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E. Wind Spesd Determination

As with wind disection, wind speed too is a critical

factor. Wind speed s randomly determined by roll-
- ing a die and consuliing the following chart:

Wind Speed Chart
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F.  Onlly two pliiotns for their equivalent) are per-
mitted to land i @ siagle bex. Likewise, only two
gliders may lund i & given target hex. When more
than these Hmits fand i a bex, due to scatter, all
fﬁmﬁyuﬁhﬂhﬂw.
G- Gliders and trassport planes may be subjected
10.anti-aircrafl five i the anti-aircraft phase.
H. Transport plases behave as other aircraft and
mnstmllu-bﬂi}’l.mlsma]lrspects
L. -All parachuteand glider units need not land dur-
msﬂ:e-ﬂ-m. However, their turn and
-hex of landing must have been written down prior
-totheauymwmnp.

A ?m-ﬂm&c&rl’hase segment
:of-the controlling player's turn.

‘B."Paratroop units are dropped by “‘sticks’’, one
platoon per plane load. Two full platoons may be
targeted for any one hex per turn.

wind is from the west. The result would appear on
the mapboard as below:
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Units which land offboard due to the drift are lost.
It is possible that sticks belonging to different
platoons will land in the same hex; the total number
of sticks landing in a single hex may not total more
than the equivalent of two platoons. If more than
the equivalent of two platoons land in a single hex,
all are dispersed.

D. Paratroop Survival

Each paratroop stick is subjected to jump survival
according to the following chart:

Paratroop Jump Survival Chart
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X = Paratroop unit in ELIMINATED

D = Paratroop unit is DISPERSED

— = NO EFFECT

E. Parachute units landing in hexes containing
enemy units are subjected to immediate attack by
all undispersed units in that hex which have not
fired in that turn’s anti-aircraft segment.

F. Paradropped units may not move in the turn in

which they are dropped, but may participate in
CAT attacks, albeit without the favorable -2 DRM.
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determining the landing of gliders:

1. Determine, by rolling one die, if the glider lands
on target, short or long. ‘‘On target”’ is indicated by
a die roll of 3 or 4; “long’ by a roll of 5 or 6;
“‘short’’ by a roll of 1 or 2. This would place the
glider in one of three hexes:

DIRECTION OF FLIGHT

2. Check the wind direction and speed for the cur-
rent turn (as determined during the beginning of the
turn) and shift the glider unit one hex in that direc-
tion for a low wind, two hexes for a gusty wind, or
three hexes for a high wind. This procedure is
followed for each glider unit individually.

For example: a glider has been targeted for hex A. A
gusty wind is blowing from the number five hex-
side. The die roll indicates the glider would land
short of hex A. The drift correction makes the
actual landing occur in hex B.




