Algy Mission Scenario Ideas

An interesting twist is to start the scenario chosen without any Huns on the table.  Roll randomly for their arrival and for their table edge of entry.
1. Offensive Patrol 
Two sets of fighters out on aggressive patrol.  The Huns are protecting their airspace the Brits are trying to bring them to combat.  The trenches run lengthways across the table but in the British half of the table.  Both sides roll D10 for their altitude.

2. Aerial Reconnaissance Mission

One, or a flight of, aircraft on an aerial reconnaissance mission to photograph section of the front line.  Top cover should be provided by a flight of fighters.  Both sides roll D10 for their altitude.  

3. Artillery Spotting Mission (With thanks to Dom Skelton)
To successfully spot the observing aircraft should fly at level 3 or 4 (same height as for aerial photos) and only be able to make easy manoeuvres whilst spotting and has to stay within say five hexes of target.

Each turn on its fire chip roll a d6; 5 or 6 and it's ranged the first gun in and can start with the second next turn.  After all 4 guns in the battery have been ranged in the battery does its shoot and the observer wins.... 
4. Trench Bombing Mission
Before the game, the umpire should designate a hex, or range of hexes containing the target.  This can be marked on the table or disclosed only to the bomber’s commander.
The last 10 hexes of any bombing run must be in a straight line, dicing for movement variation as normal.  Bombs may be released in the movement turn.  
This does not apply to scout planes with bombs, who only move at half distance in the move of their bombing run (after adjusting modifiers) and must finish at altitude 1 or 2. 
5. Aerodrome Bombing Mission
Much as above except that the enemy aircraft start on the ground.  Umpire/players decide when the enemy are spotted by rolling randomly.
· Aircraft taking off move two hexes in their first move and climb to altitude 1.

· In the second turn speed increases to half speed and climb to level 2 if desired.

· In the third turn the plane goes its basic speed and may act as normal.

6. Trench Strafing Mission  (Adapted from ‘Algernon Flies East’, Ch 2)
The area needing strafing is marked on a map.  Strafing must be conducted from altitude 1 or 2 only.  Altitude 1 counts as Dead Close, altitude 2 as Close.  Maximum burst is limited to four seconds.  Target size varies according to target but generally aircraft could be 1+, buildings 3+ etc.  Target rolls no saves.  Umpire should allot a number of hits that a target hex can endure before it is destroyed.   10 is a good number to start from.

