Brikwars Expanded Air Combat Rules: 2001 edition
I.  Types of Flyer
The Brikwars Expanded Air Combat supplement includes more types of flyer than the standard BrikWars rules.  The table below shows the stats of each type of flyer.  Other attributes of these different types are discussed below.    

	Flyer Type
	Fixed-Wing
	Lighter-Than-Air
	Helicopters 
	Anti-Gravity Flyers

	Cargo Capacity
	¾ Power”
	Power”
	½ Power”
	½ Power”

	Accel/Decel
	¼ Move”
	2”/turn
	¼ Move”
	1/3 Move”

	Max Move”
	6X TL
	3X TL
	4X TL
	5X TL

	CP Cost
	2X Power
	Power
	3X Power
	4X Power


Fixed-Wing: Fixed-Wing aircraft are the only type that has to make wide turns rather than turn in place in mid-air.  
A fixed-wing plane needs a runway to take off, and can’t move below speed (TL), but for 10cp extra it can be made into a VTOL which can take off vertically and hover.  When hovering a VTOL may not move more than five inches horizontally but may move up to five Stories vertically.

Lighter-Than-Air: The main advantage of lighter-than-air flyers like zeppelins or blimps is that they are cheap, can mount a lot of weaponry, and are available at lower TLs than other types of aircraft (Zeppelins appear in late TL3, while other aircraft appear around TL4).  Zeppelins are filled with explosive Hydrogen gas; if the Zeppelin’s Armor is pierced, roll a die to see if it hit the envelope (3 or more) and roll again to see if the shot ignited the gas.  If so, the Zeppelin blows up in a massive explosion with a blast radius equal to half its own length.  

II. Movement

Horizontal movement

The speed of your aircraft shows how far (in inches) you can move each turn.  You can’t move through terrain features or other aircraft at the same height.  

 All fixed-wing aircraft, regardless of maximum speed, may not move less than 5” per turn, or they stall and crash.

Climbing and diving

One unit of height corresponds to six bricks.  Ascending by one unit of height takes one inch of movement; descending is free, with no movement cost.  

Turning

Fixed-wing aircraft have a Turn Radius which corresponds to their speed divided by three.  To turn an aircraft, pick a point that many inches off the wing of your aircraft (if the aircraft is turning left, the point should be on the left, and vice versa).  Then rotate the aircraft around that point to its new heading.  For each 45 degrees an aircraft turns, it moves a distance of half of the radius of that turn.  This means that more agile aircraft can both turn tighter and have more move left over.

Gliding

Fixed-wing aircraft can move without power, but they lose one point of speed (3 inches of speed) each turn.  In addition, they descend by one unit of height each turn.  Once they drop below their minimum speed of 5” per turn, they stall.
VTOLs

VTOL craft such as Harrier Jets or Tilt-Rotors can transition into vertical takeoff mode, sacrificing speed for the ability to hover.  Whenever an aircraft is in VTOL mode, it may only move up to 5” horizontally but may move up to five stories vertically.  VTOLs are good for deploying troops or acting as stable gun platforms.
Collisions

If an aircraft’s movement intersects another plane flying on the same level, the two aircraft collide.  If the speed of one or more of the planes is more than 4 units, both are destroyed instantly; otherwise they both receive 6D10 damage.  If an aircraft’s movement intersects a terrain feature, it is destroyed instantly – terrain doesn’t yield when pushed.  

II. Combat

This is what you came here for, isn’t it?

In combat, four values are important: the attacker’s Accuracy and Power and the defender’s Silhouette and Armor.  Modifiers based on the relative altitudes, speeds, and headings of the two aircraft may also come into play

An aircraft may fire all of its weapons once a single turn, at different targets and at different times during the course of its movement (i.e. it may fly forward six inches, shoot at one enemy plane, turn, fly for the rest of its movement, and shoot at another plane with a different weapon).  Aircraft with fixed-forward weapons must fire at a target directly in front of them; if the target is above or below them, they must ascend or descend in order to train their guns on it.  There is one exception; an aircraft may shoot at something one level below or above it without diving/climbing.  This allows low-flying aircraft to strafe ground targets.  

[image: image1]

 SHAPE  \* MERGEFORMAT 
[image: image2]
If the attacking aircraft is flying parallel to its target, it gains +2 to accuracy.





If the target and attacker are flying towards each other, the attacker gains +1 to accuracy





If the target’s course is at about a 45-degree angle relative to the attacking plane, there are no accuracy modifiers





If the target’s course is at about a 90-degree angle relative to the attacking plane, the attacker gets -1 to accuracy.





If the target is more than 2 altitude units above or below the attacking plane, the attacker gets  -1 to accuracy.  








