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5.5 Replace..ont Airens

The plaver inay inspect the number of

replacements for cach type of aircraft,

For each typ: of aircraft available the
smputer will display the type 1D num-
zr, type designation and the quantity ol
arcralt available as replacements.

The Replacement Aircralt routine
may be used o change the (ype ofaircml
Feing wsed by a purticular gruppe. This is
done by “exchanging’ the aircralt cur-
rently wsed by the gruppe for a differeni
asrcralt type available inthe replacement
pool. The USAAF plaver may not ex-
change fighters for bombers or bombers
for Nighters

Tyvpein the gruppe [D# forthe gruppe
vou wish to change. then enter the tvpe
1D# to indicate the new type of aircrafl
The "ald” aircraft will be added to those of
the same type already in the replacement
pocl. The "new” aireraft will be subtracted
from the eplacement pool and added o
the exchanging gruppe in UNSERVICE-
ABLE condition. The exchange transag-
tion will not be allowed ifthe replacement
pool does not contain adequate numbers
of the selected type to allow a 1 for |
exchange,

The exchange procedure will resultin
a reduction of pilot cxperience. When
exchanging for aircraft of the same class
iLe. single engine for single engine). there
will ke a loss of 20% of the group’s
experience points, When exchanging for
aircraft of a different class {ie. single
enging for twin enginel. there will be a
loss of 50% of the group’s experience
poiIs

5.6 Aircraft Production

The Aircrafl Production routine may be
uscid 1o examine or alter the vpes of
awrcraft being produced in a particular
citv. The computer will display all cities
that include aireraft factories. The plaver
must enter the city LD#F for the city he
wishes to examine/alter.

Adreraft cities contain three production
slots”. Each slot will contain an aircrall
type or will be empry. Aireraft cities with
only one slot in wse will devote their
entire production to that one type of
airerafit Adrcraft cities with mwo slots in
use will devate half of their production to

L

caca of the two listed wypes of aircrafi
Aircraft citics with all three slots in use
will devote one third of <heir preduction
to each of the three listed types of aircraft.
o The Aircraft Production routine may
uused toadd a new type of aircraft to an
cmpty slot remove an aircrafl type to
create an empty slotor change an cocupied
slot 10 a different type of aircroft. The
player must enter the type | D number for
the "new” atrcrafll tvpe and the slot number
that 15 to be altered. Aircraft wpe 1D
numbers are listed in section 1200 If vou
wish to remove an aircraft type to create
an emply slot just enter aircraft type
number ‘07 for a currently occupied slot

Alering the production of an aircraft
aity will reduce the wirerafl production
level of that city. The production level
reduction will be determined as follows:

(1) 60% reduction if subtracting an air-
cmll tvpe 1o create an empty slot

(2 20% reducnon if adding an aircraf
tvpe o 0l an ecmpty slot

{33 20% reduction if changing an occu-
picd slot 1o a similar aircraft tvpe (Le
MEIG changed 10 MEIGSK)

Note: FWISDA. FWIS0D, FWI9OF and
TAISZH are considered to be similar
aircrafl types,

(4) 6% reduction ifchanging an occupied
slot (o a non-similar aircrafl type

You cannot change the production
charactenstics of a city if the city has a
production level less than 3.

5.7 Aircraft Factories

The player must select the aircralt tvpe.
The computer will display each city in-
volved in the production of that aircrafl
tvpe and the prodoction level devoted to
that wvpe

6.0 USAAF MORNING
BRIEFING

6.1 Yesterday's Operations

Similar to that described in section 5.1
On this display the Luftwaffe fighter
losses will be inaccurately reported.

