BASIC BATTLEDROIDS

This section of the rulebook contains the information
needed to play Basic Battledroids, which puts you in com-
mand of a battledroid — a huge, heavily-armored, war
machine. Using the basic game movement and combat rules,
each player maneuvers one battledroid across the Terrain
Mapsheet while trying to destroy the enemy droid and win
the game. 4
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GAME SETUP
|

' . COMPONENTS NEEDED

‘BATTLEDROID FIGURES

This game includes two, 3-inch-high plastic models rep-
resenting two of the several different kinds of battledroids.
These models are placed on the map to show the position
of each battledroid and its movement during the game. Al-
though they are models of two specific battledroids, such as
the Shadowhawk or the Griffin, they can be used to represent
any battledroid listed in these rules. Expansion kits from
FASA and Ral Partha include models representing many dif-
ferent battledroid classes, such as the Wasp, the
PhoenixHawk, and the Marauder.

TERRAIN MAPSHEET

The two 22- by 17-inch Terrain Mapsheets used in this
game are grids of 6-sided areas called hexes. These hexes
are used to regulate movement and combat, with the battled-
roids moving from hex to hex. Hexboards help make move-
ment more realistic because they provide SIX possible move-
mentdirections instead ofthe four offered by square grids.

The forests, rivers, hills, and rough areas on the Terrain
Mapsheet represent a typical mixture of the terrain types
found on the water-rich planets where battledroids combat
one another. The table below shows the symbols used for
each terrain type.

Water Hvy. Woods

DICE

The game includes 2 standard, 6-sided dice. In the game,
sometimes only one die will be rolled, and sometimes both
will be. When both dice are rolled together, the numbers
showing are added together. For example, if a 3 were rolled
on one die and a 5 were rolled on the other, these numbers
would be added together to give the final result, 8in this case.

Each hex on the Terrain Mapsheet represents an area
of ground 33 meters (roughly 100 feet) across, and each turn
in the game represents 10 seconds of real time.

, . GAME SETUP |

Assemble the two model battledroids included in the
game. Follow the assembly instructions provided. Some glu-
ing is necessary.

Create a scenario to play. The scenario should tell what
battledroid types are being used and where they will start
on the Terrain Mapsheet.

Set the.two maps together on a table or on the floor to
make a single larger map and place the battledroid models
on it in the starting positions given by the scenario. If the
scenario created did not specify starting locations, the
battledroids should be placed on opposite sides of the map.




PLAYING THE GAME.

DICE ROLLS IN BASIC GAME '

In the basic game, the dice are always rolled together
to determine the outcome of any combat and to find out
which player has the initiative during each game turn.
Whenever a dice roll is called for, the player rolls both dice
and adds the numbers showing together.

. SEQUENCE OF PLAY :

Basic Battledroids is played in turns. During each game
turn, the players must follow the sequence given below:

Initiative Phase

1. Each player rolls the dice. The player who rolls the highest
number wins the initiative for this game turn. This allows
him to move and declare his target after his opponent, which
can help him decide what to do. If both players roll the same
number, each rolls again.

Movement Phase

2. The player who lost the initiative moves his battledroid.
Using the basic movement rules, he moves his battledroid
across the Terrain Mapsheet from hex to hex.

3. The player who won the initiative moves his battledroid.
He has an advantage because he can see where his opponent
already moved.

Combat Phase

4. The player who lost the initiative declares any attacks that
he plans to make.

5. The player who won the initiative declares any attacks that
he plans to make. This may give him an advantage, if, for
example, he has a limited number of missiles.

6. Combat occurs simultaneously, and any damage given by
a successful attack does not take effect until after all comabt
has been resolved. Who resolves his fire first does not matter,
but all of one player’s fire should be resolved before any of
the second player's fire is tesolved.

Continuing The Game
7. Repeat Steps 1 through 6 until only one player’s droid is
left.

Ending The Game

8. The game ends when only one battledroid is left, and the
player with the only droid left is the winner. If both droids
are destroyed at the same time, the game is a draw.

Facing Diagram

6

Every hex on the map has six edges, called hexsides. In
Basic Battledroids, every battledroid must be oriented to
face one of those six hexsides. In this game, the droid is
considered to be facing the way its feet are pointing. A
battledroid’s facing affects both its movement and its com-
bat, and it can only be changed during the Movement Phase.

MOVEMENT

Battledroids change their position on the Terrain Map-
sheet by using four different types of movement: standing
still, walking, running, or jumping. During the Movement
Phase of each game turn, each player must choose which
one form of movement his battledroid will employ that turn.
In the basic game, how his droid moves is always the player’s
choice.

MOVEMENT TYPES
Standing Still

The battle droid stays in the hex in which it started the
turn. It does not move at all, even to change its facing.
Walking

While walking, a battledroid can move forward into a
hex it is facing or backward into a hex directly to its rear. It
cannot move into any other hex unless it changes its facing
first. To do this, it-turns one hexside at a time until the hex
it wants to enter is directly to its front or rear. Then it may
move on. The diagram shows the hexes into which a walking
battledroid can move.

A droid can combine walking forward, walking back-
ward, and changing directions in the same turn. It can walk
on level ground over all terrain, or climb up or down as many
as 2 elevation levels. All of these movements are possible
forward, but a droid cannot change elevations while moving
backward. A droid cannot climb up or down 3 elevation levels
or more, either forward or backward.

Movement Diagram
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Running

When running, a droid can move farther in a turn than
it can walking. It can only move forward, climb, or change
its facing while running. It cannot move or climb backwards
while running, and it cannot combine forward and backward
movement while running. It cannot climb up or down more
than 2 elevation levels while running.
Jumping

Not all battledroids can jump. Those that can, such as
the Wasp, the Stinger, and the PhoenixHawk in this game,
can move into any hex touching the hex they are in. The
terrain type in the hex does not matter, nor does the droid'’s
original facing. The droid will land facing whatever direction
the player chooses.

MOVEMENT POINTS

Every battledroid has a number of movement points
(MPs) that it can use during each Movement Phase. These
MP allowances are listed in the Battledroid Statistics section
at the end of the basic rules.

Battledroids spend MPs to move from hex to hex and
to change their facing. Once it begins to move, a droid spends
MP for every move it makes. [t may continue to move as
long as it has MP left. Exactly how these points are spent is
up to the player, but once a droid has used all of its available
MPs, or once its Movement Phase is over, it cannot move
again until the next turn.

Battledroids are not required to spend all of the MPs
available to them, but unused MPs cannot be accumulated.
For example, a Warhammer that uses 2 of its 4 MPs during
one turn can only spend up to 4 MPs in the next turn, and
cannot save the 2 unused MPs from the previous turn.

MOVEMENT POINT COSTS
Facing Change

It costs the battledroid 1 MP for every hexside that it
changes its facing by. A 180° spin would cost the droid 3 MPs.

Facing Change Diagram

Figure 1 Figure 2

In the example shown in the diagram, a player wants to
move his battledroid from Hex A into Hex B. The battledroid,
however, is currently facing Hex C, and so it cannot legally
move to Hex B. If, however, the player changes its facing,
as shown in Figure 2, the droid can legally move into Hex
B. This uses 1 MP because it was a 1-hexside facing change.

If the player wanted to move the droid into Hex D, this
would cost 2 MPs. The droid would have to change facing
as shown in the diagram, making a 2-hexside facing change.

Walking

It costs a minimum of 1 MP for a droid to walk one hex
forward or backward. If the terrain is not clear and flat, how-
ever, this cost increases as shown in the table. A droid must
have the total number of MPs required before it can move
into a hex. If the terrain cost is greater than the number of
MP a droid has left in a turn, it cannot move into the hex.
The only exception is that a droid can always move forward
1 hex, no matter what the terrain cost, so long as that is the
only move it makes in that game turn.

Terrain Effects On Movement

Terrain Type Cost Per Hex

Clear 1MP

Rough 2MP
Light Woods 2MP
Heavy Woods 3MP

Water 2 MP

Elevation Change 1 MP/Level

Movement Example

In the diagram, the battledroid in Hex A has 4 MPs avail-
able. It will cost all 4 of the droid’s MPs to walk straight ahead
into Hex B (1 MP) and then forward again into the heavy
woods in Hex C (3 MP). It would cost all 4 MPs for the droid

to move into Hex B (1 MP), then change its facing (1 MP)

and move into the light woods in Hex D (2 MP). Similarly, it
would cost the droid all 4 MPs to move into Hex E, first
forward into Hex B (1 MP), then changing the facing (1 MP),
and last crossing the stream (2 MP). Finally, if the player
wanted to move his battledroid from Hex A directly to Hex
F, he would first have to change its facing (1 MP) and then
enter the clear terrain (1 MP) after climbing 2 elevation levels
(2 MP). ~ ’

Running

Running battledroids pay the same terrain cost as walk-
ing battledroids do, butthey have more MPs to use. All droids
get 12 times as many MPs when they run as when they
walk. Thus, a droid that has 4 MP available when it walks
will have 6 MPs available when it runs (4 x 172 = 6). Fractions
are rounded up, and a battledroid with 3 MPs while walking
will have 5 MPs available when it runs. The Battledroids
Statistics section tells how many MPs a droid has when it
runs.
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Jumping

When a battledroid jumps, it can move 1 hex in any
direction for every MP it has available for jumping. It can
jump into any hex, regardless of elevation level difference
or terrain type.

Even battledroids that can jump have a limited number
of MPs available for jumping. The Battledroid Statistics sec-
tion tells how many are available for each droid type.

Jump Movement Example

Clear
elevation

The diagram shows a battledroid in Hex A with 4 MP
available for jumping. It uses them to jump to Hex B, 4 hexes
away. Since it is using jump movement, it spends only 1
point for every hex it moves, ignoring all terrain costs for
the hexes it passes over and for the hex it lands in. After it
lands, the player can face the droid in any direction he
chooses, at no extra cost. Walking, the droid would have to
spend 9 MP to do the same thing. He would have to change
facing (1 MP), enter the clear hex and climb one elevation
level (2 MP), change facing again (1 MP), cross the stream
(2 MP), and enter the heavy woods (3 MP).

STACKING

In the basic game, only one battledroid at a time can
occupy a hex. During the Movement Phase, a battledroid
cannot move through hexes occupied by other droids.

 COMBAT

In Basic Battledroids, the only type of combat allowed
is weapon fire. For one droid to fire at another, it must have
a clear sighting path to a target within range of its weapons,
as discussed in the section on Picking A Target. Then, it must
fire accurately enough to hit the target, described in Firing
Weapons. If the shot is successful, the target droid’s armor
may protect it, as discussed in Penetrating Armor. Then, the
effects of the shot must be determined, covered in Battled-
roid Damage
PICKING A TARGET

Three things help a player to pick a target for his droid’s
weapons. First, the target must be in a position that his
weapons can hit. The droid’s weapons will not bear on all
hexes, but only on the hexes in the firing arc in front of the
droid. Secondly, some hexes will be out of range, or too far
away to hit.

Third, there may be things in the way, and the droid will not
have a clear line of sight to its target. If another droid is
within a droid’s firing arc and range, and if there is a clear
line of sight, then the droid may fire. If not, no weapon fire
is possible.
Firing Arc

A battledroid’s, firing arc is determined by its facing. It
spreads out from its front three hexsides, as shown in the
diagram. Any enemy battledroid within this firing arc can be
shot at, and droids outside the arc cannot be attacked.

Shaded hexes show the
battledroid’s firing arc.

Firing Arc Diagram

Line of Sight

Before a battledroid can attack an opposing droid, a clear
line of sight must exist between them. That is, the two battle-
droids must be able to see each other over or-through any
intervening terrain. The line of sight is checked by laying a
straightedge (a ruler or a sheet of paper) from the center of
the attacker’s hex to the center of the target droid’s hex. If
the line doesn’t cross any blocking terrain, there can be an
attack. If, however, the line of sight is blocked, neither droid
can fire at the other.

Woods and high ground are the only terrain types that
can block a line of sight. The following paragraphs explain
how this happens.

Heavy Woods: Battledroids can see into or out of heavy
woods hexes, but they cannot see through them. If the line
of sight crosses a heavy woods hex between the attacking
droid and its target, the line of sight is blocked. Heavy woods
in the hex occupied by the attacker or the target has no effect
on determining line of sight, though it will make firing more
difficult.

Light Woods: Battledroids can see through 1 or 2 hexes of
light woods. If, however, there are 3 hexes of light woods
between the attacker and its target, the line of sight is blocked.
Light woods in the hex occupied by the attacker or the target
has no effect on determining line of sight, though it will make
firing more difficult.

Elevation Levels: If there is any hex that is higher than the
hex occupied by the attacker or the target lies along the line
of sight, the line of sight is blocked. If the attacker is shooting
uphill, the line of sight will be blocked if the hex next to the
attacker is as high as the hex occupied by the target. If the
attacker is shooting downhill, the line of sight will be blocked
if the target occupies a hex directly behind a hex as high as
that occupied by the attacker; this reflects the dead ground
that can be found just below the crest of any hill or ridge.

