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Introduction  
Back when FASA owned Crimson Skies, there was supposed to be a Bombers supplement which never 

saw publication.  Shortly thereafter, CS fan Charlie Marshall put out a set of well known Bomber-

¢ǊŀƴǎǇƻǊǘ ǊǳƭŜǎΦ  ²ƘƛƭŜ LΩǾŜ ǘƘŜ ǳǘƳƻǎǘ ǊŜǎǇŜŎǘ ŦƻǊ ǘƘŜ ǿƻǊƪ /ƘŀǊƭƛŜ ŘƛŘΣ LΩǾŜ ƴŜǾŜǊ ōŜŜƴ ŎƻƳǇƭŜǘŜƭȅ 

satisfied with that ruleset for two reasons. 

First, it extends the design payload range from a maximum of 10,000 lbs to a maximum of 20,000 lbs, 

ǿƘƛŎƘ LΩǾŜ ŦƻǳƴŘ ƴƻǘ ǘƻ ōŜ ŜƴƻǳƎƘ ǘƻ ŎƻƴǎǘǊǳŎǘ ǎƻƳŜ ƻŦ ǘƘŜ ƭŀǊƎŜǊ ōƻƳōŜǊǎΦ  !ƴŘ ǎŜŎƻƴŘΣ LΩǾŜ ƴŜǾŜǊ 

cared for the negative base target numbers (BTNs).  They make bombers far easier to hit than zeppelins 

at BTN 1.  A poor pilot with dead-eye of 3, firing at a mid-sized bomber with -5 BTN from maximum 

range of 7 hexes with maximum deflection of +3 will still hit on a roll of 2.  That means that almost all 

pilots will always hit bombers on anything but an auto- fail roll of 1. 

Please note these rules are applicable to bombers, transports and large fighters exceeding 10,000 lbs 

that caƴΩǘ ōŜ ƳƻŘŜƭŜŘ ǿƛǘƘƛƴ ǘƘŜ ƻǊƛƎƛƴŀƭ C!{! ŎƻƴǎǘǊǳŎǘƛƻƴ ǊǳƭŜǎΦ  CƻǊ ŎƻƴǾŜƴƛŜƴŎŜΣ L ǘŜƴŘ ǘƻ ǊŜŦŜǊ ǘƻ ŀƭƭ 

ƻŦ ǘƘŜǎŜ ǇƭŀƴŜǎ ǎƛƳǇƭȅ ŀǎ άōƻƳōŜǊǎέ ǘƘǊƻǳƎƘƻǳǘ ǘƘŜǎŜ ǊǳƭŜǎΦ 

Base Target Numbers 

So how do you make bombers bigger than fighters without going to negative BTNs?  By making them 

occupy more than one hex.  In this system, bombers have BTNs from 1 to 7 and occupy 4 hexes.  Is that 

ƭƛƪŜ ǎŀȅƛƴƎ ŀ .¢b т ōƻƳōŜǊ ƛǎ ǘƘŜ ǎŀƳŜ ǎƛȊŜ ŀǎ CǳǊȅΚ  bƻΣ ƛǘΩǎ ƳƻǊŜ ƭƛƪŜ ǎŀȅƛƴƎ ŀ .¢b т ōƻƳōŜǊ ƛǎ ǘƘŜ 

same size as 4 Furies.  

But logically bombers should be easier to hit than fighters!  Indeed they are.  They are easier to hit 

ōŜŎŀǳǎŜ ōȅ ƻŎŎǳǇȅƛƴƎ п ƘŜȄŜǎΣ ƛǘΩǎ ŜŀǎƛŜǊ ǘƻ ƭƛƴŜ ǳǇ ŀ ǎƘƻǘ ƻƴ ǘƘŜƳΦ  LǘΩǎ ƳǳŎƘ ŜŀǎƛŜǊ ŦƻǊ ƳǳƭǘƛǇƭŜ ǇƭŀƴŜǎ 

to line up shots on a single bomber from multiple angles, whereas doing the same against a fighter 

ǿƻǳƭŘ ǊŜǉǳƛǊŜ ƪƴƻǿƛƴƎ ǘƘŜ ŦƛƎƘǘŜǊΩǎ ŘŜǎǘƛƴŀǘƛƻƴ ƘŜȄ ǘƘǊƻǳƎƘ ǘŀƛƭƛƴƎ ƻǊ ŜȄǘǊŜƳŜ ƭǳŎƪΦ 

¢ƻ ōŜǘǘŜǊ ŘŜƳƻƴǎǘǊŀǘŜ ǘƘƛǎΣ ƭŜǘΩǎ ŘŜŦƛƴŜ ǘƘŜ άƘƛǘŀōƛƭƛǘȅέ ƻŦ ŀƴ ŀƛǊŎǊŀŦǘ ŀǎ ǘƘŜ ǎǳƳ ƻŦ ŀƭƭ ǇƻǎǎƛōƭŜ ǎƘƻǘǎ ƻƴ 

the aircraft, each weighted for the likelihood of successfully hitting.  Imagine that an aircraft is 

surrounded by a large number of enemy aircraft.  There is one enemy plane in each valid firing position, 

each one with a single .30 and a pilot with DE 5.  For a fighter, there are 44 valid firing positions (6 angles 

to fire on the plane at ranges from 1 to 7 hexes each, plus 2 angles that can also fire at range 0).  A shot 

that hits on a 2 has a 90% chance of hitting so is worth 0.9, while a shot that hits on a 10 is only worth 

0.1.   

For bombers, on the other hand, there are 104 valid firing positions (14 angles at ranges of 1 to 7 hexes, 

plus 6 angles at range 0).  So for any one particular shot, it is harder to hit a BTN 7 bomber than a BTN 1 

ƘŜŀǾȅ ŦƛƎƘǘŜǊΦ  ¢ƘŀǘΩǎ ōŜŎŀǳse the 25% portion of the bomber occupying the target hex is smaller than 

the whole heavy fighter occupying that hex.  But looking at the overall probability of hitting for all 

possible angles, the bomber is in fact easier to hit. 



