[20] BOMBER RULES (by Paul Hannah and David Schueler)

GENERAL BOMBER RULES: 

20a)
MOVEMENT: Bombers move like other aircraft, except that the Bombers must indicate maneuvers and altitude changes before all other aircraft. Maneuver, speed, and altitude information for the bombers is given in the Bomber Classes section below. 

20b)
DAMAGE: Bomber damage is noted and allocated in the same manner as the Mustangs optional damage rules (Rule 13b), except that the bomber defense factor is not reduced for each hit. 

20c)
BIG TARGET BONUS: When attacking a bomber, the fighter gets a +1 big target bonus for each engine on the bomber (Example: when attacking an Italian SM-79 bomber which has 3 engines the attacking plane gets a +3 bonus). Exception: fighters armed exclusively with 30mm cannon do not get this bonus. 

20d)
30mm CANNON: For each hit by a fighter armed exclusively with 30mm cannon, mark off two boxes for the area that is hit on the bomber. 

20e)
SKILLED PILOT ATTACK OPTION: Experienced or Ace pilots that are attacking a bomber head-on or directly from the rear may use this option. If this option is selected, the attacking fighter does not use the big target bonus modifier (all other modifiers still apply), but may choose the area hit by the attack. The fighter may choose Engines, Fuel (tail only), or crew (head-on only). However, if the bomber rolls an unmodified 10 for the defense roll it is an automatic miss. 

20f)
DEFENSIVE GUNNERY: Bombers can fire their defensive guns each impulse, even if the bomber or no other planes move in the impulse. Note: For simplicity, in these rules bomber gunnery focuses on the chance that an attacking fighter will be hit by making one roll for each fighter rather than having a bomber attack with each gun or turret. 


20f1)
When bombers attack an enemy fighter, a die is rolled for each fighter in range of any bomber (not for each bomber that can shoot at the fighter). The type of die rolled for the bomber attack depends on the Bomber Class and the position of the fighter. If a fighter is in range to more than one bomber, the die type used is the one that is the most advantageous for the bombers. The player controlling the bombers rolls the appropriate die type. If the result is a 1, the fighter takes at least one hit. The fighter may take more hits depending on the bomber class and proximity to other bombers, see the appropriate Bomber Class section below for more information on the damage done by bombers. 



20 f1.1
If the fighter being attacked is jet or rocket powered, the next higher type of die is used, but never more than a D20. The die types used for bomber attacks are (from lowest to highest) D8 - D10 - D12 D20. 

20g)
CRIPPLED: A bomber is crippled if it takes 1/2 or more hits in any one area. Bombers that are crippled must jettison their bomb load, have their maximum speeds reduced by one, have their gunnery reduced as described in the appropriate Bomber Class section below, and must dive at least one level during the next Change Phase.


20g1:
HOLLYWOOD MANEUVER: A crippled bomber may attempt to remain at the current altitude rather than loose 1 altitude level. This option may often be riskier than it is worth. There are times, however, when it is necessary to try it. In the movies, the always try it.



20g1.1
Add all the hits currently received by the bomber, counting each engine hits as two hits.


20g1.2
The bomber may immediately jettison all of its ordnance (if loaded) and add a "+3" modifier to the roll (20g1.2)



20g1.3
Roll D10. Compare the roll to the number arrived at above (20g1.1)



Die roll equal s or exceeds number of hits: The bomber may remain at its current altitude.



Die roll is less than number of hits: The bomber must loose one altitude level. If already at altitude zero, the bomber crashes.


20g1.4
If while attempting the die roll, an unmodified "1" is rolled, the bomber breaks up and crashes.

20h)
FIRES: when damage causes a bomber to catch fire, the normal rules for putting out fires during the Change Phase are used (13b4). However, a bomber is not automatically destroyed if it does not put out the fire. Instead the burning bomber takes an extra hit in the area that is on fire (Example: a bomber that caught fire due to an engine hit would take another engine hit if it was unable to put out the fire). If the fire destroys the last hit for the area that is on fire, the bomber is destroyed. 


20h1
Bombers may only dive 2 levels when trying to put out fires, except for Single Engine Light Bombers, which may dive 3 levels (use the Dive 2 Levels chart for speed changes). 

20I)
BOMBER CLASSES: We have broken the bombers of World War II into eight general classes. This means that some subtle distinctions between bombers may be lost when using these rules. The Bomber Classes are: 


20i1
Single Engine Light Bombers. 


20i2
Obsolescent Bombers.


20i3
Fast Medium Bombers. 


20i4
Medium Bombers.


20i5
Late War Medium Bombers.


20i6
Early Fortress Heavy Bombers. 


20i7
Late Fortress Heavy Bombers.


20i8
Superfortress Bombers.


20i9
Arado Blitz Bomber


20i10
Single Engined Recon Planes

Each class has characteristics and special rules associated with it. These are recorded on the Aircraft Control Cards for the bombers and are shown in appendix 2.