6.2 Weather Report
Same as that descnbed in section 3.1

6.3 Air Group Status

Similar to that described in section 3.3,
The player must first specify the hase
(England, Ialy, Tunisia, Libya) whose
groups he wishes 1o examine

6.4 Industry Status
Same as that described 11 section 5.4,

6.5 Replacement Aircraft
Same as that described in section 3.5

7.0 USAAF TARGET
ASSIGNMENT

7.1 Assign Raid

Forcach raicd assigned the USAAF plaver
must perform the following actions;

(1) select raicl 113 Jetter (A-2)

(2} select origin base; the plaver must
determine the base from which the raid
will hegin. Before | OCTOBER 1943,
Englund, Tunisia or Libya may be selected.
After 30 SEPTEMBER 1943, England or
ltaly may be selected,

(3) select targel type; the lollowing (ypes
of targels or missions may be selecled:
railyard

ball bearings

chemicals

ol

avialiom gas

electric power

steel

rubber

U-boat

armaments

arrcraft

Veweupon

Owverlord

MNak

airfield

[eimt

deep escon

(4A) select target city: the compuater will
list all cities that contain the selected
targel types The plaver must choose the
city 1o b bombed. This applics only 1o
largel ypes A-M.

(4B} select target point: the map will be
displaved with the cursorover the starting
base, The player must move the cursor
over the target to be bombed and press
the (X key. If the tarzet type is FLAK then
the cursor should be placed over a city
sguare. I the arget type 15 AIRFIELD.
then the cursor should be placed over an
airficld site square. If the tarpet type is
FEINT. then the cursor may be placed
anywhere. This paragraph applies only
to target types N.OP.

(3 select secondary target city: secondary
target type must be the same as the
primary targel Selection of secondary
targets is optional. This paragraph applies
only o targel ivpes A=,

ShEe
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{6) select offser poing the computer will
display the map with the cursor over the
primary target location. Move the cursor
tor the desired offset point and press the
(X) kev. The raid will fly through the offset
point on the way to the target and again
while returning to its base. If the raid
bhombed a secondary targer or if it is
shuttling 1o a different base. then it will
not {1y throwgh the offset point AFTER it
has bombed or passed through the target
point. If an offset point is not desired,
then pressthe (X) key without moving the
cursor from the target square Applies o
tarzel types A-P.
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(7) shuttle to different base: only heavy
bombers (BITF. B17G. B24D. B241) may
Iy to a base that 15 different than the
origin base.

(&) select bomber type and assign bomber
groups: the player may include as many
of his available groups as he wishes in a
single raid. Different vpes of bombers
may be combined in the same raid.
Heavy bombers may not [y in flak anack
or deep escort raids. A group (fighter ar
bomber) must have at least 10 serviceable
atrerafl in order to fly a mission.

(9) select fghter type and assign fighter
groups: fighter groups that 1y in the same
raid as bomber groups will act as “close
escorl protection againstenemy fizhters.
Fighter proups in decp cscort missions
are not reguired to depart at the same
time as the bomber raid they are escorting.
Decep escons may join up with the bomb-
ers at various points on the roule o or
from the target. Fighter groups may be
used to bomb AIRFIELD. FLAK, and
RAILYARD{OVERLORD) targets. Fighter
groups will not bomb ifCthey are fving in
the same raid with heavy bomber groups,
When acting as bombers. fighter groups
will fly to the target ar their assigned ali-
tude. dive to W00 feet 1o attack the target,
then climb back to the assigned altitude
for the return to base,

(10} determine which raid 1o escor; this
applies only 1o deep escort missions.
(1) assign raid alitude: the computer
will display the alitude limits for cach
raid. Raids on AIRFIELD. FLAK, and
RAILYARD (OVERLORD) targels imay
not [y over 24000 feet. For the best results,
deep escorts should fly | to 3 thousand
feet ubove the raid they are escorting.
(12) set departure time; may sl any time
from 60 to 1700 as departure time. Deep
cscarts may nol depart BEFORE the rad
they are cscorting.

7.2 Examine Raid

This routine may be used to examine data
lmom previously assigned raids. Included
in the raid data display is the range 1o
targetd i:'u_'luding offsel pointh, rind speed
and climb rate

7.3 Weather Report
Same as that desenbed in section 5.2

7.4 Map Display

The map display mav be used asan aid in
planning raids. The cursor may be moved
around the map by pressing keys 1-8
{1 =NORTH, 2 = NE, 3 = EAST., 4 = §E,
5=S0UTH, 6=5W, 7T=WEST, 5=
MNW). If the cursor is moved over a city
square and thei L) kev 1s pressed then the
city name will be displayved.

