvery time that an aircraft'\ Acceleration 
marker emers the 0 bo~ on the Acceleration Gau~e 
gomg forward\ (clock\\ise), the atrcraft'' Thro11lc 
~cuing i' mcrea\ed by one point 1-ver> ttmc the 
Accelerauon marker passes the 0 bo\ mov1ng 
bac~ ward (i.e., counter-doc~ wi,c), 1 he Throttle 
Settmg iHeduced by one point. 
[8.371 Note that. under certain condittom. \ome 
tmcrafl have an Acceleratton Allowance or lz. If 
;m aircraft \\ith \uch an Acceleration Allowance 
at:ccler<tte' by Power, move 11~ Acceleration 
mar~er by one-half of a box - 1.e., move 11 tlnto 
1 he hne het"~'t!n t-.o bo~es on I he Acceleration 
Gauge, and, 11 it accelerate.. on the followmg turn, 
move 111010 the ne~t box. 

[8.381 An atrcraft may not Accelerate by Po-.cr 
wh1le chmbmg, unle\\ specifically allowed to do so 
by 11\ A1rt:raf1 Performance Chan 

[8.391 tr an aircraft'~ Throllle ~etllng" tncrea\ed 
by one romt, it~ Movement Allowance i\ o l~o im­
mediately llll.'rea~ed by one point: if the Thro11le 
Sctllng i' decrea.\cd. ~o is lhe Muvemcnt 
Allowance. Nme I hat any \uch increa\e i' tn addl­
tum to an) creeping acceleration that may occur, 
(\CC 8 44). 

[8.4[ ACO.tf.RA TION 

(8.411 An a•rcraft'\ Movement Allowance (3\ op­
ro,ed to'" Throule Seuing) may be mcrea,ed in a 
number of ways. 

[8.421 Note that an a~rcraft's Movement 
Allowance may never be greater than 11\ Maxtmum 
Movement Allowance. An aircraft'' Maximum 
Movement Allowance is equal to II\ Maxtmum 
Thrtlllle Selling (see 8.43) when the mrcrnf1 is in 
level fltght or climbing: when it · ~ d1vmg. liS Ma\1-



mum Movement Allowance i\ 1ndicatcd on the 
D•ve Chart (see Ca~e 10.4). 

[8.431 An aircraft'~ \ilaximum and "1tmmum 
Throule Sellings vary with a I Illude group1ng. and 
are indicated on the Basic Aircraft Information 
Table. An aircraft'\ Throttle Selling may never be 
greater than it~ Ma>.imum Throule Serung, nor 
les~ than irs Mimmum. 

18.441 "Creeping" Accelera tion: 
I f an a1rcraft's Movement Allowance i\ le\~ than 
irs rhrollle Selling a1 the end of the Acceleration 
and Deceleration Phase (i.e., after the Movement 
Allowance marker ha~ been moved to rencct air­
~pccd changes rc\u lting from all other type~ of Ac­
celeration and Deceleration). its Movement 
Allowance i~ automatically incrca~cd by one. Ex­
c:eplt0/1. Creepmg Accelc:ration does not occur 1f 
an aircraft isclimbmg. 

18.451 Acceleration b> Energy Gaining 
Maneunr 

Aircraft may increa\e 1heir Movemem Allowance 
(but 1101 their Thro11le Selling) by cngagmg in 
energy-gaining maneuvers. such a~ diving. When 
an a~rcraft dive~ . '" \ilovement Allowance is 
usually increased (\ccd1ving rules, Case 10.4) 

18.5) DECELERA fi ON 

(8.5 1) An aircraft may decrea~e its Movement 
Allowance 111 three bas1c wav\; Deceleration by ln­
ducmg Drag, by Encrgy-Lo~ing \ilaneuver, and by 
fade-bact.. Deceleration. 

[8.521 There i~ no Minimum Movement Allow­
ance for any aircraft . Theoretically, an aircraft 
may have a Movement Allowance of 1ero: 
however, 1f 11 does, there i~ a chance that 11 will 
Depart Controlled Flight and begin p lummeting 
towards the ground (see Case 10.8) 

[8.531 Deceleratio n b> EntrJu-tosing Maneu~er 
Aircraft may decrea~e their Movement Allowance 
(bur not their Throttle Sett1ng) by engaging in 
energy-lo~mg maneuvers, ~uch a~ climbing or 
barrel-rolling. Note that energy-Jo,ing maneuver~ 
may be partially counteracted by "Creepmg" Ac­
celerauon (sec Ca~c 8.44). 

[8 .541 l>eceleralion by Inducing llrag 
Inducing Drag ba~•cally means "dmying up" the 
e~tenor or an aJrcralt by openmg naps, \lat~. or 
~peedbreak~. If an aircraft's owning Player 
decide., to reduce 11~ speed by Inducing Drag, he 
reduce\ it~ Movement Allowance during the Ac­
celeration and Deceleration Segment of the air­
craft'' Movement Pha~e. An aircraft may reduce 
tis Movement Allowance by one Movement Point 
in thi~ manner. 

An aJrcraft may no/ decelerate by Inducing Drag if 
its initial "1ovemcnt Allowance i~ ~ix or more and 
it is nying at LO or ML altitude groupings, or five 
or more IH MH or HI altitude grouping\. (For a 
definition of "altitude groupmg," ~ee Definition 
ofTerms, 3.0) 

[8.55) fade-Back l>ecelera tion 
As indicated in the rules for D•ving (10.4), an air­
craft that pull\ out of a dive ha~ tis Movement 
Allowance reduced to its Throttle Setting Immedi­
ately, and does not undergo "Creepmg Decelera­
tion" in the same way that aircraft pulling out of 
climb~ undergo Creeping acceleration. However, 
an aircraft that pull\ out of a d1ve may, on the turn 
that it enters Level Flight execute fade-back 
deceleration: this means that, for tnis Game-Turn 
only, the aircraft'~ Movement Allowance i~ only 
dccrca~ed by ont point, rather than to the air­
craft'~ fhroule Setting. On the next Game-Turn. 
the a~rcraft mu~t decrease its Movement Allow­
ance to its Throulc Setting; fade-back deceleration 
may only be executed on the Game-Turn thai an 
aircraft pulls out of a dtve. 

[9.0] TURNING 
GENERAL RULE: 
In Atr War, an unique facmg system i\ u~ed that " 
di\~1milar to that used in any other SPI game. 
Therefore, the Players would be well advised 10 
s tudy th" rule~ section rather carefully before 
play. 

Atr War utili1es a 12-point facing \ystem. Thi\ 
means that there are twelve directions in which an 
aJrcraft may face: an a~rcraft may, in fact, either 
fa~e tO\\ard\ a he~side, Or 10wards a he\ juncture. 
(Note: A he' JUncture IS the pomr formed when 
two hexsides come together). Each aircraft 
coumer hll\ on it an aircraft "nose,'' and an alf· 
craft'~ facmg i~ mdicated on the game-map by the 
dm~cuon 11' no\c is pomllng it. (See illustration. ) 

PROCEDURF: 
Basically. turning one hex-poin1 (1 .e.. turnmg 
from a he\ \Ide to an adJacent he\ juncture or' ice 
vcr\a) mean' a turn o f 30dcgrees for an aircraft in­
volved. A\ mmt aircraft are incapable of turmng 
through thirty degree~ in a single hex at most 
~reed~. a rather complex \y\lem i\ utili1ed to ·~eep 
trad. of the degrees through which an aircraft ha\ 
IUrncd, and the amount by which it turn\ in a given 
hex 

Each aircraft i' a'signed a Turn Mode by the Turn 
Mode Chart on liS Aircraft Performance Chart. 
An aircrafl.'\ Turn \!lode indicates the number of 
"Turn Poult\" 1 hat an aircraft can accumulate 10 

each hex that 11 move\ through. When an aircraft 
accumulates a tOtal of Thirty Turn Points. it i' 
turned by one hex-pomt 

On the Aircraft Control Chan '' a "Turn In 
d icator" which has a Turn Points marker placed 
on it at the beginning of the game. Each time that 
an a~rcraft accumulate' Turn Pomt~. its Turn 
Point~ marker 1\ moved along the Turn Indicator 
to renect the accumula tion. If the Turn Marker is 
in lhe25 box, and lhe aircraft accumulates 5 more 
Tum Points, the Turn marker is returned to the 0 
box and lhe aircraft is turned by one hex point. 
£xplanalion of Facing £xamplt: 
In the illu,tr<Hion below, 1hree aircraft are shown 
facing toward\ three of the 12 pos~ible he~ point~ 
Aircraft A and Care facmg toward\ hexsides: air­
craft B i~ facing 10ward~ a he" Juncture. 
CASES: 

19. 1) PECU UARITIESO•· 
TWEI.Vf.-POINT FACING 

19. 11 ] When an aircraft 1s facing towards a hex 
Juncture, it i\ incapable of moving in a perfectly 
\traight line, a\ thi~ would force it to move along 
hex\ide~. 

19. 12) If an aircraft 1s facmg toward\ a hex junc­
litre and it 1\ not ~ide!.lipping (sec Ca\e 9. 7), it 
moves as follows: tirsl, it moves 10 the hex im­
mediately in front of it off to the right (\ee illustra­
tion): then 11 moves to the hex that is now in front 

ol it tu the lefr; then to the hex in front of 11 to the 
righ1, and 'o on The a~rcrafl continue\ to alter­
narc bcr"een mo\lng to the hex 10 the front and 
right and moving to the hex to the front and left. 
until II ha\ completed it~ movement. 

Explanalion of Facint Exam pit: 
The a~rcraft 10 the follo"'"l! illu\trallon begm~ 
po11111ng toward' a hex juncture. In movmg II, the 
Player chooses nell her to accumulate Turn Points 
nor w ~•dcslip. and thus move\ the aircraft direc1ly 
forward\. It is mu,ed fiN to the hex in front of it 
and to the right, then to the one 10 front of 11 and to 
1hc left, and ~o forth, back and forth, for a total of 
'i'< h<.''<C' before all its Movement Point\ are cx ­
hau,ted 

9 
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[9.21 ACCUMUlAT ING rU RN POINTS 

[9.2 11 Before an atrcrafl can turn its facing by one 
hex-point. it must accumulate thirty Turn Points. 
Aet:umulation or Turn Points by an aircraft is 
noted on the Aircraft Control Display by the 
movement of the aircraft's Turn Points marker. 

[9.221 When an aircraft moves into a hex in the 
course of its movement, 11 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 Movemt;:rit 
Pllint (in addition to any Movement Points ex­
pended to enter 1 he hex); 1 he aircraft's Turn Points 
marker is then moved along the Turn Indicator to 
reOect I he 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 accumulate~. 

[9.231 Each aircraft may only accumulate Turn 
Point~ once in a ~ingle hex. The number of Turn 
Pomts 1 ha t an a1rcraft .:an accumulate in a single 
hex i~ determined according to a procedure out­
lined below, but the fact remain~ that, after ac­
cumulating Turn Points in a hex, an aircraft must 
move on to another hex (and expend another extra 
Movement Point) before accumulating more Turn 
Points. 

[9.241 The number of Turn Points that an aircraft 
can uccumulate in a hex is determined by the air­
craft's Tum Mode Table, which is situated on the 
Aircraft'~ Performance Chart 

F111d lh<· air~:raft's allllude grouping at the top of' 
the Turn Mode Table (either LO, ML, MH, or 
HI). 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. Cros~-reference 
the row and column being used on the table to 
yield a ~ingle 11umber; thi~ i' the aircraft'~ Turn 
Mode under those co11ditions. 

19.251 ore: When an aircraft is nying banked at 
a 45° angle (upright or inverted), its Turn Mode 
will actually be somewhat greater than this 
number; sec 9.6. 

[9.261 Examine the Turn Mode/ point Translation 
Table (9 .29). Read down the left-hand side of the 
table unt ilt he Turn Mode of the turning aircraft is 
found . On the row of the Table de termined by the 
Turn Mode will br a ~eril.'\ of number~ ~eparated 
by ~lashes (or a single number). lr 1 here is a single 
number, that number is the number of Turn 
Point~ that the aircraft ~:an accumulate in each 
hex. If there is a serie' of numbers. thl' fiN in the 
<cries is the number of Turn Point~ that the air­
craft can accumulate in the first he~ it accumulates 
in; the second i' the number it accumulates in the 
second hex; and <o forth . (£mmple: 10/5/5 would 
i11dicate thatthea1rcraft could accumulate IOTurn 
Points in ih first hex. live in the second, five in the 
th1rd. If the aircraft continued moving and ac­
cumulating Turn Points a l'ter the third he~. 'it 
would begin the cycle again; thu~. in its fourth he'C, 
it would again accumulate Ten Turn Point~; in thl' 
fifth, five; and so forth). 

[9.271 Certain Turn Mode ~cries have 0 terms in 
them (for example. 5/ 5/ 0.) If an aircraft'~ Turn 
Mode ~eric~ include~ ~uch a term, and the aircraft 
i' accumulating Turn Point~ and wishes to con ­
tinue accumulating Turn Points after it has come 
to the 0 term in its series, it must e~pend one Move­
ment Point to accumulate no Turn Points in a hex. 

Example: Using the Turn Point accumulation 
\ene\ gtven as an example previously (i.e., 5/ S/0) 
the aircraft would accumulate five Turn Points in 
each of the fir~ t rwo he~es it accumulated Turn 
Point~ in. In the third he~. it would accumulau: 
none. However, if 11 wished to continue ac-

cumulating furn Points after its third hex, it 
would be forced to expend one Movement Point in 
it~ third hex to accumulate 1cro Turn Points. If it 
had nor done so, it would not retu'rn to the first 5 
term unti l it had expended one Movement Point 
accumulating zero Turn Points. 

(9.28] I fan aircraft has a Movement Allowance of 
one at any time, it can either accumulate Turn 
Points or move one hex in it~ Movement Segment, 
as it docs not have enough Movement Points to do 
both. However, if such an aircraft accumulates 
Turn Points in one Game-Turn, it must 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 10 Game-Turn. 

[9.291 T urn Mode/ P oinl T ranslation Table 
(see separate booklet l 

[9.3] TURNING AND T H E 
TURN INDICATOR 

(9.3 11 Aircraft may turn normally when executing 
any sort or dive or climb. Note however that air­
craft rotational position (i.e., whether an aircraft 
1S banked, inverted, or whatnot) will affect the rate 
at which an aircraft can turn (<ee Case 9.6). 

(9.32] On the Aircraft Control Chart is a track 
known as the Turn Indicator. Thi; track runs from 
25" in one direction to 0° to 25° in the other dire'c­
tion, at 5° 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
ISent the accumulation of Tum 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] I fan aircraft is turning to the right, its Turn 
Points marker is moved along the Turn Indicator 
to 1 he right. If it is turning to the left, its marker i~ 
moved to the left. 
(9.34] If a Tum 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 o· box 
on the Turn Indicator, and the aircraft's counter is 
turned one hex-point. I r 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. 
[9.351 It is perfectly pos~ible for an aircraft to 
"fishtail" its Turn Point marker back and forth­
that is to ~ay, to turn a few Points to the right, then 
a few to the left - in order to kill Movement 
Points. This is called· 'jinking. •· 

[9.361 Unless otherwise specified by a scenario, all 
a1rcraft begin with 0 Turn Points accumulated. 

[9.41 ROlliNG 

(9.4 1] "Rolling" i~ the rotation or an aircraft 
around its longitudinal axis. Rolling is a prerequi­
\ite for many maneuvers; in addition, an aircraft's 
rotational position affects its Turn Mode. 

[9.421 The rotational position of an aircraft 
(hereafter called the aircraft 's Fligh t Altitude), or 
the angle at which the aircraft\ wings are banked, 
is kept track of on I he Flight Attitude l ndicator (as 
1~ the Dive/ Climb Type of aircraft, see 10.{)). The 
Pl:~yers will norc that each box on the Flight At­
titude Indicator has printed on it an "asterisk" of 
!'our line< intersecting 10 point in eight direction.<. 
They will funher note that each Flight Altitude 
marker has printed on it the tail-view of an air­
craft, ~bowing 1 he directions the wings and tail 
point in (see illu~tration) . At all times. an aircraft'~ 
Flight Attitude marker must be lined up on one of 
the hoxes of the Flight Allitude Indicator <o that 
the wing~ of the marker are lined up between two 
nf the points of the asteri<k (sec illu<tration). 

Which particular box of the Flight A1litudc Indi­
cator the Flight Altitude marker is placed in 
depends on whether or not the aircraft is divmg or 
climbing (see Section 10.0). 

19.431 An aircraft flying compll'tdy hori1.ontally 
(i.e., one that is not banked) would have the 
"wings" on its Flight marker aligned horitontally. 
To move the wings from one point on the asterisk 
(a rotation through 45°) is known as rolling one 
point; a .:omplete roll of 360" would be rolling 
eight points. 

[9.441 As well as bearing wings, each Flight 'Al­
titude marker bears an aircraft "tail." If the 
"tail'' is pointing to the nght of the vertical. the 
aircraft is ~aid to be banked to the right; if it h 
pointing to the left of the vertical, it is ~aid to be 
banked to the left. 

[9.451 If the tail of an aircraft 's Flight Alii tude 
marker is pointing below the horitontal, the air­
craft is said lObe "inverted. " If the wings of the 
marker arc aligned along the hori£on tal, the air­
craft is ~aid to be hori1ontal; if they are aligned 
along the vertical, it IS said 10 be vertical. See il­
lustration. 

19.5) EFFECTS OF f liG iiT A TTITUOE 

[9.5 11 An aircraft can only turn at it~ Turn Mode 
as indicated on I he Turn Mode Chart if a) it is ver­
tical (i.e .. banked at a 90° angle), or b) it is banked 
at a 45° ang le and has a Movement Allowance of 
rhree or less. Otherwise, the aircraft's Turn Mode 
is actually somewhat greater 1 han the Turn Mode 
Chart ~peci fies. 

[9.52] An aircraft can turn only to the right if it i~ 
banked to the right: it can only turn to the left if it 
is banked to the left. A hori7ontal aircraft 
(whether inverted or not) may not turn at all; it 
mu~t bank in one direction or the other first. 

(9.531 1 ran aircraft is turning and it is not vertical 
(i.e., it i~ banked at a 45° or 135• angle), and its 
Moveml'nt Allowance is four or greater, its Turn 
M<>de is ~omewhat greater than the Turn Mode 
Chart of the aircraft indicate~. 

If. the aircraft's Turn Mode Chart indicates that it 
has a Turn Mode of 6 or les~ under these circum­
\lances. one is added to its Turn Mode. 

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

If it has a Turn Mode of 13 or more, rhree is added 
totheTurnMode. 

[9.54] If, during the Flight Altitude Segment, an 
aircraft'~ wings are vertical (i.e., the aircraft is 
banked at a 90" angle), the aircraft loses one level 
of allitude (and ha~ ib Movement Allowance 
reduced, ~ee 9 .56). This is because aircraft banked 
at this angle are exerting lill ie to no lift, and 
therefore tend to lose a ltitude. 

Note that this meam that an aircraft that is turning 
at the optimum rate must lose altitude. ~incc an 
aircraft mu~t have vertical wings in order to turn at 
the optimum rate, and must lo\c altitude if its 
wings are vertical. 

[9 .551 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 tum 
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 at rcraft uses to gain turn poants. The 
Movement Points expended are expended per 
turn. 
]9.6] ROI L COSTS A '110 INHIBITIO'~ 

]9.6 11 Under certain condition\, an aircraft mu~t 
expend Movement Points in order to roll. The 
number of Movement Points an ;:urcraft I'J1U\I ex­
pend in order to roll a given number of point\ in a 
single Game-Turn is li~ted on the Roll Co~l Table 
on the Aircraft Performam·c Chart. 
[9.62] Roll com are cumulative throughout;trt en­
ure Game-Turn Thu~. if an aircraft were to ex­
ecute a number of one-point rolls tn a 'ingle Mo,e­
ment Pha~e. it \\Ould have to expend Mo,cmcnt 
Pomt~ corrc,pondmg to the total number of potnts 
rolled. 
(9.63] An atrcraft may roll at any ume 111 '" 
Movement Segment. It may roll a number ot 
potnh 111 one hex. and another an the next; it may 
roll all the points it wishes to roll in one hex. or 
~caner its rolls among a number of hexes. Aircraft 
may roll nornutlly while climbing. divtng or llying 
level. 

(9.641 No aircraft may roll more than \IXtecn 
point\ total 111 a \ingle Game-Turn. 
(9.71 S I Df~'i LIPPING 

(9.7 1] Sidc,hppmg is a form of mo,ement that 
combmc' both forward and lateral movement. 

(9.72( An :urcrafl may ~ideslip at any time during 
its Mo,cment Segment. An aircraft may sideslip 
while climbing, dtving or llying level An atrcraft 
may C\pend part of it~ Movement Allowance 
~ id eslipping, and the re~1 in normal night (or vicc­
ver~a) 

(9. 731 In order to ~ideslip, an aircraft mu\t have at 
lt:a\1 5 Turn Potnt\ accumulated in the dtrect ion it 
wi\hes to sidc,lip, and be banked in that dtrection 
(I.e., tf 11 wi\he~ to side,lip to the left. 11 must be 
banl.ed to the left and have Turn Poin" ac­
cumulated to the left. 

(9. 74( Sidc~lipping means mo' ing a ccnam 
number of he,es direct I} forwards and then mov­
ing one he\ to the side (laterally). Dependmg on 
the number of Turn Points that an aircraft ha' ac­
cumulated, 11 must move a greater or le"cr 
number of hexes forwards before movmg one 
sidewnvs. 
(9. 75] As the' Sideslipping Table (9 78) indicates, 
an aircraft with five Turn Points accumulated 
must move eleven hexes directly forward before 
movmg one laterally; an aircraft with ten Turn 

Explanation of fllustrarlon: 
Four aircraft are rolled in three different direc­
tions: A is horilontal; B banked to right; C vertical 
banked to right; D inverted banked to left. 

Point\ mu~l move \i' forward before moving one 
laterally: and so forth. An atrcraft expends no 
Movement Point\ "hen 11 moves one hex laterall}·; 
thi~ lateral mo,cmcnt " considered to occur 
\\>tthour the e\pcnduure of \1oYement Points. 
\llovement Points are e\pendcd only when the air­
craft is moving forward before moving laterally. 
Thus, sideslipping i~ "bonus" movement. 
[9.761 An aircraft may 'idcslin more than once in 
a ~ingle Game-Tum. An a1rcta ft may intermingle 
\ideslipping and normal movement in any way it~ 
owning Player deem, u\cful. 

(9. 77] If an aircraft " facing towards a hex-s1de 
when it begins us side\ lip, it wtll be forced to move 
onto a hex~ide when it mo,cs laterally one he' bee 
Illustration) Stnce aircraft may not move onto 
heA~ide~. such an atrcraft is mOYtng downwards 
one he' (see illustration) \O that itts posuioned in a 
hex at the end of tl\ ~tdesltp. Note 1 hat atrcrafl fac­
mg towards hex-juncture have no \Uch problem. 

[9. 781 Sideslippin~: Tublt (see separate booklet) 
£xplonation of Sideslip E.xamplt: 
Three aircraft, A, 0 and C begin their movement 
"'ith a sideslip; A j, nointing rowards a hex side. 
and Band C toward~ he\ juncture\. A and B ha~e 
15 Turn Poinh accumula ted (to the right), and 
thu~ must move four he~e\ forward' before mo\­
mg one laterally. C ha\ 20 Turn Pomts accumu­
lated, and mu\1 therefore mO\C three he\e\ direct-
1~ forward~ before moving unc to the left 

[10.0] CHANGI~G ALTITUDE 
GENERAL RULE· 

During the Flight Allrtude Segment of the Move­
ment Phase, an aircrart'\ owning Player may 
move the Flight Allitude marker of the aircrafr. 
During this >cgment. he decides whether his mov­
ing aircraft is IO dive, chmb, or ny level, and what 
type of dive or chmb it will execute if it chooses 
either of those onrion' Ger11.'rally \neakmg, climb­
mg allow~ an atrcrafl to gam altitude while lo\ing 
~peed, "hile diving allow~ 11 10 lo\c altitude and 
gain ~peed and momentum 

SIDESLIPPING 

PROl LDltRF: 

Move the I light Altitude \.1arl.er nl r hc airc:ralt ur 
or dO\\ 11 the flight Altitude lndicalllr on thc ,\ir 
cratr Contrul Chart. Note that rite r ltght \rutude 
I ndteiltor '' U\ed to indicate both ;tircrafl "utg 
f)ll\ir1on' and dive and climh IYfle' one " 111 
drcatcd by rhc facmg of the Flt11hr Allttudc 
marker, "htlc the other ts mdicatcd hy rhc 
mnrkcr·, no,i tion on the tndrcator. lhc 'ncdl'it 
bo~ in whid1 a Flight Altitude marker is \ltuatcd 
indtcate' whether the aircraft renrewnted hy that 
mMJ..ct i\ in u I )'pe I Dive. a Type II Ohe, ,1 I ypc 
Ill 01vc, I ncl Flight. a Type I Chmb. a Type II 
Chmb. ora T)n~: Ill Climb. 

CASES: 
(10. 11 (;t,tRAL 

(10. 111 The Plaver mu\1 decide "hat type ot 
dimb, di\C ur level lltght he wi\hC' an atr.:ra 1'1 to 
e'\ccurc during r he I light Ani tude Sesme11t ot the 
:urcraft'\ Movement Pha~e. During thi' \l'j!mcnt, 
he place' thl· a t rcraft"~ Fltght Allitude nutrkcr 111 
the bo~ on the Fl ight Anitudc Indicator corrc­
spondmg to rhc type of Climb, dive, or level flight 
that he wi,hc~ the aircraft to execute. 
[10. 121 Durmg the fl ight Attitude Segment uf an 
aircralt'\ Movement Pha\e. the O\\ntng Player 
ma' 11nl) mmc the atrcraft'\ I ht~ht 1\tlltudc 
marl.er un b~ one bo\ or down by one bl'' nn the 
flight \rutude lndu:ator For instance. tl an atr· 
cran·, Htght AI Illude marl.cr began a Game· Turn 
in J T}pc I Climh, the aircraft might ell her c\ecutc: 
a Tync II <.limb, a Type I Climb, or L c~ell-light. 
at 1 he owning Player'~ optton. The a1rcrafr ..:uuh.J 
nor go 11110 a Type Ill Climb or any rypc Ill di\c, 
hecau\e doing \0 would nece~'llatc muvmg the 
Flight Allitude marker more than one box. 

(IO. IJJ An arrcrafl may only execute one t)'flC uf 
climb, dive, or Le~rel Flight in an} one Game­
Turn. An :urcraft could not for instance. e'ecute 
one type of chmb, dive, or Le\el Flight l'or part of 
it\ \1ovcmcnt Pha,e, and some other type for the 
rest (Cxcepuon: ~ee Section II .0, Maneuver\) . 

11 
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[10.141 When nn aircraft change\ 11~ allitude by 
climbmg or d1ving, the pm111on' of the Altitude 
marker\ on II\ Allimeter on the Aircrart Control 
Chan must be allercd. Each level of al111ude that 
an aircraf1 ~limb\ cau\e\ the number md1~atcd by 
the Allimcter to he mcrea,cd by one. and l"ach 
leH•I dived dccrea\e\ it by one 

[10. 1SI When an a1rcraf1 changes ats "'ovemem 
Allowance because of a dl\e or climb. the air· 
craft\ Mo•cmcnt 1\llowance marker 1s moved 10 
rencctthe mcrea'e or dccrea'e in it~ 'I'Ced 

[10. 161 All effect~ of a d1ve or climb- changes in 
altitude and changes in Movement Allowance -
occurdunng the Flight Altitude Segment. 

(10.21 CLIMBING 

[10.2 11 There arc three type\ of climb~: fype I. 
Type It and Type Ill, Type Ill be1ng the steepest. 
Not all aircraft arc able 10 perform fype Ill 
climbs; if an air.:rnrt 1\ not pcrmilled to C\ecute a 
certain type of climb. wch will be mdicatcd in its 
Climb Chart. 

I H1.221 If an aircraft 1, 10 .:limh, it~ owning Player 
must determine wha1 Type or damb 11 w11l execute, 
and then refer to tbe Climb Table. 

(10.231 He find\ the aan:ral't\ current allitude 
grouping(LO. ML. MH or HI) He then compares 
the aircraft'~ Mo,cmenr Allowance and Thro11le 
Selling, and determines which" greater. 

(10.24) The Player find\ the al11111de grourung of 
his dimbmg a1rcraf1 at the very top of the table. 
Immediately below thl\ will be a number of col­
umns: at the top of e;~ch column w1ll be a smgle 
number. This number as the number ot levels that 
the am:raft dimll\ . 

f i0.2SI The Player find\ hi\ aaraaft'\ \lovement 
Allo\\ance/ Throlllc Setung (whichever 1\ greater) 
along the side of the Climb Table, and cross­
reference' the row determined thereby with each 
of the column' dctcrmaned by rhe altitude group­
ing. 

[10.26) The Climb Table of each aircraft is color­
coded as to Type of Climb. All permissable Type 
11 Climbs are untinted. All tinted numbers to the 
left of the Type II Climbs are T ype I Climbs. 
Tinted numbers, if any, to the right of Type II 
Climbs are Type Ill C limbs. A dash represents a 
prohibited action. 

(10.27( The Player C\aminc\ each of rhe numhcrs 
on the Climb Table that occur at the intersection 
of 1 he row determmed by the aircraft'' Move men a 
Allowancc/ Throllic Scttint~ and the column under 
its Alii tude groupmg. All number\ "hich arc 
unted a 'hade 1har ~orrc\J)onds to a lyf'e of climb 
that the airo.:rafl t\ 11rlf c'ecurmtt \hould be ig­
nored; i.e ., the Player now concentrate~ only on 
that pan of the table: 1ha1 refer\ to the chmb Type 
that his a1rcrat r "e\c.-utintt 

(10.28( If there IS only a \lOttie member on the row 
of the Table is determined by the aircraft's Move­
ment Allowano.:e 'Throttle <ictllng that i\ tinted to 
correspond \\ilh the :uro:raft's Chmb type. the air­
~rafl's Movement Allowance " reduced to that 
number, and the aircraft climb' a number oflc,els 
equal to the number at the mp oft he column. 

If there IS more than one number on the correct 
row that is 11111ed the correct sh:tde, rhen rhe own­
ing Player of the chmbing aircraft ha\ the option 
of having the turcraft'~ Movement Allowance 
reduced ro any or rhe'e numbers, and having it 
climb the number of level\ equal 10 the corre~pon ­
dang number l\1 the lOp nf the column. 

[10.29) Unles~ otherwise \pecified by I he Aircraft 
Performance Chan. n11 aircraft may not Accele­
rale by Power whi le chmbang. 

[ 10.31 EXAMPLE OF C LIMB 
(Refer to the F-4£ Climb chart) 

An F4E begins its Movement Phase m Level 
Flight at an altutude of 10. wllh a Movement 
Allowance and Throttle Selling of 7 each. The 
owning Player decrdC\ that he "'ants the F-4 10 c\­
ecute a climb. Since the only type of climb that an 
aircraft may enter from Level Flight is a Type I 
Climb (any other Climb Type being more than one 
box away from Level Flight on the Flight Attitude 
Indicator), the Player puts the aircraft'\ Flighr At­
titude marker into the T}pe I Climb bo' on the 
Flight At Illude Indicator. 

The Player determines that the atr.:raft 1s O)'tng at 
LO altitude, and that the Movement Allowance 
and Throttle Setting are both seven - "nee 
nell her is greater. the Player \Imply usc\ 7. 
The Player refers to the F-4E'' Aircraft Perform­
ance Chart and finds the Clunb Table. He di\ 
covers that, at LO altitude and with a Movement 
Allowance/ Throttle Selling of 7, rwo \puce~ on 
1he table are tin1cd to corre\pond 10 a Type 1 
Climb. One space contains the numbe1 6 under rhe 
I column, while the other conraim aS under the 2 
column. Therefore, rhe aircraft may eHher climb 
one level and have it\ Movement Allowance rcduc· 
cd to six, or dimb two levels and have its Move· 
men1 Allowance reduced to five. The Player 
chooses the latter alternative. 

Therefore, he performs the follow1ng action': a) 
Adjusts the Flight A1111ude marker from Level 
Flight to Type I Climb; b) Adju\1\ the Mo,emenl 
<\llowance marker 10 5; c) \1ove~ the Alt1mc1er up­
wards two level' (to 12). 
Let us assume thar. on the followmg turn, the 
Player wishe~ 10 m.-rea'e has aircraft'~ climb to a 
T> pe II. (He could alternately choo\e to return to 
Level Flight. or 10 rem am in a Type I Climb) 

The aircraft i~ ,1111 at tO altitude. and 11' Throllle 
Sellmg (7) is greater than 11~ Movement Allowance 
(5). Examining the Climb Table, the Player finds 
that there is only one section ol' rhe Chart along the 
row corresponding to a Movement Allowance/ 
Throllle Selling of \even under I 0 altitude thar 1\ 
timed to correspond to a TyJ)e II Climb. Thi~ part 
of the table yields the number 3. and at rhe top of 
1 he column is the number J as well. Therefore, if 
the aircraft is ro c'ecutc a Type II Climb. it must 
climb three levels and have ir ' Movement 
Allowance reduced to three. 

Therefore, the Player: a) Adju\1\ the Movement 
Allowance marker to 3; b) AdJUSts the llighr AI· 
ritude marker from a Type f 10 a Type II Climb; c) 
Adjusts the Altimeter to I 5. 

If, on the following turn. rhe Player wished 10 
return the a1rcraft1o a Type I Climb. chmbmg two 
levels, he would: a) Adjust the Flight Atlllude 
marker from a Type II to a Type I Climb; b) 111-

creast> the Movement Allowance from J to S; c) 
Adjust the Altimett'rtO 17. 

[10.4] DIVING 

[10.41) If the owning player decides he wishes his 
aircraft to dive, he then determines the Type of 
Dive (1, n, or Ill- the steepest) it will make. and 
refers to the aircraft's Dive chart. To determme 
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 I Dive 

may dive 1 or 2 levels, have a Max. MA of 7, and 
add 0 Movement Points due to diving. The "5" 
below it means that an F4 in a Type I dive, if it 
wished to dive more than I or 21evels, could dive 3, 
4, or 5 levels, while having a ma.'l(imum 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 ri&hl 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 I 0.12) 

[ 10.43) Once a Player has determined what row of 
the Dive Table is to be used by lhe 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 lhe aircraft's Movement Allowance would be 
increased to its maximum. 

An a.ircrafl 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, tf 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 Lhe Altimeter to renect the 
loss of altitude by the aircraft. 

(10.44) lf an aircrqft in a Type II OR Ill dive is not 
inverted it suffers the following penalties: il may 
not use the steepest of Type Ill dives (if it makes 
more than one Type Ill dive in a row); the max­
imum Movement Allowance is reduced by two; the 
amount of energy gained each tum is reduced by 
SOOJo, rounding up. 

( IO.S) EXAMPLE OF A DIVE 
(Refer to the F-4£ Dive chart) 

An F4E begin\ its Movement Phase nying level at 
an altitude of 48 level~ (LO altuude groupmg), 
w11h a Movement Allowance and Throttle Selling 
of 6 each. The owning Player decides that he wants 
the F4E lo dive, and therefore puts 11~ Flight 
Allitude marker into the T ype I Di~e bo\ on the 
flight Altitude Indicator. The aircraft could obva­
ously not go 11110 a Type II or Type II I D1ve from 
Level Flight . 

The owning Player cross-references a LO alwude 
with a Type I Dive on the Dive Chart, and e"­
ammes the \ingle box that this cross-referenc1ng 
produces. 

The mformation in the bo' referred to tell\ him 
thar the F-4 may execure one of two differenr kind~ 
of Type I dives. The first kind will enable h1m 10 
lo'ie one or two levels with a gain of one Movement 
Point and a Ma~imum Movement Allowance of 7; 
the other will enable him 10 lose three to five level\, 
gain three Movement Points, and have a Max­
imum Movement 'Allowance of 10. The owning 
Player decides ro make the ~econd son of dive. ~o 
he: a) Adjusts the Flight Altitude mar~er from 
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Le•d Flight to a Type I D"e on the Flight Altitude 
Indicator b) Adju\1 ' the Alt1tude marker\ to 
rcncct the lo~s of altitude, Assuming the Player 
wanted 10 lose five level\, the Altimeter would be 
reduced from 48 to 43. c) Increases the F-4E\ 
Movement Allowance (not it~ Throttle Setting) 
from6to9. 

If, on the followmg turn, the Player put the a•r­
craft into a Type II D••e. he would cross-reference 
a Type II Om~ .wuh a LO altitude on the D•ve 
Chart. E\amining the bO\ determined thereby, "e 
\ce that the aircraft may again perform two dif­
ferent kinds of Type II Dtve\ 

The Player dec•dcs that he want~ his aircraft to 
d1ve the maximum number of levels, and thu\ lo'e 
IS level~ of altitude. The Movement Allowance In­
crease is I, but the Maximum Movement Allow­
ance is 9, and the aircraft's Mo,ement Allowance 
i\ already 9. Therefore, the Player: a) Adjusts the 
rhght Altitude Indicator from a Type I to a Type 
II Dhe; b) Adjusts the Altimeter from 43 to 28: c) 
Docs not adjust the Movement Allowance marker. 

On the following turn, the Player could either keep 
hts aircraft in a Type II Dive, or put it into a Type 1 
or Type Ill Dive. 

110.6) ENERGY STATU!) 

110.61) Aircraft add energy while diving, as a car 
p1cks up speed while rolling down a hill. This addi­
tional momentum can be used to increase the 
\peed of an aircraft when it leaves a dive and goes 
into level night or a climb. The concept of Energy 
Status and the use of Energy Pomts are very im­
portant in the play of Atr War, and players arc ad 
vtscd to master it fully before playing. 

110.621 The Energy Status marker. which is plac­
ed on the Movement Track, is u~ed to keep track 
of the energy an aircraft gaul\ while diving. The 
scltmg of the Energy Statu' marker is equ1valent 
to the number of Energy Pomts that the aircraft 
pO\\e\\e,. 

(10.63) The Energy Status marker is normally 
kept at 0 on the Movement frack. It is moved up 
the track as the aircraft gains E:nergy Points. 

110.64) During the Accumulation of Energy 
Points Segment of the Movement Phase, after an 
aircraft has completed all its movement, the 
number of Energy Pomt~ that each aircraft which 
dived has accumulated by dtving in that Movement 
Phase ts calculated, and the Energy Status marker 
moved to reneet the accumulation. The number of 
Energy Points that an atrcraft accumulate~ 10 a 
Movement Phase is detcrmmed by the following 
procedure: a) Divide the number of levels dived by 
the aircraft by three (rounding down). b) If the air­
craft IS tn a Type I Dive (only) add to this the total 
number of hexes moved through by the aircraft 
dtvided by three, rounding down. Note that one 
Movement Point expended in a sideslip IS 

equivalent to one hex moved through for this pur­
po\e. 

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

110.65) An aircraft may never accumulate more 
than its maximum Energy Point Accumulation in 
a ~tngle Game-Turn. The Maximum number of 
Energy Pomts an aircraft can accumulate tn a 
single Game-Turn is shown in the Basic Aircraft 
lnformauon Table of each Aircraft Performance 
Chart. If, according to 10.64. an aircraft must ac­
cumulate more than Maxtmum Energy Points, it 
accumulates the Maximum and the excess are lost. 

110.66) On the Basic Aircraft Information Table 

of each Am.:raft Performance Chart is mdicatcd 
the Maximum Energy Point\ of each a1rcrafl An 
aircraft may never have more Energy Pomts total 
than its Maximum Energy Points. For inqtance, if 
an aircraft's Maximum Energy Points is seven, 11 

may never have more than seven Energy Po•nt\. 
Any Energy Point\ ;lccumulated in e~ce\\ of thi\ 
arc lost. 

110.67) Note that aircraft only accumulate Energy 
Pomts while Divmg. When an aircraft •~ 10 Level 
Fl ight or a Climb. and has at lea~t one Energy 
Point, it mu\t e~pend one Energy Point during the 
Expenditure of Fnergy Points Segment. By expen­
ding the point, the aircraft may do one of three 
thing': a) It may lo;c the l:nergy Point. The energy 
15 simply "bled off" into the air. the Energy Stalll~ 
marker is reduced by one, and no other effects oc­
cur. b) It may gam one "Bonus" Movement 
Pomt. During the a•rcraft's upcoming Mo,cment 
Segment. it will have one e~tra Movement Potntto 
expend, above and beyond that g.tven It by its 
Movement Allowance. Its Movement Allowance 
marker is not increa\cd, but is effectively one 
greater for that turn. Note that Turn Mode\ are 
calculated on the ba~i~ of Total Movement Points 
{1.e . the Bonu\ Movement Point is counted); but 
when calculaung d1ves, the Bonus Movement 
Potht is not counted, c) Gain two "Bonu\" 
altitude levels. Obvtously, the aircraft may only 
choose this option wh1lc climbing. The Cltmb 
Type of the aircraft doc~ not change, but it~ alti­
meter is adjusted to rcnect the altitude change. 
These levels are in addition to any levels climbed 
normally by the aircraft. 
1 10.68) If an a1rcraft brings its nose up (t.e., 
changes from a dive/climb type to another one 
bo\ above it on the Flight Attitude Indicator), the 
a1rcraft will immediately lose a certain number of 
Energy Points. The number of Energy Potnt\ that 
an aircraft lo~es when it brings its nose up varies 
from a•rcraft to atrcrnft; the Energy Potnt loss is 
indicated on the Flight Parameters Table of an air­
craft's Performance Chart. 

I 10.69) An a1rcraft may not accumulate Energy 
Point~ if it •~ e~ecullng a Push-Through or an~ 
other Maneuver, or if the aircraft ha\ Departed 
Controlled Flight (sec 10.1!). 

110.7] ALTITUDE LOSS IN LEVF.L FUGIIT 

Any aircraft in level Flight may perform what i' 
known as a "dc~cending maneuver. ·• Thi' mcam 
that the aircraft IO\CS one level of altitude (ma~i­
•mum per Game-Turn), but remains in level night. 
Descending in wch a way is not diving. 

110.8) DEPARTING CO"''TROLLF.O HIGHT 

110.8 1) Any atrcraft that begins lis Movement 
Pha~e with a Movement Allowance of tero has a 
change of departing coot rolled night and entering 
free-fall. 

110.82) Before executing any of the segment~ of 
such an aircraft's Movement Phase. the owning 
Player checks to \ce whether or not the a1rcraft 
departs oontrolled n1ght. He calculates the pro­
bability number for 11 to depart controlled f11ght as 
follows: 

The Probability Number t\ 12. AddS •s the p1lot is 
a Novice, subtracts if the pilot is a Honcho. Thts i~ 
the Probability Number that the aircraft will 
depart controlled llight. 

)10.83) Refer 10 the rule\ of Probabillly (12.0). 
and determine whether or not it departs controlled 
night. 

110.84) If an a1rcraft departs controlled night 
while in a climb or level night, it immcdtately 
enters a Type I Dive. If it is in a dive. it immediate­
ly enters a dive one Type steeper than the type it 1s 
in. Its Movement Allowance remains zero (no mat­
ter what its Throltle Setting). The aircraft auto-

matically d•ves the ma\imum possible number of 
levels for the Type ofdi~e It is in. 

(10.85) On the following turn. place the atrcraft 
into a Dive fype one type steeper than the laq it 
executed. and every turn thereafter mcrea~es its 
Dive Type until the aircraft i~ e~ecuting a Type Ill 
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 e~ecuung. It continues to do \O until it regams 
controlled n1ght, or until it goes splat 

110.86) On every turn following that 10 whtch the 
aircraft departed controlled night, an aircraft may 
attempt to regain controlled night. The Probabili­
ty Number that it will do so is a ba\c of 6: add 6 if 
the pilot i~ a Honcho, and \Ubtract ) if he i' a 
Novice. 

(10.87) An atrcraft that reenters controlled night 
remain~ in whatever dive type it wa' in before it 
regained controlled night for one Game-Turn. 
during which t1me it need not dive the max•mum 
number of level\ for that Dive type. On subse­
quent turns, it may begin to pull out of the dive. 

110.88) An a•rcrat't that reenter~ controlled night 
•mmediatel} gam~ a Movement Allowance equal 
to its Mimmum ThrouJe Setung at us altitude 
grouping. 11 may increase its Movement 
Allowance thereafter in the normal manner. 

[11.0] MANEUVERS 
GENERAL RULE: 

Maneuver\ are \pecial procedure' which allo" an 
aircraft to break the normal rules of n.ght Thus, a 
maneuver Will often enable an a•rcraft to perform 
an action that normall~ is not permuted. Many air 
combat maneuvers do not appear 10 thl\ 'ection 
becau~c they do not require ~uch ~pedal di\pensa­
tion, and may be performed "normally " 

PROCEDURE: 

Each maneuver will be given a set of Prerequisites 
(condlliOO\ that an a1rcraft must fulfill before ex­
ecuting a maneuver); Procedures (action\ that an 
aircraft must accomplish wh•le undergo1ng the 
maneuver); and Postrequi.sites {action\ that an a•r­
craft must execute upon the completion of the 
maneuver); ~~~ well a~ special rules pcrtainmg to 
that maneuver. 

CASES: 

I ll. I) PULJ.-THROUGH MA"'' t:un :R 

II 1.1 I) Prerequisites: 

An a1rcraft mu\t execute a Type Ill Climb for a 
certain number of Game-Turns before c\ccuting a 
Pull-Through. The number of Turn\ that an air­
craft must rematn tn u Type Ill Clunb differ' from 
aircraft to n1rcraft, and i~ indicated on the Flight 
Parameter' Table of the aircraft'' Performance 
Chart. Note that the number of Game-Turn~ may 
vary dependmg on the aircraft'\ allllude grouping. 

111 . 121 Procedure: 

On the turn 10 which an aircraft e\ecutc\ a Pull­
Through, place Its Flight Allitude marker 10 the 
Puii -Throu~th box of the Flight Atlltudc Indicator. 
The aircraft then: 
a) Climbs one level/~ss than it would if it were e,. 
ecuting a Type Ill Climb at its current Movement 
Allowance/Throule Selling and altitude gwup­
ing. 
b) Automatically Decelerates b) Power by as 
many potnts a\ po~sible every turn that it remains 
10 a Pull-Through. In the case of a1rcraft wh1ch 
may accelerate while climbing, however, ttm may 
not exceed the number of points it may accelerate. 
c) Ha~ it~ Movement Allowance reduced to ~orne 
number bet"een 1ero and one fewer than 11 would 
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be rcdu~cd to normally in a rype Ill Climb. The 
o" ning Player determine\ it' \,1 o\emcnt 
Allo"ancc, Yoithin thC\c parameter,, 

Sotethat an a1rcraft e\ecuung a Pull · rhrough .:an 
ha\c <I \10H~mcnt Allowance ot 1ero. i.e . ma) 
dimh \tra1ght up hcc Case 11 . 141 . 

['I 1. 131 Po.,lre<ruisi tes: 

An <urcraft wi,lung to leave a Pull Through mu\t 
ell her cn tci n Tyrc Il l D ive, or execute :a monuevcr 
th.u will pulltl out of the Pull· Through Note that 
a Pull rhrough i\ a prcrequi\llc lor a number of 
other maneuver~ 

I 11 . 141 "lo a1rcraft in a Pull-Through may dunb 
le'' than one level If 11 j, forced w do \O, it 
become' ,u,ccptible to Departing C 11ntrollcd 
l'hl,(hl 

111.151 Some aircrafl are rroh1b11ed trom e,. 
ecuung Type Ill Climb\, but may 'till execute 
Pull Thrnugh.,. 'iuch aircraft may enter Pull ­
fhrough' from a Tyre II Climb: norc that they 
mmt, however, \f'Cnd a certain number of Game 
Turn\ in u Type II Climb before so doing. Aircraft 
which cunnot m;~ke a Type II Chmb mu\1 \pcrld" 
cNram number or Game-Turn~ in a Tyrc I Climb 
bcfllre entering a Pull-Through. Sec Flight 
Paritmeter' Table, on the concerned Aircrah Per­
formance fable. Aircraft Yohich are capable of a 
T)pe Ill climb rna} sull execute a Pull-Through 
from a Type II chmb if 11 1s unable. at 11\ lhroule 
'ictung and Ah11udc, to attain aT) pe Ill dim b. In 
thl\ ca~c. the ;nrcraft must rcmam in the Type II 
dtmb for one turn longer than 11 would in a Type 
II I dim b. 

111 . 161 ~-;,ample oru Pull-Thro ugh 
(Rt!/U IIJ the F-4£ .4/rcraft 
Ptrformanct! Chart) 

An f -4ll\ mal..mg a Type Ill Chmll at Ill altitude 
and ha' been doing ~o for 3 turn,, and "it h a 
Throttle Selling of ten. In thl\ Type Ill ( hmb the 
F-4( "ould gain three altitude le,et.. and ha'c a 
\,1mcment Allo,~an..:e of ~i\. The Player wl\he\ to 
perform .1 J>uii -Through ~o he adjU\1\ the f h!Jhl 
Atliludc marker from the Type Ill Cl1mb bO\ to 
the Pull-Through bo~. He may no" adju\1 the 
F-4'' Movement Allowance 10 any number be· 
tween five (one les~ than its normal Movement 
Allowance m a Type Ill Climb) and tero. lll · 

du~ive . The F-4E now moves lhi\ number of 
"'o,ement Pomt\. lie 1ncrea\e\ the f-4L ·,altitude 
nnl)' tY.olcvch. a\ thi\ i' one fewer than the three it 
"ould chrnb m a Type I l l Climb. I he I -41 ·,A~· 
..:elerauon Marl..er on the Accelerauon Gaulle i\ 
rnO\ed bacl.."ards 10 boJ.es. a\ the F-4E mu~t 
Decelerate by PoY.er as fully as po\\lblc. Thi'o 
resuhs in de.:reasmg the F-4E'' Throule Selling by 
one 

111 . 171 If an a1rcraft hegrn' its Movement Pha\C 
in a Pull-Through, and wi~lu:' to continue cv 
ccu1ing 11 Pull Through, it must ell her a) reduce 11' 
Movement Allowance by two. or b) reduce the 
number of level\ it will climb in lhl\ Movement 
Pha\c by one from the number it clrmbed in the 
la\t If the aircraft i\ incapable of doing either of 
these. 11 must pull out of the Pull-Through. and 
return 10 a Type Ill Climb. 

t:nmple: The F-4E which made a Pull -Through 
la't '\1ovcment Pha\e gamed 2 level,, and had II\ 
Movement Allo"ance reduced to 3 The OY.mng 
Pla)er now must either reduce it\ Movement 
Allowance to I or clrmb only I level if he wishes 1he 
a1rcraft to continue Pulling Through. Note that 
the fact that the aircraft had to Dccclerute by 
Power may force the Player to climb fewer leve l ~ 
and/or reduce lis 'vtovement Allowance: forced 
reduction cau~cd by this may count toward~ the 

reduction in altitude level\ climbed and Movement 
Allowance forced by Ca~e 11.17. 

( 11 .2) P t:SH-THROUGH M ANEUVER 

(11.21) Pruequi\ ilt'\: 
An Aircraft mu\1 execute a Type Ill Dive in the 
turn before it executes a Pu\h·Through. 

[ 11.22] Procedure: 
On the turn in which an aircraft execu tes a Pu~h­
Through, place its Flight Altitude marker in the 
Push-Through boll on the Flighl Attitude In­
dicator, on the Aircraft Control Display. 
a) The aircraft dr~e~ a~ many level\ a~ 11 would if it 
were executing the \leepe\t Type Ill Dive that it 
can. That i~. 11 dtve' the max1mum pO\\ible 
number of le,els. 

b) The owning Player may reduce the aircraft'' 
\1o,ement Allowance by a\ man} a~ five point\, 
or a~ few a' none. The Movement Allowance need 
not be reduced, but11 may be reduced by up to five 
points . 

Note 1hat an aircra[l e'\ecuting a Push-Through 
may have a Movement Allowance of zero , i.e .. 
may dive straight downward\. 

I 11.231 Poslrequisiles: 
Upon leavintt a Pu\h·Through, an aircraft must 
either enter a Type Ill Dive. or execute some \Orl 
of manuever. 

( 11.24) Aircraft e\ecuung Pu\h-Through\ may 
not Depart Controlled I lrght. en•n if thetr Move­
ment Allowance tall\ 10 1cro. That is. aircraft rn 
Pu\h-Through\ may have a Movement Allowance 
of zero with no ill effect\. 

[11.25] E 'l.ample of Push-Throu~h 
(Refer to the F-4£ 
Aircraft PerftlrniUIICt Chart) 

An F-4E is mal..ing a Type Ill Dive at M H altitude. 
The O\vning Player wi,he\ 11 10 g(l into a Push· 
Through. He pla~e' the F-4F'' flight Allitude In­
dicator in the Pu\ h-ThrnuJ;(h box, and may reduce 
the F-4E'' Movement Allowance by up 10 five 
1\IO\ement P01nl\ . An atr..:raft may conlinue a 
Push·Through inddrnitcly (until it hit' the 
ground). Note 1 hal an aircraft C\ecuting a Pu\h­
Through h not requtrcd 10 cllntrnue losing Move­
ment Point~. a\ an arrcral1 c.\eCuting a Pull · 
Through IS. 

111.3) WINGOVt:R MANEUVER 

( 11 .3 I ) Prerequi\i le\: 
For an aircraft to perform a Wingover, it mu\t 
begin its Movement Pha\c m a Pull-Through 
maneuver. 

(11 .32) P rocedure: 
The aircraft counter i' turned 180 , i.e .. through 
\h he'C point\ \0 that it\ no\e i\ pointing in the op­
po~itedirection from that tn "hich it Yo a\ pre,iou~­
ly pointing. The arn:raft mu\1 roll a1 leao;t four 
points. II~ Movement Allowance marker i~ reduc­
ed by one Movcmen1 P(lint. It mu\1 ny level for the 
remainder of the Game-Turn, and i1~ Flighl At· 
li tude marker i~ p laced in the Level Flight box of 
the Flight Alii tude Indicator . 

111 .33] P o\lrequhi le': 
None. 

II L41 S PLIT-S I\1 A .., El1Vf. R 

[11.41] P rerequ isites: 

An aircraft mu\1 beg10 "' "'o\ernent Phase 10-
verted and in a Pu,h-Throu!!h 1n order 10 execule a 
Spill-S. II mu~l have been 10 a Pu\h-Through for a 
certain number of turn\ before mal..ing a Split-S. 
The number of Game-Turn~ that an aircra fr mu\1 
remain in a Pu\h·Throu!!h before executing thi\ 
maneuver differ.. from aircraft to aircraft and by 
altitude grouping, and i' mdica ted on the Flight 
Parameter' Table o l 1 he aircraft'' Performance 
Chart. See 11.44. 

[11.421 Procedure: 
The a1rcraft rs lllrned 180" (i.e .. through ~i\ hex· 
point\) It ne11her expends nor accumulates Turn 
P0101\ . II eJtpend' no \,1ovement Poinh. It may 
mal..e the \ix hex-po101 turn at anv pOint during II\ 
'vtovernent Segment 

[ 11 .431 l•e~s trequi~i les: 
The aircraft mu~l remain in a Pu~h -Through for 
I he remainder of the Movement Pha\C. On follow­
in!! turns, it may, if its owning Player desires, 
begin 10 pull out of the Push· Through normally. 

[ 11.441 Some aircraft's Flighl Parameter\ Table 
indicale that they need only rema10 10 a Pu\h 
Through for tero turn\ before mal..mg a Split-S. 
Th" mean\ that ~ueh aircrall may e'l.ecute a Split-S 
m the same Movement Phase a' that 10 which it 
enter.. a Pu,h-Through from a Type Ill dive. 

[ II .S] I OOPMA"EUVER 

A Loop M aneuver is performed by executing a 
Wingover Maneuver (see Case 11.3) followed by a 
Split-S Maneuver (see Case 11.4). 

[11.61 IMM f.t MANN MA 'iEUVER 

[11 .6 11 P rerequ isites: 
In order 10 e'ecute an lmmelmann Mancu\tr, an 
a1rcraf1 mu\1 e\ccute a Type I II Climb for a cer­
tarn number of Game-Turns. The number of 
Game r urns that an a1rcrafl must rematn tn a 
Type Ill Climb before e'Cecutingan lmmelmann i' 
md1cated on the flight Parameters Table on lhe 
arrcrat t'\ Pcrfurmance Chart. 

In addition. the aircraft 's wing\ on the Flight At ­
titude Indicator must be horiwnlal or al a 45° 
angle. 

[ 11.621 Procedures: 
Throughout the Movement Pha\e 10 which the air· 
craft perform' t~e lmmclmann, tll'\ con\Jdcred 10 
be executin!! a Type Il l Climb. The arrcraft i' rnO\ 
c:d at lea\t half of its Movement Allo"ance, then 
turn\ any'\ here from one 10 Sl'C he\·po101\ . The 
am:raft expend\ I "'ovement Pomt 10 turn the'e 
hc\·points. and il\ Movement Allowance 1'\ reduc­
ed by I It\ ~urn Pomts marker rs shifted to any 
box the Player desires. The aircraft tl1cn completes 
it~ movement with any remaining Movement 
Pomt ~. Note than an lmmelmann ba~i<;ally allow~ 
:1n a~rcraftto turn a' lill ie or as much a\ its owning 
Player de~ ires. 

[ 11 .631 Po~ trequbites: 

A Iter c\ecutin!! an lmmelmann, an a~rerafr \ 
Flight Ahllude marker is placed in the l .evel rtight 
bo'C of the Flight Altitude lndtcator In the Move­
ment Pha~e followrng that in which the a1rcrafl e\­
e..:uted an lmmelmann, it mu\1 execute a Type I 
Dive or I e\el Flight. 

11 1.641 Aircraft thai are unable to execute Type 
Ill Climb\ (~uch as the MiG-17) may enter I m· 
melmann maneuver\ from Type II Climb~. but, 
<tgain, mu~t ~rend a certain number of Game· 
!"urn~ m Type II C limbs before cxecutmg the trn­
mehnann, a\ determined by the Flight Parameters 
Table Arrcraft unable to e\ecute Type II climbs 
may enter an lmmelmann after a certain number 
of turn\ in a Type I Climb. This include~ atrcrafl 
unable to mal..e aT) pe II climb at a \pecrfic Throl· 
tie Selling and Altitude (e.g., F-4E at l 0 and 
Throulc Selling of 3). These mu~l add I to the 
number of Game·Tums spent rn Type II climb. 
however. 

[ 11 .651 Some aircrafl need spend Lcro IUrm in a 
Type II I (or II) C limb before entering an lm· 
mclmann Such aircraft have 0 indicated on !he 
Fl ight Parameters Table in the approprrate place. 
The\c aircraft may enter an lmmelrnann on the 
'a me turn that they enter a Type Ill (or II) Climb. 



[1 1.7] LAT ERALRUODERRO LL 
MANEUVER 

Ill. 71) Prerequisi tes: 
In order to c>.ecute a Lateral Rudder Roll, an air­
craft must begin its Movement Pha~c in a Dive or 
Level Flight. Aircra rt may not execute t hi~ 
maneuver while climbing. 

(II. 72) Procedure: 
A Lateral Rudder Roll ba~ically allows a Player to 
move his aircrafl along a path 60" from the air­
craft'~ aclUal heading. He executes the maneuver 
in the following manner: The aircraft moves any 
pan of ii' Movement Allowance forward, in the 
normal manner. It need not move any Movement 
Points forward, if the owning Player so de~ires. 

The aircraft must then roll at least one roll point, 
up w the maximum possible; thereafter, the air­
craft expends any part of the remainder of its 
Movement Allowance traveiJng in a path at a 60" 
angle from its actual heading. The facing of the 
aircraft is not changed. See illustrations. 

[II. 73] Postrequisiles: 
At the end oft he Movement Phase in which an air­
craft executes a Latt'ral 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 10 aircraft, and is indicated on the aircraft'' 
Flight Parameters Table on the Aircraft Perfor­
mance Chart. 

111.74] Aircraft engaging in Lateral Rudder Rol ls 
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] E~ample of a Lateral Rudder Roll: The 
aircraft in tht' diagram both begin with 5 Move­
ment Points. They each move forward one hex, 
roll4 points (costing one Movement Point) and ex­
pend the remaining 3 Movement Points• in a 
Lateral Rudder Roll. 

[I 1.76] Note that, although an aircraft doe~ not 
move directly forward in a Lateral Rudder Roll, 
neither is its facing altered. 

(I 1.8] VERT ICAL BREAK MANEUVER 

)11.81] Prerequisitt>s: 
In order to perform a Vertical Break Maneuver, an 
aircraft mu~t begin its Movement Phase in a Type 
II or Type Ill Climb, with a Movement Allowance 
of at least three. Its wings must be vertical (i.e., 
banked 90"). 

( 11 .82] Procedures: 
The aircraft is comidered to execute a Type II or 
Type Ill 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 i~ perform­
ing a Vertical Break Maneuver. The aircraft ell­
pends a certain number of Movement Points; its 
Movement Allowance is reduced by one less 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 it; Movement. The number 
of Movement Points expended in the maneuver ts 
indicated on the aircraft's Flight Parameters 
Table. 
[1 1.83) Postrequisites: 
On the two Game-Turns following that in which 
an aircraft performs a Vertical Break Maneuver, it 
must execute a dive. 

[11.9] BA RREL RO LLS 

(11.9 1) Prerequisites: 
In order 10 perform a Barrel Roll, an aircraft must 
begin in a Dive or Level Flight. It may not begin in 
a Climb. 

lll.92J Procedure: 
The aircraft expend~ it.~ entire Movement Segment 
in executing the Barrel Roll. It may not ac­
cumulate Turn Point~ or execu te any other 
maneuver while executing the Barrel Roll. It muy 
execute a Dive. 

The aircraft's Movement Allowance is reduced by 
two if it was previou~ly five or less. and by three if 
it was greater than five. The aircraft is then mO\Cd 
its full Movement Allowance (after modification) 
directly forward. 

111.93] Postrequisites: 
In the subsequent Cannon Combat Phase, aircraft 
1 hat performed Barrel Rolls may not tire. Aircraft 
~hooting their cannon at aircraft tha t performed 
Barrel Rolls have their probability reduced by a 
quarter (2507o }. 

[12.0] PROBABILITY 
GENERAL RULE: 

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

mine whether a certain action ta~en by an aircraft 
is successful. rhi~ involves the rules of Proba­
bility. In all such circumstances, the Players follow 
some procedure to generate a "Probability 
Number," which is then used to determine 
whether their action~ are succes~ful, u~ing 1 he~e 
ru les. 

PROCEDURE: 

Refer to the Probability Table (12.2). Find the 
Probability Number in 1 he left-hand column of the 
table, and roll two dice. If the number rol led on 
1 he two dice i' equal to one of the numbers li~ted in 
the right-hand column of the table, the action in 
question is succeo;~ful. 

CASES; 

[12. 11 DISCUSSION 

[12. 11] Basically, a Probability Number ts the 
chance out of thirty-six of an action being suc­
cessful. For instance, a Prohability Number of 9 
means tha t there is a 2507o chance of something oc­
curing (9/36 = .25). 

( 12.1 2) In a numher of different rules section~. the 
Players are directed to calculate a Probabllity 
Number, which is then used to determine whether 
a certain action i• succc\sful. 

[12.13] If a succes,ful die-roll is obtained when 
rolling on the Probahility Table for Departure 
from Controlled Flight, the aircraft Depart~ Con­
trolled Flight. A succeso;ful die-roll when rolling 
for Cannon Combat indicates that the firing air­
craft hao; scored a hit . A su.:ce,sful die-roll when 
rolling for missile malfunction ind t cate~ that the 
mL~sile ha~ malfunctioned. For Other case' in 
which. the rules of Probability are used, the effect 
of a ''successful" will be indicated. 

[12.2] PROBA81UTY TABLE 
(sec 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 it~ 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 hi~ aircraft and the enemy 
aircraft it is firing on. He cross-indexes I he range 
with the aircraft'~ Cannon Type on the Cannon 
Base Probability Chart (13.4). He then examines 
lhe Cannon Probability Modifiers Chart (13.5), 
and modifies his base probability a~ the Modifiers 
Chart direct~; this yields his fina l Probability 
Number. Following the rules of Probability (12.0). 
the Player determines whet her or not his firing air­
craft ha> hit its target. If it has, he refers to the 
Damage by Cannon Type Table<: (13.6), and rolls 
two dice to determine the amount of damage that 
ha~ been inflicted. 

The Owning Player reduces the "Cannon Shots 
Remaining" marf.er on the Weaponry Track of 
the Aircraft Control Display 10 show that the air 
craf-t has expended a pon ion 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 1 he target aircraft was de~troyed, it i~ 
removed from the game-map immediately. 

CASES: 

( 13. 1] LIMITATIONS AND PROHIBITIONS 

( 13- 11 1 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 hexe~ No aircra fl may lire it\ cannon at a 
range greater 1 han it~ maximum range. 

(13. 121 Range '' compUied by counting the 
~horte,t, mo~t direct path of hexe-. from the firing 
aircraft to the Hlrgcl atrcraft One ·~ added to the 
range for e\ery I"-O lc\els of all llude difference be­
t..,een the l"-tl aircraft 

(13. 131 In order to ftre 11~ cannon at a target, an 
atrcraft mu't have that target in it\ forward arc 
hecCa~e 6.1) . 

[ 13. 14) The position of the target atrcrafl relauve 
to the linng aircraft i' of prime importance in 
dctcrmmmg the probability of the flnng aircraft 
succe~\fully hlltmg II\ target. If the firing aircraft 
i\ in the rear arc of''' target, it i\ ~aid to be ex­
ecuting normal cannon fire; tf it is tn one of the 
rear side arc,, tl i\ \aid 10 be executing high-angle­
off cannon nrc (F~ception~: \ee Ca~e 13 . IS); if it i' 
in the forward arc of the target aircraft, 11 ·~said to 
be executing frontal c:tnnon rirc (~ee illustration). 
If the riring aircraft is in one of the fro nt \ide arc\ 
or the target aircmfl, it·~ forb idden to fire at the 
target aircraft. II the ri rinf,l aircraft is direct ly 
behind the target aircraft and is facmg direct ly 
toward 11, it 1s con\idered to be e~ecuttng "slot" 
fire If II i' dtrectly behind it\ target, but i\ not fac· 
ing dtrectly to..,ard II\ target. 11s rire is merely nor­
mal cannon rire . 

[13. 15) If the firing am:raft is in Le,el Flight. its 
tar{!ct atrcraft may not be further awa) m terms of 
altitude than 11 is in term' of hc~cs; in other" ord,, 
a target one he\ <tv.ay could only have an altitude 
one level dtfferent: one tv.o he'c' distant could be 
I"-O altitude level' a..,ay: one three he,cs dl\tant 
could be three altitude le\el~ hisher or lower than 
the firing atrcrafl. etc. In other word\, for every 
he\ than an atrcraft "dl\tant. the finng aircraft 
can rirc one le,el htghcr or lower 

[13. 16) An atrcraft 111 a Type I Dtve may only rire 
at atrcralt at il\ own level or on lower le,els An 
aircraft m a Type I Cltmh rna) only fire at aircraft 
at it~ ov. n nr higher level, . 

(13.17] An 1urcraft inn Type II or Ill Dive or in a 
Puii-Throutth may only fire ut aircraft at a lower 
altitude. Aircraft in Type II or Ill C limb or a 
Pu\h-Through may unly fire at enemy aircraft a t 

higher a lt itudes. If the target :urcraft is in a 
Dive/ Climb Type three or more boxc\ away from 
the Dtve/ Chmb Type of the firtng aircraft (for in­
stance. if the firing aircraft were tn a Type Ill 
Climb and the target "ere 111 Level Flight), all can­
non combat from any of the three rear arc\ would 
be con,idcrcd to be high-angle-off c:annon rire . 

[13.18) An atrcrnft may not engage in cannon 
combat tf 11 ha\ a Radar Lod-on (e,cept that it 
mal rirc II\ cannon at the atrc:raftu is locked on to) 
or ha~ attempted to obtatn a Radar L.ock-on 111 the 
same Game-Turn, or if it launched a mtssle of any 
type m the ~arne Game-Turn. 

(13.21 EXPLA'\'ATIO"''~ 

(13.211 Each turcraft ha~ mdicatcd on it\ Aircraft 
Performance Chart the Type of Cannon that it 
carries. Note that cenain atrcraft (notably, early 
models of the F-4 and reconnaissance aircraft) 
carry no cannon 

(13.22] Cannon 1 ype~ arc rated A 1 hrough M. An 
aircraft '~ Cannon Type will determine its Base 
Probability Number when Cannon combat is 

resolved and wtll effect the amount o l damage the 
firing aircraft willmnict on its target. 
(13.231 When riring an aircraft's Cannon, the 
ownin{! Player rim determine~ whether the air 
craft can rirc its Cannon by referring.to Ca\c 13. I 
above. He then determine<; the range between the 
rinng aircraft and its target. and cros~-rcfercncc' 
this range v.ith the aircraft's Cannon Type on the 
Cannon Base Probabilit) Chart Thi\ crC'\\-refcr· 
cncmg ..,ill y•eld a smgle number, whtch ''the Ba\c 
Probability of hitting. 
[13.24) The Player then determme~ whether the 
Cannon rire is normal, "slot," htgh-an[!lc-ofl', or 
frontal. and refers to the Cannon Probability 
Modifier~ Chart. This Chart will modify the Ba\e 
Probability Number according to the type of Can­
non fire being executed, and al~o according to a 
number of other circum\tance' (sec Ca~c I 3.4). 
(13.25) Using the rules of Probab•lity (12.0) and 
the Probability Number found above, the Player 
determine~ whet her or not hi\ riring atrcra ft ha• 
hit it~ target. If not, the Cannon combat is over 
and no damage ha~ been inflicted. I I' \0, the Player 
proceed~ to the Damage By Cannon f ypc Table~ 
(13.6). 
(13.26] If the owning Player ha' dercrmmed that 
hi' firing aircraft ha' hit it\ target, he refers to rhe 
Damage Oy Cannon Type Tables (sec Case 13.6) 
He roih two dice and refer' to the tab le determined 
by his Cannon Type. He crO\S·referencc\ 1 he two 
die-roll~ on the appropriate table (the fir\1 dtc-roll 
determining the row, the second the column, to be 
used), to yield a single number 

T his number is the number of Damage Pomt~ that 
the target aircraft take\ . The Damage marker\ of 
the target aircraft on it~ Weaponr)· Trad are mo' • 
ed backv.ard one bo~ (i.e .. reduced by one point) 
for e\ery pomt of damage that the am:raft has 
taken. If rhe marker\ are reduced 10 zero (i e ., the 
aircraft ha~ taken a~ many hils a~ 11 can). the atr· 
era ft ts removed from play and " considered 
destroyed. 

(13.27] Whether or not the rinng atrcraft was \UC­

cessful in hitting II\ target, II\ "Cannon Shots Rc· 
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 it3 cannon for the remainder of 
the game. 

[ 13.28) When an aircraft has taken half as many 
hit~ as it i~ l'apable of taking (I.e., when its Damage 
marker has been moved to one-half of il\ \larting 
pOsition). the aircraft 1s con\idcrcd to have taken 
enough damage to affect"' performance. Atrcrafl 
so damaged arc considered to be 111 Loaded condi· 
tion (sec Section 17.0). If the aircraft wa\m Load· 
cd condition to begm with, 11 mu\1 JCIII\On II\ 

StOre<; during its next Mo,cmcnt Pha\e (\ee Ca\e 
25.1 ). In its subsequent Movement Segment, the 
aircraft may not execute any maneu,cr prohibited 
to Loaded aircraft. The am:raft\ Thronle 'ietllng 
and Movement Allowance marker\ are automatic­
ally reduced to the maxtmum permitted for 1 he air 
craft in Loaded condition If the atrcraft v.as at an 
altitude grcarcr than that allowed for the atrcraft 
111 Loaded condiuon. the am:rafr mu\1 dtvc 3\ 

quickly as pmsiblc until it 1\ at maxtmum altitude 
for irs condition. 

(13.29) When an aircraft I\ firtng at a target from 
the front of the target (i.e., "hen it " e~ecuung 
frontal cannon rirc), only one-quarter of the 
results on the Damage By Cannon Type Tables ac· 
tually have effect; i.e .. wme of the rcwlts are ig­
nored. Some results on the Damage 13y Cannon 
Type Table are asteri!>ked (•); only rhe~e re~ul t ~ 
have effect in frontal fire situation\. All other\ are 
considered to have no effect. (Sec the Damage By 

Cannon Type Tables, 13.6, and the explanation 
rhereof.) 
[ 13 .3) 8 -I's, B-52 's, AND BACKFIRE 

BOMBERS 
These three aircraft, unlike aU the other provided 
"-llh Atr War, have rear-mounted gun~. 

(13.31 ) An aircraft with rear-mounted guns may 
rire at an enemy aircraft from any angle. The fir· 
mg aircraft docs not have to rirc from one of the 
rear arcs or the forward arc of the enemy aircraft: 
the rinng atrcrafl may be 111 any arc of lis target. 

(13.32) However, an aircraft wuh rear-mounted 
gun' may only fire at aircraft in its rear arc. It may 
not fire at atrcraft 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 in a Type I 
Dive may only fire at an aircrafi that is at its own 
level or a higher level. An aircraft in a Type I 
Climb may only fire at an aircraft at its own or a 
lower level. 

[ 13.351 Case 13.17 superseded by th.is rule: An air­
craft with rear-mounted guns in Type U or Type 
Ill Climbs or in a Pull-Through may only fire at an 
aircraft at a higher altitude. Aircraft with rear­
mounted guns in Type II or Type Ill Climbs o r 
Push-Through may only fire at enemy atrcraft 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 8-1, 8-52 or Backfrre 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) CA"iNON BASE PROBABILITY 
C HART (see separate booklet) 

(13.51 C ANNON PROBABILITY MODIFIERS 
CHART (see separate booklet) 

[13.6] I)AMAGE BY CANNON TYPE TABLES 
(see separate booklet) 

Explanation of Cannon Arc Illustrations: 

The following two illu~ t rat ion~ depict I) an air­
craft pointing tOward a hexside, and 2) one facing 
toward a hex juncture. They also show the three 
rear arc.~. and the areas of those arc~ in which a fir­
mg air.:raft will be executing "~lot" cannon fire. 
normal cannon rire. high-angle-off cannon rirc, 
and frontal cannon fire. 

Note to the Players: 
At this ~tage, the Players have read a sufricient 
portion of the ruiC\ to allow them to play 
Scenarios 30.11. 30.12 and 30.13. If the> fir\! 
famlli:tri7c thcmsehe\ with Sections 17.0 and 
Ca~es 29.1 and 29.2. they will be able to play the'e 
\Cenario~ \\llhout reading the re\t of the rules. 

Stncc the rules to Atr War are long, complc\, and 
contain many inno,ation~ not common to other 
games, it 1s suggested that the Player' take advan­
tage of this fact and play one of these relatively 
simple \Ccnarios to familiarize themselves with the 
ba~ics of the game system before proceeding. II is 
~ugge\led that Players s imply "ny" the plane on 
~cvera l "training nights" before undertaking a 
game 
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[14.0] GENERAL MISSILE 
COMBAT 

GI: NLRAL RULE: 

Although Radar-l lommg Mt~\iles and Hcat­
Scc~mg Mi~~ iles are different in many way~. ami 
thm have 'eparatc rule~ 'ections. they are aho 
aldn 10 man) way,, \tmply be.:ause they are both 
rlll\\ile'>. Therefore. thl\ rule' \CCtion di\CU\\C\ 
.:haracteri'>tic' .:ommon to all mts,ilcs 

PROlEDURE: 

In A If War. mis~tlcs are dtflerenlla ted as to model, 
make, and period. Fach mi\\ile type has a Mi\\tlc 
Performance Chart 'imtlar 10 the Aircraft Per­
formance Charts, and the ~cen:arios will genera lly 
tndicate whether aircraft will he given mis~ile,, 
and, if\o. Yo hat type the) wall carry 

CASES: 

(14. 11 RE.QLIRE:ME~ rs ~OR I.AU'ICH 

(14. 11 1 During the Ml\\lle I aunch Pha\e, anv atrc 
craft that is .:arrying mi\\ile\ may auempt tn 
launch one (or two) mi"ilcs assuming 1 hat 1 he 
aarcraft " in a po\llton to launo.:h mis~ilcs at an 
enemy aircraft. 

( 14.12) (Option:~l Rule)· An atrcraft may only fire 
a mt\\ik at an enemy aircraft that 11 ha\ obtained 
'"ual nr radar contact Y.llh (\ec <;ccuon' 19.0 and 
20.()) 

(14. 131 An aircraft may only fire a mtssilc at an 
enemy aircraft ifthcenemyaircraft i~ intheTrac~ ­

ing Cone (\ee beiO\\) or I he fi ring aircraft. 

114. 141 Each mi,,i le and each atrcraft "a~\llmed 
cuher a Limilcd or Normal Trading Cone. A 
mt"ile's Tracl.ing C~>ne t~pe " indu.:atcd nn al\ 
\1i"ilc Performance ('h;art: .ln aircraft'' fracl.mg 
\nne 1\pe •~ indicated nn the Atrcraft t•c:rtnr­
mancc Chart. 

l·m purpo'c' ul launching mi"ile-.. an .mcr,alt " 
c<m,tdered Ill ha\C~ a Normal Tracl.tng Cnnc on/•• 
af both the m1s~ile 11 ~~ launchmg and the launching 
aircraft ha'e Normal Tracking Cone\. If either ha\ 
a Limited Tracktng Cone, the a1rcraft is con­
'idered 10 have a Limited Trackmg Cone for 
launch purpo\c\. 

A "'ormal fradintt Cone i\ a 60" cnnc c\lcnding 
from the lrotll ul the mt"tle or a1rcralt: a ltmllcd 
Tracmg Cone 1\appro\amately a 14" cune 

( 14. 15) A target atrcraft is within a firing atrcraft 
or mtssifes' Normal Tracking Cone af a) 11 1\ 111 the 
forward arc of the fi ring aircraft/missile, und b) it 
is within the followtngaltitude restriction\. 

Examme the Altitude Restrictions Table for Nor­
mal Trading ConC\ (14. 16). Find the Dive Chmb 
Type of the firing a1rcraft m1ssile on the left hand 
column of the Table, and note the two number' Ill 
.:olumns ··A" and "B". Count 1he dt\tancc Jn 
he\es bet\\cen lhe firing aircraft / mi\stlc and the 
target aarcraft, and multiply this di\lancc by the 
m1mbrr found in column" A" . again multiply 1 hi\ 
tlio;tance in hrxC\ by the number fou nd in column 
''B". The number found by multiplying the 
di\lance by the number in column ''A" 1\ l.ml\\n 
as the "A" product, and that resulting from multi ­
plying it b~ the number 111 column "8"1\ the "B" 
product. 

If the aircraft / ml\\i le.., in a Climb. the target a1r· 
craft must be at least as many altitude level' a' the 
"B" product above the firing ain.:raft/misstle, 
anti no more than as many levels as the" i\" pro­
duct If the firing aircrafl/mi~sile is tn a OJ\ c. the 
target aircraft mu't be at least as many le,cl\ a' the 
"B" product ~lo" the finng aircraft mi\Stle. and 
no more than a\ many lcn:l~ ru. the" A·' produo.:t. 

If the firing a1rcraft mi~sile i' in Level l'hght, the 
target may be nor more than one level above or 

below the ltring aircraft mts,tle for e'er~ hex of 
di\lance between the '''0 aircraft Only when the: 
firing am:ralt mt\\lle 1\ tn Levd I hJ.!hl rna~ the 
target aircralt be either above or below the firing 
aircrafl. 

Example: 1 he firiug aircraft i\ in a r ypr II Climb. 
and there an: 10 hc\cs between 11 ;and lis target. 
The target ;mcraft, mu\1 be at lea\1 S levds of 
altitude above 1he firing aarcraft, and no more 
than 8 

[ 14. 16) A ll itudt L.i mica tiu n hble for Normal 
Tncklnrc Cones (see separate booklet) 

[14. 17) A target aircraft i~ within a 11ring aircra l'l 
or mi\\ilc', l imitcd rracking Cone if n) it i'> within 
the forward "fan" of the missile/ aircraft, and b) 
11 fulnlh a dal fcrent \CI of ahuude re.,trktlllll' 

An am.:rart or mi,,iiG's fory,ard "fan";, the he'­
ro"' tmm<:daatel) in front of I he aar,ralt. plu~ a fan 
of hc\e' 10 the \ide of the hc\rO" tiKrca\ing one 
hex row outward for e'ery four he'e' iiY.JY from 
1 he ftring atrcraft / missilc (see illu,tration). 

Altitude rc,tnctions for Lim1ted !'racking Cnne~ 
arc calculated in the same way that 1 hey are for 
"'ormal Tr;rd,ing Cone-.. except th;ll the Altitude 
L1m11ation I able for Limited Tracl.mg Cone~ as 
used, rather than the one for Nnrmal Tracl.ing 
Cone\(\ec Ca\e 14.18). 

[14. 18) Altitude Llmilatio ns T able for Llmiled 
T n ekina Cones (see separate booklet) 

( 14. 191 An atr,rafl may not launch a mi~sih.-1f the 
target atr.:raft IS further awa\ than the missile's 
Tracktng Range. A mtssite·, Trackmg Range" m­
dicated on il\ Performance Chart "'lote: For 
range-tracmg rut rme,, each d1ffcrence of two 
a ltitude level'> 1\ counted as one hex ofdi\tance. 
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Explanation of Illustration of 
Limited Tracking Cone Fcms: 

The aircraft labeled "A" i~ facing toward a hex 
juncture; the parrem shown is the forward fan of 
the aircraft. The aircrafl labeled "B" is facing 
10ward a hex \ide. 

