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This is one of several campaign packs produced for the 
Warlord Games 75th Anniversary D-Day Campaign. 
These scenarios 

Inside, you’ll find a wide selection of unique scenarios 
written specifically for the campaign. Each one 
presents a variety of different challenges for players, 
chronicling the actions of Axis and Allied air forces 
during the invasion of Normandy. 

Highlights include a daring operation to photograph 
the invasion beaches (Snap Happy), Pips Priller’s 
death-defying strafing runs at Sword Beach (Butcher 
Birds) and a desperate attempt by the Luftwaffe to 
blast open the Falaise Pocket (Pickpockets.)
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Snap-Happy
The RAF’s photo-reconnaissance efforts reached their apex in 1944. In 
preparation for D-Day, with the assistant of the US Army Air Force, RAF 
pilots would take 3,200 pictures of the French coast and the countryside 
beyond. 

Back in Britain, thousands of analysts pored over the black and white 
photographs, desperately straining to identify the myriad hazards that 
would oppose the British and American soldiers due to descend on the 
beaches of Normandy. 

These reconnaissance flights were conducted both day and night, with 
stripped down and specially-modified Mosquitos and Spitfires roar-
ing over the beaches at suicidally low altitude with ventral cameras 
whirring away. 

Because of its high speed and phenomenal agility for its size, the 
Mosquito was particularly effective. If they were bounced, pilots would 
simply turn and run for home, often able to outstrip the Luftwaffe 
pursuit. 

Forces
No. 540 Sqn RAF JG 2 “Richthofen”
1 Squadron of 1 Element 
comprising:

 » 1x Mosquito PR MkIX 
(Mosquito FB VI with the 
photo-reconnaissance 
conversion). Pilot Skill 3

1 Squadron of 1 Element 
comprising:

 » 2x Fw190A. Pilot Skill 4 
and 3

Theatre Cards
 » Radar Support
 » Clear Skies

 » Radar Support
 » Heavy Flak Presence

Doctrine Cards
 » High Altitude Performance  » Big Game Hunters

“In 1940 I could fly as far as Glasgow in most of my aircraft, but not 
now! It makes me furious when I see the Mosquito. I turn green and 
yellow with envy. The British, who can afford aluminum better than 
we can, knock together a beautiful wooden aircraft that every piano 
factory over there is building….They have the geniuses and we 
have the nincompoops.” - Herman Goring

Special Rules
Recon: The intruder player’s Mosquito has been specially modified 
for photo-reconnaissance work. This reduces the plane’s Firepower to 0, 
but adds +1” (50mph) to its speed. 

In preparation for D-Day, RAF pilots would 
sometimes fly eight sorties in a single day, cap-
turing hundreds of high-resolution images with 
every pass. They photographed the invasion 
beaches, harbours and ports, airfields – 
anything that could be of use to the planners 
working frantically to turn Eisenhower’s strate-
gic dreams into reality.

These images would be developed and 
interpreted by RAF and WAAF (Women’s 
Auxilliary Air Force) personnel – these men and 
women would work punishing 12-hour shifts, 
poring over the black and white photographs in 
search of vital military information.

To assist with interpretation, analysts would 
use rudimentary stereoscopic 3D viewers and 
scale models. 97 models would be built of the 
invasion beaches to aid the planners and the 
flight crews preparing for the extensive aerial 
bombardment and parachute landings.

An RAF Mosquito PR MkIX complete with D-Day invasion stripes.
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The Scenario

Deployment Sequence
The player with the least planes deploys first. The RAF element may be 
deployed anywhere within 12” of one table edge. The Luftwaffe player 
then deploys their element anywhere within 12” of the opposite table 
edge.

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll* Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

* In this scenario, elements of aircraft that do not have the great climb 
trait, suffer an additional -1 penalty to this roll.

Leaving the Battle Area
If a plane leaves the table, it leaves the scenario altogether and may 
not return. The RAF plane can win a victory by exiting from the opposite 
table edge to the one where they deployed.

Game Length
The scenario continues until all planes have been shot down, or have 
left the table.

