UMPIRE NOTES

The Luftwaffe player is tasked with the bombing of a small target, requiring a precision attack, and then making off the southern table edge.  The RAF are out simply to ‘Bag The Hun’.  

The Luftwaffe player in command should roll randomly for his target without informing the RAF player.  Alternatively, players might like to roll for two targets; a main target and a secondary target.  This might allow the action to spread over a larger area.

1 or 2 = Factory (three hexes size target)

3 or 4 = Radar Station (two hexes size target)

5 or 6 = Airfield (three hexes size target)

This allows the game to be played several times with differing targets and allows for bluffing and deception on the part of the Luftwaffe player.  

Both sides deploy as Bogeys.  RAF players roll D6 to indicate their altitude at game start.  Luftwaffe players appear at altitude level 1.  This reflects them approaching just above sea level.

The Luftwaffe deploys no further forward than twelve hexes from either the Port or the Radar station.  The RAF should dice for their deployment table edge, for each and every blind, with the proviso that it must be initially over land.  Roll D6; 1 = West, 2-5 =North, 6 = East.  RAF players might like to either concentrate their planes into a Squadron sized force or split them into their component sections.  

The Port and Airfield should have Medium AA batteries covering it.  They may spot on the ‘Ground Units Move’ card but can never move.   

The SPD rating of bomb laden fighters is reduced by one.  In addition their MAN rating is reduced by two.

Erprobungsgruppe 210’s bombing technique is best described as Glide Bombing in BTH.
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Alternatively, players may use the random pilot generator.  We actually prefer to use this for our games as the scenario can then be played several times with differing results.

CARDS REQUIRED

FlaK/AA
Flak/AA Bonus
Altitude Bonus

Bail Out! 

Ground Units Move

Luftwaffe Bogeys
Luftwaffe Formation Bonus

2 x Air Gunners Fire

1 Schwarm Move

2 Schwarm Move

3 Schwarm Move

4 Schwarm Move

1 Schwarm Fire

2 Schwarm Fire 

3 Schwarm Fire

4 Schwarm Fire 

Luftwaffe Top Ace

Luftwaffe Junior Ace

4 x Character cards (one per Schwarm)

RAF Bogeys
RAF Formation Bonus

Red Section Move 

Red Section Fire

Yellow Section Move

Yellow Section Fire

Blue Section Move

Blue Section Fire

RAF Junior Ace

3 x Character cards (One per Section)

