A6M-2 ZEKE
ID: _____
Pilot: ________



A6M-2 ZEKE
ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 (1) 
1 (1)
1 (1)
1 (2)


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 (1) 
1 (1)
1 (1)
1 (2)


No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1) 
1 (1)
1 (1)
1 (2)


(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

Roll
1 (2)
1 (2)
2 (2)
3 (3)


No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 (2)
1 (2)
2 (2)
3 (3)


(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)
Details in “The General”, Pg.10.




A6M-2 ZEKE
ID: _____
Pilot: ________



A6M-2 ZEKE
ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 (1) 
1 (1)
1 (1)
1 (2)


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 (1) 
1 (1)
1 (1)
1 (2)


No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1) 
1 (1)
1 (1)
1 (2)


(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

Roll
1 (2)
1 (2)
2 (2)
3 (3)


No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 (2)
1 (2)
2 (2)
3 (3)


(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)
Details in “The General”, Pg.10.




A6M5a ZEKE
ID: _____
Pilot: ________


A6M5a ZEKE
ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 (1) 
1 (1)
1 (1)
1 (2)


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 (1) 
1 (1)
1 (1)
1 (2)



Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1) 
1 (1)
1 (1)
1 (2)



No Change
-2 thru +1
-2 thru  0    

Roll
1 (2)
1 (1)
1 (2)
2 (3)



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

Loop
1 (2)
2 (2)
2 (2)
3 (3)



Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)





A6M5a ZEKE
ID: _____
Pilot: ________


A6M5a ZEKE
ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 (1) 
1 (1)
1 (1)
1 (2)


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 (1) 
1 (1)
1 (1)
1 (2)



Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 (1) 
1 (1)
1 (1)
1 (2)



No Change
-2 thru +1
-2 thru  0    

Roll
1 (2)
1 (1)
1 (2)
2 (3)



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

Loop
1 (2)
2 (2)
2 (2)
3 (3)



Dive 3 or 4
0 thru +3
P


Normal Rudder   (Damaged Rudder)





 A6M2-N  RUFE

ID: _____
Pilot: ________

A6M2-N  RUFE
 
ID: _____
Pilot: ________
Level Speed = 2


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3


No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

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


(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

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


No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

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


(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
Details in “The General”, Pg.10.




A6M2-N  RUFE

ID: _____
Pilot: ________

A6M2-N  RUFE
 
ID: _____
Pilot: ________
Level Speed = 2


Dive Speed = 4


Max. Altitude = 5  
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Ammo 


Ammo 


Speed
Gun Factor =4

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2


Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3


No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

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


(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

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


No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

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


(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
Details in “The General”, Pg.10.




A5M4  CLAUDE


Pilot: ________

A5M4  CLAUDE
 
Pilot: ________
Level Speed = 2


Dive Speed = 3


Max. Altitude = 4  
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Ammo 


Ammo 


Speed
Gun Factor =1

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1



Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 1



No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 / 1 
1 / 1
1 / 1



(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

Roll
2 / 2
2 / 2
2 / 2



No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 / 2
1 / 2
2 / 2



(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
Details in “The General”, Pg.10.




A5M4  CLAUDE


Pilot: ________

A5M4  CLAUDE
 
Pilot: ________
Level Speed = 2


Dive Speed = 3


Max. Altitude = 4  
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Ammo 


Ammo 


Speed
Gun Factor =1

Engine

Maneuver
1
2
3
4
5
6
Defense = 3
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1



Engine = Radial
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 1



No self-sealing tanks
Climb 1
-3 thru –1
-3 thru –2

Tight Turn
1 / 1 
1 / 1
1 / 1



(Fuel Hit fire on 1-5)
No Change
-2 thru +1
-2 thru  0    

Roll
2 / 2
2 / 2
2 / 2



No pilot armor
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
1 / 2
1 / 2
2 / 2



(Crew Hit KIA on 1-2)
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
Details in “The General”, Pg.10.




