Carrier Ops

Carriers must be facing into wind for takeoff or landings to take place nominate a direction on the board 0 then roll a D12 and count clockwise to get wind direction for all shipping.

A carrier must be heading into wind a full turn before take offs and two before landings.

Aircraft cannot land or launch if the Beufort wind scale is >=4.

Take off

Up to 6 aircraft may launch aircraft impulse.

Roll a D10 for each aircraft launching add 1 to the roll for each point on the Beaufort scale add 1 for rough seas if the score is equal or less than 9 take off is ok. On a 10 or more roll on the take off event chart

	1
	Aircraft crashes into sea all crew lost

	2
	Aircraft aborts no further launches are possible until next turn

	3-4
	Aircraft suffers 1 damage and is forced to jettison weapons and return to the carrier as soon as possible

	5-6
	Pilot recovers plane but is one level higher or lower than the other aircraft in his group


Landings

Aircraft must line up with rear of carrier 1 turn before landing.

Roll a D10 for each aircraft landing

+1 for rough seas

+1 each point on Beaufort scale

+1 poor visibility +2 for fog

+1 for each damage to aircraft

a score of 8 or less is a successful landing a roll over 8 roll D6 on landing event chart

	1-2
	Overshoot aircraft must go round again

	3-4
	Undershoot .Aircraft crashes into sea all crew lost

	5-6
	Aircraft crashes on deck


If an aircraft crashes on deck the carrier instantly looses the ability to launch and land aircraft

Roll a D10 for all other aircraft on deck on a 5+ they are damaged and destroyed on 8+

Roll a D6 for each destroyed aircraft including the one crashing and add any previous damage if the roll is 5 or more the aircraft is on fire.

(aircraft fires don’t affect the ship directly and have different rules)

Clearing the decks

1. put out fires

use as many damage control teams as needed plus the flight deck crew roll a D10 for each fire and add the number of teams fighting the fire if the roll is 8 or more the fire is out.

2. Clear the wreckage

it takes 1 turn for 1 damage control or flight deck team to clear each wrecked aircraft.

Crash damaged/burnt aircraft are dumped overboard and lost

3.Move damaged aircraft to hanger

All damaged aircraft must be cleared from the deck they may be shoved overboard if quicker 1 per dc team per turn (crew survive if using campaign rules)

3. Repair flight deck

Decide how many damage control teams will be assigned.         

Roll a D6 and subtract the number of teams committed a score of 0 the deck is easily repaired and ready for next turn for each 1 point over 0 roll a D10 add the total and that is the amount of turns the deck is out of action

I.e. 3 DC teams on task D6 roll of 5    5-3(DC)=2


2 D10 rolled giving 2 + 6 

Deck out of action for 8 turns

To repair the deck all the damage control teams stated must remain on task for the duration so another problem such as a fire would divert them from the repairs and extend the time the deck is out of action

Strafing / bombing aircraft on deck

Roll to hit as normal opting to strafe the deck first roll if successful roll a D10 and that damage is shared out amongst the aircraft on deck

So a roll of 6 with 10 aircraft on deck results in 6 aircraft taking 1 hit. Had there only been 3 aircraft on deck each aircraft would have been hit twice.

Roll each hit on each aircraft on the strafe chart

	1
	Aircraft not operationally affected and may fly as normal, note the damage for landing roll

	2-4
	Aircraft Damaged and requires immediate repair

	5
	Aircraft is destroyed and catches fire

	6
	Aircraft explodes along with any ordinance loaded


Flight deck bomb damage if a
bomb is dropped and explodes on the flight deck (it doesn’t penetrate) D10 and that damage is shared out amongst the aircraft on deck as with strafing use the strafe chart for damage effect.

Aircraft explosions

Unarmed

If an aircraft explodes on deck roll for each undestroyed aircraft on deck on the strafe chart –2 to the roll if the aircraft is previously undamaged +1 if the aircraft was previously damaged. And apply the result

Armed

If an armed (bombs or torpedoes only)aircraft explodes on deck roll for each undestroyed aircraft on deck on the strafe chart (yes a chain reaction is possible so don’t get caught with all your planes loaded on deck!)