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

LIMITED TRACKING CONE FANS 

[14.2) MISSILE LA UNCHING 
I'ROCEOURE 

[14.21] After the owning P layer of a firing air­
craft has determined 1 hat his aircraft is eligible to 
launch a missi le (i.e .. the firing aircraft has an 
enemy aircraft in its Tracl,ing Cone, ere.). he 
follows the mi~si l e launch Jlrocedure. 

[14.22) An aircraft may launch either one or two 
mt~siles in a single Missile Launch Phase; it may 
nor launch more rhan two missiles, except for F-14 
and Tornado aircraft which may launch up to six. 

[14.23) Before dererminmg whether a launched 
mi~sile malfunctions, rhe owning Player of rhe fir­
ing aircraft announces which enemy aircraft is to 

be rhc target of the missile. A Missile Target 
marker i\ placed on the board in the appropriate 
po>ition near the target aircraft (as determined by 
Case 15.2 for Heat-Seeking missiles or Case 16.4 
for Rada r-Homing missi les). 
[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'~ Performance Chart, and determine~ the 
mis~ile\ Probabi lity of Malfunction. which i~ in­
dica ted on that table. He then refers to the Mal­
function Probabi lity Modification Table (14.28). 
and modifies the Probabil ity Number for Mal­
function as the table directs. The P layer then 
refer~ to the rules of Probability ( 12.0) with the 
modified Probabi lity Number, and roll~ on the 
Probability Table to determine whether or not the 
missile malfunctions. 

[14.25) If the missile does not malfunc tion, a 
Heat-Seeking or Radar-Homing Missile counter is 
placed on the game-map in the same hex as the atr­
craft that launched it. 

[14.26) The owning P layer then sets up markers 
on the Airc raft Control Display o f the launch ing 
aircraft to keep track of the missile's Dive/Climb 

Type, Energy Points, Turns in Flight, and 
Al titude. A missile's Dive/Climb Type and 
altitude begin a t the same settings as the launching 
ai rc raft's. 
[14.27) The owning P la yer refers to the launching 
a ircraft's Aircra ft Control Display (more specifi­
cally, its Weaponry T rack), and mo ves the Radar­
Homing Mi~~iles Remaining or Heat-Seeking 
Missiles Remaining marker 10 renect the launch of 
a m1ssi le o r missile~. If ei ther marker is set a t 7ero, 
the aircraft b incapable of launching any further 
missiles of that type. 
[ 14.28) Malfunction l' robabilily Mlldification 

Table (see separate booklet) 
I 14.3) MISSILE MOVEMEI'<T 

(14.3 1) Heat-Seeking Mi%iles move during the 
Aircraf1 Movement Phase\. A given Heat-Seeking 
missile moves immediately after its target aircraft 
ha~ completed movement for that turn. (Sec case 
15.2. Heat-Seeking missile targeting and Section 
5.0. Sequence of Play.) Radar-Homing Mis~iles 
move during the Radar-Homing Missi le Combat 
Phase. 

[14.321 On the firJ;t Game-Turn of a missile's 
flight, irs Movement Allowance will be dependen t 
on that of its launching aircraft. Examine the 
Basic Missile Information Table on the missile's 
Performance Chart; its Fi rst Turn Speed Add it ion 
will be indicated on the table. Note that the Addi­
tion changes with altitude grouping. A mi~sile's 

Movement Allowance on its fi rst Game-Turn of 
flight will be equal to the Movement Allowance of 
its launching aircraft a t the instant the aircraft 
launches it, pfus the missile's First T urn Speed Ad­
dition, {with any modifications that may be caused 
by the Dive/ Climb Type of the missile). 

[14.33) On all turns or a missile's night a fter it~ 
first, its Movement Allowance wil l be equal to its 
Maximum Movement Allowance as indica ted on 
the missile'~ Ba~ic Missi le Information Table on its 

Performance Chart (again, with any modification 
caused by 1 he mi~'ilc'\ Dive/Climb Type,>. 

[14.34) A mi~si l e's First Turn Movement 
Allowance may never be greater than its Maximum 
Movement Allowance. If the formula in Ca~e 
14.32 would cause the missile to have a greater 
First Turn Movement Allowance, its Movement 
Allowance i~ imtcad It~ Maximum Movement 
Allowance. 

[14.35) Al l missiles arc assigned a Minimum 
Range (which is indicated on the missile's Per­
formance Chart). On the fir~t Game-Turn that a 
missile i\ launched, it must move as many hexes as 
its Minimum Range direct ly forward, and only 
after it has completed this may it be moved as it~ 
owning Player wishes. Note that a missile is not 
armed unt il it has moved its Minimum Range, and 
thus wil l not destroy any aircraft when moving 
through hcxe~ in order to comply with this rule . 

I 14.36) All missiles move and accumula te Turn 
Point\ in rhe ~amt' manner a~ aircraft. They may 
sideslip in the ~ame manner. They may only per­
form a maneuver if their target aircraft ha~ just ex­
ecuted a maneuver; in other words, missi les may 
only perform maneuvers in order to follow their 
target aircraft. When diving. a mtssile may ac· 
cumulate Energy Points in the same way a~ an air­
craft. Missiles are assumed to roll any number of 
point~ without co~t in Movement Points, and wing 
attiiUde is not kept track of on their Flight At­
titude Chan. 

[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 arc used solely for determining missiles' 
Tracking Cones. I\ missile may go from any 
dive/ climb type to any other in a single turn; 
unlike aircraft, missi les are not obliged ro change 
their dive/ climb type by a single type in a given 
turn but might, for instance, even nip from a Type 
Ill Climb in one turn to a Type Ill Dive in the next . 

If a missile's owning Player determines that his 
missile is to dive or cl imb. he examines the ap­
propria te table on rhe missile\ Performance 
Chart. He decides how many levels he wishes his 
missile to dive or climb. and finds 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. 
Thi~ number is the addition to or subtraction from 
the Movement Allowance that is necessitated if the 
mi~si le is to dive or climb that number of levels. 

Example: In the second turn of its Movement, an 
Early Model Sparrow (Aim-70 ) nying at Ml 
altitude grouping dives 10 levels. The Sparrow·~ 
Dive Table indicates that its Movement Allowance 
mu~t go up 3 Movement Points when the missile 
dives 10 levels; therefore, the missile will have 21 
M ovemen t Points (Maximum Movement 
Allowance of 18 plus 3). 

Assuming the missi le moves 21 hexes direc11y for­
ward (and does not, for instance, sideslip or ac­
cumulate Turn Points). the missile will accumulate 
10 Energy Points [(JO + 3) + (21 + 3)) = tO; the 
missile's Energy P oint marker is advanced to 10 to 
indicate the accumulaLion (see Case 10.64). 

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



I 14.381 Before a m•~~ile moves in a given Game­
Turn, the O\\<ning Player must determine whether 
or not 11 goe' ballistic. and is therefore removed 
from play lie check~ 10 see"' hcther the mi"1le'~ 
target 1\ \1111 10 the mi.-.~ile's Track10g Cone c~ee 
Ca~c 14.1) If the target is not in the Trackmg 
Cone and the mi\slle cannot acquire a new target, 
the m1~sile i~ considered to go balli.-.1 ic, and i' 
removed from play. 

(14.391 At the end of a missile's movement, dur­
in!! the Turn~ In Flight Record Segment, n 
missile's owning Player must check to see whether 
the m1ss1le has expired rhe number of turm 11 may 
remain in play: On a mis,ile's Basic Missile Infor­
mation Table on the M•ssile Performance Chan IS 
md•cated 1he number or Game-Turn\ thai a mis\ile 
may remam 10 play. During each Turn~ in Fhgh1 
Record Sesment, a m•ssile'~ Turns in fligh1 
marker IS advanced one bo~ on 1he Turns 1n Fhgh1 
Track on I he Aircraft and Missile Control Display. 
When the Turns in Flight marker indicates that the 
missile has spent as many turns as it may in night, 
the missile is removed from the game. 

I 14.41 UES rRUCTION OF 
ENEMY AIRCRAFT 

[14.41 1 If a ml\\ile moves through a hex contain­
ing it ... targcl aircraf1 at the same level as ils target 
a1 any time during i1s movement, the target i\ con­
\Jdered destroyed. 

I 14.421 If a mi\\ile mov~ through a hex contain­
ing any aircraft other than 1ts target, no1h10g hap­
pens. The a•rcraf11s not considered de~troyed. 

114.431 If a missile destroys its target, it J\ remov­
ed from play. 

[15.0] HEAT -SEEKING 
MISSILE COMBAT 

GENERAL RULE: 

The Heat-Seeking missile is generally conceded to 
be 1he s10gle mos••mpor1ant weapon in modern air 
comba1. 11 can operate at much greater ranges 
than cannon or other aircraft guns, and is cheaper 
and more used than Radar-Homing missiles. 

CASES: 

115.11 TRACKINGTARGETS 

[IS. II I Before a missile can be launched, the own­
rng Player mu\t determine whether the enemy air­
crafl that i' to be the missile's target i ~ within the 
Track rng Cone of the launching a1rcraft. If it is 
not, it rna~ not be launched. In addition. during 
each !l.h~~•lc Launch Phase that the m1ss•le remarn\ 
on the game-map, the owning Player mus1 dcler­
mine ~hether or not the miss•le is still able to 1rack 
us 1arge1 
115. 121 Heal-Seeking missile~. unlike Radar­
Homrng ones. must fulfil11wo condition~ in ordrr 
ro track rheir targets. First, Heat-Seeking mis\i les 
musl have the1r rarger in their Tracking Cone (as 
all missiles mus t); and second, the mis~ilc mu~t be 
in the rear arc of the target aircraft. Since Heat­
Seeking Mis\iles 1rack the heat emiss1on~ of enemy 
aJrcraft, and aircraft have their e~hauq through 
the rear. Heat-Seeking Missiles mu\t fulfill this re­
quiremem (f~ceptions: see Cases 15.14, 15 15 and 
15 16) 

I 15. 131 In accordance with this criterion, aircrafl 
may no1 launch Heal-Seeking m1ssiles unle~s I hey 
are 1n the rear arc of an enemy aircraft In addi­
rion, rf an already-launched Heat-Seeking missile 
begin~ rhc Mi~sile Launch Phase ou1sidc its 
target's rear arc, and it i\ unable 10 acquire a new 
targe1 (ste Case 15.2). i1 goes ballistic and is re­
moved from play. 

[15.141 There arc two types of Heal-Seeking 
m•ssilcs that violate rule\ 15. 12 and 15.13 above. 
These are Jmpro~ed Heat-Seeking missiles and 
All-Angle Heat-Seeking missiles. If a given missile 
1ype is of one of thc\e type\, such will be nmed on 
its Missile Performance Chart. 

[15. 151 Improved Heat-Seeking missiles may 
track their 1arget~ from any of the targel's 1hree 
rear arcs. 

[15.16] All-Angle Heat-Seeking missiles may 
track 1heir target\ from any arc; i.e .. they may 
track their targel from any direction. No1e I hat the 
target must s1ill be in the missile'\ Tracking Cone 

[15. 17] An a•rcraft may not launch Heat-Seeking 
missiles if it is flying in a dive or level and has a 
Movement Allowance and a Thronle Selling both 
less than four. 
I 15.181 An a1rcrafr may no• launch a Heat­
Seeking missile if 11 has a Radar Lock-on unless the 
targel is the aircraft onto which it is locked (see 
Section 16.0; E'(ception: the F-14A Tomcal, the 
F-15, and the MRCA Tornado may do so). 
[15.21 I-I EAT-SEEKI NG MISSILE 

TARGETIN(; 
I 15.21) Before a Heat-Seeking missile is launched, 
rhe owning Player mu\1 derermme which aircraft i~ 
to be its target. A Hear-Seeking mi~sile's target i~ 
automatically considered 10 be the nearest aircrafl 
thai the mis~ile can track. Note: Heat-Seeking 
missile~ may have fnendly aircraf1 as the1r targets. 
Under such circumstances, 1he enemy Player 
would move the m15~1le. 
( I 5.22] During the Mi\sile Launch Phase of each 
Game-Turn. bo1 h Players exam me thetr missiles 10 
de1ermine wh1ch aircraft i~ each missile's target. 
Obviously, a Heat-Seeking missile may acquire a 
new target if some a1rcraf't ha~ come clo~er 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 a~ it\ targe1. the missile is 
removed from Play. 

I 15.231 Afler the target aircraf1 of a Heat-Seeking 
missile has moved -but before 1he missile itself is 
moved- a Heat-Scckmg M1~~ile Target marker i' 
placed four he'tes away from the target aircrafl. 
This markerts positioned a~ follows: 

Imagine a line drawn be1wecn the larger aircraft 
and the missile that'\ tracking il. The hex that lies 
along this line that Is four hexe\ away from the 
target aircrafl b the hc't in which 1he rarget marker 
is placed. For instance, if the missile is in 
hex 0716 and the target aircraft i~ m hex 0707, the 
target marker would be placed 10 he\ 0711. 

115.14! At some point in its movement, 1he Heal­
Seeking missile mu~t move wi1hin 1wo he~e.-. of its 
targe1 marker. Heat-Seeking mi~siles move direct­
ly toward I heir 1arge1 markers untillhey have mov­
ed within 1wo hexes of them, at which point they 
may move direc1ly for their target. If a missile i~ 
unable 10 move within two hexes of irs rargct 
marker (because i1 ha\ msufficicn1 Movement 
Points to do so), ir must ~pend 1 he entirety of it~ 
Movemen1 Allowance moving toward its target 
marker. 

[15.25] When moving toward irs larger marker. a 
missile may not turn away or accumulate Turn 
Points in such a "'ay that the missile would be led 
10 turn away from the target marker: nor may the 
missile move 10 a he~ 1ha1 1S further away from its 
target marker than the previous he't i1 occupied. 

115.261 A targel marker is con\idered 10 be on the 
same level of allitude as its aircraf1. A missile may 
,not climb if its target marker is at a lower ahitude 
than i1, nor may it dive if rhe marker is at a higher 
altitude. No1e rhat rwo levels of alt itude arc 
equivalent to one hex for distance-determination 

purposes, and altilude is 1aken in1o con,iderarion 
''hen de1ermming "hether or not a m1ssile has 
moved wJthin 1\\<0 he,es of its target marker 

115.271 If a targe1 aircraft has a Throllle Se11111g 
of 6 or more, it i~ considered to have "H1gh Heat­
EmiSSIOn Signature.' ' This means thai a missile 
having the aircraf1 as tiS 1arget musr move within 
four hexes of i1~ target marker, rather than the 
normal two. 

115.281 An aircrafr with a Throttle Setting of 3 or 
le\\ i' comidered to have "Low Heat -Fmis\iou 
Signature." A mis~ile "ilh ~ uch an oircrofl a~ its 
1arget mmr move within one he\ of it\ target 
marl.er 

[15.31 OF.STRUCTIO' OF AIRCRAFT 
(15.311 If a I-leal-Seeking mis~ile 1\ to dc,lroy II\ 
target, it mu~t emer the same hex a~ its targe1 from 
the rear If 1he 1arge1 is facing IO\\ard a hexside, 
the missile mu\t en1er from one of the three rear 
he~~1des: if the target is facing toward a hex JUnc­
ture, it musl enter from one of the two rear hex­
side\. 

I 15.321 All-Angle Hear-Seeking missiles nrc an ex­
~:eption to thi~; they may enter rhe target'\ hex 
from any hcxsidc. Note that Improved Heat­
Seel.irig 1111\SIIC~ are not an e"ceprion. 

Note to the Players: 
At thl' \tage, the Players have read a sufficient 
poruon of the rules to allow them to play \Cenano 
30.32. If they no" peruse rules Section 17.0 and 
Ca~e' 29.1 and 29.2, 1hey will be able to do so It 1\ 
suggested rhal they might find it advisable 10 do 
so, as this would give 1hem a grasp of t he ru les read 
10 d;uc and allow them to proceed further wirh Ill ­
tie difficu lty. 

[16.0] RADAR-HOMING 
MISSILE COMBAT 

GENCRAl RUlE: 

Radar-Hom10g missiles opera1e 10 a manner simi­
lar to thai of Heat-Seeking missiles, but home 10 

on a radar "paint" from their firing a1rcraft, 
ra1her th:ln on 1he hear exhausr of their 1arge1. 
Therefore, Radar-Homing missiles may approach 
a target from any direction. Radar-Homing 
missile\ tend to be larger, more sophiMicated and 
more cost ly than Heat-Seekers. 

CASES: 

116. 1} OBTAINI ~G RADAR LOCK-O'IS 

[16. 11 I Before an aircraft may launch a Radar­
Hommg m•ssile, 11 must obtain a Radar Lock-On 
to the enemy aircraft tbat will be the missile's 
targel 

116. 121 Aircraft attempt 10 obtaiO Radar I ock­
Ons during 1he Radar Lock-On Segment of 1he 
Mi\sile l aunch Phase, a ftcr all missiles have been 
launched. 

116. 131 An aircraft canno1 attempt to obtain a 
Radar Lock-On to an enemy aircrafr that I~ farther 
away than the Maximum Tracl.rng Range 
of the aircraft. A missile's Ma~imum Tracking 
Range ~ill be listed on rhe Ba~ic Missile Informa­
tion Table on the 'Aissile Performance Chart: an 
a1rcraft's 1s hsted on the Aircraft Radar Charac­
lemtJes Table (28.1 ). 

116. 141 An aircraft may have only one Radar 
Lock-on at any given time. 

(16. 151 The MRCA Tornado and the r 14 Tom­
cat are e~ccptions 10 16. 14. Either may have Uflltl 

\iX Radar Lock-ons ar once. These plane\ may at­
tempt to obta1n six Lock-ons in a single Game­
Turn. but roll separa1ely for each lock-on attempt. 
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They may have only one Lock-on per target, 
however. 

116.2! LOCK-ON PROCEDURE 

[16.211 To fire a Radar-Homing missi le 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. F'or 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. 

I 16.221 An aircraft may attempt to lock on to any 
aircraft within its Tracking Range and its missile's 
Maximum Tracking Range. li is not limited to the 
clo\est aircraft, a5 i~ a Heat-Seeking missile. 

[16.23! The ability of an aircraft 10 obtain and 
maintain Radar Lock-Ons may be affected by the 
use of ECM (see Radar Counter-Measures, Sec­
tion 24.0). 

[ 16.241 Once an aircraft has obtained a Radar 
Lock-On, it retains the Lock-On until it is broken. 
An aircrafl docs not have tore-obtain a Lock-On 
every tum. 

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

I 16.261 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 mis\ilcs have no Radar Lock-On 
Strength). If the owning Player of an aircraft has 
determined that his aircraft is to allemnt to obtain 
a Radar Lock-On to an enemy aircraft, he fim 
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: ir it is in the front or rear arc, he 
refers to the second column. 

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

( 16.271 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 Probabi lity Number re­
~uhing after modification, the Player rolls on the 
Probability Table to del ermine whether or nor his 
aircraft i~ succe~~ful in obtaining a Radar Loc~ ­

On. 
116.28] If an aircraft is successful in obtaining a 
Radar Lock-On, the owning Player place~ an up­
side-down "Lock-On'' marker on top of the air­
era fr '~ target. AI the end of the next Missile 
Launch Pha~e (during the Radar Lock-On 
Segment), the Player may nip 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 aircrart 
could launch a Radar-Homing missile. 
(16.3] LAUNCHING RADAR-HOMING 

MISSILF..S 
[16.3 1! In order for an aircrafrr o launch a Radar­
Homing miss ile, it mu~t have a Lock-On 10 an 
enemy aircraft, and it must have had this Lock-On 
for two complete Missile Launch Phases; in other 
words, the Lock-On marker on top of the enemy 
aircraft mml have been flipped upright during a 
previou~ Missile Launch Phase. 
116.32) Each missile has listed on its Mis~ile Per­
formance Chart its Minimum Launch Ranges. An 

aircraft may not launch a Radar Homing Missile 
unless it is of least an many hexes away from its 
tarf(et as the missile's Minimum Launch Range. 
(Note again tha t 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 I he relative posil ions 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 u~ed; and if in the forward arc, the 
range under" from front" is used. 

[16.4! RADAR-HOMING MISSILE 
TARGETIING 

116.41 1 After a Radar-Homing missile is launch­
ed, a Mi~sile Target marker is placed directly in 
front of the missile's target aircraft. The target 
marker is placed a~ many hexes in front of 1 he ac­
tual target aircraft a~ the target aircraft's Move­
ment Allowance. 
116.421 A Radar-Homing missi le must attempt to 
move within as many hexes of its larget marker as 
is equal to the missi le's Movement Allowance at 
some point in its movement. lr may not tunl or 
move away from its target marker, in the same 
manner that Heat-Seeking Missiles mu~t follow 
similar restrictions (see Cases 15.24, 15.25, and 
15.26). Once it reaches this point, the Radar­
Homing miss ile 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 
Lhe target aircraft. 

[16.431 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 the tr mi~si les, 
so that the target markers arc moved from the 
previous tum's posi tion 10 a new position in front 
of their aircraft. as per 16.41. In other words, 
Radar-Homing missi le's targelmarkers are moved 
to follow their ai rcraft at the beginning of each 
Missile Launch Phase before the aircraft moves. 

116.5] RADAR-HOMING MISSILE 
TRACKING 

[16.5 11 During the Tracking and Target Acquisi­
tion Segment of each Missile Launch Phase, both 
Player.~ check their Radar-Homing missiles to 
determine whether the missi les are ;till able 10 
track 1 heir targets. 

[16.52} Radar-Homing missiles track their targets 
by homing into a radar "paint" that the launching 
aircraft "paints" onto the target aircraft; 1 his 
radar "paint" is the radar lock-on. Therefore, in 
order for a Radar-Homing miss ile to track its 
target, it must fulfi ll 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 missi le is to be able to 
track its target.) 

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

( 16.53! If either of the~e conditions tS not met. the 
missile is considered to go ballistic. and is removed 
from play. 

116.61 TH E RADAR-HOMING 
MISSILE COMBAT PHASE 
AND BREAKING LOCK-ONS 

(16.61} Radar-Homing missiles move in the 
Radar-Homing Missile Combat Phase, unlike 
Hear-Seeking mi~~iles, which move in the Move­
ment Phase of their target aircraft. 

1 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 ha.s suc­
ceeded in breaking the Lock-on of any enemy air­
-craft. 

[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 for each hex-point lllrncd by the target 
aircraft, add to the number for the effect of ECM 
(see Radar Counter-Measures, Section 24.0). This 
number is the Probability Number that the target 
aircraft 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-o·n is considered broken during 
the M i ~si le Launch Pha~e (during the Targelling 
and Tracking Segment) if the target aircraft is not 
in the Tracking Cone of the firing aircraft. In addi­
tion, a Player may volunlarily have any of his fir­
ing aircrafl break 1 heir Lock-ons at any ti(lle: any 
missi le that was following that Lock-on is removed 
from play, the Lock-on marker is removed, a.nd 
1 he aircraft may not attempt to obtain a new Lock­
on unti l the following Game-Turn. 

[16.651 During the Movement Allowance Deter­
mination Segment, the owning Player of a missile 
determines whether the missile will dive or climb, 
and what it~ 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 111 Flight marker 10 

renect the fact that the missile has been in flight 
for an additional turn. 

116.7] RADAR LOCK-ON CHART 
(see separate booklet) 

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

[17 .0] LOADED CONDITION 
GENERAL RULE: 
When aircraft are loaded with large amounts of 
store~ (i.e .. bombs, ECM pods, or what-have­
you), or are seven~ly damaged, they one rate less ef­
ficiently than when unloaded. 

CASES: 

[17. 1[ GENERAl. 

117. 11 J Each aircraft has on its Aircraft 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 cei ling (or Maximum Altitude), will be pro­
hibited from making certain t ype~ of Climb~ or· 
Dives, and will have its Acceleration Allowance 
reduced and Turn Modes and Roll Co,ts increas­
ed. 

[ 17.1 21 An aircraft is considered to be "loaded" ir 
a) it is carrying any bomb~ or other munitions (sec 
Section 25.0). or b) is carrying more than rwo 
Pods, or c) has taken at least half a~ many points 
of damage as itts able to take. 

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

[17.21 1 Certain aircraft are, at certain times, able 
to carry ECM nods. 
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(11.22] Any aircraft may carry one ECM pod and 
one Infra-Red Counter-Meaoures pod maximum. 
Wild Wea~el a:ircrafl (sec 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 aircraft carries. 11 must sub­
tract from its armament something. That i~ 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 lb. bombs, three 750 lb. 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 aircrart that is able to carry muni­
tions carries pods without carrying munitions, 
there is no problem; such an aircraft need not 
reduce its missi le 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] Ce~tain aircraft arc able to carry special 
pods containing chaff (six turns worth) or flares 
(four narcs). 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 War and thus are not included, due to theshon 
duration of the scenarios, an aircraft carrying 
drop tanks is considered loaded. 

[17.27) Note that aircraft carrying pods are not 
loaded as a re<;ult (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 mi~sile' that it carries musr be reduced, as 
perCa~e 17.23. 

[18.0] OPTIONAL RULES 
GENERAL RULE: 
The following seven Sections of the Atr War rules 
consist of optional rules - rules that are not 
necessary to play the game under most conditions, 
but which add complexilies and new mechanics ro 
I he game thar reflect addi tional facers of modern 
air combat. The Rules Secrions are generally 
organi1ed so that the Iauer Secrions or the seven­
Section group are dependent upon earlier Sec­
tion\. For instance, it is impossible to use the 
Radar Counter-Measures rules (Section 24.0) 
without al~o u~ing the Radar Search rule~ (Seer ion 
20.0). However, Sections 21.0 and 22.0 may be u~­
cd with or wirhout any of rhe or her Sccrions; rhcy 
are not dcpendenr on any or the orher oprional 
rules Secrions, nor are any dependent upon them. 
In the Scenarios al the end of lhe rules, a Secrion 
devoted 10 "Optional Rules" will be included, 
which will lisr the modification~ that are neces­
silated if that Scenario is robe played wilh the op­
tional rult~. 

Note: Most Scenarios can be played wirhour 
knowledge of the oprional rules. If, at this point, 
the Players wi~h to familiarize themselves with I he 
game funher before continuing through rhc op­
tional rules, they may play the Historical Scenarios 
in Cases 30.1 and 30.2 and then rclurll'to the ruies. 

SEQUENCE OF PLAY 
(for Use with Optional Rule\) 

When Air Waris played with all the optional ru les. 
a number of addirions and changes to 1 he Se­
quence of Play musr be made ro accomodate the 

additional complexities. This section present~ I he 
full Sequence of Play for use with all optional 
ru les. 

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

B. Visual Search Pha.re: Both Players conduct 
Visual Searches with all of their aircraft that are 
capable of conducting Visual Searche~. 

C. Radar Search Phase: Both Players may con­
duct Radar Searches with any of their aircraft that 
may conduct such searchc~. 

D. Final Position Determination Phase: The 
Players again conduct a Position Derermination 
Phase (as per Phase A of the regular Sequence of 
Play), taking into account this time aircraft thai 
have now been spoiled by the respective Players' 
aircraft. 

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

F. Missile Lrumch Phase: A> per Phase C of the 
regu Ia r Seq uc nee. 

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

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

J. Advantaged Aircraft Mo vement Phase: As per 
Phase F. 

K. Radar-Homing Missile Combat Phase: As per 
Phase H. 
L. Cannon and AA Combat Phase: As per Phase 
H, excepl that ground AA installations may also 
fire at enemy aircraft. 

M. Bombing Phase: The Players may have any of 
1 heir bomb-laden aircrafl release bombs. Effec t ~ 

of bombardment are resolved. 

N. Bookketping Phase: A' per Phase J. 

[19.0] VISUAL SEARCH 
GENERAL RULE: 
Before aircraft actually fight, they must first deter· 
mine where the enemy is. This involves visual and 
radar ~earch. It i~ perfectly conceivable that air­
craft will never see another group of enemy air­
craft and fly pa~t each other, or for one force of 
aircraft to be destroyed by a nor her 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 ao aircraft is to search is 
dependent either on plot ting or choice of the own­
ing Player, depending on the type of ~cenario be­
ing played. If there arc .:nemy aircraft in the arc in 
which a given friendly aircraft i~ searching, the 
friendly Player determines the range in hexes 10 

each of those enemy aircraft. and cros~-reference~ 
tbe range on the Visual Search Ba~e Probability 
Table (19.7) to determine the Ba~e Probability 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 Si7e Multiple. The Player then refers to 
the V i ~ual 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) 10 determine whether or not the 
friendly aircraft has~potted the enemy aircraft. 
The friendly aircraft then repeats 1 his procedure 
for any other enemy aircrart in 1 he same arc. Upon 

complerion of one aircraft's searches. the Players 
proceed 10 a not her aircraft, unl il all searches have 
been execuled. 
CASES: 
119. 1) OIRECTIONALSEA RCH 
[ 19.11 I Each aircraft may only search visually one 
of its six arc' (i.e., it may ~carch either its forward, 
forward right, forward left, rear right, or rear left; 
see Case 19.13; Exception: see Case 19.12). 

1 19.12] Cenatn aircraft are noted (on 1 heir Air­
craft Performance Charts) a~ having two crew 
members. Aircraft with two or more crew 
members may search any two arcs in one Visual 
Search Phase, or may search the same arc two or 
more times. 
[19.13] Mosr aircraft may not search their rear 
arcs. Because of the posit ioning of most cockpit~. 
mosr aircraft's pilots arc incapable or ~eeing to the 
rear of their aircraft . The only aircrafl which may 
~earch thei r rear arc~ are: F-14. F-15. F-16. F-18. 
and A-10. Exception: All aircraft may ~earch 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 c) rolled more than 8 points in the previous 
Game-Turn. then it may not conduct a Visual 
Search during the Vi~ual Search Phase. 
1 19.15] If an aircraft is banked to the righr, it may 
not ~earch either of it\ lefl side arcs; If banked 10 

the left, it may not ~earch either of ir~ right ~Ide 
arcs. 
[19.2] CONDUCTING VISUAL SEARCHES 
1 19.21[ After the owning Player has determined 
1 he arc in which his aircraft is to make a Visual 
Search, he 1 hen de termmes the distance tn hexes 
between his aircraft and each enemy aircraft in 
that arc(~eeCase 19.3). 
[19.221 He then re~oives the Visual Search 
separately for each enemy atrcraft. 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 left-hand 
column of the table. Reading across on the row 
determined by rhe hex range, he finds the Base 
Probability Number of the Visual search in the 
corresponding position in the right-hand column 
of the table. 
119.23) He then multtplies th is Ba~e Probability 
Number by the Size Multiple of the enemy air­
craft. Note: Aircraft Size Multiples are noted in 
the Oa~ic 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 
modi fie> 1 he product determined in Case 19.23 as 
the table directs. This modified number is the Pro­
bability Number that the aircraft wil) obtain visual 
contact with (i.e., see) the enemy aircraft. 

[ 19.25] Using this Probability Number. the Player 
refers to I he rules of Probability (12.0). and deter­
mines whether or not the aircraft has obtained 
vi~ua l contact wirh 1 he enemy aircraft. 

[19.26) If the Probability Number is fractional, 
round down. If the number is grealer than 35, con­
sider it to be 35. 

[19.27] When one friendly aircraft has obtained 
visual contact with an enemy aircraft, all friendJy 
aircraft are con~idered 10 have obtained visual 
contact with that aircraft. 

119.3) SEARCHING FOR MISSILES 
[19.31) If an aircraft that has nor been seen by 
enemy aircraft fires a missile, there is a chance that 
the enemy aircraft will not spot the mi~sile. 

[ 19.32) Visual searche~ for missiles arc handled in 
the same way that they are for aircraft . However, a 
firing aircraft's Si1e Multiple is.considcrcd 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 Sile Multiple 
of 6 on the turn in which they are launched. and 4 
thereafter. 

( 19.4] OUT-01''-CONTACT SCENARIOS 
(19.41 1 In certain Scenarios, it will be indicated 
that the P layers begin out of contact. This bas ic­
ally means that neither side has obtained visua l or 
radar contact with the other. In addition, in some 
Scenario~. one Player begin$ out of contact, while 
the other has obtained comact with the firs t 
P layer. 
(19.421 In out-of-<:ontact Scenarios, the ou t of 
contact Player or P l ayer~ will be rcquircc.l 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. 

119.43] In addition 10 plo11ing movcmem for his 
aircraft, a Player must plot search arcs for his air­
craft. Thi~ basically means that he must indicate 
which arc each of his aircraft wil l search in each 
Game-Turn of its out-of-contact movement. The 
Player may plot ~earches in any way he likes; two 
mggested way~ arc: a) he may indicate which arc 
each aircraft will ~carch, i.e., "Aircraft A searches 
forward right arc," or b) he may indicate which 
direction each aircrafr will search in, 1.e., "Air­
craft A searches to the East." 

[19.51 VISUAl CO NTACT 

[19.511 When one of a Player's atrcraft has spot­
red an enemy aircraft . the Player has •·obtained 
viwal conract" with th;u enemy aircraft . All of the 
searching Player 's aircraft are considered able 10 

•·see" the enemy Aircraft. 

[ 19.52) If, a t any lime. a \ported enemy aircraft 
moves in 'uch a way that all of the opposing 
Player's aircraft are unable to ~ee it, the opposing 
Player ha~ los/ visual contact with that aircraft. 
For purpo,e;; or thi\ ru le, an aircraft i~ unable to 
sec any enemy aircraft in its rear arc (Exception: 
~ecCa~e 19. 13); further, if an aircraft is banked to 
the left. it i~ unable to see any aircraft in any of its 
right arcs, and vice versa. 
(19.531 If a Player loses vi~ual contact with an 
enemy aircraft. none of his aircraft a re ab le to 
"'~ee" that aircraft until the Player re-obtains 
visua l contact. All of 1 he Player's aircraft are able 
to search for 1 he enemy aircraft. 
( 19.54] Note that a Player may not fire any of his 
aircraft''> cannon' nor have any of his aircraft 
launch mtssilc~ at an e rtemy aircraft that the Player 
docs no t have contact (either vi\ual or radar) with . 
In other words, if a P layer loses visual contact with 
an aircraft, none of the Player's aircraft may fire 
at thar aircraft unti l one of the Player·~ aircraft 
'pots 1 hat aircraft again . 
[19.6) VISUAL SEARCH FOR 

G ROUND TARGETS 
[19.611 Before an aircraft may bomb or st rafe a 
ground target, the target must be vi~ually spoiled 
fir~l. 

(19.621 Visual ~earches for ground target\ are 
handled in the same way as for ai rc raft, except that 
an aircrew member searching on 1 he ground may 
not ~imultaneously search in the air. 
( 19.631 For search purposes, all B ridge~, 
Buildings, and parked aircraft have a Size multiple 
of 12. All parked aircraft in hardened sites, 
dump;, Truck~. AFVs, SAM sites, and AA gun~ 
all have a Size Multiple of 8. Hardened AFVs and 
Trucks have il SiLe Mu lt iple of 5. 
119.641 An exception 10 19.61 is that aircraft that 
have an Accuracy Multiple (for bombing) of I or 
V! and that have radar may bomb rargets that have 
been spotted by radar search but not by visual 
search. 

(19.7] VISUAL SEARC H 
BASE PROBABILITY TABLE 
(see separate booklet) 

(19.111 VISUAL SEARC H PROBABILITY 
MODIFICATION TABLE 
(see separate booklet) 

[20.0] RADAR SEARCH 
GENERAL RULE: 

Radar Search is much like Visual Search, in that it 
involve• attempting to determine the positions of 
enemy aircraft. However, radar searches will 
u~ually be carried on a t ranges far in excess of 
tho\e used in vi~ua l •earches. 

PROCEDURE: 

During the Rada r Search Phase. the P layers con­
duc t Radar Searches with any of l heir aircraft 1 hal 
are capable of doing so and that they wish to do so. 
Each Player examines each of his searching at r­
craft and determines whether there are any enemy 
aircraft in its Radar Search Arc (sec Case 20.1). 
Each then executes Radar Search for each aircraft 
that docs not have enemy aircraft in its Radar 
Search Arc. 

If a given aircraft is searching for enemy aircraft, 
the owning P layer determines the range in hexes 
between the searching aircraft and the enemy a ir­
craft. Hr Jhen refers to the Radar Search Base Pro­
bability Table (20.3), and finds the searching a ir­
craft's Radar Search Strength at the top of the 
table. (N ote: Aircraft's Radar Search Strength 
are listed on rhe Aircraft Radar Characteristics 
Table, 28.1 ). He 1 hen reads down the column 
determined by the Strength until he finds the row 
of rhe table determined by the hex range between 
1 he two aircraft. He then reads across 1 he table to 
rhe extreme left-hand column; the number in the 
left -hand column is the Base Probability Number 
for the Radar ~ea rch. 

The P layer then modifies the Base Probability 
Number a~ the Radar Search Modification Table 
(20.4) directs. Thereafter, he mu lrip lies the 
modified Base Probability Number by the Size 
Mu lt ip le of the enemy aircraft 10 yield the final 
Probability Number. The P layer refer<, 10 the rules 
of Probability (12.0) to determine whether or not 
his ~carching aircraft has obtained radar contact 
with the enemy aircraft. The Player then repeat; 
the procedure for each enemy a ircraft in his sear­
ching aircraft 's Radar Search Arc, tht:>n proceeds 
to execute the procedure for each of his other 
friend ly searching ai rcraft. 

CASES: 

120. 1) SEARC H ARCS 

(20 . 11) Each aircraft is assigned a Radar Type and 
a Radar Search Strengt h by the Aircraft Rada r 
Characteristics Table (27.1) . The Radar Search 
Strengrh is a number be tween I and 10, and the 
Radar Type i ~ a le11er- either A, B. C. or D. with 
A generally being 1 he bes t type. 

(20 .12] Each aircraft is assigned a Radar Search 
Arc\\ hich is the a rc 10 the front of the aircraft in 
which it can ~carch 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 
aircraft in it~ forward or forward side arcs. 

(20. 14) Type B Radar has a Radar Search Arc that 
extend~ rhroughoutthc front l20° of the aircraft's 
facing. An a ircraft with Type B Radar may search 
for all aircraft in an arc defined as follows: 

For hex-s ide facing aircraft, trace along the two 
heuow., formed by the two front-sic.le hexes or the 
aircraft, and all he~es on or between these he~ rows 
arc part of the Radar Search Arc. (See illu, tra­
t ion.) 

For hex-juncture facing aircraft, rrace along the 
front-s tde lines Juuing from the aircraft'~hex, and 
all hexes on or between these lines are within the 
Radar Search Arc. 

[20.151 Type C' Radar·~ Radar Search Arc extend~ 
throughuul a 6()• arc. An aircraft with this type of 
radar has a Radar Search Arc that extends 
throughout it' forward arc. 

(20.161 Type D Radar has a Radar Search Arc 
that extend~ throughout a 14• arc to the from of 
the aircraft. An aircraft \Vith thi\ rypc of Radar 
may ~earch for all enemy aircraft within it' fan, a; 
defined in General Mis,ilc Combat, in Case 14. I. 
Sec illustration. 

Expltm atit)ll of Radllr Search 4 rc Exllmples: 

Each of the four types of Radar Search Arcs is 
\hown, both for aircraft facing toward hexsides, 
and for tho'c factng toward hex-junctures . 

(10.21 CO NDUCTI NG RAUAR SEARC H ES 

(20.2 11 Aircraft .:onducting Radar \Carchc\ do 
1101 have a ..:hoice of which arc to search, as tho~e 
conducting visual 'earche~ do; rather, they must 
search only in their Radar Search Arc, as defined 
in Case 20.1 

(20.211 An aircraft rhar has obtained a Radar 
Lod-on to an enemy aircraft (sec Case 16. 1) may 
nor conduct radar \Care h. 

[20.23] After a P layer ha' determined that a given 
aircrart will conduct a radar search, he determines 
the tlts tam:e in hcxe' between rhesearchingain:raft 
and ea.:h of the enemy air..:raft in his aircraft's 
Search Arc. 

[20.241 He then re,olvcs the Radar Search 
~~parately for"cach aircraft. He refer~ tot he Radar 
Search Base Probability fable (20.4), and finds 
the column determined by the Radar Search 
St rcngth of hi., 'cart:hing aircraft. (Fur E~ample, if 
the aircraft\ Scar.:h Srrength is 5, he refe rs to the 5 
column of the table). He reads down thi\ column 
11111 il he finds 1 he c.li\lance in hexes between his air­
craft anc.l <Ill enemy atrcraft, then reads acro,s the 
table along the ro"' determincc.l by this distance , 
until he come\ to the Ba'e Probability Number 
column of rhe rab le. The row determined by the 
distance will determine r ltc Ba'e Probability 
Number for the aircraft'' search attempt on that 
particular enemy aircraft. 

[20 .251 The Player then modifies the Base Pro­
bability Number a' 1 he Radar Search Probability 
M ocl i fication Table (20.4). Nntc: Visua l search 
Probabi lity Number\ are modified after Si7e 
Multiple multiplication; radar \carch Probability 
Numbers ~rc modifiec.l ilefore Si1e Multiple multi­
plication. 

(20.26] He then muhrplie\ the modiricd Base Pm­
bability Number by the Site Multiple of 1 he enemy 
a rrcraft, and refers to the rules or Probability 
(12.0) with the re~ulting number a~ the Probability 
Number. He roll' ll n the Probabi lity Table to 
determine whet her his search ing a rrcraft is 'ucccss­
ful in obtaining radar contact with the enemy air­
craft. 

[20.271 The P layer then repeats rhis procedure 
with each of the other enemy aircraft wtlhrn his 
nircraft'~ Radar Search Arc. Once he ha~ rini~hecl 
c.loing ~o. the Players proceed 10 the next aircralt 
that is conducting a radar 'earch. and rc~olve that 
aircraft"~ radar search. 

(20 .281 If a Probabi lity Numher i' fractiona l, 
round it down. If a Probability Number ts les~ 

than I . ~:omider ir 10 he I; if il i~ grcHter than 35, 
consider it to he 35. 

(20.3] RADAR CO NTACT 

(20.3 I I When one of a P layer'' ai rcraft has ob­
tained radar contact wrth an enemy aircraft, all of 



the Player·~ aircraft are con.,ider.:d to have obtatn­
cd radar ~on tact\\ it hit 

[20.321 If an aircraft tha t ha5 been "~IXllled" via 
r;1dar move~ in ~uch a way that all ol 1 he opposing 
Plaver\ a irnafl are unable to t rac~ 11. the oppm­
ing .Player i\ con,idercd to have lost radar contact. 
(·or purpow~ of tht' ru le, aircraft llf<! unable to 
trac~ with their radar ouhide of their Radar 
Search Arc. fhat t,, an aircraft will I oM~ radar con­
tact w1th an ~nemv atn:raft that mnvc' ou t ~itlc of 
the fir~t aircraft\ RadarSean:h Arc 

[20.331 Note ai\O that ECM device~ (\ec Section 
24.0) will occa~ionally allow an aircraft In lose 
radar contact wi th an aircraft that i~ wllhin i t ~ 

Radar Search Arc, if the airc raft i, U\ing radar 
jammers. 

[20.34[ If a Player l o'c~ radar contact with an 
enemy ain.:raft (and does nm have vi.,ual comact 
with it), he may altempt to regain radar contact 
with 11 by executing Radar Searchc' wH it h 1 ~ a tr­
..:ra ft. 

120.35] If a P layer doe~ not have ei ther radar llr 
vi~ua l contact with an enemy aircraft. none of the 
Plavcr·~ aircral't mav l"ire their .:annan or laun~h 
mi.,~ilt:\ HI that enemy aircraft. 

[20.36] If a Player obtain\ vi~ua l cotHao:t with an 
enemy aircraft, and he ha' not previou~ly obtaincd 
radar contact '~ith that aircra ft (and hi~ air~raft 
have a Radar Search Strength grea ter than zero), 
tnc Player automallcally obtain' radar contact 
wuh the aircraft In other words, if a P l<tycr can 
see an aircraft. he can pick it up on hi' radar 
\Crccn. 

120.4[ RAI>AR SEARC H 
RASE PROBABIL.ITY TABLE 
(see separate booklet) 

[20.51 RADAR !o.EARC H PROBABILITY 
MOI>lt"ICATION TABLE 
(see separate booklet) 

[21.0] PILOT CAP ABILITY 
COMMENTARY: 
In actual a ir combat. pilot experience and capa­
bility is an extremely important factor. One Viet · 
name;e pilot wa~ re\pOn\ible for nearly one­
quarter of a ll Vietn<~mC\C kil l' in the latest 
American bru'h "ar. App1oximately 65U7o of the 
American ki lh in the Pa.:ificThcatre ''~~l e made by 
15fr'o of American pilots. 

GENERAL RULE: 
Piloh arc designated as either ·• Hondw,." nor­
mal. or "No' ice,," In add it ion, there arc two 
nthcrc la,.,e, of pilot\ to he tt\Cd when extreme\ are 
called for: the\e are "Turkeys" and "Supcr­
Hnnchos." 

PROCEDURE: 

The individual Scc11ario li\ling\ will indicate 
whether any pilot i' to be anything other than nor­
mal. Thi' indica tion wil l be made in the section of 
1 h.: 'i.:cnario li\1 ing r<:<;ervt'd for Opt ional ru le\ . 

CASES: 

[21.1] GENERALEH' ECTS 

Pilot quality has an effect on initiative, on Radar 
and Vhual Search. nn Cannon Fire, un \llh\ile 
Mnlfuncrion. on Radar Lock-ons, and on a 
numbet or other mechanics rn the game. The 
'pecific effects of Honchll'> nr Novi~:e~ are indi­
cated in the individual ru le\ devoted to the'c mech­
anics: for imtance. their eff~c t on Initia tive;, in­
dicated on the l11i1iativr Die-Roll Modificatilln 
Tiiblc (6.2!. Where the effe~ts llf Honcho., and 
Novices are indica ted, they arc labtled wi th the tag 
•·Special Rule.·· Generally speaking, a Honcho 
wi ll ha'e a heneficinl effec t, whi le a Novice will 
ha' c a de trimental one. 

121.2] EXTREME CASES 
(2 1.211 If a pi lo t is da~sed a<, a Turkey, he l\ con­
sidered "l be a novice, wilh the addition of the 

following effects: a) All addi tions or 'uhtractions 
to die-rol l' o r Probability numbers that are made 
for Novice pilots arc doubled; and b) An ai rcraft 
pi lo ted by a Turkey has il'\ Position degraded by 
llne pllin t, i.e .. if the aircraft were in a Position of 
Advantage, il would he wn.,idcred W be in a Nor­
mal po,ition; tf it were 111 a N(lrmal Po~it t on or 
Posit ion o f Disadvantage, it would he ~onsidercd 
Disadvantaged . 

(2 1.22] Super-Honcho' act a'> Honchos C\cert for 
the fol lowing dlccts: a) 1\11 Honcho effects arc 
doubled (i.e , as per Ca<,c 21.1 above, except 1 ha t 
Hom:ho rather than Novice modification' ttrt! 
dllub lcd); and b) An ai rcraft ri lmed by a Super­
Hono:ho ha' il\ Posit inn up!.\raded (i.e., if Di.,ad­
van taged. il is cnn,idcr<?d Normal, and if Normal 
t>r A<hantaged, it I' ~011\tdered Advantaged) 

[22.0] NATURAL 
PHENOMENA 

GENERAL RULE: 
During air combat operations, natural phcnonuma 
~uch a~ cloud' and the \un often have an effect on 
operation,. 

PROCEDURE: 
At the beginning of a ,ccnario, the Player' deter­
mine where the sun and / or cloud~" tl f be located . 
U<.ual ly a '\.:cnario will direc t .:loud and 'un place­
ment. In addition, some Scenario' will indicale 
1 hat certain areas of 1 he game-map arc con,ider~d 
10 hav~ land a t an al titude ahove 1cro. and thu<. 
that any aircrafl nying lower than a given altitude 
onthi' portion of the game-map arc destroyed. In 
Scenarios in~cntcd by the Player\, the Player<. 
mu\1 determine the placement of cloud,, the \un 
and land altitude by mutual agreement. 

CASES 
122.1 ) THE SUN 
(22. 11 ) 1 n ca.:h or 1 he Scenario,, 1 he initial .nap 
arrangement i' indicated. In addit ion, the Op-

23 
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tional rule, \CCIIon for a J!l'en S.:cnanu \\llllndl· 
l"'..tlc l!ohCthcr llt nlll the ').:enatiO IOI~C' rla.:c at 
night, and. il not, in "'hat dire.:11nn the '"n lie\ 
The 'un', dlre~:llun "'ill be gl\cn a' one ol rhc 
I\H'hc drrcciH\n\ of the he\gnd 1\1, r-.NI. Nl, f. 
Sf. <;SI • <;, SSW. S\\ . \\'. N\\. 1\r NN\\' 
Throughout the duration of the game. the \Uil " 

o.:on\rdercd hi he in the d1rcctum mdrc:tled. and 
anv ,uro.:rafl fadng in that dircc11nr1 i' \a id In he 
l'ncing directly into the sun. Any arrcrall lacing 
wllh tn nne roint ufthc \un (i.e .• anturcra lt fncmp 
S<;W M \\'\\hen the \Un i' to the<;\\') i' 'aid tn he 
lacinv ""'""one point olr he \Un. 

(22. 121 II an .tircralr i' facmg 11110 or 1\llhan 0111: 
pomr of thc,un. it' Probabality Numher tor Vl\ual 
Seard1 .and ih lntllall\e d1e-roll \\ill be reduced. 
SecSl..:tmn' t9.0and60. 

122.1JI II the Intra-Red Counrer Mca,urc' rule' 
(\Cc 'ic.:llrln 21.01 ;ue U\cd, the \un ma~ a.:t "'an 
I nt r.t-Rcd 'ouro.:c. 

122.2 1 C I.OI ' IlS 

122.2 11 1-radt of r he Sccnano' mdacatc\ "hct her or 
not there arc nn1 doud' pre\cnr. and tf \11, where 
the} .1re ln.:nted. Cloud pO\Ition' arc j!I\Cn 111 
term' ut a he\ numher follnl!ocd b} an altatudc 
'pan bample: A0-'1 1. 24-28 \\lluld mean that a 
dnud i' prc\eiH rn hex ~ I 1 on map \Cctinn A (;lnd 
111 all''' hc'c' adJacent to he\ 0-' I IJ , and tllillll C\· 
rend' rhmugh ;lltitude le,-cl, 24. 25. 26. 27 and 211 
I he J'l;tycr\ rlacc a "Cloud" mart..er 111 ca.:h nl the 
hc\C\ tndtl'lllcd h~ rhc <iccnarin the\ arc plavan!!. 
,and m;~~c: a mcnr;~lnme oft he le,el\ that the cloud 
C:\tend' through. !..crp 111 mmd that a clnud e~ 
tend' 1nro the '" h~~es \Urruundul).' a dnutl 
m.arl.cr When ~·nn\l ructing ~cenanm nf thc:ir own 
dn i,IIIJ!, t hl' Pl;wcr~ mav place cloud\ more nr lc" 
an~ where they lrl.c. 

122.221 An ;tircraft that i\ nymg thmugh a doud 
rn,,, ncuher f1n• it' r:annon nor launrh llcar 
Seel.mg ma"ilo:' (\Ce helo"' ). Irma~· launch Rad;~r ­

Homing miwlc' illl ha'a loc~-011 It nl.l\ nm.:on­
du(l 'i'ual 'ear.: he,, blll maJ. conduct rad.ar \Car · 

c.: he' 
(22.2.ll Thi\ i' an optional rule. ;llld need not he 
U\edc~enafthcre\1 nfCJ\e22 21\U\Ctl 

II a dnud ltC\ on the hne nf \lght bct~>ccn two aar· 
craft, nr11her aucralt may fire lis r:annnn, vi,ually 
\carclalnr. ur lnunch a Heat-Secl.ing mi,,ilc at the 
other. 1 o determine whether a cloud ltes on the 
hru: ol ' ' ~ht bct\\ccn two a ircraft. tn l hl~> thl\ prn· 
ccdurc 

a) T.t~c n ,,r,aight edge (i.e .. piece of paper. ruler 
nr "'hate1cr) and hnltl it so that itlorm' a ''""(!hi 
line bcll!occn the center of the he\ ol one aarcralr 
and that nl rhc other. If rhi' 'traight lane pa"c' 
through .1 dnud he\, the cloud ma\ be on rhc line 
ul 'itzht: if 11 doe<. noa, there" no chance that it 
ma~ bl'. II lhl' dnud i\ along rhi\ llllc, proceed ru 
the nc\1 \ICp. 

h) l)ctcrminc the di\lance in hc\e\ hcrwccn the 
firmg/searchrng atn:raf'r and rhc nahcr aircraft. 
Then dctermrne the distam:t> between th e: flr· 
ing/,earching atrcrafl and the near cugc ol the 
cloud (a c ,rhccloud hex thaathc:\tmaghtline from 
the aircraft Wl'nt through). Divadc the \ccond 
number b> the fir\! to obtain a trac11on. ~.,amplr: 

It there were 12 he~e<; bet11.een the \earching. firing 
a1rcraft and the cloud, and 30 bet"een the'"' o arr· 
craft. the rat to "-Ould be 12130. "hio:h can be 
reduced to 215. 

c) Determtnc the d1~tancc in altuude lc\el\ he­
l\H!cn the tmng 'earching arrcrafl Jnd thl 11thcr 
a~rcrafr. Multrrly thi' numher b~ rhe lracr ton uh­
tatned in stcr (b), rounding to the ncarc~t whole 
number. 1 he dtffcrence in altitude levels hetwc.:n 
the l'tring "\CiH~hing aircraft IIIU\1 he equal to I hi\ 
number at the cloud i, robe along thr lane 111 'ight 

:\ott: If the cloud e\iSt\ at more than one altitude 
le,cl. some 1\.'vcl of l he clnud must be equal ttl this 
number. If 'omr lc:-el nf the cloud is the mdil-atcd 
number or altitude leq~l' lm~er or hitther than the 
firing/\earchmg ;maalt. the cloud hlock' the line 
of 'ighr. If nnt. the cloud doc, nor block line nt 
Sight. 

[22.2-'1 If the Infra-Red Countcr-Mea~urc rule\ 
arc u~cd (<,ce Sect ion 23.0) douds may under cer· 
lain ci rcum~tnncc\ act"' ('manter-Measure\. 

[22.31 LAN D AI.HJtrut: 

(22.311 Altitude an Atr War" calculated from a 
b<tsc at sea le,cl, nnt from [!round le~el. because 
the primary effect of altatudc is dependent upon 
r:hangmg air pre\\urc. and air pres,ure i<, ha,ed 
upon r hi.' dist;mcc abo' c \ea level and not the 
distance aho'e the ground Since, therefore. 
ground le'cl '' grcatrr than sea level in certain 
area\ tn ~>hich <tar connic1 can occur (\uch a\, for 
1n<tancc. the H1 malaya\), provtsion musr be made 
for ground level hctng at a greater altitude lc,el 
thnnzero 

[22.321 In the Op11ona l rules sec tion of a 
Sec nann. ground level will be indicated if it i\ any 
greater than tero. Occa\lllllnlly. the level of one 
particular map-,ecttnn "ill be higher than rhc level 
or another: alternately, the <;cenano "'illllften in­
dicate that ground h~H~I "ar a certain altitude no 
matter the map \Cellon 'ote: There arc no 
markers ro rcprc,ent land altitude; the player\ 
mu'r 'impl~ keep rrad of it 

(22.331 All hough no Scenarro 111 1 he game doe' \II, 
tht! Player' may. if' the~ "i'h whik inventing their 
11wn Scenarin,, dc\lgnn tc ccrtai tl he'e' or gmup\ 
of hexes a' being a1 a h tEthcr altitude than the ~ur­
rnunding he'"'-

[22.341 J fan aarcrafr flic\ into a he~ at which rhc 
grnund ahitud~· i' the 'amc a\ or lo\\er rhan rhe 
level at "'hio:h the aircraft 1\ n~rng. the aircraft i' 
de,tro~cd. In other \\llrd,, <urcratr Jlying inao the 
ground arc de'' r o~ed . 

[23.0] INFRA-RED 
COUNTER-MEASURES 

COMMFNTARY: 

lnl'ra-red o.:ountcr-mca,ure' arc dcv a cc~ rha1 air 
craft r:arry, either to thro-. ufl' enemy Heat 
<;eding mi"ilc,, nr rn dCil'CI rhc infra-red radia­
tion gi,en off b' encm\ ;mcralt ar long range. 
The) range in cnmplc\lt} lrum 'imrlc narc' tn 
.:omplc' clecrmnic de' 1cc,. 

GI·'<ERAI RL I E: 

Each aircraft ha\ indicated on the EC\<1 Device 
Utili7a tion Table (2!1 21 what t~pe~ (if any) of 
In rra-red Counacr Mca\urc' 1 he aircrat t ma} u\e 
II a Scenario d irect\ (or rl the Players wi~h), air­
craft that arc capable <If mounting a given infra· 
red ~:nun t c r -mc:l\ure may d1> 'n. 

<.ASES: 

(23.11 CARRYI NC; INtRA-Rt:D 
COUr-. TER-1\1 1-.A~U Rt:S 

[23. 11) Infra-red countcr-mca,urc\ are ~-arricd b} 
am:rafl in one 11f '"'n "'a)'; either they are equar­
mcnt rhat i\ earned nnrmall} b} an aircraft, c\r 
they are pnd' taken a lung h~ an aircraft for a spe­
cific mis,ion 

123.121 The FC\1 De11cc Utilitalllln Table !21!.2) 
mdicares wh1ch a1rcrafr carry infra-red counrcr­
rnca<ures interna lly, and wha t device\ 'uc:h air­
craft carry. 

123.131 In addtllon to thc\e, all :mcraft may carry 
anv of the follo"ang Infra red Cuunter-mea.wrc 

f'ltl<h: narc poch (each c:ontaimng lour narc\), 
AL Q-123 porh; ampro'ro ALQ-12 ~ Jl(l<h: and 
AAQ-4 poch. The fC\1 Availabiht' Table ~illm· 
dicatc "'hach nation<. u\e \\har pod l}JlC' (\cc thi' 
tabk, at the cnd tlf the rule') 

[23. 141 American, Israeli and NATO aircraft may 
carry one Infra-red counter-measure pod, and no 
more. Aircraft must subtract munitions and/or 
air-to-air missiles to renect the space taken up by 
such pods, as per Case 17 .2. 

123. 151 All lnlra-red anti-mi\\tlc cuuntcr 
mea,urc' ;uc operated in the \ilme manner (see 
l<he 2).21: the only difference between rntcrnal 
and pod r:ounter-mea\ure' i' the \\Ctght m~ohed. 

"'" c:d 
[23.21 A' TI -1\.W ;SILE 

COL' TER-\1 t.ASll Rt~.., 

Anti·Miwle <. ountcr-mea,ure' Me de~ icc' dc,•gn· 
cd rnrhro~> lkar-Scckml,! ma~"lc, oil rrack. and 
tllll\ .tllll\\ the counrcr-mea,ure-cquippcd .mcrnlt 
\OIIlc mc;l\urc nt rrotcction again'! such 1111\\Jic~ 

[2J.2 1I Aftl.'r a mi\\ilc'' targc:t aircral r ha\ rnov 
cd, hu r before 1 he Heat Seekrng mr\Srli: 11\clf 
mmc\, the tJrgct ain:raft may ,tllcmpr w u'e any 
mfra-rcd cnunter mca\urc' 11 r:arnc~' ayatn\1 rhe 
m""le that a' lollo\\ mg it. 

[23.221 The Pla,cr' rercr to the Infra Red 
<.uuntcr \1ca,ure Table (23 2Rl I he ol!onmg 
Pla~cr ul the target atrcraft fmd' the lYJ'C of 
countcr-mca,ure that hi\ aircraft is utiliting on rhe 
tur ro" ut the table, <tnd rhe mi"'lc tvpe on rhc 
tell rnmt column. He crOS\·reterence<. the m"' 
determined hy l he Ia ncr with 1 he column deter 
muted hy the lnrmcr, to arrive at a \inglc numhcr. 
I hi\ number " rhe Probability Numhcr th nt the 
cnuniCI·IIlCa\ure willthro" the ml\\lle uff liild 
I he Pla)cr' refer ICl rhe rule~ ol Probahtlitv ( 12.0) 
rn tlerermmc "hether the 1111\\llc " thro~>n niT 
1 rack If it "· 1 he mi.,,ilc i' cnnsidcrcd ll' 1!11 
balll\11<:, and" removed from plav 

123.231 Intra-red cnunrcr-mea\urc~ ha'c nncllcct 
on Riidar- Hom1ng 1111\sile-.. 

[23.241 [ ach It me an aircraft u'e' a narc. the 
m' 11111~ Player 'hould nolL' the C\pendature of a 
Jl<trl'. The [CM J)e,ice Utili;ation Tahlc (28 21 in­
dicate\ the number nf flare' rhal each tmcraft that 
can .:arry narc\ is able to carry. When an atrc:raft 
ha\ U\Cd ao; many narc~ a' it carne\, 11 lose' the 
ab il ity to u'e !lares 3\ 311 infra rt•d countcr­
me:hurc 

[23.251 H a Heat-Seeking ml\silc" facm~ttoward 
l he 'un (\CO: Ca\e 22.1) or" it han one pnmt nl the 
'un dunng mfra-red counrer-mea\urt c:hcd,therl' 
i' a chance that the mts\ilc may trad. the \Una'"' 
target, and gu halli~tic T he ~un " treate-d 3\ an 
infra-red count~r-measure. and the Player' usc the: 
\a me procedure' and rabies a~ for any other mira ­
red .:ountcr-rnea,ure Ill determine whl'l her the 
mr\sile doe' \0. 

[23.261 If a mi\\ile begins its mo~ement io a doud 
(or, if'Ct\C 22 231\ used, if a cloud ltc' hctwtcn a 
llli\\lfl' and il\ target) there i' 11 chance that the 
nlf\\ik l!oill tract. the cloud a' 11' lar{tcl and go 
balli\lll rhc doud i\ also treated a\ an mfra-rcd 
.:nuntcr- mea,ure. a' abo~c 

[13.17) lafri·Red Coutrr-Meuun Tab~ 
(sec separate booklet) 

[23.31 INFRA-RED DETECTORS 

Some American-built aircraft (lhe F-48, F-14, 
F- I ll and 8-1) 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. 



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

]2J.32] Infra-Red Detection Arcs are either 
"front," "all front," "all rear, " or "aU around." 
" Front" means that the aircraft can attempt to 
detect aircraft in its front arc; "all front" means 
that it can auempt to detect in any of its three front 
arcs (forward, forward right side, forward left 
side) ; "aU 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 o f its six arcs . 

(23.331 Infra-Red Detection Arcs act in the same 
way that Radar Search Arcs do, except that they 
are defmed differently. 

(23.341 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 P robability Number 
for tbe 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 ir does, the enemy aircraft is placed on the 
game-map, and the detecting Player lrnows of its 
position thereafter. 

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

(23.311) 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 

COMMENTAR\ 

Radar Counter-ml'awrc~ are de~•ce~ earned by 
n1rcrart that confu\e, jam, mi\lead or detect 
enemy radar. l here arc ~cveral types of 'uch 
counter-mea~ure\, and each i' given a rule\ \ec110n 
below They ran1.1e 111 comple>.ity from \lmplc 

\trip' of aluminum foil to comple\ clectroOJc 
de\ ICe<. 

CASES: 
]24.1) CHAFF 

Chaff. con\i\t ing of \I r ips of aluminum cut to the 
wavelength ol enemy rada r, rema10 one of the 
mo~t prim111ve bu l effective radar counler­
mea,ure\. 
(24.11) Chaff rna~ be dispensed 10 one t1f two 
.,.ays: through a1rbrakes or through chaff di\­
pensers. Each aircraft has mdicated on the ECM 
Device Utili1.ation Table (28.2) the types of ECM 
that it may carry: therefore, it indicates wh1ch air­
craft may carry chaff. and in what way aircraft 
may dispense chaff. 

EJ 
(24.12) All am.:raft (except tho\e operated by 
Arab atrforcc') can carry chaff in the1r airbra~e~. 
Such aircr;tl'l Immedia tely relca~c the chaff upon 
opening 1 h~1r airhrakc.,- i.e .. the fir,, ltmc ~uch 
an aircraft Dc.:clcrate' by Inducing Drag (11 .54), a 
chaff counter i' placed in the he\ cont:uning the 
air..:raft. 

(24. tJI A1rcralt that can carry chaff di,pcn\cr~ 
are capable of plac10g one he-: of chaff per Game­
Turn. An aircraft \\ill be limited in the number of 
Game-Turn'' \Hlrlh of chaff it can carry: an air­
cra ft's di~pCII\cr\ Game-Turn limitation will be 
no1ed on the ECM Device Utili1a1ion Table (\ee 
Ca\e 28.2). An a1rcraf1 w11 h a chaff di\pcn,er may 
pliJCC a ch<tff marker in an) one hex 11 moH:< 
through in the cour'e of a Game-Turn'\ movl'­
menl . 

(24. 141 If an a1rcraf1 dispensed chaff or moved 
.,. ithin four hc~e' 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 it' Probability Number for the Radar Search 
reduced by one-quarter. 

f.\ampll': If the Probability Number .,.ere II it 
would be reduced by one-quarter ( .25 ' 8 • 2) 10 6 
(8- 2 = 6) 

(24.15) Aircraft that have an enemy Lock-On 
marker nn top of them and 1 hat dispen\e chaff in a 
given Game-Turn may a11em p1 10 bre<tk 1 he enemy 
aircraft's Radar Lock-On. During the Radar 
Lock-On Breakage Segment, the owning Player of 
the a1rcrafl add' 16 10 his Radar l oci.-On 
Breakage Probability Number (~ee Ca\e 16.63) 
and ~ubtracl' the enemy aircraft·~ Radar Lock-On 
Strength from the Probability Number 

Eumple: T heaircraltturned through 2 he\-pOint~ 
and di~pen,ed chaff The Player adds 6to the Pro­
bability Number for 1hc 2 hex-poinr turn (3 + J = 
6), then add' 16, and subtracts the enemy air­
craft'' Radar Loc~-On Strength (~ay 8, for a total 
of 14 (6 + 16 8 = 14). See Case 16.6 for a more 
complete exposiuon of Radar LocJ..-On Breakage 
rule'>. 

]24.16) Chaff affects on I} enemy radar. It ha\ no 
effect on fnendly radar. (The chaff;., considered 
10 be cut only to enemy wavelength~) 

124.17) All chaff Is removed from the game-map 
a t the end of a Game-Turn, during the Bool.kccp­
ing Phase. Thm, chaff remain~ in play only for a 
\Ingle Game-Turn 

(24. 18] Chaff c'i'" onl) on one allllude Je,el: 
that i\ to 'ay. when an a1rcraf1 relea\C\ chaff, the 
chaff i< con\ldcrcd to e\ist only in the he\ in which 
it wa' relea,ed, at it\ relea~ing aircraft'~ level The 
Players nlll\1 note 1 he chaff', a h it ude level 
(po,sihly on a \heel of scrap paper). For purposes 
of tradng di\Htnce to a chaff hl'\, two level<, of 
altitude are cqu1valent 10 one hex. 

124. 191 II an a•rcraft relea\e' chaff wh1h.• engaging 
in a chmh or dive, the owning Player may 
dc,ignate the chaff a\ cxi,ting at any of the altllude 
levels that the atrcraft passed through. I.e., the 
owning Player M the di~pen<oing ai rcrafl may 
dec1dc what lc,clthe chaff i~ di,pcnscd ul, as long 
as the altitude level •~ some\\-hcrc between the air­
cran·, tn111al altirude and it' final altitude 

!24.2) CORRIOOR CHAFF ANI) 
C H AFF ROCKETS 

Corridor Chaff and Chaff Rod.el\ operate 111 

much the \arne manner a' regular chaff. except 
that they are bombed or launched rather than 
dispemed. they affect a greater area, and they la\1 
longer 

!24.2 I J If an aircraft is capable of carrying cor­
ridor chaff. 11 "ill be noted on the ECM Device 
Ut iliJalion fable (28.2) that 11 can do ~o. An air­
craft thai cnrrie' corridor chaff i' comidered to 
operate under "Loaded" cond 11 ions (see Section 
17.0). A .:orndor chaff pod (i c .. the mcchani\m 
by" hu:h an aircraft carrie' corridor chaff) carries 
enough chaff for forty Game-Turn\ of dl\pen\tn{L 

(24.22) If an aircraft wishe<; to di~pen\e corridor 
chaff m a g1ven Game-Turn, 11 mu\1 move In Level 
Flight and have a Movement Allowance le~s than 
or equal to six. Every he~ 11 move\ through while 
dispen\ing .:ha l I ha\ a chaff marker placed in it . 

!24.2J] Corridor chaff. unli~e re1.1ular chaff. i~ 
con~idered 10 :1ppear at an altllude twenty level~ 
lower than 1 ha1 at which 11 wa~ di,persl'd fore\· 
ample, if corridor chaff were dl\per\ed at an 
ahitudeof!IO.II would appear at an al111udc of60. 

[24.24] Corridor chaff, unliJ..e regular chaff,last\ 
for a total of 250 Game-Turn\, If the Players are 
crazy, they may l.eep trad of the number of 
Game-Turn' a given hex of corr idor chaff ha\ 
been in play: otherwise, they may a\\umc corridor 
chaff to be effectively immortal 

(24.25) I r an aircraft is able 10 mount chaff 
rocket\, \Uch will be indicated on the ECM Device 
Utiliiation Table (28.2). Except for the B-1 and 
B-52, an aircraft carrying chaff roc:kels is con­
sidered to operate under Loaded conditions (see 
Section 17.0). 

(24.26) At any time during it\ Movement Seg­
ment, an a1rcraf1 mounung chaff roc~et\ may 
launch one in a direction within two he'<-point5 to 
either side of the aucraft's facmg 

[,ample: An a•rcraft facio!! N could fire a chaff 
rocJ..et tn any of the follow10g dm~~tion~: -... 
NNW. NW. NNE. or NE. 

[24.271 A chaff rocket move~ ten hcxe~ directly 
forward m the direction ll wa~ fired, leaving a 
chaff marJ..er in each he' it move\ through. Chaff 
rod.et<, remain in exi~tence for I\\O turn\. In these­
cond turn of 11' n1ght, a chaff rocket continue<; to 
n) an add111onal ten hexe~ in the d1rection fired, 
laying out chaff marJ.. er\. Chaff la1d out by chaff 
rockets rema10~ 10 play for 250 turn~. a\ doe~ cor­
ridor chaff 

[24.28) An aircraft that di\pcn\e<, or moves within 
four hexc\ of corridor or rodet chaff in a Game­
Turn ha\ the Probability Number for an enemy 
aircraft'\ Radar Search in the following Game­
Turn reduced hy three-quarter~ (75.,•) rather than 
the one-quarter reduction called for b) normal 
chaff 

124.29) It will often occur that, when chaff 
rocket s or corridor chaff is t• ~ed, the Player<, will 
find 1 ha l 1 hey have an in\u fficient number of chaff 
marJ..er,, If thi\ occurs. they may u\e counter\ nol 
in play a~ additional chaff marl.ef\ 
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[24.3) RADAR .IAMMING 

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 Table~ (24. 7). 

[24.31] Examine the Radar Jamming tab les. 
Along the ~ide of the table~ are lists of aircraft 
types or radar-jamming pod types. The am:raft 
li~ted on the Internal Radar Jamming Tables 
(24.61, 24.63 and 24.64) are considered to carry in­
terna l radar jammers normally (unless e~cepted by 
a scenario, o r unless rhe Radar Couoter-Measures 
rules are not used). A~ noted on the ECM Device 
Utilization Table (28.2), certain aircraft are 
capable of mounting certa in radar jamming pod~ 
at certain time~. Usually, an aircraft that can carry 
a pod will carry one only if ~o directed by a 
Scenario. 

[24.32] All radar jammer~ are basically capable of 
four effects: l) b locking enemy radar searches; 2) 
brea~ing radar conto:~ct with enemy aircraft ; 3) 
prevent ing enemy aircraft from obtaining radar 
lock-ons; and 4) breaking radar lock-ons. 

[24.331 When the owning Player of a jammer­
equipped aircraft wishes to perform any of the 
four function~ li$ted in 24.32, he examine~ the ap­
propnate Radar Jamming Table. Note that the 
table~ arc differentiated a~ to the building nation 
of the aircraft, and that Radar Jamming Pods arc 
gtven a table of their own. 

If an American table i~ being used (either the 
American Aircraft Internal Radar Jamming Table 
or the American Pod Radar Jamming Table). the 
Player find~ the aircraft's name (or the pod type) 
along the left-hand ~ide of the table. Under the 
name or pod type will be four lines, labelled I. 2, 3 
and 4. Each number defines a specific row of the 
jamming table. The firsl line corresponds to func­
tion I (as described in 24.32), the ~econd lo func­
tion 2, and ~o forth. 

The P layer then finds the name o f the aircraft (or 
SAM) that his aircraft/ pod is attempting to jam at 
the top of the table and cross-references I he col­
umn formed by this with the row of I he table deter­
mined above. This cross-referencing will yield 
either a single number o r a percentage (or a dash or 
"NE", bolh of which indicate tha t the radar jam­
mer has no effect in that case). 

If one of the ot her tables i~ being used, a slighl 
modificat ion is made 10 1hi' procedure. Rather 
lhan finding the aircraft that is being jammed at 
the top of the tab le, the Radar Search and Radar 
Lock-on Strength is found on the table. The Radar 
Search Sl rength is used if the jamming aircrafl is 
attempting to break radar contact or block radar 
\earch; I he Lock-on strength is U>ed if it b attemp­
ting to prcvenl a Radar Lock-on or break one. 

No1e rhal 1he A-7 is given a place both on the 
"American Aircraft lnlernal Radar Jamming 
Table" and lhe "Oiher Aircraft Internal Radar 
.lamming Table. " When the A-7 is being used 
agaimt a Russian-bui lt aircrafl. rhe first table i~ 
used; when nol, 1 he 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 1he 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-4.1. 
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 SO hexes, the Probability Number is 5 
(Base Probability number of 3/ 4 times Size Multi­
ple of 7 equals S) . 5 multiplied by. 7 is 3.5, which is 
rounded up to 4; so the final Probability Number 
for the Radar Search is 4. 
[24.351 At 1he end of the Radar Search Phase, any 
aircraf1 that has been spoiled by enemy Radar and 
that is equipped with rada r jammets may attempt 
to break radar contact. The Probability Number 
of il 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 I he rules of 
Probabi lity (12.0) to determine whether or not he 
succeed~ in breaking radar contact; if he is, the 
enemy Player i\ considered 10 have lost radar con­
tact with the jamming ai rcraft, and all rule~ regar­
ding loss of radar contact apply (see Case 20.3). 

If an ai rcra f1'~ position has been discovered visual­
ly (i.e .. has been found by a visual search), il 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 Pro bability 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-4.1. 
Examining the American Aircraft Internal Radar 
Jamming Table, we discover that the coefficient is 
. 75. I f the MiG is attempting to lock-on from the 
F-4J'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 1 he Radar Horning Miss ile Combat Phase, 
when the owning Player of an aircrafl thai has 
been locked-on to by an enemy aircrafl determines 
whether his aircraft ~ucceeds in breaking the 
enemy aircraf1's lock-on, he may increase his Pro­
bability Number by breaking the lock-on if hi' air­
craft is equipped with radar jammers. 

The owning Player refers to the appropriate Radar 
Jamming table, and uses the number found on the 
fourth of the four lines on the appropria te a rea of 
lhe tab le. This number is added 10 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. No1e: 
Other factors affect the Probability Number, ~uch 
as the number of hex-points turned by the aircraft, 
as well as chaff (see Ca~e~ 24.15 and 16.6). 

124.38) Radar Jamming Pods (as opposed to In­
lerna! radar jammer~) may affect friendly aircrafl 
wi thin a certain number of hexes of lhe aircraft 
mounting rhc pod. If the pod has a 1wo-number 
designation (i.e., "ALQ-71"), 1he pod protect~ 
any friend ly aircraft within one hex of I he moun­
ting aircraft. If il has a 1hree-number designation, 
(i.e., A LQ-119), it protecls friend ly aircrafl within 
three hexes (Exceplion: the ALQ-131 pod protects 
aircraft wilhinjourhexes). 

[24.39) If an aircrafl or pod type ha~ five line~ on 
the jamming tables. ralher I han the normal four, it 
ha\ " Deceplion jamming capabilily." Thi~ means 
tha i the aircraft (or pod) has the abil i1y to mislead 
enemy aircraft as to the jamming aircraft's true 
position, in addition to the other four capabilities 
li~ted in rules Case 24.32. 

Afler an ai rcraft wi1 h deception jamming capabi li­
ty has been spOiled via radar by the enemy P layer, 
the owning Player of the jamming aircraft musl 

delcrmine whe1 her 1he enemy Player obtains a 
spurious poiition for hi~ jamming aircraft. 

The fifth of the five line~ on the radar jamming 
lable is the Probabi lity Number thai the enemy 
searching aircraft will ob tain a spurious position. 
The owning Player of the ~polled aircrafl uses the 
rule~ of Probability ( 12.0) 10 determine whether or 
noi I he searching aircraft obtains a spurious posi­
tion. 

If a spurious position i~ obtained, the Players 
make a mental note to that effect. Note 1ha1 the 
Players must keep track of which aircraft have 
been spotted vi\ually, which have been \pOt led by 
radar. which have not been spoiled, and which 
have had a •puriou~ position obtained. 

If a P I;Lyer ha' ob tained a \puriou;, posit ion for an 
enemy aircraft, he has not obtained Radar contacl 
with that aircraft even though h" radar ~carch was 
succes~ful. He is considered to ~now the general 
local ion of the enemy aircraft, and thus the enemy 
aircraft remains on the game-map, but the Player 
remain~ undercenain re\trictiom. fhc P layer may 
not fire any of his aircrafl \cannon~ nor have any 
of his aircraft launch Radar-Homing missiles at an 
aircrafl that he has obtained a spuriou\ posilion 
for. However, lhe Player's aircral'l may launch 
Heat-Seeking missile~ al 1he aircraft. 

On a ll Game-Turn~ afler that in which a P layer ha~ 
obtained a spuriou~ posilion for an aircraft, the 
Player may Radar Search for 1 he aircraft and al· 
tempt to oblain radar contacr. Any ~uccessful 
radar >earch will resul1 in the aircraf1'~ obtaining 
radar contact. 

If a Player has obtained radar contact with an 
enemy aircraf1 1ha1 has deceplion jamming 
capabilily. I he owning Player of I he enemy aircraft 
may a11emp1 to break radar contact by giving the 
searching Player a ;,purious position. The enemy 
Player checks for spurious position according to 
1 he same procedure as previously. 

In any given 1 urn aficr radar coni act ha~ been ob­
lained, 1hc owning Player of a deception jamming 
aircraft may conttnue to a11empt to set up a 
spuriou~ pmi1ion. Once an aircrafl has been \POl· 
ted vi~ually, the aircraft becomes unable to set up a 
~purious position. 
[24.4] RADAR DF.TECTOR.."i 
Some aircraft arc equipped with elec tronic devices 
that detect the use of radar by enemy aircrafl. 
These range in sophisticat ion from devices 1hat 
simply detect the presence of a radar lock-on to 
dev i ce~ 1 hal can determine 1 he exa~: t type and posi­
lion of any airc raft engagtng in radar search. 

[24.41] On the Aircraft Radar Characteristics 
Table (28. 1) i> listed each aircraf1's Radar Deice­
lor Type- either none. A, B. C. D or E. An air­
craft with no Radar Detector Type is unab le to 
detecl the u~e of radar by enemy aircraft. 

[24.42[ An aircraft wilh Type A or better Radar 
Detection is able to detecl lock-ons ob1ained by 
enemy aircrafr. When these rules arc being used, 
the Players do 1101 place l oc~-on markers on air­
crafl that have been locked on to; instead, lhcy 
~cep track of which enemy aircrafl have been lock­
ed on1o by friendly aircrafl secretl y. Only an ai r­
craft with Radar Detection Equipment will know 
when an enemy aircrafl ha~ locked on toil. 

[24.431 An aircraf1 wi1h Type B Radar Detection 
is able 10 detect radar lock-ons (as above), andean 
detect Radar Searches made by enemy aircraft (or 
enemy Ground lnstallalions, see Section 26.0). If 
an aircrafl wilh this deteclion type is the object of 
a Radar Search made by an enemy aircraft, the 
P layer is informed that an enemy aircraft (or 
Ground Insta llation) i'< searching for his aircraft. 
He is 1101 informed of the position or type o f the 
searching aircraft/ Ground Installation. 

, 



[24.44[ All aircraft with Type C Radar Detection 
are able to do everything aircr.afl wirh Type A and 
B Radar Detection can; additionally, 1 heir Players 
are mformed of the type of search made for the 
aircral"ltf the aircraft I\ the Object of enemy Radar 
~earch rhe Player i\ told whether the \Carch is be· 
ing conducted by a Ground Installation or by rtn 
enemy atrcraft. 

[24.45[ All aircraft with Type D Radar Detection 
are able to do cverythmg atrcraft wllh Type A, B, 
or C Radar Detection are,able to do; moreover if 
~ubJeCt to Radar Se<Hch from an enemy aircraft, 
they are able to deh!ct the type of enemy aircraft. 
The owning Player ol an aircraft equipped with 
this type of Radar Detecuon equipment is mform­
ed of the 'earching aircraft\ type (i.e., MiG-21 ). 

