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CHECk Your 67 (CY8!) was designed for multiple
players to enjoy a moderately-sized fun and realistic
air combat game in an evening. C¥&7 can be played
by from two to numerous players with each player
controlling from one to six aircraft. The game re-
creates aerial combat on a tabletop and emphasizes
pilot skill, weapons differences, and three-
dimensional movement. This rule book contains 26
pages of rules and examples, example scenarios, a
mini-campaign and all the charts needed to play.

Of primary importance in these rules is my belief that
in combat it is the “man not the machine™; pilot skill is
critical to success. One only needs a casual look at
combat results from WWII and Korea to realize how
true this is. Perhaps the most staggering statistic in
these results is the number of aircraft destroyed by
just the top 35 German aces of WWIl. Over the
course of the war, these 35 aces destroyed more
than 6300 aircraft. From the Allied side, a US 8™ Air
Force study concluded that the top 5% of pilots
accounted for 40% of the kills. In the Korean War
eight Sabre pilots accounted for 98 victories; that is
less than 1% of all Sabre pilots who accounted for
more than 13% of all kills. In addition, consider the
Brewster Buffalo; in Finland the lowly Buffalo racked
- up a 26-1 kill ratio while in the Far East they were
devastated by veteran Japanese pilots. While we
wanted a fun game, we could not ignore the power
and dominance of an ace on the table. In CY&7
players will quickly find out that if one is
inexperienced one should beware of enemy aces!

Another major consideration for the design of CY®6!
was my belief that it is possible to have a realistic
game that is relatively simple to play. The easy way
out for a game designer is to design a realistic AND
complex game, just add more modifiers — this is what
many authors did with boardgames in the 70s and
80s. It is much harder to create a game that is
realistic  AND simple to play. | believe game
designer’s skill should be judged on how simple they
can make a game that provides realistic results. |
believe that a clever game designer should be able to
model reality with only a few modifiers for each
mechanic.

The development of C¥é&7 was very challenging; what
| thought could be quickly developed took over three
years. In this time we have played numerous games
and evaluated various sets of game systems and
mechanics. As it turned out, even using all of my very
smart friends (Chris Pringle, Rob Givens, CB
Stevens, Mark Fastoso, Alvin Gunkel, Ed Stewart,
" Jerry Frazee, Nick Murray and Chris Baker) it still took
years, though what fun we had. | argued religiously
with my old catalyst Chris Pringle about the combat
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system; both of us producing complex statistical
analyses to prove our points. C¥6/ uses 2d6 for the
most part but uses other dice and some tricks to
accomplish statistically accurate results. Much of our
research involved finding accurate statistical results
(firing to-hit, damage, spotting, ammunition depletion,
etc) and then finding a game mechanic that would
accurately represent these outcomes. It should be
noted that we looked for the historically accurate rates
before looking for the game mechanic in order to
maximize realism.

Due to the fact that we can all see and touch
“numbers” some games seem to be obsessed with
them. Conversely, things like aircrew technical skill,
training, experience and élan are things that are hard
to quantify - | think it is the latter group of factors that
have much greater influence on combat. An example
for €¥’&67 is “maximum speed” for any given aircraft.
Any combat experienced pilot will tell you that aircraft
performance can vary greatly each mission. Fighter
aircraft in WWII were the hot-rods of the age, each
requiring careful maintenance and knowledgeable
mechanics to maximize performance. If this
maintenance was not done or if a mechanic was tired
and forgot a certain procedure it could mean sub-
optimal performance or even catastrophic failure. |
suggest that all those statistics don't give clear
results, they just give trends. Trends can be modeled
with a d10 or even a d6 with very few modifiers. In
other words, don't be too hard on games that don't
seem to perfectly model armor penetration or aircraft
lab performance statistics... simpler games might
more accurately reflect the varying trends of real
machines in combat conditions.

We also are releasing several scenario/campaign
books along with C¥é/. These books will have a
consistent format along the lines of the extensive
SkirmishCampaigns series of WWII skirmish-level
scenario/campaign books. The first three will be
authored by my friends Mark Fastoso (Guadalcanal),
CB Stevens (Falcon of the Duce) and Keith Astrofsky
(Battle of Britain). Other scenario/campaign books are
in planning including Nick Murray’s Nightfigher
supplement and my forthcoming and 8" AF book.

| would especially like to thank my wife and kids for
putting up with my airplane obsession and allowing
me far more time than expected to finish the project!

Finally, | would repeat the mantra | started when |
wrote ARC of FIRE (WWII Skirmish Rules) in 1999 —
rules are like art, they please some and not others but
never please everyone. | encourage players to
implement house rules and specific edits to CY67 —
make these rules fit for you or your club and
remember, have fun and Check Your 6!

-Scott Fisher 2007

Designer’s Notes and Author’s Comments: Throughout
the rules in this book, designer’s notes and examples will be
inserted in text boxes such as this one.

5™ Printing
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RULEBOOK

The CHECK YOuRr &/ rulebook is not needed to play
most games but should be available for reference,
especially for less experienced players or those just
learning to play.

QUICK REFERENCE CHARTS (QRC)

Most information and tables pertaining to the game
are included specifically on the Cweck Your &1
Quick Reference Charts (QRC). The QRC comes in
two 8.5x11-inch pages (1 and 2) and contains
summary information and tables for the game and
several useful diagrams. It should be noted that the
top half of QRC page 1 (the firing tables) can be
photocopied and will fit on the back of a Move Chart.

MOVE CHARTS

The Move Charts (labeled A, B, C, D, and F) contain
information about possible moves for a given aircraft.
At the top of the chart are the Normal Maneuver
Types while at the bottom of the chart are Special
Maneuver Types. In the middle of the Move Chart are
the possible Turn Codes organized by the starting
speed of the aircraft. Along the Normal and Special
Maneuver rows are Speed Adjustment Options; these
are the possible adjustments to current aircraft speed
for a given maneuver and Turn Code combination.
See example below.
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AIRCRAFT STATISTICS CHARTS

At the end of these rules are several charts that list
aircraft statistics for C¥'&/. Statistics are provided for
aircraft flying below and above 20,000 feet. Updated
and expanded Aircraft Statistics Charts will be
published on the SkirmishCampaigns web site.

AIRCRAFT RECORD SHEETS

Aircraft Record Sheets serve as the location where
players record the moves of their aircraft and keep
track of the turn number and any damage. The top of
the sheet has information about the aircraft while the
bottom has space to record the maneuver and turn
code chosen for each turn.

Aircraft
First Fire O
Weapons
Mov/Speed/Agility
Climb/Dive

MAN-
EUVER

Pilot Skill

Lx/Hx
TURN
CODE

Rob

TURN
1
2

Notes

DICE
CHECK YouRr &f requires several types of dice. Most
rolls in the game are made using two six sided dice
(abbreviated 2d6) for firing players may also need
several four, ten and twenty sided dice (d4, d10 &
d20).

MINIATURE AIRCRAFT & FLIGHT STANDS
Most players will play Cweck Your & with
miniatures on a tabletop, though the game can also
be played with cardboard colinters as well. Any scale
aircraft will be appropriate since movement and
combat uses a hex-based system (we have always
wanted to play in a high school gym with 1/48 aircraft
models). Flight stands also make the game more
visually appealing by raising the aircraft above the
table. Special flight stands with dials to record aircraft
speed and altitude, designed specifically for CYé/,
are available but any custom or commercial flight
stand will work for this purpose. For stands without
dials, small dice can be used on or behind the stand
to record altitude and speed.

STANDARD BOARD & SCALE

The standard playing surface is a cloth with a hex
pattern, approximately 45 x 30 hexes (with 1.5-inch
hexes the typical cloth will measure about 4-feet x 6-
feet). In game scale each hex is approximately 100
meters wide and approximately twice as tall.

