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Wing Leader

Wing Leader Series. Wing Leader is a series of games. There
are two core volumes. The first, Wing Leader: Victories 1940-
1942, covers the key aircraft and battles of the early war and the
second, Wing Leader: Supremacy 1943-1945, takes the series up
to the war’s end. Further expansions fill in gaps in the aircraft
inventory and add more scenarios.

Language. The rules use British English in preference to Amer-
ican usage.

Rules Editions. Major rule changes from edition v1.0 are indi-
cated with sidebar entries starting with the ¢ symbol.

The book you hold in your hands is the ‘living rules’ set, in-
corporating errata and clarifications. Text changes from edition
v2.0 are marked in blue.

‘Living rules’ with corrections and changes can be found at
www.gmtgames.com

x A ¥

1.0 INTRODUCTION(A7H)

Wing Leader= 22} AAl tide] ¥FdE& vFe
AF7E0] A& a48t0 A 57159 Y& e
dut

Wing Leader ] 713 51 &9+ BBt} (squadron) =
Al (flight) U vk 21l A vhekd Al F ol A "o 2] =
s AL 2], Wing Leader Zd 0ol 54
of Al wiett A= AYS &,

104 TEA

ol FAAE AY A A It 24 A

FUh tiZE [ ]kbel] A3 & ME7F 4805

i Goll 903w W&ol T3 A9} $ A dEFUT
SAA; gt I A/ 9, F2[13.0-15.0] ol gk 82
o] = 3 =

l‘}(‘_',
[
r
i
o

& AFUT Aol =np 2
Altitude/Height(ZL=/3%0°]). 1 5= v At 7} A d o 2 B8] Wk
el A=A E YEFH YT 15 A2 2 o] A E H ool A
197FA] A5 U T AL el A = 159} o] 'eh= §oj7F A=
nR 7he] AR U T chigher’, ‘lower’, ‘above’, ‘below’& 1%
ol #AE Yehl= YUY 12 74 A did=
T 6o Mt 1% 8] Bl At K uks Wyt
Alert3A). A A 2] A5F7] vl 4] EAE dobd
Z& ugyct. A AdeE7t ok 817 Al (Unalert) 8l 4 Y T
Available(7}8) 7183t A57] vl oo & o} =] gkgrom
Ask= A vl el 22 Fhel] 1A 2 vl o E o]y
o S E A A vl didiel 22 7kl e AFE7] vl gt
H]7}-8- (Unavailable) B] & o o Q1 L o},

Basic Speed and Turn.(7|¥ &8 9 A3]) v o] &4
E= A3 g2 &e7] dolEl 7F= (ADC) ol A7l grolw, 7] &
AN, e L sk gholl & Rk (dF &9 W A3 Fx)
Bomber(Z247]). %2 7] (Bomber)i= 372 7] v]A wpA 7} 18] X14H]
RA==EIAnAE

Broken(3# g). o @ vl = A FH S st EojA o
told AFE A5 & gl vddd s v gy

W= 92 = %] o8- (Unbroken) 7S
Climb(3%). A7} 155 Fo] S5t
Combat Speed and Turn.(ZAF &8 L A3])n|y o))
718 &9 e A3 g2 AFelvl A8 5= Q4] o B
ok (71 &8 9 3] Fx)
Disrupted(Z&). wzhE H] Yo
ZIA7F 71A 2 Adete] AFE A &8 o8 A EHI YT

rlr
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Sy
i
o
g,
2
N
=
e
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Distance@le)). 4| E4H9] Aeli= g ko] A thE 274 o] et 4
ZUh AR E he A 5 YFUTH BAX e AT
A2 7R A Sk ek (AFe] Bt 2 %) :

Dive(3H73). A7} 1 =5 W5 W23yt

Enemy(d). ¥ & vjdgdidiel 24 f51& Ayt

Afeledis nE Awe a% gAeE A A% g @

(edge) 2+ g o gt (ot (Friendly) 33)

Fighter(&F7). A 571 &9 (Escort), 2% (Sweep), 24

(Intercept) "I wkA7F 22130 Hef e

Flghter-Bombers(%ﬂ%ﬂ) AEZ7 = T ¥4 ’5‘]-.7’_ ZA7] v

e L L BEN C SRR
shARE Alvpe] @ 7F X d R o] whel ARV 2 vhE S Qls Y
Flight(At). v] 3l of] (Squadron) 3} 5‘}2 e
Formation(t] B). v &t th 7} "t 3 -& ©]&(in formation)' 73 -F-, ©F

]

T Wt e oby Mg FARAL AR 2
Sfof sl o e G glojob Ttk YL Gl

; o

i) é
=3

A So] A% BHH 1AM E AL & o w7 7hFEE ), b s
Friendly(°}). & Zoolojo] %o W Ml uiTh st A4S szt
oh (Friendly) &% {Foyth, A =9 ok 7pgate) & of

A% 72 ] (edge) et 1 4 2 B tH(Z (Enemy) # %) Distance(”] 2]). Bf 109G 1] & v tf 3= Spitfire IX H] 3 th i
Initiative OrdenGE=FA). vl A T th 7} 7] 538l = =4 o} 47 HolA SlHYth

Level Flight(3=% H]3}). v ot 7} 9% T = 2 5% A %= 733t
5 Fate, A eSSt E S 2ol EolA] oA o A

Line of Sight.(AoF) T H] Aol A}o] Z-& vl o} %
Y Apolef oA A] o= A g ou gt} o] A2 o
7} P H B & LAt A Y Ao da 58S  ole
A YeRg Yt
Loss(£4). &2 45349 347 ]% ol ] g} =
M) R A E AR Aol A AP S A 7] F 9] &
AR 43y

Modifie.(2.7) AlD oA FAR =¥ KA Fk(Modifier) ] &
Fe syt =9 FAC BARS detdETd A
°ﬂ w7, HE THE e 7 UFUTE BHAGS

FA U

Squadron(H]1 & ). vl B i ol = g7 vl sh= 7] Fof
th ook AolE ek vl o] ARk A% 3718 Fod it
ATE flEl o] A A= 'Hlf‘f”ﬂw o] & vl s}
£ 25 7kl d AR T b 6“1‘44\‘41011 AgHE BE
T3> 55 379 A& AlQstaes adel s 4 8dyth
Straggler1g 71A]). Y 2.gt 7] A= ] 3 ofj off o)) A Dﬂo]x:] L}-o}
A e 7IAd YU Ged Fg wA el FHeks Ay
Sun(E<)). Bl F e A 4 nj& v HAsr) 7 o
o HEUTH(EN S <ol 1tHIn the Sun'el2ta % 3
Tally/Tallied.(3 22A/2A) Tally= ¥ o) 7} 2 S A8k

PHOTO: A squadron of Hawker Hurricane fighters in
= L O 1

2 Folgh= A= B gt o] ) A o= ‘Being the kind of tight formation that the game treats as Rigid
tallied (%22 7} é‘ifi theta 239y D}. doctrine.

Unavailable(¥] 7}-£) . Available. 3%
Unalert(8] Z Al). Alert. 33
Unbroken(H] 33 ). Broken. 33

1.2 FRACTIONS (35°)
AR Ad FHANME AES FAY oA ko] I st

7] Axl o] To= R E A9 S 7HA 77 R NEES Multiple Division. W71 ThA] U W= ZF AAF Sof] 4
FUTHOR 50 22 714 /bhe gol W 002 Mg gch, T8 MEHELT, o8 5ol 5o due asold ol %
it v POTEte SRR 5to] 30] UL Wk oA WO vherhd Asht

1.501131, ol & W& sto] 27k fyth
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4 Wing Leader
2.0 COMPONENTS (XU E)
vhdl o3 2 A EIEZ} Eof dFdt ottl= Aldel AHgH = HEIES A8y

A= AL

7F2-E] 9} wlA Al E (3 sheets in WL: Victories; 4 sheets
in WL: Supremacy)

7] "olE] 7}= A E(S5 sheets in WL: Victories; 6
sheets in WL: Supremacy)

Zdo]o] FZ3E (2 Combat Cards, | Bombing Card)

1 W& v 2~& el o] (WL: Supremacy only)

2837 taEdol

26 FAFS]

Type or Model

Bf 109G w

@iz, B 109G

ID /

Front of counter

Squadron Counter(8]3 tjtl 7-E]). o] 1
FHEE 9 < WS HolFutt

O

Flight Counter(®]&4t] 7128, v] 3 At 7}-&E o=
1A 7F shuber 1A S5y 2707 1% v E
o] 72 o= thE Yt

ID Letters(ID =4}, duF4 o= vl cfo s} Ao 72 H
o] ID ¥AF Al STHA = AET], Tl 27k &= &4 7)
of @YU (U ZF 7o) AclA § Alo] A} g

He G 9E 9,

EF £79) 237 FHSHA FAE D FAE A
gtk ofoh 2o 9 Ao} EAAE AR A4S Jeh
7] By o,

&

Flying Upside-down. 1|3} EHEH
WA, o A% AeEE 5
sHEOAN L

CV1 -1 LO'HO'| |Tanks O SO
6 12vp 5 3vpP

2.1 COMPONENT NOTES

Scenario Book(A|U= L AA}L), Alvpe] e Azbe= AA Holx

oﬂ/\}ﬂ Abzd 718k 7‘]‘/}3]39} Alyel e Zdlo] & st 18] W
Ae=dUnk5.1]5F A 2eploz F7F 24 Avg e

7]‘ o ZI]i v o

MapX]_‘-:_) TAEE YHl 26, o] 20 2t Az Yt} 7129

7} 7}-?‘3]“] =N OIbEﬂ of How FEo] Aok sa)A] o

S 44 g [4.6.1
X Wtel 0 S 9 AR ol dowrt o1
2 S, W A upeleha i,

dep ASE AE AL o5 A A 9ol e

1‘3401] ﬂﬂ 7}77}% 2 IR0 0% M%uu} e vl =
1ED}%HI%T°1 Ut ol Bt} 819 2HE2 1% 19704 &
7}l AA 19 16”ﬂ1ﬂ1ﬂ%$2i—t—ﬂ1ﬂ£?mv}.

A =23 e] 7% xﬂi A2 AFE z7kA o] EAE TAIFH YT v &y
tjf 2] Azla B3, G13 xiE* B FUAFHTE AR AL+ |

o}A 2 B2 3 g 7o) AFYHTE[6.0].
A5 Al QoA = A F 2 G [4.0]7F A=l AH YT

Squadron Counters. 7F->-E]= 71418 W AF0S HojFU}
FFeE = G119 2712 b g o] w7k G Ahe
EPE ENE R B T

= YeERd Y

ZF uig o] 7hEEl o= 71A Bl ol Rl o] A QlEH T
[3.2] 1231 v vl ool 7-isk7] flsh ID A s 258l
F4th

ZhEH ol 22 vigr) o) ok Fito] vjdy wWeks ey T
vl 7h Bl gy oh Z1A7F A3 0E 7FEHE
Aol v WEFo T v Al L

Surface Unit Counters(X|d/ R J1+H). 4§ 7I+E =
A%/ FRs WER YT o 7)<l O E 3 ARA 3 4 ghol

Zo]l ZHEEH SlHFYTH[14.0]

Markers and Counters("}#] £} 7H&-E). vl ojd] o] e o} 37
S el = mtA S0l Ut
o5 & npAEo] A X =yt

Turn marker(ZH& vFA) @A 2bell & 3EA 8= vHA [6.0].

Sun marker(Bl &F v}#1) EleF o} (arc) & YER = vlA [4.2].

Haze marker(RF71 vFA) W7 AA & H L 315 3EA|[4.3].

Contrail marker(3} 2% 7}#]) ]38 758k A 1% A [4.4]

Slow markers(* %5 v}#) O] [13.7]°1v 1% ¥4 [15.3.5.1]

o7 =gzl vy g E %A

Slow Climb markers(A %5 4% v#) 5%

up# A oS- n] 3y T'/Hq] J’\] [8.5.1]

Doagfght markers(5= 13}O| E upA) T
[10.8.1]

Lufbery markers(2] 329 2] »}#]) 2] Zul|g] 7]-5& sk d

£ 3EAI[13.4.3]

© GMT Games 2016
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Climb markers(’d% V) 453k vl 32A] [8.5] Rl
% Dive markers(3Hd "FA) = sH4ekE Bl o) 34 [8.5]

Tally markers(‘%ﬁ wtA) mel7p el A4S 2A[7.2.1] vHA
°] IDE wEE e vy E 24 HEE 22 1D

Vector "FA 7} OV\‘/]‘:]-

Bombing markers(%-2 wt7]) %7 F 7o tist 2 AHA
o e EAI[14.2.5] GHe] —1, ] —2
Battle markers(<1 7 vt#) AF7F "ozl 914 32 A[10.0.1] it
Barrage markers(4 A AFA mFA) 33 -9 EA[[14.2.2] Tapeed
Cloud markers(7-% "FH) 75 1 3®AI[4.5] I
3E7F9 F°l lEYth (Wispy, Broken, Dense) )
Dogfight X .
U= k7= Wing Displayell syt % ——
ID markers(ID "}#4) Wing Display©ll &0} o]t E o] ojH fll)mfb <> ﬂifd Wispy
Hl )7} Seb=4 EA[5.2] AFH S7 ]-4 D= 1|8 -1 Speed Dive !
QL A ALK Gy WA e () e a :

i, THE z27HA & 1¢ IDY Yt
Loss markers(<=2 v}7]) vl i} 2] 714 &4 34 [10.6]
Strtf/nglermarkers(U’E Z1A mA) &4 wbA Sl v] g oo

Broken

Tally Vector
> (|
2. 7147} Q1A EA[10.6.1]

Disrupted and Broken markers(1.sF, 33 v}A) BOT:ing O BOT;ing o
vl gy o &)l 3EA][10.7] 3
Ammo markers(§FeF v}A) = (), A%1(51H) [10.7.2]

Rocket marke Eg)i ?1 g}ﬂg)] sy 24 B (L),
5

Gun PodandATPod(7] =, A AFE 5= mhA)
27} 7)% S R w2 o] [13.5.6]

Mission markers( 7 7}7]) Bombing, Escort, Sweep, Intercept [
Mo A 590, 28,24 ) vlA EAP.2] K
Green and Veteran markers(21 ¥, Wl v}A) Aléted Unalert
s

Map Markers. A 2] 3 Hl & WEFI 7] 918 WA,

HI 3 oo o] S E %A1 (5 1]

Los S
Experte markers( 7} ”}ﬂ —t VK O R
e o]-oﬂ}\% wo yjgro] AW wlel A [5.2.1] P O — & o
Wm é]eﬁderlﬁaﬁiegs(ﬂqﬂ% ntA) o] B it 2 o] Fof

A3 s FA[9.5.1] N

- X L0 &
Bomb Load markers(5 & v1#]) &S §HAIS vy % ; +* (} ‘r‘} é& Q/ép
A119.2.1]1 mark squadrons that are carrying bombs [9.2.1]. D Broken

o] =] M3 © = Parafrag Load, Torpedo Load, ATGR Load "}
7A=ol AFHT[15.1]

Drop Tank markers(F7F 15 WA wlA) FUF AR BAE
AT B E EAI[13.2]

il

\
Veteran Green
Depleted
eplefed
= .

Aircraft Data Cards (ADC)(‘_’&]"To'jﬂ AR 71E), oy F¥7| Ul
21514?5: 73}3 A3 A FR2AT s oS 715 B 2 Gun Pod AT Pod Bomb Drop
e S Load Tank

. +1FP 0 +1/+2 FP %i* =
Player Aid Cards(F=Z 7}5). E#olo] = 7};13-01]}:— HE -1pd/Trn | | -1Spd/Tim
27 4=t lF ULk o = AEFEE EeEe] A - N o e A
S sk Hod AXRE oy Q&) Wing Display Markers. Wing Display il 1] tt] €l

> 5 2 =1 9 st kA

bl Al rHA WEh 29 F YT vhebd 71 9l
Battle_Displa%/(HH% gaZ o)), ghel Jh2-E 9} HpATE U
ol T ko) % 75]‘?‘0_1]_ WE gAasZgol2 A Aelste] & ¢ ¢ A 22 Battle Display. 7l 9 oll v & t] A~ =g o] 7} F7}
AUyt & dAaZdolol= 7heH e vtAE HA & 7 9l A, ol =33 5 gElsked =52 Syt
Al 3ZFo = v oA lF U TH[10.0.1]
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Wing Display Track. Wing display®ll "}# S o} v
oo el E EA E )
4 Qb= ID w}A 8} v v A S FHF U

Unit Size(+7-5 AFo] =)

H] & o2} v & ) o] 492 thekshy T o = 2] v &
o= 1202 BV 2 FAE 5 3, 59 Staffel =
A2 R R2UAT FF od) o]ste] B2 A
71% Utk o] Al elA vl & A et o] v 7|2
AE @ 83 Aol A 3t o] Aol A 4t & A
H 5499 Schwarm¥ % YFUT AR o] 201d &
AU o] AldelA 16t]e] wl=F FE7] Bl it 8
= o] Fox F 9] nlaggu; 4t & o] Fof X v 7]
ol v ~glE ZAIE AYY}

v gidi= 770 Fd A2 Yk
Fighters(AF71)

Dive Bombers (3733 Z247])
Torpedo Bombers(* & 7])
Transports(5-%7])

Light Bombers(7d &3 7])

Medium Bombers (58 Z37])
Heavy Bombers(t3 =7 7])

Models and Types(Z 23} E}Q)).

Fw 190A+ &37] BFd Ut Fw 190A—429} Fw
190A—8+ Fw 190A9] o4& 2EdYth & o} 22
Fw 190A 7F&EE AFHEEUT Fw 190A—-49 Fw
190A—8+ U ADCE AFE-3Y Y. A% Fw
190A—4 7FeEH+= HH oW Fw 190A-6% 318 »7
o 71A7F 184 dHF U v 28 Fw 190A—-8
ADC &= Fw 190F—8 59 Al ~#o] A& Q)& )

Variant Missions(TF3F3t v]4). 2 9.2¢] w=2m
5 AFE godt geE ATgdn odE 51 S
A= %7 5o Mygyd eyt FA47)p g AF
7109 gl wgd Aol deiw JEHER, 5
AFE FYs= v AY S840z £47)9)

Fighter-Bombers(AZ%7]). 112 15.2.4% %£247] 9&&
St AZ717) A7) 292429 71AI2F g A g2 &

EsheA e geta A

ER ]

Wing Leader

Wing_ Display(§ T2Edol). Zelolo5> 779 9 fihE
glo]= 7FA AL glom, o] AR 218 vl dtt] el FElE 43
Ut g gasdolols of ] 7] Edo] syt d%e] 74
2 dell= AF = D vk 9 9 vkAE A Fqu . &4
hok 5l FA g e 7|, Ak 77 GA Tl dig wiAE
DS} Y- H o] Edlof ulj x| gt} [5.2]

3.0 SQUADRONS

7132 Q1 Zd|o] o Alo] -1 v 38 off tff (Squadron) Y U T}
Hl oo & 5§ o = 9/ H| & eh+= vl & 7] 255 Ve Y TR

3.1 =

AR F 2 FFdUch ud g, vdy A wE YA E A 9
oW F EFH FY BF 2 HS F g

Hag s 2% 7~1209 7145 9oy vg Lds

2~6te] 71AE gkl 9+ 134 13.6 %) &
F VA th7E 2709 vl A v Y] ST [13.6]

3.2 AIRCRAFT CLASSIFICATION (33 7] £57)

vt g v gh) S FA sk v 7e FaA, 438 9

rdof ua} EFg U

FYAEs )Y dgs dyets WS "W gy A

Joll M= A 7HA 9 vd 7] FYPA7T AFU kAo =nte] &

= Zx). AlEel Bomber7l X3 E BE FHAE E47] 24

21U A u A BAAo R $4 5 EA7) FPAE 7

FHUY AF7| = 228 A57] 229 34

ZYA ol x, o] AYL vkt vy Fd 3 ndS sy

oo dnta o g ud 7] 32 Al JEFS v XA FA|nE A

AFEE JFHE RaRY f8o el A EE Y, uebs g

F+39 o mdS Vel 7] g8 AFe-E 5= syt

ZF 7] R W ol u)gly] golE 7F=(ADC) [3.3]°] H 2w

HF7F AEE 2k QU 22 ADColE ) o]de mdo

st AR 7 Qi 7h= o] el Ml o 7] A 7E xFo] o] FH7)

A U

.2.1  Bombers and Fighters (2 7] ¢} H%&7])

274719 AE o= A2 g2 o] Agdyn. 18y =
(})161—
u

ot

S

w

N

| ST AR E AV A7 £ S 59

TAAYE F YO BRE g} Zo| FHAY 9} AFI'E

w2t 7 & g ok

Bombers(F371). %7 & T std F4

Fighters. & %] (Escort), 2% (Sweep), &4

wow HME7IYYTt[9.2.2, 9.2.3, 9.2.4]
I

=
14

N

Iyt [9.2.1]

Intercept) 455

~

Ay Qo= A7) S A FH A 59, 4% B 24 ¢
5 ddeto] AF7IEA A5 T8 AFHT [9.2]. ol
oS Fehs ERkehA] AkF T

Fighter-Bombers(1%7]). %7 245 F3st= AF7] SHA
TR FRS gAY Frks etehs wek ol ' E
7I'®E EREUY A&7 = AdE e A F Al AT R FHFE
Zebs Folst S H e ARV 2 T AT e A S St
FUTH[15.2.4].

A AN [152.12]18 T3t A5V FHAVE T A5
7|2 FZob7HA sy

© GMT Games 2016
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axy W

3.3 AIRCRAFT RATINGS
= &3] Rl wel e sHe 7HAY, ole I
7] dlolEl 7t=(ADC)ol BAH o dsUY F7le vadt 2

< 240 g&l T

o] miAH Y.

Class(E | 2). el 2~ [3.2]1 = ADC “detel] %A
VPGH). 71A7F 44 v vit = S5 [12.1]

[12.
Nationality and Date(= 2] ¥ U LA}, YAi=7F L A 4ol 74
H ER7t 7t E shdtel 4’\]
Version Number(ﬁ'];ﬂ). Z} g3-7] dlolH 7F=(ADC)ll= AUl E
o] A9 WA HE7 BAFY Y (v QL EF st AIE Y.
Speed(5#). vt t) 7} 5] E—<N— (hit—and—run) 75 4
i A8 407 dhA] BolFE 424 [10.5]
Turn(A 3]). vy )7} w3 5ol dept & A 3] eh=A] BT
2 [10.5]
Climb(¥%). &5 olF Al AMAZ TGtz T2 o3l o] 5 1

= A=sfordythg.3] Bl tthel S A1 7F Hof vk =2 A

AU THS.5.1]

Bomb[E'%]:] ZANN-E T v F4FS YepY Ut

[9.2.1] T2 A 1' o] y%of wet thEYTh
A= Pyt

oAl (-)7F A 9l
; SN =R

U msgﬂmm il % (Unarmed) Aelol® A% [10.5.3] 1}
1 2AH15.3.718 & § fitke 9 Hmv}
%M /zz LHM A WA Eo] gt A AMAs A= %A

E2ALE B W] el Al %7

oy 4» =

T
_r;

J]%H (Critical Damage) °ll tj3t B] &)
AH 7= 2709 #= 7}11‘43}

of Aok A FH/) B
0.6]

o] WeE

[10.6].

h'ebal # o1

Bombsight(F3 % %7 277 §Ye vEY

t}.[15.3.1, 15. 4]

Defence(‘%‘oi) o FA7F FUtt o] 7]Alel
GAE sFdo] 8 7 HF 5o 3719 A = BAG

OE#MHD%, 0= 1¢ 4 F4YTh[10.2,10.5.1, 10.5.2].

Abilities(5 ). ¢ -ahtell = T E o] A olFy T

go] =1

o O T 1o

AAR. & U] & =7 (air-to-air rockets) & 2[13.5.3].
ATGR(value). 5 A = 7 (air-to-ground rockets) & 2 [15.3.6].
o] F#A = 2 FE S v gyt

AT Pod. 71 % X =5 2sto] st S =Yt [13.5.6]
Dive Brakes. 7733t % 7[15.3.2].

Drop Tanks. 57} A5 ¥ &2 [13.2].

Gun Pod. 71 3% 3= [13.5.6].

Gyro. AU 28 5 qFF o] whe} Apol 2 275 A
Yttt [13.5.4].
Heavy Gun (value). 57143 o] 3> W Fwol 485 = 3Hd

< 9uEYrt[13.52]
Jet. A E ©]5[8.2].

Low Drag. &S A3
[3.3.2].