DRAFT 

5 

 

¢ƘŜ έƘƛǘŀōƛƭƛǘȅέ ƻŦ ŀƛǊŎǊaft as a function of BTN is shown on the graph below.  Incidentally, why is the 

ƘƛƎƘŜǎǘ ōƻƳōŜǊ .¢b т ƛƴǎǘŜŀŘ ƻŦ млΚ  .ŜŎŀǳǎŜ ǘƘŀǘΩǎ ǘƘŜ Ǉƻƛƴǘ ǿƘŜǊŜ ǘƘŜ ƳŀǘƘ ǿƻǊƪǎΗ .ƻƳōŜǊǎ ǿƛǘƘ 

BTNs 8-10 would be overall harder to hit than BTN 1 heavy fighters, and so are not allowed.  There is 

also reasonably good agreement between bomber payloads and the combined payload of 4 fighters 

with the same BTN. 

To differentiate them from fighters, bomber BTNs are expressed as B7 instead of 7. 

 

Payload Comparison 

BTN Bomber 4 Fighters 

7 15,000 lbs 4 x 4,000 = 16,000 lbs 

6 20,000 lbs 4 x 5,000 = 20,000 lbs 

5 25,000 lbs 4 x 6,000 = 24,000 lbs 

4 30,000 lbs 4 x 7,000 = 28,000 lbs 

3 35,000 lbs 4 x 8,000 = 32,000 lbs 

2 40,000 lbs 4 x 9,000 = 36,000 lbs 

1 45,000 lbs 4 x 10,000 = 40,000 lbs 

Deflection Modifiers  

Deflection modifier template for bombers is shown below.  Note that in many instances a plane sharing 

the same hex as the bomber will still be able to fire at it.  However, just as with fighters, there are some 

cases where a plane sharing the same hex cannot fire on the bomber. 

 



DRAFT 

6 

 

 

Movement  
Movement for bombers is plotted in the same way as for fighters.  Movement is plotted based on the 

Ǉƻǎƛǘƛƻƴ ƻŦ ǘƘŜ ōƻƳōŜǊΩǎ ƴƻǎŜΦ  {ŜŜ ǘƘŜ ŘƛŀƎǊŀƳ ōŜƭƻǿ ŦƻǊ ŜȄŀƳǇƭŜǎΦ 
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Pushing the Envelope 

Due to their larger size, it is more difficult for bombers to push their design envelopes.  Add 4 to the 

target number of all push or redline rolls.  Stall rolls and control rolls are not affected.  When a failed roll 

results in stress fractures to the wings (stall or random movement), apply the number of stress fractures 

to both the inner and outer wings (separate column rolls). 

Collisions 

Bombers are too large for the pilots to watch and avoid aircraft in all 4 hexes they occupy.  When an 

enemy ŀƛǊŎǊŀŦǘ όƻǊ ŦǊƛŜƴŘƭȅ ǿƛǘƘ ƴƻ ǊŀŘƛƻύ ǎƘŀǊŜǎ ǘƘŜ ǎŀƳŜ ƘŜȄ ŀǎ ǘƘŜ ōƻƳōŜǊΩǎ ƴƻǎŜΣ ǘŜǎǘ ŦƻǊ Ŏƻƭƭƛǎƛƻƴ 

between two planes.  When an enemy aircraft shares another hex with the bomber, the enemy pilot 

tests for collision against a non-piloted object.  When another aircraft collides with a bomber, it collides 

with the part of the bomber in that hex.  Therefore the collision damage to the enemy craft is 14-

.ƻƳōŜǊΩǎ .¢b ŀǎ ǇŜǊ ƴƻǊƳŀƭ Ŏƻƭƭƛǎƛƻƴ ǊǳƭŜǎΦ 

Tailing  

Bombers are particularly vulnerable to tailing, due to theiǊ ƭŀǊƎŜ ǎƛȊŜΦ  !ƴȅ ŀƛǊŎǊŀŦǘ ŦŀŎƛƴƎ ǘƘŜ ōƻƳōŜǊΩǎ 

tail or trailing edge of the wings within a distance of 3 hexes may tail the bomber.  See the diagram 

below for valid tailing positions. 
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Design Tables 

Payload 

Class BTN Payload 

 

F
ig

h
te

r 
/ 

A
u

to
g

y
ro

 
10 1,000 lbs 

9 2,000 lbs 

8 3,000 lbs 

7 4,000 lbs 

H
e
a

v
y
 F

ig
h

te
r 6 5,000 lbs 

5 6,000 lbs 

 

4 7,000 lbs 

3 8,000 lbs 

2 9,000 lbs 

1 10,000 lbs 

  

B
o

m
b

e
r 

B7 15,000 lbs 

B6 20,000 lbs 

B5 25,000 lbs 

B4 30,000 lbs 

B3 35,000 lbs 

B2 40,000 lbs 

B1 45,000 lbs 

 

Maximum Speed 

Class BTN Speed 1 Speed 2 Speed 3 Speed 4 Speed 5 

 

F
ig

h
te

r 
/ 

A
u

to
g

y
ro

 

10 10 25 60 160 300 

9 20 60 180 400 700 

8 30 120 360 720 1,200 

7 40 240 600 1,120 1,800 

H
e
a

v
y
 F

ig
h

te
r  6 100 400 900 1,600 2,500 

5 180 600 1,260 2,160 3,300 

 

4 280 840 1,680 2,800 4,200 

3 400 1120 2,160 3,520 5,200 

2 540 1440 2,700 4,320 6,300 

1 700 1800 3,300 5,200 7,500 

 

B
o

m
b

e
r 

B7 960 2,360 4,200 6,480 9,200 

B6 1,320 3,120 5,400 8,160 11,400 

B5 1,780 4,080 6,900 10,240 14,100 

B4 2,340 5,240 8,700 12,720 17,300 

B3 3,000 6,600 10,800 15,600 21,000 

B2 3,760 8,160 13,200 18,880 25,200 

B1 4,620 9,920 15,900 22,560 29,900 
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aŀȄƛƳǳƳ DΩǎ 

Class BTN Gs 1 Gs 2 Gs 3 Gs 4 Gs 5 

 

F
ig

h
te

r 
/ 

A
u

to
g

y
ro

 
10 20 60 120 200 300 

9 60 160 300 480 700 

8 120 300 540 840 1,200 

7 200 480 840 1,280 1,800 

H
e
a

v
y
 F

ig
h

te
r 6 300 700 1,200 1,800 2,500 

5 420 960 1,620 2,400 3,300 

 

