Replay of Hornet Leader Variant – Falcon Leader (C3i #13)

Campaign: Yugoslavia

Mission #1: Ground Forces, Medium Range, Day

Constraints: 5 Weight Points on 3 Load Areas

Special Event: F15C Support; rolled 8xAim-120

SAM Intel: 
TGT: Small and Long, Minimal AAA



N: Nil



E: Small and Long



S: Nil



W: Nil

Given the light air opposition, will load up on ATG ordinance, especially with the F15C’s in support.  No need for SEAD with the light SAM presence and E-Pods.

‘Leader’
300
2xSW; 2x120; 4xMk82; E-Pod

‘Griffin’
301
ditto

‘Talon’

302
2xSW; 2x120; 4xMav; E-Pod

‘Wolf’

303
ditto

Leader and Griffin start in North Approach; Talon, Wolf and F15s in Air Combat.  

There are no inbound events.

SAM/AAA: Intel was correct

Enemy Air: Two Mig21’s, one Normal, one Defensive

Equal positioning

STEP #1

The two F15C’s attack the Migs with their Phoenix missiles and damage both hostiles.  Wolf launches both 120’s at the Normal Mig destroying it.  Talon goes after the Defensive Mig and inflicts a second damage, destroying it.

Both Long Range SAM sites fail to achieve lock on.

STEP #2

Leader and Griffin both enter the target area, while Talon and Wolf drop into the North Approach.  Both Long Range SAM sites fail to achieve lock on, as does the Target SAM.  AAA is ineffective.  Leader targets the Ground Forces with all Mk82s, leading to 4 hits.  Griffin splits his bombs between the AAA and the SAM site, getting one hit on the AAA (Destroyed) and two hits on the SAM site (Destroyed).

STEP #3

Leader and Griffin egress to South Approach.  The solo Long Range SAM fails to get lock on.  With only two hit required to knock out the primary target, Talon fires all Mavericks at it, while Wolf decides to knock out the SAM sites in the East and West Approaches.  Talon gets his two hits on the Ground Forces (Destroyed) while Wolf knocks out both the East and West SAM sites.

With no more targets (or ordinance) the Falcons head back to base, but run into four Migs on the way back.  The four 120’s from Leader and Griffin see them off.  

AAR: No pilots shaken, all planes ready.  COMPLETE SUCCESS = 2 pts

Campaign Points: 2

Campaign: Yugoslavia

Mission #2: Airfield Defence, Long Range, Day

Constraints: 4 Weight Points on 2 Load Areas

Special Event: One Falcon replacement arrives; rolled 3xAim-120

SAM Intel: 
TGT: n/a



N: n/a



E: n/a



S: n/a



W: n/a

Pity we don’t have more 120’s; will load up with Mavericks for the possibility of AAA or opportunity targets.  Can always ditch them before the dogfight.

‘Leader’
300
6xSW; 1x120; E-Pod

‘Wedge’
301
ditto

‘Wolf’

302
ditto

‘Talon’

303
6xSW; 1xMav; E-Pod

‘Hunter’
304 
ditto

‘Lightning’
305
ditto

‘Duke’

306
ditto

‘Bear’

307
ditto

There are no inbound events.

Enemy Air: 
Strike – 6xMig27’s 

Escort – 2xMig21’s (Norm, Norm), 2xMig23’s (Norm, Norm)



Equal positioning

STEP #1

Leader and Wedge go after the Mig23’s, Wolf goes after one of the Mig21’s.  Leader fails to get lock on but Wedge and Wolf both do, although both shots only cause the Migs to panic and lose their long range fire.  Leader’s Mig23 obtains a fire position and fires, resulting in a near miss.

STEP #2

All Mavericks and E-Pod are jettisoned.  Leader, who can’t fire, moves into wingman for Wedge.  Wedge and Wolf go for the Mig23’s; Talon and Hunter for the Mig21’s and the remainder go after half the Strike package. All Falcons fire two Sidewinders.  Wedge fails to get lock on, Wolf destroys a Mig23.  The other Mig fails to get a fire position.  Hunter and Lightning both get position on their Mig21s, with one damaged and one panicked and although the panicked one fires on Lightning, its missiles sail far wide.   Talon fails to get position on, but Duke and Bear both damage their targets.

STEP #3

Leader reengages against the panicked Mig21, while Wedge, Hunter, Duke and Bear continue their fights with their Migs.  The remainder pick up Strike Migs.  All Falcons fire two Sidewinders.  Leader gets position and damages the Mig21, but Wedge and Hunter go one better and destroy their Migs.  Wolf, Lightning and Duke destroy their Mig27’s, but Talon and Bear fails to get fire position.

STEP #4

Hunter and Lightning go for the damaged Mig 21, while each other pair goes after a Mig27.  Leader gets position and kills his Mig; Wolf gets position and kills his Mig; Hunter gets position and kills the damaged Mig21; Duke and Bear both fail to get position.

