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-INTRODUCTION-- $M~VC~U~$Vl'J-

- SOME WORDS FROM THE PUBLISHER
BY KEVIN SIEMBIEDA

Welcome to the Macross II Deck Plans Volume Two.
As most Macross II fans probably already know, the
Macross II Role-Playing Game is a big hit. By the
time this book hits the shelves, the role-playing game
will be in its second printing and will have sold over
20,000 copies! There seems to be no end to the
popularity of well done role-playing games and
sourcebooks based on Japanese animation; which
the enthusiasm toward the series of Deck Plan vol­
umes seem to confirm. Of course, 1994 is a big year
for Palladium Books, with new titles coming out for
Macross II, Rifts, Robotech, Heroes Unlimited,
Beyond the Supernatural, The Palladium RPG and
others!

If you've alreaDy flipped through these pages, you
know that those creative wizards from Canada have
worked their magic again. Deck Plans Volume Two
is another outstanding book of spaceship data and
excellent graphics. Uke the previous Deck Plan book,
all of the diagrams and much of this information is
being presented here for the first time anywhere.
Thus, it is not only an excellent sourcebook for role­
playing garners, but a valuable reference for collectors
and fans of Macross II and Japanese animation in
general.

In addition to raw data and excellent artwork, Macross
II Deck Plans Volume Two offers some new insight to
the Marduk and intrcx:luces some new and interesting
non-player characters and a short adventure. One of
the nice things about this adventure is the villains it
intrcx:luces are ideal for a long term campaign and/or
can be used as reoccurring menaces.

Mlshalla is the beautiful spy who uses her beauty and
cunning like a weapon to learn about Earth's opera­
tions. She then secretly provides that information to
her Marduk superiors. Although she has been sent to
Earth specifically to locate Ishtar (who Mishalla sees
as a traitor), she is likely 10 remain on Earth to continue
herwork as a spy. If she is implicated in any evil deeds,
she'll cover her tracks and convincingly play the inno­
cent bystander (perhaps claiming to have been wrongly
accused). This unique character can continue to spy
on her human ufriends~ and undermine Earth's
defenses. She can add a nice undercurrent of intrigue
and suspense.

Sherak is a madman. Villains who teeter on the brink
of insanity always make wonderful antagonists. Their
actions are unpredictable because they are motivated
by intense emotions, anxieties and insanity. Sherak is

such a character. He makes the perfect reoccurring
villain, who may make it his mission in life to destroy
the player characters (who dared to thwart him or
embarrassed him in front of his people). If anycharac­
ter is going to crave revenge, it is going to be Sherak.
This may even apply to events after the Marduk are
defeated. If this maniac survives, he may pursue a
quest for power (become the new Emperor?) or seek
revenge against the despicable humans and Zentran
traitors who de~troyed Lord Emperor Ingues and
brought dishonor to the MardUk people. He will n.ever
accept Ishtar or Feff as his superiors. Nor will he'
accepta life of peace. No matter how the Game Master
wants to play him, Sherak spells troub~e. ~

Watch for Macross II Deck Plans Volume Three for
more inside information and adventure (tentatively
scheduled for a November or December, 1994 re­
lease). Meanwhile. enjoy the adventure.
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• SPA CESHIP WE AP0NS-lOlZ'1,.tr~lOfU~1Z M'1,.IZV~lO·

Tbe ships In Macross II are huge banlewagons with weapons
capable 01 obliterating small planetoids. Most of these
weapon systems trade accuracy for firepower, which make
them unsuitable for tracking and engaging small agile lar·
gets like the mecha used both by human and Mardukton:es.

The most common sh ip-mounted weapons are energybased.
since these are the mosl efficenl at this size. Projectiles
mosllytake the form of guided missiles which are launched
by reloadable bays for a high rate offire. Small fighters and
mecha complete the armament for close defense and auack,
butthls section will examine only the fixed weapon systems
(as opposed to the meeha, Which are considered mobile
weapon systems).

SHIP WEAPON SYSTEMS
All Marduk and Zenlran spaceships are equipped with very similar
weapon systems. In order to save space, they are presented here
togelher and unless so noted, all characlerislicsare lhesame, no matter
the ship design on which they are mounted. This may seem unlikely,
with Marduk designs being slightly roore advanced, but lhe diHefence
in firepower al this tevet is so small that for convenience it is better 10
disregard it. Game maslers wishing 10 emulate the Marduk's technical
superiority may increase the damage by up 10 10% (alter damage has
been rolled), but no roore becalJSe lhe game would definitely be
unbalanced past that point

Human-built UN Spacy ships usually have fewer weapon systems than
their Zentran coonlerparts, but these weapons are more oompacl and
efficient than the age-old designs mounted on ollhe alien vessels. For
that reason, they are incorporated in the overview of the ship on which
they are mounted.

1. MAIN LASER CANNON

• The Main Laser Cannon is mounted on virtually all Malduk or
Zentran ships 10 provide heavy firepower (on some smaller ship
designs, the Main laser Cannon represents virtually aI/the real
lirepower!). Jt is an array 01 laser weapons located in the front
section of the main roll 01 the ship and is fixed forward

The Main laser camn 1m 00~en1 00l2Ie or openi"l. because
it is 001 me lil"ge ~, txJl: rate many small ones firirrJ
sioolmeously. The great ......... 01 Ienses. carIlined wilh
Iter small sire. gives ItE illusion of borns efl.IIIi"l ~om ItE
"'l' 0011 0I1tE ship.

Prjmary Pu[Oose: Assaull

secondary purpose: Anti-Warship/Anti-Planet

M~a·Damaoe: 108 x1000

~ .: 200.txXl miles (half in atmosphere)

Bale 01 Fire: Once every other melee

I'alIlIilli Unlimned

2. FORWARD LIGHT LASERS

• The Forward lighllasersare laser cannons mounted in batteries
along the Iront and side 01 all alien vessels. They are slightly
bigger individually than the lasers used for the Main laser
Cannon, but there are fewer in number. They are not Yffy powerlul,
bul if fired in large number they can be devastating.

primary purnose: AssauIVOefense

Secondary Purpose: Anli-Warship

Meaa-Da!TljWf!' ....... lD6x30 per laser. AlWAYS fired in volleys
of three or more (mega-damage is per vol­
ley: 3D6 x30 lor Ihree borns. 6D6 x30 lor
six beams, and so on).

Ilanl& 60 miles (hall in .Imosphefe)

Rale of fire' Each individual Laser can lire once per me­
lee. lasers can be combined in any volley
combination, as long as each Laser fires
only once per melee.

fa:daaJ1 Unlimil~

3. RETRACTABLE LASER TURRET

• The laser Turret is acommon weapoo because of its firepower,
versatility and resilience. n is CClfT1X)Sed of a battery of laser
canoons firing together al one larget, usually in conjunction with
other turrets close by. The turrets are mounted underlhe primary
hull, proleded from enemy fire and ready 10 pop out Irom under
sl~i"l hatches 10 atJacI<. Each lurret is capable 01 360 degree
rotation with a180 degree arc 01 lire.

Primary Purpose: Assautl

Secondary Purpose: Anli-Warship

Mega-Damage: 104 x 1000

BaJuw; 200.IlOO miles (hall in .Imosphere)

Rate 01 fire' Each individual turret can fire twice per me­
lee. Turrets can be combined in any volley
combination, as longaseach fires only twice
per melee.

faxWalt Unlimited
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• SPACES HIP WEAP 0NS-19IZ'I,.t1~19(uWIZ 'li~'I,.IZV~19.

Range; .

Rale of fire' ..

4. RETRACTABLE MISSILE TURRET

• These are very similar to the Laser Turrets except that they lire
missiles inslead of laser beams. They can use 5eW!ral types of
missiles according to the mission aI hand, bullhey generally use
HE warheads because theyare easier 10 manufacture. Arrrnunmon
is brought directly from the armored magazine by automated
drones to ensure aconstant supply. Each turret is capable of 360
degree rotation with a180 degree arc of fire.

Primary Purpose" , Assault

5ecoodaIY Purpose: Anti-Warship

Mega-Damaae: . varies with warhead used:

Medium Range Missiles

1. High Explosive: 206 x 10 M.D.: range is 60 miles (80km)

2 Plasma 306 x10 MD, range is 60 miles (8Okm)

long Range Missiles

1 High Explosive: .. ,3D6x10M D,rangeis t800miles(2895km)

2. Plasma: • ,.. 4D6x 10M.D.;rangeis 1800miles{2895km)

3 Smart 80mb: 406 xM.D.; range is 2000 miles (3215km)

Biasi Radius' medium-SOft(15.2m); long range-SO
n(24 4ml

!lang<. ... ....... see above (aboothalf ltlegi"", range nli,ed
in atmosphere). Typical missile speed is
around 1800 mph.

Rate 01 Ejre' ......... "Each individual turret can fire once per me­
lee Turrets can be combined in any volley
combination. as long as each fires only once
per melee. Miniroom number of missile per
volley is 10. Missiles can also be launched
as a randomly lired barrage (see Missile
Combat, p. 9 of Macross II Deck Plans
Volume 1), but NEVER individually.

&1oalt Effectively unlimited due to the large supply
available.

5. HEAVY PARTICLE CANHON

• The Heavy Particle Cannon is the most powerful weapon Marduk
and Zentran ships possess. It can devastate entire lleels of enemy
vessels given half achance. Because 01 the power requirement il
is only mounted on the largest vessels. Only !he humans, with the
488-meter Macross Gannon, have managed 10 miniaturize this
awesome weapon.

The Cannon is hidden in the core of the ship along the main axis.
It needs six full minutes (24 melees) to powel up its enormous
capacitors. !hen another Iwo minutes (8 melees) to gel ready 10
fire. During Ulese last mmutes, the ship's hull separates in half.
WIth bolls of lightning jumping from top to bottom in anawesome
display 01 power. At this point. the ship is coovnifled to the flflng
olthe gun and all of its energy is geared toward that purpose. Now
would be agood lime to get oul of the line of fire!

Once the Particle Cannon is fully charged, the ship releases the
mighty beam. The beam lasts for 15 seconds (one fUll melee
round). destroying EVERYTHING in an area one-mile wide by
2OO,lXX) miles long. The only way loavoid destruction is foavoid
ltle bea'n altogether!

Prjmary PurPOSe, AssauIVAnti·Planef

secondarY Puroose: " Anti·Warship

Mega-Damaae; ....... Destroys EVERYTHING in its path. regard·
lessoIM.D.C and_f1usedagainsl
aplaret. ncauses206xDNE MIlliON M.D.
('). Oaving OIllya craler rroasuri~ 106 x10
miles round and 306 x 100 feet deep. The
resulting shockwave ~iIl probably cause a
fair amount of damage, too. ..

........ 2oo.00J miles (half in atmosphere)

Ooce every eighl minutes (32 melees). but
limited to 5 blasts per hour because of
energy reqUiremenls

~ Unlimiled

•
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• MA/lOUK SCOUT CRUISER (SOD m)

•

I

,..--
• COMMAND CARRIER (305 m)

• CORVETTE (332 m)

• BATIUSHIP (244 m)



Zentran Alphabet

ABCDEFGHIJKLM
.

~VIZ m~ lO ~ ~ @Efj fS\"B ~
NOPQRSTUVWXYZ

Zentran Alphabet Examples

Marduk= Pl~C~~

Destroyer= CwlO~~VBw~

Zentran Numbers

"
,I
"
j
!

I
1
i

i
I
I

I
\"

•

o vi 1/ 0 ~ " ><1 <f4 -84~
o 1 234 5 6 7 8 9

Zentran Numbers Examples

85 = -84 "
2089 = 1/ 0 -84~
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-UN SPACY CORVETTE--UV~Q~~~~-
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VEHICLE TYPE;

Corvette

CREW:

Dflk:ers 30

Assigned persoorel... . 155

ComballrOOlls (Including pilots) , 112

Tolal crew: 297

._.100 each

100 each

100 each

. 50 each

100 each

2,1XXJ

... 10,000

M.D.C. PER LOCATION:

Laser turrets (6)

Forward laser mounts (4)

Missile laurd1ers (6) .

Phalanx turrelS (12).

Alrlockslaccess hatches (20)

Bridge· ..
Main body••

OVERVIEW:

The third smallest ;hip In the UN Spacy arsenal (tile smaller ones being the Coomand
and the Escon Carners). the Corvette's deSign was strongly 1O!ILJeOCed by boIh Zenlran
and Mellran ship design Although it 15 not powerfullyaimed, the Corvetle serves as ship
of the line In the UN Spacylleel. Its Phalanx turrets gl~ing 11 abetter chance to SUrvl'o1l a
shlplmecha encoonter It
alsollansports38Valkyrie
Vf-2SS as Its normal
~Ierrenlofrm:ha, but
Ground Mecha (up to len)
or Melal Sirens (up 10
three) can also be part of
lis mecha group.

The firs! deckcOI1!ams the
brklge and lop armalm11
wIllie dec!! 2 1$ reserved
lolhecrew.OecKs3and 4
are mecha hangars and
decl:. 5 IS ItIe shuttle tJay
The Corvette does nOI
u$l.Io1lly transporlground
mecha. 001 wten if does.
all are ~uipped Wllh a
spacepropulsion system.

.,



-UN SPACY CORVETTE--Uv~Qw~~w-

3. MPHALANr TURRETS (12, HULL)

• The55nYn 'P!lalanx"lrHllbe ~11Ir.g cannon IS directly OO!...oo trom the one used
b'J the 1irsI1II!fI9llJ1 01 Villkyrlt 19*'s 'Phillaru:"lurrels gel a t3 wte'I hrllll
onlTRSSile:s.

Matn Mglfles'" 3.lXXl

AuxJllilYeno-:s····(2) 1,200 e<dI

DestrD)'llllllhe 5mSOf tower (J It1! bndlle WIll dep'r..e!he stuoofa1110rms of long
rarlIJl!CO'lmJmcatlons, 1m and largetmg TheI~and1argetrngcapatlll~1eS

are nowequal toa Valxyne. The st!ipcan stili operate. but is -3 on 1n!113t1ve, -3 to
SlJlke and and Ite number 01a~ks per melee oIlhe weapons IS (educee by Ilall

OepI!Imgltl!MD,c oIltlt rnaJII body It Ipullhe sIup eu of a:mntS$IOl'I nWIll
expi(lIjI! flOlle-y btast l:alISIflg lD4 ~ IlXXI M0 loa llXXl (nim) a¥ea

Deplellng the Moe oIl1'M! mallletl!lllleSWln severely mpan rneslNp, /orcInQ ~

to rely on lIS 3Uluhary engines,

II both rTLl.ln and auxiliary enQHles are put out or commISSIOO, IIle sIllP WIll be
tloatlllU deM If'I sPaQ!0l WIIlCfash lithe damageOCClJ(SIfl~e The loss
of the jUXllI3ry etl!l1flllS iiIOI'lt W11100l~ !he ShIp 111 ¥If Yf4'j

Ra!e al Fmr

eo miles (106km: halt Ifl3lmJsllhefei TYlItcal miSSile
spel!ld IS arOLWld 1IlOO rr¢

EK1l1llliYlbl1an:her 1311lre lWICe pet melee Eadl
Iaoochet unleashes a YOlIey of two 01 hve IT\lS5IIes
MISSiles can also be ~Il:hed as a raodomly fired
barrage!see MISSile Combat p9 01 Macross II Oedl
Plans Volume J). to NEVER I/Idiyidually

2OO/IIl$SIIes pet 1an::hef.1ora ItUt 011200

WEAPON SYSTEMS:

1. FORWARD lASERS (4. FRONT OF lllE SHIP)

• TIlese are tour powertul laser cannons roounted In the lront of the ship The
FOIWard Lasers are hxed and can only lire 10 Ite Iront.

