	
	B25 Level Bombing Guide
	v1.4





AWL_Spinner’s B25 Level Bombing Guide Version 1.4
Contents

1. Introduction







2
1.1

General

 




2

1.2

Package Contents

 



2

1.3

Test Conditions





2

2. Using The Norden Sight In Manual Mode




3


2.1

About the manual sight   




3

2.1

Method  

 




3

3. Using The Norden Sight In Automatic Mode



6
  3.1
About the automated sight, IAS and TAS 


6

  3.2
Method



 


6

4. Mission Briefs And Track-file Walkthroughs 



8

  4.1
Mission Brief - B25_Practice_1.mis   


8

  4.2
Mission Brief - B25_Practice_2.mis   


8

  4.3
Trackfile Walkthough, Scenario 1 (Manual)


9

  4.4
Trackfile Walkthough, Scenario 2 (Manual)


10

  4.5
Trackfile Walkthough, Scenario 3 (Automatic)

11

5. Resources








12
  5.1
AWL Spinner’s elevation and TAS corrections guide 
12

  5.2
Drilling 857’s elevation table



 
12

  5.3
1.JaVA_Platypus’ IAS/TAS Tables 

   

13

  5.4
WT_Pedropan & WT_Pitr’s Bombsight Application
   
13

  5.5 
IL2 Key Map



 


13

  5.6 
Metric/Imperial conversions


 

13

6. Resources








14
  6.1 
Further References


 


14

  6.2 
Acknowledgements


 


14

1.
Introduction

1.1 
General

This is designed as a guide to the B25, but equally applies to other level bombers in Pacific Fighters. I’m new to this, and therefore make no claim to be able to put a 500lb’er through a second floor window from 10,000ft. However I’d be fairly confident of making a hole in the garden, if it was reasonably sized. 

Some included items are work by other authors – thanks to 1.JaVA_Platypus, AWL_Tonedog, Drilling_857, WT_Pedropan and WT_Pitr. The missions I’ve designed are with objects and maps from the combined installation and are unlikely to work with the standalone version. Sorry if that applies to you!

It’s best to go through the missions and tracks in sequence as the narrative explains things sequentially. The mission files supplied with this document are the same I used to produce the track-files so if you follow through the walkthroughs you should get similar results!  

Ensure that all bombsight functions (level stabiliser, bombsight elevation, bombsight speed, bombsight altitude, bombsite mode) are mapped. It also may help to have your speed-bar toggle mapped to allow switching between imperial and metric when using different aircraft with supplied charts. 

1.2 
Package Contents

Zip file should be extracted to your Forgotten Battles folder and contains the following content. Missions will be playable through the Single Missions / RAF / Spinner menu within PF. 

/B25 Bombing Guide.doc (this document)

/Missions/Single/GB/Spinner/B25_Practice_1.mis


/Missions/Single/GB/Spinner/B25_Practice_1.properties




/Missions/Single/GB/Spinner/B25_Practice_2.mis




/Missions/Single/GB/Spinner/B25_Practice_2.properties



/records/B25_10000ft_Manual.trk

/records/B25_2500m_Manual.trk

/records/B25_4000m_Automatic.trk

/PaintSchemes/Skins/SpitfireMkIXe/Recon Red 1945.bmp

/Utilities/TAS-IAS Table.xls

/Utilities/IL2 Key Map.xls

/Utilities/Bombsight_Table_2.zip

1.3 
Test Conditions

The test aircraft for this guide, and indeed the aircraft featured in the associated track and mission files, is the 1944 B25J. The figures I’ve calculated are for a load-out of 6x 500lb bombs. I can’t see any situation where you’d take a more weedy selection, although for that special occasion you may wish to take the thousand pounders.  