Victory
The RAF player wins by exiting his plane from the opposite table 
edge. The Luftwaffe player wins by preventing this. Victory can also be 
achieved by driving off the opposing squadron(s) via shot down planes 
and/or accumulated Boom chits.
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Butcher Birds
The French coast between Ste-Mere-Eglise and Ouistreham swarmed 
with landing craft, disgorging hordes of men and vehicles onto the 
cratered beaches. 

On the eastern end of the landing area, the commandos of the 1st 
Special Service Brigade and Hobart’s menagerie of specialised 
engineering vehicles blasted a hole in the Atlantic Wall and poured 
through into Ouistreham.

In the skies overhead, Luftwaffe Ace Josef “Pips” Priller and his 
wingman Heinz Wodarczyk successfully evaded the packs of RAF and 
USAAF fighters screening the invasion beaches and hurtled towards the 
columns of tanks and troops, guns blazing.

Priller had scored 98 aerial victories by this point in the war, and was 
a pilot almost without peer. In the cockpit of his Fw190A nicknamed 
“Jutta”, he was a force to be reckoned with.

Engines screaming, the Focke-Wulfs made several strafing runs on the 
invasion beaches before breaking off! 

Forces
No. 443 Sqn RCAF JG 26 “Schlageter”
1 Squadron of 1 Element 
comprising:

 » 1x Spitfire Mk IX. Pilot Skill 
4

 » 2x Spitfire Mk IX. Pilot Skill 
3

1 Squadron of 1 Element 
comprising:

 » 1x Fw190A. Pilot Skill 5 - 
Josef “Pips” Priller

 » 1x Fw190A. Pilot Skill 4 - 
Heinz Wodarczyk

Theatre Cards
 » Heavy Flak Presence
 » Met Office 

 » Radar Support
 » Battle Fatigue

Doctrine Cards
 » Defensive Tactics  » Wall of Lead

Ace Skills
 » Tactical Wizard
 » I Know Your Type

“We’re going in alone and I don’t think we’re coming back.” - 
Josef “Pips” Priller 

Special Rules

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one point hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
point hits are scored on the target card instead of one.

The Target: Columns of tanks, infantry & light vehicles swarm 
inland from Sword Beach. Interdicting the movement of these units 
before they can join the main attack is the Luftwaffe’s main priority.

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.
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The Scenario

Deployment Sequence
Place the Target Marker on the indicated spot. 

The player with the least planes deploys first. The RCAF element may 
be deployed anywhere within their marked area. The Luftwaffe player 
then deploys their element anywhere within their marked area.

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Leaving the Battle Area
If a plane leaves the table, it leaves the scenario altogether and may 
not return. The  Luftwaffe squadron can win a victory by exiting from 
the table edge marked Escape Zone. 

Game Length
The scenario continues until all planes have been shot down, or have 
left the table.

Victory
The Luftwaffe player wins by destroying the Truck Convoy and exiting 
the battlefield via the Escape Zone. The RCAF player wins by preventing 
this. Victory can also be achieved by driving off the opposing squad-
ron(s) via shot down planes and/or accumulated Boom chits.
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Grand Old Lady
A monolithic shape squats off the French coast, belching great clouds 
of cordite smoke into the misty morning sky. HMS Warspite has been 
tasked with neutralising the gun batteries at Villerville to prevent them 
from enfilading the landing craft making a beeline for Sword Beach.

Her 15-inch guns are being directed by a plucky Seafire pilot from 886 
Naval Air Squadron by the name of Lt. Dick Law, seconded to the RAF 
for the duration of the invasion. 

His accurate reporting is allowing the gunnery chiefs aboard Warspite 
to adjust the aim of their one-ton shells. If Law’s Seafire remains 
airborne, the battery will be neutralised in short order, and Warspite 
can move on to other targets.

Grumbling across the bocage, a staffel of Focke-Wulf 190s begin their 
attack run. Three have 250kg bombs fitted to their centreline and make 
a beeline for the battleship, who has moved dangerously close to shore!

In response, the roar of a Merlin engine signals the arrival of several 
Mustangs in RAF colours. Battle is joined...