•

•

..Mil-MISSile

.....
AntI-YinlIJl

lD·h 1000

200.000 rmles (hall In~e)

fD nlMliJaI UTeI C31!ife lWlCe Pl' meIlle Turrets
C31~~lllanyvolley~~as~as

ta:h liles only IW!Ce per ITde. MmvrunllU'l'lbtJ aI
turrets per wiley is 3

Pumry Pur!losr
Sr&.ondary PuUlose

Mega-Damage'

4. LASER TURRfTS (4, HUUj

• 5canered Ihroug/lOOlthe hull, the Iasef tuners SIaod feady 10 pop OlJl1rom UI10ef
thell sliding halches 10 ilIl¥.:k any vessel 'MIlCh dares come 100 near Exh lurrer
IS capable aI 36lJ" lotIUOn Wllh a lfK1' arc alIift'.

Prmary !'IJmose'

5econdari f'VrDo¥

Unhmd«l

Mega-Qarnage' 106 x10 per burst

Bamm: 10 IllIIes (twin~e)

!lB of Flit fD IllClMl1Jal ....ree ca'l lire lMl tus1s Pl' meIlIe.
Turrets CiVI be combmed 11~ volley ClIl'tllnaIJOIl. as
lOng as each Illes only IWlCe per ITI!Iee MlnlfOOITl
rwmber oj turrets pet volley is 3.

.I7im1 EIIlI:IJ'I'eIy ooIJmlIlII doe 10 lhe large nno SLWY available.

MOBILE WEAPON SYSTEMS:

~-m ~

"If-2SS SAP 14

"If-l MS MelaI SliM (WI1tI'I avillabIe) 3

Sou.... I

Up to lDGround Ml!cha (but no Moosler III) canalso be transported i11tlecurrent ITWSSlOI'I
calls lor It

DESIQN NOTES:

• The armory cootalAS~ wr.1POAS and spac:esulls 10 l!QUlIllh! crew

• Passi'lll sensors are noI accessible ffom Inside the Stllp.

• 5ero'1Ce hall c:orGlns eIevaIlYS, W3SIe drsposal, lilt~ ell:

• The IMSlIe biJyS are norlfQIlynoI uessiIlIIlrllll insld! lhe ship. tlltIplltr~
Iol;IQld maMUra'lCe pnl$.

• All telhngsare 82 feel(25 meters) h91. With carwalksal66Ieet(211Ill!tefS),a:epl
levels One ard Two 'MIlch are only 5merers high

"""'"
v.II'll!$ Wlltl warhead used

206xlOMD

3D6xlOMD"

5OM(15.2m)

.. """

J32 ""'"
1161TElers

l11Jmet~

3,200.000 tons

ColrtllnalJOl'l nuc:Ilw 'fIllh25 yu we. iIId 50IaI power
(rifWle Ide)

"""'
"""'"104 x 100 MO 01' 2().4 x 100 l! boIt1 cannons lue

simultaneoosly at Ite same larllel

II} miles (106 4ltm haU in atfTIOSPhere)

The lasers caiNe ltwe limes per melee(15 seconds)

Unh.llIted

DIMENSIONS:

'""'""'9<
W<lth

Weight

Power System:

Gravity COAtml System:

Fold system:

SPEED:

MalneoglnesarecapabJeOlSUb-i111htspeed lac or 16.1XXlmiles per second (in
soace only) T)'PICaI speed IS only Mach 126 lhough Alrolialy engllleS ca'l

propel the stup ill the relatJ""'r low scml aI Mach 2

Bonuses ..4 on 1ll'11ilM! .3 10 Sbikf 0-410 dodge

2. MISSILE LAUNCHERS (6, TOP OF THE SHIP)

• Trese lUYters are IIfIl!d~ on lOll oIlhe sIIIp behind arrmred l:lMn Ttey can
use sewerallypes 01 /lllSSl1es aa:udrrlg 10 Ih! rNSSIOl'I ill ha'ld. llJIlhey glmatly
lISe tE warheadS ~ biJy las a~ degree arc III lire 11 all d11etllOl'lS

pmnary pmoose An1l-Fighler

Secondary PurPOSe'

Me!Ja.Qamaoe
1. Higl! EJlplosi,,:

2. Plasma:

Blasl RadiUS



@ EMer (tuM1 sized)

l:8J WilSIe dISPOSal

= C;r.walk

IT] l,n (HL Hea'q lin)

IT] flel\ltOl (lIWlal

~ -:LA:::L Airlock

"'"=-= -"'" ,
@ SlasIS/Coo1lxJlelIO\fl'el

• LEVEL ONE: BRIDGE:
............................................. Iri...
...................................... Senic.bll
................... C_~lcatlOlleqMlpmettt
......•................... laser t\IIfet entor
........................ AIMIuIIltla pzl_
.......................................1• ..,IIIIS
............................... AullllrJ 11IlI1.1S

.......... ForwaQ 1_ syst..

......................................Stnlc.bll

................................... ern qlllrt....
......................................... Mnsull
............... laser I.rretll_ IIIl1az1.es
........................................ ••,Ines
••.......•..................... AurllilrY ...illlS

-Projector Satellite-

••

,
•

•

I



-UN SPACY CORVETTE--Ulf~Q(V~~(V-

- LEVEL THREE: MECHA HANGAR:
.......................... f__ IBIf sysn.
................................... M.clla hUll!...................................... Il.,.Ir...,
...........__ _ ..,..~
........................................­
...........................__..~......

........._ ~~...

...................................Mrtb .....
.... W"JlOII Ny I.. -.cluI
.............................s,a.. ,.u It..
.........................-....- .....
............................................
....................................,......

.......................... F-.. a-"....................................CIIINil'" Illy...............................C-"t..,~
............... l.-er~-.azl_
......................... Wlapoll Ny 'II' MCllI
.......................................~
.....••••.....••••••••••••••••• AulIWy .....

• VF·2SS I SAP Squadrons •

•

• VF·1MS MeiDl Siren.

•
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y

... ~~IZIZ(P~ !J6.U'/M.1iJ\ ~W(P'5

~@WM ~W(P'5

00

t

•

OVERVIEW:

rile Ba~IesIIlP, arthoogh smaller Itlan the Comm.JOd srup IS even more pc!'lIIettul In term of raw
Ion!powfr SInce II,s purely a comoat ~I, Wlth a small meen.J complemen, II10Sl oll!le IIJll's
,nlen(ll' space 15~ 10~ry ald crew ~ers, 'll'rth rnactItoeIl alC! power leeds fOOlHrIll...-.
BatllesI1ips are more pleot,fulltW1 Commartcl ShillS, bul~ are still a13ft slQhl when CUJlllafed III
tt'o1 hunOreos 01 lell1rarHllJI~ ~aIt In semce Ifl'Ilh the UN Spacy M paI1 oj the I>rbllal deIeose
retwof<, the Batllesfupsare p(iD:d al S/raleQlC locallOOS ilI00nd IIle Earlh 160 !>/llps).!he MooIl112l.
and ne.u rtJe~ 01 Mars {4) T~ are rarely sen! beyoocl5alurn 10 klilow an eoemy or il¥iaY for
sPaCe explilla/Joo

VEHICLE TYPE:

58-12

''''
CREW;

Officers'

Crew (Ship and AJllI1)

PrlW ilI1ll Ccrobal Tr~

T"'_
M.D.C. PER LOCATION:

Cmm.InitalOlT a-de!lrIaI! (3)

BrlClge 00bble" (1, lOP)

Main ItItusIefs (1)

Sean1ary lhl'\.lSlelS (3)

Small ~Idn:e ltIrUs/els (2~)

Main laser ca'Jl(W1 (1, tomr~J

M.'lrrl P-llea'n caoooo (l,lIDSt)

Rear 1aset camoos 121
Uoosed I.lsel torre!s" (12)

~~ rockellal.rcllefllays (4)

__ 144

216. bul C¥I~an alldi\il:lna148.

'20 '"'"'""'"... '"'.00 '"',..
_.""

..... 500 '"''00 '"'"" '"'

;

,
I



• UN SPACY BATTlESHIP -1((~bbM19fV~lZ.
I

--
~mlles(48k1ll1

E.ad\CW(Il'Il2'l!tre 11\11: IIresper rrelee(15 sea:nlsj.n CMl
~ dueded II ddIIerenllargel$

106.10MD perbQ$l

IlO) ft (2.~ km~

Eachtul/ell:a1 fireltweebmesper~ (15 :I«.OI'Ids).¥1Ol:a1
~ diIdIlll ddliJln IifQeIs

4. ClOSl RANGE lAS£fl TURRm 112. NAill HUU)

ArIlI·ligIlter turrets lie rTIOlf'Iled lRler ltle lUI, "'Ikler1 be/ltrO heaYrfy Mmoted bla:!.I doors
When needI:d.ltle turrets rist 10 lilt bch bJrrel e.1 rQlale J60clegtlle$. 101m .100 degreelle
til lift

rrI'WY I'Im!:!c

SPEED:

~d SPeed IS Macft 126 11'I $lQ2 The~ 11ft nGllIe III ft9t In ;m

almos(lllere They are capable01_ space tJi!VeI. ~lthouilh I!'ey11MneYeI been llSe(IlCIlltlal

~"""
nused b deeli SPD! 11M, III: sI'cI's I!I'IQlI"e5 lie QOible 01~ Slb-19llltwusl.
~ I SQlled ..QK1loog 10 COf 31200 lMts llI!f 7:ID'Id (60.0Xl1aMet1

!IcnlsI5 .J on~ ..411 wile. ..41D dodl;Jt

Medntn rqe rockella:n:h:rs (6. br~) 200 ea:h

MaIlIlllXIy'" _ 8gx)

llesroyJ"'llltle trldgl!.u deCJlVt II'e slIlP at a11lr1nlsol tongrqe~ Iadlr
lI'Ill~ fI1!:st. ffl1.all1D""~ ol. vaI;ynr.$ The GI'IlDllS C2Il!JA
~ Ill. -Jon nNl.'"o!. -JIlISlIlItPl.nlltle lUlUl'olalZblll!flllelee15~

~ ...
rhe la:str 1U1r«s itre normally twdden III the IMI UJlOI!f llUYlfy arl1'lOltd plalts rhe)' ta'I be
~ only'Mlen IIIlflejr hrlllg POSdl(Jll

~lI'IOltleM DC o/lhelllaUl to!I'r11llflhes/IIollAol(D'lll\lMl(ll ...Il~ 11\

.lier)'lN5llalSlllJ lDh llDl M0 lO,llDlllJ)5mj;m

WEAPON SYSTEMS:

Hole Ttf;lIIlU\'ICII:fol~llI!fllll!leelSl1{~ft5SlIe"lllll!ys"'Urel~).J5long~

iIIlD:s(~ cIclse rqe Ur« ~~ pkIS lit~ 01 'M::yroes lnCI 0Ite'_r_ •

'G1!s"''''' 1allI.

306.10MD

406.,01010 •

5Oft(152'n)

lID). miles{16OO< kill) II'PQI fI'll$siinpeeducuxl18OO....
Each~IulCfWl2'l,",orapermdee. Each IUctl!J
I.I'llI!al/llS Il'lllleJ at tu, 1Il.. 01 r.et\II: IIlIRes 1_
~CuIGt p 9 01 Macrw I .-. Pl;n VoUnII. lor
l!lOIli dlCllls}

S. LONG RAMGE ..ISSM: lAUNCHERS t4, SIDES OF TtIf SHI'1

MIS$' It I.MK:tIetl 11ft tnl):J'Ile(IlIl!he slCles olllt s/IIp The long rqeot lheu mlUlles makes
!hem ~remely etlomlor~ 5l.opor1

aWl Pttogse

2«_
40 melft$1tlCIu:I~ 811Clge: TlJoIIe'

13 21111:e$.1llIIlIlIU1I tJtl55......

J.650.IUI~

Combuwon tU:!eaJ, -.II 2$1'S Ide, ;nl soIIf~1"** tile)

....'"

DIMENSIONS:

""'".....
"."----Gril'llfy Cenuol S)'5lem

Fold S}'Sle'11

•

,

...._._ 2~,
•
•
•

..__ 6

__. 12

Ar1..SpasIwp~ Spa Fq.,

""""..oes WIlh Wll'Illlad user:
2D6r 10MD

306~ 10M.0

501{15.2m1

lllllUles (1211Ilm~ TrPQI mlUlle Sl*d is"'-Rl 1800 mph

Each iI'IdfYds,lI \Ulcher C¥l Ike rwuper melee, Each Iude
\tlIeWIes I I'ClIey at b.f or eqw mmiles (_ MIssiIt
""-p- 9 01 Macrw.'-' Pl;n Vllkm! 1

220 lJISSiItS per ....,b' • tal 011320

i. MEDIUMIWtGE MISSILEWJ~ Ii, IIIIOGEI

• Tl'eie~ _1t-.1 ~ IIJll btlcM' h br-. bdln:I iIlIlllIlId ctMIIS. TIley__

pr""" kI del!ncIlhe lIndg!: ag;amsl fl'llI'IIJ~

MOBILE WEAPON SYSTEMS

".2SS
YF-2SSSAP

YF-2SS SAP ScEul

YF-1llS~ s.trn...........
0elerI:Iel.£.,: 11II/SlllCl!pr~~)

T~ !I (III/spa(:t proouWM sysleml

ADDITIONNAL VEHICLES--

Prlll'Wy !'Imosc
Secoollary PylllOSli

MegI.Dlrnag:

' -, ......