Board Size: While at first glance the standard board for
CYeér may not appear large, it is representative of the
historical space for the type of battles covered. Typical WWII
dogfights took place in a cylinder of sky approximately 1.5-2
miles across (about 20-30 hexes in CY&7)

A/R ComBar
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A1.0 AIRCRAFT ATTRIBUTES

The performance characteristics of each aircraft are
listed on the Aircraft Statistics Charts in the back of
this book.

1.1 PERFORMANCE

Aircraft performance is represented in terms of
several factors including: Move Chart used, top
speed, agility, acceleration, and climb/dive factor.
Altogether, a “Move” is made up of a turn code
choice (from the aircrafts Move Chart) and a
maneuver choice (as found at the top and bottom of
the aircraft's Move Chart).

1.1.1 Move Chart and Maximum Speed: Describes
the Move Chart and Max Speed of the aircraft; the
format is “A3” where “A” is the Move Chart and “3” is
the aircraft maximum speed. On the Aircraft Statistics
Charts, there are two columns of factors. One set is
for low and medium altitude engagements (below
20,000 feet) and the other for high altitude (20,000+
feet) fights.

e Move Chart: Each aircraft has an associated
Move Chart that represents its ability to turn and
maneuver. The charts are labeled A, B, C, D or F.
Each Move Chart catalogs possible turns
identified as Turn Codes (example: R22, is “right”
turn code 22) for various current speeds, dividing
them into three types (Forward, Turns, and
Extreme Turns). Each Move Chart also identifies
the possible maneuvers (up or down) dividing
them into Normal Maneuvers and Special
Maneuvers.

Maximum Speed: Each aircraft has a maximum

speed that ranges from level 1 to 8. Note that only

jet aircraft have maximum speeds in excess of 5.
1.1.2 Agility: Agility reflects an aircraft's ability to
roll/yaw for position and change its orientation. Agility
factors range from 0 to +3.

e Reduced Agility: Some aircraft have poor high
speed performance; these aircraft reduce their
agility by one (-1) when flying at their maximum
speed. Aircraft with Reduced Agility are noted on
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the Aircraft Statistics chart with a minus (-) after
their agility rating. In some cases aircraft have
Extra Reduced Agility. These aircraft must
reduce their agility by one (-1) when flying at
maximum or one less than their maximum speed.
Aircraft with Extra Reduced Agility are noted on
the Aircraft Statistics chart with two minuses (- -)
after their agility rating.
1.1.3 Climb/Dive Factor: The Climb/Dive Factor
represents the climb/dive characteristics of the
aircraft. It is used to determine if the aircraft has a
Climb or Dive Advantage when exiting a Combat
Altitude Band (CAB) (see A5.2). Dive Factors are
represented with numbers indicating how fast the
aircraft dives. The number “1” is the slowest possible
dive factor. Climb factors are represented with
numbers indicating how fast the aircraft can climb.
The number “1” is the slowest possible climb factor.
1.1.4 Acceleration Type: Aircraft acceleration is
characterized by three categories: LOW (Lx),
NORMAL (Nx) and HIGH (Hx). On the Aircraft
Statistics charts any aircraft without the Lx or Hx
characteristics is considered to have Nx. Note some
aircraft may have one of these characteristics at low -
medium altitude while not at high and vice versa.

1.2 ROBUSTNESS (R)

Represents the ability of the aircraft to avoid or
absorb damage from weapons. The Robustness
Levels are: RO, R1, R2, R3, and R4.

1.3 WEAPONS

Weapons are classified by range and firepower.
There are three broad classifications of weapons
range (short, medium, and long) and four firepower
categories that determine the use of the differing
types of weapons firepower dice d4, d6, d10 and d20.
1.3.1 Weapons Range: Weapons are divided into
three main range bands with varying capabilities as
below.

e Short Range Weapons (LMG, LVC, LVHC): these
are rifle caliber light and medium machineguns
(LMG), medium-low velocity 20mm cannon (LVC)
and low velocity heavy (30mm+) cannon (LVHC).
These weapons have effective ranges out to
about 300-400 meters. Examples include British
303 LMG, German 20-mm MG-FF, 30-mm MK
108, the Japanese 20-mm Type 99-1, and
Japanese 40-mm Ho-301. Short Range weapons
(LMG, LVC, LVHC) may not fire beyond six hexes.
Medium Range Weapons (HMG, MC): these are
high velocity heavy machineguns (HMG) and
modern cannon (MC). These weapons have
effective ranges out to about 600 meters.
Examples include the US 12.7-mm Browning M2,
ltalian, Japanese and Soviet 12.7-mm HMGs, the
German 20mm MG 151/20, British 20-mm
Hispano, the Soviet 20-mm ShVAK, 23-mm VYa-
23, 37-mm NS-37, and the Japanese Ho-5.

Long Range Weapons (LRHC): these are
specialized long-range heavy cannon (LRHC) and
sighting systems with effective ranges beyond 750

A/R ComBAaTr
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meters. Examples include the German 30-mm MK
101 and MK 103, the BK 3,7 and BK 5.
1.3.2 Weapons Firepower: Each weapon firepower
category of represented by a specific type of die,
which is rolled to determine firepower points inflicted.
See the Air-to-Air Weapons Firepower and Range
Summary on the Quick Reference Chart (QRC).
1.3.3 Cannon Modifiers: Due to the variance in
cannon performance, there are two types of modifiers
that can modify a cannon’s chance to hit. They are:

e Low Velocity Cannon Modifiers at Medium Range
(LVC and LVHC; those guns with muzzle velocity
less than 600 m/s)

e Heavy Cannon Rate-of-Fire Modifiers;

o Low (350-200 rounds per minute [rpm])

o Very Low (199-81rpm)

o Extremely Low (80 and below rpm)
1.3.4 Weapon Firing Arcs: Each aircraft has
weapons that may only fire out of designated firing
arcs. The possible weapon firing arcs are:

e Forward Fixed (FF)

e Bomber Forward Fixed (BFF)

e Front (F)

e Front-Top (FT)

e Front-Bottom (FB)

e Side Right (SR)

e Side Left (SL)

e Rear(R)

e Rear-Top (RT)

e Rear-Bottom (RB)

e Top-360 (T3)

e Bottom-360 (B3)

1.4 NOTES

Some aircraft have special capabilities or constraints
that are listed in the “Notes” section of their attributes.
Most often these notes will relate to armament, armor,
crew stations, stalling, or movement.

A/R ComBar

surviving fire, and quality of construction. This factor also
considers the number of engines and the size of the aircraft
(for example, though heavy bombers are structurally much
stronger than fighters, they are also bigger targets).
Particular attention was paid to historically opposed aircraft
(e.g., Zero vs. Wildcat and Hurricane | vs. Bf 109E) where
the factor would be of supreme importance to one side or
the other.

Weapon Types: It was part of our original design goal to
make weapons very basic; after researching it became clear
that there are some very significant differences in airborne
weapons (even within categories) that had an impact on
combat. One of the most important differentiations is
between Machinegun types (LMG, HMG) and Cannon (LVC,
MC). Many early aircraft had powerful cannon that were only
effective at very short ranges. We felt it was critical to reflect
these significant range limitations coupled with the
differences in weapon impact. We referred to several
sources, printed and online.

Speeds: Bombers assumed to be flying at cruise speed to
maximize formation flexibility; fighters are assumed to be
flying 80-95% maximum speed on average.

Move Chart: Ability to turn the aircraft both in terms of
instantaneous and sustained turn rate. This factor also
considers turn radius at the maneuvering speed for the
aircraft.