Forces
No. 268 Sqn RAF/ 
No. 886 NAS

JG 26 “Schlageter”

1 Squadron of 3 Elements
comprising:

 » 3x Mustang IA. Pilot Skill 4, 
Pilot Skill 3

 » 3x Mustang IA. Pilot Skill 4, 
Pilot Skill 3

 » 1x Seafire F MkIII (Spitfire 
V). Pilot Skill 3

1 Squadron of 2 Elements 
comprising:

 » 3x Focke-Wulf 190A. Pilot 
Skill 4, Pilot Skill 3. Strafing 
Ordnance.

 » 3x Focke-Wulf 190A. Pilot 
Skill 4, Pilot Skill 3. 

Theatre Cards
 » Radio Jamming
 » Heavy Flak Presence

 » Restricted Airfields
 » Radar Support

Doctrine Cards
 » Seasoned Pilots  » Head-On Attack

Special Rules

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one point hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
point hits are scored on the target card instead of one.

HMS Warspite: Standing off from the French coast, this 
venerable battleship is pummelling the German batteries at Villerville 
with its six 15-inch guns, ably assisted by the pilots of 886 Naval Air 
Squadron who observed the fall of shot and radioed corrections back to 
the ship’s gunnery chiefs. 

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.

“During one of the early salvos I was a little over-enthusiastic in 
positioning myself to observe the fall of shells, with the result that 
some 35 seconds after Warspite fired my Seafire suddenly shivered 
and I actually saw one of the giant shells, weiging almost a ton, go 
sizzling close past me on its way to the target.” - 
Lt. Dick Law, RN
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Strafing Ordnance: Fighter-bombers and light bombers often 
carried either small bombs or rockets to supplement their gun attacks 
from low level and take out tougher targets.

An aircraft carrying strafing ordnance may expend it during a strafing 
attack to add its +2 to its Firepower for that attack only. 
Until the strafing ordnance is used the aircraft carrying it counts as 
Laden.

Laden: Aircraft that are carrying strafing ordnance are counted as 
‘Laden’ until they expend their payload. Place a marker on the aircraft 
base (the bomb shaped cutouts left over from the pilot skill discs are 
ideal for this) to show it is laden and remove it when the payload is 
used. 

Laden works as a temporary Negative trait that affects Pilot skill and 
aircraft performance as managing a heavily burdened aircraft is no 
joke. The following rules apply while an aircraft is Laden:
• Pilots of Laden aircraft suffer a -1 to their Pilot Skill*
• Laden aircraft reduce their speed by 1 (50mph).
• Laden aircraft may not Climb for Advantage.

*This penalty does not apply when the aircraft is expending its ord-
nance to make an attack with it.

A Laden aircraft can opt to remove its Laden marker whenever it 
activates without making an attack to represent it ditching its bombs, 
rockets or other payload prematurely.

The Spotter: The Seafire F MkIII is acting as a spotter for HMS 
Warspite’s massive guns, radioing in corrections to keep the huge shells 
landing on target amidst the German batteries. 

The Seafire is deployed with its base touching the front line after all 
other aircraft have been placed. It begins the game Disadvantaged and 
may not climb for advantage. The Seafire does not accumulate boom 
chits from being shot.

At the end of each turn if the Seafire’s base is touching the front line 
and it isn’t in clouds it earns the owning player +1 bonus victory point. 
If the opposing player shoots down the Spotter plane it earns them +2 
victory points.

The Front Line: A line splits the table down the middle. The 
southern half of the table represents Occupied Normandy, while the 
northern half represents the English Channel. 

In addition, the following rules apply to both sides during this scenario:
No additional Boom chit is applied to a Squadron’s morale when one 
of their aircraft is shot down over friendly territory. All Boom chits for 
shooting hits and for aircraft lost over enemy territory apply as usual.
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The Scenario

Deployment Sequence
Place the Target Marker on the indicated spot. 

The player with the least planes deploys first. The RAF element may 
be deployed anywhere within their marked area. The Luftwaffe player 
then deploys their element anywhere within their marked area.

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Leaving the Battle Area
If an aircraft leaves the table it may re-enters play on the following 
turn if it passes a Manoeuvre test. Redeploy the returning plane 
anywhere along the edge it left from and roll for its starting Advantage 
level. If the manoeuvre test is failed the plane returns to base. One 
Boom chit is inflicted on a squadron for each plane lost in this way.

