RULES ADJUSTMENTS TO “RICHTHOFEN’S WAR”

By Pat McCormick and Kirk Hoffman

NOTE:  All “Standard” and “Tournament”  rules are in effect except where superseded below.  Optional rules automatically in effect 

              as well are Ace Status, Special Aircraft Characteristics, and Deflection (all with modifications.)

1. INITIATIVE:  This replaces the basic “alternating turn” format of the original game.  The new turn sequence is as follows:

1. Tailing determination

2. Initiative  segment (determine modifiers, roll, determine move order)

3. Movement

4. Combat

5. Wind effect movement (optional)

       Initiative is determined by a two-dice roll for each aircraft on the board.  The lowest roll will move first in the turn, the highest last.  Dice roll can be modified by altitude, ace status and aircraft type.  The modifiers are as follows:

                                +1 for each 200 meters above lowest-altitude aircraft on board (not counting balloons, gliders or “G” aircraft)  

                                +1 for Ace status (5-19 victories)

                                +2 for Double Ace status (20+ victories)

                                -1  if aircraft is two-seater (exceptions:  Bristol F2A/B, Hannover and Halberstadt CL series, and, in scenarios

                                      before November 1916, Sopwith 1-1/2 Strutter and Nieuport 12.) 

                                -1  for Novice status

                               - 2  for aircraft with “F” maneuver schedules 

       Initiative die roll ties (after all modifiers applied) between opposing aircraft are resolved by a tiebreaking roll of 1 die.             

       In case of a tie between friendly aircraft, owning player can choose which to move first.  Both must move before any higher-initiative aircraft move.  In games where there is more than one player per side, tied aircraft controlled by different players must use the die roll tiebreaker even if on the same side.

       For figuring initiative modifiers, altitude is taken from the end of previous turn (which will still be reflected on the Aircraft Status Sheets at the beginning of the new turn.)    

      Tailing:  If an aircraft is in “good position” in the row of hexes behind an enemy aircraft, facing the SAME direction, and no more than 8 hexes away (including altitude differences), he may declare his intention to “tail” that aircraft.  This must be announced before initiative determination begins.  “Good position”   is defined as:  The altitude difference in increments of  50 meters  must be half or less of the horizontal hex distance from tailer to target.  For example, an aircraft three hexes behind an opponent can tail if he is 50 meters above or below the target , but not 100.  At four hexes back, he can tail if 100 meters different in height.  Exception:  If in the hex directly behind an enemy, tailing is allowed if within 50 meters of the target plane’s altitude.  Once tailing has been announced, tailer and target are treated as one unit for initiative determination, using the target’s initiative modifiers.  If tailing is successful, the tailer moves immediately after the target, independent of initiative from other combatants.  If tailing is unsuccessful, the aircraft that attempted to tail must roll for initiative like everyone else.  A maximum of two aircraft may attempt to tail any individual plane in a given turn.

       To attempt a tail, roll two dice on the chart below, which is based on relative maneuver schedules.  The ratio expressed is tailer’s maneuver schedule minus target’s maneuver schedule, with the schedules computed as 5 (“E”) through 1 (“A”) from best to worst.

So a plane with a “D” maneuver schedule (4) attempting to tail a plane with a “B” schedule (2) would roll on the “+2” row, for example.  “F” schedule aircraft cannot tail and are counted as “A” aircraft for attempts to tail them.

                                                                       Tailer MS- Target MS     Tail successful

                                                                                      +4                             2-11

                                                                                      +3                             2-10

                                                                                      +2                            2-9,12

                                                                                      +1                          2-8,11,12

0 2-8,12

                                                                                       -1                             2-7,9

                                                                                       -2                             2-7,11

                                                                                       -3                               2-7

                                                                                       -4                              2-6,9

         Results greater than +4 are treated as +4.  Results less than – 4 are treated as – 4.  (Note:  the “F” maneuver schedule appears on several aircraft in Kirk’s Auxiliary Aircraft chart, as do “G” aircraft mentioned in these rules.)  Modifiers to the above chart are:

                                                       One row in pilot’s favor if Ace (any victory total) 

                                                       One row in opponent’s favor if Novice

                                                       One row in pilot’s favor if aircraft has a –1 Silhouette Modifier*

                                                       One row in opponents favor if aircraft has a +1 Silhouette Modifier*

      (* = only apply this modifier if all aircraft in the tailing group have the same maneuver schedule.  Special case:  for tailing purposes, add 1 to the modifiers of the DH-2, FB-5 and FE-2b, making the former two “0” and the latter “+1.”  Their silhouette modifiers come from their “open” construction, which makes it easier for bullets to pass through them without hitting anything, whereas most silhouette modifiers incorporate both size and minor maneuverability advantages over other planes with the same schedule.)                            