...­
""""2D611!mMO

J(I miles /48 kin}

TIr laser I2I1lIflI2lR me lIftS per"*(15 SIItlnIS~

~CMllll! dirlaed II dollnd~--
204.1!mM.O

8 mlle$ (128 km)

n~(;¥W)1 C¥l fire sa lIl!ltS per melee (15 5elXllIllS) ¥ld C¥l

bI: dutrded lll)JlMnllargets

rnmuP!r:g,e

Serona;!rv Puroose
Melli!'tl¥Oalll:

1. MAlN WEll CUMOM 11. FROMT OF THE SHIP)

• Thrs~ Iisef C¥JlDfl ilJm5l11OSl 01 h rae 01 h sInP. I lias lfl!fY glXIO range n-

2. MAIM PARTICLE BEAM CAHHOH 11, HOSE OF THE SHIPJ

The patlJ(lt tun r.lTOll$~ ... the rlO$l! 0I1lle $IlIp ~ 1$ lfl!fY (KlWeIIuI, blc has I
slD1~ The~ CMl be~ ¥10 k1Ilerllll90 degIlles

Prmry !'IJmc:J:.c

SectnlD PIroose
t.lr:g;t-[)«!lagc

--
3. REAR USEII CANNONS IZ. TAll MCTION)

• Apairol tasercamons I$I'llOllI1tfdOOeslhefSlOe olthe rear t/ltuslefs ElC/ICMlaogle¥1O/tUe
Illlldeg/ee:'l

P"1TlIl Py,OOSt Assd

S!:w>au Ptt;xr;c Dei!nse

~ 104.1IXX1MO or204111D1dlXllllln~1l

lhe YIII! Iargellcwa IS en IIldee ll&D1



@ fleva:ot (tvnarl siled)

J fl~ tWasledi$lXlSo1J ,
~ = I= """" <m

ill
~~

l,'
~

= "/ l
OJ E1M:Ior (fIe:ha) " "'---'\.-[R] """

::L AL .-
"'0 •

3IE ,..,,,,,
@ ~s/ComooIer lower

• LEVEL ONE: MAIN BRIDGE:

•

•

I

----------,

,

•.••..••••...••••..••••..••••..••••..••••. VIewpert
••••••••••••.•.••....•••..••••..••••••.••••. IlllIUIII
.............................. ....ptlollIlbtlOll
..... COIIpultr bin
................................ ea,taI,', tbtlllll
.............................................. ttlln:
........................................w~
................................. Captal.'. IffIc•
........................ Offiens' ....u.. I'Oll•

....................... FIN~IOIIc_

................................s,KftOit lock"

............................... MMelnr "II'"
................ lD.I_I•• IIHI_I.ta•••c•
...................................... Serwlc....11
......................Mlul.. lars ..~ Stong•

................. Fill c.lItroI ..-
................................ $jIKalIIIlodI..
..................................... Aec......
........................................ W__
.......................... WHfIOIIIIIIIIIr .met:
............................................~
.. C_llIutlOl ...lpmIlI1, _IMI...C.



• UN SPACY BATTLESHIP - 'Rl~~MlQfUIIJIZ.

• LEVEL THREE: CREW QUARTERSIWEAPON SYSTEMS:
_ - -_ ~~
................ 1,' ...-.-

...................................... Senlu IlaII
................................. twret .......
........................................... St·lll·
.......................................cc_ rGO/II

.........................................,.,...

...................................er.....-urs

................ '*-'er nlIb
...••....•..........•••...••...MbI8I ........
................. lcatt.-.
...................................... f I' I''''
...............................Aluill.., ....
......•.......•••••..••••.••........ IIbI• ..,1_

• LEVEL FOUR: CREW QUARTERS/LIVING SPACE:
....................................~~
.........................c : ....~
. ...••.........••.....•.....•....•. Sln6al1Ial1
............................................1.-..
............................................. 1Ial1................f_It.,. ... ..,.,.miMI
...................................en. ,~art'"

................"-'ruti.....,..., weI'ts
....................................isslIest....
...................................... f II ..
.....................................,.....
....................................... ..,-s

.......................... "artl~" __~
...........................................~
.......••...............•.....~ IIriIfItIJ ­
••••••••••••••••••••••• 1'1... .............,_
............•......................•..ser.tc.1Ial1
...............................~ lKllltles
........... Mlillt_" ........~
..................................... S~lttte...
....................................... MKllIIIIy
...................................0It1f~
............................................
...................................... f ...

••••••••••••••••••..••••...••.. MzfMay....
•...••....•..... ..-... ft.ts

,
,

•
'"•

•

•



-UN SPACY COMMAND CARRIER-t1VXm%.~c t1U~~~~-

..

... 00

•

500.....
'500
500J ...

'200 ...
. 100 each

CREW:

~~ ~

Clew(ShlJl <nl FI~) lCli

P1lolsnContlafT,oop$.. 288

Total crew: 432. but tal svppol1 II Iddltiol'lal 144

VEHICLE TYPE:

eC-ID-

M.D.C. PEA LOCATION:

ObseMbon buttlIe (1. tnige)

Com1lllllcallOl1~ (2, bflC!OeJ

8r1dge loYle" (1, lop)

Mam thruS1ers (21

secondary thrusters (5}

Srnalilluidance thrllSlers (24)

OVERVIEW:

The Coomand ShID IS typical of !he new getlefallon of spacecra~ 00111 by~ UN Sj)acy
In lheattel'lnath at lhellrst lfntran 1!lY3Slon In theear'v 21stW1lury Although far smallef
Ihan til! nmstroos allen vesseIs,l!EIr adYarad deslQll enables lIJ:m 10 pertorm llJSlas
atMabIy IllIlallJe

The Cortmo!oo SltJps corOO,re the IIroIllll5 ~ II balIlestup..:l a lijtller camer Thls
It'en powerful YPJ$lIlle vesselS IJIIJQUeIy su led 10 til! deIense 01 the EArth kl

add'llOll to !heir cargo 01 \/alkyn!s ni t1tI!'.f media, the ClmnarI:l Sl'nllS carry ..
ImpreSSI~e al'10uI'I1 01
llfep(l'We" lor a YeSSeI 01

ltl!If Sl.!!, e:speoaUy wte'l
~edlotheerooTWS

ZI!fIlq) spucrall

As part OIlhe UN Sp;q
or\lIlal defense Iorces. Ihe
Command [;alllers ale
plaCed al sllaieglC loca·
hons around the EArth (~
ships), the 1OOOIl/4) and
me moons o! Mars (2)
The)' are rarely sent be­
yond saturn to Iollow an
enemy Of away lor space
exploration



-UN SPACY COMMAND CARRIER-UV:om.l'fC UU~$~~-

SPEED;

Siandardspeed Is Mach 12 6mspace, TheCl)(l'l"IliIndStlipsare tntapabteoflhGhl
10 ill atmosphere They if! caoatHe 01_ space travel. altnou~ It'ey have never
been used lor SUCh

• used b _ spu 1r.M:I, lI'e~5 ervres R cap;tIIe 01~SLb-b!1t
lIruSl. mI::tq a$IIlfII OWoachllll20 Cor 37,200 rnies PI' SImId (6O.em my

SlC'

Main canllllllS (2, forward) 300) each

5econdarycannon anns (2,stnall) 1500 each

loog range rOlid IaLJrl:re' bays I~) 6IXI each

Medrum fa'lQe rocbll3lJldlers (4) 250 each

Mlll1llOOy" 12,001

DestroYIng the bndge ll7f1@l' WIll deprive the stllP 01 all Iorms 01 Iono range
communrtallClm. radar and la10etlng These are reduced to !tie eqt.llvaleflt of a
Valkyne's The cannons can SlIII operate, but are -3 00 inillo1l1Yl!. -310 slflkeand
and the m.mber 01 ilIla:kS pet melee IS redtJl:M by hal!

{)ep/dlllll the M0 C. Dllhe maIl1 bolfrWln 1M the ship our ohxJ'J11ISSJOll hili
elqllode III abety blasl. taJSIlIQ 104 xllXXl M0 10 a l!XX1l (llim) illta

3. LONG fWlGE MISSILE LAUNCHERS f4, SIDES OF THE SHIPI

• MISSIle launcIlefs are moonled 1Il1tle sides ollIE shiP The long range oIlhell
missiles makes lhem extremely eflicleflllor baMletield support.

Pomary Puroose AtlIl-SpaceshIP aoo Space Fighler

Sl!corKli!ry Pllroose Deferese

8mlles(t2.8km)

Each cannon arm can tile rive limes per melee (15
secoods). and can be direaed al diflerett taf\}etS.

EtleaMtt I.WIIlrniIed

-­Bale 01 Fire

'OOeS W!ltI warteacI used •

306. 10 litO

406 ~ to M.D..
Biasi BallIUS ... 50 h (15 2m)

BDc.. tOCOt IT\lIes (t600+ kin) T)'PICfl mISSIle speed lSarou~ 1800~

Bale D! ftr: UdI n:livdsallall'lcher can lwe 0I'ICe per melee. Each
lat.rlcher IIIleashes a~ 01 toLr sa. etl1t or lWeI¥e
fllISSIlI!:s(see~cartJ;t.p.9oI11acna.DecII

'lMsVeh••t. b' IT'IOO!del3IlSl.

J20 miSSiles per launcher, for a total 0/1280

­t. Higll Elplosln:

2. Plnma:

~2 on mrtaatM!,...-1 to slrike, +3 to dodgeBonuses:

WEAPON SYSTEMS:

111018; TCllal numbef 01 altads per melee IS 28 (Ircludrng miSSile volleys). plus fhe
lleflloyrrJetl 01 Vall<.ynes and liltlei' meclla/lIzeC fighlffS

2. SECONDARY WEAPON ARMS (2, SIDES OF THE SHIPI

• A~ amlSllDJ1telloo eadl SIde oIlhellJ11 Udl amcan rtUe360cBpes
and mounts powerlullasef CDlOnS.

•

•

48

14

12

12

14

12

12

._.....2

__.. J

varies ...,i1h warhead used.

_ 206.101.4.0

306. tOM.O.

50 I (t5.2n)

8) lilies (120 kin) TypailTIlSSlle spel!d IS il'llnlIlDl~.

Each IndivtOOallaunchef can lire lWlCe pel' melee. Each
lalJflC1lef unleaslles a 'IOI~ 01 lour or eiglll miSSiles
(see MiSSile Combat. p. 901 Macfllllll DedI Plans
V,I... ,.tor l1'(Ked$llS)

220 fIllSSIles per Iudl!r. b' aIlDI 0I8ll1

MeQa-Damaoe'
t. Hlgll uplosl,,:

2. PIUall:

B!asl f\l2n§--Bate Of Fire

4. MEDIUM RAHGE MISSILE LAUNCHERS 14, TOP OF THE SHIP)

• Ttese lal.rltm are Ilre:l up 01'1 loP 01 the ShIP, behn:I P1OfedCCNel'S.1llSl below
Ie t.-.jgt.~ are used prmarily II) deilnlllE trldge agansl: enemy '9*n.
ell!!'"", f'ytooz- Arlt-Space:sIlJp.nl Spaa! F9lfer

5ecood1ry Purpose Detense

MOBILE WEAPON SYSTEMS

VF-2SS

VF·2SSSAP

VF-2SS SAP SpecIal

VF-IMS MelJI SIren

-"""""Defender-Ex (...,/SpaCe propulslOl'l sysI«n)

Tomahaw\( If (w/Space proputsioo sysle11)

""""'''
ADOfTIONNAL VEHICLES

""""""'..

.,,-.
95 61Tllttn lfIduclno Budoe TCMer

102 melers allTlaXJlTlJ!ll aoss-slEbon

4,830,lXXllOOS

Com!lmalllJll noclear, WIth 25 year life. and solar power
(u'ldelinlte Ide)

Each cannon can lire lhree lme; per melee (t~ sec­
onds), aod can be dlleaed ill dlMerenllargels

EMeclively unlimited

""""
"""'"tOO. tCOO MOor 206. tOO)" bclh cmons lue

SITlJllnoosIy alllE gne laIget

16 miles (25 6kin)

""""
-~

tOO. tOOM 0 01206 ~ tOOll both arms firesurulla-
neously alllE sarli! laIget.

Rall: 01 file

secondary Purpose

MeQa-Qamage

Pn[!lj!!Ypurm

secpndar~ purpose

Mega Damaoe

--

DIMENSIONS:

""'"-W;dIh

Weight---­fM.,.l_

1. MAIN CAMHOHS (2. fRONT OF THE SHIPI

• These are IwO powertul energy cmons /IIOIJl'ftd WIllE !root ollIE~ Udl
cannon can lire ll'ldivKIually or suTtJltaneously a11he same l¥lI!t

Pomary purpose
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-UN SPACY COMMAND CARRIER-UVX)}J'i.t[C UU~W(P~-

- LEVEL THREE: LIVING SPACE:
...__...__......... ,.............
.................................................
................ f_ It.,. "lfMItiM
..... Strrlc.1lI11
............................................L-..
......................................E'.I' ••""
..................................... ..uIt
.................~ r..-1IIIiaiII a-Mn

I---
, •

~

~p •

J·$I
•

• , , ••• ,
• --., • .

~

- LEVEL FOUR: CREW QUARTERS:
............ 11I"1.. ,... MlsIlI.I_clltn
...................................... s.-r!c.1lal1
................................... Crnr .-art.,
...................... En ....
........__ -.zm

,

• =m=, • ,• (8J •• •• [I]•

, •

•

• Mam CllIDons •

,

.'



• UN SPACY COM MAN 0 CARR IER - t1Vxm%.~c t1U~W~~. t

• LEVEL SIX: MECHA HANGAR/CREW QUARTERS:
,

\

,
•

I

I
I
I

I

,

• \/F-2SS' SAP Valkyne II •

• Damaged VF·2SS I SAP.

I
----------------_!

.....................................-~

.............................................
.................... 1'iIIt IIritf'-I """'11 If
......_-_..__ ...
.................................. l-. ,.".
...................._ T~.....-t.-s

.....................................,.......
..................... ,... -.HI '-dlen
•....__......................•...... MIIlI .......
......................................--

..••...._...•__ a.tue IlIf Idt ,..

....................................... a.ttIe ..,
......__ ....
........................................--





-ZENTRAN FLAGSHIP-- ~~'1,.lrllO(uWIZ- ,
.)

o i

Tolal crlW: 15,050

3,100

4150

'500
6700

VEHICLE TYPE:C__

CREW:

tt.rn.l-Silt assq'I'!d perSOMeI

~ cartliIllJlqlS

.lerIoo-sue~ per50IftI

leMr¥l-Sile contJaI: pnmeI

M.D.C. PER LOCATION:
I

FOtWard laser mounts (50) '" "'"
Laser llirrels (110) ....... 14O "'"
MISSile 11inelS (230) '00 "'"
Mall'llaslJ~(l) 2IlXI

PhalwlLrrets{12O) 50 "'"AIllol::ksIaa:e I'lifd'ES (160) '10 ..
Rl!Uaclable we;p:r1 haEhe:s (<<iO) '00 ...