Line of Sight Diagram




The diagram shows some of the principles governing
line of sight in operation. A battledroid in Hex A can see
battledroids in Hexes B,D, and E. It cannot see the droid in
Hex F because the line of sight is blocked by heavy woods,
and it cannot see the droid in Hex G because there are 3
light woods hexes between the two droids. It cannot see the
droid in Hex C because Hex B causes Hex C to be dead
ground.

The battledroid in Hex C cannot see the droid in Hex A
because the hill crests too close to C. It does, however, have
an unblocked line of sight to the droids in Hexes B,D,E, and
G, but heavy woods hexes completely block any line of sight
to or from the battledroid in Hex F.

Range

The weapons for each droid have a maximum range, or
the number of hexes beyond which they cannot reach. This
means that a droid with a maximum weapon range of 10
hexes cannot ever hit a droid 11 hexes away. In general, the
greater the range, the more difficult it is to make a successful
hit.

The range between the attacking battledroid and the
targetis important in combat. The range is found by counting
the number of hexes from the firing battledroid to the target
along the shortest possible path. The target droid’s hex is
counted, but not the attacking droid's hex. The range also
will be used to determine the attacker’s Base To-Hit Number
and the target’s Armor Value.

After the range has been counted, consult the table
below to find if it was short, medium, or long.

A Warhammer is firing at a Crusader at a range of 7
hexes, including the hex that the Crusader is in. From the
Range Table, the attacking player determines that he is at
Medium range, and from the Base To-Hit Number Table, he
finds that his Base To-Hit Number is 6.

Range Table
Hexes Range Name
1 Contact
2=43 Short
4-10 Medium
1it. = 21 Long

FIRING WEAPONS

After a player has determined that a line of sight exists
to a target within his droid’s firing arc and range, he rolls
dice to see if he hit the target. In general, the more difficult
the target, because of distance (range), concealment by ter-
rain, or movement, the more difficult a successful shot will
be.

The first step is to determine the Base To-Hit Number
of the droid’s weaponry; this is the same for all droids, and
depends on the range. Then, this number is increased if
either droid is concealed by terrain and if either droid moved.
This will give a Modified To-Hit Number. The attacker rolls
the dice. If the numberis equal to or greater than the Modified
To- Hit Number, the shot hit.

Base To-Hit Number

First count the range between the attacking droid and
its target, as detailed above. Next, find that range in the table
below. Beside that range will be the Base To-Hit Number.
Remember that this Base To-Hit Number will be modified
by terrain and by movement. If the modifiers make the Mod-
ified To-Hit Number 13 or more, the attack is automatically
a miss.

Base To-Hit Numbers

Range Base
Contact 4
Others 6

Movement Modifiers

The Base To-Hit Number will be modified by the move-
ment of either or both battledroids. These modifiers can be
found in the table below.

Movement Modifiers Table

Battledroid Movement Modifier
Attacker
Stationary None
Walked +1
Ran + 2
Jumped +3
Target

Moved 0 — 2 Hexes None
Moved 3 — 4 Hexes +1
Moved5 — 6 Hexes +2
Moved 7 — 9Hexes +3
Jumped (add to above) + 1

During the Movement Phase, the attacking Warhammer
from the example above walked (+ 1 modifier) and the de-
fending Crusader moved a total of 4 hexes ( +2 modifier).
As a result, a movement modifier of + 3 is added to the Base
To-Hit Number, making the Modified To-Hit Number a 9.

Terrain Modifiers

Terrain between the attacker and the target can make it
harder to make a successful attack. The only types of terrain
that have such an effect are heavy woods and light woods,
and the effects they have are detailed in the paragraphs
below.
Light Woods: For each hex of light woods between the at-
tacker and the target, add a terrain modifier of +1 to the
To-Hit Number. Add a +1 terrain modifier if the target oc-
cupies a hex of light woods.
Heavy Woods: If the target occupies a hex of heavy woods,
add a +2 terrain modifier to the To-Hit Number.

In the previous example, the defending Crusader oc-
cupies a light woods hex, and so there will be a + 1 terrain
modifier to the To-Hit Number. There is a hex of light woods
between the Warhammer and the Crusader, and so there is
another terrain modifier of + 1. This makes the total terrain
modifier +2, which makes the Modified To-Hit Number a 11
(Base To-Hit Number of 6 + Movement Modifier of 3 +
Terrain Modifier of 2 = 11). This means that the player com-
manding the attacking Warhammer must roll an 11 or 12 to
hit the Crusader. Anything less will miss the target.




DETERMINING DAMAGE

If the attacker makes a successful shot, he must see if
his shot will inflict damage on the defending battledroid.
This depends on the damage that the attacking droid can do
and the Armor Value of the target.

Damage Value

Every battledroid has a Damage Value for each of the
four firing ranges — Contact, Short, Medium, and Long.
These values are listed in the Battledroid Statistics section.
Some droids have a Damage Value of 0 at certain ranges.
Naturally, they cannot make attacks at those ranges, because
their weapons are not effective there.

Armor Value

Battledroids are also rated for the amount of armor they
carry. This is called the Armor Value, and it is given for each
type of droid in the Battledroid Statistics section.

The armor in the rear of the battledroid is not as strong
as that in the front, and so when attackes come from the
rear, the target droid’s Armor Value is modified. If the attack
is being made against the target’s rear hexside, subtract 2
from the Armor Value. If the attack is being made against
the target’s right rear hexside or left rear hexside, subtract
1 from the Armor Value. The diagram shows this.

Armor Value
Modifier Diagram

To determine which part of the defending droid’s armor
is hit by an attack, place a straightedge between the center
of the attacking droid’s hex and the center of the defender’s
hex. The side of the target hex crossed by the straightedge
determines part of the armor hit in the attack. If the straight
edge exactly crosses the joint between two hexsides, the
defender chooses which hexside is crossed by the attacker’s
fire.

Damage Roll

The attacker’'s Damage Value is cross-indexed with the
target's Armor Value on the table below. This will determine
the Damage Number, the lowest number the attacking player
can roll to inflict damage. Find the target droid’s Armor Value
along the top row of the Armor Penetration Table. Run a
finger down this vertical column until it intersects the hori-
zontal column corresponding to the attacker’s Damage Value.
The number showing atintersection is the Damage Number.

To determine if damage is given, the attacker rolls the
dice a second time. If the Damage Roll is equal to or greater
than the Damage Number, then the shot will penetrate the
defender’s armor and cause damage.

In our example, the player commanding the Warhvamméjr

rolls an 11 and hits his oppohent’s Crusader. At medium

range, the Warhammer has a Damage Value of 15. The
Crusader has an Armor Value of 13, but this is reduced to
12 because the Warhammer is firing at the Crusader’s right
rear hexside. The attacker checks the Armor Penetration
Table, cross-indexing the Crusader’s Armor Value of 12 with
his Damage Value of 15. He finds that the Damage Number

Damage Armor Penetration Table
Value Target'sArmorValue

b 6 7 8 9 10 1 12 13
3 8 8 9 9 0 10 10 11 1
4 7 8 8 9 9 0 10 10 M1
5 7 7 8 8 9 9 10 10 10
6 6 7 7 8 8 9 9 10 10
7 6 6 7 7 8 8 9 9 10
8 5 6 6 7 7 8 8 9 9
9 5 5 6 6 7 7 8 8 9
10 4 5 5 6 6 7 7 8 8
11 4 4 5 5 6 6 7 7 8
12 3 4 4 5 5 6 6 7 7
13 3 3 4 4 5 5 6 6 7
14 3 3 3 4 4 5 5 6 6
15 3 3 3 3 4 4 5 b 6
16 3 3 3 3 3 4 4 5 5

is 5, and so he must roll a 5 or over in order to damage the
enemy battledroid. He rolls a 7, and so his shot penetrated
the target’s armor and damage resulted.
DAMAGE EFFECTS

Whenever a target’'s armor is penetrated by an attack,
the attacker makes a die roll. He consults the table below to
find the damage effects from his shot. The damage is re-

‘corded by the player with the target droid.

Damage Effects Table

Dice Roll Effect

Battledroid destroyed.

Battledroid destroyed.

Battledroid destroyed.

Weapons destroyed. Attacks at contact range
only. Ifrolled again, reroll.

Battledroid cannot move orfire for 2 turns.

Battledroid cannot move or fire for 1turn.

Battledroid cannot move or fire for 2 turns.

Battledroid’s MP reduced to half (rounding
down). Ifrolled again, droid is immobil-
ized and cannot move or change its
facing. If rolled again, reroll.

10 Battledroid destroyed.

11 Battledroid destroyed.

12 Battledroid destroyed.
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Stinger 6 6 5 3 6 5 —
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4 - 10 9 16 16 12




ADVANCED BATTLEDROIDS

S ——

This section of the rulebook contains the information
needed to play Advanced Battledroids. These rules assume
that the player has a working knowledge of Basic Battle-
droids, and only additions or changes to the basic rules are
covered here. Rules that do not change are not duplicated.

In general, only one area of the rules will be altered —
combat. Terrain effects on combat are different, several new

combat modes are introduced, and damage effects are more
detailed. In addition, the dice are sometimes used differently.

Two new concepts have been added. The first, structural
integrity, affects movement.-The second, heat, puts a limit
on what a droid can do and adds a level of interest for the
advanced gamer.

GAME SE

TUP

P

Advanced Battledroids uses all the components as the
basic game. In addition, it uses a Record Sheet to keep track
of damage and heat.

RECORD SHEET

The two diagrams of the battledroid on each Record
Sheet are used by players in the advanced game to keep
track of their droids’ damage. The column of boxes is used
to keep track of the droids’ internal heat. Other areas of the
sheet are used to keep track of critical hits in the expert game,
but these areas are not used in Advanced Battledroids.

The Record Sheet has a block in which the player can
record information about his droid, including its type, ton-
nage, and movement points. It also is used to record informa-
tion about the onboard DroidWarrior’s piloting and-gunnery
skills, and about the engine, gyro, and sensors, but this infor-
mation is not used in Advanced Battledroids:
Armor Diagram

The larger of the two diagrams is the Armor Diagram.
It shows the arrangement of the droid’s armor. It is made
up of boxes that the player can check off as armor is de-
stroyed by weapons hits and physical attacks.
Internal Structure Diagram

The smaller of the two diagrams is the Internal Structure
Diagram. It shows the division of the battledroid’s internal
structure. Like the boxes on the Armor Diagram, these boxes
are used to keep track of battle damage to the droid’s internal
structure.
Heat Scale

The Heat Scale, a column of numbered boxes, is used
to keep track of internal heat buildup in each droid. As heat
builds up, these boxes are checked off from low to high.
When enough heat has built up, the comments beside the
boxes tell what effect the heat has on the droid.
Critical Hit Charts

The Critical Hit Charts are not used in Advanced Batfled-
roids. In the expert game these charts are used to record
hits on each important body segment, including the head,
legs, arms, and torso.

~ , GAME SETUP

The game setup for Advanced Battledroids is almost
identical to that for the basic game, but before starting play,
the players must fill out a Record Sheet for each droid in the
game.

PREPARING THE RECORD SHEET

The information necessary to fill out the Record Sheet

is different for each droid type. This is found in the section

on Battledroid Statistics. In that section, the information for
the Stinger looks like this:

Type: Stinger Tons
Tonnage: 20
Internal Structure: 2
Engine: GM 120 4

Walking MovementPts.: 6

Running Movement Pts.: 8

JumpMovementPts.: 6 —a8
Total Heat Sinks: 10 0
Gyro: 2
Cockpit: S
Armor Factor: 64 4

Boxes

Head 6

CenterTorso F:10 R:4

RtLtTorso E: 7 R:2

Rt LtArm 6

Rtltleg 7
Weapons Ammo:

Critical

Type Location Boxes
Med. Laser Rt.Arm 1 1
M.G. Rt. Arm 1 B
M.G. Lt. Arm 1 ]

1 1

Ammo: 1000mg  Ct.Torso

Transferthe information about the droid’s type, tonnage,
and movement point allowances (walking, running, and
jumping).

Then, use the Armor Values given in the statistics to
black out the unused boxes in the Armor Diagram. For exam-
ple, the Stinger has 10 armor in its center torso on the front,
but only 4 armor there in the rear. Black out all but 10 boxes
in the front center torso area and all but 4 boxes in the rear
center torso area.

Use the values for the droid’s internal structure to fill
out the Internal Structure Diagram. On the Stinger, the value
for the center torso is 6, and so all but 6 boxes should be
blacked out in that area.

Finally, use the value for the total number of heat sinks
the droid has to fill in the Total Heat Sinks Record. The Stinger
has 10 heat sinks, and so all but 10 boxes are blacked out.

When this has been done, the Record Sheet should look
something like this:

ARMOR DIAGRAM INTERNAL |1 Stinger
STRUCTURE RS 20

DIAGRAM Movement Points

G
3

DROID WARRIOR

Name

Pilor Skil

@O0 ® O Dpead

Total Heat Sinks

SAT1TL.EOIORIIODS

CRITICAL HIT CHART
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PLAYING THE GAME

SEQUENCE OF PLAY

Initiative Phase

1. Players roll both dice. The player with the higher roll has
the initiative throughout the turn. If more than 2 are playing,
the second highest roll has the initiative before the third
highest, and so on.

Movement Phase
2. Player who lost theinitiative moves.
3. Player with the next lowest initiative moves. Repeat this
until all players have moved. The player who won the initia-
tive moves last.
Attack Phase

Weapons Attacks
4. The player with the lowest initiative declares any attacks
he plans to make using his battledroid’'s weaponry.
5. The player with the second lowest initiative declares his
weapons attacks, and so on until all players have declared
their weapons attacks. The player who won the initative de-
clares his weapons attacks last.
6. Weapons attacks are resolved, one player at a time. The
order does not matter, but all the weapon attacks by one
player should be resolved before any other player’s are resol-
ved.
7. Damage from weapon attacks takes effect. Although dam-
age is recorded as attacks are resolved, it does not affect the
droid until after all weapons attacks have been resolved,
when all damage takes effect at once.

Physical Attacks
8. Repeat Steps 4 through 7 for physical attacks. Note that
physical attacks occur after weapons damage has taken ef-
fect.-Record damage as physical attacks are resolved, but
damage does not affect the droid until after all physical at-
tacks are resolved.
Heat Phase
9. Players adjust their Heat Scales to reflect any heat built
up or lostduring the game turn. Any temporary or permanent
damage caused by excessive internal heat goes into effect
during this phase.
End Phase
10. Steps 1 through 9 are repeated until only one battledroid
is left. The player with the last surviving droid is the winner.
If last two droids are destroyed simultaneously, the game is
a tie.

The movement rules for Advanced Battledroids are iden-
tical to those used in the basic game, with the addition of
rules for structural integrity.
STRUCTURAL INTEGRITY

In order-to run or jump, battledroids must have two
functioning legs. If one of a battledroid"s legs is destroyed
in combat, it can only use walking movement. If both of a
battledroid’s legs are destroyed, it cannot move at all.

WEAPON COMBAT

The Advanced Battledroids combat rules are very differ-
ent from those used in the basic game. Instead of being
given abstract Damage Value ratings, advanced game
battledroids carry an assortment of energy weapons, ballistic
weapons, and missile launchers. Every weapon has its own
short, medium, and long range, it own damage effects, and
its own heat generation rating. In addition, the droid has
limited ammunition available for its missile launchers and
ballistic weapons. The characteristics of each weapon are
listed in the Weapons Statistics section.

A change in the firing arc rules takes advantage of the
droid’s abilitiy to turn its torso left and right. This gives the
droid two new firing arcs. The line of sight rules are the
same, but the concealing effects of terrain have been ex-
panded. The ranges of each weapon come into play, and the
To-Hit Number is modified by the range.

Rules for missile fire and detailed hit location are pro-
vided, and the way that damage is recorded and its effects
are applied is a complete change from the basic game.

In addition, rules are provided for physical attack, so that
a droid can punch or kick its target. Weapons inflict damage
on the outer armor covering every battledroid. When the
armor-has been destroyed in a particular location, any re-
maining damage affects the droid’s internal structure.
PICKING A TARGET
Firing Arc

Each battledroid can rotate its torso one hexside to the
left or right, while keeping its feet where they are. This means
that the droid can move in one direction, but fire in another.
It also means that the heavy armor on the front of a droid
may be presented to face incoming fire. Unlike the basic
game, a droid’s firing arc depends on which way its torso is
turned, and only partly on which way its feet are pointing.

The firing arc for a battledroid that has its torso facing
forward is identical to the firing arc in the basic game. When
the droid’s torso rotates, the firing arc moves too, as shown
in the diagram.




Line of Sight

In Advanced Battledroids, heavy woods and light woods
do not block the line of sight entirely as they do in the basic
game, although they modify the To-Hit Number.

Most of the effects of elevation on line of sight are iden-
tical to those listed in the basic game, with a significant
exception. When both the attacking battledroid and its target
are on the same elevation, a hex between them 1 elevation
level higher provides no cover to the target unless the target
is directly behind the higher hex. In this situation, the line
of sight is not blocked as in the basic game, but instead
provides partial cover for the target and modifies the To-Hit
Number. Just as in the basic game, however, if a hex 2
elevation levels higher is between the droids, the line of sight
is blocked.

Partial Cover Diagram

B
Level 1

Elevation

The drawing shows how partial cover works. If the

Warhammer in Hex A fires at the Crusader in Hex C, the

elevation of Hex B provides the Crusader with partial cover.

Notice, however, that the Warhammer can see the ‘

PhoenixHawk in Hex D.

Range

The ranges for all weapons are listed in the Weapon
Statistics section. A weapon’s maximum range is divided
into thirds for its Short, Medium, and Long ranges.

Some weapons, like particle beam projector cannons,
auto-cannons, and long-range missiles, are designed for
targeting at longer ranges. When these are used at very-
close-range targets, they lose considerable effectiveness.
This Minimum range is listed in the Weapon Statistics sec-
tion. The number given is the range at which the weapon
becomes less effective than normal, and the minimum range
modifier to the To-Hit Number will reflect this.

Far exampfe, the pamcie beam pro;ector canno is listed

FIRING WEAPONS
Base To-Hit Number

In Advanced Battledroids, the Base To-Hit Number is 4,
no matter what the range. This represents the DroidWarrior’s
gunnery skill. Unlike the expert game, all DroidWarriors have
the same gunnery skill, and so all Base To-Hit Numbers are 4.

Range Modifier
The To-Hit Number is modified for range, according to
the table below.

Range Modifiers

Range Modifier
Short None
Medium +2
Long +4

For example, a Warhammer firing one of its particle
beam projector cannons at a Crusader 7 hexes away would
be firing at Medium range. The Base To-Hit Number of 4 is
modified for the Medium range by + 2. This makes the Mod-
ified To-Hit Number 6.

Minimum Range Modifier

The Minimum range given in the Weapon Statistics sec-
tion is the hex at which the To-Hit Number is modified by
+ 1. For every hex closer, the modifier is increased by-1, so
that the Minimum Range Modifier for some weapons is
greater at very close ranges than at maximum range.

A particle projector cannon has a Minimum range of 3
hexes. If it is being fired at a target 3 hexes away, it has a
Minimum Range Modifier of +1. If howeyer, it is fired at a
target only 2 hexes away, the modifier is +2, and ifthe target
is 1 hex away, the modifier is +3. Thrs is shown in the dla-
gram.

Short Medium Long
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The Base To-Hit Number is 4, the modifier for Short range
is 0, and the Minimum Range Modifier is +2. This makes
the Modified To-Hit Number a 6, the same as if the Crusadet
were at Medium Range!

Movement Modifiers

In Advanced Battledroids, the To-Hit Number is modified
by the movement of the attacking battledroid and its target
just as in the basic game.
Terrain Modifiers

Terrain effects on combat in Advanced Battledroids are
different from those in the basic game. The effects of light
woods are the same, but heavy woods no longer gives com-
plete concealment. Water makes it harder or easier to hit,
depending on which droid is in the water hex. Partial cover
because of elevation also gives a Terrain Modifier. All of
these cases are covered in the paragraphs below.




~ TN

Light Woods: The Terrain Modifier is +1 per hex of light
woods between the attacker and its target. There is an addi-
tional Terrain Modifier of +1 if the target occupies a light
woods hex.

Heavy Woods: The Terrain Modifier is +2 per hex of heavy
woods between the attacker and its target. There is an addi-
tional Terrain Modifier of +2 if the target occupies a heavy
woods hex.

Water: There is a Terrain Modifier of +1 if the attacker is in
a water hex, and of —1 if the target is in a water hex.
Partial Cover: There is a Terrain Modifier of +3 if a target
is partially concealed by a hex 1 elevation level higher than
either attacker or target, as discussed in the Line Of Sight
section.

One hex of heavy woods (+2 modifier) and two hexes

of light woods ( + 2 modifier) stand between the Warhammer
and its target, which occupies a water hex (— 1 modifier).
This makes the Terrain Modifier +3 (2 + 2 — 1 = 3).

*Modified To-Hit Number

The Modified To-Hit Number is the Base To-hit Number
plus all modifiers for range, minimum' range, movement,
and concealment. Ifitis 13 or greater, the shotis an automatic
miss. e :

In our example, the Warhammer fires its particle beam

projector cannon at a Crusader 2 hexes away ( +2 Minimum

Range Modifier), with 2 hexes of heavy woods giving the
Crusader cover (+4 Terrain Modifier). The Warhammer

walked (+ 1 Movement Modifier), and the Crusader jumped
(+ 1 Movement Modifier) 6 hexes (+2 Movement Modifier).

This makes the Modified To-Hit Number 14 (4 + 2 + 4 + 7
+ 1 + 2 = 14), which makes the shot an automatic miss.
To-Hit Roll

The To-Hit Roll is. made with both dice, just as in the
basic game. If the number rolled is equal to or greater than
the Modified To-Hit Number, the shot is successful.
Missile Hits

When a missile launcher attack is successful, the damage

depends on exactly how many of the missiles fired actually

reached the target. During the Succession Wars, missile gui-

. dance technology for tactical combat is extremely primitive

and not at all certain.

The Modified To-Hit Numberis calculated and the To-Hit
Roll made, just as with other weapons, but the combat pro-
cedure has one extra step. If a missile launcher attack hits
its target, the attacking player must then roll the dice and
consult the table below to find out how many missiles hit.

First, find the number of missiles fired on the top row
of the table: Run a finger.down this vertical column until it

‘intersects the horizontal row corresponding to the die roll.

The number showing-at the intersection is the number of
missiles that-actually hit the target.

Missile Hit Table
Dice Roll - Number of Missiles Fired

2 4 5 6 10 15 20
2 1 1 1 2 3 5 6
3 1 2 2 2 3 5 6
4 1 2 2 3 4 6 9
5 1 2 3 3 6 9 12
6 1 2 3 4 6 9 12
7 1 3 3 4 6 9 12
8 2 3 3 4 6 9 12
9 2 3 4 5 8 12 16
10 2 3 4 5 8 12 16
11 2 4 5 6 10 15 20
12 2 4 5 6 10 15

Our Warhammer fires its 6-pack short-range missile
launcher and hits its target, the Crusader. The attack was
successful, and so the attacking player must now determine
how many of his 6 missiles actually hit the Crusader. He rolls
an 8, and cross-references this roll along the left of the table
with the 6 missiles he fires along the top to find 4 of his 6
missiles reach their target. If he’d rolled a 2, only~2' missiles
would have hit the Crusader! .
Ammunition

Missile launchers, machine guns, and auto cannons pos-
sess limited amounts of ammunition. The Record Sheet for
each battledroid should indicate the number of times a given
weapon can fire before it is out of ammunition. The player
should keep a tally on the Record Sheet, making a check
mark every time the weapon is fired. When the number of
check marks equals the amount of ammo carried, the weapon
is out of ammunition and cannot be fired for the rest of the
game.

HIT LOCATION
Droid Side Hit

When an attack hits its target, it hits either the front,
back, left, or right side of the target, and the attacking player
must determine what part of the target his-weapon or mis-
siles hit. First, lay a straightedge from the center of the at-
tacker’s hex to the center of the target’s hex. Find the hexside
crossed by. the straightedge on the accompanying diagram
to find the side of the battledroid hit by the fire. If the
straightedge exactly crosses the joint betweentwo sides, the
defender chooses which side is hit by the attack.

Right Side

ight Side

Determining Hit Location
To determine the exact location of the hit, the attacker
should roll both dice and consult the appropriate column of

- the Hit Location Table. In this table.there is one column for

the right side, one for the left side and one for the front or
back. Some of the damage location results state that the hit
is a critical hit; this is not used in this game, but is used in
the expert game.

In general, a separate roll should be made for every
weapon that hits, including each short-range missile that
hits. Long-range missile hits, however, are a special case,
and the attacker should roll once for every 5 that hit the
target. If the number of missiles that hit a-defending droid
can't be evenly divided into groups of 5, the attacker should
make as many groups of 5 as he can, and roll once for those
left over.



Hit Location Table
Dice Left Side Front/Back Right Side
2 LeftTorso Center Torso Right Torso
(Critical) (Critical) (Critical)

3 LeftLeg Right Arm RightLeg
4 LeftArm Right Arm Right Arm
5 LeftArm Right Leg Right Arm
6 LeftLeg Right Torso RightLeg

7 LeftTorso Center Torso RightTorso
8 CenterTorso Left Torso Center Torso
9 RightRotso LeftLeg LeftTorso
10 RightArm Left Arm Left Arm

11 RightlLeg Left Arm LeftLeg

12 Head Head Head

The Warhammer) hits a Crusader by 1 particle projector
cannon and 2 short-range missiles. The straightedge shows
that the attack is being made against the target’s left side.
The attacking player rolls 3 times to determine hit location,
once for the cannon and once for each short-range missile.
His 3 die rolls are 8, 3, and 11, respectively. Consulting the
column for left-side hits, he determines that his particle pro-
jector cannon hits the Crusader’s center torso, one missile
hits its left leg, and the last missile hits its right leg.

DETERMINING DAMAGE
Damage Value

Unlike the basic game, not all weapons give the same
damage. The Damage Value for each weapon is given in the
Weapon Statistics section.

Missiles do the same amount of damage for each missile
at any range, but the number of missiles that hit determines
how much damage a missile attack does. Long-range mis-
siles have a Damage Value of 1 and short-range missiles a
Damage Value of 2 for each missile in the group. Cross of 1
Armor box at the appropriate location on the battledroid’s
Record Sheet for every point of damage inflicted on that
location. When all the available Armor Boxes at that location
have been checked off, begin crossing off the available Inter-
nal Structure Boxes at that same location.

Armor Value

The Record Sheet shows the Armor Value of a battledroid
in each location. This is the number of boxes left on the
droid’'s Armor Diagram. For each hit in a location, this Armor
Value will decrease. When no armor is left, the hit does dam-
age to the droid’s internal structure.

Recording Damage

Every time a location is hit, the player of the target droid
finds the appropriate hit location shown in the Armor Dia-
gram. He crosses off 1 Armor Value box at the appropriate
location for every point of damage given (the Damage Value
of the weapon). When all the Armor Value boxes at that
location have been crossed off, the damage is transferred to
the internal structure of the droid, and the appropriate
number of boxes are crossed off on the Internal Structure
Diagram.

Destroying A Droid

When all the boxes at a given location on the Internal
Structure Diagram have been crossed off, that part of the
droid’s body has been shot off and all of its functions are
lost. This means that any weapons and heat sinks in that
location also are lost.

If the attacker rolls another hit on that location, the dam-
age from his attack is transferred to the next logical part of
the target. Damage to a missing arm or leg is transferred to
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the torso on the same side (left leg damage transferred to
feft torso, etc.). Damage to a side torso goes to the center
torso.

When the head or the center torso has been destroyed,
the battledroid is destroyed.

A Warhammer's left arm is hit by a particle projector
cannon (Damage Value 10), a large laser (Damage Value 8),
and 2 groups of 5 long-range missiles (Damage Value 1 per
missile, or total Damage Value 10). Up to this point, it had
lost none of its Armor Value of 20 in that arm. The cannon
hit reduces the Armor Value by 10, and so 10 boxes are
crossed off. The laser hit knocks off an Armor Value of 8,
and 8 more boxes are crossed off, leaving 2 boxes left. Then
the first group of missiles reduces the Armor Value by
another 5 points. The Warhammer's remaining armor has
an Armor Value of 2 (2 boxes left), and so 3 points get
through.

These 3 points reduce the Internal Structure Value, and
so 3 boxes are crossed off the Internal Structure Diagram,
leaving only 8 boxes from the original 11. The last group of
missiles reduces the Internal Structure Value by another 5
points, and 5 more boxes are crossed off Internal Structure
Diagram, leaving 3. The Warhammer's left arm is left with
an Armor Value of 0 and an Internal Structure Value of only
3. If the droid’s left arm takes hits with a Damage Value of
3 or more, it will have been completely shot off!

PHYSICAL ATTACKS

There are 4 different forms of physical attack: punching,
kicking, pushing, or charging. Of these, only punching and
kicking can be used in Advanced Battledroids; the others
are discussed in the expert game rules.

In order to make a physical attack, the battledroid must
be adjacent to its target (1 hex away), and the target droid
must be within the attacker’s firing arc. Each type of physical
attack has a different Base To-Hit Number, which is modified
by the movement of both the attacking droid and its target.
The To-Hit Roll is made against the Modified To-Hit Number,
just as with weapon fire. Damage location is determined by
special tables, but it is recorded just as for weapon fire.
Punching

A battledroid can punch with either or both arms in a
turn. It may not fire any weapons on that arm in the turn it
punches. Its shoulder must be undamaged by critical:hits in
the expert game.

The Base To-Hit Number for a punch is 4, which is mod-
ified by movement, just as with weapon fire. A To-Hit Roll
is made for each fist punching. The punch from each fist has
a Damage Value of 1 for every 10 tons (or fraction of 10 tons)
that the attacker weighs. Damage location is determined for
each separate punch by rolling ONE die and consulting the
table below.

Punch Hit Location Table

Die

Roll LeftSide Front/Back Right Side
1 LeftTorso Left Arm Right Torso
2 LeftTorso Left Torso RightTorso
3 CenterTorso Center Torso Center Torso
4 LeftArm Right Torso Right Arm
5 LeftArm Right Arm Right Arm
6 Head Head Head
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For example, a Warhammer punches a Crusader on the
right side with one fist. The Warhammer weighs 70 tons,
and so its punch has a Damage Value of 7 (70 divided by 10
= 7). The attacking player rolled a 3, which is the target’s
center torso. The player with the Crusader records the Dam-
age Value of 7 by crossing 7 boxes off his Record Sheet on
the Armor Diagram.

Kicking

Only one of a battledroid’s legs can kick per turn. No
weapons mounted on that leg can fire in the turn it kicks.
Both hips must be undamaged from critical hits in the expert
game.

The Base To-Hit Number for a kick is 3, which is modified
by movement, just as with weapons fire. Kicks have a Dam-
age Value of 1 for every 5 tons that the attacking battledroid
weighs. (A Warhammer’s kick would inflict 14 damage
points!) Damage location is determined by rolling ONE die
and consulting the table below.

Die Kick Hit Location Table

Roll  LeftSide Front/Back Side  Right Side
1 — 3LeftLeg Right Leg RightLeg
4 — 6 LeftLeg LeftLeg RightLeg

BATTLEDROIDS AND HEAT

Internal heat build-up is one of the most severe problems
facing any battledroid in combat. The droid builds up heat
whenever it moves rapidly and whenever it fires its weapons.
Every droid can get rid of heat through its heat sinks or by
positioning itself in water.

Even so, a high rate of activity usually produces more
heat than the droid can dissipate. As the battledroid’s internal
heat increases, its movement slows down and its weapons
fire becomes less accurate. If its internal heat reaches a cer-
tain level, ammunition that the droid carries may explode.
The droid’s fusion reactor may even shut down, causing the
droid to become inactive until the heat is reduced below a
certain point.

HEAT POINTS

The internal heat of a battledroid is indicated by the
number of heat points it has built up. The greater the number
of heat points the greater the internal heat. The player keeps
track of the heat points built up by his droid on the Record
Sheet, in the string of boxes called the Heat Scale. The Heat
Scale contained on every battledroid’s Record Sheet runs
from 1 to 30 heat points. The battledroid’s internal heat can-
not fall below 0 heat points or rise above 30. As its internal
heat reaches certain points along the Heat Scale, the battled-
roid will suffer the adverse effects given on the scale.
Building Up Heat

Different activities build up heat at different rates. A good
player will balance the tactical value of a certain activity
against the heat it will add to his droid. The table below gives
the number of heat points built up by various activities. It
also shows the number of heat points that a battledroid can
getrid of through its heat sinks and by occupying a water hex.

Heat Point Table

Activity Heat Points

Walking 0

Running +1 perturn

Jumping + 1 per hex

Weapon Fire Given on Weapons Chart
Heat Sinks —1persinkoperational
Occupying Water Hex —6perturn

1stEngine Critical Hit +5 per turn afterwards
2nd Engine Critical Hit + 10 perturn afterwards
Occupying Fire Hex +5 perturn

Moving Through Fire Hex +2 perhex

RECORDING HEAT BUILD-UP

During the Heat Phase near the end of every game turn,
each player adds up the heat points built up by his battled-
roid. He subtracts the heat given off by his droid’s heat sinks
or if his droid occupies a water hex. Any heat points that
remain are added to the Heat Scale on the battledroid’s Re-
cord Sheet. If, however, the droid gave off more heat than
it built up for the turn, the difference is subtracted from its
Heat Scale. It is a good idea to use a pencil on the Heat Scale,
because the heat will go up and down many times during
the game.

EFFECTS OF HEAT

The effects of increased internal heat cause the battle-
droid to function less efficiently. It will move slower, fire less
accurately, be in danger of exploding its ammunition, or
even shut down. Some of these effects are permanent, and
cannot be removed if the droid gets rid of the built-up heat,
but some will be removed when the internal heat goes down.
Some of the effects may be avoided. All of the effects are
explained in the paragraphs below.

Movement Effects

Subtract the number given from the droid’s movement
point allowance. If the effect is Move —1, subtract 1 from
the droid’s MP allowance as long as the heat is at or above
this point on the Heat Scale.

This effect is not cumulative with any other movement
lost due to heat build-up. When a battledroid’s heat build-up
reaches 5 on the Heat Scale, its MP allowance is reduced by
1. When the build-up hits 10 on the Heat Scale, its MP allow-
ance is reduced by 2, not1 + 2.

When the heat build-up is reduced below the point at
which the effect occurs, the effect is removed. If the heat
build-up on the Heat Scale is enough that a similar effect
has already been passed, then even though the greater effect
is removed, the lesser effect is still in force. Thus, if the heat
drops below 10 on the Heat Scale, the Move —2is removed,
but the Move — 1 effect is still in force until the heat drops
below 5.

Weapons Attack Effects

Add the number given to the battledroid’s Base To-Hit
Number. If the effect is Fire + 1, add 1 to the Base To-Hit
Number as long as the heat is at or above this point on the
scale.

Treat this effect like the movement effect: it is not
cumulative and it may be removed.

Shutdown

The battledroid shuts down its fusion reactor automati-
cally as a safety procedure. Until the DroidWarrior restarts
the reactor, the droid may not move or fire.

This effect may be removed temporarily if the heat be-
gins to drop, but it will occur again if the heat continues to
rise. Only when the heat has dropped below the point at
which the effect occurred is the effect removed permanently.
Thus, if the battledroid’s heat has risen to 22, there is a
chance for an explosion in each and every turn that the heat
level remains above 22. An Avoid Roll must be made for
every turn that the heat level stays above 22 or other levels

where avoid rolls are indicated on the Heat Scale.
If the droid shuts down, it remains motionless and cannot

build up any heat by its own actions. Its heat sinks will still
work, however, and so it will get rid of the heat it has. Every
turn it is motionless, the heat will drop, and the Droidwarrior
has a chance to restart the reactor. He rolls two dice. If his
roll is equal to or less than the Avoid number (which gets
lower as the heat drops), he can restart the reactor. When
the heat drops below 15 on the Heat Scale, the reactor will
restart automatically.

In the expert game, a shut down droid can be a target
for aimed shots.



Ammunition Explosion

For every turn after this point is reached, the most de-
structive ammo rack for a non-energy weapon explodes! To
determine which ammo rack is destroyed, look at the Damage
Value. A machine gun ammo rack has a Damage Value of 2,
and an auto cannon’s rack has a Damage Value of 5. A short-
range missile pack has a Damage Value of 2 per missile left,
and a long-range missile pack has a Damage Value of 1 per
missile left.

Give damage from the explosion to the part of the droid’s
body where the weapon is located, but the damage automat-
ically gets through to the droid’s internal structure.

This effect may be avoided by pure luck, as indicated by
the Avoid number. To see if it is avoided in a turn when the
heat continues to build up, the player must roll two dice. If
the dice roll is equal to or greater than the Avoid number
(4+, 6+, etc.), there will be no explosion.

This effect may be removed temporarily if the heat be-
gins to drop, but it will occur again if the heat continues to
rise. Only when the heat has dropped below the point at
which the effect occurred is the effect removed permanently.

This effect may be removed temporarily if the heat be-
gins to drop, but it will occur again if the heat continues to
rise. Only when the heat has dropped below the point at
which the effect occurred is the effect removed permanently.
Thus, if the battledroid’s heat has risen to 22, there is a

Example of a filled out record sheet

Type: CRD-3R Crusader _Tons
Tonnage: _65
Internal Structure: _B5
Engine: Magna 260 135

Walking Movement Pts.: 4

Running MovementPts.: 6

Jump MovementPts.: 0 it
Total Heat Sinks: 10 = LE
Gyro: = 3=
Cockpit: L
Armor Factor: 184 115

: Boxes

Head 6

CenterTorso F:30 R:8

Rt/Lt Torso F:24 R:6

Rt/LtArm 20

Rt/LtLeg 20
Weapons/Ammo:

Critical

Type Location Boxes
L.R.M.15-pack Rt.Arm 3 7
L.R.M.156-pack  Lt.Arm 3 AT
Ammo:L.R.M. Rt.Torso 1 =

8-packs
Ammo:L.R.M. Lt.Torso 1 L o L0

8-packs
S.R.M. 6-pack Rt.Leg 2 3
S.R.M. 6-pack Lt.Leg 2 =5 3y
Ammo:S.R.M. Ct.Torso 1 . -1 =

15-packs

I Med. Laser Rt. Arm 1 P

Med. Laser Lt. Arm 1 IR R
M.G. Rt. Arm 1 Rl
M.G. Lt. Arm 1 R
Ammo: 200 mg. Ct.Torso 1 o /] W

chance for an explosion in each and every turn that the heat
level remains above 22. An Avoid Roll must be made for
every turn that the heat level stays above 22 or other levels
where avoid rolls are indicated on the Heat Scale.

A Warhammer starts a game turn with a 4 on its Heat
Scale. During the turn, it fires both its particle projector can-
nons (generating 10 heat points apiece), runs (1 heat point).
However, the droid still has all 16 of its heat sinks left. They
dissipate 16 of the 21 heat points, leaving 5 remaining. During
the Heat Phase, these 5 Heat points are added to the 4 already
on the Heat Scale bringing the total to 9. In the next turn,
the droid has 1 fewer MP and has a Base To-Hit Number 1
greater because of the heat built up.

If the droid does the same thing in the next turn, 5 more
heat points will be added to the 9 already on the Heat Scale,
bringing the total to 14. The player must roll a 4 or more on
both dice to avoid having his droid’s fusion reactor shut
down. Even if he avoids the shutdown, the Warhammer's
movement point allowance will be reduced by 2 until its heat
drops below 10 on the Heat Scale, and its weapons will fire
at a Base To-Hit Number of 6 (because of the +2 modifier)
until the heat falls below 13.
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EXPERT BATTLEDROIDS

This section of the rulebook contains the information
needed to play Expert Battledroids. These rules assume that
the player has a working knowledge of the basic and ad-
vanced games.

New rules are provided here for the DroidWarriors who
pilot the battledroids and fire their weapons. The movement
rules have been expanded to include falling down or getting
up. The weapons attack rules have been expanded to include
critical hits, and the physical attack rules have been expanded

to include pushing and charging.

Optional rules deal with the effects of weapons on ter-
rain, including fires created by weapon attacks. They also
allow players to pit conventional tanks, jeeps, and infantry
against their battledroids, and they contain the information
needed to design and build new classes of droids.

All the rules sections in Expert Battledroids should be
considered optional, and the players should pick which ones
they will use before starting the game.

GAME

SETUP

Expert Battledroids uses the same 3-inch-high models,
Terrain Mapsheets, Record Sheets, and dice used in the basic
and advanced games. In addition, the game includes paper
counters.

RECORD SHEET

The Record Sheet includes space for the player to record
his battledroid’s onboard DroidWarrior’s pilot and gunnery
skills. The rules for this are given in the DroidWarriors sec-
tion.

The Critical Hit Charts on the Record Sheet detail the
specific characteristics for each section of the battledroid’s
body. These should be filled out along with the other infor-
mation before the game begins.

UNIT COUNTERS

Paper counters depicting tanks, jeeps, and infantry units
are provided. Before a game in which these units will be
used, the counters should be cut out and mounted on thick
cardboard. The rules for using these counters are given in
the Optional Rules section.

Scorpion Jeep M.G. mmmmll Sl nfantry s

PLAYING

THE GAME

i) |

SEQUENCE OF PLAY

Expert Battledroids uses the same sequence of play as
Advanced Battledroids, with the exception of the Attack
Phase and the End Phase, which have been expanded.
Attack Phase

Substitute the following step for Step 6 of the advanced
game Sequence Of Play.

6. Weapon attacks are resolved, including critical hits. The

. order does not matter as all damage will take effect after all

attacks have been resolved. All of the attacks from one droid
should be resolved before any of another droid’s are.
End Phase

Substitute these steps for Step 10 of the advanced game
Sequence Of Play.
10. Players with wounded DroidWarriors roll to see if con-
sciousness is regained.
11. Players roll to see if any fires now on the Terrain Mapsheet
spread to other hexes.
12. Repeat Steps 1 through 11 until only one battledroid
remains. The player with the last surviving battledroid is the
winner. If the last two or more battledroids are destroyed in
the same turn, the game is a tie.

LI CJIIL) AN={=i{|m)=

The human soldiers who pilot battledroids are called
DroidWarriors. Their skills play an important role in keeping
a droid moving and in combat. A battledroid will be knocked

out of commission if its DroidWarrior is killed or seriously

injured — eventhough its actual battle damage may be light.
DROIDWARRIOR SKILLS

Two skills are important to a DroidWarrior in combat —
Piloting and Gunnery. In the advanced game, all DroidWar-
riors were assumed to have a Gunnery Skill of 4. Unless the
optional rule of variable skill levels is being used, all Droid-
Warriors in Expert Battledroids have a Piloting Skill of 5 and
a Gunnery Skill of 4. Gunnery Skill provides the Base To-Hit
Number for weapons fire. Piloting skill provides the base
number for dice rolls made when a battledroid stands up or
when a DroidWarrior attempts to avoid damage when a
battledroid falls down.

. '~ MOVEMENT ﬁ

DROPPING TO THE GROUND

In combat, a DroidWarrior may voluntarily cause his
droid to drop to the ground to hide, to make weapons attacks
more difficult, or some other reason. This action costs 1 MP.
FALLING DOWN

Battledroids can be knocked off their feet by combat
damage, by a physical collision, or when they enter or leave
water. One of a DroidWarrior’s primary concerns is keeping
his battledroid on its feet, or, ifit's been knocked down, trying
to regain them. He uses his Piloting Skill to do this.

Piloting Skill Roll

The table lists every event that will require a Piloting
Skill Roll. When one of these events occurs, the player adds
the indicated modifiers to his DroidWarrior’s Piloting Skill of
5 (unless the optional rule of variable skill is being used).




Then he rolls both dice. If his roll is equal to or greater than
the modified Piloting Skill, his battledroid remains standing
or gets back to its feet. If, however, the roll is less than the
modified Piloting Skill, the droid falls down or cannot regain
its feet.

Falling Or Standing Table
Battledroid’s Situation ~ Modifier
Attacks On Droid
Droid Kicked None
Droid Pushed None
Droid Charged +2
Damage To Droid
Droid Takes 20 Damage 41
Droid’s Reactor Shut Down +3
Per Leg Actuator Destroyed +1
Per Hip Critical Hit (2 Maximum) +2
Droid’s Gyro Hit +3
Droid’s Actions
Droid Missed Kick None
Droid Charging +2
Droid Entering Water Hex —1
Droid Leaving Water Hex =]
Droid Trying To Get Up None
Per Level Fallen +1
Droid Runs With Gyro Hit None
Droid Jumps With Gyro Hit None

Treat this as if it were caused by long-range missile fire.
Break the damage up into 5-point groups, and determine the
hit location-as usual for each group. Remove the Damage
Value from the Armor Value, crossing off the appropriate
number of boxes in each location on the Armor Diagram. If
damage penetrates to the droid’s internal structure, it can
cause a critical hit.

For example, a Warhammer is trying to get back to its
feet during the Movement Phase. It fails the Piloting Skill
Roll and falls down again. The droid is in a Level 0 hex and
it began the Movement Phase in the same hex. It suffers 7
damage points. (70 tons divided by 10 = 7; the number of
levels fallen + 1 = 1; 7x1 =7}

In a second example, a\Warhammer is pushed off a Level
2 hex into a Level 0 hex during the Attack Phase. It fails its
Piloting Skill Roll and suffers 21 damage points in the fall!
(7 points for its tonnage; the 2 levelsitfell +1 =3;7x3 = 21.)

Facing After Falling

When a battledroid falls, its facing may change. This is
important because the direction of its fall determines which
Hit Location Table is used to allocate damage.

To determine what the facing will be after the fall, roll
ONE die and compare the result to the table, which will show
the new facing. When determining damage location, use the
table indicated.

Determining Elevation Levels Fallen

To find the number of levels fallen, subtract the elevation
level of the hex in which the battledroid falls from the eleva-
tion level of the hex in which it began the current phase. If
this number is negative (the droid has fallen uphill), treat it
as ao0.

Falling Damage

When a droid falls down, it inflicts damage on itself and
possibly on the DroidWarrior inside. The amount of damage
given to the battledroid varies, depending on the battled-
roid’s weight and on how far it falls. Whether or not a Droid-
Warrior is damaged depends on his Piloting Skill.

To find the damage taken by a falling droid, determine
the Damage Value of the droid’s weight; this is 1 damage
point for every 10 tons. Then, determine how many elevation
levels the battledroid fell; add 1 to this number. Multiply the
two together to give the damage from the fall. If the droid
fallsin awater hex, the damage is cutin half, rounding up.

Facing After A Fall

Damage Location
Die Roll New Facing Table

1 Same Direction (on face) Front/Back Side

2 1 Hexside Right (on side) Right Side

3  2HexsidesRight (onside) Right Side

4 Opposite Direction (on back) Front/Back Side

b 2 Hexsides Left (on side) Left Side

6 1 Hexside Left (on side) Left Side
STANDING UP

Droids that have fallen down cannot move until they
stand back up. Trying to stand up costs 2 MPs, and requires
a successful Piloting Skill Roll. If the battledroid fails its first
attempt to stand up, it can try again as long as it has move-
ment points remaining.

WEAPONS ATTACKS

In the expert game, weapons inflict damage on the outer
armor covering every battledroid, just as in the advanced
game, and when all the armor points in a location are gone,
any remaining damage affects the droid'’s internal structure.
Every attack that penetrates the internal structure of a droid
has a chance to be a critical hit.

In the expert game, attack success is determined as
usual, with some modification to the rules for Base To-Hit
Numbers and Movement Modifiers. Once a successful attack
has been made, the damage location is determined as usual,
and the damage is recorded as in the advanced game. Then,
for each hit that penetrates the armor and damages the inter-
nal structure, there is a chance for a critical hit, as discussed
below.

Damage may be given to the DroidWarrior, either
through critical hits or through falling damage. This is also
discussed.

Lastly; shots may be aimed at shut-down, stationary
battledroids, with a chance of hitting exactly where the shot
is aimed.

DETERMINING WEAPON HITS
Base To-Hit Number

In the expert game, the Base To-Hit Number is equal to
the DroidWarrior’'s Gunnery Skill of 4 (unless the optional
variable skill rule is being used) plus any modifiers for heat
build-up.
Movement Modifiers

In addition to the movement modifiers from the basic
game rules, there are two additional movement modifiers,
applied when either the attacker or the targetis lying down.
Attacker Down: In order for the attacker to fire while it is
lying down, both of the droid’s arms must be functional. One
arm must be used to support the droid, and any weapons
on that arm cannot be fired. The droid then can fire one
weapon mounted elsewhere on its body. The Movement
Modifier will be +2.
Target Down: A prone target has a Movement Modifier of
— 2.
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Type:, PXH-1K Phoenix Hawk
Tonnage:
Internal Structure:
Engine: GM 270
Walking Movement Pts.: 6
Running MovementPts.: 9
Jump MovementPts.: 6
Total Heat Sinks: 10

Gyro:
Cockpit:
Armor Factor: 128
Boxes

Head 6

CenterTorso F: 25 R:5

Rt/Lt Torso F:18 R:3

Rt/Lt Arm 10

Rt/LtLeg 15
Weapons/Ammo:

Critical

Type Location Boxes
Lg. Laser Rt. Arm 2
Med. Laser Rt. Arm 1
Med. Laser Lt. Arm 1
MG Rt. Arm 1
MG Lt. Arm 1
Ammo: 200 mg. Ct.Torso 1

Type: WSP-1A Wasp
Tonnage:
Internal Structure:
Engine: GM 120
Walking MovementPts.: 6

Running MovementPts.: 9
Jump MovementPts.: 6
Total Heat Sinks: 10
Gyro:
Cockpit:
Armor Factor: 64
Boxes
Head 6
CenterTorso F:10 R:4
Rt/Lt Torso E: 7 R:2
Rt/Lt Arm 6
Rt/LtLeg 7
Weapons/Ammo:
Critical
Type Location Boxes
Med. Laser Rt. Arm 1
S.R.M. 2-pack Lt. Leg 1
Ammo: 50-pk Ct.Torso 1

PRREE iR

Type: CRD-3R Crusader

Tonnage:

Internal Structure:

Engine: Magna 260
Walking Movement Pts.:
Running Movement Pts.:
Jump Movement Pts.:

Total Heat Sinks: 10

Gyro:

Cockpit:

Armor Factor: 184

Boxes

Head 6
CenterTorso  F: 30
Rt/Lt Torso F: 24
Rt/Lt Arm 20
Rt/LtLeg 20

Weapons/Ammo:

Location
Rt. Arm
Lt. Arm

Type
L.R.M. 15-pack
L.R.M. 15-pack

Type: MAD-3R Marauder
Tonnage:
Internal Structure:
Engine: Vlar 300
Walking MovementPts.: 4
Running MovementPts.: 6
Jump MovementPts.: 0
Total Heat Sinks: 16

Ammo: L.R.M.
8-packs
Ammo: L.R.M.
8-packs
S.R.M. 6-pack
S.R.M. 6-pack
Ammo: S.R.M.
15-packs
Med. Laser
Med. Laser
M.G.
M.G.
Ammo: 200 mg.

Rt. Torso
Lt. Torso

Rt. Leg
Lt. Leg
Ct. Torso

Rt. Arm
Lt. Arm
Rt. Arm
Lt. Arm
Ct. Torso

4
6
0

R:8
R:6

Critical
Boxes
3
3

1

1

AAnine A E)

QR - S |

Development:
Butch Leeper
L. Ross Babcock IlI
Michael Bledsoe

Type: RFL-3N Rifleman
Tonnage:
Internal Structure:
Engine: VOX 260
Walking Movement Pts.: 4
Running Movement Pts.: 6

Ammo: 20 rds

Gyro:
Cockpit:
Armor Factor: 184
Boxes
Head 9
CenterTorso  F: 35 R:16
Rt/Lt Torso F:16 R: 8
Rt/Lt Arm 22
Rt/LtLeg 16
Weapons/Ammo:
Critical
Type Location Boxes
"P.P.C. Rt. Arm 3
P.BiC. Lt. Arm 3
Med. Laser Rt. Arm 1
Med. Laser Lt. Arm 1
AutoCannon Rt. Torso 4
Lt. Torso 1

Forest Brown
Chris Fell
John (the only time he played,
he fell on his head) Wheeler
Playtesting:
Stuart Johnson
Greg Eicher

Copyright ¢ 1984 FASA Corporation
Battledroids is a trademark of FASA Corporation.
A special thank you to Ben and his
ever-present moral support.

Jump MovementPts.: 0
Total Heat Sinks: 10
Gyro:
Cockpit:
Armor Factor: 120
Boxes
Head 6
‘CenterTorso F:22 R:4
Rt/LtTorso F:15 R:2
Rt/Lt Arm 15
Rt/LtLeg 12
Weapons/Ammo:
Critical
Type Location Boxes
Lg. Laser Rt. Arm 2
Lg. Laser Lt. Arm 2
Auto Cannon Rt. Arm 4
Auto Cannon Lt. Arm 4
Ammo:20rds Ct.Torso 1

3

RRdks




CRITICAL HITS

Every time the internal structure of a battledroid is dam-
aged, either by weapon attacks, by physical attacks, or by
ammo pack explosions from excess heat, there is a chance
for a critical hit. A critical hit does very serious damage to
the battledroid, vcausin{; it to fail in many different ways.

The exact nature of the critical hit is determined by the
location of the damage, and each part of a droid’s body has
a different set of possible critical hits. Furthermore, each
different droid type has different possible critical hits, de-
pending on the array of weapons and other equipment it
carries. The general Critical Hit Tables for all battledroids are
given on the Record Sheet; the additions to the tables for
each specific battledroid type are given in the section on
Battledroid Statistics.
Determining Critical Hits

If an attacker damages a battledroid’s internal structure,
he then determines if he has made a critical hit. He rolls two
dice, and if his roll is equal to or greater than 7, a critical hit
has been scored. Note that the attacker rolls for a critical hit
every time thatthe internal structure of the targetis damaged,
not for every point of damage given.

USING CRITICAL HIT TABLES

When an attacker inflicts a critical hit, the defending
player should find the Critical Hit Table for the appropriate
location on his Record Sheet. The defender then rolls ONE
die and consults the table to find out exactly what damage
the critical hit inflicted.

Head Or Leg Hits

If the critical hit is inflicted on the droid’s head or legs,
the die is rolled once, generating a number from 1 to 6. Find
the appropriate number on the Critical Hit Table for the body
part hit, and read the damage effect.

Torso Or Arm Hits

If the critical hit is on its torso or arms, the die cannot
be rolled only once because there are more than 6 damage
effects for each of these body parts. These effects are broken
into 2 groups, numbered 11 — 16 and 21 — 26. The die is
rolled twice, but the numbers showing are not simply added
together. Instead, the first roll tells which group the effect is
in, and the second roll tells the exact effect.

The first roll tells whether the result will be one of the
11 — 16 group or one of the 21 — 26 group. A 1, 2, or 3 on
the first roll means that the result will be in the 11 — 16
group; a 4, 5, or 6 on the first roll means that the result will
be in the 21 — 26 group. For example, if a 2 were rolled, the
effect would be 11, 12, 13, 14, 15, or 16.

The second roll will tell exactly which effect resulted.
Roll the second die and add the number showing to the result
from the first die roll. This will create a number ranging from
11 — 16 or from 21 — 26. For example, if the first number
tells that the effect is in the 21 — 26 group, and the second
roll was a 3, the effect is number 23.

If the number rolled does not have a critical hit result,
roll the dice again.

CRITICAL HIT EFFECTS

The following paragraphs tell what effect each type of
critical hit has.
Head Critical Hit: Life Support

The battledroid’s life support system keeps its pilot, the
DroidWarrior, alive in the middle of its own high internal
heat, on airless worlds, and in hostile atmospheres. In Expert
Battledroids, the life support system’s main function is pro-
tecting the pilot from the heat generated by its fusion reactor,
movement, and weapons systems.

Any critical hit knocks this system out permanently, and
the DroidWarrior will take one point of damage every turn
that the battledroid’s internal Heat Scale ranges from 15 —

25. The DroidWarrior takes 2 points of damage for every turn
that the Heat Scale is above 25.
Head Critical Hit: Cockpit

A critical hit to the cockpit destroys it, kills the DroidWar-
rior, and puts the battledroid out of commission for the game.

Head Critical Hit: Sensors

A critical hit to the battledroid’s sensors adds a + 2
modifier to the To-Hit Number every time it shoots. A second
sensors critical hit makes it impossible for the droid to fire
any of its weapons.
Leg Critical Hit: Hip

A hip critical hit freezes the affected leg in a straight
position. The battledroid’s MP allowance is cut in half, round-
ing up. The droid can no longer kick its opponent, and its
modifier for a successful Piloting Skill Roll is +2. A second
critical hit to the same hip has no further effect, but a critical
hit to the other leg immobilizes the droid and adds another
+ 2 madifier to its Piloting Skill Roll.
Leg Critical Hit: Upper Leg Actuator

A critical hit destroys the droid’s upper leg muscle (ac-
tuator). The droid’s movement point allowance is reduced
by 1, and it will have a modifier of +1 to any Piloting Skill
Roll. In addition, any damage the battledroid inflicts by kick-
ing is cut in half; the droid now inflicts 1 damage point for
every 10 tons it weighs. A second hit to this actuator has no
effect.
Leg Critical Hit: Lower Leg Actuator

The effects of a critical hit on the lower leg muscle are
identical to those suffered when the upper leg actuator is
destroyed. If both the upper and lower leg actuators are
destroyed, a kick will only inflict 1 point of damage for every
20 tons that the droid weighs, rounding up.
Leg Critical Hit: Foot Actuator

A critical hit destroys the droid’s foot control mechanism,
and gives a + 1 modifier for any Piloting Skill Rolls.
Center Torso Critical Hit: Engine

Battledroid engines have 3 points of shielding. Each crit-
ical hit destroys 1 point of shielding. As shielding points are
destroyed, the amount of heat escaping from the droid’s
fusion drive increases.

The first hit increases its heat build-up by 5 points a turn.
The second results in 10 points of added heat buildup, and

- the third destroys the engine, destroying the battledroid. Re-

cord these hits by marking off the Engine boxes in the general
information section on the Record Sheet.

Center Torso Critical Hit: Gyro

The battledroid’s gyro is one of the most sensitive pieces
of onboard machinery. The gyro keeps the droid upright and
able to move. It can take only 2 critical hits.

After the first gyro hit, the droid must make a Piloting
Skill Roll every time it runs or jumps, and any Piloting Skill
Roll it makes is modified by + 3. The second gyro hit destroys
it. If the droid’s gyro is destroyed, it cannot move and, if
forced to make any Piloting Skill Roll, it will automatically
fall down. Record these hits by marking off the Gyro boxes
in the general information section on the Record Sheet.
Arm Critical Hit: Shoulder

A critical hit freezes the shoulder joint. The affected arm
cannot be used to punch an opponent. This critical hit adds
a modifier of +2 to the To-Hit Number for all push attacks.
All attacks made from weapons mounted on that arm have
a +4 modifier to the To-Hit Number. If the shoulder is hit,
all other weapon fire modifiers from arm critical hits are
ignored.

Arm Critical Hit: Upper Arm Actuator

A hit destroys the battledroid’s upper arm muscle. This

critical hit adds a modifier of +2 to the To-Hit Number for



punching attacks; in addition, the droid’s punches inflict only
half damage — 1 pointforevery 20 tons thatthe droid weighs,
rounding up. This critical hit adds a modifier of +1 to the
To-Hit Number of push attacks and of weapons firing from
that arm.

Arm Critical Hit: Lower Arm Actuator

A critical hit destroys the battledroid’s lower arm muscle.
The effects are identical to those suffered when the upper
arm actuator is destroyed.

These effects are cumulative. In other words, if both the
upper and lower arm actuators are destroyed, punching at-
tacks are made with a +4 modifier to the To-Hit Number,
and they inflict only 1 point of damage for every 40 tons that
the battledroid weighs, rounding up. Furthermore, the To-
Hit Number for push attacks and weapons fire would be
modified by + 2.

Arm Critical Hit: Hand Actuator

A critical hit destroys the muscles controlling the battle-
droid’s wrist and hand. The droid cannot pick up anything,
and cannot fire hand-held weapons. This critical hit adds a
modifier of + 1 to the To-Hit Number for all punching attacks.

Weapons Critical Hit

Weapons systems are delicate and a critical hit will de-
stroy a weapon. Each specific weapons system often oc-
cupies more than one space on a Critical Hit Table, but the
weapon is destroyed the first time that it is hit. Additional
critical hits to a specific weapon have no further effect. For
example, a particle beam projector cannon mounted on a
droid’s arm fills 3 critical hit spaces. However, the cannon is
destroyed the first time it is hit.

Heat Sink Critical Hit

Every time a heat sink is hit, the battledroid’s ability to
dissipate heat is reduced by 1 point. When all a battledroid’s
heat sinks have been destroyed — either by critical hits or
because the body parts they were located on have been shot
off — every additional heat sink critical hit will increase the
droid’s heat generation by 1 point every turn.

An undamaged Warhammer has 18 heat sinks and can
dissipate 18 points of heat per turn. Every heat sink critical
hit decreases its ability to dissipate heat. After 3 critical hits,
the Warhammer would be able to dissipate only 15 points
of heat per turn. If all its heat sinks have been destroyed, it
will not get rid of any heat. Furthermore, if the Warhammer
takes 3 more heat sink criticals, the battledroid will actually
build up 3 points of heat every turn — without any activity
and without any hope of ever dissipating its ever-increasing
heat!

DAMAGING A DROIDWARRIOR

DroidWarriors can be injured in four ways: from all head
hits, from falling, from internal ammo explosions, and from
heat build-up after life support systems critical hits.

A DroidWarrior can take 6 points of damage before
dying, but it is very possible that he will be knocked uncon-
scious long before taking that much damage. Every time the
DroidWarrior is damaged, the player must roll both dice and
consult the table below to see if the DroidWarrior remains
conscious.

If the roll is equal to or greater than the Consciousness
Number, the DroidWarrior remains conscious. If the roll is
less than the Consciousness Number, the Droidwarrior is
knocked unconscious and the battledroid cannot move or
fire. During the End Phase of the turn AFTER he lost con-
sciousness, the DroidWarrior rolls again. If he makes the roll,
the DroidWarrior has regained consciousness and does not
have to roll again unless he is hit again.

DroidWarrior Damage

Total Damage Consciousness Number
3

5

7

10

11

Dead

DO WN =

Damage From Head Hits

The DroidWarrior takes 1 point of damage whenever the
battledroid’s head is hit, even if the hit doesn’t penetrate its
armor.

Damage From Falling

If his battledroid falls down, the DroidWarrior must roll
both dice. If his roll is less than his Piloting skill, he will take
1 point of damage.

Damage From Ammo Explosion

An internal ammo explosion will cause 2 points of dam-
age to the DroidWarrior.
Damage From Excess Heat

A life support systems critical hit will cause 1 point of
damage to the DroidWarrior for every turn that its internal
heat is 15 or more on the Heat Scale. It will cause 2 points
of damage for every turn that its heat is more than 25.

For example, on game turn 3, a Warhammer's head is
hit by a medium laser. Although the laser doesn’t penetrate
the head’s protective armor, the Warhammer's pilot takes 1
damage point. He had already taken 2 damage points and
now has a total of 3 points worth of injuries. The player
consults the DroidWarrior Damage Table and rolls a 6, 1
point less than his pilot needed to remain conscious. The
Warhammer will not be able to move or fire during game
turn 4. In the End Phase of that game turn, the player rolls
again. If he rolls a 7 or more, the DroidWarrior regains con-
sciousness and his battledroid will be able to move and fire
during game turn 5.

AIMED SHOTS

A shut down droid is subject to Aimed Shots by all
weapons but missile launchers. When firing on a battledroid
that is shut down, the attacking player can choose any target
area. If he hits, the player rolls again; on a 6,7, or 8 his shot
hits the desired location. If not, he rolls normally on the
appropriate Hit Location Table.

Do not use this procedure if the attacker is aiming at the
battledroid’s head. In that case, add 3 to the Base To-Hit
number. If the shot hits, the player rolls two dice and hits
the head on an 8 or more. If he fails this die roll, he rolls
normally on the Punch Location Table.

PYSICAL ATTACKS :

PUSHING ATTACKS

A battledroid uses both arms to push its target, and both
its shoulders must be in working order. No arm-mounted
weapons can be fired in the turn that a droid makes a push
attack. The Base To-Hit Number for a push is 4 + any move-
ment modifiers. A successful push does not automatically
do damage to the target. Instead, it moves the defending
droid into an adjacent hex in the direction it is being pushed
by the attacker. At the same time, the defender must make
a Piloting Skill Roll. If the push is successful, the attacking
battledroid advances into the hex formerly occupied by its
target.




Damage

Both battledroids take damage from the collision. The
defender takes 1 point of damage for every 10 tons that the
charging battledroid weighs, and this damage is multiplied
by the number of hexes moved by the attacker that turn. The
charging battledroid takes 1 point of damage for every 10
tons the target weighs. Round any fractions up.

Like long-range missiles, damage caused by charges is
divided into as many groups of 5 damage points as possible.
The attacking player then rolls once on the appropriate Hit
Location Table for each group.

Falls

After any successful charge, both the attacker and the
defender must make Piloting Skill Rolls with +2 modifiers.

For example, a Warhammer moves 4 hexes and charges
another battledroid. If the charge hits, the defender will take
28 points of damage — 7 for the Warhammer's tonnage
multiplied by 4 for the number of hexes it moved.

In the drawing, if the Warhammer in Hex A is pushed
from Hex B, it will be moved into Hex C. If, on the other
hand, it is pushed by a battledroid in Hex D, the Warhammer
will be forced into Hex E. In both cases, the Warhammer will

have to make a Piloting Skill Roll, and its attacker will advance THE DOMINO EFFECT
LG e If a battledroid is pushed into a hex occupied by another,
CHARGING ATTACKS the second battledroid is forced out of the hex in the same
In order for a battledroid to charge, both its legs must direction. It must also make a Piloting Skill Roll to avoid
be functioning. No other fire or physical attacks can be made falling down. This domino effect will continue as long as
by a charging droid. The Base To-Hit Number for a charge there are battledroids adjacent to one another in the direction
is 5 + any movement modifiers. If the charge hits, the defen- of the push.
oo moyed jPSt as if it had been pushed and the attacker When a domino-effect push is directed against a battle
adva['nces m:(o ie he.x.. droid’s side, however, the droid can avoid the push, by mov-
Piloting Skill Modifier ing 1 hex directly forward or back. The player rolls both dice.
Whenever one battledroid charges another, compare the If the roll is equal to or greater than his DroidWarrior’s Pilot-
two DroidWarriors’ Piloting skills. Subtract the smaller skill ing skill, he has avoided the push. This breaks the domino
level from the larger to find the Piloting Skill Modifier. If the effect chain, and battledroids in hexes farther down the chain
defending DroidWarrior’s skill level is higher, add the mod- are not displaced and do not have to make Piloting Skill Rolls.

ifier to the To-Hit Number for the attacker. |f the attacker’s

Piloting skill is higher, subtract the modifier from the To-Hit 5
Number. HEAT EFFECTS

The expert game adds 3 heat effects to those given in
the advanced game rules. These were included on the table

given there.
WEAPONS TABLE
R Ammo
Weapon Type anges Critical Shots
Heat | Minimum Short  Med. Long l Damage Tonnage Spaces PerTon

Small Laser 1 1 2 3 3 5 1
Medium Laser 3 1-3 4-6 7-9 5 1 1
Large Laser 8 1-5 6-10 11-15 8 5 2
Particle Projection Canon 10 3 1-6 7-12 13-18 10 7 3
Long Range Missiles

5 Rack 1 6 1-7 8-14 15-21 # 2 1 24

10 Rack 2 6 1-7 8-14 156-21 : 5 2 12

15 Rack 4 6 1-7 8-14 15-21 7 3 8

20 Rack 6 6 1-7 8-14 15-21 ¥ 10 5 6
Short Range Missiles

2 Rack 0 1-3 4-6 7-9 * 1 1 50

4 Rack 1 1-3 4-6 7-9 * 2 1 25

6 Rack 2 1-3 4-6 7-9 * 3 2 15
Auto Cannon 1 3 1-6 7-12 13-18 5 8 4 20
Machine Gun 0 1 2 3 2 3 1 200
Flamer 3 1 2 3 2 1 1
% = 1 pt. per missile that hit, see chart
* = 2 pts. per missile that hit, see chart




OPTIONAL RULES

CLEARING WOODS

Woods hexes can be cleared by heavy weapons fire,
although it may be set afire by accident. Woods can be re-
duced from heavy to light, or cleared of trees altogether,
though the fallen trees make the hex rough terrain for move-
ment purposes. Although the droids have awesome fire-
power, they do not have enough to alter a rough hex or a
clear hex. Small lasers, machine guns, auto cannons, and 1-
and 2-pack short-range missiles cannot be used to clear
woods.

When a player wants his battledroid to clear a woods
hex, he announces its target during the Attack Phase and
then attacks the hex. The To-Hit Number is modified by the
range only. If the attack is a success, the woods hex is con-
verted.

Terrain Conversion Chart
Former Terrain New Terrain
Clear Clear
Rough Rough
Heavy Woods Light Woods
Light Woods Rough

ACCIDENTAL FIRES
While Clearing Woods

If a battledroid attempts to clear a woods hex, he may
start the woods on fire accidently. To see if this occurs, the
player must roll both dice. If the roll is less than 6, the woods
has accidently been set alight.
After Missed Shots

If a weapons attack against a battledroid misses, and
the weapon can be used to start fires or convert terrain, the
player making the attack must roll again to see whether or
not his droid has accidently set a fire or changed the terrain
in the target’s hex. Attacks made by weapons that cannot
set fires or convert terrain do not have to checked. If the die
roll is a 2 or 3, the hex is set on fire; if the roll is an 11 or
12, the woods is cleared. Any other result has no effect.

INTENTIONAL FIRES

Many of the weapons carried by battledroids can be
used to start fires in woods hexes. These fires can spread
from hex to hex and they produce heat in battledroids that
move through them or stay in them. Different types of
weapons start fires differently.
Flamers

Fire atthe woods hex, modifying the Base To-Hit Number
for the range. If the flamer hits, the woods hex is automati-
cally set on fire.
Energy Weapons

Fire atthe woods hex, modifying the Base To-Hit Number
by —4 and for the range. If the energy weapon hits, roll two
dice; if the roll is equal to or greater than 7, the woods hex
is set on fire.

Missile Launchers

Fire atthe woods hex, modifying the Base To-Hit Number
by —4 and for the range. If the missiles hit, roll two dice; if
the roll is equal to or greater than 9, the missiles set the hex
on fire. 1- or 2-pack short-range missile launchers cannot set
woods on fire.
Ballistic Weapons

Machine guns and auto cannons cannot be used to set
fires.
SPREADING FIRES

If fires are started on the mapsheet, they will spread
from hex to hex in the direction of the wind. Fires can spread
into woods and clear hexes, but they cannot spread into
rough or water hexes.
Determining Wind Direction

At the beginning of the game, declare one side of each

" hex to be Direction 1, numbering the remaining hexsides 2

through 6 clockwise. Roll one die. The wind will blow in the
direction shown on the die for the entire game.
Determining Spreading

During the End Phase of every game turn, the players
check to see if any of the fires currently on the map spread
to new hexes. Roll two dice for each hex directly downwind
of and adjacent to a fire hex. If the roll is equal to or greater
than a 7, the fire will spread into that hex. Also roll two dice
for each of the two hexes on either side of that hex. If the
roll is equal to or greater than a 9, the fire will spread into
that hex as well.

Whenever a battledroid has one of its legs or arms blown
off, the limb is left lying in the hex where the droid took the
damage. Any other battledroid that occupies that hex at a
latertime can pick up the arm orleg and use itas a giantclub.

In order to attack another droid with this club, the battled-
roid’s shoulders and hand acutators must be in working
order, and no weapons can have been fired in the turn. The
club is used in a two-handed swing and has a Base To-Hit
Number of 4. If any of the droid’'s upper or lower arm ac-
tuators have been destroyed, use the punch modifiers listed
under the appropriate Critical Hit Result. A battledroid mak-
ing an attack with a club does 1 point of damage for every
5 tons that it weighs, rounding up.




VARIABLE SKILLS »

At the beginning of the game, the players should roll for
the Piloting and Gunnery skill of every DroidWarrior.
DETERMINING SKILLS

Roll one die for the DroidWarrior’s Piloting skill and Gun-
nery skill. Compare the roll to the table below.

DroidWarrior Skills Table

Die Roll Piloting Skill Gunnery Skill

ODOThAhWN =
AphOoOOOO O
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SKILL IMPROVEMENT

Players may want to keep any of the DroidWarriors
they’'ve created for use in future games or in Battledroid
campaign games, assuming, of course, that the warrior sur-
vives the current battle. If they want to do this, the players

- shoud keep track of the number of enemy battledroids killed

by each surviving DroidWarrior. For every 4 droids that he
kills, the DroidWarrior can improve either his Gunnery skill
or his Piloting skill. For the skill chosen, the player can sub-
tract 1 from the current skill level.

INFANTRY UNITS

TANKS

During the Succession Wars, many planets are forced
to rely on primitive, armored fighting vehicles, called tanks,
for protection against battledroid raids or invasions. Tanks
move and fight like battledroids, but they operate under cer-
tain restrictions.
Stacking

In Expert Battledroids, 2 tanks or 1tank and 1 battledroid
can occupy the same hex.
Movement

Tanks have a movement point allowance of 4 during
turns that they do not fire, but they can only use 3 MPs if
they intend to fire. Tanks cannot enter heavy woods or lake
hexes (hexes completely covered by water). Tanks cannot
move through or occupy fire hexes or move up or down
more than 1 elevation level in a single hex. Tanks use the
battledroid facing rules, and they pay 1 MP for every hexside
they change their facing.
Combat

Weapon attacks against tanks or by are judged in the
same way as other weapon attacks. The paragraphs below
give the rule changes necessary.
Damage Location: When tanks are fired at by battledroids
or other vehicles, the table below is used to locate any dam-
age.

Tank Hit Locations

Die Roll Front/Back Side
2:=3 Tracks Tracks
4 Armor Tracks
b—9 Armor Armor
10 - 12 Turret Turret

Armot: Every tank has 20 points of front armor, 10 points of
armor on each side, 8 points of back armor, and 5 points of
turret armor.
Damage Effects: Any damage to a tank’s tracks makes it
impossible for the tank to move. When all of the armor points
on any part of the tank are gone, the tank is destroyed. If the
tank is killed by a shot to its back armor, it explodes and
may start a fire. Roll two dice; if the roll is equal to or greater
than a 9, a fire is started in the hex.
Tank Weapons

Three tank types are widely used in the Successor States.
Tanks have a slightly smaller firing arc than do battledroids.
The diagram shows this ‘arc.

8. .

Each carries the same amount of body armor, but they
are equipped with very different weapons. The three tank
models are described in the paragraphs below.

SCR-8N Scorpion: This type has no turret. It carries three
6-pack, short-range missile launchers in front, with 15 shots
per launcher.

HNT-3R Hunter: This tank has no turret. It carries one 20-pack,
long- range missile launcher in front, with ammunition for
18 shots.

VDE-3T Vedette: This tank has a turret carrying one auto
cannon and one machine gun. It carries enough ammunition
for 40 shots with the auto cannon and 200 shots for the
machine gun. It can fire in any direction.

JEEPS

Fast, lightly-armed jeeps are also used by many planet-
ary defense forces during the Succession Wars. The rules
for movement and combat are the same as those for battled-
roids except where noted below.

Stacking

No more than 2 jeeps, 1 jeep and 1 tank, or 1 jeep and
1 battledroid can occupy the same hex.

Movement

Jeeps have a movement point allowance of 6 if they do
not fire. If they intend to fire, they can expend only 5 MPs.
Jeeps cannot move through heavy woods or lake hexes, and
they cannot move up or down more than 1 elevation level
per hex. In addition, jeeps cannot move through or occupy
fire hexes. The battledroid facing rules apply to jeeps.
Combat

Units firing on jeeps must add 1 to their To-Hit Numbers,
in addition to any range, terrain, or movement modifiers.
Jeeps can withstand 5 points of damage. Any hit that does
more than 5 damage points kills a jeep, and the damage
spreads to other jeeps in the same hex.