Agility: Ability of an aircraft to roll/lyaw and quickly change
the pointing and wing orientation of the aircraft. Inputs
include roll-rate and yaw-rate.

Reduced Agility: In our research we found that many early
aircraft performed poorly when they reach speeds over
300mph — severely limiting their agility. We felt it was
important to model this aspect as there are several Historical
cases (example: Zero vs. Wildcat) where the factor would be
of supreme importance to one side or the other.

Acceleration: Ability of the aircraft to maintain maneuvering
speed through various turns and maneuvers; considers
horsepower/weight, wing loading ratios and wing shape.
Only aircraft that are most notable (either high or low) were
considered for this attribute.

Robustness (R): Considers armor, safety features (self
sealing fuel tanks, redundant systems), reputation for

CHECK YOUR &

A2.0 AIRCREW SKILL AND
AIRCREW CHECKS

2.1 AIRCREW SKILL

Aircrew Skill affects aircrew checks, weapons fire,

ammunition shortage and other aspects of the game.

There are four types of aircrew and associated skill

modifiers, defined as

follows:

e Ace  (+3): Elite,
combat proven crews.

e Veteran (+2): Very
experienced and
highly trained crews.

e Skilled (+1): Aircrews
with professional
training but minimum
experience.

e Green (+0): Aircrews
with average to
minimal training and
combat experience.

2.2 AIRCREW CHECKS

An Aircrew Check is requwed to avoid becoming Out-
of-Control, to check for
Dive Recovery, as a
result of Engine or
Airframe Damage, to
avoid collision, and as
an aircrew skill check
for several other
events. To execute an
Aircrew  Check, roll
2d6; on a modified roll
of 8 or higher the
check is passed, add
the aircrew skill modifier to the roll and in some cases
other modifiers. Aircrew in Damaged Aircraft also

. always minus one (-1) from Aircrew Check die rolls.

A/R ComBAar
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Aircrew Skill: As part of the design of the rules, we decided
that aircrew skill should be THE major factor in the game.
While many rule sets focus on intricate aircraft technical
values we agree entirely with the words of Chuck Yeager, “It
is the man, not the machine”. Players will rapidly see that in
CYer Veteran and Ace Aircrews rule the sky. To highlight
this assertion one need only look at the performance of the
notorious Brewster Buffalo; in the Far East Buffalos were
quickly destroyed by superior Japanese pilots but in Finland
from 1941-43 Buffalos dominated the skies destroying 496
Soviet aircraft and boasting an exchange ratio of 26:1.
Clearly, at least in terms of the Brewster Buffalo, Gen.
Yeager is correct. Green and Skilled Aircrews should take
great care when engaging Veterans and Aces and
specifically be careful to avoid a tailing situation. When
designing scenarios, players should be careful to not include
more Ace and Veteran Aircrews than were historically
available (none or very few in any one engagement).
Aircrew skill has historically been important both for defense
and offense. Historically, of the aircrew killed during WWII,
about 40% were killed in their first 10 combat missions.

Rough criteria and nationality examples for various aircrews
are as follows:

Ace: Allied/Axis Aces with extensive combat experience.
Veteran: Experienced Finnish, Japanese Naval 1941-42,
German 1939-42 and some American late 1944 and 1945.
Skilled: Average US, Japanese, German, British, Soviet
1943-45.

Green: Average Soviet 1939-42, US 1941, and any very
new crews or those with minimal training.

Friendly and Unfriendly Board Edges: These abstractions
proved an efficient game mechanism for considering all that
is going on outside the altitude band in question. Often
historically, there were other aircraft patrolling above or
below a fight (high cover etc). These aircraft might inhibit the
escape of an aircraft by climb or dive. Furthermore, exiting
off a certain direction might increase the danger that an
aircraft could run into enemy fighters or out of fuel etc.
Obviously, these considerations are scenario-driven.

A3.0 SPEED AND EXTREME
TURNS

3.1 SPEED LEVELS

There are eight speed levels in the game ranging
from 0 to 8. The speed level can increase/decrease
by varying amounts depending on the Maneuver
Type and Turn Code executed (see Move Charts).

3.2 EXTREME TURNS

Some Turn Codes on the Move Charts are colored
dark grey, these turns are considered extremely tight
turns, called “Extreme Turns”. Differentiating this Turn
Code type is important as it has an impact on aircraft
speed and various other aspects of the game.

A4.0 BOARD EDGES

There are three types of board edges in Cxeck Your
6/ scenarios: “Friendly”, “Neutral” and “Unfriendly”.
Friendly board edges correspond to some advantage
in getting the aircraft safely home; conversely
Unfriendly board edges correspond to some
impediment to safely returning to base (other enemy
fighters, fuel problems etc). Friendly/Unfriendly board
edges are marked in patterns in the scenario map
while Neutral edges are white.

CHECK YOUR 67

4.1 BOARD EDGE EXIT

Aircraft may exit the board by crossing the horizontal
board edge or may exit games by climb or dive. The
safety with which an aircraft may exit by climb or dive
is based on whether the aircraft has a climb or dive
advantage over its opponents (see A5.2). See Victory
Points section for victory point values pertaining to
board edge exit (see A7.2).

A50 COMBAT ALTITUDE
BANDS (CAB)

Scenarios may use one or several of ten Combat
Altitude Bands (CAB). Each Band represents roughly
an area of about 4,000 feet in height; they are:

EXTREMELY HIGH (36,001-40,000ft)
VERY HIGH (32,001-36,000ft)
HIGH-TOP (28,001-32,000ft)

HIGH (24,001-28,000ft)
HIGH-BOTTOM (20,001-24,000)
MEDIUM-TOP (16,001-20,000ft)
MEDIUM (12,001-16,000ft)
MEDIUM-BOTTOM (8,001-12,000ft)
LOW (4,001-8,000ft)

SURFACE LOW (0-4,000ft)

Combat in CeCck Your 67 only occurs within one of
these bands; each is subdivided into six (6) Tactical
Altitude Levels (see below). The CAB(s) specified as
the battle location by the scenario are considered the
active CAB(s). Players wishing to conduct
simultaneous battles at muitiple CABs should have
several tables set-up or may use aircraft with variable
base heights or simply add markers to identify which
CAB an aircraft occupies. Note that the exact
altitudes of these bands may be varied based on
scenario requirements. In any scenario, the top and
bottom of a CAB may be used to exit the game by
climb or dive regardless of the use of one or multiple
CABs (see A5.2).

5.1 TACTICAL ALTITUDE LEVELS (TAL)
There are six (1-6) Tactical Altitude Levels (TAL)
within each Combat Altitude Band (CAB). In most
scenarios, the entire game will be played using only
the six TALs in one CAB. If only one CAB is being
used, it is still important to note which one as aircraft
have varying capabilities at different CABs (aircraft
High and Low-Med altitude performance as noted on
the Aircraft Statistics Charts).

A/R ComBar
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5.1.1 Additional TALs (optional): If all players
agree, CY&/ may be played with eight or even ten
TALs per CAB.

5.2 EXITING AND ENTERING COMBAT
ALTITUDE BANDS

Aircraft may exit a CAB by climb/dive and then may
either exit the game or, if multiple CABS are part of
the scenario, enter a higher or lower CAB. It is
important to note that even when multiple bordering
CABs are in play, any aircraft exiting by climb or dive
and crossing a CAB border may choose to leave the
game (see Climb/Dive Advantage below) instead of
moving to the higher/lower CAB.