[24.46[ All turcraft w11h Type E Radar Detecllon 
are able to do everything aircraft with Type A. B, 
CorD Rad:tr Detect ton are able to dn; tn addition. 
they are able to detect the exact posllton of any 
enem) atrcraflthat conduct radar 'carche' that the 
detecting aircraft i' the obJeCt ol The owning 
Player ol the detecttllg aircraft is informed of the 
he' number and altiiUdc of the searching aircraft: 
the dctecllng atrcraft 1\ as~umed to have 
automatically obtatned Radar contact with the 
searchm@ atrcraft . 

124.47] For a handy summary of detection ~ffech. 
see Ca'e 24.48. 

[24.48) Radar Detectiun T~pl' t:ffect Table 
(see separare booklet) 

(24.51 WI Ln WEASEL~ 

A Wild Wca~cl aircrafl i' an) aircrafl that ha' 
been equipped for olfcthive ElectronK Warfare. 
Wild \\ ca,el veNon' t\1~ 1 of I he following air· 
crall r 105''· F-4E',,l · IIJ',and Mi(o-23\. 

[24.51[ Fur 1 he 'a~c til \implici ty, all Wild Weasel 
aircraft v. tll be dcstgn,ued on the v,trious chart' 
and table, wuh rhe1r aircraft 1ype followed b~ the 
leucr' "\\' \\ "(forin\lancc. F-Ill L \\\\1. 

124.521 \ \\tid We01\cl :mcrafl ma~ 11111 carr) air­
to-air mi"ilt:,, Other than thi,, il nrcrares in all 
mann~r' U\ a normal atrcmfr. 
(24.53[ Wild Wea,cl ,11rcraf1 carry ullcrnal jam­
mer, . Htmeve~. the'.: 1111ernal Jammo:r~ operate 111 
a wav radtcally dtflcrc:nt from all u1her 1111ernal 
jammer type\. A W1ld Wca,el will nrmcct all 
friendly atrcraft tha t nrc iu ih Arc of Jamming. A 
Wtld Wca,el'' Arc ol l,rnuning i~ determined a' 
folltlw' 
a) banunc the relative ro,ition' of the Wild 
Weasel and the enemy aircraft or ground insralla­
rion it i'> auempting to jam. Determine the facing 
of the enemy ain;raft, and determine whach hex­
point that aircraft 'hould be facing roward if ir 
were to be racing m0\1 nearly direcrly toward the 
Wild Weasel. 
F.~amJIIr : rile Wild Wea'cl i~ on he\ 0511. and th.: 
enemy uin:raft is al he\ 0803. and facing N. The 
enemy .11n:r:llt \huuld be facing ..,-,w tl it is 10 face 
a\ cltiW 10 dtrectl) Ill\\ ard rhe \\ ild Weasel a' 
pos~tble. 'ore: Thi\ JUdgmem may be unclear at 
certatn point\- il m;~y he unclear rrect,el) which 
direction i' do,er tn heing "toward" the Wild 
Wc;l'cl In this ca~e. 1 nil a dte to dctcrmme which 
dtrec.:llllll "w he "'ed . 

b) U"ng the hex-r<•inl determined above and the 
he' oil he enemy atrcralt a~ the <ourcc ot a Radar 
Search 1\rc. trace a Rmlnr Search Arc I rum I he 
enemy alrcrafr. Thi\ i' the Arc of Jamming. Note: 
Thi' 1\rc due< not cmanare I rom the I rom or the 
enemv atrcraft. '" a re!!ular Rad;ar 'icarch Arc 
doe'; rather. it emanate' twm the \Ide nf the atr · 
craf1 de1erm111ed in ''er {a). Nole further tha t the 
Arc dot' nnl emanate from the Wild Wea<cl. but 
rarher lrom 1he aarcral't thar the Wald Weasel j, 

jammtng 

(24.541 Any :~ircra ft in a Wild Wea~el'~ Arc of 
Jamming ;~gaimt a given enemy aircraft is pro­
reeled by the Wild Wea,ef from that enemy air ­
craft. 1\11 <uch friendly am::raft are con\ldcred to 
have prorcction I rom Radar Searche\ and I ocl. ­
ons. and the ability Ill Break Radar Lod.-On~ and 
radar contac t in lhc \Umc way thai the Wild 
Weasel it,clf does. 

(24.551 A \\-tid Weasel'< Jammmg range and An: 
ol Jamm1n11 tvpe i' mdtcared on the Aircraft 
Radar Charac.:t~ri<tic\ Table (28.1 ). · 

(24.56] MiCi-23cww·, and pre- 1972 I· IOSWW', 
ha1e a Type ( Arc of Jamm111g (<ee Radar Search 
Arc~. 20 IS) Po~t-1972 I IOSWW''· f -41 WW'\, 
and F-11 I\\\\ ·, have Type B Arc< ol Jamming. 
Note: This mformauon" repeated in 28.1. It is not 
nece~sarv rharthc Player memorize it atlhi' "age. 

[24.571 N<lle th:ll, normally, any aircraft carrying 
mme than llne ECM de~ice twherher mira-red or 
tadar) i' wn,ider.:d ''' automatically operate 
under Loaded condi1ium. Wild Wcawl\ arc not 
con,idl'red I iurded. In .tddillon, Wild \\lea,el< 
may carry 1\nti-Radmtion Mis~ile< ('ee (.'a,e 25.6) 
11 ilhnul heutg .:on<idercd in I oaded Condirinn. 

[24.6) \ ARIABLE F.FFE(T~ 
m· RADAR JAMMI NG 

fhc effec t ~ of radar jamming arc alway~ ~UbJCCtiO 
ECC~ Cl::lectronic Counter-Counter Mea,ure,). 
lh•~ rule i' optional and player' do not have to u~e 
it even if u'tng the EC\-1 rule~. 

The fir'>t time a radar jammer'" used in a \Cenario. 
whether internal or pod moumcd. the owning 
player roll' c111c die 10 determine whether II\ et fee­
t ivene\\ ha' been increa\ed. remained the <a me. or 
decrea,ed due to [CC\-I mt>dification\. A roll of I 
or 2 mean' that 1 he et fec11vcne\\ i~ mcrca,ed, a roll 
of 3 or 4 mean~ 1 he errect ivcne"S is unchanged; and 
a roll of 5 ur 6 mean< I he el'fcc tivenes' i' dccrca~ed . 

If the effectiveness is unchanged, the radar jam­
ming functions as normal If ir is increased or 
decrea\ed. ho"ever. the owning player roll~ 

a nor her die. I he cffectivene'~ of 1 he radar jammer 
is then either increased or decreased by . I or I 
Probabtlitv Number for each number nn the die 
rull. depending on the function it " performing. 
tor the rema111der or the Scenario. Tht\ apphe' to 
all radar Jammers of that 1ype. The effecuvene's 
of a j;un mcr, however, 111:1) DOl be decreased 
below .9 or increased above .2. 

[24.7) RADAR JAMMING TABLES 

(2.4. 71] American Aircn~ftlntemal Radar 
Jamming Table (see separate booklet) 

[2.4.71) American Radar Jamming Pods Table 
(see separate book let) 

[24.73) Soviet Aircn1ft Internal Radar Jamming 
Tablt (see separate bookler) 

(24. 74) Other Aircraft Internal Radar Jamming 
Table (see separate booklet) 

[25.0] BOMBING 
AND STRAFING 

GENERAL RL L E: 

This rule\ \CCiton i~ generally divided into th ree 
parts dea ling, respectively, wi th munitions, Preci­
sion Guided Munitions (or PGM). and mafing. 
1\11 share \Omething in common, but they differ in 
many respect,. The Aircrafl 'v1unitions 
Characteri~rics Table (28.3) mdicates whrch air­
craft can carry munitiom or PGM. and what type 
of these and how many of each an aircrafr can 
carry. In addition, ir !!IVes the Accuracy Muhiple 
for each aircraft with each type of normal muni-

tions (as opposed ro PGM). If a given Scenario 
dirccrs that an aircraft is to carry a certain type of 
muniuon, the Players refer to this table to deter­
mine ho" man> loads of this rype or munmon an 
aircraft can carry (or how many missiles of a gtven 
air-to- surface miss ile type it can carry) and what 
the aircraft·~ Accuracy Muhtplc wtt h the munition 
IS. 

(1\<;ES: 

[15. 1) TARGfo'TSA,U Gt;~FRAL 

MUNI I"IONS RUL.ES 
125. 11 1 With Air War are provided a number of 
tilrgel marker\; there are SAM marker' (\CC ul~o 

'ic.:tion 26.0). AFV SAM mar~ers, AA gun 
coumer,, Af V counter~. Trud. counter\, Building 
marker'>, Dump marker\, and n Bridge marker. In 
a bombing Sccuano, (i.e .. nne in which wmc air­
.:rnfl arc loaded wilh bomb' nr \Orne other muni-
11\ltl\), the lnterccprmg Player 11 ill be directed to 
deplo~ <t number of target m;~r~ers on the game­
mar before the g.tme bcgtn' In addllton, both 
Player\ ~~il l be to ld exact ly what each 1:11 gel 
mat ker reprc,cnt\ 
A given larget mar~er can repre~ent one of 'everal 
I)PO:' 11f target' For in,tance. an AF\ counter 
could repre,cnl either a medium tan!.. nr a lighr ar­
mor vehtde; a Dump marker could repre\ent 
ell her a POL dump (!!it her open or revelled), or an 
:1111munition dump (again either open or revelled). 
.tnu \II fvrth In,, gtvcn <;cen;arin, I he Player' will 
llc tuld e\acth "hat each marl..er rcpre\enl\ tn 11s 
~cncral cat ego• y. 

6 
Stores 
Remain 

[25. 12[ Included 1111h the marl..cr' that at c u\eJ on 
the Wcaronr)' rrad .. of I he Aitcrafl Contwl Churl 
i' " "Store\" tn:arl..er. l im i' u'cd to rcp•c~cnt 
munition' .:arricd by a g.-en atr.:rafl When a 
'io:cnano begm,, ,lit ,urcrufl'' Store' marl.er ",et 
ar a number equaling the number of bomblnad\, 
napalm ian!..,, air- to-surface mi,~ile\, or 11hatever 
the ;~ircrMt i' carrying. Whcu an aircraft t clca~c~ 
oue of tts ~tore' - •.e .. laundtC\ an air-to-,urrace 
mt"ile. drop' a bomb or "ha1c1er - it< S1orc, 
marl.cr i\ reduced one bo\ 

[15. 131 Any aircraft carryinl) munlliOn\, PGM or 
.11r- r o-~urface mi~~t l e' is COil\idcred to operate 
unucr loadeJ conditions (\ec 17 .0; Excepllon: \ee 
Ca'e 24.5). If 'uch an aircrart takes half a' much 
damage a~ it i\ able to take (\ee Case 13.29). 11 mu\1 
)etri,on ih \tore, , If it can, II may relea'c 11' muni­
timt\ (i.e .. u\e 1hem lo bomb targets) in the im· 
media tely follnwing Bombing Phase; if thh i' im­
po"ible. the 'wre' are cOn\ldcrcd lo\1, and may 
1101 be fired at" target. 

[25.14) If an aarcrafl's "Store\" marl.er "in rhe 
1er<1 box ol 1 he Weaponry Track. 1 he atrcraft i~ 

con,idered In be carrying no munit ion,, und rhus 
may not launch 11r drop any rnuniritlns on any 
1.1rget. In addllton, such an atrcrarr dtlC' not 
operate under Loaded conditions, even if il prcvi­
ou<lv was carrymg \lore<. 

I2S. ISI Cenai11 ta rget~ (notably AA gun,, 1\FV'~. 
and parl.ed aircraft) can be "hardened" i c .. 
l!ivc:n \Ome protecuon by bemg dug 111. placed in 
prtllccli"e bunl.er\, or camouOaged. A 'icenario 
1\ til indicate whether a given targel is hardened 
(or, tf the Plt~ycrs arc using the rules to dcvi'c thctr 
Ol'lt Scenario,, 1 hey may choo'e 10 de, ignntc a 
!!ivt~n targ~t a' hardened). An; hardened 1arge1 has 
the Probabthty '<umber that it will be hit reduced 
b' SO~~'o. 

[25.21 BOMRI-'IG 
Bombang ts a getlCric rcrm for dropping bumbs 
bnmhler~. rockeh. napalm or <11her non guided 
muntttons 
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(25.2 1) An aircraft carrying bomb\ or any of the 
o ther muniuons li~ted above may relea~e them at 
any time during it~ Movement Scgmcnr. i.e .. in 
an} he~ that it nHWC\ through. The bomb' afTecr 
the he\ in which rhey are released. However, these 
effect~ arc not determined until the Bombmg 
Pha,e. 

[25.221 An aircraft may only bomb a larger if I ) 
ir' wtng' are level (i.e .. it i~ neither banked nor in­
verted); 2) iris either diving m nying level; and 3) ir 
doe~ not execute any rype of maneuver in the 
Game-Turn that it drops it~ munirion~ . 

[25.23] When an aircraft drops a bomb or other 
munirion~ during the cour~e of its movement, the 
Players note the hex in which the ~ • orcs arc drop­
ped. During the Bombing Pha\e of the ~nme 
Game- rum, the Players determine whether rhe 
relea~ed munitions will "hrt" their target. To do 
SO, they foliO\\ the procedure detailed in Ca~e 
25.24. 

[25.241 On tlte Aircraft Munitions Characteristic~ 
Table (28.3) is listed each aircraft's Accuracy 
Multiple with the munition~ listed in Case 25.2. In 
rhe Bombing Phase of a Game-Turn in which an 
aircraft dropped a type of munition~. the owning 
Player of the aircraft refer~ to this table and deter­
mines the dropping aircraft'\ Accuracy Multiple. 
He then determines the altitude at which the air­
craft dropped the munitions, and multip lie~ the 
altlt ude by the Accuracy Number. 

No te: The altitude used for this procedure is the 
net altitude; that is to say. if the ground level is 
greater than zero (see Case 22.3,) the ground'~ 
a ltitude is subtracted from the aircraft's Altirude. 

Example: If the ground were at level 20 and the air­
craft were Oying at 40 levels of altitude, the net 
altitude le"el would be considered 20. The product 
(the product of the Accuracy Multiple and the net 
altitude) i'i known a~ the Modified Altitude Level. 
The bombing Player then refers to the Bombing 
Hi t ProbabilityTable(25.91). Hefinds thecurrcnt 
Movemenr Allo.vance of hi~ bombing aircraft at 
the top of the table, and the Modified Altitude 
Level in 1 he left-most column of the table . He 1 hen 
cross-rererenccs the column determined by the 
former with the row determined by the latter to 
yield a single number. This number is the Base 
Probability Number that the dropped munition 
will hit its targcr. 

The Player then refers to the Bombing Probability 
Modification Table (25.92) and modifies the Base 
P robabi lity Number as the table directs. This 
modified number is the final Probabi liry Number 
that the munition will hit. The Player refers ro the 
ru le of Probability (12.0) 10 determine whether the 
munition hits its target or not. 

[25.251 After a 'bomb or other munition has been 
dropped by an aircraft, it will take a certa in 
number of Game-Turns to fall 10 its target -
bombs will not drop instantaneously. The Players 
usc the Falling Table (25.93) to determine how 
many turns the munitions will take to reach their 
target. 

[25.26] On the Bombing Phase in which a load of 
munition~ reaches its target, the Players refer to 
the Target Destruction Table (25.94) 10 determine 
wherher the munitions will destroy their target (see 
Case 25.3). Therefore, dropping normal muni­
tions takes place in four differen t srages: Srage 
One: and aircraft releases its munitions during a 
Movement Segment; Stage Two: in the Bombing 
Phase of rhe same Game-Turn the P layer rolls for 
each load of munitions released 10 determine 
whether the munitions will hit their target; Sfa[(e 
Tltree: the Player continues play for a certa in 
number of Game-Turns while the munirions drop 
tOwards their target. STai!e Four: On the Game-

Turn in which the munitions reach their target. the 
Player determines whether they dest roy therr 
target or not, according to the procedures in CaJ.e 
2D. 

Note that, unless a load of munit ions makes a suc­
cessful rol l in Stage One, the or her Stages can be 
ignored. In ocher wor<Ls. if ir is determined when 
the Bombing Hit Probabi lity Table is u~ed that a 
load of munirions will not "hit" its target, the 
munitions load is considered lost, and the fac t that 
it will drop to the ground need not be kept track of. 

[25.271 No track or other playing aid is provided 
with the game for the P layer~ 10 keep track of the 
number of Game-Turns tha t a load of munitions 
must drdp. The Players must keep rrack 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 munitiom that it carrie!> in a ~ingle hex. 
E"ample: An aircraft carrying 8 750-lb bombs 
could, if it liked, release all 8 in a single hex. The 
Players roll independent ly and separately for each 
load of munitions released. so that, in the example 
above, the Player would have 10 refer to the 
Bombing Hit Probability Table 8 rimes, once for 
each of the 8 bombs. 
[25.31 PAYLOADS AND 

TARGET DESTRUCI'ION 
[25.3 11 When a bomb, o ther type of munition, 
PCM. or air-ro-surface mi~si l t> reacht>s it~ target, 
the Players refer to the Target Destruction Table 
(25.94). When an aircraft straf~ it s target, the 
Players refer to the Strafing Target Destrucrion 
Table (25.97). 

[25.321 There are seven types of munitions 
payloads: 750-lb payloads, 1000-lb payloads, 
rockero,, napalm, shaped-charge payloads, anti ­
personnel bomblets, and anti- tank bomblet~ . 

There are si" types of bombs, corresponding to 1 he 
s ix type~ of payloads (no ~haped-charge 
bombs); there are four types of "smarr" bombs 
("smart" 750-lb bombs, "smart" 1000-lb bombs, 
"smart" anti-personnel bomblets, and " smart" 
anti -tank bomblets); each of the 9 different types 
of air-to-surface missi les has one of three different 
rypes of payloads (either 1000-lb payload. 750-lb 
payload. or shaped-charge payloads). 
[25.331 When a dropped munition (from Case 
25.2). a "smart" bomb, or an air-to-surface 
mis~ile reache~ its target, the Player~ refer 10 the 
Target Destruction Table (25.94). The owning 
Player of the munition~ finds the payload of the 
munit ions along the lop oft he table, and thr target 
rype a long rhe side of the table. He uoss­
references the column determined by the payload 
type with the row determined by the target type ro 
yield a single number; this is the Probability 
Number that the target will be destroyed. The 
Players refer to the ru le~ of Probability (12.0) ro 
determine whether or not the target is desrroyed. If 
the targer i~ desrroyed, the target marker is remov­
ed from the game-map. 
[2S.34J When an aircraft stra fes a target (see Ca~e 
25.7), the Player~ refer 10 the Strafing Target 
Dest ruc tion Table (25.98). The Players use thi' 
table in rhesamemannerastheTargct Destruction 
Table, except tha t the Cannon Type of the strafing 
aircraft, ra ther than the muni tion type, i!<. found at 
the top of the table. 

[15.4] "SMART" BOMBS 
"Smart" bombs and air-to -surface missiles are 
collectively referred to as P recision Guided Muni­
tions, or PGM . However, the two operate in 
dissimilar manners, and thus are given two dif­
feren t sections. 

[25.411 "Sman" bombs are versions of normal 
born bs with laser or electro-optic guidance 

facilities. There are "smart" bomb versions of 
1,000-lb and 750-lb bombs, as well as both types of 
bomblets. The 1,000-lb and 750-lb versions, un like 
normal bombs, do nol 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 
1 he bombs have fins for gliding. 

[25.421 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 wiU 
be detailed in the next rules section. 

[25.431 Smart bombs were firsl used in late 1968. 
Up until 1973, al l "smart" bombs effectively used 
Designator Guidance. Therefore, in any Scenario 
that the Players play tha t takes place before 1974, 
and in which "smart" bombs are used, the 
"smart" bombs are considered to use Designator 
Guidance; and in Scenarios tha t take p lace since 
then, they should be considered 10 use Indepen­
dent Guidance. 

[25.44) Certain aircraft are "Target Desig­
nators ." T hese are aircraft that are able to guide 
Designator Gutdance weapons to their larger. All 
A-10, MiG-27, MiG-23B, Su-19 and Jaguar air­
craft are automatically considered to have internal 
target designators; all other atrcraft can mount 
Target Designation pod~. 

[15.45] 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. 

[25.461 When a Designator Guided "smart" 
bomb is launched, the owning P layer must deter­
mine which target marker is to be the bomb's 
larger. 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 ta rget in its forward 
arc. J f. 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 10 automatically miss its target. Note thar 
the designa tor-equipped airc raft does nol 
necessarily have to be the aircraft that dropped the 
bomb, as long as some designator-equipped air­
craft guides the bomb to its target. 

[25.471 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. 

[25.481 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 
aircraft 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 targer. 
The Players refer to the rules of Probability (12.0) 
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to determine whether or not the munition hits its 
targrt 

In other words, "\man" bombs and other PGM 
use the PGM Hll 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 Hu Probability Table, a~ 
it b in t.he Bombing Hit Probability Table. Only 
the "smart" bomb (or bomb1et) or missile type 
and the Movement Allowance of the ancraft tS 
taken into account. 

125.49) 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 ip precise!¥ the same way 
as normal bombs. Note also that, when "smart" 
bombs and bomblets reach their target, target de­
struction is resolved 10 the same manner as for all 
other munitions, as per Case 25.3 . 

125.5) A IR-TO-SUR.'ACE MISSILES 

Air-to·surface missiles (hereafter ASM) are a form 
of PGM . Unlike air-1o·a1r missiles and surface-tO· 
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. 

125.51) All ASM's have four cbaracreri~ucs: 

range, speed, payload, and guidance system. An 
ASM's payload is euher a 1000-lb payload, a 
750-lb payload, or a shaped charge payload, as 
discussed in Case 25.3. Their guidance system is 
either Designator Guidance, Command Guidance, 
or Independent Guidance. Designator Guidance 
and Independent Guidance are detailed in 25.4. 
These four charactensrics are detailed on the ASM 
Characteristics Table (25 96). 

125.52) Any aircraft carrying an ASM may launch 
11 at any target marker withm the ASM's range. 
Note that, for range.counting purposes, every rwo 
levels of altitude difference counts as one hex. A 
given ASM's range is listed on the ASM Charac­
teristics Table, 25.96. 

125.53) ASM's,like bombs, may be released by an 
aircraft at any time during irs Movement Segment. 
During the Bombmg Phase of the Game-Turn 10 

which the ASM was launched, the owning Player 
of the launching aircraft must determine the range 
in hexes between his launching aircraft and the 
target hex. Again, two levels are counted a~ one 
hex for range-counting purposes. 

The Player then divides the total range between the 
he~ the ASM was launched in and the target he~ by 
the Speed of the ASM. A gtven ASM'~ ~peed i~ 
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 rake 
the missile to reach 11\ 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) to deter­
mine whether or not hi~ ASM will hit its target. I fit 
~~ determined that it will, the Player notes the 
target hex, the type of ASM launched, and the 
Game-Turn on which the ASM will reach its target 
on a piece of ~crap paper. 

(25.54) On the Game-Turn in which an ASM 
reaches its target, the Player rcrers to the Target 
Destruction Table to determine whether it destroy~ 
its target. He finds the payload rypeofthe ASM on 
the ASM Characteri~rics Table (25.87), and uses 
this to resolve the target destruction. 

(25.55)' tr 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 remam in the for· 
ward arc of some designator-equipped aircraft, or 
the missile is considered to lose its target. 

125.56] An Independently guided ASM operates 
under the rules outlined in Case 25.47. That is to 
say, it need not be guided and will ny 10 its target 
with no out\ide interference. 

125.57] A Command Guided ASM must be guided 
to its target by 11~ launching aircraft, but there is 
no "Designator" involved. At no time may the 
target of the ASM be m the rear arc of the laun­
ching aircraft; tf the aircraft ever moves in such a 
way that the target is in its rear arc, the ASM is 
considered to lose 1ts 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 nol 
launch any other m1\sile or fire its cannon or ex­
ecute any maneu"er while guiding the ASM . 

125.6) ANTI-RADIATION MISSILES 

Anti-Radiation Mi~si les (hereafter ARM's) are 
missiles that home in on enemy radar emissions. 

(25.6 11 ARM's act in all ways as ASM's, e~cept 
that their guidance system is considered to be 
"Anti-Radiation," rather than Command Guid­
ance, Designator Guidance, or Independent 
Guidance. This means that the miss1le does not 
have to be guided by any aircraft, and will simply 
head for a radar-emitting target. 

[25.621 When an ARM is launched by an aircraft, 
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-a1mmg 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 10 operate 
under loaded conditions, except that a Wild 
Weasel aircraft or an F-4 is not considered loaded 
unless it is also carrying Radar-Homing air-to-air 
missiles. 

125.64) 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 u~e AS-7 
ARM's (equtvalenl to Shrike). 
[25. 7] STRAfiNG 
Strafmg occurs when an aircraft fires liS cannon at 
a ground target. 
125. 71) Any cannon-equipped aircraft may fire its 
cannon at a ground target that is within the can­
non'nange. An aircraft may fire its cannon at any 
target that was within its forward arc at some time 
during its Movement Segment, although strafing 
auacks are resolved during the Cannon Combat 
Phase. 

(25.72] The range between a strafing atrcraft and 
a target ts considered to be the shortest d1s1ance be­
tween the two that existed during the aircraft's 
movement. 

[25. 73) An aircraft in level night may only strafe a 
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 srraf"mg auack, 1 he own­
ing Player of the strafing aircraft refers to the 
Strafing Hit Probabi lity Table (25.97) lie finds 
the aircraft's Cannon Type at the side ofrhe table, 
and the Movement Allowance of the aircraft at the 
top of the table. He cross-references the row deter-

mined by the former with the column determined 
by the Iauer to yield a single number Th1s 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 mafing aircraft will hit its target; the 
Player then refers 10 the rules of Probability (12.0) 
to determine ~hether or not the a1rcraft 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. 

[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 
1 rack one box. 

[25.781 An atrcraft may strafe more than one hex 
in a single Game-Turn. However, its Probability 
Number of hilling the target is reduced it if does 
so; if it fires at targets-in two hex~. the Probability 
Number of hming each is halved; 1f 11 fires at 
three, the Probability Numbers are each reduced 
to a t.hird; and so fort.h. 

125. 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 rhe1r target. 

125.8) FORWARD AIR CONTROLLERS 

U.S. and NATO rur forces may use Forward Air 
Controllers to increase the accuracy of bombing. 

[25.81) Any rwo-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-sear air­
craft, two-seat versions exist for use by Forward 
Air Controllers. 

[25.82) The Forward Air Controller aircraft must 
be armed with Rockers. However, these are con­
sidered 10 be White Phosphorous Rockers. Their 
Probability of Destruction of a target is reduced 
by 50tro. However, any target that i\ hit by White 
Phosphorous Rockets, whether destroyed or not, 
is considered "marked." Use an inverted cloud 
marker ro designate which target is marked. Air­
craft bombtng 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 200fo. 

[25.83] The back-seat crewmen of all Forward Air 
Controller a1rcraft arc considered to be Honchos 
for the purpose of visually spotting targets on the 
ground. 

[25.84] All f'orward Air Controller aircraft are, 
since 1972, considered 10 be equ1pped with target 
designators for use with PGM's. 

[25.9] BO MBINGAND STRAF"INGTABLES 

(25.9 1) Bo mbing Hit Probablllty Table 
(see separate booklet) 

[25.92) Bombing Proba bility ModlflcaUon 
Table (see separate booklet) 

[25.93) Fallin& Table (see separate booklet) 

[25.94) Target DestrucUon Table 
(see separate booklet) 

(25.95) PGM Hll Probablllly T able 
(see separate booklet) 
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125.96] ASM Characteristics T able 
(see separate booklet) 

125.97) Strafing Hit Probabili t) Table 
(see separate booklet) 

[25.98) Strafing Probability Modification Table 
(see separate booklet) 

[25.99) tra Ci ng Target Destruction T able 
(see separate booklet) 

[26.0] GROUND 
INSTALLATIONS 

COMMCNTARY: 

The rules in Section 25.0 allow an aircraft to ~hoot 
at targets on the ground. II seems only fair to allow 
targets to shoot back. 

GENERAL RULE: 

There are three types of ground installation~ that 
are dealt with in this section: AA guns, Surface·to· 
Air missiles (hereafter SAM's and radar instal­
latiom. 

CASES: 

[26.11 ANTI-AIRCRAIT GUNS 

[26.111 When a Scenario indicates that one Player 
is to have anti·aircraft guns - or the Players 
decide to give one (or both) Players AA gun~- 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 miss1ons 
run by the other side; some Russian tanks are 
mounted with .50 caliber machine guns, which 
may act as AA gun&. Therefore, under certain cir· 
cumstances, tanks may operate as AA guns. 

[26. 121 There are founeen 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· 
ucular AA marker represents. 

[26.131 The types of AA guns and statistics about 
them are listed on the AA Gun Hit Probabilit y 
Table (26.5 I). Note that AA guns are classified as 
being either "with Radar" or "without Radar;" 
generally, AA guns with Radar have a greater 
chance of hilling their target, and ARM's may not 
home onto AA guns without Radar (see Case 
25.6). 

[26. 141 AA guhs 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 to destroy than light AA 
guns: this fact is represented on the Target 
Destruction Table (25.94). 

[26. 15] AA guns do not have arcs. Unhke a1rcraft 
cannons. AA guns may fire at any aircraft within 
the1r 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 visa vlnhe aircraft counter. 

[26. 161 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 (26.5 I) . 

(26. 17] On the AA Gun Hit Probability Table are 
three columns labelled respectively "Cio~c 
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 gsmm 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, 
determrne which of the three spans of numbers the 
distance between the AA gun and its target lies. 

Example: If the 8Smm gun was firing at a target 50 
hexes distant, it would be firing at Mcd. 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. 

Examplt: In the example previou~ly given- that 
of an 85mm AA gun without radar firing at 
medium range - the Probability Number is I. 
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 !>layer~ 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] SURF ACE-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 arc treated a~ 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 Chart.~. 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 
represcm 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 I 
Missile, it must move in a Type I Climb for the first 
turn of its movement: if it i~ a SA-2 or SA-3, it 
must move in a Type Ill Climb for its first turn of 

movement. if 11 i\ a SA-7. it may mo~c in anr 
D1vc/ Ciimb rype the owning Player desires . 

[26.24) Since a SAM is launched from the im­
mobile ground, rather than from a movtng atr­
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-R1ding 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. 

[26.261 Most SAM's are Radar-Hom1ng . 
Therefore, a SAM site must obtatn a Radar Lock­
on to 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 
a1rcraft arc. On the Aircraft Radar Characteristic~ 
Table, toward the bottom, each SAM mtssile 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. 

126.27] A SAM ~ite containing SA-3 or /\IM-9'' 
has two launcher~; one containing SA·6's. SA· D's 
or Hawk l's has three launchers: all other SAM 
sites have one launcher. A g1ven SAM me may 
have as man~ locJ..-ons at a single ume as II ha~ 

launchers: it may launch as many missil~ in a 
single 'Vtis\ilc I aunch Ph5.se as it ha\ launchers. 

[26.28) SA·2, SA-3. and SA-6 SAM's have the 
capab1ltty 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 he!! as the target a1rcraft. 

[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. 

[26.3 1) Each SAM type is given a Radar Search 
Strength on the Ground Installations Radar Char­
acteristics Table (26.1 I) in addition to the Radar 
Lock-on Strength mentioned previously. 1\ 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, 
111 a 360° arc around the SAM site. 

126.331 A Scenario may specify that some ground 
target (such as a field bunker) has radar search 
equipment; if so, the Scenario wilt also indicate the 
Radar Search Strength of the equipment. Such a 
target i~ 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 own· Scenarios. 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 tnstallation and the aircraft, the installation 
may not ~earch for the aircraft. Note: This Implies 
relative altitude. Subtract the altitude of the land 
from both the installation's and the Blrcraft's 
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Eumple: The distance between the installation 
and the aircrft is 48, and the a1rcraft is at altitude 
levelS; one-sixth of 48 is 8, and the aircraft is at an 
ahitude less than 8, so the installation may not 
search for the a1rcraft. 

(26.36] Note that, when a Player's ground instal­
lations discover enemy aircraft through Radar 
Search, any friendly a1rcraft also obtain radar con­
tact with the enemy a1rcraft: radar contact obtain­
ed by any of a Player's installauons or aircraft IS 

considered to be effective for all of a Player's in­
stallations and aircraft. 

(26 .4] ECM EHECTS ON 
GROUND INSTALLATIONS 

(26.41] If an aircraft's or pod's radar jammers are 
effective against an AA gun type, AA guns of that 
type with radar are considered 10 operate without 
radar. That is to say, when referring to the AA 
Gun Hit Probability Table, the Player~ refer to 
AA guns of that type with no radar, even if 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 to 
the procedure used for all radar searching aircraft. 

(26.43). Radar jammsng agasnst SAM's is resolved 
in the same way that it is against aircraft. 

(26.5] ANTI-AIRCRAFT G UN TABLES 

(26.51] AA Gun Hit Probability Table 
(see separate sheet) 

(26.52) AA Damage Tables 
(see separate booklet) 

[27 .0] EJECTING 
CO\<IMENTARY: 

One of the most expensive and least easily replace­
able compOnent& of an aircraft 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 
a1rcraft i~ about to be destroyed (i.e., immedtately 
after a missile enters its target aircraft's he,, or an 
aircraft ha~ taken as many Damage Points as it can 
su~tain), the crew members of the aircraft may at­
tempt to eject. 

CASES: 
(27. 1) HOWTOF..JECT 

(27. 11( The Probability Number that a crew 
member will successfully eject is 17. When a crew 
member auempts to CJC:Ct, 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 10 eject separately; i.e .. the Player 
rolls for each cre" member independently, and 
one cre" member may be able to eject, even if the 
01 her is not. 

)27. 13) If an atrcraft ~~about to be destroyed by a 
missile, and the owning Player of the aircraft has 
not successfully obtained visual, radar or infra-red 
contaC( with the mis~ile (i.e., the crew members in 
the aircraft don't see the missile), the crew 

members may not auempt to eject. They never saw 
what was coming. 

(27 .2) EFFECT OF EJECTING 

Ejection ha~ liule to no effect on the play of Air 
War itself. The only purpose ejection serves is to 
innuence 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) AIRCRAH RADAR 
CHA RA(T I-.RISTICS TABU.: 
(see separate booklet) 

(28.21 ECM DEVICE UTILIZATION TABLE 
(see separate booklet) 

(28.3) BOMB CAPACITYTABLE 
(see separate booklet) 

[29.0] PLAYING 
THE SCENARIOS 

COMMENTARY: 

The next several rules sections following this one 
detail the various Scenario types- the Hi~torical 
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 <arne way that most Scenarios in SPI 
games arc 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 Players 
choose a General Scenario Type (for mstance, 
"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. 11 WINNING THEGAME 

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 
Scenano provides what are in essence historical 
notes -It describes the situation a~ it existed dur­
ing the actual historical action and us final result 
(or the situation as it is envisioned as occuring). 

(29.241 The Map Arrangement ~cction indicates 
how the map\ are to be set up at the beginning of 
the Scenario. The maps are set up in the order and 
p0siuon indicated by this section. with all map sec­
tion com pas\ roses pointing in the same direction. 

(29.25) The Deployment section of the rules in­
dicates 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 leucr followed by a 
four-digit number; for instance, G 1213 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 21.0 arc 
used. It indicates how the use of the optional rules 
affects the Scenario- whether any of the aircraft 
pilots are 10 be considered Honchos, Novices or 
whatnot, in what direction the sun lies, ground 
altitude. and so forth. 

(29.27) The Game-Length secuon 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. 

(29.281 The Victory Condiuons ~ection is self­
explanatory. 

(29.29) The Special Rules secuon g1ves any special 
rules that may be in effect for that particular 
Scenario, but which do not apply to any other 
scenario. Thcae are not considered optional rules. 

(29.3) GENERAL SCENARIOTVPES 

(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 Player~ in such a 
Scenario. 

(29.32) Each General Scenario type contains 
seven sections, divided in the same manner as the 
seven secuon~ 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
dicate~ what type of aircraft are to be used by the 
opposing Players; it leaves the choice of aircraft 
up to the Players. 

(29.331 Players may, if they wish, use the General 
Scenano Types aod any arbHrary aircraft to play 
out a Scenario devised from one of the Scenario 
Types. Alternatively, they may choose to play a 
Scenario 111 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 aircraft 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 Misiile 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 ml!isile 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. ln 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] PLOTIING 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. Tnat 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-<:ontact 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. 

[29.431 The P layer (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 
exaclly where his aircraft are tO move and what 
they are to do in thecourseoftheir movement for a 
cenain 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 
~orne specified point. (I.e., "plot movement for 
the aircraft from the eastern side of map section E 
off the western s1de of map sect ion 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 1 he game umil it or a 
friendly aircraft spots (either through Radar or 
visual search) some enemy aircraft. When the air­
craft of the out-of<ontact 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 
auention 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. 

[29.451 As well as plotting aircraft's movement, 
the out-of-<:ontact 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 plolled as being the arc in which the 
aircraft was to search on a given Game-Turn. 
After the out-of-contact Player's aircraft auain 
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 
cenain 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, al l 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 tO set up a "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] IDSTORICAL 
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. II] Action over MiG Alley, 
13September, 1952 

General Situation: Two intruding MiG-15's nying 
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 spouing 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 A rrangement: 

north 
A B 
c D 

U.S.A.F. 
Aircrqft type: two F-86'~ 
Movement Allow,,nces: 4 
Throule Sellin!(: 4 
EnerJ(y Pts: 0 
Accel. Pts: 0 
WinJ?s: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes: Cl211. Cl411 
Altitudes: 73, 73 
HeadinJ(s: N, N 

Chinese 
Aircraft type: two MiG- 15'~ 
Movement Allowance: 4 
Thro11le Selling: 4 
Energy Pts: 0 
Accel. Pts: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes: D0511, D0711 
Altitudes: 75, 75 
HeadinJ(s: N, N 

Optional Rules: 
Stm direction: SW. 
Land altitude: 30. 

Game Length: 
20 Game-Turn~. 

Victory Conditions: 
Each J>layer receive& two Victory Points for each 
enemy aircraft shot down, and one for each enemy 
aircraft that takes enough damage for it to operate 
under Loaded Condition~ bee 17.0). The Player 
with the greater number of Victory Point~ a1 tl\e 
end of 1 he game h the winner. If the Player\ ha\'C 

an equal numbe1 of Victory Points, the game 1~ a 
draw. 

[30.12) El Arish, 31 Octobtr, 1956 

General Siluation: While patrolling over El Arish 
during the 1956 Arab-Israeli War, two Mystere 
I VA 's encountered three Egyptian MiG-17's. One 
of the MiG's was destroyed in the ensuing dogfight 
without loss to the Israelis. 

Map-Arrangement: 
north 

A B 

c D 

Israelis 
Aircraft type: Two Mystere IV A's. 
Movement Allowance: 4 
Throttle Selling: 4 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes: Al211, Al313 
Altitude: 80,81 
Heading: N 

Egyptians 
Aircraft type: three MiG-17's 
Movement Allowance: 4 
ThroTtle Selling: 4 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes: A0707, A0907, A0808 
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 flown by a Hon­
cho, one MiG by a novice. 

Game Length: 20 Game-Turns. 

Victory Conditions: The Israeli Player wins if his 
aircraft shoot down at least one enemy 8Jrcraft, 
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 Murang 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. 

MapArrangl!mmt: 

north 
A B 

C D 
Indians 
Aircnift tyM: three Mystere IVA's 
Movement Allowancl!: 3 
Thrott/1! Setting: 3 
Energy Points: 0 
Acceleratton Points: 0 
Wings: level 
Dtvi!!Cflmb: Level Flight 
Missiles: none 
Hexes:C0617, C0716, C0916 
Allitude: ISS 
Heading: NNW 

Pakistanis 
Aircraft tyM: three F-86'~ 
Movement Allowance: 3 
Throttle Setting: 3 
Energy Points: 0 
Acceleration PointS: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes: A0710, A0810, A0910 
Altitude: I SO 
Headmg:S 

Optional Rull!s: 
Sun Dir.cction: W 
land Altitude: 60 

Gami!-Lmgth: IS Game-Turns. 

Victory Conditions: 
Each Player receives two Victory Point~ for each 
enemy aircraft shot down, one for each enemy air­
craft that takes enough damage for 11 to operate 
under loaded conditions (17.0), and one for each 
friendly aircraftthatt~ nor shot do""· 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 an 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) Tht first Kill, IOJuly, 1965 

Gl!nl!ral Situation: Two f-4C' s covenng another 
F-4 element were auaclo.ed by two MiG-ITs. 
Although the MiG's soon ~wung anto 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 dtsengage, the first U.S.A.F. 
kills tn Vtetnam. 

Map Arrangl!ment: 
north 

A B 

C D 

U.S.A.F. 
AircrafttyM: two F-4C's 
Movement Allowance: 6 

Throttle Settmg: 6 
Energy Points: 0 
A cceleralion Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: both with 4 Early Sidewinders; #I 

{Cl209) with 4 Early Sparrows as well 
Hexes: CI209, Cl412 
Altitudes: 78, 80 
Heading: N 

North Vil!lnami!SI! 
Aircraft type: two MiG-17's 
Movement Allowance: 6 
Throttle Setting: 6 
Energy Pomts: 4 
Acceleration Points: 0 
Wings: rolled 45° to right 
Dive/Climb: Type I 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 talo.e more than 9 points 
of damage from cannon fire. The Vjetnamese 
Player wins either if a) he destroys an F-4, or b) 
none or his aircraft are destroyed, and his aircraft 
have collectively fued their cannons at the 
U.S.A.F. atrcraft at least four times tn the course 
of the Scenario. Any other result is a draw. 

(30.22] " Thud Ridge," 21 March, 1967 

Genl!rai Situation: Two F-1 OS D's returning from a 
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 Arrangement: 
north 

A B 

C D 
U.S.A.F. 
Aircraft type: two F-IOSD'~ 

Movement Allowance: S 
Throule Seuing: S 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: I Early Sidewinder each 
Hexes:C!II?, C09lS 
Altitude: 48 
Heading:$ 

North Vietnaml!se 
Atrcraft type: two MiG-21C's 
Movement A 1/owance: 9 
Throu/e Seumg: 7 
Energy Pomts: 4 
Acceleration Pomts: 0 
Wings: level 
Dive/Climb: Type I Dive 
Missiles: 2 Atolls each 
Hexes: AIOI4, A0907 
Altitude: 54 
Heading:$ 

Optional Rules: 
Sun Direction: E 
Gam I! Ll!ngth: IS Game-Turns. 

Victory Conditions: The Player to destroy the 
most aircraft wins. lfnoaircraftaredestroyed,the 
U.S.A.F. Player wins. If both Players destroy an 
equal number of aircraft, the game is a draw. 

----------------------------------------

(30.231 T he Death of Colonel Tomb, 10 May, 
1972. 

Genl!ral Situation: Randy "Duke" Cunningham 
and Willie Driscoll had just shot down two MiG's, 
giving them a total of four ktlls, when they en­
countered another MiG, nown 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 
Vtetnam. Tomb was looking for kill number four­
teen. Battle between these three masters of air 
combat then ensued. It ended wtth 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 peppenng the F-4 with can­
non fire. At the end, the Americans were out of 
atrspeed, altitude and ideas. Tomb was out of fuel 
He med to break away and land, but the cnppled 
F-4 got off one last sidewinder at htm. Cunning­
ham and Driscol ejected safely over an American 
ship. Tomb went down wtth hts MiG. Both had 
scored their kith. 

Map Arrangl!ml!nt 

north 

A 

U.S.N. 
Aircraft type: one F-4J 
Movement Allowance: 6 
Throttle Seuing: 6 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: 21m proved AIM-9's, 4 Early AIM-7's 
Hex:A0804 
Altitude: 22 
Heading:$ 

People's Air Force of Vietnam 
Aircraft type: one MtG-17 
Movement Allowance: 4 
Throule Sellmg: 4 
EnerRy Pomts: 0 
Acceleration Pomts: 9 
Wmgs: level 
Dive/Climb: Level Flight 
Missiles: 2 Atolls 
Hex:A08 l6 
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 Ll!ngth: 30 Oame-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 
tn 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 to 
be a draw. 

(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. 

(30.3 11 Action O\'tr the Medltemtnean, 
14 September, 1973 

General Situation: At the outbreak of the '73 War, 
the Syrians attempted to provoke the Israelis into a 
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dogfighl. They found that the Israelis had lo~l 
none of their skill. The Israelis destroyed fourteen 
Syrian MiG's wh1le losing but one a1rcraft. The 
Israeli~ used AIM-7's to breal.. up the Syrian for­
mations at long range, and then moved 10 with 
their Shafir\ and cannon, finishing off the sur­
vivors. 

Map A rrang~m~nt: 

lsra~lis 

north 

A 

B 

c 
D 

Aircraft type: two F-4E's 
Movement Allowance: 8 
Throttll' Setting: 8 
Energy Points: 0 
A cceleralton Points: 0 
Winxs: level 
Dive/Climb: Level Flight 
MISStels: 2 Early AIM-7's and 4 Shafnr each. 
Hexes: 00815,01017 
Alllludes: 66, 70 
Headinx:N 

Syrians 
Atrcrafttype: four MiG-21's (late) 
Movement Allowance: 4 
Throttle Settmg: 4 
Energy Pomts: 0 
Acceleration Points: 0 
Wings: level 
Dtve/CIImb: Level Flight 
Missiles: 4 Atolls each 
Hexes: A080S, A0904, A0704, AOS03 
A It/tude: 62 
Headinx:S 

Optional Rul~s: 

Sun Direction: E. 
Pilot Capability: two of the MiG's are flown by 
Nov1ce\, one F-4E is nown by a Honcho 
All a1rcraft ate 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 ate shot down. The Syrian 
Player wms if the Israeli Player fails to fulfill h1s 
victory conditions. 

Spuial Rul~s: T he Syrian aircraft begin out of 
contact with the Israeli aircraft; i.e., the Israeli 
Player·~ a~rcrart know where the Synan 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 stra1ght and level wuhout 
turning, unt il: 

a) An Israeli aircraft or missile is sighted visua l­
ly or by radar. 

b) The Syrian Radar Detectors detect the 
presence of an Israeli Radar lock-on, or 

c) A Syrian aircraft is damaged by Israeli can­
non fire or destroyed by an Israeli missile. 

If any of these Circumstances comes about, the 
Syrian Player gains full control of his a~rcraft, and 
may thereafter move them as he chooses. 

Only two Syrian aircraft may conduct visual sear­
che, 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 wi ll senrch. 

(30.32) Fo rmosa Straits, 14 August, 1958 

G~aual Situation: In one of the earliest usages of 
heat-seeking m1S$ile$, four Nauonalist Chinese 
F-86 Sabres confronted 8 Chinese MiG-17's over 
the Formosa Strait~. The Communist aircraft were 
approaching the Nationalist-held 1sland of Matsu 
when the Sabres ~truck, and in the dogfight four 
MiG's perished withou t iO~\. 

Map Arrangement: 

A 

E 

Nationalist 

B 

F 

north 

Atrcraft type: four F-86's 
Movement Allowance; 4 
Throttle Selling: 4 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 

c 
G 

Missiles: 2 Early Sidewinders each 
Hexes: H l31 1, H i l l I, Hlll3, H illS 
Altitude: SS 
Heading:NW 

Communist 
Aircrafttype: e1ght M1G-J1'' 
Movement Allowance: 4 
Throllle Selling: 4 
Energy Points: 0 
Acceleration Pomts: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 

D 

H 

Hexes: All08, A ll 07, /\1007, A0908, A0704, 
A0705, A0605, A0506 

Altitude: four at 60; four at 65 
Heading:SE 

Optional Rul~s: 
Sun Direction: W. 

Pilot Capability: four of the M1G's are nown by 
Novices. 

Gam~ L~ngth: 2S Game-Turns. 

Victory Conditions: Each P layer 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 
P layer wins if he has at lea\ I three Victory Points, 
and has more than half a~ many Victory Points as 
the Nationalist Player. Any other result is a draw. 

Special Rules: Both sides begin out of contact with 
each other. Only visua l searches may be con­
ducted; there are no radnr searches. Each Player 
must move all of hi~ aircraft directly forward in 
straight, unaccelerated, level night until he obtains 
visual contact with an enemy aircraft. The P layers 
need not plot as per Case 29. 

When a P layer's aircraft obtain v1sual 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 visua l contact with the air­
cra ft or missi les of the firs t Player. 

[30.33) C hittagong Airfield , 7 Dtcembt r, 1971 

G~nual Situation: Two Su-7's and one M1G-21 on 
their way to bomb Chittagong airfield were In­

tercepted by two Pakistani Sabres. The M1G Jet­
tboned its munitions and engaged the Sabres wh1le 
the Sukhois continued onward. One Filler was 
destroyed by a Heat-Seeking m•ssile and AA fire, 
and one Sabre destroyed by cannon fire. In 
es~encc. the Indian mission was a success de~ pile 
the loss, because both Fillers fu lfil led their mission 
and bombed the a irfield despite the Pa l.. istani in­
terception. 

Map Arrangem~nt: 

Indian 

A 

E 

B 

F 

north 

c 
G 

D 

H 

Atrcrafttypes: two Su-7's; one MiG-21C 
Movement Allowance: 4 
Throttle Setting: 4 
Energy Points: 0 
AcceleratiOn Points: Su-7's, O; MIG-21C, 5 
WtnRS: level 
Dive/Climb: Level Flight 
Missiles: none 
Hexes. Su-7\.Al315,Alll6;~11G 21C,l413 
Alt1111des.· Su-7's,o40: \1iG-2JC,4S 
Headmg:SE 

Pakistani 
Aircraft types: two F-86's 
Movement Allowance: 5 
Tlrroule Sellinx: 5 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
MisstleJ: 2 Early Sidewinders each 
Hexes: Cl204, Cl206 
Altitude: 4S 
Heading:SW 

Optional Rul~s: 

Sun Direction: East. 
Pilot Capability: one Su-7 nown by a Nov1ce. 
Bombing and Ground Installation~: Sec special 
rules. 

Gam~ Length: 20 Game-Turns. 

VIctOr)• Conditl01rs: T he Pakistani Player receives 
five Victory Points for each Indian aircraft 
destroyed, and two for each Indian a1rcraft that 
jeui~on\ its munitions. The Indian Player receives 
two Victory Points for each Pakistani aircraft 
destroyed, plus victory points as follows 1f his air­
craft destroys by bombing any of the targets on the 
game-map (see special rules): 

parked aircraft three Victory Pomts 
bu1lding five Victory Point~ 
truck two V1ctory Points 
POL dump three Victory Points 
Ammo dump three VictOry Points 
40mm AA gun = three Victory Points 
20mm AA gun = two Victory Pomts 

Sp~dal Rul~s: All Indian aircraft (including the 
MiG) begin the gatne with as much munitions as 
they are capable of carrying. The lnd1an Player 
may load 750 lb. bombs. 1000 lb. bombs, napalm. 
or rockets onto hi\ aircraft, within the limitations 
la1d out in the bombmg rules and the rules for 
Loaded Limitations. He may not use any PGM. 

The Pal..istani Player must place the following 
target markers on the game-map a t the beginnmg 
of the game: 

building markers (small masonry); 11 1212, 11 1213 
bu1lding marJ..crs (small steel); H 13 12 



truck markers (trucks): H 1311, H 1113; 
F-86 aucraft counter (pa rked aircraft): H 1211; 
dump marker (POL dump, open): RlOil; 
dump marker (ammo dump, revelled): R 1216; 
AA gun counters (40mm AA guns): Hll17, 
H0516, H16JO, Hl208 (no radar); 

AA gun counters (20mm AA guns): H0915, 
H 1010, Hl410, H 1515 

The Pakistani Player may use the 40mm and 
20mm AA guns as the rules for Ground lnstalla· 
uons (26.0) indicate; I.e., he may fire them at the 
Indian aircraft. 

[30.34] AbuSucir,0930,6 June, l967 

General Situation: A\ the \econd wave of the deva· 
~tating Israeli first \lriJ..e of the 1967 War 
penetrated Egypuan atr space, the striJ..e wave ot 
My"eres was bounced by the remnants of the 
Egypllan fighter force One Mystere was shot 
do" n, but soon the top cover of the Mirages show­
ed up and destroyed most of the intruding MiG's 
with cannon fire. rhc 'urviving MiG's had no 
pla~:c to land. They etther crashed attempting to 
land on cra tered airfield' or were abandoned tn 

night. 

\1ap ;Jrrangement: 

hraeli 

1\ 

E 

B 

f 

north 

c 
G 

D 

H 

A trcraft Type: four My\tere IVA's; two Mtragc 
IIIC'' 

Mo,•ement Allowance· 4 
Throttle Settmg: 4 
Ener,.Y Points: 0 
Acceleration Pomts:O 
WinKS.' level 
Dive/Climb: Level Flight 
Missiles: Mystere IV/\'~. none; Mirage IIIC',, 

M .530 and 2 Earl~ Sidcwmders each 
He:r:es.· M)·steres 00905. 00907, DII08. Dl309: 
\iltrages DII04. DII06 
Altitude: Mysteres, 70; Mirages, 78 
Heading: SW 
Egyptians 
Aircraft type: SIX MiG-21'' 
Movement Allowance: 6 
Throule Selling: 7 
Enerzy Points: 0 
Acceleration Points: 0 
Wmgs:Je,el 
D1ve/Citmb: Type I Climb 
M1ssiles: 2 Atolls each 
Ht>xts: E0913. E0712. E0413, E0614, FIOI4, 

E0511 
A IIi tude: 64 
Heading: NE 

Optional Rules: 
Sun Direction· W 
Ptlot Capability· one ol the Mirage Pilots t\ a 
Honcho; t\\ o of the MiG pilot~ are 
Novtces, and one is a TurJ..ey. 

Game Lmgth: Until one Player or the other 
fu lfu lls his Victory Condition~. 

Victor}' Conditions: The hraeh Player win~ tf he 
manage~ 10 ny at lea~t three of the Mystere IVA's 
off the western edge of map-scclion 1:.. T he\e 
My\leres must still be carrytng their muntuons 
when they do so. A\ ~oon a\ the Israeli nies three 
or more munitions-loaded Mystere~ off lhe 
wes1ern map-edge of sccuon E, the l~raeli Player 
wlm. 

The Egyptian Player wins by forcing two or more 
of the Israeli Mysteres 10 jettison their munillon;, 

or by de\lroying My~tcrcs. If, at any time. two 
Mysteres have been destroyed or have Jettisoned 
their munition'>. the Egyptian Player win'>. 

Note that the game continues until one or the other 
/ layer wins. 

Special Rules: The MyMeres are considered to be 
carrying load ~ ot munitions to an untdcntified 
target off the "e~tern edge of map \eclion E. The 
~1ystercs are con\tdered loaded, and must jeltl~on 
their stores ~ per the rules if they taJ..e enough 
damage to force them to operate under loaded 
conditions. The bombtng rules arc not actually 
u~ed in this Scenano: the Mystere's target i\ not on 
the game-map. 

Map section E is ''frozen" into p lace tn thts 
Scenano; it ma> not be moved to a ne" po\ition as 
the aircraft move. An> aircraft nymg off the 
"e~tem edge of secuon 1:. arc constdercd to be out 
of the game, and may not reenter. 

The Israeli Player begin~ out of contac t wuh the 
l:.gyptian Player, and must p lot movement for all 
of his aircraft from thetr initia l positions off the 
we~tern edge of map sect ion F.. The Mirages rnay 
conduct radar searches, and all IHaeli aircraft 
(and all Egypttan atrcraft) may conduct visual 
searches. 

The Egyptian Player begins with radar (but not 
'isual) contact with the Israeli aircraft. IIi' air· 
craft may search vl\ually for the l~raeli planes. 

(30.35] Return of I he Red Rher Ra ts, Route Pack 
S h;, 22 December, 1972. 

Gmeral Situation: 1 his strike was part of Line· 
backer II, the late 1972 air offenstve agamst Nonh 
Vtetnam, and had the atm of supporting B-52 
strikes in the Hanoi-Haiphong area while also d tS· 
rupting North Vietnamese communtcalions. To 
jam North Vietnamese radars. there were "Wild 
Weasel" aircraft from the 561st Tactical Fighter 
Squadron. A-71: auack bombers from the 353rd 
(Green Hornet) fighter Squadron with strong 
MiGCAP of F-4E's from the 55 5th (Triple-Nickel) 
Tactical Fighter Squadron. This force was in­
tercepted by a gaggle of MiG-21's who went for 
the A-7'~. The F-4'\ ~oon ended thetr fun, and 
LTC James E. Brunson and his back-~eater Maj. 
Ralph Pickett downed a MiG. There were no other 
losses, and the U.S.A.F. then treated the North 
Vietnamese to a di\pla~ of the deadly effecuvenes~ 
of "smart bombs." 

Map Arrangemellf: 

north 

A B C D E F G H 

U.S.A.F. 
Aircraft rypes: one F·105WW; three f-4E's; four 

A·7E's 
Movement Allowance: 5 
Throttle Setting: F·IOSWW, 5; F-4E's, 5; A·7E's, 
4; 
Energy Points: F· 105WW, 0; F-4E's, 0; /\ ·7E's, 4 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Fltght 
Missiles: F-IOSWW, none; F-4E's, 4 Improved 
Aim-9's, 4 early Aim-7's each: A-7E's. 2 Improv­
ed Aim-9's each 
Hexes: F-105WW,IIIJ09; F-4E's, H0807, HI OIO, 
H0811 ; A· 7E's, 1-1 0207, H0309, H0311 , H021 2 
Altitudes:: F·IOSWW, 55; F-4E's, 54; A·7E's, 44 
Headings: W 

/'worth Vietnam 
Aircraft type: ~ix MiG-21'~ (early) 
Movement Allowance: 4 
Throttle Setting: 4 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Miss1les: 2 Atoll~ each 
Hexes: A0415, AOSI7, A0402. A0501, AIIIO, 
Al309 
Altitudes: SO 
Headings: E 

OpLional Rules: 
Sun Direction: W 
Pilot Capability: One F-4E is piloted by a Honcho 
(~ce Spec1al rules) 

Game Length: 30 Game-Turns. 

Victor)' Conditions: 
The Vietnamese Player receive~ ten Victory PotnlS 
for each enemy aircraft destroyed, fifteen points 
for destroying the F· IOSWW. He also receives five 
Victory Point\ for each aircraft that he innicts 
enough damage upon that u take~ a1 least half as 
much as it is capable of taJ..ing. In addition, he 
receives two Victory Poiots for each friendly 
lighter (see special rules) that ts not destroyed by 
the U.S.A.F. Player. 

The U.S.A.F. Player receives Victory Points ac­
cording to the following schedule. /\I the end of 
the game, the Victory Points of each P layer are 
totaled. The Player with the greater number at that 
time is the winner. If the Player~ have an equal 
number of Victory Points, the game t\ a draw. 
Destroyed Item VP 
enemy atrcraft 2 
building 3 
SA·2 sae 5 
AA gun I 
lighter S 
bridge 5 
POL dump 2 
ttuck 1 

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 carry mg. The A· 7's 
may carry any mixture of the following munitions 
types: 1000 lb bombs, 1000 lb smart bombs, 750 lb 
bombs, 750 lb smart bombs, rockets, and Bullpup 
II Air-to-Surface missiles. All other munitions 
types are forbidden. 

The F·IOSWW t\ a target de~tgnator. Note that 
Radar Search and radar counter-mea~ures (as well 
as infra-red counter-measures) are active in this 
Scenario. The F·I05WW begins the game with a 
Chaff dispenser (not a pod , see 28.2) able to 
disperse 20 hexes of chaff, and 8 nares (as infra­
red counter-measures). One F-4E begim the game 
with 6 nares; the other have no tnlra-red counter· 
measures. 

At the begtnntng of the game, the Vietnamese 
P layer should place the followtng target markers 
in lhe followmg he)(es: 
Building markers (small steel): A0607, A0611, 
A0408, A0411 ; Truck markers (trucks): AOSIJ , 
A0409; Dump markers (revetted POL dumps): 
AOSII , A0509; Bridge Marker (Bridge); A0212; 
AFV markers (lighters, see below): A0608, A0609, 
AOSIO, A0710, A0711; SAM counters (SA-2 
misstle sues, ~ee below): A0508, AOSIS; AA gun 
counters (IOOmm AA guns): A0410, A0610, 
A0707; AA gun counters (85mm AA guns): 
A0407, A0413; AA gun counter'> (37mm AA 
guns): A0308, A0507, A0514 

The AA guns have no rada r; in actuality, they did, 
but the internal jamming devices wilh which all the 
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U.S.A.F. aircraft involved are equipped are efrec­
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 si tes and AA 
guns may be used as the Ground Installations rules 
direct; i.e., the Vietnamese Player may launch 
SAM's and fin- 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 no extra 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.A.F. 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 I 
Dive on the first Game-Tum and dive one level 
each IUrn. No aircraft may accumulate Turn 
Points until radar and/ or visual contact is ob­
tained. 
Once a Player has qbtained 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 SitUDtlon: On 23 April, 1978, a huge 
pyrogenic saudan new low over the isle of 
Manhattan and put the torch (as it were) to the 
Statue of Liberty. As the naming symbol of 
America crashed into New York Bay, an element 
of F-JOS's of the !41st 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: 

A 

E 

B 

F 

north 

New Jersey Air Nat'/ 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: I Aim-90 each 
Hexes: F030J, F0103 
Altitudes: 45 
Headings: NE 

c 
G 

D 

H 

Dragon 
Aircraft type: one dragon 
Movement Allowance: I 
Throttle Set: Nl A 
Energy Points: Nl A 
Acceleralion Points: Nl A 
Wings: NI A 
Dive/Climb: N/ A 
M issiles: 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 to 
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 fTom. 

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 to 
"breathe" on it, as is normal for cannon fire. 

The Dragon has a Damage Capacity of I 0 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-105. 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 off" 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 Heat­
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-IOS'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 aircrafl seems a reasonable 
turnabout, and with expansion, I can easily see 
Gandalf riding Smaug on a SAM suppression mis­
sion ... 

[31.2] CHARIOTS OF T HE GODS 
Genera/Situation: On Friday 13, December 1979, 
a night of F-lS's encountered an extraterrestrial 
vehicle engaged in a reconnaissance mission over 
one of the northern continents of Sol Ill. In keep­
ing with top-secret Pentagon doctrine (the Pen­
tagon, of course, possesses knowledge about ny­
ing saucers that it has long withheld from the 
world at large in order to prevent chaos and 
panic), the F-IS's immediately attacked the alien 
vessel and auempted to destroy it. Responding to 
this unprovoked attack, the aliens released their 
fantastic ray weapons upon the F-15's. 

Map Arrangement: 

A 

E 
Deployment: 

U.S.A.F. 

B 

F 

north 

Aircraft Type: two F-15's 
Movement Allowance: 7 
Throttle Setting: 7 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 

c 
G 

Dive/Climb: Level Flight 
Missiles: 4 Aim-7F's, 4 Aim-9L's 
Hexes: G0301, G0103 
Altitudes: 75 
Headings: NE 

U.F.O 
Aircraft type: one UFO 
Movement Allowance: IO 
Throttle Setting: Nl A 
Energy Points: Nl A 
Acceleration Points: Nl A 
Wings: NIA 
Dive/Climb: Nl A 
Missiles: none 
Hex: A0909 
Altitude: 80 
Heading: Nl A 

Optional Rules: 

D 

H 

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-IS'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 tl!n move­
ment Points in a given Game-Turn, move 3 hexes 
north, 4 northeast, and 6 altitude levels up. The 
UFO has no night attitude, and the owning Player 
need not keep an Aircraft Control chart for the 



UFO; the only thing the: owning Player of the UFO 
mu~t 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 (3 I. II) 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 Dest ruc­
tion, its target is considered to take damage as if it 
had just been hit by a cannon ~hot from a Type A 
Cannon. The Players refer to the Type A Damage 
by Cannon Type Table to delC:rmioe the amount of 
damage taken by the a1rcraft. 

If the UFO hits its target with the Inertia Dlsrup­
tor, the aircraft immediately Departs Controlled 
Flight (see Case 10.8), and must attempt to regain 
controlled night on a ~ubsequen t Game-Turn. 

The UFO may fire the Inertia Disrupter 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 it~ 
weapons at an enemy aircraft from any angle. 

For Cannon Combat purposes, the UFO is con­
sidered to have a damage capaci ty 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-Hommg 
Missiles may be fired at the UFO if the launching 
aircraft firs t 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 not break a lock-on e.,cept by moving out of 
the Tracking Cone of the locked-on aircrafl. 

The UFO is destroyed 1f hit by a missile. 

UFO /Ht Probability Tabl~ 
flex lnrrtia 
Range Dismptor 
1-2 JO 
3-4 6 
S-6 4 
7-10 3 
11-IS 2 
IS-20 0 

Ray of 
Destn1ction 

20 
IS 
10 
6 
4 
3 

[32.0] SCENARIO TYPES 
[32. I) 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 a1rcraft begin in approximately even 
positions. and only the qua lily of the aircraft and 
the skill of the Players will determine the outcome 
of the game. 

Map Arrant~ment: 

A 

north 

B c 
D~ployment: 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 Perf or-

mance Charts, 1he Players may determme the ap­
proximate relauve "worth" of all the a1rcraft 
types in a dogfight; by comparing the value~ 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 ~IX aircraft. 

The aircraft are stt up 1n the following manner. 
Nott: The hexes in which the aircraft are to be ~et 
up are in ascendtng 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 place~ 
one in each of the first four hexes, and so forth. 

Side A & Side 8 
Movement Allowance: Any number between the 

aircraft's cruising speed (as ind1cated on the 
Basic Aircraft Information Table) and n's 
Maximum Movement Allowance. 

Throule Selling: The Throttle Setting is the same 
as the aircraft'~ Movement Allowance at the 
beginning of the game. 

Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: Both Player~ 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: A0808, A0711, AOS08, A0206, 
A0613, A0616; Side B: C0808. C0911, Cll08, 
Cl406, C0914, Cl210 

Altitudes: The lead aircraft (i.e., the aircraft that 
start in A0808 and C0808) start at the same 
altitude - the Players determine what altnude 
by mutual consent. All other aircraf1 must be 
within four altitude levels of the lead aircraft, as 
determined by 1he owning Player. 

Heodings: Side A: NE Side B: NW 

Optional Rules: 
Sun Direction: If the scenario is taking place north 
of the equator, roll a die: I = SW; 2,3 W; 4 = 
SE; 5,6 = E. If it takes place south of the equator: 
I = NW; 2,3 = W; 4 = NE; S,6 = 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 left 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 1t 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 to locate the other's 
aircraft through one means or another. but these­
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 

D~ploym~nt: 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 & Sidt B 
Movement Allowance: Any number between the 
aircraft's Minimum Throttle Setting and one 
greater than its Cruise Speed. 
T!Jrollfe Setting: Same as Movement Allowance. 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: All a1rcraft 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: A0402, A0604, A0808, A0610Side 
B: After the A Player has set up h1s a1rcraft, the B 
Player roll\ two dice, and mul11phes the die-roll 
total by ten. His aircraft must be at least this 
number of hex~ away from S1de A'\ a1rcraft. The 
Player may place map sections on the table adja­
cent to section A and each other a~ needed. He 
may place his aircraft anywhere he likes, as long as 
the minimum distance between hi\ aircraft and 
Side A'~ aircraft is maintained. If the B Player has 
fewer than four aircraft. all h1s aircraft must begin 
within si" heJCes of each other; if he has four air­
craft, he may wlit them into two groups of two 
each, and place each group at widely ~eparated 
positions, a~ long as all the a1rcraft 10 a single 
group are within ~ix hexes of each other, and as 
long as 1he 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 1s the 
maximum altitude at which Side B's a1rcraft may 
begin the game. 

Headings: Side A: SE; Side B: Aircraft may begin 
with any heading the Player dcmes. 

Optional Rules: 
Sun Direction: Roll the die for sun d~rection 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. 

Gam~ Length: Roll the die six times at the begin­
ning of the game, and add the d1e-rolls; this total is 
the number of Game-Turns m the Scenario. 

Victory Conditions: Each Player receives two Vic­
\Ory 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 ~ustaining. The Player 
with the larger Victory Point total at the end of the 
game is the wmner. 

Special Rules: Side A begins out of contact with 
Side B. Con~equently, the Player for Side A must 
plot movement and visual search for his aircraft 
for the first fifteen Game-Turns, a~ per Case 29.4 
or for as many Game-Turns as are 10 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 a1rcraft wtll 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 Engageme111 (ROE): During the Vietnam 
war, U.S. regulations forbade aircraft from firing 
at aircraft they had not visually 1>ighted. 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 si tuation occurs when 
two opposing flights of aircraft, unaware of each 
other's extstence 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: 

A 

E 

B 

F 

north 

c 
G 

D 

H 

Deployment: Before the Players begin, they must 
determine which aircraft types each is to take. In a 
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 Throllle Selling and one 
greater than its Cruise Speed. 
Throllle Selling: At 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 
1 Sec. B, north 
2 Sec. A, north 
3 Sec. A, west 
4 Sec. E, west 
s Sec. E, south 
6 Sec. F, south 

SideD 
Sec. C, north 
Sec. ~. north 
Sec. D, east 
Sec. H , east 
Sec. H, 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 Player 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 ConditiOIIS: 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 to 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 off 
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) comact 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 umil 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 reali~tic 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 aircrafi. 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 E 

Deployment: Before the game begins, the Players 
must determine how many aircraft each Player will 
take, and what types of aircraft each will use. In an 
Interception Point-Defense Scenario, a PJ·ayer 
may take up to eight aircraft. 

Both Sides: 

Moveme11t Allowance: Any number between the 
Cruise Speed and the Maximum Throttle Setting 
of the aircraft, at the owning Player's discretion. 
Throttle Selling: All aircraft's Throule Seuings 

are initially the same as their Movement 
Allowance. 
Energy Points: 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. lf the Intruding Player's aircraft begin in LO 
altitude grouping. the Defendiflg Player's aircraft 
may begin in LO or ML altitude; if the Intruding 
aircraft begin in ML altitude grouping, the De­
fending 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 
edge of 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 a.rc of that 
Intruding aircraft the defending aircraft begin. 

Die Arc 
I forward 

2 forward right side 

3 forward left side 

4 rear 

5 rear right side 

6 rear left side 

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 oft he 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 required 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 
as necessary. 

Optional Rules: 

The Players may use any or all Optional rules by 
mutua.! 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 
genera l 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 
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for each enemy aircrafr rhar takes at least half as 
many points of Damage as it is able to take. 

Special Rules: The Intruding Player begins out of 
contac1 with the Defending Player. The Defending 
Player begins with radar (but nor visual) contact 
~ith 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 movcmenr p lotted to some hex wirhin 
four hexes of A0209 and back off the eastern edge 
oi map-section E. The Defending aircraft musr 
follow their plot unti l they obtain radar or visual 
contact with the Intruding aircraft, at which rime 
the plot is broken and rhe Defending Player 
regains complete control of his aircraft. 

The Defending Player should usc only fighters or 
fighter-bombers for this Scenario type; the In­
truding Player may take any mi'C of fighters, 
fighter-bombers, ground attack aircraft, or 
bombers. Any ground anack aircraft or bombers 
1aken by 1he Intruding Player should be con­
sidered to begin tile 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" rheir munitions, and 
cease to be loaded (unless, of course, they were 
forced to jettison 1he 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] SCENARIOTYPEFIVE: 
PHOTO-RECONNAISSANCE 

A Photo-reconnaissance mission is one in which 
an aircraft or group of aircraft are charged with 
the mission of nying 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 c 0 E F G 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 
murual agreement before the scenario begins whar 
aircrafl each is to take. Note that the Intruding 
Player is more dependenr on speed and lecSs on 
maneuverability or combat effecriveness than in 
or her Scenarios. 
Side A & Side 0 
Movement Allowance: Interceptors: Refer to the 
aircraft's Maximum Climb Chart and determine 
wha1 its Movement Allowance would be in a Type 
Ill Climb with its Maximum Throttle Setting in the 
altitude grouping tilat it begins the game with. ln­
trfiding: Maximum. 

Throttle Setting: All aircraft begin wlih their Max­
imum Throttle Setting. 
Energy Points: 0 
Acceleration Points: 0 
Wings: level 
Dive/Climb: Intercepting: Type Ill Climb. 111-
truding: Level Flight. 
Missiles: All aircraft except the Reconnaissance 
aircraft (see special rules) begin with a$ many 
missiles as they can carry. The only limitations on 
missiles t~re those placed on the aircraft by the 
Basic Aircrafl Information Table, and any the 
Players may set up by mutual agreement. 

Hexes: sec below 
Altitudes: The Intruding aircraft may begin at any 
altitude in HI altitude grouping, up to their ceil­
ing. The Intercepting aircraft may begin ar any 
ahitude in MH altitude grouping. 
Headings: Intercepting: E. Intruding: W 

Notes: If rhe Intercepting aircraft cannor execute 
Type lll Climbs, they begin in Type II Climbs. 

The Intercepting aircraft enrer the game-map from 
the western edge of map-section A on Game-Tum 
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 I he appropriate map-edge; aircrafr ex­
pend no movement points entering the game-map. 

Optional Rules: 

The Players may use any optional rules rhey desire 
by mutual consent. 

Game Length: Until one Player or the other fulfills 
his Victory Conditions. 

Victory Conditions: The lnrercepting Player wins 
if he destroys all Intruding aircraft. The Intruding 
Player wins if the Photo-reconnaissance aircraft 
moves witilin 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 tile 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
celerarion or Turn Points, the Intruders in Level 
Flight and the lnterceprors in Type Ill Climbs. If 
the Iauer option is chosen, both Players' aircraft 
musr maintain the desired conditions until visual 
or radar contact is ob1ained; once a side obtains 
visual or radar contact, its aircraft become free to 
move as tile owning Player wishes. 

At the beginning of the game, the Intruding Player 
must designate one of his aircraf1 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 aircraft may 
not carry missiles or any 1ype of pod. The Players 
may use ECM devices by mutual agreement. 

(32.6] SCENARIO TYPE SIX: MUSHROOMS 

General Situacion: 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, 
8-I'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 thai 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 does.n't. 

Map Arrangement: 
north 

A B c D E F 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 
a.ircraft's Cruise Speed and its Maximum Throttle 
Setting. 
Throttle Selling: Same as Movement Allowance. 
Energy Points: 0 
Acceleration Poinrs:O 
Wings: level 
Dive/Climb: Level Flight 
Missiles: Bomber: none. Interceptors: as many 
missiles of whatever type as his aircraf1 can han­
dle. 
Hexes: Bomber: H1609. Interceptors: A04J4, 
A0316, A0404, A0303. 
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 Condition.r: The Bombing Player wlqs the 
game if hrs aircraft passes through or within five 
hexes of hex A0109 at any time. The Interce(1ting 
Player wins if he destroys the bomber. Note thai, 
in acruality, 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 AOJ09. 

[32.7] SCENARJOTYPESEVEN: 
GROUND SUPPORT AND BOMBING 

General Situation: Ground support and Bombing 
missions arc 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 
si1es. 

Map Arrangement: 

north 

A B c 0 E F G H 

Deployment: Before the Players choose what air­
craft each is to take in a Bombing or Ground Sup­
pon Scenario, they must determine rhe 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 targers should be 
placed. 

In essence, the Players have complete freedom in 
the determination of what targets are to be attack­
ed. II 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 wilatrargei 
rypes would be present at such an Installation. 

Although the Players have complete freedom in 
thedetennination of target rypes, they may, if they 
wish, refer to Scenario 30.33 (Chittagong Airfield) 
to see whal 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 thai would be 
present at a typical SAM site, in a rypicaJ column 
of 1anks, and in a typical rear area. 
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After the Players have determined the types of 
target markers to be u~ed, they must determine 
where the target markers are to be placed by 
mutual agreement. All target markers must be 
placed on map ~ecuon H . 

Thereafter, the Players determine what aircraft 
each Player shall use in the Scenario. Refer to the 
Aircraft Performance Charts. This table assigns 
arb1trary pamt value~ to all the aJrcraft provided 
with A1r War; each a1rcraft is assigned an "air-to­
air" value and an "air-to-surface" value (the se­
cond value). 

The Players ~hould determme 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 SO pomts 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 
alrcraft 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., ifrhe Bombing Player 
were, for instance, given SO Points, he would be 
able to "buy" SO points worth of aircraft). 

Note: aircraft come in pairs. That is ro say, if a 
Player decides to take an aircraft of one type, he 
must take two; Players may nor take odd numbers 
of any aircraft type. 

Aircraft that are to be used as bombers (i.e., that 
w1U carry mumuons) tn the Scenano should have 
their "air·to-surface'' value counted toward the 
paints 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 th1s purpOse. 

In addiuon, the lntercepung Player should sub­
tract three paints from the number of points 
allocated him for aircraft "purchasing" for each 
light AA unit that he IS g1ven; five for each heavy 
AA unit he is given; and ten for each SAM site he is 
given. 

After the Players have determined what aircraft 
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 
Selling. 
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
uon of the Bombing Player. enter in a Type I Dive; 
otherwise, all aircraft begin in Level Flight. If 
Bombmg alJ'craft enter in Type I Dives, change the 
settings of the Movement Allowance and Energy 
Points markers to renect 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 m1ssile usage by mutual con­
sent. 
Hexes: The Bombing aircraft may enter on the 
western edge of map-section A on Game-Tum 
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. Th1s 
number is the length of the Scenario in Game­
Turns. 

Victory Conditions: The Bombing Player i~ 

awarded Vic10ry Pointl> for destroying ground 
targets as follows: 
Tar:et Type VP 
parked aircraft S 
radar van 5 
mobile RL 2 
truck 2 
POL dump 7 
ammo dump 6 
light armor vehicle 4 

medium Lank 6 
light AA gun s 
heavy AA gun 7 
field bunker s 
small wood building 3 
small masonry building s 
small steel building 7 
bridge 10 
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 to 
destroy all the ground targets present in the 
Scenario the Players are playing, and dtvides this 
number by the number of enemy aircraft in the 
Scenario. 

Enmple: There are a total of 6 target markers on 
the game-map. One is a parked a1rcraft (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; J I 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 Pomts 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. (I.e., for the ex­
ample given, the Intercepting Player would receive 
5 Victory Points for each severely damaged air­
craft). 

AI 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 e1ther 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 Ta rgets: 
A SAM site: between one and four SAM ~ite 

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 in a 
concentric circle around the SAM site~. and the 
light AA units in a concentric circle around them. 
Alternatively, each SAM site may be the center of 
a circle. 

A tank column: four to ten tanks stretched out in a 
line, one or two tanks to each hex. If Russian or 

Russian-built tanks are being attacked, the 
chances are they will have . 50 calibre mach me gun~ 
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 reveued), 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 buildmgs, 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 ~cction are 
those which enable the Player~ 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 on a 
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 examme 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 oppasite manner. That is to say, the 
equipment rype is listed, and under each equip­
ment type is indicated the nations which operate 
that type of equipment and the dares that the 
equipment has been in operation in each nation. 

Dates are represented either by two numbers (e.g., 
S9·67, 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 
~imulated (at least in their air combat aspects) in 
Air War. The aircraft in use during these wars can 
be determined by checking dates 10 the Availability 
Tables. 

I. Korean War (195().53), U.S. and South Korea 
vs. USSR, China, North Korea. 
2. Arab-Israeli War(/956), Israel vs. Egypt. 
3 Formosa Straicr (1954-59), (AAM's first in­
troduced 1957), China vs. Taiwan. 
4. India-Pakistan War(/965), India vs. Pakistan. 
S. Vietnam War {/il'$t phase 1965-68), U.S. vs. N 
Vietnam. 
6. Arab-Israeli War (1967), Israel vs . Egypt, 
Syria, Jordan, Iraq. 
7 Vietnam War (second phase /972), 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 Ill, 
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, Iraq). Algeria, Morocco, Saudi Arabia, 
Kuwait, Oman, and Yemen might also be invoh­
ed. 
5. lndw vs. Pakistan. 
6. North Korea vs. South Korea (possibly rem­

forced by the US.) 
7. China v.s. Tat wan. 
8. South Africa vs. Zambta, Mozambique, 

Angola or similar nations. 
9. Morocco vs. Algeria. 

10. Iran vs.lraq(lranian Expansion). 
II. Iraq vs. Kuwait (disputed boundaries). 
12. Somalia vs. Kenya (more di~like here). 
13. Uganda vs. Kenya or Tanzania (ldi's air force 
swings into act1on). 
14. El Salvador vs. Honduras (my personal 
favorite- these two mtellectualgroups fought the 
1969 "Football War" and are arming for a 
rematch- Ouragons vs. Mystere~!) 
15. Peru vs. Ecuador(a rematch of the 1940 war). 
16. Peru vs. Chtle(more borderdt~putes). 
17. Soviet Umon vs. China. 
18. Soviet Union vs. minor Warsaw Pact powers. 
19. Greece vs. Turkey. 
20. US vs. Kuwatt, Iraq, Iran. 
21 US vs. any number of Latm American coun­
tries (gun boat diplomacy and the Monroe Doc­
tnne). 
22. North Yemen vs. South Yemen (they hate 
each other). 

CASES: 

(33. 1) AIRCRAFT A VAILA BIUTY T ABLES 

(33. 11) United !)tales 

U.S. Air Force 

52-63 F-86E through H 
62- F-1050 
63- f--4C 
64- Rf-4(. 
66- F- JOSFWW; F-40 
67· FillA 
68- F-4E un~latted; A· 70 
72- F-4E \laued 
73- F-IIIE 
75- F-15 
76- F-4GWW; A-10, 8·52H (mod.) 

