Me-163B-1
“Herr Späte’s Komet” 
Pilot:  Exp. (+2)


Me-163B-1
“White 11”
Pilot:  Average
Level Speed = 5


Dive Speed =6


Max. Altitude = 6 
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Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Hi-power
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Engine = Rocket
Climb 2
-4 thru –1
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4
30mm
Climb 1
-3 thru  0
-3 thru –2

Tight Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4
No “Big Target” Bonus
No Change
-2 thru +2
-2 thru  0    

Roll
1 / 1
1 / 2
2 / 2
3 / 3
3 / 4
4 / 4
No “Aimed Shots”
Dive 1 or 2
-1 thru +3
-1 thru +1

Loop
1 / 2
2 / 2
2 / 2
3 / 3
4 / 4
4 / 4
Hits do double-damage
Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





Start the game at LS=5 and at Alt. 3-6. 

1st Change Phase:  May climb 3 levels and keep or increase to LS=5.  For Dives, use the “Hi-power” chart above. 

2nd Change Phase: Use the “Hi-power” chart above.  In all subsequent Change Phases, use the “Damaged Engine” chart above.

For all ENGINE or FUEL hits:  Roll D10.  1-3 Komet EXPLODES (no bail out), 4-6 Komet is on FIRE, 7-10 use “Damaged Engine”.      

Add’l engine or fuel hits do not cause automatic elimination.  (A die roll is made for explosion or fire is made for each hit.)

Me-163B-1
“White 13”
Pilot:  Average



Me-163B-1
“White 14”
Pilot: Average
Level Speed = 5


Dive Speed =6


Max. Altitude = 6 
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Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Hi-power
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Engine = Rocket
Climb 2
-4 thru –1
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4
30mm
Climb 1
-3 thru  0
-3 thru –2

Tight Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4
No “Big Target” Bonus
No Change
-2 thru +2
-2 thru  0    

Roll
1 / 1
1 / 2
2 / 2
3 / 3
3 / 4
4 / 4
No “Aimed Shots”
Dive 1 or 2
-1 thru +3
-1 thru +1

Loop
1 / 2
2 / 2
2 / 2
3 / 3
4 / 4
4 / 4
Hits do double-damage
Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





Start the game at LS=5 and at Alt. 3-6. 

1st Change Phase:  May climb 3 levels and keep or increase to LS=5.  For Dives, use the “Hi-power” chart above. 

2nd Change Phase: Use the “Hi-power” chart above.  In all subsequent Change Phases, use the “Damaged Engine” chart above.

For all ENGINE or FUEL hits:  Roll D10.  1-3 Komet EXPLODES (no bail out), 4-6 Komet is on FIRE, 7-10 use “Damaged Engine”.      

Add’l engine or fuel hits do not cause automatic elimination.  (A die roll is made for explosion or fire is made for each hit.)

Me-163B-1
“White 05”
Pilot:  Exp. (+2)


Me-163B-1
“White 17”
Pilot: Average
Level Speed = 5


Dive Speed =6


Max. Altitude = 6 
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Ammo 




Speed
Gun Factor = 4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Hi-power
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Engine = Rocket
Climb 2
-4 thru –1
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4
20mm
Climb 1
-3 thru  0
-3 thru –2

Tight Turn
1 / 1 
1 / 1
1 / 2
2 / 3
2 / 3
3 / 4

No Change
-2 thru +2
-2 thru  0    

Roll
1 / 1
1 / 2
2 / 2
3 / 3
3 / 4
4 / 4

Dive 1 or 2
-1 thru +3
-1 thru +1

Loop
1 / 2
2 / 2
2 / 2
3 / 3
4 / 4
4 / 4

Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





Start the game at LS=5 and at Alt. 3-6. 

1st Change Phase:  May climb 3 levels and keep or increase to LS=5.  For Dives, use the “Hi-power” chart above. 

2nd Change Phase: Use the “Hi-power” chart above.  In all subsequent Change Phases, use the “Damaged Engine” chart above.

For all ENGINE or FUEL hits:  Roll D10.  1-3 Komet EXPLODES (no bail out), 4-6 Komet is on FIRE, 7-10 use “Damaged Engine”.      

Add’l engine or fuel hits do not cause automatic elimination.  (A die roll is made for explosion or fire is made for each hit.)

