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WELCOME TO ENGILAND!

Bomber Group Commander: “.you
got here just in time; there is a Bomber
Squadron in need of a Commander so we
don’t have much time for formalities.
You’'re taking over a good outfit with
some veteran crews and a capable staff
but it is up to you to get those Bombers
and Crews in the air and those bombs
dropped with precision and accuracy
on the target. The enemy is no slouch,
they’ve been fighting this war for years
now and really know their stuffso don’t
take them lightly. The only way to win
this war is with air power, and I mean
strategic heavy bombing to destroy
the enemy’s capacity to wage war. The
better job you do in the air the easier
Job those boys on the ground will have
when it’s time to hit the beach, and the
faster we get this job done the faster we
all go home. Well that’s enough for nowy;
Yyou have a mission in the morning, see
You on the flight line...”

[1.0] INTRODUCTION

A Wing and a Prayer: Bombing the Re-
ich is an easy, fast playing solitaire
game placing YOU in Command of a
squadron of B-17 Flying Fortress bomb-
ers stationed in England during World
WarII, starting fromlate 1942 through
the end of the war. Your goal is to man-
age your Aircraft and Crews in order
to complete a Campaign consisting of
a series of Daylight Bombing Missions,
scoring as many Victory Points (VPs)
as possible to assist the Allied war ef-
fort.

Campaigns can be as short as 5 Mis-
sions or as long as {5 Missions. The
game has been designed mainly for sol-
itaire play, however we provide rules

(

for a two-player game as well. Optional
Advanced rules are provided near the
end of the rulebook, you may use any at
your discretion.

1.1 Community & Support

Lock ‘n Load Publishing values noth-
ing more than its customers and giving
them the best support and resources
for our games.

1.1.1. Game Questions

If you have any game questions, or if
you are just looking for other gamers
with whom to chat, about rules, strat-
egies you can find quick replies on our
LnLP forums:

http:// forums.Inlpublishing.com
1.1.8. Customer Support

If any parts of this game are damaged,
order needs, or any other support
needs, please use our Support Ticket
system. You can open a support ticket
at the link below:

http://support.Inlpublishing.com
1.1.3. Resources

We want our customers to know they
are supported before and after you
purchase one of our products. The You
may also find additional game resourc-
es such as scenarios, counters, special
rules and other community design
ideas in our resource section:

http://forums.lnlpublishing.com/re-
sources

1.1.4. Permission to Print

Many Print Shops will not print not
print PDF files without a release form.
The section below is to help in having



the print shop meet it’s requirements
for needing a release to be able to print
this PDF file. The License is granted be-
low is to make prints for personal use
only. It is illegal and prohibited to use
for any commercial use.

Lock ‘n Load Publishing, LLC. (“Copy-
right Owner”), gives full permission to
(“Customer”) to print the PDF docu-
ment and it’s images. Customer has the
right to adjust and print these pages as
desired.

1.2 HOW TO WIN THE GAME

You control Bombers, Crews and Escort
Fighters of the US Army Air Force (US-
AAF). The enemy opponent, controlled
by various game rules, represents Ger-
man Interceptor Fighters and Flak de-
fenses.

The object of the game is to complete
a number of Missions directed by the
Campaign you selected, and accumu-
late enough Victory Points to achieve
the highest level of Campaign success
possible. Refer to the Mission Victory
Points and Campaign Victory Points
tables on the SQUADRON BRIEFING
CARD as well as the CAMPAIGN SUC-
CESS TABLE to get a general sense of
the effort it will take to achieve that
goal.

1.3 HOW TO READ THESE
RULES

This is a procedural game, and as such
it is simple to learn. Each game, you ba-
sically go through pre-arranged proce-
dures that simulate every part of an air
raid over the Nazi occupied Europe. As
you play, you will be directed to consult
corresponding tables and charts. All
the procedures are carefully explained

LN ]

in this rulebook with references to ta-
bles you need to consult.

You don’t have to memorize anything,
just read the rules to have a gener-
al idea about how the game is played.
Then play your first game with just
the Player Aid and Table Sheets. Have
this rulebook at hand in case you occa-
sionally need to consult details. When
you feel confident, add a few Advanced
Rules (11.0) to give the game a lot more
historical feel.

Notes are Red, Examples are in green,
Hints are in Blue, Important Proce-
dures are in grey frames, and names of
Tables, Cards and Map sections are in
CAPITAL LETTERS.

[2.0] COMPONENTS

This section will cover the components
included in this game and a brief over-
view of their use and function.

2.1 DICE

The game uses standard six-sided dice.
1D6 means one die is rolled. D6 means
two die are rolled and added together.
Sometimes a modifier may be required
to add or subtract from the die roll re-
sult. You are welcome to use as many
of your own dice as needed for conve-
nience.

2.2 GAME TABLES AND
PLAYER AIDS

Although these rules thoroughly ex-
plain majority of the dice rolls and
dice roll modifiers, you don’t have to
memorize them. The various game Ta-
bles that come with the game hold all
the information necessary to conduct
the rolls and modifications without any
need of referring the rule book.

-
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The game also comes with Player Aids
that sum up the game flow.

Most Tables follow a standard proce-
dure in which you roll the dice required
and reference the roll result with the
number of items being affected to deter-
mine the outcome. Usually the die roll
result is in the center of the chart with
the items and outcomes around the
edge rows and columns. Some charts
have the die roll result along the edge
with the outcomes in the center.

2.3 THE MISSION MAP

The MISSION MAP represents the 8th
Air Force’s area of operations and is
used to conduct your Squadron’s Mis-
sions. The Map is composed of color-cod-
ed square boxes that represent areas
you fly over. The boxes are connected
by black lines that mark all the possible
flight paths you can use on your way to
the Target box and back.

 The 8th Air Force Base box and two
adjacent Green boxes represent En-
gland.

e Blue boxes represent areas over wa-
el

» White boxes represent locations
with minimal air defense systems.

e Brown boxes are Target locations
defended by robust air defense sys-
tems (Flak Sites).

e Green boxes with the four-aircraft
icon are Escort Rendezvous Sites.

Various tracks and other areas on the
Map will be explained in detail in their
own rules section.

The Map contains a number of boxes
and a variety of icons
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2.4 FORMATION CARD

The FORMATION CARD represents the
standard defensive Formation eventu-
ally adopted by the Eighth Air Force. It
is used to hold your Squadron’s Bomb-
ers and their Crews, Escort Fighters
and Aces protecting them, as well as
Enemy Interceptors and Aces. Your
Bomber Formation is organized into
Elements (Lead, High, Low and Tail),
based on the number of Bombers in
the Formation. Each Element has a
Lead Bomber (in the middle). The Lead
Bomber of the Lead Element is called
The Formation Lead Bomber (see Rule
4.1.6.3).

Submarine Pens
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2.5 SQUADRON BRIEFING
CARD

Use the SQUADRON BRIEFING CARD to
keep track of:

e Available and unavailable Bombers
and Crews.

* Mission VP’s as they are gained or
lost during the Mission. Total your
Mission VPs after each Mission and,
based on the results, compute the
Campaign VPs gained or lost.

Between Missions, Bombers and their
Crews are either Ready or Not Ready.
Ready Bombers and Crews are held
in the READY section, while Damaged
Bombers and their Crews are placed in
the NOT READY section.

A WING AND A PRAYER v2.1

SQUADRON BRIEFING CARD @&

MISSION Vlc’l‘()ll\' POINTS

Achievment Mission VPs

0 5

~
-1

2.6 MISSION CARDS

Note: If you received two sets of Bre-
men cards you may choose to ignore
one set or play with both.

Mission Cards represent Targets that
your Squadron will be tasked to attack
during the Campaign. Most Targets
have two Mission Cards - a Blue Undam-
aged card and a Red Damaged card.
Major Target Cards (see Rule 9.4.1)
cannot be completely destroyed and
thus they have only a Blue Undamaged
card.

Mission cards have the following infor-
mation and ratings:

e Name: The name of the Target box
location on the Mission Map. The as-
sociated Map Icon provides the Tar-
get type (only informative).
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* Year: The year in which the Target
becomes available for attack (1942,
1943 or 1944).

* Flak Attack Value: Represents the
intensity of Flak (Anti-Aircraft Fire)
defending the Target.

» Difficulty Rating: Represents how
difficult the Target is to hit.

 Destruction Rating: Represents
how difficult the Target is to destroy.

* Victory Points: The amount of Vic-
tory Points you earn for inflicting
Heavy / Light Damage to the Target
during The Bombing Run.

¢ Bombers Required: The minimal
number of Bombers your superi-
or Headquarters requires for this
Mission. If you have that number of
READY Bombers, you have to assign
them. If you have less, assign all you
have.

» Escort Fighters: The number of Es-
cort Fighters that will be escorting
your Formation.

2.7 GAME COUNTERS

2.7.1. Aircraft Counters

Aircraft counters have two sides, the
front is the Undamaged side, the back
is the Damaged side (represented by
an Aircraft image with fire and smoke
trail). There are two major types of Air-
craft counters - Bombers and Fighters.

Bomber counters represent the Bomb-
ers from your Squadron.

Fighter counters represent the vari-
ous fighter aircraft that appear in the
game.

a. Bscort Fighters: represent the US-
AAF fighters that are tasked with
protecting your Bomber Formation.

b. Interceptors: represent the Ger-
man fighters that are sent to disrupt
or destroy your Bomber Formation..

2.7.1.1. Aircraft Counter Ratings

Aircraft counters contain the following
ratings. Each rating is identified by a
specific color and location on the count-
er:

* Air Combat (yellow): The Air-
craft’s ability to inflict damage on
Enemy Aircraft.

e Performance (white): The Air-
craft’s overall speed and maneuver-
ability.

e Bombing (red): The Bomber’s
bomb load.

e Structure (green): The Aircraft’s
durability and capacity to withstand
damage.

Air Combat

Bombing

—

Performance Structure
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2.7.2. Crew Counters

Crew counters are assigned to each
Bomber before a Mission. Each Crew
has a color-coded Experience level,
ranking from Green (Green) to Veteran
(Gray) to Crack (Gold, the top possible
experience). Throughout the Campaign
a Crew’s Experience can be upgraded.

Veteran and Crack Crews are named
(for example “Memphis Belle” or “Hell’s
Angels”). Green crews are generic and
unnamed; they are simply a “Green
Crew”.

2.7.2.1. Crew Ratings

Crew counters have 3 ratings (or skills)
that are typically used as modifiers to
their Bombers’ ratings.

* Air Combat: the Crew’s aerial gun-
nery skills and proficiency.

e Performance: the Crew’s leader-
ship, training and overall proficien-

cy.

* Bombing: the Bombardier’s skill,
training and proficiency (used by
the Formation Lead Bomber only).

Air Combat Performance Bombing

2.7.3. Mission Counter

This counter is used on the MISSION /
TURN TRACK to indicate the current
Mission/Turn number during the Cam-

paign.

2.7.4. Mission VP Tracking
Counters

These counters are used to keep track
of the Mission Victory Points as they
are gained during a Mission. If the Mis-
sion Victory Points become negative,
flip the Mission VP counters over to the
backside with negative values.

Example: If you earned 15 VP during
the current Mission, you would place
the +10 counter in box 1 and the +1
counter in box 5. If you earned -5 VP
during the current Mission, you would
place the -10 counter in box O and the
-1 counter in box 5.

2.7.5. Campaign VP Tracking
Counters

These counters are used to keep track
of Campaign Victory Points. If the Cam-
paign Victory Points become negative
flip the Campaign VP counters over to
the backside with negative values.

Note: There are two sets of these count-
ers. One set with the Eighth Air Force
Emblem for use in this game, and an-
other set with the Fifteenth Air Force
Emblem for use in a later expansion.

12



2.7.6. Formation Counter

The Formation counter is used to indi-
cate your Bomber Squadron’s Forma-
tion and its position on the MISSION
MAP. It is double-sided, because the
Bomber Formation is always either
Tight or Loose.

GOMISSTONX]

GOMISSTON{X]

2.7.7. Range Tracking Counters

These counters (P-38, P-47 and P-51)
are used on the FIGHTER ESCORT
RANGE TRACKS of the MISSION MAP
to keep track of the Escort Fighters’
current range (see Rule 4.2.5). The
“max” box marks their Maximum Safe
Range, after which they have to return
home:

* Range 5 for P-47.
* Range 8 for P-38.
* Range 12 for P-51.

Note: Maximum Safe Range (or Radi-
us) is the maximum distance a Fighter
can travel to keep enough fuel for the
way back home. The Advanced Rule
11.9 makes the Safe Ranges yet more
historically accurate, as they were
changing with various drop tank vol-
umes used.

