Arado 196

Pilot Exp._________
Tallies
Arado 196
Pilot Exp._________





DAMAGE

DAMAGE

Engine
1-2


Engine
1-2


Pilot
3


Pilot
3


RG
3


RG
3


Fuel
4


Fuel
4


Wing
5-6


Wing
5-6


Fuselage
7-9


Fuselage
7-9


Rudder
10


Rudder
10



Max Level Speed = 1
Max Dive Speed = 2
Max. Altitude = 4

Turn
1
2
3
4

Turn
1
2
3
4

Speed





Speed





Altitude





Altitude





Turn
5
6
7
8

Turn
5
6
7
8

Speed





Speed





Altitude





Altitude





Gun Factor = 5
  Ammo 

Gun Factor = 5
  Ammo 

Rear Gun Factor = 0
Ammo 

Rear Gun Factor = 0
Ammo 

Speed
Defense =3 
Engine Arado 196: Accel Fair / Climb Poor / Dive Fair

Maneuver
1  
2  


Every hit reduces the defense factor by “1” until it reaches “0”.

Aircraft is eliminated when all hits of a section are marked.

MED SERIES
Altitude Change
Dmgd Eng
Normal
If speed=2


Straight
1 / 1
1 / 1



Climb 2
P
P
P


Turn
1 / 1
1 / 2



Climb 1
P
P
-3 to -1


Tight Turn
1 / 11
1 / 21



No Change (accel)
-2 to  0
-2 to +1



Roll
1 / 2
2 / 2 



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



Loop
2 / 21
2 / 21



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



Normal Rudder / Damaged Rudder (speed loss)

P = Prohibited



GREEN 

(No Loop, Tight Turns)
INEXPERIENCED 

(No Loops)



AVERAGE (All) EXPERIENCED (All)  ACE (All)




See back side for rear gun deflection chart

Hit Effects

ENGINE: Use the “damaged” column of the “engine chart” after 1 hit. Fire starts on 1 D10 (radial).
CREW: Roll D10, 1-4 pilot gets hit.  5-8 RG gets hit. 9 both get hit.  10 both get hit + radio destroyed.  If RG hit, roll D10 again – RG dies on 1-2.

 After 1 pilot hit, max altitude change = 1. Front firing –1.  After 1 RG hit, rear firing –1. 

FUEL: Fire starts on 1-3 D10 after 1 hit.

WINGS: No effect first 1 hit. After 2nd hit, no tight turn, loop or roll – wing collapses if currently performing these maneuvers when 2nd hit received.

FUSELAGE: No effect 1 or 2 hits. After 3rd hit, no tight turn, loop or roll – airframe collapses if currently performing these maneuvers when 3rd hit received.

RUDDER: After 1 hit, see speed chart for damaged rudder effects.

FIRE: Immediately after changing altitude and/or speed during the change phase, an attempt to extinguish each fire is successful on a D10 roll of 9-10. Modifier +2 per altitude just dived.

BAIL OUT: Pilot successfully bails out on a D10 roll of 5 – 10. Modifier –3 for “crew hit”, -2 for “fire” 

FIRING FACTORS

D10 + factors below
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Firer not spotted
+4




Gun Factor 
+?




Deflection Factor (chart)
+/- ?




Large Target
+?




Ace 
+4




Experienced 
+2










Altitude diff’
-2




Firer  Wounded
-1




DEFENSE FACTOR

D10 + factors below




Base defense

“–“  hits taken
+?




















Spotting chart 
Range















Pilot Quality
-2
-1
0
1
2
3
4
5
6
7
8
9
10
11
12
Spotting Modifiers to Range

Green
5
4
3
2
2
1
1
N
N
N
N
N
N
N
N
Target on fire:  -3

Inexperienced
6
5
4
3
2
2
1
1
N
N
N
N
N
N
N
Target is twin-engined:  -1

Average
6
6
5
4
3
2
2
1
1
N
N
N
N
N
N
Target in rear arc:  3

Experienced
8
7
6
6
5
4
3
2
2
1
1
N
N
N
N
Target in sun arc:  5

Ace
9
8
8
7
6
6
5
4
3
2
2
1
1
N
N


For each horizontal hex away add one to the range + add two for each altitude difference + range modifiers

[image: image2.png]Single Rear Gun Deflection Chart
Note: Only applies when flying straight or
doing gentle turns

Bomber's
hex

A Above one level
S: Same level
B: Below one level










