Early Malta campaign 1940-41 V4.3

1.0 Introduction


This is a set of campaign rules to cover the early part of the Malta air campaign of WW2.  Malta became an important battleground during WW2 as its influence on the Mediterranean and North Africa were realised. The ability of the British to effect supplies to North Africa and to threaten the Italian navy caused the Axis forces to respond. 

At first the British were unable to spare many aircraft from the Battle of Britain to protect this island. Later on they used aircraft carriers to transport fighters when the route through France disappeared. The Italians began to take an interest when they discovered the effects on its forces in the Med. The Germans also devoted large numbers of experienced pilots from Norway. However these were soon to be diverted to the Barbarossa campaign.

The campaign can have up to 2-4 players (RAF and FAA vs Italian and German) and each player should play at least 6-8 missions.

The campaign rules are designed for A&A games “Scramble”, but are designed to be as generic as possible so they may be adapted for different rulesets.

1.1 Starting forces

· Each player will need 4 fighters, four green pilots and one average pilot (although for large campaigns you may double or triple the number of pilot or planes). See section 5.0 for information on creating pilots.

· Each side will also need 2 Jabos, 2 Bombers (this may also be doubled or tripled) and 1-2 Specials. These aircraft are only used for special scenarios do not stay attached to your squadrons.

· You may select aircraft from the Reinforcement table or roll randomly for it! Aircraft should be chosen in pairs. 

· Bomber, Jabos and Specials crew are generated (or assigned levels) for each scenario and the crew do not advance in experience.

Each side has 1 extra pilot per 4 fighters, at the start of the campaign. This pool is to allow for casualties during the campaign. You may not roll for any additional pilots during the campaign unless another one is killed or captured. 

1.2 Victory conditions

The side with the most Experience Points (XPs) from all its pilots wins

1.3 Additional Campaign rules

· British forces may always deploy second due to their early warning system.

· The skies should be nice and blue with very little cloud (if any)

2.0 Campaign Sequence

1. Roll for each mission or choose one (see section 8.0)

2. Play the mission

3. Determine the After Battle results (section 3.0)

4. Calculate pilot experience (section 5.0)

5. Roll for each plane using the “Flying on Fumes” rule (section 7.1)

6. Roll for any pilot replacements (section 4.1)

7. Roll for any reinforcement planes for each one lost (section 6.0)

3.0 After Battle results

Check the fate of each Aircraft and crew member after each mission has finished. 

· For each plane shot down see if the crew successfully bailed out.

· Roll to repair any damaged aircraft

3.1 Bailing out

This roll is to determine the fate of each crew member and whether or not they managed to escape safely from the aircraft. 

	D6
	Escape Result

	1
	Unsuccessful. Crew goes down with plane

	2-6
	Successful. Roll on the table below


3.2 Bale out results

Once your crew have escaped the aircraft safely then they must hope for a safe landing! The result of a bale out depends on the terrain you are fighting over, and whether or not it is friendly territory. 

Roll a D10 and add +2 to the throw if over friendly territory, Neutral territory add +1:

	D10
	Land
	Sea
	Result

	1
	Captured by enemy soldiers and held captive for the rest of the war! 
	You are picked up by an enemy sub and held captive 
	Your campaign is over

	2-3
	Badly wounded. You lay in a ditch for days with a fever before struggling back safely. 
	You are lost at sea and drift for weeks on a piece of debris
	Miss the next 3 missions

	4
	You have a rather unfortunate landing and impale yourself on a large church spire. 
	You land in the sea and are eaten by marauding sharks or giant squid. 
	Your campaign is over

	5-6
	Found by locals. Unfortunately it will take you a while to get back as local soldiers are on the lookout for enemy airmen. 
	Your drift on debris for days before being picked up, but after your diet of raw fish, you are slow to return to your unit.
	Miss the next 2 missions

	7-8
	You are unharmed but miss the next mission while you find your way back through enemy lines.
	A passing ship picks you up but it takes some time to return to base.
	Miss the next mission

	9-10+
	A friendly rescue team finds you and you return to base in time for eggs and lashings of bacon
	Your buddies watch you land safely and direct a flying boat to you.
	You may fight in the next mission


3.3 Aircraft damage

Aircraft that return safely from a mission (i.e. exit the table) and that have been damaged, may be repaired. All aircraft with damage may be repaired after each mission, in the campaign even if they were not used for that mission.  E.g. your Me109 has taken 9 points of damage but you only manage to roll a 4 and repair 4 points. After the next mission you roll a 5 and can repair the remaining points.