Effect of loaded weapons on the deck

For each explosion roll for penetration as per the bomb size x 0.25 for AP and x0.5 for HE to represent the fact that the bomb lacked the momentum of a dropped bomb treat torpedoes as 1100lb explosive bomb considered as HE

Clearing the deck after an attack would be as with aircraft crashes.

Lifts

Lifts are central to good carrier operations. good coordination of lift activity will be vital

When deck lifts are in operation aircraft are unable to take off or land.(yes two lifted carriers probably could but the rules would become to complex)

It takes 1 full turn to lower and raise a lift.

Each lift can carry three aircraft. Aircraft can be transported in both directions in a turn i.e. Empty aircraft come off the flight deck post sortie and refuelled rearmed ones are returned to the deck.

If a lift is jammed open there is a 10% chance of a shell or bomb passing through it and onto the hanger deck without needing to penetrate the armour.

Lift damage

If a lift is damaged in action it can be recovered to some point using the DC teams a roll of 0 results in a repair.

Lifts take twice as long to operate each time they are repaired. So after one repair they can only go up or down in 1 turn if is damaged and repaired again it takes two turns to lower or raise he lift. This can go on indefinably. (the ship would require time in a dockyard to affect full repairs Campaign rules should cover this kind of repair)

Aircraft maintenance 
To return to the battle aircraft must be rearmed and refuelled on the hanger deck this is a hive of activity and central to successful operation.

It takes five turns to turn around an aircraft so use the recovery boxes on the carrier data sheet.

A turn around works like this 

Turn 1 the aircraft lands

Turn2 the aircraft goes down the lift

Turn 3 to 7 the aircraft is refuelled and re armed moving forward 1 box each turn

Turn 8 the aircraft goes up the lift

Turn 9 the aircraft can launch

This gives the aircraft the ability to be ready for action in approximately 30 minutes

As the aircraft moves forward 1 box more aircraft may fill the empty box behind it only 3 aircraft can be in any box at any time.

Aircraft repairs

Each hanger has an aircraft repair team record damaged aircraft in the awaiting repair box you can then roll a D10 once per hanger at the end of the turn one aircraft is fixed on the roll of a 10 over rolls are permitted and an additional aircraft is repaired for rolls over 10 . record the type of aircraft being repaired before the roll.

Additional aircraft.

Should an aircraft carrier sink its aircraft may land on other carriers in the fleet. Many will fill in for battle losses with no effect. Carriers may temporarily carry 20% more aircraft than listed by storing some on deck. Aircraft stored on deck will be lost in storm conditions (swept overboard) this is more for campaign rules.

Example carrier record sheet

As you can see there is a track of the location of all the ships aircraft and the progress of aircraft being serviced the sheet is a full side of A4 as carrier operations are more involved it would be easier to laminate each sheet as aircraft will be moving from box to box all through the operation.

	Name
	Akagi
	Class
	Carrier
	Size
	6
	Speed
	26

	Main Guns
	8"/50            6
	x
	1
	RoF
	1.5
	N
	9

	High AA
	4.7" :5          6
	x
	2
	RoF
	2.25
	N
	28

	AA
	28:2 22:1
	Hanger
	2
	Lifts
	3

	Protection
	Flash
	2
	Underwater
	1
	DC  3
	Reserve
	15
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	Hanger 1

Turnaround servicing
	
	Awaiting Repair Hgr 1
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	Hanger 2

Turnaround servicing
	
	Awaiting Repair Hgr 2

	Zero
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Orders

Campaign optional rule

Aircrew
For each aircraft lost roll a D10 on a roll of  6 or more the pilot escaped the plane.

For incidents on board they are safe

For ditching if they landed within 10 cm of a friendly ship they are picked up. If they land outside that they can only be collected by the winning side of that engagement..

Lost aircraft can be replaced by reserves from island airbases, while not engaged in combat action. aircraft replaced with pilots to man them have no problems otherwise new GREEN pilots must fill the posts 

Green pilots are at a disadvantage of 1 for all takeoff , landing rolls and combat to hit rolls.

After 2 combat launches they are considered REGULAR

Regular pilots have no modifiers to their rolls. After Two combat engagements (separate games) they are considered ELITE.

Elite aircrew are at an advantage of 1 for all takeoff , landing rolls and combat to hit rolls.

34,364 tons








