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Scenario S24 The Death of Jagdgeschwader 1
Background 
Belgium, 1 January 1945
Göring’s last gamble was named Bodenplatte – Operation Baseplate – 
an all-out attack on enemy airfields in the low countries. Almost every 
German fighter that could fly was launched, many with undertrained 
pilots, in a desperate attempt to smash the Allied tactical air forces.
Ten Geschwadern took part in the raid. One of them, JG 1, flew in low 
under the overcast toward Ghent. At 0900 they roared in over the Sint 
Denijs-Westrem airfield, home to the three Polish squadrons of 131 
Wing. 302 Squadron was in the process of landing as a hail of bullets 
from the Focke-Wulfs began to fly all around them.

v1.0, Scenario by Lee Brimmicombe-Wood

Defenders – Allied
Elements of 131 (Polish) Wing, RAF

Raiders – German (set up first)
Elements of JG 1, II Jagdkorps

x1
Spitfire F Mk.IX – Intercept 
mission. Set up in W2

Order of Battle

x1
Spitfire F Mk.IX – Intercept 
mission. Set up in L2

Max Losses	 Squadrons 12; Flights 6
Alert	 Squadrons start alerted, flight is unalerted
Quality	 Veteran 2; Green 0; Experte 1

Max Losses	 Squadrons 12; Flights 6
Alert	 No squadrons start alerted
Quality	 Veteran 0; Green 2; Experte 1

Map Edges	 Left - Allied; Right - German
GCI Control	 Allied - GCI 3
Radio Nets	 Able - All Allied squadrons and GCI
	 Berta - All German squadrons
Sun Position	 Right Horizon
Clouds	 Wispy in D4-M4, D3-M3, N4-U4, N3-U3
Surface Units	 Lt Flak B in P0, Airfield in P0
Special Rules	 1. Use the bombing attack rules [15.0].
	 2. German squadrons move 3 MP each Movement 

Phase they start within 3 squares of the airfield.
	 3. The Spitfire flight is landing. Place a Slow 

marker on the flight. This flight cannot move and 
is removed from play at the end of the first turn.

	 4. Allied squadrons have tactical flexibility.
	 5. All Spitfires have Gyro sights [13.5.4].
	 6. Spitfires are all at their fuel limits [13.3].
	 7. German squadrons must exit from the right 

map edge.

Gameplay Advice
To win the Germans must strafe the airfield.
Victory Conditions
At the game end total each side’s Victory Points (VP). Subtract 
the German VP from the Allied VP to see who wins:
	 +3 or less	 German Victory
	 +4 to +7	 Draw
	 +8 or more	 Allied Victory
Aftermath
As 302 Squadron touched down the Fw 190s began to shoot up the 
airfield. One Spitfire was shot down while rows of parked Spitfires 
went up in flames. As the Poles of 308 and 317 Squadrons returned 
to their smoke-shrouded airfield, low-level fights sprang up.
The Germans desperately tried to escape, but 17 fell to flak or the 
Spitfires. Two other Gruppen, attacking Maldegem, lost 12 more 
aircraft, wrecking the Jagdgeschwader. 60 Allied aircraft lost (54 
on the ground) was meagre consolation for JG 1’s sacrifice.

x1
Spitfire F Mk.IX – Intercept 
mission. Set up in P0

II./JG 1 (Add wing leader)

x3 Fw 190A-8 – Sweep mission.
Set up in R0, S0, T0



Scenario S25 Escape From Tapa
Background 
Estonia, 26 July 1944
As the Soviet offensives in Latvia and southern Estonia began to bog 
down, the Leningrad Front opened up a new offensive at Narva in 
northern Estonia, supported by the 13th Aviation Army. In response 
the whole of II./JG 54 had to be brought in from Finland, under the 
command of Major Erich Rudorffer.
On 26 July a large force of Pe-2s launched a devastating strike on the 
rail junction at Tapa, on the route between Tallinn and Narva. They 
claimed to have destroyed 70 rail cars and a locomotive. Alerted by the 
smoke columns nearby, Major Rudorffer scrambled his entire Gruppe 
and set off in pursuit as the bombers headed back to their own lines.

v1.0, Scenario by Lee Brimmicombe-Wood

Defenders – German
Elements of Luftflotte 6

Raiders – Soviet (set up first)
Elements of 34 GBAP, 58 BAP and 2 GIAK

Order of Battle

Max Losses	 Squadrons 9; Flights 4
Alert	 All squadrons start alerted
Quality	 Veteran 2; Green 0; Experte 1

x4
Pe-2 – Bombing mission.
Set up in G3, H3, I3, J3

Max Losses	 Squadrons 12; Flights 6
	 (Fighter flights have max losses of 4)
Alert	 No squadrons start alerted
Quality	 Veteran 0; Green 1; Experte 0