8.0 LUFTWAFFE
DEPLOYMENT

8.1 Fighter Gruppe Status
Same as that described in section 3.3

8.2 Airfield »wmms

Lists the ﬁ}‘!u v data for L"LLI'I. aciive
airtield:

(1 AF; airfield identification number
{2y LOCS the xv location of the airficl
(3) D% damage pereentage. airlields witty
over49% damage may not operale aircrafl
i4) FR: fuel reserve points stored at the
airfield. Each fael reserve point is sulli-
cient to {1y 1 aircraft on 1 sortic.

(3) GRUPPE & TYPE:; lists the histarical
designation and type of aircrall for each
gruppe based at the airfield.

8.3 Flak Stalus

For following data will be displayed for
each city on the map:

(1) 113 ity identification number

(2) CITY: the city name

(3} HVY FLAK: the number of heavy
flak batteries protecting the city

(4) LT FLAK: the number of light lak
hatteries projecting the city

8.4 Weather Report
Same as that described in section 5.0

8.5 Assign Fighter Tactics

Each day. the Luliwalfe plaver may alier
the "Mactics” assigned to some or all ol his
gruppes, The five tactical oplions are
described below:

11} ATTACK FIGHTER - BOUNCE
The gruppe will attempitoengage USAAEF
Nghter growps but will not atack unless o
positional advantage can be amained.
Will engage bombers if no fighters are
prescnt

12} ATTACK FIGHTERS - DIRECT
The pruppe will attempt 1o engage USAAF
fighters and will attack regardless of the
tactical position. Will engage bombers i
nay Nghters are present,

(3 ATTACK BOMBERS - BOUNCE
The gruppe will attempt toengage USAAF
bombers bul will only attack if a posi-
tional advantage can be amained Will
NOT engage lghters.

{4 ATTACK BOMBERS - DIRECT
The gruppe will atlempl o engage USAAT
hombers and will attack regardless of
the tactical position. Will NOT enpage
fizhters.

(31 ATTACK BOMBERS - ROCKET
The gruppe will attempl to engage USAAF
bombers. Will not aftack unless the proper
rocket launch position can be atiained.
Following a rocket launch, the gruppe
will engage the bomhbers with cannon
fire. Will NOT engage fighters.

There are two methods Tor assigning
tactice. The DEFAULT TACTICS method
allows a tactic w be assigned to all
gruppes with a particular tvpe of aircraft,
The SPECIFIC GRUPPE TACTICS
method allows actics to be assigned 1w
individual gruppes as desired.

8.6 Move Fighter Gruppe
This routine may be used o move gruppes
to different active aiefields. The player

mustinpul the § L) nemibersiosthe gaining
and losing amwfields and thenisak 0
numbers ol the preopes e it ed,
Gruppes will lose S5 ol feirmaorale each
thoe they areomoveshinahis manner The
MOVE AIRCIELDY ronnde2ontains an
alterssterand casicsd razthod of movng
fighter I*'-“ IS b i o randd

B.7 lfoye Airfield

Thissouline may be
airfic 'd= ‘o vacani .:J. cld. sHlCE O move

fight.s SrLppes o d; Hnepla tLunﬂ sirfields.

(v Loy airfield: 1Iur|.1.1h1(|.l.!’\ﬂfl_]ﬂ the

man dinplsy to tle active airfield volul
wish 1o mnn l-|._.~|:hu(.|]~ v Lo e the
airfield. Move Tie cursor o the new

airfield site and press (M) 0 move the
airtield. The airteld move procedure will
result i W damage 10 the relocated
airfield. Airfields may nol be moved i
sites that are currently occupicd by activy

anrlields.

'.-I-;l mave Jclive

12} move gruppe; move the cursor on the
map display 10 an active airfield. The
airficld 1D number displayed at the -
tom of the text window will be inversed i
the airfield contains one or more [ghter
gruppes. Press the (L) key 1o look” at the
first gruppe. If you do not wish 1w move
the gruppe then press the {N) key to look
at the “next’ gruppe or the (1) key o
return to the map meno 1T vou wish (o
move the gruppe you are looking at then
move the cursor o the desired active
airfield and press{ M) o move the gruppe
Gruppes moved in this manner will have
their morale reduced by 5%

8.8 Move Flak

This routine may be used o move Nak o
enhanee protection of key cities. Move
the cursor to the ‘losing city and press
(T) move the cursor o the “gining city
and press(X), then specity the quanties ol
heavy and light Nak vou wish o move. A
maximum of 100 flak batteries may be
moved in a single day.