V-1 “Doodlebug”





V-1 “Doodlebug”




Speed = 3 or 4


Altitude = 1 or 2 

Speed = 3 or 4


Altitude = 1 or 2
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Defense Factor = 6

Engine = Jet

Special Rules:

1. When the V-1 enters the map, randomly determine its speed and altitude.  (Example: For Altitude, roll a die; if it is odd, the V-1 is at Altitude 1. If it is even, the V-1 is at Altitude 2.  Similarly, for Speed, roll a die again; if it is odd, the V-1 is at Speed 3.  If it is even, the V-1 is at Speed 4. )

2. The usual restriction against firing when in the same hex and the same altitude as the target is waived.  (Rationale is that the V-1 target is very small and is not maneuvering.) 

3. Fuel/Warhead Hits:  If the V-1 takes a Fuel/Warhead hit, roll a second D10 (even if the hit would destroy the V-1).  If the roll is 1 – 4, the V-1 explodes and all planes at the same altitude, in the same hex or adjacent are attacked with the following gun factors:  Same hex = 12, Adjacent behind and facing toward V-1 = 8, Adjacent to V-1 = 4.  (There are no FIRE rolls.)   

4. Wing Hits:  When a V-1 takes the first wing hit, roll a D6.  1 – 2 = V-1 enters a spin and crashes.  3 – 6 = no add’l effect. 

5. Engine Hits:  When a V-1 takes the first engine hit, roll a D6.  1 – 4 = V-1’s engine dies and crashes.  5 – 6 = no add’l effect. 

6. Rudder Hits:  When a V-1 takes the first rudder hit, roll a D6 and adjust the V-1’s facing as follows: 1 – 2 = turn one hexside left, 3 – 4 = no change, 5 – 6 = turn one hexside right.

7. Speed Loss:  Any V-1 flying at Speed=4 that takes any hit, immediately drops to Speed=3.     

8. Wing Tipping:  A fighter can attempt to destroy a V-1 by tipping it.  This is instead of making a gun attack.  The plane must be in the same hex at the same altitude as the V-1 to make the attempt.  The player makes an attack in the normal manner with an attack value = 0, except the V-1 defense factor = 3 and only pilot quality modifiers are used.  If the attack succeeds (the modified attack roll is greater than the modified defense roll), roll a D10 and add pilot-quality to see the effects.

Roll
Result
Roll
Result

1 – 3
The V-1 explodes!  Adjacent planes are attacked in the same manner as if the V-1 exploded from a Fuel/Warhead hit
6 – 7
The tipping attempt does 1 Wing hit to the V-1 and the attacking plane.

4 – 5
The V-1 changes course.  Roll a D6 and adjust the V-1’s facing as follows: 1 – 3 = turn one hexside left, 4 – 6 = turn one hexside right.
8-10
 The V-1 rolls over, crashes into the ground, and is destroyed.  Well done, old man!

Ba-349 “Natter”
  ID: 23   Pilot: “Dumb as a Post” (Green)    Ba-349 “Natter”  ID:  25  Pilot: “Dumb as a Post” (Green) 

Speed = 6


Max. Altitude = 6 

Speed = 6


Max. Altitude = 6
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Speed
Gun Factor = 4*

Engine

Maneuver
1
2
3
4
5
6
Defense = 4
Altitude Change
Hi-power
Glide

Straight
1 / 1 
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Engine = Rocket
Climb 2
-4 thru –1
P

Turn
1 / 2 
1 / 2
2 / 2
2 / 3
3 / 4
4 / 5

Climb 1
-3 thru  0
-3 thru –2

Tight Turn
1 / 2 
1 / 2
2 / 2
2 / 3
3 / 4
4 / 5
No “Big Target” Bonus
No Change
-2 thru +2
-2 thru  0    

Roll
1 / 1
1 / 2
1 / 2
2 / 3
2 / 4
3 / 4
No “Aimed Shots”
Dive 1 or 2
-1 thru +3
-1 thru +1

Loop
1 / 2
2 / 2
2 / 2
3 / 3
4 / 4
4 / 5
(see special rules)
Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





SPECIAL NATTER RULES FOR "GIMMICKS OF THE LUFTWAFFE"                   

1. Natter player chooses his desired Turn and "corner" of entry.  Roll 2 D10.  Count off hexes to determine the actual entry hex.