OVERVIEW:

By far Iht llIgoesl ShiP 01 the UN Spaq,lhe llaQshrp-dass Z19ran vessellS - except
kJr lhe SDf·, Macross -OlE allhe mosl powertul ships 11\ the UOrMSe AZeman 01
lJl ~s ago walbng IIlSIde tte sIIlP would slrll be able 10 fecognll! lIS layout nl
csrculale WlIhOtA oenmglost, III~ would also I'lCUe SOOIe IIJlIOl'Ln modlflCatJOOS

FlI'SI 01 an. ewerylllXly oow has iI prMfe roem 5econd.lhefe on c:rwatksiln tMf tte
place. M:llturd lhe armosphere is tnaslaDy men reined Moreover.lIM:;we Ita:
sman Ue:lUreS every'lIItee QI ause, hea'o')' lTlOdIhcalions had 10 be done tar 1h!
I'uTB1--sue crew to be allIe to roa'lllhe ship freety The mosl~ ooes appeI" UI
dIOs 2, 3, 4 a"Il5 *eall OIlhe ,,"*,0 space has been red!sp lor IuTa'l-SIl!
,.",.

The crew romplemenl rellecls the terran COl'J'lITtJnlly. WlIf1 amIx oIlbTw1s. tunan-sue
Zeo1ran and ruU-Slll! Zentran, as well as mixed lace people. The only pIac:e wtlere !hele
IS slill some segregatlOO is WIth rnecha (Jeslgl"lS, The Zelllran Pl"eter their own or the
power-armor-Jntluenc~ VF-XX
wtJile the humans preter their own
Valkyne roodels

The UN Sp;q ~Slon oIlhe !Iag­
stup retams alilhe qualrtleS OIlhe
firs! destgn plus scme ~0Ye­

rreJIs, espeaally Ifl armof aid a­
ITQ"lleI't Only1hrS!D1lt1!mareIeIl
a1dlh!y afe used ~ long range_.-



-ZENTRAN FLAGSHIP-- ~A1Gll()<UWIZ-

Tolal nllmber combat-ready Mecha: •.•.••.•.•......•.•.••.•.............. 1,031

OUTER HULL

A1llleck IeYeIs hiM! IWO rolls. !he spa::e 11'I between belng used is access Ilmds D
1llllCha:nl houstng lor~ IlKrea Tht aa::ess tunnels ta'l measure up 10 40 mefIn IaII
and 20 mess WIde

Hull per 40 II area" (12.2 meIen) 70

Hull per 500 II area' (152.5 meters) 150

Fonrfcml 1(3 01~ ship·' (mam body) 350lDl

MHJ~··· (l~llHmr, ITm lIxlyJ !XJ.lXXI

AiPIIIiIIY engas•.•. (lower ru rranlllXly) 18lDl

SpecIal S)'SIlml IO,r.oo

Purchmg ahOle IntoaSJ)'iClhC8rea olthehull-lly~lele"'<leP'e!mg liS MOe
WIll only llive ao:::ess 10 Ihe v.eapon rurrets access COffiOOr (avI)f()xlmalely 200

11/31 merers WIde) T(l gam access 10 lie lIlSlde 0l1he $Illp, one musl go throogh
ttlesean:llllil On Ie¥eIs 1 ~ ¥'ld 1alhlrdtIJll bIocIci1tle way' These IIUrlO' IlIlIs
Igye theSifTeSlrff9has ttle eJ:IeflOl tile. They00 t(), ctllttas IItenOrbulili:ats

DeoldIf"Qthe roectible M.O C oIlhe ken third oIlhe sIllP ..,n PIA lhe COlTIllRI
brldgeilldilllllllafYamnandbrtdgeoul 01 e.tm'NSSlO1 IIWlII also sOOl down !he
emir!! sllIp, lIIcludingttelo1lOwtog syslems:llfe~. grayltyccntrol. toomJ­
mcatloos. ~POflS and englfle5

Depleltnlj the MOe otthe main engines WIlt severely impair the shiP IOfClng II
to rely' on I\:s aUlIhary engines

" boIh II\1iI1 Rl aLWhary engll'leS are PIA OLC 01 toIIITIlSSO'I. Ihe So'IIp ... be
""'1110 dead It1 spa::e or ... 11 crasn little....oc:a.rs lutmosplee The loss
ollhe iJIOOll3ry engmes alOne .... ' I rQ IqIillI the sIlIp 11 irlYW3J "boIh qlf'leS
are stM down. all"sysnms,~ the loki dnYe WIlt IXQIIlUe III work.

Deleoder-EX MK-1I1

ZerllJan pO'l\tIed armor (old 1)1le) ..

Melt~ powered anrlOf (oIlIl)1le)

Sl.nlard llattiepod (old 1)1le)

OIIm Bamepod (old I)1leJ

'''''' pod (oId",.1

ADDITIONAL VEHICLES:

"""'-­VF-2JA(Il~

lentran hcNer p\a1orm

Human hOver p~tf[}fm

Zefurin Sl)aQ! ShIInle

J5

1,500

2,~91

OJ)

'50

60

10.

'"510

""5

SPE.ED:

Illemaine'llIlIl!Satecapable 01 SlJb.19tSIIlfl:l lOCor32,!XXIIllIIes IJl!f 5lICllIld
Atoola'y !rJOIfle$l'2l only pr~ lhe ship~ Itle felalNely low speed of MidI 3

DESIGN NOTES

• Tte/llJltlef 01 medla aboard hiS drastICallydr~ caT"lMfedto!he '*' b.nI~
days kif TWO feiS01S one. n:aslmbIe timg~ tat 10 be lllStJIled, aldlWo.
space Illf ITliJflIl!nH:e hiId tI be laken noCOfI5lderDn

• The!:l5frm 1'tla1n"'lUmts R ilIenIai tithe 0'IlS llI:JlRlIloo ill UN 5Ia:Y
Zentran $hIPS

• Thefeare less mecha lhanactual combat pefWlnel Ihls ensures the rolalion oIlhe
'light trew

DIMENSIONS:

l""'"
Height

w""
W."..-----"""""""""""-WEAPON SYSTEMS:

IieaYy' pilflde DeiITIl3JOl

Maln laser camon

Forward lase! mounls

L1sef IUrfets

MISSIle tuners

Phaatx Ill/fets

MOBILE WEAPON SYSTEMS;

Valkyrie VF-2S$

ValKyrre VF-2$AP

Vatkyr.e Vf-2S$ SAP spocql

MeIaI Slfe'l VF-IMS

VF-XX Zenuan F'9tief

flGA Jet

Tomahawk MK-II

PI1aIanx MK-IV

4lXXI meters

655 melfi'S

600merers

laHUl r.oo Ions

Auto Heal PIle SysleTI

FuslOll fezlOr' I)1le

Inlernallnef1!a drive

AuIO Hyperspa:;e Navlgalional SySlem

60

110

2JO

''''

1450

160

110

"IlOl

60

30

30

TOP OUTER HULL:

RetradabIt _l1ITels

~ f!'lIS$II! lOOels

"''''''''''''''.....
f'Ilalal1lllUfrelS

SIDE OUTER HULL:

~d laser fllOLI'tS

Rel1actabIe laser lUlets

Retratlable mISSIle turrets

f'Ilalanx rurrelS

AuloclGlom!SS haIcIles

BOTTOM OUTER HULL:

~ la:ser 1LIre1s

fletraclable fTIISSlle lLIOO

Phalanx runelS

AlrlockstiKXeSS hatches

FRONT:

Himy piIfIClt bea1l cannon
Main lase' cannon (tower 1font)

"50

15

"
6O(:KI0l'l~Slde)

60 III Ol'll!lldl SIde)

III (65 on eK1l sU)

70 (35 on each side)

130 (65 on I!IIdl side)

"50

"15

•

•
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l:3J Waste diSPOSal
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[]] EIewala' IIIlKN)
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• LEVEL ONE: HUMAN MECHAISHUTTLE HANGAR:

•

• •• • •

GG D=JG G~~ [J[J [JD j .,
~. 'S S S S '
.~GG [bG G~[J [J[J [J

•• • • •

.............................. ,.'IlliItIJol .....

...................................... ..,.

................................~e­

.................................__....••• JlII ,.n
.•.....•.................•.. IIiitay ....,..

Ctft ........ 112...,.... 2.S..., __,
•••••••••••••..••• "'TlMI SftIlI Mile II'" C,,'~

............. Slloppl.. NIII"\.e 00Il1 ,..,11"...........................................'""'l~

.•••..•..•...•.•••..•••••••••••••••• IIIIiII .....

.....••....•••...••............ AaiIla1' ......
...................................... r... II""



.ZENTRAN FLAGSHIP-- ~~'iGll\lfU~IZ·

• LEVEL THREE: HUMANIlENTRAN QUARTERS:
• • • •• • •

rl? 00
GGeDD~DD~8D~ 0 8.. ' ~, , I

, 00
• • • • • • •

............................... laM!re-

..........................................""' ....
................................ ZIItra 1tS

... ............... !IIIIlIII Cl'''' ..-tm (12 1..,
'''"2.5 IIItlllB _hI

.................. z..trIlIClIlI1m (Military Nt·..........,

...............~~~

...........................................-
. It*y -
••••••••••••••••••••••••• on ••••••••••~l--.

• LEVEL FOUR: ZENTRANIMELTRAN QUARTERS:
•

• • • •

•

•

• •

....• Valkyrie Launch SY5lem •

..................__ ~e-

.......................................... n.,.n:
•. lelmI~.,..,NrrJCb$iyW1
.. MttIrM IIN'tIrIlllllbl UrrKU style)
....•..•............................ 1111 "1_
............................... au.m.., I_
......................................EIIfItIteri·,

...............................~e- ~1aII6a.........................~Mrric." ...-...................................... IlIIIIii.... . --.,......
... FIllI ..,.t- untc:1 Il8If h.l II lilt
...................................... FilII systIlI
.................................StIIIPlla ilIlttIl'
............. llIc'cllR.IKIlIlIa .....c:e 11111



.ZENTRAN FLAGSHIP-- ~~lGHOfU~lZ.

• LEVEL SIX: MECHA HANGAR:
•• •
,
•,

,

...................•.........MIl.laef C_..
....................................... ArrIeb
....................__ ~ .....
...••....._....__....__ ~1lInacb

••••••••••••••••••••••••••••••••••• MedIa .....
..................-_ __ - ~

.........................................,....
..............: ~1lIy

. .......

......_.....•......•...........~ ......

. ',' ur.e

• LEVEL SEVEN: MECHA HANGAR:

•

•

.( ~

~, • ,
iii

• -

.............__ _._ ~e-

.........•....•••...........•....•. II«:a ......

...................................,...,.

.......................................~
............................... ",.11" ...1_
•••••••••••••••••.•••••••••••••••••••• E..JIlItfIl1...

...................... ,__• 1JUllOlIlYIt_

................... Ope•••, _" ..."Iors

...........................s..Il *",1.1ilIItIr
.........•...... .....,,ertfcIe - 1YIt­........,,.rtidI- brJM..__

~ .-te"'''''tIr"''-l.............................................. f*1I .. ....,............,..... IIs....,.~-.~

1,2 _1_1ttIdlIll1IIl..-l SftIlI;. _ _1ttIdlIll ........_.

•



·lENTRAN FLAGSHIP-- ~~1GllQtU$lZ.

,

• LEVEL NINE: MECHA HANGAR:

• •

,

••

•

• • •

, .
A A A A

........................................ c._

...••....••....•~ lIrilIte ..-.ice Ilall

.•..••......•....•.....•...•••.SeuoIarr IlrWte
•••••.•••....••••••••...•__...••••. lIIledM .....
........................................,.
......................................-.-­
.............................................

......................•........Auillary ..._

......................................~..

• LEVEL TEN: MECHA HANGAR:
A A A A A

,

•

po,-,',-, , ,
~

• • • •

•

....................................e­
....••........••.....•.....•....... IIIIdlI .....
........................................-
.................................... lIbl _
.................................IiIr., i_

······································EatI_I..

......·.····· ··.·~·IlP..,

............................... ClllMat .....

........................ MttllI ...,.. lick•
............ SllIiltie ..,
....................... SIIIIl c.llIt .., ...

-llunchlng Valkyrles •

•



-lENTRAN CARRIER-- t1'i,.~~~~~-

o

o

..
~ IM~ 41~g1~WW

~grzrz4l~ gWC4I gW4I'ti
____0

00

•

•

VEHICLE TYPE:

C.1rrll!fllandlng stnp

CREW:
.........__ 1.812

1'U!un'5Il! ClIOOat Iroops <1,335

lenlt~mqJlld~ 1182
Z!ltl~ e::tnGIlJlqlS 5~

Toul crl.: 13,n3

50 .."
,., each

110 ead1

1.500

100 each.....
1l5 ...

M.D.C. PER LOCATION:

forward laser mounts (30)

l3sef turrets (2.)

M1S$1!e turrets (EKl)

Main Iasef C3MOf1 (1)

AMIl:lcXsIaCU:SS hatc:hes (156)

Rear /'QIcIIe$ (9)

~ ....... halctes(122J

OVERVIEW:

~ lis extl!l'lOl'~ance hasm ch¥lged moch the Zenllill1carrief's lIltl!llOl was
ledesqlfd to acamnoda:e tlmIn-sue crewpefSOlYlel. especaally Ie¥eIs 2. 3 a'ld 4
Tills was nec:e:ssaIY If1 Oo'def to prome the IISllaI arnIolt tuTa1 beings (a¥llT\CfOl'Mll'!ll
ltrtrans) 11M: been used lOon Edl, OrIglRaI·SIll! lenms haYe IIlICh Illln Iuxi.lIOUS
Ii'M;I~ ltIiWI bebe.

All lhese changes tell
IIIJChIlss loom!oJrre::hJ
compared to Ihe Old 'IeI­

SlOlI. 'Ilindl camed fOOle
!han 25,lXXl aI dwrn The
iJrTIlOf has beenremlorced
and alltlough the heavy
armament stayed lhe
same. the anlHllecha ar·
tnarrenl hal'e also reen
remlOfced bylhePfesente
01 the Phalan_ Gatling
cannon turrets, alltlilPOIl
now starIIard en all UN
~Zernl~ The
lmlran camel' IISl.IiIIy
serwes as a~ lor
small pilf~1llIl

"'"



-ZENTRAN CARRIER--ttH~$~~-

OUTER HULL

The exlerlOf U lI'Ie C¥t..lS~WIth hildIls. A1ldedlleYels haW!!WO IlJIIs, mespaa
lfl belween bemg US!IIasaceessllJlllels forll1!ChaandhouSlflO lor lhe lUrrl!lS Theaceess
lunneis can measure up 10 40 rreters tall and 20 rreers WIde.

Zero.,~ ilflTlOl It*! type) 1096

MeItran porwer!d ilf1TlOl (c*:l t)'IlI!) 1.978

Sla'm'd baIIielXld (okIlype) 71D

OffICl!f~(o/dt)'lll!) 1116

Figl\lef,lllXl(okIrype) 11.