© GMT Games 2016

Fighter

P-51D Mustang
Altitude Speed Turn Climb Bomb
18+ 6 6 3 -

5-17 17 7 2 9
0-4 7 7 1 9

Firepower 2 Drop Tanks
Protection 4 Rear View
Bombsight T Gyro
ATGR7
United States May 44 V1.0

Aircraft Data Card. P-51D Mustang ADC2] <+

Firepower( 31g)
SR YEE SR L e E L
o] AYAHE AAo] AWl whet 719 vl

o] A F7hok AE molFn

A=

Two Protection Values. 7] Al 2.3 X7} 4—-5217 <
HE FA& 4 193 594}

Protection( %)

Be TR 2N 443 A 48 A5 HaE g
v o} 0“7‘]0] 0% 7)1 71 A= st A A =
ol l=A lejA BE %7} 27 Yt 3h= 2
O EA 7148 BE FX= AAo] x| upat £
ol atA WA =AY sHA = SkFU T

Bombsights( %34 ZT7])

24 25719 A 2 v Ay
T YAZF7 (Telescopic sight) (+31 571
vV e 2574 (Vector sight)

G Aol 2 277 (Gyrostabilised Tachometric sight)

*+7)
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Speed Brakes(2>¥ & Hgo]7)

"Speed brakes':= "Uho] B He|o] A gl = g0l A
gk o m] & 7R A 9L, o] 7] A = Tho] B Hoglo] .9}

& 7] 2ol E sty 918 ARE-F o

Altitude( ZE)
AdelA = v 7]e] IEE 19 o]stE A ghebA R
e B P OlHE} i—'ifi .TLEE H]f‘fgf‘f‘
St AR 19
2 i s mas
S50 gsieet old A4 v e
) A B g 993
AL olele 2% A% 8 HAFs

0]5 ZolE

o]l of g .

%5 (Speed) &
oA UEF T

Z R
4 828 BEUA L

Warning. =]}
(Movement Point) &
o] xfojel thgh A&

=
p
=
=
e}

Basic Speed and Turn. <7]¥ <5 ’(basic speed)®} 7]
1 3] (basic turn)®] 2= Fo1 = O] T2 oA o] ?}Eﬂ (B
Huth o] ADCel ¥ S5 e A3 FEolH,
T2 3.3.2004 HAEH R }\140}04 7]E e Oé)\‘%‘?}

e Erel A8 e AEE o AgHE AR S
A A5 g ST A A% wel A3
A ol A WA R /)3 SHEok 13 ghol

w3

T ¥ gk ket el A 2o

Combat Speed and Turn. % % A E

[10.5.1]1 22 7|2 £83 A

£ AAE w AR U

Aol ol gk of vl o ot n
7 E11TH10.2]

vl o) el =517

-1 vl 7t Green?! A-$[5.1]

-1 Al ATl %%(Hls”ﬁﬂﬂ X)[3.1]

-1 & (disrupted) 5 I+ (broken) ¥ 73-9-[10.7]

-1 Rigid doctrine 2. % HLO} O]-'” A% ]

-1 vEA el Z1A 7 st Sl [13.6]

EE])

glo ]%(Alr Combat Table)
3] #E TN AF FA

T T

+1 st

T [5.1
3

p
T

Crashes(—é‘ ). 987& %

So] vh=7 3] g5 X
HFYthMe 163 B \‘41?‘& AL gy
[1382]) L% 0ol A A el g sts 7] ‘1_% -

irﬂ

Hol @7] def 211

o} [8.1.1].

Rear View(-F3F AJof). vl St tf] =
o, AA(T Tally) TA =2 &

)\L-‘HSLT M\:qu— [721

Rocket. 2705 55 ©

Speed Brakes. 7} 9+ w7} st 37

Torpedo (value). 1% & 45

2 HA kY t[15.4]. 45 o<l

?"H‘:1r o E WALetE Bl YU =

o} [15.3.5.1].
lgﬂazcﬂl_( rmﬁrgjghqt ol | 71 Aol Tk o]ofr] 2} A A 2]
Variants. ¢ 08 P 9 g 7 ey} FTof A|H FQ Bl
72 7o) 4 AT et Altel 9ol A W melo] FAH 7
T3l Ao 7 Al E A ALES AR AL [3.2]
3.3.1 Altitude Effects on Performance

%8 A3 9 A 32 15 whet EeEb Yok ADCE T

F_Eﬂlﬂm&ai@&‘%ﬁ} A v o) 7} &3 o 9 7k

A}%o}ﬂ*li ALY BE 7IAA = Hd 88 17 Sl YT
S 714l 1% 19704 Bl 4= QG5 ok

3.3.2 Speed and Turn Values
S8} 3] S 1% [33.1]9 Aol wet eyt V& &
s AE ALretE ™ ADCOlA Q1 kS ohe 3t 2ol

% EHATGR, ©]F, parafrag [15.1] 3%}, Drop Tank, Gun pod

rT= i;—]lo 7&;?1—6} {;E_:lljﬂr /‘\jg g}\-o 14&1 7LA6LL]1;}

[9.2.1]. (Low Drag ~E‘ﬂ<>l o Eeks AakE) = 458 f4)

Slow "7k ol B9 &9 3% A3 @2 04t

(T2 R E w3 “Al)[13 7, 13.8.2,15.3.5.1].

%3 (Dive) PHA7L oW Lol 1 o THs.S)

e (Chmb) kAU A4 25 (Slow climb) wFA7F Q1o
o1 Ay 8.5, 8.5.1].

7] &g ol A3 gk FAFY @AV E Eshe BE S A 4
LYt A A ¥4 (Initiative) [6.1.1], A2 &2 (mutual attack)
[10.1.2], = 13}0] E(Dogfight) [10.8] % 3] 3] [13.4.2]% ¥8Hg Ut}
AT &8t A8 ghe 35 AF (105007 AFEE U A% &
g} A3 ghs AAbete Y 72 SR e V]2 34 s vsd
g o] Eof whet =74 3HA Al 2 [10.5.1].

%99} A3 gho] 0 olatE WH 4 = SlFY T

4.0 ENVIRONMENT

A= ok 54 gle ® Rl shso] obdyT

T sl|oFg g7 o] 01’“143}

4.1 THE GROUND (R A)

A 9] stk 7hd Ak = By th 1k 0ol M = A e E 4 9l
Utk BE A 52 ZFAalo] A gk 59 o] i 9ol Qlrhal 15
gt} [14.0].

7R o ® AHE SA YT :LEWr Ay 2] 5 gt o

whe} ulohel A9 5 Qg W5 BE vk 9 of ]2 ¥, of
2 322 vhok 9o ATk AU [153.5],

© GMT Games 2016
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4.2 THE SUN (B %)

Blore] wake 7 et el WAL o % AUk oje] A

3 (arc) = ﬂ Oﬂé]‘/]‘ﬂr 7} 59| ©]5F+< "Left Horizon, Left Upper, D
Above, Right Upper, Right Horizon"%] Y t.

S Alvhe] 2ol A ofE Tefl Bjeko] A=A A AF U

7‘5&011 U= e skl 9l A 7]+ B kel 21 T(in the Sun) 1L

153U T 4.6.2]

A= D17°l= HeF HAaEdol7E lsH U Bl £ 5 FA4I6H]

3l Alute] ol A A A5 iﬁ’Jr dA)8k= BA 7] Aol B vk

£ FoAs

:\9_

4.3 HAZE (QJ_— 7H) Sun Display. Place the Sun marker to indicate the Sun arc for
o= I Q] & ﬁéEHE Auha] @ oA HAE Oﬂ‘?_ e the scenario.
Yt 70 v S A = 7 Ak of el /‘lurﬂli ﬁL ] ol A g A]
g 3ol 4Tk 1 1 olake] ol eble] 4%
o}, qb7) -8 Qbell Qli= wl AT ool A uheb AL} 9%l
Bl & vlet = }\] of= ¢ksf o] o akS whZ=1] )}, § A
S

4.4 CONTRAILS (33 %) ‘ !
A2 AlhE] @ of| A A S 7
= A% Ao FH e o 2 gl o
Ouh al @ 3% o] o] glom A g el dare wam,
45 (CLOUDS (T-8)
A7 52 F5o] YdgUth

A 9

o]
Wispy. S FEZ O Fol 4 Qi 27 7F Ilq
Broken. -] Q& TE S 1 V

[e)
Dense. ¥ 43 TEFoE A o7 7o Q& F U5
Al ol FEel T B
= = H d Contrails. "}AE A% 7 z .
] %, 71 ARl 9] BE ke o] 715 At A oLae) e w AT @M el o oo W
TEUAS gow g o] FEOR S Ay e pgwp  F VAT
7%7} }—o}fﬂ AA eI B2 ol s et S et

B e B e e e e e e e -1

451 Rain (H]) I I
Ayl Qo A A FEo] 71 A<l v7F & 5 HFYok v7) [ [
o 7t e 5 FHE AR 9 B E ke v 9] o gks ik I [
U A= B4 F59 LA ZE 5y [ [
| Dense |

1 1

I 2 I

4.6  LINE OF SIGHT (X] oF) : :
Aok ol 8] g7 So] ot 3t A 7Ho] AbF Agof] o S v X I I
~Xl = ﬂHD‘r %/%1 Aol FET AL, I BAgo] A& I 1
2 FA5UY. S5 gist AJokrt AldkE A9 54 52 5 I a

gu4 geyn

Aok A Al BAYYLE S ujd g 5 e B S 9l /
W, G A= 21U E & S sy Raln
461 Cloud(73)

obt frilo] Sl 7o Zh2dl A A fHlo] 9l ke S A

SR AET A AE =

Aopt TR 0] B WHUT 75 Ao HEo|T A% g

Fale 759 dFs A FH T Cloud and Rain. T2 -5 v}A 7} 47ko] vkl 3o
JAekn PGU 4T B FE] YE Aow T
ek Hok 28 A9 7 E oblt ule] e v,
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Cloud Blocks the Sun Example. EH
YT}, Spitfire X+ Bf 1095 2k 1
ob=L Qkell QIAIRE Aokl & # %
aff 248191 7] &

Wing Leader

Pe 7ol Qe Al AokE Fad uE P gk TEo] 9]

o pEe] 9ae vy,

Fibell A2 FEo] ATtd, 50| = WA = Aokt Rt
Ak 71 S go] v kA B & e gLyt

FAkell A FFo] v FAZ 5 277 = Ao =
GetA T 1 oy FE7HAE = T Sl YT

4.6.2 Inthe Sun

A5 A ste & o Fol ob+ 9] Sun arcell O]LX] glol A Q.
o] Sun arcoﬂ 015}‘34 'In the Sun' Aol 2 2 FALS

=90 2ol 488 & Atk

B o] B30 ol A el 9 3% 4od 49
SHe A 9(Z e BAol FAsh: A904.13) 0hE ¥ A =

A0l 25 dEY 34 16ﬂum1 NS T

(Attack out of Sun) & 7FFH Y}
(1) 5% <F] (In the Sun) el Al i 2Ee 2 A sh= 45
(2) Flgol iz el A8157] A A 28] 014 015 L EMP) T
2R A olF LJAE &= o] g3t F2 ghol] 2 AU WEks

uh2 o) AR Y The S0l g o5 whA o) A AR oFg o

B Foll A &] & A2 1k~ (bounce) = 1 H  AFH T [13.4.1].
qhok tdo] Hiekel ok, tid kA o] Aloka

2] 7k OJ.%}HHD} o] Alopdo] ks = A5
o ﬂ‘éﬁ),ﬂ%“—% EH° of AR kFYTH

w7 FA 2, g %—JM Bkl A o] ¥Ae Aled o, ¥zt
7} djide] ﬂM sk Zhell jst SIX = TEi ﬂWﬁPXH Al okAl &
aHA Ax] 7%%?477}1] AGF Tt o] Alopado] ATy =
A5, A "HFlA 2 34 aHA syt

4.7  WEATHER MODIFIERS (&4 B 3 Zh)
=, N, dlef] oJst I WA gkS
O}?ﬂﬂ 2o FAEY] =¥ ghell 283
1 wispy 75 oI A
2 broken T-& |4 H]
3 Ao g=
A BAGES A A sy th vhek ohE B ghe] A&-e ok 7t
2 kS BARNE 483t 10] A £31 30] A FEFU T
Combat and Cohesion. ‘é’“] o] kS Hk= Fho A AET7F HolH
o FE2[10.5.1] @a(Cohesmn) [10.7] FAFS =% ¢k
o] A ‘é’“] Eﬁ%ko “““‘/]‘jr
Bombing. A FARRE =9 d[154], S =
5 ZTotAY HxEC Uish Aok 7H b2 IS T
] RAAHS S ‘/V‘*EHOHH Z7 z"]’H %% o
=]

»

2 ol bS] 2 2 (Tally) 72,04 A B e BT
Reaction. & 2] 7](Escort) ol A 1538 %2 7] 7}2] o] Alop7} EA =2 <l
3l &S v A9, HES-(Reaction) A =¥ [10.4]9014 4
s Wy,

Escape. 523} vlaidit] e} E7k= vl did] Alokr} &4 of
FEFS U= A dE T /\}H =HoA 4 S WU TH11.0]
Direct Fire Flak. o] 3 - HXETIA G Aokt A of] FaFS
W=vd, oy 52 'Zr/\PH %a(ﬂak)oﬂﬁ TS Wyt
[14.2.5].

{0

O

© GMT Games 2016



Wing Leader

9/E{0} gy Wondershare

axy W

PDFelement

5.0 SET-UP(A|®)

Ag S 1231 ofg e} o] A" gt

5.1 SCENARIOS (A]1}2] £.)

Al o Axpel o 2 71A] Alvke] @7 9oy yE-S FelskA L
Scenario Number and Title. A L2 @ vt} A &/ H 5 7} Q5T
Background. A W7 S A FE APt

Order of Battle. 3+ % e <= %7—75.‘1} o 52 ‘%012}‘?:1‘43} Ale] e
o

Mﬂioﬂ 7 Mg o %% T, B2
HE} Hlsﬂtﬂﬂ%% Aot 2 =
o}, A5 A A 1 Y
=

e Ayl @ Al A x| E] A] ok
Hi XYt} [5.3.1]

> 2 ot S ol ok 30, >
Mol = & oy

A AR AlZEEEA] A SE

9 FRES B 8 AA R A2 YT [7.1]
Quality. ¥ H2~Zd o] [5.2.1]¢] Hlsidid/v] s A4t o e Fo}

ofshi= W EH %, AW (Green), A&7} (Experte) v 71
Map Edges. A| = 7Hg2tg] = 2F Alg el &3y ’\]‘)rﬂﬁoﬂ’ﬂ
92 o 2% spAala] 7} 7h7t of - Aol alix] o FU )
Doctrine. %E%% AE7] o vt 4851 Loose' = 'Rigid' & 3F
gyt 8 itg/\]ﬂx] e dlld Mg e A5 v
o 7{4&%‘4‘3} oF %TSLO] %*]ﬂ‘ﬂ A g T|EFo R

"Loose' = A Xé%‘:]—\jr Rigid A5 F5e 4315 74
o} [3.3.2]

GCI Control. A%t 22 4] (GCI control)7F Sl=4], o= Al
of A=A, THol®WA Avke] @ oA A Y TH9.2.4].
Radio. 7|32 0% = vl didh= F 477 l5U T ¢l 4
el PEE

Radio Nets. A Ut2] @ o] A F403} ofd vl oo 7} ofH F
= A UM?“HD} RHek GCI A #17-7F Slohd, GCT A 9]
SPut o e] o] et GOl A3 o) e A
S 2= vl o= GCT Al 3tell AlsUHTH9.2.4]

Sun Position. A UH2] @<l B $1X]7F YA H YUY [4.2]

Clouds. Alvg] <l 58] F7et oA, 4 ol 5F-7F HAHY
t}.[4.5].

Haze. Al U] 2.9l R7F H A= A 1 =&
A% TR o *FN mEAE oA 8 [4.3].

Contrails. A U-2] 2.3l &4 20| A7]= A 11

gAY s

=7 gAg Y

A % 7R ol wpAE EoAM 2 [4.4]
Surface Units. Al UF2] @ ol o] H 27 51 [14.0]0] A =7gef 9l
o oftjef XAIAA] AT

© GMT Games 2016

Scenario Design. AFAI%He] oAFA Alube] @ 5 whE ol 22
Qlo] Ffrshe Ag AdeHYT A ks Alve] 27t 31
v A 5= ARl Al Agtate] ¥ —} AU 2 E3ed
& A ol Bl a Pt

Order of Battle. Zd|0]o] &2 714 2o F25 7]&ofo}k
ok Alvhe] eutet &FE 7] o] W8 2y &) MY o 2fol
Aol YalE o] 9lom, o]= ADCS el A= 9lF
o} [3.3]. o] & sl oF Tt

Wings. 7ok A5 SAdA 15 ﬁ-ﬂ H8 gSo] A=
€ ks <bell §1g A, B 1S o O] Adz H3Ey
t}. 1—~°ﬂ ek sk u| Yool F 0}‘4-01] AN (Wing leader)
THEEHE %L%omw [5.2.1,9.5.1].

Map Edges. 217 &5 4 Al§l el M= w717} A = 713 Ak

Hojuw e ngr) 7} o] Fo ud X5 Qs
6]_5].v W o) /\}%EH/]E} 8} A Bk Wing Leaderol| A& A %= 9%
olub © 22 1A ba] 2 Woly nl St l= A Q] of Al Xﬂﬂfd
Yk

GCI Control. GCI 4= 22 7]5°] 457 GCI A3 §-& 7
Foh= S2qly e

Doctrine

Rigid doctrine= A7 Z7] o] ALE-5 U 37| = 74 & H]
A (Vie)dd Z2&3st7] o FHekst diF el ALy
T}, 9k of Loose doctrinex= 77 HHa (Schwarm) 5=+ 'S 7}
2] 7)) ¢} 2ol ] A8kl A8 5 e uiF ol A &

A4},
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12 Wing Leader

:u
Y
Jm
4
=y
Y
rlo
9
=
N
2
lo

Special Rules _]‘/}ﬂ b 5T
ygrwoh ¢ % o

Al @ of £ 34
Victory Conditions. Al 12 2 F & Al &8 27 [12.1].
Aftermath, &5 A 2] @ = A 52 AXxA Q) o35 A g slo] o
/R].Z'](?l uuao /du:]sh,]\;]_

Gameplay Advice. 37 A1} 2+= E¢|o]of
Iyt

i
Ho
%
i
o
2
ot

5.2  WING DISPLAY SET-UP
7 Zejolol Y aZol /HAE U RE Foolo)r)
B 5w sorgn,
B 7} Z#ello]ol i ID vhA 9k Al 744 A< Tally/Vector vk
A B A% 74 gui
o e 7t Edo) g Q] ID B} o} dlg Edo] 7 arfo] &t
- £ Ae mATG, A% 208 A4, T Dol e
Tally/Vector P}A & 2o} &0 2 74 JF Ut}

ZF a)Edig o] 9 Qe 45 vtAE EH5UTH9.2]

Wing Display Set-Up. ©] 9 t]AZ# o] Ed o] & 913l s 1E nAE E@ioﬂ SUY. ZA7])= ZE AR vpA R
A= el Lo, 1D Bl AR vpAZE A Ee] sl BE v g LHE]r [9.2.1] (&= ‘HQ parafrag, ATGR HA| »}AZ
B2 Edd Qg ZA[15.1]) B2 gz_a—g— A3 vdgdE 274 npA R
¥A Y EH13.5.3]. F7F 95 B35 g4 vl didli= Drop
tank PFAR EAIEUYCH13.2]. 71 EES st v
gun podt} AT pod V}FAZE 3EA] 5“4‘“4—[13.5.6.

5.2.1  Squadron Quality

J

< pe R

H

fr s

Squadron Quality Order of_Battl_efﬂ Quality }‘—ﬂ}é R E E'" 1017]' 61%7] ﬂ' %7_17] H] 8)51
golz =¥e ey 2} EHEH?ﬂ ghtst= Wl H ®(Veteran) 525 A1 (Green) PFA Y &
Green. ¥ 75 / d&d o2 v|F A e e A A R 5}1,}4&111} FE T OV\HE}
Trained. &% W5 PHAZE Qs B ml s VA o R WE"i‘g—(Tramed) H] Yo
. e o
Veteran. £0] & Hoj 3 AEH o= 2
creran T A (Wing Leaden) 2} 857K Experte) w172 4157] 2rh] &
SRR U T, A1) 92 Apale] Aloel 91 ¥ o) & elof ofol
Wing Leaders and Experten. 3438 179 £ ALE sty A&E7FE olu] AEI) = H] EHEHEHOHL i x1g = 9l
UEFU = Veteran 9! Green P17 2} &22] Experte 2 Wing Leader Syt Ao sk sdst vjEgigie] AE7 7 e A
SAS A & e, R U R R S B O R
obo]Z& EAITYT[9.5.1].
Experten 5.3 MAP SET-UP
QTN Acesehit B2l AL} AR oA Ak .ol uhet T2, ), BA S W eje rhAE Aol WX 8
1 1 A=) A= - 9 P R i LY = .L.- N
i s = e Ytk (.11, 8 whAe] ket A% fule e WA gy
ok 40%F A3 4%2] FARE L o v Fh, | rAE A E 19 | Sk anel WA g o
Order of Battleol = o] =2 ]017 ‘?ixi A" st=A A AFHT
ZHHlEee ol e, Eelofols gt 79 B RO T HE
7t 2a1, g g ol dldet= ID vkAE AlY sk, WAlE

$120 o 2 g o,
EE vyt ARe] Fyo Axsel, Aol 2%

& Fote Hl‘ﬂtﬂ%ﬁ} 7 9FE 7H ngddge d9E vt
e A= OP srell A gy o [9.2.4].

+AY 9 7]L 521719k S A7 AR el gdd WO T v
APgUth 3971= FAVIZ5E Al 2 oluoll, Fd3 8 dO

o7
Hj %] F U o}, 5 9] l% AT F2A7]9] ok ﬁ@%# Nom, 3
Lol BAE 4 glasyth9.2.2].
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srek of of AT elv} ¢ 1 Fow MAHE, M 9 2

H ol of S @A = ofoF Fth[9.5.1,9.5.2].

5.3.1  Set-up on Subsequent Turns

Q- vl ooz AR A1 Foll AT o] H5 52 A5}

= X}EﬂJ Set— up Phase u A" Yt oF5 9 H] ‘§EHEH7} Fdy
& Hofl A3t A9, Ak 2ol whep WA A ' g Zo] WA

/\4 Ak},

BT A o] B kel 92 HA A E el A A AHa

A 2 AJE F dHFY T 39S MY ek -9, Set—up

Phaset vl %] &1},

o

A& bR o A A EhE A, Al QoA 219] 8 9] 2] 9}
TES AN A, o % A% T % Fel A AL ARA

sk 7 3 A
£l Oj:'q 2;' gr/;r ]_7]6:;]]1%1?‘;74] m]lﬂg(%_:‘% 7/‘}(?‘ ]/7]_]‘;1; ;1 ;_ﬂ o= PHOTO: A mass of B-17 bombers, flying in a ‘box’ for-
T Eo on As = mIre - 4 mation that allowed their defensive guns to provide mu-
o}, B] 3 \’41 = ol & Al A A ATE Y 7?%‘?431 off 2341714 tual support,

Al (X19] WU 8.4.18 Fx)

oA vl the] %, Set—up Phase®l d|@3sl= WE nfAES
o] oft] el = v x| k4 Al 2 [9.2.4].

6.0 SEQUENCE OF PLAY

Aol B A | B2 AFH Y @4 B A% A dol 3l
g oA ZARYG 4% v W | oiAS w1 ddel WA
HA Ho| = 1% 0303 O F o]lE A 7| =wa o7 &g}

o rhew e BAE o] g

Set-up Phase. (31 W14 ® of| A= A 2k) o] H ©of] Zef|o] e 3
ol sl B YOt & MY s A 2. AE E vl = A =9
ol vi2 F AU 1) 2+ ol o] A = 7R At o] H5 U
88k oA vl i iuiet MY wkA S A FU T [5.3.1].

i

¢

5

L Ao

F_VE
UO

Tally Phase. & A A+ Uhas o}l,l A2 Faey-
A

73 gAS Ao [7.2] ¢lv] AS 2Ask e A2

A& AEelr] dof o] Ao BAF AL AFord Ut [7.2.2]); M
1] 73 7 w Hg = FA08 Aug o 7374] ez A

[7.1; 9 dd& ¥99S WP [9.54]; 4

IR Hidobh/lﬂ‘r 15.2.4]. A} &7} &
a7t A ok 7374] 2 HYS 5"6“45}.

