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Silent Death 1

features: |

* A quick and exciting
game of star fighter
combat.

* A comprehensive :
listing of available 5
star fighters. i

¢ A wide array of
deadly weapon :
systems. :

¢ A rich future history .
for Fighter Wings
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PROVIDED.

ATTENTION!

IF YOU HAVE NEVER PLAYED A WARGAME BEFORE, READ “YOuUR FIRsT GAME” AND PLAY THE SCENARIO
OTHERWISE, IGNORE THIS SECTION AND MOVE oN TO 1.0 InTRODUCTION ON PAGE 6

YOUR FIRST GAME

Welcome to your first wargame — we hope you like
playing Silent Death as much as we enjoyed putting it
together. The purpose of this section is to provide you
with a very simple and stripped-down version of the
game to make it as easy as possible for you to get
comfortable with the ideas and assumptions which formed
its design. This is a two-player game.

- S I] 7
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Take out the six map sheets provided with the game
and join them together in the following configuration,
overlapping the edges so that the hexes line up correctly.
There are two sizes of hexes shown on the maps — you

MinIATURES

There are several metal miniatures supplied with Si-
lent Death. Each miniature represents a single starcraft.
The two fighters you will be using in your first game each
contain a single pilot who controls the vessel and fires its
weapon system. Find two miniatures for the Pit Viperand
two for the Spirit Rider, then mount them on the stands
provided. These will be the combatants in your first

Legal placement lilegal placement
of Pit Viper in a hex. of Pit Viper in a hex.

These miniatures should always be placed on the map

N inahexso that the vessel’s front is facing a hex side (i.e.,

' never the juncture between two hex sides).

will only be using the large-sized hexes, so ignore the |

smaller ones.
MAP SETUP

Pit
Vipers

Spirit
Riders

One player should place the two Pit Vipers within 5
hexes of the upper left hand corner of the map. Next, the
other player should place the two Spirit Riders within 5
hexes of the lower right hand corner of the map. These
are the starting positions for your fighters.

StarcrAFT DispLAYS

The two Pit Vipers and Spirit Riders are given simpli-
fied Starcraft Displays for your first game. You can find
them on page 5. These displays show the fighters’
capabilities, and they allow you to keep track of the
damage received from your opponent’s weapons. Each
display corresponds to a specific fighter. Mark I.D.
letters on the bases of your Pit Vipers and Spirit Riders
to distinguish one from the other and match them to the
appropriate display.

SEQUENCE OF PLAY

Each turn of your first game is broken down into two
parts; the Movement Phase and the Fire Phase. The
activities of each Phase should be completed before
moving on to the next Phase. When the Phases of a turn
are completed, a new turn begins, and the procedure is
repeated until the game ends with the complete destruc-
tion of one side.

TURN SEQUENCE

e MovemenT PHASE

® Fire PHASE
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MOVEMENT |

This section details the mechanics and actions of the |
Movement Phase. 2

DRrives

Pit Vipers have a Drive number of 19 while Spirit Riders
have a Drive number of 15. The Drive number is the
maximum number of movement points the particular
vessel has available to spend every turn of the game.

Starcraft expend movement points to enter hexes and
make turns on the map. Movementis never compulsory,
nor is it necessary for all of a vessel’s movement points
to be expended every Movement Phase. |If available
movement points are not spent during a Movement
Phase, they are lost. They may not be transferred from
one vessel to another or saved from turn to turn.

MovemenT ORDER

The movement of starcraft alternates between vessels
on each side of the battle. To determine who moves in
what order, perform the following initiative procedure at
the beginning of each Movement Phase. One player from
each side in the battle rolls 1D10 initiative die. If thereis
a tie, roll again.

The player with the highest initiative die roll wins the
initiative, forcing his opponent to move one of his fight- |
ers first. The movement of vessels then alternates
between the players until all starcraft have had the
opportunity to move. If one side runs out of vessels to
move before the other side, the side withthe extravessels |
then completes the moves for all remaining starcraft.

Example: The Pit Viper player rolls a 6 for initiative,
while the Spirit Rider player rolls a 3. The Pit Viper
player wins the initiative. The Spirit Rider player
must move one of his fighters first. Then one of the
Pit Vipers moves. Ifthe second Spirit Rider is still in
the game, it moves. Finally, if the second Pit Viper is
still in the game, it performs its move.

Movine

Each starcraft expends 1 movement point to enter the
hex immediately to its front and expends 3 extra move-
ment points to turn (change facing) in a hex. Starcraft
may not move backwards.

Turns and forward moves may be combined in any
combination, though the number of movement points
spent may never. exceed the fighter's Drive number
during any given Movement Phase.

Afighter must complete its entire move before another
vessel may begin moving. There is no restriction on
passing through hexes occupied by other starcraft;
however, a vessel may never end its move in a hex
occupied by another starcraft. There may never be more
than one starcraft per hex at the end of any Movement |
Phase.

Moving on THE MapP
Fighters may not move off of the playing surface.

' Those which exit the map are considered destroyed and

may not reenter the playing surface later.
Note that the '/2 hexes which constitute the map edges
are fully playable and should be considered as normal

' hexes for all purposes.

This section details the mechanics and actions of the
Fire Phase.

WEaPONS

There are two types of weapons in your first game: the
Pit Viper has a Pulse Laser, and the Spirit Rider has
Splatterguns. Their attack capability is never exhausted
— they may always fire at eligible targets unless the
fighter is destroyed.

Both weapons may fire out to a maximum 10 hex range
(counted from firer to target in the shortest possible path,
not counting the firer's hex, but counting the target’s
hex).

The firer's target must be in the firer’s “firing arc”. This
is a60° arc which extends out of the front of the attacking
fighter as shown on the following diagram.

An attacker may “fire through” a hex containing an-
other vessel to hit a target beyond, if he so desires.
Starcraft do not block fire through their hexes.

® N L

DeFensEs
Pit Vipers and Spirit Riders are defended by energy
screens and evasion computer programs. These defen-
sive systems are represented in your first game by each
fighter's Defensive Value. A vessel's Defensive Value

" indicates how toughitis to hit. As shown onthe Starcraft
' Displays, Pit Vipers have a Defensive Value of 15 while

Spirit Riders have a 14. Pit Vipers are harder to hit than
their opponents.
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PuLse Laser AND SpLATTERGUN FIRE

Each fighter may fire his weapon system once during
each Fire Phase. Allfighters fire at the same time (i.e., the
attacks are considered to be simultaneous). An attacker
must have a target in his firing arc and that target must
be within a 10 hex range. Players may resolve their
attacks in any convenient order, but the damage from
those attacks is all applied at the end of the Fire Phase.

Dice
Silent Death uses dice of differing “sizes” when mak-
ing attacks. With this game you will find 4, 6, 8, 10 and
12 sided dice. When a dice roll is required, it will be
referred to in the form #D#, where the first # is the
number of dice to be rolled, and the second #is the “size”
of the dice to be rolled.

Example: 2D8 indicates that two 8-sided dice should
be rolled.

In your first game, dice rolls will require that different
“sized” dice be added together, sometimes along with a
set added value.

Example: 2D6+1D10+1 indicates that two 6-sided
dice and one 10-sided die should be rolled, and 1
should then be added to the result to achieve the final
sum.

Atrack Dice

Attack dice are a unique form of combat resolution.
One roll of the attack dice represents both the hitting of
a target, and the amount of damage done. Reading the
sum total of all the attack dice rolled determines whether
atargetis hit (by scoring high enough), while the specific
weapon type determines which of the attack dice thrown
are read for damage

To hit a target use the following procedure:

e Roll and add together the weapon system’s attack dice
as shown for each fighter's weapon system next to the
To Hit entry.

If this total is equal to or exceeds the target’s Defensive
Value, the target is hit and will accrue damage (see
below). If the final modified total is less than the target’s
Defensive Value, the attack has scored no damage.

Example: A Spirit Rider has a To Hit entry of
2D6+1D10+1. Ifitfires ata Pit Viperand rolls a 3and
a4 on its six-sided dice, while rolling an 8 on its ten-
sided die, the total of the attack dice is 16 (3+4 + 8
+ 1). A Pit Viper’s Defensive Value is 15, so it has
been hit by the Spirit Rider attack.

DamacGiNG THE TARGET
As shown on the Starcraft Displays, the Pit Viper's
Pulse Laser does “Low” Damage, while the Spirit Rider’s
Splatterguns inflict “Medium + 2” Damage.
These entries are defined as follows:

Low—Damage delivered is equal to the lowest attack die
rolled. If more than one die are lowest, the base hits
delivered are equal to the sum of the lowest dice. Ifall
dice show the same number, all count.

Example: A Pit Viper rolls a 5, 6 and a 7 to hit a Spirit
Rider. The amount of damaged delivered is indi-
cated as Low, so the Damage is 5 (the lowest of the
three dice). Ifthe To Hit roll had been a 5, 5, and an
8, the Damage would be 10 (the sum of the low dice).

Medium + 2 — Damage delivered is equal to the attack
die showing the medium value (e.g., ofa 2, 4,and 9
rolled; 4 is the Medium die value) and that result is
added to 2. If there is no Medium die value (as in the
case of a 3, 6 and 6 roll), the damage delivered equals
the sum of the highest die (or dice) added to 2. If all
dice show the same number, all count and are added
to 2.

Example: A Spirit Rider rolls a 3, 4 and an 8 to hit a
Pit Viper. The amount of damage delivered equals
Medium + 2, so the total Damage is 6 (4 [the Medium
die] + 2). Ifthe Spirit Rider rolls a 3, 6 and 6 instead,
the two 6s would count as the Medium dice: the
Damage would equal 14 (6 + 6 + 2).

THe Damace TrRAck

Each fighter has a damage track. As hits are taken by
the target, mark off its boxes on the damage track,
starting at the top left corner of the track, proceeding to
the right. As one row of damage boxes are marked off,
goto the next row down and keep proceeding from left to
right. When the last damage box is marked off, the fighter
is destroyed and removed from the map.

PLAYING YOUR FIRST
GAME

Fromyourfighters’starting locations, proceed with the
first turn of the game. Follow the Sequence of Play.
Maneuver your fighters so as to have the best firing
opportunities. Continue through the Movement and Fire
Phases until one player has destroyed both of his
opponent’s vessels.

Afteryou’ve played your first game, move on to Section
1.0and the main body of the rules.
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1.0 INTRODUCTION

Silent Death is a fast-paced game which simulates combat \
between small military starcraft. Players of this game attemptto use |
their vessels and weapons to destroy their opponent’s craft.

ParTs INVENTORY
Each Silent Death game includes the following components:

e This 64 page Rulebook and ship display pack. Loosen the staples |
and remove the center section to separate the Starcraft Displays
from the rules, scenarios and background material.

¢ A 16 page Introductory Scenario Folder. Remove the staple and
separate these Introductory Scenarios into individual sheets.
These are the scenarios introduced in Section 9.0 of the rules.

18 Starcraft Miniatures. These are used to represent your vessels
on the map. Some require minor assembly.

18 Stands. Assemble the stands and place the miniatures on them.
Players may find it useful to mark an ID letter on each stand base
to identify it and differentiate between miniatures of the same |
type.

¢ 9 Dice. You will find 1D4, 3D6, 3D8, 1D10, and 1D12.

¢ Asheet of Color Counters. These counters represent ships, torps,
missile salvos and asteroids. Punch them outand place them on
the map as necessary.

¢ 6 Map Sheets. Arrange these to create the complete playing area
as indicated in Section 9.0. Ignore the small-sized hexes dis-
played on these maps: only the large-sized hexes are used.

¢ The Box. The container in which you found all this stuff.

LeveLs oF PLay

Silent Deathis designed to be played at varying levels of complex-
ity. You may chose to play the Basic Game, the Standard Game, or
the Standard Game with Optional Rules.

For the Basic Game, read the Standard Game rules from Section
2.0through 7.0 excluding Section 4.0, and ignore all references to
missiles and torpedoes. There are no missiles or torpedoes in the |
Basic Game, so when playing a scenario, delete all missile launchers |
and torpedoes from the Starcraft Displays used. The Introductory
Scenarios of Section 9.0 can be played with either the Basic Game
or the Standard Game.

Forthe Standard Game, use the rules as presented in Sections 1.0
through 7.0. Ignore all the Optional Rules. The Advanced Scenarios
in Section 11.0 can be played with the Standard Game rules.

For the Standard Game with Optional Rules, become familiar
with the Standard Game as presented here, and add any of the
Optional Rules desired from Section 10.0. It is suggested that
players become completely familiar with the Standard Game rules
before adding any of the Optional Rules. Players may use any mix
of Optional Rules as mutually agreed upon before the game begins,
and they can be used inany scenario. Note that some Optional Rules
simplify Standard Game rules, while others make them more com-
plex.

ABBREVIATIONS
The following are some common abbreviations used in Silent
Death.

ADB — Attack Die Bonus. The third die added to a cannon attack;
based on the Gunnery skill level of the firer.

BPV — Basic Point Value. The worth of a particular starcraft relative
to all others. A vessel with a high BPV is more valuable than one
with a low BPV.

Gnr — Gunnery skill level. A rating from 1 (poor) to 10 (excellent).

MMAC — Multi-Manned Attack Conveyance (Gunboat) '
PIt — Piloting skill level. A rating from 1 (poor) to 10 (excellent).
SMAC — Single Manned Attack Conveyance (Fighter)

' TMAC — Two (or Three) Manned Attack Conveyance (Fighter)
| Torp—Torpedo. Ahigh-yield warhead which tracks its target on the

map.
TPV — Total Point Value. The worth of a particular starcraft,

including the crew manning it. The TPV is used for determining
victory in many scenarios.

TTC — Tight Turn Cost. A random die roll with a +3 modifier which
must be paid in movement points in order to make a turn of more
than 1 hexside per hex.

1.1 MINIATURES

18 metal miniatures are supplied with Silent Death. Each
miniature represents a single starcraft, which contains a pilot who
maneuvers the vessel, and (possibly) one or more gunners who can
fire weapon systems beyond those handled by the pilotalone. Mount
the miniatures on the bases provided.

Legal placement
of a miniature in a hex.

lllegal placement
of a miniature in a hex.

A miniature should always be placed on the map in a hex so that
the miniature’s front is facing a hex side (i.e., never the juncture
between two hex sides). Each miniature should have a correspond-
ing Starcraft Display available for it. This display details the vessel’s
capabilities and allows for record keeping of damage taken and
ordnance expended.

2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2

(A)  Tight Turn Cost:
DAMAGE TRACK

Dl |t &
[e]jw ¥ [s]=]X
This is the display of a single Spirit Rider fighter. Each miniature

used during a scenario should have a corresponding display avail-
able for it.

srv:12 1.0.lH SPIRIT RIDER

.3
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1.2 DICE
Silent Death uses dice of differing “sizes”. With this game you

will find 4, 6, 8, 10 and 12 sided dice. When a dice roll is required, |

it will be referred to in the form #D#, where the first # is the number
of dice to be rolled, and the second # is the “size” of the dice to be
rolled.

Example: 2D6 indicates that two 6-sided dice should be rolled.

Often, dice rolls will require that a number of different “sized” dice
be added together along with a set added value.

Example: 2D8+1D10+4 indicates that two 8-sided dice and one
10-sided die should be rolled, and the results added to 4 to
achieve the final sum.

1.3 PILOTS, GUNNERS, AND THEIR
SKILL LEVELS

All pilots and gunners in Silent Death are rated by skill levels
which range from 1to 10 (1 is poor, 10 is excellent). Each pilot has
a Piloting skill level (PIt) and a Gunnery skill level (Gnr). Each gunner
only has a Gunnery skill level (Gnr). Each starcraft will require that
apilot, and possibly one or more gunners be selected to manit. Pilot

and gunner skill levels are either set by a given scenario, or |
purchased for a point cost when designing your own scenarios (see |
below). Skill levels should never be randomized. Record Pitand Gnr |

values in the appropriate places on the Starcraft Displays as re-
quired.

BN Crew HEN
PILOT

Pit:

Gnr:_ &4
GUNNER A
Gnr:__ 7
GUNNER B

Gnr:_ ©

GUNNER C

Gnr: 9

As shown on this Epping Starcraft Display, the vessel is crewed by
a pilot with PIt 5 and Gnr 4. The ship’s three gunners have Gunnery
skill levels of 7, 6 and 9 respectively.

PiLot Anp Gunner Point Costs

The point costs of a pilot and any necessary gunners are added to .

their vessel’s Basic Point Value in order to determine the craft’s Total
Point Value. The Total Point Value (TPV) of a starcraft is used for
calculating victory in many scenarios, and for purchasing vessels
when designing your own scenarios.

«The point cost of a pilotis equal to the sum of his Pltand Gnr values.
* The point cost of a gunner is equal to his Gnr value.

Example: A pilot with PIt 5 and Gnr 3 costs 8 points. A gunner
with Gnr 9 costs 9 points. If these two crewmembers were
placed in a Salamander with a BPV of 30 points, the Total Point
Value of the vessel would become 47 (30 + 8 + 9).

2.0 STARCRAFT DISPLAY um

Each vessel type in Silent Death has its own unique Starcraft
| Display. They list the vessel’s name, Basic Point Value (BPV),
| Defensive Value, Damage Reduction number, weapon systems,
Drive number, and Damage Track. Fill in the appropriate values for
Piloting and Gunnery skill levels (PIt & Gnr), and then find the Tight
Turn Cost (TTC) and Attack Die Bonus (ADB) associated with these
skill levels (see 8.2 Skill Level Effects Table). Fill in the appropriate
ADB value(s) for each vessel’s weapon mount(s), and then enter the
| Tight Turn Cost for each vessel below the Drive number in the space

provided. Mark off hits on the Damage Track as they are accrued. As

weapon systems are lost, missiles and torps expended, Damage
| Reduction number and Drives reduced, mark the changes right on
the display. When Critical Hits are taken, their effect can be written
on the display.

There is a Total Point Value (TPV) space for each starcraft, but it
is blank and must be filled in by the player. The Total Point Value of
a vessel is equal to its Basic Point Value + the point value of all pilot
| and gunner crewmembers manning the craft (see Section 1.3
| above).

(oo TPV W e S—
mpulsegun
m 1 L+7 To Hit: 2D8+1D4
n ‘ ‘\ Damage: High
2 Mk.20
< Torp
Q
E Mk.10
Torps
m] S
< |
Q
N |E
ive:
A1 Tight Turn Cost:_LD6 +3
BN Gunner HEEEES
1 Pulse Laser (360°)
To Hit: 208+1D10
Damage: Low
I Gunner EEENN
2 Splatterguns
(RGAL) (A) (RAR)
To Hit: 2D6+1D10+1
Damage: Medium+2
DAMAGE TRACK
- Sfw MEREE
W [ (D]t [ofl| [T[=] |E]jw
(s [hel=f ==t X

As can be seen in this display for a Salamander fighter, the pilot has
a Piloting skill level of 5 and a Gunnery skill level of 3, while the
gunner has a Gunnery skill level of 9. Refer to Section 8.2, the Skill
Level Effects Table. The pilot’s Plt 5 gives the vessel a Tight Turn
Cost of 1D6+3, and his Gnr 3 grants an Attack Die Bonus of 1D4 to
his Impulsegun weapon mount. The gunner’s Gnr 9 causes the
Attack Die Bonus of both the Pulse Laser and the Splatterguns to
become 1D10. The TPV of the vessel is 47 (30 [BPV] + 5 [PIt] + 3
[Gnr] + 9 [Gnr]).




Note: For convenience sake, we've alréady filled out Starcraft
Displays for the Introductory Scenarios described in Section
9.0, and provided in the Introductory Scenario Folder.

2.1 WEAPONS

There are two main types of weapons: cannons and warheads.
Cannons include various lasers, blasters and ion guns. Warheads |
include torpedoes and missiles. Cannon attack capability is never |
exhausted — they may continue to fire at targets on subsequent |
turns of the game until they are knocked out. Warheads, however,
are expended as they are fired. Therefore, their entries on the |
Starcraft Display should be marked off as they are used.

All weapons are given various parameters which affect their |
range, damage potential, and targeting restrictions, as noted on the |
Master Weapon Table. Each weapon mount is also given one or |
more firing arcs through which it may make attacks. The target of [
aweapon system must lie within that weapon system’s firing arc(s) |
in order to be attacked.

2.2 DEFENSES

Each starcraft is defended by armor, energy screens, electronic
warfare capabilities, and evasion computer programs. These defen-
sive systems are represented in Silent Deathby a vessel’s Defensive
Value and its Damage Reduction number. A vessel's Defensive
Value indicates how tough it is to hit, and then affect with damage as
described in Section 7.1 Hitting the Target. The Damage Reduction
number is the amount by which any damage affecting the target is
reduced before it is applied. The Damage Reduction process is |
described in Section 7.2 Damaging the Target.

2.3 DRIVES

Each starcraft has a “Drive” number on its Starcraft Display which
represents the maximum number of movement points the vessel has
available to spend every turn of the game. As a starcraft takes
damage, its Drive number will be reduced; note such changes right
on the Starcraft Display. When the Drive number is reduced to 0 due
to damage, the vessel may no longer move.

3.0 SEQGUENCE OF PLAY uum

Each turn of a Silent Death game is broken down into five parts,
called Phases. The activities of each Phase should be completed
before moving on to the next Phase. When all the Phases of a turn
are completed, a new turn begins and the procedure is repeated until
the gameis completed. The actions performed in the various Phases
are described in the following sections. If playing a Basic Game,
ignore references to Missiles and Torps.

TURN SEQUENCE

e MissiLe/Torp LauncH PHASE
® MoveMENT PHASE

e Torp ResuLTs PHASE

e Cannon FIRe PHase

® MissiLe ResuLTs PHASE

4.0 MISSILE &
TORPEDO FIRE s

Missiles and torpedoes are warhead delivery systems. Missiles
are fast, relatively low-powered explosive devices with a limited
attack range. Missiles are not represented by counters placed on the
map — their flight is represented abstractly in Silent Death. Missile
counters may be placed on their target’s Starcraft Display as a
reminder of what has been fired upon during the turn.

Torpedoes, on the other hand, are slow, high-powered explosive
| devices with an essentially unlimited attack range. Torpedo count-
ers are placed on the map when they are discharged.

4.1 MISSILES

Atthe beginning ofthe Missile/Torpedo Launch Phase any starcraft
with a missile launcher and a target in the launcher’s firing arc may
discharge that launcher’s missiles after a successful lock-on roll.
Players declare lock-on attempts simultaneously, writing them first
in secret if necessary.

To make alock-onroll, pick atarget within 10 hex range and inside
the missile launcher’s firing arc — then roll 1D10. If the roll is less
than the firer's Gunnery skill level (Gnr), the lock-on is successful
and missiles may be fired from that launcher at that one specific
target; otherwise that launcher may not fire any missiles this turn.
No more than one target may be fired upon by each missile launcher

| each turn, but different missile launchers aboard the same vessel
| may fire at different targets if desired.

Up to 10 missiles (if available) may be fired from each launcher
with a lock-on during the Missile/Torp Launch Phase. Note missile
expenditure by marking off the launcher's ammunition as it is
discharged. Note the missile target and the number of missiles
launched by placing the appropriate number of missile counters on
the target’s Starcraft Display. If the missile target is a torpedo, place
the missile counter(s) on the torpedo.

MissiLe COuNTERS

There are a number of missile counters supplied with the game,
each depicting from 1to 5 missiles. Use these to indicate the number
of missiles fired at a target. If more than 5 missiles are fired at a
target, just take a number of missile counters which add up to the
appropriate total and place them on the target’s display (or torp
counter if the target is a torpedo).

Ifatargetisfired at by several different missile launchers, keep the
missile counters representing each attack separate. Each missile
attack is resolved at the end of the turn during the Missile Results
Phase. After each Missile Results Phase all missile attacks should
have been resolved, so remove all missile counters from all Starcraft
Displays and torp counters still in flight.

MissiLe ResuLts PHasE

During the Missile Results Phase, each target of a missile strike
made at the beginning of that turn has the attack resolved against it
regardless of the current range between firer and target. Each
missile fired at the target from a single missile launcher will contrib-
ute 1D6 to the Attack Dice rolled. Resolve the attack in accordance
with the Attack Dice rules givenin Section 7.0. Attacks made against
the same target from different missile launchers are resolved sepa-
rately starting with the smallest salvo of missiles and ending with the
largest salvo.
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4.2 TORPEDOES

After missiles are fired in the Missile/Torp Launch Phase, players
with torpedoes may launch one or more at any target — or any
number of targets — at any range, without the need foralock-on, nor
consideration of firing arcs (i.e., torpedoes are considered to have a
360° firing arc). Alltorpedo launches are simultaneous, and targets
must be openly declared after all launch decisions are made. Launch
decisions may be made by all players in secret and then declared
simultaneously if desired. Record each torpedo’s targetand note the
expenditures by marking off the appropriate Torp entries on the
firing vessel’s Starcraft Display.

Torpepo COUNTERS

There are different colored sets of torpedo counters provided with
the game — each player should take a set of these if he is playing with
torp-carrying fighters.

Once fired, an appropriate torpedo counter is placed on the map
in the firing vessel’s hex facing in the same direction as the starcraft.
During all subsequent Movement Phases, a torpedo will move
toward its designated target, expending 12 movement points per
turn until it is either destroyed, dodged, or detonates.

A torpedo moves immediately after its target moves, and will
move towards that target, expending available movement points so
as to always decrease the range to the target and enter the target’s
hex if possible. The exact flight path of each torpedo is determined
by the player who fired it. See the Movement rules in Section 5.0.
Upon entering its target’s hex, a torpedo ends movement and will
either be dodged by the target or it will hit the target and cause
damage. In either case, the torpedo explodes and the torp counter
will be removed at the end of the Torp Results Phase.

If, during the course of its move, a starcraft enters the hex of a
torpedo that is tracking it, that torpedo immediately detonates and
resolves its damage without any dodge attempt allowed by the target
starcraft. Do not wait for the Torp Results Phase in this special case.

Torp ResuLts PHASE

Torpedoes do not use the same Attack Dice procedure missile and
cannon attacks do (as outlined in Section 7.0). Instead, torpedo
targets may attempt to dodge during the Torp Results Phase, and
thus avoid the explosive effects of the warheads. To dodge, the
target must have a current Drive number equal to or greater than 10.
If so, the pilot may roll 1D10, add his Piloting skill level (Plt), and
subtract the number of torps about to attack him this turn. The
number of torpedoes successfully dodged equals the amount by
which this modified roll exceeds 10. Ifthe modified rollindicates that
not all the torps are successfully dodged, the weakest torps will
always be dodged first.

Example: A Seraph fighter is the target of 1 Mk.50, 1 Mk.20,
and 2 Mk.10 torps. During the Movement Phase, all four torps
enter the Seraph’s hex. During the Torp Results Phase the
Seraph pilot attempts to dodge the torps. He rolls 1D10, adds
his Plt of 7, and subtracts the number of torps attacking, which
is 4. If he rolls a 2, the modified result is 5 — all the torps hit.
If he rolls a 9, the modified result is 12— two torps are dodged
(the Mk.10s, since they're the weakest), and the Mk.50 and
Mk.20 hit. If he rolls a 10, only the Mk.50 will hit.

Ifatargetis hit by more than one torp during a single Torp Results
Phase, resolve the damage as one combined attack.

All torpedo attacks occur in the Torp Results Phase and are
considered to be simultaneous. A torpedo will do damage as
indicated on the Master Weapon Table. Torp damage resolution is
explained in Section 7.2.

Arttacks AcainsT ToORPS
A torpedo may be subjected to attacks from other weapon
systems, including missiles and other torpedoes. The Defensive
Value of a torp is 10, its Damage Reduction stat is 0, and it is
destroyed when it takes 1 point of damage.
Torpedoes attempting to dodge other torpedoes are assumed to
have PIt 5.

Example: A Spirit Rider is being tracked by Torp A. Torp A is
in turn being tracked by Torp B. At the end of a Movement
Phase, all three end up in the same hex. The Spirit Rider fails
to dodge Torp A, and Torp Afails to dodge Torp B. Though Torp
A will be automatically eliminated by Torp B’s hit, all damage in
the Torp Results Phase is simultaneous, so Torp A resolves its
damage against the Spirit Rider anyway.

Torp JAMMING

To reflect the use of electronic counter measures, all vessels are
capable of jamming torps that are presently tracking them. At the
end of the Torp Results Phase — after all torpedo detonations are
resolved — each starcraft which currently has at least one torp
tracking it may attempt to prematurely detonate (“jam”) one of those
torps. The player merely selects one of the tracking torps and
declares that he is attempting to jam it. Roll 1D4; if the resultisa i,
the torp is jammed and immediately removed from the playing
surface. A vessel may only jam a torp that is tracking it, not a torp
that is tracking another craft.

5.0 MOVEMENT

Starcraft expend movement points to enter hexes and make turns
on the map. The number of movement points available every
Movement Phase is indicated by the Drive entry on the vessel’s
Starcraft Display. This number will be reduced as the craft takes
damage. Movement is never compulsory, nor is it necessary for all
of a vessel’s movement points to be expended every Movement
Phase. If available movement points are not spent during a Move-
ment Phase, they are lost. They may not be transferred from one

' vessel to another or saved from turn to turn. Note that if a starcraft

does not expend all available movement points, it is assumed that
this extrathrustis used in computer controlled evasive maneuvering
(e.g., jogs and fishtails) which cannot be depicted by the scale of the
map.

