	HAMPDEN                                     DEFENSIVE FIRE

	Position
	Field of Fire
	To Hit (D6)
	Machine Gun Notes

	12 High
	Nose Gun
	6
	HAMPDEN:

     - Nose Flexible Gun: Single .303

     - Nose Fixed Gun: Single .303

     - Rear Upper: Single .303

     - Rear Lower: Single .303
Ammo Boxes:

     Each 12 boxes (60 round drum magazine)

Special: The machine guns must be reloaded

     after three bursts. If Spray Fire is used, you

     may not fire again during the same wave.



	12 Level
	Nose Gun

Fixed Gun
	6
	

	12 Low
	Nose Gun
	6
	

	10:30 High
	NA
	-
	

	10:30 Level
	NA
	-
	

	10:30 Low
	NA
	-
	

	1:30 High
	NA
	-
	

	1:30 Level
	NA
	-
	

	1:30 Low
	NA
	-
	

	3 High
	NA
	-
	

	3 Level
	NA
	-
	

	3 Low
	NA
	-
	

	9 High
	NA
	-
	

	9 Level
	NA
	-
	

	9 Low
	NA
	-
	

	6 High
	Rear Upper
	6
	

	5 High
	Rear Upper
	6
	

	5 Level
	NA
	-
	

	5 Low
	Rear Lower
	6
	

	7 High
	Rear Upper
	6
	

	7 Level
	NA
	-
	

	7 Low
	Rear Lower
	6
	

	6 Level
	Rear Upper
	6
	

	6 Low
	Rear Lower
	6
	

	Vertical Dive 
	(a)
	6
	

	Vertical Climb
	(b)
	3
	

	a)   Roll D6: 1-2: Fighter out of Field of Fire. 3-6: Rear Upper may fire.

b)  Roll D6: 1-4:  Fighter out of Field of Fire. 5-6: Rear Lower may fire.


	HAMPDEN    M-3 GERMAN OFFENSIVE FIRE (a)

	Attack Position
	To Hit

	12 High, Level, Low. 
	6

	Rear MG.
	6

	1:30 / 10:30 High, Level, Low
	6

	3 /  9 High, Level, Low. 
	5

	5 / 7 High, Level, Low. 
	5*

	6 High, Level, Low
	5*

	Schräge Musik.
	4

	Vertical Dive
	6*

	Vertical Climb 
	5

	a)   If the result is a hit, go to Table B-4, Shell Hits by

      Area to determine the number of shells that hit.

* DR +1 on DAY Missions.



	HAMPDEN                              SHELL HITS BY AREA (a)(b)

	Roll
	12 / 1:30 / 10:30 Rear MG
	3 / 5 / 7 / 9


	6


	Vertical

Dive
	Vertical Climb

Schräge Musik

	2
	3
	4
	6
	3
	4

	3
	2
	3
	4
	2
	3

	4
	2
	3
	3
	1
	2

	5
	2
	2
	2
	1
	2

	6
	1
	2
	1
	1
	1

	7
	1
	1
	1
	1
	1

	8
	1
	1
	2
	1
	1

	9
	1
	1
	2
	1
	2

	10
	1
	2
	3
	1
	3

	11
	2
	3
	4
	2
	4

	12
	4
	5
	6
	4
	5

	a)  Modify the number of hits by each fighter’s hit modifier.


	HALIFAX                                           LOCATION OF HITS

	FLAK AND “BASIC” HALIFAX HIT LOCATIONS

	FLAK
	
	BASIC LANC RULES

	Roll 2D6
	Area Hit
	
	Roll 2D6
	Area Hit

	2
	Left Wing
	
	2
	Walking hits (a)

	3
	Cock-pit
	
	3
	Bomb Bay

	4
	Bomb Bay
	
	4
	Cock-pit

	5
	Waist
	
	5
	Waist

	6
	Left Wing
	
	6
	Left Wing

	7
	Superficial damage
	
	7
	Superficial damage

	8
	Right Wing
	
	8
	Right Wing

	9
	Tail
	
	9
	Tail

	10
	Nose
	
	10
	Nose

	11
	Rear Compartment
	
	11
	Rear Compartment

	12
	Right Wing
	
	12
	Walking hits (b)

	NOTES and WALKING HITS

a) One hit in each compartment..

b) Two hits on each Wing.



	HAMPDEN                                        LOCATION OF HITS

	ATTACK FROM                                     12, 1:30, 10:30

	Roll 2D6
	High

Area Hit
	
	Roll 2D6
	Level

Area Hit
	
	Roll 2D6
	Low

Area Hit

	2
	Superficial damage
	
	2
	Superficial damage
	
	2
	Cock-pit

	3
	Rear Compartment
	
	3
	Superficial damage
	
	3
	Walking hits (b)

	4
	Nose
	
	4
	Nose
	
	4
	Nose

	5
	Cock-pit
	
	5
	Cock-pit
	
	5
	Bomb Bay

	6
	Superficial damage
	
	6
	Left Wing
	
	6
	Superficial damage

	7
	Superficial damage
	
	7
	Superficial damage
	
	7
	Superficial damage

	8
	Wing: Note below.
	
	8
	Right Wing
	
	8
	Wing: Note below.

	9
	Superficial damage
	
	9
	Nose
	
	9
	Rear Compartment

	10
	Tail
	
	10
	Rear Compartment
	
	10
	Tail

	11
	Walking hits (a)
	
	11
	Bomb Bay
	
	11
	Bomb Bay

	12
	Superficial damage
	
	12
	Superficial damage
	
	12
	Superficial damage

	ATTACK FROM                                             3 and 9

	Roll 2D6
	High

Area Hit
	
	Roll 2D6
	Level

Area Hit
	
	Roll 2D6
	Low

Area Hit

	2
	Nose
	
	2
	Bomb Bay
	
	2
	Walking hits (d)

	3
	Left Wing
	
	3
	Nose
	
	3
	Wing (Opposite)

	4
	Superficial damage
	
	4
	Wing (Attacking)
	
	4
	Rear Compartment

	5
	Left Wing
	
	5
	Tail
	
	5
	Tail

	6
	Rear Compartment
	
	6
	Superficial damage
	
	6
	Superficial damage

	7
	Right Wing
	
	7
	Wing (Attacking)
	
	7
	Bomb Bay

	8
	Tail
	
	8
	Superficial damage
	
	8
	Wing (Attacking)

	9
	Superficial damage
	
	9
	Wing (Attacking)
	
	9
	Nose

	10
	Right Wing
	
	10
	Rear Compartment
	
	10
	Superficial damage

	11
	Cock-pit
	
	11
	Cock-pit
	
	11
	Bomb Bay

	12
	Walking hits (c)
	
	12
	Superficial damage
	
	12
	Cock-pit

	ATTACK FROM                                          5 and 7  o’clock

	Roll 2D6
	High

Area Hit
	
	Roll 2D6
	Level

Area Hit
	
	Roll 2D6
	Low

Area Hit

	2
	Superficial Damage
	
	2
	Bomb Bay
	
	2
	Superficial Damage

	3
	Nose
	
	3
	Wing (Attacking)
	
	3
	Walking hits (f)

	4
	Left Wing
	
	4
	Tail
	
	4
	Rear Compartment

	5
	Cock-pit
	
	5
	Rear Compartment
	
	5
	Wing (Attacking side)

	6
	Tail
	
	6
	Wing (Attacking)
	
	6
	Superficial Damage

	7
	Superficial damage
	
	7
	Tail
	
	7
	Bomb Bay

	8
	Superficial Damage
	
	8
	Wing (Attacking)
	
	8
	Tail

	9
	Right wing
	
	9
	Superficial Damage
	
	9
	Superficial Damage

	10
	Rear Compartment
	
	10
	Tail
	
	10
	Nose

	11
	Walking hits (e)
	
	11
	Wing (Attacking)
	
	11
	Wing (Opposite)

	12
	Bomb Bay
	
	12
	Superficial Damage
	
	12
	Bomb Bay

	NOTES and WALKING HITS: See below the table on the next page.

WING: Roll D6: 1-3: Left Wing. 4-6: Right Wing.



	HAMPDEN                                           LOCATION OF HITS

	ATTACK FROM                                              6 o’clock

	Roll 2D6
	High

Area Hit
	
	Roll 2D6
	Level

Area Hit
	
	Roll 2D6
	Low

Area Hit

	2
	Superficial Damage
	
	2
	Bomb Bay
	
	2
	Superficial Damage

	3
	Cock-pit
	
	3
	Left Wing
	
	3
	Rear Compartment

	4
	Walking hits (e)
	
	4
	Rear Compartment
	
	4
	Walking hits (f)

	5
	Tail
	
	5
	Superficial damage
	
	5
	Left Wing

	6
	Left Wing
	
	6
	Left Wing
	
	6
	Superficial damage

	7
	Superficial damage
	
	7
	Tail
	
	7
	Bomb Bay

	8
	Right wing
	
	8
	Right Wing
	
	8
	Tail

	9
	Superficial damage
	
	9
	Rear Compartment
	
	9
	Right wing

	10
	Rear Compartment
	
	10
	Tail
	
	10
	Bomb Bay

	11
	Tail
	
	11
	Right Wing
	
	11
	Nose

	12
	Superficial damage
	
	12
	Superficial Damage
	
	12
	Tail

	VERTICAL DIVE/ Rear MG
	
	VERTICAL CLIMB/ Schräge

	Roll 2D6
	Area Hit
	
	Roll 2D6
	Area Hit

	2
	Walking hits (a)
	
	2
	Superficial damage

	3
	Left Wing
	
	3
	Nose

	4
	Cock-pit
	
	4
	Walking hits (g)

	5
	Rear Compartment
	
	5
	Left Wing

	6
	Left Wing
	
	6
	Bomb Bay

	7
	Superficial damage
	
	7
	Bomb Bay

	8
	Right Wing
	
	8
	Right Wing

	9
	Tail
	
	9
	Superficial damage

	10
	Nose
	
	10
	Rear Compartment

	11
	Right Wing
	
	11
	Tail

	12
	Superficial damage
	
	12
	Superficial damage

	NOTES and WALKING HITS

a) One hit in the Nose, Cock-pit, Rear Compartment and Tail.

b) One hit in the Nose, Rear Compartment and Tail; Two hits in the Bomb Bay.

c) One hit in the Rear Compartment; Two hits on each Wing.

d) One hit in the Bomb Bay; Two hits on each Wing.

e) One hit in the Tail, Cock-Pit, Rear Compartment and Nose.

f) One hit in the Tail, Rear Compartment and Nose; Two hits in the Bomb Bay.

g) One hit in the Rear Compartment and Nose; Two hits in Bomb Bay.
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