9.0 LUFTWAFFE
SITUATION ROOM

The Lulwaffe playver may ‘enter the
Sitwation Room by pressing the (5) key
duning the Combat Phuse Inthe S1tuation
Room the real tme game clock 1% froren
while the Luftwaife plaver examines his
available forces and orders his various
gruppes 1o intercept detected raids or
patrol arcas where activity is expected

9.1 Fighter Gruppe Status

Similar w that desenbed in 3.3 Gruppes
that are Aving patrols or intercept mis-
sions will not be displaved.

9.2 Airfield Status

Similar to that described 11 82, Gfuppes
that are flving patrols or inlercept mis-
sions will not be displayed,

9.3 Flak Stalus

Same as that described in 8.3,
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14.0 VICTORY
DETERMINATION

14.1 Calculating the Score

In all scenarios( both short and campaign)
the USAAF player's base score will egual
the AIDL {se= 1.2}

In short scenarios the FINAL SCORE
will be cqual 1o the AT > Inss ratio. In
the campaign game the FINAL SCORE
equals 12 +4 X the number of months
before May 1945 that the game ended (if
the game ends alter BMay (945 this will be
a negative number)

i4.2 Loss Ratio

The loss ratio is caleulated:

loss ratio = Luttwaffe fighter losses 22/
i2 X USAAF bomber losses + USAAF
fighter losses)

In Phase [l games. divide the loss ratio
Iy 2. In all games. if the number of bomh-
ers destroved 15 less than KR and the loss
ratiois less than L0 then the loss ratio wil|
be increazed o 1.0

14.3 Victory Levels
The final score s compared o the fol-
lowing chart to determine the level of
viclory for ecach scenano;
SHORT SCENARIDS CAMPAIGN
PHASEL I I ALL
LUFTWAFFE - - - -

DECISIVE 0 RIT i
LUFTWAFFE 1 ] I | 1
MARGIMAL 3 LRI ] 13
USAAF H i A i
MARGINAL 7 49 30
LSAAF K i &0 k|
DECISIVE + + 4+ +

15.0 SCENARIOS

The players may select from three time
periods or Phases” at the startof the game.

15.1 Phase I

Starts | Aupgust 1943, The USAAF has
been in action against Germany for over
a vear but has only recently received
bombers in sufficient quantities 1o flv
“‘deep penetration’ raids. USAAF fighters
consist of the short winded P47R and the
awkward P38,

In response lo the growing USAAF
threat the Reich Air Delense has been
heavily reinforced with gruppes from the
Mediterranean and Eastern Fronts, Ex-
perienced German pilots flving MEWSCE
and FWIEBA liphters are more than
a match for their USAAF opponents
Heavily armed MENDG, ME4IDA and
JURRG “destrover aircrall have been in-
trovduced 1o deal exclusively with USAAF
homber formations.

When plaving the Phase 1 SHORT
same 115 recommended thatexpenenced
plavers play the USAAF side We also
recommend that only expenenced plavers
play Phase L

15.2 Phase 1l
Starts | February 1944, Alter some senious
reverses in the second hall of 1943 the
USAAF has reinforced and reequipped
its fighter groups. Flying large numbers
of P47 Ds and P38Js and a few precious
eroups of P31Bs the USAAF can at last
provide escorts continuously toand from
the target on decp penetration raids.
Asthe USAAF has gained cxpericnee
and improved eguipment Luftwalfe
quality has remained unchanged. The
MEWMCG s soll widely used despite being
oulclassed by new USAAT highter types,
Axis production has been rcorganized
and development ol advanced flighter
designs has hegun.

15.3 Phase 111

Starts | October 1944, Adter crippling the
Crerman lNuel industries in the Summer of
. the U'SAAF has victory within s
grasp. As the Allicd Armics bog down on
the German borderit is hoped that strate-
gic bombing can hasten the collapse of
the Axis war machine.