Damaged planes may be flown without being completely repaired but suffer a greater chance of getting shot down and the pilot dying.

· Roll a D6 for each fighter and Jabos aircraft, and this is how many points have been repaired.

· British subtract one from the roll due to difficulties getting spares to Malta (they had to cannibalise Gladiators in the early days to get spares).

4.0 Pilots

Pilots are categorised into different levels to represent their abilities. 

4.1 Pilot Generation

At the start of the campaign you may choose to use the pilot generation table from the rulebook, or try our approach. We found in our first game that extreme rolls for pilot can have a big effect on the campaign and so we came up with this alternative method.

· For each Green pilot you have 11pts to allocate between Pilot and Gunnery Skills.

· For each Average pilot you have 13pts to allocate between Pilot and Gunnery Skills.

Eg the British player has two Green pilots and decides to give one pilot 6 Pilot and 5 Gunnery and another 4 pilot and 7 Gunnery.

Once a pilot increases their experience, then you add +1 to both skills (see table below)each time they increase a level.  In the example above the first pilot gains enough experience to become average. His pilot skill increases from 6 to 7 and gunnery from 5 to 6.

If a pilot is delayed in returning to the squadron them you must use your spare pilot to fly your planes. This is to encourage players to use all their pilots so they may gain experience.  If you find you are short of pilots for a mission because some are still MIA, then you may use a green pilot for that mission only or until your others return. This pilot does not gain experience or generate XPs but is merely a “seat warmer”.

	Pilot Rating
	Skill Modifier

	Green/Liability
	Normal Pilot and Gunnery Skill ratings

	Average
	+1 to Pilot Skill and +1 to Gunnery Skill

	Experienced/Good
	+1 to Pilot Skill and +1 to Gunnery Skill

	Experten/Ace
	+1 to Pilot Skill and +1 to Gunnery Skill


4.2 Replacements

If you lose any pilots through capture or being killed you may create an average pilot using the information above or roll for a new one. You cannot roll to replace a pilot who is still alive or is jinxed. 

	D6
	Crew Quality

	1-2
	Green 

	3-5
	Average  

	6
	Experienced  


5.0 Gaining experience

Pilots can only gain experience by flying missions (and surviving!) If you don’t use all your pilots you may find towards the end of the campaign that you only have green pilots left.

	Action
	XPs

	Surviving a mission (including being shot down)
	2

	For each enemy fighter shot down
	4

	For each enemy bomber shot down
	5

	Other scenario rules e.g. bombing ground targets
	See scenario

	Winning the mission
	2


After each battle you need to calculate the experience of your pilots to see if they progress to the next experience level.

	Pilot Rating
	Points Required (XPs)

	Green/Liability
	0-7

	Average
	8 -14

	Experienced/Good
	15-29

	Experten/Ace
	30+


7.0 Optional Rules

7.1 Flying on Fumes

This rule is used to allow pilots to push the limits of their aircraft’s range, and also adds some uncertainty to the length of each mission (usually 12 turns). The attacking side can choose to extend a mission by 1-3 additional turns. Sometime this may be helpful to complete a mission or to finish off a damaged aircraft, but you run the risk of your pilots running out of fuel and not making it back to base.

Roll a D10 and -2 to the throw if over friendly territory for each aircraft and –1 for Italian and German Aircraft

	Extra Turns
	D10
	Results

	1
	1-6
	Get home safe, in time for tea and biscuits

	
	7-9
	Ditch safely and await rescue – miss a “mission”

	
	0
	Ditch in enemy territory – you become a POW

	2
	1-4
	Get home safe, in time for tea and biscuits

	
	5-7
	Ditch safely and await rescue – miss a “mission”

	
	8-0
	Ditch in enemy territory – you become a POW

	3
	1-2
	Get home safe, in time for tea and biscuits

	
	3-5
	Ditch safely and await rescue – miss a “mission”

	
	6-0
	Ditch in enemy territory – you become a POW


