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he € ssence of a G*'ea,t "v'ar aerial dogflgnt m a game it

tp no, mdden mfov'ma,tlon or randomness. This snould
p‘ut it m the same ca,tego*'y as abstract strategy games
-like ohess and go out somewne*'e along the way, it

implemented on the Abstract Play website (you'll also-”'
f;md ny games Furl and Four there), and I thought it
m}ght be time to make a few copies available agam,
‘ence thls ext*emely limited edition.

-comms
- One board
One set of rules i
Six planes in six colours
Twenty cloud tokens (16 plus a few ext*'a)
B;gb ty stacka,ble he:xg g counte*'s




pla uss ole enough — as most Wrong tf'eorles
az'e"' HG Wells, The Time Machine

Each player chooses one side
of;’- the 'board as their home

: Playe*s take turns placing

: clouds on the board untilall

's;uxteen* clouds are placed.

Ciouds block line of sight S
and provide tactical Exanple of cloud placement
oppo*'tumtles during play. R

il o
Some extra clouds are included for those who want to

“experlment.

Tip:in your first few games, try to block all sight
lines across the board, don't leave large empty regions,
and do:z t make clumps of more than two clouds. Thig
ho”. Id make the game a lzttle less deadly in the
s @pexgmg stages.




On tne first turn, player 1 will place one plane
in their home ares.

On the second turn, player 2 places two planes in
their home ares.

Player 1 now has three actions and a choice; they
can place three more planeg, or move their
exiSting Pplane and place two more planes.

And so on.




“'jrozg cease forever to beable to do .zt { _; J u{
Ba“.ze Peter Fan

the:w' current hex. This is the dr'eetlon they are
shootmg, and the dlv'ectlon they will move.

: EVERYTHING EVERYWHERE, NOT ALL AT ONCE
Aftev- the first few turns, a player must move all ot ,'
tlgel*' planes exactly once each turn. The planes may be

oved in any order, but one plane must finish moving
-%efov'e the next one starts.

iy yo 8 t}?ere are six transparent tokens in each set; you
can place these on a plane at the start of a turn to
tra cizk which planes have moved,




' ‘ t}us means you can usually anticipate where your
2 .'emf plaues will be next. Plan ahead, or you'll
yaamelf’f’o reed to move in the wrong direction!

(required) Increase height by one
(required) Move forwards one space
(optional) turn 60°

-::(required) Move fopwqrds two spaces
(optional) turn 60°.




, euvv'és L*Los:mg nelgnt w1th each
- Each manoeuvre congists of one of
oliowing:
Power dive (turn without moving).
hY (required) Lose two height
o {(optional) turn 60°.
- 8woop. :
o, (t'equlved) Lose one helgbt
o {required) Move forwards one spa,oe
o (optlona,l) turn 60°

: CRASI{

a plane can neither move nor dive, it
e*’asnes into the ground and is removed
fﬁqm the ganme.

Tip: crashes usually occur it a plane

cannot move forwards and has
Insutficient height todive (01) Flan  move; one will
akhead! Remember that planes cannot TG ‘
lea 'e t}ze pla ying area, and cannot move into a space

These planes can
neither dive nor




L don 1&‘ want to go to f’ea ven. l‘fone of’ my
f’”Jendsa re there” —Oscar Wilde =

"P,lanes shoot directly forwards
'Planes are not Limited by range

_ Line of sight is blocked by planes and clouds
Aplane in a cloud has no line of sight

T}xe ”ed plane Is sate Flanes cannot s200t into, out of, or i a
| tharougs clouds. :

CAUGHT IN THE CROSSHAIRS
It a plane is in line of sight of
two for‘lmore enemy planes, it may

be destroyed. Flayers may shoot:

';at the start of thei*' turn




' Rei ‘héb 1;3 nota fa,ctov' when shoot:m
. Shootmg is optional (but v'ecommended .
ve*'y rare circumstances)

7, war will end us” — K, G

! As soon asa playe*' is reduced to one plane*, they are
i elmma,ted from the game. ¥ When there is only one
‘pi-ayer (or team) remaining, that player (team) wins.

Note tﬁat,ztm Dbossible to win or lose the game in ti'e i
m,zddle of your turn; it so, the game ends Jmmedla tely
gD'& not complete that turn.

. MULTIPLAYER GAMES




e two enemy planes, it is dest*‘oyed Evenf
are on different teams.
Complete turns: each player must move a,ll of
 their planes before the next player moves their
planes, even if they are on the same team. '
' Priends near: unless otherwise stated team
i inembe*s should have adjacent home areas
Enamies far: unless otherwise stated enemy home
‘ a_ea,s ‘should be as far a,part as possible.
' Ramping Turns: player 1 takes 1 a,ctlon playe*'
; takes 2 actions, ete.

Fme-For-All

Ea,ch playe* starts with five planes (3-4 playe*‘s)
f-gu*' planes (5-6 players); there are no alliances,

hen a plane is destroyed, the active player takes itas o
;-a,' 't*;ophy‘ Once a player is reduced to one plane, they
i B ellmma.ted from the game; the active player takes
‘the *'ema,mmg plane as an additional trophy.

;qen only one player exna;ms the player with the xnost




: A moves 1 plane.
Band Cmovel plane ea,ch
Amoves 3 planes.

?B and C move 2 planes each.

i ‘*_Move all planes each turn.

| - Amoves 2 planes.
Qi B, Cand D move 1 plane eack.
";A moves 4 planes.
'IMove all planes each turn.




i ’A; B, and C (team 1) move 1 plane each.
2. 'D, E,and F (team 2) move 2 planes each.
3 Team 1 move 3 pla,nes each.
4y Move;\,all planes each turn.

A Il[ 1 m (BN

1 -Aéhlevements ave intended for use when you play a
seffles of ga,mes back-to-back. The first playerto

: s,:._tlsfy the conditions for an unclaimed a,chlevement
ﬁmng a game puts it in front of themselves, the




# T}zere s no education like adversi ty
Ben,]amm Disraeli, Sybil

};I'{eiéht is power. Cl'imb whenever possible. In particular,
-if‘a; ﬁlane's height is less than two, it will c“a,sh when




oué cove olbuds olock siglnt lme"

amout whe*e you want your planes to be and wo*k
.op,ckwards if they have enough height, there's a good

didn t have level flight — but
all ny playteste*s asked for it!
Fgel free to try playing
without it; crosshairs is one of
nose ro bust games where you
can tweak quite a lot and still
.have an interesting game.

e andef about the unusual plane
. shapes? They are tessellated to




£ ”For at'ter the Ba ttle comes qwet 4
;Vells" T}ze Time Machine

i



http://mrraow.com/uploads/MyDesigns/my_designs.html
https://boardgamegeek.com/boardgame/78093/crosshairs
http://www.mrraow.com/index.php/aiai-home/
https://play.abstractplay.com/
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