Scramble Quick Reference Sheet


Turn Sequence

	1.
	Initiative

	2.
	Movement

	3.
	Shooting

	3.1
	Burning Ground targets damage

	3.2
	Hvy AA Flak damage

	3.3
	Shoot one plane at a time

	3.4
	New Flak bursts for Hvy AA



Manoeuvres

To pass a Manoeuvre <= Pilot Skill + ABL or ABC

MANOEUVRE CHART

	Manoeuvre
	Altitude Change
	Movement
	VPSR

	Normal move
	0
	ST - AS
	No

	Climb
	+1 CT
	ST – ½ AS
	No

	Shallow Dive
	-1 or -2
	ST – 1½ AS
	No

	Steep Dive
	-3 or -4
	ST – 1 AS
	No

	Power Dive
	-5 or -6
	0 – ½ AS
	Yes

	Vertical Dive
	-7 or -8
	0 AS
	Yes

	Diving Half Loop
	-1 or -2
	0 – ½ AS
	Yes

	
	-3 or -4
	0 AS
	Yes

	Zoom Climb
	+2 CT
	ST
	Yes

	Climbing Half Loop
	+1 CT
	0 AS
	Yes

	Tight Turn
	None. 60° Turn
	Normal
	Yes



Shooting

Gunnery skill + Weapon modifiers + Shooting modifiers + +D10 >= Target DV

WEAPON MODIFIERS

	Weapon
	Range
	Modifier
	Damage
	Depletion Normal/ Long

	MG
	4
	+2
	1D6
	-/10

	HMG
	5
	+1
	2D6
	10/9

	20mm Can
	6
	0
	3D6
	9/8

	30mm Can
	8
	-1
	5D6
	8/7

	37-40mm Can
	10
	-2
	7D6
	7/6

	40mm Can +
	12
	-3
	See rules
	6/5

	55mm R4M
	8
	-3
	5D6
	See sect 5.14

	75mm RS75
	8
	-3
	7D6
	See sect 5.14

	82mm RS82
	8
	-3
	8D6
	See sect 5.14


SHOOTING MODIFIERS

	Factor
	Modifier

	Point Blank
	+2

	Own front arc to enemy rear arc
	+2

	Long burst
	+1

	Effective range
	+1

	Three guns firing
	+1

	One gun firing
	-1

	Own front arc to enemy front arc
	-2

	Rocket attack 
	-2

	Each additional aircraft in formation (rockets only)
	+1

	Pilot skill difference
	-1/+1



Critical Hit Table

D6 roll for effect. 1 to 5 causes extra damage, 6 causes another CRIT 

	D10
	Area Hit
	1,2,3
	4,5
	6

	1
	Controls
	AB –1
	AB –2
	AB –3

	2
	Wings
	ST +1
	ST +2
	ST +3

	3
	Wings
	MVR +1
	MVR +2
	MVR +3

	4
	Tail Climb
	Climb +1
	Climb +2
	Climb +3

	5
	Airframe
	DV –1
	DV –2
	DV –3

	6
	Engine cooling & RPM
	DV –1 & AS –1
	DV –2 & AS –2
	DV –3 & AS –3

	7
 
	Structure and fuel
 
	1D6 extra damage
	2D6 extra damage
	3D6 extra damage

	
	
	Any 6s rolled cause CRITs (not damage) in the usual manner

	8
	Crew
	1 (random) crewman dazed. Requires PSR or GSR to come round (roll when aircraft is activated next turn) 

	9
 
	Crew
 
	1 (random) crewman wounded: deduct D6 from each skill
	1 (random) crewman wounded: deduct D10 from each skill
	1 (random) crewman killed

	10
 

	Smoke and flames

	A Smell of Burning! Aircraft is ON FIRE. Mark the model with a tuft of white smoke. Pilot must pass a PSR when aircraft is activated every turn. If you succeed the fire is extinguished. If you fail take 1 CRIT immediately.
	Fire Raging! Aircraft is ON FIRE. Mark the model with TWO tufts of white smoke. Pilot must pass a PSR when aircraft is activated every turn. If you succeed ONE fire is extinguished. If a fire is still burning take 1 CRIT immediately.
	Direct hit on fuel/ordnance: The aircraft is destroyed and all crew killed.