2. MOVEMENT:  All aircraft move in order determined by initiative rolls, from lowest to highest.  Speed and altitude changes are made at the time of the individual move, as per standard rules.  (“Tailing pairs” move together, as outlined below.)  Note that an aircraft can end its move in the same hex and at the same altitude of an aircraft that has not moved yet, since that aircraft must vacate the hex.  

             Three types of aircraft always move before any others:  Balloons , aircraft forced to glide, and “G” schedule aircraft  (with balloons always moving first, all gliders second, all “G” craft third.)  Initiative-determined movement starts after all of these aircraft have moved.  (If more than one glider or “G” aircraft  is present their move order is determined by competitive die rolls among aircraft in their particular category only.)

Movement Balance:  In initiative-based movement, no more than two of any side’s aircraft may move in a row, regardless of initiative rolls.  Should initiative numbers wind up imbalanced, break up the lower side’s moves by interposing one move by the higher side.  Example:  Three German and three Allied planes are in a combat; the Allies all wind up with lower initiative than the Germans.  Rather than move all of the Allies first, the first two would move, then the lowest German plane, then the last Allied plane, then the remaining two Germans.   The only way in which more than two of one side would move in a row is if excess aircraft of one side are left after all others have moved.  (Also, tailing aircraft are exempt from this rule; see “tailing movement” below.)  Aircraft with “automatic low initiative” (balloons, “G” aircraft, gliders) are excepted from this requirement.  Their movement takes place before any other aircraft on the board and has no effect on the “balance” rule.  So movement in each turn proceeds in this order:  All balloons, then all gliding aircraft, then all “G” aircraft, then initiative-based movement.  (“G” aircraft are large multi-engine bombers such as the Gotha and Handley-Page.)

Shallow Dives:  An aircraft may exceed its dive speed without “overdiving” under the following circumstances:  the maximum dive for the aircraft is reduced by 100m for each point past its regular maximum dive speed.  For example, a Fokker Dr-1 with a max dive speed of “5” and a max dive of 350m can dive 250m at speed “6”, 150m at speed “7” and 50m at speed “8.”  It cannot dive at speed “9.”  Other than this, an aircraft may only exceed its max dive speed when overdiving as per the Tournament rules.

Continued Movement:  This requires in-game record keeping, and thus can be considered optional.  The requirement for the first move by each aircraft to be a hex straight ahead is discarded, and aircraft can turn in starting hex if either continuing  a turn started in their previous move or if their last MP in the previous move was expended straight ahead.  If continuing a turn, use the MP for the second or third hexside, depending on how many turns were executed to end the previous move.  If continuing a turn, you must turn in the same direction as the previous move’s turn.  If starting a turn in your first hex, turn normally (up to the regular three-hexside maximum) in EITHER direction.

     For example, an aircraft with a “B” schedule ends its move with a right turn.  If it chooses to continue this turn, it pays “2” at the start of the next move for a second right turn, and “3” for a third if it so wishes.  At that point it must move straight because three hexsides have been traversed.  Had the aircraft ended its turn with a straight ahead move, it could turn either direction in the first hex of the following move, paying its one MP, and continue turning (if so desired) to the regular three-hexside maximum.  An aircraft can NEVER turn two different directions in the same hex.

     Aircraft must still move one hex forward before commencing a dive.     
Target declaration: At the end of its move, an aircraft may declare his intention to fire on an enemy plane, if eligible.  If an aircraft has two or more eligible targets, he must declare which he will be attacking.  (Exception:  Observers in two-seaters do not declare their fire until all planes have finished movement.  Note that in the FE-2B the observer operates the front gun.)  If an aircraft has no eligible target, he may acquire one later in the turn if an enemy plane spends its final two MP’s in his line of fire.  This declaration would be made at the end of the potential target’s movement.  Important:  No more than TWO aircraft may fire their front guns at a single target, unless there is only one possible target on the board.  In that case, ALL eligible attackers may fire.  

             If an aircraft is attacked head-on, he may ignore his previous target declaration and switch to the head-on threat.  This is the     ONLY  time a declared target may be changed (in other words, if an aircraft declares an attack on an enemy, and in a subsequent move a different enemy spends his last two MP in the firing aircraft’s LOS, the firer cannot switch targets to the new plane unless it is attacking him head-on.) 