77- ff.JIIEWW 
78- F-16 
81(?) 8 -1 

AtrCrewQualtty: 

52-53 3 
54-68 5 
69-72 4 
73 3 
U.S. Navy & Marine Corps 

59-65 F-48 
67- A-4F 
68- F-4J 
70- A-4M (USMC only); A-7E 
73- F- 14A 
74- F-4$ 
82<?> r-18 
Air Crew Qua/tty: 

52-53 3 
54-68 s 
69-7 1 4 
72- 3 

(33. 12) Soviet Union 

52-62 MiG- 15bts 
54- MiG-17 
59- MiG-21 (early); Su-7 
65- MiG-21 (late) 
67- MtG-25A 
68- 'v1tG-25C 
74- Tu-26 
75- MiG-238; MiG-27; Su-19 
76- MiG-250; MiG-23CWW 
79(?) MiG-29 

A tr Crew Quality: 
52-54 10 
54-76 6 
77- s 
(33. 13) Europe 

Alba nia (Neutral) 
55- MiG-IS 
57- \lltG-17 
69- MiG-21 (early) 

Air Crew Qual tty: 7 

Belgium (NATO) 
68- Mirage SR; Mirage 5 
80- F-16 

AirCrewQualtty: 4 

Bulgaria (\hrsaw Pac t) 
53-64 MiG- IS 
54- MiG-17 
65- MiG-21 (early) 

Air Crew Qualtly: 6 

Cucbo~lo"akia (\\< arsaw P act) 
53- MiG-15 
54- MiG-17 
63- MiG-21 (early) 
65- Su-7 
69- MiG-21 (late) 

Air Crew Qualtty: 
63-76 6 
77- 5 

Oenma rk (NATO) 

80- F-16 

Air Crew Qual tty: 4 

Finland (Neutral) 
64- MaG-21 (early) 

Air Crew Qua/tty: 4 

France (NATO?) 
52-62 Ouragon 
55- Mystere IV 
65- Mirage IIIC 
66- Mtrage II IE 
67- Mtrage V; Mirage IIIC Re<:on 
68- Mirage 111E Recon 
7 1- Jaguar 

Air Crew Quality 
52-72 s 
73- 6 

Germa n)'. t:as l (DOR) (W arsaw Pact) 
54- MiG-17 
55-63 MiG· IS 
63- MiG-21 (early) 
65- Su-7 
67- MiG-21 (late) 
73- MiG-238 

Air Crew Quality: 
53-76 6 
77- s 

Germa n). Wes t (Bundesrr publik) (NATO) 

57-64 F-86E 
71- RF-4E; F-4F 
19- Tornado 

Air Crew Quality: 
57-70 4 
71- 3 

Grut Bri tain (NATO) 

54-58 F-86F 
66- F-4M; F·4K 
74- Jaguar 
19- Tornado 

Air Crew Qua/tty: 
54-58 2 
59-70 3 
71- 4 

Greece (NATO) 

75- F-4E 
76- A-7E 

Air Crew Qua/tty: 4 

Hungary (Warsaw Pact) 

53-65 MiG-15 
54- MiG-17 
63- MiG-21 (early) 
65- Su-7 
68- MtG-21 (late) 

A tr Crew Qualuy: 6 
Italy (NATO) 
80- Tornado 

A tr Crew Quality: 4 

Netherlands (NATO) 
54-62 F-86F 
80- F-16 

Air Crew Qualtty: 4 

Norway (NATO) 
56-62 F-86F 
80- F-16 

Air Crew Quality: 4 

Po la nd (Warsaw P acl) 
53-65 MiG·IS 
57- MiG- 17 
62- MiG 21 (early) 
65- Su-7 
67- MiG-21 (late) 
73- MiG-238 
77- MiG-27 

Air Crew Quality: 
63-76 6 
77- s 
Ruma nia (W arsaw Pact) 
53-65 MiG IS 
57- MtG-17 
63- MiG-2 1 (early) 

Air Crew Quality: 5 

Spain (Neu tra l) 
56-68 F-86F 
70- F-4E 

81- F-16 

Air Crew Quality: 4 

Switzerla nd (Neutral) 
67- Mtrage IIIC 
76- F-SE 

Air Crew Qualuy: 4 

[33. 14) Africa 
Algeria 
62-69 MiG- IS 
66- MiG-17; MiG-21 (early) 
70- Su-7 
A tr Crew Quality: 8 
Angola 
74- MiG- 17; MiG-21 (lale) 
Air Crew Quality: 8 

Ethio pia 

62- F-86F 
70- F-SE 

A tr Crew Qualtty: 7 

G uinea 

69- MiG-17 

Air Crew Qualuy: 8 
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Ken)a 
76- F-5E 
Air Crew Quality: 6 

Libya 

69-
70-
74-

Mirage IIIE 
Mirage V 
MiG-23E 

A1rCrewQuality: II 

Mali 
68- MiG-15; MiG-17 
AtrCrewQuality: 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 Ill E 
Air Crew Quality: 4 

Sudan 
66· 
78-

MiG- 17 
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: I I 

Zaire 
74- Mirage V 

Air Crew Quality: 6 

[33.15] Asia and Oceania 

Afghanistan 
57· MiG-17 
64- MiG-21 (early) 
69- Su-7 
Air Crew Quality: 7 

Australia 
CA-27 
Mirage IIIE 
F-4E 

55-62 
64-
66-70 
67- F-lllc 
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: II 

Cbina, People 's Republic of 

SO· MiG-15 
54· MiG-17 
60- MiG-21 (early) 
82- F- I 6C(?) 

Air Crew Quality: 
52-54 10 
55-70 8 
71- 7 

India 
54-68 Ouragon 
66· MiG-2 I (early) 
67- Su-7 
68· Mystere I VA 
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-40 
68- F-14A; RF-4E; F-4E 
81· F-18, F-16 
Air Crew Quality: 6 

.Japan 
57-
59-77 
70-

F-86F 
RF-86F 
F-4E 

Air Crew Quality: 4 

Malaysia 

66-
73-

CA-27 
F-5E 

Air Crew Quality: 5 

Mongolia 

68- MiG-15 
71- MiG-21 (late) 
Air Crew Quality: 6 

New Zealand 

67· A-4K 
Air Crew Quality: 4 

North Korea 
5 1- MiG-15 
55- MiG-17 
64- MiG-21 (early) 
68- Su-7 
Air Crew Quality: 8 

Pakistan 
58· F-86F 
70- Mirage !liE: 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-40 
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 
(,6. MiG-21 (early) 
70- MiG-21 (late) 
73- Su-7 
Air Crew Quality: 
65-IO/S/65 9 
11/5/72- 8 

[33.16] The Americas 
Argentina 
59· F-86F 
6· A-4F 
71- Mirage lllC 
Air Crew Quality: 6 

Bolivia 
64- F-86F 
Air Crew Quality: 7 

Brazil 

66-
70-

A-4F 
F-5E 

71- Mirage IIIC 
Air Crew Quality: 6 

Chile 
72- F-5E 
Air Crew Quality: 6 

Colombia 

61· F-86F 
72- Mirage IIIE 
Air Crew Qualify: 7 

Cuba 
62- MiG-17 
63- MiG-21 (early) 
67- MiG-21 (late) 
Air Crew Quality: 6 

Ecuador 

77- Jaguar 
Air Crew Quality: 7 

tlonduras 
76- Mysterc IV 
Air Crew Quality: 7 

Peru 

63- F-86F 
69- Mirage IIIC 
77- MiG-21 (late) 
Air Crew Quality: 7 

San Salvador 
76- Ouragon 
Air Crew Quality: 7 

Venezuela 

61· F-86F 
71- Mirage IIIC 
Air Crew Quality: 6 



[33. 17] The Middle East 

Abu Dhabi 

74- Mirage IIIE 

Air Crew Quality: 7 

Iraq 

58-68 MiG-15 
58· MiG-17 
63- MiG-21 (early} 
71- Su-7 
76- MiG-23E 
A1rCrew Quoll/y: 8 

Israel 

55-77 Ouragon 
55- Mystere 
63- Mirage IJJC 
69· F-4E; A-4H; RF-4E 
72- Neshr 
73- A-4M 
74- Ktir 
77- 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 

A 1r Crew Quality: 7 

Lebanon 

68-71 MirageiJIC 

Air Crew Quality: 7 

Oman 

78- Jaguar 

Air Crew Quality: 7 

Saudi Ar11bia 

57-64 F-86F 
75- F-5E 

AirCrtwQuolity: II 

Syria 

56-68 MiG-IS 
57- MiG-17 
63- MiG-2 1 (early} 
69- Su-7 
76- MiG-23E 

A lr Crew Quality: 

56-71 8 
72- 7 

Uniled Arab Republic 

55-59 MiG- IS 
57· MiG-17 
61· MiG-21 (early} 
68- Su-7 
72- MiG-21 (late) 
74· MiG-23E 
75- Mirage I liE 

Air Crtw Quality: 

67-71 8 
72- 7 

Yemen Ar11b Republic 

70- MiG-15; MiG-17 

Air Crew Quality: 8 

Yemen Oemoc1'111ic People's Rtpublic 

70- MiG-IS; MiG-17 
73- MiG-21 (early) 

A ir Crew Quality: 8 

[33. 18] Air C rew Qua lit) Table 

Air 
C rew OlE 

Quality I 2 3 4 5 6 
1 Sh H Nm Nm Nm Nm 
2 H H Nm Nm Nm Nm 
J H Nm Nm Nm Nm Nm 
4 H Nm Nm Nm Nm Nv 

s Nm Nm Nm Nm Nm Nv 

6 Nm Nm Nm Nm N'· N' 
7 Nm Nm Nm Nv Nv T 
8 Nm Nm Nv Nv Nv T 
9 Sh Nm Nm N' N' T 

10 H Nm Nv N' T T 
It Nm Nv Nv Nv T T 

KEY: 
Sh = Super-Honcho; H = Honcho; Nm = Nor­
mal; N' = Novice; T - Turkey 

EXPLANAllON: 
Under each country on, the Aircraft Avai lab ili ty 
Tables, that nation's Air Crew Quality is in­
drcated. When 1he Oplional rules for pilm quali1y 
are in use, Players may (a I their optiOn) de1crmme 
the pil01 qualily of 1he~r turcrafl by rolling for each 
aircraft individually on Table 33.18. Find the Air 
Cre" Quality (as determmcd by the Aucraft 
Availability Table) of the nation along the left­
hand side of the table; roll a die and find the 
number rolled a t the rop of the table. Then cross 
reference the die roll with the Air Crew Quality to 
yield a single result. T hi\ result i~ the pilm quality 
of the aircraft being rolled for. 

[33.2] AIR-TO-AIR AVAILABILITY TABtE 

Earl) AIM-9 Sidewinder: Carried by virtually all 
non-Sovret-burlt aircraft that are capable of carr}· 
ing Heat-Seeking missi les. In use since 1957. Many 
are still in use today, especially with smaller air 
forces. although the larger nations tend to u\e 
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 wtll re­
ly primarily on the Early version of the 
Sidewmder. The Improved version wrll be u~ed on 
off 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 (b> 
1980?). A few year~ thereafter, NATO, lsraeh, 
and I ran ian 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-7 Late Model: The AIM-7 Model came into 
service in 1974-7S, but large-scale deliveries will 
begtn only tn 1977-78. Will initially be carried by 
the F-15, F-14 and MRCA Tornado, and will even­
tually replace the Early AIM-7. 

Phoenbl:: Used only by F-14's. 

SRAAM Dogfight Mbslles: Not yet operational, 
the Dogfight missile is likely 10'begtn coming into 
\ervice on non-Soviet-built aircraft in the early 
80's, replacing the earlier AIM-9 and supplemen­
ting the improved types. 

~hafrir: Israeli only. Replaced early Sidewinders 
on Israeli atrcraft c. 1972. Will probably be used 
into the 1980's. 

Atoll: Used by most Soviet-built aircraft (see e~­
ceptions below) since c. 1959. 

AA-6 Acrid: Used try MiG-25A and MiG-25D 
Foxbats since c. 1970. 

AA-7 Apn: Used by MiG23s (not MiG-23E) and 
MiG-250. 

AA-8: Currently replacing the Atoll in the Soviet 
Air Force, not supplied abroad a~ of 1977. Carried 
by MtG-21, MtG 23 (not l\IIG-2JE), and ".1 iG-29 
since c. 1976. 

MATRA R. 530: Carried by all Mirage aircraft 
since 1962. 

MA TRA Magic: Carried by Jaguar3 and Tor­
nados; abo carried by Mirage~ in the ~en, ice of 
France, South Africa, Spain, Greece, Venc1uela, 
Brazil. and Argentina. 

[33.3) ANTI-AIRCRAft AVAILABILITY 

8Smm radar-directed, IOOmm radar direc ted , 
57mm. 37mm, 20mm, double 20mm: All supplted 
by the USSR. The Sovtets are the prime pur\eyors 
of anti-aircraft artillery, and mo~t nations that use 
Soviet-built aircraft are likely to have the "baste 
line" ot Soviet anu-aircraft &uns. Soviet-style 
anu-atrcraft i\ normall) u~ed en masse; the flak 
over North Vietnam was thrcker than that over 
Nazr Germany, and the Arabs also tended to be 
lavish with their guns. In Soviet and War~aw Pact 
use, however, the AA role ha\ been largely taken 
over by SAM'3, and the IOOmm and 1!5mm 
weapons arc rarely found, Note that practically all 
nations have non-radar directed weapons that can 
be used as AA guns. 

2Jmm ~elf-p ropelled: This t\ the infamou~ LSU 
-23. The So' iet\ attach one of these per company 
of ten AI-'V's. It rs used only rn the USSR, the War­
saw Pact nations. F.gypt, S)rin and Iran 

40mm radar-direc ted and 20mm non-radar 
·directed: Used by most weMern nations and most 
nations not usrng Soviet aircraft (as well a\ several 
who do, such as India and Finland) Western-sty le 
AA tend~ to be les\ dense than So, ret-style. 2Umm 
guns arc used less frequently than 40mm ones. 
Older models of 40mm gun~ used by poorer na­
tiom are not radar-directed. 

20mm (six-barreled) self-propelled: Thrs is the 
self-propelled Vulcan gun, used only by the U.S. 
Arm} 

.SO cal rnachine-11un: This. a long. with the ~imilar 
14.5mm Soviet-built gun, is an almost universal 
weapon. 

(33.4) SURFAct.- rO-AIR MISSILE 
AVAILABILITY TABU. 

SA-2 (,uideline: Afghanistan (65), Albania (66), 
Algeria (67), Bulgaria (63), Chrna (61 ), Cuba (62), 
Czecho~lovakia (61), Egypt (6S), East Germany 
(60). Hungary (6 1), India (66), Iraq (66), libya 
(69), North Korea (65), Poland (60). Rumania 
(60), USSR (59). Vietnam (6S), Yugoslavta (66). 

SA-3 Goa: Egypt (68), Iraq (70), Libya (70), Peru 
(77), Syria (68), Uganda (74), USSR (61), Vietnam 
(73), Warsaw Pact Nations (63) , Yugoslavta (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), Chrna (69), Cuba (72), 
Egypt (72). Libya (71), Morocco (70), Motam­
bique (71). Syria (72), Uganda (7S). USSR (68), 
Vietnam (7 1), Warsaw Pact Nations (69), Yemen 
(71 ), Yugoslavia (72). 

Hawk: Iran (68), hrael (69), Japan (67), Kuwait 
(72), NATO (BelgiUm, Denmark, France, Greece. 
Ita ly, Netherlands, Norway, Turkey, Wes t Ger­
many) (c. 62), Saudi Arabia (71), South Korea 
(62), Spain (6S). Sweden (64), Ta1wan (62), 
Thailand (64), U.S. (59). 

AIM-98: U.S. (71). 

AIM-9l: U.S. (80). 

SAM·U: U.S. (80). 
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[33.5] MUNITIONS A V AILABILITV TABLE 

AS-7: USSR (75) 

BuUpup: NAT O (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/ I 0/73), Saudi 
Arabia {75). U.S. (USAF) (12). 

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 1: Israel (14/ 10173). U.S. (USAF, USN, 
USMC) (68). 

Walleye II: Israel (15/10173), U.S. (USAF, USN, 
USMC) (72). 

[33.6) ECM DEVICE AVAILABIUTV T ABLE 

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- ),lran(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, in 
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 (10173- ). 

ALQ-131 : U.S. (76- ). 

Infra-Red Counter Measure Pods 
AAQ-4: U.S. (67-75; F-4C, RF-4C, A-70, and 
F-105FWW only, in limited numbers). 

ALQ-123: U.S. (75- ). 

ALQ-123 improved: U.S. (80- ). 

Flar)! Dispensers 
U.S. (70- ), NATO (70- ). ANZAC (70· ), Iran 
(70- ), Israel (70- ), Japan & Taiwan (70- ), Spain 
(70- ). 

C harr 
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
crafl may moum 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. 
T he Israelis had insufficient numbers unti l 
ha lfway through the 1973 War. In NAT O, the 
more centra l 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 

ALQ- 123 pods are apparently still limited in use as 
of 1977. 

Flare Dispensers contain four flares; chaff 
d ispensers contain six hexes-worth of chaff; cor­
ridor chaff contains I 00 hexes·worth of chaff. 

Note: Air War coverphoto of an F-I4 courtesy of 
Grumman. 

A NOTE ON SOURCES 
Air War wa~ designed purely from unclassified 
source~. When unclassified information wa~ not 
obtainable on a particular point, we estimated. 
Much of the data as to guided weapons perform­
ance and e lectronic warfare are estimates, as these 
are the most sensitive areas. Some aircraft per­
formance data has been estimated as well, and Lhe 
presenta tion 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 
a lmost 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 Wo rld Weapons 
Systems; U.S. Army, FM-105, Maneuver Control 
(source of much air-to-g round data); Jack 
Broughton, Thud Ridge; Jack Gee, Mirage; 
Robert Jackson, The Israeli Air Force S1ory; E. 
O'Ballance, The Elec1ronic War in the Middle 
East; J. W. R. Taylor, Combo/ Aircrafl of the 
World; W. Green, The Observer's Book of Air­
crafl; W. Green, The World Guide 10 Combal 
Planes; W. Green and D. Punnett, World Air­
power Guide; W. Holder and W. Surur; General 
Dynamics F-16; J.P. Stevenson. Grumman F-14; 
N. Krivinyi, World Military A vialion; D. W. 
Wragg, World's Air Forces; N. Po lmar, World 
Combat Aircra/1 Directory; J.W.R. Taylor and G. 
Swanborough, Mili10ry Aircra/1 of the World; S. 
Chopra, India's Second Liberation; W. Green, 
Observer's Book of Basic Military A ircra/t; 
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 usefu l, especially tha t on the F-4); U.S.A.F. 
T AC, Air Combat (the best single guide); A.J .C. 
Lavalle, Tale of Two Bridges and The Bailie for 
the Skies over North Vietnam; W. Green and G. 
Swanborough, The Observer's Soviel Aircraft 
Direc10ry; Pilol 's Handbook of Aeronautical 
Knowledge; H. Homes and M. Patterson, 
Visuali7.ed Flight Maneuvers; J .E. Allen, 
Aerodynamics; Flighl Witholll Formulae; Jean 
Alexander, Russian Aircrafl Since /940; B. 
Guns ton. A /lack Aircraft of/he West, Bombers of 
the West, Early SuperSonic Figh1ers o/lhe Wesl; 
P. Futtretl, The U.S. Air Force 111 Korea . 

Periodicals Used 

A via lion Week and Space Technology (best data 
around); U.S.A.F. Figh1er Weapons Review (ex­
cellent tactics, the "how to" of air combat); lnter­
nalional Defense Review (detai led hardware 
review); lmeravoia, (similar to /DR); Flight /mer­
national; U.S. Naval lnslilule Proceedings; Air 
Universi1y Review; Toe Auack; The lmerceptor; 
Air International; Air Progress; Air Piclorial; 
A via lion News; Aviation & Marine; Electronic 
Warfare; Countermeasures; Flug Revue; Air 
Force; Combo/ Crew; Aeronautics an d 
Aslronautics. 

T his is not a complete or exhaustive list of the 
sources used, and does not include those sources 
consulted purely on technica l 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 pagC5 
devoted to WIE. 

Our initial conception of Air War was that it 
would have everything that Foxbat 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·~ Air Force. 

We didn't really realite what a massive project we 
had prepared for ourselves, nor that Atr 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, apparent ly without bound, that 
new ru les covering further a~pects 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) ru les text 
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; I guarantee that, no matter how 
much of a complexity freak you think you are, 
you're go111g to be staggered by the sheer 
magnitude of the game. 

In an anempt to ease the players into the game: 
gent ly, rather than brutally exposing them LO the 
full complexity of the whole thing, we've inserted 
notes at various points in the rules suggesting that 
the p layers stop reading the rules at that point and 
play one or more of the scenarios. Hopefully, the 
players will, in thi~ way, be able to get the feel of 
the game before proceeding with the rest of the 
ru les. We've also included a Rules Summary to 
enable 1 he players to refer 10 some of the ru les 
more ea~ily; 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 unti l they've played it four o r five times. 

Dave lsby and I are quite proud of our ac­
complishment; we're sure there are llaws in the 
ru les which we haven't caught, and we're sure that 
many of you will be turned off because its too 
complex; but we do bel ieve that what we have pro­
duced is an excellent simula tion and even, once the 
complexities have been mastered, an excellent 
game in its own right. 

DESIGNER'S NOTES 
Air War is a game I have wanted to do for a long 
time. I had worked on Flying Circus, Spitfire, 
Sturmavik, and Foxbat and Pha/1/om, and so I 
had wanted to try and do a game 10 show how it 
should be done. The result is Air War. I suppose 
the most notable thing abou t Air War is the mass 
and volume of the ru les. 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 b lank space, I felt like Dr. 



Franl..en\tem must have felt when the Thmg Under 
The Sheet ~tarted to move- did I really do thi\? 
Did I reall) mean to do this? Yet Atr War is, for all 
its stze, not an unduly compte>. game. I wanted a 
game to show the interaction of hardware - can 
the F-IOSD outmaneuver the SA-2 tf ItS ALI::-36 
RII&W recetver warns it in time? I also wanted to 
reduce the omniscience of the player\ hence the 
visibility and search rules. Above all. I wanted a 
game as realistic as I could make it - bearing in 
mind that I am neither a combat aircrewman or an 
aeronautical engineer- with, above all, the con 
stratnt that the game will have to played and 
understood by our customers. 

At fir't glance, Atr War appears a massi~e. in­
dtgestible lump. This really is not tHe case. We 
rned ro keep the basic "nymg" of the a•rcraft 
relatively ~imJ)Ie. The only part that i~ comJ)Iex is 
rhe tdea of Energy Points and the dtfference ber 
ween tyJlCS of turns. Once these rwo concepts have 
been under~rood, the basic game should be rather 
~imple. One can analogize the game of Atr War to 
an atrplane. The basic rules of nying and the air· 
frame are kept relatively clean. The "drag" i\ in­
creased when other things are put on 10 the basic 
airframe, ~uch as radar-homing missiles, radar, 
ECM, atr-to-ground, and so on. Those tntere<oted 
111 a qutck, stmple game have only to ktck the ures 
and light the fires of their Sabre or MtG-IS and 
roar off 10ward ' MiG Alley." Those with a taste 
for the more complex can always get 111to lhtngs 
like "The Return of the Red Rtver Rats," which ts 
much more mvolved. 

MODERN AIR COMBAT 
{conttnued from pDRr 2/ 

ponent's plane; then again, you may be cruising 
along in a nying speed brake. Maneuver accor­
dingly, but always be cognizant of the need to 
ma111tain energy levels that will permit maneuver. 

Be Aggressive 

Take rapid and decisive action. If you delay, the 
enemy wtll know you don't know what you're do­
ing and will act accordingly. By acting raptdly 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 to make the mistakes. By being 
aggressive, you make your opponent more tn­
terestcd 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 get your 
fangs out too far- if you do, a smart enemy can 
play you for a sucker. Then you can be as ag­
gresstve as you want. On the ground. 

Know When to Reverse 

A reverse is a rap1d 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 pur you in a good position 10 get a ki ll. 
However, you must make sure that the reverse is 
unmistakeable: reversing too soon will probably 
end your opponent'~ tracking problem and all of 
yours. while reversing too late won't give you 
much of an advantage. 

When 111 doubt, don't reverse - you may be 
heading for dtsaster. Since an engagement is not 
the best place ro pick up a new trick, lcarmng when 
to reverse tS best done in practice before combat. 
Whether or not you should turn with an enemy tS 
dependent partially on the type: of aircraft your 
opponentt& nying; if you have an F-4 to hts 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, I can't think of one. 

For all the effort that went tnto making Air War 
accurate, I am srill wtllinl! ro admit that any air 
game wiU have a certam amount of artificiality. 
Time must be divided into segments, or rums. Air­
craft which move through the air in three dimen­
sions in a nuid 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. I especially wanted 10 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 111 game terms than the) 
are in reality. Those who know more about air 
combat and flying than I do should feel free to 
modify the game ro incorJ)Orate their expertise­
if you do, let me know. 

Air War would probably have remained a coUec­
tion of ideas and rules nying in loose formation, 
rather than a coherent, playable game, were it not 
for the Herculean efforts of the developer, Greg 
Costikyan. Most people out~ide SPl have no idea 
what a developer is. He is the second most impor­
tant man 111 the work on any game, and for this he 
gets a dtsproportionately high share of the worl.. 
dumped on him (especially stuff like typing, super­
vising test games, making changes) while gelling a 
disproportionately low ~hare of the credit if the 
game succeeds. Greg did a lot of work on Air War. 
He made the 12-poinr turning system work after I 

If All Else Fails: Point Your Nose 
AI the Enemy 

Even experienced pilots can run out of ideas dur­
ing an engagement; but you can never go far 
wrong if you simply pomt your nose at the enemy. 
This at leas! wiU give you ume 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 wuh 
this type of shot is not especially high, your oppo­
nent is going to have to take the chance of a kill in­
to account. 

The entire principle involved is an illustration of 
the point that the best defense ts a good offense: by 
pointing your nose at the enemy, )'Ou also gel into 
a beuer position to separate. if that is what you 
want to do. Separat111gcan get you home safely. or 
it can bring you far enough away to re-enter on 
your own terms. 

Never Ghe Up! 
Let us assume you have your opponent "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 anack; 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 somethmg going on to your advan­
tage that you arc not aware of. Perhaps he looks 
like he is in a perfect kill posiuon for a heat-seeker; 
maybe his missile\ are not working. Maybe his 
guns are jammed. You get the idea- make him 
earn a victory. don't just gtve it 10 him. Always 
have some last-ditch maneuvers to disrupt hi~ 

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 

had abandoned 11. He neshed out my tdeas for the 
atr-to-ground mechanics into a workable ~ystem. 
Thts Armenian dynamo typed and re-typed rules. 
often whtle the designer drank his rea 111 the next 
office and complained of the 1mposstbility of 
deadlines. And, for better or worse, Greg also 
came UJl with the two wetrd scenarios. 
I did not do the research alone either. Tom 
Gummo, an F-4 driver, gave valuable advtce 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 
atr-to-ground rules. The most tireless worker, 
however, was Damian "Snake" Housman. who 
helped orig111ate the idea for Atr War and came up 
with much data and hundreds of good tdeas. There 
were also many others - aircrew, aeronautical 
engtnccrs, manufacturers repre~entauves, who 
had their brains picked for the benefit of Atr War. 

What you have, therefore, is the mo~t accurate, 
yet still playable game of modern air combat that 
Dave lsby and Greg Costikyan could come up 
within the rime 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 
to generate mass appeal. Don't get us wrong- we 
hoJlC the game is popular and sells a million copies, 
and we get feted as geniuses; but this is secondary 
to the de~ign and development itself. To return to 
the atrplane 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 10 ny it and take it into action. 

is losing energy faster (by climbing) than the low 
man (who is diving); thus, if you started the allack 
with sufficient energy, you can trade it for 
altitude, climb and stay with him easier than you 
could with the low man. In additton, 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 supJlOrt his low man against you. It may turn 
out that the high man is the bener ptlot; in that 
c~e. it's still possible to switch to the low man. If 
however, you had gone after the low man, it would 
be more difficult to S\\ itch the other way around. 

Learn to Know What a Victory Is 
In many cases, survival is as much a vtctory a~ can 
be hoped for. Bveryone likes to have a star painted 
on the ~ide of his cockpit, but the main concern ts 
to Jlrevent your~elf from becoming a srar on the 
side of your opponent's cockpit. 

Alwa}s C heck Six 

Most of the planes and crews lost in Vietnam never 
saw what hit them. A MiG is a hard thing to sec 
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 ny 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 nying tn formation, don't all rurn at the 
same ume. Coordinate all turns so that not 
everyone keeps the lethal cone pointed 1n the ~a me 
direction all the ume. If, for eumple, you have 
two elements nying formation and want to make a 
left tum, have the righthand element start first. 
Since ~at element should pass behind the left ele­
ment. As the right element gets ro about the four­
o'clock position of the left element, the left ele­
ment ~ould start its turn. When everyone IS rolled 
out, t~e new heading should be line abreast and the 
relative positions switched (i.e, the iefl element is 
now the right element). 
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Ched; I urns should be made frequenlly, and in no 
case should you allow more I han 20 second~ 10 go 
bc1ween checks. 

BASIC FIGHTER MANEUVERS 
This ~ec1ion of Modern Atr Combat 1s aboul 1hc 
maneuver~ 1ha1 figh1ers often execute in combat. 
Many of 1 hese maneuvers are utlli7ed by figh1ers 
alone, and not by other jet aircraft. Before an air­
crafl pilol is exposed to a real combat ~ituation, he 
is expecled to be competent in all of the maneuvers 
described. Some of the maneuver~ are accom­
panied by a d1agram showing how the maneuver 
appears 10 reality. 

Nole that the effectiveness of maneuvers IS depen­
dent upon a given aircraft"s performance; because 
a maneuver works to your advantage in one air­
crafl, it does no1 necessarily follow thai i1 will 
work as well in another. By noting the differences 
in performance of fighter maneuvers between 
vurious aircraft, you will gain information 
necessary in the development of tactics. 

Defensive Maneuvers 
MaximumPerformanceTurn:Th.is is not simply a 
roll of 90 degrees (to the vertical) and a hard G 
turn. The a1rcraft is rolled 135 degrees to one side 
and put IntO a dive, resulting 10 someth10g m1dway 
between a 90 degree roll and a Split-S. The aircrafl 
ga10s energy because of its altitude lo~s. bu1 not as 
much altilude is lost as would be in a Split-S. 

II is possible to reverse your direction u~10g 1 he 
maximum performance turn. Continue to pull a1 
135 degree bani. until the aircraft is pointed 
straight down; !hen roll another 45 degrees io a 
completely inverted position, and pull up to level. 
The Throttle should be as low as possible to 
minimiLe altitude loss. In game terms, this is ac­
complished by lurning the aircraft as much as 
pos~ible wh1le di\ing; inverting the aircraft makes 
it pos\ible for it to gain more energy in Type II and 
Ill dives. 

Defenstve Turn: This is a turn towards your oppo­
nent. If he is not yet near firing posilion, you need 
no1 turn very hard. Add power and bank 1oward 
your opponent, and !hen turn as required. As your 
opponenl nears firing position, tighten up the 
turn. However, you should no! dissipate all your 
spced"by turning too fasltoosoon. In game terms, 
this is IUrning towards an opponent, a1 whatever 
ra1e is optimum in that tactical situation. 

Reversal: There are two methods of "rever~ing" 
or changmg the direction of your turn. The 
Aileron Rever~e is the faster of the 1wo, and for 
that reason may be less desirable. Just stop your 
hard turn by releasing G, roUing 180 degrees 
1oward~ your overshooting opponem. and then 
pulling hard 1010 him. The other method is the 
rudder reverse. Pull your nose up at the same time 
thai you roll 180 degrees. This should help slow 
you down. Depending on your aircrafl, you may 
also wish to decrease power. With good timing and 
execution, the reversal can pul you on the offen­
sive. Poorly limed, a reversal will get you killed 
faster than anything else you can do. Make sure 
that you reverse only when your opponent IS 
definitely overshooung. He must pass your six-a­
clock pos1UOn with n01iceable overtake and angle­
off, and should be within 3000 feel horizontal 
range. If you reverse at any 01her ume, your oppo­
nent will only run up his biU at the 0-Ciub Bar. An 
aileron reverse is performed in Air War by rolling 
four points and turning in a direction opposite 10 
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 sc1ssors IS a series of reversals made in 
an auempt to w10d up behind your opponent. It 
takes two to Iango, and so both aircraf1 would 
have to be reversing mto 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 a t him. The decision to 
scissor or not will be dependenl 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 10 be sucked 
into a scissor while flying a less maneuverable air­
crafl than your opponent's, you may have oppor­
IUnity to find out whelher or not the Martin Baker 
ejection system works as advertised. 

Fig. I : Reversal and Scissors Diagram 

The pilot of the MiG-17 (altitude: 25 levels, T hrot­
lle Setting and MA of 5; wings banked one point 
left nose level, no energy points.) is in trouble. 
Behind him, at the same alii tude and attiiUde, but 
with a Throule Setting and Movement Allowance 
of 7, is an F-4D Phantom, whose crew can already 
visualize the red Slar painted under their canopy. 
The MiG pilol, however, decides to go into a 
scissors. The MiG is disadvantaged, so he per­
forms the following actions in his Movement 
Phase. 

I. Decelerates by Power ("chops the throttle") by 
six points, bringing him down from 5 MA and 
Throttle Selling to 4. 
2. Goes into a Type I Climb {"brings his nose 
up"). 
3. Decelerates by mduc10g drag, losing I 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 
Throule Selling of 4, the MIG-17 has a MA of 3, 
which, reduced by I for 1he 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 allilude, and is now in position 2. 

Our bright blue USAF heroes, however, might 
well figure that two can play at I his game, and per­
form the. following actions: 

I. Decelerate by Power by len points, bringing 
MA and Thrott le Selling down 10six. 
2. Go into a Type I climb, gomg up two levels at 
anMAof4. 

3. Roll one point left into a 90" bank. 
4. He canno1 open his speed brakes - he was too 
fast. 
5. The F-4D now has a Movement Allowance of 
4. He gams one ahitude level (climb10g two, bul 
losing one for the maximum performance turn), 
ending up in position 2. 

Now no1e that the F-4D has lost its slo1 position. If 
he goes on scissoring with the MiG, he is going to 
overshoo1 and, if he cannot get his speed up faM 
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 
~imply be to get space enough to turn around 10, 
allow10g you to gel back in the bailie. 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 fasl as you, I he ea.~iest way 10 
separate is a slraightaway acceleration maneuver. 
Trade altiiUde for airspeed and get out. This may 
also apply if you have a significanT advantage over 
an early Atoll- or AIM-9B-equipped opponent. 
With high speed and a good lead {at leas! 2500 
feel), you can actually outrun a m1ssile. This will 
put you well out of the bailie for qu11e a wh1le, 
however, and thus should be used pnmarily to 
escape a battle. You had also better be sure thai the 
missile you thin!. 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 advan1age, 
use a climbing spiral. P ull only enough G to 
generate angle-off, and climb until you have a 
definite ahitude advantage. After that, you can 
trade altitude for airspeed and be at the 0-Ciub 
bar in an hour. If you have a higher rate of climb 
capabtltly than your opponent (but nol the advan­
lage), use a diving spiral and increase throule. 
Make the 1urn toward your opponent, but don't 
turn too hard unless he's getting ready 10 fire. This 
maneuver is also useful in getting rid of SAM's, 
but i1 assumes you have the altitude to lose. If you 
don't, 1ry somelhing less suic1dal. 

HiRh·O 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 
!here is no difference, bu1 this is not terribly im­
portant. The purpose of a high-G roll is to destroy 
your opponent's tracking solution, and force htm 
10 concede lateral separation. The disadvantage is 
that you are left with little maneuvering potenlial, 
so 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 
give~ you a rirst-class view of his tailpipe, and you 
can take advantage of that with your gun. Your 
opponem may have guessed what you're up to, 
and have done 1he 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 A tr War this is done by performing a bar­
rel roll, wh1le simultaneously decelerating. 

SplitS: The Spill-S is a maneuver which can be us­
ed either offensively or defensively. In this case,le1 
us assume that you've been caughl with your speed 
down, and your opponent is bearing down on you 
from six o'clock, thrying for a gun kill. I f you have 
prac1iced this maneuver, you will already know 
jus! how much altitude you will lose and how close 



to the groumJ you can begin at. Go inverted, cut 
the throltle. and slm" down as much a~ po~sible. 
Pull and head for the ground with your opponent 
in hot pursuit. Continue the pull-through as hard 
as your airplane allows. If your opponent didn't 
realize "'hat you were up to, and if he started off 
"'llh higher ~peed than you did, the cumulogranite 
cloud\ will scrape him orr your tail before you are 
agam in level night. Do not add throttle until you 
are sure you will clear the terrain. By that umc you 
should already be faster than lightning. 
Snap-Shot Attack: A snap-shot IS a gun-firing 
po~iuon which is not ideal. Sometimes you will be 
engaged in a maneuver which causes your oppo­
nent to appear tn front of you for only a brief lO­

stant. This may be at a htgh angle-off, maybe even 
head-on. In any case, take whatever shot is 
available. The probability of a kill or even a hit ts 
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 arc obv1ously willing to 
fire at l~s 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 Maneuver~ 
The easiest way 10 describe offensive maneuvers is 
to ~ay that they are designed to point your nose at 
the target and keep it potnting there. To begin 
with, your speed should be up to the most advan­
tageou~ maneuvering speed for your aircraft. 
Your first objective is to establish a "lead pursuit" 
course (that tS, aim your nose just in front of your 
target). As you close with your opponent, you will 
have 10 decide whether 10 continue the lead pursuit 
for a quick k1ll, or convert a lag pursuit (following 
!he tail of the target) to maintatn a no\e-tail 
separation. If the falter, you can conserve energy 
and maneuver in the vertical to gain angle-off. 

Acceleration Maneuver: The be~t 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-yo is basically a dive into 
an opposing aircraft, then pulling up tO ny level 
behind the aircraft. A low speed yo:yo is one in 
which the acceleration maneuver~~ used to effect 
elmore. 

Fir\t, point your noseattheenemy. As you pick up 
speed with a \hallow dive and increased throule, 
you will have established overtake. As thh hap­
pens, begin a lead pursuu cour\e. Do not allow 
your aircraft to go more than one "dive level" 
below your opponent, or the energy you lose pull­
tog 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 agamst an opponent who is executing a 
Lo Speed Yo-Yo toward you, you may counter his 
maneuver in several ways. 

I) Do what he does. D1ve 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 w1ll 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 stan climb­
mg. This increa~es 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
quanerin~ attack. You will be nose down, airspeed 
Increasing, and he will be nose up, airspeed 
decreasing. 

5} If he continues to 1oom "'ithout attempting 
cutoff, unload, increase throttle, and dive for 
seraration. 

6) If he performs a rolla way and follows you, con­
tmue to dive for separation. but ewect him to be 
much closer than if he had zoomed. 

7) If he tries to cut imide your turn, he will over­
shoot in the vertical plane. 

Hq~h Speed Yo- Yo: As you clo\e rapidl) with 
your opponent, you may find that, due to angle­
off problems, you arc in danger of overshooting. 
If you overshoot, your opponent will probably 
re.,erse 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. It b also a 
counter to the defe05ive turn. 

F1rst, close and track until you sec that, if you con­
tinue, you will overshoot. Then ~tart 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 maintam this attitude and 
zoom to a high ape,, or your opponent will dive 
away from you. Your speed ~hould drop as you 
rai~e your nose, but don't tinker with the throttle 
~e11ing. Your forward motion will be reduced 
enough to mamtain nose-ta.il separation, and you 
should be able 10 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 no~e too low. Just slide down into firing 
po~ition 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 (wllh slats) at 50 levels altitude, 
both with a Throttle Setting and MA of 7. The 
MiG 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 m the horizontal. If he does, the MiG 

will eventually out-turn him. The F-4E pilot 
therefore decides to tnitiate a high yo-yo, hopmg 
to cut inside the MiG's turn and take advantage of 
the F-4E performmg bcuer in the horizontal than 
the vertica l planes. He goe~ into a Type I climb, 
trying to gain two levels of ahuude, "hich reduce\ 
his Movement Allowance to five, and hence the 
F-4E's turn mode 10 three, the same as the MiG's, 
so he can turn with the MiG. ending up in the ~e­
cond posuion in the diagram. 

Countertnfi the High Speed Yo· Yo: When you're 
defending and your attacker·~ 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 throule, relax G, and dive 180° 
away. If he yo-yo's properly, unload ~orne G. 
allowing your aircraft to accelerate into a shallow 
sp1ral. If your attacker auempts a quick kill and 
commits himself to a nose-low auack, add top 
rudder and pull up hard into him. When he over­
shoots llelow and outside your tum, reverse into 
hissi~ o'clock. 

Barrel Roll Maneuver: This i~ not a barrel 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: 

l) You must be at high speed. 
2) Your opponent must be causing increasing 

angle-off. 

3) You must be m lead pur\uit. 
4) The present range must be between 2 and 2 Y: 

nautical miles. 

To perform the maneuver: 
I) Roll the wings level and start a pull up into 

the true vertical. 
2)' Establish in excess of 70 nose-up pitch (a 

Type II or Ill 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 tso• 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 hi~ actions. If he breaks 
down, tmmediately pull down after h1m with a 
maximum turn. If he continues his original turn, 
continue to slide toward the inside of his turn, 
reestablishing a lead pursuit. If he pulls up IOtO the 
attack, continue to noat while maintaming nose­
tail separation. Because of your speed advantage. 
he will not be able to reach you, and he will have to 
start bad. down in front of you. You can then k1ll 
him at your leisure. If you begtn your maneuver at 
less than 12,000 feet range, you will find 1 hat you 
are on the outside of the defender's turn and 
separating. If this is the case. simply conunue to 
pull completely over the top and roll out once 
again on the inside of his turn; this will closely 
resemble an Immel mann 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; mstead, 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. 

Countermg the Barrel Roll Maneuver: If the bar­
rel roll maneuver IS executed well, it is difficult to 
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 !he aircraft you are usmg 
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has certain superior characteristic~ which make 
maneuvers here unnecessary. However. it is 
always good to know these maneuvers since you 
cannot alway~ count on a superior maneuvering 
aircraft 

ADVANCED TACTICS 
Actual tactics (as opposed to maneuvers) that are 
used m a1r combat are generally classified; 
however, some tacucs can be derived from non­
classified sources and common sense. 

First, discussion of a few facts about a1rcraft 
handhng agamst opposmg a1rcraft is 1n order. 
Unlike actual pilots, the players are not restricted 
in the number or type of a1rcraft they canny, and 
they are free to change aircraft from game to 
game. They can also change nationality, some· 
thing wh1ch is rarely done in the real world (Lt. 
Belenko and a few others being the exceptions). 
Therefore, they nlU~ t 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 Mi0-17, 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 Oying a Mi0-17. An 
F-4 must fight in the vertical; this makes use of its 
supenor speed, climb, and dive capabilities. If an 
F-4 tries to fight in the horizontal (that is, tries 10 

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 a1rcraft, and a player 
owning such an lurcraft should make full usc of 
this advantage. Th1s 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. 

Attock 

I. 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 ny at the enemy 
head-on, s traight through the middle of their for­
mation, and keep going, making a genlle turn to 
one side or the other. Your second aircraft should 
keep low and out of sight duringthi~ time, and stay 
between two and five miles behind the first air­
craft. If the enemy takes the ban 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 ~eeing you. Then 
fire at will .. or Charley, or Ivan. or Yosef, or 
anyone else you prefer. 

You can vary the auack so that your aircraft come 
10 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 agam tomorrow. With 
his speed up, your first a1rcraft should have no dif­
ficulty in gelling away. This tactic, widely used, is 
called "Kuban." 

2. A second form of attack does not mvolve 
deception at all, but knowledge of the maneuver­
ing potential of the respective a1reraft is a necessi­
ty. Your aircraft should begin several thou~nd 
feet below a night of oncoming aircraft, at high 
speed. Time an lmmelmann 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 
spoued and they start a hard turn, you have a 
choice; you can either press the auack 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 tong 
gone. 

3. Several scenarios require a player to obtain 
visual contact with the enemy before firing. Th1s 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 ~end 
another aircraft in your night ahead to check out 
the target. The aircraft you send ahead ~hould 
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 h1s com­
rades the information that the target is indeed the 
enemy. The identifying aircraft should be going 
too fast for the target a1rcraft to engage, and the 
Plane with the radar lock-on is now cleared to fire. 
T he 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 element~: 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 formauon; the person nying the 
lead element is usually the more competent pilot, 
and, by attacking from the lead element's side, 
you make the second element break toward hts 
lead element. T he latter makes it difficult for the 
lead to support the second element under attack. 

If you're nying 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 kil l and 
c limb into the vertical. A low wing-loaded aircraft 
would give you a chance for more than one kill if 
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 h1m, he 
will be out of the way and no threat; thereafter, try 
for the element leader, since you'll wmd up at his 
six o'clock anyway. Never get between a healthy 
wingman and his leader; before hitung 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 attaclung the wmgman; 1f 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 tn the vertical. This is a "defensive 
split." Keep your speed up; one of them will go up 
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 stan 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 gomg 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 p1ct..mg up 
~peed. 

6. When in doubt, attack. This has been <aid 
earlier, but, like other basic principles, 11 bears 
repeating. Experience and coordination are need­
ed to defeat a surprise attack, and a leader can ac­
cidentally hang a wingman out to ~ry m the confu­
sion. When attacking, take what you can and run. 
Aggressiveness and guts will do for a while, but 
afterthat you'll need skill. If it looks as though the 
enemy is finally coordinating his defense, you 
must decide either to s tay or separate; if you're 
new at the game, separation is your best bet unless 
you ha•e a real advantage. Maneuver your aircraft 
like every pilot you run into Is the best the enemy 
has. 

7. While it's good to be aggressive, aggressiveness 
should be tempered wi th 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 deranging 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 0-Ciub 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 !eM-than-desirable 
formation. 

With two or more aircraft, you will normally be 
spread into two elements. When one of the 
elements is attacked, your response should depend 
on the range from the attacking aircraft to the 
defender. If the anacker was discovered late, 
break hard into the attack: mutual support may be 
temporarily lost, but the free element should 
manetwer as quickly as possible to get back into 
the battle. Defense must be as carefully coor­
dinated a$ offense; if you lose and don't regain 
mutual support, you will lose the battle. 

The engaged element should take the attacker to a 
posi tion favorable to the free element, If possible. 
If the engaged elcmenr is composed of two a1rcraft 
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 h1mself, try to sandwich him. This is also 
what the free element should be trying to do. 

If the attacker was spotted farther out, and heap­
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 auacker. The engaged element should also 
dive, while the free element climbs; this will allow 
the free element a height advantage which it can 
convert to 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 1s 
rubbish." 

Damian Housman 
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[101.0] INTRODUCTION 
Air War '80 expands upon and modifies the game 
of Air War. ll includes a number of different 
elements: 

I. Founeen new aircraft types: theMiG-19/F-9, 
Hunter, Meteor, Harrier, MiragcF-1 , Lightning, 
Drakcn, Viggen, Su-15. A-6, f-100, F-104, F· 
106, F-8 and five new air-to-air missiles are in­
cluded. In add ilion, the chans 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 s tandard sense of the word, 
which accounts for its considerable length. It is 
keyed to the o riginal rules and contains many 
changes, additions, and options not included in 
the original game. In this ~hcet, not only have we 
corrected errors, we have expanded parameters. 

3. New additiona l 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 195Jto the Golan Heights in 1979-
all exciting, informative situa tions. 

[102.0] NEW MANEUVERS 

COMMENTARY: 
These are more maneuvers which aircraft may per­
form in addition to those listed in Section I I .0 of 
the original Air War rules. All the conditions that 
apply to the maneuvers in Section IJ.Oapply to the 
maneuvers in this Section. These maneuvers are 
procedurally identical and a re additions to the ma­
neuvers in the original rules. 

CASES: 

[102.1] DIVING VERTICAL ROLL 
[102. 11] Prerequisi tes 
The aircraft must be in the Push-Through wllh 
wings banked at 7ero degrees or ISO degrees to exe­
cute a Diving Vertical Roll. 

[102.12) Procedure 
An aircraft making a Diving Vertical Roll is turned 
zero to s ix hex points 10 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 Ill Dive to a Push-Through. 
execute a Divtng Vertical Roll. and return to a 
Type Ill Dive all in 1 he same Game-Tum. Further­
more, if the aircraft has a Turning Mode of 3 or 
less a t the Movement Allowance and Altitude a t 
which it performed the Diving Vertical Roll, it may 
be placed in a Type II Dive rather than a Type Ill 
Dive after performing the Diving Vertica l Roll. 

Aircraft with a I or a higher number listed for their 
"Turns in Push-Through" on the Flight Para­
meters Chart, must immediately be p laced in a 
Push-Through, w11h 1 he following exceptions: 

I. If the aircraft was not turned or if it turned only 
one hex point, the aircraft may be placed in a Type 
Il l Dive immediately after completing its Diving 
Vertical Roll, if the number listed for "Turns in 

Push-Through" is I . If 1 he number is 2 or greater, 
1 he aircraft is placed in a Type Ill Dive on the sub­
sequent Game-Turn's Movement Phase. 

2. If the aircraft was turned two or three hex 
points, it mus t 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 into a Type Ill 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 in a Type LJI Dive. 

(102.2] CLIMBING VERTICAL ROLL 
[102.21] Prerequisites 
The aircraft must be in a 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 Auitude Indicator is rolled 
four Movement P oints at no movement cost. 

[102.23) Reqllirements and Pos trt'quisile.s 
Aircraft with a zero or I listed under "Game­
Turns in Type Ill (or 11 or I) Climb" on the Flight 
Parameters Chart, may enter a Pull-Through on 
the same Game-Turn that they enter a Type 111 
Climb. 

An aircraft starting in a Type Ill Climb with a zero 
or I listed under "Game-Turns in Type II I (or II 
or I) Climb," before entering a Pull-Through, 
may go from a Type Ill C limb (or Type II or Type 
1 Climb for aircraft which cannot perform Type 
Ill Climbs) to a Pull-Through, execute a Climbing 
Vertical Roll maneuver, and re-enter a Type Ill (or 
II or I) Climb all in the same Game-Turn, withou t 
having to decelerate by power through being in a 
Pull-Through. as per Case I 1.12. 

[102.3] HORIZONTAL BREAK 
[102.31) Prerequis ites 
In order to perform a Horizontal Break. the air­
craft must have its wings vertical and be in Level 
Flight or a Dive. 

I 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 Depart ing cont rolled Flight Procedure. If 
the aircraft does not depart controlled flight, 11 

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 10 tole Reduction of the air­
craft's MA caused by collect ing 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) Pos trequisiles 
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 ru les 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] ··oRWA RD MOTION OF BOMBS 
When an aircraft drops a bomb, bomblet, o r 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. 

[103.1 I] When an aircrnft releases a bomb, bomb­
let, or napalm, the owning Player must determine 
which hex directly forward of the aircraft it will 
impact in. if the munition does not scauer. This 
hex is referred to as the large/ hex. To determine 
what the target hex is, the owning Player performs 
the following procedure: 

l. 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 Mo tion on Bombs Chan and cross-in­
dexe~ the aircraft's AGL and the number of alti­
tude levels it dove in the preceding Movement 
Phase. This cross-indexing yie ld ~ 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 J 7. The target is located on top of a 
hil l at altitude level 3. The aircraft's height Above 
Ground Level is then I4. In the preceding Move­
ment Phase, the aircraft dove three levels. The 
owning Player now consults the Effect of Forward 
Motion on Bombs Chart, cross-indexing the air­
crafl'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 1 he 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 no1 pointing straight ahead. In 
this case. the munitions sideslip (sec 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 II hexes the bomb 
would travel forward in flight: if the dropping ai r­
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 rhe munitions' forward 
travel. The procedures for determining such latera l 
shifts can be found in Section 9. 7. 

[103.13] The Effect of Forward Motion on 
Bombs Chart only has enr ries 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, 1 he fol­
lowing procedure is used to determine the extent of 
the munitions' forward motion: 

I . The Player divides hi~ airc raft' s height above 
ground level by 52, obtaining a whole number and 
ignoring any remainder for the moment. 
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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 
multip lied by the figure obtained in Step I. 

3. On the Effect of Forward Motion on Bombs 
Chan. the Player now cross-indexes the number 
of levels the aircraft dove in the preceding Move­
ment Pha~e with the remainder obtained from the 
calculation in Step I. 

4. The Player adds the product of the multiplica­
tion in Step 2 with the number denved from the 
Chan in Step 3; the sum i~ then multiplied by the 
aircraft 's Movement Allowance 10 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 126levels 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 Player 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
mg 8. The Player then cross- indexes the number of 
leveb 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). yielding 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. Thu~. the targe l hex i~ 
60 hexes in front of the hex in which the munitions 
were released. 

[103.14} The t1mc 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 arc used. there 
arc modification~ to the number derived from the 
Effect of Forward Motion on Bombs Chart. These 
modifications are performed by mult iplying 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 coecricient for napalm 
(0.33) would cause the final figure for the determi· 
nation of the location of the target hex to be 2. 1 f, 
after modification, the final figure is a fraction, 
the number is then rounded off to the neare~t 
whole number. 

[103.16) Effect of Forward Motion on 
Bombs C hart 
(see separate booklet) 

[103.2) SCATTEROFMUNITIONS 
If a Player whose aircraft has dropped munitions 
on a hex, fail~ 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 or a Game-Turn. 
If a munition does not hit its target hex, the own­
ing Pla~er mtLSt immediately determine where it 
actually landed by using the Scatter Procedure be­
fore resolving any further combat. 

[ 103.22] To determine which hex scaltered muni­
tions have impacted in. the owning Player must 
determine: 

I. The direction from the target hex in which the 
munitions scattered. 

2. The number of hexes away from the target hex 
the munit ions scattered. 

[103.23) To determine the direction away from 
the target hex the munitions scancrcd 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 or 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. fou r, five 
and six mean that the munitions have scattered 10 

the hex rows to southeast, south, southwest, and 
northwest. respectively. 

[103.24] Once the direction in which the muni· 
l ions 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 rhc die-roll result wirh 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 arc any targets in the hex where 
the munitions have actually impacted, tho~e tar­
gets are attacked normally. using the Target De· 
muction Table (25.94). However, the Probabi lity 
Number or 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 targe t. all the 
targets in 1 hat hex arc subject to possible destruc­
tion, as indicated on the Target Dest ruction Table 
(25.94). 

[103.31) The Target Destruction Table i ~ 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 ). 

[ 103.321 The following are exceptions to Case 
103.31: 

S haped Charges: A shaped charge may never de­
stroy more 1 han one target in a hex. 

750 lb. bombs: Each 750 lb. bomb may only de­
s troy half (rounding fractions down) oft he ta rgets 
in a hex. The Target Destruct ion Table is checked 
for only ha lf the targets in the hex . 

1000 lb. bombs: Each 1000 lb. bomb may only de­
stroy three-quarters of the targets in a hex. Thus, 
the Target Destruction Table is checked only for 
that number or 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 all1he targets in a hex, as out lined in Case 
103.32, the P layer whose aircraft dropped the mu­
nitions decides for which of the possib le 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. 

(103.4 1] For an aircraft to fire rockets at a g round 
target, that aircraft must fulfill the following two 
condi tions: 

I . The target must be within a limited tracking 
cone of the aircraft, taking into account 1he air­
craft's Dive / Climb Type. 

2. The target must be within 18 hexe~ of the finng 
aircraft. 

[103.42) Neither the Falling Table (25.93) nor the 
Effect of Forward Motion or Bombs Chart 
(103.16) b used \\ith rockets. Rather, rockets 
move like missiles. with a Movement Allowance ol 
six. A rocket remams in flight for a maximum or 
three Game-Turns. Other than that, rockets are 
treated exactly as other munitions. 

[104.0] SPECIALAIRCRAFT 
RULES 

GENERAL RULE: 
Certain aircraft types have special capabilitie~ and 
limitations that arc not shared by other aircraft 
types. In thi~ section, the special characteris1ics or 
the~e aircraft types are described. 

CASES: 

[104.1] F-8GUNJAMMJNG 
The Mk 12 cannon used in the F-8 Crusader are of 
Wor ld War II 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 Po ints at it~ maximum rate or performed 
a Split-S. Wingover, lmmelmann. or Break ma· 
neuvcr during the preceding Movement Phase. 

[104.12) A die-roll of 4 means that a ll of the F-S's 
cannon have jammed under high-G force~ and the 
aircraft may not engage in cannon combat for the 
remainder of the game. A die-roll of 5 means that 
ha lf of the F-8's cannon have jammed, and for the 
remainder oft he game. or until the rest of the F-8's 
cannon jam, the aircraft is treated as if it had T ype 
J cannon. 

(104.13) An F-8 that has had half of its cannon 
jam must still be checked to see if the rest of its 
..-annon jam during each subsequent Movement 
Phase in which the aircraft ~ustains high-G forces, 
as described in Case 104.11. A die-roll of 4 or S 
causes the aircraft's remaining cannon to jam. 

[ 104.2] F -4 SMOKE TRAlLS 
At high powencttings, 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 purpo~es only) increased 10 8. At 
Throttle Settings less than 4 or greater than 6, the 
Sile Multiple for visual sighting purposes is 6. This 
lower Size Multiple is due to the fact that the 
smoke trail disappears when the afterburner i5 
used or when the Phantom's engines are at a loiV 
power setting. 

[104.3] FOXBAT-A MISSILE LA UNCH 
LIMITS 

The MiG-25A Fox bat-A has a unique Fire-control 
sy~tem that limits the way it can fire missiles. 

(104.3 1] The owning Player or a Foxbat-A may 
use only AA-6 Acrid missiles on the aircraft. It re· 
quires eleven Game-Turns for an AA-6 to arm. 
The owning Player mu~t announce he is arming an 
AA-6 in the Missile Launch Phase e leven 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. 

3 
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Note that the first pair can be armed soon after 
take-off, ~o a Foxbat-A may begin a ~cenano with 
a pair of armed mis~lle\. 

I 104.331 AA-6 Acrids are always mounted m 
pair~: one heat-seekmg, one radnr-homtng. The 
first mi~sile a Foxbat -A must fire is always a ra­
dar-homing AA-6. II may however, launch the 
heat-seel.mg m1ssile of that pair in the same Pha~e 
or any subsequent Miss1le Launch Phase. How­
ever, the AA-6's mu~t be launched 1n stnct se­
quence: radar-hom1ng / heat-seel-tng/ radar-hom­
ing/hcat-~eeking. The only way a missile may be 
removed from sequence~~ tf 11 •~ jeuisoned. 

1104.341 The second patr of AA-6's may not have 
their armtng procedure started until the Missile 
Launch Pha5e after the fir~t radar-homing AA-6 
is fired. 

I 104.35] The Movement Allowance of the 
Fo.xbat-A may not exceed the Mall.imum Loaded 
MA when carrying four AA-6 Acrid Missiles. The 
Movement Allowance may be increabed by one for 
each missile fired or je ttl ~oned. When all four 
missiles are gone, there is no further restriction. 

1104.4) TH£ liAWKt:R HARRI ER 

The Hawl-er Harrier is a unique aircraft that re­
QUires unique rules. The Harner is capable of ver­
tical take-off and landing and, by U5ing its nexible 
engine exhaust noules tn night, can do things im­
possible for most atrcraft. 

This use or the exhaust noules tS termed VFF 
(Vectored Forward Flight, pronounced "viff"). 
The owning P layer or any Hawker Harner aircraft 
may declare, dunng the Acceleratton/ Decelera­
tion by Power Pha.se of a Game-Turn," htch Har­
rier will use VFF m the \Ubequent Movement 
Phase. Harriers us1ng VFF have the following ca­
pabilities: 

I. T hey can perform a number of maneuvers -
listed in th11> rules Sectton- that are not possible tO 
normal aircraft. These are maneuvers as defined as 
per Sectton 11 .0. 

2. Harriers using VFF are more vulnerable to 
heat -seeking nnsstles (see Sect ton I 5.0). 

The Hamer t\ a controverstal atrplane. The Royal 
Air Force and US Marine Corps pilots who ny 
them believe they are excellent dogfigh ters, and 
that VFF gives 1hem a powerful advantage. Its nu­
merous detrac tors con~ider 1 he Harrier a noisy 
toy, a "novelty A-4'' and that VFF is overrated. 
These rules, after much study, pre~ent a view of 
reality close to that of the Harrier jocks. Only ac­
tual air combat will sho" whtch vtew is correct. 

(104.41] Vertical Lirt vn·: 
Reducing Minimum MA 

A Harrier using Vertical Lift VFF \ubstitutes en­
gtne power for aerodynamtc It ft. In th1s maneuver 
a Harrier can reduce its Mintmum Movement Al­
lo"ance to I. 

In a Climb, a Harrier using thi~ maneuver can re­
duce tts Movement Allowance to any amount less 
than the ma.111mum, as long as tt chmbs at least two 
levels. Thus. a Harrier using this maneuver can go 
"straight up" -whtch ts how they get to "shoot 
down" F-4's. 

1104.421 l~ofVFF to P ltrh 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 Hamer performtng th1s maneuver may, in addi­
tion to any normal night functions, do one or both 
of the following: 

I. Move 1ts Attitude Marker one box up or down 
on the Flight Attitude Indicator. 

2. Allow the llarner aircraft counter to have its 
facing changed by up to two hex points in the di-

rectio~;~ it is banked. This does not affect the num­
ber of Turning Points accumulated nor does tht~ 
require the expenditure of Turning Points. Post 
Requisites of this maneuver arc: 

I. The Harrier's Movement Allowance is reduced 
by 2 Movement Points at the end of the Phase. 

2. It may not perform this maneu,er again in the 
same Game-Turn or during the following Game­
Turn-thus. the most often tht~ maneuver could 
be performed by an individual Harrier i\ once 
every other Game-Turn. 

1104.431 VFF to Reduce Turning Clrrlt 
H arriers can use VFF to push them ughter tnto a 
turn by turning the noule sideways. 

To use VFF to reduce turning circle, 11 Harrier 
must meet all the following prerequtsttes at the 
point during its movement where the owning Play­
er wishes to perform the maneuver: 

I. 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. If the Har­
rier is pointed toward a hexside, it is moved into 
the forwardmost of the two hexes on the side of the 
hex. lf it is pointed tOward a hexpoint, 11 IS moved 
into the hex directly to the side. 
Postrequisites of this maneuver are: 

I. T he Harrier's Movement Allowance ts 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 maxtmum 
rate. 

2. It may not perform thts maneuver agatn in the 
Game-Turn or during an tmmedtately subsequent 
Game-Turn. An individual Harrier may perform 
this maneuver a maximum of once every other 
Game-Turn. 

This maneuver docs not affect the number of 
Turning Points accumulated, nor does it rcqutre 
any expenditure or accumulation of Turning 
Points. 

[104.441 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 rematmng mo­
tionless in a hex while airborne. For a llarrier 
using Vertical Lift VFF to hover, it must meet the 
following prerequisites. 

I. It must be four or fewer levels above the ground 
(or sea). 

2. Its Movement Allo"ance mUJ>t be 2 or less. 

A hovering Harrier may remain in the hex it is hov­
ering in. It can also move and turn tn place. A Har­
rier that is hovering, however, has a Movement Al­
lowance of zero. Despite thts. tt ts not subJect to 
departing controlled night, nor ts it 1mmobile. A 
Harrier that is hovering at the start of a Movement 
Phase may perform both or either of the following 
maneuvers if it wishes to remain hovering: tt can 
change facing in place, as many hex-potnts as ts 
desired; or it can move to any adjacent hex in the 
aircraft 'sforward arc. 

Otherwise, a hovering Harner ts treated as a nor­
mal aircraft. When it leaves hovering night (put­
ting the nozzles aft), its Movement Allowance be­
comes equal to its Throttle Setting automatically. 

1104.45] VFF lo Gain Allltude 
Harriers using VFF can gain a ltitude 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 
Throttle Settings of 3 or more, and to I level at all 
other times. This gaining of altttude is performed 
in lieu of any other VFF maneuver in that Move­
ment Phase. Note that it can be performed tn con­
junction with Vertical Lift VFF (104.44)-a most 
effective tactic in a climbing battle. 

(104.461 Harrier Vulnerabilit) When Using VFF 
Harriers are more vulnerable to Heat-Seeking 
Missil~ than normal aircraft when using VFF 
because of the huge amount of thrust they 
generate. The effects of this are: 

I. Harriers using VFF always have High Heat­
Emission Signatures for purposes of Case I 5.27. 

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 tn 
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 fi res Shafrir or Sidewinder 
air-to-air missiles, before 1980. 

I 104.51] Whenever a ShaCrir heat seektng 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. 

1104.521 A named-out aircraft has its Throttle 
Setting reduced to I (idle)_ The aircrafttrnmediate­
ly undergoes fade-back deceleration (see Case 
8.55). When the aircraft's Movement Allowance 
becomes ltliS than the aircraft's minimum Throttle 
Setting, the owning Player musl roll to see if the 
atrcraft departs controlled night (see Case 10.8). A 
named-out aircraft must go into a Type I Dive 
normally and stay there until the engine restarts 
(see Case 104.54) or it departs controlled night. 

I 104.531 A named-out aircraft is considered to be 
in a loaded condition (see Section 17.0). Moreover, 
a named-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 LO ny the lhing). A named-out aircraft, 
however, may jettison weapons and munitions 
normally. 

[ 104.541 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 h 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 CAP ABILITY 
Three aucraft 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 heigh I 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-nying aircraft 
with radar-homing missiles while they remain at 
high altitude. Note that the F- 14 loses this abthty 
when the target aircraft is over hilly or moun­
tainous terrain- surface clutter interferes. 

rn 
(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. T he owning player of a H awker 
Hunter has the option 10 convert, at any time, one 
of the Hunter's fou r "Type P" cannon shots into 
two "Type G" cannon shotS. T he 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-) 

Dra ken: Sweden (57-); Denmark (69-): Finland 
{68-) 
Crusader: U.S. Navy (A: 57- ; D: 59-; E: 62-): 
french Navy (65-); Phillipines A.f. (F-8E: 79-) 

SU- 15 Flagon: Soviet Union (Flagon-A: 67-; 
Flagon-E: 73-) 

Foxba t-E: Soviet Union (78-) 
AA {f)-L: Soviet Union (83- ) 

MiG-19: Soviet 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 Fanta n: 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-); Kuwai t (68-); Lebanon (58-74}; Oman (68-): 
Peru (62-); Qatar (68-); Rhodesia (63-); Singapore 
(68-); Switzerland (59-}; Jordan {62-68) 

Me teor: RAF (48-58); Australia (51-53); Brazil 
(48-68); Egypt (52-58}: Israel (52-62); Ecuador 
(54- ); Venezuela (54-69); Syria (52-59) 

F- 1048: 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 •·. 1: Egypt (75-); France (73-); Kuwait 
{74-); Morrocco (75-); South Africa (74-); Spain 
(75-); Ecuador (78-); Greece (77-): Iraq (79-); 
Libya (79-) 

F-860 & L: USAF (54-68); Denmark (58-66); 
france (58-67); Greece {58-71); Phillipines 
(60-68}; Turkey (58-69} 

F-86K: France (56-); llaly (56-68); Netherlands 
(62-67}; Norway (62-67}; Turkey {64-68}; 
Venezuela (64-); Honduros (75-) 

F-SA : 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 crucia l c lement of US strategic forces in 

the closing decades of this violent century. It ts a 
missile, but, because of its wings and air-breathing 
engine, it is treated as an aircraft for all purposes 
except impacting its target. 

(106.11) The ALCM 's characteristics remain con­
stant throughout its nigh t, regard less of altitude. 
Size Multiple: I 

Tbrottle Setting: 5 (always) 
Range: 3,500 hexes 

Turn Mode: 4 (always) 

C limb and Drive : Use SAM-D Climb and Dive 
Tables 

Damage Capacity: I 

[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: 

I. Any turns the ALCM will make once leaving its 
launch hex. 

2. What altitude level it will fly at. 

3. Its target hex(es}. 

If this information is not provided, or if the P layer 
wishes to dis regard it (i.e., "blank out" the 
ALCM's memory) the ALCM will fly straight and 
level after d iving (or climbing) to an altitude of I 
level. 

ALCM's fly like ai rcraft. 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-am1ed 
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 . Bomblet­
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-armcd ALCM's a re 
treated as carrying six loads of A· Tor A-P bomb­
lets. Bomblet armed ALCM's may have up to six 
target hexes, bombing each one in turn. T he Ac­
curacy Multiple for all ALCM's is !h. Normal 
bomb-dropping procedures are used to determine 
which hex either the entire ALCM explodes in, if il 
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 Genic which can be used only by F·I06's of 
the USAF once the National Command Authority 
has authorized the use of such weapons. 

[106.21] Blivets are similar to normal a ir-to-air 
missiles with one key exception: they are un­
guided. The direction a Blivel will travel is deter­
mined at its ins tant 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 Ill Climb at the moment of 
launch, the Blivet must remain in a Type lll 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 P layer may select any one of these 
alternatives, but, again, it must be used every 
Game-Turn. Blivets may never accumulate T urn-

ing Points. They retain the Turning Points the 
launch aircraft has at 1 he moment of launch, as a 
normal missile docs. 

[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 wi ll 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 10 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 I hex for 
range purposes. 

(106.3] AJR-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-wrn. For an air-to­
ai r rocket-armed aircraft to actually fire these 
weapons, it must meet the following conditions: 
I. T he target aircraft must be in a limited tracking 
cone from the firing aircraft. 
2. The firing aircraft must be in either the forward 
or aft arc of the target aircraft. 
3. T he 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 IS. 

[106.32) The target must be the closest ai rcraft 
(enemy or friendly) in the firing aircraft's limited 
track ing 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 I for each size 
multiple of the target aircraft less than 7. Subtract 
I for every five hexes of range separating the firing 
aircraft from the target. Minus 50"To of the 
modified P N 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 arc now obsolete, but 
in the 1950s and early 1960s they were carried by 
F-SA'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. 7 I 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. 
T he following chan shows a number of jammers 
which cannot jam certain radars. T his is in addi­
tion to any restrictions in Case 24. 7. 

Jamming System or 
Aircraft Internal 
J ammu 

DB-3 163 
(French} 

ALQ-71 

Rada rs Unable to be 
J ammed 

SA-2, SA-6, Soviet 
AAA radar 

all except Soviet 
AAA, MiG-19, 
MIG- 17 

5 



6 

~ 
I 

ALQ-105 

EF - 105 (early) 

EA-6A 

A-7 pre-1974 

MiG-25, MiG -27. 
SU- 19, TU-26 
internal jammers 

SA-6 

SA-6, MiG-2 1 (late), 
MiG-23. MiG-25 

SA-3, SA-6, 

SA-6, tla"k, 
MIG - 19, 21 , 23, 
lightning. Jaguar 

SA -2. SA-66, AAA. 
MIG-19 

[107.0] IDSTORICAL 
SCENARIOS 

CASES: 

[107.1] INTRODUC:TORY 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. U ] AussiesOver MiG Alley 
1120. 29 August, 1951 

General Silllation: Number 77 Squadron, Royal 
Australian Air Force, had recently traded in its P­
SI D Mustangs for Meteors and was out for MiG. 
A fler several unsuccessful sweeps, at 1120 on 29 
Augus t 1951. Squadron Leader Wilson (in Meteor 
I) spOiled six MiG's. With Flying OITicer Wood­
roffe (in Meteor 2). he dived on the bouom MlG's. 
They soon found themselves in trouble and Flying 
Ofricer Ken Blight (in Meteor 3) and Flight Lieu­
tenant Cedric Wilson (in 4) came down to chase 
the MiG's off Wilson. All ~hot full of hol e~. the 
Meteors limped back to base. A few mites away, 
another night o f 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" (tunc of 
"All I Want for Christmas Is My Two Front 
Teeth"-lyrics consist of repeating title). It 
sounds beller after a few lagers when tomorrow is 
a s tand-down. 

Map Arrangemem: 

north 
A 

8 

Royal Australian Air Force 

Aircraft Type: four Meteor F.8's 
MoYemenl Allowances: 4 
Throttle Selllngs: 4 
Energy Pts: 0 
Accelerution Pis: 0 
Wings: level 
Dive/ C limb: Level Flight 
Missiles: none 
Hexes: (Ill) 80805; (112) 81006; (113) B0816; 

(1/4) 81018 
Altitude: 140 

Heading: N 

Soviet Air Force 

Aircrufl Type: 6 MiG- 15bis's 
Movement Allowances: 4 
Throllle Sellings: 4 
Energy P ts: 4 
Acceleration Pts: 0 
Wings: level 
Dive/ Climb: Level Flight 
Missiles: none 

Hexes: (Ill) A0708; (112) A07JO; (113) A 1309; 
(114)A l311 ;(115)A13 13;(116)A l11 3 

Altiludes: (l/ 1-2) 120;(113-6) 160 
Headings: SE 

Optional Rules: 

Sun Direction: North 
L.and Altilude: 30 

The MiG's have not spotied the Meteors a t the stan 
of 1 he scenario. They must Oy stra ight and level 
umilthey visually spot a Meteor. 

Game Length: 20 Game-Turns 

Victory Conditions: The Royal Australian Air 
Force Player receives three Victory Points for each 
MiG-IS shot down and two Victory Points for 
each that takes enough damage to force it 10 

operate under Loaded condit ions (see 17.0). The 
Soviet Ai r Force Player receives Victory Points in 
the same manner, bu t 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 
C D 
E F 

People 's Liberation Army Air Force 

Aircraft T ype: four F -9 Fantans 
Movement Allowances: 4 
Throllle Sellings: 4 
Energy Pl~: 2 
Acceleralion Pts: 6 
Wings: level 
Dive / Climb: Level Flight 
Miss iles: none 
Hexes: A1102, A0903, A1304, AliOS 
Altitude: 24 
Heading: SSE 

People's Air Force of Viet Nom 

Aircrart Type: three F -5E's 
Movement Allowances: 2 

T hrottle Settings: 6 

Energ) Pts: 0 

Acceleration Pts: 0 

Wings: leYel 

Dive/ Climb: Type II Climb 

Missiles: none 
Hexes: E0214,E0414, E0312 

Altilude: 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 o f Victory Points . The Player with the 

most points wins. Victory Points are awarded as 
follows: 6 points for each F-5E destroyed, 10 
points for each F-9 destroyed. Moreover, the Chi­
nese Player receives one Victory Poin t for each F-9 
on the original six map sections at the end of the 
scenario. 

[ 107 .2] INTERMEDIATE SCENARIOS 
[ 107 .21] Meteors Over Milia 

1600, 3 1 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 

Eg)'ptians 

Aircrart T ype: four Meteor F.8's 
For other data, see Special Rules. 

Israelis 

Aircraft Type: 1 wo Mysteres 
Missiles: none 
For other data, see Special Rules . 

Game Length: 20 Game-Turns 

Optional Rules: 
Sun Direction: West 
Pilot Capahilily: One Meteor must be tlown 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-Tum 
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 a ltitude 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 wrillen down his entry data, the Israeli Player 
may position his two Mysteres anywhere on the six 
map segments. They may have any facing, alii­
tude, attitude. Movement Allowance, or Thronle 
Selling. They may have no Acceleration or Energy 
Points accumulated. Play then proceeds normally. 
All aircraft on the map sections arc considered to 
be in visual contact. 

Ground Targets: The Israeli Player must place the 
following target markers on the Game-Map a t the 
beginning of the game: 

Building markers (small wood): 80718, E0701. 
Truck markers (trucks): B0907, 80908, 80909, 

B0910, E09 11 , E0912 
Tank marker (light AFV): E0913, E0914 
Dump marker (ammunition, open): B 1015 
AA Gun marker (.50 quad): 80816 

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 insta llations indicate (Sec 
26.0)-he may fire them at Enemy aircraft. 

Armament of Egyptian Aircraft:ln 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 



each Meteor can carry. Remember that any Meteor 
carrying air-ground munitions will be in a Loaded 
condition until it drops or jel!isons its load. 

G round 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 IOxx has an alti· 
tude of four. All other hexes in map sections Band 
E have an altitude of twelve. Aircraft nying at or 
below these altitude levels will Oy 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 1 he following actions: 

Destroying truck 1 VP 

Destroying tank 3 VP 
Destroying building 3 VP 

Destroying ammo dump 4 VP 

Destroying Quad .50 AA gun I VP 

Destroying Mystere 6 VP 
Damaging Mystere (more than 2 hits) 2 VP 

The Egyptian Player's Victory Point total may be 
reduced for actions taken by 1 he Israeli Player. The 
VictOry Point awards listed below are subtracted 
from the Egyptian Player's total. 

Destroying Meteor 4 VP 

Damaging Meteor (more than 2 hits) 2 VP 

If the Egyptian Player has a final total of9 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: 

Pakistani 

north 
A B 
C D 
E F 

Aircraft Type: two F-86's 
Movement Allowance: 5 
Throttle Setting: 5 
Energy Pt~: 6 
Accelera tion P ts: 0 
Wings: level 
Dive/Climb: Type 1 Dive 
Missiles: 2 Early Sidewinders each 
Hexes: (Ill) E 1401; (112) E 1505 
Altitude: 80 
Heading:NW 

Indian 

Aircraft Type: six Hawker Hunters 
Movemen t Allowances: (111-4) 3; (115-6) 4 
T hrottle Set ti ngs: (II I -4) 4; (115-6) 4 
Energy Pts: (111 -4) 3; (#5-6) 0 
Accelera tion Pts: 0 
Wings: level 
Dive/Climb: (/I I-4)Type I Dive; (115-6) Level Flight 
Missiles: none 
Hexes: (II I) C0613; (112) C0714; (113) C0814; 

(114) C0915; (li5) E0609; (116) E0811 
Altitudes: CIII-4) 76; (115-6) 84 
Head.ing: N 

Optional Rules: 

Sun DireClio n: Southeast 
Pilot Capabilit): F-86111 is nown by a Honcho. 
All H unters are nown by Novices. 
Bo mbing a nd Gro und Installations: See special 
rules. 

Come 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 additiona l 
two points if the pilot of F-86111 is killed. ( Impo r­
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 ru les): 

Parked F-86 3 VP 
Building 5 VP 
Truck I VP 
POL Dump 4VP 
Ammo Dump 4 VP 
AAGun 2VP 

Special Rules: Hunters 111 - /14 begin the game with 
as much munitions as they arc capable of carrying. 
The Indian Player may load 750 lb. bombs, 1000 
lb. 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): A 1212, Al213 
Building markers (small steel): A 1312 
Truck markers (trucks): A 1311, A 1113 
F-86 aircraft counter (parked aircraft): A 1211 
Dump marker (POL dump, revctted): A 1012 
Dump marker(ammo dump, revettcd): A 1216 
AA gun markers (40mm AA guns, no radar): 
Al217, A0516, Al610, A1208, A0915, AlO lO, 
Al410.AI515 

The Pakistani P layer 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 Straits 
1300, 13 J anuar} , 1967 

General Situation: As China suffered in lhe wake 
of the Great CultUral Revolution, some of the rev­
olu tionary 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 
wi thout loss. 

Map Arrongemem: north 

A B 
c D 
E F 

Nationoist G H 

Aircrart T ype: four F-1 04G's 
Movement Allowance: 5 
Thro ttle Setting: 5 
Energy Pts: 0 
Accelera tion Pts: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: 4 Early Sidewinders each 
Hexes:(lll) D0710; (112) Dll09; (#3)D0201; 

(1#4) 80516 
Altitude: 105 
Heading: (111-2) SSW (#3-4) SW 

Communist 

Aircrart T )·pes: twelve MiG-19C's 
Movemen t Allowa nce: 5 
T hrottle Setting: 5 
Energy Pts: 0 
Acceleration Pts: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
H exes: (Ill) C06907; (112) C0509; (113) C0909; 

(114) CIOIO; (#5) E0607; (116) E0305; (117) El004: 
(/18) E1207; (119) E0616; (1110) G0302; (II II) GI004; 
(1112)GI409 

A ltitude: (111-3) 80; (114) 77; (115) 100; (116) 99; 
(117) 101:(#8) 103;(119) 118;(1110) 120;(1111) 112; 
(1112) 117 

Heading:N 

Optional Rules: 

Sun Direction: Southwest 
Pilot Capacity: F ·I 040 Ill is Oown by a Honcho; 
MiG- 19's 1#4, 115, 119 are flown by Novices, /Ill and 
1112 are nown 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 Poin t total at the end of 
the game is the winner. I f both Players have the 
~arne 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) Bailie Over Iraq 
6 J une, 1967 

General Situation: During an afternoon strike 
aga inst an Iraqi airfield. the Israeli Air Force suf­
fered one of their few defeats in the 1967 War. A 
formation of Mirages was intercepted by lraqui 
Hunters at low altitude, losing three of their num­
ber to one Hunter. 

Mop Arrongemefll: 

Israeli 

A 
E 

north 
B 
F 

c 
G 

D 
H 

Aircraft Type: eight Mirage IIJCJ's 
Movement Allowance: 5 
T hro ttle Selling: 5 
F.nergy Pts: 0 
Accelera tion Pts: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: none 
H exes: Fl004, F1204, F1308, F1507, F0502, 

F0603,F0606,F0708 
Altitude:4 
H eading:NE 
Armament: two 1000 lb. bombs with shaped 

charged warheads each. 

