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	B24 Model Comparison

	
	D
	E
	G/H/J
	L/M

	Weapons

Systems

(x-y = MGs-ammo)
	nose (1-15)
	nose (1-15)
	nose turret (2-15)
	nose turret (2-15)

	
	cheek (0)
	cheek (2-10 each)
	cheek (0)
	cheek (0)

	
	top turret (2-16)
	top turret (2-16)
	top turret (2-16)
	top turret (2-16)

	
	port waist (1-20)
	port waist (1-20)
	port waist (1-20)
	port waist (1-20)

	
	stbd waist (1-20)
	stbd waist (1-20)
	stbd waist (1-20)
	stbd waist (1-20)

	
	tunnel (1-20)
	tunnel (1-20)
	ball turret (2-20)
	floor ring (2-20)

	
	tail turret (2-23)
	tail turret (2-23)
	tail turret (2-23)
	stinger turret (2-23)

	Crew
	bombardier
	bombardier
	bombardier
	bombardier

	
	navigator
	navigator
	navigator
	navigator

	
	
	
	nose turret gunner
	nose turret gunner

	
	pilot
	pilot
	pilot
	pilot

	
	co-pilot
	co-pilot
	co-pilot
	co-pilot

	
	engineer
	engineer
	engineer
	engineer

	
	radio operator
	radio operator
	radio operator
	radio operator

	
	waist gunner
	waist gunner
	waist gunner
	waist gunner

	
	tunnel gunner
	tunnel gunner
	ball turret gunner
	floor ring gunner

	
	tail turret gunner
	tail turret gunner
	tail turret gunner
	stinger gunner

	Production
	2,698
	801
	11,208
	4,260

	D represents the early D model; E the addition of the cheek guns; G the replacement of the nose and cheek guns with a nose turret (requiring a complete nose re-design), and the replacement of the tunnel gun with a ball turret; the H differed from the G only in what company manufactured it; the J improved on the G/H only by an improved autopilot and bomb sight; the L replaced the ball turret with floor-ring-mounted twin .50’s, a stinger turret (hand held tail .50’s but wider traverse), plus other weight savings; and the M had marginal additional weight savings over the L. There were other slight differences, but for game purposes we are only concerned with crew and weapons systems. All other models were unique experimental aircraft or saw limited production of a few dozen aircraft at most. (Production figures are the combined totals for the models in question.)


 B-24D
	The Consolidated B-24D was the first Liberator model to enter large scale production--2,698 were ordered in 1940-1942. The B-24D was essentially a B-24C with improved engines and some minor production differences. The first 20 -D models built were from a block initially ordered as B-24A (40-2349 to 40-2368). 

Initially, the B-24D was armed with eight .50-cal. machine guns: the A-6 tail turret, Martin top turret, and one each at the nose (some aircraft had two nose guns positions), waist (Lt. and Rt.) and tunnel positions. The tunnel gun (lower aft fuselage) was replaced by a remote-controlled Bendix belly turret but it was soon replaced by a Sperry ball turret. The single nose gun was augmented by left and right cheek mounted guns for late model B-24Ds.

	TYPE
B-24D 
	Number Built/Converted
2,698
	Remarks
Production B-24C; imp. engines

	Notes: 

· 2,381 built by Consolidated at the San Diego, California plant. 

· 305 built by Consolidated at the Fort Worth, Texas plant. 

· 10 built by Douglas at the Tulsa Oklahoma plant. 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 64 ft. 4 in. 
Height: 17 ft. 11 in. 
Weight: 56,000 lbs. loaded
Armament: Eleven .50-cal. and 8,000 lbs. of bombs (8 or 9 .50-cal. machine guns on early models)
Engines: Four Pratt & Whitney R-1830-43 supercharged radials of 1,200 hp. each (take-off power)

PERFORMANCE
Maximum speed: 303 mph. 
Cruising speed: 200 mph. 
Range: 4,600 miles (max. ferry range); 2,850 miles w/ 5,000 lbs. bomb load
Service Ceiling: 32,000 ft. 


B-24E
	The Consolidated B-24E was a version of the late-model B-24D built by Ford. The Ford-built aircraft had Pratt & Whitney R-1830-65 radials in place of the standard -43 radial on the -D model. Also, the -E had the ventral tunnel gun (a single .50-cal. machine gun) instead of the Bendix remote or Sperry ball turret. 

Ford also built sub-assemblies for the B-24E and sent them to the Consolidated Fort Worth and Douglas Tulsa plants for final assembly. The Douglas-built B-24Es used the original B-24D engines (R-1830-43), but were otherwise identical to the Ford-built B-24E. 

	TYPE
B-24E
	Number Built/Converted
801
	Remarks
Ford built B-24D; tunnel gun

	Notes: 

· Serial numbers: 41-28409 to 41-28573; 41-29007 to 41-29115; 42-6976 to 42-7464; 42-7770; 42-64395 to 42-64431; 

· 490 B-24E-FO built by Ford at the Willow plant in 6 production blocks. 

· 144 B-24E-CF built by Consolidated at the Fort Worth plant using Ford sub-assemblies (4 blocks). 

· 167 B-24E-DT built by Douglas at the Tulsa plant using Ford sub-assemblies (5 blocks) 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 64 ft. 4 in. 
Height: 17 ft. 11 in. 
Weight: 56,000 lbs. loaded
Armament: Ten .50-cal. and 8,000 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 (or -43) supercharged radials of 1,200 hp. each (take-off power)

PERFORMANCE
Maximum speed: 303 mph. 
Cruising speed: 200 mph. 
Range: 4,600 miles (max. ferry range); 2,850 miles w/ 5,000 lbs. bomb load
Service Ceiling: 32,000 ft. 


B-24G/H/J
	North American was contracted to build B-24s starting in 1942. The first 25 aircraft built were B-24G and based on the late block B-24D. These aircraft had a Sperry ball turret and three .50-cal. machine guns in the nose. However, combat experience showed the B-24D and early B-24G to be vulnerable to frontal attack so design data for the Ford-built B-24H was incorporated in the North American version resulting in the B-24G-1. This version had an Emerson nose turret in place of the two or three .50-cal. machine guns used on earlier models.

A total of 430 B-24Gs were built and most were sent to the 15th Air Force in Italy. North American began delivering B-24G-1 Liberators in November 1943.

	TYPE
B-24G
	Number Built/Converted
430
	Remarks
N. American B-24D; Nose turret

	Notes: 

· Serial numbers: 42-78045 to 42-78474 

· 25 built as B-24G (42-78045 to 42-78069) 

· 405 built as improved B-24G-1 (block numbers 1, 5, 10, 15, and 16) (42-78070 and later) 

SPECIFICATIONS (Block 10 and later)
Span: 110 ft. 0 in. 
Length: 67 ft. 2 in. 
Height: 17 ft. 11 in. 
Weight: 56,000 lbs. design gross weight
Armament: Ten .50-cal. and 12,800 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 supercharged radials of 1,200 hp. each (take-off power)
Crew: Ten

PERFORMANCE
Maximum speed: 290 mph. 
Cruising speed: 215 mph. 
Range: 3,700 miles (max. ferry range); 2,100 miles w/ 5,000 lbs. bomb load
Service Ceiling: 28,000 ft. 


	The B-24H was the result of a design effort to improve the defensive firepower of the basic B-24D design. Combat experience showed even the late model B-24Ds with three nose mounted .50-cal. machine guns were vulnerable to head-on attacks. Some B-24Ds had power nose turrets (modified Emerson A-6 tail turrets) added at depot facilities and had greater success fending off frontal assaults. 

The Army Air Force wanted this improvement incorporated into the B-24s coming off the production lines, so Emerson and Consolidated engineers redesigned the aircraft to accept the turret. The results were sent to the Ford Willow Run plant for manufacture. The nose turret addition required more than 50 airframe changes including a new bombardier compartment. Other improvements incorporated to improve the defensive strength of the aircraft included a new tail turret design with larger plexiglass windows, a higher top turret bubble for increased visibility and offset waist gunner positions (starting with block 20 aircraft) to prevent the waist gunners from interfering with each other in battle.

The -H model design was sent to North American which built it as the B-24G-1. Ford also sent B-24H subassemblies to Consolidated and Douglas for final assembly. 

	TYPE
B-24H
	Number Built/Converted
3100
	Remarks
Imp. for greater def. firepower

	Notes: 

· Serial numbers: 41-28574 to 41-29006; 41-29116 to 41-29608; 42-50277 to 42-50451; 42-51077 to 42-51225; 42-52077 to 42-52776; 42-64432 to 42-64501; 42-7465 to 42-7769; 42-94729 to 42-95503 

· 1780 built by Ford at their Willow Run plant in 7 production blocks 

· 738 assembled by Consolidated at their Fort Worth plant. 

· 582 assembled by Douglas at their Tulsa plant. 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 67 ft. 2 in. 
Height: 18 ft. 0 in. 
Weight: 56,000 lbs. design gross weight
Armament: Ten .50-cal. and 12,800 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 supercharged radials of 1,200 hp. each (take-off power)
Crew: Ten

PERFORMANCE
Maximum speed: 290 mph. 
Cruising speed: 215 mph. 
Range: 3,700 miles (max. ferry range); 2,100 miles w/ 5,000 lbs. bomb load
Service Ceiling: 28,000 ft. 


	The B-24J was very similar to the B-24H. Because of shortages of Emerson nose turrets, Consolidated re-engineered the basic Liberator design to accept a modified version of the A-6 tail turret in the nose. Consolidated--which became Consolidated-Vultee in March 1943--used the basic (late model) B-24D design as a starting point for the -J model. Improvements in the Ford-built -H model were not incorporated into the initial -Js. For example, the defensive improvements gained by the staggered waist gunner position and the 'High-Hat' top turret did not appear in early Consolidated B-24Js.

