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Contents
- Dawn Patrol Rules Book(softcover, 34pp) - INCLUDED
- Pull-Out Section (22pp) - INCLUDED
   * Aircraft specification Cards (2 sheets, double-sided, 30 cards)
   * Random Random Aircraft Charts (2 sheets, double-sided)
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- German Aircraft Counters (62 markers on 1 sheet) - INCLUDED
- Allied Aircraft Counters (62 markers on 1 sheet) - INCLUDED
- Full-color map board - INCLUDED
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INTRODUCTION
DAWN PATRDL" games recreate the thrilling deglig hts and air

battles fen ght during the last half ef Werld War I. Each player pilets
an airplane in a fiery test nf his er her slrill and nerve. Ihnusands Inf
feet ahnve the trenches. Players ean relive the eseitement ef flying
with Riehthefen's Flying Circus er the Lafayette Eseadrille- Pilers
whn win in eemhrtt can imprnve their sltills as they gain experience-

Unlilre mest ad ventUre games. a DAWN PATRDL“ game can be
played by any number ef players; the rules eever ene~enwene duels.
squadren vs- squadren melees and everything in between. Included
in the game are aircraft frnn't If”? and [lillE tn enable the players In
recreate degftghts frem these years with histerieal and technical
accuracy. Players can set up their ewe battles er use the histerieal
seenaries described in the rule heels- Rules fer heth basic and ride
va need games allnw playat any level ef eemplesity the players wa at.

New it's time tn muffle ynurself against the chill merning air.
eheel: yeurgu nsand instruments and strap yeurself inte the each pit:
enemy patrels are pushing farther heyend the frnnt lines. and the
squadren flies at dawn!

Hnw Te Use This Beetle

All the rules needed tn play a basic DAWN PATRDL" ga me are
esplained in the BASIC” RULES sectien ef this lil'flfl-ll" everything
after the basic rules is supplementary. This arrangement mates
learning the game easy fer new players and prnvides a quiet: refer-
ence fer esperieneed players.

The game is divided intn sis sectiens. the latter three a pan efthe
pul1~eut eardstnelt seetinn:

I. BASIC RULES esplaining the mechanics ef play.
2. ADVANCED RULES tn make the game mere cemprehen-

sive and realistic.
3. APPENDICES with additinnal infermatiee.
4. UAMESEEHARlDE.aselectien efready-te-playair battles.
5 RDLE-FLAYIHU ASPECTS describing pilets. their careers

and esperienee benuses-
s. AIRCRAFTSPECJFICATIDHSgiviegperfermaneeinfertn-

atien en the different aircraft used in the game.

Game Inventery
A enn‘tplele DAWN PATHDL game shnuld include:

Dne Elspage rulebeelt with 32 pages nf charts and cards In be
remnved hefere play

Twe full—celer sheets ef aircraft ceunters. ene Allied and em:
German

Dne full—enler game map
Twe sis-sided dice

fThirty-twe pages ef reference ehans and playaidsare bnunrt intn
the center ef this ruleheelt. Te rentevc them. carefully bend up the
staples securing the pages. rcmeve the central sectien and bend the
staples haelt dnwn and cut apart where netted]-

BASIC RULES
The names ef the characters used herein are fietitieus and de net
refer in any persens living nr dead. Any descriptiens including
similarities tn persens living er dead is merely eeineidental.

Dhjeet ef the Game
The abject ef the game is tn skillfully nutma neuver yeur eppe—

nents while trying tn sheet dewn enemy planes. The victery cencli-
liens will vary with the scenarin being played. but players whu
survive and fly their planes baclt tn thei r airft elds usually win. Seme—
times. Iheugh. the winner will be the player wheaecemplishes his er
her nt'tssien. whn sheets dnwn mere planes than the enemy nr whe
simply manages tn escape with his er her plane.

Preparatien

Dpee the game l'mard en a flat surface. Separate all the eeunters
and place them near the beard lynu will need enlya few ceunters fer
any game}. Maire several cepics ef the missiee leg sheet ineluded in
the DAWN PATRDL" heels. New the players must cheese a see-
narie tn play {frem the seetinn SL‘ENARIUS}. divide intn twn
teams and select their planes. Each player then must fill eut a missien
leg sheet. The rnissien leg is used te- lteep traclt ef a plane's speed.
altitude. damage and ether infermatien during the game and serves
as a permanent reeerd nf the pilnt's flight histery after the game.
Alse. writing the plane‘s perfermance specificiatiens en the missien
leg is he ndier than referring baclc tn the aircraft reference card during
the game. Ifa leg is net available. use a sheet ef paper.

Befere starting tn play. all players must Irenw hew in read their
planes‘ aircraft reference cards and hew te meve. maneuver. sheet
and reselve cem bat. W hen all players are familiar with the rules. ynu
are ready tn play.

Aircraft Speeifleatiens

Each plane has its ewe unique abilities and limitatiens. These
specifieatinns are listed fer each plane en the Aircraft Reference
Cards. A sample card fer the Sepwith "iP'.| Snipe is shewn belaw.

Septt'ith 7F. '1 Snipe
23f] hp Bentley Relary 5! {Jet lid-end

Mir_ _ 1m; Iver grime ift.t
tu 4.954} |2fl l |f.l Jill
itlflfl-‘l'il'full IN I lit l'fll
”LEM-HHS“ llf.l Iflt'l Jill
little-up I lit ltlfl Iflll

lvlesimum Dive: I.5I[lfl l't- Ceiling: likfitltl ft.

Twe ff 'Iiic lie rs
Single seet fighter. grate-tel artaett
British

I
F. FF RF T LW CW R‘th'

II I2 I? IIis ll IS

The feline-leg inl'ermarien is listed en the card:

Aircraft name: Sepwith 'i'F.l Snipe
Engine: 23!] hp Bentley Rntsry I.
Frent line service dates: Uetehm l‘illE'i tn end nf war.
Altitudetfeet]: These altitude ranges are the same fer all aircraft. A

plane‘s masimum speed and climb rate are reduced at higher
altitudes.

Tap speed: This is theferret: speed fin miies per the uryl ihetpid'ne can
have when irflr'esstraighrIn reach this speed the plane must lly in
a straight line 1tvitheut turning.A plane reeves nne square en the
game map fer each It}I mph efits speed. sea plane witha tnp speed
ef Ill] mph ceuld met-e up te l1 squares in a straight line.

Turn Speed: This is rhefrrsresrspeeri {in mph} the: thepinne can have
ire turns during its meve. A plane can turn every time it enters a
new square. hut the plane is limited In its turn speed nn matter here
many times it turns. A plane with a turn speed ef'iltl mph can mnve
enly nine squares whether it turns ence. twice er nine times.

Climb Rate; This is the maximum number efjeei er piune r'rsrt r'ir'mft
fur-crease its altitude,l during its metwmem.

Maximum Dive: This is the maximum number effier er pliant“ can
dive frieererrse its eiriruefej per rum. A plane must meve. furtvat‘d
nee extra square fpreach full llll] feet it dives. This extra mnvernent
is added tn the plane's tep er turn speed. A plane that is turning at
'i'ttl mph and diving fiflfl er 55f] feet must mnve [4 squares en the
game map.

Ceiling: This is the maximum uirirusie in which the pines cue rh'mh.
Planes nannet fly higher than their ceiling.

Armament: True if 'liieirers. These are the plane‘s guns t“ff'+ means
ferward firing guns. “flit“ means l'lesible—meunt guns that can the
in any directinnfl.
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Figure IT

Rear Guns
Fields at Fire

Airplane nutline shnws
faeing nt' twn-seater fer . __ _ _
nest turn. i ! i

Twn-seater i II: ;
“nnse up” .— ' . . .. .

1

._ lit flbsen'er can fire intc- all _
. these squares if target is at .

- : equal er ldwer altitude. -- _TES- TEE:
- - -— ' {insert-er ean fire at target

' ! in same square if it is at
I ' ' luweraltuude.

_ 17: IT]: . - .__ =_.

F

_ Twu-seater - ._
YES .' “ nnse dnwn ” TEE-

| _ ' .

“ flbserver ean fire inte all I a ‘1' it
these squares ii target is at
eq ua] er higher altitude. _ _ _ I

flbsen'er ean fire at target —- --— — .. _-
in same square it it is at - F
hiEher altitude. " mm m-
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Title-till:

After musing. a pilut can a'tnt atltargel uul any enemy plane that is
in range. in his field ulfire and finished with its musemeut. The pilut
n'tusl annuunce which plane is his target.

a} A. pilut must sheet at his ehnsen target. He cannut switch tn
anulher target unless the uriginal shut is hlnclted hp anuther
plane talluwing it shut at the intervening plane] ur the pilnt is
attacked head-an lalluwing it shut at the attacker]. Any pilut
whu is attached head-uh has the uptiun nf ahandnning his
]:'.|I'it:l1' target in fave-r nf returning the head-cm attaelt. The
ehctice sheuld he written seeretlgl.r print up shunting.

hl If a player deeldes nut te- pielt a target alter ending his inure.
then he cannul shunt at an}.I plane in his field at fire that has
already messed; the pilat can truly sheet at a plane that memes
intn his field nf fire-

cl If there are nu planes in a player‘s field uffire after he muses.
the player must wait until all planes have tntwetl hefere chans-
ittga target. The player whet metres first will flatter hatrea target
after t'l'lD'Ii'll‘lg unless anuther plane subsequently ends in: InuI-Ie
in his field (If fire

d] flhsersers in twnnseaters eanne-t ehu-ctse their targets until after
all planes have mused.

Art-ell Angles

A plane can atlaelt its target fturn an 5' une uf five different d irecv
tiu ns ur attaclt angles: head—un. side. tail. tupur huttum. The angle nf
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attaelt depends cm the pctsitinns nfthe twer pla hes; see figures IE and
1'9 fur examples.
a} Euttunt attacks can he made in twu situatinns. If the target

plane ls Flying level, the attacking plane can attaelc fresh] the
hutlum by being I'I'tfl‘lt'Etl late the target plane‘s square and
decla red nuse up. The attacltiug plane must he at least 5t] feet
heluw its target. A huttum attaelt else can he made when a
level-flying plane attaelts a target that is rinse up ur nuse dawn
[see figure It”. .Iltt aircraft runner hederlared ease up ar rinse
sluwrt unless it is targeting urn anutherplarre in the same square.

h] 'l'up attacks. lilte hntturn attacks. can he made in twn situa-
tiu ns. lfthe target is flying level. the attacking planecan attaclt
fretm the tap by securing late the same square as the target and
declaring itselfnuse dawn. The attacking plane must he at least
fill feet ahutre its target. and shuuld he placed an tup uf its
target en the heard. The ether situatiun that alluws a tap
attaelt eeeurs when a lettehfiying plane attacks a target that is
nnse up ur nuse duwn [see figure Ill).

e} Huse upand nuseduwn pla nesare cunsidcred tn he flying level
at the start uf their nest rnuI-Ie. Being nuse up ur nuse dawn
dues nut affect a plane's facing.

d} Mustattaclts un nuse up ur nuseduwn planesare side attaclts-
Tap and hulttl-rtl attacks can he made eln1'_I,.I [rum the row of
squaresd ll'EEl'lji' in frunl nf nr hehind the target plane'settpused
tup ur huttutn.

e) Musing up nr duwn in the same square as a near up nr nuse
dawn target will alluw either a head-urn ur a tail attaclt. de-
aerating un whether the planes are puinting in the same direc-
tiun {tail attack] as at each ether [head-nu attaclt}.

Flgurelfl ' ' .

Target “Nuse Up"

Attack Angles un ! ' I I
Muse Up ur l'Iluse
Dawn Targets |

ttiutr'r sine

T = TflP
H = Bfl'lTflhIl

HDTE: t'tttae her in same
square may permit head~un.
tail. or an shut- T
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Bleelted Shel:

Semetimes a plane will end its metre in a space where it bleelrs
anelher plane's altaelt. Whenever it shut is hle-elted this way. the
attaelrer has the eheiee efeither sheeting at the hleelting plane er net
sheeting at all. There are several ways te detennine whethera shet is
bleelted:

If the attaelting and target planes are at the same altitude and
in the same rew ef squares {straight er diagenalft, the shet is
bleelted if a third plane ends its metre between them in the
same raw and at the same altitude.

ell

bl If the attaelting and target planes are in the same square at
different attitudes. the shut is bleelted if a third plane ends it
mat": in the square at an altitude between them.

e} If a third plane ends its metre esaetly halfway between the
attacking and target planes. the shet is bleelted. even If the
attacking and target planes are at differentaititudes andrerin
different rews el' squares. The inte ryening plane n'tust eeeupy
the eaaet midpeint between beth the attaelsing and target
planes' altitudes and their pesitiens en the beard-

Examples: See figurell. Planes A. EandCareat I.I'.'lt]fl feet. Plane B
eannet sheet at Plane A because plane If is bleelting the shut. Plane
D is at 9TH} feet and Plane E is at 95ft feet. Plane E is eitaetly halfway
between planes at and D. se planes A. and [II eannet sheet at each
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“Hese Dewn“

MUTE: Attaelter in same
. square may permit head—en.

-- . tail. er ne shet-

ll}

Tr stes '

sea 3 '
ether. Planes A and B have an enemy planes in their fields el' fire;
Plane I:- may shift its fire te plane E. b-eea use pla ne E bleeited its shet
at plane A: and plane E may sheet at plane H-
Ammunitlen

ln lhe basie DAWN FATHDL gammeaeh plant: earries I5- bursts
ef ammunitiun. flee burst is fired eaeh time the plane attaelrs. After
[5 attacks. a plane‘s guns are eut ef ammunitien and it may net
attaelt again fer the rest ef the game.

Firing
Attaelte rs ean sheet at their targeted planes after all rl'tfl'L'Ent-Eflt is

finished. lflaunt the range and rell ene die. eheelting en the table
belew te see ifthe sbet damaged the target er missed- In either ease.
be sure te sebtraet ene burst frem the plane‘s ammunitien supply.

Range Target Target
te Damaged Missed

in! en a_rel_l ef.. en a sell ef...
Sfl'-lflfl' 1-2-34—5 a

lfilil'-1flll]’ M4-4 5-ft
ESD'JW’ [—2—3 4-543
SEW-400’ ‘ l—E 3-4445
site-see t 2-34-54.

a} If the target was damaged . then the attaelter Tells ene die and
the result is the number til lin‘tes the plane was hit.

b] tLie-re die must be relied fer eaeh hit te determine its Ieeatiert.
The hit leeatien is feund by eheelting the die rell result with the
angle ef' attael: en the Hit Leeatien Table.

Hit Leeatien Table
Die
Hell Angle ef Attack

Head-[tn Side Tall Tep Beltem
1 KW E L‘l‘t" E E
2 CW" FF" L‘l‘t’ Lw aw
3 E l.W,.'l~'tw T T CW" FF“
4 E RF+ CW" RW LW
5 F. El: RW R F * P. F T
t5 LW 1' RW T T

"' Prebable pilet hit
"'"' Feasible pitet hit

1‘ Feasible ebsertrer bit if target is a twe~seater aircraft-

c} Eaeh hit eauses ene peint ef damage te the seetien ef the plane
indieated- When the teta] damage te a seetiea equals er en;
eeeds the maximum ameunt ef damage that seetien ean take
[as shewn en the pla ne‘s hit prefile}. the plane is shet detrtt.
Planesthat are shut dewn sheuld beremetred frem play at the
start ef the neat game turn.



d} If a hit lncatinn is fellewed by use cr mere asterisks. the re is a
chance the pilet er ehserver was weunded. Fer nen-head-en
attacks. the target pla ne‘s pilet er ehscrvcr is hit if the attac ker
Fells tltttthle enes en [we dice- lfthe pilet is hit, the plane is shut
dewn. If the ehserver is hit. the plane's rear guntsl cannet he
fired. Pessihle nhserver hits can he lgnered ifthe target plane is
pet a twn-scate r.

e} Head—en attacks sharply increase the chance ef hitting the
pilet. The attacker rells nne die fereach hit an the center wing
caused in a head-en attack; the pilet is hit en a rell ef ene
er twn.

l] Ifthe leeatien LW," aw is rnlIed inasideattack. nnty the wing
nearest tn the attacker is hit-

Tailing

A plane that is behind its target has an impena nt advantage. even
if it dries nnt attack: it can tail [fellnwl its target en the nest turn.

Ft. pilet can tail his target ifa} he hasa tailattackangle. h] the range
tn the target is «tall-I} feet er less and c'_l the attacker has a gen-d rear
pesitiea.

a} Tail Attack Angle: Tn tail. the trailing {attacking} plane must
he in a pnsitinn te make a tail attack {see Attack Angles]: and
he targetted en the lead plane. It is imperta nt te nete that the
trailing plane dees net have te actually make a tail attack. it
merely has In he in a pnsitinn where it ceuld make a tail attack.

h] Range: Te qualify fer tailing. the distance between the at-
tacker and his target must he less than nrcqual tn ten feet- This
range is calculated the same way firing range is determined-

e'l fined Rear Pesitien: A plane attempting te tail has a grand rear
pnsitinn if the difference in altitude hetween the trailing and
leading planes is less than er equal tn their hertaerttal separa—
tien. Fer eitample. an attacker Elli] feet ahnve and ltlll feet
behind his target may net tail- A mess up plane sheeting at
anether ease up plane er a case dewn plane sheeting at
anether nese dewn plane always has gelled rear pnsitinn.

After all mevementand firing is finished. players whe intend te tail
an enemy plane must say se hefnre the nest turnls mevem enl erder is
rnlled.

A tailing plane always meves immediately alter the plane it is
tailing. se tailing planes never rel] dice tn find their pnsitinn in the
mevement erder.

Maneuver Cards

After rnlting tn determine the mnvement nrder. players whn are
tailing nr being tailed must cheese their maneuvers. using the mat
neuver card s. The maneuver cards are heund inte the center ef the
rule henk. They must he cut apart with scissers hefnre they can he
used. Each card lists a maneuver and the climh and dive restrictinns
an that maneuver during cem hat. The re are feur cemplete sets: use
nne fer the attacker and nne fer the target.

a] The pitnt heing tailed secretly cheeses nne maneuver card,
picking a maneuver he er she thinks the tailing pilet will act
aspect era maneuver that will put the plane in a gned pnsitinn
tn escape er attack. It, fer example. the player thinks a wing—
nvcr will take himaway frem the battle. then he we uld select a
wingever maneuver card and place it face dewn en the tahle.

h] The attacker then cheeses several maneuver cards; the exact
number depends en the range tn the target.

Range: Sfl'—llltl' l5fl'—2llfl* EST-300' SSW-still“
Cards: 3 9 it] It

Hate that the attacker gets mere cards if he is farther frem the
target. This is because an attacker whn is far away has mere
time te react tn the target‘s maneuver.

c] When it heenmes the target pilet‘s turn te meve. he er she
displays the chnsen maneuver card. annnunces the maneuver

and than reeves just ene ugh squares te eemplete the maneuv-
er. {lmpertant nete: If the target pilet chase a reversal ma-
neuver —- leep, circle er stall — then fellew the sequence
described Under reversals.)

d} Immediately after the target plane meves. the attacker must
perferm ene ef the maneuvers frem the cards he er she chnse.
Like the target plane. the attacking plane mevcs just eneugh
squares te cemplete the maneuver.

e} The target plane then finishes its meve, after which the attack-
ing plane finishes its mnve.

f} If nne cf the attacker‘s cards matched the target plane‘s ma-
neuver. then the attacker has successfully tailed the target. The
attacker may sheet at the target during the attack phase cf the
turn and may try in tall the target again thrnugh its nest mnve.

g} If the attacker cannet match the ta rget‘s maneuver with nne nf
his er her nwn cards. then the attacker has been shaken eff.
The attacker must perferm ene ef the maneuvers he er she
picked, let the target finish its meve. and then finish meving
himself. An attacker whn is shaken nffca nnet attack the plane
he er she was trying tn tail fer nne turn er attempt tn tail that
plane thrnugh its nest meve.

M An attacker whe tails successfully dees net have tn perfnrni
the same maneuver as the target. Ely cheesing the same card.
the attacker anticipated the target's maneuver and can fellew
the target plane using any nne cf the chesen maneuvers. The
attacker else may ninve nne er twe spaces hefnre starting the
maneuver. if he thinks that will impret-e his pesitien. Hew-
ever, if the target plane chese te leep er stall and the attacker
wants te duplicate the maneuver, he must de se immediately
and eannnt mnvc nne nr twn spaces hefnre pcrferming the
maneuver.

i]: W hen twn planes are tailing the same target. the tailing plane
that meved last en the previeus turn me ves first after the target
plane. This will reverse the mnvement erder ef the tailing
planes each turn-

Reversals

Lueps. circles and stalls are reversal maneuvers. el reversef me—
nettver makes it pnssr'ftfefer the target plane in reverse pnsitinns by
dreppt‘ttg behind its attacker. If the target plane uses a reversal
maneuver. the tailing precedure is different.

al- The target plane meves just eneugh squares te cemplete its
chescn reversal maneuver.

h] [f the attac kcrcan match the target‘s maneuver with ene ef the
cards in his nr her hand. then the attacker must pcrfnrm that
same maneuver immediately er he reversed {see helnw]. Lneps
must he the same size er larger. If the tailing plane duplicates
the maneuver. then mevem ent centinues as in animal tailing.

cl if the attacker cannet {er cheeses net tel match the target
plane‘s maneuver with ene efhis er her ewn. then the attacker
is reversed. The attacker must cheese anether maneuver frem
his er her hand. perferm that maneuver and then finish his er
her leave hefere the target plane finishes its meve. The at-
tackcr cannet attack the plane it tried te tail pr tail it th rpugh
:its nest meve- The target plane must finish its theme after the
reversed attacker has meved. The target plane may he ahle te
mnve turn a pnsitinn where it can attack its attacker. and
perhaps even tail it intn the nest turn. The attacker may cheese
net tn fellew the target tli re ugh a reversal maneuver if he sees a
mere attractive target snmew here etse; the attacker simply
perferms anether maneuver and risks being attacked by his
previeus target.
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Ceilisiuns

lfa plane attaelrs head-en at a range el'ltll] feet er less. there is a
chance it will eeiiide in mid-air with its target- After firing. eaeh pllet
writes dewn ene maneuver that he er she will perferm at the begin-
ning efthe neat meye. Pile-ts using the wingn ye r. barrel rell. eirele er
falling leaf maneutrer must specify whether they are muymg te the
right er te the left. _

After the muyement urder is determined i by time relisi. but befure
planes start meyin g. the twu maneuyers are revealed simulta neeusly
and the fellisien Table is eheeited te find em if the planes eellid e- if
they tie. then beth plan es are eenside red shut dewn and eut ef play.

if the planes de net eellide. the altitude restrietiuns en the ehuseu
maneuyers du apply fer the rest ef the mere.

Culiisiun eheeits are needed unly when beth planes attael: eaeh
ether in furwa rd head-en attaelts. [t'uniy ene plane makes a head—en
attael: ur ene head—en attack was made by a rear ebserrer. then a
eellisiuu eheel: is net needed.

Cellisien Table
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“ Maneurer must be speeified right at left

II Cellisien beetlrs

I Cuillsien pussible -- if dlreetiuns [left ur right] are eppusite.
eellaiun ueeurs: etherwlse. nu eullisien.

Setting Up Te Play

I. Bete re playing the game. the players she did eheese a seenariu
frem the SC EHARIDS seetien. er design a seena rie aeeerding
tn the Randem Cemhat ad'ratteed rule-

2. Players ean split inte Allied and German teams by railing the
diet:- The players with the highest diee reils play the [Terms us-
The teams shuuld be Irept eyen whenever pessible- When
twerseater aire raft are used. ene player is the pilet and anuther
player is the ebserrer-

3- Players shuuld reeurd their aire raft speeilieatiens en a eu py uf
the missien leg {ineluded with these rules] er a bianl: sheet
uf paper.

4. The apprepriate aircraft eeunlers sheuld he placed en the
game heard in twe eppesing fermatiens abeut seyen st] uares
a art.

5- bfarltings en the game beard ean be ig nured unless the battle
dreps belew 1.0m feet. in whieh ease the Lew-Level Flying
seetien ef the Advanced Meyentent rule shettid be used.

s. The game starts with players relling diee te determine the
meyement erder and en rttinues until all the planes en une side
have been shut dewn er have left the fight.

[I

Err-ample uf Play

Figure 22 illustrates une turn in a game between twu SE is being
l‘luwn by Captain Charles Abrams and Lieutenant Eyerett Hens-en
and twe Albatrus [ll 1|It's-ts being fluwn by Dberleutnant Clue ‘I'ereit
and ‘s'irefeldwebel liar] Eueker-

First Turn Meyement

At the start el' the turn. buth SE 55 had altitudes ef |5.flflfl feet.
‘t’erelt‘s Albatres was at liftifl feet and Eueir-er‘s Albatres was at
iii-[ll] feet. Sinee all the pla nes were within Lillflfl feet efeaeh ethers‘
altitude. each player rulled twe diet: te determine the ntey'ement
erder. The rells were as fellews: Abrams l2. Tamil '9. Eueher h and
Eensen 4-

Abrams rulled a I2. se his SE 5 met-'ed first. it metre-d sis-t squares
tee mph. minimum thruttle speed] and elimhed Elli feet in analtitude
ef |S.flfifl feet.

Terelt‘s Albatres rneyed nest. diving frum iii-Tilt] feet tn IS-flfifl
feet. The diye added sis squares ef meyement te its turn speed ef TD
mph. suit met-red I-istluares. This meye put it intu pesitiun te maltea
tail attaelt en Abrams‘ SE S at a range at" Hill} feet. The attaelt was
anneuneed tn the ether players.

Euelter‘s Albatres mutred third. diving frem lililili feet tu Iii-life]
l‘eet tu get a iflfl-feet side attaeit en Abrams” SE 5- It met-red nine
subarea. seyen far its turn speed and twu mere fer its dive rif lftfl' feet.
The attaelt was anneuneed te the ether players.

Finally. Hansen's SE 5 elimhed tu liflfnl] feet fer a tail attaeit en
Euelter‘s Albatres at a range ef lflii feet. It meyed sin squares.
heeause its turn speed was fifl tttph. This attaelt alsu was a nneuneed
tn the ether players-

a:
A. fifi

i J-

First Turn+r 1-}:
Figure 11

.F

First Turn. Firing

Terelt relied te see if his target. Abrams” SE 5. was damaged er
missed- The pilet relied a twu at a range ef ltil] feel. su the target was
damaged- He relied again tn determine the number ef hits. and relied
a three. He then relied three times te determine what seetiens uf the
SE 5 were hit — he relied twe. feur and See. U rider tail attaeirs en the
Hit Leeatien Table. this indieates hits en the left wing. eenter wing
[*l and right wing. These hits were marked en Abrams'missien leg-
IKine final rel] was made en twu diee tu determine whether Abrams
was wen nded by the eenter wing ['1 hit. Theattaelter relied an eight.
su Abrams was net hit-
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Euelter fired nest. rolling a sis a miss!
Finally. Henson fired. The pilot rolled a th roe. damaging Euelter's

Albatros. He then rolled a two. getting two hits in a tail attaelt. To
distribute the hits. he rolled a five and a sirt. resulting in two points of
damage to the right wing.

After this turn the plave rs' mission logs should eontain the follow—
ing data:

Abrams‘SE 5 “A"
Die
Roll Altitude Throttle Burst; Attaeltf Result

start lilifltl 'i'tll ....__
IE lfiflfifl fill ——

E FF RF 1' UN CW aw
Damage Talten: l l I

Benson‘s SE 5 “l!“
Die
Rerll Attitude Throttle Eurst.-' Attsettt Result

start [ill-Di] Tl} —
4 l5.tt5t} at] I burst." lttli’taili'l hits

no damage talten
't'ttrelt'a Alhnh'tls D ‘lr'a “if"

Die
Roll Altitude Throttle Burst; Attaeltt Result

start limit to —--——
'3 limit] Tl] I hurst.=' Ilill'tail."1 hits

no damage talten
Luther's Ailratrus D it": “I.“

Ed‘fi Altitude Throttle Bursts" Attack." Result

start issue To ...._._
h liflfifl if} I burst." lflfl'sidet'miss

Damage Taiten: E F RF 1' LW CW Rét't'

Seeund Tarn. Telling

Figure '23 shows the before and after positions of all four
planes. Figures 24. 25 and as show the movement of eaeh plane
[the movement diagrams are separated to avoid overlapping
movement arro wsi.

After firing was re solved for Turn I . all four planes were still 1n
the air at liflfil} feet. Torelt announced that he would try to tail
Abrams" SE 5. Benson eould have tailed Euelter's Albatros. but
deeided net to.

Then the die: were rolled to determine movement order. Elen-
son rolled a nine and moved first- Euelter rolled a seven and
FH—h-F I ___..

y - serene.
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moved seeond. Abrams rolled a four and moved third. Because
1rorelt was tailing Abrams. he moved immediately after Abrams
and did not rtJII far his movement order.

Seeoud Turn. Movement

To begin the turn. Hensonh SE 5 performed an [mmelmann
turn. moved three more squares and stayed at littfifl feet.
Euelter's Alhatrus perfurmeri a wingover. dived Ifl'fl feel ltd-
J-tjtfit‘l feet} and moved direetls- underneath Henson's SE 5. H3-
diving tilt] feet. the plane wasable to move eight squares t'i'll mph
throttle speed plus one bonus square for the dive]. The pilot then
announced he was making a nose up attaelt at the bottom of
Henson‘s SE 5.

| [mmelmann Tt:rn

I'
if

Flgure Id

Abrams moved third. revealing his stall maneuver. The plane
moved forward one square leounting it as five squares beeause of
the stall]. This completed the maneuver. melting it "f orelt‘s turn to
perform a maneuver.

The player enntrolling 1t'oreit had eight maneuvers in his hand
toehoose fI-IEI-ITI- The S E 5‘s stall was a reversal maneuver. hotvev-
er. so the tailing pilot had to perform a stall or be reversed iwhieh
would foree him to finish his move before Abrams}. To avoid this.
'Iforelt ehose to do a stall. He moved his plane ahead one square
and eounted it as live squares.

Abrams then had to eomplete his move. He ehose to move two
more squares and dive III] feet. finishing at an altitude of MESH
feet. This move was a total of seven squa res {til} mph throttle speed
plus one dive bonus sq uare}. He then an nouneed he was ma lting a
add-foot tail shot at Eue Iter's Albatros. ‘t’orek‘s Albatros then
finished its move h}.- diving llllfl feet and moving three more
squares to taite up a tail—attaeit position against Abram‘s RE 5 al
H.950 feet. This gave him a IDfl—foot tail shot and the option to
tail again nertt turn.