Iraqi 

Aircraft T} pe: eight Hunter F.6's 
M ovemcnt Allowances: (111-6) 6; (117 -8) 5 
Throttle Set ti ngs: 5 
Energy Pts: (111 -6) 8; (117-8) 6 
Accelera tion P ts: 8 
Wings: (115-6) 45"1eft bank: all others: level 
Dive/Climb: (II 1-6) Type I Dive; (#7-8) Level 
Flight 
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Missiles: none 
He~es: (NI) Fl214; (#2) F091S; (H) El410; (M4) 

E1412: (~S) AISI6: (#6) Al216; (#7) 80509; (#8) 
80611 

Allitude: (#1-6) 8; (#7-8) 14 
HeadinR: (111-2) N: (113-4) NE; (115-6) SSE; (.-?-8) S 

Optional Rulti: 

Sun Olreellon: Norrheas1 
Plio I Capabllll): Roll for each aircraft, Table 2 for 
the l ~raclis, I able 4 for I he Iraqis (this was an elite 
l raq1 squadron, combat expenenced against Kur­
dish rebels). 
Bombing and Ground Installation~: See Special 
Rules 

1!/ctor)' Conditions: The Player who ach1eve~ the 
higher Vtclory Point Iota! wins the game. If both 
Player\ have the same number of Victory Points, 
the game ends as a dra". The Iraqi Player IS 

awarded five Vic1ory Poims for each Mirage he 
des1roys and 1wo Viclory Points for each thai jel­
loson~ ~~~ munitions. The Israeli Player receive~ 
two Victory Points for each Hunter ~hot down and 
a number of Victory Points for each target 
demoyed through bombong. The Vic1ory Poim 
awards for bombing targets are a~ follow\: 

MiG-15 4 VP 
Building 4 VP 
True!.. 2 VP 
POLdump 4VP 
Ammo dump 4 VP 
37mm AA gun 2 VP 
23mm AA gun I VP 

Special Rult: The Iraqi Player must place the 
following targel markers on the game-map a1 the 
s1art of 1he game: 

Building markers (small masonry): H 1212. H 1213 
Building markers (,mall steel): H 1312 
Truck markers: Hl311. HIIIJ 
MiG-15 atrcraft counter (Parked aircraft): H 1211, 

H 1214, H 1218 
Dumpmarker(POL dump,open): HIOI2 
Dump marl..er (ammo dump. revetted): H 1216 
AA gun markers (37mm, no radar): HOS 16. 

Hl 610, H 1208. 
AA gun markers (23mm. no radar): Hl217. 

HIOIO, H1410. H1515 

The Iraqi Player may use the AA gun~ 10 fire a1 a ir· 
crafl a\ per 26.0. 

I 10"1.25) Cru'lldt...,llnd Frescoes 
21 June, 1967 

General Sifllation: Four F-8E Crusaders from the 
earner Hancock were ctrchng a downed U.S. pilot 
when 1hey encounlered Nonh Vietnamese 
resislance. First. one Crusader stop~d a Oak shell 
and they were lhen bounced by a night of MtG· 
17's. In a fierce lo"·ahitude dogfight, one of 1he 
Crusaders was shol down. The remamder used 
1hc1r superior speed to escape. bul afler the MiG's 
bro~e off, L T Vampalella (in F-8E 114) turned his 
F-8E around and evened the score by blasling a 
MiG on its way home to base. 

Map Arrangtmtnt: 

U.S.Nat'.t' 

A 
D 

north 
8 
E 

Alrcrar& T) pe: four F-8E's 
Mo,.emenl Allowance: 4 
Throllle SellinR: 4 
Energ)' l' t~: 0 
Acceleralion Pt~: 0 
Wing$: level 
Olve/Ciimh: Level Flight 

c 
F 

Missiles: 4 Early Sidewinders each 
H exes: (Ill) A0"105: (f2) 0709; (.¥3) F0310; (#4) 

Fl617 
Allilude: (It I and 112) 7; (.¥3 and 4) 14 
Heading: NNW 
Oamage; F-8E .¥4 has already taken four Damage 
Points 

People's Air Force of VIetnam 

A ircrafl Type: six M iG-17C'\ 
Movement Allowance: S 
Throule Selling: 5 
Energ) Pls: 0 
Acceleration Pls: 0 
Wings: level 
Oive/Ciimb: Level Flight 
Missiles: 2 Atolls each 
Heus: (Ill) Al214; (112) A lOIS; (113) Al516; (114) 

BOI17; (115) 01210: (116) Dl412 
Allitude: (lll-4) 10; (IIS-6) 14 
Head ing: N 

Special Rules: All terrain is considered 10 be two 
levels high. Any aircrafl flying al level I or 2 hits 
I he ground. All hexes arc assumed to have clouds 
in them atlevel16 excepl any hex within two hexes 
of hex 0809m any map (gaps in the overcast). 

Optional Rules: 
~un Diret:tion: West 

Came Length: 20 Game-Turns 

Victor)' Conditions: The Player who achieves the 
higher Victory PointiOial 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 sho1 down. 
The North Vietnamese Player is awarded 1wo Vic­
tory Points for each F-8E shot down. If both 
Players have the same Vic1ory Poinl 101als, 1he 
game is a draw. 

1107.26) O"erTa"i Bridge 
8 December, 197 1 

General Sifllation: In a resurgence of Paktslani air 
activity over the Western Front, Pakistani MiG-
19's made a strike a1 Indian close-support air­
craft. In I his case, I he in1ended victims, a nighl of 
Indian Hawker H umer~, turned the tables on the 
Pakistanis and deslroyed three MiG-19's for 1he 
loss of one of their own number. 

Map Arrangement: 

lndianA.F. 

nonh 
A B 
c D 

Aircraft T) pe: four Hawker Humer\ 
Mo,.emenl Allowanct' : 4 
Thronle Selling: S 
Energy Pls: 0 
Acceleration Pis: 0 
Wings: level 
Dive/Climb: Type I Climb: 
Missiles: none 
Hens: (#I) CI004; (112) Cl202; (113) 80912; (#4) 

81009 
Allilude: S 
Headings: (111-2) NNW; (W3-4) NW 

Pakistani A.F. 

AircrafiT)pe: four MIG-19'~ 
Movemenl Allowance: S 
T hrollle Selling: S 
Energy Pis: 0 
Acceleralion Pts: 0 
Wings: level 
Dive/Climb: Level Flighl 

Missiles: 2 Early Sidewinders each 
Hnes: Al002, Al202, AIJOS, Al307 
Allilude:4 
H eading: NE 

Optional Rules: 
Sun l>lreclion: Nonheast 

Victor)' Conditions: Each Player receives two Vic­
tory Poims for each Enemy aircraft sho1 down, 
one for each Enemy aircraft thai takes enough 
damage for illo o~rate under Loaded Conditions 
(17.0), and in addition, the Indian Player receives 
!11 Victory Poim for each Hunter that is nol shot 
down. The Player with the greater number of Vic­
tory Poinls at the end of the game is the w1nner. If 
the Players have an equal number of pomts, the 
gamei~adraw. 

[107.3] COMPLEXSCENARIOS 
I 107.31) The Death or Major Lodge 

IOMay, 1972 

Central Situation: A night of the 55Sth Tactical 
Fighter Squadron, the "Triple Nickle MiG 
Killers," were on MiG CAP when they picked up a 
night of MiG-21's on their radar. Leading the 
night in F-4D #I was Major Robert A. Lodge with 
Capt. Roger Lochner in the back seal, a pair which 
had already accounted for 1wo MiG's. Flying 
Lodge's wing in 112 was lsi Lt. John Markle and 
Capt. Stephen Eaves in the back seat. Leading 1he 
second element in 113 were lwo new guys, Capt. 
"Steve" Ritchie and Capt. Chuck de Bellevue, 
covered by I st Lt. Tom Feezel and Capt. Lawrence 
Pellit in 114. All four F-4D's engaged the MiG-21's 
at long range with AIM-7 Sparrows. The MiG's 
must have seen the missiles too late; Lodge's, 
Markle's, and Ri1chie's Phantoms all scored kills 
wilhm a few seconds. But now the tables were 
turned, as four MiG-19's appeared out or nowhere 
and closed in on 1he American~· ta1ls. Led by the 
capable Senior Lt. Le Thanh Dao with two 
Americans already tO his credit, the MiG-19's had 
been pari of a tactical sandwich along wuh the 
MiG-21 night. In a lurning dogfight, Doc got 
behind Lodge's Phanlom and 1nggered off an 
Atoll. The F-4 was hi1 and spun into the ground. 
Surprised. the rest of the F-4 night were unable to 
destroy any of the MiG-19's. 

Map A rrangemem: 

nonh 
A 
B 
c 
D 

E F G 
H 

Ptoplt 's Air Foret of Viet Nom 

Aircrafl Type: four MiG-21 's (early) 
M O\lemenl Allowance: 6 
Throllle Selling: 6 
Energy P ls: 0 
Acceleralion Pts: 0 
Wings: level 
Di"e/Cilmb: Level Flight 
Missile~: 1wo Atolls each 
Hexes: (_.1) AlliS; (112) Al313; (W3) A0713; 

(114)A0409 
Allitude: 70 
Headlng:S 

U.S.A.F. 

Aircraft T) pe: four F-4D's 
Movement Allowance: 7 
Throllle Selling: 7 
Energy Pis: 0 



Acceleration PIS: 0 
Wings: level 
Dive/Climb: Type I Climb 
Missiles: All aircraft have four AIM-9D, two 

AlM-70 
(note that eight missiles are in night as the scenario 
begins) 
Hexes: (Ill) F0612; (112) F0317; (1/3) Fll 15; (114) 

Fl41 7 
Allitude: 64 
Heading: N 

Optional Rules: 
Sun DirecUon: East 
Pilot Quality: F-4D's Ill and 113 are crewed by 

Honchos. MiG-19 Ill is nown by a Honcho. 
MiG-21's 112 and 114 are nown by novices. 

Game Length: 25 Game-Turns. 

Special Rules: 

The MiG-2 1's do not have visual comact with 
either the F-4D's or the Sparrow missiles at the 
stan of the scenario, but they use visual or radar 
search to allemptto 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 Ill is 
locked on to MiG-21 113. F-4 112 is locked on tO 

MiG-2 1 114. F-4 113 is locked on to MiG-21 Ill. F-4 
114 is locked on to MiG-21112. 

Eight AIM-70 (early Sparrow) radar homing 
missiles are already in night at the beginning of the 
game. The missiles, located in the following hexes, 
have been in night for two Game-Turns: 1121: 
D0313,1122: D0609,1123: Dll11,1124: D1415. The 
missiles located in the following hexes have been in 
night for one Game-Turn: 1125: F0307, 1126: 
F0603, 1127: Fll06, 1128: F1407. All missiles are at 
their maximum speed, in level night, and have no 
turn points accumulated. Moreover, the missiles 
are tracking the MiG-21's as indicated below: 

Missiles 1121 and 1125 are tracking MiG-21 #4 
Missiles 1122 and 1/26 are tracking MiG-21 113 
Missiles 1123 and 1127 are tracking MiG-21111 
Missiles l/24and 1128 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 a draw. 

[ 107 .32) Over the Golan 
June27, 1979 

General Situation: Under pressure from other 
Arab nations, the Syrians sent up a gaggle of MiG-
21 F's to intercept Israeli planes striking Pales ti­
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: 

Israeli 

nonh 
A B 
C D 
E F 

Aircraft types: two F-15A 's; two Kfirs 
Movement Allowance: F-15's: 8; Kfirs: 6 
ThrotUe Selling: 4 
Energy Pts: 3 
Acceleration Pts: 0 
Wings: level 
Dive/Climb: Type I Dive 
Missiles: Kfirs: 4 Shafrirs each; F-15's: 4 Shafrirs 

and 4Sparrows each. 
Hexes: (F-151/ 1) E0806; (F-15 112} E0407; (Kfir Ill) 

El212; (Kfir 112) E I 513 
Alt.ilude: 47 
Heading: N 

Syrian 

Aircraft: twelve Mig-21 F's 
Movement Allowance: 4 
Throttle Setting: 4 
Energy PIS:O 
AcceleraUon P IS: 0 
Wings: level 
Dive/Climb: Level Flight 
Missiles: 2 Atolls each 
Hexes: (Ill) 80717; (112) 80917; (113) 80614; (114) 

80513; (115) 81013; (116) 81213; (117) 80911; (118) 
80809; (119) 80405; (1110) 80605; (#II) 80303; 
(1112) 80201 

Altitude: (111-4) 38; (115-8} 40; (119-12) 42 
Heading: All SSW 

Optional Rules: 

Sun Direction: East 
Pilot Capability: Both F-15 pilots are H onchos. 
Both Kfir pilots are normal. Syrian pilots 1/1,5, 10 
and 11 are novices. Pilots 118 and 12 are turkeys. 
All other Syrian pilots arc normal. 

VIctory Conditions: The Israeli Player receives 2 
Victory Points for each Syrian plane shot down. 
and I point for each Syrian plane thai takes 
enough damage to force it tony 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 comact 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. 

MapArran~ement: 

north 
A B C 
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 a.re 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 5 VPs 

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: 
I. A number of air to ground aircraft 
2. A number of air defense aircraft 
3. Several tanks (positioned on the map at the 

stan 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 va lue. 
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
c raft's entry hex, Movement Allowance, T hrottle 
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 conract with 
any air or ground targets, the night of each a ir­
craft and its search must be p lotted as per Case 
29.4. 

Placement li/Ground Targets 
Each Player places his ground targets on the map 
section~ at the start o f the ~cena rio as follows: 

Pla)•er A 

Tanks: A1017, AJ316, A1513, 80415, B0615, 
B0918, B1216, Bl515, C0316, C0617 . 

Light AFV's (APC's): A0416, A0914, 80313, 
80912, 80913, 80914, C0813, Cl316, Cl617. 

Anti-Aircraft guns: A0908, C0908 
SAM launchers: 80908 

PlayerS 

Tanks: Di002, Dl601, DJ403, E060 1, E0901, 
E1201, Et503, E0201. E0402, El401 

Light Al' V's (APC's): D0302, D0703, E0202, 
E0405.E1104,E1409, Et606,Et508,F0903 

Anti·Aircrafl guns: D0908, F0908. 
SAM launchers: E0906 

Optional Rules: 

The Players may usc any or all optional rules. but 
1 he rules for bombing and visua l 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 A rrangemem: 

A B 
north 

C D 
Side A (Penetrator) 

Movement Allowance: any 
Throttle Selling: any 
Energ)' Pis: 0 
Acceleration Pis: 0 
Wings: level 
Dive/ Climb: Level Flight 
Missiles: as carried by aircraft 
Hex: A0901 
Altitude: I or 2 
Heading: W 

Side 8 (Interceptor) 

E 

Movement Allowance: cruise speed 
Throllle Selling: cruise speed 
En erg) Pl~: 0 
Acceleration P es: 0 
Wings: level 
Dive/ Climb: Level Flight 
Missiles: as carried by aircraft 
Hex: F0918 
Allilude: 22 minimum, 32 maximum 
Heading: E 

Optional Rules: 

F 

All aircraft start the game in visual and radar con­
tact. Players may use any other optlonal 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 
oft he rirsc aircraft. 

Game Length: the Game continues until the 
penetrator has exited or has been destroyed. 

Hills: The 0908 and 0415 hexes of each map sec tion 
are hilltops. They are at an elevat ion s ix levels 
greater than the rest of the hexes. All hexes adja­
cent to a hilltop hex are four levels above the rest 
or the terrain and all hexes two hexes from a 
hilltop hex are two levels above the rest of the ter­
rain. 

Victory Conditions: Victory is based on Vicwry 
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 Pomt 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 
exittheeast mapedge. 

30 VPs for each 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, I drew the analogy of the 
game as airplane. To continue with the analogy, 
this is the "-8'' 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 1 
should have left well enough alone. But I reali ze 
now that many of the compromises I made in the 
name of playability were really not the bes t way 
things might have been done. T hus, you will see 
some compromises removed in the Update and as 
a result, things like the Bomb Fonvard Motion 
Chart appear. Many compromises are too intrinsic 
to the design to be changed. Don't get me wrong. I 
think Air War is a good game. But it reflects the 
state of the art circa 1976. One day, however, I 
would like to do a not her modern air game-! have 
some ideas that I think you may find interesting. 
But until this replacement comes off the drawing 
board, the Mark II 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, I compromised 
rate of turn and rad ius 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, I 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 tum 
slower and at a more realistic radius in the Up­
dated Air War than in the original. You will a lso 
rind lmmellmanns, Spli t-S's. and Wingovers dif-

ferent in the Update. Other maneuvers introduced 
in the "New Maneuvers" section may also. change 
your Air Wor tactics somewhat. It was a diff1cult 
decision to do this. I 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 
fan.s. If any of your favorites are missing, write in 
and we shall perhaps update it again. Due to limi­
tations of t.ime and budget, I was unable to take 
full advantage of all the possible alteration in the 
Charts booklet. I hope you'll be satisfied with 
the F-86A's and early model MiG- 15' ~ which will 
open up the glory days of "MiG Alley." It was not 
possible to do everything, and probably not even 
worthwhi le. 

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 Hopkms, an Air 
War ace whose unquenchable enthusiasm led him 
to originate several o f the scenarios. special rules, 
and to do the physics behind the bomb forward 
travel rule, a superb effort for which I am most 
grateful. Gray Boak unceasingly championed the 
cause of Isaac Newton against my violations of the 
Jaws of physics and lent his aerodynamicist 's skills 
to 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 garners, including all those who scm in game 
questions (all o r which were xeroxed and studied 
for errata). I also had the development help o f Joe 
Perez and Anthony Buccini, a former F - I 04 pilot 
in the Royal Dutch Air Force. All these gent lemen 
are defin itely "Sierra Hotel"! 

AIR WAR UPDATE 
DESIGN CREDITS: 
Design and Research: David C. lsby 
Development: Anthony F. Bucclni, Joseph Perez 
Rule and Scenario C reation and Research: 
Robert Hopkins 
Playtesting: T. Hnalyshyn, Jacob Edwards, 
Scoll Janssens, Tom Zombek, Pete Herzig, 
Bob Mandell , Wins ton Forrest 
Blindtesters: Robert Hopkins, Gray Boak. 
Damian Housman, Paul Brown, Jay Vadanis 
Production: Rosalind Fruchtman, Ted Koller, 
Manfred F. Milkuhn, Michael Moore, Bob Ryer 
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AIRWAR ADDENDA 
]3.0] Additwn: l'oiflf Values. The Pomt Value\ 
on each Aircraft Chan are for air-air/ air-(!round 
combat 
17.21 Clarification: The last sentence at the bot· 
tom of the Table means the following : If there is 
an Enemy aircraft in the arc between the \pOlling 
a~rcraft and the sun (an arc that is sixty degrees to­
tal, e'<tending thtrty degrees on each stde of the line 
between the spoiling aircraft and the wn), then 
that Enem) atrcraft is between the \polling air· 
craft and the ~un for purposes of Initiative die-roll 
modification\. 

[8.34] Correction: "Acceleration Gauge" means 
Acceleration progress. 

(8.44] Clarification: Creeping acceleration may 
not occur In a dive when the Movement Al lowance 
i~ at the MaxmJUm for that Dive Type. Correction: 
Creeping Acceleration may occur when an aircraft 
is climbtng. Acceleration by power, however, can· 
not occur for those aircraft who are not ~pectfical­
ly capable or it. 

[8.53] Addllion: There is a hmll to the number of 
Movement Points an aircraft may lose through 
Energy kilhng maneuvers. In additton to any 
Movement Potnts lost through Climbing and Roll­
ing, an aircraft may only lose the maximum Move­
ment Point cost for any Energy killing maneuver 
lt~ted att he appropriate Altitude grouping. 

[8.55) Clorljicotlon: Thi~ case is subject to Ca~e 
10.41 and the example of the F-4 pulling out in that 
Case should be examined. 

]9.131 (Optional) Addition: Aircraft movmg to­
ward a he\-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 concluston 
of a Mo' emcnt Phase and may be "earned O\ er" 
toto the subsequent Movement Phase. Thi> 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 n row, forcing it to "slide" to the right. J::um­
ple: If an aircraft begins its Movement Pha~e fac­
ing a hex-point and moves direclly forward ftve 
Movement Poants. Case 9.12 would require the 
aircraft to enter the heltes in the followang order: 
right front, left front, right front. left front, right 
front (sec 9.12 diagram). At the start of the air· 
craft's next ~ovement Phase, ho"e'er, if the air­
craft wi~hcs to move straight ahead, it would not 
enter the nght front hex as mtght seem to be re­
quired by Ca~e 9.12. Rather, it would enter the left 
front hex, carrying on the sequence interrupted by 
the end of the aircraft's Movement Phase. Atrcraft 
which may "carry over" the sequence in ~uch a 
manner may be designated by pulling an inverted 
counter under them. 

[9. 141 Addition: An aircraft may always roll at 
lea~t one point even if it would not othcl"\\-t~e be 
capable of domg so (e.g., a Loaded Su-7). 

[9.22] Clarification: Example: An atrcraft with a 
Turning Mode of 3 and 25 Turmng Point~ 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 act;umulate another 20 Turning Point~ to the 
right. In this case, the first 5 Points of these new 
Turnmg Potnts would require the aircraft counter 

As of October 1979 
be turned one hex-potnt to the right. The player 
would then be left with IS Turning Points (there­
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 Point~ to the left, it would 
then have 5 Turmng Points accumulated to the 
left, as 15 of the Turning Points were required to 
move the Turn Point Marker from 15 Points Right 
to 0. Clorificolton: Atrcraft are never compelled 
to accumulate the maximum possible number of 
Turning Points in a he:~.. Note that the Aircraft's 
Movement Allowance Marker is not adJUSted to 
renee! the Movement Allowance in the accumula· 
tion of Turning Points or tn rolling. 

[9.23} (Optional) Addition: Aircraft which have 
moved through an odd number of hexes, however, 
can "carry over" the last he'< they entered into 
their next Movement Pha\C. Thus, such an aircraft 
may, at the start of the next Movement Phase, ac­
cumulate Turning Points in the hex it occuptes 
prior to movement. This is normally not permit· 
ted, and it is possible here only because the player 
"carries over" the ~ovcment Point spent for en­
tering the hex from the previous Movement Ph~Ue. 
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 Point~ in a series (e.g., 
5/10/ 5), the series continues from Game-Turn to 
following Game-Turn. 

[9.28} Clarification: An atrcraft may accumulate 
Roll Points and Turntng Points both in the same 
hex. 

[9.41} Clorificalton: Atrcraft may roll at any time 
during their Movement so long as they have su ffic· 
ient Movement Points. Addlfion: An aircraft (ex­
cept those in a Pull-Through) may be restricted 111 

the number of Point~ 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 Mtnimum Throttle Setung. 
Thus, Rolling cannot be u~ed to excessively slow 
down an atrcraft. 

[9.53] Addition: bctption: Atrcraft which are in 
in\'erted and in 45° or 135° bank~ and in Type II or 
Ill dives rna> turn at their Maximum Possible 
Turn Mode without losing Movement Allowance 
or Altitude as in Rule 9.55. This maneuver is called 
a Max Perf T um. 

[9.55] Clarifications: 
1. The Movement Allowance Marker is moved 
backwards to renect the required loss or 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 liS Movement Allow­
ance and Altitude reduced under this rule, it must 
have accumulated Turning Points at its Ma'<imum 
Turn Mode while its" mgs were vertical. 

3. Note that the shift in the Movement Allowance 
may be partially or completely cancelled out by 
Creeping Acceleration in the next Accclera· 
tion/Deceleratton ~egment. 
4. When missiles IUrn at their Maximum Rate, 
they lose one Movement Point for the whole 
Phase, not one Point per hex. 

(9.6 11 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-indexmg the Levels Climbed and 
the MO\ement Allowance orThroule Setung i~ the 
Maximum Movement Allowance. The aircraft's 
Movement Allowance may be less than this \.1ax­
tmum and it can be increased to tht~ Maxtmum 
only through acceleration. 

(10.3) Correction: The F-4E is at ML (not LO) 
Altitude. Add 60 to all all nude levels to represent 
thi~. 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. Correct/On: Paragraph 
3, (b). Increase the Movement Allowance from 3 
to 4. Nelli turn, it will increase to 5, trying to 
"catch up" with the Throule Sctllng. 

( 10.4] Addition: An aircraft coming out of a dive 
into either level night or a less steep dive has its 
Movement Allowance immedtately reduced in cer­
tain ctrcumstances. If its Movement Allowance in 
the dive is greater than its Ma"l:imum Movement 
Allowance in level night or the less ~teep dive, the 
Movement Allowance is immediately reduced to 
the Ma."l:imum Movement Allowance (if in a Dive) 
or the Maximum Th.roule Selling (if in level 
night). 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 Allo"ance 
is ~till greater than us T hroule Scuing, it must 
undergo Deceleration (8.55). Note, however, that 
under no ctrcumstances can an aircraft's Move­
ment Allowance exceed its Maximum Throule Set· 
ting (while in level night) or its Maximum Move· 
ment Allowance as listed on the Dive Table (when 
dtving). Exception: lo certain situalions, an a•r· 
craft cannot have its MA increased by going from 
a higher type of cl imb to a lower type or to level 
night unless it could conceivably have "earned" 
the increase through acceleration, either by creep­
ing or by power. E~ample of prohibited conduct: 
An F-4E begins a Movement Segment of tts Move­
ment Phase with a Throule Seuing of 8 and a MA 
of 2 at ML altitude. The F-4E goes into a Type I 
Chmb. Its MA increases b) I to 3 (heading 
towards the ~aximum MA of 7 for that type of 
climb at that throule setung) due to Crecpmg Ac· 
cclcration. The next turn, the F-4E goes into a 
T ype II Climb and climbs the three levels. Its max­
imum MA is four, so that its MA increases 
through creeping acceleration; it may not exceed 4 
so long as the F-4E remains in a Type II Climb at 
ML altitude with a Throule Seuing of 8. On the 
next Game-Turn, however, the F-4E could not go 
back to a Type I Climb and claim the ma\imum 
MA of 7 for climbing one level with a throule set· 
ung of 8. The F-4E could do this if it had been in a 
Type II climb for three Game-Turn~. a~ in that 
number of Game-Turns, the F-4E rould hove 
"earned" (even if tt was not able to tncrease its 
MA) the difference between four Mo"ement 
Points and Seven Movement Points in creepmg 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 accelcratmg 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 I Climb, climbs one 
level, MA of 7; Game-Tum 2: goes mto a Type 11 
climb, climbs three levels, MA of 4; Game-Turn 3: 
Returns to a Type I climb, climbs one level, MA of 
7. Remember that Movement Allowance 1~ the 
horizontal component of true velocity. 

[10.41] Addition: If an aircraft pulls out of a dive 
(e.g., goes to a shallower type of dive or level 
night) it must undergo Fade-Back Decelerauon 
(8.SS) for one Game-Turn if the difference bet­
ween the aircraft's Throttle Setting and Mruomum 
Movement Allowance is more than one, and for 
one addittonal Game-Turn for every two Move­
ment Pomts difference between the aircraft's 
Throttle Selling and Movement Allowance. Ex­
ample: An F-4E comes into level flight from a 
Type I dive at LO altitude with a Movement Al­
lowance of 10. It goes imo level flight with a Move­
ment Allowance of 7 and its Throule Setting re­
mainb at 3. On the first turn in level night, the 
Movemcm Allowance is reduced to 6 (7 for the 
Maximum Movement Allowance and one for 
Creeping Deceleration). On the next Game-Turn, 
1t 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 I and one each Type II and Type 
Ill -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 11 dive at LO 
Altitude going into a Type Ill dive), its Movement 
Allowance cannot exceed the Ma'(imum Move­
ment Allowance for the new Type dive and must 
be reduced if necessary. 

[10.45) AddlltOn: Reduction in levels d1ved. Air­
craft in a Type 11 or Ill dive (not a Pull-Through) 
have the ma'<imum number of levels they can d1ve 
reduced if their Movement Allowance is less than 
the Maximum permitted at thai Aliitude. 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 d1ve that Game­
Turn IS reduced by one. Thus, an F-4E with a 
Movement Allowance of 5 making a Type Ill d1ve 
at LO Altitude could lose only 14levels- four le~s 
than the maximum - because its Movement Al­
lowance is also four less than the Maxim11m. 

(10.5] Correction: Third Paragraph, fourth line: 
"one Movement Poim" should be "No Move­
ment Poims." Fifth Paragraph, fifth line: "two 
different kind~" ~hould read "one kind." 

[10.64] Clarification: Nore that the sums of a and 
b (where applicable) are added togerher before be­
ing divided by three. Deletion: Delete the last 
semence. 

[10.67] Clarification: Energy Pomts are not ex­
pended (e'Ccept for Pull-Ups) in a dt~e. 

(10.68) Clarification: The one Energy Pomt loss 
due to Case 10.67 must count toward the los\ m 
Energy Point~ required by Case 10.68. Energy 
Pomts 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 a t its maximum rate with its wings 
banked vertically in the same Movement Phase n~ 
it dives, has the amount of Energy Poims it accu­
mulates reduced by 501f/o. 

[ 10.81) Clarification: Aircraft that begin a 
Movement Phase with a Movement Allowance of 
zero are subject to departing controlled flight. Ad­
dllion: An aircraft is also subjecr to departing 
controlled flight if it does not move a1leas1 one hex 
one i~ not in the steepest type of climb the aircraft 
can make or m a Pull-Through. Addition: Air­
crait in a Type II or Ill Climb or a Pull-Through 
are subject to departing Controlled n1ght only if 
their Movement Allowance is zero or they have not 
entered another hex in th!ll Movement Phase and 
the aircraft has climbed a number of levels less 
1han a sum equal to twice the aircraft's Minimum 
Throttle Setting. Correcllon: "Change" should 
read "chance." Clarification: An aircraft is sub­
ject to departing con1rolled flight if, in a Move­
ment Phase throughout which it is in Level Fligh1 
or a dive, the aircraft did not move a number of 
Movement Points equal to its Minimum Throttle 
Setting. Note that the total "vvo,ement 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 beginnmg of its Movemem 
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 10 be moved three, four, 
five and six hex point~ respectively. On die-rolls of 
tv.t) 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 night, however, can never &e less than 
four minus the aircraft's Minimum Throttle Set­
ting, regardless of pilot quality. 

[ 11. 12) Clarification: The reduct ion in Movement 
Allowance required by section (b) may be counted 
toward the reduction requ1red by section (c). Addi­
tion: E'Cception: This Deceleration by Power does 
not occur in 1nstances where it would make it im­
possible for the aircraft to make a Type Ill Climb 
(or II in the case of aircraft mcapable of Type Ill 
climbs) at its new Throttle Setting. Clarificauon: 
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 Ill (or 11) 
Climb. In subsequent Game-Turns in which it 
begins a Pull-Through, only the penalty in Case 
11.17 applies; th1s is notwithstanding the example 
appended to that Case. 

[ 11.13) Correction: Type Ill Dive should read 
Type 111 Climb. 

[11.23) Clarification: When an a1rcraft enters a 
Type lli Dive from a Push-Through, it is treated 
as "pulling up" into ale\S steep dive. 

[ 11.3) Correction: Reduce all "Game-Turns in 
Type Ill climb" by I. 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 Ill climb from 
which they must pull out normally. 

(1 1.4) Correction: Player~ should use these 
changes to the Split-S rules. Other than these 
changes, the Split-S rules rem am the same. 

I. Aircraft which have a "0'' hsted for rheir 
"Turns in Push Through" on the Flight 
Parameters chart may go from a Type Ill Dive into 
a Push-Through, execute a Split-S, and then be 
put back in a Type Ill dive all m one Turn. If, 
however, the aircraft has a Turning Mode of 2 or 
3, it may be placed m a Type II rather than a Type 
Ill Diveatthe Player·~ option. 

2. Aircraft with a "I" or more in the " Turns in 
Push-Through" on the Flight Parameters Chart 
must begin that number of Movement Phases in a 

Push-Through before executing a Spill-S. Thu~. 
a1rcraft with a "I" may execute the Push-Through 
on the fir~t turn the aircraft start~ off m Pu~h ­

Through. 

3. Aircraft are pla~d automatically m the Type 
Ill D1ve box after completing a Pu~h-Through and 
must pull out of the dive normally. 

( 11 .42) Addition: Aircraft should roll four pomts 
when completing a Split-S. As with a Wmgover, 
there is no additional Movement Point cos1 for 
this roll. 

(11 .43) Correction: At the completion of a Split­
S. an aircraft's Flight Attitude Marker is placed in 
the level night box of the Flight Attitude lndica­
tor,just as with a Wingover. 

(11.44) Clartf/callon: An aircraft's MoYement 
Allowance v. hen re-entering level night from a 
Split-S is increased by a number of Mo~ement 
Points equal to one-thtrd (ignoring fractions) the 
number of Levels the aircraft dove in the la~t turn 
of the preceding Push-Through. This reprosents 
the "conversion" of the vertical vector of move­
ment Into the horizonta l by bringing the nose up. 

[ I 1.6) Correction: Increase all "Game-Turn~ in 
Type Ill (or Ill Climb before making lm­
melmann" by 2. 

[ I 1.62) Clarificallon: An aircraft with a MoYe­
ment Allowance of one may make an lmmelmann, 
e11pending that one Movement Pomt 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 Lateml Rudder 
Roll. 

[11.811 Addtton: An aircraft 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 
Allo"ance is reduced by one less than the number 
of Movement Points as stated on the Aircraft's 
Fhght Parameters. ThiS reduction takes place after 
the atrcraft has completed its Movement. Correc­
tion: The Flight Attitude Marker IS placed two 
boxes downwards. 

(11.83) Clarification: The aircraft must e1ther 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
mg the same hex. treating it as occurnng at a range 
of at least one hex, provided Lhe firing aircraft 
could ha\e fired at the target ancraft from the 
level1t maintained in the hex from which it entered 
the tatget 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 docs not apply to F-14, F-IS, Tornado 
ADV. and Foxbat-E aircraft. 

(13. 19) Clarification: Additionally, an a1rcraft 
may not engage in Cannon Combat if, tn its pre­
vtous Movement Phase, it has: 

I. 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). 

• 



I 13.291 Addit1on: £'ctption: Fire from rear· 
mounted bomber guns (those on the B-1. B-52. 
and Tu-268) that IS m the frontal arcs of the1r 
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. 

I 14. 141 Clarification: Note that for use of Heat­
Seekmg Missiles, an aircraft ha~ the same trackmg 
cone as the missile it is auempting to fire. Clarifi­
cation: The aircraft trackmg cone type is listed on 
28.1, Radar Chart, not on each Aircraft Perfor­
mance Chart. 

114.15] Correction: In the last sentence, 8 should 
read80. 

114.161 Correction: The word "below" in italics, 
ninth line, center column, should read "above." 

(14. 17] Correction: An a1rcraft pointed at a hex­
pomt has its "Slot" hexes slightly altered when the 
aircraft has Tummg 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 a1rcraft has no Turning 
Pomts accumulated or has Turning Points accu­
mulated to the left. The rationale for this correc­
tion becomes obvious when you bear in mind 
where the nose of the a1rcra ft is actually facing. 

[ 14. 19) Clarification: An aircraft may not launch 
a mtssile if, in its preceding Movement Phase 
(which occurred on the previous Game-Turn), it 
performed any of the actions" hich would prevent 
Cannon Combat under the provisions of Case 
13.19. 

I 14.26) Clarification: Remember that a Miss1le, 
at the moment it 1s launched, acquires the same 
number of Turning and Energy Points that its 
launching aircraft has. 

[ 14.35) Clanjication. Remember, SAM's, like all 
other weapons, include the vertical distance in 
their ranges. 

I 14.36) Clarification: The maneuvers missiles 
perform need not be precisely the same as those 
which the target a1rcrafl performed, and they need 
not perform them in the same Movement Phase. 
Clarificarion: 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. 

I 14.37] ClarifiCation: A mtssile in a dive need not 
mcrease its Movement Allowance by the Maxi­
mum possible addiuon (Case 10.42, 2nd para­
graph applies here). Addit1on: Only SAM's may 
make lmmelmann and Wingover maneuvers in the 
same manner as aircraft, if this is necessary for 
them to track and strike their targets. They may do 
th1s even if the target aircraft does not make an lm­
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 II I Climb before making an 
lmmelmann 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 10 be performed on 
the chart below. 

Turn Mode 

4 5 6 7 8 9 10 
Turns m Type tr1 Climb 
before lmmelmann I 2 2 2 3 4 

Turns in Type Ill Climb 
before Pull-Through I 2 3 

[14.411 Clarification: If a missile moves through a 
hex containing the target aircraft at the same Alti­
tude level as the target at any time during the rms­
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.S30. 
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 i~ not destroy­
ed, but rather loses half of its Damage Capacity 
(rounding upwards). The maximum probability 
numbers for this ~aving throw depends on the air­
craft's Damage Capacity and are as follows: Dam­
age Capacity 1-6: PN of I; DC 7-12: PN of 2; 
DC 13-18, DC of 4; DC of 19+: PN of 6. 

I 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, bU[ 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 he'l:eS 
away. If they are fired at such a target, all Heat­
Seeking Missiles go balhsuc and are lost. 

[ 16.281 Clarification: An aircrafl may maintain a 
radar lock-on even while the aircraft useif is 
performing maneuvers. 

[16.521 Addirion: If the firing aircraft's lock-on is 
broken, a radar homing missile will continue to 
track its target, if 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 firmg the 
AIM-54 Phoenix RH missile, only condi tion "B" 
need be fulfilled. The Phoenix is a "fire and 
forget" missile and it does not mauer 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 he\-pomt 
turned by the target a1rcraft (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 25oro 
or less of the1r max1mum 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 Setting, 
that is lifter 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." 

119.28) Addition: An aircraft at an Altitude level 
from 60 to 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 usc 
their own judgment in determining whether a ~ce­
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. 

[19.5 1] Clarification: Although all Friendly air­
craft are considered to have been warned of the 
Enemy atrcraft when the first Friendly a1rcraft 
spots one, and thus are released from pre-plotted 
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, aJ. 
though aircraft attempting to visually spot Enemy 
aircraft that have already been visually spotted by 
Friendly a1rcraft have the final PN for auempting 
tO spot them VISually increased by SO~o. (This 
duplicates the familiar situation where the 
wingman has spoiled a target "b1g as a house" 
while the leader can' t seem to locate it). 

[19.55] Aircraft with T ISEO capability {e.g., 
F-4's, F-14'~) ha\ its probability of visual ~pot of a 
target aircraft increa~ed by + ''~ PN of \potting. 

[19.81 Clarification: Aircraft 1n clouds cannot 
search visually (see case 22.22). 

[20.0] Clarification: Surface-to-Air Missiles may 
be detected only by Radar Search by aircraft with a 
Radar Search Strength of 9 or 10. For Radar 
search purposes, the size multiple o f ail SAM'~ is 
reduced by 500fo (rounding down). Air-to-air mis­
siles may never be detected in night by radar sear­
ch. 

[20.17] Addition: Tail Mounted Radar 
In recent years, B-52 and Tu-268 a1rcraft have 
had radars tnstalled to look behmd 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 1 hose mounted 
in the aircraft's nose. They are used normally and 
their characteristics are found in Table 28.1 

120.31] Clarification: Add after la~t sentence. 
However, 1ft he aircraft which obtamed 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 SOO!o. 

[20.36) Clarrjicat1on: Note that thiS is only the 
case when the newly spotted a1rcraft is within the 
spotting a1rcraft's radar search arc. if 11 has one. 

[20.92) Addluon: If the droppmg am~ raft is an 
F-Ill or A-6, add Vl PN regardless of whether it is 
day or night. 

[21.23] Addition: If a Turkey attempts the fol­
lowing maneuvers: a Wingover, Jmmelmann, La­
teral Rudder Roll, Vertical Break, or Barrel Roll, 
he must roll two dtce, with a Probabthty number 
of 7 of immediately departing controlled fllgh.t. Jf 
a Novice attempts a Vertical Break or Lateral Rud· 
der Roll , he has a Probability number of 3 of im­
mediately departing controlled night. 

[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 
Tum 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 m step C ~hould read: 
The difference in altitude levels between the fir­
mglsearching aircraft and other aircrtift must 
equal this .... (Note that th1s range IS counted in­
cluding two 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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(23.241 Clarification: An aircraft may drop onl) 
one narc per Game-Turn (it represents ~evcral 
hare) of varymg mtensity). 

(24.13) Correction: T he words "one hex" should 
read "three adjacent and conuguou\ he,es along 
the aircraft'~ night path." 

[24. 15] ClarificatiOII: This mcludes Corridor 
Chaff and Chaff Rockets as well. 

[24.241 Clarification: If more than one rudar­
equippcd aircraft searches for an ECM-cquippcd 
aircraft, the ECM-equipped aircrafl may reduce 
the effectiveness of all the radar~ attemptmg to ob­
tam or mamtain contnct or lock-on. 

(24.36) Clarification: If aircraft have lost contact 
for any rca\on (including by virtue of Case 24.39, 
Deception Jamming), they must re-search and ob­
tain a new contact. 

{24.41 Clarificauon: Radar DetectOr~ detect lock· 
on~ dunng the first Game-Turn of lock-on at­
tempt. 

[24.46] Clari/fcatio11: "Enemy aircraft" ~hould 
read ''enemynircraft o r ground radar.'' 

(24.54] Clarification: If an aircraft 1\ protected 
by a Wild Weasel, it rna> use either the Wild 
Weasel's or its own ECM for radar Jammmg, 
breaking lock·On, and so forth. 

[24.56) Om1ss1on: The RangClo of Jammmg are: 
MiG-23CWW: 36 hexe~; F4GWW: 48 he'e': EF­
IIIEW\\· 60 he,es; F-105GWW: 36 hexes 
pre-1973 and 48 hexes post-1973. For Arcs of Jam­
mmg, see Case 24.56. 

(24.7 11 Omission: The EF-IIIEWW \hould U\e 

the same table as the F-4GWW. The F-IllA, C. 
D, and E should use the ALQ-87/91 table (ignor­
ing line 5) prior to 1978 and the ALQ-1 19M table 
thereafter. 

[25.22) Clarification: Aircraft may drop bomb' in 
the same Game-Turn in which they fire their can­
non. 

(25.41] Clartjicauon: The range of 12 he~e\ docs 
not mclude Je,cls ol' altitude. 

(25.441 Addition: The Harrier al~o ha' a Ja,~r 
target de~1gnator. 

(25.461 Addlf10n: If an A-10 i\ auackmg a 
ground target which is spotted by an F-4E, F-16, 
F- 18, A-6. F-I l l or Tornado IDV and thtn atrcraft 
a lso has a radar lock-on to that hex. the A- IO's 
probabili ty number for hilling that targe t with any 
ordnnncc other thun PGM 'sis incrca~cd by S0111o. 

(25.62] Addiuon: Shrikes or AS-7'~ rna) not be 
used agtunst a target unless that target ha\ fired or 
u~ed it\ radar at least once in the precedtng 20 
Game-Turm. For Standards and Harms, this fig­
ure IS mcreased to 60 and 80 respecmely. Addi­
tion: An anti-radiation missile mu.st attempt to 
lock-on to the emitter which it is attempting to de­
stroy. The probabil11y numbers for locJ..-ons arc: 
Shnke: 26; ARM: 28: HARM: 30; AS-7: 20. To 
obtain a lock-on, the emitter radar mu~t tulfillthc 
requirements of Case 25.62. If the firing a1rcraft 
ha~ a radar \pOL 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 Mi\\ilc launch Phase once lock-on i\ main­
tained. 

(26.27) Clartficatlon: T he Al~-9 Chapparel. 
med as a SAM. i' mounted on a quadruple laun­
cher. 

(26 .35] Clarificauon: All ground-based radars, 
including those of AA guns, arc subJect tO this re­
stricllon. Thus, a gun cannot fire at an a1rcraft it 
cannot ~ec or an aircraft its radar cannot detect. 

(27.0) Clarification: Note that a1rcrew normally 
eject after their aircraft has been shot down. Those 
aircrew who, for some reason. wish to eject before 

having been shot do~n. add 10 Probability Num­
bers to their chance of safely ejecting. 

(28.31 Correction: The MI0-23WW may carry 4 
ASM. ClarificatiOns: The chart should actually 
be called "Aircraft Munuion Characteri~llc 
Table". Accuracy Multiple and "accuracy num­
ber" mean the same a\ "Altitude Multiple". 

[30.21] Correction: MiG's Throttle Seuing is 5. 

(30.341 Clartficallon: The MiG-2 1's arc (' 
Models. 

[30.35) P layers should note that the U.S. Player 
may arm his Wild Weasels with Shrike ARM's. 

(33 .0) Additions: 

9. India-PakiStan War(l971), India'· 
Pakistan 

10. Ogaden War (1977-78). tthiop1a "·Samaha 

II. Egyptian-Libyan F1t<ht11111 (1977), Egypt v. 
Libya 

12. War of Ugandan Libera/lon (1978-79), T an­
zania v. Uganda and L1bya 

13. Sino-Vietnamese War (1979), China v. Viet­
nam 

[33. 1) Correct/OilS: 

Iran 
75- F-14A 

Ethiopia 
77- Mi0-21 (late) 
Somalia 
76- Mi0-21 (late) 
Vietnam 
10 May 1965 should be 10 May 1972 

[33.1) Aircraft Availablllt) (Additions) 

The following are nations which have purchased 
additiona l aircraft since the original listing was 
compiled: 

Spain: F-4C, RF-4C(69 ) 
Australia: A-4G (66-). Rf IIIC (79- ) 
Indonesia: A-7 (77), I- -SF (77-) 

Marrocco: F-5E (76 ) 
Taiwan: F-5E (77-) 

Tunisia: F-5E (75- ) 
Venezuela: F-5E (75-) 
North Yemen: F-5E (78-) 
Ph1llipines: F-5E (76-) 
Saudi Arabia: F - 15 (81-) 
Turkey: F-4E (72-) 
Chile: A-4F {74-) 
Brazil: A-4F (74-). F-5E (73~) 
Argentina: A-4F (74-). Nc\hr (78-) 

Peru: F-SE (74-) 
Egypt: F-SE (80-). F-4E (81 ), F-9 (79?) 
Libya: MiG-27 (79-). MIG-25A (79-) 
Cuba: MiG-23B {78-), MiG-27 (78-) 
Mozambique: MiG-21 late model (7R-) 
India: Jaguar {80-) 
Portugal: F-5E (81-) 
North Korea: MiG-238 (79-) 
Oman: Jaguar {78-) 
Soviet Union: Foxbat-E (8 H. AAFL (83-) 
Finland: MiG-21 late (79 ) 
Sudan: MiG-21; late(73 - ). \IIi rage V (78 - ) 
Japan: F-15 (81-) 

Vietnam: F-SE (75 - ) 
Honduras: Neshr (79-) 
Venezuela: Mirage V {73-) 

[33.16) Addition: 

Canada 
51-68 
64-
83-

F-86 
CF- 104 
F-16,F- 18orF-1 4 

A1r Crew Quahty: 
48-51 
511-64: 
65-78: 
79-t 

'ugosla•ia (Neutra l) 
58-
63 
Air Quality: 5 

2 
3 
4 

4 

F-86E 
MiG-2 1 early 

[33.2) AdditiOns: Mirage F. l normally carries 
~agtcs. JA 37'\ will usc late model AIM-7F, AA· 
3 used by Su-15's, Red Top by L1ghtnmg\ (no 
other mi~~1le., on Lightnings). 

(33.61 Correction: Corrdior Chaff pod\ have 
fort) Game-Turns worth of chaff. 

Aircra ft and Missile Control <.harts: Clarifica­
tion: All '>peeds are in Knots true A1r Speed 

BaJ>ic f'ighter Maneu•ers, Fig. I Addaion: Note 
that the M1G would need to haveS (or more) Turn­
ing Point'> already accumulated before mov1ng to 
turn one hex point. Note a lso tha t after each air­
craft moves, its Movement Allowance and Alti­
tude markers on their Control chart arc adju~ted 
as both aircraft have accumulated Turntng Pomt~ 
at the Ma\lmum Rate with their wings banked at a 
90° angle (the only way you can accumulate Turn­
mg Potnt\ at the maximum rate except in a T)pe II 
or Ill dive). The \o11G has its MA marJ..er reduced 
by 2 and the F-4 (being an umlatted "D" model) 
ha., 11\ \.lovement Allowance marJ..er reduced by 
one. (Tlus mformation may be found m the Flight 
Parameters Chart of each aircraft). Both aircraft 
also have their altitude decreased by one. The MiG 
ends up at 25 level~. the F-4D at 26. See Cases 9.54 
and 9.55 and note that these reduct iom are made 
after each aircraft moves. {Note that th1s descrip­
tion IS based on the original version of chart 9.29 
without 1 he changes in these errata). 

Ba\ic f'ighter Maneu, ers, Fig. 2 Addition: Note 
that both theM iG and the F-4E mu~t lose air'> peed 
and altuude for turning at their maximum rate a~ 
under Ca\e\ 9.54 and 9.55. 

If the (4 p1lot had been a beuer tactictan and le" 
keen on \howing how to yo-yo, he might haH' 
done the followmg: 

A. Position Oetermination Pha:.e: The F-4 t., ad­
vantaged. 

8. Initiative Determination Phase: The ri lot de­
cides to move second. 

C. Minlle Launch Plwse: MiG'~ too close- u\e 
the gun. 

D. Disad1·anwged Aircraft Mo1•emem Phare: 
The M1G mo,es as shown, then ha\ it' \.1A re­
duced by 2 and ih Altitude by I for the ma.x1mum 
rate turn. 

F. Ad1•amaged Mo1•emenr Phase: 

I. Accelerauon/Decelerauon by Power Se11mellf: 
None. 

2. Flight Attitude Decision Segment: No change. 

3. Acceleration and Deceleration Segment: None. 

4. E.rpenditure of Energy Points Segment: None. 

5. Movement Segment: The F-4E move~ as 
follows: 

a. He enter\ he\ 1010, (\\h1ch take\ one Move­
ment Pomt), "hile simultaneous)) rolhng two 
point\ to the left (which takes no \llovement 
Po1nts) ~o that it may accumulate Turninr Pomt~ 
at the maximum rate. It then doc\ \O, accumu­
lating the Maximum of 15 Turning Point\ 111 hex 
1010 (which takes another Movement Potnt). The 
Turning Marker is adjusted 10 show 15 turn points 
accumula ted to the left. 

b. The 1·-4 enters hex 1009 {one Movement 
Po111t) and agatn accumulates 15 Turning Pomts 

1 
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(one Movement Point). The aircraft is now moved 
one hex-point to the left. 

c. 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 10 show a Movement 
Allowance of 5 (Throule Setting remains unchang­
ed) and the Altitude is reduced by one level to show 
49levels or 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 
at the maximum rate and is at 44. The F-4E has a 
probability number of 36 (the maximum, from 
adding 34 and 9) of hill ing 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 renected in 
the game by the fact that a Type l climb may repre­
sent cl imbing at a 30• angle for a maneuverable 
aircraft, while only ts• 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 

Tum Tum 
Mode Points 

I 20 

1 15 

J 10115 
4 10 

5 10/10/5/10 

6 10/5 

7 5/ 10/5 

8 515/J0/515 
9 515110151515 

J()./1 5 
11 515/0/51515 
/J 515101515 
14 5151015 
15 5/015 
16 5101015 

17-17 510101510 
18-34 510/0151010 

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 aircraft 
with a Turn Mode of "3" would accumulate 
10 Tum Points in its first hex, 15 in its se­
cond, and IOagain in the third, and so forth. 
IMPORTANT NOTE: If an aircraft ha'i a 
Movement Allowance of four or greater, and 
i~ rolled so that its wing'> arc 1101 vertical (i.e .• 
the aircraft is banked at a 45° angle, or is 111-

verted) ... 
... a) and its Turn Mode is si\ or less, ONE i~ 
added to the aircraft' ., Turn Mode. 
... b) and its Turn \1ode ts bct\\een 7 and 12. 
T\\-0 is added to the aircrufl'<, 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 doe~ 
turn with its"' ings vertical (i.e., at maximum 
rate), it loses one level of altitude and one or 
more l\1ovement Point\. (Sec 9.5 and the 
flight Parameters SCCltOn Of each Aircraft 
Performance chart.) 

[9.78] SIDESLIPPING TABLE 
Turn Points 
Accumulated 
hcAes aircrart must II 6 4 3 2 
move forward 
before sideslippin ~t 

[7.2) INITIATIVE DIE-ROLL 
MOiliFICA TION TABLE 

modifit'ation and clrcum.,tance 
- I for each friendly aircraft in a Position of Disad,an­

tage (see 6.13). 
+ I for each friend I> Advanta~cd aircraft (see 6.11 ). 

+ /* if there arc no enemy aircraft between friendly air 
craft and the ~un (see 22.0). 

+ I * for each friendly aircraft nown by a Honcho that i' 
not Di.,advantagcd . 

- I* for each friendly aircraft no"' n by a Novice that i'> 1101 

Advantaged. 
EXPLANATIO~ 

A Player's Jnitiati\e die-roll is modified b) the number in the 
"modification" column if the corresponding circum~tancc~ in 
the "circumstance" column anse. All tho~e modification'> 
noted with an a\lcri<.k (*) are made only ~hen optional rule\ 
22.0 and 21.0 are used. If an aircraft i' facing into or within 011c 
point of the sun, and there is an enemy aircraft in its forward 
arc, thi' mean' there is an aircraft bct\\ccn it and the sun. 

[11.0] SUMMARY 
OF MANEUVERS 

Pull-Through: 
Prerequisites: Aircraft must execute Type III 
Climb for certain number of Game-Turns before 
entering, as indicated on Flight Parameter~ Table. 
Procedure: Flight Altitude marker placed in Pull­
Through box, arrcraft climbs one less than it 
would in Type Ill Climb, must Decelerate by 
Power, has liS Movement Allowance reduced to a 
number between 0 and one IC!.S than 11 would be in 
a Type Ill Climb. 
Postrequisites: None. 

Push-Through: 
Prereqt~l.fites:Arrcraft must execute Type Ill Dive 
before entering Push-Through. 
Procedure: Fhght Altitude marker placed in 
Push-Through bo\, aircraft dives at maximum 
Type Ill Di~c. aircraft has its Movement 
Allowance reduced by between tero and 5 points . 
Postreqwslles: None. 

Wingover: 
Prerequisites:Mu\t begin turn in Pull· Through. 
Procedure: Aircraft turned six hex point~ and 
rolls four points, Movement Allowance reduced 
by one. Flight Altitude marker placed in Level 
Flight. 
Postrequisites: None. 

Split-S: 
Prerequistles:Mu\t begin inverted and an a Push­
Through, must have been in Push· Through for a 
certain number of turns (see Flight Parameters 
Table). 
Procedure: Arrcraft turned six hex points at any 
point during it~ mo9ement. Aircraft stays in Push­
Through. 
Postrequisiles: None. 

Lateral Rudder Roll: 
Prereqwsill!s:Arrcraft must begin in dive or Level 
Flight. 
Procedure: Arrcraft may move any part of its 
Mo,emcnt Allowance movang at a 60 angle. 
Poslrequisires: Aircraft's Movement Allowance 
reduced after executing Rudder Roll, as indicated 
by Flight Parameters Table. 

Break: 
Prereqwsues:Must begin in Type II or Ill Climb 
with Movement Allowance of at least three, bank­
edat900. 

Procedure: Aircraft expend~ Movement Points as 
indicated by Flight Parameter\ Table, has its 
Movement Allowance reduced by one less than 
this number; Flight Altitude Marker moved down 
three boxes. 

Postrequisiles: Atrcraft must stay in Type II or Ill 
Dive on the following two Game-Turns 

Barrel Roll: 
Prerequisires:Aircraft mU5t begin rn dtve or level 
nigh I. 

Procedure: Movement Allowance reduced by 
three if greater than 5. or two if 5 or lcs\. 
Postrequisi1es: Aircraft may not fire or launch in 
same turn; tf fired upon, Probabtlrty Number of 
firing arrcraft reduced by a quarter. 

lmmelmann: 
Prereqwsites:Aircrafl muM have been in Type Ill 
Climb for a ~o:ertain number of Game-Turns before 
entering lmmclmann 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 ~i\ he;o,; points, Move­
ment All011ance is reduced by one. 
Postrequisller: After lmmelmann " over, Flight 
Attitude marl..er moved to Type I Dive or Level 
Flight. must stay in either on following Game· 
Turn. 

1 
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[12.2] PROBABILITY TABLE [13.5] CANNON PROBABILITY 

Probability MODIFIERS CHART 
Number ModificaUon Circumstance 

I 2 at range: 
2 3 

1-2 3-4 
J 4 

5-6 

4 5 -3 -4 -9 firing plane firing from a high-angle-off hex 

."i 6 +9 +6 +3 firing plane firing from a slot hex 

6 7 +8 +8 +8 firing plane not sighted by target plane• --
7 2 7 +6 +4 +2 firing plane piloted by a Honcho• 

8 3 7 -2 -4 -6 firing plane piloted by a Novice• 
9 4 7 + 3 + 3 +6 firing plane has Radar Lock-on to target 

10 5 7 

11 6 7 - 5 - 4 - 3 target plane collected Turn points both to lhe 
right and to the left (i.e., jinked its tail 

12 2 6 7 around) in the same Game-Turn 
IJ 3 6 7 EXPLANATION OF TABLE: 
14 4 6 7 

If the circumstance under the "circumstance" column exists, the 
15 5 6 7 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 3 5 6 7 reference the row determined by the circumstance with the col-

18 4 5 6 7 umn determined by the range to yield the modification to the 

19 2 4 5 6 7 
Probability Number. 

20 5 6 7 8 •Those circumstances marked with an asterisk (•) apply only 

21 2 5 6 7 8 
when optional rules 19.0, 20.0 and 21.0 are used. 

22 3 5 6 7 8 

23 4 5 6 7 8 
24 2 4 5 6 7 8 [13.4] CANNON BASE PROBABILITY CHART 
25 3 4 5 6 7 8 
26 2 3 4 5 6 7 8 

Cannon Target Range 
Type 1-2 3-4 5-6 

27 4 5 6 7 8 9 A 34 13 9 
28 2 4 5 6 7 8 9 8 24 7 8 
29 3 4 5 6 7 8 9 c 19 6 3 
30 4 5 6 7 8 9 10 D 19 7 5 
3/ 2 4 5 6 7 8 9 10 E II 5 p When an aircraft fires it~ cannon, 
32 3 4 5 6 7 8 9 10 F 7 4 I find its Cannon Type along the left-
33 2 3 4 5 6 7 8 9 10 G 30 13 II 

hand side of the table, and the range 

34 3 4 5 6 7 8 9 10 II H 12 9 3 
to its ta rget along the top. Cross-
reference the two 10 yield a single 

35 2 3 4 5 6 7 8 9 10 II I 15 7 4 number; this i~ the Probability 
36 2 3 4 5 6 7 8 9 10 II 12 

J 12 5 3 
Number for 1he cannon comba1. 
P = Prohibited (may not fire). 

EXPLANATION OFT ABLE: K 35 30 28 
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 di~. and add the dice results 

0 22 10 6 together to form a single number. lf this number is exact-
ly equal to any of the numbers listed on the row cor- p 34 20 17 
responding to the Probability Number, the circumstance Q 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 8 
Type I Climb or Dive 3 0 
Type II Climb or Dive 8 V2 
Type Ill Climb or Dive u 2 
Level Flight - I 

EXPLANATION OF TABLE: 

When the Players are determining whether a 
target aircraft is within an aircraft's Normal 
Tracking Cone, thj:y 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 at 
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. 

- I in column B indicates that the target may 
be either above or below the firing aircraft 
when the firing aircraft is in Level Flight. 

3 
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[13.6] DAMAGE BY CANNON TYPE TABLES 

Type A TypeD TypeC TypeD (2xJOmm NR-30) 
(I X 20mm M61A I Vulcan) (2 x 23mm GsHs) (3XNR-23 2Jmm) and Type 1 (2 x 20mm MK 30 

In lad Die In 2nd Die ltf 2nd Die or .f x lOmm Hispano-Suit.a) 
{)ft" 1 2 3 4 s 6 Dll' 1 2 3 4 s 6 DIE } 2 3 4 s 6 lJI 2nd Die 

I E I I 2 2 2 I E I 1 1 2 2 I E I I 1 I 1 mE I 2 3 4 s 6 

1 3 Ef 3 4f 4 4f 2 2 Ef 3 3f 3 3f 2 I Ef 2 2f 2 2f I E 1 1 1 I 1 

J 5 5 E 6 6 6 J 4 4 E 4 5 5 J 2 2 E 3 3 3 2 2 Ef 2 2f 2 2f ., 7 7f 7 Ef 8 Sf 4 5 5f 6 Ef 6 6f ., 3 3f 3 Ef 4 4f 3 3 3 E 3 3 3 

5 9 9 9 10 E 10 5 7 7 7 7 E 8 5 4 4 4 4 E 5 
., 4 4f 4 Ef 4 4 

6 II I Jr 11 II f II Ef 6 8 Sf 9 9f 9 Ef 6 5 Sf 5 Sf 5 Ef 5 5 5 5 5 E 5 
6 6 6f 6 6f 6 Ef 

Type E TypeF Type G (2 x 30mm ADEN 
Type H (I x 30mm GA U-8) (6 x 12. 7mm M2) (1 x J7mm NS-37, 2 x 2Jmm) or SNCA or 27mm Mauser) 
and Type K (I x laser cannon 

1st 2nd Die ht 2nd Die 1st 2nd Die 
DIE 1 2 3 4 s 6 Dl£ J 2 3 4 5 6 DIE 1 2 3 4 5 6 • 'death ray '') 

I E I I I I J I E I I I l 1 I E I 1 1 I J 1st 2nd Die 
DIE J 2 3 4 5 6 

2 2 Ef 2 2f 2 2f 2 I Ef I If J Jf 2 2 Ef 2 3f 3 4f 
I E 3 3 3 6 6 

J 2 2 2 2 2 2 J I l E J 2 2 3 5 6 E 6 7 7 
2 6 Ef 9 9f 9 12f 

4 3 3f 3 3f 3 3 4 2 2f 2 Ef 2 2f 4 8 8f 9 Ef 9 9f 
3 12 12 E 18 18 18 

.f 3 3 3 3 E 3 5 2 2 2 3 E 5 5 10 10 10 1J E 11 
24 24f 24 Ef 27 27f 4 

6 4 4f 4 4f 4 Ef 6 5 Sf 6 6f 6 Ef 6 11 !If 12 12f 12 Ef 
27 30 30 30 E 33 5 

TypeL TypeM TypeN 6 33 33f 36 36f 36 Ef 

(I x GsH.s J7mm) (I X 2Jmm ''gatling gun'') (JxJOmm NR-30) 

1st 2nd Die /Sf 2nd Die 1st 2nd Die TypeO 
nw I 2 3 4 s 6 ntE I 2 3 4 s 6 DIE J 2 3 4 s 6 (4X20mm MK/2) 

I TE 3 3 3 3 3 1 TE I I I I 2 I E I J 2 2 2 ITt lnd Die 
DIE I 2 3 4 s 6 

2 3 TEf 3 3f 3 3f 2 2 TEf 2 3f 3 3f 2 3 Ef 3 3f 3 3f I E I l 2 2 2 
J 6 6 TE 6 6 6 J 4 4 TE 4 5 5 J 4 4 E 4 5 5 

2 3 Ef 3 3f 4f 4 
4 6 6f 6 IEf 6 6f 4 6 6f 7 TEf 7 8f 4 5 Sf 5 Ef 6 6f 3 4 4 E 5 5 5 
5 9 9 9 9 TE 9 5 8 9 9 JOTE 10 5 7 7 7 8 E 8 ., 6 6f 6 Ef 6 7f 
6 9 9f 9 9f 9 TEf 6 11 JJf J2 J2f J3 TEf 6 9 9f 9 9f 9 Ef 5 7 7 7 8 E 8 

TypeP TypeQ Type R (I x JOmm ADEN 
6 8 Sf 8 9f 9 Ef 

(4x 30mm ADEN) (4x20mm MK39) or Oerlikon) 
2nd Die Ill 1st 

DIE 1 2 3 4 s 6 DIE J 

I E I I 2 2 2 1 E 

2 3 Ef 4 5f 6 7f 2 2 

3 10 12 E 13 14 15 J 4 

4 16 17f 18 Er 18 19 4 6 
5 19 20 21 22 E 22 5 7 
6 23 24f 25 26f 26 Ef 6 8 

[14.18] ALTITUDE LIMITA­
TIONS TABLE FOR 
LIMITED TRACKING 
CONES 

Dive/Climb Type 
Type I Climb or Dive 

Type II Climb or Dive 
Type Ill Climb or Dive 
Level Flight 

EXPLANATION OF TABLE: 

See explanation of 14.16. 

A B 
I '12 Vz 
3'/l 

13 3 
1/2 - Vz 

2 

I 

Ef 

4 

6f 
7 

sr 

2nd Die 2nd Die Refer to these mbles when an air-
~~~ 1 craft hits its target. RoU two dice on 3 4 5 6 2 3 4 5 6 

I l 2 2 1 E I I J I I 
the table applying to the cannon 
type, and cross reference the two 

2 3f 3 3f 2 I Ef I If 2 2f die rolls. II= target aircraft Damage 

E 5 5 5 3 2 3 E 3 4 4 
markers arc moved back along the 
Weapons Track by the indicated 

6 Ef 6 7 4 4 4f 4 Ef 5 5f number of boxes. E or TE =target 

7 8 E 8 5 5 5 5 5 E 5 
eliminated. f =when firing aircraft 
is execuung frontal fire, only 

9 9f 9 Ef 6 5 6f 6 6f 6 Ef results marked with fapply. 

[14.28] MALFUNCTION PROBABIUT\' MODIFICATION TABLE 
Modification Circumstance 

-3 if the pilot of the launching aircraft is a 
Honcho. 

+ 3 if the pilot of the launching aircraft is a 
Novice. 

+ 18 if the missile is Heat-Seeking and the 
target aircraft is l to 3 levels above the 
ground. 

+ 9 if the missile is Heat-Seeking and the 
target is4-51evels above the ground. 

+ 3 if the missile is Heat-Seeking and the 
target is 6-8levels above the ground. 

+ 3 if launching aircraft is in a Type ll or 
IJJ Dive and less than 40 levels above 
the ground. 

EXPLANATION: 

The indicated addition or subtraction (as in­
dicated under the "modification" column of 
the table) is made to the ProbabiJJty Number 
of Malfunction for a missile if the cir­
cumstance indicated under the "cir­
cumstance" column of the table is in ex­
istence. 

-
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[16.7] RADAR LOCK-ON 
CHART 

mdar from 
lock-on front from 
strength or rear ~ide 

I 0 0 
1 12 6 
.J 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 atlempting to obtain a Radar 
Lock-on, cross-reference the aircraft's 
Radar Lock-on Strength with the arc of the 
target ai rcraft 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 ~ingle number, which 
is the Base Probability Number, to be 
modified by table 16.8. 

[16.8] RADAR LOCK-ON 
MODIFICATION CHART 

Modification and circumstances 
- 12* if the target aircraft is I to 10 level~ 

·. above the ground and the firing air­
craft is at thesameorloweraltitude. 

1- -
- t8• if the target aircraft is I to 10 levels 

above the ground and the firing air­
craft is at a higheraltitude. 

~ 

- 7• if the target a1rcraft is I I lo 20 levels 
above the ground and the firing air­
craft is at the~ame or lower altitude. 
if the target aircraft 1s 11 to 20 levels 
above the ground and the firing air­
craft is at a higheraltuude. 

·-

if the firing ain;raft i!> 20 or more I~ 

1-
- 6 

+Y: PN 

levelsabo\e the target aircraft. 
if there arc other enemy aircraft 
within 4 hexes range of the target 
aircraft. 

1-
+5 

if the target aircraft ha~ not sighted 
the firing aircraft (optional rule) 
if the firing aircraft is piloted by a 
Honcho. 
if the firmg aircraft i' piloted by n 
Novice. 

Modaficauons for appropnalc circumstances are 
made to the Base Probability Number of obtaanang 
a Radar Lock-On. "+ "'" PN means that the Base 
Probability Number i~ increased by one-half (50~• 
of the number) before any other modification. 
"Tha~ modification is hal~cd if the aircraft at­
temptmg 10 l ock-<ltla~ equapped with Look-Down. 
Shoot-Down missiles. The only two such missiles 
arc the Phoenix, when the target i\ O\Cr water, and 
theAA-9. 

[19. 7] VISUAL SEARCH BASE 
PROBABILITY TABLE 

Base 
Range in Probability 

hexes Number 

I to 5 6 
6to 9 5 

10 to 14 4 

IS to 20 3 
2110 27 2 
28 to 36 

36 to 45 I l 

46 to 60 I* 

Expla!Ultion: By cross-referencing the range 
in hexes on the table, a Player may determine 
the Base Probability Number of an aircraft 
attempting 10 visually search for an enemy 
aircraft. •• t•" means that the final Pro­
bability Number is always one, regardless of 
Size Multiple of modification. 

[20.4] RADAR SEARCH 
BASE PROBA-
BILITY TABLE 

Base 

[19.8] VISUAL-SEARCH 
PROBABILITY 

modirication circum\tance 

+3 

-3 

-9 
-4 

-7 

- 4 

if the pilot of the searching plane is 
a Honcho 

-

if the pilot is a Novice 
·-

if the search is conducted at night 

if either or both aircraft is flying 
through a cloud bank 

if the aircraft is searching in the 
direction the sun lies 

if the aircraft is searching within 
one point of the direction in which 
the sun lies 

- Yi PN if 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 carcumstance indicated in the right column 
exists, modafy the: Probability Number as indicated 
in the: lc:rt column. Note: 1/:PN mean~ halve the: 
Base Probability Number. Aircraft in clouds can­
not ~earch visual ly (see Case 22.24). 

Prob. Radar search o;h·en~tth 
II I 2 3 4 5 
]1,1 2 3 4 s 6 
2 8 12 16 20 24 
l lh 17 26 34 44 52 
I 'A 31 47 62 .78 94 
I 49 73 98 122 1-'6 
~ 63 94 126 156 188 
111 96 144 192 241 288 
'A 110 165 
I * 125 188 

EXPLANATION OF 
RADAR SEARCH BPN 

220 275 330 
250 313 375 

Determine the Radar Search Strength of the 
searching aircraft and locate this \lrength 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 
Rrealer than the actual range (in hexes) be­
tween the searchitlg aircraft and the object of 
the search. This number locates the horilon-

6 7 8 9 10 
8 10 12 IS 20 

31 40 47 59 78 
70 88 105 131 202 

125 156 187 234 312 
195 244 293 366 4ll7 
250 312 375 469 625 
385 482 578 722 %2 
440 sso 660 825 1100 
500 625 750 938 1250 

tal line aerO\\ which you should read (right or 
left) to either of the extreme outer columns 
\.\-hich contain the Radar Search Base Pro­
bability numb~rs. 

EXAMPLE: Radar Search Strength of "6'' 
and a range of " 32" yield-; a Base Probability 
Numberof"1 Vz ". 

Note that the "I*" result is the final pro­
bability number (i.e., modifications have no 
effect). 

5 
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[20.5] RADAR SEARCH 
PROBABILITY 
MODIFICA TJON TABLE 

Modifica tion and Circumstance 
+ 1/z if the searching plane is piloted by a 

Honcho 

-!-1 if the ~earching plane is piloted by a 
Novice 

+!-1 if the 'earch occurs at night 

- I if the searching plane is 10 1- leveb 
above the enemy and has a Radar 
Search Strength of I or 2 

-!-1 if the ~earching plane is 10 t levels 
above the enemy and has a Radar 
Search Strength of 3 or more 

Mod1ficnuon\ nrc halved if 1he search1ng a1rcraf1 is 
an F-14, M iG-29, Viggcn, or late production F-5E. 

[24.48] RADAR DETECTION 
TYPE EFFECT TABLE 

I ) pe effect' 

.4. detects radar lod.-ons 
8. detects radar lock-ons + ~earche-. 
C. uetects radar lock-ons + sean:hes 

+ general type of searl·h 
IJ. detects radar lock -ons 1 sean:he:. 

+ type of search + searching 
radar type 

F. detects radar lock-om + searches 
+ type of search + radar type 
t e\3Ct PO\IliOn 

[25.92] BOMBING PROBABIL­
ITY MODIFICA TJON 
TABLE 

M odifica lion and Circumstance 

+ 11 ir munition is nupalm or bomblets 

+1 if the pilot or the bombing plane i~ a 
Honcho 

- J 1f the pilot of the bombing plane i\ a 
'\lovice 

- 1 11'\' 1f the operation is conducted at 
night 

+ 1 for each load of munition' after the 
fir,t rebl\ed at a smgle target (\eC 
:?.5.16). 

- Vz/'N if the bombing plane is the target of 
a mi\\ilc or is fired upon in the 
Game-Turn it drops the munttion~. 

+ 11P\'il the wrgct i' marked by a Forward 
A1r Com roller (ignore t'racuons). 

E'<Pl ANA TI0'\1: 
The modtf1cauon to the Base Probabiltt) 
Number of hnung a target in the left-hand 
column •~ made if the circumstance in the 
right-hand column exists. '' - 1.1 PN" means 
that the Probability Number i~ reduced by a 
halt': a number i\ an addition or ~ubtraction 
to be Probability Number itself. 

-

-

[23.28] INFRA-RED CO UNTER-MEASURE TABLE 
Hot ALQ-123 

Counter-Measure ... Flare Gas AAQ-4 ALQ-123 l mpvd un Cloud 
AA-1, A toll 14 16 18 24 28 27 20 
Ear/yA IM-9 12 12 14 18 24 12 14 
Jmpl'd A /M-9/ 

-~ 

Shafrirl A JM-4 4 6 7 12 18 3 3 
AA-7 Apex 5 7 8 14 20 5 4 
A A-8Aphid 6 8 9 16 22 5 5 

~ 

AA-6 Acrid/ 
AA-J A nab 8 8 10 14 20 9 10 
Dogfight Mis.\ile 
S RAAM/ Mantra 1\.laxic 4 5 6 10 16 3 2 

-
AIM-9L 4 6 6 10 16 6 5 
SA-7 16 16 14 16 26 8 10 -
Red Top 7 8 9 10 18 14 12 

-
"" - ., 

When a check IS made 10 del ermine"' hether or not an infra-red counter-measure succeeds in deter-
ring a Heat-Seekmg miss1le, I he target alrcrafl's tlwning Player rcfen 10 this table and cro~s-refer- .. ences his counter-measure type with the missile type. I hb will yield a number, wh1ch 1\ the Pro-
bability Number that 1he (;Ounler-measure will ~ucceed 10 throwing the missile off. 

[25.91] BOMBI'JG HIT PROBABILITY TABLE 
modified Mo, ement Allo" ance 
altitude 2 3 4 5 6 7 8 9 10 
lel'el 

1-J 27 20 18 16 14 9 6 5 2 I 
4-H 23 18 16 14 12 10 8 6 3 2 
9-12 18 16 14 12 10 8 6 5 4 3 

13-18 14 12 10 8 7 6 5 4 3 2 
19-25 10 8 7 6 5 4 3 2 I 
26-35 8 7 6 5 4 3 2 I 
36-45 7 6 5 4 3 2 I 0 
46-60 6 5 4 3 2 I 0 0 
61-75 5 4 3 2 I 0 0 
76 + I 0 0 0 

E-XPLANATION: 
Multiply the bombing aircraft\ altitude level by its Accuracy Mul-
tiple. Cros~-rcfercnce this product with the Movement Allowance on 
the table, to yield a sing.le number. This is the Base Probability 
Number that the munition load will hit its target. 

[25. 93] FALLING TABLE 
allitude Game-Turns 
level to fall 

I I 69-78 14 

2 2 79-90 IS 

3-4 J 91-102 16 

5-6 4 103- 116 17 

7-10 s 117-1)0 18 

11-14 6 131 - 144 19 

15-20 7 145-160 + 20 

21-27 8 EXPLANA fiON: 
28-32 9 Find the altitude level at'' hich the munitions 
33-40 10 were released m the left-hand column. The 
41 -48 II number 111 the corresponding position in the 
49-58 12 right -hand column is the number or Game-
59-68 13 Turn~ the munitions will take tO fall. 



[24.7] RAI>AR JAMMING TABLES 

[24.71] American Aircraft Internal Radar Jamming Table 

Jam min~ 
Ain:raft 

F-1051111 (1966-70) 

Aircraft or ~AM S ite Rein~: Jammed 
MiG MiG MiG MiG ~~~ Tu ~A ~A ~A 
21,23E 23B,C 25 29 19 26 2 3 6 

radar 
search 

gun grnd 
radar in ~tall . 

I. <:nt'l't'idcnt of Rs 0.4 NE 0.6 Nl· Nl NE 0.4 (), 5 

6 

0.6 

NE elf* 0.5 
2. I"'\ fur Brenk ( untuct 6 
3. l.ock·On ('oel'flcicnt 

4. 1•~ to Hrcak l.ock·On 

F-105 11 II (poH /970) 

NE 4 
NE 
NE 

Nl· NE 
Nl NE 
1\E 1\E 

NE 6 Nl: df* 
NE 0.5 NL efT* 
NE 6 1\1: ciT* 

I. Cocrt'icient of R!-. 0.2 0.6 0.4 0.5 0.6 0. 7 0.3 O.J 0.6 err 0.~ 

2. P'\ for Rreal.. ( untacl S 4 6 5 4 3 7 7 -1 elf 6 
3. tm·k-On (.ocHicienl 0. 7 0.3 0.5 0.4 0.4 0. 7 ciT 

4. P ('l; to Hrl'nk Lol·k-On 5 8 6 7 7 3 elf 

F-4J, N, S, K, and M; F-104G (W.Gem1an and Italian; F-104S 
I. (.ocl'l'icil'nt ol' RS 0. 7 0.8 0 .8 0.8 0.8 0.8 0.5 0. 7 o. t.J ctr• o. 7 
2. 1'"11 for Hrcuk ( onlurl 3 2 2 2 2 2 5 3 I df* 3 
3. l.ud,·On ( ucfricicnl 0. 75 0. 7 0.6 0. 7 0.8 
4 . P'\ Ill Break I ork-0• 4 5 6 4 3 

0.9 eff* 3 
err• 

5. Spuricw' Pc"ition 1''- 14 6 10 12 6 4 10 7 J elf* 7 

F-4WW: EF-1/lWW; EA-6E 

I. (. ocfricil'nl uf R.., 0.2 0.3 0.3 
2. I''\ fnr Hrc~lk ( CIIIIUl'l 8 7 7 
3. lock-On Cucrrieicnt 0.4 0.2 
4. l'N to Rn•u l.. l.urk·On 7 I 0 
5. St>urinu~ l'n~ition I'~ 18 12 14 

A-lE; A-GE 

0.-1 

6 

0.4 
7 
16 

0.5 

5 

9 

0.6 0.2 0.:! <U ciT 
4 8 R 7 err 

0.3 0.4 0.6 err 
8 7 5 eff 

6 16 15 14 err 

0.3 

7 

12 

I. { oefficient ol R.., 0.8 

2. l'N for Hreak (. cmlarl 2 

J. l.ori..-On (oefficicnl 

o.s 0.8 Nt r-...r 
2 2 NF "ll· 

0.75 0.75 NE: Nl· 

NE 0.5 
1\E 5 

NE 0.6 

0.7 

3 

0.7 
~ 

O.R 
2 
o.s 
2 

d t• 0. 7 

ciT• 3 
cl"f'• 

4. P'\ ICI Break l.uck-On -1 -1 1\[ !'\[ ~1: 5 ell* 

5. ~puriou' Pn,iticm 1':'1. 8 6 6 '\[ !'\[ NE 9 6 6 en• 10 

F-16 ontll·-IR 
I. ('oeffkicnt nf ~~~ 0. 7 

2. I' N fnr Ureal.. <:nni:H' I 3 
3. Lock-On ( ocl'l'ic:icnt 

-1. I'~ In Brl'al.. l.or k-On 

5. !'o.purinu~ l'n-.it ion I' N 15 

f-l.'i I 

0.7 0.7 0.7 0.9 
3 J ~ 

0.8 Cl.7 0.7 

-1 5 5 
9 10 II 7 

0.9 0.4 0.7 
I 6 1 

0.5 0.7 
5 -1 

6 12 10 

0. 7 
1 

0.8 
2 
9 

err 
ciT 
ell 
efT 

err 

I. Codric:il'nl ol R.., 0.6 Cl. 7 0. 7 0.6 ll.R 0.8 0. 3 0.4 0.6 ell 

2 P'\ for llrl'ak ( unlact -1 3 3 -1 :! 2 7 -1 4 ert 
3. l.nc:k-On ( 'ocrt'icil'nl 0. 7 0.65 0.6 0.4 0.5 O.ll ell 
4. P'\ 111 Hrrak I oci..-On 5 6 5 7 li J dT 

F-14A 
1. Coefficient of RS 0.5 0.7 0.6 0.6 0.7 

3 2. PN for Break Contact 5 3 4 4 

3. Lock-On Coefficient 0.6 0.55 .6 
4. PN to Break Lock-On 6 7 
5. Spurious Position PN 12 9 12 

8-1 and B-5211 
I. Coefficle.nt of RS 0.2 0.2 0.2 
2. P:'ll for Break <.:ontact 8 8 8 
3. Lock-On Coefficient 0.2 0.2 
4. PN to Break l .ock-On 8 II 
5. Spurious Position PN 20 16 16 

5 
12 9 

0.2 0.3 
8 7 
0.2 
7 

18 12 

0.7 

3 
0.2 0.3 0.5 err 
8 5 5 eff 

0.3 0.4 0.6 eff 
9 7 5 err 

9 12 15 10 eff 

0.4 0.2 0.2 0.2 err 
6 8 8 8 erf 

0.2 0.2 0.3 eff 
10 9 6 eff 

10 20 19 18 err 
For Explanation of Radar Jamming Tables, 
see next page. 

0.7 

J 

10 

0.6 
-1 

0.5 

5 

9 

0.2 
8 

15 

7 
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[24. 721 American Radar Jamming Pods Table 

Aircraft or ~AM ~ile Being Jammed 
radar 
search 

Jam min~: MiG MiG MiG MiG ~~~ Tu ~A SA SA gu n grnd 
Pod' 21 2J 25 29 19 26 2• J 6 radar install. 

4/.Q-71 
I. ( 'clt'rficient or K~ 0.5 
2. V:'\1 for Bl't'llk Contact 5 
J. l .oc:k-On Cclt'rncient 

.t. ~'' to Hn'ak l.cK'k-On 

II Q·71 
1. ( ueffidenluf R!-1 "JE 

2. I'~ fur Ureak (.'untart NE 

J . l uck-On Cuefficienl NE 
.t. 1''1 1u Break l.uck-On NE 

Nl.: O.M Nl~ Nl~ Nh Nf. 0.8 NE NE NE 
NE 2 NE NE Nh NF 2 NE NE NE 
NE 0.75 Nl:- NF Nl~ Nl 0.75 NE NE NE 

N E 4 N I· ~N""l~: ~N~H~~N~f:'---~"~~.wN--=E'-------"N'"'' E=---~N~E~-~ 

NE 

NE 
NE 
NE 

NE 
NE 
NE 
NE 

NE NE 
NE NE 
NE NE 
NE NE 

NE 0.7 Nl::. 

NE 3 NE 
Nf- 0.75 NF 
Nl:. 4 NE 

NE err• NE 
NE err• NE 
NE err• NE 
NE cff* NE .------

Al.Q-87191 and F-IllA, C, D, E (pn-1975 intemaljammer) 
I. Coefficient or KS 0.4 NE 0. 7 NE Nl NF 0.6 0.8 NE ciT* 0.7 
.2. l•"'j fur Hre11k ( 'ontact 6 NE 3 NE Nf NE 4 2 NE err• 3 

NE err• 3. l.ork-On ( 'odfident NE 0.75 Nl' NE Nf 0.7 0.8 

4 . P~ to Bre~~k l .cK'k-On Nf 4 NE Nl' NL 5 4 NE ciT* 

~ ~puric1u' Pc"ition P'l 12 NE 6 NE NE Nl- 6 4 
'------

NE crt·• 6 

,.....----

·11 Q-J/ 
I . ( uel'ficienl o l' R~ 0.4 

2. I'~ fur Hre:1l.. Con lacl 6 
:l. I oci..-On ( oefficienl 

4 t•"' lo Ureal. I oci..-On 

AIQ-IfJI 

NE 0.7 NE 
NE 2 NE 

NE 0.75 NE 
NE 4 NE:. 

NL NC 0.6 

Nf- NF 4 
NE NE 0.7 

1:. Nl:. 5 

0.8 
) 

0.8 
4 

NE err• 0.7 

NE ciT* 3 

NE eff* 
NE err• 

I . (' IK>rriritnt or R"i 0.3 0.8 0.6 Nf. NE NE 0.5 o. 7 NE err• 0.6 

2. P!'i for Bre11k l 'onlacl 7 2 4 NE NH Nl· 5 ' NE eft• 4 

'· l .cK·k-On l 'odfkirnt 0.3 0.65 0. 7 NE Nl.: NE 0.4 <l. 75 NE cff• 
4. P' to Break l .cK'I.-On 4 5 NE "JE NE..___7~ __ 4_~_._N_E~_c_rr_• _____ ~ 
ALQ-J/9 M and F-JJJA, C,D, E (post-1976 internal jammer) 
I ( oefl'icicnl of RS 0.2 0.6 0.5 0.6 0. 7 0.8 

2. t• N fnr Break ('onl:~cl R 4 5 4 3 2 

1. l.oci..-On ('nefficienl 0.55 0.4 0.4 

4. I'N lo llreak l.nci..-On 6 7 5 

1/ Q-119,\1 

I. ( 'c~effldent of RS 0.2 

.2. t•N for Brea k ( ontact 8 

J. l .c"·k·On Coefficient 
4. t•N to Break l .od .-O,_,n,__ __ 

II Q·IJI 

0.6 0.5 0.6 0.7 

4 5 4 3 

0.55 0.4 0.4 
() 7 5 

O.N 

0.4 

6 
0. 5 
6 

0.4 
6 

0.5 

10 

0.4 NE 

6 Nl::. 

0.55 NE 
4 NE 

err• o.5 
err• 5 
err• 
ctT• 

0.4 0.7 err 
6 J eft' 
0.45 o. 75 err 
4 J err 

0.5 

5 

I . ( neiTicienl nf RS 0.2 0.3 0.3 0.4 0.5 0 .6 0.2 0.2 0.3 err 0 .3 

2. I'N for Ureal. Cnntacl 8 7 7 6 'i 4 8 8 7 ciT 7 
o.J 0.3 0.4 err 3. I m·I..-On ( nefficienl 

4. P'\ In Bn·al.. l.nck-On 

EXPLANATION OF RADAR JAMM ING 
TABLES: 
First, determine wh1ch of the four Jamming 
Tables is 10 be used. Then, find I he aircraft or pod 
type of 1he jamming a1rcraf1 along the side of the 
table. If ei1her of the first cwo (Amencan: 24.71 or 
24. 72) jamming tables is being used, find the air­
craft type of !he aircraft bting ;ommed at the top 
of the table. If either of the latter two jamming 
cables (24. 73 or 24. 74) is being used, find the 
Radar Search Strength or Radar Lock-on 
Strength, as applicable, along I he top of the Radar 
Jamming Table. 

In either case, cross-reference the column deter­
mined as above with the row determined by the 
jamming aircrafl or pod. Four hnes on 1he Jamm-

OA 0.3 0.4 
7 9 7 X 7 6 err 

ing Table will result (except chat some a1rcraft 
have five, rather than the four normal lines on I he 
table). 

T he decimal fraction listed on the first line of I he 
table (Coefficient or RS) is the multiplier that the 
Radar jammers apply to che Probability Number 
of the aircrafl that is being jammed for Radar 
Search. in other words, when lhe aircraft that is 
being jammed Radar Searches for lhe jamming 
aircraft, the Probability Number for the Radar 
Search is multiplied by this number after all 01her 
modifications to the Probability Number. 

The number listed on the second line of the 1ablc: is 
the Probabilily Number that the jamming aircraft 

will break 1he Radar Contact of I he jammed air­
crafl. In other words, this •s the Probability 
Number that the jammed aircraft with "lose" the 
jamming aircraft and lose radar contacl. See 
Radar Contact, 20.5. The Players delermine 
whether aircraft lose Radar Contact during the 
Radar Search Phase after all Radar Searches have 
been completed. 

The 1hird number is lhe multiple which the radar 
jammers apply to the Probability Number for 
Radar Lock-on. In other words, if theaircrafllhal 
is being jammed allempts to lock-on to I he jamm­
ing aircraft, I he Probability Number for the lock­
on auempl 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 to 
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 M tssile Combat Phase. 

Some aircraft have five lines on 
their section of the Jamming tablelo. 
These aircraft have Spurious 
Position capability; this means 
that, once an enemy aucraft 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 ltne 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 capabtlity is either 
effective ("efr') or not effective 
("NE") against AA gun radar. If 
the jamming is effective, the AA 
gun is treated as having no radar 
when firing on the jammmg 
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 J ammed 

Jamming 
Aircraft 

2 3 4 S 6 7 8 9 10 AA 

MiG-25 
I . Coefficient of RS 0.4 0.4 0.5 0.5 0.6 0.7 0.7 0.8 
2. PN for Break Contact 6 6 5 5 4 3 3 2 
3. Lock-On Coefficient 0.4 0.4 0.4 0.4 0.5 0.6 0.6 0.7 