Attacking aircraft can choose to leave the table and return to base 
voluntarily, simply do not take a Manoeuvre test for them. No Boom 
chit is inflicted on the squadron for aircraft leaving voluntarily.

Game Length
The scenario continues until the Spotter has been shot down, or all 
Luftwaffe elements have been driven off. 

Victory
The Luftwaffe player wins by shooting down the Spotter plane. They 
can gain additional victory points by inflicting point or hull hits on HMS 
Warspite, at the rate of 1 victory point per hit.

Victory can also be achieved by driving off the opposing squadron(s) via 
shot down planes and/or accumulated Boom chits.
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Striking Hornets
Despite the best efforts of the Allied air contingent, the Luftwaffe has 
consolidated its position over Normandy and is able to provide ground 
support for the Axis counter-attack. With Focke-Wulf fighters scouring 
the sky ahead of them, the Me 410s of KG 2 exact a heavy toll on the 
vulnerable supply convoys snaking up from the beaches towards the 
front. 

On the morning of June 13th, a British Armoured Brigade is preparing 
to advance on Villers-Bocage from their laager to the south of the town. 
As the engines of the assembled Cromwell and Churchill tanks grumble 
into life, the shriek of diving aircraft splits the sky. 

Aware of the British attack, the commander of the 101st Heavy Panzer 
Battalion has called in a strike from the fast attack aircraft of KG 2 - his 
Panzers will have a much easier time blunting the armoured thrust if 
the enemy has been softened up from the air. 

Tank crewmen scramble for cover as German aircraft scream overhead, 
cannons chattering away. 

Forces
No. 414 Sqn RCAF KG 2 “Holzhammer”
1 Squadron of 4 Elements 
comprising:

 » 2x Spitfire Mk IX. Pilot Skill 
4, Pilot Skill 2

 » 2x Spitfire Mk IX. Pilot Skill 
4, Pilot Skill 2

 » 2x Spitfire Mk IX. Pilot Skill 
4, Pilot Skill 3

 » 2x Spitfire Mk IX. Pilot Skill 
3, Pilot Skill 3

1 Squadron of 3 Elements 
comprising:

 » 2x Me 410. Pilot Skill 4, 
Pilot Skill 4

 » 2x Fw 190A. Pilot Skill 4, 
Pilot Skill 3.

 » 2x Fw 190A. Pilot Skill 4, 
Pilot Skill 3.

Theatre Cards
 » Heavy Flak Presence
 » Radar Support

 » Restricted Airfields
 » Supply Shortages

Doctrine Cards
 » Big Game Hunters  » Intruders

Special Rules

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one point hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
point hits are scored on the target card instead of one.

The Target: A column of tanks is about to begin its advance on 
Villers-Bocage. If the Luftwaffe can stop it, the attack will be blunted 
before it can begin!

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.
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High Cover: High cover elements are represented by a placing a 
marker for their constituent planes on the table edge. Planes that are 
represented by a high cover marker cannot be Outmanoeuvred or shot 
at until they move onto the table. 

High cover elements take their actions after all other planes have 
completed their moves, beginning with the slowest high cover element. 
When a high cover element takes an action, the owning player can opt 
to either: 

 » Move the element along the table edge up to 9” in either direction 
and save it for a later turn, 

or 
 » Move all the planes from the element 1” onto the table from the 

point currently marked so that they can join the fight in the next 
turn.

Deployment Sequence
Place the Target Marker on the indicated spot. 

The Luftwaffe player begins by noting an attack plan for all of their 
elements. Each element must be designated a turn number and table 
edge for its arrival. Multiple elements can be assigned to the same 
table edge but the attacking player is limited to deploying one element 
per table edge per turn.

One Luftwaffe element must be deployed within 3” of the southern 
edge prior to the first turn. Attacking elements arriving on subsequent 
turns are deployed as High Cover markers at the beginning of the turn 
of their arrival and may be moved onto the table at the end of the 
same turn if desired as per the normal rules

The RCAF player deploys no elements on the tabletop at the beginning 
of the scenario, instead they place one High Cover marker for each 
element. 

RCAF High Cover markers may be deployed on any table edge. His 
elements are deployed only when the alerted has sounded.