5.1 MOVEMENT ORDER

During the Movement Phase all starcraft with a current Drive
number greater than 0 may move. Moves are never compulsory.
Movement points may not be accumulated from turn to turn, nor
transferred between vessels.

The movement of starcraft alternates between vessels on each
side of the battle. To determine who moves first and last, perform
the following initiative procedure at the beginning of each Movement
Phase. One player from each side in the battle rolls 1D10 initiative
die and adds the Piloting skill level (PIt) of his (current) best pilot. If
there is a tie, roll again.

The player with the lowest modified initiative die roll must move
one of his starcraft first. The movement of vessels then alternates
between the players until all starcraft have had the opportunity to
move. If one side runs out of vessels to move before the other side,
that side with the extra vessels then completes the moves for all
remaining starcraft.
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There is one important exception:The side which had the highest
modified initiative die roll at the beginning of the Phase always gets
to hold back one vessel, which may be moved last — taking
advantage of knowing where everyone else has already moved.

Example: Currently, player A’s best pilot has PIt 8, while Player
B’s best has PIt 7. Each rolls an initiative die: player A rolls a 6,
player Brolls a 3. The modified initiative totals are playerA: 14,
and player B: 10. Player A has the initiative, forcing player B to
move one of his vessels first. During this Movement Phase
assume player A has only 2 vessels to move, while player B has
4. The movement order will be as follows. Player B moves one
vessel, then player Amoves one of his. Player Bthen moves his
three remaining starcraft after which player A moves his last
one. Note that player A could hold back on the movement of one
of his ships until the end of the Movement Phase because he
won the initiative.

5.2 MOVING

Each starcraft expends 1 movement point to enter the hex
immediately to its front, and expends extra movement points to turn
(change facing) in a hex. Starcraft may not move backwards.

There are two types of turns: a normal turnand a tight turn. Only
one type of turn may be performed in each hex entered during a
single Movement Phase, and neither type of turn may be performed
in a hex containing another starcraft.

A normal turnis a turn of one hexside in either direction from the
craft’s present facing. A normal turn costs 3 movement points to
perform.

A tight turnis any turn of more than one hexside performed within
asingle hex. A tight turn costs 3 movement points plus the result of
arandom die roll, regardless of the number of hexsides turned. This
modified random roll (called the TTC for Tight Turn Cost) is depen-
dant upon the Piloting skill level (PIt) of the vessel’s pilot and can be
found on the Skill Level Effects Table in Section 8.0.

Example: A starcraft pilot having Plt 6 wishes to turn more than
one hexside in the hex he presently occupies. His TTCis 1D6+3.
He rolls a 5, so he spends 8 (5 + 3) movement points in the hex
and may now face any hexside he desires.

If the movement point cost of a turn results in the expenditure of
more movement points than remain available to the turning craft, the
desired turn may not be performed, and the vessel mustimmediately
end all movement and keep its pre-turn facing.

Example: The pilot of a Spirit Rider (Drive 15) has expended 11
movement points so far during his Movement Phase. He
wishes to perform a tight turn. Having Pt 9, he rolls 1D4+3 for
his TTC. The roll is a 4, so it costs him 7 (4 + 3) movement
points to perform the turn. This results in a total movement
point expenditure of 18 for the Phase — more than the 15
available. Therefore the Spirit Rider immediately ends its
move, maintaining the facing it had before the turn was
attempted.

Turns and forward moves may be combined in any combination,
though the number of movement points spent may never exceed the
vessel’s current Drive number during any given Movement Phase. If
avesselhasacurrent Drive number of lessthan 3, itis allowed toturn
1 hexside as its sole action for the Movement Phase.

A starcraft must complete its entire move beforé another vessel
may begin moving. There is no restriction on passing through hexes
occupied by other starcraft; however, a vessel may never perform a
turnina hex occupied by another starcraft, nor end its move in a hex
occupied by another starcraft. There may never be more than one
starcraft per hex at the end of any Movement Phase.

Time Limir
Players are encouraged to enforce a time limit of 30 seconds for
the movement of each starcraft. If at the end of 30 seconds a player
has not completed a vessel’'s move, that vessel must stop in its
current hex and retain its current facing.

Torp MoveEMENT

Whenever a starcraft or torpedo completes its move, any torpe-
does which are currently tracking it make their moves before any
other starcraft move. As explained in Section 4.2, torps must spend
their movement points to decrease the range to their targets and
enter their targets’ hexes if possible.

A torpedo always spends 3 movement points per hexside turned
within a hex — the starcraft turning rules do not apply to them.

Moving on THE Mar

Unless otherwise specified in a scenario, starcraft may not move
off of the playing surface. Those which exit the map when not
specifically allowed by the scenario are considered destroyed and
may not reenter the playing surface later.

Note that the /2 hexes which constitute the map edges are fully
playable, and should be considered as normal hexes for all pur-
poses.

6.0 CANNON FIRE

Each pilot and gunner may fire their assigned weapon system
once during each Cannon Fire Phase. If a pilot or gunneris assigned
two or more cannon weapon systems, he may only fire one of these
during each Cannon Fire Phase. However, a gunner may fire one of
his cannon weapon systems on the same turn in which he has
discharged missiles.

6.1 WEAPON SYSTEM SPECS

There are a number of specifications which define the parameters
of cannon (and missile) weapon systems.

Firing Arcs
Each weapon system (except torpedoes) is given a firing arc on
the Starcraft Displays. The firing arcs and their abbreviations are as
follows:

¢ ForwaRrD: F

¢ FronT QuarTER RigHT: FGR
* FronT QuARTER LEFT: FQL
¢ Rear QuarTer RigHT: RGR
® Rear QuaRrTer LEFT: RGL

e AFT: A

e AuL Arounp: 360°
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These diagrams indicate the six 60° firing arcs. Hexes which fall in
the overlap area between adjacent firing arcs are considered to be in
both firing arcs.

Each firing arc is a 60° cone which extends out of the vessel’s hex
inthe directions indicated. The one exception is the All Around firing
arc which allows a weapon to fire in any direction. A weapon system
which lists two or more firing arc codes may fire into any of the listed
arcs without restriction.

-

RanGe INCREMENTS

As indicated on the Master Weapon Table, each cannon has a
Short, Mid, and Long Range increment. Atarget must lie within one
' of these range increments in order to come under the weapon
' system’s fire. The effects of firing at the various range increments
is discussed in Section 7.1 Hitting the Target.

Note that intervening starcraft, torps or constructs do not block
fire from an attacker to his target.

Missile targets must be within 10 hexes during the Missile/Torp
Launch Phase only. The range between missile firer and target
during the Missile Results Phase is inconsequential, since it is
assumed that the missiles always travel the intervening distance
during the course of the turn.

TaArGeT SPeED RESTRICTIONS
Some cannon weapon systems are too unwieldy to track fast
moving or evasively maneuvering targets. Therefore, these larger
cannons may only fire at targets whose current Drive number is less
than or equal to a certain value. These restrictions are listed on the
Master Weapon Table. Targets with a Drive number greater than the
listed values may not be fired at by the given weapon types.

Example: A Night Hawk has a target in its Forward (F) firing arc.
The range to the target is 15 hexes, which is too far for his
Splatterguns to reach (max range 10). His Meld Laser may fire
at the target, since 15 hexes is within this weapon’s Mid Range
Increment. The last thing to check is the target’s current Drive
number, which due to damage has been reducedto 7. Since the
target’s current Drive number is<12, the Meld Laser may make
an attack. If the target’s Drive number had been 13 or greater,
the enemy would have been too elusive for the big Meld Laser
to track.

' 6.2 FIRING ORDER

The order in which starcraft discharge their cannon weapon
systems is dependant upon the Gunnery skill levels (Gnr) of the
| various pilots and/or gunners who are firing them. Gunners with Gnr
| 10 may fire first. Gnr 9 gunners fire next, then Gnr 8 gunners and so
on until finally the Gnr 1 gunners fire. If opposing players have

gunners of the same skill level, they resolve their fire simultaneously.
After all eligible gunners have fired, pilots may then fire the arma-
ments that they are manning. Pilots resolve their fire in sequential
order just as gunners do, based upon their Gunnery skill level (Gnr).

Note that attacks are resolved sequentially, with all damage from
one attack taking effect before the next vessel’s weapon system is
discharged. The only exception to this is when gunners or pilots with
| the same Gnr value have their attacks resolved simultaneously —
damage is resolved simultaneously in this case.

7.0 ATTACK DICE

If a target is in a weapon system’s firing arc, range and speed
parameters, it may be damaged by the rolls of “attack dice”. Attack
dice are a unique form of combat resolution. One roll of the attack
dice represents both the hitting of a target, and the amount of
damage done. Reading the sum total of all the attack dice determines
whether a target is hit (by scoring high enough), while the specific
weapon type determines which of the specific attack dice thrown are
read for damage.

The total attack dice roll for cannon weapon systems incorporates
the Base Attack Dice listed for the weapon type on the Master
Weapon Table and the Gunnery Attack Die Bonus (ADB) listed on the
Skill Level Effects Table. Both of these tables can be found on the

| back cover of the rules.
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Example: A pilot with Gnr 4 fires his single Pulse Laser weapon
system. The total attack dice roll is 2D8 (for the Pulse Laser
weapon type) and 1D4 (for the pilot’s ADB). This is noted as
2D8+1D4.

The ways in which the attack dice are read to determine whether
atarget is hit and how severely it is damaged are explained below in
Section 7.1.

MouLtirLe Gun WEAPON SysTEmS
Some cannon weapon systems contain more than one gun (e.g.,
the Night Hawk has a weapon system with 6 Splatterguns contained
withinit). Such weapon systems only roll attack dice oncewhen they
fire — their multiple guns provide To Hit and Damage bonuses, but
never multiple attack opportunities.

MissiLe Attack Dice
The total attack dice roll for a missile attack differs from those
used in a cannon attack. First of all, there is no Gunnery ADB. Next,
the number of D6s rolled equals the number of missiles fired at the
target from the launcher. Each batch of a launcher’s missiles are
resolved together as a complete, separate attack.

7.1 HITTING THE TARGET

To hit a target with cannons or missiles, use the following
procedure:

1) Roll and add together the weapon system’s total attack dice as
defined above.

2) If the weapon is firing in its Short Range increment, add 1 to the
total.

3) If the weapon is firing in its Long Range increment, subtract 1
from the total.

If this final modified total is equal to or exceeds the target’'s
Defensive Value, the target is hit and should accrue damage (see
below). If the final modified total is less than the target’s Defensive
Value, the attack has scored no damage.

Example: The pilot of an Epping fires his Meld Laser at a Night
Hawk which has had its Drive number reduced to 12 due to
previous damage. The targetis at Long Range. The Meld Laser
has Base Attack Dice of 2D8. The pilot has Gnr 5 for an Attack
Die Bonus of 1D6. All three dice are thrown and the results are
a2 6and7. These dice add up to 15, but there is a -1 modifier
for Long Range fire: the total of the To Hit roll is 14. The Night
Hawk has a Defensive Value of 13, so it is hit by the Meld Laser
attack.

Hrmng Wit MuLtipLe Gun WEAPON SysTEMS
Some cannon weapon systems contain more than one gun (e.g.,

the Night Hawk has a 6 Splattergun weapon system). For every gun |

beyond 1 in a weapon system, a +1 modifier is added to its total
attack dice roll for determining a hit.

Example: A gunner with Gnr 7 fires his Thunder Bird’s 4 Pulse
Laser weapon system. The total attack dice roll is 2D6 (for the
Pulse Laser weapon type), 1D8 (for the gunner's ADB), and
finally 3 is added for the three extra guns (beyond the first) in
the weapon system. This is noted as 2D6+1D8+3.

ImmoBiLE TARGETS '

Any starcraft which has been reduced to a Drive value of 0 may not
have a Defensive Value greater than 5. If a starcraft has its Drive
number reduced to 0, immediately reduce its Defensive Value to 5.
If the vessel already has a Defensive Value less than 5, do not adjust
it.

Torpepo Hits

A torpedoes always hits its target once it enters the target’s hex,

unless dodged (see Section 4.2 Torpedoes above).

7.2 DAMAGING THE TARGET

Each weapon type onthe Master Weapon Tablehas an entry in the
Damage column: either Low, Medium, High or All. This entry
indicates how to read the attack dice just rolled during the To Hit
procedure outlined above. Low, Medium, High and All are codes
which determine the base amount of damage done to the target if a
hit is secured. The entries are defined as follows:

Low — The base hits of damage delivered are equal to the lowest
attack die rolled. If more than one die are lowest, the base hits
delivered are equal to the sum of the lowest dice. If all dice show
the same number, all count.

Medium — The base hits of damage delivered are equal to the attack
die showing the medium value (e.g., of a 2, 4, and 9 rolled; 4 is
the Medium die value). If there is no Medium die value (as in the
case of a 3, 6 and 6 roll), the base hits delivered equal the sum of
the highest die (or dice). If all dice show the same number, all
count.

High — The base hits of damage delivered are equal to the highest
attack die rolled. If more than one die are highest, the base hits
delivered are equal to the sum of the highest dice. If all dice show
the same number, all count.

All — The base hits of damage delivered are equal to the sum of all
the attack dice rolled.

Example: Continuing from the example above, the Epping has
scored a hitagainst the wounded Night Hawk, and now it is time
to determine the amount of damage done. The attack dice came
upa?2 6and7. The Meld Laser does Medium damage. The
Medium die is 6, so 6 hits are delivered. If the dice had come
up a2, 6 and 6 (which still would have hit the Night Hawk), the
damage would have been 12 (6 + 6), since high dice are read
in the absence of medium ones. If the dice had come up a 6,
6 and 6, 18 points of damage would have been scored (6 + 6 +
6).

Damacing WitH MuLtipLe Gun WEeaPon SysTEMS
For cannon weapon systems having more than 1 gun, there is a
damage bonus awarded when a hitis secured. This bonus equals +1
to the base hits delivered for each Laser cannon beyond 1 in the
weapon system, while +2 is added to the base hits delivered for each
Blast or lon cannon beyond the first in the weapon system.

Example: 6 Splatterguns fired by a Night Hawk pilot with Gnr
9 hit a target. The attack dice show a 2, 4 and 8. Splatterguns
score Medium damage (4) and the five extra guns beyond the
first in the weapon system grant a flat +10 bonus (noted as
Medium+10). The number of base hits delivered equals 14 (4
+ 10). If the attack dice showed a 1, 6 and 6, the base hits
delivered would be 22 (6 + 6 + 10).
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Once the base hits of damage delivered are determined, subtract | marked off. The various results are cumulative and take full effect as
the target’s current Damage Reduction number. This final modified | soon as they are inflicted. What follows is a summary of the special
total is the number of hits marked off on the target's damage track. | damage symbols and what effects they represent.

Example: 22 base hits of damage are scored by the Splat-
terguns mentioned above. The target has a current Damage
Reduction number of 3. Therefore the target takes a total of 19
hits of damage (22 - 3).

THe Damace Track

Each starcraft has a damage track. As hits are taken, mark off
boxes on the damage track, starting at the top left corner of the track,
proceeding to the right and then downward. As rows of damage are
marked off, go to the next row down and keep proceeding from left
to right.

As hits are marked off on the damage track, a starcraft will sustain
special damage. Special damage symbols and numbers are used in
the damage track boxes to indicate what results are obtained.
Specific special damage will accrue as its damage track box is

= Reduce the vessel’s current Drive number to the highest un-
marked, boxed number currently on the damage track.

=Reduce the vessel’s Damage Reduction number to the highest
unmarked diamond value currently on the damage track.

w = Eliminate a cannon weapon system or missile launcher of the
defender’s choice.

\W = Eliminate a cannon weapon system or missile launcher of the
attacker’s choice.

t = Eliminate one remaining torp of the defender’s choice.
T =Eliminate one remaining torp of the attacker’s choice.

3 = Roll 1D10 on the target vessel’s Critical Hit chart. Apply the
critical damage effect immediately.

X =This is the last box on the damage track. If itis marked off, the
vessel is destroyed and removed from the map.

8.1 MASTER WEAPON TABLE

Range Increments
Base (To Hit Modifiers) Target

Weapon Attack Short Mid Long Speed
Type Dice (+1) (0) (-1) Restrictions Damage
Laser Cannons
Pulse Laser 2D8+ADB 1-3 4-9 10 None Low
Meld Laser 2D8+ADB 1-6 7-18 19-20 Target Drive <12 Medium
Turbo Laser 2D8+ADB 1-9 10-25 26-30 Target Drive <8 High
Blast Cannons
Splattergun 2D6+ADB 1-2 3-6 7-10 None Medium
Blatgun 2D6+ADB 1-4 5-10 11-15 Target Drive <13 High
lon Cannon
Impulsegun 2D8+ADB 1-3 4-8 9-10 None High
Warheads
Missile 1D6 — 1-10* — None High
Mk.10 Torp 1D12 N/A N/A N/A None All
Mk.20 Torp 2D12 N/A N/A N/A None All
Mk.50 Torp 5D12 N/A N/A N/A None All
* A missile’s target must be within 10 hex range only at the beginning of the Missile/Torp Launch Phase.

8.2 SKILL LEVEL EFFECTS TABLE =

Piloting Tight Turn Gunnery Cannon = \
Skill Movement Point Skill Attack Die = Sy

Level (PIt) Cost (TTC) Level (Gnr)  Bonus (ADB) ‘*\f,_ =~ e

1 1D10+3 1 1D4 MO ST ’

2 1D10+3 2 1D4 N\ D/ - !f

3 1D8+3 3 1D4 % [

4 1D8+3 4 1D4 7 _- 0

5 1D6+3 5 106 e V=AY

6 1D6+3 6 1D6 : T

7 1D4+3 7 1D8 - Y

8 1D4+3 8 1D8 : /o

g 1D4+3 9 1D10 X 5

10 1D4+3 10 1D10 P > (255
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9.0 INTRODUCTORY
SCENARIOS

The Introductory Scenarios may be found in the 16 page folder
supplied with the game. To use these scenarios, just remove the
staple that binds the booklet, and separate the various sheets. Each
sheet then provides all that is necessary to play a Silent Deathgame
using Basic or Standard rules (the first four scenarios are specially
designed with the Basic Game rules in mind). Even the crewmem-
bers have been generated for you and their stats have been entered
on the Starcraft Displays provided.

Read the scenario information, select sides, then give each player
his appropriate Starcraft Displays (this will require you to cut each
scenario sheet in half). Set up your forces as indicated, then begin
play with the first game turn.

Map Setup

All scenarios use the map configuration displayed on the front of
the Introductory Scenario Folder. Note that various Areas (defined
by the fold lines in the maps) are identified with letters while the map
Edges are numbered. These Areas and Edges will be referred to in
the individual scenarios as necessary. If units are required to set up
alongan Edge, players should set up such units within 2 hexes of that
edge.

Remember that /2 hexes are playable and are considered full
hexes for all purposes. Hexes that fall into two adjacent map areas
are considered part of both areas.

10.0 OPTIONAL RULES mmum

The following sections detail rules which may be added to the
game as players see fit. Their use is not compulsory, but optional.
Before starting a scenario, players should agree among themselves
which, if any, optional rules are going to be in effect.

Note: The incorporation of certain Optional Rules may allow
you to better balance the play of scenarios which you believe
constantly favour one side over another.

10.1 EXPERIENCE

When playing an extended series of games using the same pilots
and gunners throughout, it is possible for victorious, surviving
crewmembers to gain experience and raise their skill levels. Pilots
and/or gunners will be able to raise one Piloting or Gunnery skill level
if all of the following conditions apply after a scenario:

e The crewmember and his vessel survived the scenario.
e The crewmember was on the winning side of the scenario.
¢ The crewmember fired a cannon weapon system or missile salvo

which delivered at least one critical hit to one opponent’s vessel. | ! .
] » | otherwise, the vessel may only turn one hexside (at the cost of 3
If each of these preceding conditions apply to a starcraft crew- |

member, he may raise his Plt or Gnr value by 1 (not to exceed a
maximum value of 10). Obviously, gunners would only be able to
increase their Gnr value while an eligible pilot would have to decide
which value to raise.

If a crewmember receives a critical hit which kills him, or his craft
is destroyed before the end of a scenario, he is eliminated and may
not be used in any further scenarios.

10.2 DRIFT

The movement system provided in Silent Deathis a simplification
of space flight which does not represent the effect of drift which
would be caused by the application of thrust in a gravity-free
vacuum. The following simple rule may be instituted to simulate the
effects of drift during a battle.

At the beginning of each Movement Phase, all starcraft with a
current Drive number of 6 or greater will drift a random number of
hexes forward. Consult the chart below. Find each vessel’s current
Drive number then refer to the Drift Die. Roll the Drift Die for each
starcraft: this is the number of hexes the vessel must move forward
before any normal Movement Phase activities begin.

A craft that does not move or change facing during a Movement
Phase can declare a “Full Stop”. Such a vessel will not drift on
subsequent Movement Phases unless it once again begins moving
or changes its facing.

DRIFT CHART

Current Drive
Number Drift Die
0-5/Full Stop —
6-10 1D4
11-15 1D6
16+ 1D8

If instituting the Drift Die would cause a vessel to exit the map, the
starcraft merely stops on the map-edge hex and drifts no further.

10.3 TURNING
Here are three options regarding starcraft facing changes.
Turning REesTRICTION

Starcraft with 3 or more movement points at the start of a
Movement Phase should be forced to enter a new hex before
performing eithera normal turnora tightturn. This prevents avessel
from making a turn at the end of its previous Movement Phase, then
beginning its next Movement Phase with another turn in the same
hex.

Ser Cost Turns

If players do not like rolling a die to randomize the number of
movement points they spend when performing a tight turn, they can
utilize the following option.

The first hexside turned within a hex costs 3 movement points,
while the second and third cost2 each (e.g., total cost of 7 movement
points to turn three hexsides). However, a pilot must still roll a die
to seeif his tight turnmaneuver is successful. Roll 1D10; if the result
is less than the pilot's Plt value, the tight turn is successful,

movement points), and must enter another hex before attempting
another facing change during the same Movement Phase.

Drive O Turns
Another turning option is presented here for the players to
consider.
Players may allow a vessel with a Drive number reduced to zero
to change facing by one hexside per turn. This would represent the

| action of mini-thrusters used by all vessels during docking maneu-
| vers. Allowing this option would provide crippled ships with a

| minimal tactical option.

Any Drive 0 turns would have to be
performed at the beginning of the Movement Phase after any drifts
(Optional Rule 9.2) have occurred.
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10.4 SIDESLIPS

A sideslip is a form of forward movement which displaces a
starcraft or torp into its front left or front right hex, instead of the hex
directly ahead.

This diagram indicates the two hexes which may be entered during
a sideslip.

A sideslip costs 2 movement points to perform, unlike a normal
move forward. Forward movement, sideslips and turns may be
combined in any desired manner, except that 2 sideslips may not be |
made consecutively (i.e., you may not make 2 sideslips in a row). |

10.5 ASTEROIDS

Battles within the depths of an asteroid field can be a challenging
and exciting affair. The following rules detail 1) how to distribute
asteroids on the playing surface, 2) what happens when an asteroid/ |
vessel collision occurs, and 3) what the effects of asteroids on
weapon systems are.

When asteroids are to be used in a scenario, one player should
take all 20 asteroid counters and, with eyes closed, sprinkle them
over the playing surface from a height of about three feet. Place the
asteroids in the hexes they most fully landed in (1 per hex maxi-
mum). Go through the sprinkling process again with any asteroids
which bounced off of the map, or stacked up beyond the 1 per hex
limit.

Once set up, it is important to realize that the asteroids will drift |
by moving one hex per turn in a direction randomized at the
beginning of the scenario. Refer to the numbered compass rose in
the corner of each map section. Atthe beginning of the scenario, roll
1D6: this will be the direction of the asteroid drift throughout the
entire game. Asteroids perform their one hex drift at the end of every
turn, after the Missile Results Phase. If, due to this drifting action,
an asteroid exits off the edge of the playing surface, it reenters on the
other side of the map on the edge hex directly down the hex row it
drifted along.

If a starcraft, during its Movement Phase, enters a hex with an
asteroid, that starcraft inmediately takes 10D12 points of damage.
If a starcraft drifts into an asteroid (by Optional Rule 9.2), or an
asteroid drifts into a vessel’s hex at the end of any turn, the vessel
takes 5D12 points of damage. Asteroid collisions immediately
destroy tracking torpedoes.

Asteroids have the effect of blocking cannon fire when they
occupy an intervening hex between an attacker and his target. When
an attacker declares cannon fire, run a straight edge from the center
of the firer's hex to the center of the target’s hex. If the straight edge
passes through any part of a hex containing an asteroid, the attack
may not be made. The firer is free to select an alternate target in this
case.

Asteroids have no effect on missile fire. ‘

Asteroids can not be destroyed.

10.6 TORPEDOES

Torpedoes are an important part of the game, but there are many
different opinions as to how they should be represented. Here are
a variety of options.

ManEeuverABLE TORPS
This rule assumes that torpedoes are very maneuverable. As
such, a torp can move 12 hexes during the Movement Phase
regardless of its facing or the number of facing changes necessary
to reach a hex 12 hexes away. Think of this as a 0 movement point
cost to turn to any hexside. The result is that players can quickly
gauge the “threatzone” of any torp that s currently tracking a target.

VariABLE SPEED TORPS

This option differentiates between the speeds of different torps.
Consult the following table.

VARIABLE SPEED TORP CHART

Movement
Torp Points
Mk.10 18
Mk.20 16
Mk.50 10

This variable speed rule may easily be combined with the maneu-

verable torps rule if players desire.
Tracking IMECHANICS

In the Standard Game, each player takes one set of torp counters
at the beginning of the game and records the ID of each torp’s target
asthetorpisfired. Thistracking mechanics option may simplify that
practice in a limited number of cases.

When fielding their vessels at the beginning of a battle, players
should make sure that all starcraft have different ID letters. When
torps are fired, players should try to use torp counters that have the
ID letter that corresponds with the target ID. In the cases where the
counter mix will allow this to occur, players will not have to note
down each torp’s target— they merely have to match torp and target
IDs when it comes to moving tracking torps on the map.

Alternatively, players may use a pencil to note down the ID of each
torp’s target on the backs of the torp counters fired. This method
works well if all players wish to (and agree to) keep the identity of a
torp’s target secret.

10.7 TORPEDO DEFENSIVE SYSTEMS

In the Standard Game, jamming and dodging are the only ways to
avoid being hit by a tracking torpedo (besides just running away).
This optional rule provides starcraft with other defenses which can
defeat torps.

Decoys

Decoys are small pods which can be jettisoned by starcraft. If
successfully deployed, a decoy can fool tracking torps into homing
in on it instead of the target vessel.

In game terms, a decoy can be deployed as an alternate action to
a jamming attempt being made. Immediately after a decoy is
deployed, roll 1D4 for each torp currently tracking the deploying
vessel. Onaroll of 1 or 2, the torp is removed from the map (e.g.,
it has decided to track the decoy instead and will not be able to attack
avessel). Onaroll of a 3 or 4, the torp was not fooled by the decoy
and will continue to track the target — though it is still susceptible
to subsequent decoy deployments. A decoy is only effective on the
turn that it is deployed. New torp launches may not be affected by
decoy deployments from previous turns.
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Decoys from one vessel will not affect torps tracking other |
vessels. \
Decoy-equipped vessels carry a limited number of them. Players |
must keep track of their use, and once completely expended, they i
may no longer be deployed. Every time a vessel takes a critical hit, |
it loses one of its remaining decoys (i.e., in addition to any other |
damage a critical hit inflicts, it always knocks out one of the vessel’s |
remaining decoys, if available). ‘
Point-Derense AnTi-Tore WEAPON SysSTEMS ‘
Point-defense anti-torp weapons include low power, rapid fire }
lasers and projectile throwing miniguns. Such weapons provide |
good protection against incoming torps at close range, but their use |
may not be combined with the erratic maneuvering involved with |
dodging attempts. ‘

In game terms, point-defense weapon systems may be used to
attack torpedoes as an alternate action to a dodging attempt. During |
the Torp Resolution Phase, torp(s) which enter atarget’s hex may be
attacked by this weapon system if the target is so equipped. Foreach
attacking torp in the target’s hex, roll 1D10. If the roll is within the
point-defense system’s Kill Spread (as indicated on the chart to the
right), the torp is destroyed before it detonates, and thus it causes
no damage.

Point-defense anti-torp weapon systems may be used an unlim-
ited number of times, but they may not be used after their vessel
takes a critical hit (i.e., in addition to any other damage a critical hit |
inflicts, it always knocks out the vessel’s point-defense weapon
system).

Point-defense weapon systems can only be used against torpe-
does.

AvAILABILITY
The chart below summarizes the decoy and point-defense capa-
bilities of the starcraft provided in Silent Death.

ANTI-TORPEDO CAPABILITIES

Decoys Point-Defense

Vessel Type Available Kill Spread on 1D10

EppPiNG 4 1-7 [37%]

NicHT Hawk 2 1-3 [1*

PHagsi I 3 1-6 [2*]

PiT ViPER 1 —

REVENGE 5 -6 [37]

SALAMANDER 2 1-7 [27]

SERAPH 4 1-6 [27]

SHRYAK SHUTTLE 2 -4 [4*]

Sorensen il 1 —

SpiriT RIDER 1 —

TeaL Hawk 2 1-3 [27]

THuUNDER BIRD 2 —

* As an additional option, players may use this # as the
maximum number of torps which may be attacked in a Torp
Results Phase.