~~~~ 

4. PN to Break Lock-On 9 9 8 8 7 7 6 5 
5. Spurious Position PN 12 
MiG-13 CWW 

II 10 8 8 8 7 7 

I. Coefficient of RS 0.2 0.2 0.2 0.3 0.4 0.5 0.6 0.7 
2. PN for Break Contact 8 8 8 7 6 5 4 3 
3. Lock-On Coefficient 0.3 0.4 0.4 0.4 0.4 0.5 0.6 0.7 
4. PN to Break Lock-On 12 10 10 10 8 8 8 8 
5. Spurious Position PN 12 12 10 10 8 8 6 6 
MiG-27 and Su-19 
I. Coefficient or RS 0.7 0.7 0.7 0.7 0.7 0.7 0.8 0.8 
2. PN for Break Contact 3 3 3 3 3 3 2 2 
3. Lock-On Coefficient 0.6 0.6 0.7 0.7 0.7 0.7 0.8 0.8 
4. PN to Break Lock-On 6 6 6 5 4 4 3 2 
Tu-26 
I. Coefficient or RS 0.6 0.6 0.6 0.7 0.7 0.7 0.8 0.8 
2. PN ror Break Contact 4 4 4 3 3 3 2 2 
3. Lock-On Coeffident 0.6 0.6 0.6 0.7 0.8 0.8 0.8 0.8 
4. P N to Break Lock-On 8 8 8 7 7 7 6 6 

[24. 74] Other Aircraft Internal Radar Jamming Table 

0.8 
2 

0.8 
4 
4 

0.8 
2 

0.8 
3 
4 

guns 

NE 
NE 
NE 
NE 
NE 

0.7 0.7 eff 
3 3 eff 
0.8 0.8 eff 
6 4 eff 
4 4 4ff 

0.8 0.9 eff 
2 I eff 
0.9 0.9 eff 
2 eff 

0.9 0.9 NE 
I I NE 
0.8 0.8 NE 
2 2 NE 

Radar Search of Lock-on Strength of Aircraft Being J ammed 
Jamming 1 2 3 4 S 6 7 8 9 10 AA 
Aircraft 
A-6E;A-7 
I. Coefficient of RS 0. 7 0.7 0.8 0.8 
2. PN for Break Contact 3 3 2 2 
3. Lock-On Coefficient 0.6 0.6 0.7 0.7 
4. PN to Break Lock-On 6 6 5 5 
5. Spurious Position PN 8 8 7 7 
Mirage V; Mirage F. I 
I. Coefficient or RS 0. 7 0. 7 0. 7 
2. PN for Break Contact 3 3 3 
3. Lock-On Coefficient 0.6 0.6 0. 7 
4. PN to Break Lock-On 6 6 5 
5. Sp11rious Position PN 8 8 7 
Jaguar; Viggen & Draken (Swedish A. F. on!)~ 
I. Coeffldent of RS 0.2 0.2 0.3 
2 PN for Break Contact 8 8 7 
3. Lock-On Coefficient 0.2 0.3 0.3 
4. PN to Break Lock-On 9 9 8 
Viggen & Draken 
J. 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 8 

0.7 
4 

0.6 
8 
7 

0.7 
3 
0.6 
8 
7 

0.8 
2 

0.7 
5 
6 

0.4 
6 
0.4 
7 

0.8 
3 
0.7 
7 

6 

guns 

0.8 0.8 0.8 0.9 0.9 0.9 eff 
2 2 2 I 1 I eff 
0. 75 0. 75 0. 75 0.8 0.9 0.9 eff 
4 4 3 2 I I eff 
6 6 6 4 3 2 eff 

0.8 0.8 
2 2 
0.75 0.75 
4 4 

5 5 

0.5 0.6 
5 4 
0.4 0.5 
7 6 

08 0.9 
2 I 
0.75 0.8 
3 2 
4 3 

0.7 0.8 
3 2 
0.55 0.7 
6 4 

0.9 
I 
0.9 
I 
3 

0.8 
2 
0.8 
3 

0.9 
I 
0.9 
I 
2 

0.9 
I 
0.9 
2 

eff 
eff 
eff 
eff 
eff 

eff 
eff 
eff 
eff 

0.8 
3 

0.7 
7 

0.8 0.8 0.9 0.9 0.9 eff 
2 2 2 I I eff 
0.7 0.8 0.8 0.9 0.9 eff 
6 5 4 3 2 eff 

6 5 5 4 3 2 eff 
--------------------------

9 
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[25.94] TARGET DESTRUCTION TABLE [25.97] STRAFING HITPROBABILITYTABLE 
target J>a} load Type Mo, ement Allowance 

1000 750 shpd rckts nplm A-P A-T 
-lb -lb chrg bmlt bmlt 

Canon Type 1 2 3 4 s 6 7 8 9 10 
A 34 31 28 25 22 19 16 13 10 7 

parked aircraft* 36 27 20 22 32 32 32 8 24 21 18 15 12 9 6 4 2 I 
Trucks: c 19 16 13 10 7 5 4 3 2 I 

radar van 34 33 35 32 22 22 32 D 14 12 10 8 6 5 4 3 2 I 
mobtle RL 16 9 30 19 0 0 19 E II 9 7 6 5 4 3 2 I I 
truck 35 19 36 36 32 27 35 F 7 6 5 4 3 2 I I I I 

D11mps: G 30 27 24 21 18 15 12 9 6 3 
POL (rewd) 18 I I 10 36 27 24 18 1-1 32 31 30 27 24 21 18 16 12 10 
POL (open) 35 17 15 J6 36 36 18 I IS 13 II 9 7 6 s 4 3 2 
Ammo (revtd) 36 32 12 32 22 27 12 J 13 II 9 8 7 6 5 4 3 I 
Ammo (open) 36 36 36 36 35 36 36 K 34 32 31 30 29 27 25 23 20 17 

AFVs:* M 30 27 24 21 19 17 14 II 8 5 
light AFV 15 9 33 32 27 0 27 N 24 21 18 16 14 10 7 5 3 I 
tanks & SA Ms 7 6 30 16 10 0 20 0 22 19 16 13 10 7 5 3 2 I 

AA guns: * p 34 32 30 28 24 20 17 14 12 9 
liRht or medium 13 II 12 9 3 19 15 Q 27 25 22 20 18 15 13 10 8 6 
hea1•y or SAMs 4 2 6 0 0 0 5 R 15 14 12 II 9 8 6 5 3 2 

Small Buildings: 
field bunkers 4 2 22 0 0 0 8 

Cross·refc:rencc 1hc s1rafing aircraft's cannon type with 1he Movement 
Allowance of the ~trafing aircraft; thi~ will yield a single number," hich i\ 

wood 36 36 36 22 36 0 2 
masonry 36 18 10 0 0 0 0 
steel 14 II 0 0 0 0 0 

I he Probabilit)i Number that I he aircraft will hit i1s targel. No1c lhat a1r-
craf1 wi1h rear-mounted cannon (such as the B-1, B-52, and Bacl.fire 
Bomber\) may not \lrafe. 

Bridge 4 2 0 0 0 0 
1-

EXPLANATION: 
[25.99] STRAFING TARGET DESTRUCTION 

TABLE 
When a load of mun1110n\ hits a target, the Players refer to this 
table. The type of payload that the munitions or PG~1 was carry-

target l~pe Cannon T~pe 
A,B,C,D,F,I , G,M 

ing is cross-referenced '' ith the target type. This yields a single J ,N.O,P or Q orR E H, K 
number." h1ch i~ the Probab1hty Number (see 12.0) that the muni- parked aircraft• 25 35 12 35 
lions will de!> troy 1 he target. Trucks: 

• = if target of thl\ tyrc 1\ a hardened site, halve Probability 
Number. 

radar van 18 27 9 30 
mobile RL 9 12 4 18 
truck 9 12 4 18 

f)umps: 
POL (revtd) 23 30 14 33 
POL (open) 30 35 22 35 
Ammo (revtd) 10 15 5 30 

[25.95] PGM PROHABILITY TABLE 
Ammo (open) 16 27 11 35 

AFVs:* 
PGM Movement Allowance lif{lll AFV 6 9 3 28 

2 3 4 5 6 7 8 9 10 tanks & SA Ms 4 6 2 25 

· 'rmart" bomb 35 34 33 31 28 24 19 13 10 7 A ·I guns:* 

"smart" bomblet 35 35 34 33 32 31 30 25 22 19 light or medium - 3 - 7 

Bullpup RhfH. Rb05 28 28 28 28 28 28 28 28 28 28 
Ma1•erick 28 28 28 28 28 28 28 28 28 28 

heUI'Y - - - 4 

SAMs - - - 7 

Walleye I 30 30 30 30 30 30 30 30 30 30 
Walleye II 32 32 32 32 32 32 32 32 32 32 
.4S-7 24 24 24 24 24 24 24 24 24 24 

Small Building.\: 
field bunkers - - - -
wood 7 10 - 10 

Martel 31 31 31 31 31 31 31 31 31 31 masonry - - - 5 

Shrike 26 26 26 26 26 26 26 26 26 26 steel - - - 3 

Standard 30 30 30 30 30 30 30 30 30 30 Britlge - - - I 

I-I arm 34 34 34 34 34 34 34 34 34 34 cXPL ANA I JON: 

EXPLANATION: 
When any sort of PGM i\ launched or drorped, 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 that1he PGM wil l hit its target. 

When ~trnfing hits a target, Players refer to this table. The 
type ol cannon that is firmg 1s cross-referenced with the 
target t} rc. Thi\ yield~ a l>inglc number, which is the Proba-
hility Number (c;ce Secttl)ll 12.0) that the strafing will 
tlcst roy the turget. 
• - If target of t h1~ type is in a hardened site, halve Proba-
bility Number. 
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[25.98) STRAFING PROBABILITY 
MODIFICATION TABLE 

[25.96] ASM C HARACTERISTICS TABLE Modification and Circumstance 

ASM name builder range speed pa) loadguidance ll) stem +4 if the pilot is a Honcho 

Bullpup USA 120 6 1.000-lbCommand Guidance 
- 4 if the pilot is a Novice 

Mat·erick USA 120 5 shpd chrgl ndependent - '-1P\ if the plane is strafing t\\O targets 

Walle)'e I USA 150 5 750-lbDesignator Guidance - 1/JPN if the plane is strafing three targets 

Walleye II USA 350 6 1,000-lblndpendent - 'HW if the plane is strafing four or more 

Shril.e USA 100 14 1,000-lbARM targets 

Standard USA 150 16 I ,000-lbARM - 6 if the operation is conducted at 

II arm USA 2000 17 1,000-lbARM 
night 

AS-7 USSR 144 6 750-lbDesignator or ARM - 8 1f the mafing aircraft is the target of 
cannon or AA fire in the 'arne turn 

'Hartel l.JK & Fr 400 5 1.000-lblndependent it \trafcs 
Rb04E Sweden 60 5 1,000-lb Command Guidance - I for each hex beyond the fiN that 

r RbOJA Sweden 75 6 750-lb Command Guidance the aircraft is distant from its target; 
i.e .. il' the aircraft IS 4 he\ es away, 
~ubt ract 3. 

D 

[26.51] AA GUN HIT PROBABILITY TABLE 
(By Gun Type) 

IOOmm: 57mm: 

1st 
2nd OlE 

1st 
2nd OlE 

Die 1 2 3 4 s 6 Die I 2 3 4 s 6 

I E 12 12 12 12 12 I E 4 4 4 5 5 
l 12 E 18 18 18 18 2 5 E 8 8 8 1 I 
J 18 18 E 24 24 24 J 1 I I 1 E 14 14 14 
4 24 24 24 E 30 30 4 14 17 17 E 17 21 
5 30 30 30 30 E 36 5 21 2 1 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 EXPI ANATION: 

1st I 2 3 4 5 6 1st 1 2 3 4 5 6 When it ha' been determined thai an AA 
Die Die gun hac, hit its target, the Pla~er' refer to 
I E 8 8 8 8 8 1 E 3 3 3 3 3 these tables. They find the spccifk table 
l 8 E 12 12 12 12 l 6 E 6 6 6 9 determined by the AA Gun type and roll 
3 12 12 E 16 16 16 3 9 9 E 9 9 9 two dice. The first dte-roll i' found at the 

4 16 16 16 E 20 20 4 9 12 12 E 12 12 tor oft he table and cross-referenced with 

5 20 24 24 24 E 28 5 15 15 15 15 E 15 
the ~ccond, which is found along the ~ide. 
II Number of boxes along whi~:h the air-

6 28 28 32 32 32 E 6 18 18 18 18 18 E craft's Damage markers are moved on the 

20mm: .SOcaiQuad: Weapons Track 
2nd DIE E :: Target eliminated 

1st 
2nd DIE 1st 1 2 3 4 5 6 

Die 1 2 3 4 5 6 Die 

I E 1 I I I I 1 E I I I 1 1 
2 I E I I 1 1 

l I E I I I I 
J 2 2 E 2 2 2 

J I I 1 I I 1 
4 2 2 2 E 2 2 

4 2 2 2 2 2 2 
5 3 3 3 3 E 3 

5 2 2 2 2 E 2 
6 3 3 3 3 3 E 

6 2 2 3 3 3 E 

23mmQuad: 
12. 7mm, 14.5mm, or .SO cal: 

2nd OlE 2nd DIE 1st I 2 3 4 5 6 1st 1 2 3 4 5 6 Die Die 
I E I I I I 2 1 I I I I I 1 
l 2 E 2 2 3 3 2 I E I 1 1 1 
3 3 3 E 4 4 4 3 I I I I 1 I 
4 4 4 4 E 5 5 4 I I 1 E I 1 
5 5 5 5 6 E 6 5 I I l I I 1 
6 6 6 7 7 8 E 6 2 2 2 2 2 E 
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[28.1] AIRCRAFT RADAR CHARACTERISTIC TABLE 

MIG-21 (~arty) 
MiG-11 (late); MiG-13£ 

MIG-138 

MiG-2JCWW 

MIG-25A 

MiG-258 

MIG-250 

MiG-27 

MIG-29 

Su-7 
Su-19 

Tu-26 (rear) 

F-48, C, D, K&M 

F-4£-J 
F4EWW 

A-4 
A-7 

F-16 

F-105 

F-105WW 

F-5£/F 
F-JIJE 

F-11/F.WW 

F-14A 

F-JSA 

F-18 

A-10 
8-1 

Mirage 11/C 

Mirage 111£ 
Mirage,_. 

Jaguar 

Tornado 
Kfir 

F-Ill A-C 

8-Slf/ (rear) 

F-104C 

F-104G 
F-104G(Norway) 

CF-104 

F-104S 

Search 
Strength 

I 

2 
7 

7 

s 
7 
7 
0 
6 
0 

Radar 
Se:an:h 

Art 

D 
D 
8 
8 
c 
8 
8 

c 

7 B 
9(4) A(8) 

7 B 
8 B 
8 B 

4g Bg 

8g Bg 

8 8 
3 B 
3 B 
3 B 

10 
10 
10 

9 
8 
0 

10 

2 
2 

0 

9 
3 

8 
10(5) 

2 

3 

3 
4g 

4 

8 
B 
B 
8 
B 

A 

c 
c 
c 

B 
B 

B 
A(B) 

B 

B 
B 
B 
B 

Max. 
Lock-on 

Range 

0 
0 

420 
420 

300 
0 

420 
0 

250 
0 

0 
0 

420 
500 
500 

0 
0 

500 
0 
0 
0 
0 
0 

1125 

850 
500 

0 
0 

150 
150 

0 
0 

700 
0 

0 
0 
0 
0 

0 
0 

ISO 

Lock-on Tracking 
Strength Cone 

Radar 
Detector 

Type 

0 none 
0 
7 N 

A 
B 
E 
B 

7 N 
4 L 

0 B 

7 ---'N-~ 
0 

B 

B 
6 L 8 

A 
D 
D 

0 

0 
0 
7 
8 
8 
0 
0 

8 
0 
0 
0 
0 
0 

10 
9 
8 
0 
0 
4 

4 

0 
0 

8 

0 

0 
0 
0 
0 

0 
0 

4 

N [c,o•,oJ 
N [C,D'",DJ 

N E 
[C,D'",Dl 

- [c,o•,oJ 
N D 
- Lc,o•,oJ 

N 
N 

N 

L 
L 

N 

N 

L 

E 

c 
E 
E 
E 
E 
D 
E 
E 
B 
c 
D 
E 
E 

c 
D 
E 

none 
none 

D 
c 
8 

[26.51] AA GUN WT PROBABILITY TABLE 

AA type 

JOOmm 

IOOmm 

85mm 

C lose 
Radar? Lt/ thy Range 
no hvy 1-43 
yes hvy 1-43 
no hvy 1-33 

85 
57mm 

37or40mm 

37or40mm 

yes 

no 
no 
yes 

20mm Vulcan no 
20mm Vulcan yes 
23mmQuad no 
2JmmQuad yes 
lOmmDbl no 
50 cal. Quad no 
/2.7mm no 

hvy 

hvy 

lt 
It 

1-33 
1-21 
1-17 
1-17 

II 1-9 
It 1-9 
AFV 1-11 

AFV 1-11 
It 1-9 
It 1-2 
AFV 1-2 

Medium 
HP Range 

44-77 
44-87 
34-67 

I 34-57 
2 22-42 

3 18-34 
10 18-34 

5 10- 18 
17 10-18 
6 12-22 
16 12-22 
5 10-18 
4 3-4 

I 

Max. 
HP Range 

78-130 
88-130 
68-100 
58-100 

2 43-62 
2 35-50 
6 35-50 

I 19-26 
4 19-26 

23-32 

4 23-32 

I 19-26 
5-6 

F-104J 

F-BA-D 

F~8E 

F-8£(France) 

F-8J 
MIG-19D,B,F,G 

MiG-17£ 

F-9 

F-106 

Search 
Strength 

Radar Max. 
Sean:h Lode-on Lode-on Trad:lng 

Arc Ran~te Strength Cnnf, 

B 0 0 
0 
0 

150 

0 
0 
L 

L 
L 
N 
N 

Radar 
Detector 

Type 

none 
A 

c 
c 
D 

none 
none 

A 

B 
Su-I SA 

4 
2 

3 
4 

4 

I 

1 
2 

6 
4 
7 

B 
B 
c 
B 

D 
D 
B 

8 
B 
B 

0 
30 
30 

150 

360 
300 
420 

0 
0 
4 
0 
2 
2 

3 

6 
4 

7 

0 
0 
0 
0 
5 

L A 
Su-15£ N B 
A-6£ 
EA-CeWW 

F-IOOD&F 

F-IOOFWW 
Mirage F. I 

AY-8A/ 

8g 
8g 

0 

0 
5 

Dg 
Dg 

0 
0 
0 
0 

0 [C,D'",D] 
0 E 

Harrier pre-78 

Harrier post-78 

Sea Worrier 

Lightning F.6 

JAJ7 Ylgg~n 

AJJ7 Viggen 
Draken 

Draken (Danish) 

1-·-86D,L 

F-86K 

F-5A 

0 
0 
5 

6 
7 

6g 
3 
4 

2 

I 

2 

B 

B 

B 

B 
Bg 
B 

c 
8 
B 

8 

360 

0 
0 
0 
0 

420 
420 
175 
200 

0 
0 
0 

0 
0 
0 
0 
7 
6 
3 

4 

0 
0 
0 

N 

N 
L 
L 

N 
0 
0 

* = An aircraft that has its Radar Detector Type starred may use it in the 
same way as any 01her Radar Detector of that type excepr that the Radar 
Detectors are ineffecuve against SA-6's and MiG-23's. II= these aircraft 
have three different Radar Detector Types at three different times. Note 
that there are rhree Radar Derecror Types listed; the aircraft has the first 
type in the period before 1968; the second type m the period including 1968 
and extending to October 1973, and the third type after October 1973. 
g =radar may only search for ground targets. -=not applicable. N =Nor­
mal. L = Limited. Search Strength= the Radar Search Strength of the air­
craft {see 20.0). Radar Search Arc = sec 20.2. Max. Loc:k-on Range= the 
maximum range ar which the aircraft may atlempt to get a Radar Lock-on. 
A lock-on range of "0" means that the aircraft does not carry Radar­
Homing missiles. If an aircraft only has one line on the table and is not 
given multiple entries for irs various sub-types {the way, for instance, that 
the F-4E. the F-48, and the F-4EWW each have different lines), that line 
applies to all sub-types of that aircraft. 

HI' 

I 

2 

[26.6] GROUND INSTALLATIONS 
RADAR CHARACTERISTICS 
TABLE 

Max. 

B 
D 
D 

none 
D 
D 

B 
D 
D 
c 
D 

none 
none 

B 

ground 

install. 

Search Lock-on Lock-on Tracking 
2 

2 

I 

4 

I 

3 

I 

2 

SA-2 
SA-3 
SA-6 
HAWK 

SA M-D 
Any radar search 

ground installa­

tion 

Slrenglh Range Strength Cone 

2 
3 
4 

3 

5 
10 

188 

250 

313 

250 
375 

0 

4 limited 

4 limited 
7 normal 

8 normal 

9 normal 

0 NA 

EKplanation or Table: The AA gun type i~ li~ted in the fir;t column: whether it i5 equipped with radar or 
nor i• indicated in the second. Note that many gun~ have versions both with and withoul radar. The target 
lype (for bombing or •t1111ing) of the AA gun i~ hsted in the third column: It = light AA gun ; hvy : heavy 
AA gun; AFV = tank T he span ofhexe<. a t" h1ch the /\A gun b con>tdered to be finng at close range 1s In ­
dicated ih the fourth column. and the Hit Probability of the AI\ gun at that range in the firth; the span of 
hexes for Medium Range m the next, and the Hu Probability at thai range in the next; and finally. I he spao 
of hexes at Maximum Range 111 the next. and the Hit Probability at thai range in the last. 

EXPLANATION: 
See explanation of 28.1. Note: all ground installations 
have a 360° Radar Search arc. No ground installation has 
radar detection equipment. 



[28.2] ECM DEVICE UTILIZATION TABLE 

1ircraft 

MiG-1JCWH' 

MIG-15 

Su-19 

Tu-16 

f'-48, c./), 
I( & M 

F4£-J 

F4GH'U 

A-4 

.4-7 

A-10 

F-5 

F-14 

F-15 

F-16 

F·18 

F-105 

F-105GWH' 

F-11/A, C .t £ 
&F-Ill£ 
F-/1/FWW 

8-1 ,{ B-5111 

Jatuar, 
Tomado, Kflr, 
F-IOOf'.H'H', 
F-lfUG.C.J 

can 
Cllrr) 
pods? 

no 

no 

no 

no 

ye~ 

yes 

yes 

yes 

)II!\ 

yes 

yes 

yes 

yes 

yes 

yC\ 

yes 

yes 

yes 

ye~ 

no 

ye~ 

chafr IR ECM 
dispensers types 

ca rritd ca rrltd 
internally Internally 

10 10 narC\ 

4 -

4 4 nares 

12 12 nares 

0 -

0 6 6 nare~· 

20 8 narC\ 

"6 6 nares• 

"6 6 nares• 

0 -
0 -

• 6 6 nares• 

•6 6 narcs• 

6 6 nares 

6 6 nare~ 

0 -
20 8 nares 

6 hot gas 

IR 
Deteetor 
Strength 
IDd Arc 

0 

0 

0 

0 

S front 
(B,C,D 

only 

0 

5 front 

0 

0 

0 

0 

7 aU 
front 

0 

0 

0 

0 

0 
6 all rear 

20 hot gas 6 all rear 

60 two internal 8 all 
+4 chaff ALQ-123 around 

rockets pods 8-S2H-
and IS nares 6 all rear 
(8-52-10) 

0 - 0 

Only the aircraft listed on th1s table may carry chaff 
dispensers, pods and/or Infra-Red ECM devices. 

If a g1ven aircraft is indicated as being able to carry pods 
under the "can carry pods?" column, it may carry pods as 
indtca ted in the optional rules in loaded Condition, section 
17.0. If there is a number greater than 1ero on the "chaff 
di~pen~e~ carried internally" column of an aircraft's line on 
the table, that aircraft is considered to carry chaff dispensers 
normally. These dispensers are not considered to be pods, 
and are not counted toward the ordnance that an aircraft 
may carry. The number in this column i\ the number of 
Game-Turns that the aircraft may dispense chaff before ns 
chaff di~pen~er is empty. Any Infra-Red Counter-measures 
normally carried by aircraft are hsted 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 coum toward maximum ordnance limitations. If, 
for instance, the entry in the "IR types carried internally" is 
"4 narc\," the aircraft normally carries four nares. Note 
that the B-1 normally carries two ALQ-123 pods; these are 
not actually pods, but are moumed internally in the aircraft, 
and do not count toward ordnance limitations. For infra-red 
counter-measure purposes, the aircraft operates as if it were 
mounung two ALQ-123 pods. Note also that the 8-1 carries 
4 chaff rockets 111 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 imer­
nally" columns asterisked (*). This indicates that these air­
craft ma~ either carry chaff dispensers internally, or carry 
nares internally. The owning Player of the aircraft may 
choose which the aircraft is to carry, or mix them. 

r---------------------------------------------~ 
[28.3] AIRCRAFT MUNITION CHARACTERISTIC TABLE 

Aircraft 
F-86 

1000 lb 750 lb rcktpod bomblel napalm ASM 
# AM I AM I AM I AM II AM II AM 
22 22 23 24 24 0 

F4 ___ II 2 18 2 IS 3 II 4 II 4 4 

F-105 

F-U 

F-15 

F-16 

F·/8 

R·l 

A-4 

A-7 

A-10 

F·5 

F-Ill 

MIG· IS 
MIG-17 

MIG-11 
MIG-1JB (only) 

MIG·17 

MIG-19 

Su·7 

Su-19 

Tu-16 
Mystu~ 

Mlratr IIIC 
Mlrog~ Ill£ 
Mlralr II & Nrshr 

Jaguar 

Ouraton 
Tornado 

Kf/r 

B-51H 

F·I04G, C. S 

CF-104 

F-104J 

F-8 

MIG-19 

F-9 

llunt~r 

Meteor 

F-106 

F-lOOD 

F-IOOF 

F-IOOFWW 

SV-15 

Harrier 

A-61:: 
Mirage F. I 

1./Jhln/ng 

AJJ7 11/ggen 

JAJ7 llltt~n 

Draktn 

M/G-1JCWW 

MiG-1J D&E 

II 2 18 2 IS 3 II 4 II 4 4 

12 I 16 16 2 12 3 12 4 4 
IS I 20 I 16 2 IS 3 IS 4 4 

12 2 IS 2 12 3 12 4 12 4 4 
10 IS 12 2 10 3 10 4 4 

11S t,.s 144 V: 0 liS Vt 0 0 

9 I 12 I 14 2 9 3 9 4 4 

16 20 I 16 2 16 3 16 4 6 

12 16 I 18 2 12 3 12 4 3 

S2 92 83 53 S4 3 

28 

0 -
0 -
0 -

10 2 
10 I 

2 3 
2 3 

12 
16 I 

2 2 
4 2 
4 2 

8 2 
8 I 

2 2 
20 I 

8 2 
60~ 

4 2 
41 

0 0 
s 2 

0 0 

2 2 
3 2 
0 0 
0 0 
6 2 
6 2 

6 2 

0 0 
s 

IS I 

8 2 

2 2 
13 I 

6 2 
2 2 

10 2 

6 3 

34 

0 -
2 2 
2 3 

IS 2 
IS I 

2 3 

4 3 

18 

20 

2 2 
6 2 

6 2 

12 2 

II I 

2 2 
24 

12 2 

80 ~ 

6 2 
6 1 

0 0 
6 2 

2 2 
2 2 
4 2 
2 2 

0 0 
9 2 
6 2 

8 2 

0 0 
7 

19 I 

10 2 

2 2 
13 I 

6 2 
2 2 

IS 2 

10 3 

0 -
2 4 
4 3 

2 4 
10 3 

10 2 
4 3 
2 4 
6 2 
0 -
2 3 

4 3 

4 3 

10 3 

10 2 
2 3 

12 2 

4 3 
0 -
2 3 

2 2 
0 0 
s 3 

4 3 

4 3 

4 3 

2 3 

0 0 
6 3 
s 3 

0 0 
0 0 
s 2 

0 0 
s 3 

2 3 

0 0 
0 0 
2 3 

10 3 

6 3 

28 3 

0 -

0 -
0 -

10 4 
10 3 

24 4 
24 4 

12 3 

16 3 

2 4 
4 4 
4 4 
8 4 
8 3 
2 4 

20 3 

8 4 
0 -
2 3 
2 3 

0 0 
s 4 

0 0 
0 0 
0 0 
0 0 
0 0 
6 3 

s 3 

s 3 

0 0 

s 2 

IS 2 

s 3 

2 3 

s 2 

2 2 
2 4 

10 4 

6 3 

28 4 6 

0 - 0 

0 - 0 
0 - 0 
0 - 0 
0 - 0 
0 - 0 
0 - 0 
-~~ 

0 - __ 6~ 
0 - 8 

~~__j 

2 4 2 
4 4 4 
4 4 4 

8 4 4 
8 4 s 
2 4 0 

20 4 7 

8 4 4 

0 - 0 
2 4 2 

2. 4 2 

0 0 0 
4 4 2 

0 0 0 
0 0 0 
4 4 0 

2 4 0 

0 0 0 
-~-

6 4 2 
--~~ s 4 0 

0 0 2 

0 0 0 
~-----s 4 4 
~-~ 

IS 4 _...;.S___, 

6 4 2 
~-~ 

2 4 0 

s s 4 

2 4 2 

2 4 0 

0 - 4 
~-~ 

0 - 0 
Each munitions type is divided into two columns: "II" and" AM". The "II" indicates the 
maximum number of munitions loads of the mdicated type the alfcraft is able to carry; 
"AM" is the Altitude Multiple for the aircraft with that particular munitions type (see 
bombing rules, 25.0). The "II" 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 2S.S. 
I fan aircraft has "0" under the "It" 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 munjtions. 
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Effect of Forward Motion on Bombs Table Modifications 

Modification 
Coefficient 

0.33 

0.125 

0.33 
0.25 

Cause 

If munition being dropped is napalm 

rr munition being dropped is retarded (SNAKE} bomb 

If munition being dropped is AP bomblets 

1f munition being dropped is AT bomble1.5 



, 

[103.16] EFFECT OF FORWARD MOTION ON BOMBS CHART 

II- \1o,cmenl Allowance Muhiple (\CC Ca\e 103 II) 

1/ TIT( OF 
tnn \ 

/)/1 fl) 

0 

I 

1 

·' ., 
5 

6 

7 

8 

9 

10 
II 

11 

13 

u 
15 

16 

17 

18 

19 

10 
11 

11 

13 

u 
15 

16 

17 

28 

19 

JO 
J/ 

Aircraft Height Above Ground Le"el 

I 2 3 4 5 6 7 8 9 10 II 12 13 14 15 16 17 18 19 20 21 22 23 l4 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 

2 2 3 3 3 4 4 4 5 5 5 5 6 6 6 6 7 7 7 7 7 7 8 8 tl 8 8 8 9 9 9 9 9 9 9 9 10 10 10 10 10 10 10 10 I I I I II II II II I I II 

2 2 3 3 3 3 4 4 4 4 5 5 5 5 5 6 6 6 6 6 6 7 7 7 7 7 7 8 8 8 8 8 8 8 8 9 9 9 9 9 9 9 9 10 10 10 10 10 10 10 

1 2222333344444455555566666677777777888888889999999 

222233333344444455555 55666666667777777788888888 

I 

I I 

11122222233333344444444 55555555666666667777777777 

11111222222333333334444 44445555555556666666666777 

I I I I I 

I 

I I 

I I 

I 

I I 

I I 

- . - -
2 2 2 2 2 2 2 2 3 3 3 3 3 3 3 3 4 4 4 4 4 4 44 4 4 55 s 55 s 55 55 6 6 6 6 6 6 6 

I I 

222222223333333 333 44444444445555555555566 

22222222223333 3333333 44 4 4 444444455555555 

222222222233 33333333334444444444445555 

22222222222 23333333333334 4 4 4 444444444 

222222222 22233333333333333444444444 

22222222 22222233333333333333444444 

11111111222222 22222222333333333333333344 

1 11 11 1 122222 22222222223333333333333333 

222 22222222222223333333333333 

22 22222222222222223333333333 

I I 

I I 

I I I I 

I I 

I 

I 

I I 

I I 

I 

I I 

I I 

I I 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 3 3 3 3 3 3 3 3 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 3 3 3 3 3 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 3 3 3 

I 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 

I I 

I I I 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 

I I 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 

I I 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 2 

2 2 2 2 2 2 2 2 2 2 2 2 2 2 

2 2 2 2 2 2 2 2 2 2 2 2 2 

2 2 2 2 2 2 2 2 2 2 2 

2 2 2 2 2 2 2 2 2 2 

I I I I I I I I 2 2 2 2 2 2 2 2 

I I I I I I I I 2 2 2 2 2 2 2 

I I I I I I I I I I I I 2 2 2 2 2 

....... ~ 



AIRWAA 
Sequence of Play 

A. 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 

B. Visual Search Phase (Optional Rules): Both Players con­
duct Visual Searches with aJJ their aircraft that are capable 
of conducting such searches. Section 19.0 

C. Radar Search Phase (Optional Rules): Both Players con­
duct VisuaJ Searches with all their aircraft that are capable 
of conducting such searches. Section 19.0 

D. 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 

E. 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 

F . 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 maJfunction 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. 

G. 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 

H. Normal Aircraft Movement Phase: The Players move all 
NormaJ aircraft, following the same procedure outlined for 
Disadvantaged aircraft (Phase G). Section 8.0 

J . Advantaged Aircraft Movement Phase: The Players move 
all Advantaged aircraft, following the same procedure 
outlined for Disadvantaged aircraft (Phase G). Section 8.0 

K 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 (0p-
1ional 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. 
I. Acceleration/Deceleration by Power Segment: The 

phasing Player increases or decreases his moving air­
craft's Acceleration Gauge to reflect acceleration or 
deceleration by power. l f this affects the aircraft's 
Throttle Setting, the Throttle Setting marker is moved 
accordingly. 

2. Flight Attitude Decision Segment: 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 r~sulting from a dive or climb, or as a 
result of wing attitude. 

3. Acceleration and Deceleration Segment: The phasin~ 
Player decides whether his moving aircraft .• 1 

decelerate or accelerate by any means other than by 
power. If so, he adjusts the aircraft's Movement 
AIJowance marker to reflect the change in speed. 

4. Expenditure of Energy Points Segment: If 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: lf 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) 

c. 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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Aircraft and Missiles by Country of Manufacture 
AIRCRAFT 
United States of America 
Boeing B-52H Stratofonress 
Northrop F-5E Tiger II 
Republic F-105D Thunderstreak 
McDonnell Douglas F-4E Phanton 
Vought A-7D and E; Corsair II "Slur• 
McDonnell Douglas A-4F-M Skyhawk 
General Dynamics F-lllE Aardvark 
Fairchild A-lOA 
General Dynamics F-16A 
McDonnell Douglas F-15A Eagle 
Grumman A-6E Intruder 
Lockheed F-1 04G Star fighter 
Vought F-8E Crusader 
North American F-lOOD Super Sabre 
Convair F-106 Delta Dart 
McDonnell Douglas F-18 Hornet 
Grumman F-14A Tomcat 
RockweiiB-1 
North American F-86E-H Sabre 
Union of Soviet Socialist Republics 
Mikoyan MiG-19CFarmer 
Sukhoi Su-15 Flagon-E 
Mikoyan MiG- 17D Fresco 
Mikoyan MiG-15bis Fagot 
SukkoiSu-19 
Sukhoi Su-7C Fitter 
Mikoyan MiG-2lE, F, J , and K Fishbed (late) 
Air-to-Air Fighter "L '' 
Mikoyan MiG-25A, B, and D Fox bat 
TupolevTu-26B Backfire 
Mikoyan MiG-27 Flogger D 
Mikoyan MiG-23B, CWW, and E Flogger 
China 
Shenyang F-9 Fan tan 
France 
Dassault Mirage F-IC 
Dassauh MD-450 Ouragon 
Dassault Mirage IIIC, IIIE, V, and IAI Neshr 
Dassaull Mystere IV A 
Europe (Britain, Germany, Italy) 
Panavia MRCA Tornado ADV 
(Britain, France) 
BAC/Sepecat Jaguar 
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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 A1M-7B through AIM-7El 
Phoenix AIM-54A 
Late Sparrow AIM-7E2and AIM-7F 
Brazo 
Late Sidewinder AIM-9E through AIM-9J 
Early Sidewinder AfM-9B through AfM-9D 
Atoll 
Dogfight Missile 
Huges AIM-4 Falcon 
Union of Soviet Socialist Republics 
SA-2 
SA-6 
SA-3 
AA-6Acrid 
AA-8Aphid 
AA-7 Apex 
SA-7 
SA-9 
Atoll 
AA-3Anab 
AA-1 Alkali 
AA-9 
France 
Matra Magic R550 
Matra R530 
Britain 
RedTop 
SRAAM 
Israel 
Shafrir 

NOle 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 
PC 53 

PC2 
PC4 
PC5 
PC5 
PC6 
PC6 
PC6 
PC9 
PC9 

PCIO 
PC22 

PC3 
PC3 
PC4 
PC7 
PC7 
PC8 
PC8 
PC8 
PC9 

PC21 
PC21 
PC22 

PC9 
PC10 

PC2 
PCJO 

PC6 



SAM-D Patriot 

Bask Mio;sile information 

Mtsstle Type: radar-homing SAM (surface-
to-air missile) 
Tracking Cone: Normal 
Turns of Flight: 49 
Tracking Range: 750 hexes 
Probability of Malfunction: 3 
Minimum Range: 2 
Mmumum Launch Range: From all angles: 

7 hues 
Wilhin Allllude Groups: LO MLMH HI 

Max. Move Allowance: 19 18 17 16 
1st GT M ove Add: 6 6 6 6 
Turn Mode: 5 6 6 7 
Maxtmum Energy: 26 25 23 22 

Maximum Energy Add per Game-Turn: S 
Ceiling: 440 levels 

Size multiple: 4 

Missile Name: 
Red Top 

Bask Missile Information 
Missile Type: heat seeking (improved) 
Tracking Cone: normal 
Turns of Flight: 66 
Tracking Range: 90 
Probability of Malfunction: If launched in 
enemy rear arc: S, otherwise 12 
Minimum Range: 2 

Within Altitude Groups: 
Max. Move Allowance: 
1st GT Movement Add: 
Tum Mode: 
Maximum Energy: 

LO ML MH Hl 
IS 14 13 12 
4 4 4 3 
4 5 5 6 

21 20 19 18 
Maximum Energy Add per Game-Turn: 3 

Use: Lightning 

SAM-D Climb Table SAM-D Dive Table 
Climb Le"els MA Dive Levels MA 
Type Climbed Subtract T)pe Dived Aadition 

I 3 - I I 4 0 
7 - 2 5 +I 

10 -3 10 +2 
13 4 14 +3 
15 - 5 

II 20 +3 
II 17 - 6 25 +2 

19 - 7 32 • +I 
21 - 8 
23 9 Ill 34 0 

36 - I 
Ill 25 - II 40 -2 

27 - 13 42 - 3 
31 - 15 45 - 5 
32 -18 

Red Top Climb Table Red Top Dive Table 
Climb Levels MA Dive Le,·els MA 
Type Climbed Subtract T)pe Di"ed Addition 

I 2 0 I 3 0 
5 I 5 + I 
7 - 2 7 +2 

II 8 - 3 II 17 +3 

9 4 21 +2 
10 - 5 25 +I 
I I - 6 28 0 

Ill 12 - 7 31 - I 
13 8 Ill 33 -2 

35 -3 



SA-2 

Basic Missile Info rmatio n 

Missile Type: beam-riding SAM (surface-
to-air mi\Sile) 

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 G roups: lO Ml MH 

Max. Move Allowance: 14 14 13 
Jst GT Move Allowance: 11 11 II 
2nd GT Move Allowance: 12 12 12 
Jrd GT Move Allowance: 13 13 13 
Turn Mode: 8 9 9 

HI 

12 
II 
12 
13 
10 

Maximum Energy: 18 17 16 16 

Maximum Energy Add per Game-Tum: 2 

Ceiling: 510 levels 

Size mulllple: 6 

SA-6 

Basic Missile Info rmation 

Missile Type: radar-homing SAM (surface-
to-air mi~<,ile) 

Tracking Cone: Normal 

Turns of Flight: 29 
Tracki11g Range: 500 hexes 
Probability of Malfunction: 5 

Minimum Range: 2 
Minimum Launch Range: 

Fro m all angles: 7 hexes 
Within Altitude G roups: LO MLMH Ill 

Max. Move A /Iowa nee: 14 14 13 12 
Jst GT Move Allowance: 5 5 5 5 
Turn Mode: 5 6 7 7 
Maximum Energy: 20 19 19 18 
Maximum Energy Add per Game-Turn: 4 

Ceiling: 472 levels 

Size multiple: 4 

C limb 
T~pe 

I 

II 

Ill 

C limb 
T ) pe 

r 

II 

Ill 
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SA-2 Climb Table SA-2 Dive Table 
l evels MA Dive l evels MA 

Climbed ubtract T)pe Dh·ed Addition 

2 -I I 4 0 
6 -2 6 + I 
8 - 3 10 + 2 

10 - 4 

II 20 + 3 
13 - 5 25 +2 
15 - 7 28 + I 
17 - 8 30 0 

19 - 10 Ill 32 - I 

21 - II 34 - 2 
22 - 12 36 - 3 

37 - 5 

SA-6 Climb Table SA-6 Dive Table 
Levels MA Dive levels MA 

C limbed Subtract T>Pe Dived Addition 

3 - I r 4 0 
7 -2 6 -l I 
9 - 3 II -j 2 

II -4 

II 20 + 3 
13 - 5 25 +2 
IS - 6 29 + I 
17 - 7 

Ill 30 0 
19 -8 32 - I 
21 -9 34 - 2 
23 - 10 36 - 3 
24 - II 38 - 4 
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SA-3 

Basic Mi~ile Information 

Misstle Type: radar-homing SAM (surface-
to-air missile) 

Tracking Cone: limited 

Turns of Flight: 17 

Trackinl!. Range: 250 hexes 

Probability of Malfunction: 6 
Minimum Range: 2 
Mintmum Launch Range: From all angles: 

10 hexes 

Wllhln Altitude Groups: LO MLMH HI 

Max. Move Allowance: II II 10 10 
1st GT Move Allowance: 6 6 6 6 
2nd GT Mo~ Allowance: s s s s 
Turn Mode: 6 7 8 8 
Maximum Energy: 16 16 IS IS 

Maximum Energy Add per Game-Tum: 3 

Ceiling: 380 levels 

Size multiple: 5 

Hawk I 

Basic Missile Information 

Missile Type: radar homing SAM (surface-
to-air missile) 

Tracking Cone: Normal 

Tums of Flight: 22 

Tracking Range: 350 he~es 
Probability of Malfunction: 4 

Mmimum Range: 2 
Minimum Launch Range: 

From any angle: 12 hues 
Within Allitude Groups: LO ML MH HI 

Max. Move Allowan,·e: 14 14 13 12 
1st GT Movement Add: 9 9 9 9 
Turn Mode: 6 6 6 7 

Maximum Energy: 21 20 19 18 
Ma.mnum Energy Add per Game-Turn: 5 
Ceiling: 400 levels 

Size multiple: 4 

SA-3 Climb Table SA-3 Dive Table 
Climb Levels MA Dive Levels ,MA 
Type Climbed Subtract T)pe Dived Addition 

I 3 - I I 4 0 
7 - 2 7 + I 
9 - 3 

II 10 +2 
IJ II -4 15 +3 

13 - 5 20 +2 

Ill 15 - 5 Ill 25 + I ~ 
18 - 6 29 0 

30 - I 

Hawk I Climb Table Hawk I Dive Table 
Climb Levels MA Dive Levels MA 
Type Climbed Subtract T)pe m ved Addition 

I 3 -I I 4 0 
7 -2 6 +I 

10 - 3 8 +2 
12 - 4 10 -+ 3 

II 16 -t-2 
II 14 5 20 +I 

16 -6 25 0 
18 - 7 29 - I 

20 - 8 

Ill 30 -2 
Ill 22 - 9 35 - 3 

24 -10 39 -4 
26 - II 



Early Sparrow AIM-78 through 
AIM-7E l 
This Missile Performance Chart is valid for 
any of the above missile types. 

Basic Missile Info rmaCion 
Missile Type: radar-homing 
Tracking Cone: Normal 
Turns of Flight: 5 
Tracking Range: 168 he~es 
Probability of Malfunctton: 7 

Minimum Range: 2 
Minimum Launch Range: 

From rear: 10 hexes 
From side: 20 hexes 
From front: 30 hexes 

Within Allilude Groups: LO ML MH HI 
Max. MoveA/Iowance: 18 18 17 15 
1st GT Movement Add: 4 4 4 4 
Turn Mode: 7 7 8 8 
Maximum Energy: 23 22 21 20 

Maximum Energy Add per Game-Turn: 3 

P hoenix AIM-54A 

Basic Missile InFormation 
Missile Type: radar-homing 
Tracking Cone: Normal 
Turns of Flight: SO 
Tracking Range: 1,320 hexes 
Probability of Malfunction: 4 

Minimum Range: 2 

Minumum Launch Range: 
From rear: 12 hexes 
From side: 24 he"<es 
From front: 36 hexes 

Within Allitude Groups: LO ML MH 
Max. Mo~ Allowance: 23 21 19 
1st GT Movement Add: 6 6 5 
Turn Mode: 7 7 6 
Maximum Energy: 27 25 23 

HI 
17 
5 
6 

21 

Maximum Enerf.)l Add per Game-Turn: S 

Early Sparrow Climb Table 
Climb Levels MA 
T)pe Climbed Subtract 

I 3 0 
4 - I 
7 - 2 

II 8 - 3 
10 - 5 
II - 6 

m 12 - 8 
13 - 12 
14 - 14 

Phoenix Climb Table 
Climb 
Type 

I 

II 

Ill 

Levels 
Climbed 

2 
4 
6 
8 

10 
12 
14 

16 
17 
18 

MA 
Subtract 

0 
- I 
- 2 
-3 

- 4 
- 5 

6 

- 7 
- 8 
- 9 
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Early Sparrow Dive Table 
Dive Levels MA 
Type Dived Addition 

I 3 0 
5 +I 
8 +2 

10 +3 

II 21 +4 
24 +3 
28 +2 

Ill 32 +I 
40 +0 
44 - I 

Phoenix Dive Table 
Dive Levels MA 
Type Dived Addition 

I 4 +I 
8 +2 

12 +3 

II 19 +3 
21 +2 
26 + I 
30 0 
34 - I 

Ill 37 -3 
40 - 6 
41 - 10 
42 - 12 
43 - 14 
44 - 16 
45 - 18 
46 - 19 
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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 ML MH HI 
Max. Move Allowance: 21 20 19 17 
1st GT Movement Add: 5 5 4 4 

Turn Mode: 6 6 7 7 

Maximum Energy: 26 25 24 23 

Maximum Energy Add per Game-Turn: 4 

Late Sidewinder AIM-9E 
through AIM-9J and Sbafrir 
This Missile Performance Chart is valid for 
any of the above missile types. 

Basic Missile Information 
Missile Type: lmproved 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 
1st GT Movement Add: 4 4 3 3 
Turn Mode: 4 4 5 5 
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 Sparrow / Brazo CHmb Table Late Sparrow/ Brazo Dive Table 
Climb Levels MA Dive Levels MA 
Type Climbed Subtract Type Dived A'ddilion 

I 2 0 I 3 + 0 
4 -I 4 + I 

6 -2 6 +2 
8 - 3 8 +3 

13 +4 

II II - 4 
12 -5 ll 24 +4 

25 +3 

Ill 14 - 6 29 + 2 

15 - 7 
16 -8 Ill 32 +I 
17 -9 40 +0 

44 -I 

NOTES: 

The Brazo missile is identical to the AIM-7F able to track its target. If, on a given Game­
except that it does not require a radar lock- Turn, the Brazo's target does not use Radar 
on to its target. Rather, the target marker is Search, does not attempt to get a radar lock­
placed in front of the aircraft tbat is using on, and either does not have radar contact 
radar; as long as that aircraft continues to with any aircraft or voluntarily breaks such 
use Radar Search every rurn, or as long as it contact, the Brazo goes ballistic and is 
retains a radar lock-on, the Brazo will be removed from play. 

Late Sidewinder/Sbafrir Climb Late Sidewinder/Shafrir Dive Table 
Table Dh•e Levels MA 

Climb Levels MA Type Dived Addition 
T~·pe Climbed Subtract I 3 0 

I 2 0 6 +I 
4 - I 9 +2 
6 - 2 

II 16 +3 
II 8 - 3 21 +2 

9 - 4 26 + I 
10 - 5 
II -6 Ill 28 0 

30 - I 
Ill 12 -7 32 -2 

13 - 8 33 -3 
34 -4 
37 -5 



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 l-IS, 500 for RH 

Probability of Malfunction: 9 
Minimum Range: 4 
Minimum Launch Range: (for RH) 

From rear: 18 hexes 

From side: 32 hexes 
From from: 42 hexes 

Within Altitude Groups: LO ML MH 

Max. Move Allowance: 16 15 14 
1st GT Movement Add: 4 4 3 
Tum Mode: 6 6 6 
Maximum Energy: 21 20 19 

HI 

13 
3 
7 

18 
Maximum Energy Add per Game- Turn: 3 

AA-8Aphid 

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: WMLMH m 
Max. Move Allowance: 15 14 13 12 
1st GT Movement Add: 5 4 3 2 
Turn Mode*: 3 4 4 5 
Maximum Energy: 20 19 18 18 
Maximum Energy Add per Game-Turn: 4 

Climb 
Type 

I 

II 

Ill 

Climb 
Type 

I 

II 

Ill 
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Acrid Climb Table Acrid Dive Table-
Levels MA Dive Levels MA 

Climbed Subtract Type Dived Addition 

2 0 I 3 0 

4 -I 6 +I 
6 - 2 8 + 2 

8 -3 ll 16 + 3 
9 - 4 21 • 2 

10 - 5 25 + I 
II - 6 28 0 

30 - I 

12 - 7 
13 - 8 Ill 33 ·- ~ 

37 - 3 

Aphid Climb Table Aphid Dive Table 
Levels MA Dive Levels MA 

Climbed Subtract Type Dived Addition 

2 0 I 3 0 
4 - I 6 + I 
6 -2 8 + 2 

8 -4 II 16 + 3 
9 - 5 21 +2 

10 -7 25 + I 

11 - 8 Ill 28 0 
12 -9 30 - I 

33 - 3 
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AA-7 Apex 
This Missile comes in two versions; one 
heat-seeking, one radar-homing. 

Basic Missile Jnformation 
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 
1sT GT MovemenT Add: 3 3 3 2 
Turn Mode•: 5/6 516 617 617 
Maximum Energy: 20 19 18 17 

Maximum Energy Add per Game-Turn: 3 
*First number for HS, second for Rl-1. 

SA-7 and SA-9 
This Missile Performance Chart is valid for 
both of the llbove 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: 12110 

Minimum Range: 917 hexes 

Within AJtitude Groups: LO* 
Max. Move Allowance: 8 
1st GT Move Allowance: 4 

Turn Mode: 5 
Maximum Energy: 5 

Maximum Energy Add per Game-Turn: 
Ceiling: 20/ 25 levels 

Size mulTiple: 4 

*Because o f its ceiling, an SA-7 may never 
be abo ve LO altitude. 
(second figure relates to SA-9) 

Climb 
Type 

I 

II 

Ill 

Climb 
Type 

I 

II 

Ill 

Apex Climb Table 
Levels MA 

Climbed Subtract 

2 0 
4 -1 

6 -2 

8 - 4 
9 - 6 

10 - 7 

II -8 
12 -9 

SA-7 Climb Table 
Levels 

Climbed 

2 

4 

6 

7 

9 

10 
II 

12 

MA 
Subtract 

-I 

-2 
- 3 

-4 
-5 

- 6 
-7 
- 8 

Apex Dive Table 
Dive Levels MA 
Type Dived A'i:ldition 

I 3 0 
6 + I 
8 +2 

II 16 +3 
20 +2 
24 + I 

111 27 0 
30 - 2 
32 -3 

SA-7 Dive T able 
Dive Levels MA 
Type Dived Addition 

I 6 0 

II 14 +I 

Ill 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. 

~ 



I, 

Matra RSJO 

Basic Missile Information 

Missile Type: radar-homing 

Tracking Cone: limited 

Turns of Flight: 9 

Tracking Range: ISO 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 

Max. Move Allowance: 15 14 14 
1st GT Movement Add: 4 4 3 
Turn Mode: 6 7 7 

HI 

13 
3 
7 

Maximum Energy: 19 18 17 16 

Maximum Energy Add per Game-Turn: 4 

Early Sidewinder AIM-98 
through AIM-90 and A TOLL 
This Missile Performance Chart is valid for 
any of the above missile types. 

Basic Missile Info rma tion 
Missile Type: Heat-seeking 

Tracking Cone: Norma~ 
Turns of Flight: 2 

Tracking Range: 30 hexes 

Probability of Malfunction: 8 for Early 
Sidewinder, 11 for Atoll 

Minimum Range: 2 

Within Altitude G roups: LO MLMH HI 

Max. Move Allowance: 14 14 13 12 
1st GT Movement Add: 3 3 3 3 
Turn Mode: 6 6 7 7 

Maximum Energy: 19 18 18 17 

Maximum Energy Add per Game-Turn: 3 

PC9 

Matra R530 CUmb Table Matra R530 Dive Table 
Climb Levels MA Dive Levels MA 
Type Climbed Subtract Type Dived Addition 

I 2 0 I 3 0 
4 - I 6 +I 
6 -2 8 +2 

II 8 - 3 II 14 + 3 
9 - 4 21 + 2 

10 -6 25 + I 

Jl) II -7 Ill 28 0 
12 -8 30 - I 

32 - 2 
35 - 3 

Early Sidewinder/ Atoll Climb Table Early Sidewinder/ Atoll Dive Table 
Climb Levels MA Dive Levels MA 
T ype Climbed Subtract Type Dived Addit ion 

I 3 -I I 4 0 
6 -2 6 +l 

10 +2 

u 7 - 3 
8 - 4 II 14 +3 
9 -5 20 +2 

22 +I 

Ill 10 -6 25 0 

II -8 
Ill 26 - I 

28 -2 
30 -3 
32 -5 
34 - 7 
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Matra Magic RSSO 

Basic Missile Information 

Missile Type: improved heat-seeking 
Tracking Cone: Normal 
Turns of Flight: 2 

Tracking Ran/!,e: 50 he~es 
Probability of Ma/funcuon: S 

Minimum Range: 2 
\\ ithin Altitude Groups: LO ML MH HI 

Max. Move Allowance: 15 14 13 12 
lsr GT Movement Add: 5 4 4 3 

Turn Mode: 3 4 4 5 
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 mi\~ile types. 

Basic Missile Information 

Missile Type: improved hcat -\ccking 
Tracking Cone: Normal 
Turns of Flight: S 
Tracking Range: 120 hexes 

Probability of Malfunction: 3 
Minimum Range: 2 

Within Altitude Groups: LO MLMH 
Max. Mo,•e Allowance: 18 17 16 
1st GT Movement Add: 9 8 7 
Turn Mode: 3 3 3 
Maximum EnerK)I: 24 23 22 

HI 

15 
6 
4 

21 
Maximum Enerzy Add per Game- Turn: 4 

Matra Magic Climb Table 
Climb Levels MA 
Type Climbed Subtract 

I 4 0 

II 

Ill 

6 

9 
10 

II 

12 

- I 

- 2 
3 

- 3 
- 4 

Dogfight/ SRAAM Climb Table 
C limb Levels MA 
Type Climbed Subtract 

I 4 0 
6 - I 

II 9 - 2 
II - 3 

m 12 - 5 
13 - 8 

Matra Magic Dive Table 
Dive Levels MA 
T).pe Dived Addition 

I 2 0 

5 +I 
8 +2 

II 18 +3 
21 +2 
25 + I 

HI 26 0 
28 - I 
30 - 2 
31 - 3 

HPDogfight/ SRAAM Dive Table 
Dive Levels MA 
Type Dived Addition 

I 2 0 
5 + I 
7 +2 

10 +3 

II 20 +3 
22 +2 
24 +I 
26 0 
28 - I 
30 - 2 
31 -3 

III 32 -5 
33 -6 
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4 
B-52 Turn Mode Table 

Aircraft Name: 
Movement A ltitude Grou ping B-52 Acceleration Table 
A llowance LO ML MH HI + 

........... . 
Boeing B-52H Stratofortress T hrot tle A ltitude Group ing 

5 6 7 8 Setting LO ML MH HI 

-

Basic Aircmft Informa tion Table 
Aircraft Type: Strategic Heavy Bomber 
Connon Type: A, rear mou nted 
Connon Shots:20 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 50 
Ceiling: 244 
Deceleration: 30 
Size: 9 
Number of Crew Members: 6 
Point Value: 5144 
Within Altitude Groups: LO ML M H 

Maximum Throttle: 5 5 5 
Minimum Throlfle: 1 2 2 
Maximum Energy: 9 10 12 

Maximum Energy Addition/Turn: 4 
Cruise Speed: 4 

Special Rules: 

HI 
5 
2 

13 

I. Electronics given for rules are only for 
modified B-52s existing since c. 1976. 
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. 

8-52 Roll Table 
Movement J>oint~ 

Points Rolled 

l 
2 2 

8 -52 Flight Parameters 
Game- Turns in Type Ill Climb before ... 

. . Making lmmclmann: 

.. Entering Pull-Through: 

Game-Turns in Push- Through before .•. 
.. . Making Split-S: 

Reduction in Mlll'ement Allowance for . . 
. . Making Lateral Rudder Roll: 
. . . Executing Break: 

Energy Poims l.ost in each J>u/1-Up: 

M P I mt each Game-Turn WinJ:.I Venical: 

-

5 6 7 8 1 2 

3 5 7 8 9 2 Yl 

3 \tl 
4 6 7 8 9 4 Y2 \tl 
5 6 7 8 9 5 
6 7 9 10 11 

8-52 Dive Table 
T lpe LO A llilude Mt Allitude MH Altitude HI A ltitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd 
2 

II 4 

Ill 9 

lO MI. Mil HI 

may not perform 
may not perform 

may not perform 

may not perform 

3 3 4 4 

2 

2 

2 2 

2 

2 

2 

MA 

5 

6 

4 

Add Dvd MA Add Dvd MA Add Dvd MA Add 

0 

-l 
;:r .., 
0 

~~ 
(J)O 
,.. < 
~n: 

=-3 ='n:-
(J<;;:l ,....-
~> 
;:r-
n·o 
t:r~ 

"""" < ::I 
~Q 
;;;·o 
Er..., 
oc 
;:r 
t'1l 
,::).. 

2 5 3 6 3 6 

5 6 5 6 6 6 

10 4 0 10 5 0 10 5 0 

B-52 CLIMB TABLE 
Number of Levels C limbed 

(by Altitude G rouping) 

LO ML MH m 
1 2 3 l 2 3 1 2 1 

5 4 3 2 3 2 I 3 2 

4 3 2 2 I - 2 - I 
3 2 I -
2 
1 

B-52 Loaded Characteristics: 
Maximum Thro/1/e: 4 al LO & ML; 5 at MH & HI. 

Dive: No type Ill, may not exceed maximum throttle setting. 

Climb: No type Ill. MA - I. 

Acceleration: Treat all l ' s as Vz'\. 

Turn Mode: Add 2 to all turn modes . 
Roll Cost: Add I MP to all costs . 

CeilinR: 220 levels. 

-
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Aircraft Name: 

Northrop F-SE Tiger II 

Basic Aircrafllnformatlon Table 

Aircraft Type: fighter and fighter-bomber 
Cannon Type: I 

Cannon Shots: 6 

RH Missiles: 0 

HS MISSiles: 2 
Damage Capacity: 7 

Ceiling: 207 

Deceleration: 8 
Size: 5 
NumberofCrewMembers: l 
Poinr Value: 613 

Within Altitude Groups: 

Maximum Throttle: 

Minimum Throllle: 

LO ML MH HI 
6 7 7 8 

2 2 2 
Maximum Energy: !2 13 13 14 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none. 

Other Versions: 
F-SA: The F-SA differs from the F-5E as follows. 
Ceiling: 200: Decelerarion: 7; Maximum Throttle: 
ML (6), HI (7); Maximum Energy: ML (12), HI 
(13); Climb: LO + ( - 2) from all Type Hl, (-I) 
from others, LO, ML, HI (- 4) from all Type Ill, 
(- 2) from all others; Dive: LO Type U (Max MA 
6), LO Type Ill (Lvls Dvd II), ML (Max MA when 
diving 2 levels, 6), ML Type II (Max MA 6), ML 
Type Ill (Max Lvls Dvd 13), HI (Max MA may not 
exceed 7), HI (Max Lvls Dvd 14); Turn Mode: ML 
with MA of S (3), MH with MA of I (3), MH with 
MA of 4 (4), MH with MA of 5 (5), HI with MA of 
I (3), HI with MA of 5 (6); Accelerarion: LO with 
TS of 4 (2), ML (-I from all numbers above 3), 
MH (halve all numbers above 2), HI (halve all 
numbers above I); Flight Parameters: MH (in­
crease numbers for lmmelmann and Split-S by I; 
Loaded Characteristics: Ceiling of I OS . 

F -SE RoU Table 
Movement Points 

Points Rolled 

0 1-3 
1 4 + 

F -SE Flight Parameters 
Game- Turns in Typ' Ill Climb before . .. 

. Making lmmclmann: 

... Entering Pull-Through: 

Game-Turns in Push-Through before ... 
. . . Making Split-S: 

Reduction in Mm•ement .41/owance for ... 
Making Lateral Rudder Roll: 

. £)(ecuting Break: 

Energy Poims Lost in each Pull-Up: 

MP I rm each Game- Turn Wings Vertical: 

L.O 

0 

3 

I 

2 

F-SE Turn Mode Table 
Movement Altitude Grouping F -SE Acceleration T.able 
Allowance L.O ML MH HI 

Throttle Allitude Grouping 
2 2 2 2 Setting L.O Ml.. MH HI 

2 2 2 3 4 I 3 3 2 2 

3 2 2 3 4 2 3 3 2 2 

4 2 2 3 5 
3 3 3 2 2 

4 3 3 2 
5 2 2 4 5 s 2 2 2 

6 3 3 5 6 ~ 2 

7 4 4 6 7 7 

8 7 8 

F -SE Dive Table 
LO Allilude 

Lvls Max MA 
Dvd MA Add 

ML. AUitude MH Altitude Ill AIIUude 

n 

llJ 

Lvls Max MA Lvls Max 
Dvd MA Add Dvd MA 

2 6 0 2 7 0 2 7 

3 7 

10 7 

14 6 

-l 
;::r ... 
52 
~:= 
Vlo 
..,.~ _ ... 
=·3 8 ;:I ... 
00;:::1 
~- 7 
~> ::r- 6 no 
::r~ 5 "'"' <;:I 

~~ 4 
<A'o 3 ::r"' rr.· 2 ::r 
f1; 
~ 

2 

0 

5 

10 
15 

16 

7 2 5 8 

7 10 8 
7 15 7 

6 0 17 6 

F-SE CLIMB TABLE 
~umber of L.e"els C limbed 

(b~ Altitude Grouping) 

L.O Ml 
2 3 4 5 6 2 3 4 

- - - -

6 5 3 3 6 

5 4 3 3 3 2 

4 2 2 2 

5 
4 

4 
2 

2 2 5 
4 

3 3 I - 3 

2 2 

MA 
Add 

0 
2 

0 

MH 

2 3 

5 3 

4 2 
2 
I -
I -

L1'/s 
Dl•d 

2 
5 

10 
15 

19 

Max 
MA 

8 
8 

8 
7 

6 

HI 
I 2 3 
7 6 4 
6 5 3 
6 4 2 
5 3 
4 2 -
3 

MA 
Add 

0 

0 

Mt MH HI 

I 2 3 F -SE Loaded Characteristics 
2 2 Maximum Throttle: Sat all altitudes. 

Dive: may not exceed maximum throule setting . 
0 Climb: no type Ill climb, MA reduced by 2. 

Acceleration: halved , retaining fraction s. 

2 2 2 Turn Mode: increased by one-third. 

3 3 4 Roll Cos1: 1-2 pis: 0 MP. 3 + pis.: I MP . 

2 2 2 
Ceilin~: 120 levels. 

2 2 3 
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Aircraft Name: 

Republic F-IOSD Tbunderstreak 

Basic Aircraft Information Table 
Aircraft Type: fighter-bomber 
Cannon Type: A 
Cannon Shots: 5 
RH Missiles: 0 
HS Missiles: 1 
Damage Capacity: 13 
Ceiling: 208 
Deceleration: 9 
Size: 6 
Number of Crew Members: J 
Point Value: 716 

Within Altitude G roups: WMLMH HI 
Maximum Throttle: 7 7 8 8 
Minimum Throttle: 2 2 2 2 
Maximum Energy: 13 14 15 15 

Maximum Energy Add per Game-Turn: 4 
Cruise Speed: 4 

Special Rules : none 
Other Versions: 
F-lOSWW: Two seal Wild Weasel version. 
See "Wild Weasel" rules for full explanation 
of differences and functions. 

Note: 
The performance figures on this chart reflect 
a typical F-105 of the 1967-68 era when their 
performance was considerably less than it 
had been when the aircraft were younger. In 
the early 60's, the speed of F-105's was com-
parable to that of the F-4, and they would 
carry up to four Sidewinders. 

F-105D Roll Table 
Movement Points 

Points Rolled 
0 I 
1 2 + 

F-1050 Flight Parameters 
Game-Turns in Type Ill Climb before ... 

.. Ma king lmmelmann: 

. . . Entering P u ll-Through: 

Game-Turns in Push-Through before ... 
. . . Making Split-S: 

Reduction in M01•ement Allowance f or . . . 
. . . Making Lateral Rudder Roll: 

Executing Break: 

Energy Points Lost in each Pull-Up: 

MP Los/ each Game- Tum Wings Vertical: 

l.O 
2 

0 

3 
3 

2 
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F-1050 Turn Mode Table 
M ovement Altitude G rouping 
Allowance LO ML MH HI F-1050 Acceleration Table 

1 3 4 6 7 
Throttle Altitude G rouping 

Setting 1.0 ML MH HI 
2 3 4 6 7 
J 4 5 8 8 3 3 2 

4 5 7 9 9 2 3 3 2 

s 5 8 10 12 J 3 2 2 

6 6 9 II 13 4 2 2 2 

7 6 9 12 14 s 2 2 

8 6 9 12 14 6 

9 7 10 12 14 7 ~~.! 

10 8 10 13 15 

F-1050 Dive Table 
T)pe LO Altitude MI. Alti tude MH Altitude H I Altitud e 

Lvls Max MA Lvls Max MA Lvls Max MA L~·ls Max MA 
Dvd MA Add D1•d MA Add Dvd MA Add Dvd M A Add 

2 7 0 2 7 0 2 8 0 2 8 0 

5 10 3 5 10 2 5 10 2 5 10 2 

II 15 9 15 9 15 10 15 10 

Ill 17 9 0 19 9 20 9 21 9 

F105D CLlMB TABLE 
;! Number of Levels <:limbed .., 
~ (by AHitude Grouping) 
~ ~ LO ML MH H I CllO n< 

2 3 4 s 6 2 3 4 s I 2 3 ] 2 J _ ..,. 
=·3 -r.; 8 - - - - 7 6 4 7 6 4 '11:::1 
.-.- 7 6 5 3 2 2 6 5 3 2 2 6 5 3 6 5 3 ~~ ;:;·o 6 5 4 3 2 I 5 4 3 2 5 4 2 5 3 2 
:r~ s 4 3 2 2 1 4 2 2 1 4 2 4 2 tl>l),) - -< ::1 ""n 4 3 2 3 3 1 - 3 1 -.., "" v;·o 

3 2 2 2 2 ;:r-1 

riO" 
:r 2 - - - - -,. 
~ - - - - -

ML MH HI 1' -1050 Loaded Characteristics: 
3 5 6 Maximum Throttle: 5 at all alt itudes . 
2 4 5 Dive: MA may not exceed max. Throttle Setting. 

Climb: No Type l ll Climbs; MA reduced by 2 from that 

3 4 indicated on Climb Table . 

Acceleration: halve all Accel. Allowances. retaining fractions. 

3 3 4 Turn Mode: add one-lhird to all Turn Modes, rounding down . 

3 3 4 Roll Cos1: ro ll ing one point costs I Movement Point, 
more costs 2. 

2 2 3 Ceiling: ISO levels. 

2 2 3 
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• + F-4 Turn Mode Table F-4 Acceleration Table 
Aircraft Name: 
McDonnell Douglas F -4E 
Phantom 

Movement Altitude Grouping ThroUle Altitude Gro4ping 
LO ML MH 

Basic Aircraft lnformaHon Table 
Aircraft Type: fighter and fighter -bomber 
Cannon Type: A 
Cannon Shots: 3; F-40: 6 
RH Missiles: 4; 6 if no HS missiles carried 
HS Missiles: 4 
Damage Capacity: 14 
Ceiling: 249 
Deceleration: 10 
Size: 7 
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 

Allowance LO 

1 2 

2 2 

3 3 
1-

4 3 

s 3/4 

6 4/5 

7 4/5 

8 516 

9 6 . 

10 6/7 

II 
1-

12 

F -4 Dive Table 

ML MH HI 

3/4 4/5 516 

3/ 4 4/ 5 5/6 

4 4/6 617 

4/5 516 617 

516 6/7 7/8 

6 7/8 8/9 

6/7 8/9 9/ 10 

7 8/10 9/11 

718 9/1010/ 12 

7/ 9 9/ 11 11/12 

10/1212/13 

12/ 14 

Setting HI 
-

I 4/3 3 312 
-

2 3 3 312 
3 3 3 2 
4 3 3/2 2 
s 3/2 2/1 2/1 
6 2 
7 1/Vl 
8 Vz 
9 ~ 

F-4 Roll Movement Points 
Table Points Rolled 

0 1-2 

3+ 

Special Rules: none. T~pe LO Altitude ML Altitude MH Altitude HI Altitude 

Other Versions: 
F-48 and C: delete cannon. Use second of 
two Turn M ode, A cceleration, and 
maneuver figures after slashes where they 
differ. " B" has infra-red detector. 
RF-48 and RF-4C: unarmed reconnaissance 
versions of the above aircraft. No missi les or 
cannon. 
F-40: as an F-4C, only with a Type A cannon 
and 5 cannon shots. 

II 

Ill 

Lvls 
Dvd 

2 
5 

15 

18 

Max 
MA 

7 
10 

9 

9 

MA Lvls 
Add Dvd 

0 2 
3 5 

15 

20 

Max MA Lvls Max MA 
MA Add Dvd MA Add 

8 0 2 9 0 
II 3 5 II 2 

10 15 11 

9 20 10 

21 9 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-4E CLIMB TABLE 'lumber of Le,ets Climhed 

F-4F: As standard, slatted, F-4E, but cannot 
use radar homing missiles. 
F-4J: As unslaued E; delete cannon; has in­
temalECM. 
F-4GWW: "Wild Weasel" version of stan­
dard slatted F-4E. See Wild Weasel rules. 
F-4K and M: As F-41 (inc. ECM). 
F-4S: As slatted F-4E; delete cannon; has 
F-41 electronics. 

F-4 Loaded Characteristics: 
Maximum Throt1le: 5 at LO and ML, 6 a1 MH and HI. 

-i ::r .., 
~ 
~s: 
cno 
<'11< 
~n. 

=.a 
::l(1> 
!10::;1 
~-
S';~> 
;:>--;:;·o 
::r~ 
<'11 Ill 

~g 
-·flO 
"'O 
::r"' OQ. 
::r 
<'11 
~ 

Dive: Movcmenl Allowance may no1 exceetl Ma'Cimum Throtl le. 

Climb: No Type Il l Climbs; all Movemenl Allowances on 
Climb Table are reduced by lwo. 
Acceleration: halve a ll Acceleration Allowances, retaining fraclions. 
Turn Mode: add one-third 10 all Turn Modes, rounding up. 
Roll Cost: rolling I to 1 point' co~ Is I Movement Poinl, more 
CO~lS 2. 
Ceiling: ISO levels. 

Missiles: may 1101 carry HS mis~ iles when loaded before 1968. 

(b) Altitude Groupin~-t) 
L.O ML MH 

2 3 4 5 2 3 4 2 3 
10 

9 
8 
7 
6 

5 
4 

3 
2 
I 

F -4 Flight Parameters 
Game-Turns in Type Ill Climb before . .. 

... Makmg. Immel mann: 
. .. E111ering Pull-Through: 

Game-Turns in Push-Through before •.. 
. .. Making Split-S: 

Reduction in Mo•·ement A llowance for ... 
. .. Making Lateral Rudder Roll: 
... Executing Break: 

Energy Points Losr in each Pull-Up: 

MP I . 0.\1 each Game-Tum Wings Vertical: 

Lvls Max MA 
Dvd MA Add 

2 10 0 
5 12 2 

15 I I 

20 10 
22 9 

m 
I 2 3 
9 8 6 
9 7 5 
8 6 4 
7 5 J 

6 4 2 
5 3 -
4 I -
3 

LO ML.. MH HI 
2 3 3(4) 

2 3 

0 2 

2 2 3/2 3 
312 3 3 4/3 

2/1 2 3/2 3 

2/J 2 312 312 

.. 



Aircraft Name: 

Vought A-7D & E 
Corsair II "SiuP' 

Basic Aircraft Information Table 
Aircraft Type: strike aircraft 
Cannon Type: A 
Cannon Shots: 5 

~ RH Missiles: 0 
HS Missiles: 2 
Damage Capacity: 13 
Ceiling: 200 
Deceleration: 7 
Size: 6 
Number of Crew Members: 
Point Value: 4/ 16 
Within AltHude Groups: LO ML MH HI 

Maximum Throttle: 5 5 5 5 
Minimum Throttle: I I 2 2 
Maximum Energy: 8 9 10 10 

Maximum Energy Add per Game- Turn: 2 
Cmise Speed: 4 

Special Rules: none. 