Sounding the Alert: In this scenario no Flak can fire until 
the alert has been sounded. Roll two dice at the end of each turn. If a 
success is rolled the alert is sounded. The alert is sounded automatically 
at the end of any turn if a target marker has been attacked. Once the 
alert has been sounded it stays in force until all enemy aircraft have left 
the table.

The following dice modifiers apply in addition to the basic two dice 
when testing for the alert. All dice modifiers are cumulative.

 » Any multi-engine enemy aircraft on the table: +1 Dice
 » All enemy aircraft are Disadvantaged: -1 Dice

Once the alert has been sounded all Flak becomes active and RCAF 
elements will begin to arrive in the area. 

At the end of each turn, beginning with the turn in which the alert is 
sounded, one RCAF element may be moved onto the table top from an 
uncommitted High Cover marker. High Cover markers which are not 
moved onto the table top this turn can be moved up to 9” along the 
table edge instead as described in the main rules.
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The Scenario

Starting Advantage Level
All Luftwaffe aircraft deployed at the start of the game begin
Disadvantaged due to their low-level approach. The Luftwaffe player 
can elect to bring in subsequent elements arriving from high cover 
markers as Advantaged, Neutral or Disadvantaged at their option.

RCAF elements arriving from high cover markers start Advantaged.

Leaving the Battle Area
If a Luftwaffe plane leaves the table, it leaves the scenario altogether 
and may not return.

If a RCAF aircraft leaves the table it re-enters play on the following turn 
if it passes a Manoeuvre test. Redeploy the returning plane anywhere 
along the edge it left from and roll for its starting Advantage level. If 
the manoeuvre test is failed the plane returns to base. One Boom chit is 
inflicted on a squadron for each plane lost in this way.

Game Length
The scenario continues until the target card is destroyed (has lost all its 
hitpoints) or the last attacking aircraft exits the table or is shot down. 

Victory
If the target is destroyed at the end of the game the Luftwaffe player 
wins. If the target is undamaged at the end of the game the RCAF 
player wins.
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Carpiquet Chaos

Operation Windsor has begun! Troops of the 3rd Canadian Infantry
Division are preparing a massive assault on the town and adjacent air-
field at Carpiquet. Garrisoning the makeshift fortifications around the
airbase are the battled hardened troops of the 12th SS-Panzer Division
Jugend Division.

A massive artillery barrage precedes the Canadian attack, opened by
heavily armoured Churchill engineering tanks armed with gargantuan
petard mortars - specifically designed for bunker busting!

Almost immediately, the attack begins to stall. Dug-in anti-tank guns
and strongpoints exact a heavy toll from the Canadian armoured units,
while the infantry are forced into a desperate house-to-house fight
through the ruins of Carpiquet.

Desperate to break the deadlock, the Canadian commander calls in a
squadron of rocket-armed Typhoons to blast a hole in the anti-tank
defenses, allowing his armoured units to regain the initiative.

Unbeknownst to him, the Luftwaffe still has sufficient resources to inter-
dict the strike. Josef “Pips” Priller and his wingman have assembled an
ad hoc formation at a nearby air field and taken to the air in defence of
the SS positions!

Forces
No. 441 Sqn RCAF JG 26 “Schlageter”
1 Squadron of 2 Elements 
comprising:

 » 3x Typhoon 1B. Pilot Skill 4, 
Pilot Skill 4, Pilot Skill 3

 » 3x Typhoon 1B. Pilot Skill 4, 
Pilot Skill 4, Pilot Skill 3

1 Squadron of 3 Elements
comprising:

 » 2x Fw190A. Pilot Skill 5 - 
Josef “Pips” Priller, Pilot 
Skill 4

 » 2x Bf109G. Pilot Skill 4, 
Pilot Skill 3

 » 2x Bf109G. Pilot Skill 3, 
Pilot Skill 2

Theatre Cards
 » Battle Fatigue
 » Radio Jamming

 » Restricted Airfields
 » Met Office

Doctrine Cards
 » Intruders  » Wall of Lead

Ace Skills
 » Tactical Wizard
 » I Know Your Type

Special Rules

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one point hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
point hits are scored on the target card instead of one.

The Target: Carpiquet Airfield is defended by several batteries of 
emplaced anti-tank guns. If they remain in play, the Canadian attack 
on the airfield will grind to a halt!