Late model B-24Js were similar, but slight variations between assembly plants required repair facilities to carry up to 5 different sets of parts. The B-24J was built by Consolidated at their San Diego and Fort Worth plants, by Ford at Willow Run, Douglas at Tulsa and North American at Dallas. The B-24G-1, -H and -J models were all very similar and difficult to distinguish in some cases. Without a visible serial number, identification is almost impossible for certain subtypes. For example, Ford supplied B-24H subassemblies to Consolidated to build at their Fort Worth plant, but these aircraft were given B-24J serial numbers.

The B-24J had an improved auto pilot (type C-1) and bomb sight (M-1 series). When B-24H and B-24G-1 aircraft were retrofitted with these improvements, they were redesignated as -J models which also makes absolute identification difficult. 

	TYPE
B-24J
	Number Built/Converted
6678
	Remarks
Improved B-24H 

	Notes: 

· 2792 built by Consolidated at their San Diego plant in 43 production blocks.

· 1587 built by Ford at their Willow Run plant in 4 production blocks. 

· 1558 built by Consolidated at their Fort Worth plant in 25 production blocks. 

· 536 built by North American at their Dallas plant in 3 production blocks. 

· 205 built by Douglas at their Tulsa plant in 3 production blocks. 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 67 ft. 8 in. 
Height: 18 ft. 0 in. 
Weight: 65,000 lbs. (max.)
Armament: Ten .50-cal. and 12,800 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 supercharged radials of 1,200 hp. each (take-off power)
Crew: Ten

PERFORMANCE
Maximum speed: 290 mph. 
Cruising speed: 215 mph. 
Range: 3,700 miles (max. ferry range); 2,100 miles w/ 5,000 lbs. bomb load
Service Ceiling: 28,000 ft. 


B-24L/M
	The B-24L was modified from the basic B-24J design to try and reduce the overall aircraft weight. The ball turret was replaced by a pair of .50-cal. machine guns on a floor ring mount and the tail turret was initially replaced by a smaller and lighter M-6 'Stinger' turret. Later in the production run, no tail armament was installed at the assembly plant. Once the aircraft arrived 'in theater' the armament was installed and varied between the standard A-6B tail turret, the M-6A 'Stinger' or a dual-mount manual .50-cal. machine gun set.

The production B-24L was more than 1,000 pounds lighter than the -J model, but the performance was only marginally better. Differences of opinion on how the aircraft should be armed caused some problems also, mainly in logistics. Repair depots had to keep a large variety of spare parts to support a number of Liberator variants. These problems were eased somewhat in the summer of 1944 when the production pool of five plants was reduced to two: Consolidated-San Diego and Ford-Willow Run.

	TYPE
B-24L
	Number Built/Converted
1,667 
	Remarks
B-24J with weight saving mods.

	Notes: 

· Serial numbers: 44-41390 to 44-41806; 44-49002 to 44-50251 

· Consolidated built 417 aircraft at its San Diego plant. 

· Ford built 1,250 aircraft at its Willow Run plant. 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 67 ft. 2 in. 
Height: 18 ft. 0 in. 
Weight: 55,000 lbs. design gross weight
Armament: Ten .50-cal. and 12,800 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 supercharged radials of 1,200 hp. each (take-off power)
Crew: Ten

PERFORMANCE
Maximum speed: 290 mph. 
Cruising speed: 215 mph. 
Range: 3,700 miles (max. ferry range); 2,100 miles with 5,000 lbs. of bombs
Service Ceiling: 28,000 ft. 


	The -M model was the last production version in the B-24 series. It was essentially an -L model with some additional weight saving features. The tail turret was standardized to the lightweight power operated A-6B type. The enclosed waist gunner positions of the B-24L were changed back to open positions on the -M. The cockpit canopy was modified on late model B-24Ms by adding a 'knife-edge' dual pane front wind screen. This change gave the pilots much better visibility.

More than 2,500 B-24Ms were built at Consolidated's San Diego plant and Ford's Willow Run facility between December 1944 and June 1945. Because the war was over in Europe and nearly over in the Pacific at the end of the production run, some late model B-24Ms were scrapped with only ferry time between the assembly plant and the scrap yard.

	TYPE
B-24M
	Number Built/Converted
2,593
	Remarks
B-24L with weight saving mods.

	Notes: 

· Serial numbers: 44-41390 to 44-41806; 44-49002 to 44-50251 

· Consolidated built 916 aircraft at its San Diego plant. 

· Ford built 1,677 aircraft at its Willow Run plant. 

SPECIFICATIONS 
Span: 110 ft. 0 in. 
Length: 67 ft. 2 in. 
Height: 18 ft. 0 in. 
Weight: 64,500 lbs. maximum weight
Armament: Ten .50-cal. and 12,800 lbs. of bombs 
Engines: Four Pratt & Whitney R-1830-65 supercharged radials of 1,200 hp. each (take-off power)
Crew: Ten

PERFORMANCE
Maximum speed: 300 mph. 
Cruising speed: 215 mph. 
Range: 3,700 miles (max. ferry range); 2,100 miles with 5,000 lbs. of bombs
Service Ceiling: 28,000 ft. 


	RANDOM B-24 CHART


	Roll

	Model


	2

	B-24 G (a)

	3

	B-24 E

	4

	B-24 L (b)

	5

	B-24 J (a)

	6

	B-24 D

	7

	B-24 H (a)

	8

	B-24 M (b)

	9

	B-24 L (b)

	10

	B-24 L (b)

	11

	B-24 L (b)

	12

	B-24 L (b)

	a)
For game purposes, the B-24 G, H and J are the same model.
b)
For game purposes, the B-24 L and M are the same model.


	


Targets
The target most commonly struck by B-24 bomb groups was, despite its distance, Berlin. Other frequent targets were Magdeburg, Hamburg, Braunschweig, Kassel, Kiel and Koblenz. “NoBall” targets were also frequently struck:

“The NoBall target category was that against enemy missile launchers, bivouac areas, field headquarters, enemy supply/logistic points in support of field operations and concentrated areas of troop and weapon marshalling. These type targets fell more into a tactical bombing attack grouping as opposed to the strategic type comprised of fixed targets in or near major industrial complexes. During the German occupation of France and the low-land countries prior to D-Day, many NoBall targets were assigned to the 392nd and other heavy bombardment groups of the Eighth Air Force.” (www.B24.net)
Although B-24s had tactical missions throughout the war -- including striking gun emplacements around Bordeaux, France, as late as mid-April, 1945 -- missions specifically labeled “NoBall” lasted from December, 1943 to August, 1944. Some, such as Siracourt, Watten and Wizernes, were bombed even more frequently than more famous targets, such as Wilhelmshaven.
If you wish to fly B-24 missions regardless of date, use the following chart:
	B-24 TARGETS BY FREQUENCY

	Roll

	Target

	Type

		Roll

	Target

	Type


	11

	Berlin*
	Rail Yard
		41

	Braunschweig*
	Industry

	12

	Berlin*
	Airfield
		42

	Kiel*
	U-Boats

	13

	Berlin*
	Industry
		43

	Kiel*
	U-Boats

	14

	Berlin*
	Industry
		44

	Kiel*
	U-Boats

	15

	Berlin*
	Aircraft
		45

	Koblenz
	Rail Yard

	16

	Magdeburg*
	Oil
		46

	Koblenz
	Rail Yard

	21

	Magdeburg*
	Oil
		51

	Koblenz
	Rail Yard

	22

	Magdeburg*
	Aircraft
		52

	Cologne
	Rail Yard

	23

	Magdeburg*
	Industry
		53

	Hamm
	Rail Yard

	24

	Hamburg*
	Oil
		54

	Ludwigshafen
	Chemical

	25

	Hamburg*
	Oil
		55

	Merseburg
	Oil

	26

	Hamburg*
	Oil
		56

	Bremen
	Aircraft

	31

	Hamburg*
	Rail Yard
		61

	Munster
	Industry

	32

	Kassel*
	Rail Yard
		62

	Frankfurt
	Rail Yard

	33

	Kassel*
	Industry
		63

	Hannover
	Industry

	34

	Kassel*
	Industry
		64

	NoBall Zone 3
	Tactical

	35

	Braunschweig*
	Industry
		65

	Nuremburg
	Industry

	36

	Braunschweig*
	Industry
		66

	Saarbrucken
	Industry

	* Apply a +1 modifier die rolls on the Flak Over Target (O-1) table.



	


As the war went on, the number of missions a bomber crew had to fly increased to 35, and eventually 50. While a bomb group could easily fly 50 missions in the space of three months, to recreate the whole B-24 in northern Europe experience, we’ll stretch the 50 missions over the last two years of the war. The following are actual missions conducted by 8th Air Force B-24 bomb groups:
	B-24 TARGETS BY DATE