4 560 1,260 2,100 3,080 4,200 

3 720 1,600 2,640 3,840 5,200 

2 900 1,980 3,240 4,680 6,300 

1 1,100 2,400 3,900 5,600 7,500 

 

B
o

m
b

e
r 

B7 1,400 3,020 4,860 6,920 9,200 

B6 1,800 3,840 6,120 8,640 11,400 

B5 2,300 4,860 7,680 10,760 14,100 

B4 2,900 6,080 9,540 13,280 17,300 

B3 3,600 7,500 11,700 16,200 21,000 

B2 4,400 9,120 14,160 19,520 25,200 

B1 5,300 10,940 16,920 23,240 29,900 

 

 

Maximum Acceleration 

Class BTN Accel 1 Accel 2 Accel 3 

 

F
ig

h
te

r 
/ 

A
u

to
g

y
ro

 

10 10 20 45 

9 20 50 105 

8 120 150 180 

7 200 240 280 

H
e
a

v
y
 F

ig
h

te
r  6 300 350 400 

5 420 480 540 

 

4 560 630 700 

3 720 800 880 

2 900 990 1,080 

1 1,100 1,200 1,300 

 

B
o

m
b

e
r 

B7 1,400 1,560 1,720 

B6 1,800 2,070 2,340 

B5 2,300 2,730 3,160 

B4 2,900 3,540 4,180 

B3 3,600 4,500 5,400 

B2 4,400 5,610 6,820 

B1 5,300 6,870 8,440 
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Range 

Ranges for autogyros, fighters and bombers are shown in the table below.  Note that these numbers do 

not include any inferior/superior range modifiers. 

Class Autogyro Fighter Bomber 

1 Engine 200 miles 400 miles 800 miles 

2 Engines 300 miles 600 miles 1,200 miles 

3 Engines 375 miles 750 miles 1,500 miles 

4 Engines 425 miles 850 miles 1,700 miles 

Damage Template 

Bombers use a special damage template.  The wings have inner and outer profiles.   Note that most of 

the control surfaces are larger.  The components function the same way as fighters, with the exception 

of the wing spar.  The wing spar is only considered damaged if it is split through.  (Actually this can be 

seen as consistent with fighter rules, bearing in mind that for a single box width fighter spar, it is always 

split through on a single hit). 
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Engines 

Almost all bombers and transports have multiple engines mounted in the wings, and the damage 

ǘŜƳǇƭŀǘŜ ƛǎ ŘǊŀǿƴ ǘƻ ǊŜŦƭŜŎǘ ǘƘƛǎΦ  5ƻƴΩǘ ƭŜǘ ǘƘŀǘ ǎǘƻǇ ȅƻǳ ŦǊƻƳ ŘŜǎƛƎƴƛƴƎ ŀ ǎƛƴƎƭŜ ŜƴƎƛƴŜ ōƻƳōer if you so 

desire.  The original rules use a template with a single engine shown in the nose to represent multiple 

engine fighters; this is simply the same idea in reverse. 

Remember that for aircraft with the multiple engines special characteristic, the aircraft can still fly until 

ŜŀŎƘ ƻŦ ǘƘŜ ǎǳōŘƛǾƛǎƛƻƴǎ ƻŦ ǘƘŜ άŜƴƎƛƴŜ ŘŜǎǘǊƻȅŜŘέ ōƻȄ ƘŀǾŜ ōŜŜƴ ƘƛǘΦ  ¢Ƙƛǎ ƳŀƪŜǎ ōƻƳōŜǊΩǎ ǇŀǊǘƛŎǳƭŀǊƭȅ 

robust as both wings must be heavily damaged in order to shot down the bomber by destroying its 

engines. 
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Armor  

Armor is handled in the same way as fighters, except that there are four additional damage profiles that 

must be armored due to the inner/outer wing profiles.  Inner/outer wings do not need to have the same 

level of armor. 

Hardpoints  

Bombers may carry up to 18-BTN hardpoints.  The bomber template shows 12 hardpoints.  For very 

large planes requiring more than 12 hardpoints, double up rockets on hardpoints as necessary.  As with 

fighters, add 10 lbs to the available weight for each hardpoint reduced below the maximum. 

Zeppelin Hooks 

¸ƻǳΩƭƭ ƴƻǘƛŎŜ ǘƘŀǘ ǘƘŜ ōƻƳōŜǊ ŘŀƳŀƎŜ ǘŜƳǇƭŀǘŜ ƛƴŎƭǳŘŜǎ ŀ ȊŜǇǇŜƭƛƴ Ƙƻƻƪ ό½DύΦ  Lǘ ǎŜŜƳǎ ǇǊŜǘǘȅ 

unrealistic that a bomber could be launched from a zeppelin.  However, if Doolittle can launch B-25s 

ŦǊƻƳ ŀƴ ŀƛǊŎǊŀŦǘ ŎŀǊǊƛŜǊ ǘƘŜƴ LΩƳ ǎǳǊŜ ǎƻƳŜ ŘŀǊing commander in the CS universe launched bombers 

from a zeppelin.  Each bomber counts as four fighters for the purposes of zeppelin aircraft capacity. 

Guns 
Bombers may have up to 20 guns in various positions, which may either be fixed forward or mounted in 

a turret.  See the table below for valid gun positions.   Note that in these rules bombers may not carry 

any wing mounted guns (it creates to much complication with the bombers occupying more than one 

hex). 

Position Guns Possible Firing Arcs 

Nose Guns 1-4 
Fixed Forward 
Forward Turret 

Forward Dorsal/Ventral Guns 5-8 
Fixed Forward 
Forward Turret 

360̄  Turret 

Port Waist Guns 13-14 Port Turret 

Starboard Waist Guns 15-16 Starboard Turret 

Rear Dorsal/Ventral Guns 9-12 
Rear Turret 

360̄  Turret 

Tail Guns 17-20 Rear Turret 

Turrets  

Turret weights and costs are shown in the table below.   

Turret Type Weight Cost 

Forward 400 + ½ Gun Weight $300 (Gun cost increased by 50%) 

360̄  720 + ½ Gun Weight $500 (Gun cost increased by 50%) 

Waist 220 + ½ Gun Weight $200 (Gun cost increased by 50%) 
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Rear 400 + ½ Gun Weight $300 (Gun cost increased by 50%) 

Firing Arcs  

Valid bomber firing arcs for each of the turret positions are shown in the two diagrams below. 
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Aircraft Costs 

Aircraft cost is the one area of rules where I have made some changes to the existing fighter rules.  

