Naval Table


	Air Attack on Submarines (1D6)

	Roll
	Result

	1-6
	No effect

	7
	Sub may be attacked once

	  +1 per each full-strength searching FB/B 

	  +1 if Sub is in coastal hex                                

	  -2 Winter in severe zone

	Scrapped Ship EP Recompenses

	Ship Type
	EPs

	BB
	7

	BC
	5

	CV
	4

	CA
	3

	CVL
	2


 

Naval Transport Capacity�
�
Unit�
Transport�
Amph 


1-4 hexes�
Amph at 5+ hexes�
�
Sea Supply�
1 STP per chit�
N/A�
N/A�
�
Inf/Para/


Cmdo/Mtn�
1 STP per chit�
2 STP per chit�
3 STP per chit�
�
Arm/Mech�
2 STP per chit�
4 STP per chit�
6 STP per chit�
�
Ftr/Ftr-Bmbr�
2 STP per chit�
N/A�
N/A�
�
Bomber�
N/A�
N/A�
N/A�
�
HQ/Gen/Adm�
Free�
Free�
Free�
�
All evacuations require double the normal STP requisite.  Inf/Para/Cmdo/Mtn/HQ/Gen only.�
�
All debarkations in non-port hexes require double the normal STP requisite. Inf/Para/Cmdo/Mtn/HQ/Gen only.�
�
Two one-step units mat be transported as a single chit (if transported together).�
�






Naval Unit Repair (2D6)�
�
Roll�
Result�
�
2�
Immediately�
�
3�
1 Season�
�
4�
2 Seasons�
�
5�
3 Seasons�
�
6�
4 Seasons�
�
7�
5 Seasons�
�
8�
6 Seasons�
�
9�
7 Seasons�
�
10�
8 Seasons�
�
11�
9 Seasons�
�
12�
10 Seasons�
�
DRMs�
�
-5�
DE, SS, U-boat�
�
-4�
DD�
�
-3�
CL�
�
-2�
Unit in US Box�
�
-2�
Hastened  repair�
�
-2�
UK CV (not CVL or CVE)�
�
-1�
Non- UK CV, CVL, CVE�
�
-1�
US naval unit�
�
-1�
Major port�
�
+1�
BB�
�
+3�
Sunk in Port (salvageable)�
�






Sea Mine Attack Modifiers�
�
+1�
If any DD or DE’s present.�
�
+1�
1943 or later�
�
-1�
If more than 10 naval chits are entering a sea mine hex during the same naval unit movement option (per each increment of 10 naval chits beyond the first).�
�






Ship Salvageability (1D6)�
�
Roll�
Result�
�
1-3�
NO, although may scrap.�
�
4-6�
YES, unless sunk by doubles.�
�
+1 if in a Major or unlimited port.�
�
A ship that is not salvageable may not be scrapped.





Submarine Straits Infiltration (1D6)�
�
Roll�
Result�
�
1-3�
Sub may not traverse the strait�
�
4-6�
Sub passed through the strait�
�
-1 DRM per each DD/DE in same coastal hex�
�
DR 6 = automatic successful infiltration.


DR 1 = Sub is attacked by mine + DD/DE (Max 4 attacks)





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


 +2 value for forts.








Coastal Battery�
�
Gibraltar�
5 Gunnery�
�






Keeping Naval Units at Sea Costs�
�
Per sea area with 9 naval units or more�
2 EPs�
�
Per sea area with 8 naval units or less�
1 EP�
�






Naval Attack on Submarines (1D6)�
�
Roll�
Result�
�
1�
Sub detected, may be attacked �
�
2-6�
No effect�
�
Only DD/DE may attack. Maximum of 4 attacks.�
�






Submarine Harbor Infiltration (1D6)�
�
Roll�
Result�
�
1�
Undetected�
�
2-6�
Sub detected; may be attacked �
�
# of attacks = screening value of port + DD/DE�
�
Coastal City/Minor Port = 1; Fortified /Major Port = 2


Gibraltar = 3; each DD/DE = 1.     Maximum 4 attacks








