Ace Pilot Rules

Gaining Experience-

When the campaign begins, all pilots are assumed to be at the same skill level.  They follow the basic rules for pilots found in the AI rulebook.  The only exception to this is Ace Pilots purchased at squadron creation.  These pilots start with a pilot skill rating as stated in the AI Rulebook on page 17.

The rules found in this Campaign Booklet will allow you to add personality to the individual pilots fighter squadron as they progress in the campaign. 

Pilots earn experience for completing missions, destroying enemy aircraft, taking out ground targets, and generally surviving.  Each pilot is assumed to start with an Exp rating of 0.  Purchased Aces will have 20 XP, Double Aces will have 40 XP, and so on and so forth.  See the chart below for more information:

Title:


XP


Skill Rolls

Pilot Skill*

Pilot


0


-


Per rulebook

Ace


20     


1 Skill Roll

-1

Double Ace

40


2 Skill Rolls

-1

Veteran Ace

60


3 Skill Rolls

-1

Aclaimed Ace

90


4 Skill Rolls

NA

Hero Ace

120


5 Skill Rolls

NA

Legendary Ace
160


6 Skill Rolls

NA

*A pilot skill may never improve beyond 2+.  A 1 is always a failure.  In addition, the starting Pilot skill varies from race to race.  See the main AI Rulebook page 17 for more information.      

You earn XP for the following actions:

Action





XP Earned

Survive a mission



1XP

Complete the mission objective

2 XP

Destroy a ground target


1 XP

Destroy an enemy aircraft


4 XP

Destroy a ground defense


2 XP

Survive- The pilot is not killed.  That includes successfully ejecting from his aircraft.  

Complete a mission objective- The pilot is flying the aircraft that is responsible for completing the mission objective.  

Destroy a ground target- the pilot is responsible for taking off the last damage point of a ground based target.  This can be done with bombs, strafing, etc.  

Destroy an enemy aircraft- the pilot removes the last damage point from an enemy aircraft.  

Destroy a ground defense- the pilot is responsible for removing the last damage point from a ground defense system.  

It is important to note that the XP is stackable.  For example, if the mission is to destroy a ground factory and the pilot destroys the factory, they gain 1 Xp for damaging a ground target, 2 XP for completing the mission objective, and 1 XP for surviving; for a total of 4 Xp earned on the mission.

Becoming an Ace

When a pilot becomes an Ace, it gives them the following special abilities that are found in the AI rulebook on page 17:

Advanced Tailing

Emergency Manuevers

Yo-Yoing

Sustained Burst

Extreme Manuevers

Pilots that are not Aces may not complete these manuevers.  However, all pilots may Eject no matter what there skill level is.  

Skill Rolls

When a pilot attains the next XP level, he can roll on the Skill Roll table in order special skills unique to himself and his aircraft.  Simply roll a 2d6 and consult the chart below:

2- No new skill is learned.  If the pilot is all ready at a Pilot Skill of 2+, he may re-roll.

3- Turn and Burn

4- Dead-eye Shot

5- On Your Wing

6-Stick Like Glue

7- Going Ballistic

8- Top Gun

9- On Your Six

10- Striking Cobra

11- Lucky

12- You may choose the new skill from the table.  

Turn and Burn- The Pilot may always execute an Extreme Manuever without making any Pilot rolls.

On Your Wing- This pilot is an especially good wingman.  Any friendly aircraft within 6 inches and one altitude band at the start of the movement phase are considered his wingmates.  The pilot with this skill allows his wingmates to reduce their Pilot skill by 1, to a limit of 2+.

Dead-eye shot- The Pilot choses one weapon on his craft.  Any shots made with this weapon gain the Extra Damage special rule at 6+.  If the weapon all ready has the Extra Damage rules, the target number is reduced by 1.  For example, a Lascannon with Extra Damage 6+ would become Extra Damage 5+.  

Stick Like Glue- The Pilot automatically passed any Advance Tailing pilot rolls.  No dice is actually needed. 

Going Ballistic- The pilot has access to a special maneuver called Going Ballistic.  This skill is similar to the Power Dive Maneuver, except the reverse.  Instead, the plane goes up.  The plane gains 1d3+1 levels of altitude, but its speed is reduced by 1 per altitude increased.     

Top Gun- This pilot can choose two maneuver cards in the “Choose Maneuvers” phase.  When this pilot is activated in the movement phase, he can choose which to reveal and use during the movement phase.     

On Your Six- This pilot is especially good at Tailing Fire.  Even if they are one altitude band away from the tailed target, they can still hit on a 5+.  

Striking Cobra- This pilot has mastered a rare and dangerous maneuver referred to as the Cobra.  This skill provides the pilot with a new maneuver.  However, only planes of high or better maneuverability may pull it off.  This maneuver uses the Fly Straight card.  When played, the maneuver card is placed  behind the plane.  The plane loses 1d3 speed immediately, moves backward, and then continues forward any remaining movement after the card has been played.         

Lucky- The pilot gets to re-roll 1 dice once per game.  This can be used at anytime, but the second result must be used even if it is worse than the initial roll.    

Cost of Aces

As pilots gain Xp, their cost in Squadron selection also increases.  For each level of Ace that flies the aircraft, the aircraft's cost is increased by +5.  For example, if you are purchasing an Ork Fighta with an Ace pilot, the cost is a Fighta of 14 points and Ace +5 points equals 19 total points. In the same example, an Ork Fighta being piloted by a legendary Ace would be +14 Fighta and +40 for a LegendaryAce equals 54 pts.  

Purchasing Aces

Aces can be purchased with their Aircraft during Squadron selection.  Make all appropriate skill rolls before the game begins.  

Changing Planes

The Ace gains a profound affinity for the aircraft they fly.  They begin to understand it better than anything else in their life.  As a result, losing that craft is very traumatic.  If the Ace survives by ejecting, they can be assigned a new aircraft.  If the aircraft is of the same type they lose 1d6 XP.  If they are placed into a new type of aircraft, they lose 2d6 Xp.  If the XP lose reduces them a level, the pilot also loses one random skill roll and Pilot rating.  The pilot will gain another skill roll and Pilot rating reduction when he achieves the necessary XP level again.  