Movement Phase. ©] 5 3 T}H[8.01; ©|& L e} 218 A urn Marker. AR A Eole BolEL ) the Bl & 71
5 W3aE WY [9.2.1.1,13.21. _‘2.14717: ZA79F Y 9= ST}

3 0% o]t Aol WS FTHI0H. £2 T

St T 14.2.3].

Combat Phase. U] & 7\}_73' S A gUrh[14.24]. 4 349

Ayt [15.4], -1 F ol A Fek %ZH (Bomb load) v} )

A= A 74 fslqr)r A7 Ast A7 TEAS A8 s Combat Phase. A5 W7 9] 5= ofal g} o] 3%
[10.5]. 5 30 EEM Az WAL Hi“dHE‘r [9.2.1.1, HH - o

13.2]. (1) A5 A4 o F FDirect fire flak

(2) %7 Bombing attacks

-~

Administration Phase. Hl 8 ) o] += o] & (Escape) FAYI = R
=Y oH11.0]; M A ﬁﬁx},q‘:u] 2} =M = g%qr,}. 27 o] (3) &% 4 Air combats
e Hl?‘”ﬂﬂﬂl T 9 FAIS FHUTH9.2.2] GCI A 3]0

4011 W e 2770 WE ks vyt 3907 97

Sweep~i HhE U oh15.2.2] a2 HF 23} vpAE %;5

UH14.2.2]

End Turn. 0] $55W ® wpAE & 7+ 92 Syt

MEE ¥ A% dA 2 Zolrt vha] Az},

4 New Turn Marker Rule. € v}A 9} §1 v}A g2 13
ZFA 2 E dotul7] flsk Al 22 AN YT
A B w7k AL v T [12.0].

© GMT Games 2016



9/E{0} gy Wondershare

=17 T  PDFelement

14 Wing Leader

2=
6.1  MOVE ORDER (] 5 A1)
ol AT ot &F & TAE AT
Dogfight = "13}°] E
Escorts & ]
Bombers 3% 2]
Unalerted fighters move in initiative order H] 74 7 A%7] (%=
Alerted fighters move in initiative order 73 7 57| (F=4 A4

Escorts and Move Order. T %|7](& %] =4 EA7} Qli= A
F7hE F247] olF Al olsdte] £47] o]F Fol W&
0 E FUTh A (Sweep) PIHOE WAE 597 1 o
& £2A7] o] F Aol o] FakA] i, $E9 R ol s F Tk

4 A

)

nkhwn -

o

Move Order and Air Combat. ©]§ A4 2] o] F &A=
AT A A o] FAALe} FulAL Aol FFS v - ;
el e FAE b 300 sl o) F wA7F M AR

F 5= (Initiative) TF2 [6.1.11, 224 (Tally) 112 [6.1.2]

Initiative Rule Example. 5% W] 3 tith D¢} 9= v Pchtf A 6.1.1 The Initiative Rule (F=H)
9} BE Y 159 HEof lFUTH ZHlolo]= 7t vl F A Ao wpe} o] Eat= A o= w2t}

ot FAR9IE B3 DE 28 Fel 1 A% BE 17} 49} N
2% FRUT. 184 AL Yo ® °] 53}, B9} D= THA (1) %2 arEel gl W 7E WA o]F gt
ZHYT & o es =9 T8Ol ek FAE W 9 =e Q) 2 nxehd 712 o] vt vzt WA o] F g},

1 D+ 5, B 27F syt kA B.D,A AR o] F 3T
(DE HFH O F AR H2 3ho] kAN o= 7] =¥ o]
Fo] U2 gduth F WA A AA 9L BY D Aol HAFY] vl o) &

& nwo] 2e ol 7} vl s}
S A, Asks FRTU FA9E 29 FEAS Q3

Ut} F419] ghol we Fo] WA o) % g
dlsl A ohA] Z AU o

23A)

Chain of Tallies Example. C B3 tith7} wlacjr) BE %21 6.1.2  The Tally Rule(
FAFYch olw] B v AS 2 AEiddsyY A

Ao WA 23k Ay og mA o] sy g galo] 2 HIBUIE olF e Aol s wAutE W (Tally) 3 & A5
Ha kel A vz gl o) F Utk 1¥ tg cepel o 710l WhE ole gy o] B olF Jhed thE Al glojn
S3tof o] gLk, [7.2.3] AA o] F T
L s AR B Azt 270 o) deolebd 1 vl i) ke A
£ olEshs Zdelelzt dz Ak DA nlAgige] o)Fo] &
Chains with Multiple Tallies Example. H] 3t o] B} C7} 1] = Ztol o v O 7) o] B8 2= 9lsUth dlw v Y= wAs
Aojo) A BAYAT, D7} BE BARLUL OF EHE G2 magos) oo o] Eo] d4How e
o197 =7kQ7 A7} WA o] F skt B9t C7b o] FE s oo T Co
(O1E 3= Zelolo)r} Uk = R). el pe BrEolEs  HIBOdZE B E BddidE 2As A9 dAE giido] FFo]”]
Fol o] 5 & 5 YFUTh Ao o]Fd 4= dFych olu FxA FX& FAGYL ek ug
| mEE B AL Bdd Ae, AL dAstA] Fe v
ol g gtk 18 AR ol gk
Circle of Tallies Example. v]&jtjd] c7} nlaidje) B= 2t WheF 2 v thoi7 A2 A gvd, 23 FAS Z2A] sS4
8ki, B7F A WA on, Al A7} CE B 98 vy 2 JFFUTH6.1.1]
Faat TER CAR AUAT O PR A IS s 4 wrlo) meje] mE Brbl 48 ol T A9t A
e ' (AL HA A vy 7h 7hg mpA e o 7 A5 A s v o
AT A9 FEA FAIE AY WA ol vdddE Je ¥
SAYE A8
6.1.3  Dogfights (= 15}0] E)

2 719}0] E (dogfight) [10.8]91 731 A H41&
Ao R FIUL R £HS FatA Ui

6.1.4  Escorts and Bombers (39719} 7 7])
9719 FAQ77) ol w] ¥ AR Dt AR o)UY 4
pZs

7.0 SITUATIONAL AWARENESS (23} 913])
Zeolol= F4 77 obd A7) 9] A3 Q1 A (situational

o awareness)*F 52 Ut} 7 Al A Ell(Alert), 2] 27 (Tally)
Alert State. Alert squadrons are aware of the proximity of

enemies and so can respond in ways that unalerted squadrons

cannot. Aside from sweep behaviour [9.2.3] many of these re- 71 ALERT STATE (73 7-“ }\O]‘HD
sponses are detailed in the Advanced Rules. 78_15,—7] H] -;%4 ‘:H EH = 7(:)] ﬁ]/ﬂl 73 7:” /?:]'EH =z 3}1/]_ CQ L] 1;]_
Z A7) A e} Ay

(EA7) Q% 538 =0 AE7] ¥£3+[15.2.4])
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3) TTHE FHT
A e Hd Y O A =
A-FU BA ezt 59 oAl b
A e ] A" Y vl E S v U tH9.2.3] Bx
Ax WAE MEAY13.2], 89 E AAsAY[13.4.2]
22| 7]5S 3w [138.4.3] A A Aejookg )

H A A vl &= 7155 &4 (Bounce) ofl #2534 th[13.4.1]

7.2 TALLIES (BZ7A)

A% vzt mAsted 1A 48 aaserdyn A E 7w
AS wAs 5 YAuH[15.2.4] A7)= & 5 &yt 2 )
A= o Aol shte) Ank wAs 5 Ut B A= W
olztH T WA RE AurA FALY S &

A
az <
Y, X
mV) <
L EQ
2R
i
2
e %
Y, Tﬂ
(o)
‘QI lo
L)
%9,
N
‘-"1-‘
s
=y
% 4
~
=3
o
=
=

0.4 Ol
frae oo

a2 = 4] of2- A v o o} A
Al ks o A b FARE SR Y.

Tally Roll
& st Z2]a A% 7= (Combat card) ol Wt gh& 577 aA)
3o Hek Ae)E Sk vheF BAE AR gto] ARt
ohd 2 ol gtk
thel A b of) A wetebd, A& RS vt o] ID vl o A
ol sl st 2 L (Tally) 7715 7HA 944 o ml ool =
FU T (A 3 v = e wp o] Sldef 9lo B R o v
theh o] e 7k A AP Uk (9.2.4]) Wk vl AU 7L ol el FA
Bt ob Stk A e 7 gy T

~N

2.
A

=Y

U o
=5

d
a

e

Shujgoith= ok Wl g ARE Ao e = gl o, Ak o
AN Azl FA1S) 29 o o ek & 5 odgyh A2 o
AE 7 v g = 2SS BAE v Eo1d 5 s T 9.3.2].
7.2.2  Retaining Tallies
A g0 397 fA R
(1) th7d vy e eh7F A el A A A S vl
(2) A GA T hA7EA 2] Alokrh SR E A ok
(3) tido] 10%kolv 1 o) e S vl
(4) A& wA MG ehehrt 5 5 9 S )
(5) 55 A7 Bl AA O A w e H e A A
A AadwPs 2o do] A2 4 B T4 FHL 5
Bak 5 oleh, T 9P D 5 ko541 Eosto 0] B9 A
He Fag  fivh10.8.1]
(6) 22 A v Pk F5 42 Al 5he S0 A7}
AelE i Eavte| EVF AR HH vyt As o2 AFF
A sk 2o w Ut A5 ok A fulef A i
WAZ EEUT LR A AR e thA o WA T v
76 o] w13 Aol glrh Aol Au7l vpA S FHUh 48
LA B )7L avko) E FQl At @ Rvo| EF
o ojof gt}

A ko] FAaEE A AkelA A 2 viAE AA T

© GMT Games 2016

Bomber ID Markers. TolA Z7t4 9] ID vtAE Z247] &
olg} AA/MIAAZE BAH YA dHEUTE FA7]7F Al
A SAFo) ID mAE AbE-EloketE -5 A AW A A e
A T

Tallies

oﬂ}‘i Tally% H] 3§\;H7]_ ;_(-‘]% %ﬁé‘}_ﬂ
A

3% (X 30 50
dlo
Tl
oL
=)
o

N

258
=3
e
rs&;
o<
il

2,
S

Tallies in the Same Square. 25 2k Bl P ool 7} o’

3} e el itk Aele 0 Yy

¢ Tally Rules Change. 2] H& t] oA a47] 23
A A FARNE i) e et 2 ool op gt

ABM5 g

Wispy
1

Hellcat

Tally Example. The Hellcat Y] 3 AT &= Zero”] & 315}
I FU & Aol o Al 27| R FAFS] 3 o] /do]
Qo

3t A §F Zero”] 7FHellcats FH-oll 9143k BA gL —2&
Agetal 5ol 98 Aokt EE -1 HAE A
LAYt & —30] A&5 0] Hellcat> A 65 2
of A e 43 F AR

folwf e ko] - Adehell QT ZeroZl= HI%F <Fell Sl
Ao x g3kl —1 RS F7HE A galokdytt.
Hellcats> 70175 =elof 2 o] A &3kt o=
E7FsFUTH6E FARSD
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Same Square Tallies Summary. % F7] nl e o7k
BA g FAT AL A f '}z ‘2}5}”4 o) 5
AFUTE Ao r Haks A Aol oo F o &
R g g A T e
Aol ol o e wAH T A el wAeNA A
(Tally)& ] &28k= Zlo] Hlod &= 9= k!
[7.2.2].

% v\
I P51D M,A X}:; j%
- v :‘
Moving. 15 & ZFO 27 $-4 < = JhF UL} o] B3l = et
W ki A ek T/P.

1 B 109G cmpitis® i

'M’%

Turning Example. P-51D= 14 ¢h zkog2 2}
455 % 75 oY VIFE Eoleds
olF EJIEWMP) & 2R HQ glFyth
Bf 109G+ 1801 A 3|sfo] & o2 o] &g
o)% EES 1 amgch

T

3

(e} i—z
ga
Hu

Movement Points and Speed. AB] gy el &= o
ZAEE AR 2T 58 £ o&%qq
% TR AL ) ol ol vofain Lol
Wold w vk} AaA o A%
FUth

Fof ot

7.2.3 Tallies and Movement (% 2 A 3} o] &

A& BAs v = gl F3 ol SA YUY tH6.1.2]
AL s vl o= A5 A &4 o] A ¥H9.2.7]

O 22 e Q= A oles WEI AT A u s ¥
el ok . [10.0]

H il 7} o2 22 Zhell A o5& Al #etd 2 7ol My =
WA AT GA o S FAs ok

SkA| RE Bl o o 7} o o] Qle 7F AL Al 7F T sfuol| A F-E
o] Sl o= A8k B9 (99 = Head—on Combat )
HEFA a1 o] 5T

=
7.2.4  Automatic Tallies (X5 A7)
AW d A EEY A s A
237k W o7 2 dhyio] o] Foix
H]f%‘ﬂhﬂﬂ AEE ?1111??} A9-17.2.2]
717 sl AuatAd =A d53 73
‘:1 yjo| g Fofl S A s 4$-110.8.

8.0 MOVEMENT (¢]%)
EE s 22 22 d535AY Avd 4= 5y

8.1 FACING ("}3)
g =A57E &t oz o] w3ttt A7) &3 %
o] 71A 8] WU 7Al= 8 Fe® FE  FUT
olxg w vt A7 ks QIS zto 2wt o] 5
Yt} 744 ol 5% 7he ek
8.1.1  Turning (41 3])
ol Al, vt = thE kol 1J3H7] Hell SA] A3 e 4=
QU ST ukr7]). 1802 A8l o] g EQE 12 &53
oFgUth[8.3] 180% Huh 27 A3|dh= A9 olF ELAES
2EEHA] T
8.1.2 Aspect(57)
o2 vy dgoly Fxkel Sl vidgide] st 3
o] HFYTh & Holx/wM 23z
2 2 2] (Lufbery) 715 3t vl did= AW/ #d 54
o] §lsHTh13.4.3].
8.2  MOVEMENT POINTS (0] & ¥QIE)
ol 7 U= v olw EJAEE A FH U
o F 3 ks 015 4°1EE’ 24|y t}H[8.3]
ol XERQIEZ} B35t ol o] s & lHFU T
ol EJE A4 &2 o9t ZHYT:
2MP %A7], 5171, 8] @Al HF7]
3IMP A AE7I(LA A5 AF7E 2 BAGHD

AE ZA7]9} 5417
4MP A FE] oK FaE A E AR

(Me 163 H] 3 A0l 13.8.2. %)
+IMP °]F wAd 7S A vjdd=

olF ERJAEE 1 gttt dd v doj =

1 3% o)/ shAdsloF st
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MOVEMENT COSTS (] % H| &) 3, Moyement Rules Changes. 221
et e e 2o ol g et | MPE SR
=2 ko Qe 01%36& Zto 2 o]F g Wl ADC 7}=of 23 A
Climb) #%3 MPE AEgUt) ol AlZ‘o}L 7‘:«1

S AHESHA QL 71% Al A= 3 gho A nt
= A}%UME} s
o A5 gk /\o
Yoo 7} vk = o}z
vh AR
180% A3]+= 1MPE A~X Yt} [8.1.1]
#3222 Lufbery 715 A& stAY whAU-S W 2MPE 2%
St th13.4.3]

N W

o[)

I ox CoxoHrmy &

o% 0?

P-51D ﬁ;‘
IMPZ e #) 2ol o) %-5 2 Qlruih ol ek W A Anead =y
8% = e
8.3.1 (ircling

it Ao QA o MPE A8 42R38H%] oo}
T HYoH9.21. MPE A& AREHA AL é% 7k A MPE
A ol o) F FRl Ao E UFF UYL o] A9 vl =
'Circling' (213 H] @E)oh A= APy

A oA 93 vy S stesF AAFYTH15.2.1, 15.2.2,
15.2.3]. ffH‘;L ZHS Wojux] ¢y aglE 9l e gt u iyt

8.4  MOVE RESTRICTIONS

vl oo = Fjof Ak glo] vhE vt 7t Sl 2hell Mgt Ahead

ojgst 4 951’“145}.0}74“} 7.2.3°0 o] Abgo] QlE Y T

Hl s 1% Ot AL 19K =7 o] 5 &= gl5yth
S %E’Oﬂ** Hl?@\’ﬂﬂ]ﬂ IEE HASAY LS vA ¢k \\x'
"é@?ﬂ ol 5 A MP)E ©]FdloF st} ﬁ”é?f“%l’/} [9.2.1,9.2.2, )

9.2.3]. Yol A M THE A AJAFE o] gl o vl gt A Mp &
FEFE BT AFEEA o] FE vt %;10134 ofof o] F kA &
< TR UAFYH83.]

8.4.1  Entering and Exiting the Map

A% TR el A% 7hgAke] ko' ik W
= A% w9 7PEe gbel Fofordiunh. XAt S W
7} ol st WA Zholm {ld W 1MP7F 2 2 S thIf
Alug] ol ofe niFdiizb qlelopdtt 8H ('in trail')
Ues madrhe A vddds A9 & MPE AR AL
gato] ol FHlAs AWARG 1 AHA MPE &
A ols@ynh. AWAlE 284 AR MP7F &
Aehd yeA vdgdis oe "ol A9y
= A=) 2 TP A S A glskais AR E Ylold
T olFyth A% vkl 7ol 2to® o)Fdtd AE Hodt
Aol AwelA ARG, R

8.5  CLIMBING AND DIVING (57} 317)

olFgd wl 155 FolAY(Climb) I1EE Y& 5

Ly Ahead
(Dive) £ ol @A u A3} s sAlel & 4 9lsY
-

32

o} G 1R o]EsE= A-$ Dive U]'f"]i “’\]6”4‘:]'. lx'zb“]
IE2 olFsk= A Climb vFA R A E Y}, A5k gt
A %7 B A 9= A Slow climb PHA S 45U
[8.5.1]

DI Ao e g wolhiey
shek ol e AW ol FHE ohd o),
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18 Wing Leader

Climb »}FA 7} 3l vl o7} a3k 4 oT Dive PFAZ WA
gy 8}7&6}6 Hl A o) 7} 453 -9 Dive vFAE Climb
npAE WA}, ol F WA ]31 st Climbe] Y} Dive A7}
S vy 7F /e sHA ko g wAE AA T Y
& o 152 v v At = Climb, Dive "FAE =5
1 t}10.4.2]

Dive v}FA 7} 9l © “ﬂ 4571 5ol A o7 738kl Climb/Slow
climb FA7} Q1o £ 571 Foj& A ® 153t [3.3.2].

8.5.1 Slow Climb (A%

2
SutAZE 2o vlgdus mgA AsFUch A5S AFes
e ol d 43 vy & A AFstr] Yl R MPE ARE
= Utk 1 Al fREEFE 9l g g AR £ Qg
BY oyl 1B ccomu | th A5S dta YA ok TEI} ukH A gkokthE BAE
cmeb il =0 0 Sow dlimb WS SoEaU T
I AR 2730 =& 150

Q1H e 72 gatA 3§ 1 7o 7 o] %Yt} Slow
Climb "FA & #AA8LL Climb PFAE F5 Ut TA A48k
&,  Climb W 99 AzaE brE )
e A% 35S ALPA T TS "ol A 35S A gk
§§§§— Slow climb v}A & A7 g,
4

9.0 COMMAND & CONTROL

., . | x]jq ) E;ﬂ] RIS vy o] 3= H) 137,].0%31 Bl 2 T
= 4 9 Wing® w2l sh ol el 4w got

__________

Slow Climb Example. B-247} 1% 125 &8l 3] 45

3t7] Al&E Yt (Slow climb). 9.1 FORMATIONS

1A Ho B-24+ 3 Hge] R E MPE &A% o - _
A T e N e 0 (formation)= 7 1] B 3h 1] Y eh ) o] & <)o) B o,
N2 gAe] Hresre gasdhsig dode  Hole] &sted Holx thE oft vl g shuhel 22 7k
Slow climb 171 ¢, QAL QLA slof ahr], 7 ek S Galof i Al of ¢ 7t
FHA EdOﬂL MP%LiE?SHH Z1eE Y e = of A4 WA 9= d<d vy == golo 7 A=Y
KN o A = 3 R n U gl L‘___
%é};}_?ﬂ%oqq 9]— L]E} Q1OWC11mb ]’i\_ climb } 6H%§—Zj%%_é_s}%_€_zl_’ 3H%H]3”\3HEH—‘X]'EP_E:¢EWOH—/‘E
sHAl Ut} vl 3y Fofl vl o 7} of &) ¥ A of] Z ] AL wh
Ae S U
Ao o3 (Wing formation)~ % & o] Sl S¥3sE HUgd
Y t}[9.5]
9.2 MISSIONS
EXLE Blquis Auee A= Al JRg shpd gy g

Yo Alsigid = 95 w2 g2 sy
Bombing(Z3). % 27] 45F9.2.1, 15.0].
AF7]e] sty AdE7]|2 7FF 3.2.1, 15.24].
Escort.(Z%)) AF7] UH9.2.2]

Bombing Mission Variants. Transport [9.2.1.2], Strafing
[15.2.1.1], Recce [15.2.1.2].

Escort Mission Variant. Close Escort [9.2.2.1].

Intercept Mission Variant. Combat Air Patrol [9.2.4.1]. Sweep(£7). A7 ] 259.2.3]
Intercept(274). 571 A519.2.4]
V3 QRN EAY)NA 5 207 JRE Tk
Mission Behaviours. 35 12 & E& 435 thA &= 94O o] Af AF7IE HS P rh[3.2.1]
L AT Al ofx 2= Z} 0]XL o) g oko AT [e) 3z [k = =z X
A A% FAA A UG A AR R D 4 WA ) Y e aFeelsl 99 2ol AR oS b
ol Qe A
THE B Ags of¢-24 X3 F Gyt Sold 45
o AWatd AFA S o] 83k &) AstAld U} thg Ao A= vl dFo o oA TS 2y
O .ok Aol = ke 71 ) 0. A ek, 73 AHel A £ A4
9L 9 g
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9.2.1 Bombing(Z3Z])

AN T2 HA 77 A RS FASHA e Ay 2ol A
AREEUYS (54 A1 pso1 S 47 7F A RS H A8k Al
U] QoA o] F2HS g3ty

4 JFE w2 a gt = AlY A E Al SES THAS AE =
3ty o gaZdolo] He A vtAE v X g ok
FA7 = AL 7P £ o] F 8 = A & Hlol gyt v "ntrt
2MPE 4xH|8lo] 27H4 o] E-shH, A, s, A 3] = ok A Ut
AE ZZA7]+= v) ©ult) 3MPE AH| 81 3714 o] Fd Ut}

9.2.1.1 Je tttsom'ngBombs(*i,EE/L H2]7]) /

olFEolA FTo] A o FA7] ny oA Feks
He %%‘4@ A7)+ 2 4d ‘:}74]4 ol O]Eoﬂ 2 )
A E A H FA iE]fo H 2l of ?’LHE} [15.2.4].

e ntA S o gaZdgoloA AATYL ks Held S
A2 sk Koy A3 5 HAL 4854 gHFUY. &
S W EA47] vlddidi= 712 A S| okE Y T 9.2.6]
9.2.1.2 Transport(7T%)

e 9Fe F4 47 My JdFgUY FE gl gES A
<o, 52> HE F gy

9.2.2 Escort(5%)

39 AFE TS AFV)= F47] 37 ool F2 WUEs &
AR AT UG (B2 e 7). S 917 FA7] R ko
A= F YFUHHEA7I7E Al v E o AF FA7| R
o kel QAT & G PE W YA FAV|RY 11 %
ol vtA AT & QlFU T

71 FA78 v R A& 0% vl st A&y o
= Uy we 2MpA /\Uo}oq o7 ol E Tt} Ak 5
7,3 = kA %%14‘:}.(01]94. 25 AFEekE AT
F71= FA7)9 1% WA w} ‘4@[15 2.2].