The Luttwaffe has been reduced o a
shambles by the past 9 months ol heavy
Nghting Axis aircralt production has
reached record heights but shortages of
fuel and experienced pilots have made
this irrelevant Luftwalfe hopes rest on
increased availability of advanced fighter
types such as the FWIS0T. MENREK and
ME262A

All eritical industries have their critical
level set 1o 30, The ME-262A has already
begun production at the startof Phase 11
When plaving the Phase [1I SHORT game,
itis recommended that advanced plavers
play the Luftwaffe side.

16.0 STRATEGY NOTES

USAAF Player

Short Games — In the short games you
should pick one industry {preferably a
critical industry) that can give you a lotofl
points quickly, and then destroy that one
inclustry. Ball bearings and/or rubber are
good targets, as is chemicals/steel/electric
power if they are available as largets. In
phase [ and phase Il games railyards can
be a good target due to its high critical
level Tho not waste yYour time bombing
targets in many different industries. as
this will not score poeints in the short run.
Aviation Gas - By reducing aviation gas
1o below 3 {and keeping it there) you will
be able to grovnd the Luftwalfe. Bombing
chemicals il available 15 8 good way (o
help keep up an aviation gas shortage, so
a good time to bomb aviation gas is jusl
after chemicals is discovered as a target
Keep in mind that vou may have to wait
several weeks to begin seeing the effect
and that you will have to make many
deep raids against 1 and 2 pointtargets to
maintain the Muel shortage, but the results
can be well worth the effort

Escorts — Proper use of your escorting
lighters can make or break your grand
strategy. Remember o send out your
fghters on deep escon from 30-30 min-
utes later than the bombers so that they
don’t waste fuel while waiting [or the slow
climbing bombers to form up, and send
them outat 1-3000 fzet above the bombers
by stappering the elevation of vour escorts
the high groups will be able o bounce
German fighters that are attacking your
low groups). Also. don't forget to send
fighters out to cover the bomberson their
retum np, otherwise the LufrwalTe will
devastate vour home-bound bombers
Let’s assume vou have the following
fighters available to cover a raid on
Berlin which will form wp at 600 ag 22000
feer: 10 X P47, 8 X P31D, 3 X P3RL
A matching escornt schedule could look
like this:

630 - 6 P47 23000 fiect

o4 — 3 P51 24000 feet

TOO - 3 P38 23000 feet

TI0 = 2 P31 25000 feet

By = 3 P51 23000 feet

9200 — 4 P47 24000 fect

This plan prowvides escorl cover all the
way o Berlin and back. This 15 just a
suggested allocation of escorts, and it is
lefl 1o you 1o discover the “optimom”
cscort tactics.

Luftwaffe Player

Flak—" ou should attemp to concentrate
flak in those cities yvou expect to be
bombed. For example if you see that the
Amerncan player is attempting 1o destroy
vour rubber planis, place 193 heavy bat-
teries in each of the major rubber largats
as soon as possible. Also, protect those
industries that are especially important
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to your defense (i aviation gas. aircraft
factories, chemicals). Never place 200
batteries in a city, for you will lose any
battcries thatl the cities armament fac-
torics produce. Placing flak is purely a
matter of anticipating the USAAF player's
ntenions,

Aircraft— Keep vour single engine fighters
based on airfields in France. Northwest
Germany, and Italy and base your rocket
firing bomber-destrovers in central and
southern Germany. It is wise to concen-
trate a large number of airfields and air
gruppes around Essen. Use vour high
manucverability fighters (greater than
33) to bounce enemy fighters, especially
P-38 and P-3] long-range fighters. If vou
are successful at forcing these fighters 1o
turn back, you can unleash your bomber-
destroyers 1o attack deep raids into Ger
many. The ME410, MEL10, and JUSS
should be equipped with rockers and
launched last, but be forewarned that if

they are attacked by American fighters
they will be decimated. Do not fly units
with less than 20-25 serviceable planes,
and pull units back to the safety of central
German airfields if their morale is re-
duced below 40. Try to keep your best
units poised on the front line aidiclds,
but realize that vou will lose morale each
time you shuitle an air gruppe from one
field to another.

