AV-8B Harrier II





Weapon Systems: 


GAU-12 25 mm Autocannon: This is the original Pre-Rifts cannon mounted in a pod underneath the fighter. They have replaced the standard ammo with mega damage, armor piercing ramjet ammunition which allows the aircraft to hold it own against other Rifts aircraft. �Maximum Effective Range: 4,000 feet (1,220 m). �Mega Damage: 2D4x10 for a burst of 20 round, 3D4 for each round. �Rate of Fire: Equal to the combined hand to hand attacks of the pilot (usually 4 or 5). �Payload: 300 rounds (15 bursts) 


Hard Points (7): The Harrier has seven hard points for ordnance and equipment. The aircraft has one hard point on the center of the fuselage and three hard points on each wing. Below is a list of hard points and the loads that they can carry. Missiles, rocket packs, and bombs can be mixed or matched but all ordnance on a hard point must be the same type. �Central Hard Point: ECM, Pod Towed decoys, or Missiles/Bombs (1 Long Range Missile /Heavy, 2 Medium Range/Medium, or 4 Short Range/Light). �Inner Wing Hard Points (2): Fuel Tanks, Towed decoys, Rocket packs, or Missiles/Bombs (1 Long Range Missile /Heavy, 2 Medium Range/Medium, or 4 Short Range/Light). �Middle Wing Hard Points (2): Fuel Tanks, Towed decoys, Rocket packs, or Missiles/Bombs (1 Long Range Missile /Heavy, 2 Medium Range/Medium, or 4 Short Range/Light). �Outer Wing Hard Points (2): Fuel Tanks, Towed decoys, or Missiles/Bombs (1 Medium Range/Medium, or 2 Short Range/Light). 


Bombs and Missiles: The only restriction is that a hard point must carry all the same type of missiles or bombs. Both unguided and guided bombs can be carried. �Maximum Effective Range: Varies by missile type for missile and varies by altitude bombs are dropped at (Go to Revised bomb and missile table <http://www.geocities.com/TimesSquare/8976/missiles.htm>). �Mega Damage: Varies by missile or bomb type (Go to Revised bomb and missile table <http://www.geocities.com/TimesSquare/8976/missiles.htm>). �Rate of Fire: Missiles can be fired and bombs can be dropped one at a time per hard point. Multiple hard points can be linked as one attack but must be the same size (light, medium, or heavy) and style of ordnance (all missiles or bombs in a volley) �Payload: Varies by hard point (See above). 


Mini-Missile Pod: Large capacity mini-missile pod. The Aircraft normally carries missile pods for ground strafing, anti-troop, and anti-emplacement attacks. Normal missile used are armor piercing, plasma, or fragmentation mini-missiles. Mini-Missile pods can be carried on inner and middle wing hard points. �Maximum Effective Range: Varies with missile types, mini-missiles only (Go to Revised bomb and missile table <http://www.geocities.com/TimesSquare/8976/missiles.htm>). �Damage: Varies with mini-missile types (Go to Revised bomb and missile table <http://www.geocities.com/TimesSquare/8976/missiles.htm>). �Rate of fire: Each pod can fire one at a time or in volleys of 2, 4, 8, or 16 and can be linked with other mini missile pods for greater number of missiles (Counts as one attack no matter how many missiles in the volley) �Payload: each pod carries 16 mini-missile. 


Active Jamming Pod: Pod takes place of all ordnance on the Hard Point. Causes -25% to detection but when it is active, other vehicles/ bases can detect that it is jamming, and some missiles will home in on jamming signals. Jamming also causes a -4 penalty to all radar guided weapons. 


Towed Decoys (4): The pod takes place of all ordnance on the Hard Point. The aircraft can carry a special pod that carries four advanced towed decoy drones. These drones are dragged about 328 feet (100 meters) behind the aircraft on a thin cable. Each is a specially designed radar lure that creates a radar image to mimic the aircraft. If decoys are not destroyed, they can be recovered and repaired. Rifts Earth decoy systems are assumed to not operate against Phase World weapons due to technological difference. �M.D.C.: 5 �Effects: The decoy has an 65% chance of fooling ordinary non military radars and non smart guided missiles, the decoy has a 35% chance of fooling military level radars (like those of the Coalition), and the decoy has a 10% chance of fooling advanced military radars (Like those of the New Navy and Triax) and smart missiles. �Range: Not Applicable although the decoy is deployed 328 feet (100 meters) from the aircraft �Rate of fire: One can be deployed at a time and requires 15 seconds to deploy (Reel Out) another decoy �Payload: 4 Decoys each pod. 


Anti-Missile Chaff/Flare Dispenser (1): Use the same effects as the TRIAX model. However, each time the system is engaged, the system fires off one chaff and 1D4 flares. Rifts Earth decoy systems are assumed to not operate against Phase World missiles due to technological difference. Reduce effects by 20% against smart missiles (Add +20% to rolls for smart missiles.) �Effect: 


01-50 Enemy missile or missile volley detonates in chaff cloud - Missiles are all destroyed �51-75 Enemy missile or missile volley loses track of real target and veers away in wrong direction (May lock onto another target �76-00 No effect, missile is still on target 


Also note that the chaff cloud will also blind flying monsters that fly through cloud. They will suffer the following penalties: reduce melee attacks/actions, combat bonuses, and speed by half. Duration: 1D4 melee rounds. �Payload: 20 chaff, 40 flares. Each time the system is engaged, the system fires off one chaff and 1D4 flares.





