
  
Dropshot Endgames Table Errata 
There were a number of tables omitted or incomplete, and some – the Morale Tables - that are completely wrong.
STRATEGIC NUCLEAR STRIKE TABLE (Dropshot II – Turbulent 60’s

	Die
	Bombing factors

	roll
	1
	2
	3
	4+
	                Bomber DRMs 

	0
	Loss
	Loss+Abort
	Loss
	Loss
	-1 per INT in hex

	1
	Loss
	Loss+Abort
	Abort
	D1
	-1 if air defenses strong (scenario specific)

	2
	Abort
	Abort
	D1
	D2
	+1 attacks by low level penetration aircraft

	3
	Abort
	D1
	D1
	D2
	

	4
	D1
	D1
	D2
	D3
	                Missile DRM’s

	5
	D1
	D2
	D2
	D3
	+1 DRM: Missiles with a ‘+’

	6
	D2
	D2
	D3
	D3
	

	7
	D2
	D3
	D3
	D3
	


*  Loss = lose 1 attacking bomber

* Abort = all surviving bombers return to friendly bases with no effect on target hex

* D# = nuclear damage to hex.  (# = NDM’s)

* You can only make one attack per phase against a hex (Exception French/Chinese: 8.11 or rule 8.13)

* NDM Damage is cumulative from previous strikes.

* Missiles attacking Hard Targets require at least a D2 to kill.  A D3 kills two hard targets in hex.  

* Bombers kill 1 Hard Target with any result.  A ‘D3’ kills two hard targets in hex.

* At least a ‘D2’ cumulative result is required to destroy any fleets in a targeted port.

* A D2 destroys one submarine in port or coast hex, and a D3 destroys two submarines.

* TAC air, INT air and fleets at sea are never affected by Strategic Nuclear Strike.

UNCONVENTIONAL WARFARE TABLE for DROPSHOT II – 60’S; Amend as follows:  

SABOTAGE SUCCEEDS ON A DIE ROLL OF ‘1’.  SABOTAGE ONLY USED ON T-1
CONVENTIONAL BOMBING – Dropshot II, Turbulent 60’s

Die Roll
Result

1

Lose 1 bomber unit

2-3

No Effect

4-6

Oil or Ind neutralized 1 turn

SOVIET PLAYER EXCLUSIVE TABLES

Dropshot II – Turbulent 60’s:
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NATION CURRENT NATIONAL MASS DESTRUCTION LEVEL
USSR 14+ 11-13 |8-10 5-7 2-4 0-1
EG 2+ 1 0

PO 1+ 0

cz 1+ 0

HU 1+ [1]

RU 1+ ]

BU 1+ 0

YG 1+ 0

PRC o+ 6-8 2-5 0-1

CUBA 2+

0

Unrest | Unrest
Unrest | Unrest |Unrest
Revolt | Unrest |Unrest
Revolt | Revolt |Unrest [Unrest
Collapse | Collapse|Unrest [Unrest
Collapse | Collapse[Revolt [Unrest | Unrest
Collapse | Collapse[Collapse[Revolt | Unrest | Unrest
Collapse | Collapse|Collapse[Collapsd Revolt | Revolt

+ Random Event Specific: +1 DRM LEVEL OF MASS DESTRUCTION MEANS

+ Britain has Collapsed: - 1 DRM (USSR)| THE SUM OF ALL NUCLEAR DESTRUCTION

% USSR in revolt +1 DRH (USSR + Pact) LEVELS +BIOWAR MARKERS IN A GIVEN

- Unrest marker already in country: +1 DRM | COUNTRY

* Country target of a PSYOP: +1 DRM

“*Berlin Scenario Rule 8 - +1 DRM USSR if Berlin not attacked on Tum 1

++1 DRM for European PACT nations if any tactical nuclear weapons were used in Eurape
during the current game tum. Soviets and PRC are unaffected.
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Dropshot III – End Games (70’s – 90’s)
[image: image2.png]NATIONAL MORALE TABLES
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Die Roll

Unrest | Unrest
Unrest | Unrest |Unrest
Revolt | Unrest |Unrest
Revolt | Revolt |Unrest [Unrest
Collapse | Collapse|Unrest [Unrest
Collapse | Collapse[Revolt [Unrest | Unrest
Collapse | Collapse[Collapse[Revolt | Unrest | Unrest
Collapse | Collapse|Collapse[Collapsd Revolt | Revolt

+ Random Event Specific: +1 DRM LEVEL OF MASS DESTRUCTION MEANS

+ Britain has Collapsed: - 1 DRM (USSR)| THE SUM OF ALL NUCLEAR DESTRUCTION

% USSR in revolt +1 DRH (USSR + Pact) LEVELS +BIOWAR MARKERS IN A GIVEN

- Unrest marker already in country: +1 DRM | COUNTRY

 Country target of a PSYOP: +1 DRM

*+1 DRM for European PACT nations if any tactical nuclear weapons were used in Eurape
during the current game tum. Soviets and PRC are unafiected.