Several things about the cost system published in Behind the Crimson Veil have always bothered me, 

and I have corrected them here, while attempting to make fighter and bomber costs fit well together.   

First, is the airframe cost component listed include a (BTN-мύ ŎƻƳǇƻƴŜƴǘΦ  LΩǾŜ ƎŜƴŜǊŀƭƭȅ ŀǎǎǳƳŜŘ ǘƘƛǎ 

was a typo meant to be (11-BTN) instead of (BTN-1), i.e. a cost for the actual material to make the 

airfrŀƳŜΦ  {ŜŎƻƴŘΣ L ŘƻƴΩǘ ōǳȅ ƛƴǘƻ άȊŜǊƻ Ŏƻǎǘ ǎǇŜŎƛŀƭ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎέΦ   !ƭƭ ǎǇŜŎƛŀƭ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎ ƘŀǾŜ 

ǎƻƳŜ ƛƳǇŀŎǘ ƻƴ ǘƘŜ ǇƭŀƴŜΩǎ ǇŜǊŦƻǊƳŀƴŎŜΣ ŀƴŘ ǎƘƻǳƭŘ ǘƘŜǊŜŦƻǊŜ ŀƭǎƻ ƘŀǾŜ ǎƻƳŜ ƛƳǇŀŎǘ ƻƴ ǘƘŜ ǇƭŀƴŜΩǎ 

cost.  A table of the cost modifiers I use for special characteristics is included below.   

Component Fighter Cost Bomber Cost 

Airframe (11-BTN)*500 + (Max Gs)*510 (11-BTN)*1000+(Max Gs)*1020 

Engine (Speed)*470 + (Accel)*250 (Speed)*940 + (Accel)*500 

Cockpit (Crew)*250 (Crew)*250 

Armor (Armor Points)*2.5 (Armor Points)*2.5 

Weapons Sum of Gun Costs Sum of Gun Costs 

Misc (HPs)*50 + Turrets + Special Components (HPs)*50 + Turrets + Special Components 

 

Special Characteristic Game Effect Cost Effect 

Multiple Engines (2) Range increased to 600 miles 
Engine Cost * 1.25 

Airframe Cost * 1.25 

Multiple Engines (3) Range increased to 750 miles 
Engine Cost * 1.4 

Airframe Cost * 1.4 

Multiple Engines (4) Range increased to 850 miles 
Engine Cost * 1.5 

Airframe Cost * 1.5 

Superior Range (+25%) Increases aircraft range by 25% Engine Cost * 1.2 

Superior Range (+10%) Increases aircraft range by 10% Engine Cost * 1.1 

Inferior Range (-10%) Decreases aircraft range by 10% Engine Cost * 0.9 

Inferior Range (-25%) Decreases aircraft range by 25% Engine Cost * 0.8 

Premium Engine 
-2 to the target number to redline the engine (push 

speed or accel) 
Engine Cost * 3 

Superior Engine 
-1 to the target number to redline the engine (push 

speed or accel) 
Engine Cost * 2 

Inferior Engine 
+1 to the target number to redline the engine 

(push speed or accel) 
Engine Cost * 0.8 

Poor Throttle 
May only accelerate by maximum accel rating.  

May not redline the engine. 
Engine Cost * 0.85 

Self-Sealing Fuel Tanks 
Fuel tanks do not empty when damage unless 4 

or more boxes affected by a single hit. 
Engine Cost * 1.2 
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Special Characteristic Game Effect Cost Effect 

High Torque Engine 
+1 to G rating of port wing.  -1 to G rating of 
starboard wing.  May only be used by single 

engine aircraft. 
Engine Cost * 0.9 

Poor High Speed Handling 

Must make a control roll when plotting a L or R 
move at or above max design speed.  Target 

number is 8-NT.  Failure causes random 
movement. 

Engine Cost * 0.9 
Airframe Cost * 0.9 

Poor Stall Speed 
Must make a control roll when plotting a move 

with speed = 1.  Target number is 8-NT. Failure 
causes random movement. 

Airframe Cost * 0.75 

Light Stick -1 to the target number to push G's. Airframe Cost * 1.5 

Heavy Stick +1 to the target number to push G's Airframe Cost * 0.8 

Poor Maneuverability 

+1 to target number to push Gs by 2 or more, or 
when plotting a restricted manuver for two or more 

consectutive turns.  May not be combined with 
Light Stick. 

Airframe Cost * 0.85 

Wooden Airframe 
+1 to target number for pushing Gs. Aircraft has a 

mximum of 3 Gs per wing. 
Airframe Cost * 0.9 

Poor Landing Gear (+1) +1 to target number for landing rolls Airframe Cost * 0.9 

Poor Landing Gear (+2) +2 to target number for landing rolls Airframe Cost * 0.85 

No Landing Gear May not land on ground. Airframe Cost * 0.8 

Floatation Gear May land on water. Airframe Cost * 1.3 

No Zeppelin Hook May not land on Zeppelins. Airframe Cost * 0.9 

Bay Doors 
Bay doors allow aircraft to drop bombs or 

boarders from their cargo bays while in flight. 
Airframe Cost * 1.1 

Accurate Bomber -1 to target number for dropping bombs. 
Airframe Cost * 1.1 
Cockpit Cost * 1.1 

Improved Cockpit Visibility 
Pilot adds 1 to QD for firing order.  Pilot adds 1 to 
SS for tailing.  Pilot subtracts 1 from CN for shock. 

Cockpit Cost * 1.5 

Reduced Cockpit Visibility 
Pilot subtracts 1 from QD for firing order.  Pilot 

subtracts 1 from SS for tailing.  Pilot adds 1 to CN 
for shock. 

Cockpit Cost * 0.8 

G-Efficient Cockpit 
-1 to target number when plotting a restricted 
manuver for two or more consecutive turns. 

Cockpit Cost * 2 

Cramped Cockpit 
Pilot gets -1 penalty to NT from each pt of CN 

above 5. 
Cockpit Cost * 0.9 

Dog Basket 
Dog in cockpit hears ultrasonic beeps and alerts 
pilot by barking.  +1 to target to hit number when 

targetted by Seeker rockets 
Cockpit Cost * 1.2 

No Radio Must roll for collision with allied aircraft. Cockpit Cost * 0.9 

Difficult to Bail 

When bailing out, make a saving roll against 
target number of 10-SS.  Pilot loses 1 pt of CN for 
each pt the roll fails by.  Still need to make bailout 

roll.  May not be combined with Ejector Seat. 