Fuel state for all flights was 75% initial. There are large tanks in this aircraft and it’s hard enough to haul into the air as it is without being fully fuelled.  Remember the B25 has two supercharger stages and you should be running stage 2 at 10,000ft / 3,000m and above. Mixture is automatically regulated. 
2.
Using the Norden Sight In Manual Mode

2.1 
About the manual sight.  

I like the auto-sight, but am not so happy with the way it delivers its bombs. Plus you don't get the satisfaction of pressing the button and yelling "Bombs gone"! Manual bombing has the added bonus of no calculations surrounding ground speed and altitude. Just get your aircraft into the right spot at the right height and the right indicated speed and use the pre-calculated sight elevation. I’ve supplied a mission and a couple of track-files for manual sight training. Sections 2.2 and 4.3 are aimed to provide all the detail you’ll need to make your own successful manual level-bombing attacks.

2.2 
Method

i
Get the aircraft set up at exactly the right altitude and speed, perfectly trimmed. 
For purposed of this training mission, we will be at 10,000ft and 200mph. At this 
altitude a loaded B25 will stabilise at that speed with throttle set to 85% and 
80% pitch, second stage supercharger. This varies greatly with altitude. 


Do this as far out from the target as possible, even if it means 
taking a longer 
route (as long as it’s over friendly skies). Although we’ll be using the level 
stabiliser, nine times out of ten you’ll have to make some corrections as you close 
on the target. Although the level stabiliser is very useful, if not essential, for level 
bombing it is not a cure for a badly configured aircraft. 


It is best to set the aircraft up using the cockpit instruments. These offer much 
higher fidelity than the speed-bar, which is not really designed for bombing. For 
instance 9,999ft on the altimeter would show as 9,950ft on the speed-bar. It’s also 
good practice for FR servers that have the speed-bar turned off. 


Note that unlike the automated method, manual bombing using elevation charts 
absolutely requires you to be at a pre-ordained height and speed. 

ii 
Try and sight the target as early as possible. The best position for this in the B25 is 
crew position three, the nose-gunner, rather than the bombardier’s location. The 
iron sight in default position is perfect for lining up with a target on or just below 
the horizon, even from high altitude. 


If the target is much closer, however, it may be impossible to see with the gun and 
bombsight obscuring forward view. Unless your navigation is spot on to within the 
width of your bombsight, this can provide problems. Thus keep scanning for your 
target on the horizon when you think you’re remotely in visual range, and look for 
navigational features such as rivers and towns to guide you. Your map is your 
friend. 


At this point you should still be flying by hand, although if sure of your track it can 
be useful to engage the level stabiliser to see if it will hold your desired flight 
parameters without requiring changes in engine settings. 

iii
When the target is acquired and the track set visually, engage the level stabiliser 
(NOT the autopilot!). Do this 20ft to 30ft above your target altitude as the aircraft 
will usually sink as the controls settle, and continue to do so gradually over time.  

iv
Move to crew position two, the bomb aiming position. Shift-F1 brings up the 
bombsight scope view and targeting display (if the aircraft has been stable for 
some time). Move the sight elevation up to about 75 degrees to try and acquire 
the target. There is no need to set any sight computer information (altitude, TAS) 
with the manual method. If your line up is correct, the bombsight should show 
the target in the centre of your track. 

v
Usually as the aircraft approaches the target some corrections become necessary. 
This requires the level stabiliser to be disengaged whilst the correction is made. 
You are generally, at this point, flying through the bombsight scope. This leads to 
its own complications.




The lit targeting display will only appear when the sight’s gyros are stabilised after 
a period of level flight. Changes in attitude greater than four degrees or so will 
cause the display to turn off until conditions of level flight have returned for a 
period of time. The greater and longer the deviations from level flight, the longer it 
may be before you get your bombsight back. Thus, 



a) Be ready to counter movement with all your flight controls when 


disengaging the level stabiliser. You should be able to momentarily hold 

the cross-hair exactly where it was before you disengaged the stabiliser 

before making your correction. This is where the trimming comes in. 



b) Try to make small corrections one axis at a time (e.g. disengage, 


correct 
height, re-engage, allow to settle, disengage, lateral correction, 

re-engage, allow to settle, etc.). 



c) Make corrections as smoothly as possible and try to return the controls 

to wings-level flight before re-engaging the stabiliser. Failure to do this can 

impact your altitude and track and require further, more drastic, 


correction. If, when re-engaging the stabiliser, the cross-hairs “jump” to a 

new position, the aircraft was not level. 



d) Flying the scope at low elevations (close to your target) generally leads 

to disaster. Set up early, make small corrections early. If you are trying to 

fly the scope at 50 degrees elevation or less you’re way too late and are 

liable to confuse yourself (and the bombsight). 



