1
@ @ |z
3
4
S
E Max Alt: 12 loaded / 13 empty
7
@B . . .
\ ‘,) 2 Acceleration: 1 Deceleration:2 Climb:1
\
) 5
/
(T\ 7 10 Engines: 1: 00000 OOCOOO 2: 00000 OOCOCOO z: O0O0O0O0O O0O0OOO 4: OO0O0O0 OOCOO0O
2SB 2SA 2SC 11 00 00 00 00
wings: 00000 00000 00000 00000 00000 00000 00000 00000 00000
\ \ \ 12 Fusel,: 00000 OO0O000 00000 00000 00000 00000 00000 OoOoOooo oo000 0000
A A
o) (T) N 13
> » ‘) FIREPOWER
\ / \ / / 14
\ \ \ Weapon Range in Hexes
) ) ) == il 2 3 4
/ / /
\eTACTAE &8 4 x .50 MG = 7 s | =
e s 17 2 x .50 MG S 4 3 2
s
19
Crew/Weapon/Ammo ARC | TRV | Wounds
20 Pilot M S D
21 Copilot M S D
22 Flight Engineer M s D
23 MNavigator M S D
: %
24 Radio Operator (4 x .50 MG) @ 11 M S D
Turrets per quadrant 23 Bornbardier M S D
L=level, A=above, B-below 26
Quad turret/Twin turrets Radar Operator M s D
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3-4
s Top Turet Gunner (2 x .50 MG) % i l M s D
=5 Tail Gunner (2 x .50 MG) 5 4 M S D
= Right Waist Gunner (2 x .50 MG) All T M S D
31 Left Waist Gunner (2 x .50 MG) *IA 4 M S D
32
33 May be loaded with 40 medium bombs, 20 large bombs or 1 very large bomb.
24 +1 to extinguishing fires
Central Fire Control: Add firepower together for all guns that can bear and make one combat results die roll. .
35 Ver: 1.1jw

4 May climb mas * May climb 1-2 T May climb 1

— Level flight allowed ¥ May dive 1 <& May dive max ¥ MUST dive 2+ ¢ Level this turn but MUST dive next turn



