
GMT Player AidDown in Flames

GMT Player AidDown in Flames

ALTITUDE EFFECTS

ALTITUDE EFFECTS

Horsepower

Horsepower

Following When Advantaged

Following When Advantaged

Following When Tailing

Following When Tailing

Changing Alitude

Changing Alitude

Wingmen

Wingmen

Very Low or Low:  +1
High:                     - 1  (0 if Turbocharger)
Very High:             - 2  (-1 if Turbocharger)

Very Low or Low:  +1
High:                     - 1  (0 if Turbocharger)
Very High:             - 2  (-1 if Turbocharger)

Climbing:  Discard one card
Diving:      Draw one card
Still applicable when playing a V RERTICAL OLL

Climbing:  Discard one card
Diving:      Draw one card
Still applicable when playing a V RERTICAL OLL

Climbing:  Discard two cards
Diving:      Discard one card, then draw one card
Discard one additional card when following a V RERTICAL OLL

Climbing:  Discard two cards
Diving:      Discard one card, then draw one card
Discard one additional card when following a V RERTICAL OLL

Climbing:  Discard one card
Diving:      Draw one card
Discard one additional card when following a V RERTICAL OLL

Climbing:  Discard one card
Diving:      Draw one card
Discard one additional card when following a V RERTICAL OLL

High:          - 1 from Defensive Rating (n/a if Turbocharger)
Very High:  - 1 from Offensive and Defensive Ratings

(only -1 Defense if Turbocharger)

High:          - 1 from Defensive Rating (n/a if Turbocharger)
Very High:  - 1 from Offensive and Defensive Ratings

(only -1 Defense if Turbocharger)

SEQUENCE OF PLAY

SEQUENCE OF PLAY

LEADER REPLACEMENT

LEADER REPLACEMENT

FULL THROTTLE COUNTERS

FULL THROTTLE COUNTERS

Search Step (Night Mission only)

Search Step (Night Mission only)

Jettison Step

Jettison Step

Wingman Step
On the first Game-Turn, the first unit (only)
skips this step unless opposing force
consists entirely of Formation aircraft

Wingman Step
On the first Game-Turn, the first unit (only)
skips this step unless opposing force
consists entirely of Formation aircraft

When a Leader is Destroyed, the Wingman
becomes the new Leader by drawing a new hand
equal to (Performance rating - 1). Thereafter,
the normal Performance rating applies.

When a Leader is Destroyed, the Wingman
becomes the new Leader by drawing a new hand
equal to (Performance rating - 1). Thereafter,
the normal Performance rating applies.

Expend any time as if it is a cardFull Throttle

in hand – even if loaded – with no need to
discard a card.

Expend any time as if it is a cardFull Throttle

in hand – even if loaded – with no need to
discard a card.

Altitude Step

Altitude Step

Air Strike Step (Over-Target Turn only)

Air Strike Step (Over-Target Turn only)

Leader Step

Leader Step

Discard Step

Discard Step

Draw Step

Draw Step

Final Step
(after completion of all player-turns)

Final Step
(after completion of all player-turns)



RULES OF ENGAGEMENT

RULES OF ENGAGEMENT

DISENGAGEMENT TABLE

DISENGAGEMENT TABLE

Unengaged Leader May Attack:

Unengaged Leader May Attack:

May only attack enemy aircraft at the same altitude

May only attack enemy aircraft at the same altitude

Each aircraft may only attack ONE enemy aircraft during a turn

Each aircraft may only attack ONE enemy aircraft during a turn

Unengaged Wingman May Attack:

Unengaged Wingman May Attack:

Engaged Leader May Attack:

Engaged Leader May Attack:

Engaged Wingman May Attack:

Engaged Wingman May Attack:

Any Unengaged enemy Leader
Any enemy Formation aircraft or Wingman (Engaged or not)
+1 Burst for successfully played MANEUVER

+2 Bursts for successfully played H LALF OOP

Any enemy Advantaged or Tailing Lone Leader
Play M , H L , or F T cards until enemy is no longerANEUVER ALF OOP ULL HROTTLE

Engaged, or S if enemy is Advantaged, then may engage and/or fireCISSORS

Any Unengaged enemy Leader
Any enemy Formation aircraft or Wingman (Engaged or not)
+1 Burst for successfully played MANEUVER

+2 Bursts for successfully played H LALF OOP

Any enemy Advantaged or Tailing Lone Leader
Play M , H L , or F T cards until enemy is no longerANEUVER ALF OOP ULL HROTTLE

Engaged, or S if enemy is Advantaged, then may engage and/or fireCISSORS

Any Unengaged enemy Leader
Successful M , H L , S , or F T cardsANEUVER ALF OOP CISSORS ULL HROTTLE

adjust position of your Leader vs. targeted Leader
Successful firing inflicts normal results

Any enemy Formation aircraft
Any enemy Wingman (Engaged or not)
M , H L , C , F T , S , andANEUVER ALF OOP LOUDS ULL HROTTLE CISSORS

V R cards have no effect as Attack cardsERTICAL OLL

Successful firing inflicts normal results
Any enemy Advantaged or Tailing Lone Leader

Play M , H L , or F T cards until enemy is no longerANEUVER ALF OOP ULL HROTTLE

Engaged, or S if enemy is Advantaged, then may engage and/or fireCISSORS

Any Unengaged enemy Leader
Successful M , H L , S , or F T cardsANEUVER ALF OOP CISSORS ULL HROTTLE

adjust position of your Leader vs. targeted Leader
Successful firing inflicts normal results

Any enemy Formation aircraft
Any enemy Wingman (Engaged or not)
M , H L , C , F T , S , andANEUVER ALF OOP LOUDS ULL HROTTLE CISSORS

V R cards have no effect as Attack cardsERTICAL OLL

Successful firing inflicts normal results
Any enemy Advantaged or Tailing Lone Leader

Play M , H L , or F T cards until enemy is no longerANEUVER ALF OOP ULL HROTTLE

Engaged, or S if enemy is Advantaged, then may engage and/or fireCISSORS

Only the enemy Leader currently Engaged
+1 Burst if Advantaged
+3 Bursts if Tailing

Only the enemy Leader currently Engaged
+1 Burst if Advantaged
+3 Bursts if Tailing

The enemy Leader currently Engaged
The Wingman of the enemy Leader currently Engaged

The enemy Leader currently Engaged
The Wingman of the enemy Leader currently Engaged