5.2.1 Climb/Dive Advantage: If an aircraft that is
exiting a CAB by climb or dive has a higher
respective climb or dive factor than any enemy
aircraft on the board, it is considered to have a Climb
or Dive Advantage. Aircraft that have a Climb or Dive
Advantage may freely exit the game and return fo
base as if they exited the board off a friendly board
edge; if the aircraft does not have a Climb or Dive
Advantage, it is considered to have exited off an
unfriendly board edge should it exit by climb/dive from
the board.

5.2.2 Special CAB Scenario Rules: Some scenarios
may specify one of the following special conditions
related to exiting and using CABs: 1) CAB Cloud
Border, or 2) Multiple CABs.

e CAB Cloud Border: Under this scenario rule,
aircraft may temporarily retire or permanently
escape into the clouds that border the top and/or
bottom of the active CAB(s). When exiting the
CAB by climb from TAL 6 and/or by dive from TAL
1, aircraft climb/dive into the clouds. In the first
Move Plotting Phase after an aircraft moves into
the clouds the owning player determines if the
aircraft will retire from the battle or will attempt to
return. Aircraft exiting the game via the Cloud
Boarder automatically exit. See CAB Border Cloud
rules (C2.2) for determining return of the aircraft to
the active CAB. f

o Multiple CABs: Under this scenario rule, aircraft
may move between various active CABs. Aircraft
climbing above TAL6 or diving below TAL1
automatically enter the higher/lower active CAB.
The aircraft enters the higher/lower CAB at TAL1
on the higher CAB, or TAL6 on a lower CAB.
When transiting from one CAB to another, the
aircraft starts in the same location in the new CAB
as it would have moved to had it stayed in the
previous CAB. Players may simply mark which
CAB the aircraft is in by using a marker, magnet or
differing stand height.

Climb/Dive Advantage: Without complicating the game too
much we wanted a mechanism to represent the
characteristic climb/dive capabilities of aircraft. Players will
constantly read about aircraft that could “climb” or “dive”
away from a fight. We represent this with the climb/dive
factor. This factor allows players to assume escape for an
aircraft that exits battle and has a climb/dive advantage.
While at first blush this factor may seem relatively
insignificant compared to other performance factors, players
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will soon realize that the ability (or inability) to exit a battle at
the time of your choice is critical to winning or losing in Y&/
as it was in historically.

Combat Altitude Bands (CABs): Initially the game only
had six Tactical Altitude Levels, as we assumed that in
almost all scenarios combat would occur in roughly 4,000
feet of altitude. Our assumption was that any aircraft that
exited this basic center of mass would be out of the fight.
We have included multiple Combat Altitude Bands (CABs)
for those more ambitious scenario designers who want to re-
create battles that encompassed gross differences in
altitude, all in the same strike or mission (for example the
Battle of Midway), or for those who wanted to create battles
on a huge scale. Most scenarios will use the concept of
CABs simply as a way for aircraft to exit the battle via the
vertical axis.

A6.0 AIRCRAFT TYPES

6.1 FIGHTERS

Fighters are aircraft that are primarily designed to
stop bomber aircraft from accomplishing their
mission. For the most part, fighters are single engine
aircraft that have good speed and maneuverability,
though some twin-engined fighters are also available.

6.2 BOMBERS

Bombers are any type of aircraft that fly in formation
with the mission to deliver heavy ordnance on surface
targets. Bombers may have from one to four-engines
and almost always fly in formation. Note that in some
scenarios, fighter-type aircraft may be performing
“bombing” missions and should then be treated as
bombers.

A7.0 VICTORY.POINTS

The winner of a scenario is determined by totaling the
Victory Points (VPs) accumulated by both sides.
Victory points are accumulated in three ways; Basic
Victory Points, Board Exit Victory Points, and Special
Order Accomplishment Victory Points. The player with
the higher total of all types of victory points is the
winner.
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7.1 BASIC VICTORY POINTS

Basic Victory Points can be accumulated by
damaging and destroying aircraft and for shooting
down Veteran and Ace Aircrews. Basic Victory Points
(VP) are listed below:

Type Damaged | Destroyed

Fighter 1VP 4 VP

Twin Engine Fighter 1VP 4 VP
Single Engine Bomber 1VP 4 VP
] Medium Bomber 2 VP 8 VP
1 Heavy Bomber 3VP 12 VP
| Shoot down a Veteran (+2) Aircrew +2 VP
I Shoot down an Ace (+3) Aircrew +4 VP

L3

7.2 VICTORY POINTS FOR BOARD EXIT
Whenever an aircraft (damaged or undamaged) exits
the board via a Friendly board edge it may
automaiically retum fo base safely. Whenever an
aircraft exiis via a Neutral or Unfriendly board edge
it must make an Aircrew Check (see A2.0) while
applying some additional modifiers to determine its
ultimate fate.
« If the aircraft is exiting a “Neutral” board edge it
must minus one (-1) from the die roll.
If from an “Unfriendly” board edge it must minus
two (-2) from the die roll.
Aircraft that are damaged, must apply an
additional minus one (-1) modifier.
If the aircrew check succeeds, the aircraft safely
returns to base.
Aircraft that do not pass their aircrew check when
exiting the board are considered damaged. If the
exiting aircraft was already damaged it is
considered destroyed.
If the aircraft fails its check by four or more it is
considered destroyed.

7.3 VICTORY POINTS FOR ACCOMPLISHING
SPECIAL ORDERS

A scenario may list a specific number of victory points
for accomplishing certain orders (such as destroying
a bridge or factory, exiting bombers, etc). If the orders
are accomplished, add these victory points to the
friendly total.

CHECK YOUR &7 AIR ComBar




CHECK YOUR 67

roure! B: Play Sequence
The €¥67 Play Sequence is summarized below then
followed by descriptions and rules for each Phase.

Tailing Declaration Phase (simultaneous)
- Tailed Aircraft Reveal Tailing Information

Move Plotting Phase (simultaneous)
- Formation Status Segment
» Choose Maneuver Type
= Choose Turn Code

Movement Phase (in Move Group order)
« Spotting Segment (optional)
» Move Segment

Fire Phase (simultaneous within segment)
« Anti-Aircraft Fire Segment (optional)
- Air-to-Air Fire Segment
« Surface Attack Segment (optional)

B1.0 TAILING DECLARATION
PHASE

1.1 TAILED AIRCRAFT f

An aircraft is “tailed” if a friendly or enemy aircraft is in
its rear arc and the "tailing” aircraft has the “tailed”
aircraft in its front arc and the “tailing” aircraft is within
3 hexes and at same or one lower TAL.

1.1.1 Move Group Sequence: Tailed aircraft
must move in the first Sub-Group of their Move Group
and may execute Pilot Reaction as normal.

1.1.2 Revealing Tailing Information: In the
Tailing Declaration Phase, a “tailed” aircraft must plot
its move and then reveal to the “tailing” aircraft
general information about its plotted move as follows:

e Turn Information: If the “tailed” aircraft will turn
Left/ Right (L or R Turn Codes) or go Forward (F
Turn Codes). There is no differentiation between
“Extreme Turn” Turn Codes and “Turn” Turn
Codes, either is a “turn” for reporting purposes.

e Maneuver Information: If the “tailed” aircraft will
Climb (Power Climb, Climb, Power Immelmann,
Immelmann Maneuvers), Dive (Dive, Power Dive,
Steep Dive, Split-S, Power Split-S, Steep Split-S
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Maneuvers) or execute Level Flight (Level Flight
and Stall Maneuvers).

1.2 TAILING AIRCRAFT

“Tailing” aircraft may only tail one aircraft at a time.
“Tailing” aircraft may move in their Move Group (see
B3.3) or may move in the Move Group of the aircraft
they are tailing and after that aircraft. Wingmen (see
C1.3 under Aircraft Formations in the Advanced
Rules section) and bombers are never considered
“tailing” aircraft.

