	Rule 41 Close Air Support (Revised)

A. Each aircraft counter represents one aircraft.  Aircraft need no operations points and have unlimited movement.

B. Movement: Aircraft enter the map during the Friendly Air-mobile Reaction Phase.  Aircraft move over the map, perform their attacks, are fired at, and exit the map, as the first part of this phase.

Aircraft may only enter the map once per game turn.  The first game turn that the aircraft enters the map must be plotted at the start of the scenario.

Aircraft move as a unit in March Formation.  

When an aircraft enters the map it must be at either High Altitude or Low Altitude, and cannot alter that altitude during that game turn.  

Low Altitude is 4 levels above the map terrain.  High Altitude is above all map terrain and has a clear LOS to any hex on the map(s).  

When an aircraft is moving at Low Altitude, it must move 5 hexes in a straight line before it can change its heading by 60 degrees (one hex side).  When moving at High Altitude, it must move 10 hexes in a straight line before it can change its heading by 60 degrees.

Each aircraft may enter the map(s) during five consecutive game turns.  Each external fuel tank increases this time by 5 game turns.

C. Night Operations: Only aircraft designated with Night Capability, or equipped with an External LANTIRN Pod on the Aircraft Data Chart may be used if the scenario takes place at night.

D. Aircraft as Targets: Aircraft at Low Altitude are treated as a Non-Stationary Helicopter.

the Aircraft Data Chart.  Apply appropriate Shot Down Die Modifier.  Less than or equal to the Shot Down Number equals the aircraft being shot down.  

A shot down aircraft will crash 1D10 hexes straight ahead if at High Altitude or 1D10/2 hexes straight ahead if at Low Altitude.  The crash hex is attacked by 180 HE Indirect Fire Factors.  

A Result above the Shot Down Number indicates the aircraft is damaged.

A Damaged aircraft will abort its attack for the current game turn only.

F.  Air to Ground Combat: To attack a
     previously spotted ground target, the aircraft 
     must acquire that target.
     Targets can be acquired by the pilot himself

     Or it can be designated by a US company unit 
     Annotated on the Ammunition Record as
     carrying that company’s Laser Designator.  

     Laser Designators have a range of 24 hexes.

     Laser Designators are blocked by smoke even

     if the carrying unit is thermal-sight equipped.

     Any casualties to that unit eliminates the
     Laser Designator capability

To acquire a ground target at Low altitude, it must have the target in sight during 5 consecutive hexes of movement.  At High Altitude, it must have the target in sight during 10 hexes of movement.

All aircraft have a 120-degree forward field of view.  

Aircraft cannot acquire targets in Woods, Entrenchments, Urban Strip, or Town.  However, a ground unit in March Formation on a Road is considered to be in Clear terrain regardless of other terrain in the hex and aircraft can attempt to attack previously unspotted enemy units provided that they use the above “acquisition” procedure, then the 
West Germany: F-4, Tornado (TF), and Alpha Jet (TF).

Netherlands: F-16 (TF).

G.   Maverick Capability: F-4, F-16,

A-10, Harrier II.

H.  Ground Radar: If radiating, ground

      radar detects any aircraft within its LOS.
      Ground Radar may be declared non-radiating
      at the beginning of each turn.     


	
	All weapons except missiles increase decrease their hit chance by 2.  The Maximum Hit Chance is 9.

Missiles have the same hit chance regardless of range.  Use the Base Hit Chance for the shortest range.  If the missile is Infrared Homing add the target aircraft’s infrared signature to the Base Hit chance.  The Maximum Hit Chance is 9.

Aircraft equipped with Turbofan Engines have an Infrared Signature of 2.  Turbojet Engines have a signature of 3.

Aircraft at High Altitude may only be attacked by weapons marked ** and vehicle-mounted Anti-Air Missiles.

Aircraft cannot be attacked by hellfire or AT-6 Spiral missiles.

Aircraft equipped with Electronic Counter Measures (ECM) can sometimes spoof radar directed gun- fire and infrared homing missiles.

Note: Harriers have an inbuilt ECM that represents its ability to outmaneuver anti-air missiles (common during the Falklands War).  It only works against Anti-Air Missiles.  Harrier II has both this ability and an inbuilt “conventional” ECM capability.

E. Anti Air Combat Resolution: When an aircraft is fired on, first determine if the target aircraft has an ECM capability.  Then roll once to determine if it’s hit.  Consult the Anti-Air Chart and roll for each applicable ECM.  Equal to or less than the number equates to spoofing the attacking system.

If a Hit is achieved, roll once against the Shot Down Number found on

halve the weapon’s “To Hit” number.  

Weapons failing to hit are deemed to have missed the intended target.

Rockets and Cannons can only be used at Low altitude.  Rockets and Cannons have a 60-degree forward field of fire.

Cannons can attack up to five targets in the same hex or spread out over three hexes in a row.

     Iron Bombs and Rockets are treated

     as indirect fire with the difference that

     no Pass Through Fire will occur.

     Napalm Bombs will create Pass

     Through Fire.  

ARM and ALARM can be fired before an aircraft enters a map.  These missiles will go straight for the nearest active radar.  If no radar is active, the shot is an automatic miss.