2.7.8. Cloud Cover Counter

This counterisused on the FORMATION
CARD to reflect the weather situation
over the Target ( Light Cloud Cover or
Heavy Cloud Cover). If the Target cloud
cover is Clear do not use the Cloud Cov-
er counter (see Rule 4.1.4).

HEAVY CLOUDS

[LIGHT{CLOUDS]

2.7.9. Lady Luck Counters

Lady Luck counters are drawn ran-
domly as a result of a Formation Event
Check(see Rule 4.2.8). There are 7
Lady Luck counters, each providing
some sort of a beneficial effect for the
U.S. Player. Lady Luck counters can be
used at any applicable time during a
Mission (see Rule 5.1, 5.2).

Ignore any
crew
reduction
rating

13
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2.7.10. Fighter Ace Counters

Both sides in the game
have several Fighter Ace
counters that are random-
ly generated by the ACE
TABLE when required (see
Rule 5.3).

2.7.11. Flak Level Counters

Flak Level counters are
used only in the Two-Play-
_fer Game by the German
Player when they make a
Flak Attack (see Rule 12.5,
12.6).

2.8 MISSION LOG

HEAVY FLAK

Use the Mission Log to write down the
most important data after each Mis-
sion. By doing so, you are also “saving”
the game state between each two Mis-
sions, and so if are taking a break and
need to put the game back into the box,
you can easily start again just where
you have stopped. Just pack the READY
/ NOT READY Bombers and Crews and
Lady Luck counters you own in a sepa-
rate bags.

If you use the Mission Log, you also
don’t have to use the Mission counter
as the MISSION TURN TRACK is basi-
cally worked into the Mission Log.

2.9 CREW LOG

The Crew Log can be used to record
status of your named Crews after each
Mission.

[3.0] CAMPAIGN SETUP

3.1 SETUP THE MISSION
MAP

3.1.1. Formation Counter

Place the Formation counter, the Tight
side up, in the 8th Air Force Base box
on the MISSION MAP.

3.1.2. Select a Campaign

Select a Campaign type and determine
the Mission Cards that will compose the
Mission Deck, as well as the starting
point (on the MISSION TURN TRACK) .

There are four Campaigns to choose
from:
* 1942 Short Campaign:
Start in box 1. Complete 5 Missions.
Start with 1942 Mission Cards.
* Late-War Entry Campaign:

Start in box 11. Complete 15 Mis-
sions. Start with 1942 & 1943 Mis-
sion Cards.

e 1944 Short Campaign:
Start in box 14. Complete 12 Mis-
sions. Start with all Mission Cards.

e Full Campaign:

Start in box 1. Attempt to complete
25 Missions. Start with 1942 Mis-
sion Cards.

3.1.3. Build the Mission Deck

After selecting the Campaign and the
required Mission Cards, build the Mis-
sion Deck. Set aside all Red Damaged
Mission Cards, shuffle the Blue Undam-
aged Mission Cards, and place them
face down on the MISSION DECK box of
the MISSION MAP.

3.1.4. Mission Tracking

Place the Mission counter in the ap-
propriate starting box on the MISSION
TURN TRACK, according to the Cam-
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paign you have selected. The counter
will indicate both a year you are in and
the Turn you are in.

3.1.5. Range Tracking Counters

Place all Range Tracking counters
(P-38, P-47 and P-51) in the ESCORT
COUNTERS box of the MISSION MAP.

3.2 SETUP THE SQUADRON
BRIEFING CARD

3.2.1. Victory Point (VP) Tracking
Counters

Place both Mission VP counters (“1”
and “10”) in the “O” box on the MIS-
SION VP TRACK. Place both Campaign
VP counters (“1” and “10”) in the “O”
box of the CAMPAIGN VP TRACK.

3.2.2. Draw your Initial Squadron
Bombers

Draw the 12 B-17F counters from the
available game counters, and place
them in a pile in the READY Section of
the SQUADRON BRIEFING CARD. This
is your Initial Squadron.

Note: While Bomber counters of a par-
ticular type are all the same and gener-
e, it is the Crew that gives each Bomb-
er its soul. The Crew gives the Bomber
its name (Veterans and Cracks) and
enhances its stats, making it unique.
Later on, you can check the Advanced
Rule 11.8, which directs you to keep a
Bomber with its Crew together over the
course of the game. The only difference
is that when one is damaged the other
one can’t be used to fly a Mission.

3.2.3. Draw your Initial Crews

Draw randomly one Crack Crew count-
er, two Veteran Crew counters and
nine Green Crew counters. Place these

counters in a pile next to the READY
Bomber counters.

Note: It is recommended to separate
the Green Crew counters from the Vet-
eran/Crack Crew counters for easier
handling.

3.3 SELECT ADVANCED
RULES

If you've had a few games under your
belt, you can select a few Advanced
Rules (11.0) to play with.

[4.0] CAMPAIGN TURN
SEQUENCE

Each Campaign consists of a set num-
ber of Missions (or Turns). You will
complete exactly one Mission on each
game Turn, and so the terms “Mission”
and “Turn” are interchangeable.

Follow the procedures below until you
have completed the required number of
Missions in your Campaign. Each Mis-
sion consists of 3 consecutive Phases.
Each Phase is conducted in various
steps.

The following is a brief summary of the
Phases (each Phase is explained in de-
tail later in its own section):

* Planning and Intelligence Phase
(see Rule 4.1): Determine Mission
and weather over the Target, assign
Bombers and Crews, and assemble
your Escort unit (if any).

« Execute Mission Phase (see Rule
4.2): Fly your Squadron to the Tar-
get box, conduct the Bombing Run
and fly back to your Base in England.
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* Debriefing and Maintenance
Phase (see Rule 4.3): Adjust the
Campaign VPs according to the
gained Mission VPs, take care of
the returned Bombers and Crews,
check War Progress if called upon,
and check for the Victory or Defeat
if things become extreme.

4.1 PLANNING AND
INTELLIGENCE PHASE

4.1.1. Advance Mission Counter

Note: Skip this step on the first Turn.
— Air Operations Officer

Advance the Mission counter to the
next higher numbered box to indicate
your Squadron’s current Mission num-
ber (Turn), and Year.

4.1.2. Mission Deck Check

On Turn “17” (the Mission counter has
just advanced to the box “17”), remove
all 1942 Mission Cards from the Mis-
sion Deck. This action is noted by the
Star icon in the “17” box.

Each time the Mission counter cross-
es over to the new Year’s box, add and
shuffle the new Year’s Blue Undamaged
Mission Cards in to the Mission Deck.

There aren’t any 1945 Mission cards.
On Turn “22” (the start of 1945), re-
move all Targets that are not located in
Germany or Holland from the Mission
Deck.

4.1.3. Target for Today

—Air Intelligence Officer

Draw the top Mission Card to determine
the Target for today’s Mission, and
place it face up on the ACTIVE MISSION
box of the MISSION MAP. The Mission

Card will state the name, Difficulty and
Destruction Rating of the Target, as
well as the strength of its Flak defense.
The Card also determines the minimum
number of Bombers required and Es-
cort Fighters available for the Mission,
as well as the number of Mission VP’s
earned for damaging it lightly or heav-

ily.
4.1.4. Target Cloud Cover

—Squadron Weather Officer

To determine the weather over the Tar-
get refer to TARGET CLOUD COVER TA-
BLE. Roll 2D6:

e 2-4 =Clear.
* 5-9 =Light Clouds.
* 10-12 = Heavy Clouds.

If the Target Cloud Cover is Light
Clouds or Heavy Clouds, place the Cloud
Cover counter in the Cloud Cover box
on the FORMATION CARD (the corre-
sponding side up).

Note: Due to a Formation Event (see
Rules 4.2.8, 5.1) the Cloud Cover can
yet change. If it becomes worse than
Heavy Clouds, the mission will be re-
called.

4.1.5. Wait for better Weather

—Air Operations Officer

The player may decide to wait for bet-
ter weather. Waiting is simulated by
re-rolling the Target Cloud Cover. (see
Rule 4.1.4). You either keep the result
of the first re-roll, or re-roll for the sec-
ond time, in which case you must keep
the result of the second re-roll. Each re-
roll will result in the loss of - 4 Mission
VPs. Adjust the Mission VP counter ac-
cordingly
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Note: This way you may start the Mis-
sion with a negative number of Mission
VPs instead of O.

4.1.6. Assign Bombers and Crews

—Air Operations Officer

4.1.6.1. Select the Bombers

Select the required number of Bombers
from the READY Section of the SQUAD-
RON BRIEFING CARD. Place them on
the FORMATION CARD boxes in nu-
merical order, one by one, starting
from the “1” position in the Lead Ele-
ment. All positions in an Element must
be assigned before starting to assign
positions in the next Element.

4.1.6.2. Select the Crews

Assign one READY Crew counter to
each assigned Bomber (place it un-
der the Bomber counter or behind it).
If you are playing a short, 5 Mission
Campaign, the Green Crews should be
drawn randomly, otherwise you can se-
lected the ones you want. Crews cannot
change Bombers during a Mission.

4.1.6.3. Formation Lead Bomber

The Lead Bomber of the Lead Element
is the Formation Lead Bomber.

Note: The selection of the Lead Bomb-
er Crew is important because its Per-
formance plays a significant role in
the overall defense capability of your
Squadron. Select a Crew with a high
Performance Rating if possible.

4.1.7. Additional Bombers

— Tag Along

When assigning Bombers to the Forma-
tion (see Rule 4.1.6), you may assign
additional Bombers (and Crews) over

1

the required number stated on the Mis-
sion Card. If you decide to do so, you
have to “pay” -3 Mission VP for each ad-
ditional Bomber. Adjust the Mission VP
counter accordingly.

Important: There can never be more
than 12 Bombers assigned.

Note: This way you may start the Mis-
sion with a negative number of Mission
VPs instead of O.

4.1.8. Assemble the Escort unit

—Fighter Liaison Officer

The Mission Card indicates the num-
ber of Escort Fighters (called an Es-
cort unit) that will be protecting your
Squadron on this Mission.

To assemble an Escort unit:

1. Determine the type of Escort Fight-
ers that are available. Refer to the
top part of ESCORT AVAILABILI-
TY TABLE. Roll 1D6 and (using the
column based on the current Turn
number) select the corresponding

type.

2. To determine the number of Escort
Fighters, refer to the Mission Card.
Place that number of corresponding
Escort Fighter counters in the ES-
CORTS Section on the FORMATION
CARD.

3. Finally Roll 1D6 on the ACE TABLE
to determine the number of Ace pi-
lots (if any) that will arrive with the
Escort unit. Randomly draw that
number of USAAF Ace counters and
place them on chosen Escort Fight-
ers. There can be no more than one
Ace in one Fighter. They will stay
paired that way until they leave or
are Destroyed.
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4.1.9. Place Formation Counter

Place the Formation counter with
“Tight” side up on the 8th Air Force
Base box.

4.1.10. Mission Route Planning

—Squadron Commander

While not mandatory, it may be helpful
to plan a route to the Target box before
executing the Mission. You might want
to find the most direct route to the Tar-
get box while at the same time avoiding
as many Flak sites as possible. Also, you
may want to consider the range of your
Escorts when planning your route.

4.2 MISSION PHASE
—Squadron Commander

Move your Formation on the MISSION
MAP towards the designated Target
box, resolve any events or attacks in
each Map box entered. Once at the Tar-
get box, conduct The Bombing Run pro-
cedure. After the Bombing Run, move
your Formation back, using the same
Mission Phase steps, till you return to
the 8th Air Force Base box, and com-
plete the Mission.

4.2.1. Move Bomber Formation

Move the Formation counter to an adja-
cent box connected by a black line.

4.2.2. Formation Shifting

If the Lead Bomber in any Element has
been Destroyed or had to leave the For-
mation, fill its position with the Bomber
at the next higher number in the same
Element.

If an entire Element has been eliminat-
ed, the Bombers from the next Element
(= the Element with the next higher

numbers) will shift up to take the place
of the eliminated Element, and so forth.
So the Formation stays as compact as
possible, and each Element has a Lead
Bomber assigned.

Example: If the High FElement was
eliminated, the Bombers from the Low
Flement would move to the High Ele-
ment, and the Tail Element would move
to the Low Element. If the Lead Bomb-
er in position “4” is missing, move the
Bomber currently it position “5” to take
its place (or “67” if “56” is also missing).

4.2.3. Loose Formation Check

—Tighten it up!

Your Formation starts each Mission as
Tight, but later on it can become Loose
(see Rule 5.5 ), which will negatively af-
fect your defense and bombing efficien-

cy.

If the Formation is currently Loose
(Formation counter on the “Loose”
side) you may attempt to “Tighten it up”
by making a Loose Formation Check.