Cockpit Cost * 0.9 

Ejector Seat 
-2 to target number for bailing out.  May not be 

combined with Difficult to Bail Cockpit. 
Cockpit Cost * 3 
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Special Characteristic Game Effect Cost Effect 

Pintle Mount Guns 

Small high caliber rifles mounted on the rear 
cockpit of some heavy fighters.  Typically 2 guns.  
PMGs have a range of 3 and do 1 box of damage.  

They may fire in the C,D,E arcs. 

Cockpit Cost * 2 

Premium Weapon 
When doubling down, gun only jams if roll fails by 

more than 2. 
Weapon Cost * 4 

Superior Weapon 
When doubling down, gun only jams if roll fails by 

more than 1. 
Weapon Cost * 2 

Inferior Weapon 
Gun jams any time firing roll fails by 5 or more 

(even if not doubling down). 
Weapon Cost * 0.75 

Fire-Linked Weapons 
Linked weapons fire, miss and jam as a group.  

Out of range guns automatically miss but may still 
jam. 

Weapon Cost * 0.9 

Linked Ammo Bins 
May only be applied to guns of the same caliber.  

Guns must use the same type of ammo. 
Weapon Cost * 0.9 

Bombs 
Bombing target to-hit numbers are determined by (BTN) + (Bomb To Hit Modifier) + (5 if Target in 

Adjacent Hex) ς (Deadeye).  When the bombing roll is greater than or equal to the target to-hit number 

it is considered a direct hit.  When a bomb misses its target, it lands in a random hex according to the 

scatter diagram.  All targets in the hex where the bomb lands then take damage for an indirect hit. 

Bomb Size Hardpoints To Hit Modifier Indirect Hit Direct Hit 

100 lbs 1 +5 1 Flak Hits 2 AP Hits 

250 lbs 2 +6 3 Flak Hits 5 AP Hits 

500 lbs 4 +7 5 Flak Hits 10 AP Hits 

1,000 lbs 8 +8 10 Flak Hits 20 AP Hits 

1,500 lbs 12 +9 15 Flak Hits 30 AP Hits 

2,000 lbs 16 +10 20 Flak Hits 40 AP Hits 

Bomb Bays 

Internal bomb bays allow aircraft to carry more bombs than can fit on their external hardpoints.  To use 

internal bomb bays, aircraft must have free cargo weight and the bay door special characteristic.   

Bombs from internal bomb bays get a -1 modifier to the bombing to-hit roll.   If present, a dedicated 

bombardier may drop bombs from the internal bay instead of the pilot.  In this case, dropping bombs 

does not count as a firing action for the pilot. 

Dive Bombing 

Dive bombing is a highly effective method of precision bombing, but is risky due to the extreme forces 

exerted on the pilot when pulling out of the dive.  When dive bombing, the pilot must plot a straight 

maneuver as in strafing.   The pilot/bombardier then adds their Steady Hand to their Dead-Eye for the 

bombing to-hit roll.  At the end of the turn, the pilot must make a control roll of 8 + (Speed of Move 

Plotted) ς (Deceleration) ς (Constitution).  As always, include a +2 modifier for shock.  Also include +1/-1 
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modifiers to Constitution for reduced cockpit visibility/improved cockpit visibility, and +1 modifier to 

constitution for G-efficient cockpit.  On a failed roll, the pilot temporarily blacks out.  He becomes 

shocked and will make a random movement at the speed of the move plotted during the following turn.   

Dive Brakes 

5ƛǾŜ .ǊŀƪŜǎ ŀǊŜ ŀ ǎǇŜŎƛŀƭ ŎƻƳǇƻƴŜƴǘ ǘƘŀǘ ƛƳǇǊƻǾŜǎ ŀ ǇƭŀƴŜΩǎ ŘŜŎŜƭŜǊŀǘƛƻƴ ōȅ нΦ  5ƛǾŜ ōǊŀƪŜǎ ǿŜƛƎƘ мрл 

lbs and cost $400.  Dive brakes may not be applied to autogyros.  When dive brakes are selected, draw 

ǘƘŜƳ ƻƴ ǘƘŜ ŘŀƳŀƎŜ ǘŜƳǇƭŀǘŜ ƻƴ ŜŀŎƘ ƻŦ ǘƘŜ ǇƭŀƴŜΩǎ ǘǊŀƛƭƛƴƎ ǿƛƴƎ ŜŘƎŜǎΣ ōŜǘǿŜŜƴ ǘƘŜ ŦǳǎŜƭŀƎŜ ŀƴŘ ǘƘŜ 

flaps for fighters or between the fuselage and the engine for bombers.  When a dive brake box is hit, 

ǊŜŘǳŎŜ ǘƘŜ ǇƭŀƴŜΩǎ ŘŜŎŜƭeration by 1.  Dive brake repair time/cost is the same as for flaps. 
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Aircraft  

Included now are some approximations of historical aircraft.   As always with modeling historic aircraft, 

LΩǾŜ ƘŀŘ ǘƻ ŎƘŜŀǘ ŀ ƭƛǘǘƭŜ ǘƻ Ŧƛǘ ǘƘŜƳ ǘƻ /{Φ   LΩǾŜ ŀǘǘŜƳǇǘŜŘ ǘƻ ŀǇǇly reasonable special characteristics, 

but it is largely guessing what is appropriate. 

20 mm (.80 caliber) guns were common to many bombers included here.  Although I briefly considered 

developing rules for .80 caliber guns, I ultimately decided to just to treat them as .70 calibers instead.  

LΩǾŜ ǘŜƴŘŜŘ ǘƻ ƳŀƪŜ Ƴƻǎǘ ƻŦ ǘƘŜ ŘƻǊǎŀƭ ƻǊ ǾŜƴǘǊŀƭ ǘǳǊǊŜǘǎ осл ŘŜƎǊŜŜǎ ŀƭǘƘƻǳƎƘ L ǊŜŀƭƛȊŜ ƴƻǘ ŀƭƭ ƻŦ ǘƘŜƳ 

were.  In some cases for aircraft with a gondola with forward and rear facing guns, I found it easier to 

combine the guns into a single 360 degree turret. 