	Mission

	Date

	Target

	Type

		Mission

	Date

	Target

	Type


	1

	9-Sep-43
	Abbeville

	Airfield
		26

	13-May-44
	Tutow

	Industry

	2

	4-Oct-43
	Frisian Islands

	None (a)
		27

	24-May-44
	Paris

	Industry

	3

	8-Oct-43
	Vegesack*

	U-Boats
		28

	15-Jun-44
	Tours

	Airfield

	4

	3-Nov-43
	Wilhelmshaven*

	U-Boats
		29

	2-Jul-44
	NoBall Zone 3

	Tactical

	5

	16-Nov-43
	Rjukan, Norway

	Power (b)
		30

	16-Jul-44
	Saarbrucken

	Industry

	6

	26-Nov-43
	Bremen

	Aircraft
		31

	2-Aug-44
	Amiens

	Rail Yard

	7

	11-Dec-43
	Emden

	Industry
		32

	13-Aug-44
	Paris

	Tactical

	8

	16-Dec-43
	Bremen

	Aircraft
		33

	3-Sep-44
	Brest*

	Tactical

	9

	22-Dec-43
	Osnabruck

	Aircraft
		34

	17-Sep-44
	Rotterdam

	Ship Yard

	10

	30-Dec-43
	Ludwigshafen*

	Chemical
		35

	30-Sep-44
	Hamm

	Rail Yard

	11

	4-Jan-44
	Kiel*

	U-Boats
		36

	15-Oct-44
	Cologne

	Industry

	12

	7-Jan-44
	Ludwigshafen*

	Chemical
		37

	30-Oct-44
	Merseburg

	Oil

	13

	11-Jan-44
	Braunschweig*

	Industry
		38

	21-Nov-44
	Koblenz

	Rail Yard

	14

	21-Jan-44
	NoBall Zone 2

	Tactical
		39

	4-Dec-44
	Koblenz

	Rail Yard

	15

	29-Jan-44
	Frankfurt

	Industry
		40

	16-Dec-44
	Stuttgart

	Industry

	16

	5-Feb-44
	Tours

	Airfield
		41

	3-Jan-45
	Aschaffenburg

	Rail Yard

	17

	13-Feb-44
	NoBall Zone 2

	Tactical
		42

	16-Jan-45
	Dresden

	Rail Yard

	18

	20-Feb-44
	Berlin*

	Industry
		43

	29-Jan-45
	Kassel*

	Industry

	19

	24-Feb-44
	Gotha

	Aircraft
		44

	15-Feb-45
	Magdeburg

	Oil

	10

	8-Mar-44
	Berlin*

	Industry
		45

	28-Feb-45
	Kassel*

	Industry

	21

	18-Mar-44
	Friedrichshaven

	Industry
		46

	8-Mar-45
	Dortmund

	Rail Yard

	22

	29-Mar-44
	NoBall Zone 3

	Tactical
		47

	18-Mar-45
	Berlin*

	Industry

	23

	8-Apr-44
	Braunschweig*

	Industry
		48

	30-Mar-45
	Hamburg*

	Oil

	24

	18-Apr-44
	NoBall Zone 3

	Tactical
		49

	15-Apr-45
	Bordeaux

	Tactical (c)

	25

	29-Apr-44
	Berlin*

	Industry
		50

	25-Apr-45
	Salzburg

	Tactical

	* Apply a +1 modifier die rolls on the Flak Over Target (O-1) table.

a)
This is a feint. There is no actual target. No bombs are carried. When you reach zone 7 (just north of Wilhelmshaven), spend one turn in that zone, instead of the normal two in a target zone, then turn around and head back to base. There is no flak.

b)
The 392nd Bomb Group missions to Rjukan and Kjeller were the only US missions to Norway in World War II. Zones 3-8 are over water, zone 9 is Norway’s coast, and zone 10 is the target zone. Only roll for German fighter waves in zones 6-10. Even in zone 10, roll for waves on the B-1 table. Roll for flak in both zones 9 and 10. If the B-24 encounters mechanical difficulties, it may fly one zone further to Sweden. It may land on a Swedish airfield as if it was the B-24’s home base. Roll for weather in Sweden: 1-2 = Good; 3-4 = Poor; 5-6 = Bad. The crew will be interred for 2-9 = months or 10-12 = the rest of the war. If rolling on table G-8 or G-10 in zone 7 or 8, “rescued” crew members become POWs; in zones 5 or 6, the crew is automatically KIA; and in zones 3 and 4, “rescued” actually means rescued. Zone 2 is over northern Britain, so a B-24 may make an emergency landing there without penalty. Me-109s encountered in Zone 6 are considered ‘false contacts’ (i.e., pretend they don’t exist).
c)
Bordeaux was occupied by the Germans until the end of the war. In April, 1945, a series of missions were flown to take out coastal batteries in the area. No German fighter waves will be encountered. Check for flak in zones 8 (both inbound and outbound) and 9 (the target zone).


	


A number of corrections have been made to the previously published extended target list map and gazetteer. A solid white row indicates new targets, where white cells indicate corrections. Most corrections were minor, however a number of cities were nowhere near their real location. The most egregious example was Friedrichshaven, which was shown as being at the western end of the German-Swiss border, when in fact it is at the far eastern end of the German-Swiss border, two zones further out, on Lake Constance. Other targets that should have been one zone further out include Karlsruhe, Mannheim and Saarbrucken.
	G-11 FLIGHT LOG GAZETEER (combined)


	TARGET CITY

	Zone

2

	Zone

3

	Zone

4

	Zone

5

	Zone

6

	Zone

7

	Zone

8

	Zone

9

	Zone

10

	Zone

11


	Abbeville

	-2/W
	+1/F
								
	Amiens

	-2/W
	0/F
								
	Amsterdam

	-2/W
	-1/W
	-1/W
	0/N
						
	Antwerp

	-2/W

	-1/B

	0/B

							
	Aschaffenburg

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

			
	Augsburg
	-2/W

	-1/B

	-1/B
	-1/B
	0/B-G

	0/G

	0/G

	0/G

	0/G

	
	Berlin

	-2/W

	-1/W

	-1/W

	0/W-N

	0/N

	0/G

	0/G

	0/G

	+1/G

	
	Bonn

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/N-G

	0/G

				
	Bordeaux

	-2/W

	-1/W

	0/F

	0/F

	0/F

	0/F

	0/F

	0/F

		
	Brandenburg

	-2/W

	-1/W

	-1/W

	-1/N

	-1/N

	0/G

	0/G

	0/G

		
	Braunschweig

	-2/W

	-1/W

	-1/W

	-1/W

	-1/N

	0/G

	0/G

			
	Bremen

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

				
	Brest

	-3/W

	-2/W

	-1/W

	-1/W

	+1/F

					
	Cherbourg

	-2/W

	0/W-F

								
	Cologne

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/N-G

					
	Dortmund

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/G

					
	Dresden

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/G

	0/G

	0/G

	0/G

	0/G

	0/G

	Dusseldorf

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/G

					
	Emden

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

				
	Frankfurt

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

				
	Friedrichshaven

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

	0/G

	0/G

	
	Frisian Islands

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

				
	Gotha
	-2/W

	-1/W

	-1/W

	-1/N

	-1/N

	0/N-G
	0/G

	0/G

		
	Hamburg

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

	0/G

			
	Hamm

	-2/W

	-1/W

	-1/W

	0/N

	0/N

	0/G

				
	Hannover

	-2/W

	-1/W

	-1/W

	-1/W

	-1/N

	0/G

	0/G

			
	Karlsruhe

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

			
	Kassel

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/G

	0/G

				
	Kiel

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

			
	Koblenz

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

				
	La Rochelle

	-2/W

	-1/W

	0/F

	0/F

	0/F

	0/F

	0/F

			
	Leipzig

	-2/W

	-1/W

	-1/W

	-1/N

	-1/N

	0/G

	0/G

	0/G

		
	Lille

	-2/W

	0/F

								
	Lorient

	-2/W

	-1/W

	-1/W

	0/F

	0/F

					
	Ludwigshafen

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

				
	Magdeburg

	-2/W

	-1/W

	-1/W

	-1/N

	-1/N

	0/G

	0/G

	0/G

		
	Mannheim

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

				
	Meaulte

	-2/W

	0/F

								
	Merseburg

	-2/W

	-1/W

	-1/W

	-1/N

	-1/N

	0/G

	0/G

	0/G

		
	Munster

	-2/W

	-1/W

	-1/W-N

	-1/N

	0/N/G

	0/G

				
	NoBall Zone 2

	0/F

									
	NoBall Zone 3

	-2/W

	0/F

								
	Offenburg

	-2/W

	-1/B

	-1/B

	-1/B

	-1/B

	0/G

				
	Osnabruck

	-2/W

	-1/W

	-1/W

	-1/W

	-1/N-G

	0/G

				
	Paris

	-2/W

	0/F

	0/F

	0/F

						
	Rennes

	-2/W

	-1/W

	0/F

	0/F

						
	Rjukan
	none

	none

	none

	none

	-1W

	-1W

	-1/W

	0/Nwy

	0/Nwy

	
	Romilly-sur-Seine

	-2/W

	0/F

	0/F

	0/F

						
	Rotterdam

	-2/W

	-1/W

	0/W-N

							
	Rouen

	-2/W

	0/F
								
	St. Omer

	0/W-F

									
	Saarbrucken

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G
				
	Salzburg

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

	0/G

	0/G

	0/A


	Schweinfurt

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

			
	St. Nazaire

	-2/W

	-1/W

	0/F

	0/F

	+1/F

					
	Stuttgart

	-2/W

	-1/B

	-1/B

	-1/B

	0/B-G

	0/G

	0/G

			
	Tours

	-2/W

	0/F

	0/F

	0/F

	0/F

					
	Tutow

	-2/W

	-1/W

	-1/W
	-1/W
	-1/W
	-1/W
	0/G

	0/G

	0/G

	
	Vegesack

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

				
	Wilhelmshaven

	-2/W

	-1/W

	-1/W

	-1/W

	-1/W

	0/G

				

	


1944-1945
As the war went on, and especially after the Allied invasion of Normandy, German fighter resistance weakened to the point where some missions in the Spring of ’45 never saw a single German fighter. At the same time, long-range fighters operating from French fields were able to escort B-24s all the way to and from their targets in Germany. (The P-51B entered combat in December, 1943.) Finally, as the Allies advanced through France, B-24s damaged over Germany were able to make emergency landings at tactical airfields in France. The following rules reflect the final stage of the air war:

B-24s in the low squadron apply a +2 die roll modifier to the Number of German Waves in Designated Target Zone (B-2) table, for all zones wholly or partially in Germany.


Dec-43:
Full outbound and inbound fighter escort is extended to Zone 5. Apply a +1 die roll modifier to the Fighter Cover (G-5) table in Zones 3-5. In the outward leg of Zone 6 (even if it is the target zone), 1-5 = no cover, 6 = poor cover. 

Jun-44:
Full outbound and inbound fighter escort is extended to Zone 7. Due to fighters providing tactical support in France, no modifier is applied to table G-5. In the outward leg of Zone 8 (even if it is the target zone), 1-5 = no cover, 6 = poor cover.