To conduct a Loose Formation Check:

Roll 1D6 and add the Performance
Rating of the Crew of the Formation’s
Lead Bomber (see Rule 4.1.6.3). On
a result of 6+ the Formation Tightens
up. Flip the Formation counter back to
“Tight”, and keep it like that till anoth-
er Event flips it back.

4.2.4. Damaged Aircraft Checks

For each Damaged Bomber and Escort
in the Formation, refer to the DAM-
AGED AIRCRAFT CHECK TABLE. Roll
1D6 and add the Crew’s or Ace’s (if
any) Performance Rating:
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e 1-3 = Aircraft Drops Out (see Rule
8.3)

* 4+= Aircraft Stays in Formation

4.2.5. Escort Range Check

Refer to the FIGHTER ESCORT RANGE
TRACKS. Advance the Range Track-
ing counter to the next higher number
along the track.

If the counter exceeds the Maximum
Safe Range (the “max” marked box)

* before the Formation reaches the
Target box: The Escorts must leave
the Formation (remove them from
play - see Rule 5.6). They wouldn'’t
have enough fuel to return home if
they stayed any longer.

* at the same time or after the For-
mation has reached the Target box:
The Escorts will stay with the For-
mation for the rest of the Mission.
They will share the return path with
the Formation.

In both cases, place the Range Tracking
counter back into the ESCORT COUNT-
ERS box. You don’t need to track the
range any more.

4.2.6. Escort Rendezvous Site
Check

If the Formation counter is in a ESCORT
RENDEZVOUS SITE box, you may check
to see if you rendezvous with another
Escort Fighter unit.

If the Formation is currently being Es-
corted you must choose to either keep
the current Escort unit or to pick up a
new one. Only one Escort unit is per-
mitted during a Mission at a time.

To pick up a new Escort unit:

1. Remove the old Escort and Ace
counters (if any) from the FORMA-
TION CARD. Place the old Range
Tracking counter in the ESCORT
COUNTERS box.

2. Refer to the bottom part of ESCORT
AVAILABILITY TABLE and deter-
mine the number of Fighters in the
new Escort Unit. Roll 1D6 and (us-
ing the column based on the current
Turn number) see the correspond-
ing number. If the result states “0”,
the rendezvous has failed. Skip the
rest and proceed to 4.2.7.

3. Determine the new Escorts’ type
and number of Aces, just like you
did in 4.1.8.

4. Count the shortest path from the
nearest England Green box (not
the 8th Air Force Base) to the Ren-
dezvous Site and place the Range
Tracking counter on the FIGHTER
ESCORT RANGE TRACKS box of the
same number (the Escorts spent
that fuel on the way to the Rendez-
vous Site). From this point on, you
will be tracking the new Escorts’
range the same way you tracked the
old one (see Rule 4.2.5).

Example: You have just picked up an
Escort Unit of four P-47s in the far away
Rendezvous Site below Stuttgart. Place
the P-47 Range Tracking counter on
box “57”. If your Formation has already
dropped their bombs, the P-47s will
stay with you till the rest of the Mis-
sion, because the shortest path to the
nearest Green England box is “56” (you
can place the Range Tracking counter
back into the ESCORT COUNTERS box
as you don’t need to track their range
any more).
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If your Formation is still on the way to
the Target box, the P-47s will leave you
on your next Mission Phase at the step
4.2.5.

Note: If you play with “Historically
Accurate Escort Units (11.9)”, keep in
mind that you cannot pick up an Escort
in a Rendezvous site before Turn “10”.

4.2.7. Flak Site Attack Check

If your Formation counter is
in a MISSION MAP box with a
Flak Site icon, Roll D6 and
refer to FLAK SITE ATTACK TABLE.

» 2-6 = Flak Attacks. Resolve it (see
Rule 6.0).

Important: If your Formation counter
is in a Target box, you do not roll for
the Flak Site Attack. You will have to
undergo the Approach and Egress Flak
Attacks during The Bombing Run (see
Rules 4.2.11, 9.2, 9.5) instead. You do
roll for the Formation Event as normal.

Important: All boxes with Flak Site
Icon that are not located in Germany
become inactive in 1945. On Turn “22-
25”7, treat all these boxes as if they were
blank.

4.2.8. Formation Event Check

Formation Events are mostly harm-
ful. They will bring enemy interceptors
upon your Formation, as well as weath-
er changes and system failures; your
Formation may also become Loose and
suffer from decreased defense efficien-
cy from then on. The farther you are
from your Base, the more likely you will
get ambushed by the enemy aircraft.

Note: There are two FORMATION
EVENTS TABLES. One for 1942-43, and
other one for 1944-45, when Germany
lost their air superiority, and thus their
interceptors will attack less frequently.

To conduct a Formation Event Check:

1. Select the FORMATION EVENTS TA-
BLE corresponding to the year you
are in.

2. Refer to the appropriate column
based on your current distance (the
smallest number of Map boxes from
your Formation to the 8th Air Force
Base box).

3. Roll 2D6. If the roll fits in range
where “Event Occurs”, an Event will
occur. Otherwise skip to 4.2.10.

4. Roll 2D6 again and read down the
column to determine which Event
occurs.

Example: It is 1943. The Formation is
over Paris, which is 5 boxes away from
the 8th Air Force Base box. A 2D6 roll
of “4” causes an Event (Event Occurs:
&-6), the second 2D6 roll result of “4”
determines the Event is “Lady Luck”.

Formation Events are covered in detail
in Rule 5.1.

4.2.9. Conduct Air Combat

If the Formation Event has brought any
Enemy Interceptors in play, conduct
the Air Combat (see Rule 7.0).
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4.2.10. Check if your Formation is
Tight, and Repeat the Previous Steps

If you lost any Bombers during 4.2.1 -
4.2.9, make sure your Formation stays
Tight (see Rule 5.5).

Starting with Movement to another
Map box, repeat the previous steps
(Rules 4.2.1 - 4.2.9) until your Forma-
tion enters the Target box.

4.2.11. Conduct the Bombing Run

If the Bomber Formation is over the
Target box, you must conduct The
Bombing Run (see Rule 9.0).

Important: You can conduct the Bomb-
ing run only once each Mission.

4.2.12. Mission Victory Points

Adjust the Mission VP counters to re-
flect the number of VP’s gained for
bombing the Target.

4.2.13. Return to the Base

Repeat the steps 4.2.1 - 4.2.9 to move
the Formation along a return path back
to the 8th Air Force Base box. If you are
in the Base box, you can land.

4.2.14. Land Aircraft and Upgrade
Crews

— “Pancake!”

4.2.14.1. Land Aircraft

When the Formation has made it back
to the 8th Air Force Base box, each
Bomber in the Formation rolls a 1D6
+ the Bomber’s Performance Rating +
Crew’s Performance Rating and con-
sults the LANDING TABLE to deter-
mine how well each Bomber lands.

4.2.14.2. Upgrade Crew Experience

For each surviving Crew that has re-
turned from the Mission, roll a 1D6:

* Ifyouarecheckinga Green Crew and
a “B” or “6” is rolled, the Green Crew
is upgraded. Replace the counter
with a randomly selected Veteran
Crew counter.

* If you are checking a Veteran Crew
and a “6” is rolled, the Veteran Crew
is upgraded. Flip it over to its Crack
Crew side.

e (Crack Crews cannot be upgraded
any higher.

Note: After completing a Campaign, it
is suggested to use “The Crew Log ” (see
Rule 11.3) for upgrading Crew Experi-
ence instead.

Move any Damaged Bombers and their
Crews tothe NOT READY Section on the
SQUADRON BRIEFING CARD, and the
undamaged Bombers and their Crews
to the READY Section. Keep the Bomb-
ers and Crews in separate piles (unless
you play with 11.8).

4.3 DEBRIEFING AND
MAINTENANCE PHASE

The Mission is complete. Clean up, ad-
just the Campaign VPs, take care of the
landed Bombers and Crews, check War
Progress if called upon. If this was the
last Mission in the Campaign, conclude
the Campaign.

4.3.1. Clean Up

If still on the table, shuffle the Active
Mission Card back into the Mission
Deck. Place the Range Tracking count-
er back on the ESCORT COUNTERS box
(if not there yet).
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Remove from play all Escort and Ace
counters (see Rule 5.6). Keep the Cloud
Cover counter at hand.

4.3.2. Campaign Victory Points

4.3.2.1. Determine Mission Victory
Points

Throughout the Mission, you should
keep track of the VPs gained or lost
by referring to the MISSION VICTORY
POINTS TABLE, and adjusting the Mis-
sion VP counters on the MISSION VP
TRACK. When the Mission is complete
the Mission VP’s are translated into
Campaign VPs, determining the Cam-
paign Progress.

4.3.2.2. Determine Campaign
Progress

Referring to the CAMPAIGN PROG-
RESS TABLE adjust the Campaign VP
counters on the CAMPAIGN VP TRACK
according to the amount of the Mission
VP’s earned this Turn.

4.3.2.3. Determine Campaign
Success

When you have completed the required
number of Missions for the Campaign,
compare your final Campaign VPs with
the CAMPAIGN SUCCESS TABLE, to de-
termine your level of success.

4.3.2.4. End Of Game Check

If the required number of Missions
have been completed, the game is over.
Check CAMPAIGN SUCCESS TABLE to
see what you achieved.

4.3.3. Damaged Bombers Repair
And Replacement

4.3.3.1. Damaged Bomber Repair

Consult the REPAIR / RECOVER TABLE.
For each Bomber in the NOT READY
Section of the SQUADRON BRIEFING
CARD Roll 1D6:

* 1-3 =No Effect.
* 4-6 =Repaired.

Move all Repaired Bombers to the
READY Section; they will be available
for the next Mission.

4.3.3.2. Bomber Replacement

Bombers that were Destroyed during
the Mission are removed from play (see
Rule 5.6).

Ifyour Squadronhaslessthan 12 Bomb-
ers (or less than 14 Bombers in 1945),
roll 1D6 per a lost Bomber on the B-17
or B-24 BOMBER REPLACEMENT TA-
BLE, and use the column based on the
current Turn/Year to determine what
type of a replacement Bomber. If you
are out of counters for of that particu-
lar type, replace it with the type that
is available in your out-of play counter
pool.

Important: You either play with B-17s
or B-24s. Use the corresponding table
throughout the whole Campaign.

If a new Bomber arrives, take it from
the out-of-play counter pool, and place
it in the READY Section of the SQUAD-
RON BRIEFING CARD. Also, randomly
draw a Green Crew counter for the new
Bomber.

4.3.4. Crew Recovery

Consult the REPAIR / RECOVER TA-
BLE. For each Crew in the NOT READY
Section on the SQUADRON BRIEFING
CARD, roll 1D6:
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¢ 1-2 =No Effect.
e 3-6 = Recovered.

Add all newly recovered Crews to the
pile of Ready Crews in the READY Sec-
tion; they will be available for the next
Mission.

4.3.5. War Progress Events Check

Refer to the MISSION TURN
@ TRACK. If the Mission counter is

on a box with the War Event icon,
roll 2D6 on the WAR PROGRESS
EVENTS TABLE and apply the results.

Here is an overview of all possible
War Event Results:

* ME-262s Arrive in 1943: For the
duration of 1943, use the 1945 row
onthe ENEMY INTERCEPTOR TYPE
TABLE. You may place a remind-
er counter on the MISSION TURN
TRACK. No Effect if rolled again or
later than in 1943.

e Allies Advance: +2 Campaign VPs.
e Stalemate: No Effect.
 Axis Advance: -1 Campaign VP.

¢ V-2 Rocket Attack on London: Ad-
vance Mission counter one box.

 Drop Tanks arrive in 1943: While
you are in 1943, add 3 to the Maxi-
mum Safe Range of your Escorts. No
Effect if rolled again, or after 1943.
You may place a counter on the MIS-
SION TURN TRACK as a reminder.

2.

[5.0] SELECTED GAME
CONCEPTS IN DETAIL

The following section details specif-
ic rules and concepts used during the
course of play.

5.1 FORMATION EVENTS

Formation Events occur during the
Formation event Check (see the Rule
4.2.8)

Here is an overview of all possible
Formation Event Results:

e Systems Trouble: One random
Bomber (see Rule 5.4) must Roll
1D6: a 1-3 results in “Systems Trou-
ble”; the Bomber is damaged. If
the Bomber is already damaged, it
Drops Out (see Rule 8.3).

e Lady Luck: Draw a Random Lady
Luck counter; if you already hold all
seven, ignore this Event. Lady Luck
counters are discarded when used,
but can be obtained again with an-
other occurrence of this Event.