A-7 Roll Table 
Movement Points 

Points Rolled 
0 1 

2+ 

A-7 Flight Parameters 
Game- Turns In Type II Climb before .. . 

. Making lmmelmann: 
. . . Entering Pull-Through: 

Game-Turns in Push-Through before ... 
. . . Making Split-S: 

Reduction in Mol'ement Allowance for ... 
. . Making Lateral Rudder Roll : 
. . . Executing Break: 

Energy Points Lost in each Pull-Up: 

MP U w each Game- Tum Wings Vertical: 

t' 

LO 
4 

3 

3 

2 
3 

2 
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A-7 Turn Mode Table 
Movement Altitude Grouping 
Allowance LO ML MH HI A-7 Acceleration Table 

-
1 3 3 5 6 Th{Ottle Altitude Grouping 

- - Setting LO ML MH HI 2 3 3 5 6 
1-- -··- - 1 2 2 I I 3 4 4 6 7 -

- 2 2 2 I Yz 
4 5 5 7 8 -

J - - 1- I I I Yz 
s 5 6 8 9 4 I I Yz Vz - - I'-

6 5 7 8 10 

A-7 Dive Table 
T~pe LO Altitude Ml Altitude MH Altitude Ul Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA A dd 

2 5 2 5 3 6 3 6 

II 4 6 5 6 5 6 6 6 

Ill 10 5 0 10 5 0 I I 5 0 II 5 0 

..., 
:r .... 
0 

~3: A-7CLIMB TABLE 
tll o 

Number of levels Climbed 0 < _ .... 
=-3 (by AJiilide Grouping) ::I t> 
tr- :::1 
....... - LO ML MH H1 
~> 
::r- 1 2 1 2 1 2 I r;·c-
if ~ 5 4 3 4 3 3 3 
< !5 4 3 2 3 2 3 2 ~..., -
-·"' "' o 3 2 2 2 2 - 2 ::r-. 
,jQ ' 
::r 2 
0 1 ~ 

ML MH HI A-7 Loaded Characteristics: 
4 6 7 

3 4 6 
Maximum Throttle: 5 at a ll altitudes . 
Dive: no restrictions. 
Climb: May not make Type II climb, MA reduced by one . 

3 4 5 Acceleration: halve all numbers retaining fraction. 
Turn Mode: add l to all numbers five and under, 2 to all 

3 3 3 others . 
3 3 3 Roll Cost: double. 

2 2 3 Ceiling: 160 levels. 

2 2 2 
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A ircrajt Name.· 

McDonnell Douglas A-4F -M 
Skyhawk 

Basic Aircraft Info rmation Table 
Aircraft Type: strike aircraft 
Cannon Type.· Gin A-4H; J in all others 
Cannon Shots: 3 in A-4H; 5 in A-4M; 4 in 

all others 
RH Missiles: 0 
HS Missiles: 2 
Damage Capacity: 5 
Ceiling: 192 
Deceleration: 6 
Size: 5 
Number of Crew Members: 1 
Point Value: 4/ 9 
Within Altitude Groups: LO Ml MH HI 

Maximum Throttle: 5 5 5 5 
Minimum Throttle: I 2 2 
Maximum Energy: 7 8 8 9 

Maximum Energy Add per Game- Turn: 2 
Cmise Speed: 4 

Special Rules: none. 

A-4 RoU Table 
Movement Points 

Points Rolled 
0 1 
1 2+ 

A-4 Flight Parameters 
Game- Turns in Type Ill Climb before . .. 

... Making lmmclmann: 

. . . Entering Pull-Through: 

Game-Turns in Push-Through before •. . 
. . . Making Split-S: 

Redut·tion in Mm·ement Allowance for ... 
. . . Making Lateral Rudder Roll: 
. . . Executing Break: 

Energy Points Lost ill each Pull-Up: 

\.1P L().fif each Game- T/lrn Wings Vertical: 

lO 
3 
3 

2 
3 

2 

2 

Ml. 
3 
3 

2 

3 
3 

2 

2 

A-4 Turn Mode Table 
Movement Altitude Grouping 
Allowance LO Ml MH HI A-4 Acceleration Table 

2 2 2 2 Throttle Altitude Grouping 
Setting lO Ml MH Hl 

2 2 2 2 2 
3 3 2 I 

3 2 2 3 3 2 2 2 2 
4 2 3 3 4 3 2 2 

5 3 3 4 5 4 2 !lz 

6 3 5 5 6 

A-4 Dive Table 
T}pe LO AIJitude Ml. Altitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dwl MA Add Dvd MA Add Dvd MA Add 

2 5 2 5 3 5 3 6 

II 5 6 5 6 5 6 5 6 

Ill 9 5 0 9 5 0 10 5 0 10 5 0 

-! 
::r .., 

A-4F-M CLIMB TABLE 0 

~~ Number of levels <.:lhnbed 
UJO .., < (b) Altitude Grouping) _.., 
::::'. 3 

LO Mt MH HI :::.., 
00;:: --- I 2 J 1 2 J I 2 I 2 ~> ::r- 5 3 2 3 2 J J ;=;-c; 
::r~ 4 2 2 2 I - 2 2 nl» 
< :::s 

3 2 ~~ I - 2 2 - I -
v;·o 2 I 
::T'"' 
~· 
::r .., 
.;:!. 

MH HI A-4 Loaded Characteristics: 
4 4 

3 3 Maximum Throule: 5 at all altitudes . 
Dive: no restrictions. 
Climb: No Type II or Ill climb, MA reduced by one . 

2 3 
Acceleration: halve all numbers, retaining fractions. 
Turn Mode: add 2 to a ll modes . 

3 3 Roll Cost: double COSIS . 

3 3 Ceiling: 142. 

2 3 Missiles: may not carry air-air missiles when loaded. 

2 3 
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Aircraft Name: 

General Dynamics F-lllE 
Aardvark 

Basic Aircraft Informa tio n Table 
Aircraft Type: Fighter-bomber. 
Cannon Type: A 
Cannon Shots: 8 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 24 
Ceiling: 240 
Deceleration: 10 

Number of Crew Members: 2 
Point Value: 8126 
W ithin Altitude G ro ups: LO M L MH HI 

Maximum Throllle: 6 8 10 12 
Minimum Throllle: I 2 3 3 
Maximum Energy: 12 14 16 18 
Maximum Energy Add per Game-Tum: 4 
Cruise Speed: 4 

Special Rules: none. 

Other Versio ns: 
EF-lll EWW: "Wild Weasel" version. See 
Wild Weasel Rules for differences from stan-
dard F-11 1E. 
F-IllA a nd C: Reduce maximum Movement 
Allowance by one in all dives of over two 
levels. Also add one to all turn modes at a 
Movement Allowance of seven or greater. 

FlUE Roll Table 
Movement P oints 

P oints Rolled 

0 1-2 
3+ 

F-lllE Flight Parameters 
Came· Tums in Type IT/ Climb before . .. LO 

.. Making l mmelmann: 2 

. . . Entering Pull-Through: I 
Game· Turns in Push-Through before ... 

. . . Making Split-S: 

Reduction in 1\ihwement A llowance for ... 
. . . Making Late1 al Rudder Ro ll : 2 

Executing Break: 3 

EnergJ• Points Lost in each Pull-Up: 

MP /. osr each Came- fum Wings Vertical: 2 
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F-lllE Turn Mode Table 
Movement Altitude G rouping 
Allowance LO ML MH HI 

1 3 4 6 7 F-lllE Acceleration Table 

2 3 6 7 
Throttle Altitude G rouping 

4 SeUing LO ML MH HI 

3 4 5 7 8 1 3 2 2 I 

4 4 5 7 9 2 3 2 2 I 
-

5 5 6 8 10 3 3 2 2 I 
- 4 2 2 I I 

6 6 7 10 11 
1- - 5 2 I I I 

7 7 8 I I 12 6 - I I Yl ,._ 
8 7 8 12 13 7 - I I Yl 

9 8 9 13 14 8 - - I '12 
-~ 

10 9 10 14 15 
y , " 
lO - - - Yl 

l1 - I I 15 16 1l - - - Yl --
12 - - 16 17 

1-· 
13 - - - 18 

F-lllE Dive Table 
T) pe 1.0 Altitude ML Altilude MH Allilude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Ovd MA Add Dvd MA Add 01'd MA Add 

I 2 6 0 2 8 0 2 10 0 2 12 0 
5 10 3 5 II 3 5 12 2 5 13 2 

II 10 9 I 15 11 I 15 12 I 15 12 I 

I 5 8 I 

Ill 20 8 I 20 10 I 20 II I 20 I I I 

22 9 I 23 10 I 24 10 I 

FlllE Number of Levels C limbed (b} Altilud(> Grouping) 
CLIMB TABLE LO Ml MH Hl 

....; 
=r 12 ..., 
£ 11 
~3:: 
(1]0 10 
ro < _..., 

9 =·3 
:Jo 8 I'JQ::~ 

-

-
~~ 

<> 7 
=-= 6 no 
;;:;"~ 
~Po> 5 n:J 

:.~ 4 

5 
4 
3 

~o 

3 ::r""' 
liQ' 

2 ::r 
ro 

2 

.::!. 

ML MH HI 

3 3 4 
2 2 3 

2 2 

3 3 4 

4 4 4 

2 2 3 

2 2 3 

2 3 4 5 6 7 2 3 4 5 6 2 3 4 1 2 3 

8 3 
7 2 
6 

- -
- -

5 4 

4 3 
3 2 

2 

I I 
- - - - 10 
9 7 4 3 9 

- - - - - 8 6 3 2 8 

- 7 6 5 4 3 2 7 5 2 7 
6 5 4 3 2 6 4 I 6 

4 3 3 2 5 4 3 2 3 1 - 5 
3 2 2 4 3 2 
2 I - 3 2 

I 2 - - - -

F -tHE Loaded Characteristics: 
Maximum Throllle: 6 at LO and ML; 7 in MH, 8 in HI. 

5 
4 -
3 -

2 

Dive: Movement Allowance may noi exceed Maximum Throttle . 

Climb: reduce all Movement Allowances on C limb Table by 2; 
No Type Ill Climbs . 
Acceleration: reduce a ll Accelerat ion A llowances greater tha n l 

by SOO!o • 

Turn Mode: add one-third to all Tum Modes, rounding up. 

Roll Cost: rolling 1-2 points costs 1 Movement Poim. 3 or more 

costs 2. 

Ceiling: 180 levels. 

I 
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+ Aircraft Name: 

Fairchild A-lOA 

Basic Aircmft Information Table 
Aircraft Type: ground attack "sturmavik" 
Cannon Type: H 
Cannon Shots: 9 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 20 
Ceiling: 144 
Deceleration: 16 
Size: 5 
Number of Crew Members: 
Point Value: 3/ 14 
Within Altitude Groups: LO MLMH HI 

Maximum Throttle: 3 3 3 3 
Minimum Throttle: I I 
Maximum Energy: 5 5 5 5 
Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 3 
Special Rules: 
may visually search rear arc. 

A-10 Roll Table 
Movement Points 

Point!. Rolled 
0 I 

2+ 

A-10 Flight Parameters 
Game- Tums in Type 1 Climb be/ore . .• 

... Making lmmelmann: 

. . . 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- Tum Wings Yen/cal: 

LO 
3 
2 

2 
2 

A-10 Turn Mode Table 
Movement Altitude Grouping A-10 Acceleration Table 
Allowance LO ML 

2 I 

3 2 2 
I~ 

4 2 2 

A-10 Dive Table 
T~pe LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 4 

II 4 4 

Ill 6 3 0 

ML MH m 
3 3 4 

2 3 4 

2 

2 2 3 
2 3 3 

I 2 

2 2 

MH HI 
Throttle Altitude Grouping 

I Setting LO 
I 2 -

1 3 

3 4 
t~ 

2 3 

3 4 

ML Altitude MH Altitude 

L~·ts 
Dvd 

2 

4 

6 

Max MA Lvls Max 
MA Add Dvd MA 

4 2 4 

4 4 4 

3 0 6 3 

A lOA CLIMB TABLE 
Number of l.evels Climbed 

(by AltJtude Grouping) 

MA 
Add 

0 

LO ML MH Ill 

3 
2 

2 

2 

I 

l 
2 2 

I 
2 

A-10 Loaded Characteristics: 
Maximum Throffle: 3 at all altitudes . 
Dive: no restrictions. 

ML MH HI 

J 2 2 
3 2 2 

HI Altitude 

L1•/s Max MA 
Dvd MA Add 

2 4 

4 3 0 

5 3 0 

Climb: Movement Allowance may not exceed one . 
Acceleration: reduce by SO%, losing fractions. 
Turn Mode: no change . 
Roll Cost: no change . 
Ceiling: 89 levels. 

-
-
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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: S 
Number of Crew Members: 
Point Value: 10/ 6 
Within Altitude Groups: LO ML MH HJ 

Maximum Throttle: 7 8 9 10 
Minimum Throttle: I 2 2 
Maximum Energy: 14 15 16 17 

Maximum Energy Add per Game-Turn: S 
Cruise Speed: 4 

Special Rules: 
May visually search rear arc. 

Movement Points 
F-16A Roll Table Points Rolled 

0 1-4 

S+ 

F-16A Turn Mode Table 
Movement 
Allowance 

Altitude Grouping 
LO ML MH HI 

1 

2 

3 

4 

s 
6 

7 

8 

9 

10 

11 

12 

2 

2 

2 

2 

2 

2 

2 

3 

3 

3 

2 

2 

2 

2 

2 

2 

3 

3 

3 

4 

5 

F-16A Dive Table 
T~ pe LO AIHtude 

Lvls Max MA 
Dvd MA Add 

2 7 0 
5 10 3 

II 15 10 2 

Ill 22 9 

2 

2 

2 

2 

2 

3 

3 

4 

4 

4 

5 

2 

2 

3 

3 

3 

4 

4 

5 

5 

6 

6 

7 

ML AIWude 
Lvls Max MA 
Dvd MA Add 

2 8 0 
5 I I 3 

10 
15 

20 
23 

11 
10 

10 

9 

2 
2 

F-16A Acceleration Table 
Throttle 

Setting 

I 
2 

3 

4 

5 
6 

7 
8 
9 
10 

Allitude Grouping 
LO ML MH HI 

6 6 5 2 
6 

6 

6 

5 
4 

6 
6 

6 

5 
4 

3 
2 

4 

4 

4 

3 
3 
2 
2 

2 
2 
2 

2 

2 

PC19 

Note: May accelerate while climbing. 

MH Altitude 
Lvls Max MA 
Dvd MA Add 

2 9 0 
5 

15 

20 

24 

II 

II 

II 
10 

2 

2 

HI Altitude 
L\•ls Max A1A 
Dvd MA Add 

2 10 0 
5 

10 
15 

20 
25 

12 

12 
12 

II 
10 

2 

F16A CUMB TABLE 
1.0 

Number of Levels Climbed (bl Altitude Grouping) 

2 3 4 5 6 7 8 9 10 

7 6 6 5 5 4 4 3 3 2 

6 5 5 4 4 3 3 2 2 I 
5 4 4 3 3 2 2 I -

4 3 3 2 2 
3 2 2 
2 

ML MH 
2 3 4 5 6 7 8 9 10 

8 7 6 6 5 4 4 3 2 
7 6 6 5 4 3 2 2 I -
6 5 5 4 3 2 2 
5 4 4 3 2 
4 3 3 2 
3 2 

2 3 4 5 6 7 

9 8 7 6 5 4 3 
8 7 6 5 4 3 2 
7 6 5 4 3 2 2 
6 5 4 3 2 
5 4 3 2 -
4 3 2 
3 2 I 
2 - - - - -

HI 
12 3456 

to 9 8 7 6 5 
9 8 7 6 5 4 
876543 

765432 

6 5 4 3 2 
5 4 3 2 
4 3 2 

3 2 

F-16A Flight Parameters 
Game-Turns in Type Ill Climb before ... 

• .. Making lmmclmann: 
LO Ml MH HI 

F -16A Loaded Characteristics: 

... Entering Pull-Through: 

Game-Turns in Push-Through before ... 

. . . Making Split-S: 

Reduction in Mo1•ement A 1/owance .for . .. 
. . . Making Lateral Rudder Roll: 
... Executing Break: 

Energy Points Lost in each Pull-Up: 

M P 1. ost each Game-Turn Wings Vertical: 

0 0 0 I 
2 

0 0 0 

I 2 
2/ 2 2 

I 2 

I 2 

Maximum Throttle: 6 at LO; 7 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 I to all turn modes LO & ML, 2 at MH & HI. 
Roll Cost: 1-3 cost 1 MP, 4 + 2 MP. 
Ceiling: 144 levels. 
Missiles: May only carry two HSM when loaded. 
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Aircraft Name: 

McDonnell Douglas F-lSA 
Eagle 

Basic Aircraft lnforrw.1tion Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: A 
Cannon Shots: 4 
RH Missiles: 4 
HS Missiles: 4 
Damage Capacity: 18 
Ceiling: 312 
Deceleration: 11 
Size: 5 
Number oj Crew Members: 
Point Value: 11 115 
Within Altitude Groups: LO ML MH HI 

Maximum Throttle: 7 9 10 12 
Minimum Throttle: I I 2 
Maximum Energy: 14 16 17 19 

Maximum Energy Add per Game- Turn: 5 
Cruise Speed: 4 

Special Rules: 
May have up to 2 lock-ons simultaneously. 
May fire HSM at other targets while having 
lock-on. 
Other Versions: 
Rf-151\: armed reconnaissance version. 
Retains armament. 

FlSA Roll Table 

Movement 
Points 

0 

Points 
Rolled 

1-4 
1+ 5+ 

FJSA t:LIMB TABLE 
LO 

I~ 

!•-

1-

FlSA Turn Mode Table 
Movement Altitude Grouping 
Allowance LO ML MH HI 

I I I 
2 2 2 

3 2 2 
4 2 2 
5 2 2 

6 2 3 
7 3 3 
8 3 4 

9 4 4 

10 5 5 
11 6 6 
12 - 7 

F-ISA Dive Table 

Type LO Altitude 

II 

Ill 

Lvls Max MA 
Dvd MA Add 

2 8 I 
5 II 4 

10 
15 

20 
21 

II 

10 

10 
9 

2 
2 

I 1 -

2 3 
3 4 

3 4 

3 4 
4 5 
4 5 
5 6 
5 6 
6 7 

7 7 

8 8 

ML Altitude 

Lv/.5 Max MA 
Dvd MA Add 

2 10 

15 

20 
24 

12 

II 

10 
9 

4 

2 

Number of Levels Climbed (h) Altitude Grouping) 

FlSA Acceleration Table 
Throttle Altitude GrouJ?ing 

Setting LO ML MH HI 

I 7 6 5 2 
2 6 6 4 2 
3 6 6 4 2 
4 

5 
6 
7 

8 
9 

10 
II 

6 

6 
5 

6 
5 
4 

4 

3 

4 

3 

3 
3 
2 

2 

2 
2 

2 

Note: May climb while accelerating. 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

2 II I 

5 12 3 
10 

15 

20 

25 
26 

12 

12 

II 

II 

10 

2 

2 

HI Altitude 

Lvls MtLr MA 
Dvd WA Add 

2 12 I 
5 12 3 

10 12 2 

15 

20 

25 

27 

12 
1:! 

II 

10 

2 

ML MH Hl 
2 3 4 5 6 7 8 9 10 11 12 13 1 2 3 4 5 6 7 8 9 10 1 2 3 4 5 6 7 1 2 3 4 5 6 7 

12 II 9 8 7 5 3 

II 10 8 7 6 4 2 
10 9 7 6 5 4 

~ 
12 - -

11 
10 -~?: 

w~ ::.3 9 
riel g 8 

9 8 7 6 5 5 4 4 2 

10 9 8 7 6 5 ) 
9 8 7 6 5 4 2 
8 7 6 5 4 3 

-;;; 7 7 6 5 5 5 4 4 4 3 3 2 2 
~s= 6 6 5 4 4 4 3 3 3 3 2 2 1 -
iff 5 5 4 3 3 3 2 2 2 2 
;i~ 

8 7 6 5 4 4 3 2 2 -
7 6 5 4 3 3 2 I -
6 5 4 3 2 2 
5 4 3 2 2 

7 6 5 4 3 3 -

6 5 4 3 2 2 -
543211-

4 3 2 

9 8 6 5 4 3 -
875442-

7 6 4 3 3 I -
65322--
5 4 2 

"':il 4 4 3 2 2 2 
v;· 0 3 3 2 ::r..., 

~ 
l't 
.::.. 

2 2 
1 

Eagle Flight Parameters 
Game- Turns In Type Ill Climb before ... 

... Making lmmelmann: 
. Entering Pull-Through: 

Game-Turns in Push-Through before ... 
. . . Making Split-S: 

Retluc:tion in 'Wm·emenl Allowance for ... 
. . . Making Lateral Rudder Roll: 
... Executing Break: 

Energy Points Lost in each Pull-Up: 
MP Lost ead1 Game-Turn Wings Vertical: 

4 3 2 
3 2 
2 

LO ML MH HI 

0 0 I 
2 

0 0 0 

I I 2 2 
2 2 2 3 

I 1 2 2 
2 2 2 

4 3 
3 2 3 2 -
2 2 

Eagle Loaded Characteristics: 
Maximum Throttle: 6 at LO; 7 at ML and MH; 8 at HI 
Dive: May not exceed max. Throttle Selling. 
Climb: reduce MA by two . 
Acceleration: Reduce all acceleration allowances by one-third, 

rounding fractions to nearest number . 
Turn Mode: Add l to all modes LO and ML, 2 at MH and HI. 
Roll Cost: 1-4 cost one MP, 5 + cost two MP. 
Ceiling: ISO levels. 
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Missile Name: 

AA-3 
A nab (This missile comes in 
two versions: heat seeking 
and radar homing.) 

Basic Missile Info rmation 
Missile Type: heal-seeking or radar 
homing. (Heat seeking version has normal 
tracking against targets with a Throtlle 
Selling of 7 or more, when it is Improved) 
Tracking Cones: normal 
Turns of Flight: 7 for HS; 10 for RH. 
Tracking Range: ISO 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 A ltitude G roups : 
Max. Move Allowance: 
1st GT Movemenr Add: 

LO MLMH HI 
16 15 14 13 
4 3 3 3 

Turn M ode: 
Maximum Energy: 

5 5 6 7 
20 19 18 17 

Maximum Energy Add per Game-Turn: 3 
Use: Su-15, possible MiG-23 

Missile Name: 

AA-1 
A lkali (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: 10 for HS; 60 for RH. 
Probability of Ma/funcrion: 12 
Minimum Range: 4 
Minimum Launch Ranger (/or RH) 

From rear: 12 hexes 
From side: 24 hexes 
From front: 36 hexes 

Wilhin Altitude Gro ups: LO MLMH 
Max. Move Allowance: II 10 9 
1st GT Movemenr Add: 3 2 2 
Turn Mode: 6 7 8 
Maximum Energy: I I 10 9 
Maximum Energy Add per Game-Turn: I 

Use: MiG-17's and MiG-19's in '50s and 
early '60s. 

HI 
8 
I 
9 
8 

C limb 
T ype 

I 

n 

Ul 

Anab Climb Table 
Levels MA 

C limbed Sublracl 

2 0 

4 -I 

5 -2 
9 -3 

10 -4 
I I -5 
12 - 8 

AlkaH Climb Table 
C limb Levels MA 
T ype C limbed Sublracl 

I I -2 

2 -3 
II 3 -4 
Ill 4 -5 

PC21 

Anab Dive Table 
Dive l evels MA 
T ype Dived Addition 

I 3 0 

5 +I 

10 +2 

II 16 +3 

21 +2 

24 +I 

29 0 

30 -I 

lU 33 -2 

36 - 4 

Alkali Dive Table 
Dive Levels MA 
Type Dived Add ilion 

I 3 0 
II 6 +I 

Ill 8 0 
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Missile Name: 

AA-9 

Basic Missile Information 
Missile Type: radar homing 
Tracking Cone: normal 
Turns of Flighl: 42 
Tracking Range: 600 hexes 
Probabilily of Malfunction: 6 
Minimum Range: 4 
Minimum Launch Range: 

From rear: 16 hexes 
From side: 30 hexes 
From front: 40 hexes 

Within Altitude Groups: 
Max. Move Allowance: 

LO MLMH 
18 17 16 

Jsr QT Movemen/ Add: 5 5 4 
Turn Mode: 6 6 6 
Maximum Energy: 24 23 22 

Maximum Energy Add per Game-Turn: 3 
Use: Foxbat-E 

HI 
15 
4 
7 

21 

AA-9 Climb Table 
Climb Levels MA 
T ype Climbed Subtract 

I 2 0 

5 -I 

7 - 2 

II 9 -3 

10 - 4 

II -5 

Ill 12 - 7 

13 - 8 

Missile Name: AIM-40 Climb Table 

Hugbes AIM-4 
Falcon 

Basic Missile Information 
Missile Type: heat seeking or radar homing 
Tracking Cone: HS: normal, RH: normal 
Turns of Flight: 4 for HS, 6 for RH 
Tracking Range: 60 for HS, 100 for RH 
Probabilily of Malfunction: HS pre-/969: 
12, RH and HS posl-1969: 7 
Minimum Range: 2 

Climb 
Type 

I 

II 

Ill 

Levels MA 
Climbed Subtr\lCI 

3 0 

4 - I 

6 2 

7 - 3 

8 - 5 

10 - 6 

II 7 

12 - 8 

( 13) -14 

( 14) -16 Minimum Launch Range (RH:) 
From rear: 18 hexes 
From side: 30 hexes 
From front: 36 hexes 

Number~ in paren1hesis can only be climbed by 
heat-seeking version. 

Within Altitude Groups: LO ML MH H1 
Max. Move Allowance: 18/15 18/14 17/13 15/12 
lsi GT Movement Add: 5/4 4/ 4 4/ 3 3/2 
Turn Mode: 7 8 8 9 
Maximum Energy: 20 20 18 18 

Maximum Energy Add per Game-Turn: 3 

When IWO numbers arpcar, first is for 
heat-seeking AIM-40, second for radar-
homing AIM-4F. 

Use: F-106's, F-4's (68), Viggcn, Draken 
(Swedish only). 

AA-9 Dive Table . 
Dive Levels MA 
Type Dived Addition 

I 4 + I 

8 + 2 

15 + 3 

II 20 + 3 

22 + 2 

26 + I 

30 0 

35 - I 

Ul 39 3 

40 - 6 
41 - 10 

42 - 12 

43 -13 

44 - 16 

AIM-4 Dive Table 
Dive Levels MA 
T ype Dived Addition 

1 3 0 

6 +1 

9 +2 

10 +3 

II 19 +4 

22 +3 

26 + 2 

Ill 32 +1 

36 0 

38 - 1 
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Gloster Meteor F.8 Gloster Meteor F.8 
Turn Mode Table 

Aircraft Name: 
Altitude Groupin~ 

Acceleration Table 
Gloster Meteor F .8 Mo,·ement 

Allowance LO ML Mil HI 
T hro ttle Allitudl' (;roupinl( 
Sellin~ LO ML MH HI 

2 2 2 2 I 5 5 3 2 
2 2 3 3 3 2 5 5 3 
J 2 3 3 4 

Basic Aircraft Information Table J 4 ~ 2 
4 3 3 4 4 

Aircraft Type: fighter and fighter-bomber 4 3 2 
Cannon Type: I 5 ~ 5 5 6 

Cannon Shots: 4 
RH Missiles.• 0 
HS Misslfes: 0 

Gloster Meteor F .8 Flight Parameters Damage Capacity: 6 

Ceiling: 176 Game- Turns in Type II Climb before ... 1.0 ML Mil Ill 

Deceleration: S ... Making lmmclmann: 2 2 3 3 

Size: 7 ... Entering Pull-Through: 2 2 3 3 
Number of Crew Members: 1 Game-Turns in Push- Through before ..• 
Point Value: 41 I ... Making Split-S: 0 

Wilhin Altitude Groups: WMLMH HI Reduction in Mm·ement Alfowance for .•. 
Maximum Throule: 4 4 4 4 ... Making Lateral Rudder Roll: 2 2 3 
Minimum Throllle: I I I 2 ... Executing Break : 2 2 3 3 
Maximum Energy: 8 8 9 9 Energy Points Lost in each Puff-Up: 2 3 
Maximum Energy Add per Game-Tum: 2 

1--
MP Lost each Game-Turn Wings Vertical: 2 2 2 2 

Cruise Speed: J 

Gloster Meteor F .8 l>l\ E TABLE 
Gloster Meteor F .8 T)pt LO Altitude Ml. Allitudt MH Altitude Ill Allitude 

Roll Table Lvls Max 
Movement Points Dvd MA 

Points Rolled 2 4 
0 1-2 

3+ II 5 5 

Ill 6 4 

Gloster Meteor F.8 Loaded Characteristics: 
Maximum Throllle: 3 
Dive: May not exceed 4 MP. 
Climb: No Type II Climb, MA reduced by I. 
Acceleration: Hahe all numbers, retaining fractions. 

Turn Mode: Add I to all modes. 

Roll Cost: doubled 

Ceiling: 100 levels 

MA Lvls Max 
Add D1·d MA 

2 4 

5 5 

0 6 4 

MA 
Add 

0 

Lvls 
Dvd 

4 
3 
2 

2 

5 

6 

Max MA L1·l\ Mux MA 
MA Add D1·d MA Add 

4 2 4 

5 5 4 

4 0 6 3 0 

Gloster Meteor F .8 
CLIMB TABLE 

Numbtr of le\tls (.'llmbt'd 

(b) Altitude Grouping) 

LO Ml MH HI 

I 1 2 I 2 I 

3 3 2 2 2 
2 2 2 2 

2 I -
I -

PC23I 

-

-

-

-
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Aircraft Name: 

Saab J35F Draken 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: R 
Connon Shots: 3 
RH Missiles: 2 {Falcon only) 
HS Missiles: 2 {Falcon or Sidewinder); 

0 (on Finnish aircraft) 
Damage Capacity: 11 
Ceiling: 240 
Deceleration: 8 
Size: s 
Number of Crew Members: 1 
Point Value: 1/S 

Within Altilude Groups: LO ML MH 
Maximum Throllle: 6 7 9 
Mimmum Throllle: I 2 2 
Maximum Energy: 12 14 15 

Max1mum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none 
Other Versions: 
There is an unarmed reconnaissance ver­
sion. Danish aircraft have improved air­
ground capability. See 28.1, 28.2, 28.3. 

Draken Roll Table 
Movement 

Points 

0 

Points 
Rolled 

1-2 

3+ 

Draken Flight Parameters 
Game- Turns In Type Ill Climb before ... 

... Making lmmelmann: 

... Entering Pull-Through: 

Game- Turns in Push- Through before ... 
. .. Makmg Split-S: 

ReduCiicm in MtJI·~m~nt Allowance for ... 
... Making Lateral Rudder Roll: 

... Executing Break : 

Energy Points Lost in each Pull-Up: 
MP /.ost each Game-Turn Wines Vertical: 

HI 
10 
2 

16 

T)pe 

II 

Ill 

LO 

0 

I 

2 
2 

2 

Draken Turn Mode Table 

Movement Altitude Grouping Drakeo Acceleration Table 
Allowance LO ML MH HI Throltle Allitude Grouping 

1 2 2 3 4 Setting LO ML MH HI 

2 2 2 3 4 1 3 3 2 

3 2 2 3 5 2 3 3 2 

4 2 2 4 5 3 3 3 2 

s 2 3 4 6 4 3 2 2 

6 2 3 5 6 s 2 2 

7 3 4 6 7 6 2 

8 4 4 6 7 7 Ill 
9 5 6 7 8 8 Ill Ill 

10 7 8 9 9 Ill 
11 8 9 10 

Draken CLIMB TABLE 
Number of Levels Climbed (by Altilude Grouping) 

-I LO ML MH HI ;:r .., 
2 2 3 4 s 6 2 3 4 s 2 J 4 I 2 J 
ii'~ 10 - - - - 9 8 6 
(110 
n < 9 - - - - - - 8 7 5 3 8 7 5 - n =· 3 8 - - - 7 6 4 3. 3 7 6 4 2 7 6 4 = n -00 :::! 

6 5 3 2 2 6 5 3 6 5 3 ~- 7 
~ :> 

4 3 2 2 2 5 4 2 I 5 4 2 4 4 2 ;:r - 6 5 ;:;· 0 
;:r 11 s 4 3 3 2 2 4 3 2 I - 4 3 I - 4 3 co I» 

~ = 4 3 2 3 2 3 2 3 2 -.., (') -· ,. 
2 2 2 "' 0 J 2 ;:r .... 

o'C' 
::r 2 - - - -
ro 
.:J. - - - -

Draken DIVE TABLE 
LO Altitude ML AJlitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

2 7 0 2 8 0 2 9 0 2 10 0 

5 9 2 5 10 2 5 II 2 5 II 2 

10 9 2 15 9 15 10 15 10 

15 9 

16 8 0 19 8 0 19 9 0 20 9 0 

ML MH HI Draken Loaded Characteristics: 
2 3 Maximum Throllle: Sat all altitudes 

2 Dive: may not exceed maximum T hro!tle Selling, no Type Ill 

0 0 
Climb: No Type Ill Climb. MA reduced by 2 
Acceleration: halved , retaining fractions 

Turn Mode: increased by one-thjrd 
2 2 2 Roll Cost: 1-2 Points: 0 MP; 3 +: 2 M P 
2 3 3 Ceiling: 120 levels 
2 2 3 Missiles: not when loaded. 
2 2 3 
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Aircrafl Name: 

Saab AJ-37 and JA-37 Viggen 
Viggen Turn Mode Table 

Movement Altitude Grouping 

Basic Aircn~ft Information Table 
Aircrafl Type: fighter-bomber 

(fightcr-JA-37 ver~ion) 
Connon Type: R (JA-37 version only) 
Cannon Shots: 3 
RH Missiles: 2 (AIM 7F or Falcon, JA-37 

onJy) 
HS Missiles: 2 (AIM-9 or Falcon) 
Damage Capacify: 13 
Ceiling: 240 
Decelerafion: II 

· Size: 6 
Number of Crew Members: l 
Point Value:913for JA-37;6/ Sfor AJ p37 

Viggen Acceleration Table 
T hro ttle Altitude Grouping 
Setting LO ML MH HI 

I 3/4 3/4 2/3 2 

2 3 3 2 112 

3 3 3 2 I 

4 2/3 2/3 112 

5 2 2 

6 2 2 

7 1/2 

8 Vz 

9 hi I V1 

Vz 

Allowance 

Within Altitude G roups: W ML Mil 
Maximum Throule: 617 7/ 8 9 
Minimum Throule: I I 2 
Maximum Energy: 13 14 16 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none 
Other Versions: 
SK-37 is a two seat version and uses figures 

for the AJ-37. 
JA-37 (interceptor) uses second of two 
figures where they differ. 

m 
10 
2 

16 

Viggen Flight Parameters 

2 

3 

4 

5 
6 

7 

8 
9 

10 

II 

Game- Turns in Type Ill Climb before ... 
... Making lmmelmann: 

... Entering Pull-Through: 
Game- Turns in Push-Through before ... 

... Making Split-S: 
Reduction in M ovement Allo~·ance /fJr ... 

... Makmg Lateral Rudder Roll: 

... Executing Break: 
Enugy Points Los1 in each Pull-Up: 
MP Lost each Game-Tum Wings Vertical: 

Viggen Loaded Characteristics: 

Maximum Throule: 5 at LO and ML, 6 at MH and HI. 

LO ML MH 

2 2 3 

2 2 3 

2 2 3 

2 2 4/3 

2 312 4 

2 3 4 

3 3/4 5 

4/3 4 5 

s 5 6 

6 6 7/6 

7 7 

LO ML MH HI 
211 2 

I 2 

0 0 1/0 

I I 2 2 
3 3 3 3 

2 2 2 
2 2 2 2 

Roll Cosl: double 
Dive: MA may not exceed 5 at LO and ML, 6 at MH and HI. Ceiling: 155 levels 

PC25 

HI 

4 

4 

5i4 

615 

6 

7/ 6 

811 

817 

9/8 

9/8 

10/9 

10 
Climb: No Type Ill Climb, reduce MA by 211. Missiles: 2 HS while loaded. 
Acceleration: Reduce by one-third, rounding fn~ctions up. 
Turn Mode: increase by 2501o, ignoring fractions. 

Type LO Altitude MLAJIUude MH Altitude HI Altitude 

= Lvls Max MA Lvls Max M A Lvls Max MA Lvls Max M A Viggen Roll Table - Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 
~ 

~ Movement Points 
1:"! iO' 

I 2 617 010 2 7/8 010 2 9 0 2 10 0 Points Rolled 
~ (JCI 5 819 2 5 9/10 2 5 II 2 5 12 2 0 1-213 > fl 

:a = II 10 7/ 8• I 10 819 I 10 10 I 15 I I I I 3+/4 + r-
~ Ill 14/15 7/ 8 0 15 8 0 16 9 0 18120 10 I 

-1 Sumber of Le~el~ Climbed (b) Allitude Grouping) 
::r LO MI. MH HI .., 
2 

I 2 3 4 5 6 7 1 2 J 4 5 6 1 2 3 4 5 I 2 3 4 ii' !:: I Viggen w S1 10 - - - - - - - - - - - - - - - - - - 619 -18 -16 -12 
I 

CLIMB = 3 9 - - - - - - - - - - - - - 7/8 4/6 -/4 -/2 -/1 618 -16 -14 -/1 

TABLE ~ g 8 - - - - - - - -/7 -/6 -15 -14 -/4 -/2 611 415 -13 -/1 -/1 517 -15 -13 ---$. > 7 -16 -15 -15 -14 -13 -/3 -/2 616 415 -14 -13 -13 -/1 616 315 -12 -II - 516 -14 -12 -::r -

~~ 6 515 4/4 3/4 -/3 -/2 -/2 -/1 515 3/4 -/3 -/2 -/2 -/1 515 3/4 -/1 - - 415 -13 -/1 -
5 4/4 3/3 2/3 -/2 -/1 -/1 -/1 4/4 2/3 -/3 -/1 -/ 1 - 4/4 212 -/1 - - 3/4 -/2 -/1 -

~ ~ 4 3/3 212 112 -11. -II -/ I - 3/3 1/2 -/1 -/1 - - 3/3 1/ 1 - - - 2/3 -/1 - -~;;· 
0 . ::r-. 3 2/2 1/ 1 -/1 -/1 - - - 212 -/1 -/1 - - - 2/2 -/ 1 - - - 112 -/1 - -tiO' 

2 1/ 1 -/1 -/ 1 1/ 1 -/ 1 1/ 1 .,./ ) ::r - - - - - - - - - - - - - - -~ 

..:::!. 1 - - - - - - - - - - - - - - - - - - - - - -

• 
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Aircraft Name: 

a ~ & Lightning Turn Mode Table 

Movement Altitude Grouping 
Lightning Acceleration J'able 

Altitude Grouping ~ British Aircraft Corporation 
Lightning F .6 

Allowance LO ML MH HI 
Throtlle 
Selling LO ML MH HI 

1 2 2 3 4 1 3 3 2 I 
2 2 2 3 4 2 3 3 2 l 
3 2 2 3 4 3 3 3 2 

Basic Aircraft Information Table 
Aircraft Type: fighter 
Cannon Type: Type G (not on RAF air-

craft) 
Cannon Shots: 2 
RH Missiles: 0 
HS Missiles: 2 (Red Top only) 
Damage Capacity: 12 
Ceiling: 240 
Deceleration: JO 
Size: 5 
Number of Crew Members: l 
Point Value: 11 I 

Within Altitude Groups: LO ML MH HI 
Maximum Throttle: 7 8 9 II 
Minimum Throttle: 2 2 3 3 

· Maximum Energy: 12 13 14 15 

Maximum Energy Add per Game-Turn: 3 
Cmise Speed: 4 
Special Rules: none 

Lightning DIVE TABLE 
Type 

4 

5 

6 

7 

8 

9 
10 

11 

2 2 3 5 4 
2 2 3 5 5 
2 3 4 5 6 
3 4 5 6 7 
4 4 6 7 

8 
5 5 7 7 9 
- 6 8 8 10 
- - 9 10 

Lightning Flight Parameters 
Game-Turns in Type Ill Climb before... LO 

... Making [mmelmann: 

... Entering Pull-Through: 

Game-Tums in Push- Through before ... 
... Making Split-S: 0 

Reduction in Movement Af/owance for ... 
... Making Lateral Rudder Roll: 

... Executing Break: 3 
Energy Points Lost in each Pull-Up: I 
MP Lost each Game-Turn Wings Vertical: 2 

3 2 

2 

ML MH 

l 2 

0 

3 
I 
2 

2 

2 
3 
2 

2 

HI 
3 
3 

3 
4 

2 
3 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

ML Altitude 

Lvls Max MA 
Dvd MA Add 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

m Altitude 

Lvls Max MA 
Dvd MA Add 

Lightning Roll Table 

II 

Ul 

2 7 0 

5 9 2 

15 8 

17 8 

11 

10 
9 

8 
7 
6 

5 
4 
3 
2 

Lightning 
Loaded 

Characteristics: 

0 

2 8 0 2 9 0 2 I I 0 

5 10 2 5 II 2 5 II 1 

15 9 15 10 10 

15 

II 

10 

19 8 0 20 9 0 21 9 0 

Number of Levels Climbed (by Altitude Grouping) 

LO ML MH 
2 3 4 5 6 7 8 9 2 3 4 5 6 7 2 3 4 5 6 

7 6 6 5 5 4 4 3 2 
6 5 5 4 4 3 3 2 2 
5 4 4 3 3 2 2 2 
4 3 3 2 2 2 I -
3 2 2 
2 

7 6 6 ~ 4 4 3 
6 5 4 4 3 3 2 
5 4 4 3 2 2 I 
4 4 3 3 2 
3 3 2 2 
2 2 

8 7 6 5 4 3 

7 6 5 4 4 2 

6 5 4 4 3 
5 4 3 3 2 
4 3 2 2 I -
3 2 
2 

Movement Points 
Points Rolled 

0 1-2 

HI 
l 2 3 4 

10 9 7 6 

9 8 6 4 
8 7 5 3 
7 6 4 2 
6 5 2 
5 4 1 -
4 3 

3 
2 -

3+ 

Maximum Throttle: S at all altitudes 
Dive: No Type Ill, MA may not exceed 5 
Climb: no Type Jll climb, MA reduced by 2 

Acceleration: halved, retaining fractions 

Turn Mode: increased by one-third, round fractions to nearest 
number 

Roll Cost: 1 point: 0, 2 +: 1 MP 

Ceiling: 144 levels 

-

-

-

-
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+ 1 4 ~ & 
Aircraft Name: 

Hawker Harrier 

Hawker Harrier 
Turn Mode Table Hawker Harrier 

Movement Allitude Groupin~ Acceleration Table 
Allowance LO ML MH HI Throttle Allitude Groupin~ 

Basic Aircraft Information Table 
Aircraft Type: fighter-bomber 
Cannon Type: G 
Cannon Shots: 3 
RH Missiles: 0 
HS Missiles: 2 
Damage Capacity: 8 
Ceiling: 208 
Deceleration: 30 
Size: 5 
Number of Crew Members: I 
Point Value: 513 

Within Altlhtde Groups : W ML MH fD 
Maximum Throllle: 5 5 5 5 
Minimum Throllle: I I 2 
Maximum Energy: 10 II 12 13 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 
Special Rules: capable of V/ STOL night: 
sec 104.4. 
Other Versions: 
AV-8B and Sea Harrier with improved elec­
tronics. Sec 28.1. 

2 

2 2 

3 2 

4 2 

5 2 

6 2 

7 3 

-:! 
;:r ., 
~ 
~3': 
cno 
tl> ~ 
2. ;3 
:::2 tl> I 2 00 :::1 ,... ~ s 5 4 ~ > :r- 4 4 3 ;;· 0 
;:r :;; 
'"' I» 3 3 2 
< :::2 q g 2 2 
in' 0 2 ;:T'"\ 

a;· 
::r 
() 

~ 

2 2 2 Setting LO ML Mil Ill 

2 2 2 I 6 6 5 4 

2 2 3 2 6 6 4 3 
1-

2 3 3 ,_ 3 5 5 4 2 

2 3 3 4 5 5 4 2 
1-

2 3 3 

3 4 4 

Hawker Harrier CLIMB TABLE 

Number or Levels Climbed (by Altilude GroupinR) 

LO ML MH HI 

3 4 s 6 I 2 3 4 5 2 3 4 I 2 3 
4 3 3 2 

I 
5 4 4 3 2 5 4 3 2 5 4 3 

3 2 2 4 3 3 2 4 3 2 4 3 2 
' 

2 I -
I 

3 2 I - 3 2 I - 3 2 . 
- I 2 I 2 2 I -

I - - :_ 

Hawker Harrier DIVE TABLE 
Hawker Harrier T~pe LO Altitude 

Roll Table 
Movement Points 

Points Rolled 

0 1-3 

4 + II 

Ill 

Hawker Harrier Loaded Characteristics: 
Maximum Throllle: 5 at all altitudes 

Dive: no restrictions 

Climb: reduce MA by 2 

Lvls Max 
Dvd MA 

2 6 

5 7 

10 7 

12 6 

Acceleration: reduce all acceleration allowances by one-thtrd, 
rounding fractions to nearest number. 

Turn Mode: add I to all numbers at an MA of S or less, add 2 
to all numbers at greater MAs. 

Roll Cost: double 
Ceiling: 152 levels 

MA 
Add 

0 
2 

0 

ML Allilude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA 
D vd MA Add Dvd MA Add Dvd MA Add 

2 6 0 2 6 0 2 6 0 

5 7 2 5 7 2 6 7 2 

10 7 I 10 7 10 7 

12 6 0 14 6 0 16 6 0 

Hawker Harrier Flight Parameters 
Game- Turns in Type Ill Climb before ... LO ML MH HI 

... Making Jmmelmann: 2 ~ 2 2 

... Entering Pull-Through: 2 2 2 2 
Game- Tums in Push-Through before ... 

... Making Split-S: 0 0 0 
Reduction in Mo1•ement .411ott·ance for ... 

...Making Lateral Rudder Roll: I 2 2 

... Executing Break: 2 2 2 3 
Energy Points Lost in each Pull-Up: 2 2 2 
MP Lost each Game-Turn Wings Vertical: 2 2 2 
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,-i-, 4 Hawker Hunter 
Turn Mode Table + A ircrafl Name: AIHtude Grouping Hawker Hunter Acceleration Table 

Movement 
Hawker Hunter Allowance LO ML MH HI Throttle AIUCude Grouping 

Basic Aircraft lnrormatioo Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: P 
Cannon Shots: 4 
RH Missiles: 0 
HS MISsiles: 0 (except on modified aircraft) 
Damage Capacity: 9 
Ceiling: 200 
Deceleration: 7 
Size: 5 
Number of Crew Members: 1 
Point Value: 5/ 2 

Within Altilude Groups: LO ML MH 
Maximum Thro/1/e: 5 5 5 
Minimum Throttle: I I 
Maximum Energy: I 0 II II 

Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 4 

Other Versions: 
All Hunters from the F.6 on up use these 
statistics. There is a fully anned recon­
naissance version, the F .R.IO. 

From c.l966•on, most Hunters in active 
service were modified to carry four 
Sidewinders. (Hunters nown by Iraq were 
apparently an exception to this) 

Hawker Hunter 
Roll Table 

MovemenC Points 
PoinCs Rolled 

0 1-2 

3+ 

2 

3 

4 

5 -
6 

HI 
5 
2 

12 

2 2 2 3 
Sellin~ LO 

2 2 2 3 
1 5 

2 2 2 4 
2 4 

2 2 2 4 
3 4 

2 2 2 4 
4 4 

1-

2 2 3 4 

Hawker Hunter CLIMB TABLE 

-1 Number of Levels Climbed ::r .... 
g (by Altitude Grouping) 

ii-~ LO ML MH HI 
rJlO 2 1 2 1 2 1 2 n < ,..n 
=·3 5 4 3 4 3 4 2 3 2 ::;, n 
00::;, 

4 3 2 3 2 3 2 2 2 ...... -
~:> 
::r- 3 2 2 2 2 2 r;·o-
::r~ 2 I - I -n ll> 
< :::l 1 n n 
~.o 
"' 0 ::T"" a;;· 
:r 
n .::;. 

Hawker Hunter Flight Parameters 
Game-Turns in Type II Climb before •.. LO ML 

... Making lmmelmann: 2 2 

... Entering Pull-Through: 2 2 
Game-Turns in Push- Through before .. . 

... Making Split-S: 0 0 
Reduction in Movement Allowance for ... 

... Making Lateral Rudder Roll: I I 

... Executing Break: 2 2 
Energy Points Lost in each Pull-Up: I I 
MP Lost each Game-Turn Wings Vertical: 2 2 

Hawker Hunter DIVE TABLE 
T)pe LO Altitude ML Altitude MH Altilude HI AUHude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

2 5 2 5 3 6 3 6 

ll 4 6 2 4 6 2 4 6 2 6 6 2 

lll II 5 0 II 5 0 12 5 0 12 5 0 

Hawker Hunter Loaded Characteristics: 

ML 

5 
4 

4 

3 

MH 

2 

2 

0 

2 
3 
2 

2 

Maximum Throttle: 4 at all altitudes Turn Mode: add I at LO and ML, 2 at MH and HI. 

Dive: Maximum Movement Allowance may not exceed Roll Cost: 1 MP: l-3 Pts., 2 MP: 4 + Pts. 
maximum Throttle Setting. Ceiling: 140 levels. 

Climb: No Type ll climbs, MA reduced by I. Missiles: may not carry air-air missiles while loaded. 
Acceleration: reduce by half, retaining fractions. 

MH 

4 

3 

3 

2 

HI 

2 

2 

2 
3 
2 
3 

HI 

3 

2 

I 

. 

l 



+ Aircraft Name: 

Grumman A-6E 
Intruder 

Basic Aircran Information Table 
Aircraft Type: strike aircraft 
Cannon Type: no canno n carried 
Cannon Shots: 0 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 12 
Ceiling: 179 
Deceleration: 7 
Size: 6 
Number of Crew Members: 2 
Point Value: 116 

Within Altitude G ro ups: W MI. MH HI 
Maximum Throttle: 5 5 5 5 
Minimum Throttle: 1 1 2 2 
Maximum Energy: 8 9 10 10 

Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 4 

Special Rules: none 
Other Versions : 
Wild Weasel (see 24.5). 

The EA-6EWW is identical in all Special 
rules with the EF- li iEWW. 

A-6E Roll Table 
Movement Po in ts 

Points Rolled 

0 1 

2+ 

A-6E Intruder Flight Parameters 
Game-Turns in Type Ill Climb before ... 

... Mak ing lmmelmann: 

... Entering P ull-Through: 

Game-Turns in Push- Through before ... 
... Making Split-S: 

,-
Reduction in Mo vement A llowance for ... 

... Making Lateral R udder Roll: 

.. . Executing Break: 
Energ)' Points Lost in each Pull-Up: 

1-
MP Lost each Game:Tum Wings Vertical: 

,_ 

T ype 

ll 

Ill 

LO 

3 
2 

2 
3 
I 

2 
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A-6E Turn Mode Table 

Movement AltHude G ro uping A-6E Acceleration Table 
Allowance LO 

2 

2 2 

3 2 

4 3 

5 3 

6 4 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 5 

4 6 

10 5 0 

ML MH m -
3 3 4 
3 3 3 

2 3 

2 3 3 
3 4· 4 

2 2 3 
2 2 3 

ML 

2 

2 

3 

3 

4 

4 

MH 

2 

3 

3 

4 

4 

5 

5 
4 

3 
2 

1 

Hl 

2 

3 

4 
4 

5 
6 

T hrottle 
Setting 

1 

2 

3 
4 

A-6E CLIMB TABLE 

Number of Levels Climbed 
(by Altitude G rouphtg) 

LO ML MH 
2 

4 2 

3 
2 -

1 
4 

3 

1 

3 
2 

Altitude Grouping 
LO ML MH HI 

3 3 2 

2 

2 

HI 

2 

2 

2 

A-6 DIVE TABLE 
ML Altitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA 
D vd MA A dd Dvd MA Add Dvd MA Add 

2 6 3 6 3 6 

5 6 1 5 6 6 6 

11 5 0 12 5 0 5 0 

A-6E Loaded Characteristics: 
Maximum Throffle: 5 at all altitudes 

Dive: no restrictions. 

Climb: No Type 11 Climb 

Acceleration: halve all numbers, retaining fractions 
Turn Mode: add 2 to all modes 

Roll Cost: double 

Ceiling: 150 levels 
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...:.-. - F -104G Starfighter 

~ 
Turn Mode Table 

Aircraft Name: M ovement Altitude G rou ping F-104G Acceleration Table 

Lockheed F-104G Allowance LO Ml Mli HI T hrottle Altilude Gro uping 

Starfighter 1 4 6 7 10 Selling LO ML MH HI 

2 4 6 7 10 1 4/3 3 3 

3 5 7 8 II 2 3 3 3 
Basic Aircraft Informa tion Table 
Aircraft Type: fighter and fighter bomber 4 6 8 9 12 3 3 3 3 ., 

Cannon Type: A (not m CF-104, pre-1971) s 7 9 10 II 14; 15 4 3 312 2 

Cannon Shots: 4 (0 m CF-104, pre-1971) 6 8 11 / 12 13 16 s 3/2 2 2. I 
RH Missiles: 0 

7 8/9 I I 12 13. 14 16/17 6 2 2/1 
HS Missiles: 4 

8 9 13/ 14 16/ 17 7 1/!h 14 Damage Capacity: 7 
8 Vi Ceiling: 232 9 13/14 14/15 17 

Deceleration: 7 10 14/ 15 17/ 18 9 Vi 
Size: 5 11 18 
Number of Crew Members: 1 12 
Point Value: 7/2 

Wilhin Allitudc G roups: LO MLMH HI 
Maximum Throlfle: 7 8 9 10 F -1 04G Flight Parameters 
Minimum Throttle: 2 2 3 4 Game-Turns in Type Ill Climb before ... LO ML MH HI 
Maximum Enerj!.y: 13 14 16 17 ... Makmg lmmelmann: 3 4 5 6 
Maximum Energy Add per Game-Tum: 3 ... Entenng Pull-Through: 3 4 4 5 
Cruise Speed: 4 Game- Turns in Push-Through before ... 
Other Versions: ... Making Split-S: 2 3 4 5 
See tables 28.1, 28.2, and 28.3 for differ- Reduction in Mo•·eme11t A /Iowa/Ice for ... 
ence~ between CF-104 and F- 104J ver~ions. 

F-104C: u\e numbers after slash where two 
. .. Making Lateral Rudder Roll: I I 2 2 

numbers appear. ... Executing Break: 2 3 3 4 

F-104S: see table 28.1 for difference. Can Energy Points Lost In each Pull-Up: I 2 2 3 
-

carry t\\ o A IM-7E-2 RH missiles in place \,fP Lust each Game-Turn Wing.f Vertical: 2 2 213 3/4 
of two heat-seekers. 

-l 
'lumber of le~els C limbed (b) Altitude (;rouping) 

::r LO Ml MH Jtl 

"" 
.., 

• 2 2 3 4 s 6 7 8 2 3 4 5 6 2 3 4 5 6 l 2 3 4 ..... 
~ ~ 10 = - - - - - 9 8 6 4 

""' F-104G Roll Table C'l :! ;s 9 - - - - - 8 7 6 5 4 4 8 7 5 3 
Movement Points n =·3 

fJ g 8 7 6 5 5 4 3 7 6 5 4 3 3 7 6 4 2 
P oints Ro lled r"' ........ - 3 3 2 6 5 3 2 6 5 3 - ~ ~ 7 6 6 5 4 4 1 3 2 6 5 4 4 

0 1-2 ~ ::r -
6 5 5 4 3 3 2 2 5 4 3 2 2 5 4 3 2 I 5 4 I = n·o - -

I 3+ 
....j ~~ s 4 4 3 2 2 I - 4 3 2 I - 4 3 2 4 2 - -... -
)> l'l> -

3 2 3 2 3 ~.g 4 3 3 2 = ~ 0 
3 2 2 2 2 2 r" ::r"' 

~ .;;· 
2 ::r - - - - - - - - - -

l'l> 
.:::! I - - - - - - .: -

T ) pe LO Altitude ML Altitude MH A lt itude m Altitude 
Lvfs Max MA Lvls Max MA Lvls Max MA Lvfs Mo."C MA 
Dvd MA Add D vd MA Add Dvd MA Add Dvd MA Add 

F-l04G I 2 7 0 2 8 0 2 9 0 2 10 0 
DIVE TABLE 

5 9/8 2 5 10/9 2 5 10/ 9 I 5 11/10 I 
II 10 9/8 I 15 9/9 I 15 10 I 15 10 I 

15 8 I 

Ill 16 817 0 17 817 0 18 817 0 I 19 8 0 

n Maximum Throlfle: 5 at all altitudes. Turn Mode: Add o ne-third to all tum modes, rounding up. 
=- Dive: Movement Allowance may not exceed Maximum Throttle Roll Cost: Rolling I or 2 points costs I Movement Point, 3 + ~ 

~r"'"" Selling. pts: 2 MP. no • 
-~ ..... Climb: No Type I ll Climb, aJI Movement Allowances on C limb Ceiling: 146 levels. ~=-~ Table arc reduced by 2. I !a:2.. C'l Missiles: may only carry two HSM whi le loaded. 

I ;::;· Acceleration: Reduces al l Acceleration Allowances greater 1 han 

"' one by I. 
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-4 F-8 Crusader Turn Mode Table F -8 Crusader 

Movement Altifude Grouping Acceleration Table 
Aircraft Name: 

Vought F-8E 
Crusader 

Allowance LO ML MH HI ThroUie AICitude Grouping 

Basic Aircraft Information Table 
Aircraft Type: fighter 
Cannon Type: 0 
Cannon Shots: 3 
RH Missiles: 0 
HS Missiles: 4 
Damage Capacity: 10 
Ceiling: 232 
Deceleration: 8 
Size: 6 
Number of Crew Members: 1 
Point Value: 612 

Within Altitude Groups: LO ML MH 
Maximum Thrortle: 6 7 7 
Minimum Throule: 2 2 3 
Maximum Energy: 12 13 14 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: Cannon may jam when 
turning tightly. See Rule 104.1. 
Other Versions: 
F-8A/ B/ C/ D: usc first figure in paren thesis 
where different from those given. 

f-8J: use second figure in paren thesis 
where different from those given. See also 
Radar chan for improved radar. 
There exist unarmed photo recon versions 
of all F-8 sub-types 
F-8E(FN): French Navy version of the 
F-8E, with improved French Radar. Can 
carry 2 RH (Ma<ra), 2 HS missiles (R.550 
or Sidewinder) 

F-8 Crusader 
RoJJ Table 
Movement Points 

Points Rolled 

0 1-3 
4+ 

H1 
8 
3 

14 

Type 

n 
rn 

2 2 2 2 Selling LO 

2 2 2 3 4 1 3(-/4) 

3 2 2 3 4 2 3 

4 2 2(3/-) 4 5( -/4) 3 3 

5 2(3/-) 3 5(-/4) 5 4 3(2/-) 

6 3 3 5 6 5 2 

7 4 6 7 6 

8 8 9 7 

F-8E Crusader CLIMB TABLE 
...., 
:r Number of Levels Climbed ..., 
0 

~3:: (by Altitude Grouping) 

<no LO ML MH 
(I> < 
::.3 2 3 4 5 2 3 4 2 3 
;:J (l> 

8 0<1 ;:J - - - -...... -
~ )>- 7 6 5 3 6 4 2 :r-;:;·a 6 5 4 3 3 5 4 2 5 3 
:r~ 
1'1> l» 5 4 3 2 2 - 4 2 1 - 4 2 -< ;:J 

~ ~ 4 3 2 3 I - 3 I -;;;·o 
3 2 2 2 :r.., - -

q;· 
2 ::r - - - -

(l> .., ....., 1 - - - -

F-8 Crusader Flight Parameters 
Game-Turns in Type Ill Climb before ... LO ML 

... Making lmmelmann : 

. .. Entering Pull-Through: 
Game-Tur/IS in Push- Through before ... 

.. . Making Split-S: 0 0 
Reduction in Mm•ement Allowance for ... 

... Making Lateral Rudder Roll: I 2 

... Executing Break : 3 3 
Energy Points Lost in each Pull-Up: I 2 
MP Lost each Game-Turn Wings Vertical: 2 2 

F-8E Crusader DIVE TABLE 
LO Altilude ML Altitude MH Altitude 

Lvls Max MA Lvls Max MA l..vls Max MA 
Dvd MA Add Dvd MA Add Ovd MA Add 

2 6 0 2 7 0 2 7 0 

5 8 2 5 9 2 5 9 

10 7 10 8 15 8 

14 6 0 15 7 0 16 7 0 

F -8 Crusader Loaded Characteristics: 
Maximum Throtrle: 5 at all altitudes. Acceleration: halved, retaining fractions. 
Dive: may not exceed Maximum Throule Selling. Turn Mode: increased by one-third. 
Climb: No Type 111 climb, MA reduced by I. Roll Cost: 1-2 pts: 0 MP, 3 + Points: 1 MP 

Ceiling: 110 levels 

ML MH HJ 

3 2 2 

3 2 2 
3 2 1(-/2) 

3(2/-) 2(-/1) 

2 1(-12) 

1(\12/-) 

\12(- / 1) 

H1 
2 

7 5 
6 4 
5 3 
4 2 

3 
2 -

MH HI 
2(3/ -) 3 

2 2(3/-) 

2 3 
4 -4 

2 2 
2 3 

HI Altitude 

Lvls Max MA 
Dvd MA Add 

2 8 0 

5 9 

15 8 0 

17 7 0 
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~ Aircraft Name: 

North American F-lOOD 
Super Sabre 

Basic A irc raft Informa tion T able 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: Q 
Cannon Shots: 4 
RH Missiles: 0 
HS Missiles: 4 
Damage Capacity: 9 
Ceiling: 204 
Deceleration: 7 
Size: 6 
Number of Crew Members: 1 
Point Value: 612 

Wilhin Altitude Groups: LO ML MH HI 
Maximum Throttle: 6 6 6 6 
Minimum Throttle: I 2 2 2 
Maximum Energy: 9 9 10 10 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: no ne 
Other Versions: 
There is a two seat version (F-IOOF) which 
uses Cannon table l. There is a Wild Weasel 
version or the F- 1 OOF which, unlike other 
Wild Weasels, has no internal jammer. 

F-100 Turn Mode Table 

M ovement Altitude G rouping F-100 Acceleration Tabl~ 
Allowa nce LO ML MH HI 

1 2 2 3 4 
T hrottle AIUiude G rouping 
Selling LO M L MH HI 

2 2 3 3 4 1 5 4 3 2 

3 3 3 4 4 2 4 4 3 

4 3 4 4 5 3 3 3 2 

s 3 4 5 6 4 3 2 

6 4 5 6 7 s 2 1/2 

7 5 6 7 9 

0 F-100 CLIMB TABLE ..., 
--1 
::r 

Number of Levels C limbed .., 
0 

~ ~ (b) AIIHude Grouping) 
(1)0 LO ML MH H1 Cll < 
- Cll =· 3 1 2 3 l 2 3 ] 2 1 
:::l Cll 

0<> ;::l 6 5 4 3 4 3 2 4 3 3 --~ )> s 4 3 2 3 2 3 2 ::r -o· o 4 3 2 2 I - 2 ::r~ 

Cll "' 3 2 I 1 < :::l - -~ n 
-· (1) 2 
"' ::r 1 ~· 
::r 
n 
.::!-

F-100 DIVE TABLE 
T ype L O Altitude M L Allitude MH Alt itude HI Altitude 

F-100 Roll Table Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Movement Points Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

Points R olled 2 5 0 2 6 0 2 6 0 2 6 I 
0 1-2 

4 7 4 7 4 7 2 4 7 2 
3+ 

II 10 7 10 7 10 7 10 7 2 

Ill 12 6 0 12 6 13 6 0 14 7 

F-100 Loaded Characteristics: F-100 Flight Parameters 
Maximum Thro/1/e: 4 at LO and ML altitude, S at MH and HI Game-Turns in Type Ill Climb bef ore ... LO ML MH HI 

altitude. ... Making lmmelmann: 2 2 3 3 

Dive: May not exceed Maximum Throttle Setting . . . Entering P ull-T hrough: 2 2 3 3 

Climb: No Type nJ Climbs, reduce MA by I . Game-Turns in Push-Through before ... 

Acceleration: haJve, retaining fractions . . . . Making Split-S: 0 0 

Turn Mode: add 1 at LO and ML, 2 at MH, 3 at H I to each Reduction in Movement Allowance for .. . 
number. ... Making Lateral Rudder Roll: I I 2 

Roll Cost: I M P :_1-3 points , 2 MP : 4 + points. •.. Executing Break: 2 2 2 3 
Ceiling: 144 levels· Energy Points Lost in each Pull-Up: I I I 2 
Missiles: may not carry air-to-air missiles while loaded. MP Lost each Game-Turn Wings Vertical: 2 2 2 2 

f• 
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Aircraft Name: 

Convair F-106 
Delta Dart 

Basic Aircraft Informa Cion Table 
Aircraft Type: fighter 
Cannon Type: A (non pre-1975) 
Cannon Shots: 4 
RH Missiles: 4 (Falcon only-may carry 

any mix of AIM-4s) 
HS Missiles: 0 
Big Nuclear Rockets: I 
Damage Capacity: 10 
Ceiling: 229 
Deceleration: 7 
Size: 6 
Number of Crew Members: I in F- 1 06A. 2 
in F- 1068 
Point Value: 7/ 1 

Within Altilude G roups: LO ML MH 
Maximum Throttle: 7 8 9 
Minimum Throttle: I 2 2 
Maximum Energy: 13 14 14 

Maximum Energy Add per Game-Turn: 3 
Crutse Speed: 4 

Special Rules: Can use Big Nuclear Rocket 
(blivet). See Case 106.2. 

-1 
=r .... 2 3 2 
ii":: 10 
w~ - ~ 

9 

CLIMB 
=-3 8 ::I ~ 

IJQ ::I 7 6 6 5 TABLE ....... -
;~ 6 5 5 4 
;;·o 

5 4 4 3 ~~ 
-~ 4 3 3 2 ~ ~ 

:;;·o 3 2 2 
::r ... 

2 ~-
=r ,. - -
~ 

4 

H1 
10 
3 

IS 

LO 
4 5 

5 4 
4 3 
3 2 
2 

- -

- -
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F-106 Turn Mode Table 

Movement Allitude Groupin~ 

AIJowance LO ML MH HI 

1 2 2 3 4 

F-106 Acceleration Table 
T hrottle Al titude Grouping 
Setting LO ML MH HI 

I 4 3 2 2 
2 2 2 3 4 

2 3 3 2 2 
J 2 2 4 4 

4 2 3 4 5 
J 3 3 2 2 

4 3 3 2 2 
5 2 3 4 5 

5 3 2 2 
6 3 4 5 6 
7 4 4 6 6 -
8 4 5 6 7 

9 5 6 7 8 

-

6 2 2 

7 

8 

9 
10 - 7 8 8 

10 
11 - - 8 8 

F-106 Flight Parameters 
Game-Turns in Typt> Ill Climb before .•• LO ML MH HI 

... Making lmmelmann: 2 3 

... Entering Pull-T hrough: 2 
-

Game-Turns in Push- Through before ... 
... Making Split-S: 0 0 0 

Rt>duction In \.lot•emt-nl A llowance for ... 
... Making Lateral Rudder Roll: 1 2 2 3 
... Executing Break: 3 3 4 5 

Energy Poims Lost;, each Pull-Up: 3 3 4 5 
MP Lost each Game-Turn Wings Vertical: 2 3 3 3 

Number of le~els Climbed (b) Allitude GroupinJt) 
Mt MH HI 

6 7 8 9 2 3 4 5 6 7 1 2 3 4 5 6 1 2 3 4 5 

- I - - - - 9 8 6 5 4 

- ' 8 7 6 5 4 4 8 7 5 3 2 
7 6 6 5 5 4 3 7 6 5 4 3 3 7 6 4 2 

4 3 3 2 6 5 5 4 3 3 2 6 5 4 3 2 6 5 3 I -
3 2 2 5 4 4 3 2 2 5 4 3 2 I - 5 4 

2 I - 4 3 3 2 I I - 4 3 2 4 2 

3 2 2 3 2 3 

- - 2 2 - - - - 2 
- - - -

- - - - - - - - - -

F-106 DIVE TABLE 
T)pe LO Altitude ML Allitude MH Alti tude HI Altitude 

1' -106 Roll Table Lvls Max 
Movement Point!> Dvd MA 

Points Rolled I 2 7 
0 1-3 5 9 
I 4 + 

II 15 9 

Ill 17 8 

F-106 Loaded Characteristics: 
Maximum Throttle: 6 at all altitudes 
Dive: No Type Ill Dives, may not exceed Maximum Throttle. 
Climb: No Type Ill Climb, MA reduced by l. 

MA 
Add 

0 

2 

I 

0 

Acceleration: halve all acceleralion allowances. retaining fractions. 

Lvls Max MA Lvls Max MA Lvls Max 
Dvd MA Add Dvd MA Add Dvd MA 

2 8 0 2 9 0 I 10 

5 10 2 5 10 2 5 I I 

IS 10 I 15 10 1 IS 10 

19 8 0 20 9 0 21 10 

Turn Mode: add one-third to all turn modes, rounding up. 
Roll Cost: double 
Ceiling: 2291evels 
Missiles: same as normal 

MA 
Add 

0 

2 

I 

0 
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+ Mirage F-1 Turn Mode Table Mirage F-1 Acceleration Table 
A ircrafl Name: 

Dassault Mirage F -1 C 

Basic Aircraltlnformation Table 
Aircrafl Type: fighter and fighter-bomber 
Cannon Type: G 
Cannon Sho1s: 4 
RH Missiles: 2 
HS Missiles: 2 
Damage Capacily: 10 
Ceiling: 242 

Deceleration: 9 
Size: 5 
Number of Crew Members: 1 
Point Value: 9/ 2 

Within Altitude Groups: LO ML MH HI 
Maximum Throflle: 7 8 9 I I 
Minimum Throttle: 2 2 3 
Maximum Energy: 13 13 14 15 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none 
Other Versions: 
T here is a two seat fighter (F-IB) and armed 
reconnaissance (F-1 R) aircraft. 
The Mirage F-1 has the same internal jammer 
as the Mirage Y. 

1-

Movement 
Allowance LO 

I 2 

2 2 

3 2 

4 2 

5 2 
6 2 

7 3 

8 4 

9 4 

10 -
11 -

- -=-=-

-l 
::T ... g 
~~ 11 
cno 10 (!> < 
- <tl 
- ::l 9 s·c;; 

(lq ::l 8 ...... -
~ ;> 
::T ~ 7 6 
g:~ 6 5 
<tl I>J 

5 4 < ::l 

~ ~ 
4 3 v;·o 

::T ... 3 2 ciO" 
::T 
(!> 2 

.:::!.. 
1 

Altitude Grouping 

ML MH HI 
Throllle Altitude Groupihg 
Setting LO ML MH HI 

2 2 2 1 5 4 3 3 
2 3 3 2 4 3 3 2 
2 3 4 3 4 3 3 2 
2 3 4 4 3 3 2 2 
3 3 4 5 3 3 2 I 
3 4 5 6 3 2 2 
4 5 6 7 2 2 
5 6 7 8 
5 7 8 9 
6 8 9 10 Vz 
- 9 10 

~irage F-1 CLIMB TABLE 

Number of Levels C limbed (by Altitude Grouping) 

LO ML MH HI 
2 3 4 5 6 7 1 2 3 4 5 1 2 3 4 I 2 3 

- - - - - - - - 10 8 5 
- - - - - - - - 9 7 5 

- - - - - 8 7 5 4 8 7 4 
- - - - 7 6 4 3 2 7 6 4 3 6 6 4 

5 5 4 3 3 2 6 5 3 2 6 5 4 2 6 5 3 
5 4 4 3 2 5 4 2 2 - 5 4 2 5 4 2 
4 3 3 2 I - 4 3 2 J - 4 3 I - 3 3 
3 2 2 I 3 2 3 2 - - 2 2 -
2 2 1 - 2 I -

- - - - - - - -

Mirage F-1 DIVE TABLE 
Type LO Altitude MI. Altitude MH Altitude HI Altitude 

Mirage F-1 
Roll Table 

Movement 
Points 

0 

Points 
Rolled 

1-3 

4 + IJ 

Ill 

Mirage F-1 Loaded Characteristics: 

Lvls 
Dvd 

2 

5 

10 

15 

19 

Maximum Throttle: 6 at LO and ML, 5 at MH and HI 
Dive: may not exceed maximum Throttle Setting 
Climb: No Type Ill Climb, reduce all MA by I. 

Acceleration: halve all numbers, retaining fractions. 

Turn Mode: add one-tblrd, rounding up. 

Roll Cost: 1-3 Points cost 1 MP , 4 +: 2 MP. 

Ceiling: 144Jevels 

Missiles: 2 

Max 
MA 

7 

9 

9 

9 

9 

MA Lvls Max MA Lvls Max MA Lvls Max MA 
Add Dvd MA Add Dvd MA Add Dvd MA Add 

0 2 8 0 2 9 0 2 II 0 

2 5 lO 2 5 II 2 5 II 2 

10 10 10 II 0 10 II 0 

15 10 15 10 15 10 

0 21 9 0 23 10 0 24 10 0 

Mirage F-1 Flight Parameters 
Game-Turns in Type Ill Climb before ... LO ML MH HI 

... Making lmmelmann: 2 3 

... Entering Pull-Through: 2 2 
Game-Turns in Push-Through before .. . 

... Making Split-S: 0 0 0 
Reduction in Mo1•emenr Allowance for ..• 

... Making Lateral Rudder Roll: I 2 2 2 

... Executing Break: 3 3 3 4 
Energy Points Lost in each Pull-Up: 2 2 
MP Lost each Game-Turn Wings Vertical: 2 2 2 2 



MiG-19Turn Mode Table 
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, ._,.-- •s-. ... #'r 
Aircraft Name: 

Mikoyan MiG-19C 
Farmer 

Movement 
Allowance 

2 

Altitude Grouping 

LO ML MH 

2 2 3 

2 2 3 

Mig-19 Acceleration Table 
HI Throttle Altitude Grouping 
4 Setting LO ML MH m 
4 1 5(4/6) 4(3/5) 2(2/3) 2(213) 

and 
Shenyang F-9 
Fan tan 

3 2(3/2) 3(4/3) 3 5(5/4) 2 4(3/ 5) 4(3/5) 2(2/3) 2 

Bas ic Aircraft Information Table 
Aircraft Type: fighler and righter bomber 
Cannon Type: N (F/8) 
Cannon Shots: 4 (3) 

RH Missiles: 0 
HS Missiles: 4 (0/2) 
Damage Capacity: 6 
Ceiling: 230 (208) 
Deceleration: 7 (6) 

Size: 5 
NumberofCrewMembers: 1 
Point Value: 611 

Within Altitude Groups: 
Maximum Throttle: 
Minimum Throttle: 
Maximum Energy: 

W MLMH HI 
5 6 7 7 
2 2 2 3 

10 II 12 12 

Maximum Energy Add per Game-Tum: 2 
Cruise Speed: 4 

Special Rules: none. 
Other Versions: 

4 3 

5 3 

6 4 

7 6 

8 

-l 
::T .., 
~ 
~~ 
(/)0 
n < -n 1 t=.3 
:::l 11> 

7 flO :::I ----~~ 6 -

&2 5 4 
n ll> 4 3 < :::1 

~ ~ 3 2 v;·o 
::T"" 2 2 
~· 
::T 1 -
0 .., 
-..; 

3(4/3) 4 5 3 3(3/4) 3(3/4) 3(2/3) 2 

4 5 6 4 3 3 2 

5 6 7 5 2 2 I 

6 7 8 6 I(V2/I) 

8 9 10 

Shenyang F-9 Fanton CLIMB TABLE 

Number of Levels Climbed (b) Altitude Grouping) 
LO ML MH HI 

2 3 4 5 6 I 2 3 4 5 1 2 3 4 5 1 2 3 4 

- - - - - - - - - - 6 5 4 3 2 6 4 3 2 
- - - - - 5 4 3 2 I 5 4 3 2 I 5 3 2 I 

3 3 2 2 1 4 3 3 2 I 4 3 2 I I 4 2 I -
3 2 2 I I 3 2 1 I - 3 2 l I - 3 1 - -
2 1 l - - 2 1 1 - - 2 1 - - - I - - -
I - - - - I I - - - 1 - - - - - - - -
- - - - - - - - - - - - - - - - - - -

MiG-19 DIVE TABLE 
MiG-t9A and MiG- 198: use first figures in 
paremhcsis where !hey differ from standard 
figures. 

T)'pe lO Altitude ML Altitude MH Altitude m Altitude 

MiG-190: see radar chart for differences. 
F-9 Fanton: where more than one figure ap­
pears in parenthesis, usc second figure. 
Where only one figure appears in parenthe­
sis, use it. Use separate climb table. Differ­
ences also appear on radar chart. 

MiG19 Flight Parameters 
Game- Tums in Type Ill Climb before... LO 

... Making Jmmelmann: 

... Entering Pull-Through: 
Game- Tums in Push-Throu~:h before ... 

... Making Split-S: 0 
Reduction in Mm•ement Allowance for •.. 

... Making Lateral Rudder Roll: 1 

... Execuling Break: 3(3/2 
Energy Points Lost in each Pull-Up: 1 
MP LoH each Game-Tum Wings Vertical: 2 

MiG-19 Loaded Characteristics: 
Maximum Throttle: 5 at a ll altitudes. 

) 

Lv/s 
Dvd 

I 2 

3 

lJ 5 

m 10 

ML MH 
2 3(3/2) 

2 2 

0 I 

2 2 
3 3 

I 2 
2 3 

Dive: No Type Ill Dives, may nol exceed Maximum Throule 
Seuing. 
Climb: No Type Ill Climbs, all Movement Allowances on climb 
table reduced by two. 
Acceleration: Halve all acceleration allowances, retaining frac­
tions. 
Turn Mode: add one-third to all turn modes, rounding frac­
tions up. 
Rolf Cost: rolling I or 2 points coSIS 1 Movemenl Point. 
Ceiling: 130 levels. 

Max MA Lvls Max MA Lvlr Max MA Lvls Max MA 
MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

5 0 2 6 0 2 7 0 2 7 0 

6 I 3 7 I 3 8 I 3 8 I 

7 I 10 8 1 10 8 I 10 8 I 

6 0 13 7 0 14 7 0 16 8 0 

-l MiG-19 CLIMB TABLE ::T .., 
Hl - 2 Number of Level~ Climbed (h) Altitude Grouping) 

;r~ 
3 (/)0 

n < ) 
3 - n =·3 

:::> n 7 -
110:::> 
~- 6 -

2 ~> 
2:= 5 4 no 
::r~ 4 3 2 n II> 
~ :::l 3 2 3 .., r. ... 

3(4/2) 
;;;·o 2 2 
::T"" 
~- 1 3 -;:r 
.::;!, 

MiG-19 Roll Table 
Movement 

Points 

0 
1 

2 

Points 
Rolled 
1-311-2 
4-5/3-4 

6+15+ 

Use second figure a1 Move­
ment Allowance of 5 or 
greater. 

LO 
2 3 4 

- - -
- - -
3 2 1 
2 2 I 
2 I -

I - -
- - -

1 

-
5 
4 

3 
2 
I 
-

ML MH 
2 3 ) 2 3 
- - 6 3 2 
3 2 5 2 I 
3 I 4 I -

2 I 3 I -
I - 2 - -
I - I - -
- - - - -

F -9 Roll Table 
Movement 

Points 

0 
I 

2 

Points 
Rolled 

1-3 
4 

5+ 

HI 
1 2 
6 3 
5 2 
3 1 
2 I 
I -
- -
- -

I 
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* Aircraft Name: 

Sukhoi SU-15 
Flagon-£ 

Basic Aircmft Information Table 
Aircraft Type: fighter 
Cannon Type: 8 / none 
Cannon Shots: 4/ nooe 
RH Missiles: l (AA-3a) 
HS Missiles: 1 (AA-3b) 
Damage Capacl(y: 11/ 10 
Ceiling: 270/ 260 
Deceleration: 817 
Size: 6 
Number of Crew Members: 1 
Point Value: 1/ 0 

Within Altitude Groups: LO ML MH 10 
Maximum Throllle: 7 9 10 12 
Minimum Throllle: I 2 3 3 

Maximum Energy: 10 12 13 15 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none 
Other Versions: 
For Flagon-A version, use number after the 
slash where the two differ. 

' -

Su-15 Flagon-E 
Turn Mode Table Su-15 Flagon-E Acceleration Table 

Movement 
Allowance 

1 

2 
3 

4 

5 
6 

7 

8 
9 

10 

ll 

12 

Altitude Grouping 

LO Ml MH HI 

2 3 4 5 
2 3 4 5 

3 4 4 5 

3 4 5 5 

3 5 6 6 

5 6 6 7 

5 6 7 8 
5 7 8 9 

6 7 8 9 

- 8 9 10 

- - II 12 
- - - 13 

Throttle 
Setting 

1 

2 

3 
4 

s 
6 

7 

8 
9 

10 

11 

Altilude Grouping 
LO Ml MH Ill 

5 4 3 2 
4 

4 
4 

4 

3 

4 
4 

4 

3 

2 
2 

3 

3 
3 
2 
2 

2 
2 
2 
2 

Su-15 Flagon-E Flight Parameters 
Game- Turns in Type Ill Climb before ... 