It’s very difficult making sense of control inputs when you’re looking in a 

completely different direction to that which the aeroplane is flying. 

vi
At this point consult the elevation chart (section five) for the correct release angle. 
If the plane is stabilised at 10,000ft and 200mph IAS this is 39.1 degrees for 
500lb’ers. Remember; think in IAS, no TAS conversion necessary. Release your 
bombs a fraction before the target reaches the 
crosshair.


Note 1: If you are at an altitude where the chart gives the angle as something 
“point something” this indicates an early release - for instance for 39.5, the correct 
angle is half way between 39 and 40 but there are no smaller increments on the 
sight control. Release your bombs slightly before the target reaches the crosshairs 
in this circumstance. You can gauge how much distance along the ground is 
covered by each degree elevation at different heights by experimentation. 

Note 2: Speed-bar and altimeter altitudes seem to be calibrated ASL (above sea-level) in this game. The height indicated when you’re on the runway is a good indication of this; on some maps it can be considerably higher than zero. If this is case, and assuming your target is on roughly the same level, subtract this from your instrumented height when consulting the charts (this also applies for the auto sight in the next section). For instance, if your runway is 250ft above sea level and your instruments are reporting you’re at 12,000ft over your target, use a height of 11,750ft for your calculations. 

Note 3: If your target is at some elevation above the ground mesh mentioned above, e.g. on a mountain, for each 500m/1500ft the target appears above sea-level, add one degree to your sight elevation. 

vii
When all bombs are gone, you can swing the sight down to zero elevation to track 
your bombs as they fall. They will detonate near the bottom of the scope image. 
From this altitude, this may be some fifteen to twenty seconds after release. Make 
a note of whether your bombs fell short or long and measure this against your 
performance in keeping the aircraft where it should be or, indeed, the accuracy of 
my elevation figures. Any constructive criticism welcome! 


Note:
It is preferable to see the accuracy of your strike. However, if all the AA 
guns and enemy fighters in the world are situated around your target, 
ignore the 
above. As soon as your bombs are gone, execute a fast descending turn and head 
back to cover, with the throttles fire-walled. You should have plenty of altitude to 
convert into speed, but don’t make this trade until you have to. Also, re-trim!

3.
Using the Norden Sight In Automatic Mode

3.1 
About the automated sight, IAS and TAS.  

This method of bombing is somewhat more complicated, but if you can work out your TAS (True Airspeed), requires no further charts or knowledge of elevation angles. It also means you can make ad-hoc approaches at any altitude you desire. 

When practicing automatic mode attacks, ensure limited ammo is selected. Otherwise the release mechanism continues to release bombs forever. It’s hard to assess how accurately you hit a convoy of trucks if the countryside for miles around is ablaze; it’s not a B52. 

If you are interested in a very perfunctory distinction between IAS and TAS, read on. If not, skip to section 3.2. See section five for IAS-TAS conversion methods.

Your IAS is derived from the amount of air encountered by the aircraft’s forward motion. The faster you go the more there is of the stuff smacking into the instrument’s forward-facing tube. At sea-level in standard conditions, IAS and TAS are the same. 

The higher you go, the less dense the air. An aircraft moving over the ground at the same speed at 10,000ft as at sea-level will be encountering much less air. The speed reading in IAS, in the cockpit, will therefore be much lower. The TAS remains the same. Thus there is an increasing disparity between IAS and TAS with altitude (and other things, but that’s the main one). 

If your cockpit instrument is showing an IAS of 200mph at sea-level, and also 200mph when you get to 10,000ft, then you must be going faster over the ground at 10,000ft to collect the same amount of air.  

The bombsight works, logically enough, on speed over the ground; TAS.