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.
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The Scenario

Deployment Sequence
Place the Target Marker on the indicated spot.

The Luftwaffe player may deploy his aircraft anywhere within the
marked area. The RAF player then deploys their element anywhere
within their marked area.

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Leaving the Battle Area
If a plane leaves the table, it leaves the scenario altogether and may
not return. The RAF squadron can win a victory by exiting from the
table edge marked Escape Zone. 

Game Length
The scenario continues until all planes have been shot down, or have 
left the table.

Victory
The RAF player wins by destroying the Anti-Tank Emplacement and
exfiltrating all surviving planes via the Escape Zone. The Luftwaffe 
player wins by preventing this. Victory can also be achieved by driving 
off the opposing squadron(s) via shot down planes and/or accumulated 
Boom chits.
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Drifting Flares

The battle for Caen rages on! After the horror of the fighting around 
the Carpiquet airfield, the British and Canadian forces have 
consolidated their modest gains and are preparing to launch another 
ferocious assault on the city.

Serried ranks of tanks and personnel carriers lie dormant in their 
laagers, the crews and accompanying infantry bedded down before the 
operation begins in the morning.  

At airfields in southern England, bomber crews are preparing to do 
their bit. A massive air raid has been planned to soften up the German 
defences. Heavily laden with high explosive and incendiary bombs, the 
Lancaster squadrons are prepared to reduce Caen to ashes. 

Paving the way for the endless waves of droning Lancasters is a squad-
ron of nimble Mosquitos, carrying illumination bombs to mark targets 
for the lumbering heavies. 

Waiting for them are the Luftwaffe’s crack Nachtjagdgeschwader 
squadrons.  These seasoned veterans have stalked the skies since the 
early days of the war, using specialised equipment to locate and destroy 
Allied bombers. 

Forces
No. 625 Sqn RAF NJG 1
1 Squadron of 2 Elements
comprising:

 » 2x Mosquito B Mk IX     
(Mosquito FB VI with the 
Bomber Conversion) Pilot 
Skill 4, Pilot Skill 3

 » 2x Mosquito FB VI. Pilot 
Skill 4, Pilot Skill 3

1 Squadron of 3 Elements
comprising:

 » 2x Bf 110 G. Pilot Skill 4, 
Pilot Skill 3

 » 2x Bf 110 G. Pilot Skill 3, 
Pilot Skill 2

Theatre Cards
 » Restricted Airfields
 » Radar Support

 » Met Office
 » Battle Fatigue

Doctrine Cards
 » Defensive Tactics  » Seasoned Pilots

Special Rules
High Cover: High cover elements are represented by a placing a 
marker for their constituent planes on the table edge. Planes that are 
represented by a high cover marker cannot be Outmanoeuvred or shot 
at until they move onto the table. 

High cover elements take their actions after all other planes have 
completed their moves, beginning with the slowest high cover element. 
When a high cover element takes an action, the owning player can opt 
to either: 

 » Move the element along the table edge up to 9” in either direction 
and save it for a later turn, 

or 
 » Move all the planes from the element 1” onto the table from the 

point currently marked so that they can join the fight in the next 
turn.

Night Fighting: When an RAF is deployed, instead of placing thr 
aircraft model on the table, place a number of markers (poker chips, 
spare bases etc) on the battlefield equal to that Aircraft’s agility rating. 
Make a note of which marker conceals the aircraft before play begins. 

These markers have the same Pilot Skill as the originating aircraft. Roll 
for the starting Advantage Level of each marker seperately. Markers 
behave exactly like the originating aircaft, and have the same traits 
and abilities. Markers cannot make shooting attacks. 

Enemy aircraft cannot engage markers with shooting attacks. 

If an enemy aircraft is within 6” of a marker and at a higher Advantage 
Level, it can attempt to flip over a marker by making a Pilot test. If 
successful, flip over the marker. 

If this would reveal an Aircraft, place it on the table at the same        
Advantage level as the marker. 

Bombers: Some of the RAF player’s aircraft are specially modified 
bomber variants - their main guns have been stripped out and the 
bomb bay has been enlarged to carry a wide array of illuminating and 
incendiary ordnance. 