... Making lmmelmann: 
LO Ml MH HI 

3 

3 ... Entenng Pull-Through: 

Game- Turns in Push- Through before ... 
... Making Split-S: 

Reduction in Mm•ement Allowance for ... 
... Making Lateral Rudder Roll: 

... Executing Break: 

Energy Points Lost in each Pull-Up: 
MP Lost each Game-Turn Wings Vertical: 

0 

2 
2 
2 
2 

Num~r of Le~els Clim~ (b) Altitude (;rouping) 

2 3 

2 

2 
3 

2 

2 

3 
3 

3 

2 

2 

3 
4 

4 
2 

LO Ml MH HI 

2 3 4 5 6 7 8 9 2 3 4 s 6 7 8 2 J 4 5 6 2 3 4 s 
12 I I 10 8 6 
I I 10 9 7 5 
10 9 8 6 3 

Su-15 Flagon-E 
Roll Table 

Movement 
Points 

0 

Points 
Rolled 

1-2 
3+ 

7 6 6 5 5 4 4 3 2 
6 5 5 4 4 3 3 2 
5 4 4 3 2 2 2 I -
4 3 3 2 
3 2 2 
2 

Su-15 Flagon-E Loaded Characteristics: 

9 8 7 7 6 3 2 
8 7 6 6 5 4 3 2 
7 6 5 5 3 3 2 
6 5 4 4 3 2 
5 4 3 3 2 I 

4 3 2 2 
3 2 
2 

10 9 8 5 4 3 
98 75 43 
8 7 6 4 3 2 
7 6 5 3 2 
6 5 4 2 2 -
5 4 2 I -

4 3 I 
3 2 - - - -
2 

Climb: No Type Ill Climbs, MA reduced by two 

Maxtmum Throttle: 5 at LO and ML altitudes, 

6 at MH and HI 

Su-15 Flagon-E DIVE TABLE 

Dive: No Type Ill Dives, may not e\ceed 
Mcu.imum Throttle 

Acceleration: halve all Acceleration Allowances, 
retaining 

Turn Mode: add one-third to all Turn Modes, 
rounding up fractions 

Roll Cost: double 

Ceiling: 175 levels 

Missiles: 2 

ll 

IU 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 7 0 

5 9 2 

10 9 

15 9 

17 8 0 

Ml Altitude 

Lvls Max MA 
Dvd MA Add 

2 9 0 
5 10 2 

10 

15 

19 

10 

9 
9 0 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

2 10 0 

5 I I 2 

10 10 

15 10 I 

22 9 0 

9 8 7 5 2 
8 7 6 3 
7 6 4 2 
6 5 2 I -
5 4 
4 3 
3 2 -
2 

Ml Altitude 

Lvls Max MA 
D'·d MA Add 

I 12 0 

5 12 2 
10 I I 

15 10 

23 9 0 

y 
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Aircraft Name: 

McDonnell Douglas F-18 
Hornet 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: A 
Cannon Shots: 2 
RH Misstfes: 2 
HS Missiles: 4 
Damage Capacity: IS 
Ceiling: 220 
Deceleration: 14 
Size: 5 
Number of Crew Members: 
Point Value: 9/ 10 
Within Allltude Groups: LO ML MH HI 

Maximum Throllle: 7 8 9 10 
Minimum Throllle: I I 2 2 
Maximum Ener~y: 13 14 15 16 

Maximum Energy Add per Game-Turn: 4 
Cruise Speed: 4 

Special Rules: 
May visually search rear arc. 
May accelerate while climbing 

Hornet Roll Table 
Movement 

Points 
0 

Points 
Rolled 

1-3 

4 

, ~ 
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Hornet Turn Mode Table 
Movement Altitude Grouping Hornet Acceleration Table 
Allowance LO ML 

1 2 2 
2 2 2 
3 2 2 
4 2 2 
5 2 2 
6 2 3 
7 3 3 
8 3 3 
9 3 4 
10 4 s 
II - 6 
12 - -

Hornet Dive Table 
T)pe LO Altitude 

Lvls Max MA 
Dvd MA Add 

I 2 7 0 
s 10 3 

II 15 10 2 

Ill 20 9 

MH Ill 

2 2 

Throttle 
Setting 

Altitude Grouping 
LO ML Mt-1 lit 

2 2 
2 3 
2 3 
3 4 

3 4 
4 s 
4 s 
4 6 
s 6 

2 

3 

4 
5 
6 
7 

8 
9 

6 

6 
s 
5 
s 
4 

6 
6 
5 
5 
5 
4 

3 

~ 

4 

4 

3 

3 
3 
2 
2 

6 7 May accelerate while climbing. 

- 8 

MI. Allitude MH Altitude 
t I' I~ Max MA L vis Max MA 
Dvd MA Add Dvd MA Add 

2 8 0 2 9 0 
5 

10 
15 

22 

II 

II 
10 

9 

3 

2 
2 

5 II 2 

15 II 2 

23 10 

til Altitude 
L 1'1\ Max A-111 
Dwl MA Add 

2 10 0 
5 

10 
15 

12 

12 

II 

20 II 
25 10 

2 

Hornet CLIMB TABLE 'lumber of l.e\els Climhed (b~ Allitude (jrouping) 

to 
2 J 4 5 6 7 8 9 

7 6 6 5 5 4 4 3 2 
6 s s 4 4 3 3 2 
5 4 4 3 3 2 2 I -
4 3 3 2 2 

J 
2 

Hornet Flight Parameters 

ML MH 
2 3 4 5 6 7 8 9 2 J 4 5 6 

8 7 6 6 5 4 3 2 
7 6 5 5 4 3 2 I -

6 5 4 4 3 2 
5 4 3 3 2 
4 3 3 2 I - - - -
3 2 2 

9 8 7 5 4 2 
B76532 
7 6 5 4 2 

6 5 4 3 2 -
5 4 3 2 I -
4 3 2 
3 2 
2 

HI 
123456 

10 9 8 7 5 4 
987 5 43 
876 5 32 

7 6 5 4 2 
654 3 1 -

5 4 3 2 

2 

Game- Tums in Type Ill Climb before . .. 
•.• Making hnmclmann: 

1.0 ML MH HI 
Hornet Loaded Characteristics: 

Entering Pull· fh rough: 

Game-Turns in Push-Through before ... 
... Making Splu-S: 

!-
Reduction in 1',/rn-emtllt AlltiK'OIIce for ... 

. . : ~ali.111~ I ateral Rudder Roll: 

. . . Executing Break: 

Energy Points I ost in each Pull-Up: 

MP l.ost each Game- Tum H inKs Vertical: 

0 0 I I 
2 2 

0 0 0 

I 2 2 
2 2 2 

2 2. 

2 2 

Maximum Thro11le: 6 in LO; 7 in ML; 8 in MH or HI. 
Di11e: MA may not exceed max. Throule Seuing. 
Climb: Reduce all Movement Allowances on Climb Table by 2. 
Acceleration: reduce all Acceleration Allowances b) one-third, 
rounding to nearest number. 
Turn Mode: add I to all Turn Modes in LO and ML, 2 in MH 
and Ill . 
Roll Cost: rolling I to J poinb costs 1 M P, more costs 2 . 
CeilinR: 140 levels. 
Missiles: may only carry 2 HS missiles when loaded. 
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Aircraft Name: ~ Grumman F-14A Tomcat 

Basic Airc raft Informa tion Table 
Aircraft Type: Fighter and fighter-bomber. 
Cannon Type: A 

Cannon Shots: 3 
RH Missiles: 6, Sparrow or Phoenix only. 
HS Missiles: 4 (2 if Phoenix carried) 
Damage Capacity: 17 
Ceiling: 285 
Deceleration: 16 
Size: 7 
Number of Crew Members: 2 
Point Value: 10/ 12 
Within Altitude Groups: LO ML MH HI 

Maximum Throttle: 7 8 9 II 
Minimum Throttle: I 2 
Maximum Energy: 14 16 17 18 

Maximum Energy Add per Game-Turn: 5 
Cruise Speed: 4 
Specia l Rules: May visually search rear arc. May 
have up to 6 lock-ons simultaneously. May fire 
HSM at other targets while having lock-on. 

Tomcat Loaded Characteristics: 
Maximum Throllle: 6 at LO and M L; 7 ar MH 
and HI. 
Dive: May not exceed maximum throttle ~ett ing. 
Climb: reduce MA by 2. 
Acceleration: reduce all acceleration allowances 
by one-third, rounding fractions to the nearest 
number. 
Turn Mode: add I to all turn modes LO & ML. 
2 at MH and HI. 
Roll Cost: 1-3 cost J MP. 4+ cost 2 MP. 
Ceiling: 156 levels. 
Missiles: May carry no more than four RHM 
and four HSM when loaded. 

Tomcat Tum Mode Table 
Movement 
Allowance 

Altitude Grouping 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

LO ML MH HI 

2 2 3 4 

2 

2 

2 

2 

3 

3 

4 

4 

5 

7 

2 

2 

3 

3 

4 

4 

5 

5 

6 

8 

9 

3 4 

3 4 

4 4 

4 5 

5 5 

5 6 

6 7 

6 7 

7 8 

9 10 

11 12 

12 13 

15 

Tomcat Dive Table 

II 

Ill 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 7 0 
5 

10 

20 

23 

I I 
10 

10 

9 

3 
3 

2 

Ml Altitude 

Lvls Max MA 
Dvd MA Add 

2 8 0 
5 

10 

15 
20 

25 

12 
II 

II 
10 

10 

3 
3 

2 
2 

Tomcat Acceleration Table 
Throttle Altitude Grouping 

Setting 

I 

2 

3 
4 

5 
6 
7 

8 
9 

LO ML MH HI 

6 5 3 2 
6 5 2 2 
6 4 2 

5 
5 
4 

4 

3 
3 
2 

2 
2 
2 

10 1 
May accelerate while climbing. 

Tomca• RoU Table 
Movement 

Points 

0 

Points 
Rolled 

0-4 
5+ 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

HI Allilude 

Lvls Max MA 
Dvd MA Add 

2 10 0 
5 12 3 

10 13 3 

20 

25 
27 

12 

II 
10 

2 

2 II 0 

5 13 3 

10 14 3 

15 
20 

25 
31 

13 
12 

II 
10 

2 
2 

Tomcat CLIMB TABLE Number of uvels Climbed (b) Allilude Grouping) 

1.0 ML MH HI 
2 3 4 s 6 7 8 2 3 4 5 6 7 8 2 3 4 5 I 2 3 4 5 

II 
10 
9 
8 
7 

6 
5 
4 

3 
2 

7 6 5 5 4 3 3 2 
6 5 4 4 3 2 2 
54332 1 -
3 3 2 2 
2 2 I 

Tomcat Flight Parameters 
Game-Turns in Tj•pe Ill Climb before . .. 

... Making rmmc1mann: 
LO ML MH 

... Entering Pull-Through: 

Game-Turns in Push-Throuf{h before . .. 
. . . Making Split-S: 

0 
0 

0 

I 
0 

0 

2 

8 7 6 5 4 3 2 
7 6 5 4 3 2 I -

6 5 4 3 2 
4 4 3 2 
3 3 2 I 

1 2 

9 8 7 5 4 

8 7 6 4 3 
7 6 5 J 2 

6 5 4 2 
5 4 3 
4 3 2 
3 2 

2 

109865 
9 8 7 5 4 

8 7 6 4 3 
7 6 5 3 2 

6 5 4 2 
5 4 3 I -
4 3 2 

3 2 
2 

HI 
2 
2 

Reductwn in Mm•ement Allo wance for . . . 
... Making Lateral Rudder Roll: 
... Executing Break: 

Energy Points Lost in each Pull-Up: 

MP Lost each Game-Turn Wings Vertical: 

I 
2 

2 

2 
2 

I 

2 

2 
2 

2 

2 



A ircrafr Name: 

Israeli Aircraft l ndustries 
Kfir C2 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: G 
Cannon Shots: 5 
RH Missiles: 0 
HS Missiles: 4 
Damage Capacity: 9 
Ceiling: 240 
Deceleration: 10 
Size: 5 
Number of Crew Members: 
Point Value: 914 
Within Alfitude Groups: tO ML MH HI 

Maximum Throttle: 7 8 9 II 
Minimum Throttle: I 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 l-3 
4+ 

Kfir Flight Parameters 
Game-TurTLr in Type Ill Climb before . .. 

... Making lmmelmann: 

... Entering Pull-Through: 

Game-Turns in Push-Through before •.. 
.. . Making Split-S: 

Reduction in Mo1•ement A /lowance for . .. 
. . . Making Lateral Rudder Roll: 

... Executing Break: 

Energ;11 Points Lost in each Pull-Up: 

MPI.ost each Game- Turn Wings Vertical: 

PC39 

Kfir Turn Mode Table 
Movement Altilude Grouping 

Kfir Acceleration Table 
ThrottJe 

Setting 
Altitude Grouping Allowance tO ML MH HI 

LO ML MH HI 
1 2 2 2 2 
2 

3 
4 

5 
6 
7 

8 
9 
10 

11 

2 
2 

2 
2 
3 
3 
4 

4 

2 
2 
2 
3 
3 
4 

5 
5 
6 

3 

3 
3 
4 
5 

6 
7 

8 
9 

10 

4 
4 
4 

5 
6 
7 
8 
9 

10 

2 

3 
4 

5 
6 
7 

8 
9 
10 

4 3 3 2 

4 3 3 2 
~ 3 3 2 

3 3 2 2 

3 
2 

3 
2 
2 

2 
2 
2 
I 

Kfir Dive Table 

Type tO Altitude 

Lvls Max MA 
Dvd MA Add 

ML Altitude 

Lvls Max MA 
D1•d Mit Add 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

HI Altitude 

Lvls Max MA 
Dvd MA Add 

2 7 0 2 8 0 2 9 0 2 II 0 

II 

Ill 

5 

10 

15 

17 

9 

9 
9 

8 

2 

0 

5 

10 
IS 

20 

10 

10 
9 

9 

2 

0 

5 

10 
15 

22 

II 

10 
10 

9 

Kfir C2 CLIMB TABLE 
Number of Le\'els Climbed 

(b) Altitude Groupin!V 

LO Ml 
2 3 4 5 6 7 8 

6 5 5 4 3 3 2 2 
5 5 4 4 3 3 2 
4 4 3 3 2 2 I -

3 3 2 2 
2 2 

I - -

2 3 4 5 6 

7 6 4 3 2 

6 5 3 2 
5 4 2 2 - -

4 3 2 I 
3 2 
2 

2 s 
10 
15 

24 

MH 
2 3 4 

8 7 5 4 
7 6 4 3 
6 5 3 2 

5 4 2 
4 3 

3 2 

2 I 

II 

II 
10 

9 

tO Ml MH HI Kfir Loaded Characteristics: 

2 3 
2 2 

Maximum Throttle: 6 at LO and ML; 5 at MH and HI. 

Dive: may not exceed maximum throule setting 

Climb: no type Ill climb, reduce all MA by I. 

2 

0 

HI 

1 2 3 
10 8 6 
9 7 6 
8 7 5 
6 5 ~ 

6 5 3 
5 4 2 
3 3 
2 2 
I 

0 0 0 2 Acceleration: reduce all numbers b) 5007o, rounding fractions 

up 

I 2 2 2 
3 3 4 4 

2 2 3 3 

2 2 2 2 

Turn Mode: add one-third, rounding up . 

Roll Cost: 1-3 pts. cost 1 MP, 4 +: 2 MP 
Ceiling.: 135 

Missiles: 1 
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! - Bl Turn Mode Table 
Movement Altitude Grouping 

A ire raft Name: 

Rockwell B-1 

Basic Aircraft Information Table 
Aircraft Type: Strategic Heavy Bomber 
Cannon Type: A, rear mounted 
Cannon Shots: 20 
RH M issiles: 0 
HS Missiles: 0 
Damage Capacity: 60 
Ceiling: 290 
Deceleration: 5 
Site: 7 
Number of Crew Members: 4 
Point Value: 6149 
Within Altitude Groups: LO ML MH HI 

Maximum Throttle: 7 8 9 10 
Minimum Throttle: 2 2 2 
Maximum Energy: II 12 13 14 

Allowance LO ML 

1 4 5 

2 4 5 

3 5 6 

4 6 7 

5 6 8 

6 6 9 

7 7 9 

8 8 10 

9 11 

10 12 

II 

B-1 Dive Table 

MH HI B-1 Acceleration Table 
5 6 Throttle Altitude Grouping 

5 6 
Setting LO ML MH HI 

6 7 l 2 2 
2 2 2 

8 9 3 2 1;1 

9 II 4 1;1 

10 12 5 VI 

II 13 6 Vz 
7 

12 14 8 Vz 
13 15 9 Vz 

14 15 

16 

Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 6 (LO/ML); 7 (MH/ HI) 

Special Rules: 

T)pe lO Altitude ML Altitude MH Altitude HI Altitude 

May use Type K cannon with unlimited 
shots arter c. 1984. 
Tail-mounted cannon has range of nine hex-
es, range divisions at 1-3, 4-6, 7-9 hexes 

B-1 Roll Table 
Movement 

Points 

I 

Points 
Rolled 

2 
3 

B-1 Flight Parameters 

I 

2 
3+ 

Game-Turns in Type ill Climb before . .. 
.. . Making lmmelmann: 
... 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-Tum Wings Vertical: 

II 

Ill 

LO ML MH 
may not execute 
may not execute 

may not execute 

may not execute 

3 3 4 

I 2 

2 2 2 

Lv/s Max 
Dvd MA 

2 7 

5 9 

10 7 

-1 
:r 
a 
~~ 10 Vlo 
"'< 9 ~"' 
§·~ 8 0<1:::1 
~- 7 ~;> 
:r-

6 o·o 
:r:~; 

5 "'S» 
<:::~ 
"'n 4 :.o 
"'O 3 ::::-., 

~ 2 ,.. 
~ 

HI 

4 

2 

2 

MA Lvls Max MA Lvls Max MA Lv/s Max MA 
Add Dvd MA Add Dvd MA Add D~·d MA Add 

6 
5 
4 

3 
2 

0 2 8 0 2 9 0 2 10 0 
5 9 5 10 5 II 

10 10 10 10 10 II 

12 9 16 10 

B-1 CUMB TABLE 
Number of l e\els Climbed 

(b) Altitude Grouping) 

LO Ml MH HI 

2 3 4 5 2 3 4 2 3 I 2 3 
9 5 2 

- - - - 8 6 4 8 4 

7 6 4 2 7 5 3 7 3 -
5 4 3 2 6 5 3 5 3 2 5 2 -
4 3 2 5 4 2 - 4 2 4 I -
3 2 I - 4 3 I - 3 I - 3 
2 3 2 2 

B-1 Loaded Characteristics: 
Maximum Throt1le: 6 at LO and ML; 6 at MH 7 at HI. 
Dive: No type Ill. may not exceed maximum throttle setting. 
Climb: No type II, Movement Allowance reduced by 1. 
Acceleration: Treat all 2's as l's . 

Turn Mode: Add 2 to all turn modes. 

Rolf Cost: Add I MP to all costs. 

Ceiling: 250 
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Aircraft Name: 

Mikoyao MiG-17C Fresco-C 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber. 
Cannon Type: C 
Cannon Shots: 2 
RH Missiles: 0 

MiG-17 Turn Mode Table 
Movement Altitude Grouping 
Allowance LO ML MH m 

1 2 
1-

2 2 3 

2 2 2 2 3 
I~ 

3 2 
I~ 

2 2 3 

PC41 I 

MiG-17 Acceleration Table 
Tbrotlle Allltude Grouping 

Setting LO ML MH HI 
1 ~- -

4/ 3 4/3 3/2 2/1 
I~ -

2 4/ 3 4/3 2/2 2/1 
3 3/2 3/2 

~ 

Il l 1/ 1 -HS Missiles: 2 (sometimes) 
Damage Capacity: S 
Ceiling: 210 

4 2 2 3 4 4 3/2 Il l 1/1 !12/Vl 

Deceleration: 6 
Size: S 
Number of Crew Members: 1 
Poinl Value: S/1 

Within Altitude Groups: WMLMH 
Maximum Throttle: 5 5 5 
Minimum Throttle: I 1 2 
Maximum Energy: 9 9 9 

m 
5 
2 

10 
Maximum Energy Add per Game-Turn: 2 

Cruise Speed: 4 

5 2 2 3 4 

6 3 5 6 7 

MiG-17 Dive Table 

Special Rules: none T)pe LO Altitude ML AIUtude MH Altitude HI Altitude 
Other Versions: 
MIG-17 Fresco-A: Use smaller number of cannon 
shots and lower acceleration figures. MiG-17 
Fresco-£: Has radar; can use AA-1 missiles; other­
wiselike MiG-17C/ D. 

MiG-17 Roll Table 
Movement Points 

Points RoOed 
0/ 1 1-3 
1/1 4-S 
213 6+ 

Use second MP cost if MA is 5 or more. 

-; 
MiG-17 CLlMB TABLE ;:r ..., 

2 Number of le~els Climbed 
~~ (b) Altitude Grouping) cno 
n <= 

l.O ML MR HI -~ =·3 :::n 2 I I 2 I 2 OQ:;: 

~;s 4 3 4 3 2 3 2 
~§= 4 3 2 3 2 2 
if~J 2 2 2 2 I -ni= .... ::i 2 I -v;·o 
;:r-. 
c;g· 
;:r 

"' .;:. 

MiG-17 Loaded Characteristics: 
Maximum Throttle: 4 at all altiiUdes. 

Lvls Max MA L~·ls Max MA Lvls 
Dvd MA Add Dvd MA Add Dvd 

2 5 0 2 5 0 2 
3 6 3 6 3 

u 5 6 5 6 5 

Ill 10 3 0 10 3 () 9 

MiG-17 Flight Parameters 
Game-Turns In Type II Climb before . .. 

... Making lmmelmann: 

... Entering Pull-Through: 

Game-Turns in Push-Through before ..• 
... Making Split-S: 

Reduction in Movement Allowance for . .. 
... Making Lateral Rudder Roll: 
... Execu1 ing Break: 

Energy Points Lost in each Pull-Up: 

MP l.ost each Game- Turn Wings Vertical: 

Dive: No Type Ill dives, MA may not exceed maximum throt. set. 

Climb: no Type II climb, MA reduced by l. 
Acceleration: reduce by half, retaining fractions. 
Turn Mode: add I at LO and ML, 2 at MH and HI. 
Roll Cost: use 2nd column. 
Ceiling: 120 levels. 

Missiles: air-air missiles may not be carried while loaded. 

Max MA Lvls Max MA 
MA Add D1•d MA Add 

5 0 2 5 0 
6 J 6 

5 0 5 5 0 

3 0 9 3 0 

LO MI.. MH HI 

2 2 3 3 
2 2 2 3 

0 0 I 2 

2 3 3 3 
3 3 3 3 

I I 2 3 

2 2 :! 2 
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. T. Pt t' 
Aircrajl Name: + Mikoyan MiG-lSbis Fagot 

Basic Aircraft Info rmation Table 
Aircrajl Type: fighter 
Cannon Type: F 
Cannon Shols: 4 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacily: 4 
Cetling: 204 
Deceleralion: 4 
Size: 5 
Number of Crew Members: lPoinl Value: 
3/1 
Wilhin Altitude Groups: LO ML MH Hl 
Maximum Throllle: 5 5 5 5 
Minimum Throttle: I I 2 2 
Maximum Energy: 8 9 9 10 
Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 4(LO/ML(; 3(MH/H I) 

Special Rules: none 
Other Versions: 
Early model MiG-IS's usc second figure 
where two appear . 

MiG-IS Roll Table 
Movement Point<; 

Points Rolled 

0 I 
I 2-3 
2 4+ 

MiG-IS Loaded Characteristics: 

Maxmwm Throule: 4 at all altitude\. 

MiG-15 Turn Mode Table 
Movement Allilude G ro uping MiG-15 Acceleration Table 
Allowance LO ML Mil HI Tbroule Allilude Grouping 

2 2 2 2 
Setting LO ML MH HI 

2 2 2 2 2 
I 5 4 4 '3 3/3 
2 4 4 3 2 

3 2 2 3 3 3 4/3 3 3 
4 2/3 3/4 3 4 4 3 2 2 

5 315 4 5 415 5. 6 

MiG-15 Dive Table 

T~pe 1.0 Allilude MI. Altitude \'IH Allitude Ill Altitude 
Lvls 1\lfax MA J. \'I~ .\feu MA L1•l~ Max MA L1•i1; /llfox MA 
D1•d MA Add D1·d ... 1A Add D1•d MA Add D1•c/ AlA Add 

2 5 2 5 I 2 5 2 s 

II 5 4 s 4 5 5 5 5/4 

Ill 7 4 0 7 4 0 7 4 0 7 4 0 

-i MiG-15 CLIMB TABLE 
~ 

Number of Levels CUmbed 0 

~:= (by Altitude Grouping) 
cno 

LO ML MH HI n> < 
~n. c.s 

1 l 2 I 2 l 2 :ln. 
00:;) 

4 3 3 2 3 2 ....... ~ 5 4 3 1!> 
3/2 3 2 2 2/1 2 2/1 ::r- 4 3 lrO 

:T1! 3 2 2/1 2 2/1 2 1 "'"' <::~ 
2 I ~R 

c;;·o 
::r .... 
o;;· 
::r 
n 
~ 

MiG-15 flight Parameters 
Game- Tum\ in Type II Climb before ... LO Ml MH HI 

Making, lmmclmann: 2 2 3 3 

2 3 3 3 ... Enterm~ Pull-Through. 
Dtve: No ty[)e Ill dive\, t\.IA may not ex~eed maximum throule 

Game- Tums in Push- Through before ... 
setting. 

... Making Split-S: 0 
Climb: No Ty[)c II climb, Mi\ reduced by I. 

Reduction In Mm•ement .41/owance for . .. 
Acceleration: halve, ignoring fractions. 

... MaJ.. ing Lateral Rudder Roll: I 2 2 2 
Turn Mode: in(·re:1sc all mud(·~ by 2. 

. Execullng Brc<tk: 2 3 3 3 
Roll Cosl: doubled. 

£nergy Points I tWin each Pull-Up: I 2 2 2 Cei/inf!.: 99 lcwl~. 
MJ• I tJ.\1 each C!nme- Turn Wing~ Vertical: 2 2 2 2 



Aircraft Name: 

Su-19 Turn Mode Table 
Movement 
Allowance 

Allitude Grouping 
LO Ml MH HI 

PC43 

+ Sukhoi Su-19 Fencer 2 4 6 7 Su-19 Acceleration Table 

2 

3 

4 

5 

6 

7 

8 

9 

10 

2 

3 

4 

4 

5 

5 

6 

7 

7 

4 6 7 Throllle 
Setting 

Altitude Grouping 
LO ML MH HI 

4 6 7 Bas ic Aircraft Information Table 
Aircraft Type: strike aircraft 
Cannon Type: B 

1 4 4 3 2 

Cannon Shots: 4 
R H Missiles; 0 
HS Missiles: 0 
Damage Capacity: 16 
Ceiling: 250 
Deceleralion: 10 
Size: 7 
Number of Crew Members: 2 
Point Value: 9/ 12 
Wit bin Altitude Groups: LO Ml MH HJ 

Maximum Throllle: 6 8 10 12 
Minimum Throllle: I 2 3 3 
Maximum Energy: 12 14 16 18 

11 

12 

13 

Su-19 Dive Table 

5 7 8 

5 7 8 

6 8 9 

7 9 10 

8 10 12 

8 10 12 

9 II 12 

10 12 13 

12 14 

14 

2 
3 
4 

5 
6 
7 

8 
9 
10 
11 

4 

4 
4 
3 

Maximum Energy Add per Game-Tum: 4 
Cruise Speed: 5 

Special Rules: none. 
Type LO Altitude 

Lvls Max MA 
Dvd MA Add 

ML Altitude 

Lvls Max MA 
Dvd MA Add 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

2 6 0 2 8 0 2 10 0 

Su-19 Roll Table 
Movement Points II 

Points Rolled 

0 1-3 

4+ Ill 

5 

10 
15 

18 
20 

10 

10 
10 

10 
9 

3 

I 
0 

5 

10 
15 

22 

II 

10 
10 

9 

3 5 

II 

15 

20 
24 

12 

12 
12 

II 

10 

Su-19 CLIMB TABLE Number of Levels <..:limbed (b) Altitude Grouping) 

LO ML MH HI 
2 3 4 5 6 7 8 

5 5 4 4 3 3 2 2 

443 322 
3 3 2 2 
22 1 ----

Su-19 loaded Characteristics: 

l 3 4 5 6 7 

7 6 5 4 3 2 
6 5 4 3 2 I -

5 4 3 2 
4 3 2 
3 2 
2 - - - - -

2 3 4 5 

9 7 6 3 2 

8 6 5 2 
7 5 4 I -

6 4 3 
5 3 2 
4 2 I 

3 
2 

I 2 3 4 
11 9 7 2 
10 8 5 
9 6 3 
8 5 2 -
7 4 I -
6 3 
5 2 
4 

3 
2 -

Maximum Throllle: 5 at LO and ML; 6 at MH and HI. 

Su-19 Flight Parameters 
Game-Turns in Type Ill Climb before ... 

... Making lmmelmann: 
Dive: Movement A llowance may not exceed Maximum Throule. 

Climb: No Type Ill Climbs: reduce all Movement Allowances 

on the Climb Chart by 2. 

... Entering Pull-Through: 
Game-Turns in Push-Through before ... 

... Making SpliL-S: 

3 

2 

Acceleration: reduce a ll Acceleration Allowances of 3 or more 

by 2, halve all mher numbers (except Y2 ). 
Reduction in Mot•ement Allmmncefor ... 

... Making Lateral Rudder Roll: 
Tur~1 Mode: add 250Jo to each T urn mode, rounding fractions 

Roll Cost: double a ll roll costs. 

Ceiling: ISO levels. 

... ExccULing Break: 
Energy Points Lost in each Pull-Up: 

MP l.ost each Game- Turn Jl/inxs Yertic(l/: 

4 

4 
4 
3 
2 
2 

3 
3 

2 

2 

2 
2 

1-11 Altitude 

Lvls Max MA 
Dvd MA Add 

2 12 0 
8 13 3 

12 
15 

20 
26 

13 
12 

II 
10 

LO Ml MH 
2 J 

2 

0 2 

2 2 3 
2 3 3 

I 2 

2 2 2 

2 

Hl 
4 
3 

2 

3 
3 
2 
2 
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~ 
I ~ I t' Su-7 Turn Mode Table 

Movement Altitude Grouping Su-7 Acceleration Table 
A ircrajt Name: 

Sukhoi Su-7B Fitter 

Basic AircraFt Information Table 
Aircraft Type: strike aircraft 
Cannon Type: D 
Cannon Shots: S 
RH Missiles: 0 
HS MISSiles: 0 
Damage Capacity: S 
Ceiling: 197 
Decelerauon: 4 
Size: s 
Number of Crew Members: 
Point Value: Si t 
Within Altitude Groups: LO MLMH HI 

Allowance LO 

4 

2 4 

3 5 

4 5 

s 6 

6 7 

7 

8 

Su-7 Dhe Table 

ML MH 

5 7 

5 7 

6 8 

8 10 

9 12 

10 12 

12 14 

15 

HI 

8 

8 

9 

12 

14 

IS 

16 

16 

Throttle 
Setting 

2 

3 

Altitude ~rouping 
LO ML MH HI 

3 2 
2 
2 

2 
2 

Maximum Throttle: 5 6 7 8 T)pe tO Allitudc ML Altil6de MH Altitude Ill Altitude 
Minimum Throttle: 2 2 2 3 
Maximum Energy: 9 10 II 12 
Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 4 

Special Rules: none. 
Other Ve~ions: 
There is an unarmed reconnaissance ver~ion. 

Su-7 Roll Table 
Movement 

Points 
1 

2 

Points 
Rolled 

1 
2 

Su-7 Loaded Characteristics: 

II 

Ill 

Maxlfnum Tltrolfle: 4 in LO. Sin ML, 6 in MH and HI. 

Lvls 
Dvd 

2 

5 

9 

-j 
;:r 

2 
~~ 
(JlO 

8 r.> < -n 
=·3 7 :::Sr, 

~a 6 
~> :T- s ;;- 0 

4 ~~ 

~~ 3 ~~ 
:;·o 2 
·::::-..., 
.;;;· 
;:r 
n; 
~ 

Dive: no Type Ill Dives, Movement Allowance may not exceed 

Ma\imum Throttle. 
Climb: no Type Ill Climbe~. 
Accelerauon: hahe all Acceleration Allowances greater than 1 1, 

retain fractions . 
Turn M ode: Add one-third to all Turn Modes, rounding up. 

Roll Cost: all roll costs are doubled. 
Ceiling: lOS. 

Max 
MA 

5 

6 

5 

2 

- -
4 3 

3 2 
2 

MA Lvls Max M A Lvls Max MA L1•ls A fax MA 
Add D1•d MA Add Dvd MA Add D1•d MA Add 

0 2 6 () 2 7 0 2 8 0 

5 8 5 8 

10 7 10 8 M 

----
0 II 6 0 13 6 0 14 7 0 

Su-7 CLIMB TABLE 
Number of te~el' Climbed 

(by :\ltitude (jrouping) 

LO Ml MH HI 

3 4 s 2 3 4 2 3 I 2 3 
6 4 3 

- - - 6 3 2 6 3 2 
5 3 5 2 5 2 

2 2 4 3 4 2 3 2 
2 I - 2 2 I - 2 2 - 2 

- - - -
- - - -

Su-7 Flight Parameters 
(iume-Turns in Type Ill Climb before ... LO MI. Mil Ill 

... Making lmmclmann: 5 5 6 6 

... Entering Pull· Through: 3 3 4 6 

Game- Turns in Push- Through before ... 
. . . Making Split-S: 4 4 5 5 

Reduction in \.lo~·enrent AlltiM'ance for ... 

. •. Making Lateral Rudder Roll: 2 3 4 5 
.Exccutmg Break: 3 3 4 4 

Energy Points Lost in each Pull-Up: 2 2 3 3 

,'llfP /, ost each Game- Turn H'inRs Verrical: 2 2 J 3 
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MiG-21 Turn Mode Table 
Aircraft Name: Movement Altitude Groupin~ 
Mikoyan MiG-21E, F, J and K 
Fishbed (late model) 

Allowance LO ML MH HT MiG-21 Acceleration Table 

Basic Aircraft lnformalion Table 
Aircraft Type: Fighter 
Cannon Type: 8 
Cannon Shots: S 
RH Missiles: 0 
HS Missiles: 4 
Damage Capacity: 8 
Ceiling: 251 
Deceleration: 8 
Size: 5 
Number of Crew Members: 1 
Point Value: 811 
Within AIUtude Groups: LO ML MH HI 

Maximum Throllle: 7 8 9 10 

2 

3 

4 

5 

6 

7 

8 

9 

10 

J] 

2 2 3 

2 2 3 

2 2 3 

2 2 4 

2 3 4 

3 3 5 

3 4 5 

4 4 6 

516 516 617 

6/ 7 7/ 8 

4 Throttle Altitude Grouping 

4 Setting LO ML MH HT 

4 
1 413 4/3 2 
2 4/ 3 4/3 2 

5 3 3 3 2 
5 4 3 312 2 

6 5 312 2 2/1 

6 6 2/1 2/ 1 

7 v~ 
7 8 Vz 
7/8 9 Vz 

8/ 9 

8/10 

Minimum Throttle: 2 2 3 
Maximum Energy: 12 13 14 15 MiG-21 Dive Table 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

T)pe LO Altitude ML Altitude MH Allitude HI Altihlde 

Special Rules: none. 

Other Versions: 
MiG-21 C & D (early model): Cannon: Type 
D. HS Missiles: 2 Ceiling: 230 levels. Tum 
Mode: use figures after slashes where dif­
ferent. Acceleration: use figures after slashes 
where different. RoU: 1-2 Pts., 0 MP cost; 
3-5 P ts., I MP cost; 6+ pts, 2 MP cost. 

Lvls 
Dvd 

2 

5 

II 10 
15 

m 16 

MiG-21 

Max 
MA 

7 

9 

9 
8 

8 

CLIMB TABLE 

MiG-21 Roll Table 
Movement Points 

Points Rolled 

0 1-3 
] 4-5 
2 6+ 

MiG-21 Loaded C haracteristics: 
Maximum Throule: 5 at all altitudes. 

Dive: No Type Ill Dives, may not exceed Maximum Throttle. 
Climb: No Type Ill Climbs. 

Acceleration: halve all Acceleration Allowances, retaining frac-
tions. 

Tum Mode: add one-third to all Turn Modes, rounding up. 

Roll Cost: rolling I or 2 points costs 1 Movement Point. 
Ceilinq: same. 

Missiles: May not carry air-to-air missiles while loaded; must 
jettison. 

MA Lvls Max MA Lvls Max MA Lvls Max MA 
Add Dvd MA Add Dvd MA Add Dvd MA Add 

0 2 8 0 2 9 0 2 10 0 
2 5 10 2 5 10 2 5 II 

15 9 15 10 15 10 

0 18 8 0 19 9 0 20 9 0 

Number or Levels Climbed (b3 Altitude Grouping) 

LO ML MH HI 

2 3 4 5 1 2 3 4 2 3 1 2 3 

10 - 9 7 6 
9 - - - - - 8 7 5 8 7 5 
8 - 7 6 4 4 7 6 4 8 6 4 
7 6 5 3 3 3 6 5 3 3 6 5 3 7 5 -
6 5 4 3 2 5 4 2 5 4 3 6 4 -
5 4 2 I - 4 3 2 4 3 2 5 3 -
4 3 3 2 I - 3 2 4 2 -
3 2 2 2 I - 3 I -
2 2 2 -

J 

MiG-21 Flight Parameters 
Game-Turns in T)'pe Ill Climb before .. . LO ML MH HJ 

... Making lmmclmann: 2 3 

... Enter ing Pull-Through: 2 
Game-Turns in Push- Through before .•. 

. .. Making Split-S: 0 0 0 
Reduction in Mo1•ement Allowance for ... 

. .. Making Lateral Rudder Roll : I 2 2 2 

. .. Executing Break: 3 3 3 4 

Energy Points Lost in each Pull-Up: 2 3 4 4 
MP l~ost each Game- Turn Wing.f llertical: 2 2 3 3-



Aircraft Name: PC46 

Air-to-Air-Fighter "L" 
(possibly MiG-29, possibly MiG-31, 
possibly Su-?) 

Basic Aircraft Information Table 
Aircraft Type: fighter 
Cannon Type: M 
Cannon Shots: 4 
RH Missiles: 0 
HS Missiles: 4 
Damage Capacity: 12 
Deceleration: 13 
Size: 5 
Number of Crew Members: 1 
Point Value: 912 
Within Altitude Groups: LO ML M.H H1 
Maximum Throflle: 7 8 9 10 
Minimum Throttle: 
Maximum Energy: 

I I 2 2 
12 13 14 15 

Maximum Energy Add per Game-Turn: 4 
Cruise Speed: 4 

Special Rules: May visually search rear arc. 
May accelerate while climbing. 

AA-F " L" 
Roll Table 

Movement 
Points 

0 

Points 
Rolled 

1-3 
4+ 

AA-F "L" Turn Mode Table 

Movement 
Allowance 

I 

2 

3 

4 

5 

6 

7 

8 

9 
10 

11 
12 

LO 

2 
2 

2 

2 
2 

3 

3 
3 

3 
4 

Altitude Grouping 

ML MH 

2 2 
2 2 
2 2 
2 

3 

3 

3 
3 
4 

5 

2 
3 

4 

4 

4 

4 

5 

6 

Hl 
2 

2 

3 
3 

3 
4 

5 

6 

6 
7 

7 

8 

AA-F "L" Acceleration Table 
Throttle 
Setting 

1 

2 

3 

4 

5 

6 

7 

8 

9 

Altitude Grouping 
LO ML MH HI 
6 5 5 2 

5 5 4 2 

5 5 4 2 

5 4 3 2 

4 4 3 2 

4 3 3 

3 2 2 

2 2 

AA-F "L" DIVE TABLE 
Type 

l 

u 
Ill 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 7 0 

5 10 2 

IS 10 2 

20 9 

ML Altitade 

Lvls Max MA 
Dvd MA Add 

2 8 0 
5 II 2 

IS 10 2 

22 9 

MH AJtitude 

Lvls Max MA 
Dvd MA Add 

2 9 0 

5 II 2 

15 II 2 

23 to 

HI Altitude 

Lvls Max MA 
Dvd MA Add 

2 10 0 

s II 2 

IS II 

2S 10 

AA-F "L" CLIMB TABLE Number or Levels Climbed (b) Altitude Grouping) 

1-

1-

1-

LO 
2 3 4 5 6 7 8 9 

7 6 6 5 5 4 4 3 2 
6 5 5 4 4 3 3 2 I 
5 4 4 3 3 2 2 I -
4 3 3 2 2 

3 2 2 
2 I 

AA-F "L" Flight Parameters 
Game-Turns in Type Ill Climb before ... 

... Making lmmelmann: 

... Entering Pull-Through: 
Game- Tums in Push- Through before ... 

... Making Split-S: 

Reduction in Mo vement AllowQ/Ice for .. . 
... Making Lateral Rudder Roll: 

... Executing Break: 

Energy Points Lost in each Pull-Up: 
MP l. ost each Game-Turn Wi11gs Vertical: 

LO 

0 

0 

ML MH Hl 
2 3 4 5 6 7 8 9 1 2 3 4 5 6 I 2 3 4 5 6 

8 7 6 6 s 4 3 2 
7 6 S 5 4 3 2 I -

6 5 4 4 3 2 
5 4 3 3 2 
4 3 3 2 
3 2 2 
2 

ML MH 
0 I 

2 

0 0 

I 2 
2 2 

2 

2 

HI 
I 
2 

2 
2 
2 

2 

9 8 7 5 4 2 
8 7 6 5 3 2 
7 6 5 4 2 

6S432-
s 4 3 2 I -
4 3 2 
3 2 
2 

10 9 8 7 5 4 
987S43 
876532 

7 6 s 4 2 
6 5 4 3 
5 4 3 2 

4 3 2 
3 2 

2 

AA-F " L" Loaded Characteristics: 
Maximum Thro((/e: 5 at LO and ML, 6 a1 MH or HI 
Dive: May not exceed 5 at LO and ML, 6 at MH or HI 

Climb: MA reduced by 2 
Acceleration: reduce by one-third, rounding up 

Turn Mode: lncrease by 2507o, ignoring fractions . 

Roll Cost: double 

Ceiling: 140 levels 



A ircrajl Name: 

Mikoyao MiG-2SA, 8, and D 
Fox bat 

Basic Aircraft Information Table 
Aircrqft Type: fighter and strategic 

rcconnai\ anct' 
Cannon Type: None/ None/ M 
Cannon Shots: 010/ 4 
R f1 MISSiles: 21012 
HS Mifsiles: 21012 
DamoRe Capacity: 12 

CetlmR: 328 
Deceleration 9 
Stu: 8 
Number of Crew Members: 1/1 / 2 
Pomt Value: 81519 (0) 
Wilhin Allltudc Grp: LO Ml 

Maximum Throttle: 7/ 8 9/ 11 
Minimum Throttle: 2 3 
Maxtmum EnerRy: 12 14 

MH 
11 / 14 

3 
16 

Maximum Energy Add per Game-Tum: 3 
Crwse Speed: 4 (LO/ ML): 5 (MH): 6 (HI) 

Sped• I Rules: 

HI 
13/ 16 

4 
19 

MaJt1mum Throule figures refer to A [M before 
slash(/ )) and 8 [II after slash), res pectively. 
Other Versions: 
When three figures appear on the Basic Aircraft 
Information, the first is for the A model, the ~e­
cond for the B,. and the Third for the D. Where 2 
appear, the firs! is for the A and D Models and 1he 
second for the B. 
MIG-258 : Unarmed, high-speed reconnaissance. 
Use figures in parenthesis. Use 2nd figure in dive 
chart where two appear. 
MIG-29(?) Foxbat-E: new interceptor vers ion. 
Reduce all turn modes by one, use acceleration 
figures in parenthesis. Use first figures in dive 
chart . Where one figure appears, use it for all Fox­
bats. 

MIG-25 CLIMB TABLE 
1.0 

I 2 3 4 s 6 7 

16 - - - - - -
IS - - - - - - -

-1 
::r 14 - - - - - - -
0 13 - - - - - - -
~~ 
IC'~ 

12 - - - - - - -
_,. II - - - - - - -
=·3 
""" 10 - - - - - - -00:::> _.,.. 

9 - - - - - - -~ > 
::r- II 7 6 6 s 5 4 4 ;:;·o 
::rE 7 6 5 5 4 4 3 3 .... 
< ::l :.r: 6 .s 4 4 3 3 2 2 
"'o s 4 3 3 2 2 I I ::r"' o;· 
::r 4 3 2 2 I I I -.. 

3 2 I I .::!. - - - -
2 I I - - - - -
I - - - - - -

MiG-25 Flight Parameters 
Gamt-Turm In Type Ill Climb before . . • 

• •. \1al.mg lmmelmann: 
I· ntenng PuU·Through· 

Gamt· Turns in Push-Through btfore ... 
Making Split-S: 

Redurtlon in MtJI•emenr A/lott•anrt for . . 
Mul.ing Lateral Rudder Roll: 

· I· xc~uung Break: 
Energy Points Lo:.t in each Puff-Up: 
MP 1 11\f tach Gamt- Turn U ing1 • ertical: 

8 
-
-
-
-
-
-
-
-
3 
2 

I 

-
-
-
-
-

LO 
2 
2 

2 

~ 

3 
2 
2 

PC47 I 
MiG-25 Turn Mode Table ~ T hro ttle A llil ude Groupin~ 

M ovem e nt A lt itude G r oup ing f) Setting LO M l Mil HI 

A llowance LO M l MH HI • N I 3 3 2 I 

4 6 8 12 
VI -

~ 
2 3 3 2 I 

2 4 6 8 12 

3 s 7 9 13 

f') 3 3 3 2 I n 
!'!> 4 3 2 (3) 2 I ;;-.. 5 3 2 1(2) I ~ 

4 6 8 10 14 =· 6 2(3) 2 1(2) I Q 

5 7 9 ll 15 

6 7 10 13 16 

7 8 I I 14 17 

= 7 I (2) I I Vl(l) 
o-1 

8 I I '/z ( 1) 
""' 

-
a -
;;- 9 - I I I, '~ 

10 - I I Y2 
8 8 12 15 18 11 - - I ~ 

9 9 12 15 18 12 - - Y2 !h 

10 9 13 15 18 
13 - - Vz ~ 

14 - - - Y! 
11 10 14 16 19 15 - - - !1 
12 II 16 17 19 

13 18 18 20 
M oveme n t Poin ts 

MiG-25 P o intl> I~ oiled 
14 19 20 Roll Table 0 I 

15 21 
I 2 
2 3 

1-

16 21 3 4+ 

MiG-25 Di"e Table 
T~~ 1.0 Allitude Ml Altitudr \ttl Allitude Ill Allltudt> 

L1o/.s Max MA L1•f.5 Max \fA L1•ls Max MA L1·l\ '.1u\ Mrl 
011(}- MA Add D1·d MA Add Dvd MA Add D1·d ... , ·1 l lrfd 

2 7/ 8 0 2 9/ 11 0 2 11 / 14 0 2 13 16 

5 10/ 12 2 5 11 / 13 2 s 13/ 15 2 5 14t l(l 2 

II 10 10/ 12 10 11 / 13 10 121 14 10 IJ / 15 

15 9/ 11 15 10/ 12 15 II 13 15 12/ 14 

Ill 18 120 9 rt l 20 9112 I 20 10 12 I 20 11 / IJ 

21 9111 0 21 123 10 12 0 2l/25 11 1 13 0 

Nu:mbft' of U\'ek Climbed (b) Allltude Grouping) 

ML MH HI 
9 10 JJ n I 2 3 4 5 6 7 8 9 I 2 3 4 5 6 7 8 I 2 3 4 s 6 
- - - - - - - - - - - - - - - - - - - - - IS 13 II 9 6 4 
- - - - - - - - - - - - - - - - - - - 14 12 10 9 6 3 

- - - - - - - - - - - - - 13 II 10 9 7 5 3 2 i 3 I I 9 8 5 3 
- - - - - - - - - - - - - 12 10 9 9 7 5 3 I 12 I I 9 7 s ~ 

- - - - - - - - - - - - - II 9 8 8 6 5 3 I II iO 8 6 4 3 

- - - - 10 9 8 7 5 4 3 2 2 iO 8 7 7 6 4 2 - 10 9 8 6 4 2 
- - - - 9 8 7 6 5 4 3 2 I 9 7 6 6 5 4 2 - 9 8 7 s 3 2 
- - - - 8 7 6 5 4 3 3 2 I 8 7 6 5 4 3 2 - 8 7 6 s 3 I 
3 2 2 I 7 6 6 5 4 3 J 2 I 7 6 5 4 4 3 I - 7 6 s 4 3 I 
2 I I - 6 s s 4 3 2 2 I - 6 5 4 3 3 2 - - 6 s 4 3 2 I 
I I - - s 4 4 3 2 I I - - 5 4 3 2 2 I - - s 4 3 2 I -
- - - - 4 3 3 2 I - - - - 4 3 2 I I - - - 4 3 2 I - -
- - - - 3 2 2 I - - - - - 3 2 I - - - - - 3 2 I - - -
- - - - 2 I I - - - - - - 2 I - - - - - - 2 I - - - -
- - - - I I - - - - - - -

J ~ ·J = - - - - - I - - - - -
- - - - - - - - - - - - - - - - - - 'J - =--· - - - -

ML MH HI MiG-25 Loaded Characteristics: 
4 5 6 
3 4 s Maximum Throule: 6 at LO and \1L; 5 at MH and HI. 

Dive: No T ype Ill dive, may not exceed max. thronle ~cuing . 

3 4 5 Climb: No Type Ill Climb, MA reduced b} 2. 
Acceleration: huhrd , retaining fractions 

4 4 s Turn Mode: d oub led , 1gnoring fractions. 

3 3 4 Roff Cost: d oubled , ignoring frac1 ion, , 

2 3 3 
CeilinK: 144 levels. 

2 3 3 



PC48 

4 

Aircraft Name: + Tupolev Tu-268 Backfire 

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: 6118 
Wllhin Al111ude Groups: LO ML MH HI 

Maximum Throttle: 5 7 8 10 
Minimum Throflle: I 2 2 3 
Maximum Energy: 9 10 II 12 

Maximum Energy Add per Game-Turn: 2 
Croise Speed: S 
Special Rules: Cannon has range of 9 hexes, 
divisions being 1-3, 4-6, 7-9 hexes. 

Tu-26 Roll Table 
Movement Points 

Points Rolled 

J 1-2 
3 3+ 

Tu-26 Flight Parameters 

Tu-26 Turn Mode Table 
Movement Altitude Grouping Tu-26 Acceleration Table 
Allowa nce LO ML MH HI Throttle Altitude Grouping 

1 4 5 6 9 Setting LO ML Mil Ill 

2 4 5 6 9 I ... 4 :1 2 
3 5 6 7 10 2 4 4 2 2 
4 5 6 8 II 3 2 2 I I 
5 6 7 9 12 4 2 I I I 
6 6 8 10 13 s - I I X~ 
7 9 12 14 6 - I !h lfz 
8 9 13 15 7 - - Y.: ~~ 

9 14 16 8 - - - !f.t 
10 17 9 - - - !h. 
11 IS 

Tu-268 ()ive Table 

T1pe LO Altitude Ml. Altitude MH Altitude fll Alllludr 

Lvls Max MA Lv/s Max MA Lvls Max MA Lvl\ Max MA 
Dvd MA Add D1•d MA Add Dvd MA Add Dvd MA Add 

2 5 2 7 2 8 2 J() 

5 9 5 II 

II 5 6 5 8 10 9 10 10 

m 9 6 10 8 II 9 11 9 

Tu-268 CLIMB TABLE 
"'um!H!r or ·~'els ( ' limbed 

(b) Altitudr Grouping) 

-1 
LO MI. MH HI 

:::r 2 3 4 5 2 3 4 2 I 2 .... 
0 

10 8 =-~ 4 
111 .... 9 6 2 (1.10 - - - -
111 <! 

8 -111 6 4 4 =·3 
Q 111 7 6 4 3 4 3 3 "":::1 --- 6 ~> 5 3 2 - 3 2 2 -:::r-;;·o 5 4 3 3 2 4 2 I - 2 I -
::"$ r.a: 4 3 2 2 2 I - I -ri:s 
:.~ 3 2 
" 0 2 :::r .... 

,;o· 
:::r 
111 
~ 

Game- Tums In TYtN HI Climb before . .. 
..• Making lmmelmann: 

LO ML MH HI 
Tu-26 Loaded Charac1eristics: 

... Entering Pull-Through: 

Game-Turns in Push-Through before ... 
... Making Split-S: 

Reduction In Movmrnrt AOowt~n" for •.. 
• . . Making Lateral Rudder Roll: 

. . . Executing Break: 

Energy Points Lost in each Pull-Up: 

MP Lost each Game-Tum Wings Yertlcal: 

may not execute 

may not Pull-Through_ 

2 2 2 

2 3 3 4 

1 2 2 

I I 2 2 

2 2 2 2 

Maximum Thro/1/e: 5 in LO: 6 in ML; 7 in MH; 9 in HI. 

Dive: No Type Ill dives, may not exceed max. Throttle Selling. 

Climb: No T ype Ill climbs, MA reduced by I. 
Acceleration: halved, rctainmg fractions. 

Turn Mode: add 250Jo, ignoring fractions. 

Roll Cost: double . 

Ceiling: 193 levels. 

~ 

-

-



• 

PC49 

+ ·•· MiG-27 Turn Mode Table 
Movement Altitude Grouping MiG-27 Acceleration Table 

Aircraft Name: 

Mikoyan MiG-27 Flogger-D 

Basic Aircraft Information Table 
Aircraft Type: fighter-bomber 
Cannon Type: M 
Cannon Shots: S 
RH Missiles: 0 
HS Missiles: 4 (Atoll only) 
Damage Capacity: 13 
Ceiling: 210 
Deceleration: 8 
Size: 5 
Number of Crew Members: 1 
Point Value: 819 
Within Altitude Groups: LO ML MH HI 

Allowance LO ML 

2 2 
2 2 2 
3 2 2 
4 2 2 
5 2 2 
6 2 3 
7 3 4 

8 4 4 

9 s s 

Maximum Throttle: 6 7 8 8 MiG-27 Dive Table 
Minimum Throttle: 2 2 3 
Maximum Energy: II 12 13 13 T~·pe LO Altitude 

Maximum Energy Add per Game-Turn: 3 Lvls 

Cruise.Speed: 4 Dvd 

Special Rules: none. 
2 
s 

11 10 

MiG-27 Roll Table 
Movement Points Ill 14 

Points Rolled 

0 1-3 
1 4+ 

MiG-27 Flight Parameters 
Gam~ Turns in Type Ill Climb before ... LO ML MH m 

... Making lmmelmann: I 2 

... Entering Pull-Through: 2 2 

Game-Turns in Push- Through before •.. 
... Making Split-S: 0 0 0 

Reduction in Mo vement Allowance for . .. 
... Making Lateral Rudder Roll: I I 2 2 
... Ex~cuting Break: 3 3 3 3 

Energy Points Lost in each Pull-Up: 2 2 

MP Lost each Game- Turn Wing.f Vertical: 2 2 2 2 

MiG-27 Loaded Characteristics: 
Maximum Throtrle: 5 at LO and ML; 6 at MH and HI 
Dive: Movement Allowance may not exceed maximum Throule 
Setting. 
Climb: No Type Ill climb, reduce MA by 2. 

Acceleration: reduce by one-third, rounding up. 
Turn Mode: increase by 250Jo, ignoring fractions. 
Roll Cost: double. 
Ceiling: 161 levels. 
Missiles: may not carry air-to-air missiles while loaded . 

Max MA 
MA Add 

6 0 
9 2 

8 

8 0 

-l 
;:r 

a 
~~ 
w~ 8 
~o 

5·~ 7 
00:::1 6 '?;: 
:::= 5 no 
:r~ 4 

"'"' ~?1 3 
..,A 

v;· 0 2 
;:r"'l 

ciO' I 
;:r 
A 
.::!,. 

MH HI T hro ttle Altitude Grouping 

3 4 
Setting LO ML MH HI 

3 4 3 3 2 2 

3 5 2 3 3 2 2 

3 6 3 3 2 2 
4 6 4 2 
4 7 s 
5 8 6 V2 

5 8 7 Vz \12 

6 9 

ML Altitude MH Altitude HI Altitude 
Lvls 
Dvd 

2 
5 

10 

15 

2 

5 4 
4 3 
3 2 
2 

-
- -

Max MA Lvls Max MA Lvls Max MA 
MA Add Dvd MA Add Dvd MA Add 

7 0 2 8 0 2 8 0 
9 2 5 9 2 5 9 1 

9 IS 9 IS 9 

8 0 16 8 0 16 8 0 

MiG-27 CLIMB TABLE 
Number of Levels Climbed 

(b) Altitude Grouping) 

LO ML 
3 4 s 2 3 4 I 

- - - - 7 
6 4 2 6 

3 2 s 3 I - 5 
2 I - 4 2 I - 4 

3 3 
2 - 2 

- - -
- - - - - - -

MH HI 
2 3 I 2 
4 2 6 3 

4 2 5 3 

3 4 2 

2 3 
I - 2 -

I -



PC 50 , 
Aircraft Name: + Mikoyan MiG-23B, CWW, 
and E Flogger 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: 8 
Cannon Shots: 3 
RH Missiles: 2 (B only) 

HS Missiles: 4 (8); 6 (E) 
Damage Capacity: 14 
Ceiling: 240 
Deceleration: 9 
Size: 7 
Number of Crew Members: l, 2 in C 
Point Value: 915 (B only) 
Within Altitude G ro ups: LO ML MR HI 

Maximum Throttle: 7 8 10 II 
Minimum Throllle: I 2 2 3 
Maximum Energy: 13 14 16 17 

Maximum Energy Add per Game- Tum: 4 
Cruise Speed: 4 

Special Rules: MiG-238 normally carries 2 or 
4XAA-8(HS) & ZXAA-7(1HS, IRH, or 3RH). 
Other Version~: 
MiG-238: normal version. 
MiG-23CWW: Wild Weasel version. Crew 
of two. See Wild Weasel rule,. 
MiG-23E: Cheap, export version. Modified 
electronics. May only usc Atoll missiles. 

MiG-23 Roll Table 
Movement Points 

Points Rolled 

0 t -3 

4 + 

MiG-23 Loaded Characteristics: 

MiG-23 Turn Mode Table 
M ovement 
Allowance 

Altitude G ro uping 
LO ML MH HI MiG-23 Acceleration Table 

2 

3 

4 

s 
6 

7 

8 

9 

10 

II 

12 

2 2 3 4 

2 

2 

2 

2 

2 

3 

4 

5 

6 

2 

2 

2 

2 

3 

3 

4 

5 

6 

7 

3 

3 

4 

4 

4 

5 

5 

5 

6 

7 

4 

4 

5 

5 

6 

6 

7 

7 

8 

8 

9 

Throttle 
Setting 

l 
2 

3 

4 

s 
6 

7 

8 
9 
10 

Altitude Grouping 
LO MI. MH HI 

4 4 2 2 

3 3 2 

3 

3 
2 
2 

3 

3 
2 
2 
2 

2 

MiG-23 Dive Table 
T~pe LO Altitude ML Altitude 

Lvls Max MA 
Dvd MA Add 

MH Altitude 

Lvls Max MA 
Dvd MA Add 

Ill Altitude 

II 

Ill 

Lvls Max MA 
Dvd MA Add 

2 7 0 

5 10 2 

15 9 

16 8 0 

2 8 0 
5 II 2 

10 10 
15 9 

18 9 0 

2 9 0 
5 II 2 

10 II 

15 10 

20 10 0 

I ~·Is Max MA 
Dvrf MA Add 

2 II 0 

5 12 2 

10 12 
15 II 

20 
22 

10 

9 () 

MiG23 CLIMB TABLE 
Number of Le,el., (limbed (b} Altitude GroupinJ,t) 

LO 
1 2 3 4 5 6 7 

6 5 5 4 4 3 3 
5 4 4 3 3 2 2 
4 3 3 2 2 I -

3 2 2 I 

\tL MH 

l 2 3 4 5 6 I 2 3 4 5 

7 6 5 4 4 2 
6 5 4 3 3 
5 4 3 2 2 -

4 3 2 I -
3 2 
2 2 
I 

9 8 6 3 2 
9 7 5 2 2 

8 6 4 2 
9 5 3 2 
5 4 2 
4 3 

3 2 
2 

I - - - -

MiG-23 Flight Parameters 

HI 

I 2 3 4 

10 8 6 2 

9 8 6 

9 7 5 
8 6 4 -
7 5 J 
6 4 2 

5 3 I -
4 2 
2 
2 -

LO MI. MH m -
Maximum Throule: 5 a t LO and ML; 6 at M H and HI. 
Dive: may not exceed maximum throule ~cuing. 

!Jnme- Turns in Type Ill Climb before ... 
... Mat..ing l mrnelmann: 

... Entering Pull-Through: 

Game- Turns in Push-Through before . .. 
... Making Split-S: 

I 2 
2 

Climb: No type Ill climb, reduce MA by 2. 

Acceleration: reduce b)- one-third , rounding fraction~ up. 

Turn Mode: increase by 251t/o, ignoring fractions. 

Roll Cosr: d ouble. 

Ceiling: 180 levels. 

Missiles: may not carry air-to-air missiles while loaded. 

Reduction in \.1o•·emem Allowance for ... 
.. Making Lateral Rudder Roll: 

.. Executing Breat..: 

Energy Poims Lost in each Pull-Up: 
\.1P Lost each Came-Turn Wing.~ Vertical: 

0 0 0 

I 2 2 
3 3 3 3 

2 2 

2 2 2 2 

, 



a , 
Aircraft Name: + .±-
Dassault MD-450 Ouragon 

Basic Aircraft Information Table 
Aircraft Type: righter and fighter-bomber 
Cannon Type: I 
Cannon Shots: 5 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 5 
Ceiling: 197 
Deceleration: 6 
Size: 5 
Number of Crew Members: 1 
Poim Value: 4/ t 
Witbin Altitude Groups: LO MLMH HI 

Maximum Throule: 4 4 4 
Minimum Throttle: I I I 
Maximum Energy: 8 8 9 
Maximum Energy Add per Game-Turn: 2 
Cruise Speed: 3 

Special Rules: none. 

Ouragon Roll Table 
Movement Points 

Points Rolled 
0 1-2 

3+ 

Ouragon Flight Parameters 
Game-Tums in Type II Climb before . . . 

... Making lmmelmann: 

... Entering Pull-Through: 

Game-Tums in Push-Through before ... 
. . . Making Split-S: 

Reduction in ,\-fovement Allowance for ... 
. . . Making Lateral Rudder Roll: 
.. Execu1ing Break: 

Energy Points Lost in each Pull-Up: 

MP Lost each Gam e- Turn Wings Vertical: 

4 

2 
9 

LO 
2 
2 

0 

I 
2 

I 

2 
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Ouragon T urn Mode Table 
Movement AltHude Grouping Ouragon Acceleration Table 
Allowance LO ML MH HJ 

Throttle Altitude Grouping 
2 2 2 2 Setting LO ML MH HJ -

2 2 2 3 3 
--

1 3 3 2 1- 1-
3 2 2 3 4 2 2 2 2 -----
4 3 3 4 5 3 

1- 1-

5 3 4 5 6 

Ouragon Dive Table 
Tlpe LO Altitude ML Altitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

3 s 3 5 4 5 4 5 

II 6 s 6 5 7 5 7 5 

Ul 10 4 0 II 4 0 II 4 0 II 4 0 

-l 
Ouragon CLlMB TABLE 

::r Number or Levels Climbed .., 
2 (by Altitude Grouping) 
~~ 
Vl~ LO ML MH HJ 
:ln 1 2 I 2 l 2 5·3 

4 3 3 3 2 2 oog 2 2 ..... -
3 3 2 2 2 :<:;~>- 2 

::r-;;·o- 2 2 2 I -::r:e 
011> I -<::I 
<>o :.(t) 
"'O ::r.., 
a;· 
::r , 
,::!,. 

ML MH .-..-----
2 3 3 Ouragon Loaded Characteristics: 
2 3 3 Maximum Throttle: 4 at LO and ML; 3 at MH and HI. 

Dive: may not exceed maximum throttle setting. 

0 Climb: No Type II Climb . 
-- Acceleration: reduce all numbers greater than I by I. 

I 2 2 
Tum Mode: Add I to all modes . 

2 2 3 
Roll Cost: doubled. 
Ceiling: I 02 Levels. 

2 2 3 

2 2 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 5 
Minimum Throttle: I I 1 2 
Maximum Energy: 9 9 10 10 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

S pecial 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-86A: 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 

0 
1 

Points 
Rolled 

1-2 

3+ 

F-86 Flight Parameters 
Gam*- Tunu In TyfH ll CUmb before . .. 

... Making lmmelmann: 

. . . Entering Pull-Through: 

Game- Turns in Push-Through before ... 
. . Mal..ing Split-S: 

R~dtlt:tion in Mo1·em~nt AUowance for .•. 
•.. Making Lateral Rudder Roll: 
. . . Executing Break: 

Energy Points Lost in each Pull-Up: 

MP l.ost ~ach Gam~-Turn Wing.f Vertical: 

LO 
2 
2 

0 

I 
2 

I 

2 

F-86 Turn Mode Table 
Movement Altitude Grouping 
Allowance LO ML MH HI F -86 Acceleration Table 

2 2 2 3 Throttle Altitude Grouping 

2 
Setting LO ML MH HI 

2 2 2 3 

3 2 
I 4 4 3 2 

2 3 4 2 4 4 3 
4 2 2 3 4 3 3 3 2 
s 2 2 3 4 4 2 2 

6 2 3 3 4 

F-86 l>ive Table 
Type 1.0 Altitude ML Altitude Mil Altitude HI Altitude 

II 

Ill 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add D1•d MA Add Dvd MA Add D1•d MA Add 

2 5 2 5 3 6 3 6 

4 615 5 6 5 6 6 6 

9 4 0 9 0 10 5 0 10 5 0 

F86 CUMB TABLE 
Number of l.e,els Climbed 

-1 
(b~ Altitude (;roupinJt) ::r 

2 LO ML MH HI 
~:::: I 2 I 2 I 2 1 2 (1)0 ,.. .. 

5 4 3/2 4 3 J 2 J 2 _,.. 
=·3 ;:,,.. 4 3 2 3 2/1 2 2/1 2 2/1 OQ;:, --- 3 2 2/1 2 2 1/ 0 2 I ~)> ::r- 2 I I I I ~·o - - - -
::r~ I ~"" ,..;:, 
..., ~ 
~·c 
::r.., 
o;· 
::r ,.. 
.::. 

-
ML MH HI F-86 Loaded Characteristics: 

2 2 J Maximum Throttle: 4 at all altitudes . 
2 2 3 Dive: Maximum Movement Allowance may not exceed ma\--

imum throule selling. 

0 0 Climb: No Type II chmb\, MA reduced by I . 
-

Acceleration: reduce by half , retaining fractions. 

I 2 2 Turn Mode: add I at LO and ML; 2 at MH and HI. 

2 3 J Roll Cost: IMP: 1-3 pi\.; 2 MP: 4 + pts . 

I 2 
Ceiling: 131 levels. 
Missiles: May not carry air-air missiles while loaded. 

2 2 2 
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Aircraft Nome: 

Dassault Mirage IIIC, HIE & V 
and IAI Nesbr 

Basic Aircrnft Information Table 
Aircraft Type: fighter and fighter-bomber 
Connon Type: G 
Connon Shots: S 
RH Missiles: 1 
HS Missiles: 2 
Damage Capacity: 8 
Cetling: 216 (Mirage lll); 

236 (Mirage V and Neshr} 
Deceleration: 8 
Size: S 
Number of Crew Members: 
Point Value: 912 
Within Altitude 

Groups: 
Maximum Throttle: 
Minimum Throlfle: 
Maximum Energy: 

LO ML MH HI 
7/6 817 9 10 

2 2 2 3 
12 13 14 15 

Max1mum Energy Add per Game-Turn: 3 
Cruise Speed: 4 
Special Rules: none. 
Other Versions: 
Mirage IIIE: 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 a ll three types o f Mirage. 
IAI 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 Marage V. 

Mirage 

Roll Table 

Movement Points 
Points Rolled 

0 l-3 
4 + 

PC 53 

Mirage Turn Mode Table 
Movement Altitude Grouping Mirage Acceleration Table 
Allowance LO ML MH m Throttle Altitude Grouping 

1 2 2 3 Setting LO ML MH HI 

2 2 2 3 4 l 3 3 J 2 
3 2 2 3 5 2 J J 2 
4 2 2 4 6 3 3 3 2 

s 2 2 4 6 4 3 3 2 
6 3 3 4 6 5 3 3 2 
7 3 3 s 7 6 3 3 2 

8 4 4 s 7 7 2 I l 

9 s s 6 8 8 'lz 

10 6 6 9 9 V: 
II 7 9 

Mira~e Dive Table 
T)pe l.O Altitude ML Altitude MH Altitude HI Allllud~ 

Lvls Max MA Lvls Max MA Lvls Max MA L1•/r Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add D1·d MA Add 

J 2 7 0 2 g 0 2 9 0 2 10 0 
5 9 2 s 10 2 s II 2 5 II 2 

10 9 II 
15 8 

15 10 r~- 10 

Ill 17 8 0 20 8 0 21 9 0 23 9 0 

Note: Mirage II IE. Mirage V and Neshr u'>e the Kl1r Dive Table, rather than this one. 

Mirage Flight Parameters 
1-Gam~-Turns in Typ~ Ill Climb b~fore . .. 1.0 MI. MH HI-

. .. Making lmmclmann: 2 4 

. Entering Pull-Through: 2 3 

Game-Turns in Push-Through before ... 
... Making Split-S: 0 0 0 2 

R~duction in Mm•ement A/lowanc~ for ... 
. . . Making Lateral Rudder Roll: I 2 2 3 

... Executing Break: 3 J 4 4 
-

Energy Points l.ost in ~aclr Pull-Up: 2 3 3 4 
-

\IP l.ost ~ach Gam~ Turn Wlng.1 •·~rtical: 2 2 3 3 

Miratte lllc CLIMB TABLE 
10\jum~r of U\'tls Climbed 

Mirage Loaded Characteristics: (b) Alllludt (jroupln&) 
-1 

LO ML MH Hl Maximum Throflft: 6 m LO and ML: S m MH and HI :r 

2 2 3 4 5 6 2 3 4 5 2 J I 2 J D1ve: may not exceed Ma:'limum Throttle Setting 
:.3: 9 8 6 Climb: No Type Ill Chmbs. Reduce all Mo"emena Allowances ~~ 10 
-" . 8 7 5 8 7 s by I. 
=-3 

7 6 4 3 3 7 6 4 7 6 4 Acceleration: reduce any numbers greater than one b) sort. :It\ a IJO:::t 
~- 7 6 5 4 3 3 2 6 5 3 2 2 6 5 3 6 5 3 Turn Mode: Add one·thtrd to all Turn Modes. roundtng up. 
f)oo 
:r-

6 s 4 3 2 2 5 s 4 2 s 4 2 Roll Cost: more than one point rolled co~ts I Mo~ement Potnt ;;·¢ 
':Tf 

5 4 3 2 2 I 4 4 3 I 4 3 Ceifinx: I 10 for Mtrage Ill , 130 for Mirage V and Neshr ...... -
<:I Missiles: may not carry air-to-air mi~siles when loaded: mis\tles : . ~ 4 3 2 I 3 J 2 - 3 2 -
"'O J 2 2 2 ' I - 2 I - must be jetttsoned. 
:r"' .;;;· . 2 :r ... 
~ - - - -

I 
~ 
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+ Aircraft Name: 
Dassault Mystere IV A 

Basic Aircraft Information Table 
Aircraft Type: fighter and fighter-bomber 
Cannon Type: G 
Cannon Shots: 6 
RH Missiles: 0 
HS Missiles: 0 
Damage Capacity: 7 
Ceiling: 180 
Deceleration: 7 
Size: S 
Number of Crew Members: 
Point Value: 4/ 1 
Within Altitude Groups: LO MLMH HI 

Maximum Throttle: 5 5 5 5 
Minimum Throflfe: I I I 2 
Maximum Energy: 8 9 9 10 

Maximum Energy Add per Game-Tum: 2 
Cruise Speed: 4 

Special Rules: none. 

Mystere Roll Table 
Movement Points 

Points Rolled 

0 1-3 

4+ 

Mystere Flight Parameters 
Game· Turns in Type II 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 Point.t l.ost in each Pull-Up: 

MP l.ost each Game- Turn Wings Vertical: 

LO 

2 
2 

0 

I 
2 

2 

Mystere Turn Mode Table 
Movement Altitude Grouping Mystere Acceleration Table 
Allowance LO ML MH HI Throttle Altitude G rouping 

1 2 2 2 2 Setting LO ML MH HI 

2 2 2 2 3 5 4 3 2 

3 2 2 2 3 
2 4 4 3 
3 4 3 2 

4 2 2 3 4 4 3 2 2 
s 2 2 3 s 
6 2 3 4 4 

M~stere Dive Table 
Type LO Altitude ML Altitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvfs Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

2 5 2 5 2 5 2 6 

II 5 6 5 6 5 5 0 5 5 () 

Ill 9 4 0 9 3 0 9 3 0 9 3 0 

Mystere IVA 
CLIMB TABLE 

a: Number of Le"els Climbed 
....... 0 (by AJtitude Grouping) 
~ < 
3:;i!! LO ML MH HI n :;j 
:r""'tt> 2 J 2 I 1 t!>O::l <::::::- s 4 2 3 2 3 2 ~ ~)> -· (/)::: 4 3 2 "'nO 2 2 
::r~$1 

o<i' 5· ~ 3 2 I -
:roo n 

2 J I ~ ~ - -
0 1 ... 

ML MH HI Mystere Loaded Characteristics: 
2 3 3 

Maximum Throttle: 4 at all alti tudes . 
2 2 2 

Dive: Movement Allowance may not exceed maximum throttle 

0 0 
setting . 

Climb: No Type II Climb, reduce MA by 2. 

Acceleration: reduce all numbers above I by l. 
I 2 2 Turn Mode: add J to all modes . 
2 2 3 Roll Cost: doubled. 

2 2 2 Ceiling: J 10 levels. 

2 2 2 
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Tornado Turn Mode Table 

Tornado Acceleration Table 

A ire raft Name: 
Movement 
Allowa nce 

Altitude G rouping 
LO ML MH HI 

Throttle Allilude G ro uping 
Setting LO ML MH HI 

Panavia MRCA Tornado 
ADV 

1 

2 

3 

4 

5 

6 

7 

8 

9 

2 2 2 3 
-

I 4 4 2 2 
2 4 3 2 2 

Basic Aircraft Info rmatio n Table 
Aircraft Type: Fighter-bomber and fighter 
Cannon Type: G 
Cannon Shots: 3 
RH Missiles: 4 
HS Missiles: 4 
Damage Capacity: 17 
Ceiling: 260 
Deceleration: 12 
Size: 7 
Number of Crew Members: 2 
Point Value: 9/16 
Wilhin Al titude Groups: LO ML MH HI 

Maximum Throffle: 6 8 9 10 
Minimum Throttle: -1 2 2 
Maximum Energy: 12 14 15 16 

Maximum Energy Add per Game-Turn: 4 
Cruise Speed: 4 

Special Rules: 
May have up to 6 lock-ons simultaneously. 
May rire HSM while having lock-on. 

Other Versions: 
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 
be used by the RAF, will be equipped with 
RH missiles. 

Tornado 
CLIMB TABLE 

1-

-

10 

11 

12 

2 

2 

3 

3 

4 

4 

5 

6 

6 

2 

2 

3 

4 

4 

5 

6 

6 

7 

8 

Tornado Dive Table 
T ype 

II 

Ill 

LO Altitude 

Lvls Max MA 
Dvd MA Add 

2 6 0 
5 9 3 

15 10 2 

20 9 

3 

4 

4 

5 

5 

6 

6 

7 

7 

8 

4 

4 

4 

5 

5 

6 

6 

7 

8 

9 

9 

--

-

ML Altitude 

/...vis Max MA 
Dvd MA Add 

2 8 0 
5 

10 

15 

23 

I I 

11 
10 

9 

3 

2 
2 

'lumber or Levels Climbed (by Altitude Grouping) 

LO ML MH 

3 

4 

5 

6 
7 

8 
9 
10 

3 3 2 2 
3 
3 

3 

3 
2 

2 

2 

2 

Tornado Roll Table 
Movement Points 

P oints Ro lled 

0 l-2 
3+ 

MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add 

2 9 0 2 10 0 

5 II 2 

15 II 2 

24 10 

HI 

5 

10 

15 

20 
25 

12 

12 
I I 

I I 
10 

2 

1 2 3 4 s 6 7 8 2 3 4 5 6 2 3 4 I 2 3 
9 7 6 
8 7 5 
7 6 4 

6 3 -
5 2 5 5 4 4 3 3 2 2 

4 4 3 3 2 2 2 

3 3 2 2 I -

2 2 

Tornado Flight Parameters 
Game-Turns in T)rpe Ill Climb before ... 

... Making lmmelmann: 

... 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 I.OJt each Game- Turn Wings Vertical: 

LO ML MH 
I 

0 

2 

0 

I 

3 

I 

2 

0 

2 
3 

2 

2 

HJ 
2 
2 

2 

2 
3 

2 

2 

7 6 4 3 2 1 
6 5 3 2 

8 7 5 4 
7 6 4 3 
6 5 3 2 
5 4 2 5 4 2 2 

4 3 2 
3 2 I 
2 

·-

-

4 3 I -

3 2 - -
2 

4 
3 

Tornado Loaded Characteristics: 
Maximum Throlfle: 6 at LO and ML; 7 at MH and H I. 
Dive: May not exceed max. Throttle Selling. 
Climb: reduce all MA by 2 . 
Accelerarion: Reduce all Acceleration Allowances greater than 

one by SOO/o. 

Tum Mode: Add one-third to all Turn Modes, rounding 
fractions to nearest number. 
Roll Cost: 1-2 cost I MP, 3 + cost 2 MP. 
Ceiling: 120 levels. 
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Aircraft Name: + BAC/ Sepecat Jaguar 

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: 5 
Number of Crew Members: 
Point Value: 618 
Within Altitude Groups: LO MLMH HI 

Maximum Throttle: 6 7 7 8 
Minimum Throttle: I 2 2 
Maximum Energy: II 12 12 13 

Maximum Energy Add per Game-Turn: 3 
Cruise Speed: 4 

Special Rules: none. 

Other Versions: 
There is a reconnaissance version or the 
Jaguar (mk.G.R. I), but this retains its full 
armament. 

Jaguar RoU Table 
Movement Points 

Points R olled 

0 1-2 

1 3+ 

Jaguar Flight Parameters 
Game-Turns in Type Ill Climb before .. . 

... Making Immel mann: 

... Entering Pull-Through: 

Game-Turns in Push-Through before ... 
. .. Making Split-S: 

Reduction in Mm•ement Allowance for . .. 
. . . Making Lateral Rudder Roll: 
. . . Executing Break: 

Energy Points Lost in each Pull-Up: 

MP i,o.5t each Game-Turn Wings Vertical: 

, 
a 

LO 

0 

2 
2 

I 

2 

Jaguar Turn Mode Table 
Movement Altitude G rouping 
Allowance LO ML MH lfl Jaguar Acceleration Table 

1 2 2 3 4 Throttle Altitude G rouping 

2 2 2 3 4 Setting 1.0 ML MH HI 

3 3 3 3 4 
1 
2 

3 3 2 2 
3 3 2 2 

4 3 3 4 5 3 3 2 2 2 
5 3 4 5 6 4 2 2 

6 4 4 6 8 5 2 2 

7 5 5 7 9 
6 2 lh 

7 Yl 
8 6 8 10 

9 9 II 

Jaguar Dive Table 
T)pe 1.0 Altitude ML Altitude MH Altitude HI Altitude 

Lvls Max MA Lvls Max MA Lvls Max MA Lvls Max MA 
Dvd MA Add Dvd MA Add Dvd MA Add Dvd MA Add 

2 6 0 2 7 0 2 7 0 2 8 0 

5 7 2 5 8 2 5 9 2 5 9 

II 10 7 20 8 10 7 10 9 

15 8 15 8 15 8 

Ill IS 6 0 17 7 0 18 7 0 19 7 

Jaguar CLIMB TABLE 
-l 
;:r Number of Levels Climbed .., 
S2 (by Altitude Grouping) 
~~ LO ML MH HI 
(1)0 
A< 1 2 3 4 5 1 2 3 4 5 2 3 1 2 ~A 

=·3 :!A 8 - - - - - 7 4 oo::s 
--~ 7 6 4 4 3 6 4 2 6 3 ~~ 

- - - - -

;nr 6 5 4 4 3 2 5 3 3 2 - .s 3 1 5 3 
~:E 5 4 3 2 2 4 2 2 I - 4 2 - 4 2 <Pol 
ftl ::l 

4 3 2 2 I 3 1 3 I 3 ~.1i - -
"'O 3 2 2 2 2 -::.., 

60. 2 :: ,. 
.::!. 

ML MH 

2 3 
2 2 

2 3 3 
3 3 3 

2 2 2 

2 2 2 

Jaguar Loaded Characteristics: 
Maximum Throttle.· 5 at all altitudes. 
Dive.· No Type Ill dives, may not exceed maximum throttle set­

ting. 

Climb.· No Type Ill climbs, MA reduced by one. 

Acceleration.· halve, retaining fractions . 

Turn Mode.· add one-third . 

Roll Cost.· double. 

Ceiling.· 151 levels. 
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