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4.1] Sequence of Play

1. Player A ship and sub movement phase.

2. Player B ship and sub movement phase

3. Player B air movement phase

4. Player A air movement phase

5. Combat phase

6. Air unit rebasing and readiness determination phase.

7. Night game turns only: remove surface ship detection markers.

[6.3] Detection table                               ECM differential





	type
	-6
	-5
	-4
	-3
	-2
	-1
	0
	1
	2
	3
	4
	5
	6

	NATO SSN
	N
	N
	6
	6
	5
	5
	4
	4
	3
	3
	2
	D
	D

	SOVIET SSN, SSG
	N
	N
	6
	5
	5
	4
	4
	3
	3
	2
	D
	D
	D

	ALL SS
	N
	N
	6
	5
	4
	3
	3
	2
	2
	D
	D
	D
	D

	Noisy subs*
	N
	N
	5
	4
	4
	3
	3
	2
	2
	D
	D
	D
	D

	SURFACE SHIPS
	8
	7
	6
	4
	3
	2
	D
	D
	D
	D
	D
	D
	D

	NON COMBAT
	D
	D
	D
	D
	D
	D
	D
	D
	D
	D
	D
	D
	D


[6.3] DETECTION PROCEDURE

1. Ascertain the ECM value of the target unit/stack, and the detecting unit/stack. If applicable, add 1or 2 to the ECM rating used for a detecting stack [6.23].

2. Subtract the target ECM from the detecting ECM. The difference is expressed as a differential somewhere in the range between minus 6 and plus 6.

3. Find the line on the vertical axis of the table that corresponds to the nationality and ship type of the target. If there are different classes of subs in a stack, compare the die roll to the lowest applicable row.

4. Go along that line to the differential column calculated in step 2.

5. The number indicates the minimum D6 roll at which detection succeeds. D = detected. N = not detected.

6. Roll the die. Add 2 if the target is in a restricted water or coastal hex.

If detection is successful, place a ‘detected’ marker on the target. 
* Noisy Subs have a box around their ECM value. In original Sixth Fleet Soviet SG #17-20 are “noisy”. 

[8.15] Strike Contact table

	Distance from origin
	Number of air units in strike

	
	1
	2
	3
	4
	5
	6

	1
	1
	1
	1
	1
	1
	1

	2
	2
	1
	1
	1
	1
	1

	3
	3
	2
	1
	1
	1
	1

	4
	3
	2
	1
	1
	1
	1

	5
	4
	3
	2
	1
	1
	1

	6
	4
	4
	3
	2
	1
	1

	7
	4
	4
	4
	3
	2
	1

	8
	4
	4
	4
	4
	3
	2

	9
	4
	4
	4
	4
	4
	3

	10+
	4
	4
	4
	4
	4
	4


[8.15] STRIKE CONTACT PROCEDURE: 

1. Calculate the distance in hexes from the striking units’ hex of origin to the target hex. Do not count the hex of origin. If there was more than one origin use the shortest number (more search time).

2. Add up the number of units in the strike.

3. The first number is the vertical axis on the table. The second number is the horizontal axis.  The result on the table is a number. 

4. Roll 1 D6.

5. If  the best ECM of the defending units exceeds  the best ECM of the attacking units subtract one from the roll. 

6. Add 2 to the D6 roll if the target has been detected. 

7. Add 2 to the D6 roll if the target is in a coastal hex.

8. Add 2 to the D6 roll if in a restricted hex (7 & 8 are not cumulative). 

9. Subtract 2 if it is a night game turn.

Compare modified roll to required minimum number, equal or greater modified roll indicates successful contact.

[8.8] Combat Results Table – see map
[8.51] DAMAGE PROCEDURE FOR AIR UNITS

When an air unit has been damaged by an attack, roll 2x D6. Subtract the readiness rating of the aircraft (see below). The resulting number is the number of turns until the unit returns as a reinforcement. Do not count the current turn. Eg, if the current turn is 3 and the result is “7”, the unit returns on turn 10. There is always at least an 8 hour delay, ie the minimum delay is 2 turns.  Units return at the beginning of the air movement phase – they  must be based before air units on map are moved.

