Sink the Bismarck - Extended Rules

1) Aircraft

a) Air Detection/Shadowing revised

Contrary to rule 10.8, recon air units may also attempt detection during Phase 8 (English) or Phase 9 (German), and may also attempt shadowing in case of a successful detection.

b) Air Attacks against British Convoys

German Bomber air units may attack detected British convoys [rule 9.10]. By doing so they may roll on the Damage Point Table as usual. 

Any hits scored are substracted from the convoy's value. 

If all value points of a convoy are destroyed by air attacks, the convoy is eliminated.

Dummies cannot be attacked, as they are already removed from play following any successful detection by German recon planes.

c) Revised Air Combat:

No Ship's Defensive Modifiers are used [thus any air attacks become increasingly dangerous]!

On any "5x" result resulting from an air attack, no ship will explode, but the target will receive a "rudder hit" (see below).

[Optional]: Any land based attack air units receive positive modifiers for decreasing strike distance between their base and their target.
+1 for a distance of 3 hexes, 
+2 for a distance of 2 hexes, 
+3 for a distance of 1 hex.
[The purpose of this rule is to reflect the increasing danger of closing towards enemy bases. Otherwise the British or German naval units may cruise quite close to any enemy bases without a major risk of suffering substancial damage, which would be historically incorrect].

2) Ships

a) Rudder hit:

Any ship suffering a rudder hit must remain in its current hex, regardless of its speed (running circles).

Each turn a repair attempt may be made. On a roll of "9" or "10" the rudder is sucessfully repaired and the ship may continue its operation (Beware: No positive German modifier).

b) British CV Fuel Consumption: 

Any British CV uses 1 fuel factor per attack flown with its aircraft (aside any normal fuel consumption). 
[This reflects the fact that these aircraft also perform a variety of additional tasks, such as recon, ASW patrol or CAP].

c) German Tankers [optional]:

The German player may elect to plot secretly for any of his 3 tankers instead of simply noting their position [rule 17.13].

By doing so, any German tanker must be revealed when a British task force enters a tanker's hex, or ends its movement in a hex containing a tanker.

Any sunk German tanker is worth 10 VP for the British player.

Any German attempt to refuel from a tanker may only happen during daytime hours!

No German attempt to refuel may be made during poor weather.

3) Surface Combat

a) Surface Combat (Clarification of rule 12.12):

The first three rounds of combat are always fought on range A, followed by three rounds on range B, followed by combat on range C.

At night any surface combat starts at range B instead, followed by combat at range C after three combat rounds.

[Optional]: Faster ships may attempt to increase the fighting distance after every three rounds of combat by performing a successful disengaging check.

By doing so, any disengaging from combat may only happen at combat range A.

b) Disengaging from any Surface Combat:

Any disengaging attempts are still successful on a modified roll (see rule 12.22) of a "9" or "10".

Disengaging is dependent on the relative difference between both sides' evasion ratings. For speed checks always only refer to the slowest ship of a task force.

Check for both sides' maximum speed on the operational map. The side attempting to disengage receives a positive modifier equalling the number of speed increments being faster than the other side, or a negative modifier equalling the number of speed increments being slower than the other side. 
[E.g. BB Bismarck (speed 3) will receive a +1 modifier attempting to disengage from any battle with BB Nelson (speed 2)].

Always recalculate the operational speed according to any damage received during combat.

c) Disengaging from any Convoy Combat:

Contrary to rule 9.10 British escorting task forces may elect to disengage from a convoy battle, 

By doing so the VPs scored for the convoy by the German player are doubled (as a result of the prestige loss for the Royal Navy)!

4) Victory Points

Any German ships entering a German port (Trondheim, Bergen, Brest; St. Nazaire or Bordeaux), but not El Ferrol, are worth 5 VP each for the German player (as if exiting the map on its southern edge).

Any damaged German ships at the end of a scenario (even when already being in a German port) are worth 1 VP per damage point per ship for the English player.

Any damaged English ships at the end of a scenario (even when already being in an English port) are worth ½ VP per damage point per ship for the German player.

5) Additional German Ships

Once in a game the German player may attempt to roll for any additional German ships (Scharnhorst and/or Gneisenau in Brest or Adm. Scheer in Germany/Norway.

The German player must secretly write down the turn in which he will roll for this attempt 3 turns in advance. The English player may check this after the end of the game. If he manages to prove any German cheating, the German player is considered to have lost the game (shame on you!).

The die roll is announced, but is made secretly. There's no need to inform the English player about the result. 

Die Roll:
1:
Admiral Scheer (starting in Bergen or Trondheim)
2-5:
nothing
6,7:
Scharnhorst (Brest)
8,9:
Gneisenau (Brest)
10:
Scharnhorst & Gneisenau (Brest)

In case of a die roll of 1, 6, 7, 8, 9 or 10 the German player receives 1 additional Dummy counter.

No more attempts may be made for the remainder of the game.

The attempt may be made during any Ship and Convoy Availability Phase.

6) Additional British Ships

During every turn's Ship and Convoy Availability Phase the British player may roll 1d10 to check for BB Nelson & CA London.

On a roll of "10" both ships become available at Clyde [3716].