Oct-44:
Full outbound and inbound fighter escort is extended to Zone 9. Apply a +2 die roll modifier to the Fighter Cover (G-5) table in Zones 3-9. In the outward leg of Zone 10 (even if it is the target zone), 1-5 = no cover, 6 = poor cover. B-24s able to return as far as Zone 3 may make an emergency landing at an Allied tactical airfield in France. From this point forward, the B-2 table die roll modifier for zones in Germany (see above) only applies to Zone 10, and even then only when Berlin is the target. 

Jan-45:
Full outbound and inbound fighter escort is extended to Zone 11. Apply a +2 die roll modifier to the Fighter Cover (G-5) table in Zones 3-11. In addition, German fighter waves will no longer be encountered over France. B-24s able to return as far as Zone 5 may make an emergency landing at an Allied tactical airfield in France. 

B-24 Rules
The following rules modifications apply regardless of the B-24 model being flown:

1)
In addition to a higher bomb load than the B-17, the B-24’s bomb bay doors rolled up into the plane, rather than opening outward, thus decreasing drag, increasing the bombadier’s ability to keep the B-24 on target during its bomb run. Due to those two factors, apply a +1  die roll modifier to the Bomb Run (O-6) table. A 1 is always off target, regardless of die roll modifiers. {positive}
2)
B-24s were faster than B-17s. (Cruising speed was 40-50 miles per hour greater in all B-24 models than it was in B-17Fs and Gs.) Reflecting the longer time it would take a German fighter to close with a B-24 from behind, there is an increased probability to hit against enemy fighters in the 6 o’clock middle and low quadrants. {positive}
3)
B-24s had greater range than B-17s. If a fuel leak occurs, add +1 to the roll for number of zones the B-24 may fly. {positive}
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Good view of the B-24’s ‘roll up’ bomb bay doors. Note the floor ring-mounted twin .50s.


4)
Due to the high wing and flimsy bomb bay doors, B-24s didn’t float well when ditched. The B-24 suffers a -2  roll modifier on the Landing in Water (G-10) table. The crew miraculously survives on a 12, regardless of die roll modifiers. {negative}
5)
Also due to the flimsy bomb bay doors, B-24s had more problems than B-17s when landing wheels up. If either landing gear is damaged, the B-24 suffers a -4  die roll modifier to the Landing on Land (G-9) table. {negative}
6)
Due to the likelihood of flipping over if the nosewheel is damaged, the B-24, suffers a -2 die roll modifier to the Landing on Land (G-9) table. {negative}
7)
Due to B-24s being overloaded more often than B-17s, they would also occasionally crash on takeoff. During takeoff, roll on the Landing on Land (G-9) table, applying weather effects, pilot and copilot experience, and a -1 die roll modifier for weight. {negative}
8)
B-24 wings were more fragile than B-17 wings. A B-24 wing root can only sustain 3 hits before the wing rips off. {negative}
9)
B-24s were more physically demanding to fly than B-17s. If the autopilot control, or the autopilot itself, is damaged, bomb runs are automatically off target, and the landing roll on the Landing on Land (G-9) and G-10 Landing on Water tables is a -2. {negative}
10)
The B-24 only had one waist gunner to man both port and starboard positions. Therefore, during attacks the radio operator manned one of the waist guns. There is no negative effect on a waist gun fired by the radio operator. However, the radio operator may not fire a waist gun during the wave -- including initial and successive attacks -- in which he assumes his new position. (See rule 14.1, Crew Movement) The radio operator is assumed to have returned to his radios as soon as the B-24 exits the zone. (He has critical radio duties to attend to, so he can’t ‘camp out’ in the waist.) Thus, the radio operator could find himself shuttling frequently back-and-forth to the waist during long missions where there is a lot of opposition. {negative}
11)
B-24 nose turrets were top-mounted, rather than bottom mounted as on B-17s. B-24 nose turret hits from the low quadrant are considered superficial damage. {neutral}
12)
When the aircraft commander decides that he will need to make an emergency landing at an Allied tactical airfield in France, he must leave the formation (and thus possibly face more opposition). The plane may remain at high altitude if it is otherwise able to do so. Apply an additional -1 modifier to the Landing on Land (G-9) table when landing at a tactical airfield.
13)
B-24s carry the same ammo as B-17s, providing a position exists on the B-24. {neutral} 

Radome
If a B-24 squadron leader (or B-17 squadron leader) is equipped with a radome, then the following rules apply:

1) The squadron leader does not have a ball turret or ball turret gunner. The radome takes its place. Any hit to the ‘ball turret’ on the Waist (P-5) table renders the radome inoperable.

2) If the squadron leader’s radome is operating when bombs are released, then each bomber in the squadron hits the target if its sight, bomb bay doors, bomb release, autopilot, and autopilot control are operating, and if the bombardier is not incapacitated with wounds. If any of those systems (or people) is inoperable, then the bomber rolls a normal to hit on the Bomb Run (O-6) table, applying all appropriate die roll modifiers.

3) If flying a ‘solo’ mission, you have the option of being the squadron leader, and deciding whether to use the standard ball turret, or replace it with a radome.

4) Once a radome is installed on a bomber, it stays on the bomber until it is shot down.

5) The radome is retractable, so it is not affected by belly landings.
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B-24H staying in formation despite missing left empennage.


Modified Tables
All B-17 QotS tables are reproduced below, in similar colors, including errata. B-24 specific modifications are in white, but the associated notes are still in color, so read them carefully.

	O-1 WEATHER 


	Roll
	Target

Zone
	Base

	2
	Bad (a)
	Bad (a)

	3
	Poor (b)
	Poor (b)

	4-10
	Good
	Good

	11
	Poor (b)
	Poor (b)

	12
	Bad (a)
	Bad (a)

	a) Bad weather causes a -2 die roll modifier on the Bomb Run (O-6), Landing on Land (G-9) and Landing on Water (G-10) tables.

b) Poor weather causes a -1 die roll modifier on the Bomb Run (O-6), Landing on Land (G-9) and Landing on Water (G-10) tables.

c) Both Bad and Poor weather cause a -1 die roll modifier on the Number of German Fighter Waves (B-2), Flak Over Target (O-2) and Fighter Cover Defense (M-2) tables.


	
	O-2 FLAK OVER TARGET
Roll
Amount of Flak

1

No Flak
2

Light Flak
3

Light Flak
4

Medium Flak
5

Medium Flak
6

Heavy Flak


	O-3 FLAK TO HIT B-24
Roll

Heavy

Medium

Lite

2

Hit

Hit
Hit
3

Hit

Hit

Miss
4

Miss
Miss
Miss
5

Hit

Miss
Miss
6

Miss
Miss
Miss
7

Hit

Hit

Miss
8

Miss
Miss
Miss
9

Hit

Miss
Miss
10

Miss
Miss
Miss
11

Hit

Miss
Miss
12

Hit

Hit
Hit
Note: For each hit, roll once on able O-4 Effect of Flak Hits.

	O-4 EFFECT OF FLAK HITS
Roll
Number of Shell Hits

2
Burst Inside Plane (a)
3
1 (b)
4
4
5
3
6
2
7
1
8
2
9
3
10
4
11
1
12

4
a) Roll once on the Area Affected by Flak Hits (O-5) table to determine the section of the B-24 affected by the burst. See rules section 19.0 for effects of BIP.

b) For each shell hit, roll once on table O-5 to determine the section of the B-24 that was damaged.


	O-5 AREA AFFECTED BY FLAK HITS

Roll

Area Affected

2

Bomb Bay (P-3)
3

Port Wing (BL-1)
4

Superficial Damage (a)
5

Tail (P-6)
6

Port Wing (BL-1)
7

Tail (P-6)
8

Stbd Wing (BL-1)
9

Waist (P-5)
10

Nose (P-1)
11

Stbd Wing (BL-1)
12

Flight Deck (P-2)
a)
There is no Radio Room on a B-24, therefore all Radio Room hits are considered generic superficial damage.

	O-6 BOMB RUN

Roll

EFFECT

1

Off Target
2

Off Target
3

On Target
4

On Target
5

On Target
6

On Target
a)
If the bombardier has 11+ missions, apply a +1 die roll modifier.

b)
If the B-24 was hit by flak over the target, apply a -1 die roll modifier.

c)
If the bombardier is KIA or seriously wounded, the bomb run is automatically off target.

d)
Apply a +1 die roll modifier for the B-24’s heavy bomb load.


	O-7 BOMBING ACCURACY

On Target

Off Target

Roll

Pct.

Roll

Pct.

2

75

2

10

3

60

3

5

4

30

4

0

5

20

5

0

6

30

6

0

7

40

7

0

8

30

8

0

9

20

9

0

10

30

10

0

11

50

11

5

12

90+2d6

12

10


	


	P-1 NOSE

	Roll

	Area Hit

	Effect


	2

	Sight / Nose Wheel
	1-3 = Sight hit, bomb run automatically off target (may abort mission); 4-6 nose wheel damaged (g).

	3

	Armament
	On B-24Ds: Nose gun is inoperable. On B-24Es: 1-2 = Nose gun inoperable; 3-4 = port cheek gun inoperable; 5-6 = stbd cheek gun inoperable. Other B-24 models: Nose turret is inoperable.

	4

	Bombardier
	Roll for wound on table BL-4. (a)

	5

	Navigator
	Roll for wound on table BL-4. (f)

	6

	Nose Gunner
	Roll for wound on table BL-4. On B24-Ds and Es, this is only superficial damage.

	7-9

	Superficial Damage
	No effect.