Total number 01 tombal·rudy metha: 7,Z19

I
(

Phaliflx lUrJlti (68) 50 .n
Ccrmuuc:af0'l dn'Iae (S) _ 220 u:tI

tiJlllEf «lit (11.21ll!lerS)" 100

ttl" per 500 It (152 51l1!1efS)" 1.100

Forward llJ oIlhe slup" 200JXXl

Main I.'flgmes··· (main body, 55.COO

Auxiliary engines···· (main 00dy) 10.000

Punching ahole Inloa specllK: area of the hull- bydeplelmg its MOe -will
ooly give access to the access OOfndol (approx 200 1V31 me!ers WIde) To IlaJn
access10 the Inside oIl/le SIHp, one rnusI. 00 thrOUQlllhe second Illil TillS IrHflllf
hull has lhe S¥I'Ie $lrenQlll as !tie exterlOl one

Oeoldlfllllhe ,1,4.0 C oIltJe hont tturd oIlhe ship W1l1gU lheCOfTlm1llll bndge:Jld
aUXllwyCOIIITIa'llI trldOe~ 01 COITIT\ISSIOl1 nWIll atsoSW down!he ertJreship
mudng the IoIIow1g sysiefTlS" hie~ IJI3VIlY CU1IIoL COOITllIIir.<ilOllS
weapoos and !l'lgIIIeS.

OepIelIflllIheM 0 C otlhemamengtreSWilIlonzthesiuptoiety1ll6i1lJllIQIY...""-
"t:ah malll and illllbary etlglfleS are pIA OLC 0/ 1XlI'MIlSoSIOJl. !he siJlJI WIll be
IIoaIIOlI tlead lf1 space or WIll crash II !he Iiarnage occurs In atmosptere ~ loss
oIlhe allXlhary engInes alone will ro ~Ir lhe stllp In any YRf "t:ah ""ll1IIeS
are sOOt down. ~l syslems. except the fold drIVe, WIll continue 10 work.

ADDITIONAL VEHICLES:

Human space Shu\lJe

Vf'-2JA (sloIiIge)

Zeman spaa sl\Alle

lefnIllO'Wel pIaIlOllTl---
6

'!
3

31Il

410

SPEED:

n~ Jt\3Jn englnesarecapable ofsub-I.gtJ: speed 16C AuXllwyenglnescan only
ptopellhe stull allhe relaltvely low speed 01 Mach 2

BOTTOM OUTER HULL:

RemdatJIe U IlIrds 6

"
RetJ1dabje rl'ISSIle bIdS "

" ""'........ "
OJ ."""""'""""'" 10

68
~...... 2

DESIGN NOTES:

• H)petspu ClJTIIUllCalleJlS: Itese pOWerful broadcasl arri)'S are US!llIo com­
I'lI,K\lfAIe WIlli bases R IIaosI1IPS Illar iJfQJ soIM S)'SlemS. Range IS rinown.
NU WJ3eIy' used by the UN SJa:y Ioroes. lU MIIatlIe 11Olll!llleless.

• CoritJr Drop Hangar lhese IwO yzst~ are used D~~..:I

""'"'"-
• l.eYeI SMn IS eq,upped WIItI aImvy Idl-.tldl goes dlMn k1l.eYe1 E9f.

DIMENSIONS:l_-W"'"
Wetglt. .----.....,.....-...-

WEAPON SYSTEMS:

-""'.....
fllfolLlil"d lase' rrnnlS

Reuildable laser IlIrrelS

Retsmable fTllSSIle lurrl!lS

Phalaru: Il.rl'els

MOBILE WEAPON SYSTEMS:

Valkyrte VF-2SS

Valkylle Vf-2SS SAP

Valkyrie VF-2S$ SAP -special'

VF-XX lenlran liglter

Metal SIren Vf-IMS

AliA..

T~MK-II

_MK'i

OeIender-EX Ml<-lll

J,lXXl rreet5..,....,
500 ""'"

162,OOllXXJllJ1S

Aulo Heal Pile Sysrem

FUSfOO reactor rype

Inlemal inertia drive

Hypersoace Navigational Srstem

""184

"1.276

1Il

00

1Il

1Il

"

TOP OUTER HULL:

Re!radable lase!' lurrels

Aelraclable mISSile turrets

PIlaIw turrl!lS

"""""""""""'"""""""""......
SIDE OUTER HULL:

ForwartI laser I11Ol.ItS

RdrmabIe laser II,lets

Retlactable mISSile turrets

Phalanx turrets

AlrlockS/or:cess hatetles

FRONT:

forward laser mounts

Main laser cannon

6

"
"6
3

~ (15 00 each SIde)

12 (6 on each SIde)

50(25 on each SIde)

40 (20 on aach SIde)

140 (7D 00 each skle)

-",



@ EIMD ltun.J sw:I}
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• mEL ONE: HUMAN QUARTERS:

•

.................""" s..... MiteI .... CIiIIII"

,
, 1:==;==
, I

•

........................~e-It'SI..

..........................................n. •

.._ ,...,.~

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

.__ -.ute

...............................~ ......

................... c-.lcatlll.­
••.•.••.•••••••.•••••.....•••••••••••••••• T1lI ""................................. enw.....,
...............................MttIlt.lllldlltl..
••••. .••••.•••••••••••••••••.•..•... IIUI. ",Ita
.............................Mal. IIIIlu 1IlIUl•
............................... ",.mlll "11_



-
·lENTRAN CARRIER--n~~W~~.

• LEVEL THREE: MAIN BRIDGE/FOLD SYSTEM:

"

.....................~ flIcydiIt bcllltlel
......................................Senlcelillll
.•.................................... f ..~ ....
............... ~l' syst-. clDfltnll l......
• IrbI I...
....................................... -.m................................AnlI., ......

•

•

••••••••••••••••••••••••••_.1IIllI "-e­
.................... 1.Iser e-.....-.,
....................... IIlIllIirYte Mrrlc' all
.••••.............••••..••••..••••..•• MIl........
............................. fleclrollic systeMS
................................. otflc-.' '-'"
...................................... s..tu IIIll

• LEVEL FOUR: MECHA HANGAR:

.............__ e-
••••..•••..__...•• 1IIIliI~e-~
••••••.•.....•...•••••••••••••••••• IiIIcllII .....
............................. MICfII_ 1lIy
.................................... M.I. ttIIl-
................................h1 zzIt
............................... AIJJtirr .......

............................... '"-e­

.....................a.-e-.-
...................................--.....
............................. fIIediII Illy
.................................... lIIIl i_
...............................I.".IM ..nM
............................... Alu..IIlIry ..,1-

•

,

• •

•

- UN Spaey PIlOI-

•
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I
I

I
I
I

I
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i

• Zenlran VF·XX·

•

• VF-2SS I SAP Valkynl! II-

•

•

,

•

• •

•

............................. Mlllllal« c.'OII
.••••.••••...••••. 1III1111.aIeI' ea._ Irst_
...................................Mtcub...
...............................KluI u,
...•...•..•••...••...••••..••••.•••• MlI• •,.lles
............................. MllllJIIlIi",~
............................... AIlIIIIlJ "lines

•.•••••.•••.•.••••.........•••.•••• Mtc.. IIa...
•••. .•••. .•.... .•..... Mec:lulweapOll Illy
.......................................ill ...lnes
............................. Mal, '1i1N Hule
.................................IUJ.., ...inll$

.................................$uPI'II.. ha...

.... CDlQ.1 .rop iuJII•

............. eo-II-' *IIJ lIoDr
........................ Mtcllllweapoaloc..r

- LEVEL SIX: MECHA HANGAR:

-lENTRAN CARRIER tJU~~~~-





-MARDUK DESTROYER-- C~lO~~VB~~-
1
,
I

•

VEHICLE TYPE:

0"""",

CREW:

lftIan &MelJa'l (lui Sll!) ~

M¥ci.* lOX!

~ 10
Total cttw: ....•............................................................... 5,510

,50 "'"
'50 "'"
110 each

IllO

'00 "'"., "'"
10

'15
105(0)

"..

M.D.C. PER LOCATION:

Forward laser mounls (20)

Laset IllrrelS (116)

Missile lllrre!S (112)

Milln Iasef cannon
Anlockslaccess halche:s (86)

Relradab1e weapoo hald1es (136)

ItlI per 40 I area' {12.2I'l'8ersJ
HuM per 5OJ. na" (l52.5metersl
FcnW 1}3 oIltle ~··lmalll body)
CorlJoi tower ...

OVERVIEW:

The MardlJ': Destroyer-dass ShiPS loon alargepot!lOI'l oIlheMarti II'NaSIOfl neel, tl'UCh
!he gre as tI'e. lenlran eQUrYalerts did WIth !he Oflgll'lallematllleet The 'leSsellS of
fIQlell.nl~ des9I. in1 c6!rs a000d roo 01 weapoI'Iy a1d IIll¥dJy ThIs
rrsatzs dbcma'leltOe'llin1 experdabletnl, ilR!explatnslls 1llJPl,IIaf~Wl!h1he~

"""'""'"An~-Ittd MattiClltlJaI klW!l' hits lIl!n~ kIlhestDlard lerhl 'tImUl Thls
IS 'llte'e !he Marll.*. SOldierS .e .. n Sl3SlS llilUlI'lO cont:JaI aid.ethe pnrrraIy
trO;Je a1d cont:JaI bl'lo'ileare IocaIed Also. q was h lir!I(~)1M!oIlhe zen:~
Desloryef hits been IXlI'NeIed to Em,J1a101' Sl3SlS da1tlefs. EmJIalDl dBT'blfs. oIIars'
~ cnllTldla /a'lgarS. MarOJl 00~ usually go below !his IMI LIlIess rr.C~JlIed

to do so bytheu superm lor lIlle Wtyor nllher

The Destroyer, unlike
many larger Marduk
ships. does not have
hyper~ COlT'fflJOica­
hon,lllI does haw EnlJ­
13101' chmJers These
wge rooms etttall'l Ihe
ship's EmJlaIors I1II1ll1
tslk ItliMJy arl1llf!d
Il1ey are also l!lJlJllPlll
WIth a Iallll! array 01

""""...



• MARDUK DESTROYER-- C(P19~~VB(P~·

MaJnI!llllIllf:S····(2.~re:ar1 15.0XI
Auxirtary qnes....• (lower rear Tnalll tolyj 7500

F'ln:tWr;l a IlOIe rWO a speafic ireiI alltIllldl - by~ depIlhIg ots
Moe -WID only Otve aa::ess 10 lIE~ ILKrets fwoxmately 2ll) fll31
melerSWlde] To galll aazss 10 ItE IIlSIde allhe~, OlE 1IllSl1lO1h'0Ul,tJ!he
second IllII

Oeplellng Itle MOe oIlhe 111:0 l1ur(l ollhe shap WIll PI' only ltle auxiliary llrldQe
ooloiconvnlSSlon Jt IheControl r0WI!f has alreacty been dest1oyed, IIIen Ihl!entl/!
ship will be shut dawn. Including lhe tollowlOll s~tems lile support, Ilra~lty

control, rotmIUmCahons, weapons and engines

Deple!lnlllhe MDC oflheCantrol Tawer WIll ~IJI95'\ oIllle shiP'S Mardukcrew
and 20% ot lIS Marduk mecha ~!eml!fIl

Oeplel:mg!he M[) C oIlhe maIO engmes WIll severely IlI'(Ialr lteshlp, torclIlll rt
to rely on lIS aoohary engines

••••• " bolh maIO iIllI allXIh3ly engmes ill! IU ~ at COOYI'\I$$IOl'I.lhe sIhp WIn be
1~ll1!IlEad III space or w:1I crash 11th!' lIamagr: oa:urt.,~e The loss
01: the auxl!~ l',ngll1es alOOe WIg rIC( ~tr Itle S/I(llll a'!yway • tdl enQll'fZ
are sru down, all 0Ihel S)'SBTIS eXl:$ me loki cIrM'. ...,11 COI'tIr1JC IOWOft.

SPEED:

the mattl enoanes are capatlle 01 subI~ speed. O.l6C Auxdl3lY enQU'lllS can
only pr~ !tie sIltp allhe SP!'ld 01 Ma:h 5

TOP OUTER HULL:

Relr1ctIbIIIIaser l1Irets

I8r.IcIal:JIl!l rJISSlle ILnds

Alttocli3laxess haIche:s

COO"" ..,,"'" ......

SIDE OUTER HULL:

FOfWiIrd Ilglll Jasen
Reuaetable laser lurrels...._ ..

Retra:table mtSSild turrets

""""""""......
BOTTOM OUTER HULL:- ....""""I\lrmabIe ITIlS5IIe brds

....flolis/aca:s$ har.:tl!S

""""""'"""-..

25
6

20
5

.. 60 (:lO 00 eac/l Sloe)

.... 56 (28 on each Sloe)

100 (50 on ea:tl Sloe)

1:11 (65 on liach side!

25
6

J)

6

OUTER HULL:

lh!: eD10 01 ill Mardi.':~ IS dtIIed W1It1 hoiIche:s kif i1110cb and~
IUnds All diD Ie\IeIS tIave l'ofIIOl'uIlS.lhr: $p;Q' lfl belween being lISl!das~ IlmeIs
for 1TIlld'liI.n:IIlouslng kif !he IUITelS lh!:aazss IImeI:s l:a'llTllmll'e up to 4(1 me&ers
tlU .n:I20 meters m

MOBILE WEAPON SYSTEMS:

lmal BaIte Pods 4100
~otrllZl'Pods _ 1!1X1

Zertra1 Powered Annors 975
Meh1 Po.eredN'mors lD)

GllgiRsh T)'llI! I 750

GIIQamesh T)'llI! II 200

Arwll/l11a1ors 600
Total number of combat·reilly mecha: 9925

•

1

10

N..
1(lower lronl)....

FRONT:

Heavy parhcle bea'Tl cannon
Retradab!e taser lurrl!!S

Retractable miSSile tune!

Main Iasef cannon

""""""""......
DESIGN NOTES:

1- lh!: lirsIle'l'l!I 0I1le ship !lis bee:l f!lilIelf a tM'dI* rTKtTi tmg;n, E1rIIIIlor
ctmOn. EnUIkr- SlaSISdBrtllJs iII1d oItars'liWIg 1).IaIlef$.

2- lh!:anroI towel' has 81M1s lh!:wlWlIlMbmlhe ooes!isledas lMIOne
and lMI T'MIlfllt'e Iollowlng pages IN!IlJVlle lSI stIct oISIJ IdetiaIIMIs
PIled 00 lop oIlllid1 00ler and labelled JlIO 3f 8er.ausre!hey are ldefUaI. It'e
IIoorpIan:s are nol repealelI

3- The "sland-by" room kuld aboard UN~ le11J3n Destroyers does I'lOl exzst
aboard Matduk Destroyers They are a tuTW'I illklillon wluch lhe Marduk l'lMf
Ifllrocilced alxlilrd thetr own sIlljlS.

5
50

50

1

1

20

'"'"

20CKl metet's
560 melelS il Control Tower tross-sec!IOII

750~s a11T\U1llU11 cross-sa:l1OO

84,OOl.OXItons
......0 Heat Pile System

"""" ....""~ IlertJ;i t*1'lt

...._--
WEAPON SYSTEMS:

Heavy PartICle IIm1 C3MOfl

Main laser cannon

FOlW<Ird OS

Laser turrelS

MISSile lurrets

DIMENSIONS:

l"'91h
Height.