* Weather Change:

If you are on the way to the target
box, Roll 1D6:

e 1-3 the weather gets one step bet-
ter (Heavy Clouds > Light Clouds >
Clear).

* 4-6 the weather gets one step worse
(Clear > Light Clouds > Heavy Clouds
> Unacceptable).

If the weather becomes Unacceptable,
the Mission is recalled, return to the
base.
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If you are in the Target box or on the
way back, the weather is not your con-
cern anymore; ignore it and Roll 1D6:

1-4 No Effect.
5-6 Lady Luck.

e Formation Check: Roll 1D6 + Per-
formance Rating of the Crew in the
Formation’s Lead Bomber:

1-5 = Loose Formation.
6+ = Tight Formation.

* Enemy Fighters: Roll 1D6 (+2 in
1942-44, +0 in 1945). The result is
the number of Enemy Fighters that
come into play and start Air Com-
bat. Proceed to 7.0 to initiate Air
Combat.

5.2 LADY LUCK COUNTERS

The seven Lady Luck count-
ers each provide some sort of
beneficial effect for the U.S.
Player. A Lady Luck counter
is drawn randomly as a result
of the Formation Event Check. Once
drawn, it remains in your possession
till used. It can be used at any applica-
ble time during a Mission, at which
point it is discarded but can be obtained
again with another Event occurrence
(unless you hold all seven already).

Note: We advise you refer to the de-
tailed descriptions below any time you
receive a Lady Luck counter. For obvi-
ous reasons the counters hold the infor-
mation in brief and incomplete form.

Here is a detailed overview of the
Lady Luck counters and their effects:

* Wing and a Prayer: Discard to ig-
nore any Damage result.

* Clear Skies Ahead: Discard to ig-
nore a Weather Change Event re-
sult. Weather over the Target im-
proves one step (Heavy Clouds >
Light Clouds > Clear). If Clear, it
stays Clear.

e Bench Mark: Discard to ignore a
Loose Formation Event result, or to
change one “Fate” result to a more
favourable number.

* Angel on my Side: Discard to ignore
a Crew Damage (see Rule 8.4).

* Right on the Chin: Discard to add
+2 Hits to any Bombing result.

* Smooth Landing: Discard to change
a Landing result to a more favour-
able number.

* Covering Arcs: Discard to add +1
to all Bombers’ Air Combat rolls for
one Round.

5.3 FIGHTER ACES

Both sides in the game have
several Ace counters that are
randomly generated by the
ACE TABLE when required.

Each Fighter Ace has a particular Air
Combat (yellow) and Performance
(white) Rating, which provide bonuses
to his Fighter (Escort or Interceptor)
ratings.

When an Ace comes into play, it is ran-
domly chosen from among the available
Ace counters and paired with a partic-
ipating aircraft counter (maximum of
one Ace in one Fighter). They will stay
paired until the Fighter is Destroyed or
leaves the play, in which case the Ace
is removed from play together with the
paired Fighter counter (see Rule 5.6).
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5.4 RANDOM BOMBER
SELECTION

When asked to randomly select a Bomb-
er from within the Formation, refer to
the RANDOM BOMBER SELECTION TA-
BLE. Roll 1D6 and cross reference the
result with the “Number of Elements”
column to determine the random
Bomber Element. Finally, assign values
from 1-6 evenly among the Bombers in
the Element and Roll 1D6 to determine
which Bomber is affected.

Example: There are 3 Elements in the
Formation. 1D6 = 2. The result points
to the Lead Element. Roll again. 1D6 =
1. The random Bomber is the one on the
left side of the Lead Element.

5.5 LOOSE FORMATIONS

Your Bomber Squadron al-

BIMISSTONGA'
- ways begins a Mission in
== Tight Formation. During the

Mission, either as a result of a

Formation Event, or if you
lose enough Bombers, it may become
Loose.

If your Formation is currently Tight,
you need to check whether you have
lost enough Bombers to become Loose
at the start of each step 4.1.8. Refer
to the LOOSE FORMATION TABLE to
determine how many Bombers your
Formation must lose to become Loose.
The “Base number” is initially the num-
ber of Bombers you started the Mis-
sion with. If you had lost some, became
Loose, but managed to tighten up, the
new number of Bombers in your For-
mation becomes the new Base number,
and so forth (note it down).

If your Formation becomes Loose,
turn the Formation counter over to its

“Loose” side. A Loose Formation will
stay Loose for the rest of the Mission
unless tightened up during the Loose
Formation Check (see Rule 4.2.3).

Example: Look at the LOOSE FORMA-
TION TABLE. You started the Mission
with a Tight Formation of 9 Bombers.
On a Turn, you lose one Bomber during
a Damaged Aircraft Check, and then
another two are destroyed by Enemy
Interceptors. You will check your Sit-
uation in 4.1.8 and became Loose (the
Base number was 9 and you have lost
3). You manage to tighten up and be-
come Tight. Your new Base number is
6, so now, if you lose a single Bomber,
Yyou will became Loose again.

5.5.1. Harmful Effects of a L.oose
Formation

All Bombers in a Loose Formation re-
ceive a -2 Air Combat Modifier when
conducting their Defensive Fire against
attacking Interceptors. Loose Forma-
tions also cause a -2 Row Shift to their
Bombing Attack (see Rule 9.3) during
The Bombing Run.

5.6 OUT-OF-PLAY COUNTER
POOL

Damaged Interceptors, Destroyed Air-
craft and Escorts that reached their
Maximum Safe Range (before Target
box) are removed from play. Green
Crews and all Aircraft are considered
generic, and once removed, they can
later return to the same Campaign (see
below).

Important: Named Crews that have
been Destroyed with their Aircraft are
lost and can never return to the Cam-
paign. Put them back into the game box.
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Counters that have been removed from
play, together with any unused count-
ers, create a pool of counters that are
out of play but can be called into play
at any time by various game mechanics
(Bomber Replacement, a new Escort
Unit, Enemy Attack, Green Crew up-
grade,...).

5.7 YEAR 1945

This game reflects the great changes
that had been in progress in the begin-
ning of 1945:

e On Turn “22”, remove all Targets
that are not located in Germany or
Holland from the Mission Deck.

e All Map boxes with Flak Site Icon
that are not located in Germany or
Holland become inactive in 1945. On
Turn “QR2-25”, treat all these boxes
as if they were blank.

e On Turn “22-25”, all Flak Site At-
tacks call for +2 row shift.

* The “Enemy Fighters” Event doesn’t
add any bonus to the rolled quantity
of Interceptors.

 The maximum number of Bombers
(ready or not) increase to 14 (see
Rule 4.3.3.2). You still cannot assign
more than 12 Bombers to a Mission.

Historical Note: After the successfill
amphibious invasion to Europe in June
6, 1944, the Allies started slowly push-
ing Nazis back to Germany. In the Fall
of 1944 their advancement accelerat-
ed, and it the start of 1945, they have
already liberated France and Belgium.
Because of the lack of Aircraft, Ger-
mans, who have withdrawn their forces
behind the Rhine, intensified way more
accessible Flak to protect their skies.

[6.0] FLAK ATTACK

There are three kinds of Flak attacks
you can run into while playing this
game:

Flak Site Attack (see Rule 4.2.7), Ap-
proach Flak(see Rule 9.2), and Egress
Flak (see Rule 9.5).

To resolve a Flak Attack:
1. Determine the Attack Factor:

If this is Flak Site Attack: Roll 1D6
and see the FLAK SITE ATTACK TA-
BLE:

* 1-3 =Light, Attack Factor = 8.

* 4-5 = Moderate, Attack Factor =
12.

* 6 =Heavy, Attack Factor = 15.

If this is Approach or Egress Flak,
the Attack Factor is not rolled, it is
written on the Mission Card .

If this is Egress Flak and you in-
flicted a Heavy Hit on the Target,
the Attack Factor = 8.

2. Determine the number of Attack
Dice:

Consult the ATTACK DICE TABLE
and cross-reference the Attack Fac-
tor with the number of Bombers in
the Formation (“Number of Targets”
column).

If this is Flak Site Attack, apply
row shift modifier +2 if you are in
1945.

If this is Approach or Egress Flak,
apply the following row shift modi-
fiers:

e -1 if Light Clouds (not if at Low
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Altitude).

e -2 if Heavy Clouds (not if at Low
Altitude).

e +3if at Low Altitude.

The result is a number of D6 you
must roll to Attack each Bomber in
the Formation.

Example: A Formation of 6 Bomb-
ers enters a Map box with a Flak
Icon. Your roll 2D6 to find out if the
Site attacks and the result is "37,
which means the Formation is at-
tacked. Then you roll 2D6 to deter-
mine the Flak Strength. The result
of “56” means the Flak attacks with
Moderate strength . The ATTACK
DICE TABLE shows that each Bomb-
er in the Formation will be attacked
with 3D6 (Attack Factor = 12, Num-
ber of Targets = 6).

Determine the number of Hits: A
Flak Site and Approach Flak inflict a
successful Hit for each result of “5”
or “6”. The Egress Flak inflicts a suc-
cessful Hit for each result of “6”.

Note: 1 (-1) means that Flak at-
tacks with 1D6, but the successful
hit numbers are cut by 1. A Flak Site
hits on “6” and “6”. So in this case it
will hit just on “6”. Egress Flak (see
Rule 9.5) hits just on “6”, so in this
case it won’t hit at all.

Note: We suggest you leave a die on
each hit Bomber showing the num-
ber of Hits it received.

Continuing Example: You rolled
3D6 to attack each bomber. “Hell’s
Angels” received a hit, and “Swamp
Fire” received two hits. You marked
them with dice, so you don’t forget.

é
~

4. Determine Damage: Resolve this

(]

step for each hit Bomber. For each
Hit it received Roll 1D6, total the
results and subtract the Bomber’s
Structure Rating from the total.
Cross-reference the result on the
FLAK DAMAGE TABLE to deter-
mine the type of Damage (if any) the
Bomber receives. The final result
depends on if the Bomber had been
already damaged when it received
the Hit. For detailed Damage Effect
explanation see Rule 8.2.

Continuing Example: “Hell’s An-
gels” received a hit. That means you
Roll 1D6 (resulting in 3) and sub-
tract the Bomber’s Structure Rating
(4). The total is -1 which means that
“Hell’s Angels” was not damaged at
all. “Swamp Fire” received two hits.
You Roll 2D6 (resulting in 8) and
subtract the Bomber’s Structure
Rating (4). The total is 4. Check out
the FLAK DAMAGE TABLE. It shows
a “Light Hit” under the “3-5” range.
This is not the final verdict yet. To
see if the Light Hit caused any Dam-
age, roll 1D6 again. The result of 4
means the Bomber is Damaged (see
Rule 8.2). Flip the Bomber counter
over the Damaged side. The Bomber
was not previously Damaged SO no
further steps are taken.
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Enroute to the Target, a Formation of
6 Bombers enters a Map Box with a Flak Icon.

b e el -; - | II_E
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e | (¥ St. Ome:
Attack Chance is rolled.

Flak Strength is rolled.
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Roll 3D6 against each Bomber in the Formation

3 dice rolled against the “Swamp Fire”.
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2 Hits mean 2 dice are rolled for Damage.
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Because the Bomber was hit, roll 1D6
to see if the Hit caused any bamage.
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[7.0] AIR COMBAT

Air Combat is conducted on the FOR-
MATION CARD. Air Combat usually
composes of a Dogfight (see Rule 7.1),
followed by combat between Bombers
and surviving Interceptors (see Rule
7.2).

7.0.1. Generate Interceptors

The number of attacking Interceptors
is generated by the Formation Event
that has initiated Air Combat.

To generate the attacking
Interceptors:

1. Determine the enemy Interceptor
type. Refer to the ENEMY INTER-
CEPTOR TYPE TABLE.

Roll 1D6 and (using the row based
on the current year) select the cor-
responding type.

2. Place the generated number of In-
terceptor counters in the INTER-
CEPTORS section of the FORMA-
TION CARD.

3. Finally Roll 1D6 on the ACE TABLE
to determine the number of German
Aces (if any) that will arrive with
the attacking unit. Randomly draw
that number of German Ace count-
ers and place them on chosen Inter-
ceptors. There can be no more than
one Ace in one Interceptor. They will
stay paired that way until they leave
or are Destroyed.

4. If there are any Escort Fighters in
the ESCORT Section, proceed to 7.1.
Otherwise proceed straight to 7.2.
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7.1 DOGFIGHT
—Tally!

Dogfight is a Fighter vs. Fighter part
of the Air Combat. Dogfight will be re-
solved in one or two Dogfight rounds

Note: After you have read this chapter,
you may want to see the extended ex-
ample 10.1.