1.3 TAILING CHAINS

In some cases, multiple aircraft will be involved in a
chain where an aircraft is being tailed and its tailing
aircraft is being tailed, etc. In this case the aircraft at
the front of the chain must move first, then the next
aircraft behind the front and so on.

P51%
= '

Fw i tailing
. S=4 — . .

TAILING: The Fw is at the same altitude as the P57 (TAL4), in the
P51’s tail arc, and within three (3) hexes of the P57; the Fw is
tailing the P51.

B2.0 MOVE PLOTTING PHASE

2.1 PROCEDURE

Each player simultaneously determines which
formations will break-up and, which aircraft will drop-
out of formation. The player then chooses a
Maneuver Type and a Turn Code for each aircraft
from the Move Chart and notes them on the Aircraft
Record Sheet. A Turn Code is chosen from the
aircraft's Move Chart corresponding to the current
speed of the aircraft.

2.1.1 Bomber Plotting (optional): Since
bombers move first, players may find it more efficient
to simply move bombers without plotting them at all.

General Move Philosophy: We assume that while players
are doing the gross maneuvering of the aircraft, each pilot is

‘conducting tactical adjustments over the course of the turn.
We have committed to a system that compares pilot.skills for
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! combat defaulling to each pilot for the final jockeying for
position to shoot

| Move Plotiing Example: A Hurmicane | (maximum speed of
4 and using Move Chasi B) s cumrently flying at altitude 5
| and speed 3. & s i 1. The player selects a “climb” Normal
| Maneuver along wilh 2n 133 Tum Code. On his Aircraft
| Record Shest. e player nofes “C™ in the “Maneuver”
| Colsmn fin e s 1 row) and notes “L33” in the “Turn
| Cod=" column. Since he player will select the final speed of
. e asral 2Fer he moves his plane, no speed change is
. mmi=c = e Move Plotiing Phase. (see Speed Adjustment
Ssxampie 1 (page 12) for continuation of this move)

B3.0 MOVEMENT PHASE

3.1 PROCEDURE

Execule awcrafi Spotting and Move Segments for
=ach Move Group in order, executing all moves and
speed/aliiiude adjusiments from one Move Group
before aircraft in the next Move Group starts.

3.2 MOVEMENT PHASE SEGMENTS

For each Move Group (1 through 4), execute the
following segmenis in turn. Each Move Group
compleies all the segments below before the next
Move Group begins.

3.21 Spotting Segment (optional): When any
formation or aircraft is activated, start its move with an
Aircrew Check for spotting (see C4.0 Spotting in
Advanced Rules section).

3.2.2 Move Segment: Execute move for each aircraft
in Move Group order (with Pilot Reaction as possible,
see B3.3.2). Move the aircraft as per the maneuver
and Tum Code. Affer the aircraft has moved adjust
speed and alifude as appropriate for the combination
of maneuver and Tum Code chosen.

3.3 MOVE GROUP ORDER
Move aircraft one after the other in the following Move
Group order:
MOVE GROUP 1: Out of Control Aircraft
(OOC), Bombers, Green
(+0) Aircrews
MOVE GROUP 2: Skilled (+1) Aircrews
MOVE GROUP 3: Veteran (+2) Aircrews
MOVE GROUP 4: Ace (+3) Aircrews
All aircraft in the preceding Move Group must
complete movement before moves for the next Move
Group are started.
3.3.1 Sub-Group Order: Aircraft in the same Move
Group are moved in the following priority order (A
going first followed by B and so on):
A) Tailed Aircraft and Tailing Chains
B) Enemy “Out of the Sun” (see C4.2.2 in
Advanced Rules)
C) Lower Altitude (current)
D) National Move Order
+ National Move Order: The final determiner of
move priority within a Move Group is National
Move Order. If not otherwise specified in a
scenario, the following National Move Order ~
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should be observed: WWII: 1937 to mid 1944
Allies then Axis; late 1944-45 Axis then Allies.
1950+ Korea: N. Korea then Korea Allied (US,
UK, etc).

National Move Order: While there should not be any hard
rules on this, certain aircrew quality trends should be
reflected to create priority within the same Move Group.
Players should feel free to edit the National Move Order
based on the scenario in play and their opinions. This rule
offers an efficient way to resolve final inter-Group priority.

3.3.2 Pilot Reaction: Skilled, Veteran and Ace
aircrews may change their plotted Turn Code
immediately prior to moving in the appropriate Move
Group.

e Changing Turn Code: An aircrew may adjust its
plotted Turn Code, either left or right, by either
one or two places (Turn Codes) depending on
aircrew skill. Skilled (+1) aircrews may shift one
(1) Turn Code to the left/right. Veteran (+2) and
Ace (+3) aircrews may shift two (2) Turn Codes to
the left/right.

Pilot Reaction Special Maneuvers: Aircraft may
not use pilot reaction to change into or out of a
Special Maneuver (see B3.6). Once these
maneuvers are plotted they must be executed no
matter what the skill of the aircrew that plotted the
maneuver.

Climb/Dive Pilot Reaction (optional): Veteran
(+2) and Ace (+3) Aircrews that plot a Level Flight
maneuver may execute Pilot Reaction to change
to a “Climb” or “Dive” maneuver. If changing their
maneuver type, they may not change their Turn
Code but may adjust their final speed for the new
maneuver chosen after the move.

Special Maneuver Veteran and Ace Pilot
Reaction (optional): Veteran (+2) and Ace (+3)
Aircrews that plot a Special Maneuver which ends
in a 120-degree turn (Power Immelmann,
Immelmann, Split-S, Power Split-S, or Steep Split-
S) may execute a pilot reaction to change the
ending of the maneuver to a 180-degree turn.

Pilot Reaction Example: A Skilled (+1) Aircrew plotted a
“F4” Turn Code; it could, prior to its move in the Move
Segment, change its Turn Code to either the “F41L" or
“F41R” as these Turn Codes are one to the left /right of “F4".

34 TURN CODE TYPES AND SPEED
RESTRICTIONS

3.4.1 Turn Code Types: The choice of Turn Code
may have an effect on the final speed of the aircraft.
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Each Turn Code from a Move Chart is designated as
one of three types (see Move Chart; these are
arranged in columns):

“Forward” Turn Code Type: “F” Turn Codes and

Special Maneuvers, in white on the Move Chart

“Turn” Turn Code Type: “L’eft or “R”ight Tumn

Codes, in light grey on the Move Chart

“Extreme Turn” Turn Code Type: “L’eft or “R”ight

Turn Codes in dark grey on the Move Chart
3.4.2 Maximum and Minimum Speeds: Aircraft may
never execute a maneuver and Tum Code
combination that would result in a final speed less
than zero or greater than the aircraft's maximum
speed. If such a combination would result in either of
the above, that combination may not be plotted or
executed as a result of Pilot Reaction.
3.43 Special Maneuver Maximum Speed
Restrictions: Special Maneuvers have maximum
speed restrictions. In many cases, this restriction
varies depending on the Move Chart used by the
aircraft. An aircraft must start its move at or below the
maximum speed listed to execute the Special
Maneuver.

3.5 NORMAL MANEUVER TYPES

3.5.1 Power Climb: Note “PC” in the Move Plotting
Phase. In the Move Segment execute move, adjust
speed and increase altitude two levels as per the
Move Chart.

3.5.2 Climb: Note “C” in Move Plotting Phase. In the
Move Segment execute move, adjust speed and
increase altitude one level as per the Move Chart.
Aircraft may not plot or execute a climb maneuver if
the prior move was stall.