3.2 
Method

i-v 
These points are the same as for the manual method detailed in section 2.2. 

vi 
When on approach to the target, or indeed at any time before, including on the 
ground if your attack profile is known, you will need to enter speed and altitude 
figures into the bombsight. 

The sight on the B25 should take input in feet and miles per hour TAS. Ensure you are using these measures otherwise it’ll dump your bombs over a primary school or petting zoo. Note the cockpit instrumentation is in feet and miles per hour IAS. 

Speed: Rumour has it on the bulletin boards that the automatic sight is a bit wonky on the B25 in that it tends to suffer from, ahem, premature release. A solution that’s been suggested and seems to work appears to be to drop the TAS input by circa 10%. I have included corrected figures in my chart in section five. The He-111 does not suffer from this condition; use accurate TAS on this aircraft. This is most likely because the game is incorrectly using Knots instead of MPH for the B25 bombsight. 

Altitude: Speed-bar and altimeter altitudes seem to be calibrated ASL (above sea-level) in this game. The height indicated when you’re on the runway is a good indication of this; on some maps it can be considerably higher than zero. If this is case, and assuming your target is on roughly the same level, subtract this from your instrumented height when inputting to the sight. For instance, if your runway is 250ft above sea level and your instruments are reporting you’re at 12,000ft over your target, use a height of 11,750ft for your calculations. 

Note also there’s significance in your target’s altitude above the surrounding land mesh. If your target is half way up a 1,000ft mountain, figure on decreasing your computed height by 500ft. 


A quick look at the charts reveals that a common approach speed, 200mph IAS, 
equates to about 253mph TAS at 13,150ft (4,000m), which we will be using for the 
supplied practice mission. Applying the correction above would give us about 
225mph TAS but we don’t have anything less than 10mph increments. For this 
speed, I’ve settled on entering 230mph into the bombsight computer, which seems 
to track well.

vii
Swing the sight up to about 75-80 degrees to acquire the target at range. Accurate 
automatic locks can be made from about 65 to 50 degrees, any further and it’s 
hard to distinguish the target accurately, closer and you’re rapidly running out of 
time. 



viii
When the target passes under the crosshairs at this distance, switch bombsight 
Mode to automatic. Try and do this as far out as possible to check how it tracks. 
If you have the right inputs the sight should decline at exactly the right rate to 
keep your target under the crosshairs. If you forgot to program the bombsight, 
you’ve probably just lost all your bombs. 

ix
If it’s not following the target accurately, you may find you need to make a 
correction to the tracking speed. It’s easier to verify your altitude than your TAS, 
hence if the sight is not tracking correctly you can alter it by changing your TAS 
input. 


If the automatic sight is dropping too sharply - i.e. it’s moving toward you 
noticeably faster than your target at distance, disengage automatic mode and drop 
your TAS computational input by 10mph. Re-engage and see if this looks better. 
Similarly, if the automatic sight is dropping too slowly, disengage automatic mode 
to increase your TAS, then re-engage. 


This next point may appear to be contradictory to the above, however I’ll qualify it. 
It’s acceptable that the sight should be tracking slightly quickly, bringing the 
crosshair down 
slightly in front of the target when the target is close (< 50 
degrees). Remember that the crosshair is pointing to where the first set of bombs 
should 
fall, you have three pairs and, following bracketing logic, you should have 
the first of these aimed slightly before the target. In an ideal world it is the middle 
pair that strikes home. 

x
When the aiming computer thinks the aircraft is in the right position, it releases 
all the bombs in a quick salvo. You can’t release selectively on multiple targets 
which makes it crap for things like airbases. However, for point targets if your 
calculations are correct and your aircraft is nicely set up, it works well. 

xi
As with manual mode, when all bombs are gone, you can swing the sight down to 
zero elevation to track your bombs as they fall. This will disengage the automatic 
sight. When disengaging the stabiliser, re-trim, your aircraft is 3,000lb lighter!


Track-file walkthrough 4.5 provides good examples of most of the practices 
detailed above.  
4.
Mission Briefs And Track-file Walkthroughs. 


These are as appear in the game. 

