
Air Operations I] 6 = Hit Pre-Plot Search & CAP missions during Weather Phase; Strike moves on any daylight turn ,

Aircraft: to take-off & land: (destroyed on a die roll of -1 on land, 0 if on a carrier) Die. Roll Modifiers: Storm -3, Squall-2, Fog )1;.j~'.'

Air Combat: Simultaneous Cap & Escorts, Cap vs Attackers, AA (Max 8 ships) vs. Attackers (AA Capital=2, Light=l -:-3):-'~'~~::;;;:ij{'~:~S~"Air Stri~~.~:DR> range to targ~t hits target this turn/return~ next; otherwise next if target still in range. DR of 1-5 = St~1.f'..~¢.:;~·.0..~g:C..'+~.;.l..t...·.#.';;;:;.'I!~11 Bombs (pnmary strength but not plungmg) use the Gunnery Chart, torpedoes use the Torpedo cha~~':i':;!, i~~;i'·.IIBomb:l~~:!. Torpedo (Air Strike die roll modifiers: +1 target is capital ship or large transport, +1 slow speed, +2 D.I.W, +kpo~(~~~jj: 1~1
~~; ;~, 'S~~
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