AE 387+ wgzww ARste] 37 o] F Ut
39 % AFEII= ®E HAEA dEHE AERYY7.1]
kA DPﬁﬂ o A& B 5 FYThz.2] o] F247]7} 9l
= e EO]EO]'E:]J— st 49 7S £291717F ey th10.4]

i-& 717y 54 “ﬂcﬂ]/ﬂ g o)y H3ka ),

59 (Escort) "FAHE 28 (Sweep) AR vlE UL 1 & 59
7NE A AT H]?S“EHWE & F 3 th9.2.3]

54 Lﬂ-J 04]"]5 o2 Z5yh

(@) T717F A3A A E & =5
(b) B A el =91717F elzuelE] 75 AlAS A9 113.4.3]

Administration Phase @] Z#o]o]i= & 9ol 42 s dF7] v] Yo
ol tisl] A28vAE 38 vAR A g - AEYL (el &
1k o] ot %7—17]9} Eds °1Lﬂoﬂ .,Jx]ﬂ S %‘).
s gAY A2

mt

o oft
L
o X
il
o of\
2
ll
do
~
rr
au)
>
S
o
N 2
{f

do, oiff

38
oy
Y

G0 o

R AP F ke
H t} 9.2.5]. 7F2F Administration

2
)
N
N

o L
N
it =X
ol
—|_l .
N N rfo

A
" of Ho ol o

o
N
N

)

olgsta
A 2 %’i@rﬁﬂt‘r[sa 2.61

e Jf ot (T do @ k> ofo

g
]o
*HU

VTV

o
o
fol

o
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Bombing Summary. %2 ]38 djdli= _11
A Az o] 7 Ate 2 ) uH Eujr} 27H4
WAL, 2 A1 8] 20 B8]

o e WA S @ Bo A e

o= wH

PHOTO: B-24s bomb the oil refineries at Ploesti in Ro-
mania.

EscortSummary TV A7) LT
A FLAZAY AN v F T 5971+ A
g |

fr £y gy
ot

fr b

N

o o

- 4o

ps
Aol o SV S Ag =g o ol dol o ol
591717} bl Utk Aol A AE vl E4 7)o
oAl gt 598 AATUT 19A e Aot 2
g

(Sweep) HI B thch 4 7] 353

B2 comd ‘

Escort Set-up. J4 02 ¥ 712 L A7 v & 9k
H]‘EEHEW}H ]51'\%\% 03%5?‘4‘4.%7%?4 7= E4
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Wing Leader

Close Escort. T*712] 912 A% vl & %479} 5
St YA ol = Al 2 T

Sweep Summary. 2% H U= dRbd o= £A7] 5
Roje] gt o)A nAFU T59) YR = ﬂl‘éﬂ
B2E Fual g oA ol 48 vz Ay A
AT L7 G A 2G2S EAE L

AeA} b ALSAG Bol 2 A BT 5 D]

mlo
ofd 1

Intercept Summary LA gy =
0].7] &) E EA 7(] o7 O]EE]—]/]]:]. A A
(Genel 4611 ZMHLL , 159 ol ?%k% v} ©wjr} 9

del =2 4 gzt

GCI

GCIi= A% 27 ¥4 (Ground Control Intercept) 2] ©FAF]
Yt GCI X33k = At ES A EE 6]—}\1)
of YX 3 A AunEZFE HHLS ﬂl*qq ] o g
olt] ¢} A4 A=A 5 -H e @HE e 4 gAY
9 olE WFL IEE 5173-7] e°ﬂ7ﬂ L%f\i}‘%‘:}.

Shortest Route Summary. U4 © &2 542 710 2 3k

A4 A=t AvAz A,

9.2.2.1 Close Escort(ZA & &)
A8 39+ 99 WYY e 2AY 29
ok ZARE S8 gl FAT] 9 L Tl AAF
9.2.3 Sweep(£H®)
2% A7 Qe ARV A AR AR B
A 4 28 MAGE AL £z o8 ¥ 0w,
W OMPH 4R ohv] 2704 o) F Ayt o W] 1w E By A
2517 eItk AARHE waE A ol E g,
(a) H8, 1% FATA | G 2704 A= 7t S gFalf Bl 8
(b) B9 3MPE AR3] A8 st 2 F4 To] ofrS
Hek 72 [9.2.5] = 1 &
(c) AolAl 7= 45 (tailed) 3MP 4253} o] &
@) °l5 @A A1ZA] 71A = Agslzlgar A9119.2.6].
obt A& 7HgAME] G 07 3IMPE 4K o]%F
(e) 27 AT FHFN S7= v FA47]15 987 9l
3MP A& [922]

oA wA7E = AE7 = AA e E AFE Y Y [7.1]

7y @A vy 7 v i) o] ID vFA of of-§-3sh= #E wf
HAE AL opF 3tof Fol HAXE AsloF P}, vy
= Hd AE [9.251F T3l W wpAY} = 2O R o] s of
Fyoh, SR Ao Tgstd MY ntAE A ASH, vl oo =
g gt Al 98 vyt [8.3.1].

2 A, WE wpA S 2 (tauy)UiOifﬂél , A el =5
Ut} [7.2.1]. ol Al Bl il = AHrEA] ol 52 %544[9.2.7].
HE wpAY A 2 wpA T Qs 24 v g SH A SR o]
3 7 Gy 93 v st AY o] F Al A 71 A E skt
A AAs) oF Iyt [9.2.6].

Hl o= A4 274 BA|(GCn3hell YA ko e S WAt
T s YT Hl%‘ﬂ%ﬂMGCI THe A3t dld vl Gl
o TS Fade = A -elnt Al Gerel #A skl 9l
Yt} GCI %xﬂ—a—wkeﬂ% obAl A& hAsHA Kot H -5, Hlﬁ“ﬂlﬂ%
= o dAClA Y A E 3 74L‘r HE HAS AT 55

Mk FARIE st el FA GO 3 S s
2 ghol Lo, Me] v A5 2] 29]9] 1le] gtk e
orow W = WA E A ket

St Wingoll A =9 o=t ¥ v}AE F5UTH9.5.3]; vl di ]
T oS wek S FA EY T [9.5.2]. Wingell 31|13
o7t 2 & sk ci el AFA A 3w E FEu T

9.2.4.1 Combat Air Patrol(3F &5 &)

AT TF =ZH(CAP) 27 v 2] Mgyt CAPel FHolsh=
vl didl= 22 E vpAE A4 Ut dld 2hell A 93 b3y
Futh[8.3.1], 18 2L A5 FRlstAY GCI A& W= A9,
g A A W wpA 7} o] 7] A7bA] A vl S 74]4—6”/]‘:}.

9.2.5 Shortest Route (F A7)

He FRR olFstets A S w2 v U= 7 olF 9A
2] Al EX*XW}XH 4?43 o) g gho] i Fojof 9y
o 5H4AA Y AelE 59 F gy HAARY aETE s
= 3, 0l ﬂ]ﬁ]*ihﬂd%ﬂE%%ﬂﬂlolﬁ%Wﬂr(E% ]
& dsshe 45 MPE AREsko] 22U Y [8.5.1)).
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Wing Leader

EAA R DE7F S B, Had @ WS DES ok g
b B S 1Sl A8, et e 5 st
9.2.6  Return to Base (FAE})
714 Bt HE S e A e W] oot A= 7} Return to Base Summary. Bl & il 913wl @)skx] ok v}
g £0 g n3Y oHOk o}U%, o)Fo] BE MPE AHg-afoF Futhsay. S BEOlE EIES Agsto] Agsjol G 5ol
A AVabel o] Eeehi A% 2 Yojitol g chsa HIEE S A G E SE) SIS ek AE S S
22 32 19 psel HEHE B, B 0B S A2 o) of
% 7bg e 2 ol ehehA] Aale 5 9l Th
olg gt Aok =7 YoM F47)& AF7E (2H7] 23 71A=
k= vdd o= X}Tr% Al o]Fe = lor, a5k S [ Lo
1 - ’ Return to B d Escorts. %7 7|= 7| &at= &t AFsh
Eo] F7FMP Ry A~ [+1 MP]& S 4 Qls YT 8.2]. ﬂebrr:;;)ﬂa)s\e;no Usicm;]s% SA oA = 7 o o] =5 A
s - - — = - _ =] =3 o]g A = %Z‘ﬂ
)54 e A7) WA o) Fo A% wasu AL §EET UG 2229 A4, 2AE 19
AFHTE A o] §loH(tally) 1A E HEAFZU 7| A= H7]
st AF7] Bl o= 2w g 7] E ns4srs & syt
9.27  Free Movement (AF-& 0] =) Free Movement. A}-0]%5-8h= A F7] & ob-3tolut 4 4= 9l
2. T HUTh AS B s n Ao ool i $H % o] E
AF7] vzt 95 Pgs FAS Afa7 oled & B AW, FAT ghell 21 & wliz WFolof gk
A= A7 dEY T vl So] N2 wsta g zhel A whA v 15
(@) A& AT VI T3 T 1A ol 5 & A Zg'iﬁf”giﬁ RE AL 5% A 12ae el
oh 2Rl AR SA D QA o] ST el AT g5 AN E ARAS UG (F ol D R o
A3 A 72315 Al Mi) ol & TA s oF gyt 2598 4 ook Aol fol sl L)
(b) 4< %asw Eww Mau qumw o|F WAE AT ME BT Fo| gt 22 WA A F o] Fo] B
o syt AvA A FAT el o] F WA S A A drhd 2557
o] 5& 4 g HTh o] Hfol B 1 delwk A gH ]
4 New Free Movement Rules. A} ©]% 7122 42 ‘%733&
] - mA o] BE WAS W] s, Ay EA ghe]
9.3 SPLITTING SQUADRONS (R] St tf] \}++7]) 270 e o) vl o7k Bk A m el Bl & YR

H B2 282 24 2= 9l th, 2o BF9] u] & At 9}% F7HA AF
ElZ wA|skal 9 Eli'a‘ﬂﬂ olof u] g iﬂ] "HAE FE
974 gt R A e el Rt 2 5 g

w
L=
o

H] 8ﬂitﬁ =7 4 %;1’“145} T2 9] 3ol A nk 7?%5”/]5}.
(@24 e G 2 v e R S S
t}[9.5.4] A 5
(b) 51 4] -9 (Tactical Flexibility) (9.3 2]% 7HA FhE A B Torpedo Squadron Splits. °1 2] B+ 27 5% (anvil
A0 SRR Ow A Ar s e e g atack) & S el wel @ e ss)
A~
FYh[7.2.1]
(0) =2 FAX [9.3.2]= 7H = 7h= A o] AN A FA 0= o-gH
= v E 220 7 24K 08 ad shuE By As 34
AU [10.4.2,10.4.3]. i
(@ o 32 AT 227] Aoje 4 0w ) B9 2 g o
B of7 342 Slal A5 @ Bha Gl Berel S el g gleu T
[15.3.5].
Cidl} aE A5y

ZIRA T v A= EW H] Y oj ol
T HIY TEEE S A e 2
9.3.1  Flights After Splitting
Al o) m Ao g B e FEe 2L
zksy et ey v 3 ool ol Expertett Wing Leader”} QtHH
=% wjaane] galor Fuith 2f8 Seololt Ak
2 EAE VA S} ol &gt 7| A E 7 v Aol 274 8]
SUERSENER LT E RS
Z sk A 7)Aol 71A1 7} 9lo] A /byt
TRl A= A e T A a1 'Rk A E 07215 35‘%‘2”4
D}(J‘%é—/iﬁ) Al B 7y SRS ok 7] A& psa),
24, 7% LT, AT £ B 57 A 938 44500, «
H] Y P AU E U3 FH)E A& o7 7hshy ) PHOTO: Tactical flexibility was based on the versatile
e BT} AL uAs A E]]E]—Uﬂ olw Bv& A7} & ukbA Schwarm formation developed by the Luftwaffe, and

S olojure x| el = S w tﬂ- = ° copied by the Allies, who renamed it the ‘finge -four’.
Jopt | AU O, Th 2 ] Pl = A (Tally) | These USAAF P-51s fly a fing -four for the camera.

2loul of BAeA X v #A19) 2 29 ey
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Wing Leader

Tactical Flexibility
AR 27] FEEvIG $7]8] A€ AE FAs
5 E A (flexible doctrine) < 717 A A1 Ft2 A2
2 B8ste] 3435t T WolE st 5 v
A5 FAsAFHTH

Radio Clutter

AET} A EA, 2FAES] A B T Aol
7k 37 o181 95Uk GOl Alo) = 53] hiate Ay
2 o8} FFL Wk,

Radio Clutter in the Tally Phase. 15+ 2 3H7 o] Fof 1t
A7) Wl - Fe Al &et v o)) =)
O|E F wlonk Ak dAof] &S v

S

Wing Leaders. ?1Z5°= Wing Leader 7}<-E]7} Q5 HTh 2
EZ: o= 'Gabby' Gabreski®] Experte 7€ 7} F A& A 17}
Wing Leader®! & YEFH Y TH

T 2

1‘
™Y, of,
40, Mo
B
=

=

o o 1otk
N )
o
=z
od £

12
&
a
e
)
b
0,
o
ot
B

Fofch &= A A =
2] (Tally) A1 B U th, o] Al 82 27| vl o
% Expertene &'d8taL, oW H] 3 A7} 2 d &
3 o o] o] L]k,

9.3.2  Tactical Flexibility

Alute] @ oA g Al o] A Aol vkl EAIE A
A AE A A0 24 F o] T e vE
A WA 7.2 = o) s DAl W A el Al o &8k A F10.4.2)
el e 5 e

9.4 RADIOS (5-7)
Ay e ol AlY el A ofd F-d o] &4
o7t &8 A=AE HA 7

2=

B

Jo N o T &
i 2 ol ©
o e

M b o
=

NS

B

0’\'
o
u)

= A=
(a) A2 G W 22 A 9l
A5 mAA g mEY e SA

2
N
=
oX
fu)
N
- O
it
i
b &
=
=

1 7 )

(b) A& T4l o= ofel A o m| | A5 gdos A i
FA S = (tally) RYUAE S5 248 S AA
7F Ao FAE FEA Gole SA] RYAE wHy

(c) AN &7 A (GCD 9 28 F-A o] Qlrhal 2wkl 2419 B A
= 5 TH9.2.4]

GEoM 8 g+ FA%S Tl 993 WYt [9.5.4]
9.4.1 Bomber Radios (ZZ3 7] +47)

A QoA FA 7|9} 7|7 22 FA el okl WA E)
AT G ARV 24717 AN A AA AHE

HH U o [7.1]

kel Zhgol 7H5g
(1) Tally Phase. 7
WA BRYAS
(2) Tally Phase. 2] %1 oA o
W AEFHTH9.5.4]
(3) Administration Phase. ¥ E] (-3F) & W17 &
FAES = o] obd FAERS] gk 60] BT T 9.2.4).

9.5 WINGS (A th)

A (Wing)= Alvke] 2ol WA B8 eio] 155 0 24 A4 A2t
of TAFH U Aol £F M AYNEL AL o] & A= A
2] @& AlAska AR7E a3 oA v

].

=
A= T2 ol £ £ 5 YA, F-117)7
W mE gl FAF AT A8 FA o

9.5.1  Wing Leaders (31 ti )

Aol = AR (Wing leader) 7} A5U T AES w o T
AEdolel e HldAgY 5 stuel Adid wAE F5
Chszap Aoh Ao vidioho] o S < ol =5y thesal
Experte'= Aol & 5 FH T Experte "HE F 3 oA
At olo]Z o7 o FHur},

D

O;

o
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Al o e Aol age vl
(a) Al 9] Wl T T AL 3
AT Aol 925 hef 917
A3 e g el glow Y

(b) A 7F&-3 v A[1.1].
2y ©hA o] 2 off o] 2 & Aok %
of e ofl A WA U3 Ut o] A
G e} of 48] Ao Bl
9.5a$ojlfWElg£|tercept Mlsswns(ﬁ_

2. = iz
o] A& sty A AN 0%

9.5.2  Wing Formation (1T} \;]H]_

w2 e v A
| 0 A9 e

|

ol

EEIEEOE e 4 A 2ol Wel w4 919
W71 % g,

rders(8 &)

| W Ao v gzt A TRs S A9 A4l v e
greto] obH A& ‘%ﬁ%@} 7 vy S A
ﬁﬂﬂ°wﬁﬂ94ﬂawqr:

£

o= B R

o OE;:‘;OM'& _‘E Og{:“,
)

5

ow®
2ot ey
ooy 2O

oz I

ox T Tl 1o
5 S
:“:

é’é
=
=
>
:;_1(
—
(@]
e
o,
=
=2

A
N

wol 718 va J
1R e] # A A e
ol gpolse LTk (7.2,
NREEE Rk .
b m@oeel s W e & s
wowm g e gojofgin, o

2o 1
Aol glojofat At o] A

jus}
o X
)
3

—

m_uﬂlﬂloﬁ
@@m
g N
O
=y yo
e = N 8
R do >

= mlo
e
)

tlo

=)

2

_V&
g,
e poh

= o
=
r{r

N

N
rlo

fuj

2

30

o}
Flo

= o2 ot
e
bl
O

)
il
o
Jo
e
o,
o
g2,
& 1fr
= ol
0% 10
=2
b

o
oiN 5
=
R
rt o (.
ol N &,
offt Y, 0%
fijo Ok &

2
o
i

o
ol
X
ek
w
bt
30,
bl
L
)

5.4.1 Orders and Radio
' va}ﬂﬂ%

ol 2L Ayrlr S o Eof odmfudo o Y & O b of Drln 2 2

)

B R e ke e A e £
(2) & 37 w7 vic 53PS st g 5 g Ao 2
E b gt e e FAHES 39 5 dsvt

9.5.5 Wing Sweep Missions(Z o] &% ¢F)
A7 2 P B 49, Mg A

olgsls A% UFE FARYTH9.2.3]
e e e T

9.5.30] oje} A2 sheaiu Ao
ZA AU Aol e fUES 2% 448 A% 59
sk ol Al tol A Aol Lalglx & svTh
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SpitIX gt

C

Spit X gitard

A

Wing Formation Example. Spitfires® 7-d ¥ 7}
o} 5] wahd o] = HLH(BalbotHsﬂﬂblE}(% 6 é}
EH%PO oj™ vl thf ol = &.sl/ko]ouq =
o X Ao = glom & n sl g 2
SN

Orders. ™ 3= Adgo] vh& Rl o o ol A] A1) <ba e
Ao R A (Tally) %‘?9}74] sk Ay ek 7]
@x%oik]q]_‘?_‘_ 8- uk =

Fo e Aol 83 2 FANES 3+ )

o
Ll
—10R
=2
of, %
ot
5
rlo
=
o2
=
&
rr

&
ot 7
mlo
S
2
°
B
2
tlo
)

I oot & lo ot
o & ‘

] o o & ol Al

2o B of o2 X N T

£ AL v RS W, A
TR B Bk
o3 g e uj ATt A Tk Fol Ao d 5 A
;o143 Aoz e WS whg vk AY Yt
Orders and Radios

ne % *717} A

ofel e A4S vehy
oebe £, 218 9 B HE Fa) BAT AT
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24 Wing Leader
9.5.6 Balbos

A el 27 o132 Azt = A5 Ml B2E 0.5

Balbos MU 215 0] % Al B A AgFynh o AL

11 (Balbo)i= ©] 22 1 (Italo Balbo)oll 972 Rko} A

oqxl o502 & td HlFy] QIR 7L A

e A AE 2EAAGUT 9 AR L

1 %017} Al 7 oo AdiE AR tE AoiBig
Wing)& A 3h= o] AHE-H S H Yt

Combat Summary. 4% ¥ °F
(1) 334 A4 [10.1].
) Aol AHET 55 A4 [105].

(3) T AAS} oAk M xlo] (differential) £<Q1[10.5].

@) ARG ol 7k T4 S Fel A S A4
[10.5.1].

(5) AelAl B4 s A& vl E U vH10.2.2].

6) AolA BF2-S grdata &4S 288 TtH10.6]
(7) Cohesion A& =Yt vl oo 7} waks
At 472 = dH5UTH10.7]

8) &eF A E =AY AR F YL [10.7.2]

) V1A A FoAR= AA EHE AFH7.1]; o] vE
o= A8 vbAE EAY vk [7.2.2].

(10) =I3o]E Z< [10.8]

Mutual Attacks. & 72} A2 o] o] @A <] o] &

el 7]‘&‘3}‘:"],3133‘41EH7} AAZ A A=A o] F-of WPaP =
2217 %‘G‘/]E} o5 o], natt) A% B7F A 2 A <G
Ytk A7 A A %2 o)A B V]E ol&3te] BS #2190 &
weks U ey v o) B7F o] F =41 ol Al mpx]Eko] ‘ji
A8 3 A7 F U

e kst w7k o] g dAe A 5 A5k 95 91 o]
3HA o2 35, B AR HI A PR E:lJJrOllE
FalAlol upef ekt 7bg o /18 48] 8 A 5
ol FAAT} H W, AL A FA S = AU
L3Pl E Fol opdl -, A A= o] =4 [6.1.1]°0 et
ARE D T e VR S 7R n AT S A7

: Solg A 2w 61.10] 42 5
A ZY T P S gho] e So] vpxuto 2 g0

= 5ol =)l weby 2247 H .

Tally Chains Example. He 111 %2 7] v] s o off 3}t
Hurricane 1 F7] Bl St o] &, Bf 109 A 57| vl o off o] gk

Zhell lF YT 7ol 2 Hurricane©] F4 718 A RSFYTH 1
% 3 o 9] Hurrlcane‘_ Bf 109 H] Eg‘iﬁtﬂ = st gjeel Al A

FUth $2 Bf 109> o1# EH’%E”ELGO}X] EHEFYTH Oq
"lol—o% "1i GAsk Bl AU & Ao 9] 5 AR E O &
Aoz At sk Rk o] W A& 2k }Bf109 H]BHﬁH
= A2y

o7]= vl = SA Adl di3 el A Hoj gyt
(Hold v = vie 3% 1014 A5sbAY atdskA iy
=3
@ o v = sk MP +1 RUYAE w4 ek Th[8.2].
3) A3 24w A7) BARC 4555 2HEE BE IS 20 g
o 1 MPe] vl g-o] FUth

10.0 AIR COMBAT(% % 31)
AT GAA v oo 7F S sE A
uugalqﬂr S ukA N AL Ao
Folgi iAo deje @

rEéL
m&
o, ¢

4 i
%aﬂ%%uq»M%L1ﬂ@a wo} Aol e
%3#%%H%ﬂﬂﬁﬁﬁﬂﬂﬂwﬂ

=D

[~
a2
>
]
(%]
=2
Y
=
=

i
v
1%

EA A%
2 &%d syt 19 D‘r%ﬂ] &4“01*15%
o}

10.1 ATTACKER AND DEFENDER(3-23 A} ®o A}
AE Fof 4 A3 FHo] AR WAE o] wrojzkly
t}. 10.1. 1TE1 10.1.47}F o2l d Yt

10.1.1 Bombers on Defence(*+o] =<l =7 7))
EA7= 2 oAyt [3.2.1]
10.1.2 Mutual Attack(X] & 3 3= A $)
S AF77F M2 s F9 ol olF &A u vpxjuto g
olg g ool d At T2 A}, Addio] oAyt
[6.1,6.1.1, 6.1.2]
EIOvelE 8l A910.8], 71 A Fe] 2 vjdurt &
A7 AUt FEo|W FAE 3 AAE g
10.1.3 Chains of Tallies(8 < Z'¢A)
AL 4 AL st 4% dHFUT6.1.2], Red A7}
Blue 1S %713} Blue 12 Red BE 213}3. Red B Blue
25 HATYL AE7F Hojxd o] ZE vl o 7F e gy
tH10.2]. ©] A5 5 ZAA2} WoAbs oA AY Uk
Bombers. 7-oF ©] 5 A 7|7} QIthd £A 7| E 71l Zo
ol z}b, Aol A Ayt
Flghters e v AR ebE AR St A=

25“4‘:}1012 ol & =7t 7+ wiA Y wrel ?‘SMMM
o] Al of whe} EARI} A F YT & quOlEEﬂ 73
T 718 Mgl 7}1& F< U U Sl ¥
W FAAE Feks vlddds F 34 f

Fuict, el Arek7w s Heh

o
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Wing Leader

Rea
F AL (Reaction rol) & AF7F A ZHoH
42], B3he dggE ¥4, e Pl &
S HAH U 7E <A t-&8kal FA4717F 9l el A A
= A Al 24 g Zo] wejxkalutt,
10.2 MULTIPLE SQUADRONS IN COMBAT(t}5 A 5F)
Aol ofe] WA} Fefdt 5 YU
Multiple Fights in a Square. ¢t 72} W o]l of 2] &7} 2A)
o = QlH Utk ek HlE ) A7) &Y BE WA st o, B3y
o) D& AR A ¢ SRR
@ 2 o] ok ulegeleizl A shbg B8k 4 e g oD ARBHCHDT AL EA
(b) A% A Hmelo] WEl S B3 BAFEE F9[10.1.3].
(© 24717} 27 -8 AlFsto] E47] wolo] Folals 4%

[10.4.3].
ol i A e Ao R AA R B P ur)ute] Aol Foidt
TFAFUH A o s AZd A o2 3t 5o 3o
SHA] Ut AdE A 42 A, AR el o Jfe] HAE7} Primary Combatant Example. -+ W] tith7} 5 g oj
up sl 2= 9] 2= = 4= alo| =}z < FAFUh sk Aol A st AW A% 595
BT Sl (s A Aol St 3, 3, ThE S Bepel A hoh uheiw RiE U £2 A
g AR} Qbell F A o] o] v 7 A ATl Fojsks B F AV uAg dee] mel g ¥4 AW $A Ei
G el ebd ot 1 ot 2 5), AR o R AR F R F shbb AU el AR w i) obd . S dlolel 7t

- s = = SA2 s N AYS AEE A9, A 54 A

o7 SFa, f A 7 Sl thal shubel AE 2 S wEe, mE IS TRAC IS CHEA, v
B} ol ok
ow e AFEskZ] el [10.5] FHI A7F A, 283 T vl 34
2Ak7v 2k 2F 5 9 25 33 7F 9] 3 of o (Primary combatant) = A1 B 3l oF

1] 0l F2 AT Frhv s 47 45771
T AF AU n AU Y AFS @pmipes, B 109G B

z}o] & Al Ay o} Baripas, _ .