        Tailing Movement:  The target aircraft moves first, followed by the tailer(s).  The tailer(s)  have no restriction  on their movement other than the requirement to move after their target moves and before the next aircraft in the initiative order.  If they wish to follow the tailed plane and are able to maintain “good position”  on that aircraft at the end of the move, they may fire upon him as long as their last MP is expended with him in their sights, instead of the normal 2 MP.  If they decide to attack a different enemy aircraft upon conclusion of their move, they have an additional –1 modifier to the TDT roll for that shot.  (Of course if an enemy subsequently attacks them head-on, they may switch their attacks to that enemy as usual, without the additional modifier mentioned above.)  Tailing groups count as one plane of the target’s nationality for “movement balance” purposes.    

     Special Maneuvers (Optional):  In any turn, an aircraft may perform ONE complex maneuver as part or all of its movement.  See the separate Maneuver Cost chart, and the Maneuver diagrams or cards (from “The General” magazine) for full details.  Unlike the original rules, maneuvers can be used at any time by any eligible aircraft, subject to restrictions listed on the cost chart.  Also unlike the original rules, Maneuver Schedule can affect the MP cost for these maneuvers.  This chart is in a separate file.    

3.  COMBAT:  After all combatants (including observers) have declared attacks, firing is resolved on the TDT.  Fire can be resolved in any order, but is considered simultaneous; all damage is applied after all aircraft have fired.  If more than one aircraft are firing at the same target, and the target is eliminated by the first attack resolved, the other attacks must still take place (having no further effect but expending an ammunition point per attack and risking jammed guns.)  In such a case (if keeping records) all firing aircraft share the victory (each receives credit for ½, 1/3 etc.)  Otherwise, if a previously damaged plane is brought down by a different aircraft than the one that inflicted the earlier damage, the plane that brings it down receives full credit for the victory as long as he is the only plane firing at it in the turn it is destroyed.

       Jammed Guns:  Anytime an aircraft rolls a “2”, “3” or “4” on the TDT (not counting modifiers) there is a chance the guns will jam.  Roll one die for each firing gun :  a “2” or less will jam the gun in question.  If at or above 5000 meters, subtract one from the die roll.  Note that one jammed gun in the  “A” configuration (twin synchronized guns) will effectively jam both, with exceptions noted under ‘Special Aircraft Characteristics.” Once jammed, the guns can be cleared by a die roll of “1” (regardless of altitude) at the end of any subsequent game turn.  In order to attempt to clear jammed guns, the aircraft may not have climbed more than 100 meters, dived more than 200 meters, performed any complex maneuver, or turned more than one hexside in any hex during that turn.  (Clearing jams required a good deal of pilot attention!)  Exception:  Attempts to clear jammed observers’ guns can be made regardless of the plane’s movement that turn, and these attempts succeed on a “1” or “2.”.  Once again, the front gun on the FE-2B is included in this exception.  Certain Albatros planes can improve their jam clearing chance as well; see “Special Aircraft Characteristics.”

       Deflection:  The Optional rule concerning deflection is in use, with this change:   Use the deflection chart from the separate file (this has been sent along with these rules.)  The “Bottom attacks” chart is used by a Fokker D-VII hanging on its prop, as described in “Special Aircraft Characteristics.”

      Critical Hit changes:  Several critical hits have been modified.  They are #’s 2, 4, 10,11 and 12.  The changes are:

                     #2 and #12:  Change to “Pilot Hit.”  Roll two dice.  The pilot is seriously wounded on a 2 through 8, with effects as stated 

                                          on the Critical Hit Chart.  On a 9-12, the pilot is killed.

                     #4 and #11:  The MP loss from engine damage is variable.  Roll one die.  For #4, the loss is:  1-2 = 1MP, 3-5 = 2MP, 

                                          6 = 3MP.  For #11, 1 = 2MP, 2-3 = 3MP, 4-6 = 4MP.

                                 #10:  Instead of running out of fuel after six turns, roll two dice at the end of each turn (after combat resolution),

                                           starting with the turn the tank was punctured.  A “2” will result in fuel depletion.  In each successive turn,

                                           subtract one from the dice roll and increase this subtraction by one each turn (in other words, subtract “0” 

                                           on  the turn the hit is received, “1” on the following turn, “2” on the turn after that, etc.)   