Width

We-ott·
M.ln Engines:
AuJiIi,lry Engines:

Gruity Control System:
Fold system:

ADDITIONAL VEHICLES:

Mardul: Shuttle

lenlran Ime' plal10rm

Marck* Ime' platform
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• LEVEL THREE: MARDUK QUARTERS:
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• LEVEL SIX: MECHA HANGAR/lENTRAN STASIS:
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VEHICLE TYPE:

SCouI Cruiser,tlile Transport

CREW:

Marduk 1240

Emulators. . 5

Zefllran 895

Mehran __ ,. . 375

Tolal crew; 2515

OVERVIEW:

The Marduk Scool CrUiser appears retatively unimpressive because 01 its small size and
lack of apowerful gun array ills. however. hea~ily armored and exuemely mobile, and
is reserved fOf Marduk ClacK troops and eille.

Unlike aboard most other ships. there are as many Marduk as ~e are Zenlran and
Mellran aboard tile Scout Cruisers nShould be Ireafed with greal respect it only lor that
reason Most Marduk warriors aboard such ships are tile wilder. more 'human"type
whICh do no! hesitate to pull (successfully) locfelhble stunts in order to Win EVllll thell
Emulators are sOO1eWhat unusual (see the scenario al the end 01 thiS book)

M.D.C. PER LOCATION:

Forward laser moull1s {8)

I..asef rurrels (101

MISSile turrels (28)

Main laser cannon

fieavy parlfcle cannon

Alrlockslaccess halctles (32).

CoornunitallOl1 ilIltennae (6) .

......,50 each

........ 150 each

...... 110 each

........... soo
........ 1IXXl

100

... 100



• MAROUK SCOUT CRUISER -lOUVi)&: U~i)$19~~·

OUTER HULL:

The exlerllll' 01 all Marduk baIt~IPS IS dolled W111l tIaIdles #of In10cks and weapon
turrels All declc !eYels have IwO hulls, tfle space in between being used as access lunoels
tOlIlB:ha and holrslng lor !he tUllets The access runnels can measure up to 20 meters
tall aoo 10 mes WIde.

Re\ractableweapOflllalctles(86) .... , ,Ill each

Hull Pf.l' 40 ft area" (12.2llVl1e!1) 100

HulllB 500 II area' (152.5 iTI!SerS) 1250

Forward lfJ 01 hsh&p·· (1TIiI1 body) 29lXX1

Main engines·'· (2, lower rear) 8500

AU~lllaf)' engines···· (lower rear, main lXldy) 5O(X)

PIn:/lJng ahole M1lO asPeCIfic area allhe hull - by~ depleImg JlS
MD C -",,0 lilly 1I~«aJSS to the II8IIXlIIl1IleIS (~0XlIIlaleIy 200 1IJJ1
mel!rS _I, To gar'! ax:ess 10 ItIe IIISId! oIlhe $/'lIp 1ft lIlJ5l: go lt1'oogh tile
seanlllJll

OepIellng!he 1.4.0 C oIlhe froot t!llrd oIlhe slllll Wlil P'J only lhe itUXlhary bndge
00101 commiSSion The entire shiP will be shu! down, IfIcludmg the tOllowlI1{j
systemS, hie 5U~. graVIty tonlml, corimuniCallOl'lS. weapons and engl!\!!

DepI!lng !he MOe oIlhe 111311\ engmes ",,11 severety !lT9iu t1le SIIlP, torClll!l ~
(0 r!Iy on Its auliIiafy engmes

II boltJ mall'l;nj aLlXJllarY engmes are PIA. OUII 01 COIJlIlUSSIOll. lh! shlJl W111 tit
flaallng de:all mspace Of WIll aash If the ewnaoe lItCUl5 In at/TlOSphere. The lOss
of till! auxiliary engines alooe WIll OOIlmpalf !he ship In any way 11 both englres
are shut down. all Cllher systems. e.cepllhe loki drive wUl continue 10 work.

SPEED:

The ma!II engmes are ~leol5Ub/9'Jl speed 0 lac Awulaa-y engwleS COIl
only Pfopellhe $hIp at the speed 01 Mach 6

ADDITIONAL VEHICLES:

Manilk SI'lJttIe

MarBJll HlM!r PIalIorm

TOP OUTER HULL:

Relradable Laser 1urrms

Ret.raetable Missile Tllllets

Alr1ockslAl::ms HaIches

""""""'"......
SIDE OUTER HULL:

Forward l~h1 Lasers

Relridable laser Turrets

Ilelradat* MISSIle Twrets---

4

40

2

4

8

3

8 (. on e:r:h Side)

6 (3 on ezh side)

18 (9 on eadI sd)

22 (11 00 each SIdII)

DIMENSIONS:

l89h
,."..

Width

Weight--_......­""-

500""""
375 meters allTWlllUTl UOSS·secllOO

495 meters at maxlfTlJlTl trOSS-sect1Oll

4O,lXXl,OOO loos

Aula Heal Pile Srstem

FUSIOl'I rea:tor type

~I nerll3 00Vll

Aula Hyperspu Nav!ga1IQ1'liI System

BOTTOM OUTER HULL:

Relfaetable I..J$er TlInelS

~ MIssIle TLrrd:S

....rllXtslAa::ess Hahes

Con'mmicalfon NItennae

FRONT:

I'Utr Partde Bean CPon

!.lim Laser cannon

2

8

4

3

1

I (lower lrtnl
•

•

MOBILE WEAPON SYSTEMS:

Gilgarreh Type I 825

Gil(ial1le$h Type 11 410

NwllhJIalors 275

8alt1t Pods 675

Ofhce"s Pods 4l!O

Zentran Power Armor 4BO

Me/lran PO'Mlf Armor 225

Tobl number 01 combat-rudy metll.: 3370

WEAPON SYSTEMS:

Heavy parl.de EIea'n C¥rJoo

MaUl Laser Carwm

Forward llghl Laser

laser Turrel

MISSIle Turrel

8

10

18

DESIGN NOTES:

• The SCout Cruiser IS neteqw~ Wlth Hyperspace COIM'Ulicahon,lllIlt does

1M"""""-.
• Tl'e Mrij: ScOI.C CruISer was de:sqJed b sclI!ed ancIlTliW'l!UVl!nblll!y no lor

tmvy Ial::e--lo-Qct 'nO dodge" tnfaI c:ornt;;l: lib mosI c*l!f Miwdt.* stIPS.
Because oI1ha1. tt C3J1l11Ofe easily aYOId enemy alIDs I lIdS a~5 0Cdge bonus
agaJrlSl all aItacks performld from alleasll kilometer ~ only gets a~3 Dodge
bonus agamst attacks pertormed WIthin this 1kllOl'llelef radiUS,

• nus SCoLd: CrulSef alSO lias beaer pvlIn.1l'1W am sensors lI\al1 OCher Marduk
~ A11'M'.aJlO1'1S Iulll frtylld1! SctllA CrIIlS« are at .210 /Ill: n Wli do~
l1Illtedamage ItIan usuaIlIir.ause!heyare$IlIDicafJy3IlTIellatstrucllMaI/y'....
or more YIlaI pw oIlte Wgel

• A11hoogh !he Mardull aboard lh! SCouI Crll~sar!a superior breed 01 wamors,
IIley USllaIIy are SOOIl! Iypl! ot misfits 'Nho were fllll inmedialely destroyed by lh!
M¥dlJlIlOfds becauSeoImeu exlrllOfdtnaryCOOlbal skills. lhe)' llI'IlOrtllfl3letydo
noIlI'lIeraet 'MY..e1l with Olher Manka:n!lhaI: IS M1y !hey are tet alllogdtIer
WI Nt 1so/aIed~. n.y~ speaaI trealrrm. speaaI disclPIine :n!

""'"""""'"• The Marduk Seoul CfUISlll" IS Ite srmllesl ahen vessel 10 carry at'eavy P<u1ide
Gannon Due 10 lIS small sue,~, ltle beam ooly has half!he range andwidlh
oIltle lISllal beam-to ~ IS 110 lessdeSlrUClJvel TIll! shJpseparates bel\lleel1level
Two:n!lMl Three 10 rife ltle cannon.



I

I

@ ,,[MOl (Ik.ma'l silecl)

J:8J Waste dlSOJOSilI

= """"
OJ Lin (flL Hea"Y lift)

IT] EleVator lmedla)

[R] --::LA::::C Airlock

"""=-= '''''' 1'00

@ $la:;lsJCan~er I~I
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- LEVEL THREE: MECHA HANGAR/FOLD SYSTEM:
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-MARDUK DREADNOUGHT C~~lCI1V~GllU~-

•

•

"

..
00

•

CREW:

Otticets _.._......... _.~.. JOO

SoIdMlfs (1IlCIOOes crew.IlWCha~) 3.600
fn'kJIalOfS (. 2 In SlasIS) 2

Tol.1 CflW: 3.!M14

OVERVIEW:

Even If IllS slightly smaller than the MarllU~ Flagship, ltIe Oreadoooghl is far SUperior in
armament. speed and maroeuverabllity I! also /las a pov.Wul loki system. aHowrng illO
fold ill alew seconds'llOl'l'.el

Contrall!y til usual Marook shlps,tlle Dreadnoogtll ooes not cor1l31n a~ 01
lenrranJMe1lran soldltlS: lIS crew IS solely~ 01 MarCluk, WIth only Marti
mecha There are two main reasons!(ll' lllis IiIe Dread/lOlJ!ti IS usually employed 10
"PI¥II$h'ltle Mardlj; illd lenira'! who t\,M _ cont¥nlna!ed by ¥lllther race's culture
or wh<l have lebelled
agalnsllngues WIll The

secood reason IS.'
ability tne Mardli sol­
literS can tIIlnk by Ihi!m­
setYes, something w!lch
I1'laIles !hem IIIJCt1 more
danOerous1h¥llhe usual
]entrar'I/M~'tran brain­...........
Ttmn wry IewOread­
rn9li-dm sIlIPS illd
the slIIllle mentlOl'l of
lhem strWlS .ntlf Iflln'l
Mald1.* COl.QOeOUS (01'
aily) l!l'lOU!1ll0 Sl¥(I

U(l agall'lSl I'lI$ maslef'S
~.

VEHICLE TYPE:

DreadnouohlllefrOl v.eapon

...D.C. PER LOCATION:

Forward la5ef rTICUIl5 (SI)

U:ser .....rets (350)

MI$$IIe IUfrelS (220)

Mul k5ef eaml)'l$ (2)

Heavy paItIde be3II C3'f'IOIl (1)

RemcQbIe..mpoo hiIches (570)

....rIa:ts/aCCeSS I'lald'es (Ill)

ItIII per 40 • OWSO (12.2111l!1efS)

tilII per 500 II na" (152.5 fI"derS)

FOOOI'd 1/3 d!he ship""

.. ­225 _

SO_

,"" ­
IO.OXI

ISO _

Dl ...
ISO

1.500
IOO.OXI
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-MARDUK DREADNDUGHT- C~~y"OfV~Gl<U~-

OUTER HULL:

TIll exleflOf 0I1tEDr~ IS ddled With hatches and i1111ocks. All IMIs haYe two
hulls.lhe space Ifl b!!hIeen being used as acc.ess I1MeIs Iof rnectIa and housing Iof the
Wl5iJlOI1~ fhIl:se aazss tl.llflelS. depenOng Cf1 Iter 1ocat1Cf1. 13I rne:astKe 14110
«I1fEleIs ~I' and 20 rrms h9l

Main body" (middle body) .... 350,(0)

MaI/1 MgIl'leS'" jrear. main body) 150,(0)

ALooliary engnes'··· (2.lear mall'l body) XI.lXXl each

f'ln::ho;J ahoi! IIllO aspl!CIfc nI oIltE 11I11 - ~~ liP.pIIUlg lis
M.O C - Will DRIy OM! axess 10 !he weapoo IUrrd:uess cornlb ("'011­
mate/)' 200 ft/31 merers Wlde) TI) oam iK:teSS 10 !tie Inlellor oIltEshlp, lrlf roost
go thraugh!tle Sl!COIld hull. These Intenor hulls ha...e the same suengrtl as !he
exterior one TIJeof do not count as ,nlt-HO( bulkt6ds
Oepldlng tte M.O C oIlhe ffOOlll3 will wreck lilt main gon iIId the Ironto
can:wtS. but !he 001!r $ySImlS "'II sldl be~ to IunctKln DepIelIl'lg the
n::redlble M.D C oIlhe l1TaIn IlJII -.; flU the ClJIffIBw:I blO;Je MlCI aoolJa'y
IXJI'!IT9ld bridge oul at COlIIIIlSSlOI'I • III II alSO stIJ dow! lhe enllre ship.
Includmg lhe Iollowmg systemS stasIS. Ide SIJllP(lfI.llf3VlIYalOOoI, amTlmlCa­
lions weapons and engines The ElllJlator chamlEr will also Shut down

De\llelinlllhe MOe 01 the maIO etl{lmes V{lil severely impair the shlp.lorclIIlI it
to rely on lis aUllliaryenlllnes

II both /NIfI ard aw.111ifY enl)1ne5 are IU OUI 01 arnrTIlWlll, lhe ship WlU be
WIlgdead I/lspaa! (lfWiII crash Itlhed;lnag!oa:m II~e.. The loss
oIltE a.oolJary engnlS Wle 'lmU rQ Ifl'4liI'I lhe st\llllll/JIf~ I rx.tt "'OlfeS
are sIlJt lloWIn. all orte syslEmS~ !he IOld duve '11I111 00ItJrIJe to 'Mrt.

TOP OUTER HULL:

Relrildible \aseltlKrets
RelJ~ ITIlSSIIe lLrrelS..-.".,­
ComnVIICalJCf1 antennae

SIDE OUTER HULL:

Ftwward Illtt Iasm
ReIractabIe IiJsef ILnds

RelJiElabIe I1lISSlIe IUl/ell!

A1rlOCkSlaccess hatChes

15.,
15
8

8)'(<<1 Cf1 eacI'I SIde)

120 (60oneadl sa)
100 (SO Cf1 eadl SIde)

100 (SO on each side)

•
.__ I

-"'"
"'"... 2

155
.- .,

15

•

BOTTOM OUTER HULL:

RelJaaabIe Ia:ser Iooels

fllmdiIbIe ITIlSSlIe lUrrds

An1ockS/aet2SS hatches

Communtcallon anlellnae

FRONT:

H!2wr P¥1Jde bm1 ClI'IOOn

RelJiIdiIbIe \asellLrTds

~rilClilble mISSile lunelS

Main taser cannons

3,001 meters
680 meters at /l'lillimom C1oss-seclIOIl (W1thoutl~ anlennae)

760 R'W!lefs at maxJlTUTI ClOSS-setllllll

150,llXl.lXXl fa'IS

ALCo HeiJl Pile System
FUSlllfl rraclOf type

InlernallOef1l3 dllve

AuIO tt,'perspace NavlQ3llONl Syslem

DIMENSIONS:

l",gth

Height
W,Oh....,.

