The point system can be used by experienced players to create
balanced dogfight scenarios, to replace equivalent airplanes
in other scenarios, and to organize tournaments. This method
is suggested when players already know the airplanes, rules,
and ace skills, or when players have time to study them. To
help evaluate each airplane, this guide provides a summary

of airplane characteristics in the game, including an outline of
possible maneuvers.

To design a two—player dogfight scenario, determine the
number of points available for each side: for example, 300 or
500. One player is designated as the Axis player, his opponent
_-as the Allied player. Then, each player secretly chooses as
many airplanes as he wants, with a total point value not
exceeding the selected amount. A player may choose more
than one airplane of the same type, if there are available game
materials for each airplane.

Each-player may only choose airplanes from his side, Axis or
Allied, referring to the airplane card as needed (black back .
for Axis, green back for Allied). Players can agrée on different
limits in the choice of airplanes such as nationality, front, and
year of service, if they have the available data at hand.

Each airplane has a basic value, as listed in the table. Optional
rules that may change the pléne's value if use are listed just
under the airplane model. Notice, points are meant for total
elimination scenarios with Basic or Standard rules. Altitude
statistics and Optional rules are ignored, as well as any
Scenario rules not used in dogfights.

The basic value of the airplane may also be changed by adding
skills and disadvantages to the pilots. The value of the airplane
isincreased for each added skill. Likewise, the value of the
airplane is decreased by 20, if you choose to have a rookie
crew. A ;

In addition, the value of an airplane can be decreased by 3

for each damage point the airplane receives prior to the start
of the game (by 2 each, if the airplane has 25/34 damage
resistance; by 1 each, if the airplane has 35 or more). The
maximum allowed damage is 3 damage points, if the airplane
has up to 24 damage resistance, and 5 damage points, if the
total is 25 or more.

EXAMPLE :
There is a challenge between two players and they decide
to fix the number of points at 300 each. The Allied player
decides to use an Hawker Hurricane Mk.I with the Acrobatic
Pilot and Golden Touch skills (144 + 10+ 9 = 163 points)
and a Grumman F4F-3 Martlet Il (137 points). The Axis
players chooses three Fiat (.42 (3 x 102 = 306 points of
damage), one of which starts with two points of damage
(-3x2=-6).

If there are more than two players, divide them into teams.
Choose the point value for each side: Then, each team agrees
how to divide the points among their members. During the
airplanes choice, points can be freely passed from one member
of the team to another.A player does not need to spend all of
the points received; he can spend less, if he prefers.
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1 WINGS OF GLORY POINT SYSTEM
AIRPLANE AIRPLANE P
AICHI D31 VAL 80 MESSERSCHMITT BF. 109E 1 89
- || AVROLANGASTER K./ MK 157 MESSERSCHMITT BF.109 E=3 167
3 AVRO LANCASTER MK.IIl DAMBUSTERS 152 —LUMTEDAMMO | 40
< BELL P—39D AIRACOBRA 261 MESSERSCHMITT BF.109 E—4 & | 7110
|| BELLP—400 AIRACOBRA 201 —LIMITEDAMMO | -40
BELL P—400 AIRACOBRA MK | 198 MESSERSCHMITT BF. 109E6 %
BOEING B—17F FLYING FORTRESS 366 MESSERSCHMITT BF.109 K 280
BOEING B—176 FLVING FORTRESS 300 e ANERRNEN o
BRISTOL BEAUFIGHTER MK IF 208 L
MESSERSCHMITT BF.110C 235
BRISTOL BEAUFIGHTER MKVIF 317
MITSUBISHI AGM2 REISEN 156
CURTISS KITTYHAWK MK I 150
NAKAJIMA KI—43—11B HAYABUSA 84
CURTISS P-40B / C / TOMAHAWK MK.IIB 144
NAKAJIMA KI—84 HAATE 216
CURTISS P—40E / F WARHAWK 210
NORTH AMERICAN B—258 / B—25C MITCHELL 160
DUTRE 150 da NORTH AMERICAN P—5 10 MUSTANG 209
PSRRI 1 22 i POLIKARPOV 16 TYP5 /6 / 16 50
DORNIER DO.17 710 242 SR
DOUGLAS SBD—5 DAUNTLESS / A—24B BANSHEE 112 :om::uz :_:sz: :7 17550
~ || |FTCR42 102
: S b e POLIKARPOV 116 TYP 18/24 78
FOCKE WULF FW.190 09 / 013 215 POLIKARPOV I-16 TYP 29 56
O i i | &% REGGIANE RE.2001 FALCO Il / 6V FALCO I 125
e = REGGIANE RE.2001 CN FALCO I 207
i GLOSTER SEA GLADIATOR MK % REGEIANE RE. 2002 ARIETE 112
(|| SRUMMAN F4F~3/FM1 WILDEAT / MARTLET I 137 REPUBLIC P-470 THUNDERBOLT 214
s e o SUPERMARINE SPITFIRE MK.I 163
gt X *
RUNMAN F4F—4 WILDGAT = SUPERMARINE SPITFIRE MK I 158
L S A * SUPERMARINE SPITFIRE MK.IB 218
TS FRaa s P SUPERMARINE SPITFIRE MK.Ii 168
T o 208 * SUPERMARINE SPITFIRE MK.II 161
JUNKERS JU7B / R STUKA 81 * SUPERMARINE SPITFIRE MK.IIB 21
JUNKERS JUB8 A1 o SUPERMARINE SPITFIRE MK IX 229
JUNKERS U.88 A—4 106 YAKOVLEV YAK—1 125
KAWASAKI KI—6 1-IB HIEN 144 YOKOSUKA D4 Y1 SUISEI 9
KAWASAKI KI5 1—II—KAIB HIEN 271 YOKOSUKA D4 Y3 SUISEI 103
HEOAT S FRALHEN 20 *This model was part of the Wings of War Miniatures
RAWASAK KI~61—-KAID HiE 291 range, compatible with Wings of Glory.
KAWASAKI Ki—100—1B GOSHIKISEN 211
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WINGS OF GLURY. | POINT SYSTEM

SKILLS - — P

ACROBATIC PILOT ALLTHE CREW IS ROOKIE tNO ACE SKILLS ALLOWED) -20

DAREDEVIL INITIAL DAMAGES wpT0 3)
AIRPLANE HAS UP T0 24 DAMAGE RESISTANCE

EXCEPTIONAL PILOT S
(UPTOH)
FIRE EXPERT AIRPLANE HAS FROM 25 T0 34 DAMAGE RESISTANCE

GOLDENTOUCH INITIAL DAMAGES w105
600D AT ESCAPING AIRPLANE HAS 35 DAMAGE RESISTANCE OR MORE

INTUITIVE

ITCHY TRIGGER FINGER
LUCKY PILOT

PERFECT AIM

PERFECT CONTROL
SNIPER

STRONG CONSTITUTION
SUPER ACE

| TECHNICAL EVE
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