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1. GENERAL 

1.1 Minimum human players in order to have mission reported: 3x3 

1.2 Host chooses on which front the mission will be. He doesn't choose the map/time/type of mission though. He also chooses number of fighters per side 

1.3 Host is obliged to write in "Host's info tab" on which front he is going to host 

1.4 Host has the right to choose whom he'll allow in his missions, though it is strongly suggested to not filter the opponents 

1.5 As this is a points-oriented war (at this phase), please do not complaint about other people's tactics. Everyone has the right to perform his own tactics 

1.6 Non-registered pilots can fly in VF missions, but preference is always for the registered ones 

1.7 Non-flyable planes do not exist in VF 

1.8 Missions launch from HL VF slots 

1.9 VF uses its own plane set which is non-historic and focused in balance between the two sides 

1.10 It is prohibited to use any kind of in-game or 3rd-party tool or exploit to gain an illegitimate advantage 

1.11 VF missions must be played in FR+SB settings 

1.12 Backdoor slots are prohibited. Host must accept only the number of pilots that he has already chosen in HL's room. This means that if he has chosen an 8x8 mission, there can only be 8 humans per side, regardless if mission offers 4 extra planes for bombers 

1.13 A Host can only download a mission for the closest number of planes to the ones that he has chosen in HL's room. This means that you cannot choose an 8x8 mission if you have 4x4 slots in HL. "Closest" means that you can download an 8x8 mission if you have 7x7 HL slots (but if you have 6x6 slots in HL, then you must download an 6x6 mission). 

2. REGISTRATION 

2.1 Every pilot has to be registered in a squad in order to have a stats page 

2.2 Each squad must be registered for either Axis or Allies 

2.3 Everyone is free to fly for both sides, but using different squad and pilot's call sign 

2.4 CO's can give Hosting Rights to any of their pilots, through the `Edit Squadron` section 

3. MISSIONS 

There are 4 types of missions: 

3.1 Rescue Missions. In these missions there will be a large Smoke (smoke type II from FMB) in the Rescue area, where you must land close by (within 1 km), get to 0 km speed and then take off and get back to base. All pilots can perform the Rescue mission and get the rescue points, but only once per pilot/per mission. Rescue has to be done within the first 45 minutes of the mission. Landing can be later 

3.2 Fighter Sweep missions 

3.3 One side attacks and the other defends 

3.4 Both sides attacking and defending 

Note 1: The attack group is always 4 bombers. In missions type 3.4 the fighters are split between the escort and the intercept 

Note 2: All ground kills will be credited if made within the first 45 minutes 

4. MISSION GENERATION/REPORT 

4.1 Mission generation is made through the main site ---> Missions > New > Choose front & number of human fighters > Generate 

4.2 Missions must be reported within 3 hours of generation and regardless of flying/in game time. Report is made through the main site ---> Missions > report 

4.3 If site is down and you cannot report a mission within the 3 hours, then you are obliged to post it as soon as possible in the "Mission Reports" forum section 

4.4 Host must generate same amount of fighters, as he has taken slots in HL, i.e. for 16 slots he must generate a 8x8, for 8 slots a 4x4 and so on. 

5. INGAME 

5.1 A captured pilot can be rescued by friendly plane. Friendly plane must land close (within 2 Km), get to 0 Km speed (no need to turn engine off) and then take off and RTB. Rescued pilot's life follows the pilot's who saved him fate. A human pilot can only be rescued once 

5.2 Restart can be made within the first 4 minutes of a mission by Host's judgement 

5.3 Kicking any pilot once mission has been launched is prohibited no matter what the reason is 

5.4 Chute kills, smoke taps, landing lights usage and friendly kills are penalized through the points system. So, no complaints about these 

5.5 A Host cannot close a mission before the 55th minute, if pilots still in game. After the 55th minute he can do it 

5.6 No one can exit the game if his plane has not touched ground (landing, crashing and so on), i.e. when you're hit and bailed, you must wait till your plane crashes before you exit 

This addition is made for some rare cases when someone is hit badly and there has not been any damage event logged. As per O.M. this can't be solved in IL2, so I hope we'll all be fair enough and respect this rule so people get credit for their kills. Furthermore, by exiting you don't gain anything, since the parser knows where you bailed and gives you the bailed or MIA status in any case. 

Points System Update v1.3 

Human Fighter: 4 

Human Bomber: 5 

AI Fighter: 3 

AI Bomber: 4 

Tanks: 5 

Static Planes: 4 

Static Ships: 8 

Artillery/AAA/Static Tanks: 3 

Other Ground: 2 

Battleships/Carriers: 80 

Other Ships: 40 

Landed: 1 

Bailed: 0 

Killed: -2 

Rescue+RTB on Rescue missions/rescue location: 40 

Rescue+RTB on other missions for downed pilots: 10 

Hosting: 4 

note 1: On rescue missions the rescue (land close to rescue location/stop engine) has to be made within the first 45 minutes of the mission. 

note 2: Only Ground attacks made within the first 45 minutes will be credited. 

Table of "Streak plus up" - MSP 

3-5 missions streak: 5 

6-10 " " : 6 

11-20 " " : 7 

21-30 " " : 8 

31-40 " " : 9 

41-50 " " : 10 

51-60 " " : 11 

61-70 " " : 12 

71-80 " " : 13 

81-90 " " : 14 

91-100 " " : 15 

101+ " " : 20 

The MSP is multiplied twice: 

- Once to the personal Air kills of the flown mission (MSPA) & 

- Second to the Personal Hard Ground kills of the flown mission (MSPB) 

Hard Ground targets are all except the "other ground". 

Note: MSP is per front. There is the W-MSP (western front), E-MSP (eastern front) and the P-MSP (pacific front). 

DISCO: MSPA+MSPB get to 0 PLUS -8 points 

Chute Kill: MSPA+MSPB get to 0 PLUS -20 points per chute kill 

Friendly Air kill: MSPA+MSPB=0 PLUS -20 points per friendly air kill 

Friendly Ground kill: MSPA+MSPB=0 PLUS -5 points per friendly ground kill 

Smoke: MSPA+MSPB get to 50% PLUS -5 points per violation 

Landing Lights: MSPA+MSPB get to 50% PLUS -5 points per violation 

Table of "Squad's Good Survivability" - SGS 

a) Multiplication Factor (mf) 

If KIA+MIA/Squad's Missions Flown= 0 - 0,20 then 3 

If KIA+MIA/Squad's Missions Flown= 0,20 - 0,30 then 2,5 

If KIA+MIA/Squad's Missions Flown= 0,30 - 0,40 then 2 

The rest is not good survivability Very Happy 

b) Y Factor 

Y = Number of squad members having flown at least 10% of the last 200 VF missions. Y maximum value is 8. 

SGS=Multiplication factor * Y Factor 

Procedure: 

a) Calculate DISCOS/Friendly Air Kills/Friendly Ground Kills/Smokes/Landing Lights and adjust MSP 

b) Points are= [number of human fighters kills]+[number of human bombers kills]+[number of AI fighter kills]+[number of AI bomber kills]+[number of tanks kills]+[number of static planes kills]+[number of static ships kills]+[number of artillery/AAA/static tanks kills]+[number of "other ground" kills]+[number of battleships/carriers kills]+[number of "other ships" kills]+[landed or not]+[bailed or not]+[KIA/MIA or not]+[Rescue mission succeeded]+[number of human rescues]+[hosting or not]+MSPA+MSPB+DISCO check + Friendly Air kill check Friendly ground kill check + Smokes check + Landing lights check + SGS 
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