AIR TABLE


 Weather Effects: Air Units (2D6)

	Weather
	½ Strength
	½ Strength & ½ Range
	Grounded

	M: Severe Zone
	8-9
	10-11
	12

	W: Severe Zone
	6-7
	8-9
	10-12

	M: Moderate Zone
	7-8
	9-10
	11-12

	Air Transport Capacity

	Inf. Step
	1 ATP

	Para Unit
	1 ATP

	HQ Chit
	1 ATP

	Air Supply Chit
	1 ATP

	Arm/Mech/Cav
	N/A

	Land Recon (1D6)

Success = 2-6

	Forest
	-2

	Inclement weather
	-2

	Mountain
	-1

	City and/or resource hex
	-1

	F type air unit
	-1

	Enemy F or FB within range.
	-1



Air Recon. (2D6)


Range


(Hexes)�
Required 


Roll�
�
1�
Auto�
�
2�
4+�
�
3�
5+�
�
4�
6+�
�
5-6�
7+�
�
7-8�
8+�
�
9-10�
9+�
�
11-12�
10+�
�
13+�
11+�
�
DRMs�
�
+1�
Per each additional uncommitted air unit also in range of target.�
�
+1�
If target is in coastal hex.�
�
+1�
If a friendly land unit occupies the same coastal hex as target or if any friendly naval unit is within 2 hexes of the target.�
�
+1�
If the target was successfully recon’d during current phase.�
�
Recon attempts on enemy ports are automatically successful, though any naval units there (if any) are subject to Flotilla Sighting roll.





Flotilla Sighting Report (1D6)


Roll�
Report�
�
1�
# of ships + or – 50% (no type)�
�
2�
# of ships + or – 25% (no type)�
�
3�
# of named and unnamed ships + or –  50% (by type)�
�
4�
# of named and unnamed ships + or –  25% (by type)�
�
5�
# of named and unnamed ships (by type)�
�
6�
# of named and unnamed (by type and name, if any)�
�
All fractions may be either rounded up or down to the next whole number. Each STP point counts as a single ship. If no “type” or “name” is required, a false name can be stated.





Air-Naval DRMs (2D6)


+3�
If attacking aircraft is a nav-air unit and is attacking a “named ship”.�
�
+2�
If attacking aircraft is a land-based FB or B unit with no underscored combat rating and is attacking a “named ship”.�
�
+2�
If target naval unit is “in port”.�
�
+1�
If attacking aircraft is a land-based FB or B unit with an underscored combat rating and is attacking a “named ship”.�
�
+1�
German nav-air “blitz bonus”. First turn only.�
�
-1�
Italian air unit. Ends 1942�
�
-1�
Strategic bomber. All naval units except STPs.�
�
A net roll of 12 is always a hit on any BB with an armor rating of 13 or higher.


“named ship” = CV, CVL, BB, CA or Aux. Cruiser.





Air Bombing: Installations�
�
TARGET�
VALUE�
�
Airfield/base�
= air capacity�
�
Coastal Fort�
1 + air cap.�
�
Fort�
2 + air cap.�
�
Perm. Fort�
4 + air cap.�
�
Port�
= air capacity�
�
Mulberry�
2 + air cap.�
�
Radar�
4 + air cap.�
�
Rocket Site�
1 + air cap.�
�
For all Targets, (except fortifications),  +2 value for forts.





Air Supply Drop Accuracy (1D6)�
�
Roll�
Result�
�
1-3�
In ATP’s hex�
�
4-6�
Adjacent Hex (of enemy’s choice)�
�
+1 if drop hex is coastal, forest, mountain or swamp.





Paradrop Table (1D6)�
�
Roll�
Result�
�
< 2�
Eliminated�
�
3-4�
Depleted�
�
5-6�
Undamaged�
�
Modifiers�
�
+1 Blitz Bonus�
�
+1 Gliders (German, UK, US only)�
�
+2 Friendly Air Superiority �
�
-1 Drop in woods, swamp, or mountain�
�
-2 Enemy Air Superiority�
�
-1 Any inclement weather in hex�
�
-1 If no friendly unit adjacent *�
�
*Land units aboard STPs conducting Amph in same hex as drop qualify, as do Paras dropped previously.�
�
A player may declare drop as using gliders, though ATP is eliminated after drop.





Bombing Table (2D6)


Bomber Strength Points�
�
Roll�
2-5�
6�
7-11�
12-16�
17-24�
25-39�
40-59�
60-89�
90-119�
120+�
�
2�
-�
-�
-�
-�
-�
-�
-�
-�
-�
-�
�
3�
*�
*�
*�
*�
*�
*�
*�
*�
*�
*�
�
4�
-�
-�
-�
-�
1�
2�
2�
3�
4�
5�
�
5�
-�
-�
-�
1�
2�
2�
4�
4�
6�
8�
�
6�
*�
*�
1*�
2*�
3*�
5*�
7*�
8*�
10*�
10*�
�
7�
-�
1�
2�
4�
5�
7�
8�
10�
12�
14�
�
8�
1�
1�
2�
5�
6�
7�
8�
11�
12�
14�
�
9�
2�
2�
3�
5�
6*�
8*�
9*�
11*�
13*�
15*�
�
10�
2�
3�
4�
6�
7�
8�
9�
12�
13�
15�
�
11�
3�
4�
5�
7�
8�
9�
10�
13�
14�
16�
�
12�
4�
5�
6�
8�
9�
10�
11�
14�
15�
17�
�
13+�
5*�
6*�
7*�
9*�
10*�
11*�
12*�
16*�
17*�
18*�
�
+1 for each US bomber-B17, B24 (US choice before die roll). * = 1 Bomber step loss for AA fire. 


Night Strategic Bombing of Enemy Non-Home Targets (occupied territory) and Night Strategic Bombing of the Soviet Union suffer -1 DRM.


Strategic Bombing Modifiers�
�
½ strength�
Non-home nation, enemy occupied or Minor nation (conquest or partner) and/or redundant bombing*, and/or inclement weather. Cumulative�
�
1 Column left�
Resource hex only.�
�
1 Column right�
City/resource hex and/or National capital, ie., 2 shifts for Berlin, London…�
�
2 Columns right�
Ploesti or Caucasus oil fields. AA hits are doubled.�
�
2-5 Column only�
Night Bombing. No shifts. No US bombers.�
�
* does not apply to Ploesti or Caucasus. �
�












