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in one .form or. another

During this turbulent period, the exploitation of the solar system
began to take place in earnest. Large corporations and overn-

: conquest'::and expl6
While no hostilities resulted from this unexpected e

proof that humans were not the only sentient speaes G
o wete obviously significantly technologically more advan

e Sol system as fruit ripe for plucking, but it was a fruic Wiﬂi thorns Knowing that the humans were
facmg mternal problems within the chubhc, the Centauri opted to try :md trick the humans into

It seems,” the ambassadors said, “that we have finally found our long lost colony.” Human scientists,
, Ljuick}y disproved this theory. Caught red-handed, the Centauri government basically said, “Oops, our mis- d
rakc, and offered to sell the secrets of jumpgate technology as a form of apology. Suddenly Earth had access to the
galactic arena. Carefully, the Alliance began exploring the galaxy for both territorial expansmn and cbmmercml advan-

tage.

The Alliance quickly entered into a highly prosperous era. However, many were nervous of the Alliance’s appa%,:m
technological disadvantage with the rest of the galactic neighborhood. Major programs were undertaken to improve the
space naval arm of Earthforce. This program quickly proved to be very costly, and Alliance officials began looking for




other programs to cut. Eyes quickly fell upon the ground armies
of the Earthforce. Up until now much of the military budget
_‘had gone to the ground forces, as this was where the majority of
irred beﬁ)re First Contact. However, as the
size of other races’ navies became apparent, many in Alliance felt
:,that rhe era of ground warfare was past Wars wauld be decided

'_:"m 2169 as 'é race known as the Koulani attacked and nearly de-
stzoyed an Alhance outpost at 61 Cygnus A I. The outpost was

into the batde Su&denly the Earthforce army found itself wn:h a
budget barely adequatc to support itself, never mind continue their
normal R&D operations. What little R&D the army was able to
manage went to converting advances in naval weaponry to a form
appropriate for ground roles.

.

In the beginning of the 23" century, the Alliance began suffering
from internal strife once again. Spearheading the internal difficul-
ties was a Martian independence movement. A major faction in
the Martian government wanted to secede from the Alliance and
find their own way in the galaxy. Initially these rumblings were
limited to within government halls. Eventually, however, many
citizens of Mars began to take up the banner of independence.
Underground rebel factions formed and low level acts of civil disobedience began to crop up actoss the surface of
Mars. The Martians were, however, acutely aware of the prescnce of Ea:thﬁ)rcc and the pawer they represented

Durmg this same pcriod of time, the Earth Alli-
ance met another race new to the galactic arena,
the Narn Regime. Recently freed from the bonds
of Centauri oppression, the Narn were a ﬁeréely
independent people and friction was immediately
felc between the two nations. The Narns saw the
Alliance expansion as a potential wall to their own
expansionistic plans.

In 2212, all-out war broke out between the Mar-
tian separatists and Earthforce. In the cold of
space, a small Martian fleet bolstered by a lim-
ited number of disloyal Earthforce vessels fmféht
a pitched battle for control over the orbital space
around Mars. The Martians, however, were very
aware that they would need to control the sur-
face of the planet for any hope of maintaining their freedom. As battles were waged in space, Martian rebels unveiled
a previously unknown army. Over the past years, as tensions had increased, the Martians had secretly purchased and
smuggled Narn weapons and vehicles to Mars as well as purchasmg a limited amount of Earthforce equipment. The
Narns were more than willing to supply the rebels with arms as it would divert Alliance attention away from the frontier
and towards Mars. Unfortunately for the Martians, Earchforce was more than ready for the war. In space, the small
Martian fleet was quickly destroyed. : a .

On the ground, the Earthforce armies faired worse as they were unprepared for thc Full-out war the Martians were
willing to fight. Almost immediately Earthforce found itself pushed back on all fronts. However, within a few days
control of the Mars orbital space was secured by Earthforce and those ships were able to turn their attentions to the




support of their ground-based brethren. With no way to counter Earthforce’s orbital support, the Martian rebels were
forced to retreat back underground. Shortly after the dust settled, it was discovered that the Na.ms had provxdcd mucit
of the hardware and equipment used by the
rebels, further straining relations between the two
nations.

&

The difficulties encountered"‘liiy the Ea
army, however, woke many to the lmportance
of maintaining an effective ground force. Sud-
denly fresh funds began to find their way into  §
the army’s budget. The army began a slow but
steady program to update their equipment and

expand their capabilities. In 2219 the eff;
off.

Relations between the Narns and Ea
ued to deteriorate as the years passed. Finally, in
2219 the Narns launched an invasion into the
Epsilon Indi V system. Earthforce naval pres-
ence was light in the system as they had been
diverted elsewhere to deal with a Nam dwer-
sionary raid. L
however, was ready fot this and the Nams soon found themselves ina pxtched battle. Tn adclmon, naval reinf

quickly made their way to the system and forccd the Narn navy to retreat. The stranded Narn army was qulckly

penod of peace and prosperitf Many argued that with thﬁzapparént stabilization of relations with the known powers,
 the military budget was wcli ver what was needed. As arguments on this subject raged inside the Alliance, a race known

space occupled by a numbér of smaller nations to claim as their new home
territory. The war of conquest began in 2228 when the Dilgar invaded the
Alaca system. Initially; the Earth Alliance ignored the threat the Dilgar repre-
sented, as they were far from Alliance borders. However, as time passed and
the war progressed, the Dilgar crept ever closer to the Alliance’s outer systems. |
As the Dilgar invasion continued, the embattled star nations sent envoys to
Earth, begging the Alliance to intervene in the war. Initially, the Earch officials
were dead-set against it. They had seen enough warfare over the last century
and wanted no more part of it. In a final ploy to gain Alliance support,
however, an Abbai officer in charge of gaining the support of Earth learned

of an event in human history which closely paralleled the Dilgar: the Nazi
Regime. Suddenly the Alliance took notice of the threat the Dilgar truly repre-
sented. Still, the Alliance was reluctant to engage in the kind of major war that |
would be required to beat back the Dilgar. '

This all changed when the Dilgar invaded the Markab. Suddenly the Dilgar

were occupying systems that put them one jump away from critical Alliance ‘




systems. In 2231, in response to the Dilgar threat,
Earthforce once again moved to defend the Al-
liance. Sending in a large fleet, Earthforce al-
most immediately began rolling back the Dilgar.
However, forcing the Dilgar out of a system was
a much easier matter than returning control of
the various planets to their respective nations. The
Dilgar had been on many of the planets for a
long while and were well entrenched. The revi-
talized Earthforce army fought many long and
difficult campaigns. The Dilgar did not give
ground easily and often fought to the last, even

though their positions were obviously lost. With

the need to keep civilian casualties to a minimum

and reduce damage to the planet’s infrastructure

as much as possible, the army often found itself
without the benefit of orbital support. Some

campaigns for the recapture of planets lasted until

well after the Dilgar had been pushed back into their own system.