Map Edges	 Left - German; Right - Soviet
GCI Control	 German - GCI 3
Radio Nets	 Anton - II./JG 54 and GCI
	 Boris - Soviet fighters
Sun Position	 Above
Clouds	 Broken in O3-P3, V3-W3;
	 Wispy in M1-N1, S1-T1
Special Rules	 1. The Pe-2s are not marked with a bomb load, as 

they have already bombed.
	 2. The Pe-2s are all returning to base [9.2.6].
	 3. The Pe-2s may not escape.
	 4. German squadrons have tactical flexibility 

[9.3.2].

Victory Conditions
At the game end total each side’s Victory Points (VP). 
Instead of the usual VP for exiting bombers from the map, the 
Soviets score the following for each bomber that exits the friendly 
map edge: 

3 VP for each undisrupted bomber squadron
1 VP for each disrupted bomber squadron
0 VP for each broken bomber squadron

Subtract the Soviet VP from the German VP to see who wins:
	 +4 or less	 Soviet Victory
	 +5 to +9	 Draw
	 +10 or more	 German Victory
Aftermath
The fighter escorts of 2 GIAK were too few to fend off the at-
tack from a full Gruppe diving down from above. In a running bat-
tle lasting 20 minutes, nine Pe-2s were shot down. The Germans 
claimed thirteen, with Major Rudorffer claiming six on his own–his 
150th to 155th.

x2 Yak-9 – Escort mission.

II./JG 54 (Add wing leader)

x3
Fw 190A-4 – Intercept mission. 
Set up in separate squares on or 
left of column D at altitude 5 or 
less



VF-17 (Add wing leader)

VF-9 (Add wing leader)201 Air Group (Add wing leader)

Scenario S26 Two Ocean Navy
Background 
Green Islands, 11 November 1943
The balance in the Pacific began to tip in late 1943, as America’s 
‘Two-Ocean Navy’ policy began to build up an unstoppable advan-
tage. On 11 November Rabaul was attacked again by two USN carrier 
groups. As the carriers recycled their air groups, protected by shore-
based aircraft, the Japanese counterattacked, targeting the larger group 
consisting of the Bunker Hill, Essex and Independence. These ‘Fast 
Carriers’ were new to the Japanese, and set a new standard for fighter 
protection and flak.
This scenario requires aircraft data cards and counters from Wing 
Leader: Victories.

v1.0, Scenario by Gordon Christie

Raiders – Japanese (set up first)
Elements of Shokaku, Zuikaku and Zuiho 
air groups

Defenders – American
Elements of VF-9, VF-17, VF-18, VF-22 
and VF-33, USN

x2
A6M5 – Sweep mission.
Set up wing leader in E8

Order of Battle

x3
D3A2 – Bombing mission.
Enter in trail at A7 on Turn 1

Max Losses	 Squadrons 9; Flights 4
Alert	 No squadrons start alerted
Quality	 Veteran 2; Green 3; Experte 1

x3
F4U-1 – Intercept mission.
Set up wing leader in J9

Max Losses	 Squadrons 8; Flights 4
Alert	 All squadrons start alerted
Quality	 Veteran 3; Green 0; Experte 2

Map Edges	 Left - Japanese; Right - American
GCI Control	 American: GCI 3
Radio Nets	 Able, Baker - Each American wing has a separate 

radio net with GCI
	 Charlie - Remaining American fighters and GCI
	 Ni - Japanese fighter squadrons
Sun Position	 Above
Clouds	 Wispy in D12-I12, M12-S12
Surface Units	 CV 5 in U0, V0; CVL 2 in W0; DD 5 in T0, V0, X0
Special Rules	 1. Use the bombing attack rules [15.0].
	 2. Assign two American Veteran markers to VF-9.