Mitsubishi J2M3a “JACK” ID: ______
Pilot: ________

Mitsubishi J2M3a “JACK” ID: ______
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Ammo 


Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

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

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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


Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





Mitsubishi J2M3a “JACK” ID: ______
Pilot: ________

Mitsubishi J2M3a “JACK” ID: ______
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

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

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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


Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





J1N1-S  IRVING

 Crew:_________

J1N1-S  IRVING

 
Crew:_________                
Level Speed = 3 


Dive Speed = 4 


Max. Altitude = 5 
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Upward Ammo 

Downward Ammo 


Upward Ammo 

Downward Ammo 


Speed
Upward Gun Factor = 4 

Engine

Maneuver
1
2
3
4
5
6
Downward Guns = 4
Altitude Change
Normal
Damaged

Straight
1 / 1
1 / 1
1 / 1
1 / 2


Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1
1 / 2
2 / 2
3 / 3


Engine = Radials
Climb 1
-3 thru –1
-3 thru –2

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


Crew = 2
No Change
-2 thru +1
-2 thru  0    

Roll
2 / 2
2 / 2
2 / 2
3 / 3



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

Loop
2 / 2
2 / 2
2 / 2
3 / 3


(no conv. FF guns)
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder





J1N1-Sa  IRVING

 Crew:_________

J1N1-Sa  IRVING

 
Crew:_________                
Level Speed = 3 


Dive Speed = 4 


Max. Altitude = 5 
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Ammo 

Upward Ammo 


Ammo 

Upward Ammo 


Speed
Gun Factor = 4 

Engine

Maneuver
1
2
3
4
5
6
Upward Guns = 4
Altitude Change
Normal
Damaged

Straight
1 / 1
1 / 1
1 / 1
1 / 2


Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1
1 / 2
2 / 2
3 / 3


Engine = Radials
Climb 1
-3 thru –1
-3 thru –2

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


Crew = 2
No Change
-2 thru +1
-2 thru  0    

Roll
2 / 2
2 / 2
2 / 2
3 / 3



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

Loop
2 / 2
2 / 2
2 / 2
3 / 3



Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder





N1K1-Jb  GEORGE
 ID: ______
Pilot: ________

N1K1-Jb  GEORGE
 ID: ______
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Ammo 


Speed
Gun Factor = 7

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

Turn
1 / 1
1 / 1
1 / 2
2 / 3
2 / 3

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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


Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





N1K1-Jb  GEORGE
 ID: ______
Pilot: ________

N1K1-Jb  GEORGE
 ID: ______
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Ammo 


Speed
Gun Factor = 7

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

Turn
1 / 1
1 / 1
1 / 2
2 / 3
2 / 3

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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


Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





N1K2-J  GEORGE-21
 ID: _____
Pilot: ________

N1K2-J  GEORGE-21
 ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Ammo 


Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

Turn
1 / 1
1 / 1
1 / 2
2 / 3
2 / 3

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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

(late-war interceptor)
Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





N1K2-J  GEORGE-21
 ID: _____
Pilot: ________

N1K2-J  GEORGE-21
 ID: _____
Pilot: ________
Level Speed = 3


Dive Speed = 5


Max. Altitude = 6
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Ammo 


Speed
Gun Factor = 8

Engine

Maneuver
1
2
3
4
5
6

Altitude Change
Hi-power 
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 1
2 / 2

Defense = 4
Climb 2
-4 thru –1
P

Turn
1 / 1
1 / 1
1 / 2
2 / 3
2 / 3

Engine = Radial
Climb 1
-3 thru  0
-3 thru –2

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


No Change
-2 thru +2
-2 thru  0    

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


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

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

(late-war interceptor)
Dive 3 or 4
0 thru +4
P


Normal Rudder / Damaged Rudder





Mitsubishi Ki-109
ID: ___ 
Crew:______

Mitsubishi Ki-109
ID: ___
 Crew:_________
Level Speed = 3 


Dive Speed = 4 


Max. Altitude = 5 
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75mm Cannon Ammo 

Rear Gun Ammo 


75mm Cannon Ammo 

Rear Gun Ammo 


Speed
75mm Cannon 

Engine

Maneuver
1
2
3
4
5
6
(See Special Rules)
Altitude Change
Normal
Damaged

Straight
1 / 1
1 / 1
1 / 1
1 / 2



Climb 2
-4 thru –2
P

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


Rear Gun Factor=1 
Climb 1
-3 thru –1
-3 thru –2

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


RG fires level, up, below.
No Change
-2 thru +1
-2 thru  0    

Roll
2 / 2
2 / 2
2 / 2
3 / 3


Defense = 4
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
2 / 2
2 / 2
2 / 2
3 / 3


Engine = Radials
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder





Special Rules for the 75mm forward-firing cannon:

1) Gunnery for the Ki-109's 75mm cannon is different than the normal MUSTANGS gunnery rules. 