I Slall

Figure 15

After firing is resolved, the game will proeeed It] the third turn-.-



ADVANCED RULES

Percentile Table

The advanced DAWN PATEGL rules often state probabilities as
percentages rather than simple one or two die relts. lfthechance that
something will happen is given as a percentage. players should con-
suit the table below and roll twodice. If the dice roll equals one of the
numbers shown opposite that percentage, then the event has hap-
pened. Fer eaample. if the roles state that a gun has a 3fl% chance of
jamming. the player firing the gun should tell two dice. According to
the table below. the gun will jam if the player rolls a 'i‘ or an E. If any
other number is rolled. the gun does not jam.

5% II 559%: 5.6.7.3
"1% 5" hfl‘ti- 3.5.6.13
[5% t5 bfi‘iff iii—Ali
rest. at: test sass-1s
35% 4.3 35% alescep12.3.4.ltl
Hill's 7.3 Efl'lh all except 3.4. it]
35% 2.4.5.6 H531: allettcept3.ll.l2
sets 5.5.3 90% allettceltit'il
est-s s.r.s 95st. allexeept ll
50% 4. 5. 5.3

Random lGolinbat

Using the random set-up procedures outlined in this section. play—
ers can create an almost unlimited number of game situations. Each
game can involve any number of players and still be unique and
historically plausible.

Teams

Teams should have the same number of players. whenever possi-
ble. Each player rolls two dice. and the players with the highest dice
rolls are German. If there is an odd number of players. roll a die to
determine which side gets the extra person.

Date

floll two dice to establish the date of combat. Match the dice
combination to the delta on this table:

It] Feb l'li'l'l' 3E3 Sep I'lill'ir 3.-'ti Apr IQIE
If! lvlar till? 2H Get f'ill'.II 454 May l'l'u'llfl
i_f3 Apr I5|ITIr 255 Nov I9]? 4.:‘5 Jon lilIE
H4 lvlay till'ir 33b [lee it'll? we Jul filth
”5 Jun if”? 3!] Jan [ENE 5J5 Aug l'l'lll
lt'ft hi it“? 3!! Feb I‘illE 5H5 Sep lillll
3.“! Aug till]? 355 Mar filth bib Gct lttlb

Aircraft

The Random Aircraft Charts are used to determine what type of
airc raft the players will fly- The eha rts are historically accurate and
reflect the probability of two types of aircraft meeting in combat
do ring a specific period of the war. Players will not always get to fly
the best aircraft available. but. neither did the pilots who fought in
WWI.

The charts cover the live-stem Front from February ltl'l‘l to Gcto-
her 1'} IE. 1tti'hile the charts are useful. players should not ignore the
other fronts of the war.

Separate charts are provided for the Allies and the Germans.
Dates are indicated across the top of each chart and aircraft types are
listed down the side. The dates each type was in service are marked
with a thick line. Looking down a column will tell players what
aircraft were in service at that date.

All Allied players will fly the same type of aircraft. The Germans
often mised different aircraft types in their formations. so a German
player rolls one die:ona roll of l or 3. all German pilots will be flying
the same type of aircraft. hot on a roll of 3 through a each will roll
separately for their aircraft-

l4

To use the charts. players locate the date of combat across the top
of their respective charts. Each side rolls a die and compares the
result with the numbers listed above the thictr. lines for that date. Any
aircraft types that list the number rolled above the thick line may be
the plane flown on that date. lfenly one plane is indicated by the first
roll. it is used- If more than one plane is indicated. a second die is
rolled and the result is compared to the numbers listed below the lines
to find the ettact type from among the remaining possibilities. Ettam-
ple: The date of combat is November I9 I T. The Allied player rolls a
l. the Eopwith Pup and the SPA-D. 'v'll. A second roll oftl picks the
Sepwith Pop from those possibilities.

Some Allied aircraft were used by several nations [these types are
ma rlted with an asterisk on the chart}. Whenever one of these types is
flown. roll on the Nationality Tables to determine the owning
country.

Location

Gite die is rolled to determine on which side of the front lines the
air battle is occurring:

I = Allied
2 er 3 = |Giver the front tiers

4. 5 erfi = German

[The Allies were more aggressive in their patrols than the Germans.
so most combat was behind German lines] To determine the ettact
distance from the battles location to any specific lines { or the from}.
use the procedures outlined in the section on Getting Back.

Altitude

After the aircraft are chosen. one player rolls a die to determine the
altitude of the dogfight:

l or 2 = Low; 3 or it : Medium: 5 ore = High-

In lew altitude games. a second roll of one or two means a ground
attaclt or balloon attaclt game. if the players want. Players announce
if they are flying alone or in formation. then roll to determine eitact
altitude. Gne die is rolled for thousands of feet and a second is rolled
for hundreds of feet. If the battle is at low altitude. the sum of the
figures is the starting altitude. If it is at medium level. b.tllltl' feet are
added. If it is at high level. 1233l feet are added. It is possible to get
various starting altitudes from a minimum of I.tt'ttl feet to a matti-
mum of |E.bflfl feet-

Ettample: The game is at medium altitude. A roll of four for
thousands and three for hundreds gives a starting altitude of 111.301}
feet.

lfaeleud banlt coincides with the starting altitude ofone group of
planes or lies between the two formations at the start. adjust the
altitude of the group within or above the cloud to 5d feet above or
below it on the side of the opposing formation. This will notalterthe
chance of surprise. if it is possible.

Surprise

if the difference in starting altitudes between two opposing former
tiens is greater than ltltltl feet. the higher formation has a chance to
surprise the lower formation. Such su rpriscs were common in World
War I. when attacking groups hid themselves in clouds or dived on
enemy aircraft with the son behind them.

The base chance for a suceessfttl surprise attaclt is Ellflh. no matter
what size formations are involved. Arty experienced pilot-s or aces in
the lower group decrease the chance of surprise by 5% each. and any
in the upper group increase the chance by 5% each. These adjust-
ments may counterbalance each other. and may never adjust the
chance below lull-iii or above 3%.

[f the flight leader of the upper group rolls successfully for sur-
prise. then his flight ean immediately dive into the lower group and
attaclt before the lower formation can respond. Each attaching pilot
rolls randomly to determine which plane in the tower fennation he
will attack. No more than two aircraft can attach any single plane.
The pilots mating the surprise attaclt can attaclt from any position
etteept head-on. and adjust their attitude accordingly.



If any planes attacking with surprise ceme inte the fields ef fire ef
the planes in the lesser fennatien. pilets and ebscrvers must reil a
cne er twe tn react and the en the attackers. Even if the rail is
successful. they can fire enly a shert burst.

After a surprise attack. the game precceds nerrnally with a
scrambled mevement erder fer the fellewing turn.

If a rail fer surprise is unsuccessful. the up per greup is spetted and
the twe fermatiens apprea eh each ether as they we aid nertnally.

Wind

1|ill-'ind usually is net an impenant faster. but it semetimes influ-
ences landing and lalting eff.

1|iIi'ind directien and strength sheuld be determined at the start ef
the game. fteli twe dice te determine frem which directien the wind
is ble rating:

3 1: ii W
3 hi 9 SW
at HE ll] SE
5 NW ll S
e W ll E
i" W

Find the wind speed by relling nne die:

Calm
Negligible Breeze
Light Wind cf ll] mph
Light 1iii-find ef Itl mph
Medium Wind infill) mph
Strung Wind [Ill mph belpw 5,000 feet.
lit} mph at Still-ll feet and abevel

{T
'L
fl
-F
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flit altitudes pf iflflfl feet nr mere pla nes lili'ill drift with the Wind- All
planes are meved ene square dewnwind fer every lt'l mph ef wind-
speed at the end ef each turn. Histerieally. prevailing winds en the
1Western Frent tended te blew air battles deeper inte German
territery.

Claude

Eefe re the game starts. enedie is relied te determine the number at"
cleud banks in the area. Anether die is relied fer each bank te
dell-Ermine its thielt tress-

1 fine Eanlt l ill-ll feet thielt
2 {the Ban]: 2 Iii-[til feet thick
3 Twn Elanlts 3 Silt} feet thick
4 Three Banks 4 fill} feet thick
5 He cleuds 5 Till} feet thick
s hie cleuds b Silt} feet thick

The attitude cf each bani-t is feund using the math ed described in
the sectien fer starting aircraft altitudes. [See the altitude seetien at
Hand em Cembat}.The result is thealtilude ef the lewer hpundary nf
the cleud banlt.

Pilets may hide in cleud banlts at any time. and may leave the
game by escaping inte them. (Since an aircraft enters a stand it is
remeved frem the beard. At that time the pilet decides hew le ng he
will stay in the cleud and. by pletting mevement. determines when.
where. and at what altitude he will emerge frem it fat the start ef a
subsequent game turn}. unless he is escaping- On the turn he is
scheduled tn emerge fmm a clend. the pilet must place his aire raft en
the heard in its preper leeatien. determine his pesitien in the randem
mevement erder and in his turn begin frem that lecalien and alti—
tude. [in the turn ef citit. the plane must end its mcve nutside all
Bland halt Its [th as being unebscured fat" at least nne turn]. Np pilet
may remain in a cleud fer mere than fear censecutive turns. An
aircraft abeve a cleud may net pass threugh the cieud and attack a
plane belew it an the same turn.

l5

Advanced Sequence at Play
Players whe use the advanced and nptinnal DAWN PATRUL

rules sheald fellew the ad 1vaneed turn seq uenee eutiined en the back
cever ef the rule bee}: rather than the turn sequence frem the basic
game. This eutline incerperates full use ef the different Advanced
Rules.

Advanced Mevement
Mina-sum Speed

The minimum speed fer mest planes in pewered flight is fill mph.
Hewever. the Feltlter Dr J. Sep with Tripla ne- blieupert I? and
Hanriet HD-l have minimum speeds ef at} mph- The Halherstadt Cl.
l‘liIi and the Sflpwilh Flip have minimum speeds nffifl mph when they,r
are net carrying b-nmbs and fill mph when they are.

Gliding

An aircraft can glide with its engine eff er at law threttle [all] mph}.
a plane‘s enginecan be shut eff by the pilet c-r damaged se sevem

that it steps running. Planes with engines eff rneve alter planes that
are cut ef centre] but befere ether planes. flnly flexible guns can fire
when the engine is eff; fenvard-fi ring guns eannet fire.

If a pilet shuts eff his engine veluntarily. the hit facter rating cf the
engine increases tn Tfpr as leng as it is net ape ratinghtlt reverts tn b if
the engine is started up again. {This is semetimes dene te lessen the
chance ef fire er caplesien: sec Critical Hits.l

A plane with its engine shut eff must dive at lea st dfltl feet and ne
mere than 1still] feet per turn. It cannet malte till] degree turns and must
rneve straight far at least twe squares between 45 degree turns.
Falling leaf is the enly maneuver a hen-pewered aircraft can per-
ferm: it can be used in put cut an engine fire if the plane dives at least
Sflfl feet with fear sideslips.

A nenrpewered plane gets a mevement hnnus the first time it
meves after the engine quits. flee-half ef its previeus threttle speed.
reunded up. is added te its mevement- Fer eitample. if a plane
meving at illl mph takes a critical hit that steps the engine. it gets live
eatra squares ef mevement en the neat turn. These five squares are
added it] the mevement the plane gets by diving see In ”Jill feet.

If a pilet shuts effhis plane'senginc and then later turns it back en.
the plane‘s Ihrettle speed is immediately set at fill mph.

A plane's threttle speed may be lewercd te ill] mph by a critical hit
er veluntarily by the pilet. Planes at law threttle meve after nen—
pewered planes but befere planes flying with full pewer. A plane
flying at law threttle can fire any nl' its guns.

Planes using lnw threttle must dive between Still and Lilli} feet
each turn. They cannet maltc'i'tl degree turns and must meve straight
at least twe squares between 45 degree turns. The enly maneuver
fie-rm; it can be used te attempt te put cut an engine fire if the plane
dives at least Elli] feet with fear sideslips.

Dn the turn a plane cuts tc lew threttle. it gets a earryever bnnus
equal In half its previeus threttle speed. reunded up. er 4D mph.
whichever is greater- If a pilet sets his plane at lew th rettle velunta ri-
ly- he can increase speed In fill mph at the start efany turn.

flvet'tli ve

A pilet can cheese te dive his aireraft mere than its nermai limit at
the rislt ef having it brealt apart. The chance ef breaking up depends
en the ame unt ef everdive'.

" = Ifi- HIT: 35% sse=eew
lflfl" = lfifih 3513' = “Him: the = 155%
150' = 205335:- 4fl'fl' = 45% EST I 711%
Elli" = Eli-553:;- 45fl' = SUCH: nver fiftfl' = 75w.
150* = 30% 500' = 55%

I[.l'verdives may be invnluntary during euhef centrel mevement. but
the maxim um velunta ry everdive that may be attempted by any pilet
is Lilli] feet in can turn- Stress frem cverdiving dees net accumulate
frem turn te turn.

‘lfictery credit fer a plane which brealts up in a veluntary cverdive
may be awarded te any enemy pilet whe fired an that plane in the
prinr game turn.



Iflint-af-It:arrtrel Mavement

Planes falling aut af central always meve first. fallnwed by gliding
aircraft. Any pilet intending te tail :1 plane which gees aut ef central
is freed frem the ebligatian te tail and determines his place in the
erder af mevement by the adrenal dice rail. Pilats may fall aut af
central far any ef three reasens:

I. uncanscieus pilat
.2. severe er critical damage te a sectien ef the plane ether than

the engine.
1. less af farward speed.

Pilat unce nsciausness is the mast cammen cause af lass af central
[see Weunded Filat]. If a pilet is uncensciaus. his plane will fall eut
af central the entire turn. If the pilet wakes up. he can regain central
ef his aircraft unless it ended the turn in a spin.

Severe damage else can cause a plane te fall cut at central. Any
time a plane takes its maximum numberef hits in any sectien except
the engine. it is cansidered shet dawn and it falls aut ef central.
Critical hits eccasianally have the same effect- Far example. a plane
that cannat bani: right because af an altered hit will fall aut ef
ce ntrel if anethcr critical hit jams the cunt rats in a bent: right.

The minimum speed needed te remain in cantrrrlled pawcred flight
islrll mph {fill rnph far same types}. lfa plane‘s speed is reduced belaw
this by critical hits. the plane will fall eat af central-

A pilet in danger might alse veluntarily put his plane cut af
central in larder ta- feial the enemy inlet thinking he was shut dawn.
The pilet can central the distance his plane dives. but may have
difficulty recevcring if he ends his turn in a spin.

An aut-af central plane‘s mevement is determined by dice rails.
The first ralldetermines haw far the pla ne will fall. based ctn its basic
dive rate-

Maximum dive minus 2th} feet
Maximum dive minus lilti- feet
Maximum dive
Maximum dive
Maximum dive plus Ill'll feet
Maximum dive plus Elli] feetfl
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Maximum dive is the plane's eriginal maximum dive. lfthe pla ne‘s
dive rate was reduced by a critical hit. it will still dive its ariginal
maximum. The difference between the criginal maximum and the
reduced dive rate is everdive. Fer example. if a player with a Faltlter
[1| '0'“ that is falling aut efcentrel rallsa six. the plane will fall t.'.tee
feet- This is a Elle-feet everdive. If the D VIPs dive rate had been
reduced ta Lilli] feet. it wnuld be a Juli—feet everdive.

The plane‘s current turn speed. telling inta accaunt reductiuns
caused by critical hits. is added In the distance the plane falls ta
determine haw many squares the plane maves-

The exact path ef the aut-af-cantrel aircraft can be pinned frem
square ta square by rellirrg ene die fer every square maved:

Dut—uf-I'C‘entrel Mevement

Left
Left
Straight
Spin
Right
Flightfl

u
h

m
w
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A spinning aircraft expends mevement by drapping several
hundred feet in an uncentrellahle vertical spin. The distance the
plane spins is determined by ralling ene die. multiplying the result by
lflfl and adding still] feel. The resulting fall will he frem see ta LUIJIJ
feet. Aircraft always came eut ef a spin facing either nerth er seuth.
ltall ene die: l-3 = nerth. 4-6 = seuth.

if a plane is still in a spin when it reaches the end ef its mevement. it
must centinue ta fall aut af central an the next turn. The Ieftevcr
squares ef the spin are the first squares ef mevement far the next
turn.

lt't

Ta illustrate this pracess. the eut-af-cent ral meveme nt ef a
Faltlter D 1|it'll has been pletted. The Feltlter is falling 1.7m feet and
has a turn speed ef'llt mph. an it will fall Eli squares. The numbers
listed belaw in pa rentheses are the die rails an the flut-ef-Centrei
lvlevement table. Next te them is the result fram the table. and en the
right isa tally afthc mevement paints expended bythe aircraft upta
that peint.

{ 1} Left |
{I} Left 1
{ll Left 3
{tr} Eight ll
{3} Straight 5
{3} Straight s -
{4! Spin till 4400' + setzr = s is
{5] Eccaver frem spin facing seuth
t5) llisle ts
{ll Fitmight |".t
[2) Left |g
[31 Straight I'ilI
l4} 5l l3] 400' + Ellll’ = T" as
{I} lil-eeaver frem spin facing nerth

In this example. the Falelter twisted and turned and spun twice.
meving If: squares. After each spin. a rail was made ta determine
which way the plane wauld face when it came eut ef the spin. The
Falslter El hf“ recevered fram its spin at the end af its lath square.
meaning the pilat might have a chance ta regain eentrel.

Planes that are net efcentrel can be shut at by enemy planes. but if
a plane ends itsturn inaxpin itisdrepping te-e rapidly and Unpredict-
ably ta be shet at that turn.

When a plane‘s fall is at an impartance ta the ether players an
abstract methad can be used te determine the plane‘s fate-

The amaunt ef altitude last is determined using standard rules. If
the aircraft is famed ta fall beyend its limit. there is a chance it will
brealr up in the everdive. If the plane dacs net break up. its final
Ieeatien {in relatian ta where it started the turn] can be relied
randemly. flee die is threwn far the directien the plane fell as it
drepped aut cf central: I er 2=narth'. Feast; di‘west'. 5 er b=sauth.
Twa dice are relled and the plane is placed that many squares away
frem its farmer pasitien facing the directien it fell.

Since ending in a spin is a danger when falling aut af central. there
is a base Alfie chance each turn that a plane falling eut ef centre] has
ended its meve in a spin and must centinue falling eut af central the
next turn.

This rule daes eat replace the detailed rules I'm falling aut af
central — it is anlya quicls meshed ta use when the exact mevement
is net needed.

Luteve-l Flying

When a dagfightdreps tea paint where altitude is being measured
in hundreds cf feet rather than theusands. pilets start in be can-
cerned abeut what is an the greund. The DAWN PATRDL game
beard sh awsa typical area behind the lines. with several farms. small
hills. an airfield and a railroad statien-
fienerally. 5t] feet is the lawest pessihle altitude far flight. There

are twa exceptians ta this; planes that are landing er tailing affand
planes that are ever a river that is mere than ane square wide can fly
at acre feet. _

Pilats flying at law level must watch far graand ebstacles. Any-
thing that cauld interfere with flight by rising ta fill feet er mare
abeve greund (trees. buildings. smallestaclts. telegraph wires. hills.
bridges. etc.) is cansidered a graund ebstacle. Each ebstacle fills anc
entire square-

Art ebstacle is a hazard te flight at altitudes up te its height. A Hill
feet tree. far example. is an ebsta cle ta flight at bath fill and lull feet
and eannet be flawn thraugh at either altitude. |lilbstacles such as
factery smallestaclss may be even higher than llltl feet. Must ether
ebstacles are hasards anly at it} feet- Hills and rising cantaurs are
abstacles at their height and raise any ebstacles an them prepertien—
ately higher: a tree en a ltlll—faat-high hill is an abstractian at 2th}
feet.



lfa plane starts its mnycnt-ent at the same altitude as an nbstaele. it
can pass ever the nbstaele nnly by climbing sn it finishes its turn at an
altitude greater than that cf the nbstacle. Climbing beer a grnund
nbstacle and then drn pping haclt tn the plane‘s startingaltitude is net
allcwcd in the same game turn.

If a plane starts its mnyement at a Inwet altitude than an nbstacle.
the plane cannct climb user the nhstael-e unless there is at least nne
clear square between the nbstaele and the plan e‘s starting pcsitinn. If
the plane is adjacent tn the abstaele. it can climb ever the nbstacle if it
has a climb rate cf 33] feet nr mnre. If the plane dces nnt have high
enough climb rate nra clear square tn climb th taugh. it must attempt
an immediate lnnp nr lmmelmann turn tcaynid the cbstaclc. Even if
an: uf these maneuvers is attempted. there is still a 15% chance nf a
crash {5% far esperienced nr aec pilnts} due tn misjudgment. Fer
eaample. an Alhatrns [1 ‘il at 5|] feet enuld fly near a tree [lllll feet
high} nnly if it stat1ed its mnye at least Ell] feet frnrn thetrce. lt cnuld
climb ever the tree and end its mature at lfill feet cr higher. If the
Albatrns was adjacent tn the tree. it wnuld has-e tn perfn rrn a leap er
lmmelmann turn. because its elimh rate is nnly Elflt'l fect-

Descending cwer an nhstaele requires that the aircraft begin its
turn at an altitude higher than the nbstacle. and that nne elearsquate
is between the ending pnsitinn and the nbstacle fnr every fill that
difference in the plane‘s ending altitude and the height cf the
abstacle.

Aireraft can pass arnu nd grnund nbstacles in adjacent squares. but
nnly alung a square side. nnt diagnttaily. In the diagram b-elnw. the
Albatres at fifl feet enuld aynid the trees by pcrfnrming a leap nr
lmmelmann turn nr by banking tn the left-

Q
A plane that hits a gen und nhstaclc is demnlished. The pilnt has a

“1% chance tn survive the crash.
Player-s may at same time feel the need fnr mnre flying space. The

' pme beard can be expanded by purchasing a sewing beard nr
cutting heard. a Std" a 3'2” felding sheet nf cardbnard marlted in
cite-inch square-s. These bnards can he dccnrated as desired. Einme
pceaihilities are the frent with its trenches and devastated terrain. an
aercdrcme er a tnwn. Ifirnund features shnuld be recngnieable tn
new players- |tilpcn areas that are pnssible landing sites shnuld he left
untriarlted sn the rnughness can be determined by a die rnll when
sacriecne tries in land [see Landing th- Taking Giff].

Escape Frnm Cnmbat
There are twn ways tn escape frcm enmbat. The first is tn mnye

late a clnud and declare that ynu have escaped. The secnnd is tn
declare ynur intentinn tn escape and then lly three cnnsec utiye turns
lill'lfltiit shunting nr being shat at. Iillnee an aircraft has escaped frnm
carat-at. it is cansidered cut at play and may net return tn the actinn-

ii"

A plane that has been presented frnm escaping by an enemy
aireraft may return in en mhat nr try tn esca pc again by declaring its
intent. A pilnt whn has declared his intentinn tn escape but has net
yet escaped may return withnut penalty. but if he engages again and
later annnunces his intentinn tu escape a sccnnd time. he may act
retunt.

The intentinn tn escape frnm cnmhat always is declared hefn re the
randnm nrder nf mnyement has been determined- Pilnts nf planes
that autnmatically must mnee first in a turn ilhflfif sliding» nut fli
cnntrnl. etc.) may nnt declare an intenti-nn tn escape-

lf a plane is damaged tn the paint where the pilnt tst land
immediately. see Landings and Taltcnt'fs. If the pi int thinks he can
make it baclc tn his nwn airfield. but wants tn try tn at least reach his
nwn lines. see Getting lilaelt.

Time Limitations
Tn simulate the fast pace nf aerial cnmhat. players can set a time

limit nn mnees. Suggested time is ahnut 3t] secnnds fer each player‘s
turn. Each turn nf game play is estimated tn be apprcsimately 1ft
secnnds nf scale time.

Attack Limitatinns
Since air cnmbat in 1|i'i'nrld llii'lr'ar l was individualised. earn in a

large dngfight. it usually was nut pnssible in ma he an etl'ectiye gang
attaclt. Therefnre. nn mnre than twn planes may attach an enemy
aircraft at nne time. Mei-re than twn players may attack nnly if it is
impnssible fer them in get an equal er a eluser shut. nther than
head-nu. at annther enemy plane. Any pilnt eaceeding this limit
when an acceptable alter natc shnt is ayaila hie will miss autnmatieal-
Iy. with nnrtt'ial jamming chances and ammunitinn expenditure.
Clbscryes firing rear guns are ntJt euunted against this limit-

Advanced Cnmhat
Ad yanccd cnm hat is net a single rule per sc. but inccrpe-rates all

the rules which fnllnw.

Limited Intelligence

A pilnt in a DAWN PATHDL game has an impn rtant ad vantage
nyer his Wflt‘ld lltiller l enunte rpa rt he linens a Int cf what is gning
cm at a particular instant in a dcgfigltt. Histarically. each pilnt had
his hands full with his nwnaircraft and his principal gnal was simple
suryiyal. If he was deft ennugh with his aire raft and quiet in eluding
enemy bullets. he might get a chance in attaclt effectively himself.
litarely cnuld he see mnre than a small part nf the us-erall ccmbat.

Because the game dnes nnt mnwe as quieltly as actual enmhat.
players are mere aware nfwhat is necurring. Certain prnecdures can
he lnllnwed. hnweyer. tn create a mere realisitic atm nsphere.

Ha ny similar types cf aircraft nn bnth sides are indistinguishable
tn the enemy. An Allied pilnt rrtight knew he was up against an
Albatrns twn-scatcr withnut recngniaing the specific mndel. The
same uncertainty can prevail in the game when a pilnt recngniaes a
type [frnm the playing piece} but net the eaact mndel. This wnulel
hnld far all similar types: Albmtrns fighters. the twn mndels cf the
Camel. the Halherstadts and the nthers. Players need' nnt [Jrnyide
any infnrmatinn en the cream mndel they are flying.

Warld 1til-"arl aircraft we re net equipped with radius sn cnmmuni-
catinn stepped when ecmbat started. Therefnre. game-related in-
fnrmatinn and tactical hints shnuld nnt be escha ngcd between play-
ers ence the ga me is and enea y. The caty eaceptinns in this rule are
twn-seatcr crews. whn may discuss details and tactics between pilnt
and nhserycr.

Many nf the die rnlls necurri ng during the game alsc can he ltept
secret frnm enemy playc rs. especially rnlls fer gun jams and critical
hits. These can be ennccaled with a teammate witnessing thedie rnlls
nr. if the players trust each ether. they can institute an hnnnr system
each player tn maltc such rnlls an his nwn. This creates a situatinn
where a player may nnt be aware at critical prnblems his wingman is
having. An hnnnt‘ system else can he used far rnlls determining the
number nf hits scared. A player rnlls in the cpen {far his nppc ncnt‘s
benefit} fnra hit er miss. but cnnceaIs his rnll fer the nu mhct nf hits



scared. This restricts the uppune nt's ltnuwledge cf gun jams- lt alsn
requires players wbu trust each uther implicitly. Since errurs might
gn unnuticecl. each player in such games must be fullyr familiar with
the rules.

dmmunhien Expenditure

This rule lets players cheese the amuunt ufammunitiun fired in
each burst. It shcnld be used alung with the ether Advanced ti" umbat
rules.

Each plane carries a full lead at ammunitiun [measured in ammu
puintsl which can be fired in lung. interrupted ur shurt bursts. The
ammuniliun is sturcd either in drama [which can be reluaded] ur
beltstwhich cannut be reluadetll. Each aircraft‘s armament is listed
un its aircraft reference card. The different types uf guns carry the
fnllnwing number ufammu pnints:

Drtans

Lewis. Parabellum. litevelli It] ammu paints

[Ielt
5f} ammu puints
at] ammu puinls
3t] ammn puints

Spa ndau'"
"stickers
Marlin. Schwarrlnse

"' During flctuber 1'? iii. shurtages arc pussibic; rull une die fur the
entire flight: Lit] ammn paints per gun; 2 er 3. 3t} amrnn paints
pergunwtnr 5.1“] ammu paints per gun; ti nurmal allntmentuf5t‘l|
puints per gun-

Separate recu rds must be kept fur the ammunitiun supply uf each
gun. as nccasicnal differences can uceur due tn jams and ether
prnblems. _

Firing nnc cf the three types uf bursts uses the fulluwing amuunts
ufammuniliun:

Hurst Mean
Lung fuur puinls
Interrupted three paint-s
She-rt twu puints

When firing twin-muunted guns tugether. buth guns cap-end the
same amuunt uf ammu- tJnly Fultlters and Albatruses can fire arse
gun at a time. Wing guns always fire independently. and can fire a
different hursl than the deck gun.

When leftcver bursts uf une puint are fired. subtract new hit frum
the number uf hits scared. At East une hit is always caused if the
target is damaged. huwever.

The type cf burst being fired must be declared by the pilut befure
the dice are rulled fur damage. If a pilut neglects tu annuunce what
burst he is firing. it is assumed tu be a lung burst.

Firing. reluading and unja mming are mutually exclusive and unly
une cf the three can be dune in a particular turn (see the fulluwing
sectinnsl-

Reloading

filmi- that uscarnrnn drums are the unly types that can be reluaded
during eumbat. flnce a drum is emptied. it must be replaced befure
the gun can be fired again. The Pa rabellum and Revelliare ubserve r‘s
guns; the Lewis is buth an ubserver's and pilut‘s gun.

If a pilut tries in reluacl a Lewis gun. he must fly straight at least
five squares and then rull a L? ur5 un unc die in successfully rearm
the gun. If an enemy aircraft attac its his plane un the turn cf reluadv
ing. the pilut must rull a l tn reluad successfully- Esper-
ienced ur ace piluts can reluad a Lewis an a rail uf l-tl- nunnally ur un
a l at 1 if under fire. Fuur extra drums are carried in the cucltpit fur
the Lewis gun.

An uhservcrcan rcluad nae-gun per turn autun'tatleally ifthe plane
flies five squares straight at any time during its muvement. If this
straight muvemc nt is nut made. the ubserver must call l4 tu succesa
fully rearm the gun- Twu turns are needed tc relnad bnth guns nfa
twin muunt.

lil-

If an nbserver has a twin gun muunting and wishes tu reluad une cf
the guns during a game turn. he must decide whether ur nct tu
attempt the. relnading immediately after the tw u-seater finishes mcv-
ing and befn re ether planes have muved. If he elects tn reluad. he will
nut be able tu fire the nther gun that turn.