	 3. Veteran American squadrons have tactical flex-
ibility [9.3.2].

	 4. Triple the VP scored from bomb damage levels.
Victory Conditions
At the game end total each side’s Victory Points (VP). Subtract 
the Japanese VP from the American VP to see who wins:
	 +31 or less	 Japanese Victory
	 +32 to +36	 Draw
	 +37 or more	 American Victory
It is an American Victory if no hits are scored on any CV or CVL. 
Aftermath
The Japanese pressed the attack home in the face of devastating 
flak and the CAP. The outcome was a disaster for the Japanese, 
who lost many fighters and bombers. The tactics of 1942 no longer 
worked against the new carriers. Viable alternatives were less clear.

x2
F6F-3 – Intercept mission.
Set up wing leader in Q6

x2
F6F-3 – Intercept mission.
Set up in R1, S1

x3
A6M5 – Escort mission.
Escort D3A2s

x2
B5N2 – Bombing mission.
Enter in trail at A1 on Turn 4

x3
A6M5 – Escort mission.
Escort B5N2s



Scenario S27 Greycap
Background 
France, 3 April 1943
As the Spring brought better weather the Canadians began to assert 
themselves over Europe. Despite pressure from Ottawa to ‘Canadian-
ise’ the RCAF squadrons, experienced RAF wing leaders were drafted 
to lead the expanding fighter force. Wing Commander ‘Johnnie’ John-
son took over the Kenley Wing as Greycap leader in March 1943. In 
April the wing flew in support of a Typhoon strike near Abbeville. Un-
like the ‘Circuses’ of previous years the operation had been planned to 
allow the Spitfires the freedom to exploit the GCI cover over the Pas 
de Calais. A deadly game of cat and mouse developed between the 
RAF and German controllers, the Kenley Wing, and JG26.

v1.0, Scenario by Gordon Christie

Defenders – German (set up first)
Elements of JG 26

Raiders – Allied
Elements of Royal Canadian Air Force

Order of Battle

Max Losses	 Squadrons 8; Flights 4
Alert	 No squadrons start alerted
Quality	 Veteran 2; Green 0; Experte 2

Max Losses	 Squadrons 12; Flights 6
Alert	 All squadrons start alerted
Quality	 Veteran 1; Green 0; Experte 1

Map Edges	 Left - Axis; Right - Allied
GCI Control	 German: GCI 5
	 Allied: GCI 3
Radio Nets	 Able - Kenley Wing and GCI
	 Berta - I./JG 26 and GCI
	 Charlotte - II./JG 26 and GCI
Sun Position	 Above
Clouds	 Wispy in F10-M10; Broken in A4-H4, T6-Z6
Contrails	 Altitude 14
Special Rules	 1. The Raiders fly Intercept missions.
	 2 When setting up, the British player places the 

vector for II./JG 26 on the map, on or to the right of 
column M, at altitude 12 or less.

	 3. On Turn 2 the German player rolls a die during 
each Set-up Phase. On a roll of 1-3, I./JG 26 enters 
play and sets up on the map. On a roll of 4-6 it 
enters play the following game turn.

	 4. No more than one Veteran marker and Experte 
sets up with II./JG 26.

	 5. Both sides have tactical flexibility [9.3.2].
	 6. The defenders start unalerted but can still fly 3 

MP each Movement Phase as if alerted.
	 7. German squadrons cannot tally in the Turn 1 

Tally Phase. 
Victory Conditions
At the game end total each side’s Victory Points (VP). Divide the  
Allied VP by the German VP and round to the nearest whole value 
(0.5 rounds up). If the German VP are 0, divide by 1 instead.
Check the value against the chart below to see who wins:
	 1 or less	 German Victory
	 2 or more	 Allied Victory
Aftermath
Expertly coached into position above the climbing Focke-Wulfs of 
II./JG 26, Johnson led the Canadians down into a classic bounce, 
destroying three fighters on the first pass, though one Spitfire fell 
to the Luftwaffe ace ‘Addi’ Glunz. Warned by controllers of the 
approach of a second German formation, the Kenley Wing swiftly 
departed. This was the beginning of a remarkably productive tour 
for Johnson as the Kenley Wing leader. In Spring 1944, after a staff 
tour, he was invited back to command another RCAF wing.

x2
Spitfire F Mk.IX – Intercept 
mission. Set up Wing Leader in 
N12

Kenley Wing (Add wing leader)II./JG 26 (Add wing leader)

x2
Fw 190A-4 – Intercept mission. 
Set up Wing Leader in K8

I./JG 26 (Add wing leader)

x2
Fw 190A-4 – Intercept mission. 
Enter on or right of column R at 
altitude 10 or higher (see special 
rule 3)