2) Only 4-engine bombers may be targeted with the cannon. 

3) The Ki-109 has an Ammo Factor of "5".

4) Range for the cannon is 3 hexes.  There are NO modifiers.

5) The Ki-109 may fire its cannon only ONCE per Turn (not Impulse).  This reflects its slow rate of fire, and may still be generous. 

6) The firing player rolls 2 dice and "hits" by rolling doubles.  The size of the dice rolled depends on the planes' relative positions.

7) If the Ki-109 is directly behind and facing the bomber's tail (level, above or below), 3 hexes away, the IJN player rolls 2 D12.   

8) If the Ki-109 is directly behind and facing the bomber's tail (level, above or below), 2 hexes away, the IJN player rolls 2 D10.

9) If the Ki-109 is directly behind and facing the bomber's tail (level, above or below), 1 hex away, the IJN player rolls 2 D8.

10) If the Ki-109 is facing the bomber from ANY other position, the IJN player rolls 2 D20.

11) If doubles are rolled, the bomber is hit.  Roll 1 D10 to determine the area of the bomber that was hit.  Roll 3 D6.  The sum of those dice is the amount of damage to that one area.  If the bomber (somehow) is NOT destroyed, see below.  

· If the bomber was hit in the wing, and has a Turn marker out, it is automatically destroyed (broken up by the wing stress).  
· Regular “Bomber Box” rules for Fires and Crippled Effects apply, as normal.  

The following Data Cards represent carrier bombers.  They were occasionally pressed into service as emergency CAP fighters, and these cards are primarily intended for that use. 

Optionally, these cards are provided for scenario designers and players who wish to use them in lieu of those provided in the “Bomber Box” rules module.  Scenario designers should probably degrade these planes’ performance if they are flying “loaded”.

Aichi D2A1 VAL
ID: ___

Pilot: ________

Aichi D2A1 VAL
ID: ___
 
Pilot: ________
Level Speed = 2


Dive Speed = 4


Max. Altitude = 4  
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Turn
1
2
3
4

Turn
1
2
3
4

Speed





Speed





Altitude





Altitude





Turn
5
6
7
8

Turn
5
6
7
8

Speed





Speed





Altitude





Altitude






Ammo 


Ammo 


Rear Ammo 


Rear Ammo 


Speed
Gun Factor =1

Engine

Maneuver
1
2
3
4
5
6
Rear Gun Factor = 0
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2


Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3


Engine = Radial
Climb 1
-3 thru –1
-3 thru –2

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


No self-sealing tanks
No Change
-2 thru +1
-2 thru  0    

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


(Fuel Hit fire on 1-5)
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
2 / 2
2 / 2
2 / 2
3 / 3


No pilot armor
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
(Crew Hit KIA on 1-2)




Aichi D2A1 VAL
ID: ___

Pilot: ________

Aichi D2A1 VAL
ID: ___
 
Pilot: ________
Level Speed = 2


Dive Speed = 4


Max. Altitude = 4  
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Turn
1
2
3
4

Turn
1
2
3
4

Speed





Speed





Altitude





Altitude





Turn
5
6
7
8

Turn
5
6
7
8

Speed





Speed





Altitude





Altitude






Ammo 


Ammo 


Rear Ammo 


Rear Ammo 


Speed
Gun Factor =1

Engine

Maneuver
1
2
3
4
5
6
Rear Gun Factor = 0
Altitude Change
Normal
Damaged

Straight
1 / 1 
1 / 1
1 / 1
1 / 2


Defense = 4
Climb 2
-4 thru –2
P

Turn
1 / 1 
1 / 1
1 / 2
2 / 3


Engine = Radial
Climb 1
-3 thru –1
-3 thru –2

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


No self-sealing tanks
No Change
-2 thru +1
-2 thru  0    

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


(Fuel Hit fire on 1-5)
Dive 1 or 2
-1 thru +2
-1 thru +1

Loop
2 / 2
2 / 2
2 / 2
3 / 3


No pilot armor
Dive 3 or 4
0 thru +3
P


Normal Rudder / Damaged Rudder
(Crew Hit KIA on 1-2)
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