10.8 GUNNERY DUELS

In the Standard Game, gunners — then pilots — fire their cannon
weapons in accordance with their Gnr values. The gunnery duel
option allows for some variance within this strict sequence.

If, during the normal sequence of firing, a gunner or pilot declares
a cannon attack on a target that wishes to fire back with a cannon
weapon system, one of that target’s eligible crewmembers may
declare a gunnery duel to determine who actually fires first.

To resolve the gunnery duel, both firing crewmembers roll 1D10
and add their Gnr value. There is a -2 modifier to a pilot’s die role if
he is dueling with a gunner. The highest modified total resolves his
fire first. If there is a tie, attacks are resolved against both involved
vessels simultaneously. The loser of the gunnery duel must make
his declared attack immediately after the winner — if he is still
capable of doing so. Note that this will often entail a crewmember
firing out of the normal sequence.

Remember that each gunner or pilot may only discharge one

| cannonweapon system once per Cannon Fire Phase, soacrewmem-

ber may not fire once normally, then fire again in a subsequent

| gunnery duel or vice versa. \

Example: During the Movement Phase, a Salamander 2-man
fighter crosses in front of a Thunder Bird. The gunner aboard
the Salamander has Gnr 4, while the pilot of the Thunder Bird
has Gnr 7. During the Cannon Fire Phase, gunners fire first, and
the Salamander’s gunner declares that he is firing his twin
Splatterguns at the T-Bird. However, the Thunder Bird’s pilot
has the Salamander in his sights, so the pilot declares a
gunnery duel with the Salamander’s gunner. Both roll 1D10
and add their Gnr value; but the pilot subtracts 2 because he’s
dueling with a gunner. The Salamander’s gunner rolls a 5,
resulting in a total of 9 (4 + 5). The T-Bird pilot rolls a 6,
resulting in a total of 11 (7 + 6 - 2). The Thunder Bird resolves
its attack first. If the Salamander’s gunner and twin Splat-
terguns survive the attack unscaihed, they then perform their
attack. If the Thunder Bird had managed to knock out the
Salamander’s Splatterguns, the gunner could switch to his
36(° Pulse Laser, but would still have to fire at the Thunder
Bird. Inany event, the Thunder Bird has now fired out of order,
and may not fire again during this Cannon Fire Phase.
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DEFLECTION CHART
ATTACKER IS IN THIS ARC OF THE DEFENDER

DEFENDER IS IN THIS TARGET HAS
FiriNG ARC OF THE ATTACKER Forward Front Quarter Rear Quarter Aft Drive 0
Forward 0 -2 0 +1 +2
Front Quarter -2 -1 +1 0 +1
Rear Quarter 0 +1 -1 0 +1

Aft +1 0 -1 0 §2

The deflection result determines the Attack Dice To Hit modifier.

10.9 DEFLECTION

Deflection simulates the effect of atarget’s aspectinrelationtothe |

firer. Itis more difficult to hit a target with cannons if he is crossing
your field of fire, than if he is moving towards or away from you —
thus presenting a relatively stationary firing point. In addition, a
stationary target is quite susceptible to attacks.

The deflection modifiers presented in the chart below are added
to a cannon weapon system’s Attack Dice total to determine if there
is a hit. Deflection modifiers do not affect the reading of the Attack
Dice for damage purposes.

To use the Deflection Chart, read across the top to find which of
the defender’s firing arcs the attacker occupies, and read down the
side to determine which of the attacker’s firing arcs the defender
occupies. Cross index the two to determine the Attack Dice To Hit
modifier.

In those cases where a vessel occupies two eligible firing arcs
(those hexes that are on the boarder between adjacent firing arcs),
the defender always determines which of the available columns and/
or rows of the Deflection Chart to use.

Example: A Salamander fighter is in combat with an Epping
gunboat. During the Cannon Fire Phase the gunner aboard the
Salamander fires his 360° Pulse Laser. The Salamander player
determines that he is in the Epping’s Rear Quarter Right firing
arc, so he goes to the Rear Quarter column of the Deflection
Chart. Next he determines thatthe Epping is in his Salamander’s
Front Quarter Left firing arc, so he cross indexes on the Front
Quarter row of the Deflection Chart. The resultisa+1;so when
the Attack Dice are rolled, the total is modified by +1 for To Hit
pUrposes.

‘ 10.10 AUTO HITS AND MISSES

Players may note that situations arise where a target becomes hit-
proof against certain weapons, while others become so susceptible
that it is rare that they are ever missed. To remedy this, players may
institute the automatic hits and misses option.

When using the auto hits and misses rule, it will be important to
differentiate the Base Attack Dice rolled from the Attack Die Bonus.
There is little problem here when the ADB is of a different “size” than
the Base Attack Dice, but when they are the same (e.g., 3D6), use
different colors of dice, noting one as the ADB while the othertwo are
the Base Attack Dice.

AutomaTic Hits
A target is automatically hit if the Base Attack Dice come up as
doubles of their highest possible value (e.g., two sixes on 2D6, or
two eights on 2D8). The Defensive Value of the target is ignored in
the case of an automatic hit — it is damaged regardless.

Automaric Miss
A target is automatically missed if the Base Attack Dice come up
asdouble 1s. The Defensive Value of the target is ignored in the case
of an automatic miss — the target is not damaged regardless of the
| resulting Attack Dice total.

10.11 RANGE INCREMENTS

Players may find that the range increments provided for weapons
| on the Master Weapons Table do not sufficiently reflect the various
effects of range on cannon fire. In this case, players should use the
following optional range increments and To Hit modifiers.

10.12 DAMAGE CONTROL

This option allows very limited battlefield repairs to be made by a
vessel’s integral damage control system.

A starcraft may attempt damage control at the end of any game
turn in which it neither fired/discharged any weapon nor was hit by
enemy fire (whether any damage was scored or not), nor took
| damage from any other source.

RANGE INCREMENTS CHART

RANGE INCREMENTS
(To Hir MobiFiers)
Point Very

Weapon Blank Short Mid Long Long Extreme
Type (+2) (+1) (0) (-1) (-2) (-4)
Pulse Laser 1-2 3 4-8 9 10 —
Meld Laser 1 2-6 7-15 16-17 18-19 20
Turbo Laser 1 2-9 10-19 20-25 26-28 29-30
Splattergun 1 2 3-4 5-6 7-10 —
Blatgun 1 2-4 5-7 8-10 11-13 14-15
Impulsegun 1 2-3 4-6 7-8 9-10 —_
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The effect of damage control is to gain back one box marked off
on the vessel’s Damage Track. The box gained back by successful
damage control must always be the one most recently marked off
(i.e., the last marked off box on the Damage Track). If the box gained
back by a successful damage control attempt contains a special
damage symbol, the effect of that hit is negated (exception: a
reduced Damage Reduction value can never be restored with dam-
age control, though a marked off diamond can be reinstated as a
blank hit box).

Damage control may only be used successfully once by each
vessel per scenario. A starcraft may attempt damage control any
number of times until it is used successfully, after which it may not
be used again for that vessel.

To attempt damage control, a starcraft rolls 1D10. If the roll falls
into that vessel’s success spread, the attempt works, and the repair
takes effectimmediately. Consult the Damage Control Chart below.

DAMAGE CONTROL CHART

Damage Control
Vessel Type Success Spread on 1D10
EPPiING 1-7
NigHT Hawk 1-3
PHaRrsi 11 1-5
Pit ViPer 1-2
REVENGE 1-5
SALAMANDER 1-6
SERAPH 1-6
SHRYAK SHUTTLE 1-7
Sorensen Il 1-3
SpPiriT RIDER 1-3
TeaL Hawk 1-3
THUNDER BirD 1-3

11.0 ADVANCED
SCENARIOS s

The following are a selection of scenarios which may be played
with the Starcraft Displays provided in this book. There are several
set scenarios which detail unique situations and they are accompa-
nied by special rules. The section ends with a general scenario
design procedure for players who wish to make up their own
scenarios.

Note that several of the advanced scenarios require the use of
miniatures beyond those provided with the game. These are
available as separate purchases from your local retailer, or direct
from ICE. Ifthe appropriate miniatures are not available, players can
use the color starcraft counters provided with the game.

Map Setup

All scenarios use the following map configuration unless other-
wise indicated by a specific scenario. Various Areas (defined by the
fold lines in the maps) are identified with letters while the map Edges
are numbered. These Areas and Edges will be referred to in the
individual scenarios as necessary. If units are required to set up
alonganEdge, players should set up such units within 2 hexes of that
edge.

Remember that /2 hexes are playable and are considered full
hexes for all purposes. Hexes that fall into two adjacent map areas
are considered part of both areas.

| Edge 3

)

Edge 4

11.1 RESCUE

The recovery of pilots lost in a battle area is of primary concern to
wing leaders who suffer from chronic replacement shortfalls and
unitelan dilution. This scenario depicts one such recovery action by
elements of the 3970th Millennia Warrior Hvy TMAC Rgt.

Early in the Imperial Year 475, the TMAC component of the
Maniacs MW Division saw itself at odds with an unidentified Fighter
Wing operating in the Backnet. As the campaign progressed, it was
discovered that the 3970th’s opponents were none other than
members of the Void Stalker, an independent Imperial Fighter Wing
that went renegade in 474.

During one pitched battle, Duce Squadron of the 3970th lost its
Chief Executive Officer. It was determined that he successfully
jettisoned from his damaged Seraph in the fighter’s life pod. Both
sides withdrew from the battle area, but Duce’s Squadron Leader
mounted an immediate rescue effort. Remnants of the Void Stalker
battle force detected the re-fielding of Maniacstarcraft, and setabout
to re-engage their foes.

Forces
Elements of DuceSquadron, 3970th MW hvy TMAC Rgt: Set up first
along Edge 1.

Seraph A — Pilot (PIt 7, Gnr 9)

Gunner (Gnr 9)
Pilot (PIt 6, Gnr 5)
Gunner (Gnr 5)
Pilot (PIt 5, Gnr 2)

Gunner A (Gnr 8)
Gunner B (Gnr 6)
Pilot (PIt 5, Gnr 1)
Gunner A (Gnr 7)
Gunner B (Gnr 3)

Elements of the Void Stalker Fighter Wing: Set up second along
Edge 3.

Seraph B —

Pharsii Il A—

Pharsii Il B—

Night Hawk A—  Pilot (PIt 7, Gnr 6)
Night Hawk B—  Pilot (PIt 6, Gnr 5)
Night Hawk C —  Pilot (PIt 5, Gnr 4)
Night Hawk D —  Pilot (PIt 4, Gnr 3)
Teal Hawk A—  Pilot (PIt 6, Gnr 2)

Gunner (Gnr 10)
Teal Hawk B—  Pilot (PIt 6, Gnr 1)

Gunner (Gnr 8)
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SpeeciaL RuLEs
1) The Duce Squadron player must place the Life Pod counterin Area
H, 1 or J (however, not in an edge hex) before either side sets up.
This Life Pod contains Duce Squadron’s Chief Executive Officer
and must be recovered by the 3970th’s player (see the Victory
Conditions below).

2) To recover the Life Pod, the Duce Squadron player must move a
Pharsii Il into the pod’s hex, stop, and remain there for one
complete game turn. During this recovery game turn, the Pharsii
Il is particularly vulnerable to attack: its Defensive Value is
reduced to at least 5 for that game turn only. If the Pharsii
survives the recovery turn, remove the Life Pod counter from the
map and place on the Pharsii’s Starcraft Display. If this vessel is
subsequently destroyed, the Life Pod is destroyed as well.

3) The Void Stalker player may not attack the unrecovered Life Pod
as a matter of honor, nor may any of the Void Stalker vessels
occupy the Life Pod’s hex at the end of any Movement Phase.

Vicrory ConbiTions
The Duce Squadron player must recover the Life Pod and exit its

carrying Pharsii off of Edge 1 before the end of game turn 10. Any

other result is a Void Stalker victory.
11.2 INTO THE MINEFIELD

As the political tension over the Adanis system heated-up in ‘
Imp.475, sotoo did Colosian military operations against that system’s |

Kubishev-Lloyd rulers. The Colos — Kubishev-Lloyd conflict has
been a long-standing one, particularly where the Adanis system has
been concerned. The Colosian leaders have deemed the time right
to set about a military takeover.

Prepared for Colosian aggression, the Kubishev-Lloyd forces

have layered defenses in depth. Key to their position is a string of |

communication satellites which act as an early warning system
against attack. These comm sats have been ringed by minefields,
and numerous fighter tenders make sure that constant patrols
protect these valuable constructs.

This scenario depicts a House Colos action against one such K-L

the Dark Lathe Millennia Warrior Division (flying for the Colosians),
and Kubishev-Lloyd garrison fighters.

Forces
Mixed Dark Lathe units, 4001st MW TMAC Ragt: Set up first along
Edge 1.

Seraph A — Pilot (PIt 10, Gnr 7)
Gunner (Gnr 9)
Seraph B — Pilot (PIt 6, Gnr 7)
Gunner (Gnr 5)
Salamander A—  Pilot (PIt 6, Gnr 2)
Gunner (Gnr 8)
Revenge A — Pilot (PIt 7, Gnr 1)
Gunner (Gnr 7)
Two Flights of Kubishev-Lloyd Garrison Fighters: Set up second
along Edge 3.

Thunder Bird A— Pilot (PIt 7, Gnr 6)
Thunder Bird B— Pilot (PIt 5, Gnr 5)
Thunder Bird C — Pilot (PIt 5, Gnr 4)
Thunder Bird D — Pilot (PIt 3, Gnr 3)
Spirit Rider A—  Pilot (PIt 6, Gnr 6)
Spirit Rider B—  Pilot (PIt 4, Gnr 5)
Spirit Rider C—  Pilot (PIt 2, Gnr 1)

SeeciaL RuLes

1) The Kubishev-Lloyd player must place the Comm Sat counter in
Area H, | or J before either side sets up. This Comm Sat may be
attacked by the Dark Lathe player: it has a Defensive Value of 14
(despite the fact that it does not move) and can jam tracking torps
as vessels do except that it may attempt jamming against all
tracking torps and succeeds on a 1D4 roll of 1-3 per torp (due to
superior electronic counter measures). The Comm Sat may not
dodge torps which make it into its hex. Inaddition, the Comm Sat
may only be engaged by cannon fire ata range of 15 hexes or less.
The Com Sat can take 20 damage points before it is destroyed.
Starcraft may not perform a turn nor end a Movement Phase in
the Comm Sat’s hex.

2) A minefield exists through the two center map sections (Areas D,
E, Fand G). For every Movement Phase that a vessel or torp
expends at least one movement point in this area, roll an attack
against it after that vessel’s or torp’s move is completed. This is
a normal 3D8 attack which scores “All” damage.

3) The Dark Lathe player must also fire torps at an off-board target
to fulfill the Victory Conditions (see below). To do so, the player
merely states that he is launching during the Torp Launch Phase.
No counters are placed on the board for this special launch —the
expended ordnance is merely marked off of the firer's Starcraft
Display.

Victory ConbiTions
The Dark Lathe player must meet all three of the following
conditions by the end of the 10th game turn to win:

e Destroy the K-L Comm Sat.

e Launch no fewer than 8 Mk.50 torps (as per Special Rule 3) from
Area | at the Kubishev-Lloyd fighter tender which is off of Edge 3.

e Exit the Revenge off of Edge 1.

If the Dark Lathe player fails to meet all of these three conditions
in the time allotted, the Kubishev-Lloyd player wins.

' 11.3 ENEMY IN THE BELT

comm sat over the planet Adanis Ill. The forces involved come from |

In the Imperial Year 475, a vendetta campaign between the
Darranian 74th Fighter Group (flying for House Jade-London) and
the Idorian Irregular Fighter Group #12 started in earnest.

This scenario depicts a battle which took place in Merlin’s Belt, an
extensive asteroid band in the 1000 Pyxidis system.

Forces
Two Elements of Idorian Fighter Group #12: Set up firstin Areas E
and/or F.
Sorensen A — Pilot (PIt 10, Gnr 7)
Gunner (Gnr 9)
Pilot (PIt 8, Gnr 6)
Gunner (Gnr 7)
Pilot (PIt 7, Gnr 6)
Gunner A (Gnr 8)
Gunner B (Gnr 6)
Pilot (PIt 7, Gnr 5)
Gunner A (Gnr 7)
Gunner B (Gnr 5)

Sorensen B —

Pharsii Il A—

Pharsii [l B—



Two Flights of the Darranian 74th Fighter Group: Set up second | 11.4 TECHNOLOGY STAKES
along Edges 1, 2, 3 and/or 4. ‘ Many Provincial powers are notorious for buying-up surplus

Pit ViperA—  Pilot (PIt 7, Gnr 8)  Imperial materiel and modifying it for their own purposes —
Pit Viper B — Pilot (PIt 5, Gnr 9) | installing new technology or broadening existing operating parame-
Pit Viper C — Pilot (PIt 4, Gnr 5) | ters. .
Pit Viper D — Pilot (PIt 3, Gnr 3) F :1? Im[;.476, Gbreager;-lgtéseTngan acglrj]lr:dytwo stoleen 'trea(lel Havnvls<
: o : Ighters from a band of Free Traders. Thaan’s armaments expe
Geping A Pl(laoutn(rf:tr 2 (%r:]rrg)) | thensetabout converting the TMAC Fighters intoanew class of mine
Gunner B (Gnr 8) { sweeping vessel. Utilizing new mine detection and dgtongtion
Gunner C (Gnr 7) | technology, these convertqd Teal Hawks represented a significant
. . | scientific advance in the military community.
Epping B — Pilot (Pt 6, Gnr 6) . Thanks to the same band of Free Traders who sold the Teal Hawks
Gunner A (Gnr 8) to Thaan, the Imperium caught wind of this important development.
Gunner B (Gnr 7) The Imperial Intelligence Directorate dispatched assets from the
_ Gunner C (Gnr 6) | 2331stMillenniaWarrior Med SMAC Rgtto capture one of the Thaan
Epping C — Pl(liot (Pit ?\, (%nr%)) | Teal Hawks while out on flight tests.
unner nr
Gunner B (Gnr 8) | . Fonces
Gunner C (Gnr 7) | House Thaan Flight Test Qroup. Set up first in Areas E and/or F.
Seecus. Biilin Teal Hawk A—  Pilot (PIt 10, Gnr 5)
1) Asteroids, as per Optional Rule 10.5, are in effect. They must be | Teal Hawk B Pﬁium:r (62”)4
distributed across the map before either side sets up. ‘ eal Hawk B — lGoutn(netr ?Gnrn;) )
Victory ConbiTions ‘ .
The first side to inflict at least 75 TPVs of casualties against his } Sofefghh A Pg(ﬁn(lf;tr ngrn ;g))
opponentwins. If neither side fulfills these victory conditions before | S B Pilot (PIt 7. Gnr 5
the end of game turn 12, the scenario is a draw. | oRRseR n llot (Pit 7, Gnr 5)
Gunner (Gnr 9)
i Pit Viper A— Pilot (Pt 7, Gnr 10)
Pit Viper B — Pilot (PIt 6, Gnr 8)
| Elements of Axe and Caltrop Squadrons, 2331st MW SMAC Rgt:
Set up second along Edges 1 and/or 2.
{ Night Hawk A—  Pilot (PIt 7, Gnr 7)
| Night Hawk B — Pilot (PIt 6, Gnr 3)
; Spirit Rider A—  Pilot (PIt 6, Gnr 9)
‘ Spirit Rider B—  Pilot (PIt 5, Gnr 8)
f Spirit Rider C—  Pilot (PIt 4, Gnr 7)
Spirit Rider D—  Pilot (PIt 3, Gnr 6)

N | SeeciaL RuLes
B 1) Due to their altered assignment, the Teal Hawk gunners may no
longer fire the Blatgun weapon system — only the vessel’s pilot
may do that (note that this makes the gunners unnecessary in
| game terms).

2) Due to their achievement of tactical surprise, the 2331st player
‘ automatically gains the initiative for the first 3 game turns without
having to roll. Start rolling for initiative normally at the beginning
of game turn 4.
‘ Vicrory Conbitions
. The 2331st player must achieve each of the following conditions
| by the end of game turn 10 in order to win:
* Deliver at least one point of damage to each of the six House Thaan
fighters.
. ® Permanently reduce the Drive number of one of the Teal Hawks to
| 3orless without destroying it (this is to facilitate the Teal Hawk’s
capture).
* Have at least two undestroyed fighters (each with Drive values of
12 or more) left on the map.

The House Thaan player wins if the 2331st player fails to meet
| each of the above conditions by the end of game turn 10.
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11.5 THE COMMAND SHIP

Late in Imperial Year 475, the Benkan 2nd Confederate Heavy
Fighter Wing (Grizzlies) began a pitched campaign against Greater
House Devon interests in the Frontier. The 141st Devonian Combat
Wing (Ultimate Valor) was diverted to this new threat.

Unbeknownst to the Benkan insurgents, the Devonians were
experimenting with new fighter tactics which utilized converted
shuttles as battlefield command ships.

This scenario depicts the first operational use of a Devonian
tactical fighter command ship in battle.

Forces
Elements from Ultimate Valor with Command Ship: Set up first
along Edge 1.
Shryak Shuttle A— Pilot (PIt 5, Gnr 5)
Gunner (Gnr 5)

Pit Viper A— Pilot (PIt 9, Gnr 9)
Pit Viper B — Pilot (PIt 6, Gnr 8)
Pit Viper C — Pilot (PIt 5, Gnr 7)
Epping A— Pilot (Pit 5, Gnr 6)
Gunner A (Gnr 8)
Gunner B (Gnr 8)
Gunner C (Gnr 7)
Epping B — Pilot (PIt 4, Gnr 6)
Gunner A (Gnr 8)
Gunner B (Gnr 6)
Gunner C (Gnr 6)

Elements from the Grizzlies: Set up second along Edge 3.

Sorensen A — Pilot (PIt 7, Gnr 5)
Gunner (Gnr 6)
Sorensen B — Pilot (PIt 6, Gnr 4)
Gunner (Gnr 5)
Salamander A—  Pilot (PIt 5, Gnr 6)
Gunner (Gnr 9)
Salamander B—  Pilot (PIt 5, Gnr 5)
Gunner (Gnr 8)
Salamander C—  Pilot (PIt 4, Gnr 2)
Gunner (Gnr 7)

SeeciaL RuLes
1) The Devonian Shryak Shuttle is a command ship. Its effect is to
cause all initiative rolls for its side to be made as if performed with
PIt 10 (ignore all Devonian pilot PIt values). However, for every
2 points of damage the Shryak Shuttle receives, this special
initiative PIt value drops by 1 (to @ minimum of 1).

2) Due to strict tactical doctrine, the Devonian player must use the
command ship’s special initiative Plt value for the entire scenario,
even if it drops below the value of other pilots’ Plt skill numbers.

3) An additional property of the Shryak Shuttle command ship is that
it is able to electronically duplicate one copy of itself on the
battlefield, thus confusing opponents as to its actual location. To
reflect this property, use the following guidelines:

« Add another Shryak Shuttle to the Devonian forces but secretly
record the 1.D. of the real command ship — the other is a decoy
duplicate. Reveal the 1.D. of the real shuttle at the end of the game
for verification purposes.

¢ The decoy may be moved by the Devonian player as desired,
treating it as a normal vessel — but it may not fire any weapons,
nor influence the initiative roll.

* The decoy is revealed as a fake (and thus removed from the map)
if: it is damaged by any attack (use a normal shuttle’s Defensive
Value and Damage Reduction), or an enemy vessel ends any
completed Movement Phase at 1 hex range from it, or the real
shuttle fires any weapon system (which eliminates the duplicate as
possibly being a real ship by default).

4) The Benkan Salamanders are not rigged to launch torpedoes, so
delete all torps from the Salamander displays.

Victory ConbiTions

The Grizzlies win immediately if they destroy the Shryak Shuttle
command ship. Ultimate Valor wins immediately if they destroy
Sorensen A. Otherwise, the first side to inflict at least 75 TPVs of
casualties against his opponent wins.

If neither side fulfills these victory conditions before the end of
game turn 15, the scenario is a draw. No points are awarded for
eliminating the Devonian decoy Shryak Shuttle.

11.6 SCREENING FORCE

In late Imp.476, the Void Stalker rogue fighter wing was working
its way into the heart of the Imperium — attacking poorly prepared
targets almost at will. Their stiffest resistance to date was offered by
the 9537th Planetary Defense Wing (Vagrants) over Delta Trianguli
Il

In this particular action, Void Stalker forces are trying to make
their way to the planet's surface for a raid on manufacturing
installations. Vagrant forces and a few Laser Satellites are all that
stand in their way.

Forces
Mixed Vagrantforces: Set up first, placing no more than 1 vessel per
map section.
Thunder Bird A— Pilot (PIt 8, Gnr 8)
Thunder Bird B— Pilot (PIt 6, Gnr 6)
Thunder Bird C — Pilot (PIt 5, Gnr 5)
Thunder Bird D — Pilot (PIt 5, Gnr 4)
Epping A— Pilot (PIt 4, Gnr 7)
Gunner A (Gnr 6)
Gunner B (Gnr 6)
Gunner C (Gnr 5)
Pilot (PIt 3, Gnr 3)
Gunner A (Gnr 8)
Gunner B (Gnr 6)
Gunner C (Gnr 4)

Two Void StalkerElements: Set up second along Edge 1 (see special
map set up below).

Epping B —

Night Hawk A—  Pilot (PIt 10, Gnr 9)
Night Hawk B—  Pilot (PIt 7, Gnr 6)
Pharsii Il A— Pilot (PIt 7, Gnr 9)
Gunner A (Gnr 8)
Gunner B (Gnr 6)
Pharsii Il B— Pilot (Pt 7, Gnr 8)
Gunner A (Gnr 7)
Gunner B (Gnr 5)
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Edge 1
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SeeciaL RuLes

1) Do not use the standard map configuration for this scenario. \
Instead, use the map configuration indicated above. Because this |
creates a playing surface that is so long, players may want to use |
the floor to set up on, as few tables will accommodate it.

2) The Vagrant player must place two Laser Sat counters anywhere i
on the playing surface before either side sets up. Each Laser Sat
acts as an immobile Pulse Laser fire base which may attack any |
and all Void Stalkerforces within range. Each Laser Sat fires at ‘
the beginning of every Cannon Fire Phase at every Void Stalker |
vessel currently within 10 hex range. Each attack uses 3D8 as its i

attack dice, does Low damage, and has Pulse Laser Range |

Increments. Each Laser Sat has a Defensive Value of 14 (despite |

the fact that they do not move) and can jam tracking torps as |

vessels do except that each may attempt jamming against al/ |
tracking torps and succeed on a 1D4 roll of 1-2 per torp (due to ;
superior electronic counter measures). Laser Sats may not

dodge torps which make it into their hexes. Laser Sats can only |
be engaged by enemy cannon fire at a range of 10 hexes or less. ‘

Each Laser Sat can take 10 damage points before being de- |

stroyed. Their attack capability is never reduced due to the 1

acquisition of non-fatal damage. Starcraft may not performaturn 1

nor end a Movement Phase in a Laser Sat's hex.

Victory ConbiTions
The Void Stalker player must achieve each of the following
conditions by the end of game turn 10 in order to win:

¢ Both Laser Sats must be destroyed.

* Two starcraft with a current Drive number of 10 or greater must be
exited off of Edge 2.

If the Void Stalker player fails to fulfill both of these requirements, 1
the Vagrants player wins.

CAMPAIGN GAME ROSTER

Unit Name: Insignia:

H‘ Edge 2
11.7 CAMPAIGN GAME

Once players have exhausted the set scenarios presented in Silent
Death, they may wish to engage in a multi-scenario campaign where
they select their own forces and provide their own reinforcements
between battles.

The Campaign Game is played in a series of six scenarios — each
of which is a slightly modified version of those Advanced Scenarios
already found in this section. However, players will purchase their
own forces which they must deploy and keep track of from scenario
to scenario.

The Campaign Game is designed to involve two distinct “sides”
which battle each other from one situation to the next. Though
several players may be involved, all situations in the Campaign Game
are phrased in terms of two sides.

PREPARATION

Before the campaign can begin, each side must buy its starting
forces — its “squadron” of campaigning fighters. These purchases
are made with an allotment of 300 points per side. With these 300
points, each side must buy its own stable of starcraft, pilots and
gunners. Starcraft are purchased for their BPV value, while crew-
members are bought for their point costs as indicated in Section 1.3.
Players are allowed to buy more or fewer pilots and gunners than are
needed by their initial vessel purchase. Players must spend all 300
points — they may not be saved for use later. Record all purchases
on the Campaign Game Roster found below. Players should give

' their forces a unit name (like “The Destroyers”, or “Reaper’s Own”,
| etc.), and design a simple insignia or badge which identifies the unit.

Toadd some flavor to the game, players may specify that starcraft
purchases by each side must be restricted to models which are
unavailable to the other side. Inthis case, each side should roll 1D10.

CAMPAIGN GAME ROSTER

Unit Name:

Starcraft Pilots Gunners

Starcraft Pilots Gunners
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The high roller selects one starcraft design that is only available for
purchase by his side. Then, the low roller selects a different model
which only his side may buy. Alternate back and forth until all the
starcraft designs are sanctioned in this way. Proceed to select
vessels from this restricted pool of starcraft types and enter the final
purchases on the Campaign Game Roster. Later in the campaign
when reinforcements are purchased, each side is still restricted to
buying from their own restricted pool of vessel types.