3.5.3 Level Flight: Note “L” in Move Plotting Phase.
In the Move Segment execute move, adjust final
speed as per the Move Chart. The aircraft must stay
at the same altitude.

3.5.4 Dive: Note “D” in Move Plotting Phase. In the
Move Segment execute move, adjust speed and
decrease altitude one level as per the Move Chart.
Aircraft may not exceed maximum speed in dive.

« At the option of the moving player, the aircraft may
add one hex of forward movement in the direction
the aircraft nose is pointing at the end of the
move. Note that this does NOT increase the
speed of the aircraft but simply adds one hex at
the end of the movement.

Add One Hex in Dive: Recall that Tactical Altitude Levels
(TAL) are about twice as high as they are wide. Due to the
angles and altitudes involved, only aircraft that execute a
“Dive” Normal Maneuver are able to add a hex to the end of
their movement (optionally). The addition of this extra hex is
representative of the extra distance that can be covered by
committing the aircraft to a relatively shallow dive. While
other types of dives may have steeper angles of descent,
they must also cover more than one Tactical Altitude Level
(the equivalent of multiple hexes) and generally must use
extreme turns to recover.

3.5.5 Power Dive: Note “PD” in Move Plotting Phase.
In the Move Segment execute move, adjust speed
and decrease altitude two levels as per the Move
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Chart. Aircraft may not exceed maximum speed in the

dive.

3.5.6 Steep Dive: Note “SD” in Move Plotting Phase.

In the Move Segment execute move, adjust speed

and decrease altitude three levels as per the Move

Chart. Aircraft may not exceed maximum speed in the

dive.

¢ Special Dive Recovery: Prior to the aircraft's move

in the next turn, take an Aircrew Check for Special
Dive Recovery (see B3.10), unless the aircraft
has plotted another Steep Dive Maneuver or is
a dive bomber. Reduced and Exira Reduced
Adgility aircraft apply additional die roll modifiers to
the roll. Dive bombers may automatically recover
from this maneuver without checking for Special
Dive Recovery.
Deliberate Spin: At the option of the player, by
conducting an Extreme Turn with the Steep Dive
Maneuver, an aircraft may be immediately and
automatically placed Out-of-Control (in effect put
into a spin). Follow rules for aircraft Out-of-Control
below (see B3.9).

3.6 SPECIAL MANEUVER TYPES

3.6.2 Power Immelmann: Note “PI” in Move Plotting
Phase. Move the aircraft one hex forward and turn
the aircraft 180-degrees or 120-degrees either
left/right (noted as “PI-L” and “PI-R" respectively).
Adjust speed and increase altitude two levels as per
the Move Chart. See the Move Chart for maximum
speed restrictions.

3.6.3 Immelmann: Note “I” in Move Plotting Phase.
Move the aircraft one hex forward and turn the aircraft
180-degrees or 120-degrees either left/right (noted as
“-L” and “l-R” respectively). Adjust speed and
increase altitude one level as per®%he Move Chart.
See Move Chart for maximum speed restrictions.
3.6.4 Split-S: Note “SS” in Move Plotting Phase.
Move the aircraft one hex forward and turn the aircraft
180-degrees or 120-degrees either left/right (noted as
“SS-L” and “SS-R” respectively). Adjust speed and
decrease altitude one level as per the Move Chart.
See Move Chart for maximum speed restrictions.
3.6.5 Power Split-S: Note “PSS” in Move Plotting
Phase. Move the aircraft one hex forward and turn
the aircraft 180-degrees or 120-degrees either
left/right (noted as “PSS-L” and “PSS-R”
respectively). Adjust speed and decrease altitude two
levels as per the Move Chart. See Move Chart for
maximum speed restrictions.

3.6.5 Steep Split-S: Note “SSS” in Move Plotting
Phase. Move the aircraft one hex forward and turn
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e aworafi 180-degrees or  120-degrees  either
Efgit (moled as “SSS1° and “SSS-R”
respechvely) Adpesi speed and decrease altitude
#wee levels as per the Move Chari. See Move Chart
= Specal Diwe Recowery: Prior o the aircraft's move
0 e pet . t2ke an Aircrew Check for Special
Diwe S=cowery (se= B3.10), unless the aircraft is
2 @we bomber Reduced and Extra Reduced
A9y avor=t apply additional die roll modifiers to
e sl Owee bombers may automatically recover
S Ss maneuver without checking for Special
Dewe Recovery.
3.6.6 Stall: Note "ST” in Move Plotting Phase. Aircraft
=t execule a Stall do not move into a new hex in the
Mowe Seament but remain in place. Prior to the
arcratis move in the next turn, during the aircraft’'s
mommal Move Group move, take an Aircrew Check to
pr=vent flom becoming Out-of-Control (see B3.9).
* 10 execufe 2 Siall Special Maneuver the aircraft
musst stari the tum at speed one (1).
387 Green Aircrew Confusion (Optional):
Whenever 2 Green (#0) aircrew executes a Special
Maneuver 1hat is plotied fo end in a 120-degree turn
(Power immelmann, Immelmann, Split-S, Power Split-
S or Sisep Sphi-S) the aircraft must take an Aircrew
Check. ¥ passed. execute the move as plotted. If
Sied ol 2 d6; on a roll of 1 the aircraft is
smmediately Out-of-Control, on a roll of 2-3 turn the
awrcrafl 1o the opposite 120-degree turn (example: if
SS-L is plotied, change to SS-R), on a roll of 4-6
execute a standard 180-degree turn.

| Special Mancuvers: We assume that for an aircraft to

accomplish 2 Spiii-S or Immelmann the aircrafi is at or near
= memmun Cload for hat speed. In Coeck Your 67
| some Secr=it do not hawe the tum rae o accomplish a Split-
S or mmsivann willan e foot distance of an altitude band
% By =re = high speed. For game purposes. we have
| resinicdied arorait (by Move Charf) fo maxamum speeds at
| wiich they could actually accomplish the Sphit-S within the
| given space of an aliitude level. For example, if an aircraft
| with Move Chart D was moving at speed 4, it could not
| achually accomplish a Split-S within the roughly 600 to 800-
oot high alitude level (hence the restriction of Move Chart D
. @wo=f o 2 Max speed of 3 for a Split-S). See the Move
i Chas for mawimum  speed  restrictions.  Additionally,
| comibinatons of Special Maneuvers can be used to create
some of Te “siandard” fighter combat maneuvers. For
example. o execute 3 High Yo-Yo, an aircraft could conduct

n Immelmann-iefl 120-degree (I-L) followed by a diving left
| exireme tum.

3.7 SPEED ADJUSTMENT: Cross-index the
Maneuver and Turmn Code type chosen to view speed
adjustment options (see Move Chart). Each
Maneuver and Turn Code type combination has two
or three speed adjustment options; these options
modify the aircraft’'s existing speed by addition or
subiraciion.
= Afler the aircraft move is executed, choose a final
desired speed based on the speed adjustment
options on the Move Chart; modify the aircraft's
existing speed by adding or subtracting speed ,
levels based on the modifier chosen.
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e An aircraft may not exceed its maximum speed
and may not select a combination that would force
it to exceed maximum speed.

o OSome speed adjustment options are shown
in a grey octagon; the player may NOT choose
these speed adjustment options if the aircraft is
flying at maximum speed.

Speed Adjustment Example 1 (continued from Move
Piotting Example): After the Hurricane | is moved (recall it
had a starting speed of 3), the player cross-indexes the
“Climb” Normal Maneuver at the top of Move Chart B with
the “Turn (L/R)” Turn Code type column (since the L33 Turn
Code moved is a normal turn for a B Move Chart aircraft).
This cross-indexing gives final speed adjustment options of
“3, -2, -1” allowing the player to select a final speed of 0, 1
or 2 after the move. Recall that since the aircraft is currently
moving at speed 3 (not it's maximum of 4) it may choose the
“-1” speed adjustment option in the octagon (see the Move
Chart).