	10

	Equipment
	1-3 = Navigator’s equipment inoperable (b); 4-6 = Bombardier’s equipment inoperable. (c)

	11

	Compartment Heat

	1-2 = Bombardier heat out; 3-4 = Navigator heat out; 5-6 = Nose gunner heat out (on B-24Ds and Es both bombardier and navigator heat is out). (d)


	12

	Oxygen Supply
	1-2 = Bombardier oxygen hit; 3-4 = Navigator oxygen hit; 5 = Nose gunner oxygen hit (ignore on B-24Ds and Es); 6 = Fire and all nose oxygen out (roll to extinguish on table B1-3). (h)

	a)
If the bombardier KIA or seriously wounded, the bomb run is automatically off target.
b)
If out of formation, B-24 must spend two turns in each zone.

c)
Bombs must be dropped manually: Apply a -3 die roll modifier to the Bomb Run (O-6) table.

d)
See the Heat Out / Frostbite (11.0) rules section.

f)
If the navigator is KIA or seriously wounded, B-24 must spend two turns in each zone.
g)
Apply a -4  roll modifier on the Landing on Land (G-9) table

h)
See the Oxygen Out (12.0) rules section.


	
	P-3 BOMB BAY
Roll
Area Hit
Effect
2
Bomb Release
Bombs must be dropped manually: Apply a -3 die roll modifier to the Bomb Run (O-6) table.
3
Bombs
If bombs already dropped: No effect. Otherwise 1-4 = no effect; 5-6 = bombs detonate, instantly destroying B-24, killing all aboard.
4
Rubber Rafts
If B-24 lands in water, apply a -2 die roll modifier to Landing in Water (G-10) table.
5
Bomb Bay Doors
1-2 = Doors inoperable, bomb drop not allowed; 3-6 = superficial damage.
6-8
Superficial Damage
No effect.
9
Bombs
See above.
10
Bomb Bay Doors
See above.
11
Bombs
See above.
12
Control Cables
See effect for roll of 12 on Flight Deck (P-3) table.



	P-2 Flight Deck

	Roll
	Area Hit
	Effect

	2
	Compartment Heat
	Pilot, Co-Pilot, Engineer and Radio Operator heat out. (a) (c)

	3

	Intercom
	See effect for roll of 4 on the Instruments (B1-2) table.

	4

	Pilot
	Roll for wound on table BL-4.

	5
	Radio
	No mayday. If out of formation when when forced to ditch, apply a -6 die roll modifier to the Land in Water (G-10) table.

	6
	Co-Pilot / Radio Operator
	1-3 = Co-Pilot; 4-6 = radio operator. Roll for wound on table BL-4.

	7

	Superficial Damage
	No effect.

	8
	Top Turret
	1-2 = Guns inoperable; 3-5 = Engineer roll for wound on table BL-4; 6 = guns inoperable and engineer rolls for wound.

	9
	Instruments
	Roll for damage on the Instruments (B1-2) table.

	10
	Oxygen Supply
	1 = Pilot; 2 = Co-Pilot; 3 = Engineer; 4 = Radio Operator; 5 = all four; 6 = Fire and all flight deck oxygen out (roll to extinguish on table B1-3). (b)

	11
	Window
	1st hit = no effect; 2nd hit = apply a -1 die roll modifier on the Landing on Land (G-9) and Landing in Water (G-10) tables. (d)

	12
	Control Cables
	1st hit = no effect; 2nd hit = no evasive action allowed, bomb run is automatically off target, and apply a -1 die roll modifier on the Landing on Land (G-9) and Landing in Water (G-10) tables

	a)
See the Heat Out / Frostbite (11.0) rules section.

b)
See the Oxygen Out (12.0) rules section.

c)
See P-1 (g) for possibility of fire.

d)
On a second window hit, the flight deck’s heat is considered out, even though the heater sustained no damage.


	
	P-4 RADIO ROOM
There is no radio room on a B-24, as the radio operator has a station on the flight deck.



	P-5 WAIST

	Roll
	Area Hit

	Effect


	2

	Oxygen Supply
	1-2 = Port gunner; 3-4 = Stbd gunner; 5 = Ball gunner (c); 6 = Fire, all waist oxygen out (roll to extinguish on table B1-3). (b)

	3
	Armament
	1-3 = Port gun inoperable; 4-6 Stbd gun inoperable.

	4-5
	Superficial Damage
	No effect.

	6
	Port Waist Gunner
	Roll for wound on table BL-4. (d)

	7
	Superficial Damage
	No effect.

	8
	Stbd Waist Gunner
	Roll for wound on table BL-4. (d)

	9
	Ball Turret
	1-2 = Roll for wound on table BL-4; 3 = heat out (a); 4-5 = guns inoperable; 6 = On B-24Ds and Es superficial damage, on other models turret/ring inoperable.

	10
	Waist Gunners
	Roll for wounds on table BL-4 for each. (d)

	11
	Suit Heater
	1-3 = Port waist gunner heat out; 4-6 = Stbd waist gunner heat out. (a)

	12
	Control Cables
	See effect for roll of 12 on Flight Deck (P-3) table.

	a)
See the Heat Out / Frostbite (11.0) rules section.

b)
See the Oxygen Out (12.0) rules section.

c)
“Ball gunner” and “Ball turret” also include the tunnel gun and the floor ring-mounted twin .50s on B-24 models with that armament instead of a ball.

d)
There is only one waist gunner on a B-24, though other crew (such as the radio operator) might man the extra gun in an emergency. If a gun is unmanned, treat as superficial damage.


	

	P-6 TAIL SECTION
Roll
Area Hit

Effect

2

Suit Heater
Tail gunner’s heat out (a)
3
Autopilot Mechanism
1-3 = superficial damage; 4-6 = Autopilot inoperable. (c)
4
Tail Turret
Guns inoperable.
5
Tail Gunner
Roll for wound on table BL-4.
6
Superficial Damage
No effect.
7
Rudder
1-3 = Port rudder hit; 4-6 = Stbd rudder hit. (d)
8
Superficial Damage
No effect.
9-10
Tailplane
1-2 = superficial damage; 3 = Port elevator inoperable (e); 4 = Stbd elevator inoperable (e); 5 = Port empennage hit (f); 6 = Stbd empennage hit (f).
11
Oxygen Supply
1-5 = oxygen hit; 6 = Fire, all tail oxygen out (roll to extinguish on table B1-3). (b)
12
Control Cables
See effect for roll of 12 on Flight Deck (P-3) table.
a)
See the Heat Out / Frostbite (11.0) rules section.

b)
See the Oxygen Out (12.0) rules section.

c)
Bomb run is automatically off target. Also apply a -2 die roll modifier to the Landing on Land (G-9) and Landing on Water (G-10) tables.

d)
After 2 hits a rudder is inoperable. If both rudders are inoperable, apply a -2 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables.

e)
If both elevators are inoperable, apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables.

f)
If an empennage (tailplane root) accumulates 3 hits, the empennage and rudder and elevator rips off: apply a -3 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables. (B-24s were able to fly with only one empennage.) If both empennage rip off, roll on the Bailout from Uncontrolled Plane (G-7) table. 
c)
“Tail gunner” and “tail turret” also include the stinger turret on B-24Ls and Ms.



	B-1 WAVES IN NON-DESIGNATED TARGET ZONE

	Roll

	WAVES


	1-2

	None

	3-5

	1

	6

	2


	
	B-3 ATTACKING FIGHTER WAVES
Roll

Fighter Types (a) - Area of Attack
11
109: 6 High
12
Two 109s: 1:30 High and 9 Level
13
Three 190s: 12 High, 1:30 High and 3 Level
14
Four 109s: 12 High, 10:30 High, 1:30 High and 12 Level
15
Five 190s: 12 High, 10:30 Level, 9 Level, 6 High and Vertical Dive (b)
16
NO ATTACKERS (c)
21
One 190: Vertical Dive (d)
22
Two 110s: 12 Low and 10:30 Low
23
Three 190s: 12 High, 3 Level and 3 High
24
Four 109s: 12 High, 3 High, 9 High and 9 Level
25
Five 190s: 12 High, 1:30 High, 3 High, 6 High and 9 High
26
NO ATTACKERS (c)
31
110: Vertical Climb (e)
32
Two 190s: 10:30 High and 3 Level
33
Three 109s: 12 Level, 12 High and 1:30 Level
34
190: 10:30 High … 110: Vertical Climb (e)
35
Two 190s: 12 Level and 1:30 Low
36
NO ATTACKERS (c)
41
109: 12 High
42
Two 109s: 12 Level and 1:30 High
43
190: 12 High … Two 109s: 1:30 Level and 3 Level
44
Two 190s: 12 High and 12 Low … 109: 1:30 Level …

110: 6 Low
45
Two 109s: 10:30 Level and 12 Level … 110: 10:30 Low
46
NO ATTACKERS (c)
51
190: 10:30 High
52
Two 110s: 6 Level and 9 Low
53
Three 110s: 12 Low, 10:30 Level and 6 Low
54
Four 109s: 12 Low, 12 Level, 12 High and 9 High
55
190: 12 Low … Three 109s: 12 Level, 12 High and 10:30 Level
56
NO ATTACKERS (c)
61
109: Vertical Dive (d)
62
109: 3 Low … 110: 1:30 Low
63
Three 190s: 10:30 High, 12 High, 1:30 High
64
Four 190s: 12 Level, 1:30 Level, 3 Low, 9 High
65
Five 109s: 12 Level, 3 High, 1:30 High, 6 High and Vertical Dive (b)
66
Random Events
a)
109 = Me-109; 110 = Me-110; 190 = Fw-190.
b)
B-24 may not fire at this fighter, nor may it be driven off by friendly fighters.

c)
Fighters are driven off by other B-24s. If out of formation, roll again. Additional fighters for lead and tail B-24s do not appear.
d)
Only the top turret may fire at this fighter (it must roll a 6 to hit), nor may this fighter be driven off by friendly fighters.

e)
Only the ball turret (3-6=hit) or floor ring (4-6=hit) may fire at this fighter. Tunnel guns, though in the same position, may not fire at the fighter. The fighter may be driven off by friendly fighters. 


	B-2 WAVES IN DESIGNATED TARGET ZONE
Roll

WAVES

0-3
1 (a)
3-5

2 (a)
6

3 (a)
a)
If the weather is poor or bad, apply a -1 die roll modifier.