The last step in preparing for the Campaign Game is to designate
one side as “Side A”, and the other as “Side B”. It does not matter
whichis which, so one side should roll 1D6 — if the resultis 1-3, that
side is Side A; if 4-6, that side is Side B.

Campaicn IMECHANICS

Once each side has selected its starting forces and determined
who is Side A and B, the first scenario of the Campaign Game may
begin. Refer to the scenario descriptions below. Note that it is not
necessary for each side to always field all of its forces for every
scenario — participation is always optional for each unit.

In each scenario, players are likely to lose fighters and crewmem-
bers to enemy fire. Once destroyed, a starcraft must be removed
from that side’s roster. Once killed, pilots or gunners must also be
removed from the roster. These forces are no longer available for
use in future scenarios of the campaign.

All non-destroyed starcraft left on the map at the end of a
campaign scenario are recovered and available for use in the next
scenario, as are forces which exited the playing surface at any time.
Only 20 damage points may be repaired on each vessel in between
each scenario. Damaged craft may be brought into a scenario only
if a player desires.

In between each scenario of the campaign, both sides have the
opportunity to buy reinforcements which are then added to their
rosters. The conditions and point values follow:

« |f a side has won the preceding scenario, it gains 75 points.
« |f a side lost the preceding scenario, it gains 25 points.
« |f the sides drew the preceding scenario, each gains 50 points.

Players may buy starcraft, pilots and/or gunners as desired.
These forces are immediately available, and may be used in the next
scenario of the campaign.

Reinforcement points need not be completely spent in between
each scenario. Some or all may be saved for expenditure in a later
post-scenario interval. Keep a side record of those reinforcement
points acquired, spent, and saved.

Players are encouraged to use Optional Rule 10.1 Experience
when playing the Campaign Game.

THE ScENARIOS

The Campaign Game consists of six scenarios played back-to-
back in the order given here. Before each scenario begins, players
determine which of their roster’s starcraft they will commit to the
battle. These vessels are then manned by any of the pilots and
gunners available on the roster (player’s choice).

After each scenario, starcraft can be recovered, repairs can be
made and new forces can be purchased as indicated above.

1) Scenario 1: Rescue. As per the Rescue scenario in 77.7 above.
Side A takes the role of the recovering player, Side B takes the role
of the defending player. Side A must recover the Life Pod placed
by Side B. Side B may not field more than 200 TPVs worth of
forces. Any starcraft in Side A’s force may pick up the pod.

7 0
& ¥

2) Scenario 2: Into the Minefield. As per the /nfo the Minefield

scenarioin 77.2above. Side B takes the role of the attacker who

; must brave the minefield and destroy the Comm Sat placed by

Side A. Side B need not perform the torp launch against the off-
board target, nor exit any of his forces to win.

3) Scenario 3: Enemy in the Belt. As per the Enemy in the Belt
scenarioin 77.3above. Side Amust set up inthe asteroids, while
Side B sets up along the board edge.

Scenario 4: Technology Stakes. As per the Technology Stakes
scenarioin 77.4above. Side B takes the role of the player testing
out the new mine sweeping system: add one Teal Hawk to his on-
board forces for this scenario only. The Teal Hawk’s pilot has Plt
1and Gnr 1. Side A’s victory conditions are amended as follows:
i) he must deliver a damage point to each of Side B’s fielded
starcraft, i) he must reduce the special Teal Hawk’s Drive number
to 3 or less without destroying the vessel, and iii) he must have
two undestroyed fighters (each with Drive values of 12 or more)
left on the map at the end of the game.

3)
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5) Scenario 5: The Command Ship. As per The Command Ship
scenarioin 77.5above. Side A gets the Shryak Shuttle command
ship, which is added to its on-board forces for this scenario only.
The shuttle’s pilot has PIt 1 and Gnr 1 (may not fire missile |
launcher), while the gunner has Gnr 1. The victory conditions are
amended as follows. Side B wins immediately if it destroys the
Shryak Shuttle command ship. Side A wins immediately if it |
destroys the vessel containing Side B’s most valuable (in terms
of points) pilot. If more than one of Side B’s pilots is the most
valuable (equal point value), Side A wins if any such vessel is |
destroyed. Otherwise, the first side to inflict at least 75 TPVs of
casualties against his opponent wins. If neither side fulfills these
victory conditions before the end of the game, the scenario is a
draw. No points are awarded for eliminating the decoy Shryak
Shuttle.

6) Scenario 6: Screening Force. As per the Screening Force
scenario in 71.6above. Side B takes on the role of the attacker
trying to destroy Laser Sats and exit fighters off of the opposite |
end of the map. Side A must place two Laser Sats anywhere on
the playing surface, and must distribute his Starcraft among the
six map sections placing no more than one vessel per section. If
Side A fields more than six craft, no more than two vessels may
be placed in each map section (maximum of 12 for the scenario).

Campaicn Game VicTory
The winner of the Campaign Game is the side which has won the
most scenarios. If both sides have won the same number of
scenarios, then players should total up the value of all of their forces |
which remain on their rosters after the last scenario is played. The
side with the highest roster point value is the winner of the Campaign
Game.

11.8 GENERAL ENGAGEMENT
SCENARIO DESIGN PROCEDURE

When players are designing their own engagement scenarios,
they should use the following procedure.

1) Select a build point level of 50, 100, 150, 200 or 300 points to be ‘
used by each side inthe scenario. The higher the build point total, ‘
the larger and more involved the game will become. f

2) Each player should select vessels and all necessary crewmem-
bers. The cumulative Total Point Value (TPV) of all vessels
purchased may not exceed the side’s available build points.

3) Assemble all the starcraft displays necessary for each side’s
forces.

4) Set up each side’s forces, one in area A, the other in area J. Use
a pre-game initiative roll to determine who’s side must set up
first. Then begin the 1st game turn.

5) Play 10 turns. |

6) At the end of 10 turns, each side should count up the Total Point
Values of all opposing craft that they have destroyed. The side
with the highest total wins.

12.0 STARCRAFT
INVENTORY &

NOMENCLATURE summ

These sample starcraft have been arranged in order of increasing
tonnage.

Vott-Messerschmitt VMe.310g “Pit Viper”

Crew: 1 Maneuver Thrust: 0.185 km/s/s
Mass: 90 tons Translight Capability: None
Armor: Crysteel w/belt Atmospheric Capability: Full
Armaments: 1 x Mk.8 Pulse Laser Cannon

Commentary: An indigenous House Devon design, the Pit Viperhas
proven to be a popular point defense fighter within its home
province, and those to which it has been exported. Pilots like its
acceleration, while procurement officers like the low price tag. There
are noforeign licensing agreements to build the Pit Viperat this time,
and few have fallen into the hands of non-Imperial organizations.

- Gilliam Y700 “Spirit Rider”

Maneuver Thrust: 0.147 km/s/s
Mass: 125 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: None
Armaments:2 x Mk.10 Splattergun Blast Cannons

2 x Mk.10 Explosive Torpedoes
Commentary: This is a strong entry into the SMAC Fighter market
from Lesser House Gilliam — a noted weapon systems producer.
Their aggressive “products placement” program has insured that
the Spirit Rider will see extensive, long-term service with Minor Clan
and Provincial planetary defense forces alike, as well as with
insurgent SMAC Fighter strike wings.

Crew: 1
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Imperial Transtar 1020 series H “Thunder Bird”

Crew: 1 Maneuver Thrust: 0.155 km/s/s
Mass: 200 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:4 x Mk.10 Pulse Laser Cannons

1 x Mk.20 Explosive Torpedo

4 x Mk.10 Explosive Torpedoes
Commentary: The Thunder Birdis an aging Imperial SMAC Fighter
which is now seeing wide surplus sales dispersal throughout colo-
nized space. Though an adequate design, this vessel has been
bolstered in recent years by the introduction of an increased torp
load. The Thunder Bird’s common availability to paramilitary and
black market organizations has brought about some curious en-
counters: clashing forces, both of which are armed with at leasta few
of these venerable craft.

Imperial Transtar 1220 series A “Night Hawk”

Crew: 1 Maneuver Thrust: 0.150 km/s/s
Mass: 300 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:6 x Mk.10 Splattergun Blast Cannons

1 x Mk.20 Meld Laser Cannon
Commentary: Transtar’s Night Hawk s the attrition fighter of choice
among officials of the Emperor’s Deep Space Fleet. Despite its lack
of warhead armaments, the Night Hawk’s Meld Laser is well equipped
to engage escort class vessels, while its array of Splatterguns makes
short work of enemy SMAC Fighters at short range. Because itis a
Transtar product, affiliated provincial manufacturers have caused
the Night Hawk to make its way into the fleets of many colonial
powers. A strong and persevering craft.

Aerex SA4000(mod) “Shryak Shuttle”

Crew: 2 Maneuver Thrust: 0.081 km/s/s
Mass: 275 tons Translight Capability: 13 LY/day
Armor: Crysteel w/Ordium Il belt Atmospheric Capability: Full
Armaments:4 x Mk.10 Pulse Laser Cannons

1 x Missile Launcher (Mag 8)
Commentary: This smuggler’s craft is a modified version of a stock
Inner Provincial hypershuttle. Since it is most often used by
blockade runners operating in garrisoned areas, it has been combat-
tested time and again. The Shryak Shuttle is capable of holding its
own against smaller military craft for short periods of time, but
requires escorts on missions where the risk of Imperial entangle-
ments are high.

Imperial Transtar 1320 series F “Teal Hawk”

Crew: 2 Maneuver Thrust: 0.177 km/s/s
Mass: 300 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:2 x Mk.15 Blatgun Blast Cannons

1 x Mk.10 Explosive Torpedo
Commentary: Another production model of Transtar’s successful
“Hawk” line of fighters, the Teal Hawk has not proven to be as
popular as its predecessors. Its main weapon system is not well
suited to SMAC Fighter dogfights, while the second crewmember is
largely extraneous. Provincial Transtar affiliates have not begun
mass-producing this design, and will be unlikely to do so. Foreign
trade in the Teal Hawk is practically non-existent.
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Vanguard XFiii “Salamander”

Crew: 2 Maneuver Thrust: 0.159 km/s/s
Mass: 400 tons Translight Capability: None
Armor: Crystanium alloy w/belt Atmospheric Capability: Full
Armaments:1 x Mk.10 Impulsegun lon Cannon

1 x Mk.10 Pulse Laser Cannon

2 x Mk.10 Splattergun Blast Cannons

1 x Mk.20 Explosive Torpedo

4 x Mk.10 Explosive Torpedoes
Commentary: This TMAC Fighter is a well rounded combatant, well
liked by its pilots and weapons officers. Of Quter Provincial design
and production, the Salamanderforms the backbone of many heavy
fighter squadrons based on the frontier. The Imperium has made
repeated attempts to acquire enough of these craft to outfit several
squadrons, but the provincial producers have been reluctant to
deliver on outstanding contracts.

Caladyne Industries FUUG-1 (export)
“Revenge”

Crew: 2 Maneuver Thrust: 0.126 km/s/s
Mass: 770 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:3 x Missile Launchers (Mag 5 each)

10 x Mk.50 Explosive Torpedoes
Commentary: The Revenge is a TMAC Fighter converted from an
Imperial stealth ship, and offered for export to a number of Inner
Provincial Great Houses. This TMAC is something of an enigma:
marketed as strike vessel, it does carry an impressive torpedo load,
but its staying power is severely restricted by the light missile
capacity. The Revenge is rarely seen operating without other
fighters, and it is best used with these escorts.

Transprovincial S1436 “Sorensen IlI”

Crew: 2 Maneuver Thrust: 0.135 km/s/s
Mass: 600 tons Translight Capability: None
Armor: Crysteel w/belt Atmospheric Capability: Full
Armaments:2 x Mk.15 Blatgun Blast Cannons

1 x Mk.10 Pulse Laser Cannon

4 x Mk.20 Explosive Torpedoes

3 x Mk.10 Explosive Torpedoes
Commentary: The Sorensen //lis a full combat version of a design
originally intended for customs and patrol duty. As a stop-gap
conversion distributed widely through arms dealer networks, it is
not a particularly outstanding design. It fails in the close combat
role, and is only useful as a stand-off warhead delivery system.
Despite these shortcomings, the Sorensen /Il has seen duty with
insurgent groups throughout the Empire and frontier.
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Augustus Naval 317dire “Seraph”

Crew: 2 Maneuver Thrust: 0.151 km/s/s
Mass: 800 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:1 x Mk.30 Turbo Laser Cannon

6 x Mk.10 Pulse Laser Cannons

1 x Missile Launcher (Mag 20)

1 x Mk.50 Explosive Torpedo

4 x Mk.10 Explosive Torpedoes
Commentary: This TMAC Fighter is a truly impressive combat
machine. With a well-rounded array of armaments, it only suffers
from the lack of another crewmember. The Seraph is a product of
House Augustus-Hayes; not well known for its arms industry. This
fighter has garnered enough interest however, that it has been
acquired by the Imperium and is now enjoying limited usage in heavy
fighter squadrons. A number of Seraphs have found their way into
arms dealer caches, and subsequently into non-Imperial military
fighter wings.

Arc Gotha MMACe*17b “Epping”

Crew: 4 Maneuver Thrust: 0.109 km/s/s
Mass: 1000 tons Translight Capability: None
Armor: Crysteel Atmospheric Capability: Full
Armaments:1 x Mk.20 Meld Laser Cannon

3 x Mk.10 Pulse Laser Cannons

3 x Missile Launchers (Mag 20 each)
Commentary: A curious MMAC Gunboat design from Arc Gotha of
House Devon; the Epping is considered by most to be too cumber-
some a vessel for its class of competition. Atathousand tons, its a
big target for other fighters, while its laser defenses seem underpow-
ered. The missile launchers are formidable — but like most missile
systems, the ammunition limit is a restricting factor to sustained
operations. The Epping is used by several Imperial and Inner
Provincial forces, and is only slowly finding its way into the service
of the Empire’s more “irregular” combat formations.

Hvy Metals PWHa2 “Pharsii Il”

Crew: 3 Maneuver Thrust: 0.141 km/s/s
Mass: 900 tons Translight Capability: None
Armor: Crystanium w/belt Atmospheric Capability: Full
Armaments:1 x Mk.30 Turbo Laser Cannon

8 x Mk.10 Splattergun Blast Cannons

1 x Missile Launcher (Mag 20)

1 x Mk.20 Explosive Torpedo

2 x Mk.10 Explosive Torpedoes
Commentary: A tour de force production by an up-and-coming
armaments manufacturer, the Pharsii Il is a truly powerful design.
Based upon an earlier, undergunned version, this craft has an
increased weapons load at the cost of its predecessor’s larger crew
complement, electronics array, and engines. The trade-off has been
worth while however, as the Pharsii Il has now seen distribution to
anumber of Quter Provincial Great Houses. The Imperium has also
outfitted a few heavy fighter wings with the Pharsii /.
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13.0 A SELECTION OF

FIGHTER COMBAT
ORGANIZATIONS s

This section details nine different fighter combat organizations.
Allare generally of Wing or Regiment strength, which is the standard
operational force used throughout Imperial space at this time.

The normal, full strength hierarchy of fighter organizations are
displayed below:

e Single: an individual fighter or small gunboat.

¢ Element: 2 Single combat craft.

e Flight: 2-4 Elements. Total of 4-8 vessels.

e Squadron: 2-4 Flights. Total of 8-32 vessels.

* Wing/Regiment: 2-4 Squadrons. Total of 16-128 vessels.

e Starfighter Force: 2-10+ Wings/Regiments. Total of 32-1280+
vessels.

As can be seen from the modest selection of organizations below,
there are many antagonists in the Silenf Death universe — some
relatively untested in battle, while others are elite and have seen
extensive combat action. Of these more experienced units, the
Millennia Warrior units are the most feared.

Millennia Warriors are the Empire’s professional soldiers. Formed
into specialized combat units (which can include ground and naval
components), their tour of duty lasts a thousand years. Kept
cryogenically suspended until their activation is necessary, Millen-
nia Warriors are highly trained, ferocious, and have a single-minded
dedicationto service. As organic wholes, Millennia Warrior units are
often sold or bartered from one political super-powerto another, and
overthe term of their operational career they may fight under several
banners.

The following sample unit configurations are current for the 1st of
the year 475 — Imperial Reckoning (Imp.).

13.1 IMPERIAL ORGANIZATIONS

2331st MiLLennia Warrior Men. SMAC RecivENT
SMAC Fighter component of the “Frothing Berserkers”
Commanding Officer: Bromwell “Old Man” Chu-Li

The 2331st was commissioned and adjuncted to the Frothing
Berserkers Millennia Warrior unit in the year Imp.220. Since that
time it has seen extensive action in the employ of the Emperor,
performing anti-insurgency operations within a handful of Imperial
Quadrants. The unit was almost completely wiped out during the
Hydraxi Replicant Rebellion campaign of Imp.471-472, but has
since been reformed. Its most recent asset refit has yet to be
completed, as attested to by the lingering Imperial Transtar Thunder
Birds, and ad hoc Spirit Rider squadron.

Squadron Summary
As of Imp.475:001
Axe Squadron
Squadron Leader: Kieth “Berserker” Giffen (Plt 7, Gnr 7)
Assets: 12 x Night Hawk
Butcher Squadron
Squadron Leader: Black James (PIt 6, Gnr 7)
Assets: 2 x Night Hawk
10 x Thunder Bird
Caltrop Squadron
Squadron Leader: Caruso “The Spirit” Brennan (PIt 9, Gnr 8)
Assets: 8 x Spirit Rider

3970th MiLLennia Warrior Hvy. TMAC RecimenT
TMAC Fighter component of the “Blood Sucking Maniacs”
Commanding Officer: Tiu Kim Ng

This TMAC component of the “Maniacs” has distinguished itself
overits 400 year history. Fiercely loyal to the Emperor, all “Maniacs”
are well known for their aversion to fighting for provincial powers.
They are currently active in Frontier Zone 5, imposing the Emperor’s
will on a number of worlds where upstart political entities threaten
proper Imperial rule.

The 3970th is currently experimenting with mixed 2- and 3-man
fighter squadron tactics.

Squadron Summary
As of Imp.475:001
Ace Squadron
Squadron Leader: Lorren Ogg (PIt 8, Gnr 8)
Assets: 12 x Seraph
4 x Pharsii Il

Duce Squadron
Squadron Leader: Tyrone Kam Li (PIt 9, Gnr 7)
Assets: 10 x Seraph

2 x Pharsii Il

Spade Squadron
Squadron Leader: Clem H. Leiendrecker (PIt 6, Gnr 10)
Assets: 10 x Seraph

2 x Pharsii Il

9537th PLaneTary Derense Wing

Dubbed “Vagrants”
Commanding Officer: Kristopher Zyderveld

The Vagrants are provided as an example of a typical planetary
Defense Wing garrison. Some planets of the Imperial core systems
support one or more Starfighter Forces composed of several Wings,
but most worlds sport only one or two for anti-piracy and patrol
operations.

Zyderveld’s 9537this composed of a mix of newand old craft, and
is plagued by a chronic shortage of parts. Therefore, any given
vessel has a 15% chance of being down for maintenance at any point
in time.

Squadron Summary
As of Imp.475:001
Archland Squadron
Squadron Leader: Nick Hansen (PIt 8, Gnr 7)
Assets: 8 x Thunder Bird
Isle of Bellio-Sarn Squadron
Squadron Leader: Gaff Fuentes (PIt 8, Gnr 8)
Assets: 8 x Thunder Bird
Helleslant Squadron
Squadron Leader: Charles Butara Neygon (PIt 7, Gnr 7)
Assets: 8 x Teal Hawk
Karlmont Straits Squadron
Squadron Leader: Luke Guen (PIt 6, Gnr 7)
Assets: 8 x Epping
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13.2 PROVINCIAL ORGANIZATIONS

4001st MiLLennia Warrior TMAC ReGIMENT
Heavy Fighter component of the “Dark Lathe”
Commanding Officer: Wermann G. Hostetter

Dark Lathe is a Millennia Warrior unit with a stormy and conflict-
ridden past. Incepted nearly three centuries ago, the unit has been
sold, bartered and exchanged between a number of Inner Provincial
powers over the intervening years. Reformed no fewer than four
times due to excessive combat losses, the Dark Lathe perseveres,
and is currently operating under the House Colos banner.

Dark Lathe’s TMAC Wing has been split off from the main body of
its Millennia Warrior progenitor for a number of independent opera-
tions over the past two years. This is not an unusual practice, and
in this case has paid a valuable dividend. The four Salamanders of
Tiger squadron were acquired (along with substantial maintenance
gear) from the stores of a captured mercenary unit which Hostetter's
TMAC Regiment had campaigned against for some time.

The 4001st has recently been reattached to its parent organiza-
tion, and is being refitted for upcoming operations against House
Kubischev-Lloyd over the contested Adanis system.

Squadron Summary
As of Imp.475:001
Tiger Squadron (A)
Squadron Leader: Rutledge Vining Roszak (PIt 10, Gnr 7)
Assets: 12 x Seraph
4 x Salamander
Leopard Squadron (B)
Squadron Leader: H. Nero Gerachis (PIt 8, Gnr 7)
Assets: 10 x Revenge

141st Devonian Comear Wine
Dubbed “Ultimate Valor”
Commanding Officer: Conner T. Saxon

Ultimate Valor normally operates from the Carrier “Hexter”,
attached to the Devonian Cutlass Starmada. Recently, however, the
141st under Saxon was transferred to the Kepler system where they
have since engaged in sustained combat operations for over two
months. Kepler 1, a planet known as Tjokjad, is home to an
indigenous population of hostile religious fundamentalists factions
— many of which want to bring about a planet-wide secession from
the Devonian fold. Fighter operations against the planet’s rebels
were unavoidable.

The conflict has taken its toll, and the 141st has been relieved of
duty on that front. Though the wing’s members thought they would
be returning to the Hexter for a refit, other crises have sprung up, and
Saxon’s under-strength unit has been diverted to another hot spot.

Squadron Summary
As of Imp.475:001
Flag Fighter Squadron
Squadron Leader: Sorrel Graves-Hatch (PIt 9, Gnr 9)
Assets: 5 x Pit Viper
Pitch Fighter Squadron
Squadron Leader: Karicofe Erkel (PIt 5, Gnr 3)
Assets: 2 x Thunder Bird
2 x Spirit Rider
Meridian Fighter Squadron
Squadron Leader: Alexis Rhoades (PIt 8, Gnr 10)
Assets: 3 x Pit Viper
Fullback Support Squadron
Squadron Leader: Vessa |. Tremblay (PIt 5, Gnr 6)
Assets: 3 x Epping

Darranian 74th FicHTER GRouP
Dubbed “Viscount’s Own”; and more recently “The Defiers”
Commanding Officer: Verbum Childs Repak

Royal House Darran, torn apart by internal revolt, is on the verge
of total collapse and takeover by the Imperium. With the ultimate fate
of the Darranian province no longer in question, certain individual-
istic military leaders have taken the initiative to save their units and
flee to neighboring allies. Such s the case for the 74th Fighter Group.
Childs Repak has sought asylum for his men with House Jade-
London, who have accepted the Wing-strength starfighter unit.

House Jade-London is occasionally harassed by Idorian raiders
operating from the Frontier. Recent raids have escalated inintensity,
and Jade-London’s more remote mining interests have come into
jeopardy. Repak’s unit has gained the respect of its Jade-London
piers; full integration into the province’s Star Fleet cannot be far off.

Squadron Summary

As of Imp.475:001
Angler Squadron
Squadron Leader: Dayton Emmaus (Plt 7, Gnr 8)
Assets: 12 x Pit Viper
Bow Squadron
Squadron Leader: Mira K. Porterfield (PIt 7, Gnr 7)
Assets: 9 x Pit Viper
Cordon Squadron
Squadron Leader: Jo Takai (PIt 9, Gnr 2)
Assets: 10 x Salamander
Dagger Squadron
Squadron Leader: Grail Symanski (PIt 6, Gnr 7)
Assets: 6 x Epping

13.3 INSURGENT ORGANIZATIONS
76th ImperiaL InoepenpenT FicHTER Wing

Dubbed “Void Stalker”
Commanding Officer: Valmar Pfaltzgraf

The Void Stalkers are a proud band of warriors, well trained in
free-wheeling fighter tactics. Their skills have been honed on many
occasions since their unit’s creation in Imp.467, and they served the
Emperor with unquestioning loyalty up until a few months ago.
Having been given orders to link-up with the Millennia Warrior unit
“Avalanche” (whom they despise), and proceed to undertake geno-
cidal operations against a defenseless Minor Clan on the Frontier,
Valmar Pfaltzgraf has mutinied.

Together with his subordinate officers, Pfaltzgraf seized control of
his unit’s small carrier vessel, engaged its translight drives and left
the Imperium far behind. Since that time, Pfaltzgraf has miracu-
lously made contact with Renegade House Tarquinis hiding deep
within the Frontier, and has offered his unit’s services. There is little
doubt that the 76th Imperial Independent Fighter Wing will soon be
making its presence felt in the Imperium once more — but this time
fighting against the Emperor, not for him.

Squadron Summary

As of Imp.475:001
Cyan Squadron
Squadron Leader: Stefan Ludena (PIt 10, Gnr 9)
Assets: 10 x Night Hawk
Brick Squadron
Squadron Leader: Jet Herakovich (PIt 8, Gnr 7)
Assets: 8 x Teal Hawk

Gold Squadron
Squadron Leader: Junius Flachmeyer (PIt 7, Gnr 10)
Assets: 12 x Pharsii Il



Benkan 2nd Conreperate Heavy FigHTER WiNG \
Dubbed “Grizzlies”
Commanding Officer: Geoffrey York

Minor Clan Benka, based on Greamann’s Planet in Devon Prov-
ince, has been planning the overthrow of Devonian rule for some
years. To this end they have mustered a considerable cache of
military hardware, and have begun forming combat units to strike
out against their colonial rulers.

The Grizzlies were formed ayearago, and have since beensentout |
ofthe province to operate against Devonian interests on the Frontier.
Their battle experience is negligible, and only time will tell if their
efforts will contribute to the Minor Clan confederation movement
Benkan political leaders desire.

The Salamanders of the third squadron are not rigged to launch
torpedoes (reduce BPV to 26 Points).

Squadron Summary
As of Imp.475:001
Tundra Squadron
Squadron Leader: Ev Luhowy (PIt 7, Gnr 5)
Assets: 12 x Sorensen |l
Taiga Squadron
Squadron Leader: Shrem Heindl (Plt 6, Gnr 7)
Assets: 6 x Sorensen llI
6 x Epping
Shield Squadron
Squadron Leader: Ullek Semerov (PIt 5, Gnr 6)
Assets: 8 x Salamander

Iporian IRREGULAR FIGHTER GRroup #12
Dubbed “Raiders From Tai’logu”
Commanding Officer: Code Name “Jarimhia”

The Idorians are a hateful Frontier race who antagonizing patrons
of the Empire at every opportunity. The designation of this particular |
Fighter Group as “irregular” is no indication of lack of organization, |
but rather the severe flux of squadron composition and availability |
which seems to be the hallmark of all Idorian raiding parties which |
plague the Innerand Outer Provinces. Group #12 has beenidentified |
as one which often operates against House Jade-London and House i
Kubischev-Lloyd interests. ‘

Group #12 is unusual in that instead of using standard Idorian |
hardware, all of the Wing’s vessels are captured stock.

Squadron Summary
As of Imp.475:001

1st Squadron
Squadron Leader: Code Name “Nhirmal” (PIt 10, Gnr 10)
Assets: 8 x Thunder Bird
6 x Spirit Rider |
2nd Squadron |
Squadron Leader: Code Name “Meihua” (PIt 10, Gnr 9) {
Assets: 12 x Sorensen |l i
2 x Shryak Shuttle
3rd Squadron
Squadron Leader: Code Name “Asufhet” (PIt 10, Gnr 9)
Assets: 4 x Seraph
4 x Pharsii Il

14.0 THE SILENT DEATH
UNIVERSE s

At the center of colonized space rests Old Earth and the heart of
the Imperial infrastructure. From here, over 9000 years into our
future, the Emperor rules mankind and his celestial brethren with a
kind and beneficent hand — or so he would like them to think. The

| realities of a cruel and brutal universe overshadow the facade

Imperial propagandists would have their subjects believe. Corrup-
tion is rampant. Discontent is widespread. And civil unrest brings
torrents of destruction from space above.

There are many factions in the disputes and conflicts which
plague the despotic Terran Empire, along with its Provincial hold-
ings. There are determined rebels, crazed fundamentalists, ill-
trained frontier garrisons, and proud provincial defense forces. All
battle amongst themselves over land titles, social repression, honor,
and a hundred other reasons. The Emperor lets these wounds fester
unchecked — as long as the foundations of his own power remain
intact, he would prefer that his subjects fight themselves than turn
their aggression on him.

