Gliders from the Sky :
Quick Reference Data Chart
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A blank space is No Effect

Sm: unit(s) involved have to make a positive morale check, otherwise are suppressed.

S: unit(s) involved are suppressed.

R: unit(s) involved are reduced. If they fail a morale check, they also become routed.

E: unit(s) involved are eliminated.

D: target battery is destroyed (removed from play).
Assault combat 

	Modified Die Roll 
	

	8
	Retreat 

	9-10
	Rout 

	11+
	Elimination 


Retreat: all the involved units (even ones supporting the defending target) retreat in an adjacent area

and are automatically suppressed. Such retreat may be made only in an area where are no

unsuppressed enemy units, or where are unsuppressed friendly units among unsuppressed

opponents. In this case, the retreating unit suffers an automatic fire by the enemy already in the

area. After the retreat, all of them are subject to a morale check, to see if they are routed, too. In this

case, apply the rules for the rout.

Rout: all the involved units (even ones supporting the defending target) rout. Move such units two

area towards area “E” if Belgian, and area 29 if German. During the movement, such units cannot

enter enemy occupied areas (an occupied area is each area where are unsuppressed enemy infantry

units or unsuppressed active batteries). If they cannot move without entering such areas, they stay

where they are and are reduced instead. If already reduced, are eliminated.

Elimination: target unit is eliminated. All supporting units must check for rout: if the check is

failed, these units rout (as above); if check succeeds, these units are suppressed.

Air Bombing

	Die 
	Air Strikes 

	1
	0

	2
	1

	3
	1

	4
	2

	5
	2

	6
	3


Movement

	Entering Area without active enemy units
	1MP 

	Entering Area adjacent to active enemy units
	2MP

	Entering Area with active enemy units
	3MP

	Fire Combat 
	2MP

	Assault Combat 
	4MP


Belgian priority Movement

- Towards an area with unsuppressed German units

- Towards an area with suppressed German units

- Towards an area with an active friendly battery

- Towards an area with an inactive friendly battery

- Towards an area with unsuppressed friendly units

- Towards an area with suppressed friendly units

Belgian alert phase 

	Situation/Alert

Number
	Maximum
	Medium
	Minimum

	Same area as active 

German unit 
	Auto
	2
	4 

	Same area as suppressed 

German unit
	2
	4
	6

	Adjacent area to active German unit
	4
	6
	No 

	Adjacent area to suppressed German unit
	6
	No
	No


Belgian Reinforcements
	Turn 
	Maximum 
	Medium
	Minimum

	3
	1d6
	
	

	5
	1d6
	1d6
	

	7 
	2d6
	1d6
	1d6

	9 
	3d6 
	2d6 
	1d6


