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6. Surviving transports drop their paratroopers in
sticks. The drift chart is consulted with a die roll of
43" giving a scatter pattern of *‘I"’, and the units
are scattered accordingly.

7. After the sticks are placed in the proper hexes
due scattering, the Paratroop Jump Survival Chart

is consulted for each stick. All sticks land in clear
terrain and all survive the landing.

8. This procedure is refveated for each target hex.
B. Glider Landing Sequence
1. Glider landings occur in the Air Phase.

scenarios. |[A Iurther modification ot the Uppor-
tunity Fire rules of PL can be found in Volume 12,
Number 2 for additional realism.] The movement
requirement for aircraft (as their movement factor
is considered infinite in the scale of the game
system) in the LOS of an AA unit is satisfied by five
hexes.

C. Crash Landings

In somesituations, a *‘D’’ result on the AA Combat
Results Table is not a realistic representation.
Rather than add another table to the body of the
rules, this optional rule is offered to reflect crash
landings necessitated by severe damage, not
immediately fatal, to transport aircraft.

1. Transport aircraft, including gliders, which suf-
fer a ““D’’ result on the AA Combat Results Table
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Saga of the All-American by W. Forrest Dawson
(private printing)

Paratrooper! by Gerard M. Devlin (1979)

Air Assault by John R. Galvin (1969)

The Glider War by James E. Mrazak (1975)

A Bridge Too Far by Cornelius Ryan (1974)

The Longest Day by Cornelius Ryan (1959)
Hunters From The Sky by Charles Whiting (1974)

The Scenarios

The following are scenarios based on various
airborne operations of World War II. It should be
noted that both standard PANZER LEADER and
PANZER LEADER 1940 (Volume 15, Number 2)
counters are used, as well as the new paraunits
found in the insert of this issue.