Speed Adjustment Example 2: A Japanese A6M Zero at
maximum speed (maximum speed 4) executes a “Climb”
Normal Maneuver and an “L45" Turn Code (this is an
Extreme Turn). At the end of the Zero’s move, cross index
“Climb” and “Extreme Turn” at the top of the Move Chart.
The Speed Adjustment Options available are “-4, -3, -2”
with the -2 in an octagon. Since the Zero is already at
maximum speed (4) it may NOT use any option in an
octagon. Thus, the only Speed Adjustment Options available
to the Zero are “-4 and -3”; the player chooses to reduce
speed minimally and chooses the -3 Speed Adjustment
Option allowing the Zero to finish its move with a final speed
of one (4 -3=1).

Speed Adjustment Option: One easy way to think about
Speed Adjustment Options is to consider what you can do
with your aircraft’s throttle in any given situation; you can
either 1) throttle-back, 2} leave it the same, or 3) increase
throtile. In most cases there are three Speed Adjustment
Options for a given Maneaver and Turn Code type — these
correspond to the three throttle settings. The options in the
grey octagons represent the case where the aircraft is
already at full throttle (or max airframe speed) and so cannot
increase it any further. In some cases, such as with an
Immelmann or Power Immelmann, we assume the throttle is
always maximized to get through the maneuver.

3.8 ENDING SPEED OF ZERO (0)

An aircraft may end its move at speed zero; in effect it
is risking a stall as noted above in the Stall Special
Maneuver. Prior to the aircraft's move in the next turn,
during the aircraft's normal Move Group move, take
an Aircrew Check to prevent from becoming Out-of-
Control (see B3.9). *
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3.9 OUT-OF-CONTROL (00C)
Under certain conditions, aircraft may have to take an
Aircrew Check to avoid becoming Out-of-Control
(OOC). When required, check Out-of-Control status
by rolling an Aircrew Check using the following rules:
e If the Aircrew Check is passed, the aircraft must
execute a Level Flight Maneuver with a F1 Turn
Code (moving forward one hex) and is given a
speed of 1.
If the Aircrew Check is failed, the aircraft is
immediately Out-of-Control.
If an aircraft is Out-of-Control, immediately reduce
the aircraft one Tactical Altitude Level (TAL) and
turn the aircraft in a random direction (roll d6 to
determine hex side pointing).
In the turn following the loss of control, at the
start of Move Group 1 take an Out-of-Control
Aircrew Check as above with the same result for
passed and failed.
Aircraft that are Out-of-Control may not fire or be
fired upon.

3.10 SPECIAL DIVE RECOVERY

Recovering from a Steep Dive Maneuver or a Steep
Split-S Special Maneuver requires an Aircrew Check.
In the turn following these maneuvers, during the
aircraft’'s normal Move Group move, take an Aircrew
Check for Special Dive Recovery; if passed, the
aircraft moves as plotted.

o If the Dive Recovery Aircrew Check is failed, the
aircraft must execute a Dive Normal Maneuver
with a Forward (F) turn code and no speed
change (N) Speed Adjustment Option in that turn.
Aircraft with Reduced Agility “(-)* must take a
minus one (-1) die roll penalty and aircraft with
Extra Reduced Agility “(- -)” a minus two (-2) die
roll penalty when making a Special Dive Recovery
Aircrew Checks. This modifier is only applied if the
aircraft has Reduced Agility in the CAB applicable
to the scenario being played.

Catastrophic Failure: If the Special Dive Recovery
Aircrew Check is failed and doubles are rolled, the
aircraft is immediately destroyed on the following
rolls:

o Greenl/Trained Aircrew double 1s, 2s, or 3s.

o Veteran Aircrew double 1s or 2s.

o Ace Aircrew double 1s.
For the Steep Dive Normal Maneuver aircraft only
take an Aircrew Check for Special Dive Recovery
when they plot some ofher maneuver in a
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following turn (as long the aircraft is performing
consecutive Steep Dive Maneuvers, there is no
required Special Dive Recovery Aircrew Check).
Dive Bombers and aircraft with maximum speeds
of 6 or greater (jets) are not required to make
Special Dive Recovery Aircrew Checks after
Steep Dive and Steep Split-S Maneuvers.

3.11 COLLISIONS

If at the end of their move two or more aircraft exist in
the same hex at the same TAL, both roll an Aircrew
Check at the end of the Movement Phase, prior to
firing to avoid collision. Regardless of the result, all
aircraft remain in the same hex until they collide or
are moved during the next turn.

e An aircraft that passed the check may attempt a
deliberate collision against an aircraft that failed
the check or it may simply stay in the hex.

e If any two or more aircraft fail the Aircrew Check
they automatically collide.

e Colliding aircraft roll twice on the Lucky Hit table
(using the Cannon column).

3.12 LOADED AIRCRAFT
Aircraft that are carrying heavy ordnancefloads
(bombs, torpedoes, troops, vehicles, fighters with full
drop-tanks, etc.) have reduced performance. The
following rules apply to all such aircraft:
e Climb Factor Halved (divided by two, round down).
s Agility becomes zero (0).
e May not perform Special Maneuvers, or Power
Climb Normal Maneuver.

3.13 HX/LX ACCELERATION

Some aircraft have excellent (high) acceleration (Hx)
and some have extremely poor (low) acceleration
(Lx). The following rules apply for these aircraft:

e High Acceleration (Hx): sAfter executing an

“Extreme Turn” Turn Code, aircraft with Hx may
take an Aircrew Check. If passed, the aircraft may
treat the move as a “Turn” Turn Code Type rather
than an “Extreme Turn” Turn Code Type for speed
adjustment; if failed treat the move normally as an
“Extreme Turn” Turn Code for speed adjustment
(see B3.7).
Low Acceleration (Lx): After executing an
“Extreme Turn” Turn Code, aircraft with Lx must
take an Aircrew Check. If passed treat the move
normally as an “Extreme Turn” Turn Code for
speed adjustment. If failed treat the move as an
“Extreme Turn” Turn Code and adjust the aircraft's
final speed by an additional minus one (-1). Note
that this adjustment may force the aircraft to an
ending speed of zero (0).
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3. 14 SLOW CLIMB-RATE AIRCRAFT
Arcr=f wath 2 Climb factor of 10 or less have
exvemely slow rales of climb. These aircraft may
PEwer esscuie Power Climb, Immelmann, or Power
mEimEnn maneuvers. Additionally, these aircraft
== aodlonal consecufive fumns to climb one tactical
@iuge lewel, depending on their climb factor as
Delow
= 5-10 must make two consecutive turns of climb to
mowe up one tachical altitude level.
= &7 must make three consecutive turns of climb to
mowe wp one fachical sititude level.
= 5 must make four consecutive turns of climb to
mowe up one tactical altitude level.
= £ must make five consecutive turns of climb to
move up one tactical altitude level.
= 3 must make six consecutive turns of climb to
move up one iaciical altitude level.
= 1-2 must make seven consecutive turns of climb
0 mowe up one taciical aliitude level.

