MANEUVER SCHEDULE e
Spin check required for ‘—X; {/ ‘:‘) <_>(; \/"rs <—)(; \'.’/‘\\3 2
all zero-speed maneuvers, -/ -/
OLA 0SA 2
Go (%) (W) (A — 4
\ J \ J \ { )y \ { ¢ ( .
1LD L/ ey N/ = Max Alt: 11
1LC RV P i1REB iRC
1SB 1SA 1SC 6 PERFORMANCE
A A (T MWV T —~N D) —M|] 7 Acceleration 2
e | ) Nl 'any 7T\ 4 T\ ) w— S W G W 71 1\ 1\ > 7 { >—7 -
Y D D D IOOYONKD D D)~ W | Deceleration 2
‘.J, 2LC 2L 2LA <"'—\ <*> <_> 2RA 2RB 2RC ‘J, 3 Climb 2
2LD =/ \&/ \& 2RD Dive 2
? <\ Gl 2SB 2SA 25C Ve | B
N\ v\ \ e — o = ‘avsier FIREPOWER
(:,:7'J7{~.) (:.}J:-.,/ 12 Weapon Arc | Trv | Range in Hexes
1]2]z3]4
2L 2RE 13 -
= ax.zo3ma |1 |F|a]z|2]0
15 Amme: OO000 OO0O000O OO0O0O0O
16 DAMAGE
17 Engine 1 |00000 OCOOO OO
18 wings: |00000 00000 00000
{1 " 3SB 3SA 3SC / O\ -+ 00000 ooo00o O
&< (1)~ ) = Fusel.; |D0000 DOOOO 00000
3LH 3RH — 20 00000 ooo00o 00
- . 21 Pilot M S D
3LG 3RG
22 . NOTES |
23 No pilot armor, +1 to all "Crew Wound"
>4 rolls.
25
26
27
28
29
30
31
32
33
34
35 Ver: 1.2jw

4 May climb max

% May climb 1-2 1 Mayclimb 1

— Level flight allowed

+ May dive 1

< May dive max

¥ MUST dive 2+

¢ Level this turn but MUST dive next turn