7.1.1. Position Interceptors

Line up all the Interceptors in one row,
from left to right, across the top of the
INTERCEPTORS Section. Make sure
the Interceptors with Aces are placed
first (in any order).

7.1.2. Aggressive Escorts

Refer to the AGGRESSIVE ESCORTS
TABLE to determine how many Escort
Fighters will break off to meet the In-
terceptors. Move at least that many
Escorts from the ESCORT Section to the
INTERCEPTORS Section.

Escorts that did not break off must stay
in the ESCORT Section and cannot join
this Dogfight. They must wait till the
Interceptors make it through to the
Bombers, and then they can provide
Cover Support (see Rule 7.2.1) for the
defending Bombers.

Note: It is suggested to use any Escorts
with Aces in the Dogfight since Escort
Cover Support (see Rule 7.2.1) only
works as a -1 Air Combat Modifier to
the Enemy fire, and its Ratings are ig-
nored.

7.1.3. Resolve Dogfight

7.1.3.1. Engage Leaders

Each Escort Fighter in the INTERCEP-
TORS Section can attack one Intercep-

9

tor. Pair Escorts with their enemies,
so that the pairs face each other. These
pairs are called Engaged Leaders.

Important: You must Engage with all
German Aces first, if possible.

7.1.3.2. Assign Wingmen

If there are more Escorts than Inter-
ceptors, you may assign each extra Es-
cort as a Wingman to one of their own
Leaders.

If there are more Interceptors than
Escorts, you may assign each extra In-
terceptor as a Wingman to one of their
own Leaders.

Position the Wingman behind the cho-
sen Leader. There can be no more than
one Wingman to one Leader. A Wing-
man does not attack, it becomes a +1
Air Combat Modifier token to their
Leader’s attack (see AIR COMBAT
MODIFIERS TABLE).

If there is a greater than 2:1 odds for
one side over the other and thus there
are remaining Fighters even after the
Wingmen have been assigned, such re-
maining Fighters cannot participate in
this Dogfight round.

7.1.3.3. Determine Advantage and
Fire

For each pair of Engaged Leaders,
from left to right, determine the Advan-
tage and Fire.

Compare the Aircraft Performance
Ratings (+ Ace’s Performance Rating if
applicable) of the Leaders in each set.
The Fighter with the higher total is
considered the Attacker and fires first.
If the Defender is not Destroyed by the
attack, it fires right after the Attacker.

29

15



—c

Important: If an Aircraft is Damaged
in Air Combat, its counter is immediate-
ly flipped to the Damaged side. When it
returns fire (as a Defender), it will use
the Damaged side Ratings. Similarly, if
an Aircraft is Destroyed, it is removed
from play and will not return fire.

If none of the Engaged Aircraft has Ad-
vantage (they both have the same Per-
formance), resolve Air Combat simul-
taneously - let one side attack first and
the other side right after, and then ap-
ply the Damage effects simultaneously
to both Fighters.

To resolve each Fighter Attack:

1. Subtract the Defender’s Structure
Rating from the Attacker’s Air Com-
bat Rating.

2. Add +1 to the result if the Attacker
has a Wingman. The total number is
an Air Combat Modifier.

3. Roll 2D6, add the Air Combat Modi-
fier and consult the FIGHTER COM-
BAT TABLE to see what Damage the
Defender received.

See Rule 8.1 for detailed information on
the Damage results.

7.1.3.4. Conclude the Dogfight
Round

If all Engaged pairs have fired, the Dog-
fight round is over. Remove all Dam-
aged Interceptors from play, release
all Wingmen. If there are still some En-
gaged pairs left, they will stay Engaged
to the &nd Round.

If there aren’t any Interceptors in play,
the whole Air Combat is over, proceed
to 7.3.

» Ifthis was the 1st Dogfight Round,
decide for each unengaged Escort if
it is going to continue fighting or if it
is going to withdraw. Move the with-
drawn Escorts below the ESCORT
Section.

If there aren’t any Escorts in the
INTERCEPTORS Section after this
step, proceed to 7.2, otherwise start
the 2nd Dogfight round:

e position all unengaged Intercep-
tors (see Rule 7.1.1),

e then proceed to 7.1.3.1.

» Ifthiswasthe 2nd Dogfight Round,
move all Escorts that are in the IN-
TERCEPTORS Section below the ES-
CORT Section. Keep the undamaged
Interceptors in play and proceed to
T

Important: If an Escort Fighter partic-
ipated in the Dogfight, even if only for
one round, it cannot participate in the
Interceptors vs. Bombers Air Combat.

7.2 INTERCEPTORS VS.
BOMBERS AIR COMBAT

—Twelve O’clock High!

Interceptors in the INTERCEPTORS
Section will now attack the Bomber
Formation.

Interceptors vs. Bombers Air Combat
will be resolved in one or two rounds.

Note: After you have read this chapter,
you may want to see the extended ex-
ample 10.2.

7.28.1. Cover Support

Escorts that didn’t participate in the
Dogfight can provide Cover Support. If
there are any Escort Fighters remain-
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ing in the ESCORT Section, you may
assign any number of them to provide
Cover Support to the Bombers. Escorts
are assigned to Elements. They do not
attack, they provide -1 attack modifier
(cumulative) to each Interceptor in the
Element (see AIR COMBAT MODIFIERS
TABLE).

Hint: Cover Support is an efficient way
to deal with advanced types of Inter-
ceptors you don’t want to meet in Dog-
fight as well as to give a purpose to your
Damaged Escorts that are not very use-
ful in Dogfight.

7.2.2. Interceptors Engage with
Bombers

For each Interceptor, determine ran-
domly which Bomber it attacks (see
Rule 5.4 for details). Each Interceptor
will become Engaged with one Bomber.

Place each Interceptor adjacent to the
Bomber it is Engaged with. Multiple
Interceptors may be Engaged with the
same Bomber, the attacks are however
resolved individually.

7.2.3. Determine Advantage and
Fire

Resolve combat in each Element that
has pairs/groups of Engaged Aircraft.
Aircraft in each pair/group will fire in
order of their Performance. After all
attacks in one Element have been re-
solved, move to the next Element etc.

7.2.3.1. Bomber Fire

A Bomber’s Defensive Fire is resolved
separately against each Interceptor it
is Engaged with.

To resolve the Defensive Fire:

1. Subtract the Interceptor’s Structure
Rating from the attacking Bomber’s
Air Combat Rating.

2. Refer to the AIR COMBAT MODI-
FIERS TABLE (Bomber Defensive
Fire), and apply any applicable mod-
ifiers to the result to get an Air Com-
bat Modifier.

3. Roll 2D6, add the Air Combat Modi-
fier and consult the FIGHTER COM-
BAT TABLE to see what Damage did
you cause to the target Interceptor.

See Rule 8.1 for detailed information on
the Damage results.

7.2.3.2. Interceptor Fire

An Interceptor attacks the Bomber it is
Engaged with.

To resolve each attack:

1. Subtract the Bomber’s Structure
Rating from the attacking Intercep-
tor’s Air Combat Rating.

2. Refer to the AIR COMBAT MODIFI-
ERS TABLE (Fighter Fire), and ap-
ply any applicable modifiers to the
result to get an Air Combat Modifier.

3. Roll 2D6, add the Air Combat Modi-
fier and consult the BOMBER COM-
BAT TABLE to see what Damage did
you cause to the target Bomber.

See Rule 8.2 for detailed information on
the Damage results.

Example: Two Interceptors with Per-
formance 4 are engaged with a Bomb-
er that has Performance 3. First, one
of the Interceptors fires at the Bomber.:
Apply the Damage results.
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Then (if the Bomber hasn’t been De-
stroyed), the second Interceptor fires
at the Bomber. Apply the Damage re-
sults. Then (if the Bomber hasn’t been
Destroyed), the Bomber fires separate-
ly at each of the two Interceptors (in
any order).

7.8.4. Conclude the Air Combat
Round

Remove from play all Destroyed Air-
craft and any Damaged Interceptors.
Move all undamaged Interceptors back
to the INTERCEPTORS Section. You
can leave one undamaged Cover Sup-
port Escort in each Element for the 2nd
Round. Move the rest of them below
the ESCORT Section. They are done
fighting in this Air Combat.

If there aren’t any remaining Intercep-
tors, or if this was its nd Round, the
Air Combat is over, proceed to 7.3. Oth-
erwise conduct the 2nd Round of at-
tacks (repeat the above steps starting
from Rule 7.2.1).

7.3 CONCLUDE AIR COMBAT

All Escorts (on and below the FOR-
MATION CARD) are returned to the
ESCORT Section. All Interceptors are
removed from play. Proceed to Rule
4.2.10 of the Mission Phase.

[8.0] COMBAT RESULTS IN
DETAIL

8.1 AIR COMBAT RESULTS,
FIGHTER DAMAGE

Detailed explanation of the FIGHTER
COMBAT TABLE results:

* Destroyed: Immediately remove
the Fighter (and its Ace, if any) from
the game (see Rule 5.6). Adjust the
Mission VPs accordingly.

» Damaged: Flip the Fighter to its
Damaged side. If it was already
Damaged, it is now Destroyed (see
above).

e Miss: No Effect.

Note: Dealing Damage to a Fighter is
simple. Dealing Damage to a Bomber is
a more complex procedure.

8.2 AIR COMBAT AND FLAK
RESULTS, BOMBER DAMAGE

Detailed explanation of the BOMBER
COMBAT TABLE results:

* Fatal Hit / Destroyed: The Bomber
is Destroyed. Immediately remove
it and its Crew from the game (see
Rule 5.6). If the Crew was named,
it cannot be used again during this
Campaign. Adjust the Mission VPs
accordingly.

 Heavy Hit: The Bomber was badly
hit. If it was already Damaged, it is
now Destroyed (see above). Oth-
erwise carry out a Crew Damage
Check (see Rule 8.4) and Roll 1D6:

e 1-3: Damaged. Flip the Aircraft
to its Damaged side.
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* 4-6: Damaged. The Bomber Drops
Out of the Formation (see Rule
8.3).

* Light Hit: The Bomber was hit. Roll
1D6:

If it was Undamaged:
* 1-3: No effect, just a scratch.

e 4-6: Damaged. Flip the Aircraft
to its Damaged side.

If it was already Damaged:
e 1-3: No additional Effect.

e 4-6: The Bomber Drops Out of the
Formation (see Rule 8.3).

¢ Miss: No effect.

8.3 AIRCRAFT DROPS OUT

A Bomber that Drops Out of the For-
mation is considered to be on the way
back to the 8th Air Force Base. Roll
on the LOST BOMBER FATE TABLE to
determine what happens on its return
flight. Count the number of MISSION
MAP boxes the Bomber would have to
fly through to reach the nearest Green
England box to determine the distance.
Roll 1D6 + its Performance Rating +
its Crew’s Performance Rating, and
cross-reference the result with the dis-
tance to determine the Bomber’s fate.

¢ Bomber Returns to Base: Place the
Bomber and its Crew in the READY
Section of the SQUADRON BRIEF-
ING CARD. If Damaged, place the
Bomber and its Crew in the NOT
READY Section. The Crew is eligible
for Experience upgrade (see Rule
4.2.14.2).

« Bomber Fails to Return: The Bomb-
er has been Destroyed together with
its Crew.

A Fighter that Drops Out due to the
Damaged Aircraft Check (see Rule
4.2.4) will leave the Formation and it is
removed from play.

8.4 CREW DAMAGE

If a Bomber receives a Heavy Hit as a
result of Air Combat or Flak Attack (but
it is not Destroyed), check to see if the
experience of its Crew was reduced due
to casualties.

Roll 1D6: 1-8 = There were causalities
and the experience level of the Crew
was reduced one step.

* A Crack Crew is reduced to Veteran,
flip it to its Veteran side.

e A Veteran Crew is removed from
play and replaced by a randomly
selected Green Crew (from out-of-
play counter pool, see Rule 5.6). The
removed Veteran Crew can be later
used again when a Green Crew gets
upgraded.

¢ Green Crews are never reduced.

[9.0] THE BOMBING RUN

If the Formation is in the Target box
(Rule 4.2.11 of the Mission Phase), fol-
low the steps below.

9.1 BOMBING AT LOW
ALTITUDE

—Air Operations Officer

You may raise your chances of a suc-
cessful Bombing Run (especially if the
Cloud Cover is unfavourable) by decid-
ing that the bombing will be conducted
at Low Altitude. Decide now.
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Hint: The low Altitude bombing comes
with harder Approach and Egress Flak
(see below).

9.2 CONDUCT APPROACH
FLAK ATTACK

—Initial Point (IP)
Resolve the Flak Attack (see Rule 6.0).