4.1 
Mission Brief - B25 Bombing Practice 1 (B25_Practice_1.mis)

B25 manual bombsight practice from 10,000ft. 


-Scenario-

This will be a single aircraft sortie to disrupt a flight-line inspection at a Luftwaffe airbase just behind enemy lines, South-East of the town of Orsha. You will approach from 10,000ft and aim to destroy any targets that may present themselves on the field. A nuisance raid only, but we must keep the Germans on their toes. 

As a secondary goal, there are some bridges on the return leg which could use some attention. The element of surprise here is key, hopefully you won’t encounter any opposition although if you do, call for help – there are several allied air units in the region this afternoon. 


Good luck!

-Additional Information-

If required, please watch the supplied track-file B25_3000m_Manual.ntrk and read through section 2 in the guide document for more detailed training information regarding this mission. Use unlimited ammunition if you wish to practice on multiple targets. 

4.2 
Mission Brief - B25 Bombing Practice 2 (B25_Practice_2.mis)

B25 automatic bombsight practice from 13,150ft. 


-Scenario-

As preparations for D-Day draw near we are stepping up activity to disrupt and destroy German offensive naval capability. They have a new port facility at Sallenelles, just North of Caen, which is to be targeted in a major Lancaster raid tonight. 

As part of the preparations, we are sending over a photo-reconnaissance Spitfire to assess primary targets. You should be able to follow the Spitfire in; it is tasked to maintain your airspeed until you are over your objective. 

The Germans have learned to be wary of such pre-emptive reconnaissance and thus we will attempt to mask this sortie by dropping a few bombs. Any port facilities or shipping you see are fair game. Hopefully you’ll look like a couple of stragglers from a major USAAF formation of B24s and escort fighters that passed over fifteen minutes previously and who will, hopefully for us, have drawn the coastal fighter screen. 

If you should happen hit something particularly flammable it will certainly help the pathfinders tonight. Conditions are clear and the early evening light is good. 

Good luck!

-Additional Information-


If required, please watch the supplied track-file B25_4000m_Automatic.ntrk and 
read through section 3 in the guide document for more detailed training 
information regarding this mission. Ensure limited ammunition is on. 

4.3 
Track-file walkthrough, Scenario 1


Track-file:
B25_10000ft_Manual.ntrk


Mission: 
B25 Bombing Practice 1 (B25_Practice_1.mis)

Scenario: 
B25 Bombing Practice, 10,000ft, 6x 500lb bombs, Airfield. 


0:00 
Aircraft in its turn on waypoint 2 to run in on the target; engine set-up. 


0:30
Focus on the instrument panel. Get an approximation of correct IAS and 

trim for altitude. 


1:05
First scan for the target using crew position three. Fine adjustments in 

attitude made to line up, whilst maintaining target altitude/speed. 


1:36
Target is centred in the iron sight.


1:40
Back to the instruments, final trim corrections made. 


2:00
Level stabiliser engaged for the first time, c.20ft high to allow for drift. 


2:05
View moves to crew position two, the bomb aiming position. Sight 


elevation moved up to acquire the target.


2:15
Instrument check. Confirm usual marginal downward drift acceptable. 


2:30
Check track over target through bombsight. 


2:40
Now have visual clarity on precision targets. Three small heading 


corrections made, after each the stabiliser is re-engaged to check track. 


3:10
39 degrees set on the sight for the first time.


3:15 
Final instrument check. 

3:25 
Final track check. 

3:30
39 degrees set for the last time, watch the target approach. 


3:39
First bombs gone; I’ve chosen to attack two areas of the airfield. Two sets 

for the aircraft and vehicles on the near apron and one for the loading area 

on the far side. Bombs released slightly early as per chart, trying to 


bracket the first two pairs around the target. 


3:48
Zero degrees set on the sight to track bombs to target. 


4:05
First bomb impacts. 


4:11
Last bomb impacts. 10+ targets destroyed; home for tea and medals. 

4.4 
Track-file Walkthough, Scenario 2 


Track-file:
B25_2500m_Manual.ntrk


Mission: 
B25 Bombing Practice 1 (B25_Practice_1.mis)

Scenario: 
Ad-hoc bomb run on a bridge, 2,500m, 6x 500lb bombs. 