Weapons

The jeeps used in the Successor States carry either a
2-pack short- range missile launcher or a machine gun; these
weapons can fire in any direction. The jeep carries enough
ammunition for 5 missile launcher shots or for 10 machine
gun shots.
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INFANTRY

Some worlds are even forced to throw foot soldiers
against battledroids. Needless to say, few foot soldiers sur-
vive the experience — but there’s always that slim chance
that they can take something with them. The units used in
Expert Battledroids represent 9-man infantry squads.
Stacking

Up to 10 infantry units can occupy the same hex. Vehicles
and battledroids in the hex do not affect infantry stacking.-
Movement

Infantry units can move 1 hex per turn. They ignore all
terrain costs, butthey cannot move through lake or fire hexes.
Infantry units ignore all facing rules.
Combat

Vehicles and battledroids firing at infantry units add 2
to their To- Hit Numbers, in addition to any range, terrain,
or movement modifiers. It only takes 1 point of damage to
kill an infantry unit, and extra. damage points affect any other
infantry units in the same hex. In addition, setting a hex on

fire kills any infantry units in the hex.

Weapons

Infantry units carry: either_a 2-pack short-range missile
launcher or 1 machine gun, which can fire in any direction.
They carry enough ammo: for 12 shots with the missile
launcher or for 25 machine gun shots.
RAMMING

Tanks and jeeps can ram battledroids or one another.
Treat the attack like a battledroid charge. Damage from a
tank ram is 3 x number of hexes moved, and damage from
a jeep attackis 1 x the number of hexes moved. These veh-
icles take 1 damage point for every 10 tons the rammed
object weighs.

DETERMINE ENGINE RATING

A battledroid’s engine rating.is determined by its weight
and desired speed. Multiply the droid’s tonnage by the walk-
ing movement point allowance you want it to have. The
resulting number is its engine rating.

Tonnage x MP allowance = Engine Rating
The table below lists the tonnage requirements for 10-
ton- to 400-ton- rated engines. On the sheet of scratch paper,
subtract the weight of the engine itself from the total tonnage
of your battledroid. The remaining tonnage will be available
for other components and systems.

. BATTLEDROID DESIGN

The following system makes it possible for players to
construct their own battledroids with their chosen mix of
speed, armor, and weaponry. Then, they can pittheir designs
against each other on the battlefield.

In order to design. a battledroid, the player will need a
piece of scratch paper, a pen or pencil, the Weapons Chart,
and an unused Record Sheet. The procedure is as follows:
. Choose the tonnage.

. Determine the engine rating.

. Add control components.

. Allocate tonnage for internal structure.
. Determine jump capability.
."Add extra heat sinks.-

. Add armor. -

. Add weapons and ammunition.
. Complete the Critical Hit Charts.
10.- Allocate Armor Values.

11. Complete the Record Sheet.
CHOOSE THE TONNAGE

Battedroids weigh between 5and 100 tons (in increments
of 5 tons). Choose any tonnage desired. Record the droid'’s
tonnage at the top of the sheet of scratch paper. The total
weight of the battledroid’s engine, weapons, armor, and
other components may not exceed this figure.

For example, a player wants to design a medium-sized

-droid, the Merlin. He assigns the droid a total weight of 60 .

tons.

Engine Table
Rating Name Tonnage Rating Name Tonnage

10 Omni .5 210 GM 9
15 GM 5 215 CoreTek 9.5
20 Pitban .5 220 DAV 10
25 Omni §5) 225 VOX 10
30 Nissan 1 230 Leenex = 10.5
35 VOX 1 235 GM 1
40 GM 1 . 240 Pitban 11.5
45 GM 1 245 - Magna 12
50 DAV 1.5 250 Magna 125
55 VOX 1.5 255 Strand 13
60 Leenex 1.5 260 Magna 13.5
65 Nissan 2 265 Vlar 14
70 Omni 2 270 "GM 14.5
75 GM 2 275 CoreTek 15.5
80 VOX 2.5 280 VOX 16
85 DAV 25 285 Pitban 16.5
90 DAV 3 290 Omni- 17.5
95 Nissan 3 295 GM 18
100 Hermes 3 300 Vlar 19
105 DAV 3.5 305 GM 19.5
110 GM 35 310 Magna 20.5
115 GM 4 315 GM 21.5
120 GM 4 320 Pitban 225
125 Nissan 4 325 VOX 235
130 “Vlar 4.5 330 VOX 24.5
135 Magna 45 335 Leenex 255
140 Hermes 5 340 VOX 27
145 Leenex 5 345 Vlar 28.5
150 Omni 5.5 350 -Magna 29.5
155 Nissan 55 . 355 LTV 31.5
160 LTV 6 360 Hermes 33
165 VOX 6 365 -Hermes 34.5
170 DAV 6.5 370 Magna  36.5
175 Omni 7 375 ‘GM 38.5
180 GM 7 380 GM 4
185 GM 75 385 LTV 43.5
190 - DAV 7.5 390 Magna 46
195 Nisson 8 395  Hermes 49
200 Nissan 8.5 400 LTV 52.5
205 Vlar 8.5

The player gives his 60-ton Merlin a8 movement point
allowance of 4. As a result, the battledroid needs a 240-ton-
rated engine (60 tons x 4 MPs = 240-ton-rating). Looking at
the Engine Table, the player finds that 240-ton- rated Pitban
engine weighs 11.5 tons. He subtracts this number from the
Merlin’s 60 tons available. This leaves 48.5 tons for armor,
weapons, controls, and other components.
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ADD CONTROL COMPONENTS

Every battledroid must have a cockpit containing the
DroidWarrior’'s control station, life support system, and elec-
tronic sensors. All droid cockpits weigh 3 tons, regardless
of the battledroid’s overall tonnage. Subtract 3 tons from the
droid’s remaining tonnage.

In addition to its cockpit, every battledroid must be equip-
ped with a powerful gyroscope to keep it upright and able

to move. The exact size of a battledroid’s gyroscope depends -

on its engine rating. Divide the droid’s engine rating by 100
and round up. The resufting number is the weight of its
gyroscope. Subtract thisfigure from the tonnnage remaining.

The Merlin’s cockpit weighs. 3 tons, leaving 45.5 tons
available. Its 240-ton-rated Pitaban engine requires a 3-ton
gyroscope (240/100 = 2.4, rounded up to 3.). The droid has
42.5 tons left for its internal structure, jump jets, extra heat
sinks, armor, and weaponry.

ALLOCATE TONNAGE FORINTERNAL STRUCTURE

Of every droid’s total tonnage, 10% is taken up by its
internal structure. The table shows the number of tons
needed by every droid of a given weight. It also shows the
number and allocation of the battledroid’s Internal Structure
Boxes. Every battledroid has 3 Internal Structure boxes in
the head location.

Use the Internal Structure Diagram on the Record Sheet
to record the number-of boxes in each hit location, simply
blocking out any unneeded boxes.

The Merlin weighs a total of 60 tons. The Internal Struc-
ture Table shows that the droid’s internal structure takes up
6 tons, leaving 36.5 tons available. The table also shows that
the internal structure of the Merlin’s center torso has 20
boxes, both the right and left torso have 14 boxes, the arms
have 10 boxes apiece, and the legs have 14 boxes.

INTERNAL Type: _MERLIN

STRUCTURE Tonnage: 28 - v
DIAGRAM Movement Points:

Head
o e (1T e Walking 4
Right Torso Centerlorso Torso Left
falzil A Running 6

Jumping &4
DROID WARRIOR
Name:

Pilot Skill:
Gunnery Skill:

LeftLeg DroidWarrior Hits:

O®Q © O Dead

Total Heat Sinks
T T TR

RightLeg

Internal-Structure Table
Left/ Left/ Left/
Total Tons Center Right Right Right
Tonnage Required Torso Torso Arms Legs
5 .5 3 2 1 1
10 1 4 3 1 2
15 1.5 5 4 2 3
20 2 6 5 3 4
25 2.5 8 6 4 6
30 3 10 7 5 7
35 3.5 11 8 6 8
40 4 12 10 6 10
45 4.5 14 11 7 11
50 5 16 12 8 12
55 5.5 18 13 9 13
60 6 20 14 10 15
65 6.5 21 15 10 14
70 7 22 15 11 15
75 7.5 23 16 12 16
80 8 25 17 13 17
85 8.5 27 18 14 18
90. 9 29 19 15 19
95 9.5 30 20 16 20
100 10 31 21 17 21

_Armor can only be added in .5- or 1-ton units.

The Merlin has 14.5 tons of space left for rts weapons and)

_extra ammunition.

DETERMINE JUMP CAPABILITY

Battledroids may be equipped with jump jets in their
feet or backs to allow jump movement. Jump jets weigh .5
tons for every jump movement point the droid has. Subtract
the total weight of the battledroid’s jump jets from the re-
maining tonnage.

The player gives the Merlin a jump movement point
allowance of 4, requiring 2.0 tons for jump jets. (4 MPs x .5
tons/MP = 2 tons.) The battledroid has 34.5 tons left.
ADD EXTRA HEAT SINKS

Heat sinks are used to dissipate heat produced by rapid
movement and by weapons fire. Every battledroid’s engine
includes 10 heat sinks more than it needs to get rid of the
heat generated by the engine itself. Therefore, every undam-
aged battledroid can automatically dissipate 10 points of heat
per turn. Most droids, however, will need the ability to get
rid of more heat. Extra heat sinks can be acquired at the cost
of 1 ton per heat sink.

~ The player decides that he wants the Merlin to be able
to dlssvpate up to 18 points of heat per turn. The Merlin
automatically gets 10 heat sinks with its 240-ton- rated Pita-
ban engine, and so the player must get another 8 hea
These weigh a total of 8 tons The battledroid now has
tons remaining. .

ADD ARMOR

Armor helps protect the battledroid’s internal structure
and critical components. An Armor Value of 16 weighs 1 ton.
Determine the total number of armor points that the battled-
roid will carry. These points will be allocated among the
droid'’s hit location areas at a later stage in the design process.

The player decides to allocate 12 tons of th (
remaining tonnage to armor. As a result, the battledroid car-
ries an Armor Value of 192 (12 tons x 16 point/ton = 192).




ADD WEAPONS AND AMMUNITION

Every weapon placed on a battledroid weighs a certain
amount, as listed on the Weapons Chart. Select the weapons
that-the newly-designed battledroid will carry. At least 1 ton
must be used for each missile launcher’s or ballistic weapon'’s
ammunition. This will provide a varying number of shots,
depending of the launcher or weapon. The droid’s weapons
are placed in specific hit location areas in the next design
step.

The Merlin carries a particle projector cannon (7 tons),
2 medium lasers (1 ton apiece), 1 flamer (1 ton), a machine
gun (.5 tons), and 1 5-pack, long-range-missile launcher (2
tons). In addition, 1 ton is set aside for 24 missile reloads
and 1 ton is reserved for machine gun ammunition (100
shots). After its weapons are added, the Merlin has 0 tons
remaining for extra equipment.

COMPLETE THE CRITICAL HIT CHARTS

The Record Sheet contains Critical Hit Tables for every
part of the droid’s body. These hit tables are already partially
filled in. All locate the battledroid’s heat sinks and weapons
to different parts of his body and place them on the Critical
Hit Table for that location.

The number of blank spaces remaining on the table for
a given location acts as a limit on the number of weapons
and heat sinks that may be placed there. Heat sinks occupy
space on the table each. Many weapons take up more than
one space, as shown on the Weapons Chart. For example,
the center torso has 2 spaces left empty on the Critical Hit
Table, but a particle projector cannon takes up 3 spaces.
Therefore, the particle projector cannon cannot be placed in
the battledroid’s central torso. Do not worry about using up
every space left open on the Critical Hit Tables. Simply space
the weapons and heat sinks where you wantthem, and ignore
any empty spaces when rolling for critical hits.

The Merlin’s particle projector cannon is placed on its
right torso, one of its medium lasers occupies its right arm
and the other its left. The Merlin’s 5-pack, long-range-missile
launcher goes to its right torso, while the droid’s machine
gun and flamer occupy the left torso. The battledroid’s 18
heatsinks are divided among all 8 hit locations on its body.

ALLOCATE ARMOR

Divide the total Armor Value carried by the battledroid
among the 11 different locations shown on the Record
Sheet’'s Armor Diagram. The exact Armor Value used to pro-
tect a given area is left to your discretion, but the Armor
Value may not be more than twice the number of internal
structure boxes at that location. For example, if a battledroid
has 10 boxes in its left arm, no more than an Armor Value
of 20 can be placed on that arm. The only exception is that
all battledroids can have an Armor Value of up to 9 on their
heads.

It is important to notice that the center, left, anrd right
torso areas are divided into sections for front armor and rear
armor. The armor allocated to a front section cannot be allo-
cated again to the rear and vice versa.

Use the Armor Diagram on the Record Sheet to indicate
the Armor Value carried on each part of the droid’s body.
To use the schematic, simply block out any unneeded boxes
in much the same way that you filled out the Internal Struc-
ture Diagram.

The Merlin carries a total of 192 armor points. The player
divides these points as follows: Head — 0, Arms — 28 points
apiece; Left Torso Front — 19; Left Torso Rear — 9; Center
Torso Front — 26; Center Torso Reart — 13; Right Torso
Front and Rear — identical to Left Torso Front and Rear; and
Legs — 24 points apiece.

Total Heat Sinks
HEAT SCALE
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COMPLETE RECORD SHEET
Fill out the record sheet by.recording the battledroid’s
tonnage and movement point allowances.
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