     Maverick can only be fired against

     AFV, V, W class targets.

     All Armor Piercing Fire (Missiles and

     Cannons) is supposed to hit the roof

     armor, which is considered to be

     equal to the target unit’s flank-armor.

     Smoke bombs are either Chemical or

     Incendiary, and must be declared at

     the beginning of the scenario.

     Aircraft are “bought” clean.  Only the

     Inbuilt capabilities are initially present.

F. NATO Aircraft Availability:  

USA: A-10 (TF), F-111 (TF), F-16 (TF), F-4, and Harrier II (USMC)

UK: F-4, Tornado (TF), Jaguar (TF), Harrier, and Harrier II.




Close Air Support

Aircraft Data Chart

	Aircraft
	Crew
	Armament
	Ammo
	Pts
	Shot Down
	Loads
	ECM
	Night
	Notes

	A-10 Warthog
	1
	30mm
	10
	70
	3
	6
	No
	No
	Not High

	F-111 Ardvaark
	2
	-
	-
	78
	2
	8
	Yes
	Yes
	

	F-16 Falcon
	1
	20mm
	3
	63
	5
	5
	Yes
	No
	

	F-4 Phantom II
	2
	20mm
	4
	52
	6
	6
	No
	No
	

	Tornado
	2
	2x 27mm
	2
	67
	4
	7
	No
	Yes
	

	Alpha Jet
	1
	27mm
	2
	42
	6
	2
	No
	No
	

	Jaquar
	1
	2x 30mm
	3
	57
	5
	4
	No
	Yes
	

	Harrier
	1
	2x 25mm
	4
	48
	4
	2
	Yes*
	No
	

	Harrier II
	1
	2x 25mm
	4
	65
	4
	4
	Yes **
	No
	

	MiG-27
	1
	23mm
	3
	48
	5
	4
	No
	No
	

	Su-17
	1
	2x 30mm
	2
	42
	6
	3
	No
	No
	

	Su-24
	2
	23mm
	3
	67
	4
	6
	Yes
	Yes
	

	Su-25
	1
	30mm
	5
	50
	4
	4
	No
	No
	Not High


* = Once Against Missiles.  ** = Once Against Missiles, Twice Against Guns.

                                              Gun Data Chart

	Gun
	1
	2
	3
	4
	6
	Carried by:

	Hit Number (all) 
	8
	7
	6
	5
	3
	

	20mm ,23mm 
	5
	5
	5
	4
	4
	Mig-27, Su-24, F-16, Pod

	25mm
	7
	7
	6
	6
	5
	Harrier, Harrier II

	27mm, 30mm
	8
	8
	8
	7
	6
	Su-25, Su-17, Tornado, Alphajet

	30mm
	9
	9
	8
	8
	7
	Jaguar

	30mm
	12
	12
	11
	11
	9
	A-10, Pod


Rate of fire for all is 5, low altitude only.
Dropped Weapon Data Chart

	Weapon
	HE Value
	Hit : Pen
	Range

	ARM, ALARM
	-
	7:10
	Unlimited

	Maverick
	-
	7:10
	4 - Unlimited

	Iron bomb
	150
	5
	0

	Cluster Bomb
	120
	5
	0

	Napalm*, FAE, Cluster Bomb**
	120
	5
	0

	Laser Guided
	As above
	8
	Low=2, High=6


* = 180 against unloaded infantry, 150 against unarmored troops and vehicles.

** = Does not effect armored vehicles, detonates all mines in the area of effect.

“To Hit” Die Roll Modifiers

	Two Crewmembers
	-1

	Low Altitude
	-1

	High Altitude
	+1


Notes:

Scatter: (10-modified hit number)/2 rounded down, in flight direction.

                                                   Anti Air Chart

	Weapon
	Decoying Chance
	Shot Down Die Modifier

	Soviet Infrared
	6
	Machine Gun
	+2

	NATO Infrared
	5
	Hand held SAM
	+1

	Soviet Radar
	5
	25mm and up
	-1

	NATO Radar
	4
	Vehicle mounted SAM
	-2

	
	
	Against High Altitude Aircraft
	+2


                         Ordnance Load Chart

	Load
	Points
	Load
	Points

	Iron Bomb
	7
	23mm Pod **
	5

	Cluster Bomb
	10
	30mm Pod *
	10

	FAE Cluster Bomb
	10
	ARM, ALARM
	10

	Napalm Bomb
	10
	Maverick *
	10

	Smoke Bomb
	3
	ECM Pod
	12

	Laser Guided
	+5
	LANTIRN Pod *
	15

	Rocket Pod
	5
	Fuel Tank
	7

	20mm Pod *
	5
	
	


* Only NATO, pod ammo = 20.  ** Only Soviet, pod ammo = 15

Areas of Effect Notes:

Iron Bombs, Rockets, Smoke, effect the single hex dropped on.

Napalm Bombs effect the impact hex and the next hex along the flight path.

Cluster Bombs effect the impact hex, then along the flight path, the forward left, forward right, and forward hexes.

FAE Cluster Bombs effect the impact hex and all 6 surrounding hexes.