All twu-seaters carry fn ur eatra ammunitiun drums fur the
nbse rver.

Gun Jamming

The machine guns that were mcunted an aircraft in WW1 had a
tendency in jam under cunstant use. A pilut whuse guns jam in a
dugfight can be in seriuus truublc.

Firing a machine gun aeve ral turns in a raw increases the chance it
will jam due in the heat and rapidity uf firing. Every time a gun is
fired. there is at least a 5% chance it willjam. When guns that are cuul
are fired fur the first time. a shnrt nr interrupted burst has a 5%
chance uf jamming and a lung burst has a [DE-{F- chance uf jamming.
Fur each successive turn that a lung er interrupted burst is fired. 5%
is added tn the chance nf jamming. If a shurl burst is fired. the
chances remain the same. Five percent is subtracted frum the chance
ufajam as the gunscuul. fcreacb turn theguns are nut fired. untiltfih
is reached.

Players must rull furgun jams befure rulling tu hit ur tudetermine
damage. 1Il‘tl'hen firing twin guns. rull furjams un each gun separately.
.lams are always kept secret frum uppusing players.

tl'ajarn cccurs during a lung burst. the full burst is fired- lfajam
uccu rs during an interrupted burst. half the nu mbcr nf hitst rnunded
up] are scared. If a jam uccurs during a shcrt burst. nu bits are
scared. If unly cine gen at a twin mutlnt jams, there |I-Iriil lit-E nu
adjustment en a lung burst; hi ufthe regular hits en the twin gun table
willbescured byanintcrruptcd bursttruunding up. but witha luss uf
at least une hit}; the number uf bits is determined an the apprupriate
uneugun table fur a sburt burst.

Clearing Jams

If a gun jams. the pilnt can make cine attempt per turn tu clear it.
starting the turn after the jam uceurs- lf twin guns arejammed. the
pilut can try tu clear huth in a single turn. but each gun is rulletl fur
separately. litulls tu clear jams are made privately. If a gun jam
can nut be cleared after eight attempts. it cannut be cleared in the air.
.-'-'t pilut whu tries tu clear ajam cannut fire anygunsin the sameturn.
Huts-ever. rulls tn clear jams are made after eumbat. su a pilut with
unc jammed gun and cne clear gun can decide tu fire the clear gun
instead nf unjarntning the ulher gun-

The chances tu clear the val'lutta types cf jams are listed belnw'.

Jam Elli-ace tu Clear
Shun Jfiiis
Interrupted 25%
Lung I 5%

Lewis guns are 5% mcre difftnult tn clear.
Albatrus D it a nd I'J Va mud els had a special device that lacked the

cuntruls. alluwing the pilut tu use buth bands tu wnrlt an a gun
jam. Albatrus piluts can add 5% in their clearing chances it" they
use the device. They must fly in a straight line withuut diving ur
climbing fur the cumplete turn.

Dbseners always get a +59%. bunus when trying tu clear jams.

Range!Firepuwer Effectiveneas
This rule intrud uces variatiuns in the effectiveness uf different

types uf gu us at different ranges. lt shcnld be used alnng with the rule
an ammunitiun expenditure.

{in all shuts1 the pilut picks the type cf burst fired t lung1 interru pt-
ed ur shun}. rulls tu hit. and then checks the table belcw cnrrespnnd—
ingtu the numberand muunt nfguns un Ihisaircraft. the range ufthe
attack and the type uf burst. The result is the culumn that shuuld be
used an the advanced Hit Table tu determine the number cf hits
scared. Fur example. a Fla]: with twu declt—muunted guns firings
sh nrt burst at a range cf -l-l}ll feet wuuld use table t] tu determine the
number cf hits scared.



Twin Guns Deck Haunted Semi-deflectien shnts — all tep and bettem attacks. all first-tn rn tail
attacks and all headsen attacks where the altitude difference

L i i between attacking planes is mere than ltltl feet are treated as
nerma].

fifl-lfltl' It. E. J
I Slit—EDIT J J l He adjustments can shift fire higher than celunin ht fer twin guns.
350-300' J l H cnlumn l fer single guns. er lesser than eelumn A.
Jill-400' I H t:-
dfifl—Sflfl' H C- F

Wnnnded Pilnt

Single {inn ”“51 Meunted if this rule is used. a plane is net autnmatically shnt dnwn if the
pilnt is hit. Instead. adie is relied tn determine haw badly the pilet is

L '— E hurt

lgggg, g g g assesses...
350-3110“ F E D Hell 1 s 3 4 s s+
35W“ E D C
qjmfimr D C B 1 NE LW LW CW CW D

2 LW LW CW CW D D
3 LW CW CW D I] D

Single Gun 1Wing h'lnunted 4 CW CW D D D D
5 CW D D D D D

L I g s D D [II D E] l}

l$_é$r E E [E]. HE: He Effect. The wennd has me effect ether than reducing. the
Im_3mr E- D 'l: lpflflrfi landfill-E Charm lfiqfi- .
535$t D I: H L'W: Light 1t'tl'nuntzl- lhcptlnt‘s turn spend is reduced hy lllmphthut
45.34.30; C B A never less than at} mph} and his landing-chance is reduced

15% it the pilnt is flying abesre It].fltlll feet. there is a ID?"
chanee every turn that he will pass nut. There is a5”is aha nee
every turn that he will pass nut it his altitude is If].tlflll feet

The hit table is shnwn bclnw- The attacking player le-eates the Dr less.
apprnpriate eelumn and rnlts nne die. The result an the table is the CW: Critical Wnund. The pilnt must try te land immediately. and
number ef hits scared agat the target plane. Pilets that have bnth his landingchanee is reduced Hts-ti. There is a 313% she nee he
deckand wing guns must rnll separately fer the hits scared by each will pass nut each turn.
and add the results. [1: Dead. The pilnt is trill-ed. His aircraft is shet dewn nut etcen-

trnl.

Hlt Table The player whn was hit tells secretly. and the ether players dn nnt
knew the result until the wennded pilnt is en the greund.

Di: There is ennstant danger that a wennded pilnt will pass ent. A
Eu“ A E C D E F G H 1 I y; L M player with a wennded pilnt must rnll tn remain cunsciuus at the start

nfetrery turn. if the pilnt passes eat. his aircraft will fall nut nfcnntrel
| t I |_ | | _ | 1 | 2 g 5 until it crashes er the pilnt regains cnnscieusness. An uncenseiens
fistt'.ti?"n:- t; sisiatiisai 31‘ iii "ti 5:3.l" *s‘ifl. ‘ts‘ljfl‘it fl}. pilnt has a 30% chance in wake up each turn. All rnlts tn remain
3 l l _l_ _ l U I. _ _2_ 2 3 censcinus er regain censcinusnessarc made at the start efthe turn.fittttfigfltta ...fifl-§tttf§ttttt¥h are .11ttsltitii;fittifi illsii A critically we ended pilet meyes in his nnrinal meuement nrdet.

.. but must dive tn the gre and immediately and try tn land. He must try
fifléfi‘fii‘t‘flmt-fi is ##3## fl liflWfi tfltlt‘iflttlttfl tn land as seen as he reaches the grnu nd. nn matter what his lncatinn

- . . . . . is.
MTEJJJE are dun-mated nsfrtg the H" anttnn TEHE' M m the .r't critically we unded pilnt can eat l'trc his guns esccpt tn return fire

against a headnnn attacker. The range en such a shet can be en mere
than Ell-ll feet. and the wnunded pilnt must shift left twn celumns en
the Hit Table.

Dellsctinn Sheeting A. wennded nbscruer has the same chance nf passing net as a
weunded pilnt. An ebserycr with a tin ht wettest can fight. but he must

In erder tn hit a mnsring plane frnm the side. tnp nr bnttnrn. a pilnt shift left nne celttten en the Hit Table and has nnly a 50% chance tn
ltsd tn shnnt ahead ef the target. This type nf shnnting was called relnad his gn us. A critically wennded nbsersrer can fire nnly if he retls
deflectinn sheeting. Deflectinn sheeting was mere difficult than a nne nr twn. and can nnly sheet at planes that are attacking the
sheetingata target that was straight ahead. se adjustments sheuld be twe—scater. lt-tasimum range fera critically wenndetl ebscruer is Jill}
matte fer the fellewing types at shnts: feet. and he must shift left twn celumns en the Hit Table.

Ifa pilnt er nbseryer is we ended mere than ence. the effects ef the
Deflectiea shets —- at] side attacks and at] sh ets by gunner ebse rsers wennds are cumulative:

nf twn-senters shnuld be shifted left nne cnlurnn en the Hit Table. -
LW+LW=CW.LW+CW=D.CW+CW:D.

Hen-deflectien shnts — all attacks nn planes landing. taking eff.
tasiing. er gliding. all bead-en attacks where the altitude differ- Additienal HE wennds have an effect-
ence between attacking planes is Ill-Lll feet at less and bath planes Critically wennded airmen whe survive their injuries must make
areapp teaching. and all secend-turn tailattaclts whem the tailing an additianal cheek te determine if they will rccns'erand be able tn
plane has sueeessfully tailed the target ene er mete censecutive fly again- a rell efene nr twn means they are incapacitated and
turns are shifted right nne enlumn en the Hit Table. unable tn fly again-

I?



German Parachutes

The Germans piencc red the use ef parachutes fer fighter pilets in
WIS. Altheugh the Alliesalse had parachutes. they were net issued
tn the air ferces fer fear they weuld dcstrey the pilet‘s will te fight!

While many pilets in the German air service carried parachutes.
almcst as many did net. believing that the disadvantage ef stering a
bulky elc vice that might net ftinctien anyway was net outweighed by
its apparent usefulness. Thercferc. enly abeut half ef the German
pilets carried the devices in lfllli. In games set after February l'llli
[July lfll I ll fer Austre+Httnga rian s}. all Ger man players. regardless ef
ranlt. may rell enee befere cembat starts te determine if they are
carrying a chute. A rell ef ene eir twe means a parachute is being
carried. Aces can sebtra ct ene peint frem the re”. Players must rell
fer parachutes befere the game begins. If they ferget. it is assumed
they met: eff witheut ene.

A pilet whe is critically weunded ei- whese plane has been in a
cellisien must rel] a cine er me tin ene attempt] tejump frem the
plane. Jumps can never be made frem eapleding planes er at alti-
tudes bell-1w l-fiflll feet- A. pilet eanjurnp in any either situatien.

A pilet with an unepcned chute will fall Hill] fect per turn. Chutes
must be epcncd within three turns afterjnmping and befere ljtlll
feet is reached- Ctpen parachutes drepdtlfl feet per turn and drift with
the wind. Players cannet sheet at pilets whe parachuted frem their
planes-

at. pilet whe jumps successfully has an 30% chance te survive if
previriusly unhnrt. 60% if lightly weuttdecl and 30% if critically
wriundeel.

flptinrtal Tailing
The basic rules use a tailing precedure that uses the lb maneuvers

in the game. This eptienal rule can speed up play and increase
realism-

This system divides the maneuvers by direetiens inte feur greups.
The directiens indicate which way the lead plane might ge when
starting its evasive maneuver. Ely cheesing related greups ef ma—
neu vers. the tailing pilet is painting the nese ef his ewn plane in ene
directien. Legieally. he must perferm a maneuver that starts with
this initial painting. but he can cheese any maneuver that begins in
that directien.
The fear greups ef maneuvers are:

UP EICIWH LEFT RIGHT

Climb Dive llanlt Left Bank Right
Stall Falling Leaf Turn Left Turn Flight
Leep Split—S Circle Left Circle Right
[mmelmann Tail Spin 1|Illfingny'er Wingever
Straight Straight Left Flight

Harrell Hell Harrell Reill
Left flight

The pilet being tailed picles a maneuver as in the nnnnal tailing
rules. Fer right and left maneuvers. the lead pilet anneunces right er
kft as seen as he turns his maneuver card face up.

The tailing pilet. instead ef cheesing several card 5. piclts ene tn
three ef the directienal greups aceerding te the fellewing table:

Atlaclt Range Grnups
tti I'llfl feet Clne greup
lfitl-Efill feet Twe greups fcennet be

eppesite directiens]
lfillwlllll feet Three greups

Ifthe maneuver pcrferrned by the lead pilet is in ene ef the grnups
ch esen by the tailing pilet. then the lead pilet is fellewed. f-lt herwise.
the: tailing pllttl has been shaken eiff-

lf there are mere than twn planes in a tailing chain. the same
precedure is fellewed- Hewever. since feilewing players cheese
greups ef maneuvers. if they are being tailed they must anneunce
which ene ef the maneuvers they will perferm frem the greups they
have ehesen.

1f pilet experience allews additienal tailing cards fer the tailing

pilet. yellew cards are taltenas the extra cheices. Directie rial restric-
tiens far these cards. if any. dc net apply.

Here: This system allews mere chances te be reversed. an pilnts
sheuld be carefull

Critical Hits
in the Basic Game. damage in a sectien cf a plane has ne effect

until it reaches the paint where the plane is that dawn. Using this rule
makes it pessible fer damage in effect a plane befere it reaches the
paint where the sectien is destreyed-

The chance that a sectien will becritically damaged depends en the
tetal nnmhm ef hits that sectien has taken Each turn a sectien taltes
ene er mere new hits. the player must leak at the table belewte find
the pre bability ef a critical hit in the sectien. Clue check is made fer
each sectien that teelt ene er mere hits; ne checks are made fer
seetiens that were net damaged in the current turn. The player
determines the chance at a critical hit fer each sectien that was
damaged and rells separately fer each sectien. lifete that engines
have a greater chance ef being critically damaged than fuselage er
wing sectiens.

HiLs Talcen Tntal Hits taltett Chance ef
in FF. T. L‘i‘t'. RW in Engine Critical Hit
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II'i'llipplies te engines with 7 hit facteirs nnly.
If he critical hit results ne mere checlts need In be made fer that

sectien until it is hit again. and then the chance ed a critical hit will
increase. If a critical hit dees cceur. the player sheuld rell rive dice
and refer re the table belew that cenespends tn the damaged sectien
cf the plane. The result sheuld be recerded en the missien leg.

ENGINE

1 Engine eapledes — aircraft shet dewn and destreyed.
3 *Engine en fire — engine running- but an fire.
4 Fuel-line hit — engine quits. must glide te landing.
5 '"lntalte manifeld hit — cut tepand turn speeds by If} mph and

climb tt:i lllll feel maitimum.
ti IIICarbureter hit — ne effect.
1' *Carbureter hit —— cut tap and turn speeds by Itl mph and

climb by St} feet.
H lntalte manifeld hit — cut tap and turn speeds by lt'l mph and

climb by it] feet.
it "' Mechanism hit — cut tep speed In turn speed and climb by fill

feet.
1!] *Clil lealt — engine may seize if sericius'. rell ene die: bit I. 2. 3

er d engi ne quits after that number ef turns. en 5 er ti an effect.
1 l Frepeller er prep shaft bit — engine unbalanced. must cut te

lew threttle and glide be landing.
12 Cemprcsaicn less — cut tcip speed te basic turn speedfthe start

ef game ttirn speed unadjusted by critical hits] and climb by
ltltl feet. Hit ll].lllltl feet at abevc. reduce tep speed and tunt
speed by anether Ill mph and climb by fill feet me re.

"' din asterisk means the aircraft is trailing smelte. Smelte is visible tn
all players-[usea strip el' eetten te marl: smelting planes]. Fer the rest
ef the game the pilet must add ltlltl feet In the range ef all his shets.
beth tn hit and fer effect. Cl'bservers are net affected.





Ground Attack and. Ground Fire
Aircraft can attach ground targets by bombing or at rafing them

with machine gun fire. When making ground attacks. planes can
encounter enemy fire from ground-based machine guns. light anti-
aircraft guns ttlalt] or infantry ant-all arms.

All types of planes in the game can strafe ground targets. but only a
few can be equipped with small bombs for tactical bombing. Some
types listed as bombers were used in strategic bombing. dropping
bombs on general targets from high altitude-

The fighter and bomber aircraft in the game are divided into three
categories. depending on how they deliver their bomb load: high-
level bombers. tactical bombers that can carry several bombs and
tactical bombers that can carry only a single light bombload.

High-level Bombing

Types — 11H. sl. D.H. sisa. Sopwith
Dorartd ARE. S.P.A.D. 11.

These aircraft capable of high-level strategic bombing carry a
relatively heavy bombload that is dropped in a single turn. Strategic
bombers often dropped their bombs from lllttflfl feet or higher.
Higit-level bombing in WWI was wildly inaccurate due to the loci: of
effective bombsights. so each aircraft dropping bombs has only a
15% chance to hit its target. Bombs usually scatter over a large area.
Misses have no effect. J

While carrying their bombload. these aircraft have the following
reductions in performance: top speed -1ll mph. turn speed -|tIt mph
t,rbut not loss than til] mph]. climb sill feet. ceiling - l .flflfl feet-

Taetleal Bombing

Multiple drop — Salmson It‘ll. be pwith lie Strutte r. Bristol FEB.
Armstrodge'tilwot'th F.l't- ti. R.E. H. Eopwith C'arnel. Sopwith
Dolphin. Sopwith Snipe. [J- H. 5. Lil-G. Elf.“ C‘v’l. Sopwith Pup.
SE 5.-'5a.

1|iii-'hiie carrying bombs. these aircraft have their top and turn
speeds reduced by Ill mph and their climb rate reduced by lflti
feet-

Single drop—S.A.M.L.2. Halberstadl CL ii and |lZ‘Ll‘ii'.Hanno1.rer
CL llla. ALE. CW.

The performance of single drop tactical bombers is not reduced
when they carry born bs-

Iii-it Strutter. Breguet l4.

Tactical bombers that can make multiple drops usually carry four
light bombs on raclts under the lower wing. They can be released
simultane ously or one at a time. at the pilot's option. The single—d rop
bombers carry a light bombload that must be dropped in one turn.

1|iii'I'ten carrying bombs. planes on tactioal bombing missions are
restricted to altitudes below 5,000 feet.

Tactical bombers must beatslllt] feet or lower when they drop their
born hrs- The bombing aircraft must move directly over the target. and
the target must be in one of the last sis sq uares the plane moved over
that turn [not including squares the plane moved over while perform-
inga mane uve r]. if the target. is moving at It] mph or faster such as a
truck or train. the bombing plane must be moving in the same
direction-

The bombing pilot rolls one die on the table below. subtracting one
from the roll if the target is moving Ell mph or faster or if the plane
turned one square before passing over the target-

Bomb Range sir-toe Isa-ass“ sect-see
Roll

I M1 M3 H4
2 tell tits tel-l
3 Hit Ml hi:
it Hit Hit MI
5 Hit Hit Hit
:5 Hit Hit Hit

Hit - The bomb hit its target and the target was destroyed.
his - The bomb missed its target. Roll one die on the appropriate

miss diagram below to see where the bomb fell. Thearrows on the
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diagrams indicate the target squares and the direction of the
bombing plane.

Misses do not damage the target. but do destroy any objects in the
square where the bombs fell-

Each pilot must keep track of his own bombload. especially if
bombs are being released individually from planes with a multiple
drop capability. Bombs can be jettisoned fd umped without a target]
by the pilot at any time from any altitude to increase the plane's
performance. The pilot most one ounce this actionjust as he would if
he were bombings target. Pia nos Ia ndingwith a bombload must take
a 15% penalty on their landing chance. if the plane crashes. there is a
loss. chance the bombs will explode. cutting the pilot‘s survival
chances in half.

Straflnrg

Strafi ng is done from an altitude of either it] or Ill] feet. and a level
{not nose down} attitude. Any military unit on the ground is fair
game for strafing. but gun positions {machine guns and anti—aircraft
or stat units] are the most common targets.

The range of a strafing attack is counted normally. but the air-
craft “s ma simum range is increased to lift-El feat. The chances of hitting
the target at various ranges are:

Range Ftoll to Hit
I Sd'—25ll' l ~fi
Jilli'uiftft' I -It I
4M’45fl' l -3
SEEP-550' l -.'t
sect-sac“ I

Check the type of burst against the corresponding range in the
normal manner for effect. There are five ranges. just as with other
sh ots.

A. ground gun can be put out ofaction by strafi ng in three ways: by
disabling the gun itself. by killing or wounding the guns crew or by
forcing the crew to abandon the gun.

The table below lists results of strafing attacks on ground gun
positions depending on the number of hits scored in the attack. The
defending player rolls one die. subtracting one if the gun is dug in for
better protection.

Roll Hits 1 2 3 4 5 ti 7 E
l - - - lit-l til-l M 1-2 1-3"
2 - - lJ-l ft-l l-l 1-2 H" 2-2
3 - [H [H 1-! [-2 l -31- 2-2 2-3”
4 fl-l' til-l t-l 1~2 l- "' 2—2 2-3' 3—3
5 l|}-l [-1 [-2 1-3!" 2-2 1—3.!" 3—3 3-"
ti ]-l [-2 I-J' 2-2 2—3" id 3-" 4-“

The first number in each result is the number of crew casualties. The
second number is the number of turns that the gun may not fire- An
asterisk means the gun is destroyed if it is a machine gun- A. double
asterisk means the gun is destroyed regardless of its type-

d. machine gun has a crew of three and alight Fist gun has a crew of
site. It talte-sat least one man to fire a machine gun. and at least two to
fire a light AA gun. The number of hits scored by a ground gun is
red need by one if its crew is short two personsand is reduced by two if
its crew is short foUI persons. A ground gun that damages its target
always causes at least one hit. despite crew reductions.



If a gun is destreyed. surviving crew members can run In annthcr
gun pesitien at the rate nf ene square per turn. Players will have In
use a cnin nr ether small marker tn keep track ef the crew ‘s pesitien.

The attacking piiet sheuld net knew the result cf a strafing run.
The defender rnlls the result secretly.

Grnund Fire

Greene-based machine guns and anti~aircraft guns are very da us
ge reus wea pens. and attacking planes will want tn either destrey the
guns quickly er escape frem the area befere they can bc serinttsiy
damaged-

{in the tum airplanes attack a greund gun. it may act fire unless
the defending player mile a cue en ene die. fln any ether result. the
crew seeks cnver frem the attacking planes. If a machine gun crew
stays with the gun and attacks the plane. their defensive fire at the
attacking plane is a head—en shnt. firnund guns that are dug in nr
nthcrwise specially pretccted will return fire if a ene nr twe is relied-

Iiiiihen a greund machine gun is sheeting at a ptane that is net
attacking it. the pesitien and facing er the target plane in relatinn tn
the gun determines the angle ef attack {see the attack angle diagram
in the Basic Game}.

Machine guns en the greund have a makimum range cf 1 .tlt'ifl feet.
divided as shnwn en the table belew. Light Adi gens have a matti-
mum range ef asnn feet. alse divided as shnwn belew. but they
eannet sheet at targets flying at Itlfl feet er inwer-

Greund MG and AA Range." Firepewer Effectiveness

Machine [inns Anti-Aircraft

Ftnli te Hit table Hell te Hit table
ftange Damage IIt'lnluu'in Range Damage Celumn
5|]- ISD' 1-5 J lift-Biff Hi It

hill-2 it!“ 1-4 | Still-450' I 4| J
Jill-3 50' i J H Sflfl-Tflfl’ is} I
edit-150' 1—2 G TSfl-ltlflfl“ l-I l
fitltl-Ifltlli’ | F lt‘ifid—Iiflfl“ l H

lvlachine gun hits are distributed nnrmally. and there is en adjust-
ment fer deflectien sheeting.

Anti-aircra ft shells burst areund the target plane. The firing player
must rnli fer each hit tn determine where the Hair bursts relative tn
the target:

i = head-en. I = tail. 3 = tep. 4 '-' bettem. 5 er d = side

These are the attack angles used when the attacker rnlls te distrib-
ute hits en the target plane.

The German flaming nnien is a rapideflre light flak gun using
tracer ammunitien which leaves a trail nf smnke and fire in the air.
giving it its unusual nantc anteng Allied pilets. Flaming nniens need
tn rell a nne tn hit at any range. They always make bettem attacks
and rail fer hits en celttntn F. Each hit causes twe peints ef damage
in the area it strikes-

lvlachine guns and an guns will eat fire at an enemy plane if a
friendly plane is within 2th} eritflt} feet nf the target. respectively. H iii
cnntnnrs which intervene may blnck a target. but ether greund

ebstacles will net prevent greund guns frem firing.

lrilEantry Fire

Enemy infantryr can sheet at planes flying nverhead. but small
arms fire frem the greund is relatively ineffective. Planes flying at
l .t'itili' feet nr lewer can he shet at by infantry. The number nfattacks
made against each plane depends en the eencentratinn nf trneps in
the area. Reli ene die tn determine the ceneentratien:

Eell Cnneentratinn hie. ef Attacks

l Sparse l
2 Light 1

3-4 Medium 2
545 Heavy 3
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in areas near the frent lines. add twe tn the die retl; near military
installatinns lamntn durnps. train depets. artillery batteries. etc.].
add ene tn the rail.

Infantry de-es net necupy a specific square en the heard. but is
spread ever the entire map; if there is a medium eencentratinn nf
greund treeps. there is a medium eencentratinn in each square. This
means that anytime a plane drnps tn Lil-fit] feet er less it is within
range nf infantry attacks. rte matter where it is en the map. Every
enemy plane within range will be attacked nne tn three times each
turn. depending en the treep eencentratinn. Each attaclt hasa 5%
chance ef scering ene hit in a bettem attack- Since greund trenps
never lead fast-meving targets ennugh. any friendly planes flying at
er belew Lil-ill] feet that are are feet er in se behind. abeve er belew a
pie ne that is the target ef small arms fire have the same chance nf
being hit.

flhscrvatinn Bailnnns

flbservatien balleens were net an nncnmmnn sight behind beth
lines in 1i‘v'nrld 1War l. lvlenred tn the greund bya cable and filled with
light but vniatile hydrngen gas. balleens fleated leisurely while an
ebserver in a suspended basket scented enemy pesitinns er directed
artillery fire. Since balleens were impertant beth nffensiveiy and
defensively. they eftcn were attacked by enemy planes.

Balleens are feund at varying altitudes {semctimes higher than
seen feet}. but the usuaialtitude is Jill} tn Hill] feet- Players may set a
ballnen altitude by relling a die:

Jill} feet
was feet
5th} feet
bill} feet
Tflfl- feet
Elli feetU

'H
LI

FI
I-h

h
u

h
-1

""

Ballenns take up twe squares and eannnt be placed diagnnaily.
Until they are shel dewn. they are censidered ebstacics te flight at
their attitude. Flying under a balleen is net allnwed_

Beltane Defenses

Balleens are defended by light AA guns and greund‘based ma-
chine guns. These guns are pesitiened clnse tn the balleen‘s cabin.
fernsing a ring ef defensive fire tn pretect the balleen frem enemy
aircraft. lGerman balleens eftcn are pretected by a battery ef flaming
eniens. Fer mere details en greund lire. sec l[‘Irnend Attack and
fire-end Fire.

The defending side rails nne die {cencealed frem the attac kers] tn
determine the balleen‘s defenses;

i 2AA.5HG 4 3AA.4MG
2 2AA.bh-'IG 5 dAAJMG
3- Jr'tAJMG ft dhfijb‘lfl

German defenders get an estra rel] fer flaming nniens:

| er 2 twe batteries nf eniens
3.41. er 5 ene battery nf nninns
ti nene

Defensive guns can be placed anywhere areund the balle-nn. The
gun ceunters can be placed face dnwn se that the attacker dnes net
knew hnw well the ballnen is defe ndcd until the defending batteries
epen fire. If there are fewer than If.I gun ceunters defending the
helium n. the defending player can mitt in face-dewn airplane ceun-
ters an that there are If.I face-d nwn ceunters surrnunding the ballenn.
These airplane cen nters act as dummies. cencealing thearra ngerncnt
ef the greund defenses frent theattaclter. 1|i‘II'hen the grnund batteries
epen fire. the dummy ceunters are remeved frem the beard.

lf greund guns have put yet started tn fire befere the first attack.all
attacking pilets may rell a die tn see if they surprise the ballnen‘s
defenders. lfall attacking pla nes rnll enes. the attack is a surprise and



enlyr maehine gun defenses ean fire that turn. lfthe attack is em a
surprise. the greund erew ean start pulling the halleen dewn at the
rate ef lfifl fem per turn. beginning at the end ef the turn when the
guns start firing. Dnee a balleen is en the greund. it may net he
attacked.

[n the last twe menths ef the wartfleptem tier.r Dete her [El I a}. the
Germans intredueed speeial Krupps-Daimler wineh treelts that
eeuld wind dewn a balleen at up te Stilt] feet per turn. During these
menths German balleens have a SUE-1E. ehanee ef beingequipped with
this speeial equipment.

AA and mines start in tire as seen as the attaelters eeme inte
range. Defenders rell fer flat: and enien hits and damage immediate-
ly prier tn the attaelting planes. shets en the balleen- Pilets must
make a speeial eheelt immediately fer eritieal hits. pilet weunds er
any ether damage that weuld ma lte them Iese their shet. If shet dewn
byflalt er eniens. the attaelter leses his shet atthe balleen. lfnething
presents a shut. the pilet tells his attaelt befere any rnaehine guns er
enemy pilets sheet. fi reu nd maehine gun fire is relied last. fellewed
by the nermal eheelts fer damage-

Destreying Ballerina

Sheeting a balleendewn isatrielty businessflemetimesen ewill ge
dewn with enly a few hits. but semetinses it will stay aleft after a
devastating hail ef fire. The table belew sh ews the ehanee fer sheet-
ing dewn a balleen:

Tntal Hell te dewn
hns bafleen
LE ]
3.4 1.2
5.6 1.2.3
1.3 I.E.3.4
9+ l2 3. .5

A balleen always stays up ena rell efsis. ne matter hew many hits it
hastaken.

