
Airfields 

 

Overview: There are several types of airfield markers available 

form HBG.    

Airfield/Air Base: Airbase markers are those 

that represent a substantial air facility. In 

World War II this would include runway, 

fueling, repair and training facilities, and 

other supports for aircraft.  These facilities 

have their own in inherent AA gun.  An 

airbase has the following characteristics: 

 Range Extension: An airbase extends the range of any 

aircraft that begins its turn in a zone with an air base. 

 Scramble: An airbase allows up to three aircraft to 

“scramble” and respond to a combat in an adjacent sea 

zone. 

 Cost: 15 

 Damage Points: 12 

 

Air Strip: An airstrip is an airfield unique 

to islands.  While most land zones on the 

map would already have a number of 

small air facilities, many islands did not.  

An airstrip is an airbase that can extend 

the range of and/or scramble one aircraft 

per turn.  These can only be built on non-

country islands (e.g. Java, but not Hokkaido).  The airstrip cannot 



accommodate strategic bombers.  Island airstrips are easy to 

damage and repair as they are made from local materials and 

packed earth.  As long as an airfield has a damage marker on it 

cannot be used. 

 Cost: 3 

 Damage Points: 3 

 

 

Airfield (Long): Strategic bombers require long runways.  The long 

airfield is also unique to (non-country) islands.  The long airfield 

is identical to the airstrip but it can 

accommodate strategic bombers (normal 

and heavy). 

 Cost: 5 

 Damage Points: 5 

 

 

 

 

 

 

 

 

 

 



 

 

 

Updated: 5/22/14 

 

Optional rules and House rules have been a part of gaming since the beginning. To continue 

this tradition, the staff of HBG have compiled some of our favorites from all over the Internet as 

well as what we use in our games at home.  We not only want to provide our customers with a 

high quality product, but also offer suggestions on how to implement these pieces into your 

game.  Several rules are outlined in a detailed format so that you might take them at face value, 

and enjoy.  Others simply point you in a general direction.  We encourage you to use these rules 

as a guideline to creating your own house rules.  Thank you for your patronage.   

 

The HBG Staff 

– Doug – Adam – Mike – Chris –Will 

 

We would love to hear from you!  If you have house rules or ideas you’d like to share, send 

them to us.  If we love it, we’ll post here with the others.  Send your rules to: 

 

markers@historicalboardgaming.com 

 

 

 

 



 

 