[8.52] PROCEDURE FOR SURFACE AND SUB UNITS.
DAMAGE TABLE


Attack Strength

	Defence strength
	1
	5
	10
	20
	30
	40
	60
	80
	100+

	0
	D2
	D2
	D2
	D2
	D3
	D3
	D3
	D3
	D3

	1
	D1
	D2
	D2
	D2
	D2
	D3
	D3
	D3
	D3

	2
	1-5
	D1
	D2
	D2
	D2
	D2
	D3
	D3
	D3

	3
	1-5
	1-5
	D1
	D2
	D2
	D2
	D2
	D3
	D3

	4
	1-5
	1-5
	1-5
	D1
	D2
	D2
	D2
	D2
	D3

	5
	1-4
	1-5
	1-5
	1-5
	D1
	D2
	D2
	D2
	D2

	6
	1-4
	1-4
	1-5
	1-5
	1-5
	D1
	D2
	D2
	D2

	7
	1-4
	1-4
	1-4
	1-5
	1-5
	1-5
	D1
	D2
	D2

	8
	1-3
	1-4
	1-4
	1-4
	1-5
	1-5
	1-5
	D1
	D1

	9
	1-3
	1-3
	1-4
	1-4
	1-4
	1-5
	1-5
	1-5
	D1

	10
	1-3
	1-3
	1-3
	1-4
	1-4
	1-4
	1-5
	1-5
	1-5

	11
	1-2
	1-3
	1-3
	1-3
	1-4
	1-4
	1-4
	1-5
	1-5

	12
	1-2
	1-2
	1-3
	1-3
	1-3
	1-4
	1-4
	1-4
	1-5

	13
	-
	1-2
	1-2
	1-3
	1-3
	1-3
	1-4
	1-4
	1-4

	14
	-
	-
	1-2
	1-2
	1-3
	1-3
	1-3
	1-4
	1-4

	15+
	-
	-
	-
	1-2
	1-2
	1-3
	1-3
	1-3
	1-3


Procedure:

1. Total the applicable combat strength of the attacking units. Do not deduct the defending units combat strength. That number appears on the horizontal axis of the hit table. Use the column with the nearest lower number. If more than one unit was attacked, divide the attack strength evenly between units. Any remainder is applied to the top unit in the stack.

2. Locate the line on the vertical axis of the table which corresponds to the defence strength of the defending unit. Do not double for restricted waters.

3. Read the result.

4. A “·” Result means no effect.

5. A # - #  result is the roll range to effect a D1 result. A D-1, D-2, or D-3 result imposes that level of damage.

[8.51] Readiness Ratings Table

Table for original game and Denmark Straits scenarios

	Type
	Rating
	Type
	Rating
	Type
	Rating

	US
	UK
	USSR

	F14
	6
	Lightning
	5
	MiG 25
	4

	F4
	5
	F4
	5
	MIG 23
	4

	A6
	5
	Buccaneer
	5
	MiG 21
	3

	A7
	5
	Nimrod
	5
	Yak 38 F
	5

	S3
	5
	France
	Su 24
	4

	P3
	5
	E4M
	5
	Tu16
	4

	Italy
	A7
	5
	Tu22
	4

	F104S
	3
	Greece
	Tu22M
	4

	G91Y
	4
	F104
	3
	Tu95
	3

	P3
	4
	H16
	4
	Tu142
	4

	1150
	4
	Turkey
	Il 38
	4

	H16
	4
	F104
	3
	Be 12
	4

	H3
	4
	S2
	4
	Il 28
	3

	Norway
	Israel
	Yak 28
	3

	CF104G
	4
	F4
	6
	
	

	P3B
	5
	A4
	5
	
	


[8. 51] Readiness Ratings Table

Westpac 78 scenario air unit readiness rating table
	Type
	Rating
	Type
	Rating
	Type
	Rating

	US
	South Korea
	USSR

	F14
	6
	F4
	4
	MiG 25
	4

	F16
	5
	F5A
	3
	MiG 23
	4

	F4
	5
	F5E
	4
	MiG 21
	4

	F5E
	5
	F86
	3
	Yak 28P
	3

	A4F, M
	5
	S2
	4
	Yak 38F
	5

	AV8
	5
	Taiwan
	Tu 128
	3

	A6
	5
	F5A
	4
	Su 15
	4

	A7
	5
	F5E
	5
	Su 17
	4

	S3
	5
	F86
	3
	Su 24
	4

	P3
	5
	F100
	3
	Tu 16C, G
	4

	F111
	5
	F104A
	4
	Tu 22
	4

	B52
	4
	F104G
	4
	Tu 22M
	4

	Japan
	S2
	5
	Il 38
	4

	F4EJ
	5
	Philippines
	Be 12
	4

	F104J
	4
	F5A
	3
	PRC

	F1
	5
	F8H
	3
	J7
	4

	F86
	4
	F86
	2
	J6
	3

	P2
	5
	
	
	J5
	3

	S2
	5
	North Korea
	Q5
	4

	PS1
	5
	MiG 21
	4
	H5
	3

	HS2B
	5
	F7
	4
	H6
	3

	Australia
	F6
	3
	Vietnam

	Mirage IIIO
	5
	F5
	3
	MiG 21
	3

	A4G
	5
	MiG 15
	3
	F6
	3

	F111C
	5
	A5
	4
	Il 28
	3

	S2
	5
	Su 7
	4
	F5A
	3

	P3
	5
	H5
	3
	A1
	3