0:00
This is a quick example of how the sight can be accurate even your 


line up is not particularly steady. I saw this bridge at quite close range and 

levelled out as best as I could to get the stabiliser enabled early. 


0:40
It is apparent this was a scrappy line up, I am neither quick enough or 


exactly at 2,500m, and the aircraft is noticeably sinking. On reflection this 

probably means the level stabiliser can’t keep the aircraft level with the 

power 
available, I should have throttled up a bit. However, I continue.



The correct elevation for manual release at exactly 300kmh IAS and 


2,500m is 38 degrees. I can see I’m a little slow so am unsure 
whether to 

shorten my delivery with a 37 degree drop or stick with 38. I’m also a little 

low. I settle on 37 degrees. If attacking a bridge or indeed any point target 

you should bracket it with three deliveries, one slightly before, one dead 

centre and one slightly after, to cover for bad approaches like this. 



I’m lucky - the first pair of bombs hits the bridge span dead centre. The 

second and third pairs fall long, but not by much, which means I should 

have maybe released slightly earlier. A 
higher elevation angle means an 

earlier release so I should probably have stuck with 38 degrees.

4.5 
Trackfile Walkthough, Scenario 3 


Trackfile:
B25_4000m_Automatic.ntrk


Mission: 
B25 Bombing Practice 2 (B25_Practice_2.mis)

Scenario: 
Dockyard Attack, 4,000m, 6x 500lb bombs. 

0:00
Following the reconnaissance Spitfire, setting power and pitch to 95/90 
initially to see how that looks. More power needed up here than at 
10,000ft. 

0:33
Spitfire starts its turn into the target, heading approximately South. 

0:58 
I try and locate the target (in the river estuary) through the nose gunner’s 
position. 


1:30
Descend to target altitude; don’t fixate on the lead aircraft. Not making as 

much use of the instruments as I should be on this approach, my 


instructor would not be pleased with my speed-bar reliance. 


1:50 
Approximate target altitude and IAS reached. Level stabiliser switched on. 


1:57 
Bombsight inputs set - 13,150ft and 230mph TAS (corrected). 


2:20
Level stabiliser briefly off for a lateral correction. 


2:43
Sight automation turned on at 57 degrees. This is the key aspect of this 

attack, watching the sight movement under automation. 


2:50 
It is apparent the tracking is too short, automation off and then re-


engaged at mid-target, 51 degrees. I’m happy with the rate of declination, 

so don’t alter the TAS. 


3:15
Bombs gone, cross-hair slightly leading first ship. 


3:18
Automatic sight disengaged, watch bombs fall clear. 


3:45 
Impact with high order detonation. The bombs appear to have bracketed 

the first two ships but wrecked their adjacent piers and cranes; the third 

appears to have taken a hit amidships. Have a nice day, gentlemen. 

5.
Resources

5.1 
Spinner’s elevation and TAS corrections guide

It’s a bit sparse at present but does the job and covers the main bombing altitudes. My favourite altitude is 10,000ft/3,050m - you can maintain a decent speed without straining the engines, the aircraft is easy to trim and accuracy is high with good ground detail definition. 4,000m is a little more challenging but gives better protection from flak and enemy fighters. A constant for this chart is 500lb bombs - their descent profile is different to lighter ordinance.  Note I have provided a “corrected” TAS column for the wonky computer in the B25 – about 10% less than true TAS in 10mph increments, or rough equivalency to Knots. You should be able to extrapolate elevations for other altitudes and speeds. Corrections are approximate. 