There are no outbound events.  

AAR: All pilots OK, one plane (304) not ready.  COMPLETE SUCCESS = 3 pts

Campaign Points: 5

Campaign: Yugoslavia

Mission #3: Large Airfield, Medium Range, Day

Constraints: 5 Weight Points on 2 Load Areas

Special Event: Fuel Air explosives available; rolled 10xAim-120

SAM Intel: 
TGT: Small and Long, Minimal AAA



N: Large



E: Medium



S: Medium and Long



W: Small and Long

Requested SEAD support – obtained 2EA-6B.  Will go with two fewer aircraft, to balance out the victory point penalty

‘Leader’
300
4xSW; 2xMk83; E-Pod

‘Banzai’
301
ditto

‘Griffin’
302
ditto

‘Cowboy’
303 
ditto

‘Wedge’
305
2x120; 5xSW; E-Pod

‘Wolf’

306
ditto

‘Hunter’
307
2x120;4xSW; 1xMav; E-pod

‘Lightning’
308
ditto

The four strike Falcons start in East Approach with an EA-6B.  The other four aircraft  are in Air Combat with the other EA-6B.  

While inbound, the engine on Falcon 300 fails and Leader is forced to return to base!  The Falcon 300 is not ready for the next mission.  

SAM/AAA: Intel not accurate; W: Medium and Long

Enemy Air: Six Mig23’s (2xAgg, 3xNorm, 1xDef)

Equal positioning

STEP #1

Wedge and Wolf take the two Aggressive Migs; Hunter and Lightning take two of the Normal Migs.  The other two Migs go after Hunter and Lightning.  All Falcons fire two 120’s.  Wedge and Wolf both get position and destroy their Migs.  Wolf is now an Ace!  Hunter gets a near miss, but Lightning destroys his Mig.  Thank you, Mr Raytheon!  The EA-6B jams and none of the Mig23’s are able to get a firing position on a Falcon.

Meanwhile, between the E-Pods and the Navy in their EA-6B jamming like crazy, no SAM site can get a lock on the strike aircraft.

STEP #2

Banzai, Griffin, Cowboy and the EA-6B all move to the Target area.  The escort aircraft drop their E-pods.  Wedge and Wolf go after the Normal Mig; Hunter and Lightning after the Defensive Mig; the other Mig (with no attacks this step) is ignored.  All escorts fire two Sidewinders.  Wedge gets position and damages his Mig23, while Wolf finishes him off.  Hunter and Lightning both get position, but their Sidewinders only scare the Mig.  No Mig return fire.

At the Target, the EA-6B jamming and the E-Pods negate all attempts to get lock on by the SAM sites.  AAA is ineffective.  Banzai, Griffin and Cowboy all go for the Airfield, scoring four, three and two hits respectively.  Darn – I needed 10, got 9 hits!

STEP #3

The Strike package moves back to the East Approach.  Wedge and Wolf go after the Normal Mig, while Hunter and Lightning go for the Defensive Mig.  All Falcons fire two Sidewinders.  Wedge gets a fire position and destroys the Mig23.  Hunter and Lightning both get fire position, with Hunter getting a near miss, but Lightning getting the kill.

E-pods and EA-6B jamming continues to baffle the SAM operators.

There is stormy weather back at the Base, but all seven pilots land safely.  

AAR: Leader is shaken after having to nurse his crippled aircraft back to base, but 304 is ready for service again, only Falcon 300 being not ready.  SUCCESS = 3 pts

Campaign Points: 8

Campaign: Yugoslavia

Mission #4: Bridge, Medium Range, Night

Constraints: 5 Weight Points on 3 Load Areas

Special Event: Aim-120 AMRAAMs; automatic 10xAim-120

SAM Intel: 
TGT: Large, Moderate AAA



N: Small and Long


E: Nil



S: Nil



W: Small

It’s night, but with the 3 load areas both E-Pods and N-Pods are an affordable luxury.

‘Banzai’

301
4xSW; 2xMk82; 1xMav; E-Pod; N-pod

‘Griffin’
302
4xSW; 2xMk82; 1xMav; E-Pod; N-pod

‘Talon’

303
4xSW; 2x120; 1xMav; E-Pod; N-pod

‘Wedge’
304
ditto

Banzai and Griffin start in South Approach; Talon and Wedge in Air Combat.  

Griffin is having a ‘bad day’, doing everything with a –2 modifier. Must have got a ‘Dear Grif’ letter from his girl.

SAM/AAA: Intel was wrong, a small SAM site in the South Approach.

Enemy Air: Two Mig21’s, both Normal

Hornets have the positioning advantage.

STEP #1

Talon and Wedge take a Mig each, both firing two 120’s.  Talon and Wedge both get fire positions, with Wedge damaging a Mig but Talon only scoring a near miss.  Banzai and Griffin fire both their Mavericks at the SAM site in the target area.  Banzai misses, but Griffin score a hit and reduces the size of the SAM site to Medium.

