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* Can’t Get Enough Silent Death? x

Silent Death~ Metal Express~ Deluxe Game (includes 18 metal miniatures, a $34.00 value) $40.00

Silent Death is an exciting game of starfighter combat. Packed with 18 high quality Metal Express starcraft miniatures, 9 polyhedral dice, 6
map sheets, color counters, a scenario booklet and more, Silent Death pits man and machine against brutal enemies in the cold, hard vacuum
of deep space. With simple rules and great components, Silent Death is an instant hit with Sci-Fi fans and gamers. Stock #7010

Silent Death Unleaded~ Metal Express™ Game (includes everything needed 10 play) e—————$20.00

Silent Death Unleaded gives you everything found in the Deluxe set with the exception of the 18 metal miniatures. (Un-/ead-ed—get it?) But
the Unleaded set is a complete game because full color counters are provided for all of the starfighters needed to play. Enjoy fast and furious
Science Fiction combat with Silent Death Unleaded. Stock #7000

Overkill: The Ptolemean Wars™ (Includes 180 full color COUNEErS) m— $1400

Overkill: The Ptolemean Wars is the first expansion module for the Silent Death game system. Focusing on the bitter struggle that rages
between three warmongering Provincial Houses, Overkill provides players with 12 new fighter wings, a dozen unique scenarios, two
campaigns, and displays for six new fighters and gunboats. Overkill also includes Rules Annex #1 for Silent Death. Stock #7011

Black Guard: The Ptolemean Wars Continue (Includes a set of revised Starcraft Displays)-_$9.00

Black Guard: The Ptolemean Wars Continue is the second expansion module for the Silent Death game system. Closing out the first year of
the Ptolemean Wars campaign, Black Guard covers the Colosian assault on the Ptolemean home system of Hathor. Black Guardincludes six
new starcraft designs, four fighter wings, four complete scenarios and Rules Annex #2 for Silent Death. Stock #7012

Night Brood: Campaign Against The Grubs™ (includes 6 new alien starfighter miniatures) ee——$20. 00

Aliens come to Silent Death! Night Brood is not only the first boxed expansion set for the Silent Death game system, but it also introduces
the Hatchling aliens to the Silent Death game universe. Called Grubs by their human foes, the Hatchlings brandish several new weapon
technologies which make them very tough opponents. Night Broodincludes: source material and 8 scenarios along with the new Rules Annex.
displays for six new alien starfighters, a full color counter sheet, and six Hatchling starfighter miniatures with stands. Ownership of Overkill
and Black Guard are not required to enjoy the first four scenarios in Night Brood. Stock #7013

Silent Death Miniatures (Price is for each Blister Pack) e S B o e $400
St# Title St# Title

#901 Spirit Rider (3 fighters) #916 Death Wind (2 fighters)

#902 Thunder Bird (2 fighters) #917 Glaive (2 fighters)

#903 Night Hawk (2 fighters) #918 Drakar (2 gunboats)

#904 Seraph (2 fighters) #919 Dart (3 fighters)

#905 Salamander (2 fighters) #920 Talon (2 fighters)

#906 Epping (2 gunboats) #921 Lance Electra (2 fighters)
#907 Teal Hawk (2 fighters) #922 Sentry (2 fighters)

#908 Sorensen Ill (2 fighters) #923 Star Raven (2 gunboats)
#909 Revenge (2 fighters) #924 Betafortress (1 gunboat)
#910 Pharsii Il (2 fighters) #925 Larva (3 Grub fighters)

#911 Pit Viper (3 fighters) #926 Remora (2 Grub fighters)
#912 Shryak Shuttle (2 fighters) #927 Squidge (2 Grub fighters)
#913 Blizzard (3 fighters) #928 Lamprey (2 Grub fighters)
#914 Kosmos (2 fighters) #929 Manta (2 Grub fighters)

#915 Hell Bender (2 fighters) #930 Muskellunge (2 Grub fighters)

These fine products can be purchased from better game, hobby, book and comic stores worldwide—or you can order directly from
ICE, Inc. P.0. Box 1605, Charlottesville, VA 22902 USA. Write for a free catalog! VISA & MASTERCARD orders call (800) 325-0479.
VA residents and Overseas customers call (804) 295-4280. Please make phone orders during business hours: 9am-5pm, Eastern Time,
Monday-Friday. Prices and availability are subject to change without notice.
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Fafnir Fighter Wing
“Fafnir’s Kludge”

2527th
Special Forces Fighter Group
“Dark Coven”

Rood Fighter Pool #3
“Rood Mud Hens”
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Rapid Deployment
Interceptor Group
“Saxon Fury”
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1.0 INTRODUCTION s

“Alright, people, settle down.” David Zon, Ops Commander of
Fafnir’s Kludge, called his flyers to order. He drew a fall of stringy hair
out of his eyes and straightened-up. “We haven't got a God-damned
clue about what we're up against here. Central thinks they’re aliens,
but those cranks have got their heads up their butts half the time, and
the other half they're eat'n lunch. | say we’ll be find'’n out for
ourselves.”

A confirming murmur rippled through the assembled flight offic-
ers. Alarming news reports were already being broadcast, and the
reservists had been hastily gathered. Two active duty members ofthe
unit had already disappeared.

“What we believe to be advance elements of their main fleet
encountered one of our patrols yesterday morning. Friendly contact
was lost, but not before we got an N-sweep of the aggressor vessels,”
the Ops Commander took a deep breath. “Configuration, unknown.
Composition, unknown. Armaments, unknown, Occupants, unknown.
Goodtech, eh? What a surprise. What we do know is that they waxed
our guys, and Deep Scan says more intruders are on the way. Plenty
more, and soon. Questions?”

A middle-aged woman in grease-smeared cover-alls piped-up
from the back of the assembly room, “Give us the arill, Dave. What
are we doing?”

“OK. All fights are on immediate stand by. That's scramble-ten
status.” An exasperated huff rose up from the dishevelled crowd.
“That's right folks, scramble-ten. Vid your husbands and wives. Tell
em you won'’t be home for a few days. If the bio-domes start getting
lanced from space, they’ll know what happened to you. Chance-
Morton,” the Ops Officer’s gaze settled on the civie transport dis-
patcher, “since some ofyour flights are already active, yourGammaray
squadron will be cycling through the first round of patrols. First
flight’s up in twenty minutes. That is all. Let's move.”

— Briefing of 1st Civilian Reserve Wing (Fafnir's Kludge)
prior to the Battle of Fafnir

THE Grus CAMPAIGN

Welcome to Night Brood: Campaign Against The Grubs, a Metal
Express gamette for Silent Death. |f you're a hard core Silent Death
fan, you're already familiar with Overkilland Black Guard, the first and
second Silent Death expansions. However, you don't absolutely
have to have those first two modules to enjoy Night Brood.

Campaign Against The Grubs gives Silent Death players a new
and deadly class of opponents: Hatchling starfighters.

Hatchlings (or Grubs, as they’re more commonly called) are a
bellicose and aggressive alien race which have recently unleased
their forces in a war against the Terran Frontiersmen. These unwit-
ting settlers have encroached on Hatchling territory, and after a few
initial encounters, all hell has broken loose.
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1.1 WHAT YOU GET

“We don't know what they are, but they’re weird and pissed off
about everything.”

g Lt-General Max Culp, Fafnir Planetary Defense

Council, in Communique to Tau Albriton Sector Command

Because we managed to get Night Brood boxed (unlike Overkill
and Black Guard), we were able to include more than justa sourcebook
\gnh some new Starcraft Displays. Here’s what you get with Night

rood:

* The Night Brood Sourcebook. That’s what you're reading now. It's
got background material, scenarios, rules for the Hatchlings and,
of course, Starcraft Displays for the six new Hatchling starfighters.

* A Counter Sheet. This contains all the new Hatchling starcraft,
drones and game markers you'll need for Night Brood’s sce-
narios. We've also included counters for the shipsin Black Guard,
since that module didn’t come with a counter sheet. You may want
to separate all these counters with a hobby knife to ensure clean,
sharp edges and corners.

J T
- IS —— - NiGHT BROOD

e 6 Miniatures of Hatchling starfighters: 2 Larva, 2 Remora, 1
Squidge and 1 Manta. These miniatures allow you to play the first
four scenarios (see 7.1-7.4).The two other Hatchling starfighter
types (Lamprey and Muskellunge) appear in later scenarios.

* 6 Bases for the miniatures. We like painting our bases black, so you
might think of that when you get around to painting your minia-
tures.

THE FIRsT 4 ScENARIOS

The first four scenarios in this booklet (7.1-7.4) have been
designed so that you can play them with the Hatchling miniatures you
received in Night Brood and the Terran miniatures you got in the
Silent Death Deluxeboxed set. Later scenarios use some other ships
and miniatures, including a few that appeared in the Overkill and
Black Guard expansions.

OtHer THinGs You'LL Neep

Whenyou're playing scenarios from Night Brood, you’ll need your
Silent Deathcomponents: principally, the maps, miniatures, counters
and Starcraft Displays.

If you want to use miniatures and you don’t have all the ones you
need, you should be able to get hold of more at your local hobby shop.
If you can’t find them there, you can always order direct from us—
see the ICE ordering information found at the end of this booklet.

1.2 USING NIGHT BROOD

“Ifyou don'ttry, | won'tlisten. If you try, but fail, I'll pay attention.

If you try and succeed, I'll admire you.”
— Anders Uhrlan, Commander,
807th Imperial Fighter Wing, “Flying Tigers”

If you've played other Silent Death products, you're already
familiar with the scenario format and general course of play for Night
Brood games. You'll have to read the Rules Annex in this booklet
before playing Night Broodscenarios, though. This Rules Annex tells
you how the Hatchling starfighters differ from the Terran ones you're
used to.

Here is a list of important differences to keep in mind:

* Hatchling starfighters use a whole new range of weaponry unlike
the lasers and blast cannons you’ve found on previous Terran
vessels.

® Hatchling starfighters generally use space drones instead of
torpedoes, and spore moles instead of missiles.

*Besides standard maneuvering thrusterdrives, Hatchling starfighters
are also capable of igniting “jump pods” which allow them to
cover large distances quickly.

Removing StarcrarT DispLaYs

As always, we've put your new Starcraft Displays in the center
section of this booklet. Loosen the staples, remove the display
section, then close the staples again. Cut apart each separate display
and they are ready to use.

Two of the removeable center pages are Expanded Turn Se-
quences for Night Brood games. Use these as playing aids during
Silent Death scenarios involving the Hatchlings.

1.3 THE TERRAN STAR EMPIRE

Will you walk into my parlor said the spider to the fly.
— Origin Lost

On page 30 of the Silent Deathrules you found some background
on the Terran Star Empire and the natural order of influence that the
various socio-political units exert. What follows is some more detail
on the history of the Empire.

A SHorT HisToRy

The Silent Death future is our own, over 9000 years from now.
Space travel is common for those who hold the technology, and
humans have come to live on many hundreds of worlds.

Theintervening centuries have brought many changes to man and
his society. New environments have mutated planetary settlers;
cultures have drifted further and further from their origins, and
strange, alien races have been contacted. Of course, technology has
become more sophisticated, but rebellions against automation and
the forsaking of Data have brought about numerous technological
recessions. In some places, men live even more primitively than they
did thousands of years ago. The splintering of the human race into
often isolated communities among the stars brought fortune, des-
potic tyrants, exotic governments, and in many cases, hopeless
despair.

[t was not until the development of an instantaneous, interstellar
communication system, the Tachyon Beam Dictor (abbreviated,
TBD), that the means was at hand to bring humans together as a
unified culture once again. But many of the new human civilizations
preferred their autonomous existence. They didn't care for being
“unified” with their long lost brothers, regardless of the benefits.
Hundreds of years had passed and many planet-nations wanted
nothing to do with foreign “off-worlders.”

The first effort to unify mankind resulted in the Terran Federated
Democracy. A great parliament was formed with representatives
from every human culture still accepting outside contact. However,
this great body lacked direction. Within a few short generations, the
Federation was crushed under its own weight; the bureaucracy it
spawned was massive, and expenditures far outstripped taxation
receipts from the member worlds. The Democracy’s underpinnings
dissolved away as whole races seceded when their specialized needs
went unfulfilled.

But there were ambitious men who foresaw the riches that could
be had if all humans, no matter how distant, were working toward
common goals; goals determined for them by strong rulers. Preemi-
nent men and women of the Federation realized that totalitarian
leadership was required to govern mankind. Shortly after the disso-
lution of the Federation, great fleets of deep space war vessels were
constructed and the drive for the Empire was on.

Hundreds of horrible years scarred by wars, revolutions, upris-
ings, and indiscriminate planet-busting finally brought the First
Terran Star Empire into existence. At its head was the Emperor,
Macedon Gaius Triptolemus I.

In order to help insure the security of his new realm, the first
Emperor banned the use of holocaustic weapons. His ban effectively
ended the production and use of nuclear and matter/antimatter
warheads until modern times. During the 48th Imperial decade,
these devastating weapons are starting to be used again, though
never overtly.
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THEe Situation Topay

Inthe 476th year of Imperial Reckoning (noted as Imp 476), there
are nearly a hundred Inner and Quter Provincial territories, each run
by a Great House (led by a royal family), a corporate board, a ruling
council, or other such governing body. These Provincial leaders
operate with a free hand, but are still closely tied to the Imperium.
They all recognize the Emperor as the ultimate ruler of colonized
space, at least in word if not in deed.

All Provincial leaders guard their status jealously, and most
attempt to curry favor with the Imperial Dynasty Throne. But like
many statesmen of the past, rulers of the Provinces are petty
individuals who crave power above everything else. Not foolish
enough to challenge the huge Imperial State for new worlds, most
Provinces struggle amongst themselves to acquire planets. Provin-
cial powers also gather Minor Clans (less influential Houses) to their
cause, for these Clans often hold the balance of power between
evenly matched forces.

Although most Provincial powers fight over habitable or mineral-
rich worlds, there are other reasons for military clashes: pride,
honor, and vendetta are all considered valid cause for conflict outside
the bounds of the Imperium.

STRUCTURE OF THE EMPIRE

The Star Empire is centered on OId Earth: Terra. It is from that
planet that all space-faring humans have come and ultimately take
their name: the Terrans. It is fitting that the Emperor chose it as the
seat for his Imperial Dynasty Throne. Though numerous idyllic
worlds have been discovered in the far reaches of space, Old Earth
is steeped in so much history and tradition, it continues to act as an
icon for all mankind. Ravaged by war and cosmic disaster (the earth
was struck by a rogue asteroid in 2798 AD), Old Earth remains the
focus of man’s power.

Clustered close to Sol are the Imperial Core Systems. These are
a group of ten star systems, all lying within thirty-five light years of
OId Earth. Among their number are great worlds whose names and
significance will never be lost to humanity: Centauri Prime, Eden,
Menhotep, Barnard’s World, and Jericho.

Being the first group of systems colonized by earth-men millennia
ago, their histories are nearly as rich as the earth’s. Most of these
core worlds are urban megopolises, strong and industrious, fiercely
loyal to the Dynasty Throne, and constitute the true foundation ofthe
Emperor’s power. On these worlds are found the Empire’s greatest

shipyards, factories, museums, laboratories, manuscript libraries
and more. Though each core world has its own distinct planetary
government, assimilation with the directives of the Emperor and the
spirit of Old Earth are absolute.

Moving out beyond the core worlds one enters the well-travelled
starlanes of the Imperium. This is the heartland of the Terran Star
Empire. Here lie systems firmly held within the Imperial domain, each
settlement ruled by a planetary governor, Minor Clan figurehead, or
high-level bureaucratic administrator. There are literally thousands
of inhabited planets, planetoids, and stations scattered throughout
the Imperium. Unfortunately, natural environments which can be
readily settled by mankind have proven somewhat elusive. However,
many borderline habitable worlds have been settled by colonists who
have used genetically tailored bio-organisms or mechanical proces-
sors to make alien atmospheres and environments suitable for
human life.

The Imperium is divided into numerous regions, each adminis-
tered from a regional capital. Each region is subdivided into quad-
rants, of which there are usually four. Quadrants have been further
subdivided into four or more sectors, each of which may contain as
many as ten habitation sites or more.

Several sentient races have been found on Imperially annexed
worlds. Though most of these races are humanoids, somehow
distantly linked to Terran man, some have turned out to be truly alien
in nature. These beings have either been assimilated into human
culture, moved to designated reservations, or systematically exter-
minated. A select few (Inheritor aliens, Morph aliens, and Sul being
the most prominent examples) have been allowed to attain Minor
Clan status within the Imperial structure.

The boarders of the Imperium are quite vague, as Imperial
systems tend to be interspersed with the so-called Frontier domains.
As a general guide, the Imperium per secan be found within asphere
extending about 500 Light Years out from OId Earth. With the current
level of space flight and communications technology, 500 Light
Years presents the logistical limit for the Empire’s centralized con-
trol.

Note: Although the TBD is an instantaneous communication
system, its effective range is only about 40 light years. There-
fore, truly long distance communication requires an extensive
network of expensive, and vulnerable, relay stations.

-
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Accepting the reality of these physical limitations, the first Em-
peror instituted a method for diffused or indirect control of his
outlying systems. This was the Imperial Land Leasing.agreement
which brought into existence numerous Provincial territories. The
Provincesimplement Imperial edicts in a general sense, though each
individual Province has its own set of unique laws. Nevertheless,
these feudalterritories serve as tendrilous extensions of the Emperor’s

Provincial territories are rare close to the Imperial core, since
most of them have been scattered on the fringes of known space.
Those falling within the bounds of the Imperial sphere as it Iexi$ts
today are known as Inner Provinces, while those newer territories
being carved out of the Frontier are called Outer Provinces. In the
48th Imperial decade, there are nearly a hundred designated Provin-
cial territories, with 14 Land Lease petitions up for consideration.

power.

Achernar Consulate
Akkadia, House

Alphendag Servitor Alliance
Anaximander Reform Territories
ANZOK Omnibus

Aramae, House

ASP Technocracy
Augustus-Hayes, House
Barramundi Trading Zone
Bikoi-Blackthorne, House
Butu, House

Cardiff Institute Star Cluster
Carlisle, House

Castor Shires Collective, The
Christian-Mutan, House
Cobalt Directorate

Colos, House

Cuchullin Curia

Damaskus Confederation
Data Sphere

Deep Hosk Congress
Devon, House

Dionius Mecca
Djinnistrova Leasehold, Greater
Dneprodzerkutsk, House
Dyushambe, House

Ebib Constabulary

Elyius Star League

Espan Fascisti

Ewanoma Cluster

Falkirk, House

Far Urins Commonwealth
Feininger-Schutz, House

| Gladstone, House
Gobi Machine Council
Harkenbuhse, House
| Hesper Duchy
| Hibernia Freehold
Hulugu, House
| Iraklion Republic
Ishka Comintern
| Ithlin Combine
| Jade-London, House
| Jaguarundi, Grand Dukedom of
Jaquard, House
Kashmere Commonwealth
Klatus, House
Kubischev-Lloyd, House
Kvasik Praetorship
LeGrange, House
Lilith Group
| Logos, House
| Luches Utopia
Lucretia, House
Maghlor Parallax
Masters-on-Cleon
Moraxis, Federated Worlds of
Moskava, House
Mu-lindi Corp
Naphtali, House
Nimrin-Holt, Democratic Union of
| Onsager Moot, The Great
Ozal-Pax, Merchant Holds of
Palvary Consortium
Pesalozzi Cathedra
j Po Yang Reserve

PROVINCIAL TERRITORIES as oF IMP 476:01

Preus-of-Sol

Ptolemus, House

Q’raj Void Protectorate
Rabbah Quran Caliphate

Raki-Kang Dynasty, United Worlds of the

Red Star, House

Rhudan Hegemony, The Imperial
Saturnus High Commune

Scatha Conglomerate

Shantac, House

Sigurd Archdiocese

Siva, House

Six Nations

| Struin Consulate, The Lost

Sul-Huvascar Reserve
Teru Fastness

Thaan, House

Titania, House
Tokugawa, House
Trimurti-Amrita, House

| Tyr Vaj

Unkulunkulu Archipelago
Uxmal Temple-worlds
Vashti-Uhlanda Free Trade Bloc
Vogel-Grey, House
Vyborg Hyperborea
Vyrtza, House

Wanxian Corp
Xapotec-Yunnan, House
Yarosval Hegira
Yoka-Shan Warworlds
Zug Elysium, The
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In addition to the Provincial powers listed on the previous page,
thereare several hundred Minor Clans castthroughout the Imperium,
Provinces and Frontier.

Provinces vary greatly in size, some having as few as a single
system, while others control as many as 20. The more worlds a
Province lays claim to, the more influence it wields in the Imperial
Senate. Because the economic health of a Province determines its
political viability, all Provincial systems tend to be highly developed
and very efficient; much more so than their Imperial counterparts.

The Provinces also take part in the Terran Star Empire’s law-
making process through the Imperial Senate. Though the Emperor
would just as soon rule without this body, it is a political necessity.
While his subjects believe that they control their own destinies, they
become less and less inclined to rebel against the Emperor’s author-
ity. All votes, referenda and legislation passed by the Imperial Senate
are sent to the Emperor for final ratification.

WHAT 1S THE FRONTIER?

As you read through Night Brood, you'll discover that the first
battle between man and Hatchling takes place on the Frontier.

The Frontier is an enormously vast area of space extending out
from the bounds of the Imperium, on average, another 300-400 light
years. This is a barely explored region at the very edge of the
Emperor’s influence.

Expansion here is slow, and there is a insidious reason for that.

Efficient interstellar travel requires starcraft with faster-than-light
drive systems. These engines in turn require a special, synthesized
matter/anti-matter fuel called Andrium. Its production, however, is
monopolized by an Imperially administered cartel known as API
(Andrium Producers of the Imperium). Andrium also has the distinc-
tion of being quite unstable: once produced, an Andrium fuel cell only
remains viable for about a year. After that, the cell’s stock of anti-
protons become inert neutrons, thus leaving the cell completely
useless (although the cell container is recyclable).

In effect, the Imperium controls the rate of expansion into the
Frontier by limiting the supply of Andrium fuel to the periphery
systems. And since it is in the Emperor's best interests to limit
expansion until communications technology can catch up to an
expanded Empire, the status quo will be maintained for some time.

Therefore it is difficult, if notimpossible, for deep space explorers
to pierce far into the mysterious reaches of the Frontier without
supplies of black market Andrium (which is not quite as rare as the
Emperor believes).

Tau Albriton, the major focus in the campaign against the Grubs,
is a Frontier Homeworld. Discovered some three centuries ago and
fully settled a hundred years later, Tau Albriton has become the
domain of Minor Clan Albritech. Evolving out of the Albriton Tech-
nologies Corporation, Albritech achieved its Minor Clan status Sixty-
five years ago, during Imperial Year 411. The Empire has recently
opened an Andrium production facility on Tau Albriton IV, causing
this new world to become the hub of interstellar activity in the sector.

THE BACKNET

Beyond the Frontier lies the impossibly immense, unexplored
vastness of the rest of the galaxy. Billions upon billions of uncharted
stars and systems. Thousands of wildly impossible enigmas and
mysteries. The universe beyond the Frontier is a dark, cold and quiet
place. It is called the Backnet, and no one who has gone there has
returned from it.

1.4 A NOTE ON DATES

This was a time when it was equally good to live or die.
— Winston Leonard Spencer Churchill, c. Prelmp 9690

Marking the passage of time has been an obsession with man
from his very beginnings. Old Earth’s twenty-four hour day was
abandoned as a practical galactic clock shortly after man became a
spacefaring race. Now an imaginary twenty-five (Old Earth) hour day
and a three hundred and sixty day year are synchronized and
registered on every Homeworld and colony in the Empire.

Imperial Reckoning is the standard by which years are counted.
Year 0 marks the consecration of the Empire and the rise of the
Imperial Dynasty Throne. That was over 47 decades ago. Positive
(more recent) dates are noted as, for example, Imp 100 (the 100th
yearofthe Imperial Dynasty Throne). Negative (lessrecent) dates are
noted as, for example, Prelmp 100 (one hundred years before the
Imperial Dynasty Throne came into being).

Dates can also incorporate the specific day in the year being
referenced. This is done by placing the day number right after the
year number and a colon. For instance, Imp 100:050 is the 50th day
of the one hundredth year of the Empire. Since there are only 360
standard days in a year, the day number will never exceed 360. Imp
475:360 is the last day of the 475th year, while Imp 476:001 is the
first day of the next year.

These conventions form the basics of Imperial Standard Time.

CLUTCHWORLDS

A tremulous thought-pulse shot through the dark clutch-colony;
“Awaken. Our swarm-call has come.”

Alien bodies awoke, and the shivering began. Vibrations trembled
lair-webs down long, blackened caves.

A new call went out through the warren, hastening the unworldly
activity; “Other-beings have arrived. They are near. Close. Danger-
ous. Defena!”

Cocoons split open as new-wet carcasses, barely shaking at first,
slid to the cave-floor. Now breathing and gaining strength, the alien
brood began to unfold long-atrophied appendages. Mind energy
swirled and buzzed in the moist closeness. Cold, individual thoughts
assimilated into the mass consciousness.

A damp squelching filled the misty caverns as black beasts
readied themselves for service to the Clutch-master.

“Other-beings have arrived. Defend!”
— Hatchling Activity Begins on Clutchworld 1

Explorers and settlers on the Imperial frontier have awakened a
new and deadly enemy: the Hatchlings. Commonly referred to as
“Grubs,” these aliens, armed with their formidable technologies and
methods, pose a serious threat to human colonies near the Clutch-
worlds.

Clutchworlds are the planets where subterranean warrens of
dormant Hatchlings lie in wait. Asleep for centuries at a time, the
Grubs seem to prefer arid worlds with little or no atmosphere,
orbiting dim, red stars. They preferto live light years away from other
races and their annoying activities. Judging from the first encounter
with this reclusive race, it seems that they form communal group-
ings, or “clusters,” of Clutchworlds. Warren, community, and Clutch
arethe names Terrans use to refertoa population of Hatchlings living
on a single Clutchworld.

During dormant periods, each Clutch may boast as many as one
million individuals, while during a swarming, that number can
increase a hundredfold or more.

WhHy Atrack THE TERRANS?

The Grubs have suddenly attacked their stellar neighbors with
unparalleled viciousness—but why? There was apparently no prior
attempt to communicate with the Terran colonists in the Albriton star
sector, andthere has been none during theirtorrential onslaught. The
worlds inhabited by the Terrans are very much unlike those appar-
ently preferred by the Grubs. Also, from the human perspective, the
Albriton star sector is sparsely populated, with plenty of star systems
for the taking. So why the Grub attack?

Subsequent investigation of captured Clutchworlds and prelir_ni-
nary studies of Hatchling physiology have revealed clues which
might answer this question.

The key to the mystery seems firmly rooted in the utterly baffling
way in which members of one Hatchling Clutch communicate with
others on distant Clutchworlds. Grubs do not utilize conventional
TBD, nor even radio-style signals. Rather, the consciousness.of a
single Clutch can reach out into the vastness of interstellar space and
interact with other Clutches, exchanging information and making
communal decisions which affect the entire race. Such communica-
tion seems to defy scientific explanation. Unfortunately, it appears

that the activities, and perhaps even the thoughts of other sentient
races inadvertently interferes with the Hatchling mass conscious-
ness—producing a kind of “interstellar static.” The proximity of the
Tau Albriton frontier hub has no doubt disturbed the thoughts of
dormant Hatchlings in the star sector, and eventually triggered thelr
horrific reaction. In short, it seems that the Terrans were disturbing
the dormant, nearby Clutches without even knowing it.

Astowhethersuchan “awakening” was inevitable, or if the human
settlers in the Albriton sector could have prevented the Hatchling
attack, no one can say at this time.

ALien Enigma

Certainly, Hatchlings are an enigma among the alien races en-
countered by man so far. Their mass consciousness is baffling. Their
means of intercommunity communications defies explanation, and
their sudden, violent reaction to the slow encroachment of Terran
civilization is unprecedented.

Since the start of the Grub Campaign, Imperial scientists have
struggled to learn more about this race, studying the few recovered
specimens, examining deserted Clutchworlds, and extrapolating
ideas from recorded behaviors. Slowly, the scientific community has
pieced together some reliable information, however, hundreds of
popular, eccentric theories have flooded Imperial newsnets.

Still undiscerned at this time are the following fundamental traits
of the Hatchling race: nutritional requirements, interpersonal com-
munications, procreation methods, recuperative powers, emotive
reactions, larval behaviors, interstellar navigation, and racial goals,
along with many others.




2.1 THE HATCHLINGS

Hatchling Clutchworlds can best be thought of as a malignancy,
or cancerous growth that afflicts a cluster of star systems. When the
Hatchlings swarm, the cancer spreads—it’s as simple as that.

— Dr. Joseph Geopold, 1S/

The alien race that humans refer to as the “Hatchlings” is actually
an amalgam of numerous related beings, each tailored to perform
certain tasks, or fill a desired niche in the society. There are essen-
tially three general types or “stages” of Hatchlings. These are:

e Stage 1—Stock Hibernator
e Stage 2—Breeder
e Stage 3—Implementor

These three stages represent the complete “life cycle” of a
Hatchling Clutch. This cycle begins and ends in dormancy with the
Stock Hibernators. Between these long rest intervals, Clutches go
through relatively brief periods of frenzied activity called “swarmings”
where, first, Stock Hibernators emerge from their cocoons. Then
selected Stage 1 Hatchlings metamorphose into Breeders, who
progenerate the Implementors. It is the Implementors who perform
all of the Clutch’s crucial tasks during its swarming period. As the
swarming ends, those Breeders that remain produce more Stock
H|bernat0rs who finally cocoon themselves and await the next
swarming, centuries in the future.

Itis not known what exactly triggers a Clutch to swarm. Certainly
some sort of defence mechanism caused the first documented
swarming in the Albriton star sector; but just as certainly, other
clusters of Hatchling Clutchworlds exist and they too might swarm
due to either a genetic imperative, migratory urge, command of the
Hatchling mass consciousness, or perhaps any number of other
reasons.

Hatchlings, apparently, are dualistic creatures. They seem to have
a concept of the “self” and a concept of “self as part of the ‘master."”
The Clutch-master is not the regent or leader of the community.
Rather, it is the mental culmination of the Clutch. Each Hatchling
contributes a transcendent part of itself to the communal conscious-
ness. In essence, all Hatchlings have command of themselves—
there is no “leader” creature. So, though it is enticing to draw
parallels between a Clutch and, say, a hive of bees, there is in fact no
“queen” focusing the activities of all the others.

This race is definitely not a thoroughly work- or war-oriented
collection of automatons. The mind of each member is highly
developed, much more so than that of a simple human being. In
repose, Hatchlings possibly assimilate new information from the
mass racial consciousness, make contributions to it, and maybe
even revelin their own racial perfection. It seems that their ethnocen-
tricity has given rise to their violent xenophobia. They detest other
sentients who have been unable to attain their state of mass con-
sciousness, or have lost the capability over time. Dealing with such
!esser beings seems hardly worth the trouble—apparently, these
inferiors must simply be exterminated. An odd attitude for a Suppos-
edly superior mental being, but the Hatchlings have proven that they
are full of surprises and contradictions.

/
"4
v

B
o
\

%

What follows is a synopsis of each major Hatchling type.

Stock HIBERNATORS

These are the Hatchlings which see a Clutch through its long
periods of dormancy, which, it is speculated, can last upwards of five
hundred years at a time. Cocooned in their subterranean warrens,
Stock Hibernators carry all the genetic information and racial memo-
ries of the Clutch. These beings also sustain the Clutch’s conscious-
ness (the Clutch-master) which communicates with other Hatchling
Clutchworlds. Though physically dormant, these beings are very
active mentally.

Unlike the 3rd Stage Implementor Hatchling forms, which are
described below, Stock Hibernators physically resemble one another
(at least within a single Clutch). They are repulsive beings, each
somewhat larger than a man. If you can imagine a dark, horrible grub
encased in the body of a cockroach, then crossed again with a hairy,
shambling swamp-creature covered with clusters of bilious glands,
you have captured the essence of the Stage 1 Hatchling. They are
sexually neuter.

Stage 1 Hatchlings are bred for longevity, since they must live for
centuries. At the end of their long sleep, they break out of their
cocoons and quickly become very active, going about the tasks
required to bring the Clutch to its full swarming state. They breed a
new generation of Builders (described below in section 2.2), cultivate
food, tend to the maintenance of the warren, and formulate plans for
their swarming.

The fate of a Stock Hibernator is not an enviable one. Eventually
they are sacrificed as food for the growing Stage 3 forms.

Some Stock Hibernators unwittingly postpone this unsavory
demise by metamorphosing into Breeders, the second Hatchling
form.

BREEDERS

The first major change that takes place in a swarming Clutch is the
appearance of Breeders. These are simply Stock Hibernators who
physically alter themselves to carry out the task of creating special-
ized Hatchlings (the eventual Stage 3 form) for the Clutch commu-
nity.

Breeders appear as bloated and rather helpless Stage 1 forms.
They produce larvae in “nursery” chambers deep in the warren.
These larvae are then fed specially-tailored hormonal gels secreted
by the Breeder forms. Depending on the blend of gels provided to
each larva, it will pupate into a specific type of Stage 3 Hatchling. In
this way, the Breeders of a Clutch procreate the community’s bio-
template.

As the swarming gets underway, Breeders continue to produce
larva which are designed to replace lost Hatchlings or overcome
unfcreseen problems. Grub society is highly structured. Each com-
ponent has a place in it, and if a “place” is created out of necessity,
a new member is bred into the task.

Near the end of a Clutch’s swarming, Breeders begin producing
numerous larva destined to pupate as Stock Hibernators. These
Hatchlings form the next generation of the Clutch, cocooning them-
selves on their new Clutchworld (if, indeed, swarming brings the
community to a new planet).

IMPLEMENTORS

Implementors are the most diverse group of Hatchlings, and
those most likely to be encountered by other races. During a
swarming, it is this Stage 3 form that takes on the lion’s share of the
Clutch’s work. Bred specifically to their tasks, Implementors may be
warriors, attendants, scouts, planners, or any number of other
generally classified beings.

Many Implementors are so intimately tied to their appointed duty,
that they are actually “grown into” the mechanisms required by their
trade. Forinstance, ifa Clutch needs miners, anumber of Implementors
will be grown into mechanical drilling units. If ground warriors are
needed, the assigned larva are grown into weapon harnesses and
battle suits. And when the need for starfighters is anticipated, Stage
3 Hatchling larva are grown into their fighting vessels. Once dedi-
cated and grown, Implementors cannot be separated from their
machines—they are one. They live and die as single bio-mecha-
nisms.

Stage 3 Implementors are ultimately responsible for bringing the
Clutch to a new world and delving warrens there. As the community
is preparing to enter a new period of dormancy, it appears that all
Stage 3 forms die and are possibly stored by the new generation of
Stock Hibernators to provide a bio-base for future food production.

Oddly, Hatchlings seem incapable of building their own ma-
chines. It is thought that no Implementor has ever been bred to
manufacture a devise. Mechanical construction is either beyond the
race, or it is a task they deem below them. In either event, they do
require, and extensively utilize machinery. To that end, they have the
Builders.

2.2 THE BUILDERS

“The Hatchling race, as far-flung as it may be, should be seen as

a single body. But, it’s a body without hands. Those hands, gentle-
men, are supplied by the Builders.”

— Dr. Randy York, Special Imperial

Xenobiology Team Researcher

As mentioned above, Hatchlings seem incapable of building their
own mechanical devices. However, they have enslaved at least one
race to perform that duty for them. This subject race, known simply
as the Builders, do not posses a sophisticated intelligence of their
own. However, under the direction of their Hatchling masters, they
have been instructed and possibly coerced into constructing every-
thing from planetary assault ships, to specialized personal gear. They
also produce the subterranean atmosphere generators that maintain
work and dormancy environments for the Hatchlings on their hostile
Clutchworlds.

Only a few Builder carcasses have been examined by Imperial
science teams, and no live specimens have ever been encountered.
But by studying their physical remains and their handiwork, it has
been possible to develop a rudimentary understanding of this odd
race.

Physiologically, Builders are large, overpowering creatures that
have more in common with plants than animals. Imbued with a
chlorophyll-like substance, they generate their own nutrients, much
like plants do. This requires exposure to high doses of sunlight, so
itisthought that Builders are provided with an artificial energy source
in order to live and work underground with the Hatchlings, far from
their aboriginal homes.




B_uilders look a little like animated tree stumps with numerous
manipulative appendages, and leafy growths which act as food
processors. It's no wonder that several of their constructed items
appear so organic. They have no detectable ocular or auditory
sensors; it is believed that they take in most of their sensory
mfprmation through chemicaland broad-band electromagnetic trans-
ceivers on their “skin.”

Keeping BuiLDers

Each Clutch of Hatchlings keeps a stock of Builders on hand, even
through their long hibernations. They do this by instructing the
Builders in how to create stasis chambers for themselves. Then,
whgn a Clutch starts swarming, those Builders who have survived
the!r enforced sleep (the mortality rate is apparently quite high) are
revived and bred by the just-awakened Stock Hibernators. A new
Ieglotn of Builders is soon ready to create the devices required by their
masters.

2.3 HATCHLING STARFIGHTERS

“If Yyou'll permit an old soldier an unscientific observation, that’s
the weirdest damn thing | ever saw.”

— Lt-Commander E. Macllvenny, after the capture

of the first Grub vessel over Tau Albriton IV

As already mentioned, Hatchling Implementors are grown into
the machines they use during their swarming. Thus all Grub
starfighters are actually a fusion of Hatchling and machine. A
starfighter’s hull and mechanical systems (e.g., weapons, sensors,
power plant, control nodes, etc.) are fabricated by Builders, with a
central crib left vacant for the introduction of an Implementor larva
by a Stage 2 Breeder. The larva/machine conglomerate is then
submerged into what can best be described as a generative vat: a
huge tank containing a suspension of nutritive jellies and hormonal
growth accelerators.

During its time in the vat, the Implementor larva pupates and
begln‘s to fuse with the fighter's mechanical sub-systems. Sending
tendrils throughout the vessel, the Hatchling creates a living link with
every function of the vehicle. Stunted pupae, as well as failed Grub/
fighter fusions are rejected; the components are broken down, the
pupackilled, and the construction process for that fighter started over
again.

Because the growth process takes longer for larger vessels, and
the Hatchling swarming process is a frenzied one, Grub warships
tend to be rather small. Starfighters are the standard space warfare
unit. No Hatchling warship larger than an escort-sized craft has yet
been seen, though the race does possess numerous large transports
and planetary bombardment vessels. These ships are purely me-
chanical structures, crewed by independent Implementors. The
transports carry ground troops, supplies and/or materials to create
warrens on newly discovered Clutchworld candidates. The planetary
bombardment ships seem to be little more than warhead carriers
designed to annihilate the surface inhabitants of target worlds.

It is suspected that while Hatchling starfighters are expendable
too‘ls intended to overcome resistance during a Clutch’s swarming,
their Iargepships are multi-generational. That is to say, they are used
py successive swarmings of the same Clutch, and stored during the
interim periods.

The hurried activity associated with a swarming prevents the

construction of large numbers of Grub starfighters. It is estimated
that frqm the time the Clutches in the Albriton star sector started
swarming, to the time they commenced hostilities, barely 20 days
had passed. Given the time required to set Builders to their tasks,
grow the ships, and then travel to their target worlds, each Clutch was
_only able to produce one or two thousand starfighters. Though this
is stillaphenomenal rate, and construction continued throughoutthe
c_onflict, the immediacy of the swarming prevented a stockpiling of
flghters for the campaign. This was a contributing factor to the
ultimate loss of the first space war against the Terrans.

INTERSTELLAR TRAVEL

Hatchlings travel from star to star using a technique referred to in
the vernacular as “fold space.” For fold space, Hatchlings produce a
mental energy field which simply whisks swarms of Grub fighters
and other vessels from one point to another. It is thought that up to
five or more light years distance can be covered at a time by this
method of space travel. Such movement is virtually instantaneous,
and of a highly mystical nature. It is certainly beyond the comprehen-
sion of Terran science at this time.

To travel from one star to another, groups of Hatchling vessels
enter fold space several times, recuperating after each fold. It is not
known how far aswarm of Hatchling fighters (for instance) can travel
before they become too fatigued to go on, but there are clues
suggesting that an upper limit exists. There is no documented
evidence of a Grub starcraft being able to enter fold space on its own.
_lt is thought that a group of at least ten Hatchlings is required to
implement fold space travel.
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3.0 INVASION OF THE
HATCHLINGS s

As more contact with the Hatchlings occurs, a better understand-
ing of their race has begun to emerge. The information we've
gathered has proven to be both shocking and fascinating to even the
best of the Empire’s xenobiologists. Even more terrifying is the
widely held belief that there could be dozens of other Clutchworld
groupings hidden throughout the Empire, waiting for the time of their
own migrational swarming.

— Dr. Vias Nils Nucescu, 1S!

In Imp 476, humans encountered the belligerent Hatchling race
for the first time. To be more correct, that was the date when
Hatchlings first encountered humans. Up until that time, the Grub
menace had gone completely undetected, even though Frontier
settlements had been built far beyond the revealed cluster of Hatch-
ling Clutchworlds.

3.1 TAU ALBRITON SECTOR

“I'm sure their language is most interesting, but the highest
priority must be given to understanding their technology, command
Structure, and other matters which will provide us with immediately-
useful military information. Communication will be of little comfort
to us if all we have left to say is, ‘We surrender.”

— Admiral Hermes Fong, to assembled General Staff
of 3rd Corps at Centrak Station

The alien invasion, which was soon to be referred to as the
Hatchling scourge, threw its full weight into the unsuspecting
colonists of Tau Albriton star sector. Albriton sector is a Frontier zone
under the jurisdiction of the Terran Star Empire and administered by
a Minor Clan figurehead: Clan Albritech. The sector encompasses
some 1320 star systems, though only 12 are home to any significant
humanoid populations. Albriton sector is found in the Bathascar
quadrant of a Frontier region generally referred to as Deep Regulus.

Prior to the Hatchling scourge, Albriton sector was a typical
Frontier zone. With Tau Albriton serving as its starlane hub, the
sector was seeing its fair share of activity and development. There
was bustling trade with the colonies on Mantoff Ill and Fafnir VI. A
steady flow of immigrants were making their way to New Callan and
Komerhaught V. Prospectors from the Imperium travelled to Ivox
and Miner’s Find while supply ships made regular runs to Maiden’s
Castle and Palmaro. People ofthe sectorwere relatively free of Imperial
restrictions, while Frontier law maintained peace and prosperity.

However, on Imp 476:220, everything changed. Unbeknownst to
the sector’s Frontiersmen, at least seven worlds holding dormant
alien nemeses, were scattered amongst them. On that date, the
Grubs made their first attack.

System LisTiNG

The following is a listing of the inhabited systems in Tau Albriton
sector, from highest population to least. Each star system is ren-
dered as a graphic. The stars are labeled by spectral class (A-S),
relative temperature (0-9), and stellar type (i-v). Stellar types are as
follows: i—Super-giant, ii—Bright, ii—Giant, iv—Sub-giant, and
v—NMain sequence star.

Planetary orbits are shown in order and are labeled with the
following letters: r—rock planet, g—gas planet, and a—asteroid

belt.
TAU ALBRITON
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System: Tau Albriton

Habitable Worlds: Tau Albriton IV

Resource Worlds: Tau Albriton V

Notes: Tau Albriton IV is the sector capital, boasting a population of
37 million. Though not the oldest settled planetin the sector, there
have been people here for nearly 200 years. Up until the time that
the Albriton Technology Corp was granted Minor Clan status and
the world was handed over as its protectorate, the Albritons
governed themselves with a democratic parliamentary system.
Once Clan Albritech took over (in Imp 411), they instituted an
unabashedly repressive governing scheme intended to wheedle
out and persecute persons and organizations sympathetic to the
Justin-Hoim Conglomerate (Albritech’s prime rival at the time for
Clan rulership of the planet). A world-wide purge did take place,
but Albritech had alienated so many people, they simply had to
maintain their oppressive ways or succumb to rebellion.

Up until Imp 474, Albritech maintained its overbearing policies
of restricted speech, movement, and assembly. At that time, the
state-banned Albriton Revolutionary Council was finally able to
gather enough support to mobilize the Albritons against their
rulers. The strikes, riots, and general mayhem caused by the
citizens of Tau Albriton 1V proved to be too widespread for the
government to handle. Albritech, along with its burgeoning bu-
reaucratic institutions, were thrown into disarray. Order and
discipline weakened to the breaking point—just in time for the
Hatchling scourge of Imp 476.

MANTOFF

System: Mantoff

Habitable Worlds: Mantoff |1

Resource Worlds: None

Notes: Mantoff I is home to a peaceful agrarian society, settled now
for nearly a hundred years. The first wave of colonists were
members of House Stern which was defeated in a House-to-
House war with Colos in Imp 382. Their Homeworld was subse-
quently claimed by the Empire and its inhabitants were displaced.
Thus the move to Mantoff I, which was deep in the Frontier at that
time. This world is now home to 20 million colonists spread out
over the planet’s surface. There is little industry on Mantoff ll1, so
trade with other worlds in the sector is brisk. By far, Mantoff's
most valuable commodity is its natural botanical source of Tri-
scolic Thomalhyde, a powerful metabolic drug which is capable
of curing many humans of a broad spectrum of viral and bacterial
infections. The Torok plant, from which the metabolic is distilled,
is indigenous to Mantoff, difficult to grow under artificial condi-
tions, and refuses to root on other worlds.




System: Fafnir
Habitable Worlds: Fafnir VI

Resource Worlds: Buruttu, a moon of Fafnir V

Notes: Despite being first settled about four hundred years ago, the
world of Fafnir still has very much of a “frontier” feel to it—due
mainly to the planet’s inhospitable environment. For the most
part, the land is arable, though only grasses, shrubs and a few
grains can survive the harsh 5,000-day long winter caused by
Fafnir's slow orbital cycle and 30° axial tilt. The summers are
equally brutal, butin the other extreme; lack of fresh ground water
and high temperatures conspire to stunt plant growth. The
equatorial region offers the most favorable, temperate condi-
tions, but a high-salinity ocean splits the northern and southern
hemispheres. Those lands which jut out close to the equator have
been poisoned by the ocean’s waters. In addition, fierce gravita-
tional forces torture the planet’s seas and crust. Locked in orbit
between two large gas giants, Fafnir VI suffers through more than
its fare share of floods, earthquakes and volcanic eruptions.
Finally, blasting winds and lightning storms rake the atmosphere
at all levels.

To survive the planet’s harsh climate, ranchers and agricultur-
alists have to migrate with the seasons, while attempting to dodge
severe localized conditions. This constant struggle has kept many
would-be settlers away from Fafnir. However, the people here are
fiercely proud of their planet and way of life. Their numbers have
steadily grown over the years to reach 6 million, but many ofthose
are now concentrated in the urban centers, fueling Fafnir's up-
and-coming industrial machine. It is said that a tough planet
breeds a tough people, and that’s certainly true with Fafnir VI.

System: Shighali
Habitable Worlds: New Callan (Shighali 11)
Resource Worlds: Rosette (Shighali I1l’s moon)

Notes: When discovered in Imp 349, New Callan suffered from
numerous toxins found in its soils and waters. However, geneti-
cally engineered bacteria were quickly developed and unleashed
to neutralize these poisons, making this otherwise beautiful world
suitable for humanoid habitation. Though much of the planet's
natural flora and fauna were killed off when the surface’s bio-
chemistry was changed, large numbers of off-world species were
transplanted to take their place. Now Shighali 11l is home to a
thriving (if artificially created) ecosystem. The current population
of some 5.5 million persons consists primarily of humanoids
from the Imperial worlds of Shigoul (Dantel Harding VI) and
Makrit (Dantel Harding V). They first came as settlers from their
overcrowded Homeworlds about a century ago, and they were
still arriving up until the time that the Hatchlings struck.

The Shigoulihave always been more active and aggressive than
their Makriti brothers, and thus tended to dominate government
and the private sector. Recently, a schism has splitthe two races.

Relegated to performing more menial jobs providing lesser pay
and opportunity, the Makriti believe that they have been discrimi-
nated against in their attempts to occupy positions of power.
Campaigning for equal rights and greater benefits, many Makriti
worker unions began to strike, leaving the world’s infrastructure
in shambles. Once the Hatchlings started attacking the world in
Imp 476, even the rank and file of the planetary defense forces,
staffed mainly by Makriti, refused to fight. Needless to say, the
results were catastrophic. Only a few thousand Shigouliand many
fewer Makriti survived to see the arrival of Imperial relief forces
later that year.

System: Ivox
Habitahle Worlds: None

Resource Worlds: Brettleland asteroid belt (lvox VII)

Notes: This system’s name was given to it by the corporate entity
(Ivox IMB) which sponsored its survey and development. Though
there were no habitable worlds to be found in the system (thanks
to the hot A-class star), the Brettleland belt proved to be rich in
exotic metals and ores. Ivox Interstellar Mining began operations
hereinImp 290, and set off something of a belter’s rush when they
announced the discovery of Aluvium, a very rare heavy element.
Independent asteroid miners, along with hundreds of groups
representing as many companies, arrived within weeks of the
announcement. The Ivox system’s population swelled to 12
million by Imp 314, bringing about the construction of numerous
bio-dome habitations in the belt. By Imp 476, the population had
fallen to no more than 4 million residents. Still, those who stayed
made themselves wealthy, and the quality of the habitation domes
kept apace. Unfortunately, with the coming of the Hatchling
scourge, the Ivox colonies were completely wiped out. The only
miners who survived were those who jumped to hyperspace as
the overwhelming Grub force arrived.

s KOMERHAUGHT
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System: Komerhaught
Habitable Worlds: Komerhaught V
Resource Worlds: None

Notes: The Komerhaught settlement started out as a covert penal
colony; stocked, tended, and kept secret by House Klatus, the
nearest Provincial entity. When Imperial scouts first surveyed the
world in Imp 310 and discovered the Klatian operation, the
Imperial Planets Ministry was informed and their reaction was
swift. Imperial Land Leasing agreements are quite clear: Provin-
cial entities must confine their activities to their assigned states,
planets, or systems—no others. In doing so, the Klatians breached
their agreement with the Emperor, leaving the House open to
retribution, purge, disbandment, or worse. In the end, Klatus was
forced to evacuate Komerhaught V while leaving its supply
depots, and structures. The House also forfeited one of its original
Provincial systems to an Imperially-favored Minor Clan, causing
a horrible loss of face. In Imp 389, Komerhaught was given over
to Frontier settlers, though few embraced this hellish world.

—NIGHT BROOD T 1

TAU ALBRITON STAR SECTOR

GX 5577 (-318)
[Maiden's Castle]

KEY

* Tau Albriton (-355)
Star System name
(# of light years below plane of Sol)

% Sector Capital

= Habitable World

® Resource World/Belt
Light Years

N I .
01 2 '3-4 5

Komerhaught (-361)

*-‘.".

Shigali (-370)

x.....
Miner's Find
Se
Tau Albriton (-355)

Mantoff (-362)

xv‘.‘v.

Fafnir (-381)

*o

lvox (-373)

x GX 4371 (409)
[Rood]

e
GX 7802 (-344)
[Greater Scythe]

(-363)

*.
GX 3990 (-390)
[Palmaro]

Djebel Allah (-401)




THE HATCHLING SCOURGE OF IMP 476

33 Lupi (-181) W

GX 7802 (-3a4)
[Greater Scythe]

@

A Komerhaught (-361)

\

\
\

Imperial Frontier Outpost:
mustering point for
3rd Frontier Corps
L 476233 5 BK
Clutchworld 4@‘ A Shigali (-370)

1
1

Miner's Find (-363)

~:\\4\76«'?29
Tau Albriton (-
Clutchworld 2 @"\ e e ci&é&r%o@rld 5
(-395) (-397)

Mantoff (-362)

e @® Clutchworld 3
\ (391)

\

GX 5577 (-318)
[Maiden's Castle]

@ Fafnir (381)

i GX 3990 (-390)
KEY [Palmaro]
Clutchworld 7
" Centrak (-301) (-396) @..
Star System name iEa
(# of light years below plane of Sol) /

476,222 W
» Grub Swarmings with Date of Arrival Ivox (-373) &
476:244

- c-\‘/l’
— > Imperial Deployments with Date of Arrival =
=

Djebel Allah (-401)

© Scenario Location ® Clutchworld

Note: Imperial counter-attacks :
from Tau Albriton to . 4
Hatchling-held systems nght Years o

started Imp 476:260 and g BN | GX 437
lasted well into Imp 477 0 123 45 [Rood] e

With thick atmosphere and high gravity, Komerhaught V is
covered with baking jungle and marsh land. Appropriate, per-
haps, fora prison environment, but repulsive to colonists. Never-
theless, this world had attracted nearly 3.7 million settlers by Imp
476, most of whom immigrated from even more hostile planets.

Without a well-equipped military to protect them during the
Hatchling scourge, most of the hardy Frontiersmen here melted
away into the jungle and waited for Imperial relief.

System: GX 7802

Habitable Worlds: None

Resource Worlds: Greater Scythe Ill-a and Ill-c

Notes: GX 7802 was originally scouted in Imp 402 as a possible
communications and supply base for explorers delving deeper
into this Frontier sector. Though no suitable planets were found,
two of fifteen moons orbiting the system’s third gas giant (Greater
Scythe) served the purpose admirably. Some 120,000 frontiers-

System: GX 5577

Habitable Worlds: Maiden’s Castle (planet II)

Resource Worlds: None

Notes: Calling Maiden’s Castle a habitable world is stretching the

men run the depots and relay stations on these two planetoids.
Greater Scythe has become an often-used stop over during long
interstellar journeys through the Deep Regulus region.

definition. Wracked by savage radiation storms and constant gale
force winds, this mountainous planet’s colonists live in heavily
shielded structures built at the bottom of deep rift valleys. Though
the air is calmer at lower elevations, there is little comfort to be
found on Maiden’s Castle. No more than a million people live here,
eking out a rudimentary existence harvesting hardy Suma Vines
and tending herds of Shulta Rambeasts.

System: GX 4371

Habitable Worlds: Rood (planet I1)

Resource Worlds: None

Notes: Cataloged but never surveyed, GX 4371 serves as base fora

System: Miner’s Find
Habitable Worlds: None

Resource Worlds: Belts |1-VI

Notes: It is rare to find a star system with as many stable asteroid
belts as this one. Miner’s Find boasts five belts, each rich in nickle,
iron, basic minerals and heavy elements. Belts Ill and IV also
contain large quantities of ice and bound carbon. So far, a dearth
of precious metals has kept Miner’s Find from becoming a thriving
center of prospecting activity. Still, the transient population of this
system generally numbers about 400,000.

There was a permanently staffed space center in Belt |11, which

served as this system’s transportation and supply nexus, until the
Grubs destroyed it during a raid on Imp 476:229.

DJEBEL ALLAH
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System: Djebel Allah

Habitable Worlds: Prince Alwud (Djebel VIII)

Resource Worlds: None

Notes: Prince Alwud, recently discovered, orbits a stellar binary
consisting of a hot F-class star and a White Dwarf. The world is
small, has light gravity, and unsteadily wobbles its way through
a highly elliptical orbit. Nevertheless, Djebel VIII is home to
approximately 275,000 settlers, many of whom have been here
since immigration started in Imp 464. Extensive terraforming
projects were underway in 476, as well as the construction of a
new city and starport facilities. The Hatchling scourge all but
annihilated this colony along with its settlers.

community of deep space smugglers, escaped convicts, and
pirates. On the run from the law, this sizable band of criminals
numbers nearly 90,000 and was thankful to have finally found a
haven far from the prying eyes of the Imperium. Their world,
which they’ve called Rood, is one of the quadrant’s best kept
secrets. Regional authorities were completely oblivious to the
existence of the Rood colony, even though efforts were made in
Imp470and 471 tofind the operating base for a network of pirates
known to operate in the Bathascar quadrant.

With the coming of the Hatchling scourge, Rood’s location was
bound to be revealed. As Imperial forces beat back the Grubs, a
quadrant-wide search for Clutchworlds was undertaken. In Imp
477 Imperial scouts entered the GX 4371 system, finding the
remnants of a significant colony. No people were found. It’s
suspected that Rood’s survivors conceded their planet to the
Hatchlings and just moved on.

System: GX 3990

Habitable Worlds: None

Resource Worlds: Palmaro (planet V)

Notes: Palmaro is home to a scientific research station staffed by an

independent Imperial metallurgical conglomerate (Palmaro-Tabliik
Resources, Inc.). 25,000 workers are stationed here, though
none permanently. Staffers are expected to cycle through a
standard year-long stint before moving on to another assign-
ment. The Hatchlings decimated this research colony, leaving a
mere fifteen dazed survivors to be discovered by Imperial relief
forces in Imp 477.




3.2 THE HATCHLING SCOURGE

“Flapjack leader, | repeat, identify intruders.”

“I said, ‘| Don’t Know What The Hell They Are!” Dammit, I'm a
doctor, not an intelligence officer. If you're so damn interested, get
up here and have a look for yourself. Jesus, they’re coming around
again. Pull in tighter, Rhand. Alright everyone, turn into them!”

— Comm traffic during the opening phase of
the Battle for Fafnir

The first system to feel the effects of the Grub attack was Fafnir.
Caught off-guard and unprepared, the defenders of Fafnir, which
wound up being just about the entire population, pulled together and
staved off the worst of the Hatchling onslaught.

The next world subjected to the Grub frenzy did not fare quite as
well as Fafnir. Mantoff 111, categorized as a Frontier grain world, was
pummeled from the very beginning. Though Mantoff I1| did not have
many industrial or urban centers, each and every one was flattened
during the first day of the attack. Meanwhile, swarms of Grub vessels
were already on their way to Ivox, Rood, and the settlement on Prince
Alwud.

Several Clutchworlds split their resources, attacking two or three
Terran colonies at the same time. The dispersal of Grub forces
indicated sophisticated planning and a great deal of intercommunity
coordination. Swarms from two or more Clutches would descendon
a single defending planet. Though tactical considerations are be-
lieved to have influenced the Hatchling deployments, scientists
theorize that the mixing of Grubs from two or more Clutchworlds is
aracialimperative, possibly necessitated by each Clutch’s long-term
breeding program.

Crisis AT Tau ALBRITON

After their opening attacks on a few outlying worlds, the Hatch-
lings began assaulting Tau Albriton IV, the sector capitol. Set upon
by three different Clutches, the worst fighting of the Grub campaign
was seen here.

TauAlbriton was in a state of civil unrest at the time of the scourge.
Unable to organize a viable defence, given the anarchy reigning
throughout the planetary defence forces, Clan Albritech put out a
general distress call on the same day Hatchling forces appeared out
of fold space.

Like their previous assaults on Fafnir and Mantoff, the Hatchlings
immediately began scouting out the system’s defenses with flights
of light fighters. Once they had gauged the enemy’s strength,
Hatchling bombardment vessels moved in and began hammering
away at Tau Albriton IV’s population centers.

Calls to warn-off the Hatchlings failed, as all attempts at commu-
nication went unanswered: the invaders were ignoring the pleas of
their victims. Because the planet was wracked with civil and military
strife, a credible defense could not be raised and 20 million Albritons,
over 50% of the population, were killed during the first three days of
fighting:

Hatchling warriors were landed on the planet and started extermi-
nating the enclaves of humans hiding outin the Albriton countryside.
For nearly a month, the Albriton people held on. Then, just as hope

was fading, lead elements of the newly formed 3rd Imperial Frontier
Corps entered the system.

e

3.3 THE EMPIRE INTERVENES

“Aliens? Ya right. Probably just another Frontier rebellion. See
you in a month or two.”

— 17th Expeditionary Fleet fighter pilot, Imp 476:242

When distress calls from Tau Albriton and other sector settle-
ments were heard on the provincial periphery, Imperial main fleet
units were immediately geared-up for action. While the expeditionary
force being put together was preparing to jump to the Frontier, rapid
deployment forces were already on the way.

Most of the units of the 17th Imperial Expeditionary Fleet (the
deep space elements of the 3rd Frontier Corps) were drawn from the
Imperial garrisoninthe33 Lupisystem. Thisisthe home ofHouse Klatus,
and arotating garrison was placed there in Imp474todiscourage the
escalating conflict between Houses Klatus and Naphtali. As it turned
out, the Imperial garrison was not there without good reason. No
sooner had the last remnants of Imperial units jumped from 33 Lupi
then Naphtali raiders renewed their attacks on Klatian holdings.

As advanced Imperial units dropped out of hyperspace in the Tau
Albriton system, vicious starfighter battles ensued almost immedi-
ately. In order to save the besieged capitol, Imperial ground troops,
led by several detachments of Millennia Warriors, landed on Tau
Albriton IV. The mettle of both sides was severely tested in what was
to become a very dire struggle lasting nearly a hundred days.

During the battle, the Imperial fleet made Tau Albriton their base
of their operations. Taking over all facets of the system’s defence,
they commandeered civilian vessels, drafted levies, absorbed what
was left of the local communications network, and otherwise turned
Tau Albriton IV into a killing ground.

While Imperial forces battled the Hatchlings for control of the
system, scouts were dispatched to discover the Hatchling planets of
origin. Seven active Clutchworlds were eventually found, and after
the Hatchling defeat at Tau Albriton, war was brought to those bleak
planets. In the mean time, Imperial task forces were also sent to
determine the fate of the sector’s other settled worlds. More often
than not, all they found were a few dazed survivors living on planets
blasted to barren moonscapes.

Control of the sector was eventually handed back over to Clan
Albritech in late Imp 477, but a sizable detachment of Imperial
“advisers” was left behind on Tau Albriton IV to help restore order to
a planet wracked first by civil unrest, and then, alien invasion.
Redevelopment teams were also sent to systems like Mantoff, Fafnir,
Shighali, and Komerhaught to make them suitable for settlement
once again. However, many years would pass before immigrants
would brave these devastated worlds.

Demis of THE HATCHLINGS IN THE FIRsT GRus CampaiGn

Withthe Empire continually throwing fresh fighter units into battle
with the Hatchling swarms, Clutch production capabilities were
eventually outstripped by losses. It appears that this first observed
mass swarming of Hatchlings was doomed to failure. With superior
firepower and a totally unchallenged fleet of capital ships, Imperial
forces were able to carry the battle to the Clutchworlds and defeat the
remaining Grubs in toto.

What the future holds is uncertain. Those few Hatchlings that
survived the Terran steamroller by fleeing to unknown worlds, carry
with them a wealth of information on their new foes. Given their ability to
communicate with other far-flung Clutches, a new, tougherand smarter
menace is sure to erupt somewhere on the fringe of known space.
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Unsated still in their demoniac vengence, they sweep through
Albriton sector like a simoom of destruction. '
— Deep Regulus News Service, Imp 476:231

Hatchling fighters are organized into battle units called swarms
(not to be confused with a “swarming,” which is the frenzied state of
a Clutch after emerging from dormancy). Each starfighter swarm
uses an odd form of hierarchical organization based around three to
six primary vessels. As few as two primary vessels can be used as the
basis of a swarm, but that is a rare, and apparently unstable
formation. .

A swarm’s primary vessels, while active, function as co-leaders
for the swarm’s operations. Several smaller fighters are adjuncted to
each primary vessel forming Hatchling fighter groups. Each groupin
a swarm thus contains one primary vessel and one or more tiers of
lesser ones. Two or more groups from a single swarm are called a
swath when operating together.

After the primary vessels, the next level within a.fighter swarm is
composed of one or more secondary vessels. Tertiary vessels may
be linked to the secondaries; quaternary vessels under tertiaries; and
in the largest swarms, quintile vessels under the quaternaries. Allthe
vessels of each tier withina swarm are of the same type. Forinstance,
all the primary vessels of a single swarm may be Muskellunge class
fighters, while all the secondary ships are Mantas, the tertiaries,
Remoras, and so on. Each successive tier of ships in a swarm is
generally composed of smaller vessels. ;

The organization of each swarm seems to 'have more t0 do with
its ability to enter fold space than how it fights in bglttle. For instance,
it is not unusual for fighters from different groups inaswarmto fight
together, and it appears that Grubs do not fight at a disadvantage
when their swarm’s primary vessels have been _knocked out. How-
ever, swarms do seem to have difficulty entering fold space and
travelling to other star systems when they attempt to do so without
all of the members of that swarm.

Some evidence suggests that a Clutch’s fighter swarms are
constructed all at once, shortly after emerging from dormancy. Other

vessels are generated for each swarm as casualties are sustain_eg,
but replacing a unit’s

losses can be a long pro-
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cess, particularly if a de-
Qi WARW TEMERATS pleted swarm is fighting
e in a distant star system.

Between battles, Grub
fighters seemto be ableto
regenerate expended mu-
nitions without the need
to return to a base of op-
erations. This makes each
swarm adurable, autono-
mous fighting unit which
merely requires recupera-
tion intervals between
skirmishes.

TeRMINOLOGY

All names and termi-
nology given to the Hatch-
lings, theirequipment, and
organizations have been
assigned to them by their
human observers.

Forinstance,aSquidge
is a giant, squid-like ma-
rine animal on Gengis Ill.
This Grubfighter reminded
one intelligence officer so
much of that animal, that
the name was applied ina
report, and it stuck. The
names given to the vari-
ous fighter swarms de-
scribed on the next few
pages were given to them
by the Frontier and/or Im-
perial forces that fought
them during the First Grub
Campaign.




4.1 SWARM 110 * GRUB CHUCKERS
“Whoa! | want one of those!”
— Fafnir's Kludge pilot witnesses the use of 2 Jjump pod

Debriefings and analysis have shown that although the Grub
Chuck_ers were the tenth Grub swarm identified and catalogued by
lmpena‘l military intelligence units, it was, in fact, the first swarm to
see action against Terran starfighters. Mustered and dispatched
from Clutchworld 1, this swarm led the way to Fafnir VI. They also
apparently captured the first Terrans for Hatchling scrutiny.

‘ Swarm 110 spent the entire Grub Campaign in the Fafnir system
f|ght|ng the resilient Frontiersmen there. Though relatively success-
ful against the settler’s meager resources, the Grub Chuckers had a
toughertllme dealing with the Imperial reinforcements that eventually
made their way into the system. Eventually, the last remnants of this
unit were hunted down and destroyed by a Carrier Wing task force
dispatched from the 17th Expeditionary Fleet.

Thg Grub Chuckers were built upon a quad-swarm template with
Eel primary vessels (4), Remora secondaries (8) and Larva tertiaries

(16).

4.2 SWARM 112 « CREEPING CRUD

“Hey, Morgan, look at this. I'm going to

WIGHT BROGD -—" il

4.3 SWARM 314
* SHAMBLING CHAOS

: “Mayday, mayaay. Emergency! We are under attack b y unidenti-
fied forces. Request immediate assistance.

— TBD signal from Tau Albriton IV, Imp 476:229

Shambli_ng Chaos was one of the first Grub swarms to become
embrpnled in the battle for Tau Albriton. During the course of that
conflict, which went on for over three months, no fewer than 250
swarms saw action. Like many other Grub units, Shambling Chaos
held its own throughout the entire campaign, attacking relentlessly.
314 fought major battles with the Nimrod and Cobra Pursuit Wings,
and the 17_88th Rapid Deployment Interceptor Group. Eventually,
overwhelming Imperial reinforcements gotthe better of Tau Albriton’s
mvaqers, and the remnants of Swarm 314 folded out of the system
heading for parts unknown.

This swarm.originated from Clutchworld 2. Itis thought that many
G_rubs from this world eventually founded a new warren on some
hidden planet deep in the Backnet.

Swarm 314 was built upon atruncated quint-swarm template with

Mar_lta.primary vessels (5), Remora secondaries (15), and Muckworm
tertiaries (30).

have to get this monitor checked—it just filled
up with...oh my Goad.”

— Mantoff 11l space traffic controller

The Creeping Crud was a rather large swarm
also originating from Clutchworld 1. Folding
to the Mantoff system with numerous bom-
bardment ships, this swarm met with a great
deal of success against the unprepared Terran
defenders there. The Crud was almost single
handedly responsible for the destruction of
the 122nd, 311th and 81st Frontier Fighter
Wings.

After suppressing Mantoff ||I’s space
forces, Swarm 112 flew close support for
Hatchling ground troops on the planet below.
So successful was the campaign against this
system, that after absorbing replacements,
the Crud was able to move onto the battle at
Tau Albriton. There, it was eventually defeated
in a heated battle with the 5237th Imperial
Heavy Fighter Wing (“Exterminators”).

Swarm 112 was built upon a truncated
hex-swarm template with Tiger Moth primary
vessels (6), Manta secondaries (18), Remora
tertiaries (36), and Larva quaternaries (36).
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4.4 SWARM 317A « RABID HORDE

“Alright, you scumbags—no one messes with our planet. Get

ready to suck plasma.”
— @-ship gunner from Rood

Swarm 317A was a Hatchling unit from Clutchworld 7 that saw
action against the hidden Terran enclave at Rood. Since the planet’s
survivors fled the sector before they were discovered by Imperial
forces, there is little information about the Grub formations that
fought there. What is known is that despite the tough resistance
offered by the pirates and criminals hiding on Rood, Grub forces
overcame them and were in the process of constructing a new
subterranean warren when scouting elements of the 3rd Frontier
Corps arrived in the system. The Rabid Horde, though depleted,
joined battle with their Imperial counterparts and were soundly
defeated while defending the Grub construction activities on the
planet below.

Swarm 317A was built upon a quint-swarm template with Manta
primary vessels (5), Squidge secondaries (15), Remora tertiaries
(30), and Larva quaternaries (30).

4.5 SWARM 420 - WYVERNS

It is useless for sheep to pass resolutions in favor of vegetarian-
ism while wolves remain of a different opinion.
— Origin Lost

One of the many Hatchling swarms to meet the fleet elements of
the 3rd Frontier Corps at Tau Albriton was number 420. A particularly
bloodthirsty unit, the Wyverns were responsible for mauling no
fewer than five Terran fighter groups and an equal number of fighter
tenders. Haling from Clutchworld 3, Swarm 420 returned there at the
height of the fighting for Tau Albriton, apparently to defend their
home against probing raids by Imperial forces.

The Wyvern formation remained intact throughout the Grub
Campaign and escaped destruction in Imp 477 by folding out into the
Backnet just after their Clutchworld fell to the Terrans. Far beyond the
Frontierthey probably linked up with other Hatchlings fleeing Albriton
sector.

This swarm used a hex-swarm formation, with Dragonfly primary
vessels (6), Lamprey secondary vessels (18), Squidge tertiaries
(36), Remora quaternaries (36), and Larva quintiles (36).

4.6 SWARM 575
e MAGGOTS OF boOM

Because | wouldn't stop for Death, He kindly stopped for me.
— Epitaph of an Imperial pilot killed by
Grubs from Swarm 575

It is thought that Swarm 575 was destined to see action at
Shighali, but Imperial interdiction efforts at Clutchworld 5 prevented
that deployment. Forced into a home defense role, the Maggots of
Doom proved to be vicious defenders. Utilizing their Clutchworld’s
unique array of wormhole transporters, the Maggots were able to
catch several Terran fighter units off guard.

Shortly after Terran raiders left Clutchworld 5, Swarm 575 showed
up in a number of unlikely locations. The Maggots of Doom were
spotted first at Fafnir, then later at Maiden’s Castle (one of the few
Hatching formations to appear there), and then at Komerhaught.
Each time, the Maggots engaged Terran defenders fora short period,
then disappeared. This was certainly a unique behavior, and the first
documented occurrence of the “raiding swarm” phenomenon. It
appears that the occasional Grub fighter swarm does not follow the
imperatives of the Clutch, but rather strikes out on its own in an
apparently random fashion.

To defend against these rogue elements, 3rd Corps commanders
drew together several “hunter groups,” formed around single fast
carriers with one or two fighter wings and supply ships assigned to
each. The hunter groups were then dispatched to chase down and
annihilate Grub raiding swarms. The 60356th Hunter Group, flagged
by the carrier “Shogun,” eventually caught up with the Maggots of

Doom over Prince Alwud in the Djebel Allah system. Unable to
replenish their losses, Swarm 575 was eventually worn down and
destroyed by the 60356th in a running battle that spanned three star
systems.

The Maggots of Doom were built upon a standard quint-swarm
formation, with Muskellunge primaries (5), Lamprey secondary
vessels (15), Muckworm tertiaries (30), and Larva quaternaries (30).




4.7 SWARM 587
* SLOGS FROM THE BOG

“Why call them the “Slogs from the Bog?”
“Cause they deserve it.”
— Flight Officers over Tau Albriton |V

~ Swarm 587 was one of several innocuous fighter swarms pulver-
ized by Imperial fleet units over Tau Albriton IV during the latter half
of the battle thgre. After the 17th Expeditionary Fleet had a chance to
dlsqern G(ub fighter performances and exploit the lack of Hatchling
caplta! shlps, destroying whole swarms became routine work for
Imperial pilots. That is not to say that such engagements weren’t
dangerous; the Grubs continued to develop unique and deadly tactics
throughout the campaign. However, a point was eventually reached
in the campaign where the Terrans could be relatively assured of
success provided they knew what they were up against.

Thus the fate of the Slogs was sealed when, on Imp 476:342, a

concerted effort was made by the 6656th Carrier Wing to kill this
swarm. It succeeded.

Swarm 587, originally from Clutchworld 4, was built upon an
extended quad-swarm template. It had Muskellunge primary vessels

(4), Lamprey secondaries (8), Remora tertiaries (1
quaternaries (16). (16), and Larva

4.8 SWARM 601 ¢ NIGHT BROOD
“We should forgive our enemies, but not before they're blasted
out of existence.”

— Captain Demmik Fulton of the carrier
“Sark” (attributed)

Swa_trm 601 was one of the largest and most durable Grub
formathns todo battle over Tau Albriton |V. Arriving from Clutchworld
Zsometl.me between Imp 476:260 and 270, its members amassed an
Impressive kill tally even while other swarms were buckling underthe
pressure ofthe Imperial counter-offensive. Night Brood vessels were
creqned with mauling seven Imperial fighter wings, including three
regiments of Millennia Warrior starfighters.

The nght Brood Grubs were the last Hatchling forces to fight in
the Tau Albriton system. Unlike other alien groups that fled when
defeat seemed imminent, Swarm 601 stuck it out, taking as many
Terran fighters with them as they could before the last of their
number was destroyed.

' Swgrm 601 used an expanded variant of the hex-swarm forma-

't\lnon.tnght Bzood was composed of Tiger Moth primary vessels (6)
lania secondaries (18), Lamprey tertiaries (36), Squidge quaterna-
ries (72), and Larva quintiles (72). dim
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5.0 FRONTIER FIGHTER
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In war trivial causes produce momentous events.
— Julius Caesar, c. Prelmp 11695

The Frontiersmen of Albriton sector bore the brunt of the Hatch-
ling scourge. Though terribly outnumbered and hopelessly cut off
from immediate Imperial aid, many of these brave men and women
were able to stave off the swarming alien hordes for several weeks.

The following unit descriptions are just a sampling of the many
Frontier fighter wings embroiled in the Hatchling campaign.

5.1 FAFNIR’S KLUDGE

“Tell them we only fly on weekends.”
— Hal Metcalf, reacting to Fafnir's general mobilization

1st Civiian Reserve Farnir FighTer Wing

Dubbed “Fafnir's Kludge”
Commanding Officer: Hal Metcalf

A “kludge” is, by definition, a machine made up of improvised,
mismatched parts, and no better description can be made of Fafnir’s
1st Civilian Reserve Wing. Hal Metcalf, the Wing’s leader is a
veterinarian by trade, while other squadron officers include an
accountant, a shuttle pilot, and a trade fisherman.

As a civilian reserve formation, Fafnir's Kludge is only called up in
times of national or world-threatening crisis. Though several of the
Wing’s formations have met ona monthly schedule for training, none
had ever seen combat before the first Hatchling ships started their
assault. Called to full combat duty on a day’s notice, Planetary
Defense Command threw the Kludge into battle as an expendable
delaying force. Much to everyone’s surprise, the Kludge gelled as a
combat unit and inflicted far more damage than it received.

Stunned by Metcalf's preliminary victories, Planetary Defense
Command pulled back the 1st Reserve Wing and began using it as a
flexible response tool. As Hatchling assaults gathered power and
exploited weaknesses in the planet's defense, the 1st would be
rushed to the danger zone to “plug the hole,” holding the line until it
stabilized. In this roll, the Kludge exceeded expectations. The profes-
sionalism these pilots showed astounded their superiors.

Squadron Summary
As of Imp 476:220
Flapjack Squadron
Squadron Leader: Jeff Alain Morris (PIt 6, Gnr 8)
Assets: 10 x Thunder Bird
2 x Night Hawk
Typical Pilot (PIt 5, Gnr 4)
Backtalk Squadron
Squadron Leader: Adam West (PIt 6, Gnr 7)
Assets: 7 x Thunder Bird
2 x Spirit Rider
Typical Pilot (PIt 4, Gnr 3)
Typical Gunner (Gnr 5)

Gammaray Squadron
Squadron Leader: Carol Chance-Morton (PIt 5, Gnr 9)
Assets: 8 x Thunder Bird
2 x Night Hawk
1 x Seraph
Typical Pilot (PIt 5, Gnr 4)
Typical Gunner (Gnr 6)

300 days passed between the start of the Hatchling invasion of
Fafnir and the relief of the planet by Imperial forces. During that time,
the Kludge flew upwards of 6500 combat sorties, an absolutely
incredible rate. Losses to the Wing were dire and by the end of the
campaign the 1st Civilian Reservists were down to a pitiful 15%
combat effectiveness rating. Nevertheless, the Kludge persevered
and survived to see the liberation of their planet.

5.2 LEGIONNAIRES OF MIANTOFF Il

“If it’s Thursaay, I've got a Night Hawk.”
— Unofficial motto of the 122nd Fighter Wing

122nd Frontier FigHTER WiNG

Dubbed “Legionnaires of Mantoff 111"
Commanding Officer: Jarlsburg Gav

The Frontier Fighter Wing Program started over forty years ago
when a coalition of far-flung colony worlds on the periphery of
explored space decided that an autonomous defense organization
should be raised for their mutual protection. Under the auspices of
the program, hundreds of paramilitary fighter units were outfitted
and then shuttled off to the various member worlds. Mantoff I1l was
a prudent consignee.

The organization of the Frontier Fighter Wings is quite unconven-
tional. Each member world is provided a stockpile of unit hardware,
the number of Wings consigned being proportional to the world’s
contribution to the overall program. However, the pilots and support
staff for the Wings are circulated from planet to planet on a yearly
basis. Though this often requires the constant familiarization of fliers
and techs with new equipment, the program’s communal appeal is
reinforced.

The Legionnaires were eight months through their tour of duty on
Mantoff |1l when the Hatchlings launched their attack into the system.
Though a seasoned group, with experience fighting the Idorians, the
122ndtookaa real beating at the hands of their alien foes. First contact
resulted in the loss of twelve Legionnaire vessels, and the drubbing
continued throughout the campaign.

Squadron Summary
As of Imp 476:222
1st Squadron
Squadron Leader: Hep Grunwald (PIt 5, Gnr 5)
Assets: 8 x Blizzard
Typical Pilot (PIt 3, Gnr 3)
2nd Squadron
Squadron Leader: Fayla Kim Suk (PIt 4, Gnr 5)
Assets: 8 x Blizzard
Typical Pilot (PIt 3, Gnr 2)




3rd Squadron
Squadron Leader: Almar al-Habad (PIt 5, Gnr 3)
Assets: 6 x Night Hawk
2 x Seraph
Typical Pilot (PIt 4, Gnr 4)
Typical Gunner (Gnr 3)

4th Squadron

Squadron Leader: Jake Milliway Flint (PIt 6, Gnr 7)
Assets: 4 x Kosmos
2 x Thunder Bird
2 x Salamander
Typical Pilot (PIt 5, Gnr 5)
Typical Gunner (Gnr 6)

The lot of Mantoff’s colonists was pitiful, which was well reflected
by the state of the 122nd by the time Imperial relief forces entered the
system in late 476. The Legionnaires were down to two operational
fighters and five flight personnel by the end of the campaign. The unit
was subsequently disbanded.

5.3 NIMROD PURSUIT WING

“Who cares what they are? You hit them, they blow up. Simple.
Now do it!”

— Muligan F. Stagroot, Imp 476:230

Tau ALsriton Pursuir Wing 5046

Dubbed “Nimrod Pursuit Wing”
Commanding Officer: Muligan F. Stagroot

Pursuit Wing 5046 was the mobile space defense formation
posted to Nimrod Station, a space habitat orbiting high over the
surface of Tau Albriton V. Formed twenty-seven years before the
Hatchling scourge, the Nimrod Pursuit Wing had mainly been sortied
for patrols and anti-pirate raids. Being on the Frontier, the 5046th
was never at a loss for things to do. The Albriton starlane hub
attracted its fair share of criminal riff-raff, and it was the Pursuit
Wing’s job to keep the system safe for traders.

That being the case, when the Grubs attacked the system they
encountered several experienced units like the 5046th. Tau Albriton
IV's civil strife was having little effect on the space defense forces
stationed overhead. In fact, the Pursuit Wing formations were some
of the few who met the Hatchlings in battle with little reservation.

As fate would have it, Nimrod station was destroyed during the
opening hours of battle. Without an orbital base to operate from, the
5046th transferred its command to the planet’s surface. Once
Imperial forces arrived (nearly a month after the start of the battle),
the Nimrod Pursuit Wing was transferred to a freighter converted
intoalight fighter carrier. Spaceborne once again, this unit continued
its valiant fight until attrition finally took its toll.

Squadron Summary
As of Imp 476:229

Stardust Squadron
Squadron Leader: Magus Southwood (PIt 6, Gnr 6)
Assets: 14 x Dart
Typical Pilot (PIt 4, Gnr 5)
Blacksun Squadron
Squadron Leader: Blevin Steelidown (PIt 4, Gnr 7)
Assets: 6 x Thunder Bird

2 x Night Hawk

2 x Lance Electra
Typical Pilot (PIt 5, Gnr 3)
Typical Gunner (Gnr 5)
Bluestar Reserve Squadron
Squadron Leader: James McElroy (PIt 4, Gnr 3)
Assets: 10 x Sorensen Il

2 x Glaive
Typical Pilot (PIt 3, Gnr 3)
Typical Gunner (Gnr 3)

The Nimrod Pursuit Wing was one of many Frontier fighter units

thrown in the thick of combat operations from the start, and though

they sustained horrendous casualties, their will to fight never dimin-
ished. This unit was officially disbanded on Imp 476:333.

5.4 ROOD MUD HENS

No uniforms, no medals, no [expletive deleted] problem.
— Graffito found on abandoned Mud Hen hangar

Roop FigHTer PooL #3

Dubbed “Rood Mud Hens”
Commanding Officer: Bill H. McCall

Rood was a hidden colony on the fringe of Albriton segtor.Ahaven
for smugglers and pirates, the planet also sported an illegal slave-
driven mining operation. Despite their covert status, the men of Rood
carried on a brisk trade in “salvage” and minerals with several other
Frontier worlds in Bathascar quadrant.

Without an organized defense network, R}ooq was particularly
susceptible to an all-out military campaign, Wh.ICh is exactly what the
Grubs waged against them. Caught by surprise, the men of Rood
started their fight at a great disadvantage, however, reco‘vered
records have shown that they doggedly fought back. Their starfighter
units were dredged up from surplus hardwareand converf(ed shuttles.
Anyone with flight experience was pressed into service. And al-
though these men were scavengers and opportunists by trade, they
pulled together to defend the only home they had. A

One of the few fighter organizations they were able to flgld was
Pool #3, the Rood Mud Hens. Little is known about this unit since
only a few transcripts were left behind on the planet. However, Pool
#3 was apparently the one fighter organizapon thgt kept its unit
integrity up until the time of Rood’s evacuation. It is thought thgt
many of these pilots survived the campaign, and fled with the planet’s
evacuees to their new base.

Squadron Summary
As of Imp 476:222

Group Red A
Squadron Leader: Fig Rallegh (PIt 7, Gnr 7)
Assets: 5 x Spirit Rider
1 x Pharsii Il
Typical Pilot (PIt 2, Gnr 4)
Typical Gunner (Gnr 3)

Group Blue B
Squadron Leader: Shool Trentar (PIt 8, Gnr 6)
Assets: 3 x Thunder Bird
2 x Teal Hawk
1 x Shryak Shuttle
Typical Pilot (PIt 3, Gnr 2)
Typical Gunner (Gnr 3)

Group Yellow C
Squadron Leader: Karl Henry-James (PIt 6, Gnr 9)
Assets: 4 x Kosmos
2 x Shryak Shuttle
Typical Pilot (PIt 2, Gnr 7)
Typical Gunner (Gnr 3)

Group Orange D
Squadron Leader: Meg Sikoi Takishuto (PIt 5, Gnr 5)
Assets: 2 x Epping
2 x Drakar
1 x Star Raven
1 x Betafortress
Typical Pilot (PIt 4, Gnr 3)
Typical Gunner (Gnr 5)
Hard pressed, and unable to replace their losses, the pilots and

crews of Fighter Pool #3 threw their lot in with the remnants of
Rood’s population and moved on to another star system.




6.0 IMPERIAL FIGHTER
UNITS e

| detest war. It spoils armies.
—~Grand Duke Constantine of Russia, c. Prelmp 9845

When the Hatchling scourge began, the closest Imperial fleet
presence was in the 33 Lupi system, home to House Klatus on the
provm.mal periphery. Several Imperial formations had been stationed
there m_lmp 474 to ward off what appeared to be an impending
unsanctioned war between the Klatus and Naphtali Houses.

When distress signals began streaming in from Albriton sector
orders came down for the carrier groups at 33 Lupi to jump to aﬁ
Imperial mustering station in the Frontier. This station, code named
Centrak, became the rallying point for the 3rd Frontier Corps, a
combined arms force meant to deal with the Hatchling scourge. Tyhe
carriergroups from 33 Lupiformed the core ofthe newly redesignated
17th Imperial Expeditionary Fleet.

Operation Backlash was the title ascribedtothe Imperi bor,

| perial liberation
eﬁpr‘( at Ta'u Albriton and the other settled worlds in the sector.
Ultimately, it was successful, but the cost in lives and materiel was

sgcruciatingly high—the toll on Imperial fighter groups particularly

~ The fo!lowing unit descriptions are just a sampling of the many
flghter. wings of the 17th Fleet which became embroiled in the
Hatchling campaign.

6.1 SAXON FURY

The tree of liberty must be refreshed from time to time with the
blood of patriots.

— Thomas Jefferson, c. Prelmp 9830

1786th Rapio DepLoYMENT INTERCEPTOR GRouP

Dubbed “Saxon Fury”
Commanding Officer: Bannerman Robitaille

Though.most ofthe 17th IEF staged to Centrak before moving on
to. Tau Albriton in force, the 1786th Rapid Deployment Group, along
with a handful of others, were sent to the besieged system straight
away. Though they arrived at Tau Albriton a mere thirteen days after
the G(ubs did, they found the “situation” there fully involved.
Hatchling troops were already on the planet, while their starfighters
and bombardment ships held free rein overhead.

Saxon Fuw and two other RD Groups immediately engaged the
Grub formations at hand, but were quickly repulsed. In that initial
engagement, the Imperial pilots faced overwhelming odds of nearly
ten Hatchhng ships to each Imperial fighter. Group commanders
recalled thelrﬂ!ers and withdrew to assess the situation. Hounded by
several Hatchling swarms, the Rapid Deployment carriers, along
with their few escort vessels eventually had to leave the system and
await the arrival of the rest of 17th IEF.

For nearly two weeks, Saxon Fury waited on the outlying fringes
of Tau Albriton system, its carrier narrowly escaping several Grub
ambqshes. But finally, on Imp 476:255, the vanguard of the 3rd
Frontier Corps arrived. Itching for a fair fight, Saxon Fury was thrown
into the'llberation and defense effort of Tau Albriton IV. It fought its
first major engagement the next day, which proved to be an unmiti-
gated cﬁsaster. Unversed inthe ways of Hatchling tactics, the 1786th
found itself split up and weakened during its battle. In the ensuing

confusion, the separated squadrons of the Fury were isolated and
crushed.

Squadron Summary
As of Imp 476:242
Blitzer Squadron
Squadron Leader: Akashi Tajimitsu (PIt 8, Gnr 8)
Assets: 8 x Night Hawk
4 x Teal Hawk
Typical Pilot (PIt 6, Gnr 6)
Typical Gunner (Gnr 7)
Striker Squadron
Squadron Leader: Callon Rake (PIt 7, Gnr 8)
Assets: 8 x Night Hawk
4 x Teal Hawk
Typical Pilot (PIt 5, Gnr 6)
Typical Gunner (Gnr 8)
Decimated in their first full day of battle over Tau Albriton, the
1 786tf1 was wri‘tten off for the duration of the campaign. Some o}the
group's surviving pilots were reassigned to other theater fighter

forimations,' but records indicate that no original Saxon Fury flight
officer survived into Imp 477.

Anything. Anytime. Anywhere.
— Dark Coven motto

2527th SpeciaL Forces FigHTER GRouP

Dubbed “Dark Coven”
Commanding Officer: Alister “Dud” McLeod

While the bulk of the 3rd Frontier Corps was occupied at Tau
Albriton, numerous detachments of reconnaissance and special
forces units were sent into the sector to seek out the Grub bases.
What they discovered were the Clutchworlds, and the distinctly alien
societies harbored therein.

Dark Coven, one such special forces unit, found itself over a small
airless rock which would eventually be designated Clutchworld 5.
Grub activity was detected under the planet’s surface, and Imperial
teams were immediately sent in to investigate. While the Coven was
flying high cover, they were set upon by strong Hatchling starfighter
formations. Badly mauled, Dark Coven retreated, and the scouting
division they were attached to jumped out of the system. Clutchworld
5 proved too hot for an extended “visit.”

Recovering quickly, the 2527th was sent with its parent unit to
Clutchworld 3 for more recon work. They spent nearly a month there,
despite the fact that the world was practically emptied out. Its Grubs
were now engaged at Tau Albriton and Palmaro, the fifth orbital of GX
3990. The Coven was kept on station while ground teams gathered
intelligence data, then later demolished the Grub warren sites.

Hatchling fighter activity throughout this period over Clutchworld
3 was minimal.

Squadron Summary
As of Imp 476:280

Witch Squadron
Squadron Leader: Jaffe Curd (PIt 9, Gnr 8)
Assets: 10 x Salamander
2 x Star Raven
Typical Pilot (PIt 8, Gnr 7)
Typical Gunner (Gnr 7)
Warlock Squadron
Squadron Leader: Hoji Tajomura (PIt 9, Gnr 9)
Assets: 10 x Blizzard
2 x Pharsii Il
Typical Pilot (PIt 8, Gnr 8)
Typical Gunner (Gnr 8)
Wizard Squadron
Squadron Leader: Rejek Buratu (PIt 8, Gnr 8)
Assets: 10 x Lance Electra
2 x Epping
Typical Pilot (PIt 7, Gnr 6)
Typical Gunner (Gnr 8)

Dark Coven undertook covert operations againstthe Clutchworlds
long after the rest of the Empire thought the crisis was over.
Constantly replenished and well supplied, the 2527th, along with its
recce parent organization, sought out and identified no fewer than
fifteen Frontier sites previously occupied by the Hatchlings.

6.3 NOCTURNAL ENEMY

Soldiers win battles and generals get the credit.
— Napoleon Bonaparte, ¢. Prelmp 9850

6656th ImperiaL Carrier WiNG

Dubbed “Nocturnal Enemy”
Commanding Officer: Montgomery Cook

The 6656th Carrier Wing entered Tau Albriton with the main body
of 3rd Corps. Though it was not immediately committed to battle,
Nocturnal Enemy did eventually engage several Grub swarms over
the planet. Benefitting from experience gained by other units which
preceded it, the Nocturnals were soon compiling an impressive
portfolio of victories. Before the battle was through, the 6656th had
received four unit commendations.

In one action, The fliers of this wing pinned down a complete
Hatchling swarm that was about to catch an unescorted hospital
ship. Their delaying action allowed the medical vessel to escape, and
in the process, Nocturnal Enemy destroyed over half the swarm to
the loss of only four fighters. On another occasion, Nocturnal fliers
escorted the first Imperial sortie to successfully use the Hatchling
Dormancy Inducer, a special weapon designed to aid in the capture
of Grub vessels.

After the battle for Tau Albriton, the Nocturnals were moved to the
Mantoff system and took part in the effort to liberate the colonists
there. Unfortunately, there were few survivors left on Mantoff lil,
though those killed were well avenged by the 6656th and other
Carrier Wings like it. Later, the Nocturnals were ordered to stand
down for a month. During this break in the action, unit losses were
replenished and the severely depleted Screech squadron was refitted
with Hell Bender fighters. Wail squadron was also activated at this
time and staged forward to Mantoff, linking up with its wing-mates.

The 6656th was finally sent to Ivox to mop-up Hatchling resis-
tance there. Unfortunately, like at Mantoff [11, the Ivox colonists had
been wiped out long before the Nocturnal Enemy’s arrival.

Squadron Summary
As of Imp 476:255
Howl Squadron
Squadron Leader: Mac Yogama (PIt 8, Gnr 5)
Assets: 8 x Night Hawk
4 x Drakar
Typical Pilot (PIt 7, Gnr 6)
Typical Gunner (Gnr 7)
Screech Squadron
Squadron Leader: Jonnie Hart Eddy (PIt 7, Gnr 8)
Assets: 8 x Night Hawk
2 x Drakar
2 x Epping
Typical Pilot (PIt 6, Gnr 6)
Typical Gunner (Gnr 6)




Wail Squadron (inactive reserve unit)

Squadron Leader: Niki Aldebaron (PIt6, Gnr7)
Assets: 12 x Kosmos
Typical Pilot (PIt 6, Gnr 6)

Nocturnal Enemy came through the First Hatchling Campaign
with flying colors. In fact, several of the Wing’s flight officers were
sent to training centers to lecture cadets on Hatchling methods and
tactics for anticipated future battles.

6.4 BUG GRINDER

All very successful commanders are prima donnas and must be
So treated.

— George Smith Patton Jr., Prelmp 9698

9100th ImperiaL Heavy Figiter Wing

Dubbed “Arch Villain,” and more recently, “Bug Grinder”
Commanding Officer: Ray Taun-Sopura

Though based in the House Klatus home system of 33 Lupi and
mobilized for action with the 17th Fleet, the 5100th was placed in
reserve status at the start of the Hatchling crisis. As the severity of
the scourge began to outweigh the need to deter a Klatus/Naphtali
war, this Heavy Fighter Wing was moved up to the Centrak mustering
point. On Imp 476:312, Arch Villain was told to stand to forimpend-
ing action.

Seven days later, the 5100th was sent into the fray at Tau Albriton.
In its first engagement, Arch Villain was forced to deploy its entire
operational strength, thus leaving its tender vulnerable to attack.
However, in the ensuing battle the 5100th destroyed a complete
Hatchling quint-swarm against the loss of only seven of its own
vessels. Three of those crews were later recovered and the engage-
ment was heralded as an astounding Imperial victory. Afterwards,

the 5100th became known as “Bug Grinder,” and the moniker has
stuck ever since.

Bug Grinder s unusual in thatit's Commanding Officer, Ray Taun-
Sopura does not fly a desk, but rather takes on missions with the
same reqularity as his subordinate crews. This has garnered him a
great deal of respect from his fliers, while bringing chastising
comments from his superiors in the 17th IEF.

Squadron Summary
As of Imp 476:319
Ghast Squadron
Squadron Leader: Molloch al-Sabah (PIt 8, Gnr 8)
Assets: 8 x Pharsii Il
8 x Seraph
Typical Pilot (PIt 6, Gnr 5)
Typical Gunner (Gnr 6)

Gopher Provisional Squadron
Squadron Leader: Ludwig “Bull’s Eye” Vanderlind (PIt 6, Gnr 9)
Assets: 4 x Pharsii |l
4 x Seraph
4 x Lance Electra
Typical Pilot (PIt 5, Gnr 6)
Typical Gunner (Gnr 7)

Bug Grinder achieved the highest rate of success against Hatch-
ling forces during the campaign, though it is admitted that Grub
strength was already starting to wane as this unit entered the fray.
With a commendable 9-1 kill ratio, the 5100th was given an Imperial
commendation for the leadership, determination, and valor it dis-
played.

7.0 SCENARIOS s

“Where do these things come from? What are they? What do they
want?”

“l know, why don’t we just ask these aliens round for arinks!”
— Unattributed

This section contains 8 scenarios set in chronological order
during the Hatchling crisis of Tau Albriton star sector.

REINFORCEMENTS

Some of these scenarios allow for reinforcements to enter the
playing surface during the course of a game. In these cases it will be
necessary for players to keep track of the game turns as they pass by.
Use the Game Turn Record Track which appears along the bottom of
some of the new Starcraft Displays.

When reinforcements are called for on a particular turn, they are
placed along their entry Edge (on an edge hex) as the first action of
that turn. Such forces must be orientated so that they face a hexside
out towards the playing surface (i.e., not parallel with the map edge
or facing off board). Such entering reinforcements can then be
targeted for missile and/or torp attacks at the beginning of the game
turn of entry.

Inaddition, a good pilot or Hatchling entering with reinforcements
can use his Plt skill to influence the initiative die roll on his turn of
entry.

EXiTING STARCRAFT

Some scenarios call for vessels to exit the playing surface. To do
S0 costs 1 movement point from an edge hex in which the vessel is
facing away from map hexes.

Unless specifically required by a scenario, no units may exit the
playing surface. If an unauthorized starcraft does S0, itis considered

destroyed with credit for the Kkill going to the last opposing vessel/
crewman to fire at it.

Map Ser Up

Forallscenarios, use the standard Silent Death map set up shown
on page 18 of the Silent Death rules.
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1 — Shields damaged.

Reduce Defensive Value by 1.

2 — Hull Fibers melted.

Squidge takes 1D6 more hits.

3 — Hatchling link to X-Beam
damaged.

X-Beam may not fire until after
next game turn.

4 — Drone Storage Bay rupture.
Lose 1D4 of each remaining
drone type. Roll separately.

5 — Electronic Warfare Rig
damaged.

Squidge can no longer jam torps.

6 — Drone Mover performance
impeded.

Reduce Drone Mover by 1
rating level.

| 7— Massive Jump Pod malfunction.
Lose 1D4 of remaining Jump
Pods. Hatchling’s choice.

8 — Y-Beam power drops.

Modify Damage code by -4.

9 — Hatchling killed.

Squidge may take no further
actions. Defensive Value
reduced to 5.

10 — Hull buckles under stress.

Squidge is destroyed.

N Y-BEAM SPECS I

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

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

| | X-BEAM SPECS BN

Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

O

WU
2 NOdvam
.. . .ug
L NOdvam

ad
mbuljysieym

JAJvHl 39VIANVa

00H Mol )
aqn] Buyddedg

juawdinbz jeadg

13509 uany ybiy

ai

.o :abeweqg
+90de ¥H oL
(4) yase anug
mmmm 2 uodeapy I;

€ X moT :abeweq
arv+80ag UH oL
(4) weag-x
| Uodea/y| s ;

[ EL- B




(]
— ?
Ll =
<
oo =
(e | £
(. 1%
(70 =2
|
=
_— =
L =
o : 73
o s @
c . = =
Q = ) = % =
= §=] = = 2
)
<y @ s |2 & 8
St » .m p..L m
(<'a) = = = ..nm.gm =
. ° .W Synnu.vm.ﬂ o
- ~ : = S o =
mC s as m.wom =
H - = + Snmum..mm o=
ap < o =S o S o R
N - ) a S B
—
D T g = s Ex § EXE
e = o n —_
=N O 4 4 4 = & £ o8 P2E
e e
LLl M%h%ew seede:nm
— — (7,] C = c o
= o o E = ©073T S w
= S o P T o
S o & o £ b ESEE2=3
NA S oz =22=58CE
= = c = R e = R .
" L 5 S o - & o<
7 A — QD — T~
S 28 88 3% E&2ceoss
TR ‘s ° 0O g & @O < e
e s L o - P e =
e 0 1 mmm—
= — = =
® ® ® L

Activate drones layed this phase.

Operate drone movers.
Torps fired at drones move.

)
)

e Torp Results Phase
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iv) Check for ink dispersal (1D6 roll of 1 removes. Roll for each ink counter.).

ii) Resolve grappling tube usage.
iii) Attempt damage control.

) Asteroids drift.
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CONSOLIDATED MASTER WEAPON TABLE

Range Increments

Base (To Hit Modifiers) Target
Weapon Attack Short Mid Long Speed
Type Dice (+1) 0) (-1) Restrictions Damage
Terran Weapons
Mass Driver Cannons
Minigun 2D6+ADB 1-2 3-5 6-12 None Low t
Autocannon 2D6+ADB 1-3 4-10 11-24 Target Drive <10 Medium t
Railrepeator 2D6+ADB 1-4 5-15 16-36 Target Drive <6 High
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—
Disruptor Cannons
Disruptorgun 2D8+ADB 1 2 3-6 None Medium §
Disintegrator 2D8+ADB 1 2-3 4-12 Target Drive <11 High §
lon Cannons
Impulsegun 2D8+ADB 1-3 4-8 9-10 None High
lon Ram 2D8+ADB 1-5 6-13 14-15 Target Drive <15 All
Plasma Cannons
Plazgun 2D6+ADB 1-2 3-4 5-10 None All'Y
Heavy Plazgun 2D6+ADB 1-4 5-8 9-15 Target Drive <11 Allx2Y¥
Energy Bolt Projectors
Protobolt 2D6+ADB 5-8 9-12 13-16 Target Drive <14 s.10/m.8/1.6
Warheads
Missile 1D6 — 0-10* — None High
Stnd Mk10 Torp 1D12 N/A N/A N/A None All
Stnd Mk20 Torp 2D12 N/A N/A N/A None All
Stnd Mk30 Torp 3D12 N/A N/A N/A None All
Stnd Mk40 Torp 4D12 N/A N/A N/A None All
Stnd Mk50 Torp 5D12 N/A N/A N/A None All
Hatchling Weapons
Beam Cannons
X-Beam 2D8+ADB 1-3 4-14 15-16 None Lowx 3
Y-Beam 2D8+ADB 1-3 4-16 17-18 Target Drive <13 Medium x 2
Z-Beam 2D8+ADB 1-3 4-20 21-22 Target Drive <10 High x 2
Leech Cannons
Drive Leech 2D6+ADB 1 2 3-4 None Low *
Launchers
Spore Mole 1D6 — 0-6* —_ None Low ¢
Warheads
Type 1 Drone 1D12 — 0-1% — None All
Type 2 Drone 2D12 — 0-2% — None All
Type 3 Drone 3D12 —_ 0-3% — None All
Type 4 Drone 4D12 — 0-4% — None All
Type 5 Drone 5D12 — 0-5% — None All
Notes
T Whenever two of the attack dice roll doubles, multiply base damage delivered by 2.
§ 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.
¥ If the attack dice roll triples, the weapon mount overloads and is destroyed. The target is not affected.
* A missile/spore mole target must be within 10/6 hex range only at the beginning of the Missile/Spore Mole Launch Phase.
* Low damage is distributed only to the target’s Drive damage boxes, ignoring Damage Reduction value.
# Low damage indicates the number of crewman killed in the target vessel. No hits are inflicted on the Damage Track.
* Hits within this range are automatic; there is no need to roll To Hit.

EXPANDED NIGHT BROOD TURN SEQUENCE

e Missile/Spore Mole Launch Phase

i) Designate targets, attempt lock-ons, then launch.

e Torp Launch Phase
i) Designate targets, then launch.

e |pitiative Phase

i) Roll 1D10, modified by best Pt value of side.

e Movement Phase

i) Alternate movement of vessels, starting with the side that lost initiative.
a) Drop drones/ink while moving.
b) Activated drones attack moving opponents.
c) Attempt grappling tube attachment.
d) Attach tow hooks.
ii) Torps move after their (non-drone) targets do.
iii) Activate drones layed this phase.
iv) Operate drone movers.
v) Torps fired at drones move.

e Torp Results Phase

i) Attempt dodging, or fire point-defense systems.
ii) Resolve all torp damage.
iii) Attempt jamming, or deploy decoys.

e Cannon/Projector Fire Phase

i) Gunners/Hatchlings fire their cannons/projectors, in order of their Gnr skills.
ii) Pilots fire their cannons/projectors in order of their Gnr skills.

* Missile/Spore Mole Results Phase

i) Resolve missile/spore mole attacks.

¢ End Phase

i) Asteroids drift.

ii) Resolve grappling tube usage.

iif) Attempt damage control.

iv) Check for ink dispersal (1D6 roll of 1 removes. Roll for each ink counter.).
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N \Weapon ‘] Emmm
Y-Beam (F)

To Hit: 2D8+

| Damage: Medium x 2

s Weapon 2
Y-Beam (F)

To Hit: 2D8+

| Damage: Medium x 2

E— Weapon 3 s
Spore Mole Launcher
(360°)

Lock on <

pifslojle foiellole i« o]

Tight Turn Cost:

-

[ Weapon 4 s

X-Beam

(FAL)(RAL)(A)(RAR)(FAR)

To Hit: 2D8+
Damage: Low x 3

—S=
mHatchlingm
Plt:
WEAPON 1
Gnr: -
WEAPON 2
Gnr:
WEAPON 3

Gnr:
WEAPON 4

Gnr: s =

_=_~Ummum=mm1
o2

Special Equipment
J Drone Mover 4
1 Tow Hook

e

DAMAGE TRACK

(£ ©)

X[ |W

[19]

D

[7]
5]

e Weapon 1
Y-Beam (F)
To Hit: 2D8+
Damage: Medium x 2

Ry T g,

- Weapon 2 mmmm
Y-Beam (F)

To Hit: 2D8+

| Damage: Medium x 2

. Weapon 3 s
Spore Mole Launcher
(360°)

Lock on <
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Tight Turn Cost:

.

(—Weapon 4w

X-Beam

(FAL)(RAL)(A)(RAR)(FAR)

To Hit: 2D8+
Damage: Low x 3

Gnr: &

mHatchlingm
Pit: ™
WEAPON 1

Gnr:
WEAPON 2

Gnr:
WEAPON 3
Gnr: _ :
WEAPON 4

Ink Dispenser
) O 0O

Special Equipment
3 Drone Mover 4
J Tow Hook
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DAMAGE TRACK
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Meld Laser

29-30

11-13
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5-6
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3-4
5-7

2-9
2-4

Blast Cannons
Splattergun
Disruptor Cannons
Disruptorgun

Turbo Laser
Blatgun

5-6
=12

3-4
4-6
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Disintegrator
lon Cannons
Impulsegun

lon Ram
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I CRITICAL HITS N

| 1 — Shields damaged.

‘ Reduce Defensive Value by 1.

| | 2— Hull stressed.

. Take 2D4 more hits.

| | 3— Tow Hook damaged.

M Remove this piece of

. equipment.

| 4 — Massive Drone malfunction.

Lose 1D4 of each remaining
drone type. Roll separately.

5 — Electronic Warfare Rig

damaged.
. Manta may no longer jam torps.
| | 6 — Drone Mover performance
| impeded.

Reduce Drone Mover by 1
rating level.
| | 7— Ink Dispenser malfunctions.
| Mark off all remaining ink
,, munitions.
| | 8 — Spore Mole Launcher misfire.
s Lose 1D8 of remaining spore
, moles.
| 9 — Hatchling stunned.
Manta may not more or fire
. until after next game turn.
| 10 — Catastrophic Hull collapse.
Manta is destroyed.

| N Y-BEAM SPECS Il

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

| | Medium Range: 4-16 hexes.

| Long Range: 17-18 hexes (-1 To Hit).

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

I X-BEAM SPECS I

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

| Medium Range: 4-14 hexes.

| Long Range: 15-16 hexes (-1 To Hit)
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Muskie may no longer jam torps.
y 1

6 — Drone Mover performance
No Beam weapons may fire unt

after next game turn.

Z-Beam may not fire until after
9 — Hatchling stunned.

next game turn.
8 — Power Routing to weapons

Muskie may not lay drones
until after next game turn.
5 — Electronic Warfare Rig
Muskie may not more or fire
until after next game turn.
10 — Critical Hull breech.
Drive value must be <10.
N Y-BEAM SPECS N
| Short Range: 1-3 hexes (+1 To Hit).
Drive value must be <13.
N X-BEAM SPECS N
Short Range: 1-3 hexes (+1 To Hit).

Reduce Drone Mover b
Medium Range: 4-14 hexes.

Remove this piece of
rating level.
7 — Hatchling Link to Z-Beam

equipment.
4 — Drone Discharger temporarily

Take 2D4 more hits.
3 — Tow Hook damaged.

No effect.

2 — Hull cracks.
jammed.
damaged.
disrupted.
disrupted.

impeded.
Take 5D10 more hits.

N Z-BEAM SPECS I

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

— Hull fibers absorb damage.
Medium Range: 4-20 hexes.

N CRITICAL HITS NN
Long Range: 21-22 hexes (-1 To Hit).
Target Speed Restriction: Target's
Long Range: 17-18 hexes (-1 To Hit).
Target Speed Restriction: Target's
Long Range: 15-16 hexes (-1 To Hit).

Medium Range: 4-16 hexes.

EHatchlingm

Pit:
WEAPON 2
Gnr:
-0

Gnr: .
WEAPON 3

Gnr:

WEAPON 4
Gnr:
WEAPON 5

WEAPON 1
Gnr:

X-Beam (360°)
To Hit: 2D8+

Damage: Low x 3
Ink Dispenser

— \\/eapon 5w

pon 4

Y-Beam (F)(FQR)

To Hit: 2D8+
Damage: Medium x 2

Z-Beam (F)
To Hit: 2D8+
Y-Beam (F)(A)
To Hit: 2D8+
Damage: Medium x 2
DAMAGE TRACK

Damage: High x 2

Tight Turn Cost:

B \Weapon ] mmmmm
N \Weapon 2

Y-Beam (FQL)(F)

To Hit: 2D8+
Damage: Medium x 2

QQ . Weapon 3w ) | s \Wea

1 Drone Mover 5

Special Equipment
J Tow Hook

7.1 A NEW ENEMY

War is the greatest plague that afflicts mankind; it destroys
. religion, it destroys nations, it destroys families. Any other scourge
IS preferable.

— Martin Luther, Prelmp 10049

Fafnir System Traffic Control Center:
~ Transcript of Passive CCC Monitor i
. Voice 1: Sir, we're picking up a disturbance along our out-system
sensor string. It’s not registering on the normal traffic routes.
Constructs, not ice.
- Voice 2: When'’s the next hypershuttle due in from Albriton?
* Voice 1: Two days.
Voice 2: Freighters?
Voice 1: CF-31's coming in at 15:00, but that would be along
approach vector Fisle. This is practically in the other direction.
. Voice 3: No communications acknowledged.
Voice 2: Scramble the watchdogs.
Voice 1:Yes sir. Uh, sir, they're Metcalf's people. Do you want me to
. put some regulars on stand-by?

Voice 2: No. Vector them in as best you can. Have them take a look.
. In the meantime, send out a general dispatch to RegTraf—
something low-key.

HaTtcHLINGS vs FRONTIERSMEN

~ Date: Imp 476:220

- Location: Approach to Fafnir.

. Situation: As Hatchling Swarm 110 drops out of fold space in the
. Fafnir system, response units from the 1st Civilian Reserve Wing
* (Fafnir's Kludge) fly out to challenge the intruders. Expecting free
. traders, or perhaps even pirates, these Kludge members are sur-
- prised by the appearance of a new, hostile alien race.

| Forces

FRONTIERSMAN PLAYER. Intercept element from Gammaray
. Squadron, 1st Civilian Reserve Wing: Set up first along Edge 1.
Thunder Bird A—  Pilot (Pt 6, Gnr 5)

] Thunder Bird B—  Pilot (PIt 4, Gnr 2)

- HATCHLING PLAYER. Scout Section from Swarm 110: Set up
* second in Area |.

Remora A — Hatchling (Plt 6)
Weapon 1 (Gnr 6)
Weapon 2 (Gnr 4)

Larva A — Hatchling (PIt 5)
Weapon 1 (Gnr 3)

LarvaB — Hatchling (PIt 5)

Weapon 1 (Gnr 3)

SeeciaL RuLes

1) This scenario depicts the first military confrontation between
Hatchling and human forces. Because the Hatchlings have achieved
tactical surprise, they automatically gain initiative during the first
two turns of the game.

2) Because this is a “first contact” situation, the humans are
exercising restraint. The Frontiersman player may not fire his
Pulse Lasers nor launch any torpedoes until after: one of his ships
has been attacked, or an enemy vessel moves within 3 hexes of
either Thunder Bird, or any drone is laid.

3) To simulate the importance of Fafnir's Kludge making a strong
impression on the invaders, the Hatchling player suffers an extra
victory point penalty for Hatchling vessels lost during the first four
game turns (see Victory Conditions, below).

4) Starting ongame turn 5, Frontiersmen vessels may exit the playing
surface along map Edges 1, 2, and/or 4. They may not exit before
turn 5.

5) The Hatchlings are encountering a new spacefaring race and are
curious about their opponents’ technology. Therefore, the Re-
mora may exit the map along Edge 3 at any time if it has a Thunder
Bird in tow. No other Hatchling vessel may exit the map.

Victory ConpiTiONs
At the end of 10 game turns, the scenario is over. The Hatchling
players tallies up victory points according to the following schedule:
® +25 points — if a Thunder Bird is towed off the map.
* +15 points — for each Thunder Bird destroyed (a Thunder Bird
towed off the map is not considered destroyed).
* -6 points — for each Thunder Bird that exits the map from Edges
1, 2, and/or 4.
e -10 points — for each Larva destroyed.
* -20 points — if the Remora is destroyed.
*-20 points — extra penalty for each Hatchling ship destroyed by the
end of turn 4.

Subtractthe Frontiersmen player’s point total (as modified above)
from the Hatchling player’s total (as modified above). Take the result
and compare it to the following outcomes:

Decisive Hatchling victory
Marginal Hatchling victory
Draw

Marginal Frontiersmen victory
Decisive Frontiersmen victory

40 points =
20-39 points =
10-19 points =
0-9 points ==
-(-1) point =

BatTLEFIELD REPORT

Surprised and outnumbered, the intercept element from Fafnir’s
Kludge was lost. Though the fate of the Thunder Bird pilots was never
conclusively determined, it has been assumed that at least one was
captured and “analyzed.” By the time the Hatchlings had started their
assault on Fafnir in earnest, it was obvious they had a good working
knowledge of Frontiersmen tactics and operations.

A new and dangerous foe had emerged from the enormity of
space. The results of this initial confrontation were forboding. Much
blood would be shed before the Frontier worlds of the Tau Albriton
sector would rest easy again.
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7.2 THUNDER OF THE GODS

I recognize no one above me, except God and the sword of the
conqueror.

— Gustavus Adolphus II, Prelmp 10014

Excerpt from Journal of Judith McCully-Grand, Mantoff 111 Citizen.

qun came in a murky amber-green, a rarity in itself. But that
morning also brought with it a sound we had not heard before, nor
since. Great, basso, rolling kettle drums, hammered by titans,
echoed down our little valley. The first peals, which shook our home
to its foundations, sent us running to the root cellar. We thought the
sky would fall. Later, after the overwhelming booms had taken us to
mid-day, we went outside with our hands over our ears. Many of us
fell as the earth trembled underfoot.

The sky had grown darker, and sparks, that we mistook for
lightning, shot through the gathering gloom. Some of my neighbors
went mad with fright, and I've since wished that | too had done so on
that fateful day—for | believe madness would have saved me from
the horrors that were to follow.

We soon discovered that this tumultuous and terrifying thunder
of the gods had ushered in an unforeseen and wholly destructive war
to our quiet planet.

HATCHLINGS vs FRONTIERSMEN
Date: Imp 476:222
Location: Low orbit over Mantoff 11

Situation: Mantoff 111, a peaceful, agricultural world, never got the
word that a host of alien warriors were on a sector-wide rampage.
The planet’s capital and major urban centers were bombarded before
any credible defense could be raised. But on that first day, elements
f_rom the 122nd Frontier Fighter Wing (Legionnaires) did engage Hatch-
ling forces in low orbit. This scenario depicts a small portion of that action.

Forces
FRONTIERSMAN PLAYER. Element from 4th Squadron, 122nd
Frontier Fighter Wing: Set up first along Edge 1.
Salamander A—  Pilot (PIt 6, Gnr 5)
Gunner (Gnr 4)
Pilot (PIt 4, Gnr 4)
Gunner (Gnr 6)

HATCHLING PLAYER. Mixed elements from Swarm 112: Set up
second along Edge 3.

Salamander B —

Remora A — Hatchling (Pt 6)

Weap 1 (Gnr 9), Weap 2 (Gnr 4)
Remora B — Hatchling (PIt 5)

Weap 1 (Gnr 8), Weap 2 (Gnr 3)
LarvaA — Hatchling (PIt 4)

Weapon 1 (Gnr 5)
LarvaB — Hatchling (PIt 4)

Weapon 1 (Gnr 3)

REINFORCEMENTS

FRONTIERSMAN PLAYER. Element from Kricton Fighter Training
School: Enter as per Special Rule 2 along Edge 1.

Pit Viper A — Pilot (PIt 6, Gnr 6)
Pit Viper B — Pilot (PIt 2, Gnr 1)
Pit Viper C — Pilot (PIt 1, Gnr 1)

SpeciaL RuLes

1) This battle takes place in Mantoff I11's upper atmosphere. In such
an environment, the use of jump pods is very tricky and can cause
serious damage due to gravity field strain on the jumping Hatch-
ling vessel. If a Hatchling vessel engages ajump pod, immediately
roll 1D4. On a roll of a 1, the vessel immediately takes a number
of points of damage equal to the Jump Pod # engaged (e.g., a
Jump 3 Pod would do 3 points of damage). Such damage is not
reduced by Damage Reduction.

2) The reinforcements enter the map ifand when the Frontiersman
player desires them, but not before the beginning of game turn 3.
Pgnalties accrue to the Hatchling player’s victory point total if the
reinforcement entry is delayed, or not brought on at all (see
Victory Conditions, below). If the reinforcements are taken, all Pit
Vipers must be brought on at the same time.

3) The Frontiersmen reinforcements (if taken) come from a fighter
training school. Therefore, the Pit Viper Pulse Lasers are a less
powerful training version. They have a Damage rating of Low-1,
and Range increments of 1-2 (Short, +1 To Hit), 3-5 (Medium)
and 6 (Long, -1 To Hit).

4) The Remolras may exit the map along Edge 3 if they are towing an
enemy ship. Otherwise, no starcraft may exit the playing surface.

Victory ConpiTions
Atthe end of 10 game turns, the scenario is over and the Hatchling
player tallies victory points according to the following schedule:
* +40 points — for each Salamander towed off the map.
* +20 points — for each Salamander destroyed.
* +6 points — for each Pit Viper towed off the map.
* +4 points — for each Pit Viper destroyed.

* +3 points — for each game turn that passes before a Hatchling
vessel is destroyed.

* -2 points — for each eligible game turn that the reinforcements are
not taken (start accumulating on turn 3).

* -3 points — if the reinforcements are not taken at all (cumulative
with the -2/turn penalty above).

*-10 points — for each Larva destroyed.
* -20 points — for each Remora destroyed.

Subtract the Frontiersmen point total from the Hatchling total,
then compare the result to the following outcomes:

61+ points = Decisive Hatchling victory
11-60 points = Marginal Hatchling victory
(-10)-10 points =  Draw

(-60)-(-11) points = Marginal Frontiersmen victory
-(-61) points = Decisive Frontiersmen victory

BAaTTLEFIELD REPORT

Afturious dogfight erupted in the skies over Mantoff 111 on the first
day of the invasion. Caught off guard by the onslaught, many of the
planet’s defenders lost their lives in the opening hours of the battle.
Despite their bravery, Mantoff's fliers could not prevent most of the
planet’s major cities from being blasted to dust. The resistance
against the Hatchlings would hereafter be led from isolated

communities and county aerodromes.
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7.3 NIMROD STATION

Never, never, never believe any war will be smooth and easy.
— Winston Leonard Spencer Churchill, Prelmp 9715
Tau Albriton Sector TBD Newsnet Broadcast — Imp 476:229

Tau Albriton civil defense units are scrambling at this hour to
prepare for the anticipated arrival of the Hatchling scourge. Four
other systems in the region, including Shighali and Mantoff, are
already known to be under intensive attack.

HaTtcHLINGS vs FRONTIERSMEN
Date: Imp 476:229
Location: Nimrod Station, in High Orbit over Tau Albriton IV.

Situation: Nimrod Station isa space habitat which orbits Tau Albriton
IV. As Hatchling forces from Clutchworld 2 entered the system,
Nimrod Station became the sight of furious fighting. A desperate
effort was mounted to evacuate Nimrod Station’s inhabitants in the
midst of the battle.

FoRrces

FRONTIERSMAN PLAYER. Two elements from Blacksun Squad-
ron, Pursuit Wing 5046: Set up first within five hexes of Nimrod
Station (see Special Rule 1).

Night Hawk A—  Pilot (PIt 6, Gnr 5)

Night Hawk B—  Pilot (Plt 4, Gnr 4)

Thunder Bird A—  Pilot (PIt 4, Gnr 2)

Thunder Bird B—  Pilot (PIt 3, Gnr 3)

HATCHLING PLAYER. Attack Section from Swarm 314: Set up
second along any Edge(s).
Manta A — Hatchling (PIt 9)
Weapon 1 (Gnr 4)
Weapon 2 (Gnr 6)
Weapon 3 (Gnr 6)
Weapon 4 (Gnr 9)
Hatchling (PIt 8)
Weapon 1 (Gnr 8)
Weapon 2 (Gnr 4)
Hatchling (PIt 7)
Weapon 1 (Gnr 5)
Weapon 2 (Gnr 3)

REINFORCEMENTS

FRONTIERSMAN PLAYER. Retrieval Shuttle: Enter on turn 2 along
any Edge.
Shryak Shuttle A— Pilot (PIt 5, Gnr 7), Gunner (Gnr 7)

SpeciaL RuLes

1) Before either side sets up any forces, the Frontiersman Player
places the Space Station counter in Area E. This represents
Nimrod Station. This station is not equipped to make any attacks.
In addition, Nimrod Station is far too big to be destroyed by the
Hatchling fighters in the context of this scenario, but the Hatchling
player does score victory points for attacking the station with his
Y-Beams. Any attack in range automatically hits the station (don’t
bother rolling To Hit, just dedicate the attack to the station). Keep
aside record of how many times the station is attacked by Y-Beam
fire. Also, see the Victory Conditions below.

Remora A —

Remora B —

-

2) Each time that the Hatchling player attacks Nimrod Station with a
Y-Beam, a single Life Pod (filled with evacuating personnel) is
jettisoned from the station at the beginning of the following game
turn. Two Y-Beam shots will cause 2 life pods to jettison. Use the
Life Pod counters found in Qverkill, or use asteroid counters with
ID letters written on the back. To place a Life Pod counter on the
map, roll a random direction on 1D6 and a random distance, in
hexes, on 1D6. Place the Life Pod in the indicated hex. Life Pods
will then drift 1D4 hexes along their jettison path, away from the
station, at the beginning of each Movement Phase they are on the
map. If a station Life Pod drifts off the map before it is retrieved,
itisassumed to be destroyed. ALife Pod will nottriggeradroneattack.

3) Station Life Pods may be attacked by the Hatchling player, but only
with X-Beams. Each station Life Pod has a Defensive Value of 10,
no Damage Reduction, and takes 8 hits of damage before being
destroyed. Keep a side record of hits taken by each Life Pod.

4) Life Pods may be recovered by the Shryak Shuttle during the
scenario. The Shryak Shuttle has been converted to allow it to
grapple and tow station Life Pods (this is called “retrieving”). A
shuttle retrieves a station Life Pod merely by ending a Movement
Phase in a Life Pod hex. At the end of the Movement Phase, the
Life Pod is automatically retrieved at the Frontiersman’s option.
Place the Life Pod counter on the shuttle’s Starcraft Display to
indicate that it has been retrieved by that shuttle. There is no limit
to the number of Life Pods which may be retrieved by the shuttle,
though it may only retrieve a maximum of one Life Pod per game
turn. If the shuttle is destroyed, all retrieved Life Pods are also
destroyed for victory point purposes.

5) If the Shryak Shuttle retrieves at least one station Life Pod, it may
exit the Map along Edge 4. No other vessels may exit the map.

Victory ConpiTioNS
Atthe end of 10 game turns the scenario is over and the Hatchling
player tallies up victory points according to the following schedule:
* +15 points — for each station Life Pod destroyed.
¢ +1 point — for each time Nimrod Station is hit by a Y-Beam.
¢ +1 point—for each hit delivered to station Life Pods which survive
the scenario on the map (retrieved or otherwise).
¢ -1 point — for each hit remaining on every station Life Pod still on
the map at the end of the scenario (retrieved or otherwise).
¢-15points—foreach retrieved station Life Pod exited from the map
as per Special Rule 5, regardless of hits taken.
Take the Hatchling player’s final point total and compare it to the
following outcomes:

120+ points == Decisive Hatchling victory
80-119 points -  Marginal Hatchling victory
50-79 points = Draw

10-49 points = Marginal Frontiersman victory
-9 points = Decisive Frontiersman victory

BatTLeFiELD REPORT

Several recovery shuttles were dispatched to Nimrod Station.
However, despite the Herculean efforts of these brave rescuers,
operating under enemy fire, they were unable to retrieve more than
a quarter of Nimrod Station’s inhabitants. Survivors of the Nimrod
Wing were able to successfully evacuate the area and continue the
struggle against the Hatchlings from Tau Albriton’s surface.




7.4 SHAKE A LEG

It ain’t the size of the dog in the fight that counts: it's the size of
the fight in the dog.

— Universal Proverb
Transcript of “Mud Hen” Tactical Frequency Monitor

Mud Hen 005: Mud Hen Five to Coop. Closing on intercept co-
ordinates. No sign of alien force.

(Reply transmission unmonitored)

Mud Hen 005: Roger. Continuing on to intercept co-ordinates and
will hold on station for five-oh, fifty.

Mud Hen 011: Great, we'll be sitting out there doin’ jack while those
alien grease balls slip in and waste another base. | don't like it.

Mud Hen 027: Anyone reading these neutrino stream fluctuations?
I’'m marking several, uh, blind spots in my Sensor sweeps.

Mud Hen 011: Hey, my threat indicator just queued-up. What’s
going... (static)

Mud Hen 005: It's a trap! Free Fire! Free Fire! Mud Hen Five to Coop.
Are engaging enemy. Need reinforcements—Shake A Leg!

HATCHLINGS vs FRONTIERSMEN
Date: Imp 476:244
Location: Vicinity of Rood.

Situation: While conducting a fighter sweep, members of the Rood
Mud Hens (an irregular, paramilitary formation) are ambushed by
Hatchling forces employing an experimental Cloak-technology.

Forces

HATCHLING PLAYER. Mixed units from Swarm 317A: Set up first
according to Special Rule 1.

Manta A — Hatchling (PIt 6)

Weap 1 (Gnr 4), Weap 2 (Gnr 4),

Weap 3 (Gnr 6), Weap 4 (Gnr 7)
Squidge A — Hatchling (Plt 6)

Weap 1 (Gnr 4), Weap 2 (Gnr 7)
Remora A — Hatchling (Plt 5)

Weap 1 (Gnr 5), Weap 2 (Gnr 3)
Larva A — Hatchling (PIt 4), Weapon 1 (Gnr 2)
Larva B — Hatchling (PIt 4), Weapon 1 (Gnr 1)

FRONTIERSMAN PLAYER. Mixed units from Groups Yellow C and
Orange D, Rood Mud Hens: Set up second in Areas D, E, F, and/or G.
All' vessels must be facing in Direction 2.

Kosmos A — Karl Henry-James (PIt 6, Gnr 9)
Kosmos B — Pilot (PIt 3, Gnr 8)

Kosmos C — Pilot (PIt 3, Gnr 7)

Kosmos D — Pilot (PIt 1, Gnr 6)

Epping A — Pilot (PIt 4, Gnr 3), Gunner A (Gnr 6),

Gunner B (Gnr 9), Gunner C (Gnr 5)

REINFORCEMENTS
FRONTIERSMAN PLAYER. Element from Group Blue B, Rood Mud
Hens: See Special Rule 4 for turn of entry. Enter along Edge 1.
Thunder Bird A—  Pilot (PIt 6, Gnr 5)
Thunder Bird B—  Pilot (PIt 5, Gnr 5)

SpeciaL RuLes

1) The Hatchling forces are using an experimental cloak-technology
which hides each vessel until the beginning of any Movement
Phase it decides to de-cloak. The starting positions of the Hatch-
ling ships will be marked with inverted counters along with several
“dummies” to confuse the Frontiersman player as to the actual
location of the real vessels. Use appropriate counters for the
Hatchling vessels that are going to be in play, and other “dummy”
counters (of the same size) to bring the counter mix upto20.The
Hatchling player places the counters upside down on the playing
surface during set up. No more than 5 counters may be placed on
any one ofthe six map sheets. The Frontiersman player should not
know which counters indicate the presence of real ships and
which ones are dummies. No Frontiersman vessel may end a
Movement Phase in a hex containing a Hatchling or dummy
counter. Neither cloaked vessels nor dummy markers may be
moved after the game begins. No cloaked vessels or dummies
may be attacked in any way.

2) When a Hatchling vessel de-cloaks, it is revealed on the map as a
real ship at the beginning of an Initiative Phase. Disengaging the
Cloak-technology will sometimes cause the de-cloaking vessel to
become disoriented while its sensors adjust to real-space. There-
fore, roll 1D6 for each de-cloaking ship at the beginning of the
Movement Phase after it de-cloaks. Onaroll of a1 or 2 the vessel
may only expend half (rounded up) of its available movement
points, and may not discharge weapons (excluding ink) of any
kind: but only during that game turn. Afterwards, the vessel may
function normally. De-cloaked vessels may not cloak again during
the scenario.

3) When a ship de-cloaks, it may start in its set up hex with any facing
it desires.

4) The Hatchling player automatically gains the initiative on any game
turn when a Hatchling vessel de-cloaks while no other Hatchling
vessels are visible on the map. All Hatchling vessels must de-
cloak no later than the beginning of the turn 6 Initiative Phase. At
this time remove all dummy counters.

5) At the start of the game the Frontiersman player rolls two spare 4-
sided dice (2D4) into a cup. The cup should be set aside, hidden
from the Hatchling player. The sum of the two dice is the turn of
entry for the Frontiersman reinforcements. Reveal the dice in the
cup on the turn of reinforcement entry for verification by the
Hatchling player.

Victory ConbpiTions

Atthe end of 10 game turns the scenario is over. Both players total
up the TPVs of enemy vessels destroyed. Score half TPVs (rounded
up) for enemy vessels containing dead pilots and/or no remaining
weapons or ordnance of any kind at the end of the game.

Subtract the Frontiersman’s point total from the Hatchling’s total
and compare the result to the following outcomes:

80+ points = Decisive Hatchling victory
20-79 points = Marginal Hatchling victory
(-19)-19 points =  Draw

(-79)-(-20) points = Marginal Frontiersman victory

-(-80) points == Decisive Frontiersman victory

7.5 MOONLIT KNIGHTS

No man is fit to command another that cannot command himself.
— William Penn, Prelmp 9976

Imperial Dispatch to Interplanetary News Service, Imp 476:256

Today, fleet units from our glorious 3rd Frontier Corps have
engaged the Grub menace in the Tau Albriton system. Preliminary
reports indicate incredible and unforeseen successes. Theater com-
manders say that total victory is already ours.

HATCHLINGS vS IMPERIUM

Date: Imp 476:256

Location: Defensive perimeter over Tau Albriton V.

Situation: Both the 1796th Interceptor Group (Saxon Fury) and
Swarm 420 were deployed along a broad front, each ple.mn.mg to
make a breakthrough at a crucial point in the battle. By stripping off
forces in one area, either side could increase the chances qf a
breakthroughinanother. The following scenario representsa pomon
of the action occurring in the vicinity of Akashi Tajimitsu’s Knight
flight, some of the Fury’s most capable pilots.

Forces

IMPERIAL PLAYER. Knight Flight of Blitzer Squadron, 1786 Inter-
ceptor Group: Set up first in Areas A, B, and/or C.

Night Hawk A—  Akashi Tajimitsu (PIt 8, Gnr 8)
Night Hawk B—  Pilot (PIt 7, Gnr 6)
Night Hawk C—  Pilot (PIt 6, Gnr 6)
Night Hawk D —  Pilot (PIt 6, Gnr 5)

HATCHLING PLAYER. Elements from Alpha and Beta Groups,
Swarm 420: Set up second in Areas H, | and/or J.

Squidge A — Hatchling (PIt 9)

Weap 1 (Gnr 8), Weap 2 (Gnr 8)
Squidge B — Hatchling (PIt 7)

Weap 1 (Gnr 5), Weap 2 (Gnr 7)
Remora A — Hatchling (PIt 8)

Weap 1 (Gnr 6), Weap 2 (Gnr 6)
Remora B — Hatchling (PIt 8)

Weap 1 (Gnr 5), Weap 2 (Gnr 5)

REINFORCEMENTS
IMPERIAL PLAYER. King Flight of BlitzerSquadron, 1786 Intercep-
tor Group: None, some or all can arrive on turn 3 along Edge 1 (see
Special Rule 1).

Teal Hawk A — Pilot (PIt 7, Gnr 3)
(-21 points) Gunner (Gnr 10)
Teal Hawk B — Pilot (PIt 6, Gnr 3)
(-19 points) Gunner (Gnr 7)
Teal Hawk C — Pilot (PIt 6, Gnr 2)
(-17 points) Gunner (Gnr 5)
Teal Hawk D — Pilot (PIt 5, Gnr 2)
(-16 points) Gunner (Gnr 4)

HATCHLING PLAYER. Quintile vessels from Alpha Group, Swar_m
420: None, some or all can arrive on turn 3 along Edge 3 (see Special

Rule 1).
Larva A — Hatchling (PIt 6)
(-17 points) Weapon 1 (Gnr 9)
Larva B — Hatchling (Pt 6)
(-16 points) Weapon 1 (Gnr 7)
Larva C — Hatchling (PIt 5)
(-15 points) Weapon 1 (Gnr 5)
Larva D — Hatchling (Plt 4)
(-14 points) Weapon 1 (Gnr 4)

SeeciaL RuLes

1) Both Saxon Fury and Swarm 420 are deployed along a proad front,
each planning to make a breakthrough in a weak section of their
opponent’s “line.” To simulate this effect on the battle, both SIde§,
before the start of the game, secretly pick the actual forces they'll
take from the reinforcement listings provided above. Taking
reinforcements automatically reduces a player’s victory point
total. (See Special Rule 2 and the Victory Condition's_ below.) Each
player should make a hidden side note of whnch' particular
reinforcements, identified by ID letter, will be taken (if any).

2) Each reinforcement starcraft has a victory point adjustment Ilste,d
forit. Thatnumber of victory points is subtracted from the player’s
victory point total if the vessel is taken as a reinforcement.

Victory ConbiTions

Atthe end of game turn 10 the scenario is over and both sides tally
up the TPVs of enemy fighters destroyed. Then each player modifies
his total by the victory point penalty listed for each reinforcement he
decided to take.

Subtract the Imperial player's modified point total from the
Hatchling player's modified total, then compare the result to the
following outcomes:

70+ points = Decisive Hatchling victory
11-69 points = Marginal Hatchling victory
(-10)-10 points =  Draw

(-69)-(-11) points = Marginal Imperial victory
-(-70) points = Decisive Imperial victory

BatTLEFIELD REPORT

Saxon Fury’s squadron leaders were undertremendous.pressuye
to not only hold their skirmish line, but concentrate forcej in certain
areasand successfully exploittheir foe’s weak points.Akasthaumlts.u,
leader of Knight flight and the entire Blitzer squadron, rgashly commit-
ted too many of his fliers in one area, which resulted in the ultimate
collapse of his unit’s entire position. As the battle continued, many
of Blitzer squadron’s widely dispersed elements were overtaken and
defeated in detail by the Hatchlings of Swarm 420.




7.6 BATTLE AT THE EDGE OF
FOREVER

A battlefield is at once the playroom of all the
aancehall of all the furies. ) |l

— Jean Paul Richter, Prelmp 9842
Operation Backlash Special Operating Addendum 5

All fighter-capablq units will, at every opportunity, unless super-
geded by other special order or superior office, engage Hatchling
fighters to discern tactics and harass operating procedures.

HATCHLINGS vs IMPERIUM
Date: Imp 476:280
Location: High orbit over Clutchworld 5.
Si(uation: While flying high cover for a special forces demolitions
unit, elements from the 2527th Special Forces Fighter Group (Dark

Coven) are jumped.by several waves of Hatchling fighters emerging
from artificially maintained hyperspace wormholes.

Forces

IMPE_RIAL PLAY[ER. Elements from Warlock Squadron, 2527th
Special Forces Fighter Group: Set up first anywhere 5 to 10 hexes

from a single wormhole hex of the Imperial layer’ i
Special Rule 1). PRI SRER-haica, (20

Pharsii Il A— Pilot (PIt 9, Gnr 7)
Gunner A (Gnr 8)
Gunner B (Gnr 8)
Pharsii Il B — Pilot (PIt 9, Gnr 6)
Gunner A (Gnr 7)
Gunner B (Gnr 7)
Blizzard A — Pilot (PIt 8, Gnr 9)
Blizzard B — Pilot (PIt 7, Gnr 7)
Blizzard C — Pilot (PIt 7, Gnr 6)
Blizzard D — Pilot (PIt 6, Gnr 5)

HATCHLING PLAYER. Mixed units from Swarm 575: Set up second
one vessel in each of two wormhole hexes. :

Muskellunge A—  Hatchling (PIt9), Weap 1 (Gnr 9),
Weap 2 (Gnr 6), Weap 3 (Gnr 6),
Weap 4 (Gnr 6), Weap 5 (Gnr 9)

Hatchling (PIt 6), Weap 1 (Gnr 4),
Weap 2 (Gnr 10), Weap 3 (Gnr 5)

REINFORCEMENTS

HATCHLING PLAYER. Mixed units from S g
Special Rules 2 & 3. warm 575: Enter as per

Lamprey A —

Larva A — Hatchling (PIt 7), Weapon 1 (Gnr 10)
LarvaB — Hatchling (PIt 6), Weapon 1 (Gnr 6)
Larva C — Hatchling (PIt 6), Weapon 1 (Gnr 6)
Larva D — Hatchling (PIt 5), Weapon 1 (Gnr 5)
Larva E — Hatchling (PIt 5), Weapon 1 (Gnr 5)
Larva F — Hatchling (PIt 4), Weapon 1 (Gnr 4)

SpeciaL RuLes

1) The Hatchling forces have arrayed an intricate set of wormholes
over their Clutchworld. The Hatchling player places three worm-
Eg)l(e; counters on the map before the game begins (limit of 1 per

2) Hatct]ling reinforcements will enter the game from the wormholes
starting on game turn 2. To enter the map from a wormhole
merely place a vesselin a wormhole hex at the start of the Initiativé
Phase. Roll for the vessel’s facing randomly on 1D6 when it enters
tht_a map from a wormhole. Since these reinforcements do not
exist on the map at the beginning of their turn ofarrival, they may
not be targeted by missiles or torps, though they may influence
the initiative die roll on their turn of entry.

3) T.he Hatchling player may bring on no more than 3 reinforcement
flghters_ per game turn. Only one reinforcement vessel may
appear in each wormhole per game turn. The Hatchling player is
not obligated to bring on any or all of his reinforcements; he may

decide when to bring on his reinforcements, and from what
wormhole(s).

4) If a Terran ship enters a wormhole hex, that vessel is immediately
destroyed, as are any torps that enter such a hex. Wormholes
have no affect on any other weapons. Hatchling vessels may enter

wormhole hexes during the Movement Phase, but they may not
end their move in one.

Victory ConbpiTions

Atthe end of game turn 10 the scenario is over. Each
! player totals
up the TPVs of enemy vessels destroyed. The Imperial
modifies his total as indicated: . o

* +8 points — for every reinforcement vessel the Hatchlin
brings into the game. g player

Subtract the Imperial player’s total (as modified above) from the

?atchling player’s total. Compare the result to the following out-
omes:

100+ points = Decisive Hatchling victory
20-99 points = Marginal Hatchling victory
0-19 points = Draw

(-50)-(-1) points = Marginal Imperial victory
-(-51) points = Decisive Imperial victory

BATTLEFIELD REPORT

Caught In a tumult of Hatchling fighters, which seemed to be
appearing out of nowhere, these elements of Dark Coven were forced
to fight to the last. Their loss would be well-avenged by the rest of
Dark Coven before the war against the Hatchlings was over.

Itis important to note that due to the work of Special 0
) | ps forces,
Dark Covenincluded, valuable intelligence was gathered on and over
Hatchling Clutchworld.s. Analysis of the data helped Imperial forces
develop better strategies to deal with this deadly, alien foe.

M= — \iGHT BROOD™

7.7 TURNING THE TABLES

It is fighting at a great disadvantage to fight against those who
have nothing to lose.
— Francesco Guicciardini, Prelmp 10081

I', Commander Montgomery Cook, Personal Log Y-1453

Remarkably, today’s debriefings and int-reps indicate that our
fighter wing alone has accounted for 17 enemy kills set against a

|

)
I was supplied with a ship carrying a prototype weapon system to
j

' single friendly loss in the past twenty-five hour period. Gone is
Lieutenant Geroge Grey, who we were unable to recover from the
engagement area. I've passed notification duties on to my second.

A special assignment has been handed down to me from Theater
Command. It seems Nocturnal Enemy will be field-testing some new
hardware tomorrow. Been awake for 46 hours. Time for sleep.

ImPeERIUM vS HATCHLINGS

Date: Imp 476:340
Location: Approach to Tau Albriton IV.

Situation: In the closing days of the battle for Tau Albriton, Imperial
commanders passed on the order that a Hatchling Muskellunge class
vessel would be captured for intelligence services. The 6656th
Imperial Carrier Wing (Nocturnal Enemy) drew the assignment and

perform the task. A significant effort was mounted to execute the
mission in conjunction with a drone-clearing sortie.

FoRrces
IMPERIAL PLAYER. Elements from How/Squadron, 6656th Wing,
with special units from Theater Command: Set up along Edge 4.
Pilot (PIt 7, Gnr 5)
Gunner A (Gnr 9), Gunner B (Gnr 7),
Gunner C (Gnr 6), Gunner D (Gnr 5)

Drakar A —

Drakar B — Pilot (PIt 6, Gnr 3)
Gunner A (Gnr 8), Gunner B (Gnr 8),
Gunner C (Gnr 6), Gunner D (Gnr 4)
J Night Hawk A—  Pilot (PIt 7, Gnr 8)
Night Hawk B—  Pilot (PIt 6, Gnr 5)
Seraph A— Pilot (PIt 7, Gnr 7), Gunner (Gnr 8)

Shryak Shuttle A— Pilot (PIt 6)

REINFORCEMENTS
HATCHLING PLAYER. Mixed units from Swarm 587: Enter on turn
2 along Edge 2.
Muskellunge A—  Hatchling (PIt 7), Weap 1 (Gnr 5),
Weap 2 (Gnr 8), Weap 3 (Gnr 6),
Weap 4 (Gnr 6), Weap 5 (Gnr 10)
Muskellunge B— Hatchling (PIt 6), Weap 1 (Gnr 4),
Weap 2 (Gnr 5), Weap 3 (Gnr 5),
Weap 4 (Gnr 5), Weap 5 (Gnr 7)
Hatchling (PIt 7), Weap 1 (Gnr 4),

Weap 2 (Gnr 5), Weap 3 (Gnr 9)

Lamprey A —

HATCHLING PLAYER. More from Swarm 587: Enterturn 3 along Edge 2.

Remora A — Hatchling (PIt 5)
Weap 1 (Gnr 3), Weap 2 (Gnr 6)
Larva A — Hatchling (Plt 5), Weapon 1 (Gnr 3)
'? Larva B — Hatchling (Plt 5), Weapon 1 (Gnr 2)

SpeciaL RuLes

1) Before the game begins, the Hatchling player distributes 10 Type
1 drones, 10 Type 2 Drones and 10 Type 3 drones anywhere on
the playing surface, but not within 6 hexes of Edge 4.

2) The Seraph has been modified to carry an experimental weapon
called the HDI (Hatchling Dormancy Inducer). It is fired by the
Pilot. Modify the Seraph’s display by removing all the torpedoes
and Laser cannon weapon mounts. This leaves the gunner with
only his Missile Launcher. The pilot’s only weapon system is the
HDI. It has a (F) Firing Arc, Range of 1 (no modifiers to hit), Target
Speed Restriction of <5, and merely rolls 1D6 when it fires. On a
result of 1-4, a Hatchling target immediately becomes dormant.
It may never again move, fire, or take any other actions. Its
Defensive Value drops to 5. No damage is registered on its
Damage Track. On aroll of 5, the HDI has no effect. On a roll of 6,
the HDI has no effect and it temporarily malfunctions (it may not
be fired during the next turn, but may thereafter be used again).
The Imperial player should modify the Seraph’s Damage Track by
removing 3 small “w”s. The Missile Launcher and HDI are
eliminated onthe remaining two “weapon” special damage boxes.

3) The Shryak Shuttle is a special drone-sweeping variant. To
represent this, remove all of its armaments. The shuttle instead
carries a electromagnetic pulse generator which has the effect of
detonating drones in its area of effect. At the end of each
Movement Phase, this special drone-sweeping device eliminates
each drone within 6 hexes on a 1D10 roll of 1-6 (roll versus each
drone counter in range). This function is no longer available when
the shuttle takes the 2nd weapon (“w”) hit on its Damage Track.

4) Hatchlings may attack a vessel that has gone dormant, but only
with Beam weapons.

VicTory ConpiTions
At the end of 12 game turns the scenario is over and the Imperial
player accumulates victory points according to the following schedule:

¢ 150 points — for each Muskellunge left surviving on the map that
is dormant due to a successful HDI attack.

125 points — if a 25-hex wide corridor exists from Edge 4 straight
to Edge 2 which is completely free of Hatchling drones.

* +10 points — for each Lamprey/Remora/Larva destroyed.
* -3 points — for each Night Hawk destroyed.
e -12 points — for each Drakar destroyed.
¢ -20 points — if the Shryak Shuttle is destroyed.
* -40 points — if the Seraph is destroyed.
Compare the Imperial player’s victory point total to the following
outcomes:

Decisive Imperial victory
Marginal Imperial victory
Draw

Marginal Hatchling victory
Decisive Hatchling victory

70+ points =
50-69 points =
30-49 points =
0-29 points =
-(-1) points =

BatTLEFIELD REPORT

As the Albriton campaign drew to a close, Hatchling vessels were
destroyed in unprecedented numbers, and several were captured.
Though Hatchlings had a tendency to rapidly decay after being hit by
the HDI weapon system, Imperial scientists were still able to discern
several new alien technologies from these battlefield casualties.




7.8 BLAZING CHARIOT

‘...When once the offensive has been assumed, it must be sus-
fained to the last extremity.

— Napoleon Bonaparte, c.Prelmp 9850
Operation Backlash Special Operating Addendum 17

The Iasﬁ remnants of the Hatchling scourge in the Tau Albriton star
system will be hunted down and eliminated. No members of this
bellicose alien race are to be spared.

IMPERIUM Vs HATCHLINGS
Date: Imp 476:347
Location: High orbit over Tau Albriton IV.

Situation: In the last major starfighter engagement over Tau Albriton
IV,. elements of the 5100th Imperial Heavy Fighter Wing (Bug
ander) were sent outto pin down the remnants of the final Hatchling
flghterswgrm (601) inthe system. With the Hatchling units engaged

the Imperials then planned to send in two complete wings of fighteré
and gunboats to decisively knock out the enemy force. The following

scenario depicts the opening phase of this final battle for Tau
Albriton.

Forces

HATGHLING PLAYER. Scattered remnants of Swarm 601: Set up
first in Areas D through J, with no more than 1 vessel per Area.

Manta A — Hatchling (Pt 6)
Weap 1 (Gnr 5), Weap 2 (Gnr 5),
(

Weap 3 (Gnr 6), Weap 4 (Gnr 7)
Lamprey A — Hatchling (PIt 5), Weap 1 (Gnr 5),

Weap 2 (Gnr 4), Weap 3 (Gnr 6)
Squidge A — Hatchling (PIt 4)

Weap 1 (Gnr 4), Weap 2 (Gnr 4)
Squidge B — Hatchling (PIt 4)

Weap 1 (Gnr 5), Weap 2 (Gnr 3)
Larva A — Hatchling (PIt 3)

Weapon 1 (Gnr 4)
Larva B — Hatchling (PIt 3)

Weapon 1 (Gnr 3)
Larva C — Hatchling (Plt 3)

Weapon 1 (Gnr 2)

IMPERIAL PLAYER. Elements of Ghast Squadron, 5100th Hea
Fighter Wing: Set up second along Edge 1. -

Pharsii Il A— Pilot (PIt 8, Gnr 7)

Gunner A (Gnr 9), Gunner B (Gnr 6)
Pharsii Il B — Pilot (PIt 6, Gnr 6)

Gunner A (Gnr 8), Gunner B (Gnr 6)
Seraph A — Pilot (PIt 6, Gnr 5)

Gunner (Gnr 7)
Seraph B — Pilot (PIt 5, Gnr 2)

Gunner (Gnr 5)
Seraph C — Pilot (PIt 4, Gnr 6)

Gunner (Gnr 5)
Seraph D — Pilot (PIt 4, Gnr 4)

Gunner (Gnr 4)

Speciat RuLes

ments from two complete fighter wings. These ships represent an

effectively challenging in combat. Therefore, the scenario will end
just before the reinforcements arrive. To determine when this
event will occur, use the following procedure. At the end of each
game turn roll 2D4. If the roll is < the current (just played) turn
number, the arrival of the reinforcements is imminent. Immedi-
ately'rpll 1D4. This is the number of complete game turns
remaining in the scenario.

2) The Hatchling player is allowed to exit his forces from Edge 3, but
only on a Movement Phase following the 1D4 roll for imminent
Imperial reinforcement arrival. The Imperial player may not exit
the playing surface.

3)Any Hatchling vessels remaining on the map at the end of the game
are considered destroyed for Victory Condition purposes. These
ships are assumed to be eliminated by the arriving reinforce-

ments.
Victory ConbpiTions

Game length is determined by Special Rule 1, above. After the

scenario, the Imperial player accumulates victory points accordin
to the following schedule: i -

* +15 points — for each Hatchling vessel destroyed.
* +2 points — for each game turn played in the scenario.

®-5 points — for each friendly vessel reduced to < half its original
Drive number but survives the scenario.

*-8 points — for each friendly crewman killed without his vessel
being destroyed.

* -15 points — for each Hatchling vessel that exits the map.
* -30 points — for each friendly vessel destroyed.

Compare the Imperial player's accumulated point total to the
following outcomes:

60+ points - Decisive Imperial victory
10-59 points = Marginal Imperial victory
(-9)-9 points = Draw

(-39)-(-10) points = Marginal Hatchling victory
-(-40) points == Decisive Hatchling victory

BATTLEFIELD REPORT

Like a vindicating team of blazing chariots, the Bug Grinder
vessels hunted down and cut off the remnants of the last Hatchling
Swarm over Tau Albriton. Though they had a tough battle cordoning
off the area for a Hatchling defeat in detail, their efforts paid a

hangsome dividend: the aliens were kicked out of this system for
good.

1) Following close behind the Ghastsquadron/;/essels are reinforce-

overwhelming force which the Hatchlings have no chance of

No one will consider the day as ended, until the duties it brings
have been discharged.

— Joseph Hooker, ¢. Prelmp 9785

Use the following guidelines to design your own Terran-versus-
Hatchling, multi-scenario campaign game.

8.1 SELECTING FORCES

Before a campaign begins, the players must decide how many
points each side will be allowed to purchase their starting forces with.
The more points allotted, the longer the campaign will last. We
suggest the following point values: 250 points per side for a short
campaign (2-3 scenarios), 600 points per side for a moderate
campaign (4-6 scenarios), or 1000 points per side for a long
campaign (7-10 scenarios). These are merely suggestions, so play-
ers should feel free to decide for themselves how many points should
be provided to each side.

After determining build point values, the players of both sides
must secretly select their starting forces, which will consist of
starcraft and crewmen/Hatchlings. You must spend all of your build
points when making this initial selection—you may not save any for
later purchases.

When buying starcraft, you must pay their BPV. When you buy
crewmen/Hatchlings, you pay for their Pt and/or Gnr skill levels as
described on page 7 of the Silent Death rules (rule 1.3). Note that
Hatchlings cost the same as a comparable set of Terran crewmen
(i.e., 1 point per skill level for each skill). When building a Hatchling
force you may want to use the swarm configuration guidelines
provided in section 4.0 of this book, but you are not forced to do so.

If you are using rule D.0 Pilot Luck (Overkill page 43), note that
you may not purchase Luck for Terran pilots in this campaign; Luck
must be earned during campaign game scenarios. Hatchlings never
earn Luck points.

If you are playing the Terrans, you may buy any number of pilots
and gunners, but a starcraft may not fly on a mission unless all
available positions are manned, so make sure you buy enough
crewmen for at least your first few scenarios. You may purchase
extra crewmembers if you so desire. You may not buy a crewman
with a skill level of 0.

Ifyou are playing the Hatchlings, you must buy one Hatchling for
each individual vessel, paying for each skill entry in that ship’s
Hatchling crew box. You may not purchase any skills at level 0.

StarcrArT DispLAYS

Secure one Starcraft Display for each individual ship you pur-
chase. The display will serve not only as your game display, but you’ll
also be recording repairs, ordnance reloads, special damage, and
various crews (if Terran) on it. Mark all of your entries in pencil,
including hits on the Damage Track, since they may be repaired.

As new vessels are purchased during the campaign, fill out new
Starcraft Displays for them too.

FiLLing out THE RosTER

Once your selections are complete, fill out your Campaign Game
Roster (rosters for both sides can be found on pages 40 & 41). Atthe
start of the campaign, both sides will be designating specific crew-
men/Hatchlings for duty in specific vessels.

First, enter each fighter (and/or gunboat, if using Overkill and
Black Guard) you've purchased under the column marked Starcraft.
Next assign your purchased crews/Hatchlings under the columns
marked Pilot or Hatchling PIt, and Gunners or Weap# Gnr (you can
just enter their skill levels if you like, but you might also include
names of your own devising). If you are the Terrans and you have
purchased more pilots and/or gunners than you can assign to your
starting starcraft, note them down at the bottom of the Roster
columns. However, you are forced to assign all crewmen to available
positions before you can start accumulating these “spares.”

Itis notnecessary forthe Terran to designate which of his gunners
are assigned to specific gunner positions in a ship (if there are more
than one) until a scenario begins. Hatchlings, however, must
predesignate which Gnr values apply to each starcraft weapon as the
vessel/Hatchling combination is purchased. Afterwards, Gnr values
may not be switched around on Hatchling vessels.

Note that the Terran player will be able to shift his crewmen
between vessels from scenario to scenario, but pilots suffer when
moved to a ship they are not used to flying. As described later on,
pilots suffer a -1 modifier to their PIt skill (to a minimum of 1) when
they are assigned to fly a different type of fighter/gunboat than the
one they were first assigned to. Original, spare pilots will not suffer
this penalty when they are first assigned to an available starcraft
during the campaign, but will suffer it if subsequently switched to a
different ship type.

Since Hatchlings are actually grown into their vessels, you will not
be able to switch Hatchling crews during the campaign.

Filling out the rest of the Roster is pretty straightforward. In the
far right column under TPV, write down the Total Point Value of each
of your ships, and if you’re the Terran, also write down the value of
all spare crewmen you’ve purchased. Next, add up all the TPVs on
your Roster, and fill in the sum across from the entry Roster TPV.
Thisis the total value of your force. Note that it will change as you gain
and lose ships/crews, and as crews gain experience during the
campaign. Always keep a current total in the Roster TPV entry. Below
the Roster TPV line are three more entries you need to fill out. These
are percentages of the Roster TPV that will be used to determine the
maximum number of ships you may fly during certain missions of the
campaign. Fill in the amount equal to 70%, 50% and 30% of your
current Roster TPV where indicated (drop fractions). Remember, as
your Roster TPV changes, these percentages will change too. The
significance of these numbers will become apparent as you read
through section 8.2 Running Missions.

The Terran Roster has a space to note down the accumulation of
Stockpiled Ordnance. Note here any spare missiles and torpedoes
you’ve purchased during the Intermission Periods between sce-
narios.

Under the Campaign Game Roster is your squadron’s Daily
Record. Use this area to note down the Mission you chose to fly each
day, and the various BP levels you are at during the Intermission
Periods. BP (Build Points) are explained below in section 8.3.

Once the Campaign Game Rosters are filled out by both sides, you
are ready to start your first scenario by choosing a mission type for
Day 1 on your Daily Record (see below).




8.2 RUNNING MISSIONS

Your campaign will be a series of engagements between o i

will b . pposin

Ierran”and Hatthmg fighter units over a succession of cargpaigflJ

days.” There will be one scenario fought per day of the campaign.
At the begmning of every campaign day, each side secretly

demdels whatln:jlssmn it will perform. The missions are simulta-

neously revealed, and the resulting scenario repr:

action for that day. A G ol
There are three missions that each side may choos ]

| . e from:
Offensive Strike, Sweep, and Defensive Patrol. y

OFFENSIVE STRIKE

An Offensive Strike is a maximum effort to inflict as much
damage on the enemy as possible. Most of a side’s force can
participate, though this is a drain on the unit’s supplies.

If you've revealed an Offensive Strike as your day’s missi
may then assign up to 70% of your forces (b};sed upyon the 21?#1%8\3
vqluq of‘your Roster) to participate. Your force selection for the
mission is kept secret from your opponent until the scenario begins.

. You may not select an Offensive Strike mission on two consecu-
tive campaign days.

Sweep

f/regofvwe?pt is a siande:jrd mission intended to project force and
erintoacontested area. Some supplies and replacem
conserved for later efforts. v E PR

If you've revealed a Sweep as your day’s mission

_ , you may then
assign up to 50% of your forces (based upon the sum TPV va}]ue of
your Roster) to participate. Your force selection for the mission is
kept secret from your opponent until the scenario begins.

There is no restriction on the number of consecutiv [
: i e campaign
days during which you may fly a Sweep mission. o

Derensive PatroL

A‘ Defensive Patrol is a minimum-effort mission intended to
maximize the conservation of supplies and replacements for that
side during a campaign day.

If you've revealed a Defensive Patrol as your day’s missi
may then assign up to 30% of your forces (byased ugon theill?rrrlw’Tch’)\l;
va]uq of your Roster) to participate. Your force selection for the
mission is kept secret from your opponent until the scenario begins.

Note that if you are playing a campaign that started wi
allotmgnt of 2500 points, all Defensive Patgrol missions durintg;] tﬁg
campaign must be flown with at least two vessels. If you are playing
a campaign that started with <499 points, then you can fly any
Defensive Patrol with just one vessel.

You may notselecta Defensive Patrol missi i
| ol mission ontwo conse
campaign days. i

Note: The ab/'//"ty to f{ya hypothetical Defensive Patrol mission
ggqs th; gasm of victory in a campaign game. See step 10 in
ion 8.3.

Scenario Ser up, Duration & SpeciaL RuLEs

Once players have selected their mission type for the first cam-

paign day, they are simultaneously revealed and the first scenario (i
one occurs) is set up. cenario (if

Unless both sjdes have chosen to perform a Defensive Patrol on
thg Same campaign day, you will play a scenario during that cam-
paign day. Note that if both sides have decided to fly Defensive
Patrols at the same time, no scenario occurs—proceed immediately
to the next Intermission Period (section 8.3).

Set up: During Offensive Patrols and Sweep missions, The
Terrans always set up along Edge 1 and the Hatchlings always along
Edge 3. Roll a die at the beginning of the scenario, low roll sets up
first. If one side is flying a Defensive Patrol. he sets up his forces in
Areas E and/or F first, then his opponent sets up.

Dur.atio.n: If either side is running an Offensive Strike mission. the
scenario will last for 10 game turns. Ifthere is no Offensive Strike, but
at least one side is running a Sweep, then the scenario will last f’or 6
game turns. At the end of the last game turn, the scenario is over.
aCcocuunr; lijlpttgednu'mbetrhobePVs in destroyed enemy vessels you

ated during the battle and pro iSSi

Period (section 8.3, below). BIRERSH 5 Al
Special Rules: The following special rules are in effect for each

scenario of a campaign.

1) Always use the standard map configuration as shown in the Silent
Deathrulebook, page 18. All starcraft brought onto the map must
be fully crew_ed (except for Terran gunner positions without any
weapons to fire due to previous damage), must have a Drive value
> half of the vessel’s original Drive value, and must have at least
1 functioning weapon system (excluding torps/drones).

2) When flying an Offensive Strike mission, your vessels are allowed
to exit the map (Terrans off of Edge 1 only, Hatchlings off of Edge
3 only), but not before game turn 8 (uniess you are a Hatchling
exiting under the provision of special rule 5, below).

3) Ifyou are flying a Sweep mission, you may not exitthe map (unless

you are a Hatchling exiting under the provisi .
below). 9 provision of special rule 5,

4) When flying a Defensive Patrol mission, your vessels are allowed
to exit the map (Terrans off of Edge 1 only, Hatchlings off of Edge
3 only), but not before game turn 4 (uniess you are a Hatchling
exiting under the provision of special rule 5, below).

5) Regardless of mission type, Hatchlings with Tow Hooks are free
to tow. Terran vessels off Edge 3 (only) at any time during a
scenario. Terran vessels which succumb to this fate are lost and
may never be recovered. Remove these vessels and their atten-
dant crews from their roster.

6) Any vessel that exits the map may not return during that scenario.
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8.3 INTERMISSION PERIOD

The time in between each campaign day’s scenario is called the
Intermission Period. During each Intermission Period, complete the
following 10 steps in the order given.

* 1) Recover vessels from the battlefield
- 2) Tally experience
~ 3) Determine current Build Point total

4) Repair damaged vessels
5) Terrans cannibalize vessels to effect further repairs

: 6) Reload/regenerate depleted ordnance

7) Take reinforcements

~ 8) Terrans assign/reassign crewmembers

9) Determine Build Point reserve
10) Check for campaign game victory

1) Recover VESSELS FROM THE BATTLEFIELD

At the end of a scenario, players must determine which of the
vessels left on the map are not eliminated from their rosters (i.e., you
must figure out which vessels return to base, and which ones never
make it back).

Any friendly vessel ending an Offensive Strike mission by exiting
the map (Terrans from Edge 1, Hatchlings from Edge 3) returnsto the
roster. All others left on the map, along with their crews, are
eliminated from the roster.

Any friendly vessel ending a Sweep mission with a surviving pilot
and a Drive value >1 returns to the roster. All others, with their crews,
are eliminated from the roster.

Any friendly vessel ending a Defensive Patrol mission by exiting
the map or remaining on the map without being destroyed (including
Terrans in tow, but not pulled off the map by the end of the scenario)
returns to the roster.

Of course, all destroyed ships and dead crewmen are eliminated
from their campaign game roster.

Note: /fusing rule E.O Life Pods from Overkill, page 44; Terran
crewmen in surviving life pods are recovered and returned to
their roster only if they were flying a Defensive Patrol mission.
All others are eliminated from the roster. Hatchlings do not
have life pods.

Vessels and crewmen returned to their rosters are available for
use in the next campaign day’s scenario, provided that the ship’s
Drive value is repaired to the point where it is > half of its original
Drive value, enough crewmen are available to man it, and it has at
least one functioning weapon system (excluding torps and drones).

2) TaLLy ExPERIENCE

It is highly recommended that players use rule 10.1 Experience
given in the Silent Deathrulebook, page 14. This rule applies equally
to Terran crewmen, as well as Hatchlings. To clarify the use of the
experience rule in this campaign game, a side wins a scenario if it
inflicts more TPVs of casualties than it receives. A Hatchling may
raise any one of his skills regardless of which of his weapon systems
(though not a grappling tube) inflicted a critical hit on an opponent.

3) DerermiNe Current BuiLo Point TotaL

Build Points (BP) are the currency of exchange for purchasing
repairs, extra ships, and extra crews during each Intermission
Period. At the beginning of this step, both sides immediately accrue
a certain number of BP depending on the mission they performed
that campaign day.

If you've just run an:
 Offensive Strike: take 0 BP
* Sweep: take 20 BP
e Defensive Patrol: take 50 BP

There are also bonuses, depending on the success of that day’s
mission. The better you do, the more supplies are shipped to you by
your higher echelon commanders!

If you've just:

e |nflicted more TPVs worth of casualties on your opponent than you
received (but not more than twice as many): take 15 BP

e |nflicted more than twice as many TPVs worth of casualties on your
opponent than you received: take 40 BP

e Ended a scenario having destroyed all of your opponent’s vessels
in the battle (Terrans towed off the map are considered “de-
stroyed” for this purpose): take a 5 BP bonus

Add your BP as calculated above to any BP you had left over from
step 9 of the previous Intermission Period (found under the BP
Remaining column of the previous campaign day). This is the
number of Build Points you have available to spend during the

current Intermission Period. Enter this value under the BP Available
entry on your Daily Record for the current campaign day.

4) RepaiR DAmAGED VESSELS

Whenever you repair hits on a vessel’s Damage Track, you always
use the same procedure. Start with the last hit marked off of the
Damage Track, and proceed backwards, erasing hits as you go. As
hits through special damage symbols are erased, the effects of those
hits are also nullified. In this way, critical damage can be repaired,
Damage Reduction values increased, Drive values reinstated, weap-
ons repaired and so on. However, damage repair will not bring dead
crewmembers back to life, nor will it make expended ordnance (like
torps) or jump pods reappear. When a critical or weapon hit is
repaired, the player may select which effect is nullified or weapon
system repaired.

Terrans and Hatchlings repair their damaged vessels using slightly
different methods.

Terrans begin by rolling 1D10 for each of their damaged vessels
(whether they flew a mission that day or not). Compare the number
rolled to that ship’s Damage Control Success Spread (consult the
Damage Control Chart on page 18 of the Silent Death rules, or page
51 of Overkill, or page 17 of Black Guard). If the number rolled falls
within the Success Spread, that many hits of damage may be
repaired on that vessel's Damage Track. If the number rolled falls
outside of the Success Spread, no damage is repaired with this
method. If using Overkill’s Gunboat rules (rule C.0), the hits repaired
may be spread across any desired Damage Track(s).




Example: The Terran player has a damaged Pharsii I. He rolls
1D10 for repairs and gets a 4. This falls within the Pharsii’s
Damage Control Success Spread of 1-5, s0 4 hits are repaired
on its Damage Track. If a 6 were rolled, no hits would be
repaired with this method during the Intermission Period.

Hatchlings may not use the Damage Control method as described
above for repairing damage. However, any Hatchlings with function-
ing grappling tubes may, at this time, render down any captured
enemy vessels (i.e., those Terrans towed off the map during the
scenario) as per rule CC.6, repairing 1 hit for each group of 5 hits left
on the captured vessel’s Damage Track. Do not roll the grappling
tube attacks as directed in CC.6, just trade off hits at the 5:1 ratio as
desired among grappling tube-equipped Hatchlings. Again in contra-
vention of CC.6, do not bother rolling crits as they occur against the
captured vessel—all remaining Damage Track boxes are convertible
during this specific repair procedure.

Next, both Terrans and Hatchlings may spend BP to repair hits on
the Damage Tracks of any vessels they desire. Each hiton a Damage
Track takes 1 BP to repair with this method.

Note: Any damaged vessel may be repaired during an Inter-
mission Period, even if it didn’t fly in that day’s scenario.

9) Terrans CanniBALIZE VESSELS To EFFECT FurTHER REePAIRS

At this point, any vessel(s) on the Terran player’s roster may be
cannibalized in orderto provide replacement parts for (i.e., repair hits
on) other ships of the same type. For every two hits left on the
Damage Track of the cannibalized ship, one hit can be repaired on
another ship of the same type on the roster. No more than 10 hits may
be repaired on a starcraft per Intermission Period using the cannibal-
ization method. Once a starcraft has started being cannibalized, it
may no longer fly on missions, though it remains on the roster until
its Damage Track hits are all used up. Mark its cannibalized status on
the roster.

When a ship is cannibalized, mark 2 hits on its Damage Track for
every hit being repaired on another ship of the same type on the
roster. A cannibalized vessel can never provide replacement parts for
(i.e., help repair) ships not of its own type.

Hatchlings may not cannibalize.

Example: The Terran has two Spirit Riders on his roster. One
has taken 8 hits of damage, while the other has taken 2. The
player decides to cannibalize the se verely damaged one, which
has 6 hits left. The Terran player marks off4 of those remaining
6 hits (leaving just 2 left), and repairs the 2 hits on the other
Spirit Rider, which is once again in mint condition. The player
can keep the cannibalized Spirit Rider on his roster until its last
2 hits are used for repairs.

Hits restored due to cannibalization are restored exactly as
described in step 4, above.

6) ReLoao/Recenerate DepLETeD ORDNANCE

Terrans may now reload, and Hatchlings may now regenerate at
least some of their expended ordnance (e.g., torps, missiles, mass
driver rounds, spore moles, ink, drive leeches, jump pods, and
drones).

Terrans: First of all, Terran starcraft with mass driver weapons,
which include miniguns, autocannons and railrepeators (introduced
in Overkill) immediately replace all expended ammunition. This
replenishment is free.

All other Terran ordnance must be purchased with BP. BP cost for
ordnance is listed below:

* 1 BP: 20 missiles

*1BP: 1 Mk50 Torpedo, or any number of lesser torps whose Mk#s
add up to 50 (example; 1 Mk20 and 3 Mk10s)

Fractional BP may not be spent.

Excess ordnance purchased by the Terran player may be stock-
piled for later use (note availability on the campaign roster in the
Stockpiled Ordnance box). Stockpiled ordnance does not count
towards the Roster TPV sum.

Hatchlings: Hatchlings do not “buy” ordnance like Terrans, they
“grow” it. Drones, drive leeches, spore moles, ink, and jump pods
may be regenerated using the following method during each Inter-
mission Period. Roll 1D6 for each type of ordnance on each ship that
does not currently have a full load. The result is the number of
ordnance blips or jump pods that the ship regains the use of (notto
exceed the maximum load).

Example: After a tough mission, a Manta has only 2 Type 2
drones, 1 Type 4 drone, 2 spore moles, 0 cannisters of ink, and
1 jump pod left. During its regeneration period, the Manta’s
player rolls 1D6 for each of these types of ordnance. He rolls
a1 forthe Type 2 drones, so he only has 3 to use now. He rolls
a 6 for the Type 4 drones, so he gets his full complement of 4
back (the three extra are ignored). He rolls a 3 for the spore
mole launcher, giving him a current total of 5. A 11s rolled for
the ink dispenser, providing the Manta with a single ink
cannister. Finally, a 2 is rolled for Jjump pods. Two of the
Manta’s three marked-off Jump pods are reinstated (Hatchling
player’s choice) for the next aay’s mission, if it flies.

As long as a Hatchling ship has expended ordnance of some type,
it may roll to regain the use of it during all subsequent Intermission
Periods.

7) TAKE REINFORCEMENTS

Players may now purchase reinforcement starcraft and crews/
Hatchlings with Build Points using the same guidelines given in rule
section 8.1, above. Note these new purchases on your Campaign
Game Roster, and fill out Starcraft Displays for any new ships.

On your Daily Record, note the expenditure of BP for repairs,

reloads, ‘and reinforcements under the BP Spent column for the
current campaign day.

Eefr—

8) TERRANS ASSIGN/REASSIGN CREWMEMBERS

ampaign wears on, the Terran player may find hlmself |eft
witﬁf)rapﬁanepd cgrewmem bers. These men may come from recoyered
life pods, cannibalized ships, or spares purchased on this, or
previous, Intermission Periods.

Whatever their source, crewmen may be shuffled around between
active ships on the player’s roster as necessary. The only penalty
applies to pilots who are reassignedto a dlffgarent shlp type after their
first posting. Such pilots suffer a -1 mpqlf!er tolthe|r PJt level (tﬁ'a
minimum of 1). This reflects unfamiliarity with their new ship
assignment. This penalty is suffered each time a pilot is tr.ansf_er_redI
to a new ship type, though if he is eventually put back in his orlgmba
ship type, any accumulated penalties are negated. P|Io}s can be
reassigned to other starcraft of the same type that they’re accus-
tomed to without penalty o

: A Pharsii Il pilot could be transferred to a differen

E’);i?;r“s';ilfl without penall)ly, but if he were switched to a Seraph,

his PIt would suffer the -1 reduction. |

Gunners are not penalized for switching positions within a ship
between scenarios, nor for being reassigned to a new ship.

All starcraft fielded in a given scenario must be fully crewed,
except for Terran gunner positions that have no weapons to fire due
to unrepaired damage. .

A Hatchling may never switch to another ship.

9) DevermiNE BuiLp PoINT RESERVE

Finally, players recalculate their current BP Ievell. This value will
equal thélirgta);ﬁng total (as calculated in step 1) minus any expen-
ditures made during the Intermission Period. Remember, BP can be
spent to repair damaged vessels, relpad ordnance, and take rein-
forcement starcraft and crews/Hatchlings.

i ’s Total
A side’s BP reserve does not count towards the roster’s 1
Point Value when determining the TPV of ships that can participate
in a given mission type. ! e o gt

Note any remaining BP (which can all be carried over Nl
Intermission Period) on the Daily Record under the BP Remaining
column. hh
Example: An Offensive Strike mission can be run with ships
equa//ewg up to 70% of the Roster TPV._ The Roster TPV does
not include the value of its BP Remaining. Therefore, aroster
with a high reserve actually fields fewer ships on a mission
than it might otherwise be capable of.

10) CHeck For CampaicN GAmE VicToRY

mpaign game continues until one side is absolutely inca-
palegeo?a;lyi?lgga hgypothetical Defensive F_’atrol mission during Lhe
upcoming campaign day. Note that to be incapable Qf _ﬂymg such a
mission, the side must be down to so few vessels that it isimpossible
to field one that constitutes no more than 30% of the Rogter TPV.
The side incapable of fielding a hypothetical Defensive Patrol
immediately loses the campaign (regardles_s of whl_ch mission '(he
side was planning to fly that day). If neither s!de can field a Defensive
Patrol mission on the same day, the campaign is a draw. e
If both sides could field a hypothetical quensive Patrol mission,
the campaign continues for another campaign day. Players shoyld
now secretly select which mission the_:y will actually perform during
this campaign day, reveal their selections, then set up any resulting
scenario. SN
e: The hypothetical Defensive Patrol mission is just a
zgttjge, or tegtl‘,) fo determine campaign victory. It is not, of
course, meantto imply that players must fly a Defensive Patro/
every day—in fact, the mission selection rules prevent this.

CAMPAIGN GAME NOTES




TERRAN Campaign Game Roster

Unit Insignia

Unit Name,/Motto

Daily Record

Mission Intermission Period
Chosen BP Available | BP Spent

Starcraft Pilots Gunners TPV

_’
Roster TPV L i
Maximum Offensive Strike Value = 70% of Roster TPV ¥ W
Maximum Sweep Value = 50% of Roster TPV L o
Maximum Defensive Patrol Value = 30% of Roster TPV i ﬂ
Stockpiled Ordnance:

BP Remaining

Day 1 .‘

Day 2 |

Day 3 \

Day 4 '

Day 5

. \
Day 6 ‘{

Day 7 }

Day 8

Unit Name

HATCHLING Campaign Game Roster

Identifying Colors/Patterns

Starcraft

Hatchling PIt

Weap# Gnr

TPV

Roster TPV

Maximum Offensive Strike VValue = 70% of Roster TPV

Maximum Sweep Value = 50% of Roster TPV

|
|
»
|

Maximum Defensive Patrol \Value = 30% of Roster TPV

Notes:

Day

Chosen

BP Available

BP Spent

BP Remaining

Daily Record
Campaign Mission Intermission Period ]

Day 1

Day 2

Day 3

Day 4

Day 5

Day 6

Day 7

Day 8
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Hatchling Starcraft Type H-3998s

“Lamprey”
Maneuvering Thrust: 0.159 km/s/s
Jump Pods: 1 poor, 1 fair, 1 good
Special Equipment: Grappling Tube, Tow Hook
Armaments: 1 x Y-Beam

1 x X-Beam

1 x Drive Leech (Ammao: =500 rounds)

6 x Type 3 Drones
Commentary: The Lamprey is essentially a larger, more rugged
version of the Remora. Having few jump pods, no small drones
and no ink dispenser, Terran pilots have discovered that the
Lamprey is a good candidate for torpedo attacks. In its favor, the
5 Lamprey is fast and its dorsal-mounted Beam cannon can swing
E aft allowing it to fire to the rear as well as the front.

9.0 STARCRAFT
INVENTORY AND
NOMENCLATURE s

There are no dangerous weapons onl, ; i
to use them. pons, only dangerous beings willing

= bl e ——

— Unattributed

Hatchling Starcraft Type H-1793¢

“Larva”

Maneuvering Thrust: 0.150 km/s/s

Jump_ Pods: 1 poor, 2 fair, 1 good

Special Equipment: Drone Mover (poor)

Armaments: 1 x X-Beam

oo T?}x{ypeﬂ Drones

' Nentary: The Larva appears to be the Hatchling’s

light fighter. _Nearly half of the swarms catalogued (?uriﬁgaphdeagrst
Grub Campaign contained Larva ships as lower-tier vessels. In
battle, L_arva vessels have most often been seen patching ub
drone picket lines or engaging Terran light fighters.