=

A %ol ZFojati= vl A= ATl 7)o & 5
7} A7) w o e} u] e (3] s SR
S 12 ST G e ¢ ARE S Heado

i, 9t
A
o

P

fo

>
32
Ijy
Lo
o
i
=
)

>~
-
ofo
ol
-

N
N -
2

Ny
o
N

t. o] ZHAA HelA udE F27]=

ox N qpet 107

g e

2N go

5 Ny B

-

as) v

ok =

o& 2

ol 9

ol

ftfo M

oft

St

O

9

N

>

o,

M

fui)

o i

r
i
N
N
3o 3
I
B
2 g

—
—
j=]
[\

52]. 7L AF 7S
o= 8- % 4 (Cohesion)

o -z
et o
ro i
2
2,
L
)
i
=2
e
2
ol
ol
rlr

=
sholeh i wrof nA) 2 WA gy, o <

Determining Combat Situations(Z 5 3 27%) = e
A% 27 Ao g Aol 4B HE B A% A
QYU 2L FAZ 8 A% BoF oAU} ope

ul upg- /A A E o B Bomber Passes Through. 4 oAl H ¥ Z7 7|7} A%E7]7}
!

N o2
- 9

iy, FO

o N g = Ay o v

>
~
T
o,
1)
2L
—m
S
&
i
ot
ol
rlr
ol
o
=2

G ol FHletE £ 0 AT A WA HTE A A amecnig

Aol AaH[1342)

10.2.2 Distributing Hits(E}-4 1))

st So] Ilall & Yk [10.5.1], ol | A v B o7t 93 & d=A PID e
AR 5 Q&L 8D =] Zgflo]o]i= A AT Abo] oA 3] <
Sl= Rua = olgueh el 2 A nla)s T oAl s A

), ] A S 9] 8] 7 S 7] Aol & o] 8 = wofok g

[e)
= o] B 7] Aol g ofok g th{10.6]. T @ﬂ
HEAD-ON COMBATS ("8 ¥ A & e |

= O

o

w =
o
:(I:g

A7) sl "ol tiido] Qli= el kel 14 gk A7 e 2ko - . = s -

N ead-on and Reaction. ©] ™ A5 3o P-51D &Y
EE el gl 2o R ojgsvl AW AR HolAYTL £ s gsa s g 2ot 590717 24712 Ha s
H| 27} 5 A 27} 9l Zholl A o] & kA AL, 3 A A} kol 9] W, 59 YT 2R R WA, 5907)E 5477} o]
218k A A2 o1 - S 7k = shutol A AR Q= o7 [l B H SA ol dYLh I Fo 4 A A p-sIDE T
Ao w AW o] B 2= 9Lt} QAFE 7YY = A8 5 QU Th[10.2].
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2

W AFE jdslor ot A
EXJIE% o} [10.5].

}%7& o371 [10.4], 574 B & 7] tf
e, u’H ﬂé Eﬁ_e o1 gyt [10.6].
ESCORTS AND REACTION(Z=Y 2 o-8)
2 Lo A% Madte ee 2

AL S A

Head-on Combats and Multiple Units. 1 2] -1 0] %59
o wf, A5 Fule ARt AW AF7E A8 H = 73 <, 34
}L T8 A Z7F 5 [10.2.1]0] AF7 ™ A A of

245k

fr el

[O:[o

o o, M ot
e on 2
% fofr [ 1%
d0 2 oo
i i)
3L ol als
;‘,: I oN

r
» 0%

i
0

dth
BRI
S0 o i
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=
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=
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of\ 1
oY)
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L=

_E
o o
o
ofN fol

2 o 1 |
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.]

,d
rtL oz 49 1o,
o

Yo O o g

fr = 5 o

104X Bofoy

=

ol A 2
c))\}]\
u
U

o

ﬂmﬂﬂmﬂ%ﬁﬂﬂﬂﬁi
o 2o, 59075 0g2

21717} vk ZA7) oA A B
o g 35 e ol el Slofof

B F24717k ol A R 3

offl i
4

~

{ﬁj
o
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o oy

~
~
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=
olo
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]

Prohibitions on Reaction. 39171 ©]§ 7bs3lof 22,
A1 e] ZAzpell A Aol o] & tallied ¥ 7370l 2 tl-& o (F
Y

0 e S
oy P ok
o &

oo |
)
M,
-

i Lo,
=

j=}

&

=

[@)

H A= g 7+ 0 5 ol Eaithy
Hﬁ‘l‘;}_’ Mgk A7k 7] g8 7A
st ATk st w8l 2

-

o] +=

Y
o 1
.L

R

o T, o ol

T olo KU o -2 offt
2 % ‘Q

Mo

o

1
f&
oy
ol
o0
o
i%?
<
b =
s
ox,
ofl 38
o
oo
HU b
4
o
<1>L'

A No Reaction(TH-& A 3)

+(No reaction)©] W2 7-F-oll= obF @37} ¢l
vt = 4717 = o2 o] 5 o=
3l A E =9 297 tE o] %4
SAET A A FAE =2 dF U
Successful Reactnon(‘iﬁ D)
élfﬂ 73-1‘ "41 St H]*“EHW: A Eﬁ% Ay ok
2. 1tk

olo:p N

o 010

—

ol o rg z

g M2 oiZg g2t 22 [orE O o 0N O 2 0o

oo &
onN
>

de’s
o
01013
_olh
r1r
E
0::1
=
=
rlr @
i)
I:l
O{N
_O|L
_L
e
¥
0::1
ol

L df
ooy

Reaction Movement. t-5 7 2 ol whe}, tf-&5F= vl oo+ Attack. &
ol MP 2 oA & 2b T 7F7kS) A of EME} —‘%717} 180X T A5
2 WL Aok o 105 508 19 ol Lo = 5
oJ—;_/ ;H o] 71;401 \:r/l-saL 2= o] = uhﬁo] oi‘_ o‘r 180 éﬂ,(MP) 61—%1—0] %i_{ﬂ:
SR DU T BT R At 5o A

S

< "%JEHE]V} ‘%”L TE 2 o]Feld 34 viAE EHUH [8.5].
157} EolX W 45 vAE EHUH
AE dAdAM = AFE Y d&she v gzt 3421
2 vl o) 7} e A Y T [10.1.4].
Split Squadron. t]-5-3l= MUt 7} A4 FAdS
W [9.3.2], 7 /M vl AN O Z v = F U 2 F $F vy
= 49 O] S 93 Ho] §A3t o2 olFHYTh (Y9 ¥4 F

5

). U A v @ et 97124 1 Ao MEE Y

10.4.3 Late Reactlon(xl A d-s)

Reaction and Bounce. A 32 © 2 o33}

coldghds gol XA g2 Ag, tl-gsk= vl Aol Al Aea ==
ohE 2ol Sl FA71E FAS wEel Aeow A2 % 31 [724] BAL TX] v g S Raax M 5 QleTh
b 3 Ao 7 rFEHAYY [13.4.1]. A e v+ o -
53(?;?::) Z 76l AD5A] %}——{2,:1,][\:}‘ ] [10.4.2]. :’-‘3‘/} O] A5 Ao o5& WA= Koha Fo] £4 7];

It AOE o] B ARSI S wFThL B el &

e,
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axy W

£ o)) £} gojah AR S A
Yokl &sh=r o= ol 2k A= A A Y o [10.1.4].
10.4.4 Reaction During Bomber Movement(Z2 7] o] & tl-§)
ZA7I7F Aplg dAG Ao A oA o] S vhE FE UFY
thold A, T8V FA7]9 olFo] ¢Ed A &S 9

Ul ol 4 AT 6 olo) A ARolA Aol 0g 0% Aa
o oF gt} [10.4.3].

10.4.5 Multiple Reactions(T}3 U]-§-)
ofe] T 9] vt 7} shite] Aef & 5 lF YT
ZF 39l vl viop MR FARRE Sy vkek A4
o] oAU ol Aastotd 7 £ A3 5 d9eta
= -3 vl adidiel 483yt
10.5 COMBAT RESOLUTION(A & = 2])
AFE fdst7] Hal, 3429 Fol A 242 FARRE =354
ot FAAE AA ATl AFEE Tae AAPU T Ful A=
SAZE dEst T FYs 3 su = AbEslor Fu T
SARE v F ot E A F dFY ok
(1) Turning Fight. 1 3]8 53072 AFZ 13y} ojuf A%
AeleE HAyS 48 [3.3.2].
(2) Hit-and-Run Attack. 5% 5322 JEE AP}, o o
A% &9 RS 483 [3.3.2]

o
>~

Ape} ) ake] Fo A 7Y [10.2.1]9] A S AL
: s [10.2190 o8 =43

ifferential) ol w2} &%

A5 Ho] ol A AFE-3E 3hS A gt

FAA] Apo] A& o Hd FAA AFGh—Fn1 A A T3k

U RS apo] A8 o e At ARk -3 AR A Egk

+4 = 4R T 2 2po] = 449} 4 D& ARG T

10.5.1 Air Combat Table(ZZ 7 Ho] &)

7k Zlolol= AN & F ¥ Z9 Yt

A= AR FA 29 SRS H 85k,

FH A IR FARY 2 S A8y

ol &5 AF HolEoA BA = g2 YT

T2 AF7]= (1021700 s A v &2 2k} Fu) R AL =9

FAME AL

(e1g]: o] S 7HR v A7) 7 =2 AE7)7F obd A el v

o 5w TS 48U [105.2])

T AF "ol Bl A 7 Edolo = £ E A #H S dlT

AT Ao wastel A9E g5Unh Ay v gy th
- A 7AE BHEA ZPSS 9|

© GMT Games 2016

No Reaction. ] &l g %38t 597+ vt ®Hell u-5&
T AFYT 277 Ao 2A4 7)o tgekA ket AE
78l AT FA 7 = v A S 0 9lon, A v Edgidrl &
A715 dAs A2 AFE AAPFYUTH ohS o] F dAleA =
WA Y 717F ol F3har, 71 Fof %777} o] Tt (3 A
F717F e 7H& Hlolgyth. iAo g ZAV)E dA
9 A AT 7Y HAN I Qe 7ol oAl JYdS Al =@

£ A =M, A7 F47]

o)A 39 7] thA| Eoﬁga 73]

of Heh 2% o

o
fnw
o
oy
i)

o

Multiple Reactions Example. A, B, C B3]t 7} 257 5
Aol &gyt 152 27 No Reaction, Late Reaction 3
Successful Reactione = HUTE C AF7|7F &3 7] wiel
REOSshe 5717w st A o= kg

4 )& FU ) o] = %272 ol § 37
w2e Hasers A8 4 nnEdlA ) 2T
A3 AFE 8719 7154 ol g8 FAYU T
T2 2718 Julw A3 AR Mtk %279
ol g 87]e] 2 932 & F AUt

Differential Example. 34 2}2] A %22 60] 1, 78] 2+] A
T2 79Ut FAAE -1 Dol FARE U )
Az +1 Dol FARSE 2

+1Speed ‘

Air Combat Example. Bf 109G-6 1] &) |t 7} B-24H H] &} tjj o]
= 37357 9l s U BF 109> 31 E ol A 345 Al e
k.

AL 140 BR, FAY] K 4R Hes Pubela
ol 307 Zagth Bf 109 5+ 6011, 317 vk

3 72 F7FE U TE A &S] 2bo](differntial) = +40] 31, 571

o] AFo] = 49l ot

FAA FAES FHellE BA el §la, A7) W] 532
EHE 1S HH YT (BF1090] A13] {55 A e ok +30]

R TRAR A R )

Bf 109<> Air Combat Table| 4] 7-& &3 3}o] B-24¢1 23]
SUTH £27]= 95 Fe 1007 =4 5 0] Bf109°] 13]
gy},

57
e
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10.5.2 Defence Rating(‘d°] 53)
Defence Rating 0. X1 3] A5 A= o] F5o] 091 v 3o o] Tol Sl vl Ut ol w] A =3 A AFE A
g7k o) g w) 53] s gyt ol 5

o
}ol a = 71ofsk= Bl a it 7k of 2] 7l Q1 -l =
7 =2 3hs ALy} vheF woj st vl ol 7 A 8] A
oA A& ¥l QIthH [10.5], Wol 5w 2vHE S7HA YT
10.5.3 Unarmed Aircraft(B] 57 7] Al])
nlsidio) o] sh¢ ghol Ul A%, sl vl A o o= v] F-7go]
TeAdAM 34T F gy T2 AR 7 AR o ol g

B ol AL BF AR glo| ol A Ak & )X god
el A B & YA EFU T

FAE A oo nl A= o v Y ARl AE ghel 719
ahA] k5 TH[10.2].

10.6 LOSSES(£4)

7t e12 & g5 ook STk A% FAL9) 29 A%, 7} eh2vio

PHOTO: Ground crew work on a P-38s mixed battery _7':/\]"?4 —%?ﬁ f’ﬂ % H] ?:%4 EH -04 _ﬂ'%} %/1’% _Ij %Lq ‘ﬂ'- (E]'%‘ H] 8§ EH
of machineguns and cannon. At the beginning of the AFAe= T8 A5 Fd v g e 39 3ha A3y q)
war many air forces relied on machineguns of 0.3 to 0.5 k& At Sof tis] ZFz vl o] 3t k2 18 =AY o)

calibre. However, the need to knock down well-protected AR} S 61 Ao

bombers signalled the move to heavier weapons of 20mm Aam7k(Experte) 71 54 761 [5.2.1].

to 30mm. Aol & 2771 7F e A9[13.54].
A AFA A9 BE T

i TAE 29 A5 A A BE 553 vy (o
T 7o =4 o [e) [} H
Multi-Squad L E le. "ol <l B- H| 2 = = IS = = 5
e S e d s ey E P AR S} wl Ao Ajolol $u19 F [1022),
ZUth A7)0 tat BAL 5.6 He =7, d=sle] ga A HME s T AT 3 v @) obd A4A| BS
B2 L4 BE 53l 9l ARy swe AR
Trop 9 AL A wAY o] B SF R A7 (EE T 2 A3
A% % gAnct 2 o), o] Mk kgL Th
el F¥) Ak Al el BE SFu I (EE F 27 A0 A8 F
SR A), 2d0] WAt ok Ak ) ) 9 tjaZ o)) 4
S sHU
ek 2 AR Al wE S Y (EE sk SR o), )
Loss Example. %7 7] 8] &t t] 9] 1.5 53-& 4-5h9 Y oh, 3ol Q aZeold olg viA S wHUTh
wro Bl A wrow sel S @ £ ¥ AL F9o] 13E
374A o] gl Th 4t sehE o)k 7] A7k § 1, 6 0] 4 . .
Slepd E2A717] A G ek g A0l Amow ojroa WA §lo] R gho] 6o)w A o] ALY
thd, ¥ ARk 82 1 S B glo]l =1 gkl 1014 &7 E4do] BAsHA| efsuth
TR A2 4 Aol EAH o7 Fel A oF Pt wkoF F &4
ol nj el Helfl &4 gl [5.1] 01%e] H 9, sl v o & A
Aol A AAGU T vl o] e &4 vAE 9 Tl aEd ol
o frAst, o= AY T7 A T AFE Atk vl A Y
o} [12.1]

10.6.1 Stragglers(°| &)
B} &l A= Q13| o] P (Straggler) 714 7} A 4= Q15 Y
o} [10.6]. E7 EAl el o] & mtAE EHUTH

olgtuA 7 S Wl E}4 &l =9 AUt vl B
Tw Ao, ol utAE HYo EAMe R =5t
10.7 COHESION CHECK(-5- A & A=)

BFzio] A2 %, 43 AEA o 5t WA, 33 5)
2 vl gt = § % 8 (Cohesion) TAM] & = H Ut} 7ok o
A5 A st Aode w80 Wast Afolvt 38 T4

=YYt} [14.2.5].

ol N,

-

9
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T 702l FAFS S =2 Al Cohesion Table®l] Yo} 9=t & 54

st

yrtl, F5Hef A3 = 23l Cohesion checks 3HA & &= %o += Cohesion
&% A (Air Combat)=7 #k7F 4 -8y} SAGLE E 2 Fejo] wet o2 v S 7AYo
- # Eyr g4 J|E o= olF) 2= B S &
RLo} A7) Cohesion check?bd A7) A g Apggink meb % RO SR IESE A FEEAN BEY
A71ebd F247] A& AR U i gAA ol 2k ti 3 A o Alo] BrH AL £AFS QAL wWgre] UrhA skt
S AR RY T AF719 A, 2 e A FTRQA FA 7| 1A] o =R BAXZ Aeays.
=] =] - Kel =

M A FEHT 92 WA P21 W, #2472t A2 AAFE Wl e
A3p7b 1 w22 dlg s ke vl ool W ¥(Disruption) gEFUL F47) g3 &4° A7 50| st
ol A&t we viAE Y daZHoldd s5HH R F = oj&ato] Holit ol tEds A 5 glS W I
A=y} AFUH. FA7)71 A Aol FEs|H dA| HE

' _ g A7} A 2o Zee Falal 5o AFE W
1 o]7e] Wk wiA & v B3 A= 943 (Broken) A Bl 7F H Y 2% 92}

= © = s

o L3 S 718) Broken .22 ¥ttt ) o 2ee) wap, sha s 4] A 2o
20129 W v E B v Ao B Pk w3 vk 2 o 712 ABL, A3 47 o) &3}
) 710] Broken %0 2 ¥tk ahwl s}a)w W et Ae) 2 ol A A% G L FAGA 28 23U
ZEAY B gk sy
10.7.1 Broken Squadrons(¥}3] & vt of)
g3 @ BB = Al o] B wi7hA] 9 e E A E U
e AE57] 8o AdA vz A5 vA S A A ¢ Broken Bombers Rule Change. 35 @422 8-S §)
7| % Zolghol LIt [92.6] L H| AT Tl ZA] Eoystol B d W FANEL AEO R BAXR Folrh R |

il _ Ho| WA E LT 12 59 4 ave a4 i
[10.8.11¢} & 32w 2] 7]-&(Lufbery circle)[13.4.3]°1 4 Blo 1t} E]u;,xlg_%%&*ﬂﬂf%ﬁ iiéit—%l@(w)i %goa%w'u}.

b3 £ 7] vl e W S AL FAE FE ¢l )
% #am w el 7155 2 g
=
=

s3] 8 A E7) W G Ber

o

sttt Mel o b oha)

_ g _ Broken Bombers. 33 ¥ %7752 AA} RS Fa}st
AR BBt W EAA T Eohs A8 @ & gyt 4750l /)
B } _ _ 2 AR e= o] o] we £AS 2w A4S A e
o35 £77) mados A 07 40 A& T AT AT e B e A A A
Edlo]ol= o] 5/ F Fofl AA A APt o= vl & 3
7% 5 Ak
10.7.2 Ammo(&eF) Lt
- E HNIE TN HAE = orO. X 113k =] = A E 1l
g7l AR71C AT ol defs Suuuth A22 AF % goripae uesl wet anw ovsa gauUt
sHE AAE DB H, 24 34 @ o] vl = goko] =5 goks ~718 A So] Z|X 2 AFa nla
‘ o AL kg £ 7)AE0] A2 ADsH 1y
st el Ut 9 vl ~Zg o] E F5UT o=t I} W=7 ) A E e oka A= AL ofm] ah ).

o £
12
o
g
Al

4
o o
2 o

AT A &5 8 FAES F& FUTH

TR AF 5 ko] ndE Ut 'ef rkr S o] 'hef Al

AHoR FHUh ol &8 Be ARl SHE adel 9F S Ammo Depletion. &-oFo] 1175 o] R FofabA] X3}
FUth vlAdid= Alde] B w7hA] 128 ded Yt 2 obduth ahA v goko] mzE W w7} o
A7 el whok mhA S 54 AU HA7) % 71 2 KStafe) T

[15.3.7]5 st A -F-oll 9t &k mA S 55 7 F U ©&oF nhA

T E2471838 FAS] 9ol S n A A dHu T oS A

A [14.23]& AgaAu s ZAS AHEsto] g4 6k 49

ol &k nkA S FAY F A st

v A E7 9F M E7] 1105319 A5, T8 AR89 22

oA = gk upA E =5
10.7.3 Aircrew Casualties(A} 3 A})
wkok vl s o off 7+

(1) AFNA s o] 2] &alo] HAy st

) A g FARS A3 ghol BAglo] 20]aL

@)y nl el dE7h dofo] ek

g dehgoly dE7F vpA S AA T
10.8 DOGFIGHTS(= 130 E)
SHE TARR & 28 Foll & % gty = #] g2 AF7] vl
7 ol A5, ST ETF A &b =A] I T oF%
Zeolol7F Eastol Ee Frojstr] & FHolstd Eauto] EVL
A2 YT, #hojskA] k7 2 stol st Al &y 2] ekG YT
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4 Dogfight Rules Change. 1] 1| U] 2915 ©}7] )&l 4] whek
O]‘ﬂd AfolA 39 52 HxueE] 7] 5o R o5& Hkth
W AR v s o] ES Aokt

Dogfight Entry Example. H| 8| & Z=EALE -4
Spitfire F Mk.IX AF7] vt o &= 115 102] & 7&011
A T oo 5y Bf109G67ﬁ—r7] ] YTl e &2
Do,

o] F+ it & shuhi= A% (Green)©l ™, & U} 317 viAE
A3 dE T RE BT AF Foll £4-2 94
ol-—7 Ag ﬁqu_

9 Folololis mastol £ shefu kA el Eof
oloj= A gt whepA TS %ﬁé 3

E0] Zyo]o]= AlH mtalEl fal T
ﬂ%i FAE 28712 gk
A50] FAL9) ZHL 400 MWL U|2] 7] E S0
e 2 2EALR Qe 12 T3 63} @ate] 110] F T,
w0l o] FAbe] 23S 4ol mA Tt o) )R S5
(34 o171 g k7 e 1ol e,

G ook A vl ] s ok ot
1Eﬂnﬂ%uqﬁﬂqf&4%wq EREEE
§Q%QM1%%%C14N EEVIFEPEEM
of 3

Facing After Dogﬁghts WOk & 7 sfo] Eof] o] gk ok 1] 8
ool 7k B gk e ”Hlﬁgtﬂiﬂb/ﬂi“‘iﬁ‘%} Fo =
ARl o] A 7};(11}& = el ol ), 1L 8 o]

) 5] 31 vhE 3 Fo] 1E A ok A, 9k H ]‘L’%%Z—‘T—%

WEE WAL 4% 5 dFHh

PHOTO: Contrails mark the aftermath of a dogfight over
England in 1940. This shows some of the confusion of a
fight and offers a clue to how easy it was for aircraft to
become separated from their squadrons and have to drift

off home.

whof &k Zejo]o] of Bt 7} o] 1 X Foll A ﬂA(Evaslon)
2] 3Z W 2] (Lufbery)¥o] B4 T4, g Edlolol= w1
o] ES A s of Tt
oF E O vto]| ES A AR Aofo] Eavto| EE A,
zh Zdlolol= AR E = HlAd Y g 7] SRS o auh
whof gkelslo] vl »olebd F7k2 14 = B shal, 218 (Green)©]
g 1= “““HE} FESE o] ATl A Wo] 39 FEi= 7 T g
HAS TS S 10S d8lA 5= Hlﬂﬂﬂﬂ}
LIOdolES J‘S}% Fdlo]ol o] T o] A Edolo T
W AAY ZFow = JJrOlEﬂ Al 2 U T JEW o
LIatol EVE dojubA] g5yt
whof &k %50 93w %] ok 2wl At 7} of slo] Fof i, Eel
ojof = stuto] H Bt & ﬁ‘ﬂio}@ TAFIE =H Y ;1401
EE ot Zdolol o 432 Q1 FARS 218 B vl o7}
51401501] o g2 o g
Aol ZA4717F ek B¢, 770 EO90| E oo &
AU A7+ ‘:ZJJrOlEOH ol akA] k5 T
10.8.1 Dogfight Behaviour(= 130 E 3 %)
hof = uto]| EZF AR A H T ) & A °ﬂ Fobgal =3t
o|E miE %aHD} 7‘H16”EHEH T Y YR NS FF
it qu] Fyrh AF o] % 1#015011 7‘401 Sh= o] G“EHTHL
Us © A5 1474]77}%1 A 5 FARRIE = A s
H o) 7} 22 QS vhX = Zholl Eavlo| EVF A A d
| o] I Tauo]Eef Froidh Adejetd i v = SA
LIupo]l Eof rojstar A o] HoleFut
&k By oo 7k 93] =) 5T o] Eofl A whA vhg- U o [10.7.1]. 3l
& BB & ol wju a2 WS Fr A U R uko] E
A1 gk Al %8 Al B B o 7 93w AL Al el A A

AGe 49 SOl E ntAS AATUL G w54 ¢
S ol 24 sk Bgo 2 3 aa - g
Ej_j,]-o]Eoﬂ zloq o},U:] As tﬂ-ﬁ&- 0}\/\141;}, [7.2.2]. ™ I:lj_]_

STEAA 2 2 fANoF FLIch, 0 o) S190] = orsel =
S ud 39, 54 02 A vl oo S Aestel 4w vhAS =
ST ol u FA9 S 24 @ Th724]

TogtolEo] FolstE A AT WAA FEAL AystAw
A8 fE AU 105 71E A3 ghol o o] 343y
o [3.3.2], Liﬂﬂ%b1ého%-$ﬂﬁijA} g

gk mostol Bel A wolali Fe AE7)E 7 A
(Bounce)E A 9431 [13.4.1]. A F[103]% 4 &4 &5
10.8.2 Dogfight Movement(= 13| E ©] %)
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Introducing the Advanced Rules. Once you have played the
first three scenarios in the scenario book feel free to replay them
with all the advanced rules.