9.3 CONDUCT BOMBING
ATTACK

—Bombs Away!
To Bomb the Target:

1. Total the Bomb Attack Ratings of all
Bombers remaining in the Forma-
tion. This is your Attack Factor.

Note: The Crews do not add their
Bombing skill to their Bombers.
Only the Formation Lead Bomber’s
Crew adds their skill to the positive
row shift (see below). A Formation
would drop their loads only on the
Lead Bombardier’s command.

2. Consult the ATTACK DICE TABLE
and cross-reference the Attack Fac-
tor with the column “1” (there is
only one Target), to determine the
number of Attacks the Target re-
ceives.

3. Apply all applicable row shift mod-
ifiers:

e +/- for the Bombing Rating of
Crew in the Formation Lead
Bomber

Note: If the Formation Lead Bomb-
er is currently missing, there is no
Sshift.

e -2 for Loose Formation.

* - Target Difficulty Rating.
* +2if at Low Altitude.

4. Roll 1D6 for each Attack. Consult
the TARGET CLOUD COVER TABLE
for “Hit Requirement”. Each die
within the range counts as a Hit.

* Clear: Hits on a 3-6.
* Light Clouds: Hits on a 4-6.
* Heavy Clouds: Hits on a 6.

5. Consult the TARGET DAMAGE TA-
BLE. Find the Target’s Destruction
Rating. Read down that column to
the range of the Hits you scored.
Read across right to determine the
result.

Example: If you are bombing a Tar-
get with a Destruction Rating of 6
and you score 4 Hits, you caused
Light Damage. You would have need-
ed to score 6+ Hits to cause Heavy
Damage.

9.4 BOMB DAMAGE
ASSESSMENT

—Right in the Pickle Barrel

If the Target is an Undamaged (Blue)
Mission Card:

 If it receives Heavy Damage, re-
move both Undamaged (Blue) Mis-
sion Card and Damaged (Red) Mis-
sion Card of the same name from
play, and place them on the COM-
PLETED MISSIONS box of the MIS-
SION MAP. For causing Heavy Dam-
age to the Target, you receive the
higher VP Value listed (to the left of
the slash) on the Undamaged (Blue)
Mission Card.
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o Ifit receives Light Damage, remove
the Undamaged (Blue) Mission Card
from play and replace it with the
Damaged (Red) Mission Card of the
same name, then shuffle the Mission
Deck. For causing Light Damage to
the Target, you receive the lower
(red) VP Value listed (to the right of
the slash) on the Undamaged (Blue)
Mission Card.

e If it receives an Ineffective result,
shuffle it back into the Mission Deck.
No VP’s are earned.

If the Target is an already Damaged
(Red) Mission Card:

o If it receives Heavy Damage, re-
move the Target’s Damaged (Red)
Mission Card from play, and place
it on the COMPLETED MISSIONS
box of the MISSION MAP. You earn
the VP Value listed on the Damaged
(Red) Mission Card.

o If it receives Light Damage, shuf-
fle it back into the Mission Deck. No
VP’s are earned in this case.

e If it receives an Ineffective result,
shuffle it back into the Mission Deck.
No VP’s are earned.

9.4.1. Major Targets

Major Targets are large areas that can
be scored more than once. These Tar-
gets have only one Mission Card - an
Undamaged (Blue) Mission Card.

Important: Major Targets are always
shuffled back into the Mission Deck, so
they can be scored repeatedly.

Note: Magjor Targets by the year they
become available for attacks are: 1942:
Antwerp / 1943: Paris, Wilhelmshav-
en / 1944: Berlin, Hamburg, Stuttgart,
Vegesack.

9.4.2. 1944 Mission Cards
(including 1944 Major Targets)

You are expected to cause a bit more
than Light Damage with your 1944 ar-
senal. The 1944 Mission Cards have no
VP Value for Light Damage (red num-
ber) on their Undamaged (Blue) Mis-
sion Card. To receive VP’s for a 1944
Undamaged (Blue) mission Card, you
must cause Heavy Damage. Light Dam-
age has no effect. When you cause a
Heavy Damage to:

e An Undamaged (Blue) 1944 Mis-
sion Card, score VPs, remove it from
play and replace it with its Damaged
(Red) counterpart (unless it is a
Major Target, in which case shuffle
it back into the Mission Deck).

e A Damaged (Red) 1944 Mission
Card, score VPs and shuffle it back
into the Mission Deck, so it can be
scored again.

9.5 CONDUCT EGRESS FLAK
ATTACK

—Rally Point (RP)

Resolve the Flak Attack (see Rule 6.0).
Keep on mind that Egress Flak hits only
o) il S Rt

[10.0] EXTENDED AIR

COMBAT EXAMPLES

10.1 DOGFIGHT EXAMPLE
1. Start of the 1st Round situation

The Formation Event “Enemy Fight-
ers” generated 5 attacking ME-109 In-
terceptors, one of them with an Ace.
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Your Formation of 6 Bombers is protect-
ed by 6 Escort P-47 fighters. You rolled
“2” on the AGGRESSIVE ESCORTS TA-
BLE, which means at least one P-47
must break off and attack. You decide
to send two of them to the Interceptor
section to meet the Interceptors.

2. Engage and Fire

The opposing Aircraft will pair up. Es-
cort F will Engage with Interceptor A
(the Interceptors with Aces must be
Engaged first) and Escort G will Engage
with Interceptor B. Interceptors C and
D will take the Wingmen posts. Since
there is just too many Interceptors and
too few Escorts, Interceptor E will have
to stay out of combat this Round (see
Rule 7.1.8.2). The Aircraft took their
positions. Now, they will fire pair by
pair, in order of their Performance Rat-
ings.

Interceptor A has an Ace, and thus its
Performance is 4. It will now fire at Es-
cort F that has Performance only 3. A’s
Combat Rating is 5 (4 + 1 for the Ace),
and F’s Structure is 3. The difference is
2. Since the Interceptor has a Wingman
(C), add +1, and so the final Air Combat
Modifier is 3. You roll D6 and get 7 +
Air Combat Modifier of 3 = 10. Check
the FIGHTER COMBAT TABLE and you
see that the Defending Escort (F) was
Damaged. Flip F’s counter to the Dam-
aged side.

Now it is ¥’s turn to fire back. Damaged
F’s Combat Rating is 4 (2 + 2 for the
Ace), no Wingman, and A’s Structure
is 8. 28D6 of 6 + Air Combat Modifier of
2 = 8. The Interceptor A becomes Dam-
aged. Flip A’s counter to the Damaged
side.

The second pair of Engaged Leaders
will fire next. They both have Perfor-
mance 3, and so they will fire at each
other at the same time. You start with
the Interceptor B. 2D6 = 11. 11+2 (4+1-
3) = 13. The Escort G is Destroyed and
will be removed from play. Adjust your
Mission VP’s by -1. However, because
their equal Performance, the Escort
can fire at the Interceptor yet before it
explodes. 2D6=5.5+2 (4-2) = 7. It sad-
ly misses the Interceptor by a hair. Re-
move the Destroyed Escort from play
(to out-of-play counter pool).

3. End of the 1st Round

All Aircraft will now disengage. The
damaged Interceptor A is removed
from play together with its Ace (to out-
of-play counter pool). You decide to
withdraw the Damaged Escort F from
the Dogfight, and so you move it (to-
gether with its Ace) under the Escort
section. It has to wait there, until the
whole Air Combat is over. Since there
are no Escorts to stop them anymore,
the 4 surviving Interceptors will line
up in the Interceptor section to attack
the Bombers.

Note: If you decided to leave the lone-
ly Escort F in the Dogfight, there would
be the Znd Round of it - one pair, one
Wingman, and two Interceptors out of
combat.

Note: Ifthe Escort G weren’t Destroyed,
it would hawve to stay Engaged with the
Interceptor B. In that case, there would
be a good reason not to withdraw the
Damaged Escort F, because it could
work as G’s Wingman in the 2nd Round,
without risk of being Destroyed.
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f 10.2 INTERCEPTORS VS.
BOMBERS EXAMPLE

Your 6 Bombers are formed in Lead
and High Element. The four surviving
Interceptors from the example 10.1 are
about to attack the Formation.

1. Engage and Fire

First of all, move any number of unused
Escorts (from the Escort section) to the
Elements where you want Cover Sup-
port. They will cumulatively provide a
-1 modifier to the Interceptors’ Attacks.
You don’t know yet which Element will
be attacked, and so you have to position
them blindly. You decide to move two
Escorts to protect the Lead Element,
one Escort to the High Element, and
you leave one Escort unused for a pos-
sible 2nd Round. There is a maximum
of 3 Cover Support Escorts in one Ele-
ment.

The 4 surviving Interceptors, in this
Example marked A-D, will randomly
Engage with one Bomber each (use ei-
ther the RANDOM BOMBER SELEC-
TION TABLE or any kind of a working
method you like). Interceptors A and
B will engage with the leftmost Bomber
in the High Element, C will engage the
Leader of the High Element, and D will
boldly engage the Formation Leader.

Let’s focus on the High Element first.
Let’s start with the first group of En-
gaged Aircraft - Interceptors A and B
are attacking the leftmost B-17 with a
Green Crew in it. Since the B-17’s Per-
formance Rating is 1 (2-1 for the Green
Crew), the Interceptors will Fire first.
A and B have the same Performance, so
let’s start with the Interceptor A.

A’s Combat Rating is 4, and B-17’s
Structure is 4. The difference is O. Now

check the AIR COMBAT MODIFIERS
TABLE (Fighter Fire), and you see you
also have to add -1 for the one Escort
that provides Cover Support, and +1 for
the Interceptor B attacking the same
Bomber.

And so the final Air Combat Modifier is
0. Now, you roll 2D6 and get 8 (+0) = 8.
Check the BOMBER COMBAT TABLE
and you see that the B-17 received a
Light Hit. Roll 1D6 to see how bad it is.
The result of 4 means the B-17 has been
Damaged. Flip its counter to the Dam-
aged side.

Now, the Interceptor B fires. B’s Com-
bat Rating is 4, and the Damaged B-17’s
Structure is 3. The difference is 1. Add
-1 for the one Escort that provides Cov-
er Support, and +1 for the Interceptor A
attacking the same Bomber. And so the
final Air Combat Modifier is 1. Now, you
roll 2D6 and get 7 (+1) = 8. The BOMB-
ER COMBAT TABLE tells you the B-17
received a Light Hit again. Roll 1D6 to
see how bad it is this time. You roll 5,
and because it is Damaged already (“If
previously Damaged”), the B-17 Drops
Out yet before it can return the fire.
Consult the LOST BOMBER FATE TA-
BLE. Your Formation is 4 boxes away
from the Base, and this time you roll
6 (+0-1). The result is 5, and it reads
“Bomber Returns to Base”. Place the
Bomber and Crew in the NOT READY
Section of the SQUADRON BRIEFING
CARD. No Mission VPs were lost.

Note: If the B-17 didn’t leave the For-
mation, it would successively fire at
each Interceptor it was engaged with.

Interceptor C is engaged with the Lead
Bomber in the same Element. Both
Aircraft have the same Performance
(B-17s Crew is adding +1 to it), and so
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they will fire at the same time (which
means the Damage will be applied only
after they both have fired). Let’s start
with the Interceptor C.

C’s Combat Rating is 4, and the B-17’s
Structure is 4. The difference is 0. Add
-1 for the one Escort that provides Cov-
er Support. Now, you roll D6 and get 4
(-1) = 3. The BOMBER COMBAT TABLE
tells you the shot has missed.

Now it is the B-17’s turn to fire back at
the attacker. The Bomber’s Combat Rat-
ing is 3, and the C’s Structure is also 3.
The difference is 0. Add +1 for the one
undamaged, unengaged Bomber in the
same Element. Now, you roll 2D6 and
get 8 (+1) = 9. The Interceptor is Dam-
aged. Flip it over.

This is it for the High Element. Anoth-
er Element we need to resolve is the
Lead Element, which has one engaged
group. Let’s just say the Lead Bomber
fired first, and managed to Destroy the
Interceptor D.

2. End of the 1st Round

All Aircraft will now disengage. The
damaged Interceptor C is removed from
play. The surviving Interceptors A and
B are moved back to the Interceptor
section. You can leave one Cover Sup-
port Escort in each Element, the rest
are withdrawn and moved below the
Escort section, where the used Fight-
ers are kept. Since there are still two
ready Interceptors (A and B) in the
Interceptor section, there will be the
2nd Round. The Interceptors will again
Engage random Bombers, and you have
one last Escort to provide Cover Sup-
port and two already in play.
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[11.0] ADVANCED RULES

After you have played a few games, and
you are confident with the game flow,
you may want to add some of the fol-
lowing rules to add more chrome and
historical accuracy to the game.