The hierarchy of the Empire’s sociopolitical structure, from top to

bottom, is as follows:

¢ Imperial Dynasty Throne: From the Emperor, through his own will
or the actions of his administrative bodies, all Imperial Space is
ruled. The seat of the Emperor’s domain is found on Old Earth.

e Imperial Core Systems: These worlds form the inner sanctum of
the realm, wherein are concentrated the salient technologies,
arts, and resources which define the state of man.

e Imperium: This is the body of star systems ruled by Minor Clans
or Planetary Governors who answer directly to the Imperial
Dynasty Throne through the Imperial Planets Ministry.

e Inner Provinces: These are groups of star systems ruled by Great
Houses, independent Royal Families who govern with their own,
nationalistic laws, but uphold their pledge of allegiance to the
Emperor.

e Quter (Frontier) Provinces: Single systems or small groups of
worlds ruled by newly risen Great Houses or Minor Clans far
beyond the Imperial Core Systems. These are backwater areas
where the Emperor’s will is still felt, but the grasp is tenuous.

e Frontier: This is the vast body of star systems which exists on the
fringe of civilized space. Sparsely settled and barely explored, it
is from this area that future provinces will be carved.

e Backnet: The far reaches of the Frontier which stretch deep into the
unexplored reaches of the Orion Spur and beyond. It is here that
most believe the Renegade Houses dwell — organizations who
have fallen out of the Imperial fold and await their day of
reckoning. Alien threats also lurk within the depths of the
Backnet.

Many factions and entities, from mercenary bands to trans-
provincial megacorporations, form fighter combat units. Their
numbersare legion, though their exploits are oftenignoble or wasted
efforts. The Empire’s Millennia Warrior units are the most persever-
ing, and their deeds are heralded as glorious victories for the
Emperor — though they are often dispassionate, overbearing foes.
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DESIGNER’S NOTES s

Silent Death — Metal Express came about through an unlikely,
and remarkable set of circumstances. Two years ago, | finished the
design of Space Master: Star Strike, an involved simulation of space
combat which handled everything from fighter sweeps to cruiser
actions. Sales were steady, and the decision was made to support
the game with a line of 1/750th scale metal miniatures.

Plans were laid for releases in the line every other month, and |
looked forward to these for some time. Butas is often the case when
you try to do something new (we had never released miniature
support before), things go awry, and delay after delay almost put an
end to the project. Six miniatures were finally produced, but their
release was again delayed. Molding and casting problems brought
us lumpy and rather disappointing figures.

These wound up never seeing widespread distribution, and we
decided to go with the production of a few more promising masters
(the original models from our sculptor). The miniatures from this
new batch were better, and the Star Strike miniature line was
rereleased through our distributors.

Never satisfied, | wanted to see the miniatures supported by a
simplified star fighter game system. Here was the firstidea: produce
a simple two-page rules set which would then be stuffed into each
miniature’s blister pack. This idea was upgraded during a products
meeting to a 32 page stand-alone miniatures rulebook/ship display
pack. When we realized that the market for such a product would be
restrictively small, the project began growing and growing until we
had finally decided on a boxed game with the miniatures already
included.

This was certainly a viable and marketable idea. Several compa-
nies in the industry had already met with success by selling elabo-
rately presented games having relatively simple mechanics, and
none had yet put out a space combat game in this format. The stage
was set.

THE GamE

Silent Deathis an attempt to produce a fun and fast-moving game
that is simple to learn. The mix of design trade-offs (detail for
playability) in the Standard Game feels about right, but since you
can’t satisfy all of the people all of the time, we piled in a bunch of
optional rules so players can find their own optimum mix; either
simpler or more complex.

Perhaps the most unique aspect of Silent Deathis the Attack Dice
system. This grew out of ideas Coleman came up with for his Blade
Storin fantasy miniatures skirmish game. Neither of us ever liked
having to make multiple rolls for hitting a target, damaging a target,
target saving throws and so on. Too many dice rolls bogged down
a game. Reading the To Hit dice in different ways to determine the
amount of damage done was an elegant solution: now another die is
rolled only in the event of a critical hit.

The availability of differing “sizes” of dice solved certain design
problems. By always rolling the same number of dice, how do you
differentiate between variable hit probabilities without dealing with
piles of die roll modifiers? Roll various “sizes”, of course. For
instance, Lasers are considered to be more accurate than Blasters,
so the Base Attack Dice of Lasers are D8s while Blasters get D6s.
Given the same target, Lasers will — on the average — hit more

often. Factoring in gunnery skill was easy. Poor gunners only add
a D4 to their Attack Dice mix, while hot shots get a D10. Again, on
average, the best guys will be hitting more often.

Damage delivered — assuming a hit— depends on how you read
the dice. Forinstance, Lasers may hit well, but they don’t deliver a
lot of damage compared to other weapons of the same class, as can
be gleaned from the Master Weapons Table. But lucky strikes are not
to be discounted. Doubling or tripling up on a crucial die result can
have devastating effects on any opponent. An average gunneron a
single Splattergun has the potential to deliver 18 points of damage
on a roll of three sixes: pretty hefty.

Defensive Values represent the ease or difficulty of hitting a target.
Factors such as target size, evasive maneuvering capabilities, elec-
tronic countermeasures, and hull type all contribute to each vessel’s
Defensive Value. The Damage Reduction number, onthe otherhand,
represents the presence of various levels of armor plating. The
thicker, or more protective the armor, the higher the Damage
Reduction.

The Damage Track, which started out as a simple array of hit
boxes, became the perfect medium for showing incremental dam-
age effects to each starcraft. Now, by marking off hits, there is a
mechanism to indicate how the ship’s drive performance is being
impeded, how armor is being stripped away, when weapons are lost
and critical damage accrues. Customizing each vessel added a
uniqueness to the game that would have been lost with generic rules
for damage and critical effects.

All of the “numbers” for the ships were extrapolated from their
statistics in Star Strike. Since each vessel was taken, or modified,
from its Star Strike incarnation, this whole process was rather
smooth though some alterations were made for the sake of making
amoreinteresting game. Star Strikealready had a detailed, coherent
construction system, and several vessel designs had appeared in a
number of support products. The miniatures were designed from
drawings of these existing ships, so a lot of the ground work had
already been completed before the Silent Death project even got
underway.

The scale of Star Strike, and therefore, by extension, Silent Death,
uses a standard of 1 km per hex and 10 second turns. I've only
allowed one vessel per hex as an accommaodation for the miniatures.

For those of you familiar with the Space Master role playing
universe, the background for Silent Deathshould seem very familiar
—they’re one and the same. Space Masterrole players should feel
free to use Silent Death to resolve their space combats, if it seems
appropriate enough. Just divide a character’s appropriate Space
Master skill bonus by 10, then subtract 1 to get the PIt or Gnr values
for Silent Death,

Special thanks have to be given to the playtesters, whose com-
ments were invaluable in bringing the game to its present form.
Credit for getting me to include “Your First Game” goes to Coleman,
who brow-beat me into cowed submission concerning the necessity
for this aspect of the game.

Given the open-ended nature of the subject matter, Silent Death
is a good candidate for expansion, depending upon its popularity.
New miniatures will definitely generate new Starcraft Displays, but
time will tell. Enjoy.

— Kevin —
Spring 1990



MEtal EXPI‘ESS Miniatures (available separately).

Please note prices and availability are subject to change without prior notice.

Spirit Rider™
Imperial strike craft which blends
all the components of sound fighter
design into a small, deadly package.
Three models per blister pack.

Sr. #901 - §4.00

Pit Viper™ (NEW)

The Pit Viper is a popular point-
defense attrition fighter. Pilots like
its acceleration while procurement
officers like the low price tag.

St. #911- 34.00

Thunder Bird™

Though an aging design, the
Thunder Bird’s offensive punch has
been bolstered with the addition of a
five Torp load. Two models per
blister pack.

St #902 - $4.00

Shryak Shuttle™ (NEW)

This smuggler’s craft is a modified
version of a stock hypershuttle, sporting
extra armor plating and a multiple Pulse
Laser weapon turret.

St #912- §4.00

Seraph™

Graced with tough armor and
elaborate armaments, the Seraph has
proven itself to be a truely impres-
sive combat machine. Two models
per blister pack.

St #904 - $4.00

Revenge™ (NEW)

Marketed as a strike fighter, the
Revenge has an impressive war-
head delivery capability, but its
combat staying power is severely
restricted.

S1. #909- $4.00

Night Hawk™

A main armament of six Blast
Cannon cut a terrifying swath of de-
struction for this bird of prey. Two
models per blister pack.

St #903 - 34.00

Pharsii II'™ (NEW)

A tour de force production by an
up-and-coming armaments manu-
facturer, the Pharsii IT is a truely
powerful design which is presently
distributed to a number of heavy
fighter wings.

S1. #910- $4.00

Salamander™

Well liked by pilots and weapons
officers, the Salamander TMAC
Fighter is armed with Torps, Blas-
ters, a Laser and an Ion Cannon.
Two models per blister pack.

St. #905- 34.00

Epping Gunboat™

Packed with three separate missile
launchers and an array of Laser Cannons,
this gunboat is a formidable, if somewhat
slow opponent. Two models per blister
pack.

St. #906 - $4.00

Teal Hawk™ (NEW)

Though another production
model of Imperial Transtar’s suc-
cessful “Hawk™ line of fighters, the
Teal Hawk's oversized weaponry
has made it unpopular with its pi-
lots.

Sorensen III™ (NEW)

The Sorensen IIl is a stop-gap full
combat version of a customs patrol
craft. Its heavy torpedo load makes it
a fair stand-off fighter.

St. #907- 34.00 St. #908- $4.00

Each of these fine metal miniatures are molded to-scale and manufactured for ICE by Grenadier Models, Inc.

These fine products are sold at better retail outlets worldwide.

Available at better game stores — or order from ICE, Inc. P.O. Box 1605

Charlottesville Va 22902, USA. Prices are subject to alteration without prior notice. VISA & MASTERCARD orders call (800) 325-0479.
Va residents, Canadians and overseas customers call (804) 295-3917. Please make phone orders during business hours 9am-5pm, Eastern
Standard Time, Mon-Fri. Write for free catalog!



9537th PLANETARY DEFENSE WING

BENKAN 2nd CONFEDERATE
HEAVY FIGHTER WING

IDORIAN IRREGULAR
FIGHTER GROUP #12

4001"

4001st MILLENNIA WARRIOR
TMAC REGIMENT




® MissiLe/Torp LauncH PHase
. EOVEM_ENT PHase

* Tore ResuLts PHase

® Cannon Fire PHase

* MissiLe ResuLts PHASE

current Drive number to the highest
oxed m.fr:e currently on the damage track

w = Eliminate a cannon weapon system or missile launcher of
the defender’s choice
W = Eliminate a cannon weapon system or missile launcher of
the attacker’s choice
t = Eliminate one remaining torp of the defender’s choice
T = Eliminate one remaining torp of the attacker’s choice
% = Roll 1D10 on the target vessel's Critical Hit chart. Apply the
critical damage effect immediately
X, = This is the last box on the damage track. If it is marked off
the vessel is destroyed and removed from the map

Piloting Tight Turn Gunnery Cannon

Skill Movement Point | Skill Attack Die

Level (PIt) Cost (TTC) Level (Gnr) Bonus (ADB)
1D10+3 104
1D10+3 1D4
1D8+3 1D4
1D8+3 : 1D4
1D6+3 1D6
1D6+3 106
1D4+3 1D8
1D4+3
1D4+43
1D4+3

Range Increments

Base To Hit Ma_ fiers) Target
Weapon Attack Speed
Type Dice ) 0 -1 Restrictions Damage
Laser Cannons
Pulse Laser 2D8+ADB - None Low
Meld Laser 2D8+ADB - - - Target Drive <12 Medium
Turbo Laser 208+ADB - - Target Drive <8 High
Blast Cannons
Splattergun 2D6+ADB - -6 7-10 N ne Medium
Blatgun 2D6+ADB - -10 -15 rget Drive <13 High
lon Cannon
Impulsegun 208+ADB 3 - 9-10 None High
Warheads
Missile 106 1-10* - None High
Mk.10 Torp 1D12 N/A N/A N/A None All
Mk.20 Torp 2012 N/A N/A N/A None All
Mk.50 Torp 5012 N/A N/A N/A None All

* A missile’s target must be within 10 hex range only at the beginning of the Missile/Torp Launch Phase




S’LENT DEATH‘ The Next

b4
Millenium
Range Increments

(To Hit Modifiers)
Base Target
Attack Short Medium Long Speed
Weapon Dice (+1) (0) (-1) Restriction Damage
Mass Drivers
Minigun 2D6+ADB 1-2 3-5 6-12 — Low T
Autocannon 2D6+ADB 1-3 4-10 11-24 Drive < 10 Medium T
Railrepeator 2D6+ADB 14 5-15 16-36 Drive<6 Hight
Lasers
Pulse Laser 2D8+ADB  1-3 4-9 10 — Low
Meld Laser 2D8+ADB 1-6 7-18 19-20 Drive < 12 Medium
Turbo Laser 2D8+ADB 1-9 10-25 26-30 Drive<8 High
Blast Cannons
Splattergun 2D6+ADB  1-2 3-6 7-10 —- Medium
Blatgun 2D6+ADB 14 5-10 11-15 Drive <13  High
Disruptors
Disruptorgun 2D8+ADB 1 2 3-6 — Medium §
Disintegrator 2D8+ADB 1 2-3 4-12 Drive <11 High§
Ion Cannons
Impulsegun 2D8+ADB 1-3 4-8 9-10 - High
Jon Ram 2D8+ADB 1-5 6-13 14-15 Drive < 15 All
Plasma Cannons
Plazgun 2D6+ADB 1-2 34 5-10 — All ¥
Heavy Plazgun 2D6+ADB 14 5-8 9-15 Drive<11 Allx2¥
Energy Bolter
Protobolter 2D6+ADB 5-8 9-12 13-16 Drive <14 10/8/6
Warheads
Missile 1D6/ —_ 1-10* — - High+1*
Mk. 10 Torpedo 1D12 — e — - All
Mk. 20 Torpedo 2D12 —- — — — All
Mk. 30 Torpedo 3D12 — — — — All
Mk. 40 Torpedo 4D12 — - - — All
Mk. 50 Torpedo 5D12 — — —_ — All

T Whenever two of the attack dice roll doubles, multiply the base damage by 2.

§ If the target’s Defensive Value has not been reduced by a critical hit, add 1 to its
Defensive Value. Also, completely ignore the target’s Damage Reduction when re-
solving a hit.

¥ If the attack dice roll triples, the weapon mount overloads and is destroyed. The
target is not affected.

* A missile’s target must be within 10 hexes of the firer only at the beginning of the
Warhead Launch Phase. 5




Sequence

1) Warhead Launch
Phase -
Roll missile lock-ons.
Launch missiles.
Launch torpedoes
2) Movement Phase
Make Drive 0 turns.
Starcraft drift.
Roll for initiative.
Starting with the
side that lost initia-
tive, alternate
moving starcraft. -
3) Torpedo Results
Phase
Fire point-defense
systems at incom-
ing torps or attempt
to dodge them.
Resolve torp attacks.
Launch decoys or
jam.
4) Cannon Fire Phase
Gunners fire their
weapons in order.
Pilots fire their
weapons in order.
5) Missile Results
Phase
Fire point-defense
systems at incom-
ing missiles.
Resolve missile
attacks.
Asteroids drift.
Attempt damage
control.

Damage Track Key

D:

Reduce the vessel’s current Drive to
the highest unmarked, boxed num-
ber on the damage track.

On a gunboat, the starcraft’s cur-
rent Drive number is reduced by 1.
Reduce the vessel’s Damage Reduc-
tion to the highest unmarked dia-
mond value on the damage track.
Eliminate a cannon mount or mis-
sile launcher (defender’s choice).
Eliminate a cannon mount or mis-
sile launcher (attacker’s choice).
Eliminate one remaining torp
(defender’s choice).

Eliminate one remaining torp
(attacker’s choice).

Roll 2D6 on the target vessel’s Criti-
cal Hit chart. Roll 2D4 for Gun-
boats. Apply the critical effect im-
mediately.

If this box is marked off of a fighter’s
display, it’s destroyed. A gunboat is
destroyed if two of these boxes are
marked off.

Gunboats vs. Missiles Table

Skill Level Effects Table

Piloting Tight | Gunnery  Attack
Skill  Turn Skill Die Bonus
(PIt) Cost (Gnr) (ADB)

1 1D10 1 1D4
2 1D10 2 1D4
3 1D8 3 1D4
4 1D8 4 1D4
3 1D6 5 1D6
6 1D6 6 1D6
7 1D4 7 1D8
8 1D4 8 1D8
9 1D4 9 1D10
10 1D4 10 1D10

Roll Side Attacked
1 Front
2 Left
3 Right

4-6 Rear

Rear

Firing Arcs

Forward

Quarter

Left

-

Rear
Quarter
Right

Front

Quarter

Left

Rear

Front
Quarter
Right




s o I t Alternate Range Effects Table
I en Range Increments (To Hit Modifiers)

Point Blank Short  Medium Long VeryLong Extreme
Weapon (+2) (+1) (0) -1) (-2) (-4)
Mass Drivers
Minigun 1 2 3-5 6-10 11-12 —
Autocannon 1 2-3 4-10 11-20 21-22 23-24
Railrepeator 1 24 5-15 16-30 31-33 34-36
Lasers
Pulse Laser 1-2 3 4-8 9 10 —
Meld Laser 1 2-6 7-15 16-17 18-19 20
Turbo Laser 1 2-9 10-19 20-25 26-28 29-30
Blast Cannons
Splattergun 1 2 34 5-6 7-10 —
Blatgun 1 2-4 5-7 8-10 11-13 14-15
Disruptors
Disruptorgun - 1 2 34 5-6 —
Disintegrator - 1 2-3 4-6 7-12 -
Ion Cannons
Impulsegun 1 2-3 4-6 7-8 9-10 —
Ion Ram 1 2-5 6-13 14 15 —
Plasma Cannons
Plazgun 1 2 34 5-6 7-8 9-10
Heavy Plazgun 1 2-4 5-8 9-10 11-12 13-15
Energy Bolter
Protobolter — 5-8 9-12 13-16 . —_—

Drift Table Variable Speed Torpedo Table
Current Drive Drift Die Torpedo Drive
0-5 — Mk. 10 18
6-10 1D4 Mk. 20 16
11-15 1D6 Mk. 30 14
16-19 1D8 Mk. 40 12
20+ 1D10 Mk. 50 10

Attacker is in this Arc of the Defender

Defender is in this Firing Target Has
Arc of the Attacker F FQL FQR R RQL RQR Drive 0
Front 0 -2 -2 +1 0 0 +2
Front Quarter Left -2 -1 +1 +1 ~1 +1 +1
Front Quarter Right -2 +1 -1 +1 +1 -1 +1
Rear +1 0 0 0 -1 -1 +2
Rear Quarter Left 0 -1 +1 0 -1 ] i1
Rear Quarter Right 0 +1 -1 0 -1 I +2




.ol  NIGHT HAWK

:. 47

BPV

T, [ 1, W
6 Splatterguns (F)
To Hit: 2D6+A01+5

Damage: Medium+10

TR [0 YRR
1 Meld Laser (F)
To Hit: 2D8+4A01
Damage: Medium

(R)  Tight Turn Cost:

DAMAGE TRACK

WREDEILE |1t AR
6 Splatterguns (F)
To Hit: 2D6+AE+5

Damage: Medium+10

ST 13 IR
1 Meld Laser (F)
To Hit: 2D8+ADE
Damage: Medium

Decoys: O O :
P-D: 1-3 [1] A
Dmg Con: 1-3

DAMAGE TRACK

BPV: 47

Tight Turn Cost:

ENENE CRITICAL HITS s
2 — Pilot killed. Night Hawk may
perform no further actions.

| 3— Engines sputter. Night Hawk

may only use 3 movement
points next turn. Reduce
Defensive Value by 6.
Electronic Warfare knocked
out. Night Hawk may no longer
jam torps. Reduce Defensive
Value by 5.
Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost one extra move-
ment point to perform.
Shields damaged. Reduce
Defensive Value by 2.
Meld Laser Targeters
damaged. Reduce chance To
Hit by 1.
Splattergun Targeters
damaged. Splatterguns may
not be fired until after the next
game turn,
Hull compromised. Reduce
Defensive Value by 4.
Severe structural damage.
Reduce Defensive Value by 8.
Modify Night Hawk's further To
Hit attempts by -4.
Pilot dazed. Night Hawk may
not move or fire until after the
next game turn,

12 — Reactor hit. Vessel explodes
and is utterly destroyed.

ESPLATTERGUN SPECSH

| Short Range: 1-2 hexes (+1 To Hit).
fﬂg&m:arm:mo"w..m:mxmm.

Long Range: 7-10 hexes (-1 To Hit).
M MELD LASER SPECSH
Short Range: 1-6 hexes (+1 To Hit).

| Medium Range: 7-18 hexes.
Long Range: 19-20 hexes

(=1 To Hit).

GAME TURN BECORD TRACK |

HHHHEH.EEEEEEEEHEEEE

A Target Speed Restriction: Target's
Drive value must be <12.



™ Pilot or Gunner® S CRITICAL HITS S

2 Blatguns (F) 2 — Crew killed. Teal Hawk may

To Hit: 2D6+/ SR perform no further actions.

To Hit: 2D6+/4 S 3 — Engines sputter. Teal Hawk

Damage: High+2 ! : may only use 4 movement

GUNNER points next game turn. Reduce

Gnr: Defensive Value by 6 due to
additional damage.

4 — Electronic Warfare knocked
out. Teal Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

5 — Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost one extra move-
ment point to perform.

— Shields damaged. Reduce
Defensive Value by 2.

— Pilot's Trigger Mechanism
jams. Pilot may not use

Decoys: O O Decoys: O O Blatguns.

P-D: 1-3[2] (R} Tight Turn Cost: . P-D: 1-3 (2] (R Tight Turn Cost: — Blatgun Targeters damaged.

Dmg Con: 1-3 Dmg Con: 1-3 Blatguns may not be fired until

DAMAGE TRACK DAMAGE TRACK after the next game turn.
B H 9 — Hull compromised. Reduce
[10]

To Hit:
To Hit:
Damage: High+2

TEAL HAWK
B TEALHAWK

D

1.0.IN

Defensive Value by 4.

& 10 — Gunner killed. Teal Hawk may
not use the gunner’s ADB for
the Blatgun weapon system.

11 — Pilot dazed. Teal Hawk may
not move until after the next
game turn. Only the gunner
may fire the Blatguns while the
pilot is dazed.

12 — Reactor hit. Teal Hawk
explodes and is destroyed.

N BLATGUN SPECS I

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes
(-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

Special Note: The Teal Hawk's
Blatgun weapons may be fired
by the Pilot or the Gunner, and
the firer may change turn to
turn. Use the correct ADB.

43

)
<

BPV
BPV




N Pilot T
1 Autocannon (F)
To Hit: 2D6+/415

Damage: Medium t

Q0000000

ER

N Pilot NN
1 Autocannon (F)
To Hit: 2D6+4 1005

Damage: Medium t

QQ0QQO00O00QO0

I CRITICAL HITS I

2 — Pilot killed. Hell Bender may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Hell Bender

may only use 3 movement
points next game turn.
Electronic Warfare knocked
out. Hell Bender may no
longer jam torps. Reduce
Defensive Value by 2.
Pulse Lasers lose power.
Pulse Lasers may not be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 1.
Autocannon hit. Lose half of
remaining ammo.
8 — Meld Laser Targeting
damaged. Modify Meld Laser
To Hit attempts by -3.
9 — Minor Hull Breach inflicted.

Reduce Defensive Value by 2.

| 10 — Torp Loads jettison harm-
lessly. Remove all torps.

| 11 — Pilot dazed. Hell Bender may

. not move or fire until after the

END

To Hit: 2D8+/1¢
Damage: Medium

HELL BENDER
ELLB

H

.

Decoys: O O
P-D: —
Dmg Con: 1-3

Decoys: O O
P-D: —
Dmg Con: 1-3

(R) Tight Turn Cost:
DAMAGE TRACK

-] ExCEwEER
IO Ll [

(R) Tight Turn Cost:

DAMAGE TRACK next game turn.
= @] [4]|¥ &3] w |[r2]|<&>][11] | 12 — Reactor explodes. Hell
| Bender is destroyed.
[liDle]] [[]* (] & I[5] '
[2]

] EPULSE LASER SPECSH

| Short Range: 1-3 hexes (+1 To Hit).
| Medium Range: 4-9 hexes.
| Long Range: 10 hexes (-1 To Hit).

IAUTOCANNON SPECS{I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-10 hexes.
Long Range: 11-24 hexes
(=1 To Hit).
Target Speed Restriction: Target's
Drive value must be <10.

B MELD LASER SPECSH

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes.
Long Range: 19-20 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <12.

32
32

BPV
BPV

t When two Attack Dice come up doubles, multiply damage by 2.

(2[3a[as[e[7[s]a[]n]1z]13[ra]1s][re]17]re]




KOSMOS

4

BPV

Decoys: O O
P-D: 1-5 [1]
Dmg Con: 1-2

I Pilot NE——
Missile Launcher (F)
Lock-on <

Q90 QQQ
QQQ0QQ

I Pilot M
1 Minigun (F)

To Hit: 2D6+#
Damage: Low t
QQQQQQ

(R) Tight Turn Cost:

DAMAGE TRACK

—

18] w

&

w

[2] pad

s
@*%&ﬂ

o

KOSMOS

: 27

BPV

[

Decoys: O O
P-D: 1-5 [1]
Dmg Con: 1-2

N Pilot NE———
Missile Launcher (F)
Lock-on <

QQQQQ
QQQOQQ

N Pilot M—
1 Minigun (F)

To Hit: 2D6+
Damage: Low t

QQQQQQ

(R) Tight Turn Cost:
DAMAGE TRACK

—

[re]l % | w <D

% Jolj[e]f w

[1s
[5]

[X

B

(15 [10] 17 0] 15

EEENS CRITICAL HITS BEEN

2 — Pilot killed. Kosmos may
perform no further actions.
Defensive Value drops to 5.
One Engine destroyed.
Reduce current Drive value by
half, ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Kosmos may no longer
jam torps. Reduce Defensive
Value by 4.

Minigun jams momentarily.
Minigun may not be fired until
after next game turn.

Shields damaged. Reduce
Defensive Value by 2.

Minigun Targeters damaged.
Reduce chance To Hit by 1.
Missile Launcher jams
momentarily. Missiles may
not be fired until after next
game turn,

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 moare hits.

10 — One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

11 — Pilot dazed. Kosmos may not
move or fire until after the
next game turn,

12 — Reactor detonates. Grue-
some flash erupts from
destroyed vessel.

Il MINIGUN SPECSt

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

1 Whenever two of the Attack Dice
roll doubles, multiply base damage
by 2.




. ()] | ——

4 Pulse Lasers (F)

To Hit: 2D8+.011+3
Damage: Low+3

B Crew S
PILOT

Plt:
Gnr:___

N Do AT
4 Pulse Lasers (F)

To Hit: 2D8+ +3

Damage: Low+3

N Crev S
PILOT

Pit:

Gnr:___

B CRITICAL HITS I

2 — Pilot killed. Thunder Bird may
perform no further actions.

3 — Engines severely damaged.
Thunder Bird reduced to a

Drive value of 1. Reduce
Defensive Value by 7 due to
additional damage.
Electronic Warfare knocked
out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

5 — Maneuver Thrusters dam-
aged. All turns, including Tight
Turns, cost one extra
movement point to perform.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 — Pulse Laser Targeters

(R) Tight TurnCost: (R)  Tight Turn Cost: damaged. Reduce chance To
DAMAGE TRACK DAMAGE TRACK Hit by 4.
8 — Laser Targeters damaged.

Av X A_v < _m_ Pulse Lasers may not be fired

E _M_ until after the next game turn.

9 — Torp Load jettison. Thunder
Bird loses 1D4 torps of the
pilot's choice.

Decoys: O O
P-D: 1-5 (2)
Dmg Con: 1-3

Decoys: O O
P-D: 1-5 (2)
Dmg Con: 1-3

THUNDER BIRD
ER BIRD

THUND

Drive: [16]

i
\V: 25

.0.1I0
V:25

D
BP

NOSSARGA [iloT ARG S Creyy NN

4 Pulse Lasers (F) PiLOY 10 — Engines sputter. Thunder Bird
To Hit: 2D8+/10+3 Ple: may only use 2 movement

Damage: Low+3 Gnr: points next game turn. Reduce
Lit Defensive Value by 6 due to
additional damage.

11 — Pilot dazed. Thunder Bird may
not move or fire until after the
next game turn.

12 — Reactor hit. Craft detonates
and is destroyed.

EPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

4 Pulse Lasers (F)
To Hit: 2D8+1:11+3
Damage: Low+3

Decoys: O O
P-D: 1-5 (2)
Dmg Con: 1-3

Decoys: O O
P-D: 1-5 (2)
Dmg Con: 1-3

(@]
&
[¢s]
o
i
Q
y 4
=
o
=

THUNDER BIRD

Drive: E Drive: E

(R)  Tight Turn Cost: (R)  Tight Turn Cost:
DAMAGE TRACK DAMAGE TRACK

Sl Te] [l DIx|af (t] (0]
[sffw| |[[s]¢t|l] [sfw| [(s]¢t[[]

B
BPV 25

BR/

.0.1IH
: 25




: 21

BPV

SRR 1] USSR

2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low+1

Decoys: O
P-D: 1-6 [1]
Dmg Con: 1-2

S [0 ¢ (O
1 Minigun (F)
To Hit: 2D6+
Damage: Lowt
Q Q Q

Drive: [19

EEN Crew BN

PILOT
Pit:

Gnr: .