Height Errors

Radars had problems determining target height, especially
in the early war. As a result inaccurate information about
enemy altitude was sometimes issued by GCI controllers.

Drop Tanks. There are no explicit advantages to carrying drop
tanks in this rule. However, scenario designers may wish to con-
sider sparing squadrons with drop tanks from fuel limit penalties
[13.3].

Bounce

A bounce is a surprise attack that takes advantage of a
squadron’s inattention, or its focus on pursuing another en-
emy. An attacker can also use the cover of the Sun to jump
an enemy without warning.

4 Lufbery Rules Changes. The Lufbery rules have been ‘ner-
fed’ since the last rules edition because they were overpowered.

The combat modifier has been reduced and squadrons must

leave Lufberys if they attack or enter a dogfight

13.0 ADVANCED WING LEADER

These advanced rules add more detail and are required for playing many
of the later scenarios in the game.

13.1  HEIGHT ERRORS

After a player places a vector marker on the map during set-up, or suc-
cessfully moves a vector marker in the Administration Phase [9.2.4], the
opposing player can immediately choose to roll a die. If the roll is 6,
there is an error, otherwise there is no effect. If there is an error, the op-
ponent can move the vector marker up to two squares in any direction.

13.2 DROP TANKS

Scenarios may indicate that squadrons are carrying drop tanks. Only air-
craft with the drop tanks ability [3.3] can carry drop tanks. Mark these
squadrons with drop tanks markers on the Wing Display when setting up
[5.2]. Drop tanks reduce a squadron’s speed and turn value by 1 [3.3.2].

A squadron can jettison drop tanks either during movement (including a
reaction move), provided the squadron is alerted, or after an air combat is
resolved. Remove the Drop Tanks marker from the Wing Display.

13.3  FUEL LIMITS

If a scenario states that fighter squadrons are operating at their fuel lim-
its, those squadrons begin the scenario marked with low ammo markers
on the Wing Display [10.7.2].

13.4 SPECIAL TACTICS

The following are advanced combat options and can be used in any sce-
nario (i.e., they do not require a scenario special rule to be used).

13.4.1 Bounce

A bounce is a surprise attack on a single defending squadron. If there are
multiple defenders no bounce can take place. A bounce awards modifiers
to that combat and prevents evasion [13.4.2].

An attack is a bounce if either of the following conditions apply:

(1) The defender is a fighter or bomber squadron and the attacking
primary combatant entered the square from out of the Sun [4.6.2].

(2) The defender is a fighter squadron which is either unalerted OR
has a tally on a squadron outside its current square.

If the defender is a fighter squadron, a bounce does not occur if:

(a) it had a tally on any of its attackers immediately before the com-
bat commenced.

(b) it is in a dogfight [10.8.1]
(c) it is in a Lufbery circle [13.4.3].

13.4.2 Evasion

If ALL defenders have a basic speed [3.3.2] equal to or greater than that
of the attacking primary combatant, the defender can declare that it is
evading, even if in a turning fight. If the defender evades a combat roll
modifier is applied to the attacker and defender. A defender may only
declare it is evading if it is a bomber or alerted fighter and is not in a Luf-
bery [13.4.3], being bounced [13.4.1] or flying a bombing profile [15.3].
Defenders that evade must refuse to dogfight [10.8]

13.4.3 Lufbery Circles

An alerted, unbroken fighter squadron can enter or exit a Lufbery when
it moves at a cost of 2 MP [8.3]. Place the squadron in level flight and
mark it with a Lufbery marker; remove the marker when it exits. While
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marked with a Lufbery marker a squadron circles [8.3.1]. It does not
have an ahead or behind aspect while in a Lufbery circle [8.1.2].

A squadron cannot enter a Lufbery if it occupies the same square as an
enemy squadron at the start of movement or any point during movement.
A squadron cannot enter a Lufbery if returning to base [9.2.6]. An escort
that enters a Lufbery changes its mission to sweep [9.2.2] and cannot
switch back to escort while in a Lufbery.

A squadron immediately exits a Lufbery at no MP cost if:

(1) It is on the attacking side in an air combat. Exit before rolling
the combat.

(2) It is broken.
(3) It enters a dogfight

If the defender is in a Lufbery circle they cannot be bounced [13.4.1]
and they apply a defender dice roll modifie . They must also refuse to
dogfight [10.8]

13.5 SPECIAL WEAPONS

The following rules add special weapons and equipment for air combat.

13.5.1 Weapon Load Restrictions

Air-to-air rockets [13.5.3], gun pods [13.5.6] and bomb loads (including
all weapon loads [15.1]) are incompatible with each other. A squadron
equipped with one of these loads cannot carry any other load.

13.5.2 Long-Range Attacks

Squadrons with the Heavy Gun ability [3.3] can choose to announce a
long-range attack when attacking in air combat. Air-to-air rocket attacks
are always made as long-range attacks [13.5.3].

Long-range attacks may only be made against bombers. If the combat
includes any other fighter squadrons (friendly or enemy), long-range at-
tacks cannot be announced.

Long-range attacks apply a modifier to combat. However, the defending
bomber squadron does not roll in the combat, so the attacker takes no
losses.

Squadrons that make long-range attacks have a firepower equal to their
heavy gun value for that attack, or 5 if using air-to-air rockets. Both
bomber and attacker roll for cohesion normally after combat.

13.5.3 Air-to-Air Rockets

Aircraft listed with the AAR ability [3.3] can carry air-to-air rockets. Un-
less mandated by a scenario special rule, players choose whether or not
squadrons set-up with rockets.

Squadrons equipped with rockets are marked with a rocket marker on its
front side on the Wing Display. While marked with a rocket marker the
squadron’s turn and speed values are reduced [3.3.2]. (EXCEPTION:
Me 262s ignore all turn and speed penalties for carrying rockets.)

Rockets may only be used in attacks on bombers. Attacks with rockets
are made as long-range attacks [13.5.2].

Flip the rocket marker over to its depleted side after the attack. That
squadron can no longer make a long-range rocket attack on bombers, but
its turn and speed remain reduced by the rocket marker.

When making a rocket attack do not place or flipammo markers [10.7.2].

13.5.4 Gyro Gunsights

Aircraft with the Gyro ability [3.3] have gyro gunsights, but only where
scenario special rules allow them. Squadrons with gyro gunsights re-
ceive a favourable modifier in combat AND add 1 to their firepowe .

© GMT Games 2016

Lufberys

Defensive circles, named Lufberys after the French-Amer-
ican air ace of WWI, Raoul Lufbery, were a means for in-
ferior aircraft to nullify the speed advantage of enemies.
The squadron would fly in a circle so that each aircraft
covered the tail of the ‘plane in front. Any enemy attack-
ing the circle would find itself sandwiched and in dange .

4 Special Weapons Rules Changes. This rules section has been
reorganised. The major changes are that the 50mm bordkanone
rules have mutated into the Heavy Gun ability and rockets are
now treated as long-range attacks. The USAAF Heavy Bomber
Groups rule has been toned down so there is less die rolling.

Load Restrictions Example. A Bf 109G-6 squadron is
equipped with air-to-air rockets. This prevents it from carrying
gun pods or bombs.

Heavy Guns

One solution to American heavy bomber raids was to equip
Me 410 bomber destroyers with a 50mm tank cannon. It
proved effective against unescorted B-17s, permitting the
interceptors to shoot from beyond defensive gun range.
Other aircraft such as the Ki-45 also adopted large-calibre
weapons as an anti-bomber measure.

Air-to-Air Rockets

The primary rocket modelled here is the German WGr 21,
derived from an army rocket mortar. Fighters launched the
rocket from a large tube bolted to the wings, which is why
they suffer a performance reduction after launching.

The R4M rocket carried by the Me 262 was a smaller
weapon with less effect on the jet’s performance.

Gyro Gunsights

The Ferranti Mk II D gyro sight doubled the accuracy of
British fighter pilots. After debuting in RAF service, the
Americans adopted the sight for the Army Air Forces (as
the K-14) and Navy (as the Mk23).

Production sights were fitted to British Spitfires from Feb-
ruary 44 and were in widespread use in Spitfires by May
44. The USAAF in Europe mounted operational trials of
the sight in July and August 44, after which they were
widely adopted. The USN was more resistant to the tech-
nology and did not install the sight aboard fighters until
1945. 1t failed to achieve standard use in the Navy before
the war’s end. The German EZ42 Eagle gyro sight was
tested in 1945 but never reached service.
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Heavy Bomber Groups Example. Two unbroken B-17G
squadrons are in formation in a square. One squadron is at-
tacked. Its defence modifier is increased from 1 to 2, even
though the other squadron is not defending in the combat.

Gun Pods

Some aircraft could be equipped with extra guns (usu-
ally 20mm or 30mm cannon) bolted to the wings, to aid
attacks against bombers or tanks. However, these heavy
weapons came with a performance penalty.

Single Aircraft. There will be times when the game will fea-
ture a unit comprising a single aeroplane, often a reconnaissance
model. Such units, lacking mutual support from other aircraft,
are very vulnerable.

Aircraft Carriers

The defence modifier of ships represents evasive manoeu-
vres during combat. When launching aircraft, an aircraft
carrier must steam steadily into the wind and cannot evade.

4 Jet Rules Revision. The jet and rocket rules have been re-
vised. One of the main changes was to simplify the high speed
rules and combat modifiers

13.5.5 USAAF Heavy Bomber Groups

American heavy bomber groups comprise 2 heavy bomber squadrons in
formation in the same square. These squadrons mutually support each
other; if both are unbroken, their defence modifier is increased by 1

Providing support this way does not include the supporting squadron
in the combat (in other words, it doesn’t turn an attack on one bomber
squadron into a multi-squadron combat). Bombers receive this modifier
even if the supporting bomber squadron is not defending in the combat.

13.5.6 Gun Pods and AT Pods

Aircraft with the Gun Pod ability [3.3] may place a gun pod marker on
a squadron’s Wing Display during set-up. A squadron with a gun pod
marker has reduced turn and speed values [3.3.2]. A gun pod marker may
not be jettisoned.

A variant of the gun pod is the anti-tank gun pod or AT pod. Mark this by
placing the gun pod marker with its AT pod side showing.

A squadron with a gun pod marker increases its firepower by 1 for air
combat and strafing. A squadron with an AT pod marker increases its
firepower by 1 in air combat but increases its firepower by 2 when mak-
ing a strafing attack [15.3.7]; this increase is doubled to 4 if the target is
a Tank, Truck, Train or Ship.

If an aircraft has two firepower values separated by a slash, gun pods and
AT pods only modify the value before the slash.

13.6  SINGLE AIRCRAFT FORMATIONS

If a scenario states that a flight is a single aircraft, it has a Max Losses
value of 1, regardless of whatever is printed for other squadrons. Fur-
thermore, that flight reduces its combat value (Speed or Turn) by 1. This
rule also applies to squadrons that have taken losses such that they are
just one away from reaching their Max Losses value [5.1].

Single aircraft formations cannot enter a Lufbery [13.4.3].

13.7 TAKING OFF

A scenario may specify that a squadron enters play by taking off from an
Airfield, C , CVL or CVE surface unit.

No more than one squadron or flight may take off each turn from a single
surface unit. Take offs are not allowed if the surface unit is heavily dam-
aged or worse [14.1.1] or it dead in the water [14.1.3].

Place the squadron on the map in the Movement Phase in the same
square as the surface unit. Place its counter level with the ground facing
right or left. It does not expend MPs in the phase it enters. Place a slow
marker [3.3.2] on the squadron.

Remove the slow marker at the beginning of the Movement Phase of
the game turn after the squadron enters play. It can now move normally.

13.7.1 Aircraft Carriers
The defence modifier [14.0] of a CV, CVL or CVE surface unit is treated
as 0 for the turn in which a squadron takes off from that unit.

13.8 JETS AND ROCKET PLANES

These rules govern aircraft marked as jets or rockets on their ADCs. Jet
squadrons use jet movement rates [8.2].

13.8.1 High Speeds

Jets and rockets can fly at high speeds. Rules 13.8.2 and 13.8.3 indicate
when the high speed rules apply. High speeds can affect air combat and
reaction dice rolls [10.4, 10.5.1].

© GMT Games 2016



Wing Leader

9/E{0} gy Wondershare

=17 T  PDFelement

13.8.2 Me 163

Me 163 rocket units only operate as flights. The movement of a Me 163
flight depends on its fuel expenditure. Each flight starts with 10 points of
fuel, which are consumed each turn it selects full or half throttle. How-
ever, on the turn it takes off, a Me 163 flight consumes no fuel. Keep
track of fuel with a piece of scrap paper and a pencil.

Me 163 speed and turn values are listed as two numbers separated by
a slash. The value used depends on the throttle setting. A Me 163 flight
must select a throttle setting each turn. From highest to lowest throttle
setting these are:

Full throttle. Consumes 2 points of fuel.
Half throttle. Consumes 1 point of fuel.

No throttle. Consumes no fuel. If no throttle is set, the flight cannot
set full or half throttle for the rest of the scenario.

If a flight has insufficient fuel remaining to pay the cost of a throttle set-
ting, it must choose a lower throttle setting.

At full throttle, the flight moves 4 MP (plus bonus for diving, if appli-
cable). Use its full speed and turn values listed before the slash. High
speed effects apply [13.8.1]. The ‘r’ (for ‘rocket’) next to the climb value
indicates that when the flight climbs at full throttle, it spends only 1 MP
for every altitude level climbed (instead of 1 MP for the first level and 2
MP thereafter). Me 163 flights may climb more than two altitude levels
each Movement Phase.

At half throttle, the flight moves 3 MP (plus bonus for diving). Use the
reduced speed/turn values listed after the slash. High speed effects do
not apply. The flight climbs at regular rate (1 MP for the first level and
2 MP thereafter).

At no throttle the flight moves 2 MP (plus bonus for diving). High speed
effects do not apply. Mark the flight with a slow marker [3.3.2], indicat-
ing its speed and turn values are 0. The flight cannot climb. It must dive
at least one altitude level during movement. A Me 163 flight that dives
into the ground is removed from play; all aircraft are assumed lost.

13.8.3 Me 262
High speed effects [13.8.1] apply to an Me 262 squadron at all times,
except for when it is climbing or marked with a climb marker.

14.0 SURFACE UNITS

Surface units are military targets and installations on the ground or ves-
sels at sea. Surface units do not move. The scenario will specify the
set-up locations of any surface units. They belong to the defending side
unless otherwise noted by a special rule.

Counters for surface units are placed on the map at altitude zero [4.1,
5.3]. There are no limits on the number of surface units that can be set-
up in a square.

Surface units have the following characteristics:

Type. This identifies what the unit represents

Units marked DD, CL, CA, CV, CVL, CVE, BC, BB, Aux or PG
are ships. Ships marked with an additional number are variants of
the ship type.

Defence Modifie (crosshair symbol). This is a die roll modifier
applied to any attack on that unit, reflecting the difficulty of hitting
that target [15.4]. If this value is underlined it means the unit is an
armoured ship.

© GMT Games 2016

PHOTO: Jets were an immature technology, and in the
case of the Me 262 it was rushed into service with unreli-
able, short lifespan engines. Though it showed potential,
the Allies found ways to keep the jet threat suppressed.

Rocket Fuel. Fuel is not counted for the turn a flight takes off
because it is figured into the flight s fuel allowance. Scenario
special rules may start a Me 163 flight with less than 10 fuel

Me 262 and Me 163

The high speed effects applied to the Me 262 and Me 163
are not so much a reflection of speed as of the inability of
these early jets and rockets to easily adjust their throttles.
This often resulted in them entering combat with unman-
ageable closure rates, as reflected in the combat modifiers.
Allied and post-war jets did not suffer these problems.

Defence Modifier
(underlined = armoured ship)

Type Flak
BB1 -1 LO'HO?

Damage Value

(triangle = hard target) VP
Surface Unit Key. The ratings for a battleship unit.
Ships. The classification of ships is as follows

DD  Destroyer BC Battlecruiser

CL  Light Cruiser BB  Battleship

CA  Heavy Cruiser Aux Auxiliary

CV  Aircraft Carrier PG  Patrol Gunboat

CVL Light Aircraft Carrier
CVE Escort Carrier

Patrol Gunboats represent a variety of small escort craft.
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Damage Value (explosion symbol). This is the number of bombing
hits required to cause heavy damage to that unit [14.1.1]. A triangle

4 Surface Unit Changes. Armoured ships and hard targets are
additions to the rules to distinguish certain kinds of tough target.

Bombing Results

Given that the bombing system covers many different
types of targets, players need to interpret the results and
make up their own stories.

We can assume that anything that takes fatal damage is
completely demolished or sinking. Similarly, a crippled
target no longer functions and may or may not be salvage-
able.

But what of heavy damage? A heavily-damaged ship
might live or die, depending on its damage control parties.
A heavily damaged tank unit may have lost a couple of
panzers, and is temporarily out of action because the crews
have bailed from their vehicles. A heavily damaged airfield
needs repairs before it can recover aircraft.

Minor damage means the target has taken hits but is still
functioning. The tank unit fights on. A bridge still has a
lane open. The airfield has a couple of burning aircraft but
is still operational.

Feel free to create your own narratives as you play.

next to the damage value indicates the unit is a hard target and that
certain attacks are less effective against it [15.3.6, 15.3.7, 15.5.2].

Flak. If the unit has flak capability its type, strength and fire chan-
nels are indicated [14.2].

VP. The VP scored for heavily damaging that unit [12.1, 14.1.1].

14.1  SURFACE UNITS IN COMBAT

Surface units take part in combat by being the targets of bombing [15.0]
or by firing flak at squadrons [14.2

14.1.1 Damage to Surface Units

Bombing attacks [15.0] can cause damage to surface units. The amount
of damage depends on the number of bombing hits inflicted by bomb-
ing attacks [15.4]. Hits are cumulative, so add hits from multiple attacks
together. Use a pencil and paper to keep track of cumulative hits on a
target.

Compare the cumulative bombing hits to the target’s damage value to
determine the damage level, to see how many VP are scored [12.1] and
whether there is any effect on the unit [14.1.2, 14.1.3]. Apply the highest
damage level achieved. Do not remove the surface unit from the map,
even if the damage is fatal.

Number of Bombing Hits Damage Level Effects VP Scored
Hits equal to or exceeding triple the damage Fatal Damage Flak suppressed Triple the unit’s VP value
value No taking off

Hits equal to or exceeding double the damage
value

Crippling Damage Flak suppressed

Ship dead in the water

Double the unit’s VP value
No taking off

Ship dead in the water

Hits equal to or exceeding the damage value Heavy Damage Flak suppressed Unit’s VP value
No taking off
Hits less than damage value but that equals or ~ Minor Damage None Half the unit’s VP value
exceeds half the damage value (see 1.2)
Hits are greater than zero, but less than half of  Slight Damage None 1 VP
the damage value
Completes recce mission [15.2.1.2] None None Unit’s VP value
14.1.2 Flak Suppression
If the total bombing hits scored on a surface unit equals or exceeds its
damage value, that target is suppressed. Suppressed targets cannot make
flak attacks for the rest of the game [14.2.1]
14.1.3 Ship Defence
If a squadron makes a dive bombing [15.3.2] or steep angle [15.3.3]
Ship Defence attack on a ship from out of the Sun, reduce the defence modifier by 1

The defence modifiers for ships assume they are in open
water and able to evade bombing attacks. Surprise attacks
out of the Sun make evasion harder.

Ship Defence Example. A DD with a -2 defence modifier is
dive bombed from out of the Sun. The modifier is reduced to -

(toward 0). The attack is out of the Sun if the squadron is in the Sun arc at
the moment it drops its bombs, or the attack is made in the target’s square
and meets the criteria outlined in rule 4.6.2.

If crippling or fatal damage is inflicted on a ship, it is considered dead in
the water. A ship that is dead in the water has a defence modifier of +0
instead of the printed value. Scenario special rules might state that a ship
begins a scenario dead in the water, even though no damage has been
inflicted. In such instances flak suppression effects do not apply until a
damage level of Heavy or worse has been inflicted.
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14.2 FLAK UNITS
Some surface units can fire flak at squadrons. These are termed flak units.

Units are marked with three characters, such as H1%, which stand for the
flak type, flak strength and fire channe

The first character is the type of flak the unit can fi
S = Small Arms
L = Light Flak
H = Heavy Flak

The second character is the flak strength of the unit, and ranges from 0
to 2.

The third, superscripted, character is the number of fire channels. This is
the number of targets the flak can shoot at with direct fire during the turn.
Small Arms units do not list a fire channels value since they cannot use
direct fire. Fire channels have no e fect on barrage fire

(barrage fire only
(barrage or direct fire
(barrage or direct fire

Ships may be marked with two types of flak. In this case treat them as
two separate flak units for the purposes of flak comba

Barrage balloons also make flak attacks [14.3]

14.2.1 Flak Modes
There are two modes of operation for flak: direct fire and barrage fi

Direct Fire. Heavy and Light Flak units can make direct fire attacks.
During the Combat Phase they can attack a number of squadrons up
to their fire channels value

Barrage Fire. All flak units can perform barrage fire. Flak units
using barrage fire cannot make direct fire attacks in the same tur

Ship units with two types of flak (such as Light and Heavy) may use dif-
ferent modes for each flak type

14.2.2 Flak Zones
Flak zones are created by barrage fire

Small Arms. Units with small arms automatically create a flak zone
in the square they occupy.

Barrage Balloons. Balloons create a flak zone in the balloon square
and in all squares directly below, down to the ground [14.3].

In any Administration Phase, Heavy and Light Flak units can place or
remove a barrage marker from the map. Place it at the junction of four
squares (see example in the sidebar).

Heavy Flak. Heavy Flak units place barrage markers at the junction
of any squares in the same or adjacent columns to the flak unit

Light Flak. Light Flak units place barrage markers at one of the
junctions of the unit’s own square.

A barrage can be placed even if the flak unit does not have a line of sight
to any of the squares forming the junction. The flak zone extends into all
four squares that touch the junction point. Do not place a barrage marker
in such a way that would cause its flak zone to overlap that of a barrage
balloon [14.3].

A flak unit with a barrage marker on the map cannot use direct fir

14.2.3 Barrage Fire Attacks

As soon as a squadron finishes movement, check to see if it entered,
expended MP turning in, or circling in one or more squares in a flak zone
(leaving a flak zone square does not trigger an attack). If it did any of
these things the non-moving player rolls a barrage flak attack against the
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4 Flak Rules Changes. The flak rules have changed so that
Light Flak can now project barrage fire. The flak combat results
have been revised so that hits are required to generate cohesion
rolls and it’s possible to generate large numbers of hits on a
maximum dice result.