This reduces the plane’s Firepower to 0, but adds +1” (50mph) to its 
speed. 
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The Scenario

Deployment Sequence
The Luftwaffe player deploys 1 element in the marked area. Their 
second element is not deployed on the battlefield - instead place a High 
Cover marker on the table edges adjacent to either deployment zones.

The RAF player deploys a number of markers in the marked area as 
per the Night Fighting special rules. 

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Leaving the Battle Area
If a plane leaves the table, it leaves the scenario altogether and may 
not return. The RAF planes can win a victory by exiting from the        
opposite table edge to the one where they deployed.

Game Length
The scenario continues until all planes have been shot down, or have 
left the table.

Victory
The RAF player wins by exiting his planes from the opposite table 
edge. The Luftwaffe player wins by preventing this. Victory can also be 
achieved by driving off the opposing squadron(s) via shot down planes 
and/or accumulated Boom chits.
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Merderet Angels
The Merderet river snakes away from the coast, deep into occupied 
Normandy. Since D-Day, US airborne units have been trying to secure 
vital crossing points across this barrier to secure the Cotentin peninu-
lar and prevent German reinforcements from reaching the invasion 
beaches.

At Ramelle, the airborne have failed to blow the medieval bridge, 
and the ad-hoc defence organised by a detached Ranger captain has 
collapsed. Reinforcements are on the way, but they may not arrive in 
time to stop the battle-hardened Waffen-SS panzergrenadiers from 
swarming over the river.

First on the scene are the P-51D Mustangs of the US Army Air Force. 
Loaded down with bombs and armour-piercing ammunition, these 
aircraft could tip the balance in the US favour and prevent the collapse 
at Ramelle from spiralling out into disaster.

With most Luftwaffe aircraft scoured from the sky, the only opposition 
mustered by the Germans is a flight of obsolete Bf 109F fighters. Will it 
be enough to turn the Americans back?

Forces
USAAF Luftwaffe 
1 Squadron of 1 Element 
comprising:

 » 2x P-51D Mustangs. Pilot 
Skill 4, Pilot Skill 3.

1 Squadron of 1 Element 
comprising:

 » 3x Bf 109F. Pilot Skill 3, 
Pilot Skill 3, Pilot Skill 2

Theatre Cards
 » Met Office
 » Radar Support

 » Heavy Flak Presence
 » Restricted Airfields

Doctrine Cards
 » Intruders  » Wall of Lead

“Angels on our shoulders.” - Captain John. H Miller, US 
Rangers

Special Rules

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one point hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
point hits are scored on the target card instead of one.

The Target: A wave of tanks, personnel carriers and dismounted 
infantry is sweeping towards the bridge at Ramelle. They must be 
stopped before they can affect a crossing!

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.

Strafing Ordnance: Fighter-bombers and light bombers often 
carried either small bombs or rockets to supplement their gun attacks 
from low level and take out tougher targets.

An aircraft carrying strafing ordnance may expend it during a strafing 
attack to add its +2 to its Firepower for that attack only. 
Until the strafing ordnance is used the aircraft carrying it counts as 
Laden.
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The Scenario

Deployment Sequence
Place the Target Marker on the indicated spot. 

The player with the most planes deploys first. The Luftwaffe player 
deploys his squadron in the marked area. The USAAF player deploys 
his force in the marked area.

Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Leaving the Battle Area
If a plane leaves the table, it leaves the scenario altogether and may 
not return. The  USAAF squadron can win a victory by exiting from the 
table edge marked Escape Zone. 

Game Length
The scenario continues until all planes have been shot down, or have 
left the table.

Victory
The USAAF player wins by destroying the Tank Platoon and exiting the 
battlefield via the Escape Zone. The Luftwaffe player wins by preventing 
this. Victory can also be achieved by driving off the opposing squad-
ron(s) via shot down planes and/or accumulated Boom chits.
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Pickpockets 
Things are looking bleak for the German forces bottled up in the 
Falaise Pocket. Under constant bombardment from artillery and the air, 
the beleagured infantry and armour are desperately trying to escape 
the encirclement. 

Interdicting the retreat are several Polish and Canadian units, 
positioned to fire upon the retreating troop convoys. As the 
light begins to fade, the Luftwaffe marshals the last of its 
ground attack aircraft, including some obsolete Ju-87 Stukas 
and launches a desperate assault to smash the Allied positions!