Dnee a balleen is shut dewn. players must determine whether it
espledes er merely deflates. The mere gas pressure there is in a
balleen when it gees dawn. the mere likely it is te esplede. The ta hle
belew shews the eha nees fer a balleeri te esplede. depending en the
number ef hits it has taken in previeus turns.

ltell fer dewned
balleen te eitplede

Hits taken priar
te this attaelt

Spied .It’rtr

An espleding balleen sends Flaming hydregen gas see feet straight
up. Any plane that isdireetlyabmre the balIeen and within Em Feet ei
the balleen‘s altitude when it espledes. and any plane that flies
threugh these squares en the nest turn. mga rdless at its elirnb rate.
will be eensumed by flames and destre yetl en a raft ef 1-3 en ene die-
Planes adjaeent tn the balleen are net in danger. but they eannet fly
threugh the flame-filled squares witheut rislting destruetien. Eanlt-
ing ale ngside er past the eerner efa flame square is safe. Perferming

1d

a leep er Immelmann turn frem an adjaeent square white painted at
the banner: risks a liq-F: ehanee I.‘ rather than the [-3 tell} ef being
destreyed in the esplesien t 5% fer aee er experieneed pilets]-
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Reeltets

Altheugh mest ballerina were attacked by aireraft firing maehine
guns. Fre neh and British fliers used Le Prieur wing reeltets meunted
en Nieupert 175 Dr S.P.A.[}. ‘it'lls. These reeltets were mennted en
the eutside wing struts and fired simultaneeusly- Le Prieur reel-tets
were wildly inaeeUrate at anything ether than eIese range. but ifa
reeltet hit and detenated preperly the destruetien et" the balleen was
assured- The attae Iter must elese te lfit} I'eet er less when firing these
reeltets. A rell ef ene er twe means the balleen is destreyed by
enplesien. Any ball-teen attaelt. mist-tint} flying these planes has a SHQ-E.
ehanee efearrying Le Prieur reelrets. Cine rell is made fer the entire
flight; pilets de net rell indiyidually.

Speeial Charaeteristies

This seetien deseribes nen-sta ndard er unusual features et planes
and equipment that can be used te inerease the variety and realism ef
DAWN PATRflL games.

Allied Twe-seaters. The mest eemnten rear-seat gun fer Allied
plane-s is the Lewis. used in either single er deuble meunts [listed en
the individual speeifieatien cards}. In It'll 3' all Allied tweeeaters had
the single meunt.

Thetwin meunteameinteinereased use in lilltl- lfthe eentbatis in
I'ii'I-li. ene die is relied [tilt' eaeh aircraft [hidden irern the eppesittg
players} and eress—indeited with the menth ef Ihegame: Jan-Apr. I-El
fer twin meant; May-Jul. l-4 fer twin meunt'. Aug-end. l-fi fer twin
meunt.

Twe-seatera. all types. In side. tap and bettem attaehs en twee
sealers. hits en the RF have a ehanee ef hitting the ebseryer. Sinee
the Ft F eannet be hit in a tail attaett. hits en the T alse have a eha nee
ef hitting the ebseryer. lfthe Weunded Filet rule is being used. the
ebsen-Ier ean rell te determine the extent ef his injury.

Sepwlth l'r'i Etrutter. The Be pwith IF; Strutter was a multi-purpese
aircraft that eetlid be used either as a single er twe—seater- The
Strutter ean be emplayed in 1earying eapaeities in different games. at
the players‘ eptien-

De Hlsilhnd 4- Beth D. H. 4 medels were equipped with a erudedual
ee ntrel arrangement thatallewed the ebsenrer in take eentrel ef the



plane in an emergency. It takes urte turn fur the ubiserver tu engage ar
disengage the system. and he may nut perfurm any uthm tasit while
duing su. An aircraft that is being Ilnwn by an ubse rver may eat
attaclt.

Because uf inexperience. the ubserver will have ddficulty duing
anything utherthan simple flying. Thercfu re. the fuiiuwing penalties
are in effect while the uhserver is flying; nu fancy [Ir reversal ma neuv—
ers. turn speed cut by lltilI mph l but nut less thantftflI mph}. climb eut tu
lfll] fuut maximum. and aute if landing is attempted.

The pilut and uhserver cf the D. H. 4 are separated by a large fuel
tank. bin cummunicatiun uther than hand signalsand nuds is pe rmit-
ted between them while the engine is run ning. A. crude spea Iting tube
was pruvided. but it was virtually useless.

itemsn'ung-Whflwurth Elli . l and 5.P.A.fll. II. These aircraft were
equipped with a crude surt uftlttal cuntrul which functiuned like that
at the DH. t:l- Huwever. the ubserver may take uver the cuntruls
withuut spending a turn huuiting up the system.

SalmaunIA-LThe Salmsun.1ilte the [1H .4. is designed with the pilut
and ubserver separated. |tZ'ummunicatiun between them is limited in
nuds and hand signals-

5.A.M.L. I. This ltalian twwseater carried a furward-firing wing—
muunted gun that was fired by the pilut. Since the pilut sat directly
under the wing. huwever. the gun was eumpletcly cut at his reach-
.IltttyI fete-titling tIIt‘ Ltt'tjEtn‘ttnittg must he handled by the ab server. whu
is in a better pusitiun tu reach the gun.

Sapwlrth Camel. Supvrith Snipe and Fulther Dr 1. Because cf the
extreme turque uf its rutary engine. the Supwith tamel had a ten-
dency tu turn sharply tn the right- In the hands uf a skilled pilut it was
unduubtedly une cf the must maneuverable aircraft cf the Great
War- Tu ineurp-arate this. alluw the Camel tu malte QDdegree turns in
the tight in nurrnal muvement ur after a maneuver.

Even thuugh the manufacturers tried in uffset their turque effects.
the Supwith Snipe and Fultlter Dr I alsct were extremely maneuvera-
ble- They are alsu alluwed tu malte rutary right turns uf EH] degrees-

Lewis Guns. 1'titfhen muunted un the tap wing {as an the SE 5." 5a and
Hiettpurt IT]. lewis guns areequipped with a special muunt. The gun
nurmally fires furward in eunjunetiun with the Fieltcrs. but alsu can
he swung an it paints up. aliuwing a defense agafnst tup attaclts- lfa
phne with a wing gun is attac lted frum the tap. the pilut has the
upticn tu use it tu fire baelt at the attacker. { See alsu the Ecluading
subsectiun u f hmmunitiun Es penditure}.

Hing-art IT. The armament cf the Nieupurt varied. Each pilut
sltuultl rullat the sta rt cf the game tu determine what guns his plane is
can-yang:

1 m1 = une tap—wing Lewis
3 er 4 = une deck—muunted We here
5 Dr b : truth

Add une tn the rull if the date uf cumbat is after August Itil'i'.

Supwih Dulphin. Sume Dulphins muu nted Lewis guns in additiun
in their twu fuselage—muunted IIIfielters guns. If a Dulphin pilut rulls a
unit. twa ur three at the start at the game. his aircraft muunts une
additiunal Lewis. If su. anuther rull can be made: if anuther une is
railed un une die. twu Lewis guns are carried.

When firing. the pilut can use either the twin 1|it"ielters ur the Lewis
gents]. but he can never fire bath in a single turn.

Alhatrus D‘tl'f'v'a.These aircraft were equipped with a device in luck
tiltenntruls.aliuwing the pilut in use buth hands tu mark an a gun
jun. Albatrus piluts can add 5% In their clearing chances. but they
must fly ina straight line with nut diving ur climbing fur the eumplete
turn. Using this device will never prevent an uut uf cuntrul situatiu n.
In it cannnt be used as a furrn uf“autumatic pilut.“

latter [II If“. Besides being an all-aruund excellent aircraft. the
Father D 1it'll had the unique ability tu nuse up and “hang an its

as

prup“ fur brief muments. This gave its pilut an advantage when
shunting at pia nes frum beluw. Tu reflect this. piluts at the Felt lter D
it’ll get a nne-culumn shift In the right un the Hit Table un all side
attaclts when the Fultiter is at a luwer altitude than the target plane.
and an all nusehup buttum attac Its er-teept thuse at elus-e range [51] tu
lflfl feet}.

Phuniit I] land It}. Afiatilt {Hetg} D LThese twu hustru-H unga rian
fighters were hampered by a seriuus design flaw: their twin Sc hwaII-
lnse machine gu ns were fully enclused and nut uf the pilut‘s reach. If a
gun jammed d uring cumbat. it cuuld nut be cleared!

[In later pruductiun Berg fighters. the guns were muved baelt su
the pilut cuuld unjam them. {In Berg D ls appearing in games frum
-l unc til I Ii ta theend cf the war. there is a 511% chance each plane may
have this impruvement-

German Teeth-sellers. Fu ur types uf'lLierrnan twu—seaters-[the I-i-uland
E' II. Ha nnuver CI. Illa and Halberstadt CL II and EL IV] have
elevated ubscrvcr's guns which are high enuugh tu fire uver the tap cf
the up per wing. Il:.'|'l.'tservcrs em these aircraft need tu rull a une ur twu
[rather thanjust a cine} In return fire an targets that are ahead uf the
pla nc. at the same altitude and eff tn the side.

These same ubservers can bring their gun tu bear directly ahead in
unincicle with the pilut‘s field uf fire un targets at the same altitude.
The ubserver's gun is unsy neh runised. hu wevcr. su there is same risk
when firing thruugh the prupellcr- Adie must be rulled fur each shut;
a rull uf une means the prupellcr has been hit {treat as EnginetL‘ritical
Hit ti I I}.

Getting Heels

Suu ner ur later. every player faces the prublem uf bringing baelt a
crippled plane- hiu matter what the prublem istuil lealt. fuel line hit.
pilut wuundi. getting baelt b-ecumes crucial and suddenly the Inca-
tiun uf the battle becumes impartant.

The Distance Heine

A die ruilat the start uf the game determines the general lacatinn uf
cumbat {ever the frnnt lines ur un either side}. but an eitaet flit is
needed. In these cases. dice are rulled tu determine the width cf the
frunt lines in that particular sectur and fur the distance In the lines if
the battle is uccurring uver une side ur the ether-

Tu find the width ufthe frunt. which includes Hu lvlan*s Land and
the fail width at the trench systems an bath sides. une die is rulled.
The resulting number is the number uf dice thruwn and their tutal is
the number ufturns it taItes tu eruss the frunt. Each turn cunverts tua
base uf nine squares. Example; The first rail is a fuu r. su fuurdice are
rulled. Their tutal is 13. an the frunt is 13 turns wide. er I l'i' squares
l I 3 :t it I I [T]. The width uf the [rum can va ry greatly. depending en
the sectur and the cafe nsiveness ul'the trench systems an buth sides cf
the line.

If the battle is behind the lines un une side. the same pruced are is
used tn determine huw far it is tn the lines- fine die is thruwn first In
determine huw many dice shuuld be rulled. then that many dice are
rulled and their tutal is the number cf turns baelt tn the lines. The
number cf turns can be multiplied by nine tu give the exact number
at squares tn the frunt— if a plane must eruss the lines. huwever. the
width cf the treat must be added.

A pilut can see huw far he must fly tu get bacit tu his side-The
prubability ufgetting baelt is impruved at higher altitudes. because a
plane can muve une square furward fur each It'lt] l'eet uf altitude it
drups [see Gliding]. A plane at Mill!) feet cuuld glide Ht} squares.
Puwered flight will increase this number-

Twu things can prevent ur hinder getting baelt — a strung head—
witlt'l Dr falling dtJt uf cuntrul. The effect [if wind is easiiy determined;
if it is head -un. it reduces the distance cu vered each turn. A tailwind
will increase the dista nee cuvered. and a 45 degree head ur tailwi-tad
will have half effect. Iil'russwinds can be disregarded. Falling uut ut'
cuntrul is mere seriuus because it interrupts funvard prugress and
can send the plane intu a spin. '



if a battle eeeurs ever the frent lines. a die ean be relied re
determine whieh side is eleser: l er}! nearer te Allied side: 3 ml eyer
hie Man's Land'. 5 er a nearer te lfierman side. This ean represent a
prepertienal distanee ef the tetal width ef the frent lines lsee
dried Pilets].

Planes eften will emeritieally danraged at medium erhigh altitude
er lereed te land en trnmapped terrain. The simplified landing rules
whieh fellew ean he used when maps have net been drawn er when
players de net want the added eemplesity ef the lull landing rule.

[leads

A piletean try in find a read te land en if be iseenseieusanti helew
5.[lt'.lll feet and is net landing between the frent lines- The pilet finds a
read ifthe player rellsa ene er twe en ene die. The player gets te rell
the die three times if the pla ne‘s engine is runningand the pilet is net
etitieally weunded. The player earl rell twiee if the plane is gliding
and the pilet is net eritieally weunded. The player ean tell enly enee
if the pilet is eritieally weunded. if ne enes er twes are relied. there
are ne reads in the area. There are newer reads in the frent er between
the lines.

The player must annetrnee whether he will try te land en the read
befere relling te determine the read‘s eenditien. The eendiriun de-
pends en the menth when the game is taking plaee:

fleteber‘April: l er I! = had eenditien. 3-6 = geed eenditien
HaysSeptetnber: l = bad eenditien. as = geed eenditien.

The piler gets a “1% benusen his landing ehanee if the read is in
geed eenditien- If the read is in bad eenditien there is a penalty te
the landing ehanee. determined by relling ene die:

ler!=—lfl%.3erd=-I5Te.5erb=—25fa

This penalty is the enly medifier fer landing en a had read; the
benus that weuld he reeeiyed fer ianding nna geed read is lest.

See the table under llill-find. belew. te determine the read‘s angle tn
the wind.

Terrain

If the terrain is net mapped eut. players ean rell ene die en the
table helew te determine the reughness ef the greund where the piler
must land.

I er I = flat greund
3 = uneven greend

4 er 5 = reugh greund
ft = reelsy greund

Add twe in this rell if the plane is ever the frent.
See the table ef medifiers listed under Landings fer the effeets ef

rettgh terrain en the pilet‘s landing elianee.
A player searehing fer geed terrain ean reil up te three times an

the table abeye if the plane‘s engine is running and the pilet is net
eririeally weunded. The player ean rell twiee if the plane is gliding
and the pilet is net eritiealiy weir nded. The player ean rell enly enee
if the pilet is en'tieally weunded.

The player must decide immediately after eaeh rell whether he will
try re land en the terrain the plane is ever er pass it and malre anether
re". A pilet eannet ehange his mind and ge baelr te land in an area he
has already passed. This means eritieally weunded pliers must land
immediately.and ha ye ne eh eiee where they land; the pilet's primary
eeneern is getting dewn as seen as pessible.

1ti'rtinrl

if the aireraft tsin maneuver se it lands inte the wind. ne wind rell
is neeessa ry. if fer se me reasen the aireraft may net be able te turn
inte the wind. rell ene die te determine its landing angle te the wind:

I er 2 leading nermally inte the wind
3 er 4 landing with 45 degree eresswind
5 er fr landing with Ell] degree eresswind

Eli

See the table ef medifiers listed under Landings fer the effeets ef
wind en the pilel’s landing

Landhtg It In Airfield
if a plane is able te return te its heme field. it can figure its landing

ehanees nermally. Sinee this is net eensidered an emergeney landing.
enly fill-i: sheeld be subtracted fer eaeh eritieal hit. rather than the
lfl‘liE subtraeted if fereed dewn elsewhere.

Planes in distress that have made it baelt te their ewn iinesean land
in a baelt area. but are net eensidered te be landing at their heme
field. Heme fields are heated a eensiderable distance behind the
lines. and the enly airfields near the lines are emergeney fields.

Ifa pilet wants in reaell such an airfield. he must reli the number ef
turns it is frem his lines er frem his etrrrent leeatien if he is already
behind his ewn lines. Use the methed deseribed fer determining the
width efthe frent. but add three re the first rellfernutnbet efdiee te
be relied- The piler must Ira yel that additienal dista nee te the field.
Dr. haying gained his lines and reaehed a basis area. the pilet may
deeide te land witbeur trying te reaeh an airfield-

Landings d: Taiteefl's
Landings

ln DAWN PATRIDL game. landing is sentetimes desirable er
neeessary. as is talring eff again.

Sinee wind speed and direetien are impertant in landing and
taking eff. use efthe Adyaneed flame rule regarding wind is neees-
sary. Wind eenditiens sh euid bedeterrnined hefere ianding er talting
eff is attempted.

Landing ehanees are determined en a pereentage indes. The
eha nee fer a sueeessful landing yaries aeeerding te eendilinnt-L Fur
the be“ ehanee the aireraft sheeld begin its appreaeh at an altitude el
Elli} feet and sheeld malre the landing at a maximum air-speed nfeli
mph whieh. when een'tbineti with the benus gained in thediye. weuld
be a metre ef eight squares. Deyiatien frem sueh an appreaeh is
permitted. but will reduee the pessibility ef a sueeessful la riding.

in the landing turn. the aireraft must trayel threugh the final
app reaeh squares in the air and the reIi—eut squares en the greund.
isle turns can be made in the final appreaeh squares er the rell‘attr
squares. Hell-eat always is fiye squares unless the plane is landing
inte the wind: this reduees it te feur squares.

if an aireraft glides inte a landing with itsengine eff. the minimum
diye resttierien is lifted and the number ef rell-eut squares is redueed
te fear.

The base ehanee fera streeessftrl landing is 75%. The diee are relied
after all ether meyentent fer the turn is finished. Penalties and
benuses are applied in the feliewing situatiens:

+ IH Landing en a read that is in geed eenditien
+ are. er rifl‘ii; Landing en heme field er ether airfield
+ 5% Aireraft gliding
+ 5% Eaperieneed pilet [5 er mere itills er i2 er mere

missiens]

- tibial Tailwind
- lfl‘i’i: er — 5% 45 degree eresswind ef Ill mph er ll] mph
~ titli- er - lllli'f: Elli degree eresswind ef Iii mph er lfl mph
+ lfl‘f‘h Landing en uneyen grnund {telling er hilly

termini
- title Landing en reugh greund lplewed field. small

shell heles. brush. ete.i
— 25% Landing en reelry grnund {big erate rs. teelts.

stumps. ere.)
- lfifie- Pilet weunded flight weund er ne effeeti
— 20% Pilet eritiea liy weunded but eenseieus
- "1% eaeb Aircraft landing with eritieal hit er engine re-

drreed re rere [enly dill} eaeh at heme field]
- llil‘i'ri Underarraelr by enemy plane ergreund lire en

turn ef landing
- lfl‘ie Ezreess speed [per ll] mph]
- 5% Eaeess altitude I.’ per llilfl feet ever}

- 5% Sherrage ef altitude {per 5t} feet under}
+ 15% Carrying bembs er estra passenger



If there are nu grnund nbstacles in the way. a plane‘s final ap-
prnaeh cnnsists nf nne square befcrc starting the rnll-nut. lfthe plane
flies nyer a fill-feet cbstaelc during its final apprcaeh. the abstacle
must be Elli} feet cr metre frnm the first rnIl-nut sq as re. If the pla nc
flies user a IUD-fact uh stacle. the nbstaele must be 3th] fcct nr mnrc
frnm the first rnll-uut square.

If a landing is successful. nn mnre rclls are needed unless the pilnt
is we undeel. A pilnt with a light wnund has a TM: chance tn suryiye
A pilnt with a critical wnund has a 40% chance tn sun'iye-

If the landing is unsuccessful. t‘ull nne die tn determine the extent
cf damage tn the plane:

endanyer-end rnll. plane dentulished
nnscdi'ee crash. plane demnlished
tail up crash. plane demclished
uycrtum flip crash. plane demolished
rnngh setdnwn crash. landing gear lnst
rnugh wing setdnwn. wing damaged — rnll nne die.
add twn and marl: as damage tn LW nr RW. determined
randnmly.
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The plane can take nff again nnly ifthe crash result wasa sis: and
the wing was nnt destrnyed.

An unsuccessful la nding reduces the pilct's chance tn suryiye. The
chances are shenwn an the table belnw:

"IDLE-is chance tu sunriyc
4119i: chance in suryiyc
ESE-"t: chance tn sunrise

pilnt prcyinusly unhurt
pilnt has light wnund
pilnt has critical wnund

Subtract ltllii’; if the crash was an end-nyer-end rcll er a nnseditre.
Add this”: if the crash was rnngh setdcwn era rnugh wing sctdnwn.

Taking fl'tt'

Talsenff is pnssiblc if the aircraft is net scrinusly dantaged. if any
seetinn has been reduced tn eern nr if a critical hit prevents flying,
taking eff is impusaible.

Taliec-ffs require nne full turn nf mnyemcnt. and the aircraft‘s
speed must be between fill and 3t} mph. The aircraft must metre fiye
squares in a straight line en the grcund tfnur squares if talting nffintn
the wind}. .I‘Itfter musing thrnugh these squares. the aircraft lifts nff
and can reach a maximumaltitude uf 5|] feet in the eighth square. If
the plane‘s thrnttle is set at less than Ell] mph. the aircraft will be in
flight but at an altitude nf acre feet. hl n turns can be made until the
turn after talrecff. 1 _ _ .

Having an the grnund. either after landing nr befnrc talung nff. ta
called tasiing. It is dune at It] nr Ill mph (nne nr twn squares]. The
plane can turn any directinn while taitiing. and can even turn withnut
teasing late a new square. He airplane can take nff withnut spending
at least nne turn en the grnund taaiing nr“warming up“. On the turn
bf taltecff the thrnttlc can immediately be bnnstcd by til} mph.

The base chance fur a successful takenff is 310%. Penalties and
bnnuses are applied in the fnllnwing situatinns:

+ 211%. Taltcnff frcm hnme airfield
+ "Hts Taltenff frnm nther airfield
4* NEE Takenff l'rum read that is in gun-d cnnditinn
+ 5% Esp-cricnced pilnt [5 er mere ltills nr 12 nr mere missinns}

- ltlfi; Taltecff t'rcm enemy territnry
- [0% Tailwind ur crcsswind cf any kind
- [0% Grnund cbstacle directly ahead and within fcur squares nf

takenff square
Tsltenff frnm uneven grnund frnlling nr hilly terrain}
Talteuff frnm rnngh grcund [plnwcd field. small shell

hnlcs. brush. etc.)
Taltecff frnrn rnclcy grntlnd {big craters. rnelrs. stumps.

etc.l
Pile-t wnunded [may nnt attempt if critical)
Taltcnff with critical hit {—ltldl. each]
Aircraft under attack nn turn nf talrecff
Carrying bumbs nr eatra passenger

1'?

if a taltenff is unsuccessful. treat it the same as an unsuccessful
landing. with the same types nf crashes pussiblc and the mme su rt'i~
yal chances.

aned Pilnts

Behind the Lines

[f a plane is fnreed dcwn behind enemy lines. there is a chance the
pilnt will be fnreed tu surrender befnre he can talec eff again. The
chance that the pilnt will he captured depends an the ennccntratinn
nf trnnps in the area {trunp cnnccntratinn is explained mute fully
under infantry Fire}. The player must call fnr pilnt capture every
turn.

Cnneentratic-n Chance cf Capture

Sparse 5%
l-ishl Isis
Medium .ltlfiti
Heavy 50%

In general. unless a pilnt whn is dnwn behind enemy lines is
rescued immediately. be will be captured. In areas with sparse trncp
cuncentratinn a pilnt can aynid capture and make it back tn his cum
lines nn fuel by rnlling a nne cn cne die. Du any nther rcll he is
captured and becnmes a prisnner at war-

At the Frunt

ft pilnt whn is fnreed dnwn ever the frent is in a different situatibn.
He dues nnt have tn crnss enemy lines tn get baclt tn friendly
territnry. but enemy infantry may try tn capture him nr shunt him
with small arms nr light artillery fire.

The distance frntn the enemy will determine the dnwned pilnt's
chances- If the plane enmesdnwn in the middle cf the frnnt. there isa
fifl'ilf; chance the pilnt will be ltilled nr captured. If a plane clears mnst
cf the enemy area and is abcut 10% cf the way tn safety. then the
chance cf being killed nr captured is nnly 3%.. This sliding scale is tn
match the area where the pilnt was fnreed dnwn.

If the system nutlined abnt'c indicates the pilnt was lulled nr
captured. rnll nne die:

LE cr3 pilnteaptured
4. 5 er t5 pilnt killed

Escape

Any captured pilntcan try tnescape;a rnll nfnn-c means beescapes
and returns safely tc his nwn lines. ntherwise the pilnt remains a
FDW fur the duraticn cf the war. incredibly. escapes cf pilnts in
Wurld 1ill-“ar l were nnt unknnwn and a number were able tn flyagain.

Rescue

Rescues can be attempted nnly in areas with sparse. light nr
medium enemy trcnp ccncentratinns. The rescuing pilnt must be
unhurt tnr have nnly HE wnunds} and the dnwned pilnt may nnt be
critically wnunded.

The rescue attempt will talsc at least three turns. First. the pilnt
must land safely. The secnnd turn is spent waiting fur the dnwned
pilnt tc-elimb ahuard [assuming he was elerse tn the plane — a man can
the grnund can mnye nne square per turn]. If the engine is still
running. the plane can L'dlt'i nr attempt tn talrc nff en the third tu rn.

llilIi'hile en the grnund the plane and bnth pilnts are subject tn attack
nr capture by enemy infantry. Each pilnt has a “1% eha nce cf being
shut each turn. and a chance cf being fnreed tn surrender based en
the trnnp ecneentratinn in the area. The plane is subject tn enemy
grnu nd fire while landing and taking nff. It must take all terrain and
damage penalties dese ribed under Landings and Ta ltcnffs plus a lilie-
p-enalty fur the estra passenger. The dnwned pilnt must ride cap-need



en the lewer wing nest tn the fuselage. and is subject in pilet hits an
that area {side} nf the wing. Finally. since planes en the greund.
landing er talting effalwa ys mnve first. enemy planes in the area can
attach it in the air er strafe it an the grctttncl. The rescued airmen will
fall eff the wing if he gees uncenc scie us. suffers a critical weend. er
the plane dries a leap er fancy maneuver.

Surviving a trash er Jump
A pilet whese plane crashes ether than in an landing ctr takeeff

attempt has a IE chance ef surviving if the plane fell less than sees
feet. If the plane was at lflflfl feet er abeve when it went eat ef
central er was shut dawn. the pilet has enly a 5% chance ef surviv—
ing. These percentages are used when a plane is shut cluwn tJul ef
cnntrnl. if its engine explndes. if the pile-t passes nut nr if the pilet
jumps frem his plane witheut a parachute. The chances may seem
nptimistic. but they allew fer eatraerdinary bravery. unusual geed
fertune and ether miraculnus factn rs that were eccasinnally seen in
Wurld War I.

All pilets whe survive at 5911?.- er lfl‘fi in this manner. er whe survive
a critical weund. must check fer pnssible incapacitatien. fine die is
relied. and if a I er 2 results. the pilet's injuries preclude him frnm
centinuing his flying career.

APPENDICES
Appenditt A

The Aircraft Mlssiun Lug
Players have In keep track ef certain infurmatien during a DAWN

PATEDL game- The Aircraft lvlissinn Lug is designed he make
reeerd~lteeping easy. but still be flesibie eneugh in suit individual
players‘ styles-

Space is previded at the tap nf the sheet In list impertant data
abeut the missinn. The Altitude and Sheeting Recerd cnlumns an
the left are fer listing me ve ment numbers. altitude. speed and details
ef sh eating frem turn te turn- (in the right side is a grid fer recn rding
the perfenttanee specificatiens ef the player‘s aircraft. Cluud and
wind eenditiens can be acted belew that. and a third area is included
fer lteeping traclt: efammunitiun use-

At the bettem ef the page is a sectinn fer rece rding damage tn the
player's airplane. Players can eenccal this infermatien by felding
ever the bet-item ef the sheet- Areas where critical hits can e-ccur are
underlined.

Players may make phetecctpies cf the sample Missinn Leg fer
their ctwn use.

Appendix B
Paint System

Althuugh in DAWN PATflflL games there nften is act a clear-cut
winner er lescr- same players may wish te usea paint system in scere
individual games er teu rna meals. The fellewittg peint system can be
used fer the-ac purpnsca:

+2 fer each hit scered an an enemy aircraft
+3fl fer sheeting dewn an enemy aircraft

+t'.i fer an “assist"[scering hits in the area which causes the
enemy te he dawned. but less than the pilet whe gets cred—
it fer the ltill; if each secures an equal ameunt etf decisive
hits. divide +t ameng them}
fer surviving the eembat with aircraft in flying eenditien
{unless dcwn behind enemy lines}I as
far surviving the cnmbat

+l5

+lfl

+l fur each hit taken in plane
-2 fer each friendly aircraft dawned by enemy actinn [eacept

year ewnl
fur being ferced dawn {plane still in flying eenditien er
crash lauded by enemy actienl at
far being shut dnwn

-ll fnr escaping frem cnmbat
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Nate: A furce dawn nee urs when a pilet lands and remains an the
greund even theugh his plane is still in I'lyingcunditien and he is net
critically weunded. When this prnmpted by severe damage er the
threat ctf enemy attacks. it cuunts as a Itill.

Peints can alse be gained by stra ling er bentbing milita ry targets
in enemy territnry. Straftttg earns the fellc-wing peints [regardless cf
the result. as Inng as hits are scared}:

*1 per burst fret-m single gun
+2 per bttrst frnnt dctuble guns

Bemb hits earn pnints fur dcstreying the felluwing targets:

AA! nnien pesitinn +4 Barge +3
Artillery gun +4 Beat +e
lvlaehine gun pnsilien +2 Lecemativc +£-
Aircraft ut't greund +3 Hailrflad tear +1
Large building +h 'l'anlt. +4
Small building +4 Trucl: +3
Telegraph line +f: Wage-n H
Large bridge + l 2
Small bridge +3

Eemb misses cause a penalty cf 45. .lettisening bumbs causes a
penalty ef -E he matter hnw many bembs are jettisened.

Players may alse decide befere a game te give a set number ef
paints in a side if it can eemplete its missinn. Typical missieas might
be spending three turns phetegraphing enemy treep pesitiens. des-
treying an am munitiua train er lncating an enemy artillery battery.
IItitr'hen players decide haw many paints in award fer a cnmpleted
missinn. it is mere impertant in balance beth sicles' chances cf
winning than tn accurately reflect the military impertance ef the
missinn.

Appendix {I
Missicms

The mnst imperta nt rele ef the airplane in WWI was net fighting.
but sceuting: sp etting enemy mevements. lecating sireng and weal:
paints in enemy defenses. helping eeerdinate large greund attaelts.
etc. Fighters were intended tc prutect friendly sceuts and sheet dewt't
enemy sectuts. The DAWN PATHDL rules cetver alt'nctst everyaspeet
efWWI air cembat. sci players sh nuld net feel limited te playing enly
fighter vs. fighter scenaries.