	

	B-4 SHELL HITS BY AREA (a)

Roll

12/1:30

10:30

3/9

6

Vertical
Dive

Vertical

Climb

2

3

4
6
3
4
3

2

3
5
2
4
4

2

3
4
2
3
5

2

3
3
1
2
6

1
2
2
1
2
7

1
1
2
1
1
8

1
2
2
1
2
9

2
3
3
1
2
10

2
3
4
2
3
11

2
3
5
2
4
12

4
5
7
4
5
a)
Fw-190: Multiply shell hits by 1.5, rounding down. Me-110: Add 1 to the number of shell hits.


	

	B-6 SUCCESSIVE ATTACKS

Roll

Area

2

6 High
3

6 Level
4

9 Level
5

12 Level
6

10:30 Level
7

12 High
8

1:30 Level
9

12 Level
10

3 Level
11

9 High
12

3 High

	


	B-5 AREA DAMAGE TABLES (part 1)

	ATTACK FROM: 12 / 1:30 / 10:30 O’clock

	Roll

	High

Area Hit
		Roll

	Level

Area Hit
		Roll

	Low

Area Hit

	2-4
	Superficial Damage
		2
	Port Wing
		2-4
	Superficial Damage

	5

	Superficial Damage (d)
		3-5
	Superficial Damage
		5
	Superficial Damage (d)

	6

	Nose
		6
	Port Wing
		6
	Nose

	7

	Flight Deck
		7
	Nose
		7
	Bomb Bay

	8

	Wing: 1-3 = Port; 4-6 = Stbd
		8
	Starboard Wing
		8
	Wing: 1-3 = Port; 4-6 = Stbd

	9

	Waist
		9
	Flight Deck
		9
	Waist

	10

	Tail
		10-11
	Superficial Damage
		10
	Tail

	11

	Bomb Bay
		12
	Starboard Wing
		11
	Flight Deck

	12

	Walking Hits / Fuselage (a)
				12
	Walking Hits / Fuselage (a)

	ATTACK FROM: 3 / 9 O’clock

	Roll

	High

Area Hit
		Roll

	Level

Area Hit
		Roll

	Low

Area Hit

	2
	Walking Hits / Wings (b)
		2
	Bomb Bay
		2
	Walking Hits / Wings (b)

	3
	Nose
		3
	Wing (attacking side)
		3
	Nose

	4
	Flight Deck
		4
	Nose
		4
	Bomb Bay

	5
	Bomb Bay
		5
	Waist
		5
	Superficial Damage (d)

	6
	Port Wing
		6
	Wing (attacking side)
		6
	Tail

	7
	Tail
		7-8
	Superficial Damage
		7
	Port Wing

	8
	Starboard Wing
		9
	Tail
		8
	Starboard Wing

	9
	Superficial Damage (d)
		10
	Superficial Damage (d)
		9
	Superficial Damage

	10
	Waist
		11
	Flight Deck
		10
	Waist

	11
	Superficial Damage
		12
	Walking Hits / Fuselage (c)
		11
	Flight Deck

	12
	Walking Hits / Fuselage (a)
				12
	Walking Hits / Fuselage (a)

	ATTACK FROM: 6 O’clock

	Roll

	High

Area Hit
		Roll

	Level

Area Hit
		Roll

	Low

Area Hit

	2-3
	Superficial Damage
		2-3
	Superficial Damage
		2
	Nose

	4
	Superficial Damage (d)
		4-5
	Tail
		3-4
	Superficial Damage

	5
	Bomb Bay
		6
	Port Wing
		5
	Bomb Bay

	6
	Port Wing
		7
	Tail
		6
	Port Wing

	7
	Tail
		8
	Starboard Wing
		7
	Tail

	8
	Starboard Wing
		9-10
	Tail
		8
	Starboard Wing

	9
	Waist
		11
	Waist
		9
	Waist

	10
	Flight Deck
		12
	Superficial Damage
		10
	Superficial Damage (d)

	11
	Walking Hits / Fuselage (a)
				11
	Walking Hits / Fuselage (a)

	12
	Nose
				12
	Flight Deck

	A “walking hits” result negates all other shell hit by this for this attack, and does the following damage:

a)
1 shell hit in each of the following sections: Nose, Flight Deck, Radio Room, Bomb Bay, Waist and Tail.

b)
2 shell hits on each Wing.

c)
1 shell hit in each of the following sections: Nose, Wing (attacking side), Waist and Tail.

d)
There is no Radio Room on a B-24, therefore all Radio Room hits are considered generic superficial damage.


	


	B-5 AREA DAMAGE TABLES (part 2)


	VERTICAL DIVE

		VERTICAL CLIMB


	Roll

	High

Area Hit
		Roll

	Level

Area Hit

	2-3
	Superficial Damage
		2-3
	Superficial Damage

	4
	Bomb Bay
		4
	Bomb Bay

	5
	Superficial Damage (d)
		5
	Tail

	6
	Port Wing
		6
	Port Wing

	7
	Walking Hits / Fuselage (a)
		7
	Superficial Damage (d)

	8
	Starboard Wing
		8
	Starboard Wing

	9
	Flight Deck

		9
	Walking Hits / Fuselage (a)

	10
	Tail
		10
	Flight Deck


	11

	Waist
		11

	Waist

	12

	Nose
		12

	Nose


	A “walking hits” result negates all other shell hit by this for this attack, and does the following damage:

a)
1 shell hit in each of the following sections: Nose, Flight Deck, Bomb Bay, Waist and Tail.

b)
2 shell hits on each Wing.

c)
1 shell hit in each of the following sections: Nose, Wing (attacking side), Waist and Tail. 

d)
There is no Radio Room on a B-24, therefore all Radio Room hits are considered generic superficial damage.


	

	B-7 RANDOM EVENTS

Roll

Area

2

Engine failure. (c)
3

Formation casualties: 1-3 = You are now the lead bomber; 4-6 = Now tail bomber.
4

Loose formation: Apply a +1 modifier to tables B-1 and B-2 to determine waves.
5

Aggressive “little friends”: Apply a +1 die roll modifier on the Fighter Cover Defense (M-4) table.
6

Tight formation: Apply a -1 modifier to tables B-1 and B-2 to determine waves.
7

Rabbit’s foot: You may re-roll one future roll.
8

Tight formation: Apply a -1 modifier to tables B-1 and B-2 to determine waves.
9

Bad Luftwaffe communications.
10

Extreme cold: 1-5 = no effect; 6 = gun jammed. (d)
11

Ace for a Day: 1-2 = Engineer; 3-4 Ball Gunner (a); 5-6 Tail Gunner (b).
12

Mid-air accident.
a)
“Ball gunner” also includes the tunnel gunner and floor ring gunner on B-24 models with that armament instead of a ball.

b)
“Tail gunner” also includes the stinger gunner on B-24Ls and Ms.

c)
The engine must be feathered. See the Wings (BL-1) table.
d)
Gun is automatically unjammed if the B-24 descends to 10,000 ft. 




	G-1 MISSIONS #1-5

	Roll

	Target

	Type


	1

	St. Omer
	Airfield

	2

	Cherbourg
	Airfield

	3

	Amiens
	Rail Yard

	4

	Meaulte
	Aircraft

	5

	Abbeville
	Airfield

	6

	Lille
	Industry


	
	G-2 MISSIONS #6-10

Roll

Target

Type

1

Abbeville
Airfield
2

Meaulte
Aircraft
3

Lille
Industry
4

Rotterdam
Ship Yard
5

Antwerp
Industry
6

Rouen
Rail Yard


	G-3 MISSIONS #11+

Roll

Target

Type

Roll

Target

Type

11

St. Omer
Airfield
41

Lorient*
U-Boats
12

Cherbourg
Airfield
42

St. Nazaire*
U-Boats
13

Amiens
Rail Yard
43

St. Nazaire*
U-Boats
14

Meaulte
Aircraft
44

St. Nazaire*
U-Boats
15

Abbeville
Airfield
45

Wilhelmshaven*
U-Boats
16

Lille
Industry
46

Wilhelmshaven*
U-Boats
21

Rotterdam
Ship Yard
51

Emden
Industry
22

Antwerp
Industry
52

Emden
Industry
23

Rouen
Rail Yard
53

Vegesack*
U-Boats
24

Paris
Industry
54

Vegesack*
U-Boats
25

Paris
Industry
55

Bremen
Aircraft
26

Romilly-S.-S.

Aircraft
56

Bremen
Aircraft
31

Romilly-S.-S.

Aircraft
61

Hamm
Rail Yard
32

Rennes
Rail Yard
62

Hamm
Rail Yard
33

Rennes
Rail Yard
63

La Rochelle*
U-Boats
34

Brest*
U-Boats
64

La Rochelle*
U-Boats
35

Brest*
U-Boats
65

Kiel*
U-Boats
36

Lorient*
U-Boats
66

Kiel*
U-Boats
* Apply a +1 modifier die rolls on the Flak Over Target (O-1) table.


	G-4 B-24 FORMATION POSITION

Formation

Position
Squadron

Position
Roll
Position

Roll
Squadron
2
Lead
1-2
High
3-11
Middle
3-4
Middle
12
Tail
5-6
Low


	
	G-5 FIGHTER COVER*

Roll

Cover

1-2

Poor
2-4

Fair
5-6

Good
* Missions #1-5 are automatically good fighter cover.


	G-7 BAILOUT FROM UNCONTROLLED PLANE

Roll

Effect

1-5

Crewman KIA
6

Bailout OK
a)
Roll for each crewman separately.

b)
Seriously wounded crewman cannot bail out.

c)
If bailing out over Germany or the Netherlands, crewman becomes a POW.

d)
If bailing out over Belgium or France: 1-5 = POW, 6 = returned to England by the underground in time for next mission.

e)
If crewman bailed out OK over water, roll again on the Bailout Over Water (G-8) table.

f)
A roll of 6 is always OK, even if the light wounds modifier is in effect.

g)
Lightly wounded crewmen apply a -1 die roll modifier.