M,in Engln.:
AUJiliary Engine:

Grawily Conlrol System:
Fold system:

SPEED;

Mam quw:s arecapable 01 sob-hg/ll speed zoe or 32.lXXl rrules per SlWId
AUIIlIiIy eng&reS ca'I oolypr~ ltE stup ~ ther~ low speed at MadI J

MOBILE WEAPON SYSTEMS:

Gllgameshtypel 1,5lXl

Gilgamesh type II 165

AnOlhdatOf 100
Tobl number 01 tomb,1 rllJ~ mKha: 2,365

• The stliP alSO arrJll$ somt spare rredra Ifl slOfage s/lCtJkllhey~ be needelIlD
replace damaged Of destroyed lIlds Ttese are not ambaI-ready" they IIlJSl. be
prepared and readlfd (6 hours) betore use
Gllgamesh type I 50

GIIg;mesh type II 8

"""'""" "Tobillumller 01 spare mecll.: SO

WEAPON SYSTEMS:

He3'tY Pamcle 8e:rn Canoo1
Main laser Camons
Forward lasers

L1sef IUnets

MIsSile llonelS

ADDITIONAL VEHICLES:

Marduk space shuttles

Marduk hOwer platforms

1,.,
350

'"

10

""

DESIGN NOTES:

The 0re<Ih:uJt 1$ ec,.npped WIIt1 speoaI systems not Pfe:sent on most~Mmi

""s
1- Hyperspace eemnumcallon: these powertLII broaX:ast ill'i'IyS are used to torllacl

bases and 1\a9Sh1P5 in lar away solar S)'SlemS. Range is unknown, though ~ musr
be liI1ed Illigl-.-~.

2- Yecha~ (M!trIde- fIl$sysIPm serves 10 IfI5tRIyabort iI R'GSIon !t1tle
Ileet COlli am so wrsIles. All II'Il!dliiI nUlmillally returned 10 their Jespa:-

...""
3- Bio-scan chamber a spll;IiIl liltxlralory lllJ'lpped With a ITllhllude 01 nlysts

apparaM to study alien 1i1el0l1TlS. h prOVides all relMnt data on physiology.
clBniCal aoo genetIC s!lueture Only Marduk Sclence OtIicels.ln1elrogatOlSard
HlgII OIIictrs afe i11k1tlfej In ltus non.

.- EmJIalOf~ ItlI!Sl! Ia'ge rtmlS adaln ItEshIP's EITIlliiors cbJlg bame.
ThewallsilrecoYelecl byspeaal sensors 'Iltllch pd-t4lilfld~lh! MIIIaIors
¥OlCIlS Heavily illmored.theyae alSO lllJ'lpped Willia \aloearray 01 W!WSCleens.

•
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• LEVEL THREE: PERSONNEL QUARTERS:
••• "'"' 1'IrtlcM...e-__
...........•...•.....__.....•..... s..lce ~l
....•....._....__.~ ...SbIiI~

.............................~IIlri•

.......................... e-tat...~
..........•...•................... sar.ltlllllil
•.•••••..•••..•.• ern CIlIIt'lers 1_Mill
................................ical bcllltlls
......................................­
.........................•..AaiIiIrr tIfl-

• LEVEL FOUR: FOLD SYSTEMIWEAPON SYSTEM:

•
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• TIE STlIIY IIBWl TIE STIllY
This story occurs right after Hibiki has tH'oughtlshlar back 00 Earth.
lord1_has been notified and desjlerale~ wanls 10 recapture her.
After ~I. she does represenl one 01 tile Mardul(s mosl powerful
weapons and is the invasion fleet's Achilles heel. Should humans
figure out what the Em.dators do, ~would be disastrous fOf the Marduk.

lord Ingues' plan is 10 have aSCout Cruiser enter deep into UN Spacy
lerritory, lure some lighler pilots into the ship and plant a loyal spy
among them. Heknows of Ishlar's relalive psychological weakness and
reluctance to violence, and wants someone 10 either gefher ba'k, or ki II
her! That is Mis/'Lalla's mission. She 100 is an Emulator, but one lord
lngues is contident will not lall prey to the hu~ns' way 01 life and who
is devious enough to charm and seduce ner way thwugh naive pilots
who tight for the UN Spacy. II lshtar's disappearance has not yet
occurred or has been solved already, then Mishalla's mission may
simply be to learn moreabout lhese humans or to find out what they did
10 Ishlar lIlal changed her so.

This plot is the perfect way for lhe GM 10 Irick those players who have
watched the anime series Mty limes to ensure they knew everything
aboul it and vee prepared for everything the GM would throw at them.
wtIile everything in this module appears 10 follow the series (UN Spacy
pilots finding and btinging bad< a beautiful and gent~ EmJ~lor). il is
in fact Quite the reverse which is happening. Mishalla's presence on
Earth is planned and her pacifistic dem::anor is but an illusion meanlto
fool the players into trusling her. Even Sherak, the Marduk officer, is
nearly the lolal opposite of FefI: he is brutal, merciless and not
particulartycaring. The elements look the same, but they really are noI.

• IlOOllS
Getting the players insicle the ship should not be too difficult if they are
Valkyrie pilots. It is lheir job to be in there and that is where they are
expected to be. Other character classes, however, may pose more of a
problem, so we provide afew potenlial hooks below. •

Let's rake Minmei for a Ride hook: A Valkyrie pilot (possibly Lt.
MichaelGoldwing - see Non-Player Charaders, p. 59) decides 10 lake
his girlfriend or would·be romantic interest (the PC) for anight flight
while nothing is happening near the base, and ends up involved in an
unexpected battle against the Marduk SCout Cruiser.

",is KiUen Muslno!Oiehoolt Characters in troob~ (tile PCs) need 10
be rescued. but !here is no lime 10 gellhem bad< 10 salety. The person
performing the rescui"l can be any pilo! or combal-WO!ItIy type (such
as II Michael Goldwi"ll

II11ereOo YOU ",ink Y"",eGoi"l1?1?hoo1c Somecharader the pOjof
characters like or Ieelloyal to (regardless ofwhether the said character
is corr¢enl or not) decides 10 leap recklessly into action (someone
very much like Michael Goldwing) and h_ 10 slop an unexpecled
incoming SCout Cruiser all by himself. It's up to the PCs 10 go after him
and to ensure he makes il out alive!

radar's Fe;Jture Slory Is... hook: Some nosy (PC) character sneaks
aboard a Valkyrie Fighter (Michael Goldwing's, lor instance) right
before that particular SQuadron is ordered to take off and intercept an
incoming MardukScoutCruiser. Theclandestine passenger gets lucky

In this roleplayingsunaria I the players find themselves Inside
a Mardull: Scout Cruiser, lose their mecha and must survive
aboard an enemy ship on wits alone! They gather some
important infonnatlon about the Manfuk and must come bad!
to Earth 10 deliver it 10 the UN Spacy.

This is a story for four to eight players, preferably Valkyrie
pilots. It is possible to adapt the adwnture tor characters of
other D.C.C.s, providing the GM finds a way to Justify their
presence. In the Hooknection below I we suggest atew plot
devices the GM can use to get his players into the story.

It may be wise 10 advise the players that they cannot hope to
survive this scenario it they shootateverything they encounter.
The EpiloDueseciion will help the GMto dealwiththose players
who may do so.

All THAT GUTTERS
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ar<! sutlers minimal wounds"'" the Valkyrie is destroyed and '" 01
she gets out 01 the Valkyrie's liny cargo rompartJrenL

I'm not Going and Yoo canIMake Me/hook: Tt-. UN Spacy selects
this particular specialist (a PC) to do some field investigafion and
studies of the opponent because irs importanllo learn more aboullhe
enemy. No matter how reluctant the Valkyrie squadron leader or the
specialist may be, this is where the character's going and that's thaI.
Andwhere he's going is inside an incoming SCoul Cruiserlo learn more
about who~ or what - lurks inside.

Whether or nollOO GM wishes to use these hooks for player characters
of NPCs, he is encouraged to make sure there are enough players to
~lish the mission as 'NI!II as afew non-player characters 10 help
the heroes along the way - or to die horrible deaths as an example 01
what awails the characters if they are not caJelul.

Instead or describing the Slory in sequence and railroad the characters
wifhoufflexibilily, we provide the GM herewith aseries of scenes, each
containing the basic'tlelails necessary to get through it and to see how
it leads to the next scene. What really counts is not so much how long
each scene lasts (that can vary anywhere from 10 minutes to 2hours),
but that each scene must be played in sequence. It is per'ectly aU right
for the players to get out of the track as long as the GM remembers to
nudge the story forward ..menever the occasion arises

SCENE 1: HOOK 'EM UP!

GM: Read the boxed section below to the playefs. Tt-. basic s<:erorio
3SSlITES it is to be read to Valkyrie pilots. You can use I!le Hookssectioo
aIxM! to introdoce non-pilot characters into I!le scenano. If you happen
10"""noticed IhaI""" 01 the pO)l>S do not like apartiClJ~r NPC, IIyar<!
see if you can use the provided hooks to get thai charader into I!lestory as
well. It can even work better if the NPC is not combat oriented and has
difficulty coping with the situation. Atlhe end of the scene, \he players'
rrecha should crash, be shot down or SOIllEtIow rendered unusable.

GOAL: The players, at the end of this scene, should end up inside the
Marduk SCvut Cruiser. Theyenter the ship on Level One. in the forward
section oillie med1a hangar (location 2 on the rT\illl- see P 48)

SCENE 2: INTO THE WHALE!

GM: Have afew typical Marduk Officers chase the players on IDOl lor
afew exciting minutes. If an il'lClJllllftenl NPC is present, make him Of

her ageneral annoyance or, preferably, just vulnerable enough thallhe
players will offer 10 help at the risk of losing precious lime (and much­
cherished body parts). Since the players do nol reaJfy know where they
are going, discreetly steer their escape toward the midship human·
sized elevators (the ones close to the mecha-sized elevator). When they
come near it, two or three armed Marduk should corne out of the
elevator, providing tl1eplayers with away oul. Once the players are in,
read the boxed section below.

GOAL: The players should end up in the elevator. wtlich will be
deactivated lrom alar and will automatically stop aroonl1 Level Two.

PLAYERS: Onc! Inside tht godsent tltvator. you
immtdiately push the lowest button on its controt
panet and thank the Heavens tor your good fortune
when you see the doors close. You havtescaped! The
elevator accelerates downward and you siOh with
relief. According to UN Spacy tiles, most 01 tht
ptrsonnel aboard these allen ships are ;n cryogenic
stasis and you don't expect to havt! too much trouble
hid/no. Suddenly, unt!Jpecttdly. tht elevator Slaps
dead in its tracks and tverybody is thrown to the
oround. You arB stuck in a closed pllet. and you'd
beNer escape bttort whoever stopped tht !Ievator
comes to gtt you.

SCENE 3: WOLF IN TNE FOLD

GM: Use enough incoming Mardukpatrols heading toward theelevatof
from the sides and 'rom the back to "hint" at the players that the best
escape route would be to head for those tall mulli·leveled ecIi'ice·like
structures thai lay in front of them. Those are the Emulators Quarters (16
on the Level Two floor plan p. 48). In there. they are expected to lind
some sort 01 coYer or disguise for themselves Once that is done, eithef
have them stumble upon Mishalla by mistake. or have her seemingly
lind them by luck and leign surprise. Read the players the boxed section
below.Rememberlhaltheon~wayIOlpO)l>sloconmunicalewil!lhel

is 10 provide her with the lillIe language translator earrings thai they are
(conveniently) carrying with them at all time in their unilorm.

GOAL: Gel Mishalla 10 I..... in the rompany (10Ice<! or willing) oillie
players.

•

•



·SCENARIO--lOU(j)l'f1~llJV·
!

SCENE 4: ONE MORE CHASEI

GM: The players must soffiehow convince Mishalla (eithef by force or
by verbal persuasion) 10 come With them and help them gel out of the
ship She will appear reluctant allirst, but will ~Iy re:ause she
wants 10 earn their trust and come with them on Earth. Her mission is
Indeed to investigate what happened 10 Ishlar and find as much as
possible about Earthlings, so she will lind an exQ!se to go along with
the players' plan. ToeosuTe that lord Ingues can find her wheflever he
wants, she carries. hidden in her Marduk Irule, a srmll long-range
transmitter. Oncetheycomeoul of the building, Sherak is there, wailing
tor ltlem with adozen human-size Zenlran W3Hiors carrying Marduk
laser pistols, and gives them chase. This is, of course, all part of the
plan.

GOAL: Get the players down to level level Four through the forward
elevators and into room 12. the mecha maintenance hangar, where
(next scene) they can anempllo steal aGilgarnesh to leave.

PLAYERS: It has been difficull, and you thoughl you
wouldnevermake il outalive. butillooks like LadyLud
smiled upon you and led you safely away from your
enemy. Bener yel, she put in youf hands a lovely lady
who appears to be very import3nl 10 the Marduk. You
cannot lor the lim ofyou figur6 outwhysuchaninnocent­
lookinggirlwouldbtl so important to awarlikepeople as
the Marcluk. Unless, of course. there is some social
aspect ofyOUf enemy's 1if6 which you have yet to (earn
about. You quickly forgel about this. however, as .vou
enter UN Spacy te"itory and discover Ihat the Valkyrie
fighters which are heading your way are shooting mis­
siles al you.. ,

PLAYERS; These I~nacious Marduk and Zentran giVt
you chase throughout the ship. <GM: Insert breathtak·
ing imd exciting chas6 stquentt here.> When you
finally emerge ool of the elevalor. you are inside whit
appears10 beahangartullofmethasunoundedbyhigh
catwalks. Most of them am somewhat in a state of
dlsmpair. but a few others seem I1!8dy to be piloted.

SCENE 6: HOME SWEET HOME

The characters will rather easily convince the UN Spacy fighters that
they really are on their side and the combat will.be aborted fairly rapidly.
The characters are escorted back home. Jl is up to them to try and hide
Mishalla (if they wish 10) or hand her 10 the authorities (from which
she11 escape within aday - security was alittle lax alief her dazzling
smile and childlike candor charmed every soldier in aDOe kilcxre!er
radius), 'Nhatever I1appens 10 Mishalla, the characters are warmly
welcomed home and debriefed 10 coIled all the informalioo they may
have gathered during their stay aboard the Marduk ship.

