Optional Rule for MUSTANGS


 --by Paul A. Hannah

German “A4M” Air-to-Air Rockets 

Small numbers of German planes, especially the Me-262 jets, began to carry salvoes of unguided air-to-air rockets in wooden, underwing racks in the waning months of WW-2. 

These simple rules attempt to reflect their use in MUSTANGS games.  Scenario designers are advised to limit the planes with rockets to fewer than half of the planes available.  Their use was not widespread, but they did enjoy some successes.  

I modeled these rockets on two of my “Collectair” Me-262s by gluing a small square of styrene plastic to each side of the bottom of the wing and then gluing several toothbrush bristles, lying side-by-side to the bit of styrene.  When dry, I cut the excess bristle length with an X-Acto knife, and painted them.  I used a light brown for the rack and medium gray for the rockets.  

1) Lower the Ammo Factor (for conventional ammo) of planes carrying rockets by 25%.  

2) Only bombers may be the targets of rocket salvoes.  (This is arbitrary, but it reflects their actual use.)  
3) The entire rocket salvo must be fired at once.  Rocket Ammo Factor is always “1”.

4) The firing plane must be 2-3 hexes directly behind and facing the tail of the targeted bomber.  It must also be at the same level as the targeted bomber. 

5) There are no modifiers.  (The "Aimed Shots" optional rule does not apply.)

6) If the target is 3 hexes away:  Roll 6 D10 against the targeted bomber, and 4 D10 against any ONE bomber that is adjacent hex (and level with) the primary target.  

7) If the target is 2 hexes away:  Roll 8 D10 against the targeted bomber, and 2 D10 against any ONE bomber that is adjacent hex (and level with) the primary target.  

8) Hits are scored on rolls of "10" and rocket-misfires (see below) on rolls of “1”.  Determine the location of any hits, as normal.  Each "hit" fills 4 boxes in that area. 

9) For each misfire, roll 1D10 again.  

   1
Rocket explodes on wing!  Roll D4 to determine number of WING hits on the firing plane.  Each “hit” fills one box of WING damage.

   2
Rocket explodes prematurely.  One hit on the firing plane.  Roll D10 to determine the damaged area, as per normal Damage Roll rules.

3-10
Rocket is a dud.  No effect.
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