Crimson Skies Air Combat Turn Order

Determine Initiative

· Roll 2d6. Re-roll ties. 

· High roller wins initiative and is the aggressor for the turn.

Set Throttle

· Player with Initiative sets throttle speed(s) first

· Players may adjust speed, up or down, one click

· A successful pilot check may be performed to adjust speed two clicks 

· An unsuccessful pilot check: speed stays the same and plane receives one click of damage. 

· Count down from 10 until a number matches an aircraft’s speed 

· Planes at the announced speed are active planes 

Navigation

· Active planes choose a navigation card and play it face down. One card per plane

· Player with initiative plays cards first 

· Choose card at plane’s speed or less 

· The player with initiative plays card first

Movement

· Starting with the aggressor, players reveal their nav card and state maneuver 

· Resolve speed effects first then all planes move simultaneously 

· Resolve any collisions 

· Make pilot checks for overlapping movement markers

Combat

· Determine if a target is within range 

· Check for gunnery speed effects 

· Pilot with Initiative fires first

· Roll attack dice equal to pilot’s gunnery skill. 

· Any dice equal to or above target’s modified silhouette value is a hit (1 click)

Once all planes at current speed have moved and/or fired continue turn by announced next lowest speed value until all planes have moved.


Optional Initiative Rule
Roll 2d6, subtract your "lowest" pilot skill number then "add" 1 to your die roll for each of your aircraft in an opponent's rear arc and facing towards the opponent (don't add 1 if your plane is within a rear arc and facing away). If a plane is in the rear arc of more than 1 enemy aircraft, only add 1. The higher number wins initiative.

Player with initiative may decide whether to set speed 1st or 2nd during set throttle phase.