•

•

• fPI.OGUE
If It'e players hawbetrier<led Mishalla (or so !heylhinl<), yoocan haw lief
slay wilh Ihefn (il!hey hid lief) or reJum 10 Ihefn (after "" escapes It'e
milila~). sr.willl~lolindo~(lhrOtJghlhefn)"'lhashapperredlolshlar

and perhaps even fake aromancewith one of the player characters inhopes
of further gaining the humans'trust. From this point 00, thereare two fhings
that can happen (long term-wise, that is): either she becorres theplayers'
nerresis, or she too falls Pfey 10 the humans'l)O\Wffully addictive wlture
and turns coal the sarre way Ishtar did. That is left entirety to the GM's
discretion. Do not forget thai Mishalia isaW!fY tougtllwrnan unre-all that
soft exteriOf and can l:le!care astrong ally or avieioos~. She is
by taras1JOI1l'f_than Ishlar llefseft, ar<I 00 rrotter v.!a happens,
""willbean interesting personto hawarOUld inlt'e""",,,ign. (Hirt Yoo
rroywish tokfepllefilOOndtor a""lle; shewill beleah.<ed inllecllPlans
VlliIJre 3,-.---

SCENE 5: STOP THIEF!

GM: The players I1{IW have the option or stealing afew Gilgamesh type
I which appear to be ready for combat (and yes, the weapons are
reloaded!) ThiS is astraight out combat scene, with no subtlety. 01
course. fhe Marduk will give the players Quite afight. but they are not
expecfed to win. If is altogether possible, however, that Sherak might
get carried away (25%, or GM's judgement) and wililry his besllo blow
them up anyway, regardless of whelher he kills Mishalla or not (he will
only tater realize what he has done, and shrug it off as anecessary
casualty of war).

GOAL: Getthe playersoot of the Scout Cruiser and back into UN Spacy
territory
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NON·PLAYER CHARACTERS

The grandson of aValkyrie pilot 01 the lirst war against the leotran, this
newest generation of the Goldwing 'amily proudly follows in the
lootsteps of his father and his lather's lather. Just as they both were, he
is carefree, optImistic and somewhat reckless (the latler beingaIrail he
received Irom his Mellran grandmother).

During this scenaflO, Michael will act like his usual sell and will either
get the pes in trouble or wililly 10 their rescue, depending on whether
things are going too well or not. Because he only hall-listens to orders
and lakes action on awhim, he is asomewhat dangerous character to
be with. He is, however. rather skilled and always tries to improve
himself, dilficult as it may be.

Michael Goldwing is provided In this scenario for the GM to use as a
hooll: to get non.combal characters into lhe adventure or 10 get those
who are already in it into serre sort of trouble aboard the ship. He will
definitely be attracted to Mishalla, but sre will always appear c0m­

pletely uninterested by him. In the long run, he may become SUSPicious
of her, but no one should lake him 100 seriously Aller all. he may be
only jealous of another guy's fortune...

Name: Michael Goldwing

Alignment: Principled (optimistic)

Attributes: la. 14. M.E.. 13. M.A.: 12. P.S.: 22. Pp. 15. P.E,· 19.
P.B.: 13. Spd. 20.

Hit Points: 37

s.a.c.: 57

a.c.c.: V,lkyr. Pilot
level of Experience: 4th level Valkyrie pilot

Disposition: Good guy, tries to behave seriously. happy, curious
about Marduk.

Combat Abilities: Hand to Hand: Martial Arts, Boxing

CombaVAttacks Per Melee Round: 4

Bonuses: +2 to strike, +6 to roll with punch or lall, +5 to parry and
dodge, +7 10 damage, +S% to save vs comaIclealh, +2 to save vs.
poison &magic

Skills 01 Note: sense of Balance 75%. Climb Rope 80%. Climbing
25%. Backflip 95%, Prowl 55%, Dance 55%, Radio Basic 70%, Pilot
Valkyrie 75%, Automotive Mechanics 50%, First Aid 70%, Pilot
Automobile 70%, Pilot Motorcycle 80%, Basic Mathematics 70%,
NaVigation ($pace) 65%, WP, Sub-Machine Gun

Appearance: HumanmaJe, 19yearsofage,6'5",200lbs, black eyes
and red hair

Special Vehicle: MIchael Goldwmg has access to his assigned
Valkyrie, aVF·2SS thai is covered with agold painl scheme.

Valkyrie Combat Bonuses: +2 attacks per melee, +2 on initiative,
+2 to strike. +2 to parry, +2/+4/+6 to dodge in soldier/gerwatk/jet
modes, +310 roll with punCh, fall. or impact. +1to leap dodge.

Equipment of Note: AJI slandard mililary issue and personal items.

Weapons: Standard for VF pilots.

Money: Michaelis currenlJyearning $1575 per month and has $5400
in savings.

Quote: (seeing aMarduk Emulator) "Lookil her! Lookil her! She's
gorgeous!!! Hey! lady! Wail up'"

Note: Michael is Me-<1uarfer Meltran (trom his grand mother).

•

•
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• I'tISIfAU.A
Not all Emuralors are as vulnerable as Ishlar was 10 Earth's culture and
music. The truth ollhe matter is, most areacfually stronger-willed and
more stubbornly dedicated to the Marduk way of HIe.

MishaUa is one oflhern. She may tool< kind and gentle, asaU Emulators
do, but she is in fact devious and malignant. and will not hesitate to turn
any intruder in as soon as she gels lhechance. She sei:retlywishes she
had been born aman so she could lakeamore active part in the fighting,
but understands her roleasan Emulator all the better for that. Her Song
of War is thus alittle more powerlul and motivating than many of her
sisters' (an additional +1 to all bonuses listed).

II (when) she meets the characters, she Will 'play along" with them,
making them believe she is 00 their side if they want her to be. She is
avery good actless in that respect and will do aflawless performance
lor their benefit They should nol real ire thaI she isgoing to betray them
unless they ale eXlIemely sensitive to emotions and body language.

Name: Mlshalla

Alignment Aberrant, fanatically loyal to lord Emperor Ingues

An,ibules: 1.0.: 14, M.E.: 15, M.A.: 24, P.S.: 12, P.P.: 17, P.E.: 15,
P.B.: 18, Spd: 14.

Hit Poinls: 34

S.D.C.: 47

D.C.C.: EmJlatOi/scho~r

level of Experience: 4th level Emulator

Disposition: SChemer, devious, suspicious and feels superior to
others (non-Malduk), but courteous and hospitable in appearaoce

Combat Abilities: HTH: Basic

CombatlAnacks Per Melee Round: 3

Bonuses: 40% tocharm/impress, 80% totrustor intimidate, +710 roll
with punch or lall, +4 to parry and dodge, +1to strike.

Skills 01 Nole: Radio: Basic 75%, Radio: SCrambler 65%, Computer
Operalion 70%, Read Sensory EQuipmenl 60%, Navigation (Space)
75%, land Navigation 64%, Maths: Basic85%, Math: Advanced 85%,
Singing, 75%. lore. Zenlran & Meltran 70%, Pilol Marduk Power
Armor (bas.) 68'1to. W.P. Energy Pi~ol, WP Knit•• Play In~rument

Marduk Flute 60%, Acrobatics (Sense or Balande 80%, Walk Tightrope
n'lto, Climb Rope 88'1to, Climbrng 4D'Ito. Prowt 3O'Ito). GymnastiCS
(Work Parallel Bars & Rings n%, Back Flip 00%). AlIllelics. Art
Painting (war-related only) 65%, language Zentlan!Melllan 80%,
Intelligence 48%, Astronomy 50%, Biology 50%

Appearance: Mishalla has long while hair and large. saucer-like
golden eyes. She is tall (5'7") and slender (l25Ibs) and very attraclive.
Her facial features are fine and delicate. and she is dressed in standard
Emulator garb and cloak. She walks with grace, as if she were floating
on acloud.

Special Vehicle: Gilgamesh Type I Marduk Power Armor

Gilgamesh Combat Bonuses: +1 attack. +2 to initiative, +210 strike,
+3 to parry. +310 dodge, +310 roll WIth ~rd1 Of tall, +210~ dodge.

EqUipment of Note: Variable upon assig~nl. Two long hairpins

(10·,lreat as knife for combat purposes) and aMarduk lIute.

Weapons: None visible.

Money: N1A

Quole: ·Please,lell meaboul your culture. I've have wanted so much
to learn about you:

Note: MishaUa hasaslighl preference for the company 01 women over
men.

•

•
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• SIIRAJ(

A Marduk officer directly under the coornand or Mishalla, Sherak is
considefed by many 01 his brottlers-in-arms to be alittle on the crazy
side (which is why he has been assigned to this Marduk Scout Cruiser).
While he acts normally most of the lime, he has been known 10 have
unexpected bouts 01 violence which, when he laclled avictim, led to
self-mutilation. So lar, Mishalta has had nothing to fear from him
because he ap~rs 10 be infatuated with her (as mosl males are), but
who knows how long that will last?

Aside lrom this psychological Quirk, Sherak is quile an outstanding
Marduk pilot and is abrilliant laetician. He has been known to tackles
odds all to 10 and come out without ascratch. Although these are
probably exaggerated rumors, the lad remains thaI he has come out
alive 01 fights when no one else did. Overall, Sherak is a casual killer
and will never hesitate 10 solve a situation by shooting at it.

Name: Sherak

Alignment: Miscreant, prone to Iree violence

Attributes: La.: 2ti. MI.: 25. MA: 23. P.S.: 2t. P.P.: 24. P.E.: 16.
P.B.: 11. Spd: 2B. •

Hit Points: 44

S.O.C.: 82
a,c.c,: Marduk OfIicer

level of Experience: 6th level Mafduk Officer

oispos iii on: Toogh man, alittlecocky. derinitely on the wild side and
veryenlhusiaslic in combat. Heenjoys taking incredible risks. lives IOf
the thrill 01 facing increasingly difficult challenges and is recklessly
gung 00.

Combat Abilities: HTH Expert, Boxing, Wrestling

Combat/Attacks Per Melee Round: 4

Bonuses: +2 to pull punch, +5 to roll with punch or fall. +1110 parry
or dodge, +710 strike, Critical on unmodified 18/19/20, +5 save vs
psionic atlack/insanily, 65% 10 charm/impress. +0 10 HTH damage,

Skills of Note: Radio Basic 102%, Radio: SCrambler 92%, Land
Navigation 87%. Navigation(Space) 102%,WildefnessSurvivaI87%,
Pilot Marduk Power ArfOO( (,II types)lI6%. PilolSpaceships(,III96%.
Malhs: Basic 97%, Maths: Advanced 97%, Climbing 82%, Running,
W.P. Aul_it Rille. WP Erergy Pistol. W.P. E!'Orgy Rille. WP.
Energy Heavy (rail guns & beam cannons). Athielics. Body Building.
Boxing, Wrestling, First AId 92%, DelEd Ambush 82%, Escape Artist
82%, Demolitions 105%. Prowl 72%. Pilot Tanks and APes 72%.
Weapon Systems 82%, Demolitions Disposal 90%. Surveillance Sys·
terns 72%.

Appearance: Under long, raven black hair, areddish gaze speaks of
wild combats and unbridled violence. He is extremely tall (6'S"), sturdy
(275 Ibs) and has a V·shape that would make Mr. Olympia pale in
embarassmenl. He is always dressed in personal Marduk armor and
walks with the grace 01 apanther.

Special Vehicle: He pilots aGilgamesh Type I power armor and has
access to military vehicles and power armor and spacecraft.

Gilgamesh Combat Bonuses: t-2attK:ks. t-2 to initiative, +3to strike,

.:llo parry•.:llo dodge. .:llo roll with punch or ~II. ,210 ieap dodge.

Equipment of Note: Hard spacesuit (SO M.DG.)

Weapons: Maiduk laser Rifle (206 MOper shot)

Money: N1A
Quote: "Die. human, die! DIE DIE DIE DIE DIE DIE! MUA HA HA HA
HA HAl!"

•

•



·SCENARIO--IOU~~l~WV·
•

• TYPI:AL MAIIIIlJI( SOUIIIl
The Marduk are not all officers, obviously. Some 01 them have 10 be
warriors, and although the typical Marduk soldier aboard other ships is
01 lower fighting value. those who staff the Marduk SCout Cruisers are
just about as competent and deadly in combat as the standard officer
aboard anon-SCout ship.

In this scenario, al/ the Marduk soldiers have an unbending loyally 10
their lord Emperor togues and usually obey their superiors blindly.
However, these Marduk soldiers have amind oltheir own as well, atrait
which comes from interadingwilha group of unusual soldiers, officers
and Emulators. Theyare different, more aggressive and mOle skilled in
combat bot they obey some strange code 01 honor among themselves.
Some 01 the soldiers have developed an esp1,-t de CDrps very uncharac­
teristic 01 non-human warriors They do not think of each other as
expendable and will SOfretirres disobey an order (even adirect one) to
save one ollhelf comrades.

Much of ltIis can beexplained by the fact that the Marduk SCouI Cruiser
is almost like aprison to them. Once they end up in aMarduk SCout
Cruiser, th~ will never again interact with Ihe normal Marduk people
(oHicers or Emulators). This is the last stop before death. Manyof them
resent that to acertain extent, and only the extreme discipline main­
tained aboard the SCout Cruisers prevents them from starting arebel­
lion.

Name: Typical MaJduk Soldier

Alignment: Various

Attributes: 1.0.. 14. M.E.: 14. M.A.. 13. PS.: 12. P.P.. 17, P.E. 16.
P.B. 12. $pd' 34

Hit Points: 28

S.D.C.: 82

O.C.C.: Marduk Soldier

level of Experience: 3rd level Marduk Soldier

Disposition: Usually mildly insane and unpredictable, and very loyal
to lord Ingues.

Combal Abilities: HTH Expert, Boxing, Wrestling

CombaVAttacks Per Melee Round: 3

Bonuses: +510 roll w/punch, fall or illl)aCl, +7 to parry and dodge,
+310 strike. pin on 18-19-20. +7 to damage.

Skills of Hole: Cryptographpy 55'11., Radio (Basic) 1ItJ'II.. Radio
(SC'iWTlbl,,) 70'11.. Surveillance Systems 55'11., Read sensory EQUIp­
ment 65%, Navigation (Space) 75%, Computer Operation 65%. Pilot
Marduk Power Armor (All Types), Pilot Spaceships (all) 72%, Basic
Math 65%, Advanced Math 65%, Climbing 55%, Running, W.P,
Energy Rifle, W,P. Energy Heavy, W.P. Energy Pistol, W,P, Heavy
Weapons. Athletics. Body Building & Weight Umng, First Aid 60%.
Demolition 69%

Appearance: Various

Special Vehicle: Marduk Soldiers usually pilol aGilgamestl Type I.
although they can be assIgned other vehicles upon assigrvnent

Gi10amesh Combat Bonuses: +1attack. +3 on initlaiYe. +2 to strIke•
.a10parry. +410 dodge, +410 roll w/purdl. tall or KrIJSd, .a to leapdodge

Equipment of Note: Standard Marduk EVA, Marduk Type I offlCef
power armor. energyrifle.~. two unifonns. two dress unifonns
and personal ~ems.

Weapons: MardUk laser Rille (206 M.D. per shot)

Money: N/A

auote: "I hear and obey... usually:

•

•