The Dilgar Invasion instantly catapulted the Earth Alliance into the role of galactic superpower. Earthforce improved
their technology by leaps and bounds as a result of studying captured Dilgar equipment. The Alliance once again began
expanding their borders. For a decade the Alliance enjoyed a Golden Age. They also grew arrogant of their own power
and ability, a fact which would cost them dearly.

Ten years after the Dilgar Invasion, the Alliance began looking towards a region of space occupied by the enigmatic
Minbari Federation. Up until now, the Alliance had no contact with the Minbari and knew next to nothing about them.
Despite warnings about “waking sleeping dragons,” Earthforce sent a reconnaissance patrol to the suspected edges of
Minbari territory. Unexpectedly, the patrol ran into a large Minbari contingent. Much like Earth had no knowledge of
the Minbari, humans were an equal mystery to their reclusive neighbor. With no common language between them, the
Minbari followed their own tradition and approached the Earthforce vessels with weapon ports open, as a sign of
respect. The act was misinterpreted as aggressive by the Earthforce commander and the Alliance vessels fired upon the
Minbari. While the exchange of fire was of very short duration, for the Earthforce patrol quickly jumped back into
hyperspace, the damage was done. The initial volley of fire hit the lead Minbari ship, the Grey Sharlin, killing the Minbari
leader, Dukhat. What followed was a crusade A

against the Alliance of a level never experienced
by the humans.

For six years the Minbari slaughtered any human
vessels they came upon. For the first several years
of the war, the Minbari would enter a system,
destroy any space-borne defensive forces, then
land troops on the planet and destroy all resis-
tance they encountered. While the Minbari knew
no equal in space, omthe ground Alliance troops
were able to give a better account of themselves.
While they ultimately were defeated time and
again, the cost to the Minbari was grave. To-
wards the end of the war, the Minbari resorted

to simply blockading colonies as their fleet moved
closer to Earth.
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On the eve of total defeat, however, the Alliance was spared. In
the space above Earth, humans and Minbari tought a one-sxdcd“
battle. Earthforce and a myriad of despera, ivi
were being quickly annihilated by the Minbari fleet. As the Minbari
neared the planet, however, they did the unexpected--they surren
dered. Even today, only a very few know the reasons behind th

unexpected reprieve. |

 Licking their wounds, the Alliance entered into a period of recon- -
struction. Races such as the Ch'Lonas began to pick at the re-
mains of the Alliance like vultures over a corpse. Surviving Alli-
 ance shipyards began churning out warships as quickly as possible
in order to secure their exposed borders. New research into better
warships once again began to sap money from the army’s coffers,
+ and the Earthforce army was once again forced to face tight bud-
gets. Eventually, however, the Alliance recovered from the war.
Over the next 20 years the Alliance bolstered their fleet. As money
permitted, the ground forces were also given new equipment and
research budgets. Over the years, relations with the Minbari stabi-
lized. In an effort to avoid another major war, the Alliance spon-
B sored the Babylon Project. This was to become a diplomatic
 “neutral territory” where representatives from all races could work
out their dlﬂerences.

From the beginning the project faced difficulties. The G thiee stations were all destroyed before being compieted
The fourth station vanished from space immediately after completion. With the cost of four failures hanging over their
heads, the Alliance was about to abandon the project. However, all the major governments and many of the smalle
ones pledged to help Ctmlpletc the station and in 6 sz n 5 was brought into service. Little did Earth know tha
the station of peace would be central to a bloody civil war.

In 2259 Fuii»sca]e war broke out betwe:en the Narn and Ccnmun As the Alliance watched this war, fearful it would
spread beyond the two powerful nations, factions within the Alliance made their bid for power. Earthforce One, the
space transport for President Santiago, exploded while the President was traveling to various portions of the Alliance
Taking his place, Vice-President Clark began taking the Alliance into a period of isolation. Ultimately, programs enacted
by the Clarke administration caused factions to begin attempts to split from the Alliance. In an attempt to maintain his
power base, Clark enacted more and more draconian policies. Ultimately, civil war broke out as clements of Earthforce,
led by General Hague, chair of the Joint Chiefs, rebelled

against the policies.

Simultaneously with these changes in policy, ancient and
powerful races known as the Vorlons and Shadows began
taking an active role in the galaxy. Ancient enemies, both
sides battled for dominance amongst the younger races
in a war that had been fought countless times before.
Ultimately, the younger races resisted the machinations
of the Shadows and Vorlons, causing these two final ves-
tiges of the ancient races to leave for places beyond the
rim of known space.

Babylon 5, under the command of Captain Sheridan, sided
with General Hague and seceded from the Alliance. On
colonies across the Alliance, ground forces on both sides










'Weaporl Name: 135mm BilPro Cannon  Type: Kinetic
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Direct Fire Weapon Statistics
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the Hel. Its shorter range and iower‘damage potenuai ces it
less effective against MBTS, but anything lighter is still likely de-
stroyed by a single hit from one of these.
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"Weapon Name: 90mm BilPro Cannon

Features
Direct Fire

‘ Onboard

Move/Shoot

I35mm. BﬂPra Cannon: This is the largest standard cannon used
in the Earth arsenal and is only mounted on {hc Thor MBT. The

Type: Kinetic
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¢ can fire special fragmentation shells that are effective
against infantry.




PPG Series

Rules: Due to their special low-temp nature, PPGS lose one point of DvA when fired at target with an armor rating of greater than 10.
Note that there is no effect on the close-combat rating when they engage an opponent with an armor greater than 10.

Features ) | Direct Fire Weapon Statistics | | [ G AN o : i -
Direct Fire | Shore Mediun towa ko DA, Do || CPPG: The CPPG is the standard vehicle mounted AP weapon.
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a shorter range.
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. PinPoint

Weapon Name: Hammer ATFEM  Type:Missile
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"Weapon Name: Yellow Jacket Rocket Sy Tybé‘ Missile

L e

Features Direct Fire Weapon Staustics ’
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‘ 30,y : ’
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Min Direct: 8

Hornet Multiple Launch Rocket System: The Hornet is designed
to provide off-board indirect support to troops on the front line.
This weapon system can affect an incredibly large area of the
battlefield. This large area-of-effect also makes them excellent
counter-battery platforms. However, they are not able to per-
form any sort of pin-point fire and are less effective against ar-
mored targets than some other types of artillery. They also suffer
from a fairly large myopic zone, making them vulnerable to close-
in assaults. If these weapon systems are near the front line, they
should always be protected because of this.

w-apon Name: Quiver Remote Platform Type. Missile

Features | Direct Flrn Weapon Statistlcs \

Direct Fire LSho” Medium Long RoF DvA DVD | |

Indirect Fire | 18 - ! 12
Onboard : i hetd ol
o | Note: Has six shots available during a game.

I [ Amllery Fire Statistics Spread Bonus | us)

No Move/Shoot | ode DvA DvD AoE
Anti-Air ‘ Suppres.hon e T
Open Sheaf
| | Closed Sheaf
i | Pin Point

[ Lock Requured {  Counter Battery

Pulse Series

Cyclone Pulse Cannon: Mounted exclusively on the Valkyrie Gun-
 ship, the Cyclone is a devastating, though short-ranged, weapon
- system. lts high rate of fire and good damage potential means it
can punch though most light armored vehicles and will devastate
infantry. In the hands of an experienced crew, this weapon system
. even stands a reasonable chance of taking out main battle tanks,

“Weapon Name: Homet Mult. Rocket Sys. Type: Missile

Quiver Remote Platform: The Quiver is used by Alliance infan-
try companies as heavy, portable fire support and air defense. It
has the ability to fire up to six missiles during the course of a single
game. The Quiver is considered air defense artillery and thus can
be used in a regional air defense role. This system cannot both
move and fire during a turn.

Yellow Jacket Missile System: The Yellow Jacket is a direct fire Sl ~
, missile system designed to provide heavy, long-range direct fire 8
} support of the front line troops. It can either be used against a
Lspcctﬁc target or against a clustered group of targets. In order to
make room for more fuel (and thus, increased range), these weapons S ~=
are outfirted with a more primitive and much smaller optical guid- %
ance system. ©The crewman who fires these weapons guides them
using a tiny camera mounted in the nose of the rocket. This,
unfortunately, means they are less accurate than a standard mis-
sile. All agtacks by a Yellow Jacket are treated as though they were
petformed at medium range, not short.
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Gauss Series

105 Gauss Cannon - Type: Kinetic

;;:g';fr’e [ Direct Fire Weapon Statistics : TS-105 Gauss Cannon: The latest in Alliance ground weapon
j : ~ system technology, the TS-105 has a longer range and higher dam-

_tage rating than any other weapon in the Alliance’s i inventory, bar-

ring a direct atrack with a 165mm BilPro. While the Hammer can

| Mode  DvA Dvi - do as much damage, it is limited in range (less than half that of the

Suppression = Lol .

Openishedt - [l T5-105). 'However, this power did not come without a price.

C“;‘_’:‘g;?’f S Vehicles that mount this weapon system must also motfiza power
system dedicated to the weapon. This generally increases the pro-

Y - ~ file of the vehicle, making it an easier and juicier target. The
weapons currentiy have only seen lmuted deployment in Earthforce.

' |
~ Onboard |
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ance system, the ASLS is a highly accurate, long-ranged AA sys- | Directfire
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5 45 2

\
Corz Medium Long RoF OvA DvD i i !

|

' Onboard !
‘ rp T II [ Artillery Fire Statistics Sp.-eadiionus

E

{

Mode DvA - DvD AoF
Suppression - - =l
Open Sheaf

Anti-Air

eanons, llenicles_ and Technolag

A

§ /Weapon Name: EF-996 éniper Rifle Typr Energy
Features | [ Direct Fire Weapon Statistics

i

Direct Fire 5: 3”0” Mediurn “’“9 Rof DvA DD g useof smpers, and employs the:m on ncariy every battieﬁeld they

fof 12 it 8
Onboard | take. Snipers can be mcred:bly useful in destroying the morale of
E rtillery Fire Statlst_ics_' SpreadBé'mJS_:; L ' :

NoMove/Shoot || Mode ~ Dva DvD Aok~ he EF- 996 has a ‘good range. 3 um of most

{‘ 21ppress:f‘or; ik e rnfantry weapons, and stands a rcasonable chance of damaging
pen Shea LR s

+

j 1

|| ClosedSheaf - . - b i it it i
i PinPoint . - ; ’
\ Counter Batter

| 'the GROPOS Masmg ook

/ 1y to support n general, each vehicle is de gnedaroundf
2 parucular task For example, the Thor MBTs sole job is to counter and climinate cnemy heavy armo The Modx is
demgned o prowde long range support and gets in tre yuble whe

For the most part, the Alha;nce uses mostly tracked vehicles thh 1€Otzpl¢
Trac,ked vehicles are tried '




been some experiments utilizing GEV and hover vehicles, their cost and maintenance requirements have consistentl
caused the projects to fail. :
Rm’zs All hzrﬂ:Aﬂmuu zuzzr\ use a dé’ targe rmgdze 7 /)ey utzlzze t/Je.fmndard amwmmngemmu (when using the optional rule on page

Aegir Command Car

A variant of the Sliepner, the Aegir has
had its transport capability supplanted
by an extensive command and control
suite. Like the Sliepner, they are very

- lightly armed, thus encouraging their
crews to avoid any direct conflict. These
vehicles are often escorted by heavier

~armor, the type depending upon the
company the car is attached to.

(" Key Vehicle Statistics | _ Weapon Statistics "\

General Data ' Defensive Data System Arc Range DvA/DvD AA

Cost per Vehicle: Profile: 9 CPPG AP Universal  3/6/9 3/6 yes
19/37/56/83 Signature: 4 . .

e - Armor Ratings: : -

Movement Data Damaged: 8 Artillery Statistics

Type: Wheeled ~ Destroyed:13 | weapon:-- Spread Bonus:

Base Move Rate:8" ' Close Combat:6* |  StrikeType  DvA/DvD  AoE

Sensor Data Suppression =

Target Die:d8 Open Sheaf -=

Search Die:d8 o - WG SO e (<] R S

Spot Checks: 1 Pin Point -

\ . Counter-Battery --

[ Cmd. Grp A 1 ( Cmad. Grp B ) ( Cmd. Grp C i CompanyAvalIab:htf
g . s < b i s Available

3 Armor  Yes(GroupA) }
Mech Infantry  Yes (Group C)
Garrison Yes (Group C)
Armor Cavalry Yes (GroupB) |
; .- | | AirCavarly  No
\Aegir/Thor Escort) | Aegir/Hel Escort | \Aegir/Baldur Escort ) \Special Ops No ]

The Aegir is the command vehicle for all companies except air cavalry. It is always considered a forward observer. The
Aegir has had its transport capability replaced with an extensive command and control suite. As a resul, it cannot carry
any infantry stands, and its crew never leaves the vehicle. An Aegir will always be paired with other, heavier vehicle a
indicated in the table above. If the Aegir is a battalion or regimental level command vehicle, it can call in orbital_
bombardment missions.




Earthforce ft has the hl}wy to carry two nfands of
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Frey Mult. Launch nncket Sys.

The Frey is called in when a large area needs
to be pounded into submission. While not as
damaging to armor as the Loki SP Artillery,
the Frey more than makes up for this in area-
of-effect. When needing to suppress the
enemy in a region, there is no better unit to
call upon. However, like most artillery, it is
best to keep it behind the front lines, for it
will nat'stand up in a direct firefight and, in
fact, has a rather large minimum range.

(" Key Vehicle Statistics Weapon Statistics N

General Data ' Defensive Data System Arc Range DvA/DvD AA

Cost per Vehicle: Profile: 7 - HornetML  Fixed Fwd min18 T no

36/71/107/160 Signature: 3 CPPG AP Flex Fwd 3/6/9 3/6 yes

Armor Ratings:

Movement Data Damaged:8 Artillery Statistics

Type:Tracked Destroyed: 13 Weapon:Hornet MRLS Spread Bonus: 1"

Base Move Rate:5" | Close Combat: 6* StrikeType  DvA/DvD  AoE

Sensor Data Suppression 3/4 4'R

Target Die: d8 By Open Sheaf 6/7 3'R

Search Die: d4 Closed Sheaf - ==

Spot Checks: 1 Pin Point T

N Counter-Battery 6/7 3R ‘ )

[ Standard Battery Heavy Battery \( Support Availability

Type Available
Armor Yes
Mech Infantry Yes
Garrison Yes
Armor Cavalry Yes

_ | 1] Air Cavarly No
2 Vehicles | 3 Vehicles )\ SpecialOps ~ No

1

. & .‘,{_‘. F

@ﬁ s P _,g;:-,ﬁ?’

- The Frey may be used either on or off the game board. If used on board, keep the 18-inch minimum range in mind.

_ However, when used on board it follows the standard onboard indirect fire rules. This means it will generally be able to

*fire on targets more efficiently as they do not have to wait for a call from a forward observer. However, they do risk the
enemy closing to within their minimum range.




~~'ffrlhua~:‘%ﬁnssanltizi:raﬁn

‘Designed to allow the rapid transport

" and deployment of large numbers of
infantry, the Frigga excels at its job...and
nothing else. The Frigga is able to

transport up to four stands of infantry
“and armed with enough AP weaponry to
clear a LZ of enemy infantry. However, it

s !lghzly armored and does not stand up
to fire weii _

| (( Key Vehicle Statistics | Weapon Statistics "\
General Data Defensive Data | System Arc  Range DvA/DvD AA
Cost per Vehicle: Profile: 7 ~CPPGX3 (1) Fwd.Hem 3/6/9 6T yey
v 20/40/60/90 i S;gnature 2 4 (1) Left Hem |

L e nght Hem

i Movement Daja Damaged 8 - Artillery Statistics
i MlyperviOL, Destroyed:13 | Wegpon:--  SpreadBonus:~
| |BaseMove Rate: 12" = Close Combat:0* |  StrikeType = DvA/DvD  AoE
. |Sensor Data Transport Data: Suppression = - -
- |Target Die:d8 Transport: 4(0V) - Open Sheaf j e
 Isearch Die: d6 : FAPDrOR-Ne - -l C!osed Sheaf et e,
' IspotChecks:1 | ; PinPoint | - -
; ; . Counter—Batt_gry - Gl { /
e A T o s g :
( Platoon Formation A ? : | Platoon Avmlabrhty
i | R — : e L 4% Avat!able
AT B U Armor No
] | - | Mechinfantry As Support
.| Garrison No ;
| Armor Cavalry As Support
'7 . _ .| Air Cavarly Yes
.. 2 Vehicles i i . \Special Ops Yes

ﬂ'fﬁﬂa Rules _: o : - o

The Frigga can carry up to four stand.s of infantry and/or remote turrets. It cannot carry vehicles of any kind. Fr
may not LAP drop their cargo, though they can hover above zhe drop point rather than qctuallv l‘md (and
vulnerable to a close assault), The F ld . i

enemy infantry from the lan zone. Note that the angq may hre its left side and rlght side

landed It may not, however ﬁre its forwa:d £ PPG when landed.




Built to support its lightly armed cousin
the Baldur, the Hel is equipped with-a
middle-of-the-range BilPro cannon. In its
primary role, the suppression of enemy
light armor, the vehicle excels. When
facing heavier armor such as MBTs, it
switches to its quad-pack of Hammer
ATFFMs.

/" Key Vehicle Statistics ' Weapon Statistics )

General Data | Defensive Data | System ‘Arc  Range DvA/DvD AA

Cost per Vehicle: Profile: 9 90mm BilPro Universal 9/18/27 9/4 Lo
26/52/78/117 - Signature: 4 CPPGAP | FlexFwd 3/6/9 3/6 yes

: - Armor Ratings: | | Hammer Mx4 Fixed Fwd 18/—/— 12/~ | no

Movement Data Damaged:9 ' Artillery Statistics ‘

Type:Tracked ~ | Destroyed:14 | *  Wegpon;-- Spread Bonus: --

Base Move Rate:6" | Close Combat:6* StrikeType  \DVA/DvD  AoE

Sensor Data Suppression -

Target Die: d8 | Note:The Hammers Open Sheaf A

Search Die: d6 | maybefired 1,2 or4 Closed Sheaf |~ --

Spot Checks: 2 | RO HREA L PinPoint | -

: this book. !
: \ ; e . Counrer—Battery -

( Platoon Formation A \( Platoon Format:on Bﬁ‘ Company Avmh‘.'bihty1
o e 'l Type Available

i m«* «@5«* 1l Armor Yes (PIt A)

Mech Infantry Yes (Plt A)

i ' Garrison No

-, | Armor cavalry Yes (Pit8)

, _ |1 Air Cavarly No

3\Vehicles | )\ specialOps = No | J

?
L

els, while based upon the Baldur hull, cannot carry infantry themselves. The Hel has four Hammer ATEEM shots.
. @ Hammer is destroyed due to enemy fire, all remaining Hammers are destroyed, not just one. Finally, if a lock-on
~ atcempt with a Hammer fails, it may fire the 90mm BilPro Cannon instead.




'-mnelled Artulerv

The Loki is the primary artiliery used by
the Earth Alliance. Its 165mm cannon

- propels a round capable of penetrating =
i v:rtuaﬂy any armor. The recoil on this

massive  cannon means the Loki must
 brace itself via retractable feet located on
~ the back of the tank. Failure to do this

reduces the accuracy of the weapon and
~ potentially damages the vehicle.

(" Key Vehicle Statistics
General Data ' Defensive Data
Cost per Vehicle:
38/76/114/171  Signature:2

Armor Ratings:
Movement Data
Type:Tracked
Base Move Rate: 4"
Sensor Data
Target Die: d8
_]>earch Die:d4

. ISpot Checks: 1

Destroyed: 15
Ciose Combat 6"

Note May operate

map.

| Profile:e

- Damaged: 10 i b

on or off the game

Weapon Statistics i
 System . Arc  Range DvA/DvD AA|
CPPG AP Uhiversai 3/6/9 3/6  yes

Art:llery Stahstacs -

Weapon: IéSmmB:IPro Spread Bonus: 1/2"
Strike Type DVA/DVD Aok

| Suppressnon e IR
Open Sheaf  5/6 2'R
Clo d_Sheaf ;1 "R

| 13f-v 1 unit
Counter- Battery 5/6 2R

.5_):

i

(" StandardBattery \(

e

e
sl

2Vehicles |

“hemba T N\

Company Avai!abihty' |

Type Available
Armor Yes
Mech Infantry = Yes
Garrison Yes
Armor Cavalry Yes

| AirCavarly  No
SWehsckes ;

\Special Ops = Yes

ed on the board Leep in n

-_mmlmum range whcn firing the 165mm BlIPro cannon mdxrecdy Itis po‘c:;ible to ﬁre Lhns weapon directd

:nor heen delsgned 1o do s0. \Wh




Magni Heavy Lifter

When a commander needs to move
heavy equipment, such as a MBT, he calls
for a Magni. These large VTOLs are large
enough to hold two Thors or Odins. In
addition, the Magni is capable of LAP
dropping these vehicles wherever they
are needed. However, they have very
weak armor and no armaments of any
kind, so they must be escorted.

/" Key Vehicle Statistics Weapon Statistics iy

General Data Defensive Data Arc Range DvA/DvD AA

Cost per Vehicle: Profile: 7 = R o
15/30/45/68 Signature: 2 ¢

Armor Ratings:

Movement Data Damaged:7 Artillery Statistics

Type: VTOL Destroyed: 12 Weapon:-- | Spread Bonus: --

Base Move Rate: 12" = Close Combat: 0* StrikeType ~ DvA/DvD  AoE

Sensor Data Transport Data: Suppression -

Target Die: d8 Transport: 8(2V) Open Sheaf -

Search Die: d6 LAP Drop:Yes Closed Sheaf o

Spot Checks: 1 Pin Paint i

\ Counter-Battery -- . j

( Platoon Formation A  Platoon Availabilit?
Type Available

W\ P Armor As Support
, Mech Infantry As Support

Garrison No

Armor Cavalry As Support

Air Cavarly No

2 Vehicles \SpecialOps  No

The Magni may transport up to 8 stands of infantry or 2 vehicles. It may LAP drop any type of cargo. The Magni may
not carry VTOLSs of any type unless specified differntly within the rules for that VTOL. If a Magni is not LAP dropping =

its cargo, then it must land to off-load.




Armed with the long ranged Yellow

~ Jacket Missile System, the Modi makes an -
excellent long range support platform.

- Backing up the Yellow Jacket is a single

~ 45mm BilPro Cannon, used when enemy
armor gets within the missiles' minimum
range. The biggest disadvantage this

~unit suffers is that it must remain
stationary to utilize its primary weapon.

(" Key Vehicle statfst;cs o  Weapon Statistics "\
Genera! Data ' Defensive Data | System Arc  Range DvA/DvD AA
Cost per Vehicle: | Profile:8 | Yellow Jacket Fixed Fwd min8/30/-- see arty | no
32/64J96/144 ngnaturaB - | 45mmBilPro FlexFwd 6/12/18 = 7/7  no
| - Armor Ratings: || CPPG.  FlexFwd  3/6/9  3/6 | yes
Movement Data - Damaged:9 | Artillery Statistics
Type:Tracked | Destroyed:14 | weqpon; Yellow Jacket  Spread Bonus: 172"
Base Move Rate:5" = Close Combat:6* | StrikeType  DvA/DvD  AoE
Sensor Data f Suppression e -
_ |Target Die: d8 1 1l  Opensheaf - /= o
|Search Die: d4 s bt i ‘1 Clati Sheaf' "9y iy e
Spot Checks: 1 | _ PIRPQINt = 1. 9/7 1 unit
' - CountervBattEry ~-f—-- o il

rCompany Avatlabihtf‘
| Type . Available
Armor - VYes(PitA)
Mech Infantry Yes (PitB)
Garrison No
Armor Cavalry Yes (PitB)
il : Air Cavarly No
4 Vehicles Al 3\Vehi )\ SpecialOps  No

Modi nules
The Modi may not move and fire i its Yellow Jacket. When hrmg the Ycliow ]acket, the pla\ er must annoum:e what
of strike (dosed : i :

: ._manders (see company orgamzauon rules later in this book and the hmnted forward observer. fﬁlcs in the GRO
-_Maqter Book p. 49) -




Odin Main Battle Tank

The Odin is the result of a project by
Earthforce to bring the power of the
railgun to the ground theater. With more
range and damage than the Thor, many
consider the Odin a success. However,
crews are not happy with the larger
profile the large turret makes, as it
decreases their survivability.

/~ Key Vehicle Statistics Weapon Statistics \
General Data Defensive Data System Arc Range DvA/DvD AA
Cost per Vehicle: Profile: 7 TS105 Gauss  Universal 15/30/45 =~ 12/2 no
28/56/84/126  Signature:2 CPPG AP Universal 3/6/9 3/6

Armor Ratings:
Movement Data Damaged: 12 Artillery Statistics
Type: Tracked Destroyed: 17 Weapon: --  Spread Bonus: --
Base Move Rate:5" = Close Combat:6* Strike Type ~ DvA/DvD  AoE
Sensor Data Suppression | =/r-
Target Die: d8 : Open Sheaf = --/--
Search Die:d4 Closed Sheaf = --/--
Spot Checks: 1 Pin Point e
\ Counter-Battery --/--

( Platoon Formation A ) rCompany Availability\
Type Available

Armor Yes
Mech Infantry No
Garrison No
Armor Cavalry No
Air Cavarly No
4 Vehicles \ Special Ops No

#

Odin Rules

Keep in mind the Odin is a limited deployment unit. This means that only one platoon in an armored company may be
comprised of Odin MBTs. Historically, this tank was not deployed until 2249. Thus, if fighting a historical battle prior
to this date, the Odin is not available.




Range DvA/DVD AA|
/619376 ves|

3 Mech {nfantry Yes TN
||| Garrison Ldes ol

% L 1
L1 vehicle.




Thor Main Battle Tank

The Thor is the mainstay of Earthforce armor. |t
has been in existence since shortly before the
Dilgar War, where it proved itself in a number of
campaigns. The Thor is both fast, for a main battle
tank, and heavily armored. In addition, the Thor
has a 135mm BilPro Cannon as its main armament
giving it \a reach and penetrating capability
respected by all who must face them. To protect it
from infantry, the Thor mounts the standard CPPG
though, like most MBTs, it tends to rely on allied
infantry to keep the enemy at bay.