11.1 OPTIONAL B-24
SQUADRON

—Flying Boxcars

A Wing and a Prayer includes

two sets of B-24 Liberator

Bomber counters. You are
& free to command a squadron

of B-24’s instead of B-17’s. Al-
though the B-17 and B-24 had similar
Bomb Payloads and machine-gun fire-
power, the B-24 had a slightly better
Performance Rating but it was not as
durable as the B-17. Use the same Cam-
paign Setup and Turn Sequence, substi-
tuting B-24G’s for B-17F’s.

11.2 OPTIONAL STARTING
CREWS (replaces 3.2.3)

—Meet your New Squadron

Don’t use Crack Crews to start with. Use
3 (or optionally less) Veteran Crews.

11.3 THE CREW LOG
(modifies 4.2.14.2)

When you play with this rule, always
use the Crew Log to manage your crews
from Mission to Mission.

You do not roll for Veterans to become
Cracks. A Veteran Crew becomes a
Crack Crew automatically after they
have participated in 5 Missions .
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* A Veteran: note it in the Crew Log
and restart counting from the next
Mission it participates in.

As soon as a Crew is reduced to

* A random Green Crew: the reduced
Veteran Crew Log history is erased.
They can re-appear later on, when a
Green Crew gets upgraded.

A Crack Crew will be “sent on leave” af-
ter participating in 5 Missions, and will
be replaced with a Green crew (from
out-of-play counter pool).

A Crack crew can return after 10 Mis-
sion break, anytime as a crew of a re-
placement Bomber.

11.4 SECONDARY TARGETS
(modification of 4.2.1, disables
4.1.5)

Right after you have entered the Tar-
get box, and if there are Heavy Clouds
over the Target box, you can decide to
select a Secondary Target instead. This
decision is final and cannot be later
changed.

If you decide not to bomb the main
Target:

* Select two different boxes with a
target icon that are located one or
two boxes away from the main Tar-
get box. Their Mission Cards must
be available in the current Mission
Deck.

* Roll for the Cloud Cover in each
of them (see Rule 4.1.4). If both of
them suffer from Heavy Clouds, the
Mission has been recalled, return to
the Base.



* Otherwise, if the Cloud Cover comes
out better than Heavy Clouds in at
least one of those boxes, select it as
a Secondary Target (decide which
one, if both satisfy).

Finish the Mission Phase (conduct
the Flak Site Attack Check) and
continue to the selected Secondary
Target box. The Formation Event
can change the Cloud Cover over the
new Target.

* Execute the Bombing Run there just
like if it was the main Target and re-
turn to the Base.

* You will only receive a half of the
printed Mission VPs (rounded up)
for damaging it.

» The Escorts must not exceed their
Maximum Safe Range on the way
to the Secondary Target box to stay
with the Formation on the way back
to the Base (see rule 4.2.5). Oth-
erwise they have to leave as soon
as they exceed the Maximum Safe
Range.

Important: If the Mission is recalled
due to bad weather (see Rule 5.1), the
Secondary Target cannot be selected.

11.5 CREW'’S FATE (extension
of 8.3)

—Hit the Silk

If a Bomber Drops Out and the LOST
BOMBER FATE TABLE result is “Bomb-
er Fails to Return”, refer to the LOST
CREW FATE TABLE. Roll a 1D6 to de-
termine the Crew’s fate.

Die Roll modifiers:

e +2 if the Bomber was downed in a
Blue box (Return Factor =1).

* +3 if the Bomber was downed in a
Green England box (Return Factor
S0,

e -1 if the Bomber was downed any-
where else (Return Factor = 7).

e +] if Veteran Crew.
e +2 if Cracks.

On a modified die roll result of “6+” the
Crew has survived and will be rescued,
or will sooner or later return from the
hostile main land. Otherwise the Crew
has been lost in action.

If the Crew has survived:

1. Roll 1D6. On 1-3: There were cau-
salities among them. A Crack Crew
will be reduced to Veteran, flip it to
its Veteran side. A Veteran Crew will
be replaced by a randomly selected
Green Crew (from out-of-play count-
er pool). A Green Crews will stay in-
tact.

2. Roll 1D6, add the Return Factor
to the result, and place the Crew
counter that number of spaces fur-
ther along on the MISSION TURN
TRACK. When the Mission count-
er advances to that space place the
Crew counter in the READY Section
of the SQUADRON BRIEFING Card.

11.6 MIXED ESCORTS
(modification of 4.1.8)

At the start of every Turn, refer to the
MIXED ESCORTS TABLE to see what
fighter types are available, and in what
quantities. Put the corresponding Es-
corts counters in a bowl. Instead of
determining the type in the ESCORT
AVAILABILITY TABLE, just get the
number of arriving Escorts, and ran-
domly pick that number from the bowl.
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You have to track the range of each par-
ticipating type separately.

Example: On Turn “10”, put seven
P-47s and two P-38s in a bowl.

11.7 MARKSMANSHIP
(addition to 7.2)

—We got one!

As soon as a Bomber Destroys an Ene-
my Interceptor, roll to determine if its
Crew’s Experience gets upgraded (just
like in 4.2.14.2).

Important: Do not use this rule togeth-
er with “The Crew Log” (11.3).

11.8 NOSE ART (addition to
4.1.6 and 4.2.14)

—We’ve named our Queen after a river-
boat! (Memphis Belle)

Each named Crew will be tied with their
Bomber. If that Bomber is not-ready,
the Crew is grounded, and cannot fly
Missions. Keep the counters together
at all times.

11.9 HISTORICALLY
ACCURATE ESCORT UNITS
(replaces 4.1.8)

—We had no trouble until the P-47s left,
then all hell broke loose!

The game Escort rules were intentional-
ly simplified to save on a number of dice
rolls and tables you already have to put
your head around. The term “range” is
also a bit abstracted in the base game,
to keep the rules simple. What follows
is an advanced module you may want
to give a go after you feel confident with
the base game flow.

Historical Note: From the first Mis-
sion on 17 August 1942 till 4 May 1943
(when the new P-47s escorted their
first mission to Antwerp), the Escort
Job was provided by RAF Spitfires (and
very rarely also P-38s), however none
of the available fighters could provide
a full length escort deep into German
territory, because of their insufficient
range. The alarming situation was be-
ing legitimized by a prevailing, and
terribly outdated doctrine that implied
the bombers should be able to defend
themselves. The doctrine would change
after a couple of disastrous missions in
1943, however it took yet some time
before a drop tank technology was put
into practice, so that the fighters could
protect the bombers all along.

Hint: It won’t be easy to get past 1942
and 1943 with a decent score.

These rules will replace the corre-
sponding standard Escort rules:

1. Any time you need to determine the
number of Escort Fighters that will
protect you, refer to the bottom part
of ESCORT AVAILABILITY TABLE.
Roll 1D6 and (using the column
based on the current Turn num-
ber) see the corresponding number.
If the result states “O”, you won't
be escorted on this Mission. Ignore
the number of Escorts stated on the
Mission Card.

2. Any time you have are assembling
or picking up an Escort, deter-
mine their current Maximum Safe
Range. Refer to the ACCURATE
MAXIMUM SAFE RANGES TABLE.
Mark the determined Maximum
Safe Range on the FIGHTER ES-
CORT RANGE TRACKS by a remind-
er counter.
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Note: Due to the introduction of various
types of drop tanks, the range would
progressively increase with time.

3. Picking up a new Escort unit in a
Rendezvous box is disabled before
Turn “10”.

4. The escorting job was being done
by RAF Spitfires before May 1943.
Since the Spitfire counters are not
available in the base game, we use
P-38s . They were also available and
sometimes used even before 1943.

11.10 HISTORICAL MISSIONS
(addition to 4.1.3)

In the beginning of each of the Turns
listed below, you can decide to fly a
historical Mission instead of a random
one, and follow these general rules:

* Pick the matching Mission Card (if
still in the deck) instead of a random
Target for Today (4.1.4).

* The added Special rules replace the
standard rules.

e The Cloud Cover and the number of
assigned Bombers is set by the Spe-
cial Rues and any game mechanic
that would later change it will be ig-
nored.

 After the Mission, return the Mis-
sion card to the deck where it be-
longs, even if Destroyed.

Hint: Historical Missions mostly as-
sure Clear weather over the Target,
which means you can score some easy
bombing points, but a Iot of them are
weakly escorted or unescorted.

Turn 1: Locomotive workshop in
Rouen(8/17/19423)

“On August 17, 1942, the 97th Bomb
Group began the opening attack of the
US. Army Air Forces’ (USAAF) strate-
gic bombing campaign against Germa-
ny. The mission was a strike by 12 Boe-
ing B-17 Flying Fortresses against the
railroad marshaling yards at Rouen,
40 miles into France from the English
Channel.”

Special rules: 12 Bombers. Clear. 4
P-38s.

The lead Bomber has +2 Performance
Rating.

Historical Note: While the number of
Bombers assigned to a Mission in this
game often represents just a fragment
of the whole group of aircraft sent to
bomb the target, this mission really
was just 12 B-17s.

Turn 8: Foke-Wolf factory in
Bremen(4/17/1943)

“l115 B-17’s were dispatched on the
Fighth Air Force’s largest mission to
that date. Bombs destroyed at least half
of the Focke-Wulf factory buildings.”

Special rules: 9 Bombers. Light Clouds.
No Escorts.

Turn 10: Hamburg industrial
complex (7/35/1943)

“The industries in Hamburg were a ma-

Jor factor in German war production
and included aircraft plants, a variety
of machinery plants, and shipyards.
The latter produced more than a third of
all the U-boats built in Germany during
the war. It also contained oil plants and
refineries which were vital in creating
lubricants.”

A4



There had been issues with the German
detection system. This meant that Ger-
man interceptors did not have the usual
time to get airborne and take up a tacti-
cal position to be able to effectively en-
gage the approaching enemy bombers.
The issues with the German detection
systems can be attributed to the use of
WINDOW defensive tactics.

“The sirens had sounded at 1440 but it
proved to be a false alarm.

Suddenly, however, the drone of bomb-
er engines could be heard to the south
of the river. There had been no air-
raid warning and the defenses had
not received the usual 30-minute and
15-minute alert signals, nor indeed any
advance warning that enemy aircraft
were approaching.”

Special rules: 9 Bombers. Clear. No Es-
corts.

Interceptor Attack Events are ignored
on the way to the Target (including the
Target box).

Turn 13: The “Black Thursday”.
Ball bearing factory in Schweinfurt
(10/14/1943)

“The first Schweinfurt raid took place
on August 17, 1943 and the second,
known as Second Schweinfurt, took
place on October 14, 1943, a day that
became known as ‘Black Thursday’. On
the way to the target, the group was
attacked by about 300 interceptors,
many of them firing rockets. Out of
the 219 bombers that left for Schwein-
furt and Regensburg, 60 were lost due
to the Luftwaffe. After the disastrous
Schweinfurt raids, the commander of
the Eighth Air Force Ira Faker immedi-
ately ordered that all unescorted day-
light bombing raids deep into German

air space be suspended. The Americans
would wait until long-range fishter es-
corts were available and good weather
made the raids viable.”

Special rules: 12 Bombers.
Clouds. Escorted by 6 P-47s.

Light

Low Altitude Bombing. When you are
in the Target box, instead of a random
Formation Event, conduct an Enemy
Attack with 4 FW-190s and 4 BF-109s.

No Escorts can be picked up in Rendez-
vous sites.

Turn 15: The “Big Week” starts by
bombing Leipzig (2/20/1944)

“Big Week or Operation Argument was
a sequence of raids by the United States
Army Air Forces and RAF Bomber Com-
mand from 20 to 25 February 1944, as
part of the European strategic bombing
campaign against Nazi Germany. The
planners intended to attack the Ger-
man aircraft industry to lure the Luft-
walffe into a decisive battle where the
Luftwaffe could be damaged so badly
that the Allies would achieve air supe-
riority which would ensure success of
the invasion of continental Europe.”

Special rules: 12 Bombers. Clear. Es-
corted by 8 P-47s.

When you are in the Target box, instead
of a random Formation Event, conduct
an Enemy Attack with 4 FW-190s and
4 BF-109s8. The FW-190s should survive
the Dogfight, make them Wingmen if
possible.

Historical Note: It was a Luftwalffe tac-
tic that they would send the Bf-109s
first to engage the Escorts, and then the
heavier armed FW-190s would follow
and attack the unprotected Bombers.
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Turn 17: Berlin (6/21/1944)

“ Of 207 B-17s, 103 hit Berlin, 80 hit
Basdorf and 5 hit targets of opportuni-
ty; 9 B-17s are lost; escort is provided
by 108 P-38s, 81 P-47s and 91 P-51s; 1
P-38, 1 P-47 and 1 P-51 are lost (all pi-
lot MIA) and 1 P-51 is damaged beyond
repair.”