	Altitude ASL
	IAS
	TAS for Automatic Sight
	Correction
	Elevation 

	2500m / 8200ft
	190mph (300kmh/160kts)
	221mph (349km/189kt) 
	200mph
	38.0

	3000m / 9840ft
	190mph (300kmh/160kts)
	227mph (359km/194kt) 
	200mph
	37.0

	3500m / 11480ft
	190mph (300kmh/160kts)
	234mph (368km/199kt) 
	210mph
	35.5 *

	4000m / 13150ft
	190mph (300kmh/160kts)
	240mph (389km/210kt) 
	210mph
	34.0


	Altitude ASL
	IAS
	TAS for Automatic Sight
	Correction
	Elevation 

	3000m / 9840ft
	200mph (320kmh/170kts)
	239mph (385km / 208kt)  
	210mph
	39.5 *

	3048m / 10000ft
	200mph (320kmh/170kts)
	240mph (386km / 209kt)
	220mph
	39.1 *

	3500m / 11480ft
	200mph (320kmh/170kts)
	246mph (395km / 214kt)
	220mph
	37.0

	4000m / 13150ft
	200mph (320kmh/170kts)
	253mph (407km / 220kt) 
	230mph
	36.5 *


* 
A “.1” or “.5” indicates a slightly early release, before the target reaches cross-hairs. 

5.2 
Drilling 857’s Elevation Chart 

Reproduced here with permission from Drilling_857, this is hosted with accompanying guide on www.airwarfare.com. Alas, I didn’t discover this until I’d started compiling my own elevation table and it could have saved me a lot of work. Nonetheless, it’s pleasing to see our figures don’t differ too much. If you think mine are complete fiction, try these!
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5.3 
IAS/TAS Tables 

Created by 1.JaVA_Platypus (squad site www.1java.org). This is very useful for quick reference. This is designed with the He-111 in mind, but the speed range covered is fine for the B25. 

The spreadsheet is included in this package with its original read-me.

[Your Forgotten Battles Folder]/Utilities/TAS-IAS Table.xls

[Your Forgotten Battles Folder]/Utilities/TAS-IAS Readme.txt

5.4 
Bombsight Table 2 Application 

A useful application to automatically convert IAS/TAS via keypress has been produced by WT_Pedropan and WT_Pitr. From their homepage at http://wtigers.wz.cz, navigate to Dokumenty / Downloads / Bombsight Table to check for updated versions. Keys are detailed in its readme. This is extremely useful as it can be brought to the foreground and used whilst FB/PF is running – it does most of the hard work for you in this regard. 
This application is included in this package. 

[Your Forgotten Battles Folder]/Utilities/Bombsight_Table_2.zip

5.5 
IL2 Key Map  

I created this as I was getting confused with all the new key mappings for Pacific Fighters functions at the same time as learning a host of new bomber specific keys. Hence the map. I’ve included a blank sheet for your own key mappings as no doubt they will differ greatly from mine. 

The spreadsheet is included in this package.

[Your Forgotten Battles Folder]/Utilities/IL2 Key Map.xls

5.6 
Metric/Imperial conversions

Always worth having these things written down. 

1 foot 
= 0.3048m 
/ 1 metre = 3.2808ft

1 mph 
= 0.8689kt 
/ 1 knot = 1.1508mph

1 mph 
= 1.609kmh 
/ 1 kmh = 0.6214mph

1 knot 
= 1.852kmh 
/ 1 kmh = 0.536kt

6.
Further References and Acknowledgements

6.1
Further References

There are loads of decent guides and stuff out there relating to this subject, a few are mentioned below. A good place to start are the Heinkel guides by Boosh and FAW_1664, which can be accessed at:

http://www.airwarfare.com/guides.htm
Another level bombing guide which I saw on the forums only the other day has been produced by VR_Cutter. This is comprehensive and well presented with many useful tips. 

http://www.mnstarfire.com/ww2/il2/documentation/CuttersBombingGuide.html
6.2 Acknowledgements

The top class Spitfire skin included in this package is the work of AWL_Tonedog and can also be downloaded from the invaluable www.il2skins.com.

I learnt virtually all I know about this product line on the UBI Forums at www.il2sturmovik.com. That certainly applies to my recent learning exercise in mission building, which wouldn’t have got anywhere without the mission builder’s forum. 

Obviously Oleg is the boss, and this game is the business. But you already knew that. 

Cheers, AWL_Spinner

spinner@alliedwingedlegion.com
Et Fini

Visit AWL at www.alliedwingedlegion.com
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