Ty piesl missieas that planes were assigned in are described hen-aw:

Fighter Petra]. firnups ef fighters er pursuit planes eemmenly pa—
trnlled ever the frnnt tn intercept enemy seeuts and bembers.
Allied patrels cresscd inte German territnry regularly. but the IICier-
man patrels were mere defensive and did net eruss the frent as eften.
Fighters usually patrnlled in greups. but the lEerma as {van Eith-
thefen in particular] enceuraged lighter pilets te fly alene: their
targets were lune scuttts. and a single plane had a better chance at
surprising its prey- Fighters patrnlled at all altitudes. and they are the
mast liltely enchanter fer planes that crass the frant-

Escurt. Because nf their im parlance. ebservatien and race nnaissance
planes were semetimes escnrred by fighters. Escerts were act a
general rule. but weuld be sent if enemy attacks were expected.

fleeuanahaance Farrel. Recunnaissance patrels were the bacltbette
cf the flying ferees. Twnaeater recenrtaissattce planes gathered in-
fnrmatien sheet the enemy by flying inte enemy territery and spent-
ting enemy pnsitiens and mnvemc nts. They eften carried eame ras te
phetegraph the trench systems and hidden strengpeints.

Must recen naisanee planes flew alene. bttt grnups uf twe er mere.
er a few with fighter escnrts. were net unenmmen.

Players can set up recennaissance patrels by deciding hew far inte
enemy terrilnry the planes must gu and hew many turns they must
spend talting phetegra phs. An enemy patrn] can appear at any time
during the missinn. Art ebaerver cannet take pictures if he is liringa
machine gun ur if the plane is nnt flying straight and level.

flbaervatien Patrnl. flbservatien patrels are similar in recennaisv
sance patrels. but instead ef a camera the ebserver uften carried a



nnc-wey wireless tn cnmmunicate with artillery batteries an the
grnund. The nbse ryer acted as a spntter, telling the artillery where
enemy trnnps were cnnnentrated er where friendly infantry needed
suppnrt.

Gbse ryatinn missinns cnuld be flnwn at any altitude- Lilte recen-
naissance planes. nbseryatinn planes usually flewalnnc, but an esecrt
cnuld be sent alnng if enemy interference was espectcd.

numbing. Humbing missinns were flnwn thrnugbnut the latter years
cf the war, but they did nnt beenrnc enmmnn until late in I‘i‘lli.
Strategic bnmbers flew in large grnups at high altitude- Typical
targets were factnries, shipping yards, train yards and nther large
installatinns behind enemy lines. The bnmber fnrmatinns were large
ennugh tn prntect thcrnsclyes, sn they usually were nnt escnrtcd by
fighters.

Grntmd Attach. Grnund attaclt planes were used mnst nften tn
attach small targets near the frnnt- The planes, usually flying in
several small grnups, cnuld attack supply ennynys, enlumns nf sni-
dicrs. ammunitinn trains. artillery batteries. ballnnns, headquarter
areas, etc.

Any number nf scenarins can be created by cnmbining these
missinns. Fnr example, an Allied recnnnaissa nee patrnl that is phn-
tngraphing German trenches enuld be attached by a German fighter
patrnl. Gr. a flight nf German grnund attaclt planes cnuld enenunter
an Allied nbse ryatinn flight. Such encnunters did nnt always lead tn
dngi'tgbts, but they can be the basis fat interesting DAWN FATEGL
genres-

Appendia D

Air Unit Grganiaatinn

Flying units cf the 1.rttrinus air fn rces were generally nrganiaed in a
similar manner. At full strength, these grnups usually included I: tn
lti aircraft with an equal number nf pilnts [plus nbscrs'ers if twn-
sealer aircraft were used}. A full cnmplcment nf suppnrt persnnnel
and equipment rnunded cut the grn up- Since flying units were nften
mnyed frnm place tn place, each was designed tn be a self-cnntained
entity able tn cperatc largely an its nwn. In the last year cf the war.
indiyidtml units nf squadrnn size were nften grnuped tngether tn
frent larger cnmbined units.

Here is an nutline nf yarinus air units nf different types and
nltinnalities:

Squadrnn Fighter, bnmber, nr recnnnaissanee
unit [British nr American]

Fill“ Subdivisinn nf a squadrnn — usually 4
pr 5 aircraft [British nr American}

Escadrille Fighter, bent ber nr recnnnaissanee unit
[French at Belgian}: the unit number
was nften preceded by an abbrevia—
tinn nnting the main aircraft type
used by the unit-

etadriglia Fighter unit {Italian}
Jagdstafl'el Fighter unit (German); numbered I-Efl

{nr “Jasta'l in rnugh nrder nf l'nnnatinn
Kette Subdiy'isinn nfajagdstaffel — usually Ii

tn s aircraft {German}
.Iagdgflchwader Grnup nf 4 jagdstaffeln {German}
Jagdgntppe Grnup nf jagdstaffeln temperarily nrs

ganiaetl fnr suppnrt nf a large nffen-
siye [German]

Sdtilchlstaflei Grnund attach tlt'tit {German}
Feid-Flieger-Ahteilung Becnnnaissancc unit {German}

{at “FFA'J
lampfeinsitserstaffel Heme defense unit {German}

{er “liEST‘I
Flitgerhnmpanie Fighter unit fAustrn-Hungarian]

tar “Flilt‘j
29

Appendix E

Snurces

Thrnugh the years when the DAWN PATBGL game was deyelnps
ing, the designer built upa pert nnal cnllectinn nf hnnlts and mate rials
dealing with 1'lTIicrld War I ayiatinn- This wealth nfinfnrrnatinn was
indispensable in the game‘s deyelnpntent.

The fnllnwing bnnlts are recmmc nded tn anynnc whn wants tn dn
further reading en the fascinating subject nf Wnrld War I aviatinn:

Air Aces cf the filiF-iiiiii War. by Bruce Bnbertsnn fHarleyfnrd
I." Aern] capsule histnries nfall the great aces nf WWI and their
eapinits.

The flnfinnrattties. by Alan Mnrris {Jarrnldsi the interesting and
relatiyely unltnuwn stnry cf the ballnnn service and the ballnnn
busters.

British Aernpfmtes i ere—tsts. by 1M Bruce t'FunIt. tit 1'Ii'liagnallsl
unquestinnably the definitive wnrh em all the British aircraft nf
Wnrld War I.

Cnmbtlt Rene-rt, by Hill Lambert {William Eimber :5: En.) -—- the
diary nf an American pilnt flying SE has with the British in I‘illli.
Lnts nf actinn.

The Day the Rest Burnt: flied. by Dale Titler {Hanan-ta] an in—
depth accnunt cf the circumstances surrnunding the death nl'
Manfred ynn Richthnt'en in enmbat an April 2 I, lfllli.

Engies cfthe Efneit E'rnss. by 1l-‘iialter Isl usciann t ls-an Gbnlertsltyl —
the stnry cf the rise cf the German Air Service and its histnry
thrnugh the war's end. with an emphasis nn persnnalitics.

Fighter dirt-raj? cf the i'i'i-i-iftid War. by WJyI. Lambettnn and
E-F. Eheesrnan [Harleyfnrdt Actn] — a rundnwn em all the majnr
fighter types, with specs.

Fighting the Fiying Circus, by Edward "i". Iitichenbaclter tDnnble—
day] — the war memnirs nl' Eddie Bicltenbaclter, Ame rica‘s Ace
nf Aces and cnmmander cf the 944th Aern Equadrnn.

The Fighting Tripittrtes. by Eran Hadinghamtr Macmillan} —- a stnry
cf the deyelnpment cf the triple nes nf trld 1liliar I, with emphas
sis en the Snpwith and Feltlter and their service careers- Includes
infn an all triplanes built.

First cf the Harry. by Alan I'dnrn's {'Jarrnldsi — the stnry cf the
British Independent Fnrce and the first strategic bnmbing cam—
paign against Germany.

German Aircraft pf the First Wartrd War. by Peter Gray and GWEN
Thetfc rd [Dnu bis-day] — infnrmatinn an all the German aircraft
cf the First 1'll'i'nrld lhiar, nperatinnal and esp-erimental.

Hnstil'e Skies. by James .I. Hudsnn [Syracuse Press} — a histnry cf
the American Air Service and its rise tn prnminence in IEHfl.

J' New with the Lafayette Esrnri'rt'fie. by Edwin E. Parsnns [E.C-
Scale til; En.) — the saga nf nnc man‘s pan in the immnrtal
Lafayette Escadnlle and an invaluable histnry nf that unique
squadrnn.

Men anti Machines cf the Austraiintt Firing Enrps finite-iii, by
Charles Schaedel {final-LabUrra} - a histnry nf the Australian
squadrnns that were a part nf the flnyal Flying Cnrps and Bnyal
Air Fnrce.

{hfl'ensiue Fri-treat. by Herman Macmillan [.Iarrnlds} — the stnry cf
the British air fnrccs in Italy, Jill'sr and l'ii'Iti.

"Pf"irt the Sky. by llIhl'.F..I . Harvey {Gnlin Hustnn} — an incredible
histnry nf bin. 22 Squadrnn, RFC and RAF by nnc nf its
members. Includes a cnllectinn nfjingles and flying snngs cf the
RAF-

Reenttntltita‘ittrtce ttrtt'i Enmher Airernfl it! the ii-I'H-i'il'id Hint“. by
W.h'l. Lambertnn and E.F. Chnesman fHarIcyI'nrdi Aern] — a
rundnwn an the rnajnr types nf bnmber and recnnnaissance
planes, with specs.

Fnrt Richthnfeh and the "flying Circus.“ by HJ. blnwarra and
Islimhrnugh S.EIrnwaarleyfnrd_iAern}=—an accnunt cf the Bed
Barnn‘s life and career, with the histnry nf his fighter grnup
thrnugh the end cf the war.

.S'np with — The ild'ttn and His .d t'rt-rgt'it. by Bruce Bnbertsnn f Harley-
fnrd] — a histnry nfSnpwith‘s careerand the stnry nf his remarit-
able aircraft nf WWI.



Wire Killed the Red Barnett. by PJ. Carisella and James Ryan
[Daedalus] — anuther exhaustive acceunt cf the death cf van
Eichthufen. with an inquiry intu the cuntruversy surruunding his
death.

Wings cf H'iar. by Rudulph Starlt [Arms tilt hrrnuur Press} — the
fascinating diary uf the last year uf IIIi‘Ii’urld War L by the leader ufa
IGerman Jagdstaft'el.

ltt additiun. sume ut' the fictiun uf Wurld War I in the air is
excellent- The fulluwing habits are recummended:

The Eftre Hex. by Jack D. Hunter
all Effft'rtgfitr the Huts-firs. by Frederick E- Smith
in the (“deepens at" Eagles. by Ernest H. IlIiann
Fuleurss bf France. by |f.‘harles Hurdhuff and James H. Hall
Suriname st-t. by Arch Whitehuuse

Finally. utte urganiaatiun deserves mentiun fur anyune whu is
interested in the histury ut' Wurld War i in the air — the Cruse fl:
Cucltade Suciety uf 1'i‘liturld War I Here Histurians. This gruup is
made up uf pcrsuns interested in the aviatiun histury uf llit"t'irld 1ilt'ar l.
and publis besa quarterlyjuurnal which cuntains in-de ptharticles an
I? I It- l'il Hi aircraft. persunalities and uperatiuns. Fer anyune seriuus—
ly interested in the subject. membership in the C russ sh. Euchade is a
must. lnfu rrnatiun can be had by writing Erussdt. Cucltad e. lit-£143 5.
Memphis. Whittier. E'r't 'i'lftbfld.

Appendix F

DAWN PATRDL flrganixatiuns

‘r'cars trf research and playtesting have gene intu the DAWN
PATHDL rules tn rnalec them as cumpleteart-d enjciyahle as pussihle-
tt nrganittatitt-ns have develnped that are deviated tn DAWN PA-
TflflL play.Thc DAWN PATflflLT' Suciety has been running cun—
ventiun tunrnaments and play—by—mail games since Iiifig. and has
published mare [turn 35 issues uf its new'sletler Aerudrctme. The
Sueiety's must famuus event is the early murning DAWN FATHDL
tuu rnament held each August at the GEN IC'tE'tl‘illtlllt gaming cunventiun
in suutheastern 1|tlv'iscunsin. The game is alsu represented in the TSP.
Ftfl-LE FLA‘rilt-lfi GAME ASHUEIATIUN" internatiunal gamers‘
gruup. Under Fl. PEA" nttwn rl: spunsu rship rule-playing, gamers ttf
all types earn pete in natinnwidc tuu rname ntsand receive a quarterly
newsletter. Fur inferntatiun abuut the gruups. write tu:

DAWN FATEUL"Stteiety RPEA“ Members-hip
lv'liltc ICarr PUB it]?
etc TEE Hubbies. Inc. Lake Geneva. WI 53147
PUB rss
Lake Geneva. WI 53H?

Please encluse a large stamped. self-addressed en velupe tu ensure a
reply.

Appendix G

Histurical Cnmmentary

The airplane was still a new inventiun when the wurld war br-alte
nut in I'Etlat.fln1ya few years bel‘ere the war armies started tn include
aircraft in their fareas. and these airplanes were used experimentally.
Eefure Iii l4. plans fur the use ufaircrafl in wartime were uncertain
and always. hypethctical- As a result, the evnlutictn ctf aerial warfare
that u-ceurrcd during the years l'iI'I-tlwl'illil gave rise tu many at the
principles uf air warfare that are still used in tuday's jet age.

r-tt the nutbrealt uf the First 1lil't'urld War. ur the llilreat War.
airplanes were vie wed by the military as auxiliary units whuse prim~
ary duty was re serve the army. This usually meant lung ur shnrt
reeunnaissanec missiuns tu seuut enemy pusitiuns and trunp muve-
mcnts, where the aircraft wuuld supplement cavalry furces as the
“eyes cf the army."

At first. there was an war in the air. Enemy aircraft passed each
uther unhindered. preferring an exeha age at" salutes tu an cxcha age
nf gunfire. Huwever. it was nut lung befure the cunflict extended tn
the skies- Twn—aeate rs began ca Frying armamcnl with an eye inward
duwning enemy pla ne s- All su rts uf ideas were tried lincluding flying
ever an enemy and drep ping brielts un his plane}. but gradually rifle
duels gave way tu exchanges uf machine gun fire between ubservers
in lwn—xcalcrx-

Fighters [ur pursuit aircraft] appeared as single seat planes de~
signed exclusively fur fast pursuit and escurt mark. with greater
maneuverability and speed than the lumbering twu—seaters. Fighters
were built tu attaelt enemy numbers and recunnaissance aircraft
[althuugh this was a new euncept and evulved as the war went unl. lily
19 1 ii the fighter had prugressed tu a paint whe re it was adaptable tu
several tas lts. including uffensive wurlt against enemy gruund fareas
and balluuns. [n Ital? and lEtlE. special lighter-like planes were
develctped fctr use exclusively in gruuncl attacks. including the spe-
cially designed meta] .lun ite rs aircraft. The Germans urga nixed sev—
eral squad runs whusc primary duty was gru and attach and infantry



suppert. Many ef the British fighters werealse adaptable tea greund
attack rate carrying Etl-peund Ceeper bembs. During ul'fensives.
this dangereus law-level wcrlt was eemmen.

The fighter really came iute its ewn en April I. lillfi. when the
French pilnt Reland {lanes shell. dewn twe German twe—scatcrs
while flying a l'I-lerane-Eiaulnicr muneplane with a machine gun
mnuntcd ahetttil ullhe enehpit and firing thretlgh ll't-e prupeller.

Barres" idea revelatieniaecl air warfare. His iclea was simple but.
fer the time. ingenieus. He meunted a machine gun in frent ef his
seat with the mursle peinting threugh the prepeiler‘s arc. allewing
him te aim effectively by peirtting the airplane at the target. A]-
theugh snmc bullets might strilte deflectnr plates fixed tn the prep.
eneugh weuld pass threugh tn destrey an enemy plane. The mecha-
nism was crude but it werlted. and paralcd and surprised Crermans
fell befere Ciarres‘ guns. Net until later in April when IDarres was
ferccd dewn in enemy territnry did the Iflermans learn the secret ef
his success. They immediately went te werlt en a device It:- cuunter
the French idea. . _

The Germans surpassed the Frc nch design with a mere ela berate
and effective interrupter gear that was almest feelpreef. it was
designed by Antheny Feltlter. whe later became fameus fer his
aircraft designs and manufacturing cencerns. The interrupter gear
prevented the gu as item firing when the prepeller was bleclting the
hullet‘s path. It eliminated the risle. always present with Garres‘
design. that a deflected bullet ceuld strilte the engine.

With their interrupter gear and their maneuver-a ble {far that time]
Feltltcr Eindeltlter meneplanes. the Germans quickly gained the
upper hand ever British and French planes that were net similarly
equipped- The rise ef the expressien “Feltlter fed der“ illustrates the
success efthesc types in the last halfefllillfi and the first halfef title.
The Allies ce uld net preduce an aircraft with a similar arrangement.
se they relied en “pusher" planes. unnrthedcx designs that put the
pilnt in frent cf the engine. which pushed instead ef pulled the
aircraft. These planes were a match fer the Feltltcrs. but befe re Inng
the Albatres fighters made the pushers easy meat fer their attacks.

The Albatreses. beginning with the D l medel. quicltly gained air
superierity ever mest Allied planes. Their speed and maneuverabilia
ty was superier te must existing types when they were intred need.
and the Albatres‘ twin Spandau machine guns gave them a distinct
firepuwer edge ever the single-gun Allied types.

The Allies tried everything tn salve the preblem ef firing Ihreugh
the prepeller. Elcsidcs the pusher idea. they tried mnunting Lewis
machine guns en the rep wings ef Nieupert biplanes. allewing the
gun te fire ever the prepellerarc. Altheugh this war Iced . it was net as
effective as the Ge rman arrangement.

Finally the Allies came up with a synch re nixing device designed by
George Ce nstantinesce. a Ruraanian designer. This device was the
tttcst effective ef several designs. and gave the Allies a chance tn catch
up tn the German superierity in armament. The C.C. gear. as it was
called. was installed en seme cf the new Allied aircraft in Jill? and
established seme balance in the air war.

The Allies regained superierity in the Last half ef [9| 3' when their
newdesignslflepwith Camel.S.E- 5. S-P.A-D- Jill] and Bristell met
the Eerman firstwlinc equipment {Albatrescs and Pfalacsl. Later the
Genus as. with the advent cf the Feltlcers and ether successful types.
again tipped the scales in their faver until the end ef the war. The
advantage was slight. hewcver. and in the last year nf the war the
quantity ef Allied fighters increased steadily and helped te ceunter
any German superierity in quality.

hecunnaissanceand benthcraircraft played imperta nt rules in the
evaluliun ef aerial warfare during the Great War. Unfertunately.
their impnrtance eften seems diminished by the atte ntien given te the
mere glumernus fighters. Receunaissance planes almest always were
twn-rseaters. with a pilet flying the plane and an nbsewer sceuting
Indl er phetcgraphing enemy pesitiens er mevcrnents. Recen
planes were sentctintes invelved in artillery ebservaticn missions,
cheers-ring friendly fire an enemy pesitiens and relaying range cerrce-
tinns tn the greund via ere-arranged signals er nae-way wireless. in
any case. recnnnaissance aircraft were very imp arts at tearmy epera-
tiene and the success ef their missiens dc pended en their ability In
penetrate enemy lines. get thejeb dene and return safely. This meant
euhltaat duels with enemy anti-aircraft guns and hestile fighters.
Reennnaissanee mark was dangereus. but it had tn be dnne. ten
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the nhserver had te pretect the plane frem enemy fighte rs te escape.
Since the reeen planes lacked the maneuverability tn fight effectively.
fighter pretectien became impurtant and air battles eften develepcd
areund recnnnaissance machines.

Hembers came inte their ewn in Werld War I just as fighters did.
Mast tactical bernbing was dene by fighters equipped with bemhs.
but strategic hem bing was handled by specialized bembers designed
te deliver a heavy bemblead at leng range. The bembers usually
eperated independently ef fighters and almest always traveled in
greups fer mutual defense. Night missiens fut bentbers were cem-
rnen. altheugh night missiuns ler fighters and menu planes were ta re.
The effects ef bembing were mere eften psychelegical than real. but
the bcmber nperatieus efWerld War I laid the greundwerlt ferthe
mass bemhing that became impurtant in the Eeccnd Werld War.

Histerically. the aerial warfare ul Werld War I had little effect an
the eutcemc cf the war itself. The war was ultimately decided en the
greund. and the actien in the air enly supplemented that fighting.
The evelutien uf air fighting during Werld War 1 is impurtant
because it heralded a new era in warfare- The rise ef airpewer. sc
impertant later in the Twentieth Century. had its crude beginnings
during the Great War-

Fer the average persen. the air actien cf the First Werld War
previd es an interesting and exciting en ntrast in ether aspects ef that
cenflict. The remauticist can envisien a last revival ef the age ef
chivalry. when men ducted each ether alene under a cemmen cede ef
henen
tenurse. the war in the air wasn‘t always as full el excitement and

hercics as we might imagine it was. 'l'heusands died in the airjust as
many thnusands died an the greund. and the deaths were just as
grueseme as these betew. Because the war in the skies was mere
persenal dues net mean it was mere glerieus.

But the war in the air did centain many exciting chapters. and
same ef the elements cf persenal cembat are net cempletely unlike
that cf medieval times. A study ef the aetiens. the aircraft and the
persenalities ef aerial cembat during Werld War I is a fascinating
subject. Perhaps Captain Duncan firinnell-l'vlilnc. hrrnsclf a pilet
with the FtFC,l F. A F during the First Wfll‘l-El War. summed the feeling
up best in this quetatien:

“Aerial fighting as it wasin these days will never be scenagaint
all that time rtul much is left ether than a few memeries ef adventure.
semetimes cemic. eften tragic. yet always restful eneugh te stimulate
even new a quicltcr beat ef the pulse.“

Appendix H

Hener d; Chivalry Ameng Airmen

Frem the beginning. the DAWN FATFt Cl-L game was designed tn
recreate the feel el' Werld War I aerial cembat. lt's ne ceincidence
that the aspects ef hener and chivalry have came te assume great
impnrtance te serieus players ever the years. it wnuld bean emissien
te cenelude these rules witheut mentiening the ccneepts that have
gained wide acceptance in reflecting hener and chivalry ant-neg
fliers. The carna radc ric that has grewn up ameng DAWN FATRDL
players is undeniable. and this style nf play reflects it.

Table TIE

Altheugh banter ameng players is a murmur part ef many
DAWN PATRDL games. geed players aveid discussing strategy er
tactics ence a game has begun. Players sheuld never suggest meves.
targets nr attach anglcs tn ether players. and “hints“ sheuld be
similarly aveided.

The limited intelligence aspect requires disc retina and hencsty en
the part uf all players. Filet persenalities sheuld be chesert and acted
by all players bcfere they knew eppusing aircraft types and starting
altitudes- The prese nee ef experienced and Ace pilets sheuld remain
secret until cembat is jeincd. Hells fer parachutes are taken witheut
reminders te wingmc n.



Damage given tn nppnsing players shnuld be recnrded by the
shnnting player nnly tn shnw the tntal nurnbct nf hits sented. nnt
where each hit was scared. Hits scnred can nnly be discussed atnnng
wingmen fer the first turn nf shnnting: prinr shnts cannnt be
mentinned.

Gun jams and critical hits. because nf their crucial nature. are
never mentinned during play.

Breaking nff cnmbat is a decisinn tn be made by each pilnt. never
by cnnsulatinn nr agreement. The nnly way a pilnt may indicate tn his
wingman his desire tn leave the game is by annnuneing his intentinn
tn dn sn within the parameters nf the Escape Frnm [‘nn‘that rule.
flnce a plane is rem nved frnm play by its pilnt. it may nnt return tn
the game.

Held-flu Attacks

Head-en attacks. because nl their pntency. are net undertaken
lightly- Thnse whn live by the head-en attack usually die by the
head —cn attack. as their nppnnents seek tn return the fever under less
ad vantagenus circumsta nee-s-

Head-nu attack against planes with jammed guns—er fewer
guns—are cnnsidered unchivalrnus- Attacking caperieneed nr .tlice
pilnts head—en with tea ser pilnts is cnnsidered the lnwest tactic nf all.
dc serving cf the must vign rnus repn nsa by the attacked player and his
wingmen-

t-ining tn the aid nfa wingntan whn has been subjected tn an
unespectecl head-nu attack by these mnving later in the turn is
en nsideted a brave gesture. Ely makingan addilinnal head -nn attack.
the wingmen mnving later can greatly aid his cnmrade in returning
the fire.

Tune-teeters

The tactics used by and against twnsseat aircraft will vary. but
certain angles nf attack will resemble the ”twn-edged swnrd“- This is
because single-seaters and twn-seaters each have ways tn place the
ether at a great disadvantage- Refraining frnm thnse tactics keeps
play fairly balanced and much mere interesting.

Single—seat fighters with twn guns shnuld nnt engage in head-nit
attacks with the pilnts nf single-gun twn seaters. If they tin sn. they
may find themselves en the shnrt end nf a cnuntcr—tactic...

Twn—seate rs. unless mnvt'ttg infernnrttttflattack by thepft'nt er the
same time. shnuld nnt place themselves in frnnt nf enemy planes tn
give the nbscrver a head—en attack- If they dn sn. they tend tn
encnurage attacks like that rnentinrted in the prinr paragraph.

slices dc Experienced Pllnta

Aces and experienced pilnts {thnse having reached a level nt' at
least 5 kills nr 12 missinnsl are cnnsidered veterans. The mnst ace
cnmplished member nf any flight becnmes the flight leader —largely
an hnnnrary dcsignatinn. but nne which gives the apprnpriale player
the hnnnr nf rnlling the starting altitude cf the grnup.

Aces and esperienccd pilnts are earned enly thrnugh cnntinuing
play. and they are affnrded a special respect- Many players cnme tn
knew each nthet‘s better pilnts by flying with and against them nn
nnmernus nccasinns. sharing the great mements nf their careers as
wingmen nr adversaries. They knnw their reputatinns. and salute
them fnr their accnmplishmcnts. The hnnnr nf respected fnes tnr
even hated nnesll is strn ng. and theirln ss can be felt almnst as keenly.

Wingmen shnuld always he cnnccrned with prutectjttg E felluw
flier. but never mnre sn than when he is an dice nr eaperieneed pilnt.
Tn save an endangered Ace is cnnsid ered the mnst cnuragenus nf all
acts. and wnrthy nf hnnnr and recngnitinn amnng fellnw fliers- Tn tin
sn by risking nr sacrificing ynur nwn pilnt is the greatest expressinn
nf hnnnr and devntinn that is pnssiblc-

Atrnclties

The chivalrnus cnde nf cnnduet precludes taking advantage nf
helpless nppnnents — mnst nntably. these which are gliding with
dead engines. pilnts with critical wnunds. landing planes. nr thnsc

which haveja mined guns. Tn dn sn is a dishnnn ra blc act unwnrthy nf
a skilled pilnt whn has any respect fnr his fellnw airman.

Elf cnurse. since deceptinn is pnssiblc. it is net always pnssible tn
ascertain whn is helpless and whn is nnt. But the experienced player
eventually learns when he can and cannnt give the benefit cf the
dnuht tn his nppnnent.

Hnnesty

Hnnesty and trust are the cnrnctstnne nf true enjnyrnent cf the
game. and it is essential that serinus players embrace these ideals.
Each player in the grnup must have the trust nf the nthers in nrder tn
retain their respect. This carries nver intn several areas.

First at all. pilnt rnsters sh nuld be kept with accuracyand care- All
missin ns gained mu st be earned in games cf 4 nr mnre players. each
flying a single plane. Ifa pilnt began his career with prinr missinns nr
kills under the variable system {see Missinns. liills lit Filnt Esper-
ience Advanced rule]. the starting number nf missinns and kills
shnuld be nnted.

The less nf pilnts must be accepted by all players as final. and in a
sense. inevitable- The temptatinn tn “fudge" the dice rnlls tn favnr
survival must be scrupulnusly avnid ed. These rnlls. like nthers which
may be npen tn questintt. shnuld be made in the view nf nther players
— with a statement nf what each tell is fnr hefnre the dice are cast.

Finlls fnr shnnting tn hit nt miss and determining hit lecatinns
shnuld he rnllcd npenly en the table. Rnlls fnr number nf hits. gun
jams. and critical bits can all be handled secretly if players are
knnwledgeable and treat each nther implicitly. {lne further nptinn tn
the limited intelligence app reach is tn have each pilnt detcnnine his
nwn damage after finding nut hnw many hits he has ta ken- ln dning
sn. he keeps the distributinn nf hits a secret. nnly infnrming the
shnnter as tn hnw many pilnt hit chances there are. This adds an extra
dimensinn. since shnnters dn nnt knnw hnw clnse their targets may
be tn being shut dnwn.

Thnse whn play this game a lnt have cnmc tn share a cnmmnn
bnnd — a mutual respect based npnn the ideals nf hnnnrand chival-
ry. Their style nf play reflects it and dnesjustice tn the memnry nf
1It't'nrtd War 1 in the air - a time when these ideals had an acceptance
which is new gnttc frnm warfare. If ynu play nften ennugh with
nthc rs nutsidc ynur nnrmal grnup nf players. ynu‘ll feel the cnmarad-
cric. tun.

What nf these few whn may nntsubscrihe in these ideals? A player
whn dnes act will perhaps cnjny temperary success. but his nppn~
nents will usually respnnd with tactics that will wnrk the same way
against him. This dnesn't mean that having a particular pilnt whn
flies mnre aggressively tnr even unchivalrnuslyl is net pnssiblc —- fnr
that can spice up a few games and build snme rivairies. But in the and.
players will find mnst nften that ”these whn live by the award. die by
the award“-



Appendirr I

Medals and Cemmendatiens

- Pilets whe cempile successful service reeerds eventually beeemc
eligible fer medals and eemmendatiens. Each natienality has its ewn

4 awards and heners te bestew en its mest successful airmen. itefer te
' the full—page listing which appears en the cardsc pullvflul chart-

Medals and cemmendatie as fall inte twe eategeries —- these given
fer length ef se rviee land as hievcmentl and these given fera speerfic
act ef eutstanding bravery. Winning these awards alse depends en

I lack; service reeerds shew that pelitieal. persenal and bureaucratic
' facters eften affect the timeliness ef awards. much In the summers-

tien ef the deserving pliers-

Awards fer bravery are given in three categeries:

Al Fer a suitable acee mplish ment er aet ef bravery:
til Fer an eutstanding accemplish ment er aet ef bravery;
Cl Fer the meat eutstanding aeeemplishmcnt er act ef estrerne

bravery.