2. Roll D6 for starting Alt.  Player chooses facing or may remain “vertical”.

3. While Natter is “vertical”, may climb 1 level in same hex per Impulse.  (1st Turn only.)

4. At first Change Phase, use "High Power" table.  All subsequent Change Phases, use "Damaged / Glide" table.   

5. Effects of Engine or Fuel Hits:  Roll D10.                     

Roll
Result
Roll
Result

1 – 3
Natter explodes!  No bail out possible.
7 - 9
Rocket engine cuts out.  No power.  Must use “Glide” table at the next Change Phase.



4 – 6
Natter catches fire.  Normal rules apply for putting it out.
10
 No effect.  –Lucky guy.  



Natter gunnery rules:  (Can only shoot at bombers.)           

 1.    Must be 1-3 hexes directly behind target, level with the target or 1 Altitude Level above.     

2. Must fire in 2 consecutive Impulses, even if the Natter has a maneuver marker out for the 2nd Impulse.   

3. GF=4 vs. target to see if the rockets hit their target.  No big-target bonus.   Only modifiers that apply are:

·  “0” 
Deflection if one hex behind

· “-2” 
Deflection if two hexes behind

· “-4”      
Deflection if three hexes behind

· “-2”
Additional deduction if 1 Altitude Level above target

4. If a Hit is scored, roll D10 for each "Hit" to see how many Damage Rolls on the bomber.  Each fills THREE boxes!          

5. Pilot must bail out during same Turn after all rockets have been fired.

Gotha Go-229


Pilot:   Average      

Gotha Go-229


Pilot:   Average
Level Speed = 5 


Dive Speed = 6 


Max. Altitude = 5 
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Ammo 


Speed
Gun Factor = 16 

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Normal
Damaged

Straight
1 / 1
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1
1 / 2
2 / 2
2 / 3
3 / 4
4 / 5
Engine = Jet
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
P
P
P
P
P
P

No Change
-2 thru +1
-2 thru  0    

Roll
P
P
P
P
P
P
30mm Cannon
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
P
P
P
P
P
P

Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder





Gotha Go-229


Pilot:   Average      

Gotha Go-229


Pilot:   Average
Level Speed = 5 


Dive Speed = 6 


Max. Altitude = 5 
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Ammo 


Speed
Gun Factor = 16 

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Normal
Damaged

Straight
1 / 1
1 / 1
1 / 1
1 / 2
2 / 2
2 / 2
Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1
1 / 2
2 / 2
2 / 3
3 / 4
4 / 5
Engine = Jet
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
P
P
P
P
P
P

No Change
-2 thru +1
-2 thru  0    

Roll
P
P
P
P
P
P
30mm Cannon
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
P
P
P
P
P
P

Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder





Go-229 (Horton Flying Wing)
ID: ___
Pilot: _________      
Go-229 (Horton Flying Wing)
ID: ___
Pilot: _________
Level Speed = 5 


Dive Speed = 6 


Max. Altitude = 5 
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Ammo 


Speed
Gun Factor = 16 

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Normal
Damaged

Straight
1 (1)
1 (1)
1 (1)
1 (2)
2 (2)
2 (2)
Defense = 4
Climb 2
-4 thru –2
P

Turn
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)
Engine = Jet
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)

No Change
-2 thru +1
-2 thru  0    

Roll
2 (2)
2 (2)
2 (2)
3 (3)
4 (4)
5 (5)
This is all conjectural.
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)
Don’t take references to
Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)
“fuselage” and “rudder” too literally. 




Go-229 (Horton Flying Wing)
ID: ___
Pilot: _________      
Go-229 (Horton Flying Wing)
ID: ___
Pilot: _________
Level Speed = 5 


Dive Speed = 6 


Max. Altitude = 5 
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Ammo 


Speed
Gun Factor = 16 

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Normal
Damaged

Straight
1 (1)
1 (1)
1 (1)
1 (2)
2 (2)
2 (2)
Defense = 4
Climb 2
-4 thru –2
P

Turn
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)
Engine = Jet
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)

No Change
-2 thru +1
-2 thru  0    

Roll
2 (2)
2 (2)
2 (2)
3 (3)
4 (4)
5 (5)
This is all conjectural.
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 (1)
1 (2)
2 (2)
3 (3)
3 (4)
4 (4)
Don’t take references to
Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)
“fuselage” and “rudder” too literally. 
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