Aichi D3A “Val”
MID Series
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Min Speed = 1
Max Speed = 3
Dive Speed = 4
Max Alt. = 8












Maneuver Table

Engine Power



Speed x 100KPH

Altitude
Normal
Crippled



1
2 – 3
4

Climb 1
-2  to -1
P


Straight
1
1
1

Level
-1 to +1
-1 to 0


Turn
1
2
21

Dive 1
-1 to +2
-1 to +1


Tight Turn
P
21
31

Dive 2-3
0 to +2
P
Bomber indicates maneuvers/changes first; shoot last.

Fighters get a +1 Big Target Bonus against this bomber

(speed loss)






ID_________
Crew_______
Bomb Load___________________
Turn
1
2
3
4

Damage






Speed





Engines
1-2


DF Remains 3 regardless of damage sustained

No Cockpit Armor

1st  crew hit, roll D10 pilot dead on a 1-2

None Sealing Tanks

Fuel hit – roll D10, fire starts on 1-5

Altitude





Crew
3




Turn
5
6
7
8

Fuel
4




Speed





Wing
5-6




Altitude 





Fuselage
7-9




F. Gun Factor = 1


Rudder
10




R. Gun Factor = 0

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FIGHTER ATTACK

Skilled Pilot Option: Experienced and Ace pilots with nose or tail shots may aim at Fuel (tail shot) or Engine (nose shot).

· No big target bonus. All other mods apply.

· Auto miss if bomber rolls a D10

· Hits damage specified target area (misses do not damage other areas)
CRIPPLED BOMBER

Bombers taking ½ hits in any one area are “crippled”

· Crippled bombers immediately lose 1 to max level and dive speed

· Lose 1 altitude level – if at 0, bomber crashes

· Fires not put out add one more hit to area on fire
DEFENSIVE GUNERY

Rear Gun factors are for specific Scenarios.

Standard Gunnery Rules:

Roll once per fighter, NOT per bomber.



Target 1 hex away
D20
Hit on 1.

Roll D10 on fighters damage table



Target 1 hex to rear, facing tail
D12




Bomber is “crippled”
D20