Patrols — Patrols are useful in two Ways,
First they can be used to mass a large
number of aircraft in one spot This will
allow you 1o launch a coordinated attack
that may be able 1o overwhelm the escorts.
Patrols can also be used to shield the
French coastapainst US AAF fighter raids
on German airfields

Aireraft Production-This is vour chance
to build the Luftwalfe 1o suit your own
style of warfare. It's usually a good idea

early in the game weonvert some or all of
vour MEL®G faclonies to the production
of FWI90A Aghters. Although this will
resultin lower production, you will gener-
ally find thai you have all of the MEID9G's
you would ever want especially when you
begin to convert whaleé gruppes to the
new planc types. If you believe that the
USAAF player is going to concentrate on
destroving your aviaton gas (and most
do). it's a very good idea to convert some
of your factories to ME262A production
in order to speed up the arrival of your
jets (remember that jets do not require
aviation pas lo flyk 1f the I{SMF player
does not bomb wou airdsall Factories,
you will find that you iave plenty of
production eapacity thal can be spared
on jet procduction. I howeser, the USAAF
player concentrates on vouwr aircrafi fac-
tories, and he catches you converting all
of your factories to new rroduction, you
may find voursell facing a critical short-
age of aircrall,
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VICTORY POINT MATRIX

INDUSTRY 019 2028 3038 1049 S050 &0-68 079 AD-EG G0
railvard 20 13 10 5 4 3 z 1 0
ball bearings 3 4 3 2 | (1] 0 0 0
chemicals 5 4 3 2 I 1] i i 0
oil 2 15 I 5 4 K] 2 I [}
aviation gas 3 4 3 2 L 0 (1] ] 0
electric power 20 15 ] 3 4 3 > I i
sl 3 4 3 2 I 0 0 ] i
rubber 3 4 3 2 [ ] ] f i
U-beat 5 4 3 2) | 1 | 0 0
armaments® 1] Pl 20 15 I 5 3 I a

= Divide armaments lovel By 10 betore comparing to the damage mainx.,

AIRCRAFT DATA

I+ TYPE L MY (L8 RR 5P Fu Ala €« [
I MEING 8 33 17 2 42 7 38 0 1
2 MEINYK ¥ A |7 2 4 o 41 41 1
3 FWI90A 0 44 I8 2 a4 g 37 I8 1
4 FWIiNiD f 45 19 2 46 5 30 28 1
5 FWI9F I 6 42 g 35 12 |
6 TAlZ2ZH 13 <4 24 2 Al [[}] 44 45 1
7 DO335A 19 45 19 2o 50 A3 a7 30 3
b ME4IOA 13 22 0 i 40 17 33 L& 2
9  MEINOG 18 I8 19 4 36 13 2 [2 2
1N JUSSG 12 18 3 i a5 21 32 12 2
1l MERZA 2 i4 14 (1] 68 3 38 28 T
12 MEIGIE o i [0 0 9% 2 40 40 2
13 HEI&ZA 10 21 i s 52 4 39 35 [
1= TYPE [, | Y L AL sP FL MA L C
14 PIOE 6 37 14 L 400 10 30 I& 1
|5 P4TH = -+t 23 2 411 [ 42 |= 1
16 PATD ] 46 23 3 40 12 40 24 I
I7 P5IB 4 d6 L& 2 42 6 42 4 1
15 PIID 6 48 18 242 IO M4 1
14 P38G 6 36+ 19 2 36 9 ¥ 20 2
20 P3&J 6 44% 23 3 4 25 44 g 2
21 RBI7F g 0 42 9 I8 90 33 b 4
22 BIIG 10 0 43 16 28 90 31 12 4
23 BMD 9 ] 32 g an Qi 25 8] 4
24 BXMJ o (rSsEneeenls 30: 90 24 b 4

* At altitudes greater than or cqual 1o J0008 feet, the mienewsgrability satings of the P3G aml P33)

are reduced o 27 and 33, respectively.

