SOPWITH

INTRODUCTION

SOPWITH  is a fascinating game of skill and strategy in which a player can become a World War I fighter pilot. Fast-moving and easy to play, the rules should still be read very carefully, as there are many features new to most players. The Basic Game has rules for the game in its simplest form, giving an entertaining game for the whole family. More advanced players may wish to try some of the Optional Rules found at the end of this folder.

NUMBER OF PLAYERS

SOPWITH  may be played by two to six players.

OBJECT

The object of the game is to be the sole surviving player, after all of the other player's planes have been destroyed.

GAME EQUIPMENT
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	Planes: Six different planes are included, one for each of up to six players. These planes are detailed pictures of historic World War I planes that were flown by distinguished "aces".
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	Damage Markers: There are six (one per plane) damage markers to record damage on each plane.
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	Ammunition Markers: There are six (one per plane) ammunition markers to record the ammuni​tion used by each plane.
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	Storm Cloud Markers: These six markers, three to five hexagons in size, are used to show the location of storm clouds.
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	Control Panels: There are six (one per plane) control panels, each used with three of the mane​uver markers and three of the burst markers to set maneuvers and firing.
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	Playing Board: The playing board has a hexagonal grid used for maneuvering and firing. This grid is the playing area in which the planes maneuver. On each of the playing area's six sides is a score track with spaces numbering '0' to '20' that is used with the damage and ammunition markers. Each corner hexagon of the playing area contains a home base or aerodrome, for each plane. Three landing strips come from each aerodrome, each two hexagons in length. For the basic the game the numbers and arrows marked in some hexagons can be ignored.
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	Note: No dice are included in the game, but one red die and one white die are required to use some of the Optional Rules.


PREPARATION FOR PLAY

Storm Clouds: Place the storm cloud markers in any ran​dom manner on the playing area. They should be placed to fit exactly into hexagons, and no storm cloud marker should be placed to touch or overlap another. The storm cloud markers should not be placed in hexagons containing aerodromes or landing strips.

Planes: Each player chooses a plane, and places it in a different aerodrome hexagon.

Damage and Ammunition Markers: On the score track to the left of each player's aerodrome, place an ammunition marker on space "16", and a damage marker on space "12".

Control Panels: Each player takes a control panel, three maneuver markers, and three burst markers. 
THE GAME TURN

Each Game Turn consists of three Moves, which the players set in advance on their control panels. Each plane may move up to one hexagon per Move, and may fire up to three times each Game Turn.

1) Set Control Panels: All players pick up their control panels and secretly set their maneuvers for each of the three Moves, also deciding on the directions they will fire during each Move. When all players are ready, all control panels are placed face up so that all settings are revealed. 
2) First Move: Each Move has three steps. 
Step (a): All planes make their First Move (one hexagon) exactly as set on the control panels. 
Step (b): After all planes are maneuvered, any firing set on the control panels for this Move then takes place. 
Step (c): Ammunition used and damage taken are then recorded on the score tracks, and destroyed planes are removed from the playing board.

3) Second Move: All planes make their Second Move (if any) exactly as set on the control panels, and steps (b) and (c) are repeated.

4) Third Move: All planes make their Third Move (if any) exactly as set on the control panels, and steps (b) and (c) are repeated.

The next Game Turn then begins, each Game Turn repeat​ing the same sequence

DIRECTION

The direction a plane is going is determined by which direction the nose of the plane points. Planes must at all times be pointing at the side of a hexagon, not pointing at the angle of the hexagon.

	CORRECT

POINTING AT A SIDE
	INCORRECT

POINTING AT AN ANGLE
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MOVEMENT

Planes may move one, two, or three hexagons (one each Move) in one Game Turn. Planes must maneuver one hexagon during the First Move. During the Second and Third Moves, they may set their movement at "0". If the Second Move is "0", the Third Move must also be "0". The possible maneuvers are:

	CONTROL PANEL SETTING
	MANEUVER NAME
	MANEUVER ON THE PLAYING AREA
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	AHEAD
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	LEFT TURN
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	RIGHT TURN
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	LEFT SLIP
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	RIGHT SLIP
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	NO MANEUVER
	THE PLANE REMAINS IN ITS ORIGINAL HEXAGON


Note that the Immelmann maneuver ("I") is not used in the Basic Game. Planes that are in the same hexagon at the end of a Move are stacked on top of each other.

TAKE OFF AND LANDING

All planes start the game in their aerodrome hexagon, and must take off to begin normal maneuvering. Planes may wish to land to reload ammunition, and may do so only at their own aerodrome hexagon. Landing and taking off again in the same Game Turn is not allowed. Take Off: The Player chooses a landing strip from his aero​drome and points the plane in that direction. Moves are set normally during take off except that the plane must maneuver Ahead through the two landing strip hexagons before any other maneuvers can be set. Landing: The player must maneuver his plane Ahead through the two landing strip hexagons to reach his aero​drome. Once the aerodrome hexagon is reached, the plane must remain there until the following Game Turn when it may take off. A plane may maneuver over its aerodrome without landing, but the player must announce that the plane is not landing. While landed, the ammunition may be reloaded by returning the ammunition marker to the "16" space on the score track. A plane may not fire while landed at its aerodrome.

