DO 24 N 1

Crew________

Minimum Speed  = 1

Level Speed = 4 

Dive Speed = 4


Max. Altitude = 5
DAMAGE
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Engines
1-2




Crew
3




Fuel
4




Wing 
5-6




Fuselage
7-9




Rudder
10





Turn
1
2
3
4

Dornier 24 is crippled if it takes 1/2 or more hits in any one area. Maximum speeds reduced by one and must dive at least one level during the next Change Phase. 

Not automatically destroyed by fire – if fire not put out – the section on fire receives one more hit after failed attempt to extinguish fire.
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Altitude







Seenotdienst version is unarmored.











INEXPERIENCED (No Tight Turns) TRAINED (All)  EXPERIENCED (All)   EXPERT (ace)
Speed
Base Defense = 4
Engine

Maneuver
1
2
3
4
Base Defense remains 4


Altitude Change
Normal
Crippled

Straight
1 / 1
1 / 1
1 / 1
1 / 1

Climb 1
-1 thru –3
-P

Turn
1 / 2
2 / 3
3 / 4
4 / 4

No Change
-2 thru +1
-1 thru  0    

Tight Turn
1 / 21
2 / 31
3 / 41
P

Dive 1 or 2
-1 thru +2
-1 thru +1







Dive 3 or 4
0 thru +2
P

Normal Rudder / Damaged Rudder (speed loss)
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Seenotdienst version is unarmored.
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