     “Ace” rule changes:  The “Double Ace” status is earned when an ace has reached 20 victories, rather than 10.  Ace modifiers may be used offensively or defensively in the same turn, but not both.  In other words, if an ace is both firing and being fired upon at the same time, he must choose whether to take his modifier to lower his attacker’s roll or to increase his own.

       “Novice” rule:  One or more pilots in any given scenario may be designated as novice (inexperienced) pilots.  These receive the “-1” initiative modifier as well as the one row penalty for escaping tailing, both previously mentioned.  A novice also receives a “-1” TDT modifier when firing and a “+1” when fired upon (this is the reverse of an Ace.)  Note that unlike an ace, the novice can receive both of these modifiers in a given combat phase.  A novice observer does not affect his aircraft’s target or initiative status but still subtracts one from his dice roll on the TDT when firing his gun.  For campaigns or other extended record keeping, a Novice attains Regular status after downing his first enemy plane or surviving four missions (the mission does not have to be successful; the aircraft and crew just have to return in one piece.)

     Novices in “Bloody April”:  In the Bloody April campaign game, roll two dice for each arriving replacement aircrewman.  The rolls below will result in the new arrival being designated a Novice:

                               British Pilot:  2-10

                               British Observer:  2-8, 12

                               German Pilot: 2-3

       Bloody April took a heavy toll on British aircrew, particularly pilots, resulting in inexperienced aircrew being constantly rushed to the front as replacements.  By contrast, the German Jastas (especially Richthofen’s Jasta 11, and later JG-1) were collections of the best pilots available, and thus the likelihood of a replacement being inexperienced was low.  A novice joining a squadron with two types of available aircraft is automatically assigned to the lesser of the two, unless there are more of the better type than there are aircrew  to fly them.  (Of course, players designing their own campaigns can incorporate novices however they wish.) 

     Parachutes:  In any campaign game (or scenario if aircrew survival is taken into account in its design) that takes place in July 1918 or later, all German aircrew are assumed to have parachutes.  If an aircraft is destroyed, roll one die for each aircrewman.  On a  3  through 6 he will successfully exit the craft, otherwise he is lost with his plane.  Badly wounded aircrew subtract 2 from the die roll.  Once an exit attempt has succeeded, there is still a chance the chute may fail.  Roll one die:  on a “6” the chute fails.  (The early parachutes were somewhat primitive!)  If plane is shot down at an altitude of 150 meters or less, no parachute attempt is possible.  

      Optional rule:  If parachuting over German territory within three hexes of the trench line, or over no-man’s land, and the prevailing wind is towards Allied lines, roll one die.  A “1” will result in the chutist landing out of German lines and being captured.  If parachuting from 3000 meters or above, subtract 1 from die roll.    

4.  MODIFICATIONS AND ADDITIONS TO SPECIAL AIRCRAFT CHARACTERISTICS:

1. FE-2B:  If using the optional rear gun, it fires on “D” instead of “C.”

2. Hannover CL-III and CL-IIIA:  The biplane tail on this aircraft allowed it a greater field of fire for the observer.  

An aircraft in the Hannover’s blind spot at the same altitude may be fired upon; subtract “1” from the damage dice roll.

If an “11” is rolled (which modifies to a “10”) the Hannover must mark off a damage point on his own plane as well.

The observer is still unable to fire on aircraft in its rear hexes at lower altitude, per tournament rules.

3. SE-5A (and other “B” column aircraft):  In addition to checking jams separately, each gun uses ammunition separately.  Use the “Front” ammo track for the deck mounted Vickers and the “Rear” ammo track for the wing-mounted Lewis.  The pilot may elect to only fire one gun each turn, rather than both, in which case either gun fires on the “C” column.  If both guns fire the same turn, it must be the same time at the same target.  The Lewis fires with a “-1” TDT modifier if firing alone.

             The wing-mounted Lewis is given an ammo of “12” instead of “10.”  The “12” consists of two groups of “6” each.  When       

       the first group of 6 has been fired, the plane must spend one turn changing to the second drum of ammunition.  The 

       movement limits for clearing gun jams apply, and the Vickers may not be fired in the same turn that a Lewis drum is changed.  

4. British Nieuport 17’s:  The British tended to use a wing Lewis in their single-gun Nieuports.  As a  result,  British Nieuport 17’s fire with a “-1” TDT modifier if they are “C” armed.  In this configuration they carry only one drum of  “6” ammo.   