Flak Rules


FLAK BATTERY FACTORS

	Calibre
	Type
	Range
	Altitude
	Damage
	Burst Area

	20mm (3D6)
	Light
	16
	1 to 5
	3D6
	-

	25mm (4D6)
	Light
	16
	1 to 5
	4D6
	

	37mm, 40mm, 2pdr “pompom” 
	Medium
	32
	1 to 10
	7D6
	-

	75 –76mm, 3” 
	Heavy
	20 - 80
	10 to 25
	1D6
	3 horizontal, 2 vertical

	85-105mm, 3.7, 4 & 4.1”
	Heavy
	20 - 100
	10 to 25
	1D6
	3 horizontal, 2 vertical

	128mm, 4.5” and larger
	Heavy
	20 - 120
	10 to 48
	2D6
	3 horizontal, 2 vertical


FLAK TYPES

	Type
	Damage
	DV
	Cost / VPs

	20mm Light FLAK (twin)
	12
	18
	25

	20mm Light FLAK (quad)
	14
	16
	31

	25mm Light FLAK (Japanese, triple)
	14
	16
	28

	Medium FLAK up to 40 mm (twin)
	16
	14
	34

	Medium FLAK up to 40 mm (quad)
	18
	12
	47

	Heavy FLAK 3” to 4.1”
	40
	12
	52

	Heavy Flak 128 mm and over
	45
	12
	63

	Searchlight
	10
	15
	15


LIGHT AND MEDIUM FLAK MODIFIERS


	Factor
	Modifier

	Triple Barrel
	+1

	Quad Barrel
	+2

	25mm
	-1

	37 mm, 40mm calibre, 2pdr “pompom”
	-2

	Target aspect Head-on
	-2

	Target aspect Tail-on
	+2




Area Bombing

TO HIT

Skill test for Bomb aimer or Pilot + Bombing modifiers

BOMBING MODIFIERS

	Factor
	Modifier

	Each unit of distance from BRL
	-1

	Each ALTITUDE (No bombsight)
	-1

	Each 5 ALTITUDE (bombsight)
	-1

	Shallow Dive
	+1

	Steep Dive
	+2

	Power Dive
	+3

	Vertical Dive
	+4


BOMB DAMAGE

	Result
	Damage
	VPs

	Pass
	1D6 per BP x3
	Damage x2

	Fail by 1
	1D6 per BP x2
	Damage x2

	Fail by 2
	1D6 per BP
	Damage x2



Ground Attack

TO HIT
Gunnery skill + Weapon modifiers + Shooting modifiers + Ground Attack modifiers +D10 >= Target DV

GROUND ATTACK MODIFIERS

	Factor
	Modifier

	Rocket Attack (-2) plus weapon modifier (-3)
	-5

	Per extra pair of rockets fired
	+1

	Shallow Dive
	+1

	Steep Dive
	+2

	Power Dive (guns only)
	+3

	Vertical Dive
	Not allowed


GUN AND ROCKET ATTACKS

	Rocket Type
	Range
	Damage –1st pair/ extra pair

	25lb RP (GB); 75mm (USSR)
	4-8
	2D6/ 1D6

	80mm PzB1 (Germany); 82mm (USSR)
	4-8
	3D6/ 1D6

	5” HVAR (USA); 132mm (USSR)
	5-10
	4D6/ 1D6

	60lb RP (GB)
	5-10
	5D6/ 1D6

	Aircraft Guns
	As per air to air


GROUND ATTACK TARGETS

	Target
	Damage
	DV
	Cost
	VPs

	Tank platoon
	30
	16
	48
	96

	Infantry platoon
	20
	14
	28
	56

	Truck convoy
	10
	12
	12
	24

	Artillery Battery
	30
	10
	30
	60

	Train
	10
	15
	15
	30

	Emplacement/

Bunker
	50
	18
	90
	180

	AA defences
	See above
	= damage

	Aircraft on ground
	See aircraft
	10
	= damage
	Cost x2


SEA TARGETS

	Target
	Damage
	VPs

	Submarine
	10-20
	20-40

	Destroyer
	15-30
	30-60

	Light Cruiser
	40-100
	80-200

	Heavy Cruiser
	75-180
	150-360

	Aircraft carrier
	150-300
	300-600

	Battleship
	250-600
	500-1200