	G-6 CONTROLLED BAILOUT

Roll

Effect

2

Crewman KIA
2-12

Bailout OK
a)
Roll for each crewman separately.

b)
Seriously wounded crewman cannot bail out.

c)
If bailing out over Germany or the Netherlands, crewman becomes a POW.

d)
If bailing out over Belgium or France: 1-5 = POW, 6 = returned to England by the underground in time for next mission.

e)
If crewman bailed out OK over water, roll again on the Bailout Over Water (G-8) table.




	G-8 BAIL OUT OVER WATER


	Roll

	Effect


	1-4

	Crewman dies of drowning, exposure, etc.

	5-6

	Crewman rescued.

	a)
Roll for each crewman separately.

b)
If the B-24 is out of formation … and if the radio is inoperable, the radio operator not at his station, or the radio operator KIA/seriously wounded … then all crewmen are automatically KIA. 

c)
Lightly wounded crewmen apply a -1 die roll modifier.


	
	

	G-9 LANDING ON LAND & TAKEOFF (l)
G-10 LANDING IN WATER

Roll

Effect

Roll

Effect

-3

B-24 crashes: All crewmen KIA
2-3

Entire crew lost.
-2

B-24 crashes: Roll for wound on table BL-4 for each crewman. (a)
4-12

Entire crew rescued.
-1

B-24 crashes: Roll for wound on table BL-4 for each crewman.
0

B-24 irreparably damaged; crew safe.

1

B-24 repairable by next mission; crew safe.

2-12

B-24 and crew safe.

a)
Due to the serious crash, apply a +1 modifier to the die roll.

b)
A roll of 12 is always “rescued” regardless of any modifiers.

c)
If pilot or co-pilot has 11+ missions, apply a +1 modifier to the die roll.

d)
If landing in Germany or the Netherlands, crewman becomes a POW.

e)
If landing in Belgium or France: 1-5 = POW, 6 = returned to England by the underground in time for next mission.

f)
If roll is 0 or less, and bombs are still aboard: 1-5 = no effect; 6 = explosion, all crewman are KIA.

g)
If the pilot and co-pilot are KIA or seriously wounded, and another crewman is flying the plane, apply a -11 modifier to the die roll.

h)
If landing in water … and if the B-24 is out of formation … and if the radio is inoperable, the radio operator not at his station, or the radio operator KIA/seriously wounded … then apply a -8 die roll modifier. If landing in water, without the other things being wrong, apply a -2 die roll modifier. (This reflects the flimsy bomb bay doors.)
i)
If landing with only one engine operating, apply a -3 modifier to the die roll.

j)
If landing with no engines operating: B-24 crashes, and all crewman are KIA.

k)
If landing on land anywhere other than England, apply a -3 modifier to the die roll.

l)
For takeoffs, only apply weather, pilot skill, and -1 (for weight) die roll modifiers. There is no takeoff roll for feints to the Frisian Islands due to no bombs being carried.
m)
Crewmen may voluntarily bailout before the B-24 attempts a dangerous landing.

n)
Even if the B-24 does not crash, if lands with one or more landing gear up, roll 6: 1-3 = B-24 reparable; 4-6 = irreparably damaged.

o)
If the nose wheel or either landing gear is damaged, apply a -4 die roll modifier to the Landing on Land (G-9) table.



	BL-1 WINGS

	Roll
	Area Hit
	Effect

	2-3
	Wing Root
	1 wing root hit. (a)

	4
	Wing Flap
	1-3 = flap inoperable; 4-6 = no effect. (b)

	5
	Aileron
	1-3 = aileron inoperable; 4-6 = no effect. (b)

	6-8
	Superficial
Damage
	No effect.

	9
	Engines
	If port wing, 1-3 = #1 engine; 4-6 = #2 engine. If stbd wing, 1-3 = #3 engine; 4-6 = #4 engine. Roll d6 again. 1-2 = superficial damage; 3-4 = engine out (c); 5 = runaway engine (d); 6 = oil tank hit. (e)

	10
	Fuel Tank
	1-3 = outboard tank; 4-6 = inboard tank. Roll d6 again. 1-2 = fire (f); 3-4 = leakage (g); 5-6 = self seal, no effect.

	11
	Wing Root
	1 wing root hit. (a)

	12
	Landing Gear
	1-3 = brake out (h); 4-6 = landing gear inoperable.(i)

	a)
When a wing root has accumulated 3 hits over the course of a mission, the wing rips off and the crew must immediately bailout on table G-7.

b)
If both the port and stbd wing flaps, or both the port and stbd ailerons, are inoperable apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables.

c)
Roll d6 again. 1-5 = prop feathered; 6 = prop not feathered, B-24 must spend 2 turns per zone due to wind drag, and is out of formation. See the Engines Out (10.0) and Out of Formation (13.0) rules sections.

d)
Roll d6 again. 1-5 = prop feathered; 6 = prop not feathered, engine out of control, and crew must immediately bail out on table G-6.

e)
Roll d6 again. 1-2 = engine fire; 3-4 = leakage; 5-6 = self-seal, no effect. Each engine has two fire extinguisher charges. If there is a fire: 1-4 = fire out; 5-6 = fire continues, try again. If the second try fails, the crew must immediately bail out on table G-6. If there is a leak, 1-2 = engine must be shut off after one more zone of travel; 3-4 = shut off engine after two more zones; 5-6 = self seal, no effect. If an engine fire is extinguished, the engine is out and the prop feathered.
f)
Roll d6 again. 1-5 = fire continues, bail out on table G-6; 6 = explosion, bail out on table G-7.

g)
Roll d6 again. 1 = 4 zones; 2-3 = 5 zones; 4-6 = 6 zones. If this is the second hit, 3 more zones. If this is the third (or more) hit, 1 more zone.

h)
Apply a -1 die roll modifier to the Landing on Land (G-9) table.

i)
If either landing gear is inoperable, apply a -3 die roll modifier to the Landing on Land (G-9) table.


	
	BL-2 INSTRUMENTS
Roll
Area Hit
Effect
2
Automatic Pilot
Apply a -2 die roll modifier to the Bomb Run (O-6) table. (a)
3
Landing Gear
Apply a -3 die roll modifier to the Landing on Land (G-9) table.
4
Intercom System
Mission may be aborted. (b)
5
Oxygen System
Drop out of formation to 10,000 feet in next zone. (c)
6
Flaps
Apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables. (d)
7
Ailerons
Apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables. (d)
8
Elevators
Apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables. (d)
9
Rudder
Apply a -1 die roll modifier to the Landing on Land (G-9) and Landing in Water (G-10) tables. (d)
10

Propellor

Feathering
Crew must immediately bail out on table G-6 if a runaway ngine occurs.
11

Engine Fire

Extinguishers

Crew must immediately bailout on table G-6 if an engine fire occurs.
12

Electrical System

Crew must immediately bailout on table G-6.
a)
If the intercom system is also out, the bomb run I automatically off target.

b)
See the Aborting Missions (8.0) rules section. Also, all gunners must now roll a 6 to hit attacking fighters, except tail gunners which hit on a 5 or 6.

c)
See the Oxygen Out (12.0) and Out of Formation (13.0) rules sections.

d)
Disreard the landing roll modifier if the both the port and starboard parts of the systems are already inoperable. If the rudder is already inoperable, ignore the modifier for the loss of the rudder controls.



	BL-3 HAND HELD EXTINGUISHER


	Roll

	Effect


	1-4

	Fire out.

	5-6

	Fire continues, try again. (3 try limit)

	There are five portable extinguishers in the B-24. Each may be sprayed once, then it is empty. A crewman may not operate a gun during an attack in which he is fighting a fire. A crewman may immediately attempt three times to to put out a fire (i.e., use up three extinguishers). If the fire is not out after the third try, the crew must immediately bail out on table G-6.


	

	BL-4 WOUNDS

Roll

Effect

1-3

Light wound: Crewman may continue duties unimpaired. (a)
4-5

Serious wound: Crewman may not continue duties, and may not bail out. (b)
6

KIA: Crewman killed in action.

a)
2nd light wound = Gunners need a 6 to hit enemy fighters; bombardiers loses his 11+ mission bonus, plus apply a -1 die roll modifier to the Bomb Run (O-6) table; pilot and co-pilot lose their 11+ mission bonus when landing (but if either hasn’t taken two light wounds he may land the plane using his bonus); apply a -1 die roll modifier to table G-6. 3rd light wound = serious wound. 4th light wound = KIA. Light wound + serious wound = KIA.
b)
After landing, roll d6 for each seriously wounded crewman. 1 = rapid recovery, may fly next mission; 2-5 = recovery, but invalided Stateside; 6 = DOW, crewman dies of wounds.


	BL-5 FROSTBITE

Roll

Effect

1-3

Frostbite. (a)
4-6

No frostbite this turn.
a)
See the Heat Out / Frostbite (11.0) rules section.
b)
After landing, roll d6 for each frostbitten crewman. 1-3 = Severe frostbite, crewman invalided Stateside; 4-6 = crewman recovers, may fly next mission.



	M-1 B-24 DEFENSIVE FIRE

	Roll

	B-24 MG’s With Field of Fire
	d6 Roll Needed to Hit

	12 High
	Top Turret

Nose MG / Turret (b) (d)
	6

6

	12 Level
	Top Turret

Nose MG / Turret (b) (d)
	6

6

	12 Low
	Ball Turret (f) / Floor Ring (g)

Nose MG / Turret (b) (d)
	6

6

	1:30 High
	Top Turret

Stbd Cheek (c) / Nose Turret (d)
	6

6

	1:30 Level
	Stbd Cheek (c) / Nose Turret (d)
	6

	1:30 Low
	Ball Turret (f) / Floor Ring (g)

Stbd Cheek (c) / Nose Turret (d)

Stbd Waist (a)
	6

6

6

	10:30 High
	Top Turret

Port Cheek (c) / Nose Turret (d)
	6

6

	10:30 Level
	Port Cheek (c) / Nose Turret (d)
	6

	10:30 Low
	Ball Turret (f) / Floor Ring (g)

Port Cheek (c) / Nose Turret (d)

Port Waist (a)
	6

6

6

	3 High
	Top Turret

Stbd Waist (a)
	Me-109 / Fw190 = 5 … Me-110 = 4

6

	3 Level
	Top Turret / Ball Turret

Stbd Waist
	Me-109 / Fw190 = 5 … Me-110 = 4

6

	3 Low
	Ball Turret (f)

Floor Ring (g)

Stbd Waist (a) 

Stinger Turret (h)
	Me-109 / Fw190 = 5 … Me-110 = 4

Me-109 / Fw190 = 6 … Me-110 = 5

6

6

	9 High
	Top Turret

Port Waist (a)
	Me-109 / Fw190 = 5 … Me-110 = 4

6

	9 Level
	Top Turret / Ball Turret

Port Waist (a)
	Me-109 / Fw190 = 5 … Me-110 = 4

6

	9 Low
	Ball Turret (f)

Floor Ring (g)

Port Waist (a) 

Stinger Turret (h)
	Me-109 / Fw190 = 5 … Me-110 = 4

Me-109 / Fw190 = 6 … Me-110 = 5

6

6

	6 High
	Top Turret

Tail Turret

Stinger Turret (h)
	Me-109 / Fw190 = 4 … Me-110 = 3

Me-109 / Fw190 = 4 … Me-110 = 3

Me-109 / Fw190 = 5 … Me-110 = 4

	6 Level
	Tail Turret 

Tunnel Gun (e)
Stinger Turret (h)

	Me-109 / Fw190 = 3 … Me-110 = 2
5
Me-109 / Fw190 = 4 … Me-110 = 3


	6 Low
	Tail Turret 

Tunnel Gun (e)
Ball Turret (f)

Floor Ring (g)

Stinger Turret (h)
	Me-109 / Fw190 = 3 … Me-110 = 2
5
Me-109 / Fw190 = 3 … Me-110 = 2

Me-109 / Fw190 = 4 … Me-110 = 3

Me-109 / Fw190 = 4 … Me-110 = 3

	Vertical Climb & Vertical Dive
	See instructions on the Attacking Fighter Waves (B-3) table.

	a)
There is only one waist gunner on a B-24. Therefore, unless another crewman (such as the radio operator) is manning the other waist gun, only one waist gun may be fired per wave attack.

b)
Only the B-24D and E had nose guns.

c)
Only the B-24E had cheek guns.

d)
B-24Gs, and later models, had nose turrets.

e)
B-24Ds and Fs had a ventral tunnel gun instead of a ball turret.

f)
B-24Gs, Hs and Js had a ball turret.

g)
B-24Ls and Ms had floor ring-mounted, manual traverse, twin .50s instead of a ball turret.

h)
B-24Ls and Ms had a manual traverse stinger turret instead of a tail turret. The stinger turret may not be used for “passing” shots on fighters which attacked from the front of the B-24.


	


	M-2 HIT DAMAGE AGAINST GERMAN FIGHTER


	Roll

	Effect


	1-2

	FCA: Fighter damaged, but continues attack at -1.

	3-4

	FBOA: Fighter damaged and breaks off after this attack at -2.

	5-6

	Kill: Fighter destroyed and may not fire at B-24.


	a)
Twin guns apply a +1 die roll modifier against Me-109s and Me-110s.

b)
Single guns apply a -1 die roll modifier against Fw-190s.

c)
2 or more FCA = FBOA; 2 or more FBOA = Kill; FCA + FBOA = FBOA.

d)
Fighter attack die roll modifiers are cumulative for additional FCA and FBOA results, except that a 6 always hits.


	
	M-3 GERMAN OFFENSIVE FIRE
Attack Position

Roll to Hit B-24

12 High, Level, Low
5
1:30 / 10:30 High, Level, Low
5
3 / 9 High, Level, Low
4
6 High, Level, Low
3
Vertical Dive
5
Vertical Climb
4
Regardless of any modifiers, a roll of 6 is always a hit. If the result is a hit, go to the Shell Hits by Area (B-4) table to determine the number of shells from this fighter that hit the B-24. Fighters which don’t score hits, are not allowed to participate in subsequent attacks.


	M-4 FIGHTER COVER DEFENSE
Roll
Poor

Cover
Fair

Cover
Good

Cover
0
0 (0)
0 (0)
0 (0)
1
0 (0)
0 (0)
1 (0)
2
0 (0)
0 (0)
1 (0)
3
0 (0)
1 (0)
2 (1)
4
0 (0)
1 (0)
2 (1)
5
1 (0)
2 (1)
3 (2)
6
1 (0)
2 (1)
3 (2)
The first number is the number of fighters driven off in the initial attack phase. The number in parentheses is th number of fighters driven off in successive attack phases.

	M-5 B-24 AREA SPRAY FIRE (a)

Roll

Effect

1

MG jams (b) / Fighter attacks normally.
2-3

Figter breaks off without firing.
4-5

Fighter attacks normally.

6

Fighter hit. Roll for damage on the Hit Damage Against German Fighter (M-2) table.

a)
Spray fire may only be used against 3, 6, 9 or vertical climb attacks.

b)
A gunner may attempt to unjam his weapon each time the B-24 enters a new zone. Roll d6. 1-2 = unjammed; 3-5 = still jammed; 6 = permanently jammed.
c)
Spray fire is aimed at an o’clock position -- i.e., 6 High -- not at an individual German fighter. If more than one fighter attacks from theposition, during initial or successive attacks, roll once to hit each fighter.


	M-6 FIGHTER PILOT STATUS

Roll

Effect

2-3

Green (a)
4-10

Veteran (b)
11-12

Ace (c)

a)
Fighter applies -1die roll modifier to the German Offensive Fire (M-3) table. B-24 applies a +1 die roll modifier to the B-24 Defensive Fire (M-1) table.

b)
No modifiers. 

c)
Fighter applies +1die roll modifier to the German Offensive Fire (M-3) table. B-24 applies a -1 die roll modifier to the B-24 Defensive Fire (M-1) table.

	


References: 

· 15th Air Force: Frank Ambrose's site, with order of battle. 

· 178th Armament Section: Good description of B-24 crew duties. 

· RAF Liberators (205 Group): Many B-24s, particularly the D model, were flown by the Royal Air Force. 

· 303rd Bomb Group: Highlights include how to bail out of and ditch a B-17. 

· 392nd Bomb Group: 8th Air Force B-24 group. 

· 446th Bomb Group: 8th Air Force B-24 group. 

· 447th Bomb Group: 8th Air Force, B-17 Group. Check out the modelers' guide. 

· 450th Bomb Group: 15th Air Force, B-24 group. 

· 461st Bomb Group: Ditto. 

· 463rd Bomb Group: 15th Air Force, B-17 group. 

· 486th Bomb Group: 8th Air Force group that originally flew B-24s, changing to B-17s in July, 1944. Includes a handy comparison of B-24s to B-17s. 

· 493rd Bomb Group: Personal memoirs of Bill Galbreath, a B-17 pilot. The 493rd switched from B-24s to B-17s around the same time as the 486th. 

· 6 Group Bomber Command: Home of the No 419 Squadron, RCAF, from which A.C. Mynarski flew on KB726. 

· 765th Bomb Squadron: Great mementoes and photos of a B-24 crew. The close-ups and tech drawings of B-24 turrets are of particular note. 

· Aluminum Overcast: One of the few B-17s still flying. Support the plane's maintenance by buying a ride! 

· AR 600-8-22: US Army Regulation "Military Awards". Covers both modern and historical awards and criteria. 

· Aviation History: Including short summary of B-24 operations and models. 

· B-17⁄B-24 Virtual Tour: 360º interior panning views. 

· B-24 Radio & Electronics schematics 

· Can't Talk, Gotta Shoot: Memoirs of P-51 pilot C.E. "Bud" Anderson. 

· City Locator: Find any city, of any size, in the world. 

· Deutscher Stadtplandienst: Maps of Germany. 

· Flightline - Military Aviation Archives: Pictures of aircraft and British medals. 

· IPMSStockholm.org: Swedish modelling webzine. Of particular interest is the series of articles on the finishes and colours used for the interiors of American aircraft, which includes some great photos of the manufacturing process. 

· JG-26 "Schlageter": The Luftwaffe's most dangerous fighter group, known as the "Abbeville Kids". 

· Lancaster, How to Fly 

· Luftwaffe Database: Items of particular note are German use of captured allied aircraft and an extensive description of what it was like flying a B-24. 

· Marshall Stelzreide: Memoirs of a B-17 navigator. 

· Memphis Belle: The most famous US bomber of World War II. 

· Mynarski's Lanc: The story behind A.C. Mynarski's Victoria Cross. I get shivers thinking about it. 

· On War: World War II chronology and maps. 

· RAF Commands: Lists all squadrons, with the types of aircraft they flew. 

· Rank Comparison, US-British 

· Stalag Luft I: Information on bomber crews that became German POWs. 

· Tuskegee Airmen: The "Red-Tail Angels" of the 332nd Fighter Group did not lose a single bomber to Axis fighters. 

· USAF Serial Numbers: Joe Baugher's incredible attempt to list the serial number and final disposition of every US military aircraft ever built, from 1908 to the present day. 

· US Air Force Museum: Relevant material includes specifications and photos of all World War II bomber models, including prototypes and limited run models. 

· US Army Air Force in World War II: Forums, plus many searchable databases. 

· US Army Air Force in World War II: Same name, different site. Check out the very detailed chronology of USAAF operations. 

· West Point Atlas of Military History: Battle maps of many wars throughout history. 

· The Wild Blue: Book covering B-24 operations in Italy, primarily through the person of (later) Senator George McGovern, a pilot with the 741st Bomb Squadron. Reading the book was the catalyst for the B-24 variant, including subsequent research on the web. 



Special Thanks 

· George Martin: For creating the wonderful B-24 mission charts (see the B24VariantMissionCharts.pdf in this package).
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