5. German Twin Mounts:  Certain German aircraft may fire one gun in a twin mount if the other is jammed.  They may not fire this gun in the same turn as an attempt is made to clear the other gun.  They may never elect to fire only one gun if both are operational.  In the case of one gun firing in a twin mount, only that gun will use ammo (it is best for these aircraft to treat the “Front” and “Rear” ammo tracks as “Left” and “Right” guns respectively, marking ammo on both each time a normal fire is executed.)   If one gun runs out of ammo before the other due to earlier jams, the one with remaining ammo may fire by itself.  Single guns in these situations use the “C” column.  

                Aircraft capable of firing a single gun in a twin mount are: all Albatros “D” and Fokker “D” types.

6. Albatros D-V and D-Va:  These aircraft can “lock their controls” to increase their ability to clear a gun jam.  To do so, the aircraft in question flies straight and level its entire move during a turn in which it wishes to clear a jam.   Subtract  “1” from roll to unjam the gun (in effect, the gun is cleared on a “1” or “2.”)

7. Fokker D-VII:  This aircraft has the unique ability to “hang on its propeller” and attack machines directly above it. (If the D-VII declares this attack it cannot switch targets to a head-on opponent.)  This method is allowable if:

1. The D-VII’s Current Speed is “6” or less (but must be powered flight, not gliding.)

2. The D-VII may not have dived during the turn.

3. The target aircraft is no more than 400 meters above, and

4. The target moved before the D-VII.

               The D-VII must have spent his last two MP facing the target (to be precise, one MP facing it, one to move under it.)  This 

               Attack method has its own deflection chart; see “Deflection” file.

        8.    Observer Guns:  All rear guns that are listed as “10” ammo now have “12” instead, in two drums as with the wing-mounted

               Lewis.  Observer guns that already list as “12” ammo (German Parabellums) have two drums of 6 as well.  These guns also 

               Must spend a turn changing drums after the first 6 ammo points are fired off.  Unlike the wing guns, these drums can be

               Changed with no restrictions on aircraft movement or pilot-operated guns.   

 9.    Dual Controls:  Certain two-seaters have dual controls that allow the observer to fly the plane if the pilot is incapacitated.

These are the DH-4,  AW F.K.8, Spad XI and Hansa-Brandenburg C-I (the latter two aircraft are in Kirk’s  “additional aircraft” file as well.)  If an observer is piloting the plane, he is considered as a novice for all initiative and target considerations.  He cannot fire any guns and cannot perform artillery spotting or photo-recon.  He CAN drop bombs.  He cannot perform special maneuvers, and the aircraft maneuver schedule is downgraded to “A.”     

10.  Roland C-II Field of Fire:  The 360-degree field of fire for the Roland’s observer does not extend below the aircraft in the 

3 adjacent frontal hexes if the target aircraft is more than 100 meters below the Roland. 

        Silhouette/Maneuverability Modifiers:  Certain aircraft, due to size and/or maneuverability differences (beyond the basic maneuver schedules)  to other aircraft in the game, get additional “-1” or “+1” to the TDT roll when fired upon (i.e., when they are targets.)  For easy reference, record the modifiers when filling out the Aircraft Status pad.  The modifiers are as follows:

       -1:  Nieuport 11, Nieuport 17, Nieuport 24, Sopwith Pup, Sopwith Camel, DH-2, Vickers FB-5, Fokker Dr-I, Fokker D-VIII, Siemens-Shuckert D-IV

        0:   All other single seat aircraft, plus the following two-seaters:  Bristol F2B (and F2A), FE-2B, Sopwith 1-1/2 Strutter,   

              Nieuport 12,  Hannover and Halberstadt CL series  

      +1:  All other two-seaters

      +2:  “G” class aircraft 

             Silhouette modifiers are not applied under the following conditions:

1. Both aircraft have “-1” modifiers, and the shooter’s maneuver schedule is equal to or better than the target’s

2. Both aircraft have “+1” modifiers, and the shooter’s maneuver schedule is equal to or worse than the target’s

3. Ground fire (AA or MG) is attacking the aircraft in question.

5. AIR-GROUND WARFARE:

        Bombing Missions:   Aircraft carrying bombs are considered “loaded” and have their maximum speed reduced  by one until the bomb load is dropped.  If damage reduces this number, they must adjust to one below the new maximum.  Single-seat fighter aircraft have their maneuver schedules adjusted one worse than normal when loaded (this does not apply if the plane’s normal schedule is “B” or “A”.)  Also, loaded aircraft cannot have a silhouette modifier of better than “0”; in other words, a “-1” will change to “0” when loaded (all other aircraft remain unchanged.)  Finally, all loaded aircraft have their maximum climb reduced by 50, although they can always climb 50 unless damage prevents it. 