Era nting these awards invulves seme subjective judgments. After
a game in which a player feels his pilet qualified fer eensideratien.
that player er his wingmen sheuld malsc a fermal appeal fer the
award {assuming the pilet meets all eapcrience prerequisites fer the
eemmendatien}. This prepesal is diseussed by all players present.

Categery A awards eeuld be given in a pilet whe seered an
im pertant deuble ltill. whe seered a cenftrmcd lrill ever an enemy ace
ef at least Jelvl 15 if... whe dre ve away a larger ferec ef enemy planes-
er whe saved the life ef an caperieneed wingman and se en- if all
friendly wingmen agree the flier deserves the award. a rel! is made at
the apprepriate time.

Categery I! awards might be presented fer seering a triple hill.
rescuing a wingman dewned behind enemy lines. er acting as flight
leader fer an unusually successful missien where damage tn the
enemy was severe while friendly lesses were minimal. and se en. if a ll
friendly wingman present agree. and ne mere than ene eppesing
player dissents. a rell is made at the app re priate time-

Categery C awards are fer enly the must eutsta ndiug events. the
kind a player may see ence in Iflfl games. Such a prepesal must have
the appreval ef all friendly wingmen. may be eppesed by ne mere
than ene enemy player. and must be presented {if at all pessible} te
twe ether players whe we re net at the game in eucstien. If they agree.
the rail is made the nest time the greup gets tegether-

i Il'.ienerally. rells fer awards sh euld he made immediately fellewing
the game in which a pilet hecemes eligible. All rells fer awards must
been neuneed by the eligible player befere the die is relied and sheuld
he witnessed by at least three ether players.

1|When an additienal eha nee in win a service award is indicated. the
eligible pilet eentinues te cheat: enly the eatege ry {either missiens er
kiJ is} he first beca meeligible in. When checks fer each additienal ltill
are indicated. a deuble er triple trill allews enly ene additienal checlr.
net twe er three- |Il‘Jnee an award is received. ne further cheelts fer it
are made.

Where an exact number is listed under Number Presented. it is the
number ef airmen whe are lrnewn te have received the award.

Pnissian medals are awarded te Prussian airmen as well as all
fiennans. since they are the efficial awards ef the German Empire.
GENDER fliers frem Bavaria. Sasuny er Wurttemberg may alse
qualify fertlteir ewn set ef award s- An assertme nt ef medals given by
the lesserfierman states is embedied in the “Extra“ Awards su btable-
All German effieers may qualify fer these extra awards after winning
the Knights Cress ef the Fteyal Heuse Ctrder ef Hehenaellern.

Hete that Prussian awards are never given pesthumeusly er te
PDWs. Awards can be given te captured er killed fliers ef ether
fietien-lines. when apprep date.

The Iliners-ran Drden Peur le Herite eften was anneuneed enly te
have the actual award delayed. A number ef the awards were never

ed at all. due tn the we rs and This is reflected by requiring a
attend mil in actually receive the medal. There will be seme
dilppeiatments!

_
_
._

,_
..

..
_
_
.'
_
_

Credits

This game was first eenecivcd in tiled by the designer. lvl ilre Carr.
whe admits the metien pietu re “ The Eftre Hts-r“ inspired the idea efa
realistic game based en aerial eembat in Werld War I. Since the
eriginal crude design. the game has been censtantly evelving inte a
mere realistic and playable versien threugh the help ef many interv
ested pe rsens. Their sugge stiens an new rules. revisiens and hiStfll'lr
cal additiens have gene far reward impreving the game. The anther
is indebted te all ef them fer their assistance.

Design: lvlilre Carr
Develepmentt Steve Daubenspeclr. Charlie Fa ught. Mitre Crray. Hill

Heaten. Riclr Jehnsen. iiurt ltrey
Dptlenstl flutes: Paul Cete [Greund Attaclt. Ctbservatien Balleens.

Critical Hits. Clptienal Tail ing. Ranger Firepewer Effectiveness}.
Steve Daubenspeei: {Gun Jamming}. Chris .laniee {Lew—Level
Flying. Weunded Pilet. C-reund Attaclt. Critical Hits}. IlJeerge
Patten tRangefFircpewer Effectiveness]. Chris Weiser tLand-
lugs and Tatteeffs. Critical Hitsi. Ed Wernelse fl'iun Jamming].

General Help and Suggesliens: Earen Andersen. Jim Barber. Alan
Christensen. Patti Cele. Phil llijrant. Harry Hehman. Mike
Huggins. Chris Janice. Dave .Iedlielta. lvlilse Kennedy. Steve
lineup. lierry Hash. Jen Pielrens. Chris Weiser. Beth Eehal

Editing: Barbara Jehnsen. Deburah Ritchie. Steve Winter
Cever Art: l'vlilte Hagel
Game Map: Harry Quinn
Interier Art: It. Andersen. Darlene Petul
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aeress the eeunlry eeme te Wiscensin te partake in a bread
spectrum ef gaming activities: Histerical simulatiens. fanta-
sy and science fietien games ef all types. traditienal beard-
games. minigamcs- cemputer games and tef eeursei Dil'rDll
and ADdiD'fl' fantasygamea-Therearefeurdays efmevies.

* demeustretiens. teu rnaments. seminars and manufacturer’s
erthihits- Plus lets ef DAWN PATRCtL aetienl
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CrEl'tl CDH Came Cenventiert: the SEN CCIhl Seuth Crame
Cenventien each March in Jaeltsenville Flerida. and the
SEN Ctill'tl East Game Cenventien each summer en the
eastern seabeard-
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Advanced Sequence ef Play

The fella-tying t't-tltlint: sheet-s the tear rnajttr phases et'eaeh game turn. and descri hes when particular eperattens are undertaken.

reselyed. and: er almeuneed-

Pneuercment phase

I. Players with weunded pilets re1| te determine censcieusncss, uttcenscieusncss.

2. Players tt'he want te hrcalt el‘l' eemhat anneunce their irttetttien te escape-

3. Any engine en. el't decisiens are made and anneuneed.

4- Films making parachtne jumps altatttleri their planes.

5. Aircraft emerging I'rem elettcls are placed cm the heard at the pesitiens l'ret'n which they will start tlte turn.

Hesement Phase

a. Resident meet-merit arder is determined [tail attaelts are a l'acter; successful rct-ersals may change the eaact ttrtler el mes'eatcitt it they

eccur during. a turn]; nan—fighters and burning aircral't add ene te their rnlls.

TI'. Players inyelyed in tailing cheese cards.

lrl. Players mate in the fella-wing ttrtlcr.

a. planes that are eul ttfeentrttl
h. planes that arcattemptiag te land
c. planes gliding. with engines ell"
ti. planes gliding at lets: Thrnttle
c. planes tattiing er tel-ting eff
l". planes at leer altitude {mere than ELIIJIJ l'eet helm-r etherst
3. all ether planes

Players rccerd their threttle speed after meying.

9- Each player. upen cempleting his muse. makes the decisien whether er net te target en any single aircraft in his Field el' fire. II' he
cheeses tn target. he has cemmitted himsellr la the shat and may rtet lire at ether aircraft meytng later in the turn {unless dctcndtng
against a head-en attach}- ll” he cheeses net te target. he passes up the flppttrtunity te fire at arty pl tlteseatrerall already tn he held at
fire. but may decide at the end at" all meycmcnt tr: lire en any aircraft which has mtJyetJ inte his field el lire subsequently. Deserters
always target at the end at all meyement.

Fest Mesement Phase

III. Players attempting, eyerdis-cs rell fur pessihle hrealcup-

ll. Players with burning aircraft rall te eatineuish l'ircs.

|7 Players "t-'t.l'|I.'.| are attacking rell t'et pessihlc gun jarns.

Heselufien Phase

I]. All attacks are reselt'ed sitttttltttttceusly.

l4. Players whesc planes were damaged tell I'm critical hits. Players must anneuncc yisihle effects such as smeltc er less el'eemrel.

l5. Players attempting te Land er talcc ell' rell I'er success. Crash types are determined and pllets rell l'er surety-a].

Ia. Players anneuncc tailing attempts fer the nest turn-

IT. Players when did rtel attach rell te relead guns er Elcarjams.

lei. Players with jammed ettntrels altempl tn Iclear them-

Isl- Planes that have met the requirements l'er escaping item cernhat are rcrneycd treat the heard-

It]. Planes that were shet dewn eat at centrel are reme'red treat the heard.

t: 1952 THE. Htthhies. Inc. All Rights Reserved.
DA Wh' PATRUII. is a trademark ewtted by 1 SR Hehhies. lne.
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Armstrong-Whitwnrth F.K. 8
II‘i-II hp Benrdmnre Apr IT-enII

. 1' - -|- I ! 1| ' I : I I :

In 4.95“ IIIII IIII IfiII
5.IIIIII—‘I.95II III} II} I IIII
IILUIHI-HHIIII ‘III III} 5”

Maximum Dn‘e: I.-'IIIII Il. Ceiling: |.'I.IIIIII II.

IIne II ‘I’ieLeIx 4 fine IIx lewix
Ian xeai nhx. reenn. grnund IIIIIIL'II'
HrIlIi-ih

I H- H I- I l."I'I" CW RW
Ii I I IS I | | | I I I |

DAWN
PATROLT”
AIRCRAFT SPECIFICATIONS

CARDS

IeuI inIn Iwn ShEEIS. nnI individually}

Breguet l4
.IllIl hp Renauli .IuI III-nil

AIIiIuIIe III.I Iun Iurn I'Iiinh “L:
In 4.95M I III HII .IIIII'
ilIIIII-‘IHEIII III” III] ESII
III.IIIIII-III.‘~ISII III] III III”
I 5.IIIIII—up H“ II“ IIIII

Maximum I‘In'e' I.-1IllI II. I'eihng: III.I'~IIIIII

(Ine ll ‘I’ielIerx + IIne nr III-n l Iewix
Iwn 'I-IL‘III hirr‘nhlng. rI'IJIIl‘I"
I-renI'I'I. IIEIgIIII'I. American

I'. H- RI- I I'W {W II‘W
"I I3 In IE I1 |.I IF-

Bristnl F. ZB
II-III hp Rnllx Hinee l-aienn .lun lI-eniJ

MI I Inn Iurn ChmbIILL
In 4.915“ I III III! .‘III-II
MIMI-"LII 5” I IJII HII 25H
II.I.IIIIII-I4."IISU an I” ZIIII
I 5.IIIIlI-up “III 'III I IIII

Maxlmum lIix'e: I.5IIII II. Ceiling: 2II.IIIIII II.

IIne II ’I'ielIerx + IIne nr [WU IIx Lewis.
I'wn xeal I'ighter. grnunII aIIaelI. I'eeun
HIIIIxh

E I- I- R |* I LW {'W R W
In I I III I] I: I2 II

American D.H. 4
IIIIII hp I.iherI3- Aug III-end

M: I I‘ I ]' I III I . .

in 4.95“ IEII I«I‘ll 25H
MIMI-9.95” I III l-Ill ZIIII
llI.IHIII-l4.95ll I III III) ISII
ISJIIIII—uri IIIII III III“

Maximum Dive: IAIIII I'I. ICeilirigz I5.IIUIJ II.

'I wn II Marlin + 'Iwn IIx LEV-1’s
lwn xCIIl hnmhing. nba. reenn"
Ameriean

I I‘ I" R l— I III" I‘VII R W
”I | I III I I I2 l3 l2-

De Havilland 4
ESII hp Rnlix Rnyee Apr II-end

Almude [IL] Inn [um {'hmh III.I
III-1.95.“ IEII 'n'II 35H
5.IIIIII—‘I.II'5II I III IIII IIIIII
I IIJI‘IIII- I 4.95“ I [III III IIIII
iI.III_In-u p an an In
Maximum llix'e' IAIIII II. I'eiling: II:.IIIIII II.

IIne II ‘I’Iekerx + [Inc nr III-n l Iewix
'Iwn xeai hnmhing. Ieenn“
HI'IIIIv-I‘I

I' III" II. I— I 1.155" {W II.“

II I I III I I I? II IE

De Havilland 5
I III hp Le tne

In 4.95” I III ‘III .IIIII

Jun [TI-.Ian III

iiiixxuasn III-ii III“ 200
III.I:IIIII— l-I.‘~ISII an In IIJII
I5.IIIIII-up xii HI In
Maximum Dix-e: I.5.‘III II- L'eiling: IIIJIIIII II.

[Ine II ‘I'Iekerx
Single xeaI lighter. grnund aIIaeII

De Havilland 9
23“ hp HHn‘Iiddelex' I’Lima Apr III-end

. ‘ .1. I . . I .

In 4.95.0 IEII tIII 250
5.0003350 I III III) EUII
WING-H.950 IIIII EU IIIII
l5.IIIlIJ-up IIII I'll SII

Maximum Dive: |.4IIII II. (Telling; |5.5IIII II.

One If ‘I-"iekers + One nr Iwn lIx Lewis
'Inn 1IeaI hnmbing. reenn"

De Havilland 9A
4“” hp Linen}; I'IeI III-end

W. {ILI Inn lurn L'Iimh III I
In 4.91“] IEII I-IIl .IIIII
5.IIIIII—9.95II I EII III! ESII
III.IIIIII~I4.95II I III III] ISII
ISJIIIII-up IIIII III IIIII
Maximum [Jix-e: I.4IIII II. {_"eiling: IIIISII It.

Cine II ‘I’IeIIen-i + 'I'n-n IIx Lea-ix
lwn xeai hnmhing'

HFIlIxI‘I British BTIlIIiI'I

If H‘ HI I IW {‘W RW F. H- RI "I L‘I’I" CW RW E I} III I I W [W R‘I'I"

II II} IS III II II II Ii II III II IE IE IS! I II III II IE I: IE

Dnrand AR.2 Haaot HD-I Morane—Saulmer AI

EII'II hp Renault .Iun II-I-eh III III) hp Le Rhnne Aug I'I-end IIIII hp (Innrne Mnnnxnupape Ieh—Maj.‘ Il-I

www— .mufle III.I Inn Iurn Climb III I Altitude III I Inn [urn II_'limh III.I

In 4.95II IIIILI IIII 250 In 4.95“ I III III) 35“ In 4.95” I3II IIII} 450

5.IIIIII-‘1I.'-I'5II ”II III I 5” 5.900335“ IIIII 90 FIN) 5.IIIIIIIJ;I.95II l 3“ |III} 35H

I [LIIIIII- I 4.91m III] "III I III—I |II.IJI}II- I 4.95“ 9‘” IIIII EIIII III.IIIIII- H.950 | EU III] 25“

ISJIIIII-up III] III” SD ISIIIIILUp IIII T’Il ISII I5.IIIIII-up I III IIII ISII

Maximum Dix-e: l.-'IIIII II. Ceiling: IILE‘UI} II.

Une II Ir'ieIIer-j + [Ine nr Iwn l Len-ix
Iurn xeal I‘Ihx. reenn. I'IIImbing"
Freneh

I- |-'I-' R I" "I" LW CW RW
15 | I I5 I | I I II II

Maximum Dive. LSIIII II. ('eiling: ELIIIIII I1.

Uni: II 'I"iI.'I\erx
Single xeaI lighter
Italian. Belgian

IT III" III- I LW CW R‘W
II III III III I I l I II

Maximum LIwe‘. LSIIII II- Ceiling: ElIIIIIl It.

I‘IMI II Viekerx
Single seal l'ighIer
Freneh

F. FF RF 1 IW I'W H ‘I'Ir'
II II IS I I | | | I ll

Nieupnrt 17
I III hp |.e Rhnne May III—Feb IS

m 4.93: IIIII IUII an
Inn-9.9m IIIII cm 350
III.IIIIII-I4.95II an III} Ina
l5.IIIIIII—up an “III an
Maximum Dive: I.35II II. Ceiling: H.500 II.

fine If ‘I’iekerx nr nne II wing Len-ix nr ah
Single xeai l'ighIer
French. Briliah. Italian. Belgian

F. FF RF T LW CW RW
I: III 14 III III III III

Nieuport 28
II‘III hp finume Mnnnsnupape Apr—Aug III

We III I Inn Tum—W'
In 4.950 Ill] 100 35“
10003.9 50 I III IIIII Jill}
|D.IIDIJ- I 4.950 Ill] 90 25“
l5.IIIIII-up III) III} ZIIII

Maximum Dive: IAIIII II. Ceiling: I9.IIIIII II.

Twn II Viekerx
Single seal IighIer
American

E FF RF T LW CW RW
6 I I IS I I I I II I I

ailin PE
2H] hp I-iaI l-eh IfiwnII

mm: III I Inn I'urn Climb [I'M

In 4.95” I III I'III 25H
1000—9.q I III III I EIII I
[0.000- I 4.95“ QII III I fill]
I5.IiI-up an an Inn
Maximum Dive: |.4IIII It. I'eIIIng: IfixIIIII II-

Une II 1lI'ielIerx + (In: lIx 1.1:w
Twn xeaI reenn. nhx"

E FF RI- 1 LW CW RW
II I | IE I I I I I I ll



R.A.F. R.E. 8
I50 hp RAF. Dec Ill-end

to 4.950 l00 00 200
5000-9350 90 70 I00
10.000- 14.950 00 00 50

Maximum Dive: [.200 ll. Ceiling: H.500 It.

fine 0' "Ir'ieltcrx + Cine l Lewis
Two neat ohx. recon. ground attaclt“
British. Belgian

E FF RF 'I IW CW RW
0 l0 l4 [0 I0 I0 I0

Salmson 2A.2
200 hp Canton-Unne Feh III-end

l I . I I .1. I Fl I I

to 4.950 I III Hill 300
1000—9950 I I0 30 250
I 0.000- I 4.950 I 00 70 I 50
I 5.00ll'wuri 90 70 | 00

Maximum Dive: [.400 it. Ceiling: 20.500 It.

fine It 'v’ielteri. or two IT Martin + Two l lewii.
Two neat recon. ground attack‘
French. American

E FF R F I [.99 ("W RW
I: I2 1a I2 1] l3 I3

S.A.M.L. 2
200 hp Fiat Aug Iii-end

I . I‘ I I .1. ill. I I

to 4.950 I00 till 200
1000-9950 90 20 | 50
|0.000— | 4.950 H0 20 I 00
I 5.000-u p 7'0 till 50

Maximum Dive: L400 l't- Ceiling: “5.400 It.

fine 0' wing Revclll + fine In Hevclli
Two hfifll ohx. recon. ground altack"
Italian

E FF RF 'l l W CW III-9'
o I I I0 I I [2 I2 l2

R.A.F. SE. 5
I50 hp Hixpano—Suira May lit-Dee I?
W.
In 4.9.50 I20 90 300
1000-9950 I II} till 200
I0.000-I4.95vll I III 20 I00
|5.000—up 010 7'0 50

Maximum Dive: I500 ft. Ceiling: ”.000 ll.

fine If ’v'iclterx + fine If wing Lewis
Single neat lighter. ground attack
British

E FF RF 'I' I..W CW RW
ti II In 12 I2 I2 I2

R.A.F. S.E. 52
200 hp Hispano—Suira Jul I'I-end

. _ . I I Fl.

to 4.950 |30 I00 350
1000-9950 | 20 90 250
I 0.000- I 4.950 I20 80 200
l5.000-up I l0 20 I50

Maximum Dive: l.500 l't. Ceiling: 22.000 I't-

One 0 Vickerx + One 0' wing Iewii‘.
Single seat fighter. ground attack
British

E FF R F T LW CW R W
t5 II It“: I2 l2 l2 l2

Sopwith F.1 Camel
l30 hp lClerget Jul IT-entl

_ . II . . . . I I.

to 4.950 I I0 I00 350
1000-9350 I 00 I llll 2.50
l0.000- H.950 I00 90 I50
I5.Illl'Il—up 90 I'll} I00

Maximum Dive: l.500 l't. lCeiling: l9.000 II.

T Wu IT Vickcrx
Single seat lighter. ground attack
British. American

E FF RF I
0 ll I5 I I I2 I2 I

Sopwith F.l Camel
l50 hp Bentley Rotary I (Jet I?-end

. _ . _I I ill I .

to 4.9.50 I20 I I0 400
1000-9350 I I0 I IU 350
I0.000-I4.950 I I0 I00 250
|5.000-up “Ill 90 200

Maximum Dive: I.500 t't.

Twa ll Ii'iclteni
Single seat fighter. ground attack

Ceiling: 22.000 It.

British

E FF R F 'I' I. W CW R W
[i ll I5 II I2 l2 l2

Sopwith 5F.l Dolphin
200 hp Hispano-Suira Jan III-end

II' I I I .I. [II I i

to 4.950 130 I00 400
1000-9350 I 20 90 300
I 0.000- I 4.950 I 20 90 250
l5.000—up I It) 80 I50

Maximum Dive: l.500 It. Ceiling: 2!.000 It.

'I'wo II 'v'iclters + One or two IT l Lewis
Single neat lighter. ground attack
Britibh

E FF RF T LW CW RW
fi ll I5 12 l2 I2 l2

Sopwith Pup
50 hp Le Rhone Nov lei-Dec I'i'

Alumni: III 1 fun lam—Ewan]...
to 4.950 I I0 I00 250
1000-9350 I 00 90 200
I 0.000- I 4.950 '90 00 I 50
I 5.000-up 90 00 I 00

Maximum Dive: I.500tt. Ceiling: IT.5IIIII'I.

One If Vickeri.
Single seat lighter. ground attaclt
British

E FF RF | IW CW HW
0 I0 I4 I0 II II I I

Sopwith 7F.l Snipe
230 hp Bentley Rotary 2 (Jet III-end

i I I i" I

to 4.950 I20 I I0 350
1000-99 50 I 20 I I0 300
I0.000-I4.950 I I0 till] 250
I5.000-up I I0 I00 200

Maximum Dive: I.500 0. Ceiling: I9.500 It.

'l'wo l'l 'v'leltera
Singie seal lighter. ground attack

Sopwith 11/2 Strutter
I30 hp Clerget .Iul lh-Mar III

. . I . I I I..I. I .I.

m 4.950 I00 70 250
Slim—9.950 90 to I50
l0.000- H.950 IIO an um
I5.0'00-up 70 at; 50
Maximum Dive: 1.400 It. Ceiling: H.500 It.

One If Ii’icI-tcrx + ()ne llx Lewis
Single or two seat bombing. recon. ground attack

Sopwith Triplane
I30 hp Clerget Apr IT-flct I?

mtlt.) Ion Turn. Climb IILJ
to 4.950 I I0 I00 350
5000-9350 I III 90 300
I 0.000- I 4.950 I00 till 200
I5.000-up 90 7'0 I50

Maximum Dive: L450 tt. Ceiling: 20.500 It.

One 0' Ir'iclteri.
Single seat lighter

British British. French. Belgian British

E FF RF T LW CW RW E FF RF I' IW CW RW E FF RF T IW CW RW
t5 II I5 II I2 I2 I2 0 I0 I5 I0 I0 I0 l0 0 l0 l5 I0 II II II

[50 hp Hispano-Suiea Get It‘s-Dec I? 2|5 hp Hispano-Suira Aug Ill-end 220 hp Hispano—Sulxa (Jet IT-end

WILM— WEIR—Cm— W Tum Climb ”H
to 4.950 I20 90 303 to 4.950 I I0 H0 300 to 4.950 I 30 I00 4“]
1000-9950 I I0 00 250 5000-9950 I I0 70 200 5.000-9.950 I20 90 .300
l0.000-I4.950 I I0 20 200 |0.000-l4.950 I00 70 l50 l0.000-l4.950 I20 00 250
limit? Im 00 III} I5.000—up I00 00 I00 I5.000vttp I I0 2'0 I50

Maximum Dive: I.550 It.

fine It Ii-“ielterit
Single seat l'ighter
French. British. Italian. Belgian

F. FF RF T LW CW RW
If} [I It: I2 I2 I2 I2

Ceiling: mom It. Maximum Dive: L400 l't- Ceiling: 23.000 It.

fine 0' Vielteri'. + One or two l Lewix
'Iwo fiCflI obit. recon. hnmhing‘
Freach. Belgian

E FF RF 'I' LW CW RW
I5 I2 I0 12 I2 I2 I2

Maximum Dive: I.t‘:00 I't. Ceiling: 22.3w It.

Two If Vielters
Single seat lighter
French. American. Italian. Belgian

E FF RF T LW CW RW
If: II If: I2 l2 I2 l2



A.E.G. C IV
1011 hp Mereedex Ma]; lift—Aug 10

1|" ._ . ..|:
to 4.950 100 '10 300
5.1““1-9350 9'0 7'0 I 50
10.000— 14.9 50 1'10 1'10 100
| 5.000-up '10 150 50

Maximum Dive: 1.40011. Ceiling: 10.40011.

fine It Spandau + Gne 11x Parahellum
I'm-r seat recon. nhx. ground attaek"
German. Turkish. Hu1garlan

E FF RF 1 1W CW RW
11 11 15 11 ll 11 11

Albatros C V11
2011 hp Ben: Tiler: lib-Ike 1'1

1 | . I - . . .

to 4.950 100 "1‘0 200
500049.950 90 '10 | 50
111.000- 14.950 90 00 100
15.000—up 1'10 00 50

Maximum Dix-e: 1.40011. Ceiling: 10.40011.

One 11' Spandau + One 11x Parahellum
Iwo xeat obx. recon"
German

E FF RF '1' L91“ CW R W
6 I0 15 10 11 I I | 1

Albatros C X
21‘10hp Mereedex Sep 19—101 10

1414.950 I 10 110 3011
5.000—9.9511 1011 3'11 1 50
10.000-149511 1110 1'11 101}
1 5.001.1-up 90 01.1 50

Maximum 1101.1: 1.4110 11. Ceiling: 10.40011.

Gm: l'l' Spandau +(Jne11x Parahellum
'T'wo xeat ohx. reeimill
German

E 1- F R I: '1 1911' CW H. W
0 ll 15 | | 12 12' I]

Alhatros C XII
200 hp Mercedes Mar Ill—end

. l I . . ;

to 4.9511 1 10 150 250
5000—9350 | 10 1'10 200
10.001.144.950 100 T0 150
I 501000 90 00 100
Maximum Dive: 1.400 11. Ceiling: 10.50011.

Cine ll Spandau + One 11x Parabellum
191-0 seat ohx. reeon'
German

E FF RF 1 LW ew R91.“
0 1 I 15 ll 12 12 12

Albatros D II
lfi0hp Mercedes Nov Ifi-Aug I?

to 4.950 100 T11 2511
5.000-93 50 911 70 l 50
10.001.144.950 1'10 00 100
I 5.000—u p 00 00 100

Maximum Dix-e: 1.4001't. Ceiling: 11001111.

l we 11' Spa ndau
Single xeat lighter
German

E FF R l— '1 LW CW RW
15 II 15 10 11 ll 11

Albatros D [II
11'10hp Mereedex Feb IT-Sep 115'

to 4.950 100 11-11 30-0
5.111.103.9150 90 "4'11 250

1 0.0011- 14.950 911 011 1511
15.000-up 1-111 00 100

Maximum tin-u: 1.450 11. tailing: 114.0011 1'1-

IVs-n 1'1 Spandau
Single .xeai lighter
German. lurlxixh

F. H- RI- '1 1.99" CW 099-”
11. 11 15 10 11 | | ||

Albatros (Oeffag) D III
1155 hp Auxtrn-[Zlaimler Mar IT-end

. |_ '1 Fl .

to 4.950 | 10 150 300
5.000-9.9 50 100 00 250
10.000- I 4.950 100 '10 1 50
15.000-up 90 '1'0 100

Maximum Dive: 1.4501't. Ceiling: 10.000 It.

'I no 11 Sehwarrluxe
Single 91:01 lighter

Albatros D V
100 hp Mercedes Jun Iii-Aug 111
W Turn ("111110 UL]
m 4.950 100 00 300
5.0009950 90 70 250
10.000-14.950 90 70 :00
15.00040} 00 00 100
Maximum Dire: 1.35011. ("eiling:20.5001t.

1'00 11' Spandau
Single xeat lighter

Albatros D Va
1110 hp Mereedex Hm I'l-entl

111 4.050 | 10 1'10 .100
5 000-9950 100 110 250
111.000-14950 90 '10 2011
1 5.000-up 90 ‘10 I 50

Maximum Dix-e: 1.40011. Ceiling: 20.50011

Two 11' Spandau
Single seat lighter

Alumni-Hungarian German German

E 1+ 01- T [.99 ew aw 1—; 1-1- R1" T Lu" ew RW E H RF 1 LW (‘0' xxx-
0 11 15 10 11 1| 1| 0 ll 10 11 12 12 12 0 ii 10 11 12 12 12

D.F.W. C V Fokker D VII
Albatros WA

200 hp HyenaIr Dee lfi—end 160 hp Mereedex May 10-0041
100 hp Mereeelex Apr 1?-Mar 13 _ . .. . . . _ _. . .. .

W to 4.950 100 00 250 10 4.950 I 10 100 250
lb “5” l ”U 3'” 3“” 5.0009950 100 70 200 5000-9950 | 10 100 200
5001-9950 '9” 5” '9" 10.000-14.950 90 70 I 50 10.000- 14.950 100 90 1 50

1 5.000-up 30 00 100 l 5.000-up 90 90 100
Maximum Dive: 1.35011. Ceiling: 9.155011.

I'no ll Spandau
Single xeat xeapla ne lighter

Maximum Dix-e: 1.40011. Ceiling: 21.000 0.

One 0 Spandau + One 11x Parabellum

Maximum Dive: 1.500 1:. Ceiling: 19.011011.

Two 11' Spandau
Single xeat lighterGerman Two seat recon. 0155*

German German
F FF RF T LW CW RW
0 11 15 10 11 II II E FF RF T LW CW RW E FF RF T 1.0." CW RW

0 II 15 11 11 l] 11 0 11 If: 12 12 15 12

Fokker D VII Fokker D VIII Fokker Dr I
11-15 hp 0.01.91“. Jul Ital-end 110 hp Gherurxel Oct Ill-end 110 hp Gberurxel Dee 1'1-end

in 4.950 120 110 400 to 4.950 120 110 41.10 in 4.950 110 | 111 450

1000-9950 120 I 10 350 5.0009950 l 10 110 350 5.0009950 100 100 4110

|0.000-|4.950 1 10 100 300 10.000-14.950 1 10 100 301) |0.01]0—|4.950 90 90 .100

15.000-up 100 90 200 15.0110-up 100 100 200 15.000-up 1111 1'10 200

Maximum Dive: 1.50011.