(R)  Tight Turn Cost:

DAMAGE TRACK

[ _Sufae ]

2 Pulse Lasers (F)

To Hit: 2D8+/ 111 +1
Damage: Low+1

Decoys: O

1 Minigun (F)
To Hit: 2D6+"
Damage: Lowt

P-D: 1-6 [1]
Dmg Con: 1-2

(R)  Tight Turn Cost: +3

DAMAGE TRACK

-1 1 bl

| [®] [be]

wlZX]

: 21

BPV

1.D.

: 21

BPV

R ot SRS

2 Pulse Lasers (F)

To Hit: 2D8+" 1{1+1
Damage: Low+1

N o+
1 Minigun (F)
To Hit: 2D6+7!
Damage: Lowt

Decoys: O
P-D: 1-6 [1]
Dmg Con: 1-2

(R)  Tight Turn Cost:

DAMAGE TRACK

! {3 ), S

2 Pulse Lasers (F)

To Hit: 2D8+7 171141
Damage: Low+1

1 Minigun (F)
To Hit: 2D6+411
Damage: Lowt

Decoys: O

Drive: [19]

P-D: 1-6 [1]
Dmg Con: 1-2

(R)  Tight Turn Cost:

DAMAGE TRACK

| 7]k [fel] w

i
BN CRITICAL HITS I

2 — Structural collapse. Dart folds
up. It is destroyed.

Engines severely damaged.
Reduce Dart's Drive value to
(1D4+1).

Electronic Warfare knocked
out. Dart may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters malfunc-
tion. Dart may no longer make
Tight Turns.

Shields damaged. Reduce
Defensive Value by 2.

Minigun Ammo destroyed. Gun
may no longer fire.

Evade Thrusters hit. Reduce
Defensive Value by 3.

Pulse Laser Capacitors
overheat. Dart takes one
more hit on damage track due
to internal flash fire.

0 — Controls momentarily lock up.
Dart must move straight ahead
at maximum speed next
Movement Phase. Afterwards,
Dart may move normally.

11 — Pilot killed. Dart may perform
no further actions. Defensive
Value drops to 5.

12 — Reactor hit. This Dart is gone.

| MPULSE LASER SPECSH

1| Short Range: 1-3 hexes (+1 To Hit).
| Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

|l MINIGUN SPECST ==

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-5 hexes.
{ Long Range: 6-12 hexes (-1 To Hit).
|1 Whenever two of the Attack Dice

rall doubles, muttiply base damage
by 2.
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B SPIRIT RID

18 1.D

>

8
Q
c
E
&
a
v
3

g

BPV

Decoys: O
P-D: —
Dmg Con: 1-3

-

N il ot RSP
2 Splatterguns (F)
To Hit: 2D6+/ 1141
Damage: Medium+2

Drive: [15]

(R)  Tight Turn Cost:

DAMAGE TRACK

Decoys: O
P-D: —
Dmg Con: 1-3

-

(R) Tight Turn Cost:
DAMAGE TRACK

D1s] D2

> BES ﬂ+@X

12 1.0.ll SPIRIT RIDER | &ov

13 1.0.lll SPIRIT RIDER

BPV

Decoys: O
P-D: —
Dmg Con: 1-3

-

Decoys: O
P-D: —
Dmg Con: 1-3

BT ilo1, T
2 Splatterguns (F)

To Hit: 2D6+41+1
Damage: Medium+2

Drive: [15]
(R)  Tight Turn Cost:
DAMAGE TRACK

Q] | [@]f]

L]l w [*[[e]=]X

-

T Pilot FrswEE

2 Splatterguns (F)
To Hit: 2D6+407+1
Damage: Medium+2

Drive: [15]
(R) Tight Turn Cost:
DAMAGE TRACK

Qs | [

(o]l w ¥ [[e]f2]X

EEENE CRITICAL HITS BEm

2 — Pilot killed. Spirit Rider may
perform no further actions.

3 — Engines destroyed. Spirit
Rider may not move or turn.
Reduce Defensive Value to 5.

4 — Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

5 — Maneuver Thrusters hit.

Spirit Rider may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 — Splattergun Targeters hit.
Reduce chance To Hit by 2.

8 — Evade Thrusters hit. Reduce
Defensive Value by 3.

9 — Hull compromised. Reduce
Defensive Value by 4.

| 10 — Engines severely damaged.

Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

11 — Pilot dazed. Spirit Rider may
not move or fire torps until
after the next game turn.

12 — Reactor hit. Power supply
detonates; vessel is destroyed.

ESPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




o BLIZZARD

19

m
5
(a4
.

: 19

BPV

Decoys: O O
P-D: —
Dmg Con: 1-2

A Pilot SR
1 Disruptorgun :uu
To Hit: N_uw+ 3

Drive: (18]

(R)  Tight Turn Cost:

DAMAGE TRACK

t [ |[e] t |

[offejw[e]i[+]] €

Decoys: O O
P-D: —
Dmg Con: 1-2

—

fec s At ]
1 Disruptorgun (F)
To Hit: 2D8+2.101
Damage: Medium §

(R)  Tight Turn Cost:

DAMAGE TRACK

t [<D]¥ [[e]| ¢

il BLIZZARD

19

ol BLIZZARD | s

: 19

BPV

Decoys: O O
P-D: —
Dmg Con: 1-2

-

SEEER o1
1 Disruptorgun (F)

Drive: (18]

(R)  Tight Turn Cost:

DAMAGE TRACK

t || ¥ [[e]f t |[14]

[r2]

o) wle]j(2]

Pad

Decoys: O O
P-D: —
Dmg Con: 1-2

—

A D]t
1 Disruptorgun (F)
To Hit: 2D8+/
Damage: Medium m

Drive: (18]

(R)  Tight Turn Cost:

DAMAGE TRACK

¢ ¥ |[1¢]| t |[14]

f1e]

[1]

Pad

I CRITICAL HITS I

2 — Pilot killed. Blizzard may
perform no further actions.
Defensive Value drops to 5.

3 — Torp Loads jettison. Remove
any remaining torp loads.

4 — Electronic Warfare knocked
out. Blizzard may no longer
jam torps. Reduce Defensive
Value by 3.

Major Structural Damage
inflicted. Blizzard takes 1D4
mare hits.

Shields damaged. Reduce
Defensive Value by 2.
Disruptorgun Targeter hit.
Reduce chance To Hit by 1.
Evade Thrusters hit. Reduce
Defensive Value by 4.

Hull compromised. Reduce
Defensive Value by 5.

10 — Engines damaged. Blizzard
reduced to a Drive value of 1.
Reduce Defensive Value by 6.

11 — Pilot dazed. Blizzard may not
move or fire until after the
next game turn.

12 — Reactor hit. A blizzard of
scrap metal is all that's left.

IDISRUPTORGUN SPECSI

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add
1 to its Defensive Value. Also,
completely ignore the target's
Damage Reduction when resolving
a hit.




22 10.JH PITVIPER
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2
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22 10l PIT

BPV

Decoys: O
P-D: —

Dmg Con: 1-2

(e ilon G

3 Pulse Lasers (F)

To Hit: 2D8+/0 1 +2
Damage: Low+2

Drive: [19)
(R)  Tight Turn Cost:
DAMAGE TRACK

* 3]
[ X

Decoys: O
P-D: —
Dmg Con: 1-2

3 Pulse Lasers (F)
To Hit: 2D8+/3:+2
Damage: Low+2

Drive: [19]

DAMAGE TRACK

d D/ &
4] X

(R} Tight Turn Cost:

ER

m PITVIP

12 LD

22 10l PIT VIPER | epv.

BPV

Decoys: O
P-D: —
Dmg Con: 1-2

i ot RSNy

3 Pulse Lasers (F)

To Hit: 2D8+" 1 +2
Damage: Low+2

Drive: (19|

(R)  Tight Turn Cost:

DAMAGE TRACK
* [s]|<5>
X

Decoys: O
P-D: —
Dmg Con: 1-2

3 Pulse Lasers (F)
To Hit: 2D8+/.1+2
Damage: Low+2

Drive: (19

(R} Tight Turn Cost:

DAMAGE TRACK
| % |[s]
[afw]l"]

B CRITICAL HITS I

| 2 — Pilot killed. Pit Viper may

/

|

perform no further actions.

3 — Pilot dazed. Pit Viper may not
mave or fire until after the end
of the next game turn.
Electronic Warfare knocked
out. Pit Viper may no longer
jam torps. Reduce Defensive
Value by 5.

— Maneuver Thrusters hit. Pit
Viper may no longer make Tight
Turns.

6 — Shields damaged. Reduce
Defensive Value by 3.

7 — Pulse Laser damaged. Reduce
chance To Hit by 1.

8 — Evade Thrusters hit. Reduce
Defensive Value by 4.

9 — Engines severely damaged.
Pit Viper reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

10 — Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

11 — Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit
Viper will disintegrate and be
destroyed.

12 — Reactor hit. Power generator
detonates; vessel is destroyed.

®mPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




: 60

BPV

RS, [37]yt, |
1 Pulse Laser (F)
To Hit: 2D8+
Damage: Low

[CRRTRIRNY (1]t
1 Protobolt Projector (F)
To Hit: 2D6+:1
Damage: 10/8/6
Q O O O

N C rey N
PILOT

Pit:
Gnr:

GUNNER
Gnr:___

T (1 e I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Q O

Drive: (12

(R)

Tight Turn Cost:

Decoys: O O
P-D: 1-4 [2]
Dmg Con: 1-5

Lock-on <

N Gunner ISR
Missile Launcher (3607)

Q0000 00000
Q0000 000QQOQ

DAMAGE TRACK

: 60

BPV

T[]
1 Pulse Laser (F)
To Hit: 2D8+
Damage: Low

ARSI (1] ¢, AR
1 Protobolt Projector (F)
To Hit: 2D6+/
Damage: 10/8/86
QO O O Q

N Creyvy N
PILOT

Plt:
Gnr:

GUNNER
Gnr:

Lo _NETIRNENE
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Q O

Decoys: O O
P-D: 1-4 [2]
Dmg Con: 1-5

Tight Turn Cost:

Lock-on <

I Gunner I
Missile Launcher (360°)

Q0000 Q00QO0
Q0000 000QQO

DAMAGE TRACK

| I CRITICAL HITS N

2 — Pilot dazed. Electra may not
move or fire Pilot's Projector or
Pulse Laser until after next
game turn.

Engines sputter momentarily.
Electra's Drive value is reduced
to 3 until after next game turn.
Electronic Warfare knocked
out. Electra may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost 1 extra movement
point to perform.

Shields damaged. Reduce
Defensive Value by 1.

Pilot's Protobolter hit. Lose
half its remaining ammo.

Torp Targeting Scanner
damaged. Cannot launch torps
until after the next game turn.
Left Hull buckles. Pilot's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.
Right Hull buckles. Gunner's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.
Gunner dazed. Electra may
not fire Gunner's Projector or
Missile Launcher until after
next game turn.

12 — Massive structural collapse.
Lance Electra breaks up into
chunks of useless scrap metal.

N PROTOBOLT SPECSEH

Short Range: 5-8 hexes (+1 To Hit).
Medium Range: 9-12 hexes.
Long Range: 13-16 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <14.

HPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-3 hexes.
Long Range: 10 hexes (-1 To Hit).




o

e T — sl | N S P — I CRITICAL HITS IR
2 Blatguns (F) PILOT n 2 Blatguns (F) 2 — Armor Belt shingles off.
To Hit: 2D6+/1+1 U — To Hit: 2D6+ +1 S Reduce Damage Reduction by

Damage: High+2 Gnr: Damage: High+2 Gnr: 1. Reduce Defensive Value by
2. Sentry takes 5 more hits.

Decoys: OO O O GUNNER A Decoys: OO O O GUNNER A | 3— Engines sputter momentarily.

P-D: 1-7 [3] Gnr: P-D: 1-7 [3] Gnr: mm:nz_m.ozé value is reduced

Dmg Con: 1-4 . Dmg Con: 1-4 R to 2 until after next game turn,

GUNNER B GUNNER B . "
s 4 — Electronic Warfare knocked
. out. Sentry may no longer jam
torps. Reduce Defensive Value
by 2.

5 — Gunner B's Splatterguns
damaged. Further To Hit
attempts by this weapon suffer
a -3 penalty.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 — Stabilizers hit. All turns cost 1
extra movement paint.

Drive: [10] Drive: [10] |8 — Gunner A’s Splatterguns

- = damaged. Further To Hit
(R)  Tight Turn Cost: (R} Tight Turn Cost: ________ +3 attempts by this weapon suffer

a -3 penalty.
9 — Blatgun Power Feed malfunc-

o Gunner AR S Gunner B § N Gunner A EEEN NN Gunner B S
4 Splatterguns 4 Splatterguns . 4 Splatterguns 4 Splatterguns

(F)(FAL)(RAL) (F)FGR)RGR) (F)(FAL)(RGL) (F)FQR)(RGR) tions. Reduce Blatgun

To Hit: 2D6+" " +3 To Hit: 2D6+/ ' +3 To Hit: 2D6+  '+3 To Hit; 2D6+405+3 Damage rating to Medium+2.

Damage: Medium+6 Damage: Medium+6 Damage: Medium+6 Damage: Medium+6 || §f | 10 — Gunner dazed. One random
gunner may not fire his weapon

DAMAGE TRACK DAMAGE TRACK until after the next game turn,

11 — Temporary Maneuvering
Thruster malfunction. If the
Sentry moves at all next
Movement Phase, it may not
make a turn.

12 — Massive structural collapse.
Sentry buckles and explodes.

BN BLATGUN SPECS

Short Range: 1-4 hexes (+1 To Hit).
Medium Range: 5-10 hexes.
Long Range: 11-15 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <13.

ESPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).




BPV

N Pilot N
1 Impulsegun (F) PILOT

To Hit: 2D8+ Plt: _
Damage: High Gnr:

N Crey N

GUNNER

(R) Tight Turn Cost:

Decoys: O O
P-D: 1-7 [2]
Dmg Con: 1-6

PR (5 (e R

1 Pulse Laser (360°)
To Hit: 2D8+ "
Damage: Low

NN G unner SRR
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+" 11 1+1
Damage: Medium+2

DAMAGE TRACK

BN Crew N
1 Impulsegun (F PiLOT
To Hit: 2D8+:.1 1 Pt

Damage: High Gnr:____

GUNNER

Ul:m" E

(R)  Tight Turn Cost:

Decoys: O O
P-D: 1-7 [2]
Dmg Con: 1-6

RN Gunner IR
1 Pulse Laser (360°)
To Hit: 2D8+
Damage: Low

N Gunner MR
2 Splatterguns
(RAL) (R) (RAR)
To Hit: 2D6+" 1 +1
Damage: Medium+2

DAMAGE TRACK

i

I CRITICAL HITS I

2 — Crew killed. Salamander may
perform no further actions.

3 — Engines sputter. Salamander
may only use 3 movement
points next game turn. Reduce
Defensive Value by 5 due to
additional damage.

Electronic Warfare knocked
out. Salamander may no
longer jam torps. Reduce
Defensive Value by 3.
Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost one extra move-
ment point to perform.
Shields damaged. Reduce
Defensive Value by 2.
lonizers fizzle. Reduce
Impulsegun’s Damage to
Medium.

Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.

Hull buckles. Reduce
Defensive Value by 4 and lose
one torp of the pilot's choice.
Gunner killed. Salamander
may no longer use the Pulse
Laser or Splatterguns.

11 — Pilot dazed. Salamander may
not move or fire the Impulsegun
until after the next game turn.

12 — Reactor hit. Starcraft
explodes into oblivion.

EIMPULSEGUN SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).
ESPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).
EPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




DEATH WIND

: 60

BPV

Decoys: O O
P-D: 1-4 [2]
Dmg Con: 1-5

T Dl ot e
1 lon Ram (F)
To Hit: 2D8+"
Damage: All

TR |01, S
1 Minigun (F)
To Hit: 2D6+"
Damage: Low

Q0000000

N Crey N
PILOT

Plt:
Gnr:

GUNNER
Gnr:

(R)  Tight Turn Cost:

I Gunner EE
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+/1711+1
Damage: Medium+2

DAMAGE TRACK

DEATH WIND

Decoys: O O
P-D: 14 [2]
Dmg Con: 1-5

RN [, SR
1 lon Ram (F)
To Hit: 2D8+/
Damage: All

PR D1l of, ORI
1 Minigun (F)
To Hit: 2D6+/
Damage: Low t

Q00000000

N Crew N
PILOT

Plt: _
Gnr:

GUNNER
Gnr:

(R)  Tight Turn Cost:

L FEiInTry ]

2 Splatterguns
(RAL) (R) (RAR)
To Hit: 2D6+401+1
Damage: Medium+2

DAMAGE TRACK

B

IR CRITICAL HITS I
2 — Pilot killed. Death Wind may

not move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. Death Wind
has Drive 4 next game turn.
Reduce Defensive Value by 4
due to other damage.
Electronic Warfare knocked
out. Death Wind may no
longer jam torps. Reduce
Defensive Value by 3.
Maneuver Thrusters
damaged. All turns cost 1
extra point to perform.
Shields damaged. Reduce
Defensive Value by 2.
Minigun hit. Lose half its
remaining ammo.

lon Ram Targeting malfunc-
tion. Modify lon Ram To Hit
attempts by -2.

Hull buckles. Reduce
Defensive Value by 3.

{ 10 — Gunner killed. Splatterguns

cannot be used.

11 — Controls lock up. Death Wind
may not move nor fire until
after next game turn,

{ 12 — Reactor detonates. Death

Wind is no more.

N MINIGUN SPECS{m

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-5 hexes.

| Long Range: 6-12 hexes (-1 To Hit).

ESPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).

| Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).
I ION RAM SPECS Em

Short Range: 1-5 hexes (+1 To Hit).
Medium Range: 6-13 hexes.
Long Range: 14-15 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <15.




B Pilot m— ] | Crew = NN CRITICAL HITS N

Missile Launcher (F) PILOT ,
Lakkson PIt: Pilot dazed

I Pjlot ME——— N Creyw N
Missile Launcher (F) PiLOT
Lock-on < Pit:

QQQQQ Gnr:

. . Craft may not
QQQQQ Gor: move and Missile Launcher

e may not be fired until after the
GUNNER next game turn.

e Engines sputter. Shryak
Shuttle may only use 2
movement points next game
turn. Reduce Defensive Value
by 4 due to additional damage.
Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.
Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost one extra move-
ment point to perform.
Decoys: O O mZm_am. damaged. Reduce
P_D: 1-4 [4] Drive: [8 ] Defensive Value by 1.

Dmg Con: 1-7 (R) Tight Turn Cost: \ Armor is too tough! No extra
damage.
N Gunner . Pulse Laser Targeters
4 Pulse Lasers (360°) damaged. Pulse Lasers may
To Hit: 2D8+" ' '+3 not be fired until after the next
Damage: Low+3 game turn.
| Missile malfunction. Missile
Launcher loses 104 of its
DAMAGE TRACK DAMAGE TRACK . remaining missiles.
10 — Gunner killed. Shryak Shuttle
loses its Pulse Lasers.
11 — Armor Plate compromised.
Damage Reduction equals O.
12 — Reactor hit. Shryak Shuttle
suffers cataclysmic destruction.

GUNNER

Decoys: O O 2
P-D: 1-4[4] Drive: [8 |

Dmg Con: 1-7 (R) Tight Turn Cost:

N Gunner FEN
4 Pulse Lasers (360°)
To Hit: 2D8+ +3
Damage: Low+3

:
:

0.l SHRYAK SHUTTLE

34

BPV
BPV: 34

MPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




atguns atguns .
To Hit: 206+ 41 To Hit: 206+ +1] | PIt: § 2~ Crowkilled. Vessel may
Damage: High+2 Damage: High+2 Grif: . perform no further actions.
— || & | 3— Engines sputter. Sorensen |
— K may only use 2 movement
GUNNER points next game turn. Reduce
. Defensive Value by 3 due to
additional damage.
Electronic Warfare knocked
out. Sorensen lll may no
longer jam torps. Reduce
Defensive Value by 2.
Maneuver Thrusters dam-
aged. All turns, cost one extra
movement point to perform.
Shields damaged. Reduce
Defensive Value by 1.
Blatguns damaged. Reduce

Drive: L [14] | chance To Hit by 2.
(R)  Tight Turn Cost: (R)  Tight Turn Cost: , Torp Targeting Scanner
. damaged. No torpedoes may
Decoys: O Decoys: O , be fired until after the next
P-D: 14 (2) N Gunner R P-D: 14 (2) B Gunner B | game turn.
Dmg Con: 1-3 2 Blatguns (360°) H Dmg Con: 1-3 2 Blatguns (360°) Hiilbraached. Hedune
._.nmu_m.._hmummeLm _,_+m 1 #.UMuwwm%mL.mﬁ : +x,m+ 1 Defensive Value by 3 and lose
ge: Hig ge: 19 two torps of the pilot's choice.

| Gunner killed. Gunner
DAMAGE TRACK DAMAGE TRACK Blatguns may no longer be

& *| 03] . fired.
@ . . Pilot dazed. Sorensen |l may
not move or fire the Blatguns

@ m_ , until after the next game turn.
The gunner may still fire while
the pilot is dazed.

12 — Reactor hit. Sorensen |l
bursts into an array of dust and
space junk.

I BLATGUN SPECS

Short Range: 1-4 hexes (+1 To Hit).
Medium Range: 5-10 hexes.
Long Range: 11-15 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <13.

ENSON Il
SORENSONIII

SOR

BPV




Decoys: OO OO
P-D: 1-7 [3]
Dmg Con: 1-7

R Do SR
1 Meld Laser (F)
To Hit: 2D8+:"
Damage: Medium

BN Gunner A EEE

4 Pulse Lasers (F)

To Hit: 2D8+ . +3
Damage: Low+3

FRONT DAMAGE TRACK

R Gunner AR
Missile Launcher
(3607)

Lock-on <

t

NS Gunner B N
4 Pulse Lasers
(FGL)(RAL)(R)

To Hit: 2D8+7 " '+3
Damage: Low+3

&

EESCrew BN
PILOT
Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B
Gnr:

GUNNER C
Gnr:

Pad

LEFT SIDE
DAMAGE TRACK

—

t

@

(F)

BN Gunner C IR
4 Pulse Lasers
(FAR)(RAR)(R)

To Hit: 2D8+ +3
Damage: Low+3

RIGHT SIDE
DAMAGE TRACK

t

EGunner BE

Launcher
(3607)

—

ock-on <

000000
000000
000000
000000
000000l

Defensive Value 12

Drivej: 11

[]

El

BGunner B
Missile

Launcher

*
W
*

(360°)

[=]

(R)
Tight Turn Cost:

@

000000
0000008
0000008
000000 A
000000

+4

REAR DAMAGE TRACK

FRONT

- CRITICAL HITS

- -

3

Pilot killed. Epping may not
move nor fire Meld Laser.
Missile Launcher A malfunc-
tions. Lose 1010 missiles.
Shields damaged. Reduce
Defensive Value by 1.

Pulse Laser A damaged.
Reduce chance To Hit by 1.
Meld Laser Targeters
damaged. \Weapon may nat
fire until after next game turn.
Gunner A killed. Lose use of
Gunner A's weapons.

Fatal Chain Reaction
Explosion. Blast guts this
vessel from the front to the
back. Epping is destroyed.

- LEFT SIDE
CRITICAL HITS
Engine sputters. Epping only
has Drive 2 next turn.
Missile Launcher B malfunc-
tions. Lose 1010 missiles.
Shields damaged. Reduce
Defensive Value by 1.
Pulse Laser B damaged.
Reduce chance to hit by 1.
Missile Launcher B damaged.
Weapon may not fire until aften
next game turn.
Gunner B killed. Lose use of
Gunner B's weapons.
Structural Damage. Take 10
more hits on this Damage
Track and 8 more on the Right
Side Damage Track.

- RIGHT SIDE
CRITICAL HITS

Engine sputters. Eppingonly | 2 —
has Drive 2 next turn.

Missile Launcher C malfunc-
tions. Lose 1D10 missiles.
Shields damaged. Reduce
Defensive Value by 1.

Pulse Laser C damaged.
Reduce chance to hit by 1.
Missile Launcher C damaged.
Weapon may not fire until afte] 6 —
next game turn.

Gunner C killed. Lose use of
Gunner C's weapons.
Structural Damage. Take 10
more hits on this Damage
Track and 8 more on the Left
Side Damage Track.

.

4—

B

o

REAR

- CRITICAL HITS

Structural Collapse. Hull
ruptures and gunboat is lost.
Electronic Warfare gone.
Epping cannot jam torps.
Reduce Defensive Value by 2.
Shields damaged. Reduce
Defensive Value by 1.

Good Hit! Add another 5
points of damage.

Maneuver Thrusters dam-
aged. All turns cost 1 extra
movement point.

Pilot dazed. Epping may not
move nor fire Meld Laser until
after next game turn.
Reactor Hit. Epping disap-
pears in a ball of hot gasses.




Dot E— — D]t R— I CRITICAL HITS IEEN |
2 Disruptorguns (F) 2 Disruptorguns (F) |2 — Pilot killed. Talon may perform

To Hit: 2D8+/101141 S : S no further actions. Defensive
Damage: Medium+1 § Damage: Medium+1 § : Value drops to 5.

- L - Hull breached. Reduce Talon's
N Pilot EE— SN Dl o1 M—— , Defensive Value by 6.
2 Pulse Lasers (F) 2 Pulse Lasers (F) Electronic Warfare knocked

To Hit: 2D8+41: :
. out. Talon may no longer jam
Damege: Lave1 Damage: Low+1 torps. Reduce Defensive Value

by 4.

5 — Maneuver Thrusters dam-
aged. All turns cost 1 extra
movement point to perform.
Reduce Defensive Value by 2.

— Shields damaged. Reduce
Defensive Value by 1.

— Stabilizers damaged. All turns
cost 1 extra movement point.
Evade Thrusters hit. Reduce
Defensive Value by 2.
Disruptorgun Targeters
damaged. All further

Decoys: O Decoys: O . D_M,%ﬁo_,mc: q%m.__n attempts

-D: 1- -D: 1- suffer a -2 modifier.

“_,qmum MOMH —mmw (R} Tight Turn Cost: Wz_duc m_"ow“ _mwm (R} Tight TurnCost: 10 — Engines momentarily lose

DAMAGE TRACK DAMAGE TRACK power. Reduce current Drive

sk B[ [15]| [D[a][a][[r2] v value to 4 until after next game

turn.
* _M_ 11 — Pilot dazed. Talon may not
(1] move or discharge any weapon
until after the next game turn,
12 — Reactor hit. Talon explodes
into a ball of molten slag.

IDISRUPTORGUN SPECSI

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add
1 to its Defensive Value. Also,
completely ignore target's Damage
Reduction when resolving a hit.

| MPULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).

. . Medium Range: 4-9 hexes.
EEEEEEHEEE Long Range: 10 hexes (-1 To Hit).

33

- [& D |5l [Dfralffa]ff]ff]

x| | _

BPV

[ic]
HE




R Dot

1 Plazgun (F) PILOT
To Hit: 2D6+ ; Plt:
Damage: All ¥ Crir

I Pilot N coNER

1 Protobolt Projector (F) Gnr:

ENCr el

To Hit: 2D6+
Damage: 10/8/6

(R) Tight Turn Cost:
S G unner I

Decoys: OO OO
P-D: 1-6 (2)
Dmg Con: 1-6

1 Splattergun

5@55:02
To Hit: 2D6+/.
Damage: Medium

N Gunner I G unne -

Missile Launcher (360°) Missile Launcher (360°)
Lock-on < Lock-on <

QQ000Q 00000 Q0000 000QOQ

OOOOOOOOOO

Q00O0Q0O QOO0
DAMAGE TRACK

@ X

: 106

BPV

Y If the Attack Dice roll triples, the weapon mount overloads and is destroyed.

N Pilot E—

1 Plazgun (F) PILOT
To Hit: 2D6+7 1 Pit:
Damage: All ¥

Gnr:

E— Pilot E—

1 Protobolt Projector (F) Gnr:

EECr el

To Hit: 2D6+:
Damage: 10/8/6

(R) Tight Turn Cost:
I Gunner S

Decoys: OO OO
P-D: 1-6 (2)
Dmg Con: 1-6

a mv_mnno_.m::
(RAL) (R) (RGR)
To Hit: 2D6+:

Damage: Medium

N Gunner ER I Gunner I

Missile Launcher (360°) Missile Launcher (360°)
Lock-on < Lock-on <

QO0O0O0 0OQ0OQQ Q0O0O00 00QQQO

Q0000 QO0O0QOQ QQOQ00 O0QQO

DAMAGE TRACK

The target is not affected.

I CRITICAL HITS N

2 — Crew killed. Glaive may
perform no actions.

' | 3 — Major Structural Damage

inflicted. Mark off 2010
more hits of damage.

4 — Electronic Warfare lost.
Glaive may no longer jam
torps. Reduce Defensive
Value by 2.

5 — Maneuver Thrusters
damaged. All turns cost 1
extra point to perform.
Reduce Defensive Value by 2.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 — Armor too tough! No extra
damage.

8 — Protobolt misfire. Mark off
one remaining Protobolt.

9 — Missile Launcher damaged.
Lose 1D8 of remaining
missiles in one (random)
functioning Missile Launcher.

10 — Plazgun Targeter damaged.
Reduce To Hit chance by 2.

