Additional Manoeuvres for Scramble

These have been introduced to add a bit of fun into Scramble after our experiences with the C21 rules by Wessex games. They are based on the Manoeuvres from C21 and the newer C1918. Some have not been converted (like Break or Power Dive) because they are already covered sufficiently by the rules.

Barrel Roll
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To complete: Make a Pilot Skill test 

Pass – Move between ST and 2/3rds AS forward in 60° either direction, and remain facing forward. Decrease altitude by up to 1 level. Defensive modifier (DV) +1, Firing modifier +2 

Fail – Aircraft moves forward ST and drops altitude levels by the amount the Manoeuvre fails by. Defensive modifier (DV) -1 

Barrel Roll and Turn



To complete: Make a Pilot Skill test with a -1 modifier

Pass – Move between ST and half AS forward in 60° either direction and remain facing forwards. Then an additional 30° turn may be completed Decrease altitude by up to 1 level. Defensive modifier (DV) +1, Firing modifier +2 

Fail – Aircraft moves forward ST and drops altitude levels by the amount the Manoeuvre fails by. Defensive modifier (DV) -1

Immelmann




To complete: Make a Pilot Skill test with a -1 modifier

Pass – Move up to half AS forward and gain 1-2 levels on the Climb Chart. End up facing any direction in the rear 180° arc. Defensive modifier (DV) +1, Firing modifier +2 

Fail – Aircraft moves forward its ST and drops altitude levels by the amount failed by and ends up facing a random direction. Defensive modifier (DV) -1 

Jink




To complete: Make a Pilot Skill test with a -1 modifier

Pass - Move between ST and 2/3rds normal distance in a straight line. One 30° turn may be completed. Defensive modifier (DV) +2, Firing modifier +2 

Fail – Aircraft moves forward half speed and drops altitude levels by the amount the Manoeuvre fails by. Defensive modifier (DV) -1 

Split S





To complete: Make a Pilot Skill test with a -1 modifier

Pass – Move up to half AS forward and drop 1-2 levels on the Climb Chart. End up facing any direction in the rear 180° arc.
Defensive modifier (DV) +1, Firing modifier +2 

Fail –Aircraft moves forward its ST and drops altitude levels by the amount failed by and ends up facing a random direction. Defensive modifier (DV) -1 

Notes

· These can be used in place of any other types of turns, Manoeuvres or movement

· The defensive and firing modifiers are halved (rounding down) if you are being tailed and the tailing plane successfully passes the same Manoeuvre to stay on your tail.

· If a plane fails its Manoeuvre, it may not fire that turn


Random heading 
Use this diagram for any failed Manoeuvres (Roll a D6 to determine direction)


Example

An Italian pilot (with a Pilot skill of 6) flying a MC.200 Saetta at an altitude of 15 attempts an Immelmann manoeuvre. The players needs to roll a 6 or less (PS of 6, -1 for the manoeuvre and +1 for the AB C of the MC.200). The player rolls an 8 moves forward its ST (4 for the MC200) and drops two levels to 13 and is rolls to see which direction the aircraft ends up facing.

If the player had passed, the plane would move forward up to half AS and add 1-2 to its climb chart. Because the MC200 has a Climb of 1, the aircraft could gain 1-2 levels of altitude. The aircraft is also turned to face anywhere in the rear 180 degree arc. This manoeuvre is instead of any normal movement for this plane and no other movement is allowed.
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