CM

MV
bu
RR
BL
Sp

FU

MA
CL

c

cannon rating: this is the defensive CRITICAL
fire rating for heavy bombers INDUSTRY EFFECTS

manugverability ralng
durability rating

rocket rating CRITICAL 15D, DEPENDENT INDUSTRIES
bomb load rating Railvard U-boat. Armaments.
specd ranngs: miles per [0-minute Aircraft

pulse Ball Bearings  Armuaments, Aircrafl
operatianal fuel limit. fuel used Chemicals Qil. AvGas. Rubber.

belore trning back Arma il
; TTLR TR S
maximum altioede

S A 5 e Electric Power  All tiher Indusiries
climb rate: thousands of feet pet :

W-minute pulse Steel L-boat. Armamenis
aircraft class Rubber Armaments

£ 1505 by Stategic Semidshons, o AN nghts resenad

INDUSTRY DEFENSE,
REBUILD RATE,
& OPTIMUM LEVEL

INDUSTRY HEEUILD OFTINUM
TYFE DEFEMSE  RATE  LEVEL
rat lyard ] 5% 2
hall bearings 2 % 3
chemicals 7 5% &
il 4 T% 5
aviation gas 0 % Iy
electnc power 3 1% 3
steel 12 2% 8
mthber 10 % 10
Li-boat 13 3% 5
Armnma s 12 4% 50
aircrall [ 4%, il
Veweapon 1 4% Rl

* The build chamce for armaments will mereise
10 12% and the baild chanee for aircrait will
imcrease to 20 starling /44

USAAF REPLACEMENT
SCHEDULE

AIRCRAFT AIRCRATT AIRCRAFT AIRCRAFT
TYPE PER DAY FER DAY FER DAY

P4OE 543 =1 [ =1

P4TEB 8M43=1 9d3i=

P47 843=0 943=12 1L =1x
F51B E43=0 1lA43=3 444=
P30 843=0 34 =13 .
PisG 843i=9 124i=1

P3R] 843 = 1243 =|2

BITEF ®d43=|

BITG 843=I%

BMD 841=3 10/43=1

B24] 543=0 10/33=12 /4= |X

LUFTWAFFE AIRCRAFT
PRODUCTION RATES

AIRCRAFT LATEST
PRODUCED POSSIBLE
FER 100 AVAILABILITY
ATE

FACTORIES
MENRG 15 45
MERE |2 /44
FWIsnA 10 543
FWwisnr 9 G/dd
FWianT- 8 /43
TAlZZH b [/45
DO3IESA 7 345
ME4I0A [ 8/43
MENDC 8 H43
JUSSG o 8/43
MEIAIA 4 I
MEIGIR [ 944
HEI&ZA 10 343

= Only a fraction of the production of this
tvpe of aircralt was available for daylight
air defernse of the Reich. so the German
plaver will auwtomatically receive one
JUREG per dav.
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= Lultwalle airfleid
sita

= |JSAAF airhase

‘ = Allied cover zones

WEATHER ZONES:
NORTH L LiL] NORTH
WELT  CHNTAM  EANT
EUNDPE  EWOOPE  EURDPE
WEll  cATL  EMT
EUNWE  EVOPE  EWROPE

TARGET/MISSION TYPE:

A = railyard

B = ball bearings
C = chemicals

b =ol

E = aviation gas
F = electric power
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VICTORY POINT MATRIX INDUSTRY DEFENSE,
REBUILD RATE,