# +1 for Soviet Union and Paland in the 1981. 1983, 1987 and 1991 scenarios.
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[image: image3.png]Unrest - There are problems in the homeland amongst the civilian
populace. (Mo other particular effect except as a - DRM)
Revolt - f a country other than the USSR revolts, roll a die for each
unit of that country. On a5 or 6, it becomes a NATO unit
Otherwise, remove the unit. NATO units can freely enter
the revoliin country=they must fight any units friendly to Red
If the USSR gaes int revaltnext tumsPactlUSSR die rolls get a
+1 DRM. ALSO, on the follawing tum the USSR must rall an the
next higher Callapse table. The Saviets lose 1 Ind' pt any tum they are in revalt
Collapse - the country has collapsed. Remove all units. ffthe USSR
collapses, the game ends that tum
Optional rule 5.2 - allows use of Magic Marker ance per game to force a die roll on next higher
column. A die roll of 1-3 is required to do this (see 5.2)(Yes, if USSR is in revalt, they would
have to roll two columns higher!




UNIT CONSTRUCTION:  Dropshot Endgames – (Note – no Motor Armies can be built in Dropshot III).
Mountain Army – Ind Cost  
Build Time



2
3

OIL POINT TRACK – The Soviets can store up to 8 Oil Points in Dropshot Endgames (70’s – 90’s)
ALLIED PLAYER EXCLUSIVE TABLES
Allied Morale Table, Dropshot II – Turbulent ‘60’s
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Die Roll

1 Unrest | Unrest

2 Unrest | Unrest [Unrest

3 Unrest | Unrest |Unrest

4 Collapse | Unrest [Unrest [Unrest

5 Collapse | Collapse|Unrest [Unrest

6 Collapse | Collapse[Unrest [Unrest | Unrest

7 Collabse | Collanse|Collanse|Unrest | Unrest | Unrest

8 Collapse | Collapse |Collapse|Collapsq Unrest | Unrest

LEVEL OF MASS DESTRUCTION MEANS

+ Random Event Specific: 1 DRM THE SUM OF ALL NUCLEAR DESTRUCTION
[ Unrest marker already in country: +1 DRM || Ev/E| S4BIOWAR MARKERS IN A GIVEN
% UK has collapsed: +1 DRM COUNTRY.

* See optional rule 8.10, 'Countervalue strikes”
++1 DRM for European NATO nations if any tactical nuclear weapons were used in Eurape
during the current game tum. U.S. and UK. unaffected





Allied Morale Table, Dropshot III –End Games
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Die Roll

1 Unrest | Unrest

2 Unrest | Unrest [Unrest

3 Unrest | Unrest [Unrest

4 Collapse | Unrest [Unrest [Unrest

5 Collapse | Collapse|Unrest [Unrest

6 Collapse | Collapse|Unrest |Unrest | Unrest

7 Collabse | Collanse [Collabse|Unrest | Unrest | Unrest
8 Collapse | Collapse |Collapse|Collansq Unrest | Unrest

+ Random Event Specific: +1 DRM
[+ Unrest marker already in country: +1 DRH
UK has collapsed: +1 DRH

LEVEL OF MASS DESTRUCTION MEANS
THE SUM OF ALL NUCLEAR DESTRUCTION
LEVELS+BIOWAR MARKERS IN A GIVEN

COUNTRY

* See optional rule 8.10, 'Countervalue strikes”
++1 DRM for European NATO nations if any tactical nuclear weapons were used in Eurape
during the current game tum. U.S. and UK. unaffected

[ +1 DRM to all i rolls starting in the 1876 scenario and ending in 1983 scenario




[image: image6.png]Unrest - There are problers in the homeland amongst the civilian
populace. I any of the following courtries have Unrest

arkers, deduct one Ind point for each during the industrial
phase: USA, UK, or WG,

Collapse - the courtry has collapsed. Remove all units. Ifthe USA
collapses, the game ends that turn
The following countries autoratically collapse if a Red
unit occupies a City hex in that country: NE, DK

Optional rule 5.2 - allows use of Magic Marker once per game to force a die roll on next higher
column. & die roll of 1-3 is required to do this (see 5.2)




ALLIED UNIT CONSTRUCTION IN DROPSHOT III – ENDGAMES, CHANGES AS FOLLOWS:



Ind Cost

Build Time

Fleets

7

11

Bombers

3

8

AirLand Corps
4

5

Oil Point Costs – Both Games

If an oil point is not paid for production, the cost is -3 Ind points.