(" Key Vehicle Statistics Weapon Statistics

General Data Defensive Data | System Arc  Range DvA/DvD AA

Cost per Vehicle: Profile: 8 135mm BilPro Universal 12/24/36  11/2 no
27/53/80/119  Signature:3 CPPG AP Gun Universal 3/6/9 3/6 yes

Armor Ratings:

Movement Data Damaged: 12 Artillery Statistics

Type:Tracked Destroyed: 17 Weapon: -  Spread Bonus: -

Base Move Rate:5" = Close Combat: 6* Strike Type  DvA/DvD Aok

Sensor Data Suppression melr-

Target Die: d8 Open Sheaf df

Search Die:d4 Closed Sheaf  ~ --/--

Spot Checks: 1 Pin Point S s

\ Counter-Battery --/-- j

A)

( Platoon Formation B \( Company Availability'
Type Available

Armor Yes (Plt A)
Mech Infantry No
Garrison No
Armor Cavalry Yes (PitB)

Air Cavarly No
4 Vehicles 3 Vehicles \SpecialOps  No

.

=

Thor Rules

The Thor requires no special rules or notes.




Jenicles ant

i
§

' The Uileér speaa?mes is removmg eriemy
craft from nearby airspace. With quad
mounted anti-air laser cannons, this unit

“vhas an zmpress:ve operational history.

While it is possible for the Uller to
engage targets on the ground, it does
not do so well in this role, as its targetmg
systems are not designed Wlth this
mission in mind. i

e Key Vehicle Stattsttcs | Wy Weapon Stat:stn:s
. |General Data | Defensive Data | System Arc  Range DvAIDvD | AA
Cost perVehicle: Profile:7 TR "} Airsuppressor “Univ. 15730745 8/8 1 yed
21/42/63/95 Signature:2 CPPGAP | FlexFwd 3/6/9 3/6 V;yes
' Armor Ratings:
| |Movement Ogta | | Damegedis I Artuugry Statistics %
Type:Tracked | Destroyed:13 | wegpon:-- | ~ Spread Bonus: - |
Base Move Rate: 5" | Close Combat: 6* StrikeType  DvA/DvD  AoE f
{ |SensorData | L . |Suppressioni| =
i {Target Die:d8. | e e R heaf | S
‘|Search Die:d6 : “— " Closed Sheaf | -
| |SpotChecks:2. | ¢ PIRPRING | il :
! k Amlity BB R 'Com‘ttér Battﬁry - J

| [\SupportGioup 1Y, " i T L SupportAvailabllity

i : Available
P - > ; Armor Yes
| W «a& v o i .| Mechinfantry Yes
! A i B R e o1 R Grtison . Yes

| M k | | | Armor Cavalry. Yes
1 ‘ | | Air Cavarly No

L. 2Vehicles | e '3'*“’ i ) \ Special Ops No

!

The Uller is treated as a dedicated air defense unit as dcﬁcrzbed on pag 56 of the GROPOS Master Book. So long as
it is mthm the mngts mdlcated above it is treatnd_& e&,lo ir def 1In addition, this vehicle can fire at groun ¥

r Suppressor in such a role. Keep in mind that
if it fires at a unit on the ground it cannot later fire at an aitborne unit. Also keep in mind that when attackmg VTOLs,
they are treated as normal ground-based units and so must be ti-Air
rules on page 56 of the GROPOS Master Book, though they are conmdercd ﬂvmg targets {not ground targets}




ie never :t::.ﬂj oys the h‘ighiy xtabie pﬁia.tfo.
while landed unless the




i’ Eanlllnrce' Intantry Units

Earthforce utilizes a number of different
types of infantry units. The most
common of these are the standard and
~anti-tank infantry. Also commonly seen
are the recon teams that accompany
Sliepner Recon Cars. Less commonly
spotted are snipers, infiltrators and
special forces units - each of WhICh serve
very specific purposes. |

| Infantry Type Cost Move Prafile Sig Disc Srch/Spot Cls Cmbt Equipment
t]Standard &/Y1/17/25 3 '8 14 9 d6/2 = 6  EF-749 PPGRifle
(] Anti-Tank 9/18/27/41 3 8 4 9 dé2 1l .6 Hammer/EF-749
i | ReconTeam 7/14/2V/32 4 9 5 10 - d8/3 4 EF-749 PPG Rifle :
| Sniper -/20/30/45 4 | 10__5 10  de/3* 12 EF-996 Sniper Rifle:
. | Infilitrator ~ ~-/25/50/56 4 s 11D de/2 5 EF-749/Demo Pak |
' fibpecial Force --/=/36/54" 30 e b de/2 8 Hammer/EF-749

: Infantry Weapon Systems _ & |

| System ' Range RoF DvA/DvD AA AoE Move Profile Armor Sig

' | EF-749 PPG Rifle L 2/4/6 20182/6 no - -
EF-996 Sniper Rifle 6/12/18 8/8 no

| Quiver Remotei__auncher 18/
| DemoPackage | attached

R 1 ¥ 1
| | EF-449RemoteTurret  5/10/15 3 4/7  vyes 10 12
1
1

B o R NS e 10 12
| 14+d8 never - - -

Standard Infantry
Standard Infantry follow the normal infantry rules as prescnted in the GROPOS Masrer Book.

--',llnti-l‘auk Illlllllll'i

k_‘mfantry have one Hammer shot. Notc ::bat 1f the Hammer does not achmve a lock-on, it does not fire and is
available for use later. If an AT stand and its a transport from its platoon are in base-to-base contact at the end of
ovement and neither one is fire on and the infantry stand does not fire, the AT stand may pull a reload fmm the ;

' Bﬂcﬂll TB&I!I




£ E -2 =
= 2 F 3 W
8 bt i
5= =
8 e o
de N %)
w g 39 <
g o 3 =
= g o] o
=T .2 - o
=ar 2 2
= B = &
S - ©
N c o —
”ﬂu.mm £l o) an
502 o - 5
& 5O g @
b e [=] o
PL 5 Z 2
S Bh.s = -5
= N
o =
= g

id

dered h

onsi
is spotted by any enerr

é) and

ill only ever have one point of da

ly attempt 3 spots if they do not move. If t

B
e
ot
2,
B
o B
w
ma
L
@ ©
o
&g
.mm
wn LD

.

e
S aoe




—
)
=
(]
= :
—
S
[
-
—
(5~
o
=
]

" —
S
—
m‘m
—
&~
1
g _
=

ith a \;ariablé mission profile. It

thus lending in excellent mission sury

GENERAL DATR
RACE:EARTH ALLIANCE
LIMITED: SUPPORT ELEMENT
COST: 100
PRECISION (3-6, 10) BOMB (7-10)

ROLL| AIRCRAFTTYPE ! ; ) | DvA CREW | DvA DvD AoE  CREW
1-2 THUNDERBOLT i i 10 D10 8 R DS
36 HADES IR D6
78 WRAITH I DB

910 BANSHEE 10 10 5 58, 11 : ) 4R D8

NOTES: : i i {3 |

When strike arrives roll 2d10, each a differnt color. Nominate ane for type and one for ordinance. If

ordinance die comes up a 1 then no strike occurs,

lfﬁghtmg before 2259 aad Thunderbolt ls rol!ed treat itasa Hades‘
If Hades rolls a precision s‘lrlke treat itasa strafe at‘tack.

Air Superiority Modifiers (Dictated by Scenario):
Balanced: No modifier ;

Have Superiority: +1 to ordlnance die

Lost Superiority:-1 to ordinance die

orbit then follow up with hlghly destructive

: §hould be noted

however, that in battles taking




OrbitallBomhardmenyrahle
EanthiAlliancel0rhitaljASSels

Random Determination Cost: 215
Pick Cost: As Noted

AoE

Delay CrewDie DvA DvD Pick Cost

Roli(d100) Orbital Asset Year Target Strike Type

‘.Artemis—Z
Hyperion-G ~ Bombardment
& ‘ _...Bombardment

Wi Stk i E&mr@u
Olympus-B Laser

grecision

recision

Precision

Saglttanus B Bombardment
Bombardment

Hyperion-E

Hyperion-B Bombardment
Bombardment

Hyperion-Z : Precision
Precision

Shadow Om'ega 2260

2261 ~d8

Warlock

16 8

6 6 3"R
d6/d8 10/10 4/5
dé6/d8 10/10 4/5
dé/d8 10/10 4/5

Bombardment
e Laser/Pulse
Laser/Pulse
Laser/Pulse

JWWWNOOY
o
©




. There are two methods to purchasmg orbital support. You can either roll randomly for what unit is available or you can

 decide to purchase a specific unit). If you opt to roll randomly, orbital support assets cost 205 points. Note that only
_one side may ever have orbital assets unless the specific scenario states otherwise,

- Roll (d100): When mﬂmg random]y' roll a d100. What ever number is indicated is the unit available for suppeﬂ‘ ’i“hu
~ ifyou roll a 43 you would have an Omega-A supportmg your ground troops.

* Orbital Asser: The name of the orbital asser.
. Year: This is the year of availability and should be used if running a historical game. It should be noted that when running
a historical game players must purchase thclr asset, they cannot roll for it.
]mget Thls is :he umts targeting dxe i

Terms e - i e

has the ability to
 ground transport. i

subject to anti-air fire. If _‘ ceci. _.
aiso dcszroyed ' :

choose a speicifc unit. The method must be chosen before rolling any dice (thus you cannot roll to see what you get then

DvA}DﬂD These function ﬁxactiy as theydﬁ f?or narmai ground units. i i
AaE Arca-of Effect - funcuons as normally lndlcated in the ruies ~ e

uﬁéry means by whlch troops are transperted from orbxt to the ground and back. A smgic: Hades
mporﬁ’?ﬂd}er one platoon of vehicles (up to 4 strong) or one company of mfantry without any




Starship Tranportation Capabilities
Earth Alliance Troop Transports

Starship Transport Level

troops and has enough
platoons to the surface at once.

12

Hyperion-G Assault Cruiser 3

Hermes Priority Transport 1 platoon his ship was never designed to carry
Explorer Survey Ship 6 Its small size, however, limits it to
Commercial Freighter 2 is is done rarely. When transporting
Fast Freighter 1

Ore Barge

Tantalus Assault Transport

anons. Vehicles and Technology




In general compames have 3 piaroons in them though cxcepuons do exist. Battalions are made up of four éem;agmes’_
Finally a full division contains 3 battalions. Throughout all levels of organization from the company, on up a com-
mander can make use of various forms cf supportmg elemcn:sJ rangmg from simpie ai

and starships. - -

company.
(3) Here it shows what units li itoons
: : . for the company.
o b e COdana L el (4) This box md.{cateswhat units are avail platoons.
R ey (5) If the company can have infantry, this b il sfmw what
oy Not Avati ooy 1 the infantry options are on a per-platoon basis.

bl (6) This section shows each of the support elements available

for purchase for the company.

| vatkyria ot T B There are a few general rules these tables follow. Each white
i e ) | N box encloses a particular element of the company. Thus, all the
plato ill be grouped in one box, while all the sup-
port elements are grouped in a different box. The boxes are
each labeled for what they contain.

resents one vehicle, infantry stand or remote tur-
ret. If there are several boxes stacked on top of one another,
| You gerg number of units equal to the number of boxes in the

ck it high, thus y you get four Thors with this
opuon If the top box in a stack has an T in i, thcn that stack also micudcs infantry sclected from the infantry box.




Earthforce Reglmental Drder (1] § Battle

S_hown below are the bas;r building blocks of one Earthforce reg:men f.

Ist 2nd 3rd
Battalion B Battalion | Battalion [N Battaiion Battalion Battalion

Headquarters St Headquarters Support Headquarters Support

Y 2nd : 3rd . 4th
Company 3 Company Company g ompany Company & Company 3 “ompany
S
HQ Support HO upport i HO HO Support

2nd i 3rd
Platoon Platoon

Summary of Contents:

. : ' Headquarters:

e - - 1.Regimental
Ohly Premmm Armored o o . 3 Battalion
 Cavalry Companies ‘ i ' 12 Company
3 Support Elements:
: i 16 Elements |
: 7 B T ' _ Platoons:
Not Present in Armored e oAR Platoons
Cavalry Companies | | i . Units: b
. : i i ~144 Vehicles plus Infantry




Reglmental Headquarters Section Table

Contents:
‘E HQ Section
Regfmental Command Greup Cost - 1 Aegir Command Car

124/247/370/555 -  15liepner Recon Car
v el Recon Teamii L
nThads ol 2 Baldur IFV: . '

% S e e 2 Quilver Remiote Thirret.
et i e A b R T 2 Standard infantry
Sliepner -~ - Recon Team SR Options _

i L M : .. M 0-2Support Eiements

© Baldur(x2) _$td.-i§afahtry:,(;x2)- :‘Quiverifxzj-

Air Strike

: Shepner(xn
L and

F

R

- Air Strike

LokuSPArty(xB) . Magni () |
i

107!213/320/480 30/60/9(?!132 J
or t s 1‘:"

' |Recon Team(x1)
| Total Cost

26/52/78/118
N J

i /
Orbital Support
Gantiond
\ Pick:as noted ,

“Utter ADA (x2) |
(142/84/126/190

Airfﬂié'fen;e

Frey MRLS(x3) |
\ 114/228/342/513 } .

‘Heavy Artillery Sup’ﬁort’ Element

| Orbital support Light Recon Support Element




Command Group (All Shown Umi‘s) - Contents:
1 HQ Section .
Ty ﬁ‘ Batzahon Command Group Cost |1 -1 Aegir Command Car
JorashGan s Y NSRRI Cop
Aegir : 1 Recon Team
2 Baldur IFV g
s wz'{ L o 1Quiver Remote Turret. ~ |
il f i ‘ 3 Standard Infantry
Sliepner - - -Recon Team - 1Thor MBT
; ‘ - Options -
0-2 Support Elements

-

© Baldur (x2) Std.Infantry (x3) _Quiver

b, 3

Sliepner(x1) Air Strike
: 'and b ,':'.a - 100

%!

 Air Strike

. Magni (x2)
Loki SP Arty(x2) - S ke
107;213/’320/48@ R -30/60[?93?132 B i
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Below are the descriptions and any rules governing the use of each of the companies described previously. Any rules
noted here override rules as presented in the GROPOS Master Book. :

Armor Company
Armored companies are exactly what they sound like, companies made exclusively of armored vheicles. In Earthforce
Thors make up the majority of the units in an armor company. However, one will also find light armor companies madef
exclusively of Hel AFVs. In the post-Earth/Minbari War era, the Odin MBT has begun to make appearances. It is i
expected that in time this tank will replace the Thor as Earth’s predominant main battle tank. Finally, serving in more of
a support role one will sometimes find the highly effective Modi AFV. .

Rules: There are no special rules associated with an armor company.

Mechanized Infantry Compan_y
Mech infantry companies make up the bulk of Earthforce’s infantry force. Earth for a long time has taken thc stancef
that infantry should only be without intrinsic transport in very rare circumstances, such as when garrisoning a set location.|
Even then, they prefer to keep transport readily at hand. Mechanized Infantry companies are highly adaprable with af®
wide range of abilities. Properly equipped and in the right circumstances, these companies can even go head-to-head
with an armor company; though most mechanized infantry companies prefer to avoid this when possible.

Rules: There are no special rules associated with a mechanized mfantry company )

Armored Cavalry Company
Armored Cav are often times used as security forces around the flanks of the main body during an operation. Armored
Cav are equipped both with armor and infantry giving them the ability to stall and deal with most any type of flanking
force they may encounter until reinforcements arrive. It is also not uncommon to find special forces in an armorcd
cavalry company, thus increasing their effectiveness even further. Unlike other Earthforce oompa.mes, Armored Cav
companies (often called troops) contain one extra platoon, though each platoon within the company is smaller than a
standard platoon. This makes the company more flexible in most situations.

Rule: There are no spccml rules assocnated with an armored cavalry company.

Ay Cava!ry Campany

Air Cav companies are small companies when it comes to the amount of troops and equipment they bring to a battle-

field. However, they are also one of the most devastating and mobile one will find. In a typical operation, Frigga

Assault Craft will deliver their infantry to trouble spots quickly, then retreat to safer grounds until needed for transport

again. On the flanks of the Frigga, one will often find a platoon of Valkyrie Gunships ready to take out anything fool
- enough ro show itself. However, these companies tend to be expensive for what you get and should they run into a force

equipped to deal with air assets, can find themselves quickly outclassed.

Rules: There are no special rules associated with an air cavalry company. However, there are several situations that do not
allow air cavalry to be deployed. Keep this in mind when designing your force.

Garrison Company sl T e .

Garrison companies are used by Ea:thforcc whcn rhey knaw the company w:ll not bc ncedmg to go anywhere fast. They
are generally used around key objectives, and one will often find they have bu.l]t up the areas around [hc. Ob]LCIIVL
making it difficult to dislodge them. However, these companies are not very

has been strlppcd away for use in other companws This can ailow an enemy‘foroe to bypass them should it be deemed
an easier option

..............

 Rules: Not all situations allow garﬁson oompanm to be deployed Thcse compames are only avaialbe if the situation or
scenario specifically calls for them. :
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112th Armor Company -~ aka Rollmg Thunder

The 112th can trace its origins to shortly before the [)1lgar Invasion. During the Invasion, they gained w1despre
recognition and respect as they repeatedly defeated opposing Dilgar armor forces. Commanded by Colonel Ni
McAllen, the company is currently stationed in the Epsilon system. Dunng the recent civil war, the 112th became
of the few army elements to see direct combar as they fought agamst rebel forces attemptmg to take controi of
Spaceport : i
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5 Grade-Veteran S Total Company(ost_
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Special: L : Special: |
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rmed after the death of President Ciarke at the end of the civil war. As the dust settled from
ary noticed that there were still decisive rifts between those units which remained loyal and
, and others like it, are an attempt to repair this rift by forcing the two groups togcrher

s serves in the Dust Devils, and though there have been incidents, the experlment seems to

gai
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270th Armored Cavalry -- aka Gate Crashers ;
Renowned for their ability to dislodge an enemy from urbanized areas, the Gate Crashers are often found at the
forefront of urban assaults. The second platoon in particular excels in this field and have been known to take control of
buildings normal troops would have been slaughtered attempting. The Gate Crashers are commanded by C olonel
Patricia Leary. Leary's experience with artillery gives this company the extra edge they sometimes need. '

__ ETUth Armﬂmﬂ-FaValru = a,lsa Gate Crashers

Total Company Cost |
-~ 1,817 points
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b ';';Aﬁgé" of Death :
, the 414th’s versatility arises from its incredible mobility. The 414th can bring significant
ts across a battlefield, and their appearance has saved the day on more than one occassion. An
o the infantry of this unit once they have landed. Rapid relocation, however, can cause.
ent tends to get left behind, thus snppmg them of their off-board support.

(.‘._4,
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Thé Modi AFV is suddenly obscured in a haze of smoke as the Yellow Jacket Iaunches its deadly
salvo. Fired in a spread, the missiles streak away from the small vehicle, hurtling towards the
Minbari tanks like a firey comet. The enemy platoon is quickly engulfed in a ripple of explosions.
. One missile detonates directly underneath one of the Shrieks, flipping it end-over end. As the
- smbke clears only one of the three tanks remains. The other two are broken and burning, parts of
. thewreckage of one still floating above the ground, its anti-grav system still operatlonal A brfef
~ chéer is heard over the Earthforce comm lines asthe thfrd tank retreats. : -
Thu jrth (ﬁllrance grew to power rapidly after defeatmg the Dilgar. This growth, however, has
" not béen without its share of pain. Some years after the Dilgar War, a misunderstanding led to
the néar destruction of the Earth Alliance at the hands of the Minbari. More recently, the o
 Alliance 'was ravaged by the most vicious civil war in their history. This book brings to life the
""}péOplé of the Earth Alliance and the machines of war they empioy Inside you will f‘ rid: S

@ 'Néw Infantry types, including the elite Special Forces
e 'WTOLs such as the Magni Heavy Lifter and Valkyrie Gunsh|p o
f:f" }‘ "The Frey MRLS, a vicious artillery piece that can fay waste to larg‘“é areas

@® Pre-designed
companies utilizing
_.the new army Iists. __

. In depth hrstory on the
_evolution of the EA
- ground forces.
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