Scenario S28 Last Punch at Luzon
Background 
Philippines, 24 November 1944
Following the American landings at Leyte, a period of desperate air 
combat ensued over the Philippines. Poor weather and unsuitable sites 
delayed construction of airfields for the 5th Air Force, forcing land-
based air to rely on a handful of strips. Unlike the campaigns against 
the Pacific atolls, the Philippines gave the Japanese plenty of opportu-
nity to disperse their own air power, making American counterstrikes 
harder.
After a period of relative quiet in mid-November the Japanese Army 
assembled a maximum effort to try and smash the American airfields 
on Leyte.

v1.0, Scenario by Gordon Christie

Raiders – Japanese (set up first)
Elements of Japanese Army Air Force

Defenders – American
Elements of 5th Fighter Command, USAAF

x2
Ki-61-I KAIc – Sweep mission.
Set up in E13, F13

Order of Battle

x1
Ki-67-Ia – Bombing mission.
Set up in D8

Max Losses	 Squadrons 9; Flights 4
Alert	 No squadrons start alerted
Quality	 Veteran 1; Green 3; Experte 0

x1
P-38J – Intercept mission.
Set up in L14

Max Losses	 Flights 4
Alert	 All squadrons start alerted
Quality	 Veteran 3; Green 0; Experte 3

Map Edges	 Left - Japanese; Right - American
GCI Control	 American: GCI 4
Radio Nets	 Able, Baker, Charlie, Dog, Easy - Each American 

flight has its own radio net shared with GCI
	 Roku - Bombers and escort
	 Shichi - Sweep squadron
Sun Position	 Right Upper
Clouds	 Broken in F6-M6, P6-S6, V5-Z5

Victory Conditions
At the game end total each side’s Victory Points (VP). Subtract 
the Japanese VP from the American VP to see who wins:
	 +8 or less	 Japanese Victory
	 +9 to +11	 Draw
	 +12 or more	 American Victory
Aftermath
Despite the presence of a strong escort, including some of the best 
fighters available to the Japanese Army, the mission was a disaster. 
Fourteen escorts were lost and the bombers broken up short of the 
target.

x1
P-38J – Intercept mission.
Set up in O12

x1
P-38J – Intercept mission.
Set up in S11

x1
P-38J – Intercept mission.
Set up in U4

x1
Ki-43-IIb – Bombing mission.
Set up in C8

x1
P-47D-10 – Intercept mission.
Enter on Turn 5 on or left of col-
umn K at altitude 12 or less

x1
Ki-84-Ia – Escort mission.

x1
Ki-43-IIb – Escort mission.



Scenario S29 Kursk Counterattack
Background 
Kursk, 6 July 1943
On the Northern flank of the Kursk offensive the Soviets prepared to 
seize the initiative with a counterattack. The air operation in support of 
the offensive was prepared by General-Leytenant Sergey Rudenko of 
16 VA. In defiance of orthodoxy, Rudenko changed tactics from small 
attacks launched at the German rear areas, which had been standard 
for the first two years of the war, to large well-escorted attacks on the 
enemy front lines. The size and closeness of the escort reflected the 
respect the Soviets had for German fighters.
Following the first strike on the morning of 6 July, the second wave of 
bombers was tackled by the pilots of Jagdgeschwader Mölders.

v1.0, Scenario by Lee Brimmicombe-Wood

Defenders – German
Elements of Jagdgeschwader Mölders

Raiders – Soviet (set up first)
Elements of 2 GshAD and 283 IAP

Order of Battle

Max Losses	 Squadrons 9; Flights 4
Alert	 All squadrons start alerted
Quality	 Veteran 2; Green 0; Experte 2

x3
IL-2M – Bombing mission.
Set up in S2, T2, U2

Max Losses	 Squadrons 12; Flights 6
Alert	 No squadrons start alerted
Quality	 Veteran 1; Green 1; Experte 0Map Edges	 Left - German; Right - Soviet

Doctrine	 See Special Rule 4.
GCI Control	 German - GCI 3
Radio Nets	 Anton - I./JG 51 and GCI
	 Boris - Soviet escort squadrons
	 Dmitri - Soviet sweep flights
Sun Position	 Right Horizon
Clouds	 Wispy in A4-J4, M4-V4
Special Rules	 1. The German squadrons set up as a wing in any 

squares on the map on or to the right of column R 
that are also three or more squares from a Soviet 
unit. They set up in separate squares, facing left.

	 2. The first German tally attempt of the first game 
turn automatically succeeds.

	 3. German squadrons have tactical flexibility 
[9.3.2].

	 4. Soviet fighters defending in a combat with a 
bomber are treated as having Rigid doctrine. Oth-
erwise, fighters on both sides use Loose doctrine.

