Misc. Charts



	Air Units Changing Base

	Range
	Transfer (to–from)

	7+
	US/Canada 

	
	Iceland (2 hops)

	16+
	UK/16 hexes of Gibraltar

	
	 UK Transfer Hex

	
	Capetown

	
	N.Africa/M.East/Iraq

	Moving from one base to another , within twice air unit’s range – 3 hops. 




	Eliminating Admirals (1D6)

	Roll
	Fate

	1-2
	Eliminated

	3-6
	Force Pool

	-1 Admirals own ship

-2 Admirals ship sunk with “doubles”

-3 If no other ship is available in hex



	Air to Air Combat Modifiers

	+1 Combat Strength
	Over own base

	+1 Combat Strength
	Escorts (see [4.18])

	-1 Die roll modifier
	Blitzkrieg bonus

	-1 Die roll modifier
	Finn Vs. USSR

	-1 Die roll modifier
	UK radar site and adjacent hexes

	+1 Die roll modifier
	Strafing Attack


Heavy Bombers: Lancaster, Stirling, Halifax, Whitley, B-17, B-24, Pe-8, He-177


(Ground Support = ½ strength -1), (Return fire value minimum 0)

Ground Attack Aircraft: Ju-87, Hs-129, Tempest, Typhoon, A-20, A-26, Il-2


(50% Ground Attack Aircraft units (chits) participate in ground combat +-1 DRM; Soviet 75% units (chits) and strength)

Night Fighters: Me-110, Ju-88, He-219, Mosquito FB, Beaufighter, P-61

Out-Of-Supply Land Unit Depletion Check (1D6)�
�
Die Roll�
Result�
�
< 1�
Lose 2 steps.�
�
2-3�
Lose 1 step.�
�
4-6�
No Effect�
�
DRMs�
�
-1�
If unit is in forest, mountain, swamp.�
�
-1�
If more than one out-of-supply land unit chit is in the same hex (per chit).�
�
+1�
If unit is a US land unit.�
�
+1�
If unit is in a city.�
�
+2�
If unit is a commando unit.�
�






Out-Of-Supply Effects�
�
Unit Type�
MP Allowance�
�
Cav, Inf, Mtn, Cmdo, Para�
2 MPs (1 in Mud).�
�
HQ�
2 MPs (2 in Mud).�
�
Armor*, Mech*�
1 MP (1 in Mud).�
�
* Including any pre-Breakthrough, Breakthrough, and/or Exploitation movement.�
�






Land Stacking limits�
�
Hex Terrain�
Steps�
�
Clear/Desert/Marsh/Mountain�
4�
�
Fortified�
+1�
�
Small Island�
2�
�
+2 if in a city hex; +2 for all Soviet land units


+up to 4 exempt land units(Para, Com, Hom Grd) �
�
�
�






Partisan Arrival Table�
�
Die Roll�
Result�
�
1-4�
No partisans�
�
5�
1 partisan�
�
6+�
2 partisans�
�
DRMs�
�
+1�
Yugoslavia�
�
+1�
Each EP spent�
�
+1�
Atrocity�
�
-1�
USSR before 1942�
�






Partisan Limits�
�
Nation = Partisan (#) Limit�
�
Poland = 1�
Turkey = 2�
�
France = 3�
Yugoslavia = 3�
�
Greece = 1�
Sweden = 2�
�
Ireland = 1�
USSR = 6�
�
Norway =1�
Italy = 2�
�
Finland = 1�
�
�
The limit for each nation is doubled if any German SS unit(s) enter(ed) that nation (although, USSR limit is 9). Any SS unit(s) in Italy do not double Italy’s partisan limit.�
�
Seasonal limits (N/A if Atrocity occurs)�
�
Pre-1942�
1 per season�
�
1942�
2 per season�
�
1943+�
3 per season�
�






Collateral Combat Damage�
�
Roll�
Major


Port�
Minor


Port�
Large


Airbase�
Small


Airbase�
�
1�
D�
D�
D�
D�
�
2�
M�
C�
UC�
UC�
�
3�
M�
C�
S�
G�
�
4�
M�
C�
G�
F�
�
5�
OK�
OK�
OK�
OK�
�
6�
OK�
OK�
OK�
OK�
�
D = Destroyed


C = Reduce to Coastal City capacity


G = Reduce to grass airfield capacity


M = Reduce to Minor Port capacity


S = Reduce to Small airbase capacity


UC = Mark as under construction�
�






Eliminating Generals (1D6)�
�
Roll�
Fate�
�
1-2�
Eliminated�
�
3-6�
Force Pool�
�
+1 Zhukov	         -2 Kluge                  -1 Paulus


-2 Vlasov	         -2 Graziani              -1 Model








End of Game Extension�
�
Extension�
EPs�
�
1 Month�
20 EPs�
�
2 Months�
40 EPs�
�
3 Months�
60 EPs�
�
4 Months�
80 EPs�
�
5 Months�
100 EPs�
�
6 Months�
120 EPs�
�
Note: The final and total duration of the extension must be decided at war’s end.





Night Fighters Interception�
�
Successful intercept�
(D8)  1-3�
�
2nd round�
(D8)  1-3�
�
German Night Operational Intercept Conditions�
     


(D6)  6  Successful


      1-5  No effect�
�
If successful�
-1 DRM for Interception


      & 2nd round�
�
Heavy Bombers’ night return fire�
(D6)  6 score hit�
�
Escorting Fighters�
No modifier�
�









