Bombardment Table
Factors

Results: - = no effect; 1 or 2 =number of steps lost; D = disrupted

Terrain effects:

Defender in jungle, swamp or town 1 left column shift
Defender in rough or city 2 left column shift
Defender in mountain hex 3 left column shift
Die Roll Modifiers:

-1 if target unit is attacking

+1 if no friendly ground unit is adjacent to target

When bombarding fortifications - halve the number of factors

COMBAT RESULTS TABLE
DieRoll 3 1.5 1.1 2-1OD:?-81 4-1  5-1
0 A3 A2 A2 Al Al Al Al1/D1
A2 Al Al Al Al1/D1  Al1/D1 D1
Al Al Al1/D1 A1/D1 A1/D1 D1 Al1/D2

A1/D1  A1/D1 Al1/D1 D1 D1 D2 D2

Adjustments to Combat Die Roll Modifications
Concentric Attacks: Unit proficiency: +/- lead unit
Formation integrity Attacker armour bonus +1 (no anti T)
Amphibious Assault Defender Armour bonus -1
Attacking air unit Momentum +1
Defender in Fortification
Combat engineers attacking

6-1
A1/D1

D1

D2

D3




TERRAIN EFFECTS CHART

Type Movement Cost Combat Effects
Non Mot Mot

Clear il 1 NE
Jungle 2 4 NE
Rough 4 1 Column
Swamp Z 4 1 Column
Mtn Hexside Prohibited 2 Columns

River +2 1 Column

Jahore Strait/ Prohibited 1 Column, 1 DRM
Penang Island

Road 12 NE
B naioed 1 NE
Town NE NE NE

City NE NE

Airfield NE NE

| Port NE NE

" NE = NOEFFECT

Fall of Singapore/Guadalcanal
Attrition Table

Die Roll Month
Sept Oct

MAXIMUM EFFORT COMBAT RESULTS TABLE
ODDS
1-3 1-2 1-1 2-1 3-1 4-1 5-1
A6/- Ad4/- Ad4/- A2/- A2/- A2/- A2/D2
A2/-  A2/D2  A2/D2
A2/D2 A2/D2  Al1/D2 A2/D4

A2/D2  A2/D2 A2/D2 Al1/D2 Al1/D2  Al1/D4 Al1/D4
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