	 5. One Yak-7 close escort squadron may set up 
split into flights. However, other than this the 
Soviets do NOT have tactical flexibility.

	 6. Assign the Soviet Veteran marker to a Yak-9 
flight

Victory Conditions
At the game end total each side’s Victory Points (VP). Subtract 
the Soviet VP from the German VP to see who wins:
	 +2 or less	 Soviet Victory
	 +3 to +5	 Draw
	 +6 or more	 German Victory
Aftermath
The pilots of Jagdgeschwader Mölders were guided to the Soviet 
fighters by the black smoke clouds that rose from the first strike. 
The Sturmoviks came in at 1,000 metres, surrounded by Yakovlev 
fighters. The Fw 190s fell upon them, making the most of the lack 
of manoeuvre afforded the close escorts, which had been instructed 
to fly slowly alongside the bombers.

x2 Yak-7 – Close Escort mission.
See Special Rule 5.

I./JG 51 (Add wing leader)

x2
Fw 190A-4 – Intercept mission. 
Set up on or right of column R 
as per Special Rule 1

x2 Yak-9 – Sweep mission.
Set-up in H3, I2



Scenario S30 Cornered Wolf
Background 
Germany, 14 October 1943
The Eighth Air Force had failed to learn lessons from its previous raids. 
The return to Schweinfurt largely lacked an escort, and the two fighter 
groups that accompanied the bombers had limited range. Poor weather 
prevented the bombers forming up properly, leaving the 1st Bomb Di-
vision strung out for miles, while the Messerschmitts of JG 3 stripped 
what little escort there was away from their charges. Jagddivision 3 
called for help and soon assembled a force of single-engined fighters, 
which began to harass the poorly-formed combat boxes. Soon, twin-
engined Zerstörers entered the fray.

v1.0, Scenario by Lee Brimmicombe-Wood

Raiders – American (set up first)
Elements of 1st Bomb Division

Defenders – German
Elements of 2nd & 3rd Fighter Divisions

x6
B-17F – Bombing mission.
Set up in F14, G13, H13, I13, 
G12, H12

Order of Battle

Max Losses	 Squadrons 8
Alert	 Not applicable
Quality	 Veteran 0; Green 0; Experte 0

Max Losses	 Squadrons 9
Alert	 All squadrons start alerted
Quality	 Veteran 2; Green 2; Experte 3

Map Edges	 Left - American; Right - German
GCI Control	 German - GCI 3
Radio Nets	 Anton - III./JG I
	 Berta - II./JG 26 
	 Charlotte - ZG 26
Sun Position	 Above
Contrails	 Altitude 17
Clouds	 Wispy in N16-S16, N11-W11
Special Rules	 1. The scenario is best played solitaire. The player 

controls both Americans and Germans.
	 2. American movement is ‘pre-programmed’. Fly 

the B-17 squadrons to the right map edge, where 
they exit the map [9.2.1].

	 3. The III./JG 1 and II./JG 26 wing leaders set 
up on or left of column E and/or on or right of 
column N.

	 4. Defenders may set up facing right or left.
	 5. One Bf 109G squadron carries a gun pod.
	 6. ZG 26 squadrons all carry air-to-air rockets.
Victory Conditions
At the game end total each side’s Victory Points (VP). Subtract 
the American VP from the German VP to see who wins:
	 +39 or less	 American Victory
	 +40 to +44	 Draw
	 +45 or more	 German Victory

Aftermath
The bomber formations were broken up by Focke-Wulf attacks, be-
fore Fortresses were  picked off, one by one. In over three hours of 
continuous attacks, 60 bombers were brought down. Every fighter 
unit in Western Europe was able to participate, and although they 
were unable to prevent the Americans from bombing accurately, it 
was clear the Germans had won a famous victory. ‘Black Thurs-
day’, as it was called, demonstrated that the Luftwaffe day fighters 
had fought the Americans to a standstill. In the wake of the disaster, 
Hap Arnold remarked that the “cornered wolf fights hardest”.

x2
Bf 109G-6 – Intercept mission. 
Set up per Special Rule 3 at 
altitude 14 or less

III./JG 1 (Add wing leader)

x2
Fw 190A-6 – Intercept mis-
sion. Set up per Special Rule 3 
at altitude 12 or less

II./JG 26 (Add wing leader)

ZG 26 (Add wing leader)

x2 Bf 110G-2, Me 410A-1 – 
Intercept mission. Set up on or 
right of column T at altitude 13 
or lessx1