Under-utilised rules such as those for Flak Surprise and Cam-
ouflaged Flak have been removed, though they may reappear as
scenario special rules

Direct Fire Channels. A H0? flak unit has two fire channels, so
it can make direct fire attacks on up to two units in the Combat
Phase.

DD4 -2 LO'HO'
3 I 5vp

Barrage Example. The dashed line marks the flak zone eme-
nating from the barrage marker.

* * * *
* * * *
* o (¢] *

DD4 -2 LO'HO'
3 5vp

Flak Barrage Placement. The stars and circles indicate legal
junctions for placing Heavy Flak barrage markers. (The stars
continue up to altitude 19.) The circles indicate legal junctions
for placing Light Flak barrage.
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Who Rolls? Barrage fire attacks friend and foe indiscriminat -
ly. So although the flak belongs to one side, the non-moving
player is always responsible for making the attack roll.

Multiple Flak Zones Example. A squadron flies through two
flak zones—one belonging to Heavy Flak and one to Small
Arms. It does not matter how many MP were expended in each
zone, the opposing player can choose either flak unit to make the
attack. He reckons the Heavy Flak has the best chance of inflic -
ing losses, so selects that unit to roll, but will add +1 to the dice
roll for the supporting fire of the Small Arms zone.

Supporting Fire. Because a squadron can only be attacked by
direct fire once each Combat Phase, if you want to use multiple
flak units against it you must use supporting fir

Supporting Fire Example. Two H1? flak units attack a squad-
ron. One flak unit rolls the attack and the other contributes a +1
supporting fire modifie . Each unit has used one of its two fire
channels to make the attack.

Friendly Fire Example. An H1? flak unit attacks a bomber
squadron that is also being attacked by a friendly fighter unit in
the same square. Attacks are resolved against both the bomber
and the fighter that has tallied it. However, this only counts as
one fire channel used

moving squadron. If a dogfight moves into or stays in a flak zone, roll
attacks separately against each squadron in the dogfight

To make a flak attack the non-moving player selects a single flak unit in
whose zone the squadron moved and rolls an attack [14.2.5]; if it flew
through the flak zones of multiple flak units only one attack roll is made,
using the selected flak unit. However, each additional flak unit is consid-
ered to contribute supporting fire that adds +1 to the dice roll.

A flak barrage attacks every friendly and enemy squadron that moves
through it. There is no limit to the number of squadrons a flak barrage
can affect.

14.2.4 Direct Fire Attacks

Direct fire is resolved in the Combat Phase, before bombing or air com-
bats are resolved. Flak units that placed a barrage marker cannot make
direct fire attacks [14.2.1]. Direct fire attacks target individual squadrons
on the map.

Heavy Flak can fire at any squadron in the same column or up to two
columns away, regardless of altitude. Light Flak can fire at squadrons in
the same or adjacent columns at altitudes 0 to 4.

Flak units cannot use direct fire against squadrons to which they have no
line of sight [4.6].

A direct firing flak unit can attack a number of squadrons up to its fire
channels value. It cannot attack the same squadron more than once.

A squadron can only be attacked by direct fire once in each Combat
Phase.

To make a direct fire attack the player controlling the flak selects a single
flak unit to roll the attack. Multiple flak units can be assigned to attack
the same squadron with direct fire, but only the chosen flak unit rolls the
attack. Each additional flak unit is considered to contribute supporting
fire that adds +1 to the dice roll. Lending supporting fire modifiers to a
roll is treated as an attack for the purpose of counting fire channels

Roll an attack against the target squadron [14.2.5]. If there are other
squadrons in the same square that are connected to that target by a tally
or chain of tallies, roll a separate attack on each one. These additional
attacks do NOT count towards the use of fire channels. It is possible that
different dice modifiers may apply to di ferent squadrons.

14.2.5 Resolving Flak Attacks

To resolve flak attacks the opposing player rolls two dice, modifies the
roll as indicated and checks the result on the Flak column of the Flak
Attack Table.

There are modifiers listed that apply to all direct and barrage fire. Direct
fire modifiers for altitude are based on the t get squadron’s altitude.

Results are as follows:

I3

— No hits are scored and no cohesion check is made.

#  The value listed is the number of hits scored. After resolving
hits, roll a cohesion check [10.7].

die  Roll one die. The result is the number of hits scored. After re-
solving hits, roll a cohesion check [10.7].

Roll to confirm any hits using a firepower value of 0 if a barrage fire at-
tack or 1 if a direct fire attack [10.6]. After resolving hits the squadron
then rolls a cohesion check [10.7].
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In addition, apply the result listed in the Bomb column if the target
dropped bombs during movement. This column indicates the modifier
applied on the Bombing Table to that squadron’s bombing attack that
turn. Add a -1 or -2 bombing modifier marker to the bomb load marker as
a reminder. If a bombing modifier marker is placed during movement by
barrage fire and another placed in the Combat Phase by direct fire, they
are NOT cumulative; only the larger penalty applies.

14.2.6 Flak and Air Combat

Since flak attacks are resolved before air combats, a fighter squadron
that is broken by flak cannot attack in air combat in the Combat Phase
(though it can roll air combat as a defender).

14.2.7 Advanced Flak

Scenario special rules may list that Heavy Flak benefits from one or
more advanced flak capabilities. If a capability is listed in the special
rules, apply it to all Heavy Flak units in the scenario.

Advanced Flak

As the war progressed there were many advances in flak
that enhanced its effectiveness.

Fire directors—both optical and radar—were one major area
of improvement, providing better prediction of the target’s
movement.

On the Allied side, proximity fuses for Heavy Flak, an
offshoot of radar technology, were a major advance that
radically reduced the number of rounds needed to damage
or destroy an aircraft.

For the Germans, late war experiments with dual-fused

ammo, that detonated on timing or impact, proved a multi-

The advanced flak capabilities are plier to the effectiveness of Heavy Flak.
Improved Fire Direction. Heavy Flak attacks apply the improved

fire direction modifier to all direct fire attac

Proximity Fuse. Heavy Flak attacks apply the proximity fuse modi-
fier to all direct fire attack

Dual-Fuse Ammo. Increase the firepower of Heavy Flak attacks
(barrage or direct fire) by 1 when rolling to confirm losses [10.6

14.2.8 Low Angle Naval Guns
If Heavy Flak guns aboard a ship are marked with an underscore, they * * * *
are low angle guns.

DD1 -2 SOHO'

Low angle guns can only use direct fire at targets that are at altitude 0 or s e
1 AND are not marked with dive markers. They can only place barrage
markers at the junction of squares at altitude 0.

14.3 BARRAGE BALLOONS

The scenario will specify the set-up locations of barrage balloons. Bar-
rage balloon counters are placed on the map during set-up at any altitude
from 0 up to 2. Once placed they cannot move.

Low Angle Naval Guns. The stars indicate legal junctions to
place barrage markers.

Ll s il o |
Barrage balloons create a flak zone [14.2.2] with a strength of 0 in the Balloon )
balloon square and in all squares below, down to the ground. They func-
tion like flak barrage, affecting all squadrons that enter the flak zone, o

and can supply supporting fire to other flak unit barrage attacks [14.2.3].

Balloon
)
=3

Balloons can be attacked in air combat by squadrons on sweep missions.
Squadrons do not roll to tally balloons. Instead, if a squadron is within
three squares of a balloon and chooses to tally it, the tally is automatic.
A squadron with a tally on a balloon is not subject to its flak zone if it
moves into the balloon’s square. A squadron can attack a balloon in the
Combat Phase provided it has a tally on the balloon, occupies the same
square, and is not in an air combat with any other squadron.

Balloons have a speed and turn rating of 0, and a Protection of 0 (mean-
ing that any hit on a balloon will always create a loss). In air combat with
balloons, only the attacker rolls. Do not make a defender roll. However,

the attacker rolls cohesion and uses up ammo as normal. _I i = I. - L i e

Track balloon losses with a pencil and paper, as with surface targets
[14.1.1]. The Max Loss value for balloon units is 3. If this number of
losses is inflicted, eliminate the balloon and remove the counter from
play. Its flak zone disappears

Barrage Balloons. The dashed lines indicate the flak zone of
each balloon. Note that a squadron flying through both balloons’
flak zones would be subject to the supporting fire modifier from
one of the zones.
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Bombing Rules. Adding these bombing rules changes the way
bomber, escort and sweep squadrons behave. So pay close atten-
tion to the differences.

Weapon Loads. Remember that rule 13.5.1 says only one
weapon load can be carried. For bombers this will be a bomb
load [9.2.1] or one of the special weapon loads listed at the right.
Some scenarios might assign AT Pods [13.5.6] to bombers with
strafing missions [15.2.1.1]. This is one occasion where a gun
pod is carried in place of the normal bomb load.

Bomb Torpedo ATGR Parafrag
Load Load Load Load

L] Em—— = d PP

-1Spd/Trn -1Spd/Trn -1Spd/Trn -1Spd/Trn

Weapon Load Markers. Torpedo, ATGR and parafrag load
markers are a variant of bomb load markers. Where the rules re-
fer to bomb load markers, substitute Torpedo, ATGR or parafrag
load markers as appropriate.

If there aren’t enough markers of a particular type, use other
markers as a substitute. For example, drop tank markers can
substitute if there are not enough parafrags.

Mission Summaries. These rules change the nature of some of
the missions. As with the original mission rules, we ask players
to abide by the spirit of the rule, as found in the summary.

Bombing Mission Summary. Bombing squadrons fly direct-
ly to their target, changing height where necessary to set up a
bombing attack. They bomb their targets and then head home.

15.0 BOMBING

If a scenario says that the bombing rules are used, then squadrons with
bombing missions will attempt to attack surface unit targets on the
ground or sea. They score VP for inflicting hits on those targets [14.1.1].
They do not earn VP for exiting the map carrying their bomb load [12.1].

There are three stages to a bombing attack.
(1) The bomber flies toward the ta get [15.2.1].
(2) On approaching the target it flies a bombing profile [15.3
(3) After completing the profile the attack is resolved [15.4]

15.1 WEAPON LOADS

Bombing attacks require the correct weapon load. For most types of at-
tack this is bombs, but some attacks require special loads.

Torpedo attacks require torpedo loads. Squadrons carrying torpedo
loads must make torpedo attacks [15.3.5]. To mark these loads re-
place the bomb load marker with a torpedo load marker.

Rocket attacks require air-to-ground rocket (ATGR) loads. Squad-
rons carrying ATGR must make rocket attacks [15.3.6]. To mark
these loads replace the bomb load marker with an ATGR marker.

Parafrag attacks require parafrag loads. Squadrons carrying parafrag
loads must make parafrag attacks [15.5.2]. To mark these loads re-
place the bomb load marker with a parafrag load marker.

Strafing attacks do not require a weapon load, they only require that
the aircraft does not have depleted ammo [15.3.7].

All rules that apply to bomb loads also apply to torpedo, ATGR and para-
frag loads. Torpedo, ATGR and parafrag load markers are used in place
of bomb load markers as a reminder of the weapon load carried.

The scenario special rules may list whether a special weapon load is
carried. If no loads are listed, the player can choose which load to carry.

15.2 BOMBING MISSIONS

When the bombing rules are used, modify bombing, escort and sweep
missions as follows.

15.2.1 Bombing Missions
Unless otherwise mandated by a scenario special rule, bombers can at-
tack any surface target. They can attack one target (only) in a turn.

Instead of flying to the far map edge, bombers fly toward the map col-
umn occupied by their target, then fly a bombing profile [15.3] to con-
duct a bombing attack [15.4]. After attacking, they return to base, the
bombers exiting from either map edge [9.2.6].

On their way to the target, bombers spend 2 MP each turn to move two
squares (though climbing may reduce the number of squares moved). Jet
bombers spend 3 MP to move three squares. When nof flying a bombing
profile [15.3] the following rules apply to bombers

(a) They may climb or dive a maximum of one altitude level each
turn. (EXCEPTION: If strafing or loaded with ATGR, squadrons
within two columns of the target can dive any number of levels.)

(b) Bombers in formation must all change altitude in the same phase.
(c) Bombers cannot use the +1 MP diving bonus [8.2].

Once per scenario, in any Movement Phase prior to flying a bombing
profile, a bomber squadron may begin to circle [8.3.1]. Circling is en-
tirely optional. Escorts for bombers may circle when the bombers start
to circle. In a formation some bombers and their escorts may circle while
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other bombers and their escorts continue moving, which may break up
the formation. Bombers and their escorts can exit the circle in any subse-
quent Movement Phase. Once a squadron exits the circle it cannot circle
again in that game.

15.2.1.1 Strafin

A strafing mission is a variant of the bombing mission. Strafing squad-
rons carry a bomb load as normal. Once the bomb load has been dropped,
however, the squadron does not have to return to base. They can continue
to make strafing attacks [15.3.7] until their ammo is depleted, at which
point they return to base. Between dropping bombs and commencing
their return to base the squadron moves freely, and can take advantage of
the +1 MP dive bonus, provided it stays within 3 squares of any enemy
surface unit. Squadrons on sweep missions can also strafe [15.2.3].

15.2.1.2 Recce

A recce (reconnaissance) mission is a variant of the bombing mission.
A squadron on a recce mission does not carry or drop a bomb load; in-
stead, it flies a level bombing profile against the target [15.3.1]. Ignore
the bombsight aiming requirement and instead aim for four squares
of movement, with the final square being in the target’s column. The
squadron must maintain line of sight to the target throughout aiming. It
completes the reconnaissance provided it meets the aiming requirements
AND is unbroken after flak is resolved in the Combat Phase

On successful completion of the reconnaissance the squadron must re-
turn to base [9.2.6]. If it safely escapes or exits the map, even if broken,
score VP equal to the value printed on the target counter.

15.2.2 Escort Missions

All normal escort behaviours apply [9.2.2]. However, if the escorted
bombers change altitude [15.2.1], or fly their bombing profile [15.3], the
escorts climb or dive to match any expected altitude change.

Once per scenario, in the Administration Phase, all escorts for a bombing
formation may switch to a sweep mission. They all switch to sweep at
the same time and may form back up on the bombers as escorts in some
later game turn (see 9.2.2). Escorts that switch to sweep can circle (see
15.2.3).

15.2.3 Sweep Missions

All normal sweep behaviours apply [9.2.3]. However, instead of flying to
the far map edge, sweeps move until the controlling player decides they
start circling [8.3.1]. A circling squadron continues to circle until:

(a) It tallies an enemy.
(b) It declares it is returning to base at the start of movement.

(c) It is an ex-escort [15.2.2] and the bombers have finished their
attack. The ex-escort moves by the shortest route to take up a new
escort position on the bombers [9.2.2].

If the sweep is part of a formation, all squadrons in the formation circle
together. If one squadron in formation returns to base, all must do so.

Instead of circling, sweep squadrons are permitted to dive to altitude 0
to strafe surface units [15.3.7]. Commence the dive while within two
columns of the target. While strafing they can move freely provided they
stay within 3 squares of any enemy surface unit, as described in 15.2.1.1.
If their ammo is depleted they must return to base.

15.2.4 Fighter-Bombers

Fighter class units carrying bomb loads are called ‘fighte -bombers’ and
behave as bombers up to the point they jettison or drop their bombs, after
which they revert to being fighters [3.2.1].

© GMT Games 2016

Circling. Circling is a very useful tool. It allows some bombers
to delay their attacks so as to coordinate a simultaneous strike
on a target between multiple squadrons. This allows bombers to
saturate any flak defences.

PHOTO: An armed SBD dive bomber prepares to attack
Wake Island in 1943. In the early war the dive-bomber
allowed commanders to launch precision attacks while
limiting exposure to low altitude flak. Later in the war,
the high performance fighte -bomber filled this role
while proving more able to look after itself.

Escort Mission Summary. Escorts fly with or near the bomb-
ers, moving at the same rate. Near the target the escorts will
circle while the bombers make their bombing attack. After the
attack the escorts take up a new escort position on the bombers.

Anticipating Bomber Moves. Escorts move before bombers,
so should climb or dive to anticipate bomber altitude changes.

Escorts to Sweep. Use this option to have escorts circle away
from any flak while the bombers fly ahead and bom

Sweep Mission Summary. Sweep squadrons usually fly above
or ahead of the main body of a bomber force. Their job is to
clear a path for the bombers or provide cover against high in-
terceptors. Near the bomber target they will circle for a while
until they turn and head home. Sweep squadrons that are alerted
to enemies can continue their sweep, engage any enemies they
tally, or return home.
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Fighter-Bombers as Bombers. Aside from the exceptions of
being able to tally, and having to place ammo counters in air
combat [10.7.2], while carrying bombs fighte -bombers are
bombers in all respects, including the column of the cohesion
table they roll on [10.7].

Fighter-Bomber Movement. Fighter-bombers get to increase
their movement near the target. Note that escorts don’t get this
benefit. It is recommended that escorts circle near the target
[15.2.2] while the fighte -bombers zoom about.

4 Fighter-Bomber Rules Changes. The fighte -bomber rules
have undergone a major overhaul for this edition, mostly to
clarify what they can and cannot do in their fighter and bomber
states. They must now jettison bombs if they tally enemies and
have more MP when close to their targets.

PHOTO: A bomb-armed Typhoon beating up shipping.
Unlike the dive bomber, which would bomb and dash for
home, fighte -bombers were prepared to wade in at low
altitude and mix it with bomb or rocket attacks and can-
non strafes.

No Aim Penalty Example. A squadron flies a dive bombing
profile. It starts at altitude 2 and dives to altitude 0. This doesn’t
meet the minimum aim requirement of diving four levels, so the
dive bomb attack goes ahead, receiving the +3 modifier for dive
bombing and also the -2 no aim penalty.

Tackling the Bombers. Because bombing is resolved before air
combat, defending interceptors need to strike the bombers in the
game turns before the bombing takes place.

Unlike bombers, fighte -bombers are permitted to roll tally attempts
[7.2], but until they return to being fighters they do not have an alert state
[7.1]. Treat their alert state as Alerted when they become fighters again.

Fighter-bombers must jettison their bombs immediately the moment they
tally an enemy squadron, either in the Tally Phase or following an air
combat [9.2.1.1]. A fighte -bomber that no longer has bombs becomes a
fighte , changes its mission to sweep and may strafe [15.2.3].

At the end of an air combat, defending fighte -bombers can refuse to
tally an enemy as per 7.2.2 so as to retain their bomb load and continue
their bombing mission. Only fighte -bombers may refuse to tally.

Fighter-bomber squadrons with tactical flexibility [9.3.2] can split when
the squadron tallies in the Tally Phase, with one flight jettisoning bombs
and becoming a fighter while the other continues as a bombe .

When starting movement within 3 squares of an enemy surface unit,
fighte -bombers can move 3 MP instead of the normal 2 MP for bombers
(and may add 1 MP if diving while flying a bombing profile)

Fighters with recce missions [15.2.1.2] carry no bombs. Treat them as
bombers throughout the scenario. Like bombers they may not tally.

15.2.5 Attack Positioning

All the behaviours in the preceding sections assume the bombing squad-
rons fly directly toward the target’s column then commence their attack
when they get near it. Alternatively, bombing squadrons (and their es-
corts) are allowed to fly over and past the target’s column, then turn to
face the opposite direction, fly back and conduct the bombing

Bombers do not all have to attack from the same direction. Some bomb-
ers can attack from the left and others from the right in the same scenario.

15.3 BOMBING PROFILES

A bombing profile describes how a bomber squadron must fly before it
can drop bombs. A profile, and the aiming requirements for the profile,
may need to be flown over two or more game turns. There are different
bombing profiles for di ferent types of attack and for different weapons.

The prerequisites describe the conditions that allow that bombing profile
to be used. If these are not met that profile may not be flown. Prerequi-
sites may allow the profile to be flown only by certain aircraft classes,
or aircraft with particular abilities, or in certain conditions. The player
can choose any single profile to fly, provided the prerequisites allow it.

The aiming instructions indicate what must be done when flying the pro-
file in order to complete aiming. If aiming instructs the bomber to fly a
‘course’, it must maintain this flight right up to the moment of the bomb
drop in order to aim. A failure to aim means the attack takes place with
the ‘no aim’ penalty.

While flying a bombing profile, bombers move their full Movement
Point allowance, if possible (no circling allowed). They can claim the 1
MP bonus for diving [8.2] if permitted to change height. On turns they
fly a profile, bombers cannot evade [13.4.2

Where the bombing profile refers to being above the target, this means
the bomber occupies the same map column as the target.

On completing the profile, the squadron drops its bombs. Take the bomb
load marker from the squadron’s Wing Display and place it on the tar-
get. If the bombs were dropped in the middle of movement, complete
the squadron’s remaining movement. Resolve the attack in the Combat
Phase after flak attacks but before any air combats take place. A squad-
ron that starts flying a profile is not required to complete it. However, it
can only drop bombs if it completes the profile.
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15.3.1 Level Bombing

Prerequisites. All aircraft can perform level bombing.

Aiming. To aim, the bomber must fly a course for a number of squares
without changing height or facing. The number of squares depends on
the bombsight type:

T 1 square
V 2 squares
G 4 squares

Profile To perform level bombing the bomber flies over the target at any
altitude without changing height or facing.

Once above the target, the squadron drops its bombs.

15.3.2 Dive Bombing

Prerequisites. Only aircraft with the Dive Brakes ability [3.3] can per-
form dive bombing. The squadron must have a line of sight [4.6] to the
target before the dive commences or no attack may be made.

Aiming. To aim, the bomber must dive at least four squares.

Profile A dive bombing attack commences when either above the target
or adjacent to the target’s column at any altitude from 2 to 10. Change
facing to permit a dive, then dive directly down to altitude 1 or 0. If start-
ing from an adjacent column, the squadron must at some point move into
the same column as the target.

On reaching the desired altitude above the target, the squadron drops its
bombs.

On turns in which a squadron dives two or more altitude levels as part of
a dive bombing profile, it cannot be attacked in air combat or in any way
participate in air combat.

15.3.3 Steep Angle Bombing

Prerequisites. Fighter-bombers and dive bombers can make steep an-
gle bombing attacks. Other aircraft classes can make steep angle attacks
only if they have the Speed Brakes ability [3.3]. The squadron must have
a line of sight [4.6] to the target before the dive commences or no attack
may be made.

Aiming. To aim, the bomber must dive at least three squares.

Profile A steep angle bombing attack commences when either above
the target or adjacent to the target’s column at any altitude from 2 to 10.
Change facing to permit a dive, then dive directly down to altitude 1 or
higher. If starting from an adjacent column, the squadron must at some
point move into the same column as the target.

On reaching the desired altitude (1 or higher) above the target, the squad-
ron drops its bombs.

15.3.4 Glide Bombing

Prerequisites. All aircraft other than heavy bombers [3.2] may make
glide bombing attacks. The squadron must have a line of sight [4.6] to
the target before the dive commences or no attack may be made.

Aiming. To aim, the bomber must dive exactly two squares.

Profile A glide bombing attack commences two columns from the col-
umn the target occupies. The squadron flies in a diagonal dive toward
the target, diving one altitude level for each column it moves closer. This
means that if the squadron starts at altitude 3 it should enter the target’s
column at altitude 1.

Once above the target, the squadron drops its bombs.
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Dive Bombing Example. A SB2C Helldiver squadron flies a
dive bombing profile. It starts at altitude 4 and, claiming the 1
MP dive bonus, dives to altitude 0. While diving vertically in
the target column it gets the benefit of 0.5 MP for each square
moved. It cannot expend the final half MP, but that’s okay be-
cause it’s not possible to use the full MP allowance.

Because it has flown a dive bombing profile and dived four al-
titude levels, the Helldivers cannot be attacked in air combat.

Dive Bombing and Combat

Once committed to a dive, fighters without dive brakes
could not attack dive-bombers without overshooting. In
the game we represent this by disallowing air combat.
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Torpedo Attack Modifie

The torpedo attack modifier reflects the reliability and ef-
fectiveness of the torpedoes. American torpedoes were no-
toriously unreliable in the early stages of the war.

Slow Torpedoes

Slow torpedoes lacked “air tails’ that permitted high speed
drops, so the bombers had to fly especially slo .

Rockets

Rockets were highly accurate weapons, but their explosive
payload was small, making them less effective against
well-protected targets or infrastructure.

15.3.5 Torpedo Attack

Prerequisites. Only aircraft that have the Torpedo ability [3.3] can per-
form torpedo attacks. The squadron must be carrying a torpedo weapon
load [15.1]. Torpedo attacks can only be made over the sea and the target
must be a ship [4.1, 14.0].