Tit-01f Spandau
Single xeat lighter
German

E FF RF T LW CW RW
0 11 11': 12 12 13 12

Ceiling: 22.900 0:. Maximum Dix-e: 1.50011. Ceiling: 21.000 ft-

1'00 0 Spar-clan
Single xeat lighter
German

E FF RF T LW CW RW
6 II 15 ll 11 12 1|

Maximum Dive: 1.45011. Ceiling: 19.00011.

Two ll Spandau
Single seat lighter
German

E FF RF '1 LW CW [1911'
h 10 I4 10 1 | 12 ll



Halberstadt CL 11
Int] hp Mercedes Aug III-Jul IE

In 4.95” I III III] EDI]
EDIE-9.9% Illl] It] I fill
II].l]llfl- I43 5!] III“ ".I'I] I III]
I 5 .I]l]t]~up Iall] ht] SI]

Maximum Dive: LSIIII It. Ceiling: Infillll It.

fine I] Spandau + fine lIx Parahellum
Ian seat grnu‘pd attack. lighter

Halberstadt CL IV
lt‘rll hp Mercedes»; Mar III-end

We tt't.i Inn Turn Climb Hi I

tn 4.954.] I III I'll] 3IIII
ill'DU-IIHSII IUD I‘ll] III‘II
I I'].III]I.'I— I 4.950 I III] Tl] I it]
I 5.l]t]l]—u p 90 TI] I III]

Maximum Hit-e: 1.5m} It Ceiling: lh.?l]l]l't.

Unc IT Spandau + One Hit Parahellum
Tit-n xeat grnund attack- lighter

Hannnver CL Illa
Hill] hp Hiram May lit-end

. l l I 'I- . . l .

tn 4.950 Illl] 9t] 25H
5.IHII]—9.'§ISI] I III] I'll} EIII]
“Liam—H.950 9t] I'll] til]
I HIGH—up I'll] TI] III]

Maximum Dix-e: LSUI] It. Ceiling: Enlfillt'] It.

flue I'l' Hpandau + Ilne l'lx I’arahellum
Tin-n xeat grnund attack. lighter. recnn

Lie rma n (icrma n {ierma n

E FF RF l LW CW RW F H- RI- I' I.W ['W RW F. I- I- R]-' I I W [W RW‘

h I] III II I3! 13 II a II 15 II 12 III l2 Ii II II] III I4 I4 I4

L.V.G. C V L.V.G. C VI 0. Avrattk (Berg) D l
Elli} hp Elenir Sep I'I-enil Elli] hp Ben: Apr Ill-end Ell-l] hp Anxirn-llaimler (Zlct I'll—end

filIlIHtiIfl I11 1 Tan '1 urn Climb If“ Nutudl.‘ [1L] ,_ Jun 'I'um Lhmh" ML] MHLHIEJILI lug Inn: EIIIIII'I [11.1

in 4.951] III] III] Elli] in 4.950 I It] lit] 25“ In 4.950 I ll] I'll] rmt]

5.l]|l]t]—‘].‘]5I] 9t] 'i‘l] Ifil'] 10003.95“ IIII] Tl] EDI] 5.Ul]tl-9.l-].‘il] I II] III] 35]]

“HEM-H.950 ‘i'lfl TU IIIII “LIMIT-[4.950 III.) Tl] I50 III.lH]Il-I4.95ll Illl] Ill] 25H

i illllfl-up III] til] 5t] I5.I]l]IJ-up III] N] IUI] | 5.l]-lll]-up III] "III I fill

Maximum Due: L400 ft- |Ceiling: lh.5l]l]lt.

IEtna I'I' Hpandau + Ulte l Parabelltim
Iwn heat nhx. recnn. grnund attack "‘

Maximum Hive: |.-'ll]t] l't. Ceiling: 2|.35l] It.

One IT Spandau + One Hit I’arabelluni
IWn i.eat nbx. recon. gruund attaek'"

Maximum Dix-e: Lilli] It. felling: EILISII It.

'I wn ll Hehwa rrlnnc
Single scat lighter

lIIIerman German Austin-Hungarian

E FF RF T LW L‘W RW I:' FF RF I I‘ll" (“W RW t FF R. I- I LW ['W RW

a I] I5 II I2 I2 I2 6 ll l5 II III I2 I? {'1 II In II II IE I:

Pfalz D [[1 Pfalz D llla Pfalz D XII
Ifil] hp Mercedes Hep Ill-Mar II] IIIO hp Mercedes Dee I'll-end [III] hp Mercedes. Aug Ill-end

. _ . . l" .. I :I. I I. . I .I .. .

tn 4.950 IIJI] III.) 250 In 4.950 I It] 90 JUL] in 4.950 Ill] III-[I .‘ISII

SHE-9.9m IIJIJ III] EDI] 1000-9350 HR] 90 251’] 5.UI]IJ-9.L]5l] I ll] 9t] lit]
ll].t]l]l]—l-I.95Il 9]] TI] Ifil] IU.U{Ifl-I4.950 90 Ht] Ell-l] It].l]t]fl-I4.95l] I II] 9t] am:

I ifllfll-up HI] til] It'll] I 5.I]I]I]-up III] N] I St] I SHED—up ltll] III] I 5]]

Maximum Dive: LSSII l't. Ceiling: llllllfl It.

Twn II Spandau
Single seat lighter

Maximum Dive: LSSI] ft. Ceiling: l7.ll|l]l]lt.

Two IT Spandau
Single seat lighter

Maximum Dix-e: LESII t't. {‘eiling: ll-l.5l]l] I't.

Twu l'l Spandau
Single seat lighter

Germa n (ierma n Ge rma n

E FF HI" I LW CW RW E FF RF T LW CW RW E H— RI" T |.W C'W RW

a II Il‘t II I2 I2 12 6 II If: II l2 I2 I2 (1 II In II I2 l2 l2

Phnnix D 1 Roland C ll Roland D lla
2TH] hp Hiern Ma}.- Ill—end Ifil] hp Mercedes. May Ill-May I? It'll] hp Argu» Feb. I'll-Aug. I?

. . I . .. . I. . I I. 2. I . I. I .I. I I ill I

It] 4.950 I III I'll] 300 to 4.95“ ILKI I'll] I50 In 4.95“ I III TI] 250

infill-9&5!) I II] III] 25D infill-9.950 Ill] TI] IOU 5.l}llI]-9.95ll lfl'll 'i'l] Elli]

I “.mm- H.95D I [I'll TU Elli] NIKKI—14.950 90 TI] I 00 I ILUIIfl- I 4.95“ 9“ fill I ill

I 5 .m-u [I 90 TI] I 50 I 5 .UII'U-u p KI] fill 50 I 5 . flflfl—u p I'll] Iii] IIIIII

Maximum Dice: Lilli] It. Ceiling: 20.]50 I't.

Twe- IT Schwarxlnse
Single seat fighter
Auxtrn—Hungarian

E FF RF I LW CW RW
I] II III II 12 II III

Maximum Dive: I.4l]0l't. Ceiling: lh.5[]l]lt.

|One IT Spandau + One fix Parabellum
Twu seat recon“
German

E FF RF T LW CW RW
6 I I In I] l I I | | I

Maximum Dive: l.5l]l] l't. Ceiling: Infill] II.

'Twn ll Spandau
Single seal lighter
{Icrman

E H- RF 'I' I..W {'W IIIW
I: | I IS II] II II II

Roland D Vlb
EDI] hp Bentt Jul Ill-end

II. I I I :I- I

In 4.9a] I II] III] EDI]
infill-9.9K] IDI] 90 25I]
”100044.950 III] El] EDI]
liflflfl-up 9]] ill] I00

Maximum Dix-e: l.5l]l] I't. Ceiling: I9.I]t](l It.

Twa II Spandau
Single seat fighter
Gennan

E FF RF T LW CW RW
I:- II III: II I2 III 12

Rumpler C lV
26]) hp Mercedei- Feb IT—end

. . I I" . I .

tn 4.950 I II] III] JDII]
span—9.950 IIIO Tl] 25L]
ll].Ul]l]~ I 4.950 IIIII Ell] 2TH]
I5.UDI]-up 90 fill ISII

Maximum DIVE: L400 It. Ceiling: 2|.fllll] It-

Dne IT Spandau + Cline IIx Parabellum
'I we seat recnn"
German

E FF RF T LW CW RW
I: I] I5 II II II II

Siemens-Schuekert D [V
EDI] hp Siemens-Halxke Aug III-end

AILILLEIF if: t 1cm Turn Climb “L1
to 4.950 III} I II] 5m
imfl-QHSH I III I ll} 45H
IIMIDflrHHSII IOU III] 44]]
l5.l]l]fl-up IOU IDI] .Itlt]

Maximum Dive: LIKE] I]. felling: 2.5.250 ft.

PI “in IT Spandau
Single seat fighter
German

E FF RF '] LW CW RW
a I] I5 II I! I2 I?
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DAWN
PATROLT”
WWI Aerial Combat Game

Critical Hit Tables

5% 10% 15% 20% 25% 30% 35% 40% 45% 50% 55% 60% 715%

Engine 1 2 3 4 5

Other 2 3 4 5 6 7 8 9 10 I 1 12 13

ENGINE

2 Engine explodes — aircraft shot down. destroyed
3* Engine on fire — engine running. but on fire
4 Fuel line hit — engine quits; must glide to landing
5* Intake manifold hit — cut top and turn speed by 20 mph and climb to 100' maximum
6* Carburetor hit — no effect
?* Carburetor hit — cut top and turn speed by 10 mph and climb by 50'
8 Intake manifold hit ‘— cut top and turn speed by 10 mph and climb by 50"
9* Mechanism hit — cut top speed to turn speed and climb by 50’

10* Oil leak - — engine may seize if serious; roll one die: on 1.2. 3 or 4 engine quits after that number of turns.
on 5 or 6 no effect

1 1 Propeller or prop shaft hit — engine unbalanced; must cut to low throttle and glide to landing
12 Compression loss —- cut top speed to basic turn speed (the start at game turn speed unadjusted by critical

hits) and cut climb by 100'. Above 9.950’. further reduce top speed and turn speed by 10 mph and climb by
50’ more

* The aircraft is trailing smoke. Smoke is visible to all players. For the rest ofthe game the pilot must add 100 feet to
the range of all his shots. both to hit and for effect. Observers are not affected.

on

10
ll
12

FORWARD FUSELAGE

Controls destroyed — shot down out of control
Ammo belt cut — one ammo belt is cut. reducing ammo supply for that gun; roll one die for number of

bursts remaining. or double one die for number of ammo points remaining
Landing gear damaged — subtract 20% from landing chance
Aileron cables hit — out turn speed by 30 mph; no banks. sideslips. or fancy maneuvers possible
Guns hit — roll die to see if one or both guns are out of action: 1. 2. or 3 one gun ruined. 4. 5.6 both guns

ruined
Fuel tank hit — danger of fire or explosion, roll one die; I = engine explodes. 2 or 3 = engine running but

on fire. 4-6 = tank leaking fuel. If the engine did not explode. roll one die; the engine will quit after that
many turns. due to fuel leakage. There is a 30% chance the engine will explode if the guns are fired while
fuel is leaking

Rudder cables hit — cut turn speed by 20 mph; no banks. sideslips. or fancy maneuvers possible
Elevator cables hit — no fancy maneuvers and no climbing possible; dive limited to no more than 1.000’ per

turn
Fuel tank hit — same as #7
Tire hit and deflated — subtract 10% from landing chance
Controls jammed *— must fly straight with no gain or loss ofaltitude until unjammed (at least one turn}.

Roll one die at the end of every turn: 1. 2. or 3 means problem corrected
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TAIL

Tail skid damaged — subtract 10% from landing chance
Controlsjammed — same as Forward Fuselage #12
Controls jammed — same as Forward Fuselage #IZ, except plane must circle; roll die: l—3 = left, 4-6 = right.
Stabilizer damaged — cut dive by IOO’
Rudder hit — same as Forward Fuselage #8
Elevator hit — same as Forward Fuselage #9
Stabilizer damaged — cut dive by 200’
Tail structure damaged — cut climb by 100'. dive by 300’, turn speed by 10 mph, add one more hit to
damage taken
Rudder hit — cut turn speed by 10 mph
Elevator hit — cut climb by 100’, cut dive by 200'
Tail skid structure damage — same as #2

WING (RIGHT OR LEFT)

Aileron cables hit — same as Forward Fuselage #5
Aileron jammed —— must bank right or left (roll die) with no gain or loss of altitude, until unjammed (at

least one turn). Roll one die at the end of every turn: I, 2, or 3 means the problem is corrected
Aileron hit — out turn speed by It) mph
Strut hit — cut climb by IOO', dive by 600’, turn speed by 10 mph, no fancy maneuvers possible, add two

more hits to damage taken
Wing structure damaged — cut dive by 100'
Aileron hit — out turn speed by 10 mph, no opposite turns or banks permitted (if left wing, no right turns

or banks, and vice versa).
Aileron hit — no opposite turns or banks permitted
Wing structure damaged — cut dive by 200’
Strut hit — cut climb by 50', dive by 400’, no fancy maneuvers possible, add one more hit to damage taken
Wing spar hit — cut dive by 100’, add two more hits to damage taken
Aileron hit — cut turn speed by 10 mph

CENTER WING

Although critical hits are not possible in the center wing, there is a chance that hits in the center wing can damage
wing-mounted guns. Roll for CW critical hits using the normal procedure. lfa critical hit results, roll two dice — ifa 5
is rolled, the ammo drum is hit and destroyed and must be replaced; ifa 6 or 7 is rolled, the wing gun is ruined. Other
rolls have no effect.

REAR FUSELAGE

Although critical hits are not possible in the rear fuselage, there is a chance that hits in the rear fuselage can damage
rear guns. Roll for RF critical hits using the normal procedure. lfa critical hit results, roll two dice — ifa 5 is rolled, the
ammo drum is hit and destroyed and must be replaced (only one drum must be replaced on a twin-gun mount); ifa 6 or
T is rolled, the gun is hit and ruined (there is a 50% chance only one gun of a twin-gun mount will be destroyed). Other
rolls have no effect.
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GAME SCENARIOS
DAWN PATRGL” players can ereatre an unlimited number of

situations using the Random Combat advanced rules or by devising
their own scenarios. The following scenarios are for players who
want a ready-made situation. but they are also good examples of how
to set up your own game.

Some ofthe scenarios can include up to twelve players. but games
with four to eight players usually are the most interesting and most
easily managed. A game with four to eight experienced players
should last from 45 to fill] minutes.

The movement order for all planes is rolled randomly for the first
turn ofeach scenario. unless otherwise noted. Many of the scenarios
suggest using certain advanced rules to make the scenario more
realistic. Players using the basic game rules can ignore these
suggestions.

Get. IQISScenario A | player

German: Roll one die to determine aircraft at |5.5[lfl feet

4 = Siemens-Schuekert l) W
5 = Roland D 1||flh
b = Pfalx D XI]

l= FokkerD‘v’IIfllfi]
2: Fokker IJVIIIIIHSJ
3=FokkerDVlll

Allied: Two 11H. 4 bombers at 14.?flf} ft.. One L1H. 4 at [4.8m ft.
Wind: None Location: German Clouds: None

Situation: This is a special solitaire scenario. A German ace is stalk—
ing three American D.H. 4s returning from a high-level bombing
mission. One has developed engine trouble. and the other two have
fallen behind the main formation to escort it back to the Allied lines.
The DH. 4s are flying at El} mph in a V formation. with the highest
plane at the point.

The German player gets a surprise attack on the first turn. so he
may attack any one of the bombers from any angle except head-on
without being shot at. The German player gets ace advantages as
described under Film Experience.

The bomber formation moves according to dice rolls. All three
D.H. 4s move before the German each turn. and they will stay in
formation for maximum protection. ifpossible. A plane will not be
abandoned unless it is shot down or slowed to less than bl] mph.

The bomber formation's movement is determined by rolling one
dice three times. once each for speed. direction and altitude change.
The bombers always move west or southwest. toward the Allied
lines. If the formation turns. the turn will be made in the first square it
moves into. The bombers may adjust their formation to give them-
selves the best defensive position. Ifa plane is temporarily separated
from the formation by an aileron jam or similar event. the player
must use his own judgment to decide the Ill-l. 4sl actions.

Bomber Movement Table

Roll Speed Direction Altitude

l Tl} mph straight -l .000 ft.
2 Ti} mph straight -5I'Jl] ft.
3 Hi} mph turn -2{}U ft.
4 Bl] mph turn no change
5 Bl} mph straight no change
If: Hi} mph straight + If“) ft.

Ifa bomber is shot down. there is a ll.-' 3 chance it was the one with
engine trouble. If so. the remaining two can accelerate to their
maximum speed for the rest of the scenario. If two D.H. 4s are shot
down. the third will dive as far as it can and fly at maximum speed
toward the lines.

The American pilots and observers will shoot whenever the Ger—
man is within their range and field of fire. and always fire short
bursts. If one gunjams. they will shoot with the other rather than try
to clear the jam. if a shot is available.

The scenario can end at any time. The ta ble below lists the percen-
tage chances that the game will end on various turns. The player
should roll at the start of each turn. If the listed percentage is rolled.
the game ends at the end of the turn being played.

Random Scenario End

lst and 2nd turns no roll
3rd and 4th turns HTS}.-
5th and bth turns 20th::
llth to llth turns sea;
|21h turn game ends automatically

At this stage of the war. both German pilots and aircraft were in
short supply. The German plane must escape if the engine takes three
or more hits. ifany other section takes five or more hits or if the pilot
suffers a wound other than no effect [NE].

The German player wins if he shoots down at least two llH. 4s
without being wounded [otherthan NE} or shot down. or if he shoots
down one D.H. 4 without taking more than 12 hits in his own plane.
The German player loses if he suffers a wound other than NE. if his
plane is shot down or if it takes more than [2 hits without shooting
down at least one D.H.4. Other results mean a draw.

Scenario B 2 players May HHS

German: Gne Fokker Dr 1 at 3.lfl-fl ft.
Allied: Gne Sopwith Camel [150] at 3.]5fl ft.
Wind: None Location: German Clouds: None

Situation: This one-on-one battle matches two of the most famous
fighter aircraft ofWorld War I against each other behind the German
lines. Start the planes five squares apart and facing each other.

Scenario C 2 players Aug. [SHE

German: ICine Fokker D lsill HES] at 2.?[10 ft.
Allied: One Sopwitb Dolphin at 2.?flfl ft.
Wind: None Location: Front lClouds: None

Situation: This due] above the Western Front at low altitude features
two outstanding aircraft types. Start the planes five squares apart
and facing each other.

Scenario D 3 players Feb. HIS

German: One Fokker Dr I at 2.4flfl ft.. one balloon.
Allied: Two Hanriot HD-ls at l.4fl{} ft.
Wind: None Location: German
lClouds: l-2 = 2.bflfl' - 3.fl'l}fl’: 3-4 = 3.9m: -4.3fll}’: 5-6 = None

Situation: Two Belgian Hanriots attack an anchored German bal-
loon. or drachen. defended by a Fokker triplane. The two Hanriots
manage to app roach the drar'hen before the German can interfere. so
start the HUI-ls ll} squares from the balloon and let them move first
on turn one. The Fokker starts on the other side of the balloon. [2
squares away. The German player must determine the balloon‘s
defenses and altitude by rolling on the appropriate random set-up
tables.

Scenario E El players Feb. [913

German: Two Albatros W.4s at 3.fll}ll ft.
Allied: Gne R.E. H at 2.9m ft-
Wind: W H] mph Location: At sea Clouds: None

Situation: Two roaming Albatros seaplanes have met an R.E. S on a
test flight over the North Sea. The Albatroses are offshore and
behind Allied lines when they encounter the solitary British plane.

The R.E. fl is flown by one player acting as both pilot and observer.
It is heading northwest. The W.4s approach from the west. eight
squares away. The nearest land is l4{ll squares cast {an area behind
Allied lines}. German lines are 260 squares northeast.



if the seaplanes must land on the water. they will do so into the
wind. If the wind is 10 mph or less. they suffer no penalties for rough
seas. lfa non-seaplane is forced to ditch on the water. it automatical-
ly crashes and one is subtracted from the roll to determine the type of
crash. Since both sides patrol the Channel. anyone downed has a
409%.. chance of being rescued (6091.: if a friendly aircraft escapes and
can pinpont the location}. However. ifa pilot is not rescued. he will
either die from drowning or exposure or be captured by the enemy.
The chance of death is 6091': during the cold months. but only 250-2..
during the warmer months (May-Aug.)

Scenario F 4 players April [9|8

German: Dne Albatros D Va and one Pfalx D llla at 4.700 ft.
Allied: Two Nieuport 23s at 4.800 ft.
Wind: None Location: Allied Clouds: None

Situation: This is a re-creation of the historic air battle that resulted
in the first two victories for the fledgling U .3. Air Service on April 14.
I913. Two American lieutenants of the 94th Aero Squadron. Dou-
glas Campbell and Alan Winslow. responded to a sighting of two
German fighters by taking off immediately and engaging them over
the airfield in full view of the rest of the squadron. Both Campbell
and Winslow were victorious and within minutes an Albatros and
Pfala had become the first kills of the American Air Service.

At the start. place the two pairs ofaircraft nine squares apart with
the Nieuports approaching from the side and slightly to the rear of
the Germans.

Scenario G 4 players Oct. l9l3

German: Two Fokker D Vllls at 14.?00 ft.
Allied: Two Sopwith Snipes at [4.750 ft.
Wind: W [0 mph Location: Front
Clouds: [-2 = 3.600' - 4.200': 3-4 = 5.800' -6.200’: 5-6 = None

Situation: This air battle occurs in the last weeks ofthe war and pits
two of the finest aircraft types of the war against each other in a
combat high over the front lines. To reflect a possible German
ammunition shortage during the last month of the war. one German
player should roll for the amount of ammunition available: I = 20
ammo points per gun {6 bursts); 2-3 = 30 ammo points per gun [nine
bursts]: 4-5 = 40 ammo points per gun ( l 2 bursts); 6 = 50 ammo points
per gun ( l5 bursts}. Start the planes seven squares apart.

Scenario H 5 players Nov. [917

German: Two Pfala D llIs at l.050 ft.
Allied: Three DH. 55 at 200 ft.
Wind: None Location: German
Clouds: 1-2 = 2.200’ - 2.?00': 3—4 = 4.200' -4.600': 5—6 = None

Situation: Two Pfalzes are attacking three British D.H. 5s that have
just dropped their bombs in a ground attack on German positions
during the Battle of Cambrai. Start the British planes in a line with
two squares between each. Start the Pfalzes five squares behind the
last D. H. 5.

Scenario] 6 players June I918

German: Two Hannover CL lllas at 6.950 ft.
Allied: Two Nieuport 23s at 6.950 ft.
Wind: None Location: German
Clouds: l-Z = 3.200' —3.600’: 3-4 = 9.500’ - 9.900’: 5- 6 = None

Situation: There are four German players (two pilots. two observers)
against two American players. The two American Nieuports are
pitted against a pair of scrappy German two-sealers in a battle
behind the German lines. The Americans have climbed in pursuit of
the Hannovers. and the battle is joined just as they reach the
Germans.

Place the oncoming Nieuports eight squares ahead ofthe Hannov-
ers and slightly to their right. Both pairs of planes are flying wing
tip-to-wing tip at the start of the game.

Scenario .l 7 players Nov. l9l?

Austrian: Two Albatros [Deffagl D llls and fine Aviatik {Berg} D I
at 5.900 ft.
Italians: Four Hanriot HD-ls at 6.800 ft.
Wind: None Location: Front
Clouds: [-2 = 1.700’ - 2.100: 3—4 = 9.000' — 9.400’: 5—6 = None

Situation: This battle on the Italian Front begins as four ltalian
fighters dive at three Austro-Hungarian planes that are climbing to
meet them. Start the formations 10 squares apart and facing each
other.

Scenario K 8 players Feb. l9l$

German: Four Fokker Dr Is at 3.200 ft.
Allied: Four Sopwith Camels (150] at 8.200 ft.
Wind: None Location: Front Clouds: None

Situation: This is a straight-forward. evenly matched dogfight that
can easily be played as a tournament game for eight players. Start the
two groups of planes eight squares apart and facing each other. if the
game is a tournament. limit the flying area for the first six turns of the
game {the size ofthe regular boa rd is good]. Escapes are allowed only
after the sixth turn.

Scenario L 8 players Sept. I918

German: Two Fokker D Vlls (185) at 4.300 ft. and
Two Pfalx D Xlls at 5.200 ft.

Allied: Four Sopwith Dolphins at 4.350 ft.
Wind: None Location: Random Clouds: None

Situation: This is another simple four-on-four game. except that the
Germans have two planes entering the battle slightly higher than the
opposing formation. At the start. place the Fokkers and Sopwiths
about 10 squares apart and facing each other. The Pfalaes are five
squares behind the Fokkers.

Scenario M 4 to l2 players Sept. I918

German: Fokker D Vlls (185) at 6.000 ft.
Allied: Sopwith Camels { I30) at 5.800 ft.
Wind: None Location: German Clouds: None

Situation: On September 22. I918. two flights ofthe American lilth
Aero Squadron were jumped by a group of Fokker D VHS from
several different Jagdstaffels (fighter squadrons. also called jastasl.
A number of ace pilots were in the battle. American flight leader
George Vaughn won the Distinguished Service Cross after his out-
standing performance.

Use the pilots listed below to create your own scenario within this
famous dogfight {the actual battle involved over 20 planes). Consult
the Mission. Kills 8.: Pilot Experience section for details. on ace pilot
bonuses. All pilots are assumed to be on their 3rd~121h mission unless
their kill scores indicate a higher category.

Germans. various jastas
Leutnant Hermann Frommhera — Jasta 27. 19 kills
Leutnant Friedrich Noltenius — Jasta 2?. I2 kills
Vixefeldwebel Christel Mesch — Jasta 36. 8 kills
Leutnant Wilhelm Neuenhofen Jasta 36. 7" kills
Leutnant Karl Bauerfeind — Jasta 34b. I kill

Americans. 17th Aero Squadron
Lieutenant George A. Vaughn — "f kills
Lieutenant Howard C. Knotts — 2 kills
Lieutenant Frank A. Dixon — 2 kills
Lieutenant Glenn D. Wicks — 2 kills
Lieutenant William T. Clements — I kill
Lieutenant Theose E. Tillinghast —— 0 kills
Lieutenant Gerald P. Thomas — 0 kills



ROLE PLAYING ASPECTS
Developing the personalities of individual pilots and keeping track

of their flying careers gives the game much of its excitement and
unique flavor. Each player maintains his or her own roster of pilots.
with each assigned to fly a particular type of aircraft. Those who
survive will earn experience honuses. becoming more dangerous
adversaries and more valuable wingmen. Promotions. commenda-
tions and medals are further rewards for the veteran pilot.

This section is divided into nine parts:

Pilot Rosters
Pilots and Aircraft
Missions. Kills and Pilot Experience
Starting Experience
Nationality
Rank and Promotions
Age
Pilot Names
Medals and Commendations

Pilot Rosters

A pilot roster is a list of a player‘s pilot characters. Pilots and
observers are either Allied or German;" Austro-Hungarian. and each
is assigned to one or more specific aircraft (see Pilots and Aircraft).
Each listing should include the character‘s name. aircraft type and a
tally of his missions and kills. Many players will want to list more
information. including rank. national origin. a complete record of
kills and so on. index cards are handy for recording pilot rosters.

The roster outline below shows the minimum number of pilots that
should be listed for each nationality and the types or groups of
aircraft each can fly.

The outline below shows a complete pilot roster. All the planes in
each group can be flown by one pilot. Players can assign a pilot to
each aircraft type if they wish.

Pilot Roster |I'J‘utline

LLS.
l] Nieu 23,.“ Camel,-"S.P.A.D. Xlll

French
I] Nico [1.“ S.
2] M-S AI,.-' S.

P.A.D. 'v'li
P.A.D. XIII

British
l} Nieu lTI.-'S.F.A.D. VII
2} Pop} DH 5.-"Triplane
3} SE 5.!‘SE 5a
4} Camel.” Dolphin.“ Snipe

Italian
I) S.P.A.D. Vll_.-"HD—lll‘~lieu li'.-'S.P.A.IJ. XIII

Belgian
l} Nieu l?.-'S.P.A.D. lit'lliHElI-l

Austro—H ungarian
lJGeffagf Phonixl Berg

German
1] Alb D Ii.i Roland D lla.i Alb D [11
2) Alb D W Alb D Va
3} Pfala D IllfPfalI D Illa
4} Fokker Dr I
5] Roland D Vlbl Pfala D XII
s) Fokker D 1'v'lllFokker D 1||v'IIIiSSlill’ D IV

Cine two—seated pilot and one observer may fly all two-seater
planes ofone nationality. The only exceptions are the British Bristol

and the German Hannoverli Halberstadt family. which are tighter
types and should have a specific pilot and observer assigned to them.
Gther two—seater pilots and observers can be added as needed.

A sample ofa player‘s British roster with experienced pilots might
look like this:

Lieutenant Edward Strong {Nieuport l?.-'S.P.A.D. ‘v’lli
Missions: 5 Kills: 1

Lieutenant Robert Penworthy {Sopwith Pup-“DH 5.-'Tripianei
Missions: fl Kills: fl

Captain Samuel Foxxc [SE 5,-"5ai
Missions: l4 Kills: 5

Lieutenant Malcolm Lansing-Jones [Camel.-" Dolphin.-"Snipe}
Missions: El Kills: {l

Lieutenant Michael StoneiBristol Pilot}
Missions: 3 Kills: t]

Sergeant Lew BaxterfBristol lDbserver]
Missions: l Kills: 1

Lieutenant Harold Cleveland [Two-Sealer Pilot}
Missions: 4 Kills: i}

Sergeant PC. Honeywell [Two-Seater Ghserver}
Missions: s Kills: 2

Pilots and observers remain active and on the roster until they are
lost in action [killed or captured) or forced to retire due to injuries.
Characters lost in action are removed from the current roster and
their place is taken by a new character. A player may voluntarily
retire a pilot or observer at any time.

Retirement becomes mandatory ifa pilot‘s number of kills reaches
the highest number historically recorded for his nationality. This is
the highest pinnacle of success a pilot can hope to obtain. These
historical records are as follows:

Central Powers Allies

German Sf] French ?5
Austro-Hungarian 4U British T3

Belgian 3?
Italian 34
American 2ft

As a final note. it should be mentioned that rostercd pilots and
observers belong solely to the player who has flown them and earned
their missions and kills. Characters may never be used by anyone but
the player who owns them.