Special rules: 6 Bombers. Clear. Es-
corted by 3 P-38s, & P-47s and 3 P-51s.

You have to track the range of each par-
ticipating Escort type separately.

Turn 22: Dresden (2/14/1945)

“461 B-17s are dispatched to hit the
marshalling yard at Dresden (311);
targets of opportunity are Prague (62),
Brux (25) and Pilsen (12) in Czechoslo-
vakia and other (85); 5 B-17s are 1lost,
3 damaged beyond repair and 54 dam-
aged; 4 airmen are KIA, 15 WIA and 49
MTA. Escorting are 281 P-51s; 3 are lost
(pilots MIA) and 1 damaged beyond re-

fan P

pair.

Special rules: 9 Bombers. Clear. Es-
corted by 8 P-51s.




[12.0] TWO-PLAYER GAME

In the Two-Player Game one player
commands the U.S. Bomber Squad-
ron with supporting Escorts, and the
other player commands the German
forces with the goal of preventing the
U.S. Player from gaining Campaign
VPs. Both Players decide on Campaign
length and choose sides.

12.1 DIFFERENCES FROM
THE SOLO GAME

* U.S. Player keeps his Mission Card
hidden from the German Player.

e (Crew counters are assigned secret-
ly and hidden beneath the Bomber
counters.

* German Player skips the set up. His
pieces are generated each Turn, in
a special step in the end of the Plan-
ning and Intellisence Phase (Ger-
man Resources).

* German player decides if a Flak Site
Attack will be conducted normally
or by his Flak Level counters.

* Interceptor Attacks are mnot gen-
erated by the FORMATION EVENT
TABLE. German Player will instead
manage his Interceptor attacks in
an added Mission Phase step (Ger-
man Interception Check).

* German Player makes all die rolls
for his side, or any time it seems ap-
propriate. He also makes decisions
for his units that would have oth-
erwise been made by the rules and
charts.

e The FORMATION EVENT TABLE is
not split to two different war peri-
ods, and the Event type is rolled by

1D6.
4

12.2 CAMPAIGN TURN
SEQUENCE

Here is the Two-Player Campaign
Turn Sequence with some differences
marked out by a *.

The differences are thoroughly ex-
plained in the paragraphs that follow.

I. Planning and Intelligence Phase

1. Advance Mission Counter
2. Mission Deck Check

3. Target for Today *
12.3)

4. Target Cloud Cover / Wait for bet-
ter Weather

5. Assign Bombers and Crews *(see
Rule 12.4)

6. Additional Bombers
7. Assemble the Escort Unit

8. Place Formation Counter / Mis-
sion Route Planning

(see Rule

9. German Resources * (see Rule
12.5)

II. Mission Phase

1. Move Bomber Formation
Formation Shifting

Loose Formation Check
Damaged Aircraft Checks
Escort Range Check

Escort Rendezvous Site Check

Flak Site Attack Check * (see
Rule 12.6)

Formation Event Check

A R
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9. German Interception Check / Air
Combat * (see Rule 12.7)
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-- Repeat steps 1-9 --

10. Conduct the Bombing Run
11. Mission Victory Points
12. Return to the Base

-- Repeat steps 1-9 --

13. Land Aircraft and Upgrade
Crews

II1. Planning and Intelligence Phase

1. Clean Up

2. Campaign Victory Points / End Of
Game Check

3. Damaged Bombers Repair And
Replacement

4. Crew Recovery
5. War Progress Event Check

12.3 TARGET FOR TODAY

When the U.S. Player draws a Mission
Card, he keeps it hidden from the Ger-
man Player. It will be revealed as soon
as the Formation enters the Target box.

12.4 ASSIGN BOMBERS AND
CREWS

The U.S. Player sets up the game nor-
mally, except that the Crew counters
will be assigned secretly and hidden be-
neath the Bomber counters. They will
be temporarily revealed when their
stats are used and then hidden again.
The German player can memorize them
but must not make any notes.

12.5 GERMAN RESOURCES

The German Player rolls a 2D6 on
the GERMAN RESOURCE TABLE, and
cross-references the “Current Year”
column with the roll. The roll is mod-
ified by the “Modifier” column on the

US CAMPAIGN VP MODIFIER TABLE
(cross-reference the Campaign length
with the current U.S. Campaign VP To-
tal). The result determines the number
and type of Flak Level counters and
Interceptors available to them for the
current Mission. This creates a ready
pool of German counters that will be
available during the Mission.

Note: The GERMAN RESOURCE TA-
BLE reflects the varying resources
Germans had available as the war pro-
gressed. As the U.S. Player gains Cam-
paign VPs, the German Player will have
fewer Interceptors available; however,
they will have more Flak available.

12.6 FLAK SITE ATTACK

In case of a Flak Site Attack
(6.0), the German Player can
either let the U.S. Player roll
for the Flak Attack Factor, or

he can elect to determine the
Flak Attack Factor by using one of his
Flak Level counters.

If the German Player decides to use
his Flak Level counter:

He selects one of his available Flak Lev-
el counters and places it on the Bomber
Formation counter. To resolve the Flak
Site Attack, follow the standard rules
(6.0), using the number indicated on
the Flak Level counter as the Flak At-
tack Factor. After the Flak Site Attack
has been resolved, remove that Flak
Level counter from play for the remain-
der of the Mission.

Note: Approach and Egress Flak At-
tacks are conducted normally, as their
Flak Attack Factor is determined right
on the Mission card.
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12.7 GERMAN
INTERCEPTION CHECK

In this step, the German Player can de-
cide to attack the Formation with In-
terceptors that are available in his pool
(see Rule 1.5). If the German Player
decides to conduct the Interception, he
has to first roll on the INTERCEPTION
CHECK TABLE to determine if he can.

Count the number of distance from the
Bomber Formation’s current box to the
nearest Green England box. Roll 2D6,
if the result is within the range indicat-
ed by “Current Year” and the distance,
the Interception was successful and Air
Combat will happen.

Note: Interception Checks cannot be
conducted in a Green England box.

12.7.1. Air Combat

Important: The Damaged Interceptors
are not automatically removed from
play after each Round.

The Destroyed Interceptors are imme-
diately removed from play as usual, but
keep them separately from other out-
of-play counters, as they may later re-
turn to the ready pool (see Rule 12.7.2).

To prepare for Air Combat, the Ger-
man player conducts the following
steps:

1. Roll 1D6 on the AVAILABLE INTER-
CEPTORS TABLE to determine the
maximum number of Interceptors
available to attack the Formation.

2. Selects that number of Interceptors
(or less) from your pool of counters.
Unlike in the solo game, it can be a
mixture of available types.

3. Roll 1D6 on the ACE TABLE to de-
termine the number of Aces (if any)
that will arrive with his unit. Ran-
domly draw that number of German
Ace counters, and place them on
chosen Interceptors. There can be
no more than one Ace in one Fighter.
They will stay paired that way until
they leave or are Destroyed.

4. Line up your Interceptors from left
to right in the INTERCEPTORS Sec-
tion of the FORMATION CARD. Make
sure the Interceptors with Aces are
placed first (in any order).

From this point on, follow the standard
Dogfight rules, starting from step 7.1.2,
except for that now the German Player
makes die rolls and decisions for their
units that would have otherwise been
made by the rules and charts.

German Played can decide:

e Which Interceptor will have a Wing-
man.

e  Which Interceptor will be withdrawn
between Rounds. The withdrawn In-
terceptors go to the ready pool of
German counters (both Damaged
and Undamaged, see Rule 12.5).

When the Dogfight is complete, the Ger-
man Player may now conduct attacks
on the Bomber Formation with Inter-
ceptors that are still available in the IN-
TERCEPTORS Section. Since they don'’t
have to withdrawn, even Damaged In-
terceptors can attack the Bombers.

Follow the standard rules 7.2, except
for that now the German Player makes
die rolls and decisions for their units
that would have otherwise been made
by the rules and charts.
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German Player can decide:

* Which Interceptor attacks which
Bomber (maximum of 2 Intercep-
tors attacking one Bomber).

e Which Interceptor will be with-
drawn between Rounds. The with-
drawn Interceptors go to the ready
pool of German counters (both Dam-
aged and Undamaged).

13.7.2. Interceptor Replacement

After Air Combat is over, all German
Interceptors that have not been De-
stroyed go back to the ready pool of
available Interceptors for this Mission.
The Damaged Interceptors are restored
to their Undamaged sides.

For each Destroyed Interceptor, the
German Player Rolls1D6 on the Inter-
ceptor Replacement row of the GER-
MAN RESOURCES TABLE to determine
if the Interceptor is replaced. If the roll
result falls within the range indicated
for the Current Year the Interceptor is
returned to the ready pool of German
counters, otherwise it is removed from
play as if it was Destroyed.

[13.0] DESIGNER NOTES

World War II has always been of great
interest to me. My great uncle was a
Bombardier on a B-24 during the war
and I was fortunate to hear some of his
harrowing accounts of combat missions
over Europe. I would like to recognize a
few individuals for their various roles
in the development of this game.

First, I received many great ideas and
suggestions from Barry Kendall, Gun-
ther Bellows and Trevor Henderson,
all of whom are very knowledgeable
B-17 Daylight Bombing enthusiasts and

whose positive reviews and support led
to the success of B-17 Bomber Squad-
ron. Sean Forehand, who created some
beautiful aircraft counters which drew
the attention of David Heath.

Dr. Terry Mays, Professor at the Cita-
del and an authority on Military Avia-
tion who provided the first review and
very entertaining session report on
www. boardgamegeek.com that greatly
helped in the initial sales. Tony Costa
for his play-testing, organization and
keen eye for detail and consistency.

Finally, thanks to David Heath for tak-
ing a chance and reaching out to me
about publishing my game and to the
staff at Lock ‘n Load Publishing for
their great support and hard work.

Below are some explanations of some
of the key concepts in designing this
game.

» Performance Ratings: This is re-
flective of the aircraft’s Speed and
ability to climb and best represents
the Initiative of the aircraft.

 Air Combat Ratings: These were
mostly based on the Aircraft’s ma-
neuverability and firepower. The
P-51 and P-47 were fairly compara-
ble as fighters. The P-51 was better
at climbing than the P-47, however,
the P-47 was very durable and had
eight .50 caliber Machine guns vs.
the Mustang’s six. The P-51 had a
longer range, though, which was
extremely important, especially on
raids into Germany.

* Aircraft Durability: This was most-
ly based on the Aircraft’s structur-
al integrity and design and ability
to absorb damage. However, in the
case of the ME-262, the higher Du-
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rability is related to its high speed
which made it a harder target to hit.

Downed Aircraft Rules: These
were to reflect the Aircraft’s fate
after being shot down or forced out
of formation. It is presumed the air-
craft would have traveled as far as
possible (barring intercepts from
Fighters and Flak) and then bail out.

A Destroyed or Lost Aircraft rep-
resents the Bomber being destroyed
and the crew either killed or cap-
tured.

Air Combat: I wanted to design a
system that could be resolved quick-
ly, but, reflect the various aspects of
Air Combat involving Bomber For-
mations and/or Fighter Escorts. I
feel that the system used captures
the key components of Bomber Egs-
cort Air Combat and resolves it
quickly and keeps the game play
flowing.

The Bombing Run: I wanted to
capture the feel of the Bombers ap-
proaching the Target, being attacked
by Flak, Dropping their Bomb Loads
and then “getting the Flak” out of
there. I felt that rolling a bunch of
dice captured the best feel of Flak
bursts and Bombs dropping.

—Erik von Rossing

-

[14.0] ERRATA

14.1 GENERAL ERRATA

* Map: Abberbille should be Abbeville.
e Map: Sutgart should be Stuttgart.

* Map: Edem should be Emden.

* Map: Hanover should be Hannover.

e Map and Card: Meault should be
Méaulte.

e Emden Card: Bombers Required
should be “9”, not “19”.

* MISSION TURN TRACK should be
MISSION/TURN TRACK.

e Formation Card: The numbers print-
ed under each Element should be
yellow, not red, as they are Air Com-
bat Modifiers.

14.2 2.4 RULESET CHANGES

e FIGHTER ESCORT RANGE TRACKS
should have “P-47 MAX” in the box
[43 5”-

e TheP-38 and P-51 availability marks
are wrong. The marks are howev-
er not necessary, since the fighter
availability is clearly determined by
ECSCORT AVAILABILITY TABLE.

 Turn “Q2” should have a star mark
just like Turn “17”, as there are
changes in the Mission Deck.
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