Aiming. To aim, the bomber must fly a course of at least 2 squares over
the sea at altitude 0 without turning.

Profile To perform a torpedo attack the bomber flies toward the target
at altitude 0 without turning during its move. Squadrons may not split
while flying the torpedo attack profile [9.3

Once adjacent to or above the target (player’s choice), the squadron drops
its torpedoes. Treat the torpedo load marker like a bomb load marker and
place it on the target after dropping. A torpedo attack from the adjacent
square applies the long-range penalty to the bombing attack roll.

The bomb value used for torpedo attacks is always 20 (ignore the air-
craft’s listed bomb value). The torpedo attack modifier listed on the ADC
[3.3] must be applied to the attack.

15.3.5.1 Slow Torpedo Attack

If the Torpedo is listed as Slow on the ADC, mark the squadron with a
slow marker [3.5.2] while aiming. While aiming the squadron moves
only 1 MP per turn. Remove the slow marker at the beginning of the
Movement Phase of the game turn after the attack.

15.3.6 Rocket Attack
Prerequisites. Only aircraft with the ATGR ability [3.3] can perform
rocket attacks. The squadron must carry an ATGR weapon load [15.1].

Aiming. To aim, the bomber must fly at altitude 0 into the target’s square,
OR into an adjacent square while facing the target’s square.

Profile To perform a rocket attack the bomber flies into the target’s
square or an adjacent square at altitude 0. It may dive any number of
levels while within two columns of the target [15.2.1] but may dive no
more than 1 altitude level on the turn it attacks.

Once in or adjacent to the target’s square at altitude 0, the squadron at-
tacks. Treat the ATGR load marker like a bomb load marker and place
it on the target after dropping. A rocket attack from an adjacent square
applies the long-range penalty to the bombing attack roll.

Instead of the aircraft’s bomb value, use the value for rocket attacks
printed next to the ATGR ability (halve this against hard targets [14.0]).

15.3.7 Strafing

Prerequisites. Squadrons must have a strafing or sweep mission to
strafe. All aircraft with a firepower value can strafe. No bomb load is
required to strafe. If the aircraft’s ammo is depleted, it cannot strafe.

Aiming. To aim, the squadron must fly into the ta get’s square.

Profile To perform a strafing attack the squadron flies into the target’s
square. It may dive any number of levels within two columns of the
target [15.2.1] but may dive no more than 1 altitude level on the turn it
attacks.

Once in the target’s square, strafing takes place. Unlike normal bombing
attacks, no bomb load is expended. The bomb value used for the attack is
equal to 1 plus the squadron’s firepower value. Halve this value against
hard targets. (For the effects of gun pods on firepowe , see 13.5.6.)

Strafing Firepower Example. If the strafing squadron’s fir -
power is 0, the strafing bomb value is 1. If the firepower is 2, the
strafing bomb value is 3

After the strafing attack, mark the squadron with a low ammo marker
(mark even bomber squadrons that don’t normally mark ammo [10.7.2]).
If its ammo is already low, mark the squadron as ammo depleted.
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15.4 RESOLVING BOMBING ATTACKS
To resolve a bombing attack, the bombing player must:
(1) Roll on the Bombing Table to see what percentage of bombs hit.

(2) Calculate how many bombing hits are scored based on the rolled
percentage of the bomb load.

Roll two dice and modify as indicated by the Bombing Table. Refer to
the Altitude Modifier Table to get the modifiers for the bombsight, based
on the altitude from which the attack is made. Check the final modified
roll against the Bombing Table to find the percentage of hits.

Multiply the squadron’s bomb value by the percentage rolled and round
to the nearest whole number [1.2]. (It is possible to round down to zero.)
This is the number of bombing hits inflicted [14.1.1]

Flights and disrupted squadrons halve their bomb value before multi-
plying by the percentage. Broken squadrons use a bomb value of one
quarter (25%) the printed value before multiplying by the percentage.
(Broken flights halve the bomb value before quartering.

15.5 SPECIAL BOMBING ATTACKS

15.5.1 Anvil Attacks

An anvil attack is a torpedo attack [15.3.5] launched by two or more
squadrons in the same game turn against the same ship. The anvil attack
modifier applies to all torpedo attacks against that ship that turn

15.5.2 Parafrag Attacks

Squadrons carry a parafrag load [15.1] if scenario special rules allow.
Parafrag attacks must be resolved as level bombing attacks at altitude
0 or 1. Parafrags modify the dice roll on the Bombing Table. Halve the
bomb value of parafrags if used against hard targets or ships [14.0].

15.5.3 Kamikaze Attacks

Squadrons that are designated as Kamikaze units by the scenario must
only make Kamikaze attacks. To make a Kamikaze attack announce a
surface target within 7 squares. The squadron flies the shortest route
[9.2.5] to that target’s square, then stops movement and drops bombs
on entering the square. The final MP of movement is considered to be
aiming.

When resolving bombing, apply the Kamikaze modifier to the attack.
Increase the printed bomb value by 3 for each aircraft remaining in the
squadron (add this value after halving the bomb value for flights, but
before any modification for disruption or broken states). The number of
remaining aircraft is equal to the squadron’s Max Losses value less any
losses on the squadron’s Wing Display (stragglers are NOT losses). After
bombing is resolved the squadron crashes and is removed from play.

15.5.4 Skip Bombing

Squadrons can use skip bombing if the scenario special rules state they
are trained for it. Skip bombing attacks are only made against ships,
use a normal bomb load, and are resolved as level bombing attacks at
altitude 0. Skip bombing modifies the dice roll on the Bombing Table.

15.5.5 Combining Strafing With Other Attacks

It is possible to combine strafing [15.3.7] in the same attack as rockets
[15.3.6], skip bombing [15.5.4] or parafrag attacks [15.5.2] if the squad-
ron meets the prerequisites for both types of attack. Make an attack in
the same square as the target. Use the skip bombing, parafrag or rockets
modifier as appropriate, NOT the strafing modifie . Add the bomb value
for strafing to that of the rockets or bombs. Mark the squadron with a low
ammo marker [10.7.2] as per the normal strafing rules

© GMT Games 2016

Interpreting Bombing

The bombing system covers so many possible situations
and outcomes that the players have to interpret what hap-
pened. Not all of a squadron’s bombs strike home in an
attack. And of those that hit, not all impact a vital spot.

You can assume a 100% result means that a critical part
of the target is hit: a magazine or hangar deck on a ship,
an ops room at an airfield or the command group of an
army unit.

A 50% result represents a solid hit or a good concentra-
tion of bombs. Maybe some of the vitals were hit but not
catastrophically.

Lesser results represent glancing blows, hits to the strong-
est part of the armour or non-critical systems.

Bombing Attacks. Total dice modifiers cannot exceed +6 or -6,
which means there is always a chance an attack will obtain 10%
hits.

Anvil Attacks

Anvil attacks required one group of torpedo bombers to
attack at 90 degrees from another group so that whichever
direction the ship chose to evade the torpedoes, it would
receive a broadside from one of the attacking groups.

Parafrags

Parafrags, an early form of cluster bomb, were parachute-
retarded fragmentation bombs used by the USAAF in the
southwest Pacific, particularly against airfield

Kamikaze

Tokko units, or ‘special attack units’, became known as
Kamikaze by the Americans for their massed suicide at-
tacks on ships.

Kamikaze Attack Example. An A6MS5 Zero flight makes a Ka-
mikaze attack on an American CV. The squadron’s bomb value
is 5. At the moment it attacks the flight s Max Losses value is 3
and the flight has taken 1 loss from fighters and flak but is un-
disrupted. Rolling on the Bombing Table, it achieves 25% hits
on the attack.

The bomb value is halved (and rounded) to 3 due to being a
flight, then increased by 6 to 9 by the number of remaining air-
craft (i.e. 2) in the flight. Multiplying 9 by 25% (and rounding)
means that 2 bombing hits are scored on the CV.

Now that bombing is resolved the Zero flight is eliminated and
removed from play.

4 Special Bombing Rules Changes. Aside from renaming and
revising the Kamikaze attacks rule, to make it easier to use,
Parafrag and Skip Bombing attacks have been added, and can
be combined with strafing. The old suicide attacks rule has been
removed, though it may reappear as a scenario special rule.
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16.0 INDEX

Primary rule entries are listed in bold type.

AAR - see Rockets (weapon)

Adjacent - 1.1, 4.2, 8.1, 8.3, 9.1, 9.5.2, 10.4, 10.8.2, 14.2.2,
14.2.4,153.2,15.3.3,15.3.5,15.3.6

Air Combat (resolution) - 10.5

Alert-1.1,2.1,5.1,6.0-6.1, 7.0-7.1,7.2.1,8.2,9.2.2-9.2.4,9.2.7,
9.4-94.1,9.54,13.2,13.4.1-13.4.3,1524

Altitude - 1.1, 2.1, 3.3, 3.3.1, 3.3.2, 4.1, 4.3, 4.4, 5.1, 5.3-5.3.1,
6.0,6.1.1,8.2-8.5.1,9.2.2,9.2.3,9.2.5,9.5.6,10.4,10.4.2, 10.8.2,
13.8.2, 14.0, 14.2.4, 14.2.5, 14.2.8, 14.3, 15.2.1-15.2.3, 15.3.1-
15.3.7,15.4,15.5.2-15.5.4

Ammo - 2.1,9.3.1, 10.2, 10.7.2, 13.3, 13.5.3, 14.2.7, 14.3, 15.1,
15.2.1.1,152.3,15.3.7, 15.5.5

Anvil Attack - 15.5.1

Armoured Ship - 14.0

Aspect (ahead/behind) - 8.1.2, 13.4.3

AT Pod - see Gun Pod

ATGR -2.1,3.3,3.3.2,5.2,9.3.1,15.1, 15.2.1, 15.3.6
Available - 1.1,9.2.2,9.5.2,9.5.4,9.54.1,10.4, 11.0
Balbos - 9.5.6

Barrage Fire Flak - 2.1, 6.0, 14.2-14.2.3, 14.2.4-14.2.5, 14.2.7-
14.2.8

Barrage Balloons - 12.1, 14.2, 14.2.2, 14.3
Basic Speed - 1.1, 3.3.2, 6.1.1, 10.8, 13.4.2
Basic Turn - 1.1, 3.3.2, 10.1.2, 10.1.3, 10.8.1
Battle (display) - 2.1, 10.0.1

Bomb Load - 2,1, 3.2.1, 3.3, 3.3.2, 5.2, 6.0, 9.2.1-9.2.1.1, 10.2,
10.6, 10.7.1, 12.1, 13.5.1, 14.2.5, 15.0-15.1, 15.2.1.1, 15.2.4,
15.3,15.3.5-15.3.7,15.4,15.5.4

Bomber - 1.1, 3.2, 3.2.1, 3.3, 5.2-5.3, 6.0-6.1.4, 7.1, 7.2, 8.2,
9.2-9.23, 9.2.6, 9.3, 9.4.1, 10.1.1, 10.1.3, 10.1.4, 10.2, 10.4-
10.4.4, 10.7-10.7.2, 10.8, 12.1, 13.4.1, 13.4.2, 13.5.2, 13.5.3,
13.5.5,15.0,15.2.1, 15.2.2,15.2.4, 15.2.5, 15.3-15.3.7

Bombing (mission) - 2.1, 3.2.1, 3.3, 9.2-9.2.1.2, 15.0, 15.2-
15.2.1.2, 1524

Bombing Attack - 5.1, 6.0, 9.2.6, 10.6, 12.1, 13.4.2, 14.1.1,
14.2.5,15.0-15.2.1, 15.3.2-15.3.7, 15.4-15.5.4

Bombsight - 3.3, 15.2.1.2, 15.3.1, 15.4
Broken (clouds) - 2.1, 4.5,4.5.1,4.6.1,4.7

Broken/Unbroken (squadron) - 1.1, 2.1, 7.2, 7.2.2, 9.2.6, 9.3,
10.6,10.7, 10.7.1, 10.8, 10.8.1, 11.0, 12.1, 13.4.3, 13.5.5, 14.2.6,
15.2.1.2,154,15.5.3

Chain of tallies - 6.1.2, 10.1.3, 10.2, 10.4.3

Circle/Circling (movement) - 6.0, 8.3.1, 8.5, 9.2, 9.2.4.1, 14.2.3,
15.2.1-15.2.3, 15.3

Climb/Climbing (movement) - 1.1, 2.1, 3.3, 3.3.1, 3.3.2, 8.3,
8.5,8.5.1,9.2.1,9.2.2,9.2.5,9.5.6,10.4.2,13.8.1,13.8.2, 15.2.1,
15.2.2

Close Escort - 5.3, 9.2.2.1

Clouds - 2.1, 4.5-4.5.1,4.6.1-4.6.2,4.7,5.1,5.3
Combat Air Patrol - 9.2.4.1

Combat Speed (value) - 1.1, 3.3.2, 5.1, 10.5
Combat Turn (value) - 1.1, 3.3.2, 5.1, 10.5

Contrails - 2.1,4.4,5.1,5.3

Damage Value/Level - 14.0-14.1.3

Defence Rating (planes) - 3.3, 10.2, 10.5.1, 10.5.2, 13.5.5
Defence Modifier (surface units) - 13.7.1, 14.0, 14.1.3
Disrupted/Disruption - 1.1, 2.1, 9.3, 10.7, 12.1, 15.4, 15.5.3
Distance - 1.1, 7.2.1,7.2.2,9.2.5, 11.0

Direct Fire Flak - 4.7, 6.0, 14.2-14.2.2, 14.2.4-14.2.5, 14.2.7-
14.2.8

Dive/Diving (movement) - 1.1,2.1,3.3.2,4.1, 8.2, 8.3,8.5,9.2.1-
9.2.3,9.2.5,9.2.6, 956, 104.2, 10.8.2, 13.8.2, 14.2.8, 15.2.1-
15.2.3,15.3,15.3.2-15.3.4, 15.3.6-15.3.7, 15.5.3

Dive Bombing - 14.1.3, 15.3.2
Dive Brakes - 3.3, 15.3.2
Doctrine - 3.3.2, 5.1

Dogfight-2.1,3.3.2,6.1.3,7.2,7.2.2,7.2.4,9.4.2,10.1.2-10.1.3,
10.5,10.7.1,10.8-10.8.2, 13.4.1-13.4.3, 14.2.3

Drop Tank - 2.1, 3.3,3.3.2,5.2,6.0, 7.1,9.3.1, 13.2
Enemy - 1.1, 7.2

Escort/Escorts (mission) - 2.1, 3.2.1, 5.3, 6.0, 6.1, 6.1.4, 7.1, 8.2,
92,922, 926, 93.1, 10.2, 10.3, 10.4-10.4.5, 15.2.1, 15.2.2,
15.2.3,15.2.5

Experte - 2.1, 5.1, 5.2.1,9.3.1, 9.5.1, 10.6, 10.7.3

Facing - 4.6.2, 5.1, 5.3, 8.1-8.1.1, 8.3-8.3.1, 8.4,9.1,9.2.1,9.2.2,
9.2.3,9.5.6,10.8.1-10.8.2, 13.7, 15.3.1-15.3.3, 15.3.5

Fighter- 1.1, 3.2,3.2.1,5.1,5.2-5.2.1,6.1-6.1.2,7.0-7.2,8.2,9.2,
9.22-92.4,9.2.6-9.2.7,9.3,9.3.2,9.4.1, 10.0, 10.1.3, 10.2, 10.4,
10.7-10.7.2, 10.8-10.8.2, 11.0, 13.3, 13.4.2-13.4.3, 13.5.2-13.5.3,
14.2.6,15.2.4

Fighter-Bomber - 1.1, 3.2.1, 7.1, 7.2, 9.2, 9.2.1.1, 10.2, 10.7-
10.7.2,15.2.4,15.3.3

Firepower - 3.3, 10.3, 10.5.3, 10.6, 13.5.2, 13.5.4, 13.5.6, 14.2.5,
142.7,153.7

Flak - 4.7, 6.0, 10.7,10.7.2, 11.0, 14.0, 14.1.1-14.1.3, 14.2-14.2.8

Flights - 1.1, 2.1, 3.1,3.3,3.3.2,5.1,9.3-9.3.1, 9.5.4, 9.5.6, 10.2,
10.4.2,10.5,10.7,12.1, 13.6, 13.7, 13.8.2, 15.4, 15.5.3

Formation - 1.1, 5.3, 9.1, 9.2.2, 9.2.4, 9.5-9.5.6, 13.5.5, 13.6,
15.2.1-15.2.3

Free Movement/Move Freely - 7.2.3,9.2.4,9.2.6,9.2.7, 15.2.1.1,
15.2.3

Friendly - see Enemy
GCI-5.1,6.0,9.2.4-9.2.4.1,9.4,9.4.2

Glide Bombing - 15.3.4

Green (squadron) - 2.1, 5.1, 5.2.1, 10.8

Ground - 1.1, 2.1,4.1,4.5.1,5.3, 13.7, 14.2.2, 14.3, 15.0
Gun Pods - 2.1, 3.3,3.3.2,5.2,9.3.1, 13.5.1, 13.5.6, 15.3.7
Gyro gunsights - 3.3, 10.6, 13.5.4

Hard Targets - 14.0, 15.3.6, 15.3.7, 15.5.2

Haze -2.1,4.3,4.7,5.1,5.3

Head-on Combat - 3.3, 7.2.3, 10.2.1, 10.3, 10.4, 10.4.4, 10.5,
10.6, 10.8.1

Heavy Gun - 3.3, 13.5.2
Hit-and-Run attack - 10.3, 10.5
Hits - see Losses

ID marker - 2.1,5.2,7.1,7.2.1
Inthe Sun-1.1,4.2,4.6.2, 14.1.3

© GMT Games 2016



Wing Leader

9/E{0} gy Wondershare

=17 T  PDFelement

Initiative Order - 1.1, 3.3.2, 5.3.1, 6.1, 6.1.1-6.1.2

Intercept (mission) - 2.1, 3.2.1, 5.3-5.3.1, 8.2, 9.2, 9.2.4-9.2 4.1,
9.3,953

Jet-3.3,8.2,9.2.1,9.2.2,9.2.3,13.8-13.8.3, 15.2.1

Jettison - 3.2.1, 6.0, 7.1, 9.2.1.1-9.2.1.2, 10.7.1, 13.2, 13.5.6,
15.2.4

Kamikaze - 15.5.3
Level Bombing - 15.2.1.2,15.3.1, 15.5.2, 15.5.4
Level Flight - 1.1, 5.3, 8.5.1, 10.8.1, 13.4.3, 13.7

Line of Sight - 1.1,4.3,4.6-4.6.2,4.7,7.2,7.2.2,9.5.4,10.4, 11.0,
14.2.2,142.4,152.1.2,15.3.2-15.3.4

Loose Doctrine - see Doctrine

Loss/Losses - 1.1, 2.1, 5.1, 9.3.1, 10.2.2, 10.5.1, 10.6-10.6.1,
10.7,10.7.3,12.1, 13.5.2, 13.6, 14.3, 15.5.3

Low Drag - 3.3, 3.3.2

Lufbery - 2.1, 7.1, 8.1.2, 8.3, 9.2.2, 9.2.6, 10.7.1, 10.8, 13.4.1-
13.4.2,13.4.3,13.6

Movement Points (MPs) - 3.3, 4.6.2, 7.2.3, 8.1.1, 8.2-8.5.1,
9.2.1-9.2.3,9.2.5-9.2.6,9.5.6,10.4.2,10.8.2,13.4.3, 13.7, 13.8.2,
14.2.3,15.2.1,15.2.1.1,15.2.4,15.3, 15.3.5.1, 15.5.3

Mutual Attack - 3.3.2,10.1.2, 10.1.3

Orders - 6.0, 7.2.2, 7.2.4, 9.3, 9.3.1, 9.4, 9.4.2, 9.5.3, 9.5.4-
9.5.4.1,9.5.5

Out of the Sun - 4.6.2, 13.4.1, 14.1.3
Parafrag Attack- 2.1, 3.3.2, 5.2, 15.1, 15.5.2, 15.5.5

Primary Combatant - 10.1.3, 10.2, 10.2.1, 10.5-10.5.3, 10.6,
10.8.1,13.4.1-13.4.3

Protection - 3.3, 10.6-10.6.1, 14.3

Radio - 5.1, 6.0, 7.1, 9.2.3-9.2.4, 9.3.1, 9.4-9.4.2, 9.5, 9.5.2,
9.54-9.54.1

Radio Clutter - 9.4.2, 9.5.4.1

Radio Net - see Radio

Rain-4.5.1,4.7,5.1

Reaction - see Escorts

Rear View - 3.3

Recce (mission) - 3.2.1, 14.1.1, 15.2.1.2, 15.2.4

Return to Base - 9.2.1.1,9.2.2-9.2.4,9.2.6, 10.7.1, 15.2.1-15.2.3
Rigid Doctrine - see Doctrine

Rocket Attack - 13.5.2-13.5.3, 15.1, 15.3.6, 15.5.5

Rocket engine - see Jet

Rockets (weapon)-2.1,3.3,3.3.2,5.2,9.3.1,10.7.2,13.5.1-13.5.3,
15.1,15.3.6,15.5.5

Sea - see Ground

Ship - 4.1,4.6.2, 13.5.6, 14.0-14.1.3, 14.2, 14.2.8, 15.3.5, 15.5.1,
15.5.2,15.5.4

Shortest Route - 7.2.1, 9.2.2-9.2.4,9.2.5,9.2.5, 15.2.2, 15.5.3
Skip Bombing - 15.5.4, 15.5.5

Slow - 2.1,3.3,3.3.2,13.7, 13.8.2, 15.3.5.1

Slow Climb - 2.1, 3.3, 3.3.2, 8.5, 8.5.1,9.2.5

Speed (rating) - see Basic Speed

Speed Brakes - 3.3, 15.3.3

Splitting Squadrons - 3.1, 7.2.1, 9.3-9.3.2, 9.5.4, 10.4.2-10.4.3,
15.3.5

Squadron - 1.1, 2.1, 3.0-3.1, 3.2, 3.3, 5.1-5.3.1, 8.1, 8.1.2, 9.3-
9.3.2,9.54,9.5.6,10.2,10.7,12.1, 13.6

Steep Angle Bombing - 14.1.3, 15.3.3
Strafing (mission) - 15.2.1.1

Strafing Attack - 13.5.6, 15.1, 15.2.1, 15.2.1.1, 15.2.3, 15.3.7,
15.5.5

Straggler - 1.1, 2.1, 9.3.1, 10.6-10.6.1, 15.5.3
Sun-1.1,2.1,4.2,4.6.2,5.1,5.3,134.1, 14.1.3

Surface unit - 2.1, 4.1, 5.1, 5.3, 12.1, 13.7, 13.7.1, 14.0-14.3,
15.0,15.2.1,15.2.1.1, 15.2.3, 15.2.4, 15.5.3

Sweep (mission) - 2.1, 3.2.1, 7.1, 9.2, 9.2.2, 9.2.3, 9.3.1, 9.5.5,
13.43,14.3,15.2.1.1,15.2.2,15.2.3, 15.2.4, 15.3.7

Tactical Flexibility - 7.2.1, 9.3, 9.3.2,9.5.4, 10.4.2

Tallied/Tally - 1.1, 2.1, 3.3, 4.6.2, 4.7, 5.2, 6.0, 6.1.2, 7.0-7.2.4,
9.2.1.1, 9.2.2-9.2.4.1, 9.2.6-9.2.7, 9.3-93.2, 94, 9.4.2, 9.5.3-
9.5.5,10.0-10.1, 10.1.2-10.1.3, 10.2-10.2.1, 10.4, 10.4.2-10.4.4,
10.7.1,10.8.1, 13.4.1, 14.2.4, 14.3, 15.2.2-15.2.4

Torpedo - 2.1, 3.3, 3.3.2, 4.1, 52, 9.3-93.1, 13.5.1, 15.1,
15.3.5-15.3.5.1, 15.5.1

Turn (rating) - see Basic Turn

Turn marker - 5.3, 6.0

Turning (movement) - 8.1.1

Turning fight - 10.5, 10.5.2, 13.4.2

Unalert - see Alert

Unarmed Combat - 3.3, 10.2, 10.5.3, 10.7.2
Unavailable - see Available

Unbroken - see Broken

Veteran (squadron) - see Green (squadron)
Victory - 10.6, 11.0, 12.0-12.1

Wing - see Wing Leader

Wing Leader - 2.1, 5.1,5.2.1,5.3,6.0,7.2.4,9.2.4,9.3-9.3.1, 9.4,
9.4.2,9.5.1-9.5.5,10.7.3
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