Pilots and Aircraft

The roster outlined above shows the aircraft types and families
individual pilots may be assigned to. The assigned pilot can fly any of
those aircraft whenever they appear in a game.

In this game pilots do not have to fly missions in chronological
order: they may fly any mission while their plane is in service. For
example. one mission might be flown in a Fokker Dr[ in July of ill | 3
and a subsequent mission flown in February. it is not necessary to
keep track of exact mission dates. as the Pilot Experience Rules are
flexible within the historical context of the game.

Several nationalities require only a single pilot on the roster. who
can fly several types of aircraft interchangeably regardless of the
date. Pilots of other nationalities —- German. French and British in
particular — may. at the player's option. progress to newer aircraft
{doing so. in a sense. as the war goes on]. Pilots can move up any time
a vacancy exists on the roster in a later aircraft type. The pilot must
have flown at least six missions before advancing for the first time.
but after that may freely move on to later types wheneveran opening
occurs.

The charts below show the aircraft types and families. and the
arrows show the possible progressions. Progression must be in the
direction of the arrows. |flince a pilot has progressed. he may not
return to his former aircraft or other earlier types. It is possible to
skip a particular family of aircraft when progressing.



German Pilot Progression
(optional)

Pfalr. D 111.." Illa Roland D Vlb
Pfalz D XII

Albatros D 11 1

Roland D Ila or " Fokker Dr l—:— or
Albatros om l [T

Albatros D V; Va

1
Fokker D VII
Fokker D VIII
SSW D [V

Note: The Fokker Dr I can be by-passed if desired.

British Pilot Progression
(optional)

Nieuport l'l
S.P.A.D.VHNE1SJS.3

GTor i

Pup /:ameltDolphin Snipe
D.H. 5
Triplane

French Pilot Progression
(optional)

Nicuport l'l AS.P.A.D. XIII
S.P.A.D. lllll M—S Al

Note: “or" indicates two aircraft families that are distinct and
separate. but that flew in the same period and occur in the same place
in the sequence.

Pilots of other nationalities can fly all types ofaircraft interchange-
ably without regard to progression.

Missions, Kills & Pilot Experience

The foremost objective of every air fighter is gaining experience
—cxperience that will help him survive the rigors ofcombat and give
him the edge over his adversaries.

Pilots and observers gain experience bonuses in two ways: by
flying missions and by shooting down enemy aircraft. There are
several levels of experience. Pilots make minor gains on the first and
second missions. After this. each level is reached by accumulating a
multiple of twelve missions or five kills. Experience levels and bo-
nuses are outlined below.

Missions: To gain credit for a mission. a pilot must participate in an
air battle and must fire or be fired at within normal range at least
once during the combat. Missions should be credited onlv in games
a'i'tlrfonr or more players. eocltflying a single plane. To allow credit
for small missions would give some players an unfair advantage.

Kills: Kills are awarded for planes shot down or forced down. A kill is
credited to the pilot who is responsible for sending the plane down. If
two or more pilots hit an area which causes an enemy plane to go
down. whichever one scored the most hits in that area gets credit for
the kill. while the others get an “assist“. Although in World War i it
often was impossible to know for sure who had delivered the fatal
burst. in DAWN PATRDL games it usually will be apparent which
pilot inflicted the most damage or scored the fatal hit. In some cases.
however. two pilots may both have a reasonable claim on a kill. Kills
are not shared. so the two claimants should cut a deck of cards for
credit [a WWI tradition}. If two pilots have an equal claim on a kill
and one does not return from the mission. the kill still must be cut for;
credit does not go to the surviving pilot by default.

Some kills can be delayed or unknown. as when a pilot hits the
engine ofa plane and causes a critical hit with a delayed result such as
an oil leak. If the damaged plane flies into a cloud and several turns
later its engine seires. it would be a kill. However. no claim could
have been submitted unless someone actually saw the plane go down.
in cases where exact determination is impossible. the players should
set some reasonably reduced chance of credit being received. They
should keep in mind what might have been seen and reported by
ground observers. and the location ofthe dogfight [which side ofthe
lines. and how far behind the lines). The chances of receiving credit
for an unconfirmed kill should never exceed 50% and should be less
than 309-}: in most cases. After the players reach general agreement on
a suitable percentage. the player making the claim may roll the dice.
This procedure is used only when a plane has actually been downed:
“possible" kills can never be credited.

Pilot Experience: The steps for gaining pilot experience in face-to-
face play are:

let Mission (Novice Pilot):
double ones hits pilot
no tailing allowed

2nd Mission:
double ones or twos hit pilot
all normal abilities

3rd-l2th Mission:
double ones. twos or threes hit pilot
all normal abilities

When pilots reach the following steps by accumulating either
missions or kills. they are classified as Experienced Pilots. The
benefits may be obtained by either method. and as soon as a pilot
qualifies in missions or kills he advances to the next step. Use the
outline below when playing the Advanced Game. “Up one table“
means shifting one column to the right on the Range.“ Firepower
Effectiveness Hit Table. while “down one table" means shifting
one column to the left.

[2 missions-"5 kills:
up one table when shooting
one extra tailing card
double ones. twos. threes or fours hit pilot
+5933- landing chance

24 missions.«" It] kills:
up one table when shooting
two extra tailing cards
+59ifi- landing chance
double ones. twos. threes. fours or fives hit pilot
one. two or three hits pilot on (”W head—on hits at 2Ull feet or less
can make (SOD-foot attacks on SOU-foot table

36 missions." [5 kills:
up two tables when shooting
three extra tailing cards (only two with Dptional Tailing]
any doubles hit pilot
+5953 landing chance
one. two or three hits pilot on CW head—on hits at 200 feet or less
one point bonus on movement order
can make 600~foot attacks on SOD-foot table

48 missionll} kills:
up two tables when shooting
four extra tailing cards (only three with Dptional Tailing)
any doubles hit pilot
+51% landing chance
one. two or three hits pilot on CW head-on hits at Elli] feet or less
one point bonus on movement order
can make Vim-foot attacks on SUD-foot table
gets extra tailing defense maneuver card when being tailed
+15% jam clearing chance



so missionsiZS kills:
up two tables when shooting
five extra tailing cards {only four with Optional Tailing)
any doubles hit pilot
Hilda landing chance
one. two or three hits pilot on CW head-on hits at 200 feet or less
two point bonus on movement order
can make Tflfl-foot attacks on SOD-foot table
gets extra tailing defense maneuver card when being tailed
moves down one table when being shot at

The last step {so missions or 25 kills) is the maximum level for
experience. It should be noted that when shooting is improved and a
pilot moves up tables for results (e.g.. from table G to I). he mar
net-'er move up more than two tobfes. Table M is the upper limit for
twin guns. and Table I is the limit for single guns.

The bonus on movement order may be used by the experienced
pilot (with at least 36 missions)" IS kills) whenever he wishes. Once
used. however. the bonus must be used on all subsequent game turns.
The adjustment is effective only on the initial determination — it
does not affect a roll-off to break a tie.

A tailing defense card is a special ability of pilots with 48 missions
or 20 kills (or more). When tailed. the pilot chooses his regular
evasive maneuver plus an alternate. If the tailing pilot holds a card
that matches the first maneuver. the leading pilot may disregard it
and perform the alternate maneuver. He must decide which maneuv-
er to use without knowing whether the second choice is covered.

Gunner." observers of two-seat aircraft also gain experience bo-
nuses. but in only two steps. Observers on their first. second or third
through twelfth mission have the same chances to hit pilots as pilots
do. After obtaining either five kills or [32 missions. they are consi-
dered experienced. The two experience steps for observers are:

IE missions-"5 kills:
does not shift down one table when shooting
double ones. twos. threes and fours hit pilot
additional +51% chance of clearing jammed gun
may make oflfl~foot shots on 500-foot table

24 missions.-" It} kills:
does not shift down one table when shooting
double ones. twos. threes. fours and fives hit pilot
one. two or three hits pilot on CW head-on hits at 200 feet or less
additional +51% chance of clearing jammed gun
may make THO-foot shots on SUD-foot table
never needs to roll for reloading

Starting Experience

The traditional method for starting new pilots assumes all pilots
and observers have no experience (no missions and no kills) when
they are assigned to the player‘s roster. Several pilots may be as-
signed to each aircraft type to provide backups. Pilots follow the
usual progression for moving up to later aircraft types. In addition.
aircraft families may be broken down into types and an individual
pilot assigned to each (two-seaters are not usually divided this way.
because of the large number of types).

An alternative method allows pilots tojoin the roster with varying
levels of experience. but places rigid restrictions on their use.

When the variable experience method is used. two dice are rolled
for each new pilot. using the table below. The dice combination gives
the number of missions the pilot has flown. an adjustment to the
pilot‘s rank roll and a chance that the pilot already has earned one or
more kills when assigned to the player's roster.

The roster should be exactly as outlined under Pilot Rosters when
using this method. One and only one pilot is listed for each aircraft
type or family; there are no backups. Whenever a particular type of
plane is called for in a game. the assigned pilot must fly it. A
replacement cannot be made until the assigned pilot either is lost in
action or progresses to another vacant position. Players may not roll
up several pilots. discard those without experience and keep only the
best pilots.

In addition. a record should be kept of how much experience each
pilot started with. to allow temporary adjustment in games with
players using the traditional method.

Initial Pilot Assignment

Dice Roll Adjustment to
Combination Missions Chance of Kills" Initial Rank Roll

|.-" I l} l] —
I." 2 0 D -
I." 3 0 fl -
I..'"4 l} 0 -
HS 0 0 -
us (I l] -
2.:‘2 (l l] -
2.:‘3 O f} -
2.34 l l} -
2.-"5 I 0 ~
2.:‘6 2 Roll of I=l ; 2-b=0 —
3.:‘3 3 Roll of I=I; 2-6:!) —
3,:‘4 4 Roll of I.2=I' 345:0 -
3_.-"5 5 Roll of I.2=| J-t} -
3.«"6 6 Roll of |.2=2. 3:1: 445:0 -
4.:‘4 7 Roll of I.2=2; 3: I; 445:0 -
4.55 8 Roll of [=3: 2:2; 3=|:4-o=tl -
4.56 9 Roll of I=3; 2:2: 3=| 4-6: -
5.35 10 Roll of l=4; 2:3: 3:2; 4=|; 5.b= +1
5ft: I] Roll of I=4; 2:3; 3:2; 4:1; 5.620 H
6.36 I2 Roll of |=5: 2:4: 3:3; 4:2; 5=|' s=o +I

* Two-seater pilots and observers odd one to the die Whit?” roiling
for (riffs.

Nationality

Determining nationality introduces an extra element of realism
into a pilot’s background. In the case of German pilots. it also will
determine their eligibility for certain medals.

Using nationality and other background information allows play—
ers to make up biographies for their pilots and add details to each
one‘s identity. The player should first decide what country his pilot is
from. He then rolls two dice to determine regional origin.

American Belgian

2 Middle Atlantic (DE. MD. NJ. NY. PA. l«(Al 2 Flemish
3 New England (CT. MA. ME. NH. RI. VT) 3 Flemish
4 Northwest (ID. MT. NV. OR. WA. WY) 4 Flemish
5 Southwest (AL. FL. GA. MS. NC. SC) 5 Flemish
6 New England (CT. MA. ME. NH. RI. VT) s Flemish
7 Middle Atlantic (DE. MD. NJ. NY. PA. VA) 7 Flemish
3 Great Lakes (IL. IN. MI. MN. 0H. WI) s Flemish
9 South Central (AR. KY. LA. MO. TN. WV] 9 Walloon

ID Plains (IA. KS. NB. ND. 0K. SD) ID Walloon
| l Southwest (AZ. CA. CO. NM. TX. UT) I I Walloon
I2 Southwest (AZ. CA. CO. NM. TX. UT) 12 Walloon

British Italian

2 Rhodesian 2 Sardinia
3 South African 3 Sicily
4 Welsh 4 Piedmont
5 Scottish 5 Tuscany
6 English a Latium
7 English '3 Campania
8 English 3 lllieneaia
9 Canadian 9 Lombardy

IO Australian} New Zealander ID Apulia
I I American I I Liguria
[2 Irish I2 Calabria



French

The French Air Service includes its native sons and a mixture of
pilots of other nationalities attracted by the liberal French recruiting
policies.

Lesser Allies;f
Neutrals Subtable

2 French 2 Montenegranl Luxembourger
3 French 3 Norwegian!" Danish (N)
4 French 4 Spanish (N)
5 French 5 Russian
s French is Italian
'r' French 7 Serbian
3 French 8 R umanian
9 French 9 Portugeuse

10 Roll on subtable 10 Dutch (N)
] | American I 1 Swedish." Swiss (N)
[2 Roll on subtable 12 JapanesefChinese

Austro-Hungarian German

2 Crech 2 Prussian
3 Slovakian 3 Prussian
4 Croatian 4 Saxon
5 Magyar (Hungarian) 5 Prussian
o Austrian s Bavarian
'l' Austrian 7 Saxon
E Austrian 3 Wurttemberger
9 Magyar (Hungarian) 9 Prussian

ll} Bosnian 10 Bavarian
l | Slovene 1 l Wurttemberger
12 CEdith 12 Prussian

Rank and Promotions

Every new flier placed on the roster is given a rank determined by
rolling one die. The charts below list starting ranks for each national-
ity. along with a list ofthe flying ranks characters will move into as
they are promoted. Listings in italics are enlisted or non-commissioned
officer ranks.

Starting Rank Flying Ranks

l Sergenr Sargent
2 Adjudont Aafliudonr
3 Sous-Lieutenant Sous-Lieutenant
4 Sous-Lieutenant Lieutenant
5 Lieutenant Capitaine
s Lieutenant

American

Starting Rank Flying Ranks

1 2nd Lieutenant 2nd Lieutenant
2 2nd Lieutenant Lieutenant
3 Lieutenant Captain
4 Lieutenant Major
5 Lieutenant
s Lieutenant

Italian

Starting Rank

French and Belgian

Flying Ranks

1 Sergenre Sergente
2 Sergenre Sottotenente
3 Sottotenente Tenente
4 Sottotenente Capitano
5 Tenente Maggiore
b Tenente

British

Starting Rank" Flying Ranks

1 2nd Lieutenant Sergeant
2 2nd Lieutenant 2nd Lieutenant
3 Lieutenant Lieutenant
4 Lieutenant Captain
5 Lieutenant Major
6 Captain

** British observers roll on a separate table: 1.2.3 Sergeant. 4.5 2nd
Lieutenant. 6 Lieutenant

Austro-Hungarian

Starting Rank Flying Ranks

1 Fefdwebe.’ FEd-‘E’bé’ff' Gfieier
2 Fefdw'ebef Srelivertreter
3 Fel'dwebef” Leutnant
4 Leutnant Oberleutnant
5 Leutnant Hauptmann
6 Leutnant

"' A second roll of one means the equivalent rank of Clflieier
Stellverrreter.

Germs n

Starting Rank Flying Ranks

1 Unreroffizier Unterojfizier
2 Vizefefdwebef Vizefeldwebeff Uflizier
3 Vizefel'dwebef" Sreliverrreter [equal ranks]
4 Leutnant Leutnant
5 Leutnant Oberleutnant
6 Leutnant Hauptmann

* A second roll of one means the equivalent rank of Emit-tier
Stellvertreter.

Rank has little effect in the game. except to mark achievement.
British and German ranks. especially the distinction between enlisted
men and officers. have a direct bearing on eligibility for certain
awards.

Characters can be promoted after accumulating five kills. A roll of
one or two on one die means the character has been promoted to the
next higher rank. If the character is not promoted. he may try again
after making five more kills. and may subtract one point from the die
roll. The character gets one more try. and improves his chances by
one point. for each additional five kills. On achieving a new rank. the
player once again needs a roll of one or two to be promoted.

All rolls for promotion should be made in the open. usually at the
end ofthe game session.

Pilots may not progress beyond the highest listed rank for their
nationality.

Age
if a player wants to determine the age of a pilot for biographical

purposes. a roll of two dice can be made on the following table to
determine year of birth.

1833
IRS”
[393
1894
1895
1896
139?
”593
[392
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Pilot Names
Each rostered pilot should be given a name after completing his

first mission. The name should reflect the flier‘s nationality.

Abraham
Adalbert
Adolf
Albert
Albrecht
Ales
Alfons
Alfred
Alovs
Andreas
Anton
Arhim
Ari
Armin
Arno
Arnold
Aron
Arthur
August
Bartholomaus
Benjamin
Benno
Bernard
Berthold
Bolko
Bolter
Bruno
Charles
Christel
Christian
Claus
Cornell
David

Adolphe
Alain
Albert
Alfred
Alphonse
Andre
Antoine
Armand
Arthur
Auguste
Benjamen
Benoit
Bernard
Bertrand
Charles
lChristian

Ald o
Alfonso
Alessandro
And rea
Angelo
Antonio
Benedetto
Bernardo
Calogero
Carlo
Diego
Domenico

Detlef
Dieter
Dietrich
Dirk
Domeniek
Edgar
Edmund
Eduard
Edward
Ed win
Egon
Emil
Erich
Ernest
Ernst
Eugen
Ewald
Felix
Feliz
Florian
Frank
Frankkyl
Franz
Friederich
Fritz
Frye
Gehard
Georg
George
Gerd
Gerhardt
Gerndt
Gernot

Claude
Clement
Daniel
Denis
Dominique
Edmond
Edouard
Emile
Etienne
Eugene
Felix
Fernand
Francois
Frederic
Gabriel

Donato
Egidio
Enrico
Enzo
Eugenio
Filepio
Flavia
Fortunato
Francesco
Fulco
Gandolfo
Gennard

Last names can be found in telephone directories. newspapers and.
ofcourse. the players‘ imaginations. To reflec1 the uniqueness ofeach
pilot personality. the names of real people should never be used.

German First Names

Gerold
Gershcn
Ginutis
Gottfried
Gottha rd
Gregor
Guenther
Gunnar
Gunther
Gustav
Hans
Hans-Jorg
Harald
Harold
Harry
Hartmuth
Hasso
Hedwig
Heiner
Heinrich
Heinz
Helmar
Helmut
Henry
Herbert
Hermann
Herwig
Horst
Horstmar
H ubert
H ugo
I gnati
Immanuel

Gaston
Georges
Gerard
Gilbert
Gilles
Gregoire
Guilluame
Gustave
Guy
Hector
Henri
Herve
Horace
Hubert
Jacques

Gioacchino
Giovanni
Giuseppe
Guido
Ignazio
Isidoro
Ita
Lappo
Leonardo
Lino
Lorenzo
Luciano

French First

Irving
Israel
Issak
Issie
Jack
Jacob
James
Joachim
Johann
Johannes
Jonas
Jorg
Josef
Joseph
Julius
Justus
Kalman
Karl
Karl-Heinz
Kaspar
Klaus
Kurt
Leo
Leonhard .
Leopold
Lewis
Lothar
Ludwig
Manfred
Markus
Martin
Matteo
Matthias

Names

Jean
Jea n-Charles
Jea n-Claude
Jcan-Jacques
Jean~Marc
Jcan-Paul
Jean-Philippe
Jea nePierre
Jerome
Joseph
Jules
Julien
Laurent
Leo
Leon

Italian First Names

Luigi
Marcelo
Marco
Mario
Marziale
Matteo
Melchiore
Mentore
Michele
Nazarene
Oriano
Gnofaio

Mart
Masimillian
Melchior
Mendel
M oritz
Moses
Nand or
Norbert
Orlo
Dskar
Oswald
Othmar
Otto
Paul
Peter
Raimund
Rainer
Rand olf
Raven
Ray,r
Reinhardt
Reinhold
Renatus
Richard
Robert
Roelfen
Roger
Roland
Rolf
Roman
Rouvin
Ruben
Rudofl

Louis
Lucien
Marc
Marcel
Martin
Maurice
Maritime
Michel
Nicolas
Oliver
Omer
Paul
Philippe
Pierre
Raoul

Gronzo
Paolo
Pazquale
Pellagrino
Pietro
Pompilio
Raffaelli
Raimondo
Riccardo
Rocco
Romano
Ruggiero

Rutbcrt
Saloman
Samuel
Sebastian
Seep
Siegfried
Siegmund
Simon
Stefan
Theo
Theodor
Theobald
Theophilus
Thom
Thoman
Udo
Ulrich
Ute
Utz
Victor
Vitus
Walter
Werner .
Wilfried
Wilhelm
Willi
Willibald
Wolfgang
Wolfram
Xavier
Zoli

Raymond
Rene
Richard
Robert
Roger
Roland
Samuel
Serge
Simon
Theodore
Thomas
Victor
Vincent
Xavier
Vves

Salvatore
Santo
Saverino
Sebastiano
Sigismundo
Silvano
Silvio
Tullio
Valentino
Vincenzo
Vito
Zelfiso
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Medals and Commendations

Refer to Appendix 1 on page 33 for detailed information on thePilots who compile successful service records eventually become
award procedures. then use these charts for reference.eligible for medals and commendations. Each nationality has its own

awards and honors to bestow on its most successful airmen.

Type Number
Award Eligibilitr fCnregofiv) Presented Prerequisites Crr'rerr'o

American
Distinguished Service Cross All Service Common l2m..-"5k Roll for l. 2 upon reaching lEmiSl-t and after

{D.S.C.} each additional 2m} 1k
Congressional Medal of A11 Bravery Extremely om Only for most outstanding accomplishment or

Honor {C.M.H.} {C} Rare {4} act of bravery; Roll 1. 2
French Croia de (iuerre All Service Common lilm,-"4i< Roll for | upon reaching 10,34]: and after each

{C. de (3.} additional 2m} lk
French Legion d‘Honneur All Bravery Uncommon C. de G. For outstanding accomplishment or act of

{L. d‘H.} {B} bravery; Roll 1. 2. 3

Belgian
Croia de Guerre All Service Uncommon lUm,-"4k Roll for l. 2 upon reaching Infill-"4k and after

each additional 2m,-" | k
Order of Leopold All Bravery Uncommon om For suitable accomplishment or act of bravery;

{M Roll I. 2. 3

British
Military Cross { M.C.} Officers. RFC Bravery Common lZmiSl-L For suitable accomplishment or act of bravery;

{19W only} {A} Roll |.2.3.4
Military Medal {M.M.} Enlisted. RFC or Bravery Common l2m,-"5k For suitable accomplishment or act of bravery;

RNAS {A} Roll I. 2. 3. 4
{I‘ll}' only}

Distinguished Service Cross Officers. RNAS Bravery Common |2m,.-'5k For suitable accomplishment or act of bravery;
{D.S.C.} {I‘ll}?Ir only} {A} Roll |.2.3.4

Distinguished Flying Cross Officers. RAF Bravery Common 12ml5k For suitable accomplishment or act of bravery:
{D.F.C.} {[918} {A} Roll 1.2.3.4

Distinguished Flying Medal Enlisted. RAF Bravery Common 12ml5k For suitable accomplishment or act of bravery:
{D.F.M.} {1918} {A} Roll l.2.3.4

Distinguished Service Officers Bravery Uncommon Either M.C.. D.S.C. For outstanding accomplishment or act of
Order {D.S.O.} {B} or D.F.C. bravery; Roll 1. 2

Distinguished Conduct Enlisted. RFC Bravery Uncommon M.M. For outstanding accomplishment or act of
Medal {D.C.M.} {1n only} {B} bravery; Roll l. 2

Distinguished Service Enlisted. RNAS Bravery Uncommon M.M. For outstanding accomplishment or act of
Medal {D.S.M.} {19H only} {B} bravery; Roll 1. 2

‘v'ietoria Cross {'v'.C.} All Bravery Rare 12m Only for the most outstanding accomplishment
{C} or act of bravery; Roll 1. 2 {Roll l. 2. 3 if ace

with over 25k}

French
Crois dc Guerre {C. de (3.} All Service Common lflmf‘l-k Roll 1. 2 upon reaching 113k and after each

additional 2m}i lk
Medaille Militaire { M.M.} All Bravery Common pm For suitable accomplishment or act of bravery;

{A} Roll I. 2. 3
Legion d‘H onneur {L. d‘H.} All Bravery Uncommon M.M. For outstanding accomplishment or act of

{B} bravery; Roll 1. 2. 3

Italian
Silver Medal of All Bravery Common pm For suitable accomplishment or act of bravery;

Military 'v'alor {A} Roll 1. 2
Gold Medal of All Bravery Uncommon pm For outstanding accomplishment or act of

Military lv'alor {B} bravery; Roll 1. 2. If not awarded. Roll 1. 2
for Silver Medal instead.

Anson-Hungarian
Military Merit Cross All Service Common l2m}'5k Roll 1. 2 upon reaching I2mf5k and after each

additional 2m} llt
BronaelSilverIGold Medal All Bravery Uncommon tim For suitable accomplishment or act of bravery.

for Bravery {A} {can be awarded by grade; select grade appropriate
won mul» and roll: Bronze 1. 2. 3. 4; Silver l. 2. 3;
tiple Gold I. 2 — try next lower grade once if
times} unsuccessful



A word

German
Knight‘s lCross of the Royal

House Order of
Hohenaollern {Prussian)*

Military Merit Cross
in Gold {Prussian}*

Orden Pour le Merito-
“The Blue Max“
{Frussianl‘

Cross ofa Holder with
Swords to the Royal
House Order of Hohen-
rollern {Flrussian'llI

Military Merit Order
With Swords (Bavarian)

Military Merit Cross
{Bavarian}

Silver Bravery Medal
{Bavarian}

Gold Bravery Medal
{Bavafian}

Knight‘s Cross of the
Military Order of
Max Joseph {Bavarian}

Albert Order (Saxon)

Merit Order (Saxon)

Silver Medal of the Order
{Saxon}

Gold Medal of the Order
{Saxon}

Military Order of
St. Heinrich {Saxon}

Military Merit Order
{Wurttemberg}

Fried rich Order
{W urttemberg}

Order of the liliurttemlserg
Crown with Swords
{Wurttemberg}

Silver Military Medal
{Wurttemberg}

Gold Military Medal
{Wurttembergl

“Extra“ Awards (Other
German States)

Eligibility

Officers. All
Germans

Enlisted. All
Germans
Officers. All
Germans

Enlisted. All
Germans

Officers.
Bavarian
Enlisted.
Bavarian
Enlisted.
Bavarian
Enlisted.
Bavafian

Officers.
Bavarian

Officers. Saxon

Officers. Saxon

Enlisted. Saxon

Enlisted. Saxon

Officers. Saxon

Officers.
Wurttemberg
Officers.
Wurttemberg
Officers.
Wurttemberg

Enlisted.
Wurttemberg
Officers and
Enlisted.
Wurttemberg
Officers. All
Germans

Tire
Category

Service

Bravery
{3)

Service

Service

Service

Service

Bravery
l 3)

Bra very

Service

Se rvice

Service

Bravery
l 2“)

Bravery
(C)

Bravery
(3)

Service

Service

Service

Bra very
(A)

Bra very
(3)

Service

Number
Presented

Uncommon

Uncommon
(69)

Uncommon

Very Rare
l IO)

Common

Common

Very Rare
(9)

Extremely
Rare ('4)

Very Rare
(II)

Common

Uncommon

Uncommon

Extremely
Rare (3)
Uncommon

(105]
Common

(184)
U ncommon

Rare

Uncommon

Uncommon
{213)

Uncommon

*These Prussian Awards are never given posthumously or to POW‘s.

"Extra " A wards Subtahie

Prerequisites

l2k {fighter pilots)
20m (others)

[0k (fighter pilots)
l2m," 5k (others)
20k and Knight‘s
Cross Hohenzollern

20k (fighter pilots)
36m (others)

lZmiSk

l2mi5lt

Military Merit Cross

Military Merit Cross

20k

l2m,-"5k

24ml 10k

6m

Silver Medal
of the Order
6m

12m." 5 It

24m..." lOk

20k

6m

6m

Knight‘s Cross
Hohenzollern

Criteria

Roll for l. 2 upon reaching 12k and after
each additional k or set of kills. or others
upon reaching 2flm and after every 5m more

For outstanding accomplishment or act of
bravery; Roll 1. 2

Roll for l. 2 upon reaching 20]: and after each
additional kill or set of kills: roll for I
after every additional mission to actually
take possession of it if successful.

Roll for l. 2 upon reaching 20k
or 36m and after every 3k or firm

Roll for l. 2 upon reaching |2m.-"5lt and after
each additional 2mg" l k

Roll for l. 2 upon reaching l2m,-"5lt and after
each additional 2m." [14

For outstanding accomplishment or act of
bravery; Roll l. 2

Only for the most outstanding accomplishment
or act of bravery: Roll l. 2. If not awarded.
roll I. 2 for Silver Bravery Medal instead.

For outstanding service; upon reaching 20k and
after every additional 2k roll for |. 2. This
award bestows nobility and the right to use
“Ritter” and “von” with the name.

Roll for I. 2 upon reaching |2mi5k and after
each additional Zmi l k

Roll for l. 2 upon reaching 24m,-' lflk and after
each additional 2111f l It

For suitable accomplishment or act of
bravery: Roll 1. 2

Only for the most outstanding accomplishment
or act of bravery; Roll I. 2

For outstanding service: accomplishment or act
of bravery. roll I. 2

Roll for I. 2 upon reaching l2m.-"5k and after
each additional 2m," Ilt

Roll for l. 2 upon reaching l2m..-' 5k and after
each additional 2m." lk

For outstanding service; upon reaching 20k
and after every additional 2k. roll I. 2

For suitable accomplishment or act of bravery:
Roll 1. 2

For outstanding accomplishment or act of
bravery; Roll I. 2

After winning the Knight‘s Cross of the Royal
House Order of Hohenaollern. German
officers can roll for a I after every additional
2k. If successful. roll again on subtable.

Roll two dice; if an award already received comes up again. or an award ofthe pilot‘s own nationality is indicated. no extra award is received.

War Merit Cross (Lippe)
War Merit Cross (Brunswick)
Merit Cross with Swords {WaldeckJ
Order of the Lion of Zahringen (Baden)

Hanseatie Cross (Roll: l. 2 Hamburg; 3. 4 Luheek: 5. {i Bremen)
Military Merit Order with Swords (Bavaria)
Friedrich Order {Wurttemberg)

lfl Friedrich August Cross (Oldenburg)
ll Cross For Faithful Service {Schaumburg-Lippe)
l2 Friedrich Cross {Anhalt}

2
3
4

5
.5 Albert Order (Saxony)T
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