CƛƴŀƭƭȅΣ LΩǾŜ ƘŀŘ ǘƻ ǘƻƴŜ Řƻǿƴ ǘƘŜ ōƻƳōŜǊ ǎǇŜŜŘǎΦ  Lƴ ƎŜƴŜǊŀƭƭȅ LΩǾŜ ǘŀǊƎŜǘŜŘ ǎǇŜŜŘǎ ŀōƻǳǘ рл-100 mph 

less than they actually had.  Likewise it was necessary to tone down the ranges in many instances.   

(The Stuka and the Banshee are heavy fighters constructed using the normal plane construction rules.  

They are included in this ruleset as quintessential examples of the dive brakes special component.) 

Note: UnfortunatelyΣ L ƘŀǾŜƴΩǘ gotten very far writing the descriǇǘƛƻƴǎΦ  L ǘƘƛƴƪ ǘƘŜ άŦƭǳŦŦέ ǿǊƛǘƛƴƎ ƛǎ 

important and adds a lot to the game, but ƛǘ ƛǎƴΩǘ Ƴȅ ǎǘǊŜƴƎǘƘ ŀƴŘ ǘŀƪŜǎ ƳŜ ŀ ƭƻƴƎ ǘƛƳŜ ǘƻ ŘƻΦ  

Therefore LΩƳ ŀŎŎŜǇǘƛƴƎ ŀƴȅ ǎǳōƳƛǎǎƛƻƴǎ ŦƻǊ ŎǊƛƳǎƻƴƛȊŜŘ ōŀŎƪƎǊƻǳƴŘ ŘŜǎŎǊƛǇǘƛƻƴǎ ƻŦ ǘƘŜǎŜ ǇƭŀƴŜǎΦ  

Authors of any selected descriptions will be credited in the final work. 
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Arado Ar 232 Tausendfüssler 

   
Base Target Number B7 15,000 lbs 
   
Maximum Speed 1 960 lbs 
Maximum Gs 2 3,020 lbs 
Acceleration Rate 1 1,400 lbs 
   
Armor Points 370 1,110 lbs 
     Nose 40  
     Port Leading Wing (Inner/Outer) 30/30  
     Port Trailing Wing (Inner/Outer) 40/40  
     Starboard Leading Wing (Inner/Outer) 30/30  
     Starboard Trailing Wing (Inner/Outer) 40/40  
     Tail 50  
   
Weapons   
     Nose 1 x .50 in Forward Turret 1,000 lbs 
     Forward Dorsal 1 x .70 in 360̄ Turret 1,995 lbs 

     Tail 1 x .50 in Rear Turret 1,000 lbs 
Rocket Hardpoints 11 0 lbs 
   
Cargo Weight  4,515 lbs 
Crew 5 (Pilot, Navigator, 3 Gunners) 15 Boarders 
Range 1,275 miles  
   
Special Characteristics   
     Multiple Engines (4)   
     Bay Doors   
     Inferior Range (-25%)   
   
Cost $18,269  

 

The Tausendfussler (millipede) is a new German transport plane intended to replace the Ju-52. 



DRAFT 

20 

 

 



DRAFT 

21 

 

 

Avro Lancaster 

   
Base Target Number B2 40,000 lbs 
   
Maximum Speed 2 8,160 lbs 
Maximum Gs 1 4,400 lbs 
Acceleration Rate 2 5,610 lbs 
   
Armor Points 1250 3,750 lbs 
     Nose 120  
     Port Leading Wing (Inner/Outer) 130/130  
     Port Trailing Wing (Inner/Outer) 120/120  
     Starboard Leading Wing (Inner/Outer) 130/130  
     Starboard Trailing Wing (Inner/Outer) 120/120  
     Tail 130  
   
Weapons   
     Nose 2 x .30 in Forward Turret 850 lbs 
     Forward Dorsal 2 x .50 in 360̄ Turret 1,920 lbs 

     Tail 4 x .30 in Rear Turret 1,300 lbs 
Rocket Hardpoints 16 0 lbs 
   

Cargo Weight  14,010 lbs 
Crew 6 (Pilot, Navigator, Bombardier, 

3 Gunners) 
 

Range 2,125 miles  
   
Special Characteristics   
     Multiple Engines (4)   
     Bay Doors   
     No Zeppelin Hook   
     Superior Engine (-1)   
     Superior Range (+25%)   
   
Cost $34,593  
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A British heavy bomber, the Avro Lancaster carries an impressive bomb load of 14,000 lbs.  The 

Lancaster is the favored craft of many RAF bomber crews. 
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Big Sky A-21 Dragon 
   
Base Target Number B3 35,000 lbs 
   
Maximum Speed 3 10,800 lbs 
Maximum Gs 1 3,600 lbs 
Acceleration Rate 2 4,500 lbs 
   
Armor Points 910 2,730 lbs 
     Nose 90  
     Port Leading Wing (Inner/Outer) 90/90  
     Port Trailing Wing (Inner/Outer) 90/90  
     Starboard Leading Wing (Inner/Outer) 90/90  
     Starboard Trailing Wing (Inner/Outer) 90/90  
     Tail 100  
   
Weapons   
     Nose 4 x .50 1,600 lbs 
     Forward Dorsal 4 x .50 in 360̄ Turret 3,120 lbs 

     Port Waist 2 x .50 in Waist Turret 1,420 lbs 
     Starboard Waist 2 x .50 in Waist Turret 1,420 lbs 
     Tail 4 x .50 in Rear Turret 2,800 lbs 
Rocket Hardpoints 15 0 lbs 
   
Cargo Weight  3,010 lbs 
Crew 7 (Pilot, Navigator, Bomber, 4 

Gunners) 
 

Range 1,320 miles  
   
Special Characteristics   
     Multiple Engines (2)   
     Bay Doors   
     Superior Range (+10%)   
   
Cost $32,730  
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When North American Aircraft went bankrupt in 1935, a Montana based company, Big Sky Aviation, 

began producing replacement components for their popular Thunderbird and Mustang aircraft.   Big Sky 

proved adept at backwards engineering most of the individual components for both planes, but was 

never able to successfully produce a new plane from scratch.  Eventually, Big Sky located a retired North 

American engineer and purchased the plans for both models, which went into immediate production. 