3.15 LOW AL TITUDE FLIGHT (optional)

Aircraft with green (+0) aircrew must take an Aircrew
Check at the end of every turn flying at TAL 1 while in
the SURFACE LOW CAB to prevent from hitting the
ground. A similar check must be made by skilled (+1)
aircrew in any turn flying at TAL 1 at SURFACE LOW
CAB when fired upon by Anti-Aircraft or Air-to-Air fire.
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TURN 1 MOVE PLOTTING: In the LOW CAB, an Fw190A-4 at
speed 3 with Green (+0) Aircrew (Move Chart D) and Spitfire Vc at
speed 4 (Move Chart B) with Skilled (+1) Aircrew are at TAL 5 with
the Fw one hex from the Spitfire at the start of the turn. The Spitfire
and Fw player plot their moves. The Fw plots a “Level Flight’
normal maneuver and a “L34" turn code, extreme turn to the left.
The Spitfire plots an “‘Immelmann Left” (120-degree) Special
Maneuver (the Spitfire player suspects the Fw player will execute
the standard evasion and turn into the pursuing Spitfire).

TURN 1 MOVEMENT PHASE: The FW has a Green (+0) Aircrew
so it moves first in Move Group 1. Since the Fw has High
Acceleration (Hx) it makes an Aircrew Check in an attempt to use
the “Turn” Turn Code Type instead of the “Extreme Turn” Turn
Code Type (for speed adjustment options) and passes, allowing
the Fw player to select a final speed of 3 (possible due to cross-
indexing the “Level Flight” Maneuver with the “Turn” column on the
Move Chart, allowing a “N” Speed Adjustment Option). Since it
has a Skilled (+1) Aircrew, the Spitfire then executes its move in
Move Group 2. Note that the Spitfire may not execute any Pilot
Reaction since aircraft that-have plotted Special Maneuvers may
not execute Pilot Reaction. In the Fire Phase the Spitfire fires at
the Fw and misses.

TURN 2 MOVE PLOTTING: The Fw plots a “Level Flight' normal
maneuver and a “L33" turn code, turn to the left. The Spitfire plots
a “Dive” normal maneuver and a “F11L" forward turn code.

TURN 2 MOVEMENT PHASE: The Fw moves first in Move Group
1 and chooses a final speed of 2 (choosing the “1" Speed
Adjustment Option; the Fw player is trying to slow and get inside
the pursuing Spitfire). The Spitfire then moves as plotted in Move
Group 2 and elects not to change speed but does choose to add
one hex forward at the end of the move. The Spitfire chooses not
to fire as it would be a deflection shat.

TURN 3 MOVE PLOTTING: The Fw again plots a “Level Flight"
normal maneuver and a “L23" turn code, extreme turn fo the left.
The Spitfire plots a “Climb” normal maneuver and an “L23" normal
turn left turn code.

TURN 3 MOVEMENT PHASE: The Fw moves first in Move Group
1 and again chooses to reduce speed by one, ending with a final
speed of 1. The Spitfire then moves in Move Group 2 and selects
a final speed of 1 (using the -1 Speed Adjustment Option). In the
Fire Phase the Spitfire fires its weapons at the Fw at a range of
one hex.
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TAILING DECLARATION and MOVE PLOTTING: In the LOW
CAB, an Fw190A-4 at speed 3 with Skilled (+1) Aircrew (Move
Chart D) and Spitfire VC at speed 2 (Move Chart B) with Ace (+3)
Aircrew are at TAL 5 with the Fw three hexes directly behind the
Spitfire at the start of the tum. The Spitfire is being tailed by the
Fw as the turn begins.

In the Tailing Declaration Phase, the Spitfire must choose a
Maneuver Type and Tum Code (done by the Spitfire in the Tailing
Declaration Phase instead of the Move Plotting Phase, due to it
being tailed). Prior to the Move Plotting Phase, the Spitfire player
secretly informs the Fw player about his planned move, revealing
that the Spitfire will “climb and turn left’. The Spitfire player has
actually chosen a “Climb” normal maneuver and chosen the “L24
turn code, an extreme turn to left. In the Move Plotting Phase, the
Fw notes its Maneuver Type and Tum Code choices; a “Climb”
normal maneuver and the “F3” turn code, a forward move (the Fw
player suspects a British trick and will prepare for anything). Since
the Fw is tailing the Spitfire it may move with its normal Move
Group 2 in the Mové Segment (with other Skilled [+1] aircrews) or
it may move with the Move Group of the aircraft it is tailing (Move
Group 4 Ace [+3] Aircrews). The Fw player chooses to move after
the Spitfire in Move Group 4.

MOVEMENT PHASE and PILOT REACTION: In Move Group 4,
the Spitfire executes its move first since sub-group priority is that
Tailed Aircraft always move first. The Spitfire player executes a
Pilot Reaction to change his turn code from “L24" to “L22"
(possible since the Ace Aircrew (+3) can shift two Turn Codes
left/right). Since the Spitfire is not at its maximum speed (of 5), the
player may choose the -1 speed adjustment option (‘Climb”
normal maneuver and “Turn” turn code type), ending the move at
speed 1 and TAL 6.

After the Spitfire move is observed by the Fw player, the Fw player
also chooses to execute a Pilot Reaction and shifts his turn code
from F3 to F31R (since a Skilled (+1) Aircrew may shift one turn
code left/right). In the next turn, the Fw will again be tailing the
Spitfire as he is within three hexes and in the rear arc of the
Spitfire. The Fw ends his move by choosing the “N” speed
adjustment option; possible since the Fw executed a “Forward”
Turn Code type and a “Climb” normal maneuver and he is not at
maximum speed (speed 5).

CHECK YOUR &7
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B84.0 FIRE PHASE

The Fe= Phass = made wp of three segments, the
Aot Seo=l Foe Segment (opfional), the Air-to-Air
o= Seomest @ B Swrace  Affack Segment

£ 1 ANTI-AIRCRAFT SEGMENT (optional)
=mor 1o any Air-to-Air fire, scenario specific surface-
based Anti-Aircraft (AA) fire is resolved. Fire from
each batlery is resolved for To-Hit, Firepower and
Robusiness before the next is started. For additional
mides see section C5.0 Anti-Aircraft in Advanced
Rules.

4.2 AIR-TO-AIR FIRE SEGMENT
=or each aircraft that fires resolve To-Hit, Weapons
Firepower, and Robustness before the next firing is
started. All fire is simultaneous and any damage is
only recorded at the end of the segment.
4.2.1 To-Hit: Each attacking aircraft makes one to-hit
roll for its fire using 2d6, adding the results of the dice
and applying any modifiers. The final result is
compared with the following base chance to-hit at the
range corresponding to the distance between the
firing aircraft and the target. A hit is scored if the
modified dice roll is equal to or greater than the base
chance to-hit at the given range. Any other result is a
miss. The base to hit at given rages is as follows:
= Point Blank Range (5+ to hit) = 1 hex

Close Range (6+ to hit) = 2 hexes

Short Range (7+ to hit) = 3 hexes

Medium Range (9+ to hit) = 4-6 hexes

Long Range (11+ to hit) = 7-10 hexes

Add or subtract modifiers to the to-hit dice roll as

follows (see QRC for a summary):

s +3 to -3: Difference in Aircrew Skill- attacker skill
minus target skill (may be a “+” or “-“ modifier).
+3 to -3: Difference in Aircraft Agility- attacker
agility minus target agility; remember to consider
any Reduced Agility modifiers for current speed
and/or for airframe damage (may be a “+" or “*
modifier).
-2: Head-to-head or Deflection- if attacker is firing
from either the front or side arcs of the target (see
Aircraft Target Diagram, QRC).
+2: Target Speed Zero (0)- if the target current
speed is zero.
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-2: Low Velocity Weapon at Medium Range-
Attacker firing LVC or LVHC at Medium Range.
-1/-2/-3: Low/Very-Low/Extremely-Low Rate-of-
Fire (ROF) Heavy Cannon- Attacker firing reduced
ROF Heavy Cannon; modifier depends on weapon
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