Forces
No. 234 Sqn RAF SKG 10 
1 Squadron of 3 Elements 
comprising:

 » 2x Spitfire MkIXs, Pilot Skill 
4, Pilot Skill 3

 » 2x Spitfire MkIXs, Pilot Skill 
4, Pilot Skill 3

 » 2x Spitfire MkIXs, Pilot Skill 
4, Pilot Skill 3

1 Squadron of 4 Elements 
comprising:

 » 2x Fw190As, Pilot Skill 4, 
Pilot Skill 3

 » 2x Fw190As, Pilot Skill 4, 
Pilot Skill 3

 » 2x Ju87D Stukas Pilot Skill 
3, Pilot Skill 3

 » 2x Ju87D Stukas.Pilot Skill 
3, Pilot Skill 3

Theatre Cards
 » Supply Shortages
 » Restricted Airfields

 » Heavy Flak Presence
 » Battle Fatigue

Doctrine Cards
 » High Altitude Performance  » Wall of Lead

Strafing Attacks: Strafing attacks can only be made by planes 
that are Disadvantaged. Any part of the target marker must be within 
6” (one range stick) of the aircraft and in the attacking aircraft’s front 
arc in order to make the attack.
Strafing is resolved as standard shooting; roll a number of dice equal 
to the aircraft’s Firepower+ Pilot Skill. 
• If a success is rolled score one hit on the target. 
• If a critical success is rolled (i.e. two or more successes) two 
hits are scored on the target card instead of one.

Flak Value: Flak operates as a 360 degree turret value for the 
target and has a range of 6” (one range stick) from the edges of the 
target marker. Flak’s primary value is making all strafing attacks on 
the target effectively ‘Head On’ but, because of the Flak’s longer range, 
the Flak is resolved before the strafing attack is made. If an attacking 
aircraft is shot down by Flak it fails to execute its attack. 

At the end of each turn light flak also shoots at the nearest Disadvan-
taged aircraft within range. Flak will always target the nearest Disad-
vantaged aircraft whether it is friend or foe; unfortunate mistakes in 
identification were rather commonplace around flak as gunners tended 
to let fly at anything with wings.

If no Disadvantaged aircraft are within range at the end of the turn the 
owning player may use 50% of the light flak Firepower (rounding up) 
to shoot at a nominated Neutral enemy aircraft within range instead. 
Light flak firepower dice can be divided among multiple Neutral targets 
if desired.

Light flak cannot attack Advantaged aircraft.

Special Rules
The Target: The Polish and Canadian forces are dug in all along 
the ridge, threatening to close the Falaise Pocket for good.

Before any aircraft are deployed, a target marker is positioned on the 
table top, with an associated target card that is used to keep track of 
damage to the target.
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Starting Advantage Level
Once both players have deployed their elements they roll a D6 for each 
plane to find its starting advantage level.

Leaving the Battle Area
If an RAF aircraft leaves the table, it leaves the scenario altogether and 
may not return.

If a Luftwaffe aircraft leaves the table it re-enters play on the follow-
ing turn if it passes a Manoeuvre test. Redeploy the returning plane 
anywhere along the edge it left from and roll for its starting Advantage 
level. If the manoeuvre test is failed the plane returns to base. One 
Boom chit is inflicted on a squadron for each plane lost in this way.

Game Length
The scenario continues until the target card is destroyed (has lost all its 
hitpoints) or the last attacking aircraft exits the table or is shot down. 

Victory
If the target is destroyed at the end of the game the Luftwaffe player 
wins. If the target is undamaged at the end of the game the RAF player 
wins.

Victory can also be achieved by driving off the opposing squadron(s) via 
shot down planes and/or accumulated Boom chits.

Roll Result
5-6 Advantaged
3-4 Neutral
1-2 Disadvantaged

Deployment Sequence
Place the Target Marker on the indicated spot. 

The player with the least planes deploys first. The RAF element may 
be deployed anywhere within their marked area. The Luftwaffe player 
then deploys their element anywhere within their marked area.

The Scenario

The Target
The target for this scenario is a single Defensive Line. Place a target 
marker on the indicated spot. 