Among the documents they acquired, Big Sky discovered drawings for a medium bomber which they 

soon began producing as well.  Notes in the margins indicated plans to name the plane in honor of 

military aviation pioneer Billy Mitchell.  Concerned that such a name might imply Unionist connections, 

Big Sky kept the preliminary design name, Dragon. 

Big Sky has no compunctions about selling aircraft to anyone, and the Dragon is becoming popular with 

pirates operating out of the disputed territories.  Blackflag is known to operate several Dragons, usually 

seen with Firestorm escorts.  After softening a target with bombs and strafing, the Dragon lands to 

collect their spoils while the Firestorms kept watch overhead.  The dorsal and waist turrets are useful for 

suppressing any enemy ground forces while the rest of the crew loads the cargo bay. 
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Boeing Model 299 Flying Fortress 

   
Base Target Number B1 45,000 lbs 
   
Maximum Speed 2 9,920 lbs 
Maximum Gs 1 5,300 lbs 
Acceleration Rate 1 5,300 lbs 
   
Armor Points 1,270 3,810 lbs 
     Nose 120  
     Port Leading Wing (Inner/Outer) 130/120  
     Port Trailing Wing (Inner/Outer) 130/130  
     Starboard Leading Wing (Inner/Outer) 130/120  
     Starboard Trailing Wing (Inner/Outer) 130/130  
     Tail 130  
   
Weapons   
     Nose 4 x .50 in Forward Turret 2,800 lbs 
     Forward Dorsal 4  x .50 in 360̄ Turret 3,120 lbs 

     Rear Dorsal 4  x .50 in 360̄ Turret 3,120 lbs 

     Port Waist 2 x .50 in Waist Turret 1,420 lbs 
     Starboard Waist 2 x .50 in Waist Turret 1,420 lbs 
     Tail 4 x .50 in Rear Turret 2,800 lbs 
Rocket Hardpoints 16 0 lbs 
   
Cargo Weight  6,000 lbs 
Crew 9 (Pilot, Navigator, Bomber, 6 

Gunners) 
 

Range 2,125 miles  
   
Special Characteristics   
     Multiple Engines (4)   
     Bay Doors   
     No Zeppelin Hook   
     Reduced Cockpit Visibility   
     Superior Range (+25%)   
     Poor Maneuverability   
   
Cost $37,969  
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Carrying twenty .50 guns, the Boeing Model 299 is the most heavily armed aircraft in the skies of North 

America ǘƻŘŀȅΦ   /ƻƳōƛƴŜŘ ǿƛǘƘ ƴŜŀǊƭȅ ǘǿƻ ǘƻƴǎ ƻŦ ŀǊƳƻǊΣ ǎƘŜ ƛǎ ŀƭƭ ōǳǘ ƛƴŘŜǎǘǊǳŎǘƛōƭŜΦ   5ǳǊƛƴƎ .ƻŜƛƴƎΩǎ 

first public demonstration of the plane, an Air Action Weekly reported aptly nicknamed it the Flying 

Fortress, a name that has since stuck with the craft. 

Public concern over pirates obtaining the Flying Fortress has prompted Boeing executives to promise to 

tighten their sales policies.  Considering their track record and the large number of Groundhogs in seen 

ǘƘǊƻǳƎƘƻǳǘ ǘƘŜ ŘƛǎǇǳǘŜŘ ǘŜǊǊƛǘƻǊƛŜǎΣ .ƻŜƛƴƎΩǎ ǊŜŀǎsurances are of little comfort. 
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Curtiss-Wright CW-20 Commando 

   
Base Target Number B4 20,000 lbs 
   
Maximum Speed 2 5,240 lbs 
Maximum Gs 1 2,900 lbs 
Acceleration Rate 2 3,540 lbs 
   
Armor Points 1100 3,300 lbs 
     Nose 110  
     Port Leading Wing (Inner/Outer) 110/110  
     Port Trailing Wing (Inner/Outer) 110/110  
     Starboard Leading Wing (Inner/Outer) 110/110  
     Starboard Trailing Wing (Inner/Outer) 110/110  
     Tail 110  
   
Weapons   
     None   
Rocket Hardpoints 14 0 lbs 
   
Cargo Weight  15,020 lbs 
Crew 2 (Pilot, Navigator) 50 Boarders 
Range 1,500 miles  
   
Special Characteristics   
     Multiple Engines (2)   
     Bay Doors   
     Superior Range (+25%)   
   

Cost $19,298  
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Despite having nearly twice the payload capacity, the Curtis-Wright has not been able to match the 

ǇƻǇǳƭŀǊƛǘȅ ƻŦ ²Ƙƛǘǘƭȅ ϧ 5ƻǳƎƭŀǎΩǎ {ƪȅǘǊŀƛƴ.  The Commando is commonly used within the Empire State 

and Arixo.  Recently a pair of Commandos, escorted by the Broadway Bombers, dropped 100 Empire 

State Troopers over a pirate haven in Appalachia.    During the raid  thirty-two pirates were arrested and 

another seventeen killed. 
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De Havilland Mosquito  

   
Base Target Number B7 15,000 lbs 
   
Maximum Speed 3 4,200 lbs 
Maximum Gs 2 3,020 lbs 
Acceleration Rate 3 1,720 lbs 
   
Armor Points 540 2,160 lbs 
     Nose 70  
     Port Leading Wing (Inner/Outer) 70/70  
     Port Trailing Wing (Inner/Outer) 70/70  
     Starboard Leading Wing (Inner/Outer) 70/70  
     Starboard Trailing Wing (Inner/Outer) 70/70  
     Tail 60  
   
Weapons   
     Nose 4 x .30 600 lbs 
     Forward Ventral 4 x .70 3,400 lbs 
Rocket Hardpoints 10 -10 lbs 
   
Cargo Weight  0 lbs 
Crew 2 (Pilot, Navigator)  
Range 1,500 miles  
   
Special Characteristics   
     Multiple Engines (2)   
     Wooden Airframe   
     Light Stick   
     Poor Stall Speed   
     Superior Range (+25%)   
   
Cost $21,169  
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The De Havilland Mosquito has quickly demonstrated itself as an extremely versatile aircraft.  