11 — Controls lock up. Glaive may
not move nor fire cannons
until after next game turn.
Reduce Defensive Value to 5
during this period.

12 — Catastrophic Structural
Collapse. Claive dissolves.

BN PLAZGUN SPECS ¥ IR

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.
Long Range: 5-10 hexes (-1 To Hit).

ESPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

Il PROTOBOLT SPECSHER

Short Range: 5-8 hexes (+1 To Hit).
Medium Range: 9-12 hexes.
Long Range: 13-16 hexes
(-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <14,




Decoys: OO OO O
P-D: 1-6[3]
Dmg Con: 1-5

(R)  Tight Turn Cost:

EEE Gunner HEEN | BENS Gunner HEEN | (NSSS Gunner BN
Missile Launcher [ | Missile Launcher ] | Missile Launcher
(360°) (360°) (360°)
Lock-on < ___ Lock-on < ___ Lock-on < ____
OCNONONONG! QO OO0 ONONONONG)

DAMAGE TRACK

BPV: 120

Decoys: OO OO O
P-D: 1-6[3]
Dmg Con: 1-5

2 —

3

(R} Tight Turn Cost: +3 mw 8

B Gunner HEEN §| (NS Gunner BESEE § SN Gunner B
Missile Launcher §l | Missile Launcher§ | Missile Launcher

t

o

I CRITICAL HITS NN

Crew killed. Vessel may
perform no further actions.
Engines destroyed. Vessel's
Drive value is reduced to O;
reduce Defensive Value to 5.
Electronic Warfare knocked
out. Revenge may no longer
jam torps. Reduce Defensive
Value by 2.

Hull breached. Reduce
Defensive Value by 3. Also,
lose 1D4 torpedoes.

Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.

Missile Launcher malfunc-
tions. One random Launcher
loses 2 missiles.

Shields damaged. Reduce
Defensive Value by 1.
Maneuver Thrusters dam-
aged. All turns, including tight
turns, cost one extra move-
ment paint to perform.
Gunner killed. All Missile
Launchers become unusable.
Pilot dazed. Revenge may not
move until after the next game
turn. The gunner may still fire
while the pilot is dazed.
Reactor hit. Revenge breaks
into a number of unusable
pieces.




I Pilot I
4 Blatguns (F)
To Hit: 2D6+4:+3
Damage: High+6

N Pilot I
Missile Launcher(F)

Q
Q0000000000

EEEN Gunner A HEEER
1 Plazgun (360°)
To Hit: 2D6+2 0%

Damage: All ¥

FRONT D

I Gunner B N
1 Plazgun (360°)
To Hit: 2D6+::!

Damage: All ¥

AMAGE TRACK

w

@

@

EN Gunner C IR
q S latter uns
(FQAL)(RAL)

To Hit: 2D6+:+3
Damage: Medium+6

LEFT SIDE
DAMAGE TRACK

ENCr el
PILOT

Plt:
Gnr:___
GUNNER A
Gnr:

GUNNER B
Gnr:

GUNNER C
Gnr:

GUNNER D
Gnr:

GUNNER E
Gnr:

@

BN Gunner D EEEEN
4 Splatterguns
(FAR)(RAR)

To Hit: 2D6+:+3
Damage: Medium+6

(F) RIGHT SIDE

BETAFORTRESS BETA

BGunner CH

Missile
Launcher

(FGL)(RAL)R)
Lock-on <

QOO0

Defensive Value 10

DAMAGE TRACK

B Gunner DR

Missile
Launcher

(FAR)(RAR)(R)
Lock-on <

Decoys: OO O

000
P-D: 1-7 [6]

Dmg Con: 1-8

REAR DAMAGE TRACK

Drive:

Tight Turn Cost:

+4

Damage:

&

Medium+2

[1]

*

[1]

FRONT
CRITICAL HITS

Blatguns damaged. Penalize
To Hit attempts by -2 and
reduce Damage rating to
High+2.

Plazgun B loses power.
Weapon may not fire until after
next turn.

Too tough! No extra damage.
Too tough! No extra damage.
Plazgun A loses power.
Weapon may not fire until after
next turn.

Pilot’s Missile Launcher
malfunctions. Lose 1010 of
remaining missiles.

Pilot dazed. Betafort may not
move nor fire Pilot's weapons
until after next game turn.

LEFT SIDE
CRITICAL HITS

Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.

Torp Targeter damaged. No
torps can be fired until after
next game turn.

Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Missile Launcher C hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 more hits on this
Damage Track.

Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

RIGHT SIDE
CRITICAL HITS

Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.

Torp Targeter damaged. No
torps can be fired until after
next game turn.

Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Missile Launcher D hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 more hits on this
Damage Track.

Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

CRITICAL HITS

Rear bulkhead collapse. Take
8 more hits on this Damage
Track.

Energy Cannon power
interrupted. No cannons may
be fired until after next turn.
Shields damaged. Reduce
Defensive Value by 1.

Engine chokes. Drive reduced
by 2 next turn.

Maneuver Thrusters hit. All
turns cost 1 extra movement
point to perform.

Gunner E killed. His or her
weapons may not be fired.
Reactor detonates.The mighty
Betafort passes into the void.




: 216

BPV

BT Pilot =]
4 Blatguns (F)
To Hit: 2D6+ +3
Damage: High+6

_— Pilot I
Missile Launcher (F)
Lockon<____
oJeYoXoJoRoNo Yo RoXo)
QOO0 0QO

EEEES Gunner A EEEEN
1 Plazgun (360°)
To Hit: 2D6+

Damage: All ¥

SN Gunner B HEE
1 Plazgun (360°)
To Hit: 2D6+
Damage: All ¥

FRONT DAM

AGE TRACK

@

W

&

BN Gunner C RSN

4 Splatterguns
(FQL)(RAL)
To Hit: 2D6+ +3
Damage: Medium+6

N Crew N
PILOT

Pit:
Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:

LEFT SIDE

DAMAGE TRACK

EGunner CH

Missile
Launcher

(FGL)(RAL)(R)
Lock-on <

Q QO

BN Gunner D EEEEEN
4 Splatterguns
(FGQR)(RGAR)

To Hit: 2D6+" " +3
Damage: Medium+6

RIGHT SIDE

DAMAGE TRACK

EGunner DR

Missile
Launcher

(FAR)(RAR)(R)
Lock-on <

QOO

Decoys: O O O

000
P-D: 1-7 [6]

Dmg Con: 1-8

/
/ Drive:

Tight Turn Cost:

@

REAR DAMAGE TRACK

+4

*

FRONT
CRITICAL HITS

— Blatguns damaged. Penalize
To Hit attempts by -2 and
reduce Damage rating to
High+2.

Plazgun B loses power.
Weapon may not fire until after
next turn.

Too tough! No extra damage.
Too tough! No extra damage.
Plazgun A loses power.
Weapon may not fire until after
next turn.

Pilot's Missile Launcher
malfunctions. Lose 1010 of
remaining missiles.

Pilot dazed. Betafort may not
move nor fire Pilot's weapons
until after next game turn.

LEFT SIDE
CRITICAL HITS

— Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.

Torp Targeter damaged. No
torps can be fired until after
next game turn.

Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Missile Launcher C hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 more hits on this
Damage Track.

Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

RIGHT SIDE
CRITICAL HITS

— Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.

Torp Targeter damaged. No
torps can be fired until after
next game turn.

Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Missile Launcher D hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 more hits on this
Damage Track.

Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

REAR
CRITICAL HITS

Rear bulkhead collapse. Take 8
more hits on this Damage
Track.

Energy Cannon power
interrupted. No cannons may
be fired until after next turn.
Shields damaged. Reduce
Defensive Value by 1.

Engine chokes. Drive reduced
by 2 next turn.

Maneuver Thrusters hit. All
turns cost 1 extra movement
paint to perform.

One random Gunner killed. His
or her weapons may not be
fired.

Reactor detonates. The mighty
Betafort passes into the void.
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EEE Pl ot BRGNS
4 Blatguns (F)
To Hit: 2D6+° " +3
Damage: High+6

RS D[ S
Missile Launcher (F)

Q
Q000000000

BN Gunner A EEEEER
1 Plazgun (360°)
To Hit: 2D6+

Damage: All ¥

EEEN Gunner B IS
1 Plazgun (360°)
To Hit: 2D6+

Damage: All ¥

FRONT DAMAGE TRACK

W

&

@

BN Gunner C HEEEN
4 Splatterguns
(FAQL)(RAL)

To Hit: 2D6+:+3
Damage: Medium+6

LEFT SIDE
DAMAGE TRACK

S Crew IR
PILOT

Plt:
Gnr:__

GUNNER A
Gnr:___
GUNNER B
Gnr:___
GUNNER C
Gnr:

GUNNER D

Gnr:
GUNNER E

Gnr:

&

EEEES Gunner D N
4 Splatterguns
(FAR)(RA
To Hit: 2D6+ +3
Damage: Medium+6

(F) RIGHT SIDE

EGunner CH

Missile
Launcher

(FAL)(RAL)(R)
Lock-on <

OOO

Defensive Value 10

DAMAGE TRACK

EGunner DR

Missile
Launcher

(FGR)(RGR)(R)
Lock-on <

QOO0

Decoys: | ) ) D

DO
P-D: 1-7 [6]

Dmg Con: 1-8

REAR DAMAGE TRACK

Drive:

Tight Turn Cost:

B Gunner ENR

Disruptorgun

(R)
To Hit:

+4

2D8+
Damage:

4

Medium §

*

o
FRONT
CRITICAL HITS

— Blatguns damaged. Penalize
To Hit attempts by -2 and
reduce Damage rating to
High+2.

Plazgun B loses power.
\Weapon may not fire until after
next turn.

Too tough! No extra damage.
Too tough! No extra damage.
Plazgun A loses power.
Weapon may not fire until after
next turn.

Pilot's Missile Launcher
malfunctions. Lose 1010 of
remaining missiles

Pilot dazed. Betafort may not
move nor fire Pilot's weapons
until after next game turn

LEFT SIDE

CRITICAL HITS
— Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.
Torp Targeter damaged. No
torps can be fired until after
next game turn.
Shields damaged. Reduce
Defensive Value by 1.
Too tough! No extra damage.
Missile Launcher C hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 more hits on this
Damage Track.
Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

RIGHT SIDE

CRITICAL HITS
— Major structural damage.
Take 5 more hits on Left and
Right Damage Tracks.
Torp Targeter damaged. No
torps can be fired until after
next game turn.
Shields damaged. Reduce
Defensive Value by 1.
Too tough! No extra damage.
Missile Launcher D hit. Lose
1D10 of remaining missiles.
Minor structural damage.
Take 3 mare hits on this
Damage Track.
Electronic Warfare gone.
Betafort cannot jam torps.
Reduce Defensive Value by 2.

REAR
CRITICAL HITS

Rear bulkhead collapse. Take
8 more hits on this Damage
Track.

Energy Cannon power
interrupted. No cannons may
be fired until after next turn.
Shields damaged. Reduce
Defensive Value by 1.

Engine chokes. Drive reduced
by 2 next turn.

Maneuver Thrusters hit. All
turns cost 1 extra movement
paint to perform.

Gunner E killed. His or her
weapons may not be fired.
Reactor detonates.The mighty
Betafort passes into the void.




REE Do Ry ENEEN Gunner A HEEEN E Crew IR
1 Disintegrator (F) 2 Meld Lasers (F) PILOT
To Hit: 2D8+ To Hit: 2D8+ .7 +1 Plt:
Damage: High § Damage: Medium+1 Gnr:

R o RN BN Gunner B IR
4 Pulse Lasers (F) 2 Meld Lasers (F) OUNBER; A

To Hit: 2D8+::+3 To Hit: 208+~ 5+1 Gnr:
Damage: High +3 Damage: Medium+1 GUNNER B

Gnr:
FRONT DAMAGE TRACK GUNNER C

& Gnr:
EES Gunner A NN I Gunner B N
4 Pulse Lasers (F)(FQL) 4 Pulse Lasers (F)(FQR)
To Hit: 2D8+:7:5+3 To Hit: 2D8+ +3
Damage: Low+3 Damage: Low+3

LEFT SIDE RIGHT SIDE
DAMAGE TRACK ive Ve DAMAGE TRACK

& ©
* : *
t t
* *
X

Decoys: OO OO
P-D: 1-7 [4]
Dmg Con: 1-7

Tight Turn Cost: +4

EESS Gunner C NN | EEEEN Gunner C IS

Missile Launcher 4 Pulse Lasers
(360°) Lock-on < __ (RAL)(R)(RAR)
e)oloJoYo Yo Yo Yo Yo Yo To Hit: 2D8+" = +3
QOQOQ0OO0Q0O0Q0 Damage: Low+3
00000

REAR DAMAGE TRACK
o *
*| |w

FRONT LEFI" SIDE RIGHT SIDE - REAR - -
CRI

CRITICAL HITS CRITICAL HITS CRITICAL HITS TICAL HITS

Pilot dazed. Raven may not Structural damage. 5 hits on Structural damage. 5 hits on Rear bulkhead collapses. Takef§
move nor firePilot weapons the Left and 2 on the Right. the Right and 2 on the Left. 10 more hits on this Damage [
until after next game turn. Gunner A's Meld Lasers Gunner B's Meld Lasers Track.

Torps jettison. All remaining damaged. \Weapon system damaged. Weapon system Gunner C's Pulse Lasers

torps are lost. suffers -3 To Hit. suffers -3 To Hit. damaged. Weapon system
Shields damaged. Reduce Shields damaged. Reduce Shields damaged. Reduce suffers -1 To Hit.

Defensive Value by 1. Defensive Value by 2. Defensive Value by 2. Shields damaged. Reduce

Meld Lasers Targeting system Structural damage. Take 3 hits Structural damage. Take 3 hits Defensive Value by 1.

hit. Reduce each Meld Laser's to the Front damage track. to the Front damage track. Missile Launcher hit. It loses
chance To Hit by 1. Gunner A’s Pulse Lasers Gunner B's Pulse Lasers 1D6 missiles.

Disintegrator loses power. It damaged. Weapon system damaged. \Weapon system Maneuver Thrusters hit. Al
cannat fire until after next turn. suffers -2 To Hit. suffers -2 To Hit. turns cost 1 extra movement
Heavy structural damage. 3 Gunner A killed. His or her Gunner B killed. His or her point to perform.

hits on each Damage Track. weapons may not be fired. weapons may not be fired. Gunner C killed. His or her

Pilot killed. Raven cannot fire Electronic Warfare gone. Electronic Warfare gone. weapons may not be fired.

Pilot weapons or move. Raven may no longer jam torps. Raven may no longer jam torps. Reactor detonates. Star
Defensive Value drops to 5. Reduce Defensive Value by 2. Reduce Defensive Value by 2. Raven is completely destroyed.




PHARSII Il

: 120

BPV

B ot PN
1 Turbo Laser (F
To Hit: 2D8+/0:1

Damage: High

MW Gunner Al
Missile
Launcher
(FAL) (F) (FAR)

Lock-on <

Q000

N Gunner A N
4 Splatterguns (F)

To Hit: 2D6+/°17+3
Damage: Medium+6

Drive: [14]

N Crew R
PILOT

Pilt:

Gnr:
GUNNER A
Gnr:
GUNNER B

|Gnr:

Decoys: OO O
P-D: 1-6 [2]
Dmg Con: 1-5

(R)  Tight Turn Cost:

I Gunner B S

4 Splatterguns (R)

To Hit: 2D6+/4101+3
Damage: Medium+6

DAMAGE TRACK

@
&

PHARSII I

. Pilot N
1 Turbo Laser (F)
To Hit: 2D8+400E

Damage: High

M Gunner A
Missile
Launcher
(FQL) (F) (FAR)

N Gunner A RSN
4 Splatterguns (F)

To Hit: 2D6+205+3
Damage: Medium+6

Drive: [14]

N Crew HEN
PILOT

Pit:
Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:

Decoys: O O O
P-D: 1-6 [2]
Dmg Con: 1-5

(R)  Tight Turn Cost:

I Gunner B N

4 Splatterguns (R)
To Hit: 2D6+/12+3
Damage: Medium+6

DAMAGE TRACK

O

I CRITICAL HITS I

2 — Pilot dazed. Pharsii [l may not
move or fire the Turbo Laser
until after the next game turn.
The gunners may still fire while
the pilot is dazed.

Gunner B dazed. Gunner B

may not fire weapons until after

the next game turn.

Electronic Warfare knocked

out. Pharsii Il may no longer

jam torps. Reduce Defensive

Value by 3.

5 — Maneuver Thrusters dam-

aged. All turns, including tight

turns, cost one extra move-
ment point to perform.

Shields damaged. Reduce

Defensive Value by 1.

7 — Decoys blown away. Pharsii |l
loses all its decoys.

8 — Torp Targeting Scanner

damaged. No torpedoes may

be fired until after the next
game turn.

Missile Launcher damaged.

Lose 1010 remaining missiles.

10 — Gunner A dazed. Gunner A
may not fire weapons until after
the next game turn.

11 — Turbo Laser performance
impeded. Reduce damage
rating to Medium.

12 — Reactor hit. With a blinding
flash, the Pharsii is destroyed.

HTURBO LASER SPECSH
Short Range: 1-9 hexes (+1 To Hit).

3—

4—

6 —

9 —

| Medium Range: 10-25 hexes.

Long Range: 26-30 hexes
(-1 To Hit).

| Target Speed Restriction: Target's

Drive value must be <8.

ESPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




. Pilot
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High

To Hit: 2D8+

Damage: Low

B Crew S
PILOT

Pit:
Gnr:

GUNNER
Gnr:

(R)  Tight Turn Cost: +3

Decoys:O OO O
P-D: 1-6 (2)
Dmg Con: 1-6

I Gunne B

1 Pulse Laser (R)
To Hit: 2D8+ .
Damage: Low

G unner M

4 Pulse Lasers
(RAL)(R)(RAR)

To Hit;: 2D8+/..1:+3

Damage: Low+3

DAMAGE TRACK

= Gunner B
Missile
Launcher
(360°)

Lock-on <

00O

: 121

BPV

N Pilot M
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High

[ Dot S
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low

N Crev B
PILOT

Plt:
Gnr:

GUNNER

Gnr:__

(R)  Tight Turn Cost: +3

Decoys:O OO O
P-D: 1-6 (2)
Dmg Con: 1-6

N Gunner B

1 Pulse Laser (R)

To Hit: 2D8+

Damage: Low

N Gunner EE

4 Pulse Lasers
(RAL)(R)(RAR)

To Hit: 2D8+5012+3

Damage: Low+3

DAMAGE TRACK

= Gunner ®
Missile
Launcher
(360°)
Lock-on <

QOO

BN CRITICAL HITS S
2 — Pilot dazed. Seraph may not

move or fire the pilot's weapons
until after the next game turn.
The gunner may still fire while
the pilot is dazed.
Missile Launcher jam.
Seraph's Missile Launcher may
not be fired until after the next
game turn.
Electronic Warfare knocked
out. Seraph may no longer jam
torps. Reduce Defensive Value
by 3.
Maneuver Thrusters dam-
aged. All turns cost 1 extra
movement point to perform.
Shields damaged. Reduce
Defensive Value by 1.
Decoys blown away. Seraph
loses all its decoys.
Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.
Torp Discharger malfunction.
Lose 1D4 remaining torps of
the pilot's choice. Reduce
Defensive Value by 2.

|1 10 — Gunner dazed. Gunner may
not fire weapons until after the
next game turn.

11 — Turbo Laser performance
impeded. Reduce Damage
rating to Medium.

12 — Reactor hit. Sadly, the Seraph
is no more.

ETURBO LASER SPECSH

Long Range: 26-30 hexes
(-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <8.

Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




- FRONT
CRITICAL HITS

2 —

Decoys: OO OO
P-D: 1-6 [B]
Dmg Con: 1-8

To Hit: 2D6+"
Damage: High 1
QOO0

BN Gunner A NN

1 Heavy Plazgun (360°)
To Hit: 2D6+: -
Damage: Allx2 ¥

FRONT DAMAGE TRACK

& -

W

I Gunner B IS
2 Pulse Lasers
(FQL) (F)

To Hit: 2D8+4+1
Damage: Low +1

w

N Crew N
PILOT

Plt:
Gnr:

GUNNER A
Gnr:

GUNNER B
Gnr:

GUNNER C
Gnr:
GUNNER D
Gnr:

&
pad

LEFT SIDE
DAMAGE TRACK

\ @

S

EGunner BR

Missile
Launcher

&

(FAL)(RGL)

Lock-on < __

00000
00000

Defensive Value
12

Tight Turn Cost:
+4

S Gunner DR

2 Pulse Lasers (R)

To Hit: 2D8+: 7 +1
Damage: Low+1

@

REAR DAMAGE TRACK

B Gunner C IS
2 Pulse Lasers
(F) (FGR)
To Hit: 2D8+ +1
Damage: Low+1

RIGHT SIDE
DAMAGE TRACK

&

BGunner CH

&

Missile

Launcher

(FAR)(RGAR)
Lock-on < __

00000
00000

%

Pilot dazed. Drakar may not
move nor fire Railrepeator until
after next game turn.
Plazgun power loss. No firing
until after 2 game turns.
Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Railrepeator jams. \Weapon
out until after next game turn.
Gunner A killed. The Heavy
Plazgun may not be fired.
Cockpit Controls smashed.
Drakar may not move.

e

LEFT SIDE

- CRITICAL HITS

-
o

3
4—
5_

B —

Ouch! Take 5 more hits here.
Pulse Laser B damaged.
Weapon suffers a -2 To Hit.
Shields damaged. Reduce
Defensive Value by 1.
Launcher B hit. Drops5
missiles.

Launcher B jams. Weapon
out until after next game turn.
Gunner B killed. Lose use of
Gunner B's weapons.
Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

- RIGHT SIDE
CRITICAL HITS

2
3 —

4-—

Ouch! Take 5 more hits here.
Pulse Laser C damaged.
Weapon suffers a -2 To Hit.
Shields damaged. Reduce
Defensive Value by 1.
Launcher C hit. Drops 5
missiles.

Launcher C jams. Weapon
out until after next game turn.
Gunner C killed. Lose use of
Gunner C's weapons.
Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 —

REAR

CRITICAL HITS
Heavy Structural Damage.
Take 15 hits on rear; 5 hits to
Left and Right Damage Tracks.
Heavy Plazgun hit. Weapon
may only fire after 3 turns.
Shields damaged. Reduce
Defensive Value by 1.
Gunner D’s Pulse Lasers hit.
Reduce chance to hit by 2.
Maneuver Thrusters hit. All
turns cost +1 movement point.
Gunner D killed. Lose use of
Gunner D's Pulse Lasers.
Reactor Detonates. History.




4 — Shields damaged. -1 to DV.

5 — Too tough! No extra damage.

6 — Weapon jams. One random
cannon or projector may not fire
until after next game turn.

7 — Gunner killed. Lose the use of one
gunner's weapons.

8 — Cockpit Controls smashed.
Vessel may not move and
Defenaive Value drops to 5.

4 — Shields damaged. -1 to DV.

5 — Structural damage. Take 5 hits
on this side and 3 on the right.

6 — Missile Launcher jams. One
random launcher may not fire
until after next game turn.

7 — Gunner killed. Lose use of one
gunner's weapons.

8 — Electronic Warfare gone. Vessel
can't jam torps. -2 to DV.

4 — Shields damaged. -1 to DV.

5 — Structural damage. Take 5 hits
on this side and 3 on the left.

6 — Missile Launcher jams. One
random launcher may nat fire
until after next game turn.

7 — Gunner killed. Lose use of one
gunner’'s weapons.

8 — Electronic Warfare gone. Vessel
can't jam torps. -2 to DV.

Em TPy mEE s R . |
) wreRy | o 1 GUNNER A
Gnr:
GUNNER B
Gnre:___
FRONT DAMAGE TRACK g‘:‘r‘:““ €
- GUN&ER D
Gnr:
GUNNER E ;
Gnr:
GUNNER F ?
= ] Gnr:
GUNNER G
Gnr:
Decoys:
LEFT SIDE RIGHT SIDE || bme C
mg Con:
DAMAGE TRACK Defensive """‘" DAMAGE TRACK —— =
S &
D) 2
£ (o
% @Q | |
Drwe ]
Tight Tum Cost:
.- |
| | B
el
REAR DAMAGE TRACK TR
—-—
"
FRONT LEFT SIDE RIGHT SIDE REAR
’, CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
| 2 — Pilot killed. Vessel may not 2 — Structural Damage. Take 5 more | 2 — Structural Damage. Take 5 more | 2 — Heavy Structural Damage. Take
move nor fire pilot’s weapons. hits on left and right side. hits on left and right side. 10 more hits on Rear and 1010
3 — Electronic Warfare damaged. |3 — Weapon Targeting damaged. One | 3 — Weapon Targeting damaged. One hits on Left and Right Damage
Reduce Defensive Value by 2. random cannon is 2 To Ht. random cannon is -2 To Hit. Tracks.

3 — Electronic Warfare damaged.
Reduce Defensive Value by 2.

4 — Shields damaged. -1 to DV.

5 — Launcher hit. Lose 108
missiles.

6 — Maneuver Thrusters damaged. §
All turns +1 movement paint. .

7 — Gunner killed. Lose use of one [
gunner's weapons.

8 — Reactor Detonates. Gunboat is
destroyed.
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THUNDER BIRD |

>
BPV:19

REARGUARD

~—
-

4 Pulse Lasers (F)
To Hit: 2D8+ 71D8+3
Damage: Low+3

(A)  Tight Turn Cost: _1D8+3
DAMAGE TRACK

[

INTRODUCTORY SCENARIO 6
L N SRS MR T

During Imperial Year 473, Greater House Devon finally gained pos-
session of the planet Rahayna (in the Pyskar star system) from the
Imperium. This acquisition took years of diplomatic wrangling, but
once finalized, the Devonians were free to cast all other Provincial
powers off-world. While doing so, House Devon forces discovered an
enclave of House Colos troops preparing a last ditch coup to wrest
control of the world from the Devonians. Caught before their plans
could be fully implemented, the Colosians evacuated to waiting deep
space transports but the Devonians pursued with all available forces.

To cover their escape, the Colosians left a rearguard of expendable
star fighters. This scenario depicts a small portion of the rearguard
action over the steamy and conflict-ridden planet, Rahayna.

Forces
Colosian Rearguard: Set up first in Area |.

Night Hawk A — Pilot (PIt 5, Gnr 1)
Thunder Bird A—  Pilot (PIt 4, Gnr 7)
Thunder Bird B—  Pilot (PIt 4, Gnr 2)
Devonian Pursuit Fighters: Set up second along Edge 1.
Epping A— Pilot (PIt 5, Gnr 3)
Gunner A (Gnr 8)
Gunner B (Gnr 7)
Gunner C (Gnr 7)
Pilot (PIt 6, Gnr 9)
Pilot (PIt 4, Gnr 8)
Pilot (PIt 4, Gnr 6)

Spirit Rider A—
Spirit Rider B —
Sp!rit Rider C —

1.0.E3

ERESEN Pijot MK

4 Pulse Lasers (F)

To Hit: 2D8+ 71D4+3
Damage: Low+3

(A)
DAMAGE TRACK

To Hit: 2D8+ 7104
Damage: Medium

S Gunner A E=Sm8
1 Pulse Laser (F)
To Hit: 2D8+ 108

Damage: Low

% Gunner B =
1 Pulse Laser
(FAL)(RAL)(A)

To Hit: 2D8+ 108
Damage: Low

Tight Turn Cost:

1D6+3

Tight Turn Cost: Z D&,S

‘ GUNNER A
|Gnr:_8 ‘
GUNNER B
Gnr:_7
GUNNER C
Gnr:_7

N Gunner C E=8
1 Pulse Laser
(FOR)(RAR)(A)

To Hit: 2D8+1D8
Damage: Low

ST

IR CRITICAL HIT

1— Shields damaged. Reduce
Defensive Value by 2.

2 — Laser Targeters damaged.
Pulse Lasers may not be fired
until after the next game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Torp Load jettison. Thunder
Bird loses 1D4 torps of the
pilot’s choice.

5 — Electronic Warfare knocked

“out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

6 — Engines sputter. Thunder Bird

may only use 2 movement
points next game turn. Reduce
Defensive Value by 6 due
additional damage.

81 7— Engines severely damaged.

Thunder Bird reduced to a
Drive value of 1. Reduce
Defensive Value by 7 due to
additional damage.

8 — Pilot dazed. Thunder Bird may
not move or fire until after the
next game turn.

9 — Pilot killed. Thunder Bird may
perform no further actions.

10 — Reactor hit. Craft detonates
and is destroyed.

H PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

B CRITICAL HIT ==

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Meld Laser Targeters
damaged. Meld Laser may not
be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Missile malfunction. One
armed Missile Launcher of
pilot’s choice loses 1D10 of its
remaining missiles.

5 — Massive Missile malfunction.
Each Missile Launcher loses
1D10 of its remaining missiles.

6 — Gunner killed. One remaining
gunner (selected randomly) is
killed; Epping loses use of his
Missile Launcher and Pulse
Laser.

8l 7 — Engines sputter. Epping may

only use 2 movement points
next game turn. Reduce
Defensive Value by 2 due to
additional damage.

; 8 — Pilot dazed. Craft may not

move and Meld Laser may not
be fired until after the next
game turn. Gunners may fire
their weapons while the pilot is
dazed.

9 — Crew killed. Epping may
perform no further actions.