        A loaded aircraft whose maximum speed is reduced by damage to its minimum speed (or worse) must immediately jettison its bomb load.  If short of the target, it does not receive credit for a successful mission. 

        The PBI strike back:  Trench strafing was dangerous to the attacker as well as the defender.  To reflect this, an aircraft engaged in trench strafing checks the following table.  The result is the number of attacks it receives that turn on the MG row of the TDT.  These MG attacks have an automatic “-1” modifier to the dice roll.  In this case the ONLY other modifier is a “+1” if the strafer is a novice.  (There wasn’t much an ace could do to avoid ground fire when strafing that a regular pilot couldn’t, but a novice might unnecessarily expose himself in the process.)

                               # of hexes strafed           # of MG attacks

                                        1 or 2                                 1

                                        3 to 5                                 2

                                        6 or more                           3

        If a scenario allows points for strafing rear areas (e.g. road nets that troops or supply columns might be using at the time) there is no return fire except if in range of “Archie” (see optional rule below.) 

          “Archibald!  Certainly Not!” (Optional Rule):  If an aircraft ends its turn in enemy airspace within five hexes (inclusive) of the trench line and at 2000 meters or less, roll one die.   If a 1 or 2 is rolled, the aircraft is attacked once on the “AA” row of the TDT.

In this case ace and novice modifiers apply (experienced pilots were pretty adept at avoiding “Archie”) but silhouette modifiers do not.  If a strafing aircraft is attacked by AA, the  “-1” modifier is applied but no others except novice, as in MG attacks on strafers.

         If there is at least one enemy aircraft (that is, an aircraft of the same nationality as the “Archie” in question) within three hexes (inclusive) and  150 meters of altitude of an aircraft that would otherwise be attacked as above, the attack does not take place.  (Archie is understandably reluctant to fire too close to his own aircraft.)

         An aircraft that flies over it’s OWN “Archie” stands a chance of being attacked as well.  If in the AA area of its own lines, and with enemy aircraft at least three hexes away  but no more than ten hexes away (exclusive of its own hex), on a roll of “1” the aircraft is attacked by his own side!  Aircraft identification was less than exact in WWI.  Or WWII, for that matter. 

         Balloon Defenses:  Anytime an aircraft attacking a balloon flies within range of its defenses, any eligible AA or MG guns fire DURING THE MOVEMENT PHASE and results are applied before the attacker has finished his move.  Each gun may only fire once per turn, either during the attacker’s move or during the combat phase, but never both.  In the solitaire scenario, these guns must still  be discovered before they may start firing (but may fire at the instant of discovery.)  Balloon combats use ace and novice modifiers, but not silhouette modifiers.  If attacker is at 350 meters or lower (in trench strafing range) the only modifier applied to the attacking aircraft as a target of ground fire is a +1 for novice status.

        Balloons are ALWAYS the first participants in any combat to move.  They never have an initiative advantage.

         Critical Hits from Ground Fire:  In a couple of instances (experienced pilots attacked by MG when strafing, double aces attacked by AA) the modifier rules out the possibility of a critical hit.  In these cases, if the unmodified roll would result in a critical hit, apply the modified result and also roll 1 die.  A 1-3 will result in the critical hit being applied, even if no other damage is taken.

         Aircrew Casualties from Ground Fire: Airmen were occasionally wounded or killed by ground fire (see Richthofen, Manfred Von) but the likelihood of this was far less than that of injury from aerial opponents.  To simulate this, if Critical Hit #’s 2, 6 or 12 are taken from ground fire, roll on the following table: 

                                     Critical Hit #                  Die Roll

                                               2                1-5, no effect; 6, pilot hit

6 1-4, no effect; 5-6, observer killed (or hit) 

                                              12               1-4, no effect; 5-6, pilot hit

          If an observer is seriously wounded he may no longer fire his gun or conduct photo reconnaissance or artillery spotting.  In game terms, this is the same effect as if he was killed.  This is why the “Observer killed” critical hit was not modified along with the pilot hits (in the earlier “Critical Hit changes” section.)  If players so choose, they can roll for observers to be seriously wounded or killed.  Add one to an observer dice roll in this case, since they were generally more exposed.  

    splat99@core.com