INDUSTRY 019 2033 3019 4049 5059 G065 7079 MDBH G0 & OPTIMUM LEVEL
railvard 20 13 1n 5 4 3 2 1 0 =
ball hE‘ﬂ.I'i.TIE 5 4 3 2 | 0 0 (] 1] INDUSTRY REBUILD OFTIMU
Ehtmicﬂlﬁ 5 4 3 2 1 0 0 0 0 TYPE DEFENMSE RATE LEVEL
oil 20 15 10 5 4 3 2 } B railyard & % :
aviation gas g 4 3 2 i 0 0 0 0 ball h_c-.mng: I__'-: % 5
electricpower 20 15 10 S 4 3 2 1 0 - ¢ B Y
steel ? 4 E E 1 0 0 0 0 aviation gas Q ™ 1
pibher A B T R R S BN, elecirie power 0 1% 3
U-boat 3 4 3 2 1 1 | 0 0 steel 12 . &
armaments* 30 25 ] 15 10 5 3 1 0 rubher 10 am, 10
L-boat 13 %
* Divide armaments bevel by 10 belore compuaring to the damigge matris. armaments 12 =% k1]
aircralt {1} % 5
Veweapon n 4% {1
* The build chance for armaments will increase
AIRCRAFT DATA 10 2% and the build chance for aireraft will
imcrease o M starting |3
IDe TYPE CN MY DU RR S5F FU Ma CL C
1 MEING E 3 17 2 42 73 30 1
2  MEIBK T 50 17 2 45 6 41 4l 1
3 FWI%A 0 44 18 M g ¥ I8 1 USAAF REPLACEMENT
4 FWIHID ] 48 19 2 44 3 39 28 1 SCHEDULE
i FWIWF 15 32 25 6 42 & 35 12 1
& TAIS2ZH 13 48 24 2 AN m 49 48 | AIRCRAFT AIRCRAFT AIRCRAFT AIRCRAFT
7 DO335A 9 45 19 2 S50 13 3 W 3 Es RN SRR BERRR
3 ME4I0A I3 2 20 6 40 17 3 18 2 PAOE Bdl=g  1/44=1]
v MEING I8 18 19 4 3% 13 2% 12 2 PR R Weed
10 JUSSG 2 I8 23 4 3% A 32 12 2 i B i A g oo S
PSIBR 843=0 [1/43=3 4¥H=1|
11 ME26ZA N 4 14 6 68 5 3B 28 7 F:?ID SAI=0 344 = 18
12 MEI&3B 0 40 10 0 9% 2 40 40 8 PG 843=0 12/43 =1
13 HEI62A b % % 2 55 4 H W PIR] 843 =0 1243=12
ID# TYPE of Mv DU BL SF FU MA €L € BITF 3‘?“3 =
T3 PHOE & 7 W 1 4 10 % 18 1 S S
15 P47B $ 44 22 2 40 10 42 18 |1 Efr S0 OG- 12 =18
16 P4TD g 46 23 3 40 12 N M4 1 :
17 P5IB 4 46 I8 2 42 16 42 24 |
1% PsSID 6 48 18 2 42 1 4 M 1
19 P3G 6 36* 19 2 3w/ 19 3 20 .
20 Pl & ‘% 33 3 40 25 M 6 2 LUFTWAFFE AIRCRAFT
21 BITF 5 0 4 9 28 90 33 8§ 4 PRODUCTION RATES
22 BITG 10 n 43 16 28 90 31 12 4
23 BMD 9 0 32 9 30 9% 25 6 4 PRODUCED  POSSIBLE
24 B24J 9 0 33 13 30 % 24 8§ 4 FACIORIES  ©VBATE T
MEING 15 843
* Af altiludes greater than or equal to 20000 e, the maneuverability rutings of the P3G and P38) MEIOK 12 844
are reduced 1o 27 and 33, respectively. FWI180A 10 B/43
FWI190D 9 f/44
FWI%0F 8 843
CN  cannon rating this i the defensive CRITICAL I}c}m:i!,i ? ;’ :ﬁ
ire rating for heavy bombers y R
MV  manueverability raling INDUSTRY EFFECTS ME410A 7 843
DU durability rating MENDG 8 243
RR rocker rating CRITICAL IND. DEPENDENT INDUSTRIES JUSRG 0= 8/43
BL bomb load rating Railyard U-hoat. Armaments. MEZ62 A 4 11/44
SF  specd ratings: miles per W-minute Aircrail MEI&GIB b 9/44
pulse R~ Ball Bearings  Armamenis. Aircraft HEI62A 10 1/45
rat : y T - i
e I‘:EFnr:Tun:zin::huﬁ“ e CHOmCATS ?::.n':;f::s Bubbet * Onlv a [raction of the production of this
M Bty A . ‘_“] e g type of aircrafl was available for davlight
CL climb rate: thousands of feet per ‘ air defense of the Reich. so the German
0-minute pulse Steel U-boat. Armaments player will automatically receive one
C  aircraft class Rubber Armamen:s JUSEG per day.
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