10 — Reactor hit. Epping explodes
in pyrotechnic display.

i@ PULSE LASER SPECS H®
Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

| ™ MELD LASER SPECS H

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target’s
Drive value must be <12.




= =
802D
-7 S
or) g O
P » O
S o = =
) (=}
= @

< T

S 'S >
(=] @

= A el

= S

i o=

=

(o]

L]

o3
el

e sides, then cut the sheet in half, giving each

3%}
7]
I
1)
o
o
g
=
bk
(&)
1)
Lt
XL
[
L)
£
-
<
o
g
=
L
(1))

Il in the appropriate blank Starcraft Displays provided in the rule book. As inq

1arios. To use them properly, remove the staple that binds this folder and separat

1.0.E4 NlGHT HAWK

IR [0t sl
6 Splatterguns (F)
To Hit: 2D6+ 71D04+5

Damage: Medium+10

|| S Creyw W

|| PILOT
Plt: 5

Gnr:

NS Pilot
1 Meld Laser (F)
To Hit: 2D8+ 1D4
Damage: Medium

1

1 — Shields damaged. Reduce
Defensive Value by 2

2 — Splattergun Targeters
damaged. Splatterguns may
not be fired until after the next
game turn

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull compromised. Reduce
Defensive Value by 4

9 — Electronic Warfare knocked
out. Night Hawk may no
longer jam torps. Reduce
Defensive Value by 5.

6 — Severe structural damage.
Reduce Defensive Value by 6
Modify Night Hawk’s further
To Hit attempts by -4.

‘1 7 — Engines sputter. Night Hawk

may only use 3 movement

points next game turn. Reduce

Defensive Value by 6 due to

additional damage.

| 8 — Pilot dazed. Night Hawk may

not move or fire until after the
next game turn.

‘7  9 — Pilot killed. Night Hawk may

perform no further actions.
10 — Reactor hit. Vessel explodes
and is utterly destroyed.

" | mSPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).

,;: | Medium Range: 3-6 hexes.
. Long Range: 7-10 hexes (-1 To Hit).

" | = MELD LASER SPECS M

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes
| Long Range: 19-20 hexes (-1 To Hit)

£ : Target Speed Restriction: Target's

Drive value must be <12
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(A)

12 1.0.E9 SPIRIT RIDER

/
NG Drive: [1 5J /
Tight Turn Cost: 7D6+3
DAMAGE TRACK

o -> & |[19] t [&f12]
S w e [EIT

12 1.0.IE1 SPIRIT RIDER

— TPV —

ee |

T [l N
Il | 2 Splatterguns (F)
To Hit: 2D6+ 71D6+1
Damage: Medium+2

_(F)

12 1.0.I31 SPIRIT RIDER ' &rv

e Drive: HS] /
(A) ;
DAMAGE TRACK

Tight Turn Cost: _
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: N Crew -i
|| PILOT

Plt: 4
Il Gnr: 6

74
\7 Drive: 15| /

Tight Turn Cost:

(A)
DAMAGE TRACK
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1D8+3

12 1.o.I51 SPIRIT RIDER | &sv
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NS Pilot SR
2 Splatterguns (F)
To Hit: 2D6+706+1
Damage: Medium+2

(F)

\

|| - Creyv M

{| PILOT
:PIt: )
(Gnr: 5

4 Medium Rane-

EEEEE CRITICAL HIT -

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Evade Thrusters hit. Reduce
Defensive Value by 3

1 3 — Maneuver Thrusters hit. Spirit

Rider may no longer turn.

| 4— Hull compromised. Reduce

Defensive Value by 4.

: 5 — Electronic Warfare knocked

out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7

7— Engines destroyed. Spirit
Rider may not move or turn
Reduce Defensive Value to 5.

8 — Pilot dazed. Spirit Rider may
not move or fire any remaining
torp until after the next game
turn.

9 — Pilot killed. Spirit Rider may
perform no further actions

1 10 — Reactor hit. Power supply

detonates; vessel is destroyed.

B SPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).

B CRITICAL HIT S

1980 Iron Crown Enterprises. Permission granted to phatocopy for pﬂmbnaluao.
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I Pilot NE——
6 Splatterguns (F)
To Hit: 2D6+ 708+5

Damage: Medium+10

I Pilot N
6 Splatterguns (F)
To Hit: 2D6+ 7104+5

Damage: Medium+10

L Pilot EENEE
1 Meld Laser (F)
To Hit: 2D8+71D8
Damage: Medium

EEEEEE Pilot EEREED
1 Meld Laser (F)
To Hit: 2D8+ 1D4
Damage: Medium

0B NIGHT HAWK
B NIGHT HAWK

(A)  Tight Turn Cost: 1 D6+3 : (A)  Tight Turn Cost: _10D8+3
DAMAGE TRACK DAMAGE TRACK
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BPV: 23

BPV: 23

INTRODUCTORY SCENARIO 2

DOGFIGHT OVER EXIVIA R [ e e e

Over the gas giant Exmar in the Gotama star system, Night Hawks of the 2331st Millennia Warrior Med. SMAC Rgt. continually tangled with Al-
terant Replicant pilots during the Replicant Rebellion of Imp.471-472. This scenario deals with one such action where the Replicants were able to
force a toe-to-toe dogfight with their Imperial counterparts.

Forces : Specia RuLes
Element from 2331st Med. SMAC Rgt: Set up first along Edge 1. 1) Due to extended operations without resupply, the Alterant Replicant
Night Hawk A — Pilot (Pit 7, Gnr 6) Spirit Riders are not armed with their torpedoes.
Night Hawk B—  Pilot (Pit 6, Gnr 3) | Vicrory CONDITIONS
Flight of Alterant Replicant Spirit Riders: Set up second along Edge 3. | Atthe end of 10 game turns, both sides total up the TPVs of all enemy
Spirit Rider A — Pilot (Pit 10, Gnr 7) starcraft destroyed. The side with the highest total wins.
Spirit Rider B — Pilot (Pit 4, Gnr 5)
Spirit Rider C — Pilot (Pit 1, Gnr 4)
Spinit Rider D — Pilot (Pit 1, Gnr 1)

sty Dilot s
2 Splatterguns (F)
To Hit: 2D6+ 71D08+1
Damage: Medium+2

sl POl e
2 Splatterguns (F)
To Hit: 2D6+ 71D6+1
Damage: Medium+2

(A)  Tight Turn Cost: 1D08+3
DAMAGE TRACK

<Dfls] %E
(o] w [ [[e]ff=][X

(A)  Tight Turn Cost: 1D4+3
DAMAGE TRACK

Dbl {@@
[o]jw* [[e 2]} X

i [Dilot Eneds) EE Crew EEE
2 Splatterguns (F) PILOT

To Hit: 2D6+ 1D4+1 Pit: 1
Damage: Medium+2 o AT

[l Dilot MEsE E Crew EEN
2 Splatterguns (F) PILOT

To Hit: 2D6+ 704+1 Pit: 1
Damage: Medium+2 1

(A)  Tight Turn Cost: 1D10+3
DAMAGE TRACK

s Dzl
[o]fw [ [[e]il2]] X

(A] Tight Turn Cost: 10D 10+3
DAMAGE TRACK
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DOGFIGHT OVER EXMAR

I CRITICAL HIT N

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Splattergun Targeters
damaged. Splatterguns may
not be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull compromised. Reduce
Defensive Value by 4.

5 — Electronic Warfare knocked
out. Night Hawk may no
longer jam torps. Reduce
Defensive Value by 5.

6 — Severe structural damage.
Reduce Defensive Value by 6.
Modify Night Hawk'’s further
To Hit attempts by -4.

7 — Engines sputter. Night Hawk
may only use 3 movement
points next game turn. Reduce
Defensive Value by 6 due to
additional damage.

8 — Pilot dazed. Night Hawk may
not move or fire until after the
next game turn.

9 — Pilot killed. Night Hawk may
perform no further actions.

10 — Reactor hit. Vessel explodes
and is utterly destroyed.

B SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).

I MELD LASER SPECSH

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 13-20hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

R CRITICAL HIT =nas

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Evade Thrusters hit. Reduce
Defensive Value by 3.

3 — Maneuver Thrusters hit. Spirit
Rider may no longer turn.

4 — Hull compromised. Reduce
Defensive Value by 4.

5 — Electronic Warfare knocked
oul. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

7 — Engines destroyed. Spirit
Rider may not move or turn.
Reduce Defensive Value to 5.

8 — Pilot dazed. Spirit Rider may
not move or fire any remaining
torp until after the next game
turn.

9 — Pilot killed. Spirit Rider may
perform no further actions.

10 — Reactor hit. Power supply
detonates; vessel is destroyed.

H SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).




INTRODUCTORY SCENARIO 1
THE SILENT DEATH e —

Star fighter engagements between evenly matched forces have
always been a rare event, though not unheard of. Here, 4 Pit Vipers of
the 141st Devonian Combat Wing tangle with a couple of Thunder Birds
flown by Tjokjad natives during that planet's secession attempt in
Imp.474.

The mix of fighters and pilots brought about a closely contested
match where superior tactics and a generous dose of good luck carried
the day.

Forces
Tjokjad Thunder Bird Element: Set up first along Edge 1.
Thunder Bird A—  Pilot (PIt 8, Gnr 4)
Thunder Bird B—  Pilot (PIt 7, Gnr 6)
Flight from 141st Devonian: Set up second along Edge 3.
Pit Viper A — Pilot (PIt 10, Gnr 5)
Pit Viper B — Pilot (PIt 5, Gnr 7)
Pit Viper C — Pilot (PIt 2, Gnr 2)
Pit Viper D — Pilot (PIt 1, Gnr 1)
SpeciaL RuLes
1) Due to ordnance shortages, the Thunder Birds are not carrying their
torpedoes.
Vicrory ConpiTions
Atthe end of 10 game turns, both sides total up the TPVs of all enemy

starcraft destroyed. The side with the highest total wins. A tie result
indicates a draw.

.
™
o
i
E
(o
0

Drive:
(A}  Tight Turn Cost: 1D04+3
DAMAGE TRACK

= [el|D % el
Goknk

R [0t PR

1 Pulse Laser (F)

To Hit: 2D8+ 104
Damage: Low

0.1 PIT VIPER! epv: o

Drive:
(A)  Tight Turn Cost: 1D10+3
DAMAGE TRACK

g@*p@
el w] X

BPV: 9

| THESILENTDEATH |

THUNDER BIRD

THUNDER BIRD -2

1.0.I:0
BPV:19

0.E1 PIT VIPER

0.1 PIT VIPER! epv: o

BPV: 9

P Diloy, B

4 Pulse Lasers (F)

To Hit: 2D8+ 7104+3
Damage: Low+3

S Creyv EEN
PILOT
Pit: 8

(A)  Tight Turn Cost: 1D4+3

DAMAGE TRACK

ik [T

[efjw| ]

X]

— Diloft E—

4 Pulse Lasers (F)

To Hit: 2D8+ 7106+3
Damage: Low+3

Drive:

(A)  Tight Turn Cost: 104+3

DAMAGE TRACK

<D |14

[o)jw| [5]

X]

Drive:

(A)  Tight Turn Cost: 1D6+3

DAMAGE TRACK

*E@*PP
[e]e]lw - ]PX

EEEEN Pilot N

1 Pulse Laser (F)

To Hit: 208+ 1D4
Damage: Low

(Al  Tight Turn Cost: 1D10+3

DAMAGE TRACK

E@*PP
[l w2 PX

N CRITICAL HIT

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Laser Targeters damaged.
Pulse Lasers may not be fired
until after the next game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Torp Load jettison. Thunder
Bird loses 1D4 torps of the
pilot’s choice.

5 — Electronic Warfare knocked
out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

6 — Engines sputter. Thunder Bird
may only.use 2 movement
points next game turn. Reduce
Defensive Value by 6 due
additional damage.

7 — Engines severely damaged.
Thunder Bird reduced to a
Drive value of 1. Reduce
Defensive Value by 7 due to
additional damage.

8 — Pilot dazed. Thunder Bird may
not move or fire until after the
next game turn.

9 — Pilot killed. Thunder Bird may
perform no further actions.

10 — Reactor hit. Craft detonates
and is destroyed.

B PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

Viper may no longer make
Tight Turns.

4 — Engines severely damaged.
Pit Viper reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

5 — Electronic Warfare knocked
out. Pit Viper may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

7 — Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit
Viper will disintegrate and be
destroyed.

8 — Pilot dazed. Pit Viper may not
move or fire until after the end
of the next game turn.

9 — Pilot killed. Pit Viper may
perform no further actions.

10 — Reactor hit. Power generator
detonates; vessel is destroyed.

M PULSE LASER SPECS H
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).




INTRODUCTORY SCENARIO 3
TAKAI'S STRAGGLERS I

Idorian raids against House Jade-London’s Frontier interests stepped
up towards the end of Imp.474. During one such hit-and-run mission,
the Darranian 74th Fighter Group — now flying for Jade-London —
was caught during training maneuvers. In its haste to leave the battle
area, the 74th’s Wing Tender vessel left behind two Salamander
fighters of Jo Takai's CordonSquadron. These unseasoned crews were
left to fend for themselves in the face of yet another Idorian onslaught.

Seeing the two lone Salamanders come up on his tactical scanner,
the Idorian strike force leader, flying a captured Seraph, decided to
engage them alone in a fight to the death, thus serving as an example
for his fellow squadron members.

Forces
Sqdrn Leader Asufhet, Idorian Fir Grp #12: Set up first in Area A.

Seraph A — Pilot (PIt 10, Gnr 9)
Gunner (Gnr 9)

Element of Darranian 74th Fighter Group: Set up second in Area F.

Salamander A—  Pilot (PIt 5, Gnr 5)

Gunner (Gnr 8)

Pilot (PIt 3, Gnr 1)

Gunner (Gnr 7)

SpeciaL RuLes
1) Because the Salamanders were on training exercises at the time
of the Idorian attack, they are not carrying their torpedoes.

2) The Idorian Seraph is carrying neither its missiles nor its torpe-

does, as these were fully expended in an earlier portion of the
raid.

Salamander B —

Victory ConbiTiONS
The Idorian player wins if, by the end of 10 game turns, he has
knocked out all the cannon weapon systems on both Salamanders.
The Darranian player wins if, by the end of 10 game turns, he has
destroyed the Seraph, or killed its pilot.
Any other result is a draw.

B Crew S
PILOT

Plt: 5°
Gnr: 5
GUNNER

N Pilot; N—
1 impulsegun (F)
To Hit: 2D8+ 1D6

Damage: High
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L
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=
g
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g
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Drive:

(A)  Tight Turn Cost: 1D6+3

BN Gunner BN
1 Pulse Laser (360°)
To Hit: 2D8+1D8
Damage: Low

B Gunner B
2 Splatterguns
(RQAL) (A) (RAR)

To Hit: 2D6+7086+1
Damage: Medium+2

DAMAGE TRACK
Dfw
O *
5] [« [ElEE]

SALAMANDER

e i} SRS

1 Turbo Laser (F)

To Hit: 208+ 7070
Damage: High

BN Creyw BN
PILOT

Pit: 710
Gnr: 9
GUNNER
Gnr: 9 5

N Pilot ME————
1 Pulse Laser (F)

To Hit: 2D8+7D10
Damage: Low

(A)  Tight Turn Cost: 1D4+3

W Gunner B
Missile
Launcher

B Gunner B
1 Pulse Laser (A)
To Hit: 2D8+ 1010

Damage: Low

I Gunner B
4 Pulse Lasers
(RAL)(A)(RGR)

To Hit: 2D8+ 1D10+3
Damage: Low+3

DAMAGE TRACK

sl
['2]

&

BN Pilot NE—

1 Impulsegun (F)

To Hit: 2D8+ 1D4
Damage: High

. Crew NN
PILOT

Pit: 3
Gnr: 1
GUNNER

Drive:

(A Tight Turn Cost: _108+3

I Gunner I
1 Pulse Laser (360°)
To Hit: 2D8+ 108
Damage: Low

B Gunner B
2 Splatterguns
(RAL) (A) (RAR)

To Hit: 2D6+ 7108+1
Damage: Medium+2

DAMAGE TRACK

(sl

&

(o] fled

- TAKAI'S STRAGGLERS | ' 2

| B CRITICAL HIT mum—

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Torp Discharger malfunction.
Lose 1D4 remaining torpedoes
of the pilot’s choice. Reduce
Defensive Value by 2 due to
additional damage.

5 — Electronic Warfare knocked
out. Seraph may no longer jam
torps. Reduce Defensive Value
by 3.

6 — Gunner dazed. Gunner may
not fire his weapons until after
the next game turn.

7 — Missile Launcher jam.
Seraph’s Missile Launcher may
not be fired until after the next
game turn.

8 — Turbo Laser performance
impeded. Reduce Damage
rating to Medium.

9 — Pilot dazed. Seraph may not
move or fire the pilot's
weapons until after the next
game turn. The gunner may
still fire while the pilot is dazed.

10 — Reactor hit. Sadly, the
Seraph is no more.

HE TURBO LASER SPECSH

Short Range: 1-9 hexes (+1 To Hit).

Medium Range: 10-25 hexes.

Long Range:26-30 hexes (-1To Hit).

Target Speed Restriction: Target’s
Drive value must be <8.

I PULSE LASER SPECSE
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

I CRITICAL HIT N

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull buckles. Reduce
Defensive Value by 4. Also,
lose one torpedo of the pilot’s
choice.

5 — Electronic Warfare knocked
out. Salamander may no
longer jam torps. Reduce
Defensive Value by 3.

6 — Gunner killed. Salamander
may no longer use the Pulse
Laser or Splatterguns.

7 — Engines sputter. Salamander
may only use 3 movement
points next game turn. Reduce
Defensive Value by 5 due to
additional damage.

8 — Pilot dazed. Salamander may
not move or fire the Im-
pulsegun until after the next
game turn. The gunner may
still fire while the pilot is dazed.

9 — Crew killed. Salamander may
perferm no further actions.

10 — Reactor hit. Starcraft
explodes and passes into
oblivion.

H IMPULSEGUN SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).

H SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).

B PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).




INTRODUCTORY SCENARIO 4
VIPERS AT THE DOOR I

This scenario depicts a typical screening action performed against a
numerically superior foe. The Pit Viper fighters are attempting to get past the
Spirit Riders and inflict damage against an orbital metals processing factory.

FoRces
Screening Spirit Rider Element: Set up first anywhere on the map.

Spirit Rider A — Pilot (PIt 7, Gnr 10)
Spirit Rider B — Pilot (PIt 4, Gnr 9)

Flight from 141st Devonian: Set up second along Edge 1.

Pit Viper A— Pilot (PIt 6, Gnr 7)
Pit Viper B — Pilot (PIt 5, Gnr 5)
Pit Viper C — Pilot (PIt 3, Gnr 2)
Pit Viper D — Pilot (PIt 2, Gnr 1)

SpeciAL RuLes

1) The Spirit Riders are not carrying their torpedoes.

2) There is an orbital metals processing factory off of the playing surface from Edge
3. Each Pit Viper may exit off of Edge 3 once to attack the orbital factory,
scoring extra Victory Points as explained below. When a Pit Viper exits off of
Edge 3 during a Movement Phase, set it aside and keep track of the number of
complete game turns it remains off-board. When it returns to the map (as the
first action of a subsequent game turn), a Pit Viper is placed by the controlling
player on any Edge 3 hex facing either of the two hex sides which face out
towards the map. On the turn of reentry to the map, a Pit Viper may only
expend up to half of its available movement points (ignore fractional movement
points). -

3) Each Pit Viper which has exited off Edge 3 is attacked by the defenses of the orbital
factory at the end of every Cannon Fire Phase that the Pit Viper is off-board.
This is a 2D8 + 1D10 attack which scores Medium Damage.

4) The Pit Vipers should exit off of Edge 1 before the end of the game so that they can
return to their Carrier vessel. Once exited off of Edge 1, a Pit Viper may not
return to the map.

5) Pit Vipers may only exit the map from Edges 3 & 1 — to do so costs 1 movement
point from an edge hex in which they are facing away from map hexes. Spirit
Riders may not exit the map.

6) Pit Viper pilots which are not on the map at the beginning of a game turn may not
use their Plt value to influence the initiative roll.

7) At least 1 Pit Viper must be on the map at the beginning of each Movement Phase
until the last has exited off of Edge 1. Otherwise, the scenario is automatically
forfeited to the Spirit Rider player.

Vicrory ConbpiTions
This scenario lasts 10 game turns. The side that has accumulated the most
Victory Points by the end of the scenario wins. Victory Points are accumulated
as follows:
Spirit Riders: « +TPV of any Pit Vipers destroyed or not exited off of Edge 1 by the
end of the game.
++30 points if no Pit Vipers are exited off of Edge 3 for at least one
complete game turn.
Pit Vipers:  ++10 points for each Spirit Rider destroyed (do not score TPV).

«+5 points for each complete game turn any Pit Viper with a function-
ing Pulse Laser is held off of Edge 3. Each Pit Viper (with functioning weapon)
held off of Edge 3 scores these 5 points per turn — this represents the effect of
their attacks against the orbital factory.
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I CRITICAL HIT IEm

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Evade Thrusters hit. Reduce
Defensive Value by 3.

3 — Maneuver Thrusters hit. Spirit
Rider may no longer turn.

4 — Hull compromised. Reduce
Defensive Value by 4.

5 — Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

7 — Engines destroyed. Spirit
Rider may not move or turn.
Reduce Defensive Value to 5.

8 — Pilot dazed. Spirit Rider may
not move or fire any remaining
torp until after the next game
turn.

9 — Pilot killed. Spirit Rider may
perform no further actions.

10 — Reactor hit. Power supply
detonates; vessel is destroyed.

B SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).

I CRITICAL HIT

1 — Shields damaged. Reduce
Defensive Value by 3.

2 — Evade Thrusters hit. Reduce
Defensive Value by 4.

3 — Maneuver Thrusters hit. Pit
Viper may no longer make
Tight Turns.

4 — Engines severely damaged.
Pit Viper reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

5 — Electronic Warfare knocked
out. Pit Viper may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

7 — Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit
Viper will disintegrate and be
destroyed.

8 — Pilot dazed. Pit Viper may not
move or fire until after the end
of the next game turn.

9 — Pilot killed. Pit Viper may
perform no further actions.

10 — Reactor hit. Power generator
detonates; vessel is destroyed.

H PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).
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I CRITICAL HIT I

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Evade Thrusters hit. Reduce
Defensive Value by 3.

3 — Maneuver Thrusters hit. Spirit
Rider may no longer turn.

4 — Hull compromised. Reduce
Defensive Value by 4.

5 — Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

6 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

7 — Engines destroyed. Spirit
Rider may not move or turn.
Reduce Defensive Value to 5.

8 — Pilot dazed. Spirit Rider may
not move or fire any remaining
torp until after the next game
turn.

9 — Pilot killed. Spirit Rider may
perform no further actions.

10 — Reactor hit. Power supply
detonates; vessel is destroyed.

H SPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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(A Tight Turn Cost: 10 710+3
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THE FREE TRADER'S SHUTTLE

BN CRITICAL HIT I

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Splattergun Targeters
damaged. Splatterguns may

IS Pjlot N not be fired until after the next

1 Meld Laser (F) game turn.

To Hit: 2D8+ 104 3 — Maneuver Thrusters damaged.

Damage: Medium All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull compromised. Reduce
Defensive Value by 4.

5 — Electronic Warfare knocked
out. Night Hawk may no
longer jam torps. Reduce
Defensive Value by 5.

6 — Severe structural damage.
Reduce Defensive Value by 6.
Modify Night Hawk's further
To Hit attempts by -4.

7 — Engines sputter. Night Hawk
may only use 3 movement
points next game turn. Reduce

(A)  Tight Turn Cost: _106+3 (A Tight Turn Cost: _106+3 Defensive Value by 6 due to

DAMAGE TRACK DAMAGE TRACK : :ciildi:ignal gan&agﬁt e

— Pilot dazed. Night Hawk may
* S|r3]| w * D] w not move or fire until after the
*[ =] * next game turn.
['_5] E] E E’ E] E E 9 — Pilot killed. Night Hawk may

perform no further actions.
10 — Reactor hit. Vessel explodes
and is utterly destroyed.

B SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).

I MELD LASER SPECSH

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.
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INTRODUCTORY SCENARIO 5
THE FREE TRADER’'S SHUTTLE I

The League of Merchants is an Empire-spanning crime syndicate, and
its self-styled “Free Traders” are its most potent operatives. The majority
of Provincial powers tolerate their presence, but when a particularly
ambitious Captain starts taking too many liberties with the law, he is
usually paid back with his own blood, and the justice is swift.

Such was the case with the rogue, Captain Vaclav Kasagu, who in
Imp.472-474 was operating in House Red Star territory. Red Star
intelligence eventually discovered his whereabouts and operating method,
and a strike force was mustered to put him out of business — perma-
nently. This scenario depicts Captain Kasagu being caught by Red Star
security force fighters during a routine contraband delivery.

Forces
Kasagu’s Shuttle and Escort Flight: Set up first in Area E.

Shryak Shuttle A— Pilot (PIt 9, Gnr 8)
Gunner (Gnr 9)
Spirit Rider A—  Pilot (PIt 6, Gnr 7)
Spirit Rider B— - Pilot (PIt 4, Gnr 5)
Spirit Rider C—  Pilot (PIt 3, Gnr 4)
Spirit Rider D—  Pilot (PIt 2, Gnr 1)
Red Star Security Flight: Set up second along Edge 4.

Salamander A—  Pilot (PIt 7, Gnr 10)
Gunner (Gnr 7)
Salamander B—  Pilot (PIt 6, Gnr 6)
Gunner (Gnr 5)
Night Hawk A—  Pilot (PIt 6, Gnr 3)
Night Hawk B—  Pilot (PIt 6, Gnr 2)
SpeciaL RuLes
1) If playing with Basic Game rules, remove all missile launchers and
torpedoes from the Starcraft Displays. If playing the Standard Game
rules, all vessels carry their normal allotment of missiles and torps,
but shorten the game length to 6 turns.
Vicrory ConpiTions
The Red Star forces have 10 game turns (6 if using Standard Game
rules) to destroy the Shryak Shuttle. Ifthey do so, they win. Ifthe Shuttle
is not destroyed by the end of the scenario, the Free Trader side wins.
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To Hit: 2D6+ 706+1
Damage: Medium+2
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NN CRITICAL HIT

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Pulse Laser Targeters dam-
aged. Pulse Lasers may not be
fired until after the next game
turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Missile malfunction. Missile
Launcher loses 1D4 of its
remaining missiles.

5 — Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.

6 — Gunner killed. Shryak Shuttle
loses the use of its Pulse
Lasers. _

7 — Engines sputter. Shryak
Shuttle may only use 2
movement points next game
turn. Reduce Defensive Value
by 4 due to additional damage.

8 — Armor Plate compromised.
Reduce Damage Reduction to 0.

9 — Pilot dazed. Craft may not
move and Missile Launcher
may not be fired until after the
next game turn. The gunner
may fire the Pulse Lasers while
the pilot is dazed.

10 — Reactor hit. Shryak Shuttle
suffers cataclysmic destruction.

M PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

I CRITICAL HIT

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Torp Targeting Scanner
damaged. No torpedoes may
be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull buckles. Reduce
Defensive Value by 4. Also,
lose one torpedo of the pilot's
choice.

5 — Electronic Warfare knocked
out. Salamander may no
longer jam torps. Reduce
Defensive Value by 3.

6 — Gunner killed. Salamander
may no longer use the Pulse
Laser or Splatterguns.

7 — Engines sputter. Salamander
may only use 3 movement
points next game turn. Reduce
Defensive Value by 5 due to
additional damage.

8 — Pilot dazed. Salamander may
not move or fire the Im-
pulsegun until after the next
game turn. The gunner may
still fire while the pilot is dazed.

9 — Crew killed. Salamander may
perform no further actions.

10 — Reactor hit. Starcraft
explodes and passes into
oblivion.

HIMPULSEGUN SPECSE
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).

B SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).

B PULSE LASER SPECS ®
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).
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Silent Death™ is
an exciting and
qmckwno
game of star
fighter combat in
the far future.

Set against the
backdrop of a frag-
mented and feudal

high-tech empire,

for confiict present
themselves. At the
forefront of these
titanic clashes —
which decide the
fates of worlds
and star systems
— fly the colors of
a muititude of star
fighters. Proud
and cunning, their
pilots and weapon

officers are well
aware of the odds they face. Most
will never see their second sortie, but
those who survive enemy missiles,
lasers, and ion cannons are well on
their way to legendary stature.

Silent Death is a game that allows

for a wide diversity of weapon types,
varying crew quality, and a number

of tactical situations. Players may
even follow their pilots’ and gunners’
exploits from game to game, keeping
track of expenience and increasing skill
levels through an entire campaign.

For 2 or more players,
ages 14 — Adult

Made in U.S.A.

]

ICE Complexity
Rating

(1 is incredibly simple,
10 is terribly compligx)

Silent Death
includes these
components:

* 18 Readyto-Paij
Metal Star F
Miniatures.

* Rules & Starcraft
Display Pack.

¢ Folder of
Introductory
Scenarios.

¢ Huge 47" x 427
Playing Surface

* 180 Color
Counters.

¢ 9 Dice.

Note: Miniatures provided with Sllerit Death
contain lead. This is not a toy

Produced and distmbuted by

P.0. Box 1605
H:E Charfottesville, VA 22902
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