VALLETTA HARBOUR SCENARIO UMPIRES NOTES
The scenario is designed for one Allied player and three Axis players.  However one player may like to Umpire and control the Stukas.  One additional Allied player could control convoy ‘Muffin’.
The game works best if the Axis players try to create the illusion that the convoy is the target rather than the docks area and Valletta itself.

If so desired you can arm one sectione, or even all Sparviero’s, with two torpedos each and go after the ships!  If this option is chosen then allow the Stukas the option of attacking either ships or dock facilities. 

Stukas arrive on the eastern table edge and arrival will be dependent upon scoring a five or six when the blank chip is drawn.  The blank card is added at turn three.  At this stage inform the Allied player that there are more planes heading towards them.  Get the Allied player to roll a D6.  If a five or six is scored then the ‘Axis Bogeys’ card is added immediately, the Stukas arriving as bogeys when it is next drawn.  Roll randomly to determine exactly where on the table edge they arrive.  A further option is to add a ‘German Bombers Move’ card for the Stukas, otherwise they operate on the same card as the Italian bombers.
If you don’t fancy, or own, Italian planes then substitute Junkers JU-88’s for SM-79’s, and either Bf110’s or Bf109’s for MC200’s perhaps then substituting Hurricanes for Spitfire Mk V’s.
Cards Required

Altitude Bonus

Flak

Flak Bonus

Blank Card

Bail Out

Allied Bogeys

Allied Formation Bonus

Red Section Move

Red Section Fire

Pilot 1

Pilot 2
Ships Move

Ground Units Move

Axis Bogeys (If Stukas arrive)

Axis Formation Bonus
Sectione 1 Move

Sectione 1 Fire
Sectione 2 Move
Sectione 2 Fire

Bombers Move

Bombers Fire (Sparviero’s + Stukas can fire wing mounted gun/s operated by pilot)

2 x Air Gunners Fire (3 x if Stukas arrive)

Pilot 1-5
Note Ace cards may also be required depending upon how well the players roll on the Pilot Generation table. 

