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CAMPAIGN 

A battle weary world calls you to action again and again. Soar and change 
history in the sky over multiple military campaigns across a world in 
perpetual war against insurmountable odds.

QUICK ACTION

Need a daily dose of dogfighting action? Look no farther for this quick, 
randomized mode which sets you up in combat with dozens of randomized 
variables, including your plane!

GAME MODES
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BATTLE SCENARIO

If you want to relive the past, or are looking for a challenging new mission to 
take on, Battle Scenario provides the player with a myriad of operations 
that’ll test your skills as a pilot.

SKIRMISH

Need some practice? Or do you just want to see what it’s like fighting in a 
controlled environment? Skirmish provides you this chance by handing off 
control of the situation to you by being able to create short missions against 
aircraft and adversaries you choose in any aircraft you’ve unlocked.
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CHALLENGE

Leave no stone unturned as you complete missions both interesting and 
curious to unlock aircraft of all shapes and sizes.

MULTIPLAYER 

The multiplayer will be derived from the skirmish mode and it includes the 
regular Deathmatch and team Death mach gameplay rules, as well as others.
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EDITOR

The sky isn’t the limit. It’s just the beginning. If you want to build a mission 
within VT’s world, a story arc that you’ve always dreamed of, the Editor allows 
you to do this, also allowing you to share your creation with the world. 
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1.	 Mission numeric stats

2.	 Player stats

3.	 Selected enemy’s stats

4.	 Radar

5.	 Speed and external conditions

6.	 Altitude and internal conditions

7.	 Directional vector

8.	 Enemy 

9.	 Lock tracker

10.	 Selected enemy 

11.	 Selected enemy’s estimated lead

1.	 Player aircraft’s name
2.	 Player health bar
3.	 Player numeric health
4.	 Player Special weapon ammo
5.	 Player Main weapon ammo
6.	 Player sub weapon ammo
7.	 Sub weapon overheat bar
8.	 Number of Chaffs available
9.	 Number of Flares available
10.	 Number of Smoke available
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CONTROLLERS
Gamepad
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CONTROLLERS
Keyboard
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