FIRING

Up to three bursts of ammunition may be fired per Game Turn. These may all be fired during one Move, or spread over two or all three of the Moves. Any combination of directions of fire and Moves in which firing occurs may be used. Firing is set on the control panel, and the ammunition must be used, even if no target can be hit. A plane may fire in any or all of the following directions during a Move:
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Maximum range for firing is four hexagons, and damage done to the target depends on the distance, as shown:
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Four damage if the target is at one hexagon distance. Three damage if the target is at two hexagons distance. 
Two damage if the target is at three hexagons distance. 
One damage if the target is at four hexagons distance.
All planes that are in range and are in the same direction of fire take damage from the same burst of ammunition. Planes in the same hexagon at the end of a Move cannot damage each other. No firing may be done if all ammuni​tion is used.

DAMAGE AND AMMUNITION USE

Record ammunition use by moving the ammunition marker one space to the left on the plane's score track for each burst fired. Planes may reload their ammunition by landing at their aerodrome.

Record damage by moving the damage marker one space to the left on the plane's score track for each damage. Damage may not be repaired, even if the plane lands at its aero​drome. When the damage marker is moved to the "0" space on the score track, the plane is destroyed and removed from play.

STORM CLOUDS

One point of damage is taken for every Move that a plane is in a hexagon containing a storm cloud marker. Planes in a hexagon containing a storm cloud marker may fire out into clear hexagons, but no fire can be made into or through a storm cloud marker.
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OPTIONAL RULES

INTRODUCTION

Once players have mastered the Basic Game of SOPWITH they may wish to try some or all of the rules found in this section.

LENGTH OF THE GAME

The length of the game may be varied by changing the amount of damage each plane requires to be destroyed. To shorten the game, reduce the damage required by each plane (it is suggested that the damage at the start of the game not be reduced to less than "8"). To lengthen the game, increase the amount of damage each plane requires to be destroyed ("20" is the maximum on the score tracks).

RANDOM STORM CLOUD PLACEMENT

The storm cloud markers are picked up one at a time and the dice rolled. Using the red die as the first number, and the white die as the second number (for instance, red "6" plus white "2" equals "62") to determine the number, place the arrow on the storm cloud marker in the hexagon containing the number roiled on the dice. The arrow on the storm cloud marker and the arrow in the hexagon should be pointing in the same direction. If an overlap with an already placed marker should occur, roll the dice again for a different placement.

MOVING STORM CLOUDS

At the start of each Game Turn, before the control panels are set, any player may roll one die. Check the Directional Hexagon in the middle of the playing board.
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Find the numbered arrow on the Directional Hexagon that is the same as the number rolled on the die. This arrow shows the direction that all storm cloud markers will move every Move during that Game Turn. Any storm cloud marker that is moved completely off the hexagons is removed from play.

TWO PLANES

Experienced players may use two planes each, using a separate control panel and score track for the different planes. The winner is the last player with a surviving plane or planes. Note that it is possible to fire and damage your own planes.

TEAM PLAY

The game has three Allied and three German planes. If players wish, they may form teams of two or three Allied planes against two or three German planes. The winners are the side that destroys all planes on the other team. Again, note that it is possible to fire and damage friendly planes!

TEAM COMMUNICATIONS

Players may wish to use this rule (with interesting results) in team play games: Team members may not talk to each other for planning purposes except after all control panels are set for a Game Turn, but before any are revealed. At that time, but at no other time, team members may discuss their plans.

FRIENDLY AERODROMES

In any game where there are two or more planes on a side, the planes may land at any friendly aerodrome, not just the one from which they took off.

ACES

The best World War I fighter pilots were called aces. These aces were more skilled in flying and firing than normal pilots.

1) Firing: Ace planes fire better than other planes:

Five damage if the target is at one hexagon distance. Four damage if the target is at two hexagons distance. Three damage if the target is at three hexagons distance. 
Two damage if the target is at four hexagons distance.

2) Immelmann Maneuver: Only ace planes may make the Immelmann maneuver:
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3) Aces can be used in the game in a number of ways:

a) All planes used may be aces.

b) For team play, one plane on each side is an ace, the rest are normal.

c) Have a game where one ace plane faces a team of two normal planes, or where a team of two ace planes faces a team of four normal planes. For such a game, allow the aces to start with twenty ammunition bursts.

d) Allow any plane that destroys an enemy plane dur​ing a game to be an ace plane for the rest of the game. Note: If several planes fire bursts that damage an enemy plane during the Move that enemy plane is destroyed, play​ers must roll a die for each plane involved. High roll be​comes the ace. You can never become an ace by destroying a plane that is on your team! If players prefer, they may keep track of how much damage each plane scores on opposing planes. Allow any plane that scores fifteen damage to opposing planes to be an ace plane.

BALANCING GAMES

To have even games between players of different skill or experience, the superior player may begin the game with the damage marker set on a lower number than the opponent's. The differences in damage should reflect the differences in the skills of the players, or the results of their earlier games.
All questions and comments should be addressed to:

GAMETIME GAMES

A Division of Heritage Models, Inc. 9840 Monroe Drive, Bldg. 106 Dallas, Texas 75220
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