Random Events chart Ver2.1

This is a list of random events that may be used to add a bit of uncertainty to a game. Most of these are generic and can be used for other campaigns. They are written for Scramble but may be easily adapted to other rulesets.

The “Reinforcements” event would need to be tailored to the forces used in your games. Also you may replace some events with more appropriate ones for your own campaign.

Each player rolls a D100 and consults the table below:-

	D100
	Event

	0-10
	No event

	11-20
	Fuel shortages

	21-30
	Lack of spares

	31-35
	Guns Jammed

	36-40
	Drunkard

	41-45
	AA fire

	46-50
	Burned out

	51-55
	Low ammo

	56-60
	Dodgy fuel tanks

	61-65
	Where my parachute?

	66-70
	Mechanical Unreliability

	71-75
	Panic

	76-80
	Jettison Load

	81-85
	Pure luck

	86-90
	Trigger happy

	91-95
	Reinforcements

	96-100
	Extra Training


AA Fire

One of your planes (choose randomly) come under fire from a friendly/non friendly AA battery/ship and suffers half damage (round down). It may continue with the mission if you choose but is trailing smoke and is a juicy target for the enemy aircraft.

Burned Out

Your pilots are becoming tired and burned out with the constant fighting. Their reluctance to participate in battles is becoming a problem. Drop one pilot (choose randomly) to the previous experience level for this mission.

Dodgy Fuel Tanks

The fuel tanks in your plane are faulty and each time the plane is hit, roll a D6. If a six is rolled then the plane explodes in a fireball. There is no chance to bailout. Decide randomly which plane is affected.

Drunkard

Your pilots have drunk a bit to much last night during celebrations and are suffering from hangovers. Choose two random pilots and downgrade either their pilot or gunnery skill levels by 2 for this mission (player chooses).

Extra Training

One of your pilots has had extra tutoring from a more experienced pilot. This has resulted in improvements to his Pilot and Gunnery. Choose one of your pilots and raise them one experience level and increase their XPs to the new level.

Fuel Shortages

Your planes don’t have much fuel and can only spend a limited number of turns over the battlefield for this mission. Roll a D3 (D6 halved) and subtract it from the number of turns available, to complete the mission. May only dogfight for 4 turns???

Guns Jammed

After the first round of shooting, your pilot discovers some of his guns are jammed. Only half the weapons on the plane may be fired (rounding down). Eg a Cr.42 has 2 HMGs so its fire will be reduced to one HMG. Decide randomly which plane is affected.

Jettison Load

If the scenario contains bombers or other attack aircraft, then one pilot gets spooked when fired upon, and jettisons their load. Decide randomly which plane is affected and the first time the plane is fired on, they must pass a pilot skill test to not jettison.

Lack of Spares

Your side has difficulties getting supplies from the factory. You may only repair up to half your damage to your planes after this mission.

Low Ammo

See the rulebook for more info on depletion. Add +1 to you firing dice to when checking depletion but not for hitting! Decide randomly which plane is affected.

Mechanical Unreliability

You just can’t get good mechanics anymore and your plane is prone to failure at crucial times. Roll a D6 for the area affected and a D6 for the damage after the game starts. See section 2.8 for more info.

Panic

Your least experienced pilot panics during the mission and zooms off in random direction for two turns at top speed, when shot at for the first time.

Pure Luck

The player may re-roll one result during the mission. Eg if the player rolled poor shooting dice they the re-roll them again but only once.

Reinforcements

British - An aircraft carrier is near by and they drop off a couple of new fighters. Two planes may be replaced with the Hurricane II.

Italian - The latest MC.202 is shipped to your squadron for evaluation. Replace 2 planes with these.
German - Reinforcements from Norway arrive. Replace two planes with Me109Gs.

Trigger Happy

One of your pilots is prone to firing long bursts and always fires them instead of normal bursts. Choose randomly and see the 5.10 of the rulebook on long bursts and ammo usage.

Where’s my parachute?
You pilot was in such a rush to scramble they forgot to put on their chute. If the pilot’s plane is shot down then they will not survive the fall and will be killed.