STEP #2

Banzai and Griffin both enter the target area, while Talon goes after the damaged Mig and Wedge takes on the Normal Mig.  Neither Talon or Wedge jettison ordinance, and both fire two Sidewinders.  Wedge can’t get a fire position; Talon can and with a second ‘damage’, destroys the Mig21.  Wedge’s Mig can’t get into position either.

In the Target area, darkness and the E-pods prevent the Long Range SAM from getting a lock on, and the SAM site in the target zone can’t do any better. AAA is ineffective.  Banzai and Griffin ‘pickle’ all their Mk82’s on to the Bridge, getting two hits each and dropping the Bridge into the river.

STEP #3

Banzai and Griffin egress to East Approach.  Wedge and Talon drop their E-pods and N-Pods, but keep their Maverick.  Both attack the remaining Mig with 2 Sidewinders each.  Both gets fire position, but both only scores near misses.  Mig unable to return fire.

STEP #4

Banzai and Griffin enter the dogfight, jettisoning their E-pods and N-pods.  Banzai fires two Sidewinder and damages the Mig, and it is finished off with cannon fire from Wedge!

Returning to Base they run into three Migs, but three Sidewinders from Griffin see them off.  

AAR: Leader ready for action again, Griffin and Wedge are shaken; one plane (302) not ready.  COMPLETE SUCCESS = 2 pts

Campaign Points: 10 (Just don’t give me a tough priority mission, and I’m home and hosed!)

Campaign: Yugoslavia

Mission #5: Convoy, Short Range, Night

Constraints: 9 Weight Points on 3 Load Areas

Special Event: Fuel Air Explosives; rolled 4xAim-120

SAM Intel: 
TGT: Large, Moderate AAA



N: Nil



E: Nil



S: Nil



W: Nil

FAE’s mean just one thing – load up on Mk83’s.  Fortunately, the target is close and I have lots of hard-points to spare.  No need for SEAD with night and E-Pods.

‘Banzai’
300
4xSW; 3xMk83; E-Pod; N-Pod

‘Mustang’
301
ditto

‘Leader’
303
4xSW; 2x120; 1xMav; E-Pod; N-pod

‘Talon’

304
ditto

Banzai and Mustang start in South Approach; Leader and Talon in Air Combat.  While inbound, the engine on Falcon 304 fails and Talon is forced to return to base!  The Falcon 304 is not ready for the next mission.  

SAM/AAA: Intel was correct.

Enemy Air: No enemy aircraft

STEP #1

Nothing.

STEP #2

Banzai and Mustang enter the target area, Leader moves to the South Approach.  SAM locks on to Banzai, who immediately goes evasive – near miss.  SAM site fails to lock on to Mustang.  AAA just misses Banzai, but he draws all the fire and Mustang gets through unmolested.  Mustang unloads on the Convoy, getting 5 hits.

STEP #3

Although still fully loaded, Banzai figures that hanging around the Target for another Step is an invitation to get a SA-7 up the tailpipe.  He and Mustang move to the North Approach, while Leader moves into the Target area.  The SAM site can’t get lock on and the AAA is ineffective.  Leader cries out “Rifle” and off streaks the Mavericks, doing one point of damage, for a total of 6 (needed 8 to destroy the convoy).

Returning to Base, there appears to be a general avionics failure (!) in the returning Falcons.

AAR: Griffin and Wedge return to duty; Banzai is shaken and Talon is in the Sick Bay and out for the next three mission after struggling to bring his stricken Falcon back to base.  302 returns to the flight line, but 304 is not ready.  SUCCESS = 1 pt

Campaign Points: 11

Campaign concludes, and is a COMPLETE SUCCESS.  Go USAF!

SUMMARY

This variant is a really worthwhile and challenging addition to the basic Hornet Leader format.  I had a fair amount of luck, never getting an unfavourable Special Condition Card, and I did choose one of the easier campaigns.  I would say that this would be VERY much harder on those campaigns where SAM activity is a serious issue, because the F16 depicted in this variant has no anti-radar capability – you have to ‘buy’ SEAD, and that means either fewer strike or escorts aircraft.  No more blazing off HARMs in the Approach zones (.

It is a credit to David Schueler (the designer of this variant) and the guys at GMT for continuing to provide support for this great game.  It is the most expensive one I have ever bought (I went mad in a bidding war on eBay) but I have not regretted it for one minute.

If you want a great Solitaire war game, look out for this one.  It has a ‘sister’ game called Thunderbolt/Apache (also OOP).  And (with a bit of luck and a lot of pre-orders), GMT will release a new version of this great system in some different time period.  I vote for Vietnam air combat.

Peter Phelps

peter_phelps@yahoo.com