Surprisingly agile despite its wooden airframe, De Havilland also produces an unarmed bomber variant 

capable of carrying 4,000 lbs of bombs in an internal bomb bay.   
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Focke-Wulf Fw 200 Condor 

   
Base Target Number B5 25,000 lbs 
   
Maximum Speed 2 4,080 lbs 
Maximum Gs 2 4,680 lbs 
Acceleration Rate 2 2,730 lbs 
   
Armor Points 810 2,430 lbs 
     Nose 80  
     Port Leading Wing (Inner/Outer) 80/80  
     Port Trailing Wing (Inner/Outer) 80/80  
     Starboard Leading Wing (Inner/Outer) 80/80  
     Starboard Trailing Wing (Inner/Outer) 80/80  
     Tail 90  
   
Weapons   
     Nose 1 x .70 in forward turret 1,675 lbs 
     Forward Dorsal 1 x .30 in 360 turret 1,320 lbs 
     Rear Dorsal 1 x .50 in 360 turret 945 lbs 
     Port Waist 1 x .50 in waist turret 820 lbs 
     Starboard Waist 1 x .50 in waist turret 820 lbs 
     Tail 1 x .3o in rear turret 625 lbs 
Rocket Hardpoints 13 0 lbs 
   
Cargo Weight  4,695 lbs 
Crew 9 (Pilot, Navigator, 

Bombardier, 6 Gunners) 
 

Range 1,870 miles  
   
Special Characteristics   
     Multiple Engines (4)   
     Bay Doors   
     Poor Landing Gear (+2)   
     Poor Maneuverability   
     Superior Range (+10%)   
   
Cost $24,952  
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The Fw 200 Condor was a commercial transport that was converted to military service.   Unfortunately, 

the additional of armor and weapons has lead to poor maneuverability and structural problems. 
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Heinkel He 177 Greif 

   
Base Target Number B2 40,000 lbs 
   
Maximum Speed 2 8,160 lbs 
Maximum Gs 1 4,400 lbs 
Acceleration Rate 1 4,400 lbs 
   
Armor Points 870 2,610 lbs 
     Nose 100  
     Port Leading Wing (Inner/Outer) 90/90  
     Port Trailing Wing (Inner/Outer) 80/80  
     Starboard Leading Wing (Inner/Outer) 90/90  
     Starboard Trailing Wing (Inner/Outer) 80/80  
     Tail 90  
   
Weapons   
     Nose 1 x .30 in Forward Turret 625 lbs 
     Forward Ventral 1 x .70, 2 x .30 in 360º Turret 2,445 lbs 
     Rear Dorsal 3 x .50 in 360º Turret 2,520 lbs 
     Tail 1 x .70 in Rear Turret 1,675 lbs 
Rocket Hardpoints 15 0 lbs 
Dive Brakes  150 lbs 
   
Cargo Weight  13,015 lbs 
Crew 7 (pilot, navigator, bombardier, 

4 gunners) 
 

Range 900 miles  
   
Special Characteristics   
     Multiple Engines (2)   
     Bay Doors   
     Inferior Engine   
     Poor Landing Gear (+1)   
     Inferior Range (-25%)   
        
Cost $23,365  
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The He 177 Greif (Griffin) is the newest heavy bomber spotted over EuropeΩǎ ǎƪƛŜǎΦ  ¦ƴǳǎǳŀƭƭȅ ŦƻǊ ǎǳŎƘ ŀ 

large plane, the Greif was designed for dive bombing capability.  Despite suffering from engine and 

structural problems, Heinkel has begun producing the Greif in large numbers.  The Luftwaffe is deploying 

the Greif to squadrons throughout Germany.  A handful of He 177s have made their way to German 

άƻōǎŜǊǾŜǊǎέ ǎǘŀǘƛƻƴŜŘ ƛƴ ǘƘŜ L{!Σ ƻƴŜ ƻŦ ǿƘƛŎƘ ǿŀǎ ǎƘƻǘ Řƻǿƴ ƻǾŜǊ ǘƘŜ tŜƻǇƭŜΩǎ /ƻƭƭŜŎǘƛǾŜ ƭŀǎǘ ƳƻƴǘƘΦ 
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Hughes-Lockheed Lightning  

   
Base Target Number B7 15,000 lbs 
   
Maximum Speed 4 6,480 lbs 
Maximum Gs 2 3,020 lbs 
Acceleration Rate 2 1,560 lbs 
   
Armor Points 500 1,500 lbs 
     Nose 50  
     Port Leading Wing (Inner/Outer) 50/50  
     Port Trailing Wing (Inner/Outer) 50/50  
     Starboard Leading Wing (Inner/Outer) 50/50  
     Starboard Trailing Wing (Inner/Outer) 50/50  
     Tail 50  
   
Weapons   
     Nose 1 x .70 850 lbs 
     Forward Dorsal 4 x .50 1,600 lbs 
Rocket Hardpoints 10 -10 lbs 
   
Cargo Weight  0 lbs 
Crew 1 (Pilot)  
Range 1,320 miles  
   
Special Characteristics   
     Multiple Engines (2)   
     Superior Range (+10%)   
     Improved Visibility Cockpit   
   
Cost $18,720  
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The Texas Air Rangers have begun purchasing Lightnings as well. 
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Junkers Ju 52 

   
Base Target Number B7 15,000 lbs 
   
Maximum Speed 1 960 lbs 
Maximum Gs 2 3,020 lbs 
Acceleration Rate 1 1,400 lbs 
   
Armor Points 670 2,010 lbs 
     Nose 60  
     Port Leading Wing (Inner/Outer) 70/70  
     Port Trailing Wing (Inner/Outer) 70/70  
     Starboard Leading Wing (Inner/Outer) 70/70  
     Starboard Trailing Wing (Inner/Outer) 70/70  
     Tail 50  
   
Weapons   
     Rear Dorsal 1 x .50 in 360 Turret 1,320 lbs 
     Port Waist 1 x .30 in Waist Turret 445 lbs 
     Starboard Waist 1 x .30 in Waist Turret 445bs 
Rocket Hardpoints 11 0 lbs 
   
Cargo Weight  5,400 lbs 
Crew 5 (Pilot, Navigator, 3 

Gunners) 
(18 Boarders) 

Range 1,125 miles  
   
Special Characteristics   
     Multiple Engines (3)   
     Inferior Range (-25%)   
     Bay Doors   
     Reduced Cockpit Visibility   
   
Cost $16,179  
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An aging German transport plane, the Ju 52 still sees a lot of use. 




















