' ﬁ Hatchling Starcraft Type H-7311ii

“Manta”

Maneuvering Thrust: 0.117 km/s/s
Jump Pods: 1 poor, 2 fair, 1 good
Special Equipment: Drone Mover (good), Tow Hook
Armaments: 2 x Y-Beams

1 x X-Beam w/Ink Dispenser (3 cannisters)

1 x Spore Mole Launcher (Magazine: 10 moles)

4 x Type 4 Drones

8 x Type 2 Drones
Commentary: The Manta poses the double threat of superior
offensive armaments coupled with a heavy drone load. Terran

; . pilots have been reluctant to tangle with the Manta, mainly due to

g:’:g;oqusdi;,ﬁg?‘;’_ 23::”’ |1. go?db the presence of its deadly spore mole launcher. Though inflicting
Armaments: 1 x X-Beaprg ng Tube, Tow Hook little damage on a vessel’s structure, spore moles are notoriously
i efficient at killing crewmen aboard lightly armored fighters and

1 x Drive Leech (Ammo: ~400 rounds |
4 x Type 1 Drones : | i
Commentary: The Remorais a small Hatchling recovery/combat

Hatchling Starcraft Type H-2423a |

“Remora”
Maneuvering Thrust: 0.172 km/s/s

ivsef)fe?t'é ros?lﬂ)l,t ggjat?.glcnaaglt)l/j rsitj]geglor to the #arvf; in battle, the Remora Hatchling Starcraft Type H-5009ji
pposing ships for inati
Spare parts. Remora vessels haF:/e be%n sgotted %Smfgf{?nngm “Muskellunge”
battle damage during combat with their grappling tubes. Some- Maneuvering Thrust: 0.111 km/s/s
times two or three Remoras will attach themselves to a single Jump Pods: 3 poor, 1 fair, 1 good
Terran ship at the same time. ‘ Special Equipment: Drone Mover (excellent), Tow Hook
Armaments: 1 x Z-Beam
3 x Y-Beams

Hatchling Starcraft Type H-5479h
“Squidge”
Maneuvering Thrust: 0.128 km/s/s
Jump_ Pods:_2 poor, 2 fair, 2 good
Special Equipment: Drone Mover (fair)
Armaments: 1 x Y-Beam

1 x X-Beam w/Ink Dispenser (4 cannisters

6 x Type 2 Drones ; )
7 v T?]x;ypm Drones

mentary: The Squidge serves as the Hatchling’s standard

medi_um fighter. ltg numerous jump pods make it ?/ery maneuver-
able in combat while the two Beam weapons give it excellent
offensive flrepower. The Squidge’s ink load has been seen
deployed in numerous ways: to cover escapes, to defeat torpe-
does, and as a defensive boost during attack runs.

1 x X-Beam w/Ink Dispenser (2 cannisters)

6 x Type 5 Drones

8 x Type 1 Drones
Commentary: The Muskellunge class vessel did not make its
appearance until well into the First Hatchling Campaign. It is
believed that the construction of this vessel was a Grub response
to the heavy firepower carried by many Terran interceptors. Able
to absorb tremendous punishment, and dish it out too, the
Muskellunge is a superior heavy fighter; easily a match for most
Terran gunboats. Note that its dorsal Beam cannon has the
characteristic fore-to-aft swinging arc.
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NIGHT BROOD RULES ANN

The majority of this Rules Annex deals with the iariti i
f this R peculiarities of Hatchlin
there are many similarities between Hatchling and Terran (normal)

and an alternative motive form.

Thi; Rules Annex assumes that
Overkilland Black Guard expansions,

only to clarify rule applications to players of the full game system.

g technology and how it relates to the Silent Death game. Though

starfighters, the Grubs use a new range of weapons, special equipment

you are familiar with the rule sections found in Silent Death Thou i
' ‘ : gh Rules Annexes are also fo
their use is not assumed here. References to Overkilland Black Guard rules are made in this Aunnnde;<n tt)r:ft3

You do not need to own Overkill and Black Guard'to use this Rules Annex.

To differentiate between the rules specificall '
. . y geared towards the use of Night Broodand th
in 0verk///and Black Guz_a(d—these rulqs use a double-letter (e.g., AA.0, BB.OfJetc.) numberingsrg?]te(r)rf]th
or other major race additions to the Silent Death universe, will also use this double-letter scheme.

e Silent Death game system—found
e. Future rules dealing with Hatchlings,

AA.O HATCHLING
MOVEMENT s

For the most part, Hatchling ships move in a manner simi
. , Hatcl similar to
Terran ships. Use a Hatchling’s Drive rating just like a Terran Drive

rating. Hatchlings perform Normal Turns and Ti i
Terran starcraft do. ght Turns just as

However, Hatchling vessels do have an additional
form based on Jump Pods. movement

AA.1 JUMP PODS

Hatchling starcraft incorporate an extra movement t
echnolo
Svahlli(e;(rj] Jhlmp Pﬁdts.hJ'ump Pods are disposable hyperdrive modulgg
1 allow a Hatchling vessel to execute tiny hyperspace i i
a tactical combat situation. 2 i

The number and type of Jump Pods carried on each ves
' : sel are
!lstgd on the Starcraft Displays. These are noted as 2s, 3s, and/or 4s
In circles near the ship’s Drive rating.

Hatchling vessels may combine the use of a single Jump Pod with
normal Drive movement points during a single Movement Phase.

Only one Jump Pod ma y be used per Movement Phase.

TouseaJump Pod, select one pod which currentl '

USE 3 3 y remains onthe
ves.sel s display. Spqnd. one movement point of the ship’s Drive
rr{;ﬂ(t)/ng (tto qharl];gehan(ygmte the pod, often called “engaging” it), then

Ve straignt ahead on the map within the restriction i
movement (see AA.2, below). s

Each Jump Pod may only be used once. After being us
! i ed, mark
the particular Jump Pod off of the Starcraft Display. ¢

CircLED j — CircLep J

Jump Pods may also be destroyed on a ship’

p F N . p’s Damage Track.
When a “circled J” special damage symbol is marked off of a Damage
Track, that vessel must lose one of its remaining Jump Pods. If the
symbol is a lower case “j” the owner of the vessel decides which pod

o lose. If the symbol is a capital “J” the firer chooses whi
Pod the target must lose. s which Jump

AA.2 JUMP MOVEMENT

WhenaJump Pod is engaged, the shipimmediately initi '
; y initiates jum
movement. Such movement mustbeinastraightline along the vesjsel’g
current heading. No facing changes are allowed during jump movement.

Jump 2

vesl;nga;gingaﬁumpﬂod costs one movement point and allows the
€l 10 make a jump which can move it forward 2-4
(Hatchling player's choice). i

Jump 3

Vesiglgeiging al;Jump.S Pod costs one movement pointand allows the
10 make a jump which can move it forward 3-
(Hatchling player’s choice). e

Jump 4

EngagingaJump 4 Pod costs one movement poi

) pointand allows the
vessel to make a jump which can move it forward 4-1
(Hatchling player’s choice). i

Example': At the beginning of a game, a Larva has 15 move-
menf points and Jump Pods numbered 2, 3, 3, and 4. At the
beginning of a Movement Phase, the Larva player spends 6
movement points moving his ship ahead three hexes and
changing facing by one hexside. 1 movement point is then
exp.s:nded to ignite a Jump 3 Pod. The player opts to use the
pod’s full movement capacity and jumps 9 hexes forward
(though he may have decided to Jump anywhere from 3 to 9
he)_(es). The player has now expended 7 of his movement
points (6 + 1). He may then spend his remaining 8 movement
points as he sees fit, but he may not ignite another Jump Pod
during this Movement Phase.

EnpinG A Jump Move

A jump move may not terminate in a hex occupi
i edbyav
satellite, or space station. pied by a vessel,

AA.3 TIME LIMIT

Ifyou use the 30 second time limit for moves as su i

; ggested in the
S(Ient Death rulebook (rule 5.2), allow each Hatchling vessel 1
minute to move instead. This reflects a Hatchling’s symbiotic rela-

tionship with its ship allowing a more precise move. Pla

Ship, a ja . Players should
relaxrule 5.2 while playing their first several scenarios with Hatchling
forces; this will allow players a chance to get used to the new ships.
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BB.0 HATCHLING VESSEL
DEFENSIVE
CHARACTERISTICS mums

Hatchling vessels have some unique defensive characteristics
which differ from Terran ships.

BB.1 DEFENSIVE VALUES

Unlike Terran starcraft and their fixed Defensive Values, Hatchling
ships have variable Defensive Values which are dependant on the
vessel’'s Piloting Skill number. This represents the individual
Hatchling’s affinity with the ship it has “grown” into; its ability to
manipulate the fighter's energy shields, implement evasive maneu-
vers, and otherwise deceive enemy targeting scanners.

To determine a Hatchling vessel's Defensive Value, add the
Hatchling’s Piloting Skill (PIt) number to the set number shown on
the Starcraft Display under the Defensive Value entry. The sumis that
particular ship’s Defensive Value.

Example: The Remora has a Defensive Value entry of PIt + 8.
Ifthe Piloting Skill number for the Hatchling is 6, the Defensive
Value of the ship would be 14 (8 + 6).

BB.2 TORPEDO DEFENSES

One thing the Hatchlings were not prepared for when they
encountered Terran starfighters was their heavy use of torpedoes.

Hatchling starcraft do not carry Point-Defense Anti-Torpedo
weapon systems, nor do they carry Decoys (both from Silent Death
Optional Rule 10.7). However, Hatchlings have a wide variety of other
options available to deal with Terran torps.

DobaGinG

Hatchling ships dodge detonating torps just like Terran fighters
do.

ELectronic WARFARE

Hatchling starcraft may attempt “Torp Jamming” (Silent Death
rule 4.2) in the same manner as Terran ships do. Hatchling vessels
succeed in theirjamming attempts ona 1D4 roll of 1. However, these
jamming rolls may be may against up to two (not just one) tracking
torps per Torp Results Phase (roll separately against each torp, only
one roll per torp). As with Terran ships, EW jamming attempts may
only be made by a Hatchling ship against the torpedoes tracking it.
Jamming attempts may not be made against torps tracking other
vessels.

INk

Some Hatchling ships carry ink dispensers (see CC.5). Torps that
pass through anink cloud hexare eliminated ona 1D4 roll of 1-2. Roll
for each torp for each ink cloud hex passed through.

Type 1 DRoNES

Activated Type 1 drones will attack and destroy moving torpedoes
(see CC.2).

Jump Pobps

The ignition of a jump pod sends a Hatchling ship momentarily
into Hyperspace. Torpedo tracking systems have difficulty following
a target that makes such a jump. Therefore, whenever a Hatchling
vessel engages a jump pod, each torp that is currently tracking that
vesselis removed from the map ona 1D4 roll of 1-2. Roll for each torp
individually at the instant the jump pod is ignited.

Torp Detonation During HATCHLING MOVEMENT

If a Hatchling ship enters the hex of a torpedo that is currently
tracking it, that torp will detonate as per rule 4.2 of Silent Death,
except if the torp’s hex is entered while the ship is, at that instant,
performing a jump move—in which case the torp does not detonate.
However, if a jump move terminates in the tracking torp’s hex, it will
detonate.

BB.3 OTHER CHARACTERISTICS

There are other differences between the workings of Hatchling
and Terran starcraft.

Damace ConTROL

Hatchling starcraft do not have conventional damage control
systems (Silent Death Optional Rule 10.12). However, starcraft with
grappling tubes, as noted in rule CC.6 below, can simulate Terran
damage control, but with greater effectiveness.

Luck

Rule D.0, found in Overkill, deals with Pilot Luck: the effect of fame
and karma in the Silent Death game. If using that rule, note that
Hatchlings do notaccumulate Luck points. Individually, their actions
are not influenced nor controlled by the ephemeral nature of luck.

CC.0 HATCHLING
WEAPONRY &
EQUIPMENT e

Hatchling vessels use a wide array of new weapons and special
equipment. These items are detailed below.

CC.1 BEAM CANNONS

Beam weapons are energy cannons; however, their Damage
codes use multipliers as modifiers instead of adds. Hatchlings do not
use multiple gun weapon systems.

The X-Beams do Low x 3 damage when they hit. Read the Attack
Dice normally. When you find the Low damage, multiply the result by
3 to determine the number of hits inflicted on the target. Y-Beams
deliver Medium x 2 damage and Z-Beams hit for High x 2 damage.

WRrappinNG FIRE vERSUS GUNBOATS

Because a Hatchling arcs Beam fire towards its target (the energy
does not follow adirect path), Gunboats (OverkillC.0) are particularly
vulnerable to such attacks—called “wrapping fire.” Whenever a
Beam fires at Short range (only) against a Gunboat, the Hatchling
declares which Damage Track the attack is being resolved against
before the Attack Dice are rolled. Otherwise, fire is resolved normally.




CC.2 DRONES

The Hatchlings do not fire torpedoes like their Terran counter-
parts. Instead, they lay Drones, which are space mines that have
some torpedo-like characteristics. Drones have explosive warheads
and a ranged attack effect. While normally a stationary, passive
weapon system, they can be moved by certain Hatchling vessels.

Drone loads are limited much like torpedoes are. A Drone-
carrying ship is given a load of Drones of various Type #s, as shown
on the Hatchling Starcraft Displays by “ordnance blips.” When a
Drone is discharged from the carrying ship, mark it off of the

appropriate display. Each ordnance blip on a display represents a
single Drone.

Example: The Manta has 8 Type 2 ordnance blips representing
8 Type 2 Drones, and 4 Type 4 ordnance blips representing 4
Type 4 Drones.

Laying DRones

Drones are discharged (“laid”) during the Movement Phase. As a
laying ship moves into a new hex it may drop a single Drone into that
hex. Note the following restrictions:

* Only one Drone may occupy a hex at the instant it is laid.

* A Drone may only be laid in an empty hex. Such a hex may not
contain an enemy ship, torps, an asteroid, other Hatchling ves-

sels, drones and so on. However, such a hex may contain ink (see
CC.5).

*EverytimeaDrone s laid, mark offthe corresponding ordnance blip
from the vessel’s Starcraft Display.

* Drones may be dropped in any hex occupied by the laying ship
during its Movement Phase (within the restrictions noted above)
except those entered solely by means of jump movement. The
hexes at the beginning and termination point of a jump move are
eligible for Drone placement, but none in between are.

* During the Movement Phase that a Drone is laid, it is inactive—it
may notattack any target. Signify this by placing newly-laid Drone
counters face-down on the playing surface. Though face-down,
Drone identities are not secret—they may be inspected by enemy
players. These inactive Drones are flipped face-up when they are
activated (see below).

Activating DRones

As stated above, newly-laid Drones are placed face-down on the
map because they are inactive (apparently, their arming and target-
ing mechanisms must assimilate proximity battlefield data before
they activate).

However, every face-down Drone is flipped face-up at the end of
every Movement Phase. This is called “activating” Drones.

Inactive Drones must activate at the end of every Movement
Phase, and remain activated until destroyed or detonated.

Activated Drones can attack enemy vessels on subsequent Move-
ment Phases.

Inactive Drones may never make attacks.

Drone ATtTAcks

Activated Drones attack enemy ships during the Movement
Phase. Any enemy vessel that moves into, out of, or through a
Drone’s “threat radius” without performing a “minimum move”
(described below), triggers that Drone to make an immediate attack.

The threat radius of a Drone is equal to its Type # stated as an
attack range in hexes. Therefore, a Type 1 Drone has a threat radius
(i.e., attack range) of 1 hex, Type 2 — 2 hexes, Type 3 — 3 hexes,
Type 4 — 4 hexes, and Type 5 — 5 hexes. Drones are fitted with
small, variable-displacement hyperdrive engines (a variation of the
jump pod) which propel a Drone warhead directly and instanta-
neously to its target.

As mentioned above, to avoid a Drone attack, an enemy ship must
perform a minimum move while inside of (or while entering or
exiting) a Drone’s threat radius. A minimum move consists of one of
the following maneuvers:

® not moving at all, or;

* a move of one hex straight ahead (only), or;

* a sideslip (only) (see Silent Death Optional Rule 10.4), or;
* changing facing by 1 hexside (only).

Any other sort of movement (including: moves straight ahead at
a speed greater than 1, tight turns, and drift (Silent Death Optional
Rule 10.2), performed either inside a threat radius, or while entering
or exiting one, triggers an immediate Drone attack.

Note: Only torpedoes with DXH or DTH homing systems (rule
B.1 in Qverkill page 40) may make minimum moves. Ifa DTH
torp goes terminal while making a minimum move, the mini-
mum move is negated.

Using a minimum move does not adversely affect a ship’s
Defensive Value.

Life pods, satellites, space stations, and Hatchling vessels never
trigger Drone attacks. Torpedoes only trigger Drone attacks by Type
1 Drones. Type 2-5 Drones ignore moving torps.

Example 1: A Spirit Rider starts its Movement Phase 2 hexes
away from an activated Type 1 Drone, facing directly towards
that Drone. If the vessel moves forward 1 hex, and then ends
its move, the Drone will not attack. The Spirit Rider used a
minimum move to enter the Drone’s threat radius. Ifinstead of
immediately stopping, the same Spirit Rider intended to ex-
pend more movement points (to turn, sideslip, or move
forward), the Drone would immediately make an attack even before
the Spirit Rider began to expend those extra movement points.

Example 2: The Spirit Rider above starts its Movement Phase
2 hexes away from an activated Type 2 Drone. If it is facing a
hex outside of the Drone’s threat radius it could make a
minimum move to exit the threat radius and thus avoid the
Drone attack. If, instead, it undertook a normal mo ve, intend-
ing to move more than one hex, it would be subjecttothe Drone
attack immediately in its starting hex.

Example 3: The same Spirit Rider starts its Movement Phase
2 hexes away from an activated Type 3 Drone. If it does not
want to be attacked by that Drone, the Spirit Rider may only
make minimum moves (one per Movement Phase) until it
starts a Movement Phase outside of the threat radius. Of
course, if the Drone was destroyed, the Spirit Rider could
move normally on a subsequent Movement Phase.

Damace DeLiverep By Drone ATTAcks

Like atorpedo warhead, Drones deliver a specificnumber of D12s
of damage to the target vessel. The number of D12s rolled for
damage is proportional to the Type # of the Drone:
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¢ A Type 1 Drone delivers 1D12 of damage.
e A Type 2 Drone delivers 2D12 of damage.
¢ A Type 3 Drone delivers 3D12 of damage.
* A Type 4 Drone delivers 4D12 of damage.
¢ A Type 5 Drone delivers 5D12 of damage.

There is currently no defense against Hatchling Drone attacks.
Once triggered, they automatically hit their target and merely roll for
damage. Should a move into a single hex trigger severaI.Drones to
attack at the same time, roll all damage dice as a single combined attack.

Note: Because of the way Drones are triggered, the Terran
player should (and he is well within his rights to) move his
torpedoes one at a time. Such movement will cause all Type 1
Drones in range to attack. For this reason, the Hatchling player
should be careful how he places his small Drones, since the
movement of a single torp may trigger several clustered Type
1 Drone attacks.

Resolve all Drone warhead damage immediately upon detonation.
If the target ship still has movement poin?s available after thelattack,
it may continue its move, expending up to its new movement pomt‘total.

The presence of intervening asteroids (Silent Death Optional
Rule 10.5) does not affect Drone attacks in any way. .

Against gunboats (introduced in the 0verki// expa}n310n), deter-
mine the Damage Track affected based upon a direct line of fire from
the Drone’s hex to the gunboat’s hex. If a Drone attacks a gunboat in
its own hex, resolve the attack against the gunboat’s rear Damage Track.

DestroyYING DRoNES

Drones may be attacked by normal cannon fire, missile salvoes,
and torpedoes. However, some restrictions do apply:

* Attacks from energy cannons, mass drivers, and projector weapon
systems must all be initiated from 1-6 hexrange. This is dge to th_e
fact that Hatchlings deploy numerous target decoys with their
Drones. Terran weapon scanners require a maximum 6 hex range
to identify a real Drone target. Energy cannons, mass drivers and
projectors may never attack at 0 hex range. :

» Missile lock-ons must be made from 0-6 hexes, rather that their
normal range of 10.

e Finally, torpedoes may be launched at Drones,. butonly fromarange
of 0-10 hexes. Torpedoes move towards their Drone targets as the
last action in a Movement Phase, after Drones have had the
opportunity to be moved (see below).

All Drones have a Defensive Value of 12 (due mainly to the
protection afforded by the scattered Drone decoys, which are often
fired upon by mistake). : .

For torp dodging purposes, Drones have a PIt skill .equal to the{r
Type #. Drones have no damage reduction value, and just take 1 hit
to destroy. . i e

An asteroid (Silent Death Optional Rule 10.5) which drifts into or
through a Drone’s hex destroys that Drone.

d—D

Drones may be knocked-out while they are still aboard a vessel if
a “d” or “D” special damage symbol is marked off of a Hatch'lmg
Damage Track. Ifa “d” is marked off, the owner of the vessel decides
which of his remaining Drones to lose. If a D" is marked off, the
attacker decides which of the target’s remaining Drones are
destroyed.

Moving DrRoNES

Some Hatchling vessels are equipped with a dgvipe vyhich allows
them to reposition Drones on the map. This deylce is simply (_;alled
a “Drone Mover” and is listed on the Starcraft Displays of equipped
vessels in their Special Equipment box.

Drone Movers are given numeric ratings (example: Drone Mover
“5”). The number rating states the relative effectiveness of that
vessel's Drone Mover. The rating number is:

¢ the maximum number of hexes out to which a vessel can affect the
movement of a Drone, and;

the maximum number of Drones which can be moved by the Drone
mover in one Movement Phase, and;

e the maximum number of hexes each Drone may be moved.

Moving Dronesis performed at the end of a Movement Phase after
all other vessels have moved and inactive Drones have been activated.

A Drone may not be moved beyond the Drone mover’s rating in
hexes away from the manipulating vessel. A Drone'may also not be
moved into a hex containing an enemy vessel, satellite, space station
or asteroid. However, due to the use of a Drone Mover, several
Drones may be placed in the same hex.

Example: The Muskellunge has a Drone Mo've'r 5. Atthe end of
the Movement Phase, there are 7 Drones within 5 hexes of the
Hatchling ship. 5 of these 7 Drones can now be moved up to
five hexes by the ship’s Drone Mover. However, no Drone may
be moved beyond 5 hexes of the Muskellunge.

Moving a Drone cannot cause it to attack an enemy vessel. A
Drone attack can only be triggered by atarget’s non-minimum move.

PONTEN
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CC.3 DRIVE LEEC

Firing biomechanical “energy leeches,” which attach themselves
to the target’s engine nacelles, the Drive Leech is a specialized
weapon which only affects its target's Drive rating.
~ The Drive Leech is fired like a normal cannon, (e.g., using range
Increments and Attack Dice) but the Damage delivered is only
lnfillcted on the target’s Damage Track “Drive boxes.” Therefore, ifa
Drive Leech delivers 5 points of damage, the first 5 available Drive
boxgs are marked off of the target’s Damage Track, ignoring inter-
vening damage boxes and other special damage symbols.

Drivg Leech damage is never reduced by a target's Damage
Reduction value.

Example: The Drive Leach on a Lamprey hits an undamaged
Thynder Bird, scoring (Low) 4 points of damage. Therefore, 4
Drive boxes on the Thunder Bird’s Damage Track are marked
off. (Refer to a Thunder Bird display.) The result would be that
the 16, 14, 11, and 9 boxes (only) would be marked off of the
Thunder Bird’s Damage Track. The ship’s Drive rating would

Zow be down to 5, which is the next highest available Drive
0X.

AmmuniTioN LimiT

Because this weapon fires physical entities (energy leeches) at its
target, the ammunition load is restricted for each Drive Leach
system. The number of “ammunition blips” in each Drive Leech
weapon boxindicates the maximum number of times thatthe cannon
may fire during a scenario. Each time that a Drive Leech fires, mark
off one ammunition blip from that weapon’s ammo load. When no
ammunition blips remain, the Drive Leech may no longer fire.

TacmicaL Uses

; Lhiarﬁle_lre threehtactical uses for the Drive Leech. First, it is utilized
y Ratehlings to help capture enemy vessels relatively intact (al
see CC.8 Tow Hook). i el
Second, The Drive Leech can be used to immobilize an enemy
vessel for subsequent attachment of a grappling tube (see CC.6).

Finally, a Drive Leech attack can be used to slow down enemy

vessels to bring them within the firing parameters of bigger guns, like
Z-Beams. !

Mixing NormaL Damage anp DRivE Leech Damace

Obviously, Drive Leech damage may be interspersed with damage
dellve(ed by more conventional weapon systems (as well as a
grappling tube). When marking-off hits on a Damage Track, remem-
ber that each damage box can only be marked off once. Therefore,
when an already-marked-off Drive box is encountered while applying
damage from a conventional attack, just skip over it.

; lf,tdl;e”'go simultaneous fire, Drive Leech damage is applied to a
arget at the same time as conventional damage, always apply th
Drive Leech damage last. y oIt 10

DRrive LeecH vs Gunsoat

Rule C.0 from Overkill introduces Gunboats, which have four
separate Damage Tracks. A Drive Leech will affect the “-1” special
damage .boxes on Gunboat Damage Tracks, but only those on the
track being hit by a Drive Leech attack. Drive Leech attacks on
Damage Tracks devoid of “-1” Drive hits have no effect.

CC.4 SPORE MOLE LAUNCHER

.Spore Mole launchers are the Hatchling equivalent of Terran
missile launchers, except that their damage results are more insidi-
ous. Spore Moles are missile-like devices which fly towards their
target and attempt to latch onto the outer hull. Once attached, Spore
Moles burrow through the target’s hull. Inside, the weapon releases
aspray of dgadly microscopic spores which quickly vent through the
mfected ship. These spores are virulent pathogens, utterly destruc-
tive to all organic life they come in contact with, including, of course
starcraft crewmembers. They are also corrosive enough to eat
through protective gear, like space suits.

\ Spore Mole launchers make their lock-on attempts at the same
time missile launchers do. However, the Spore Mole lock-on range
IS a mere 6 hexes or less. If a lock-on is successful, the attacker
de.termlnes how many Spore Moles he will launch, justas if he were
using a missile launcher (i.e., a maximum of 10 may be fired at a
fighter or gunboat). Spore Mole attacks are resolved at the end of the
turn, again as missile attacks are, with each Spore Mole launched
contributing 1D6 to the Attack Dice roll against the target.

If the target is hit by the Spore Mole salvo, a certain number of
crewmembers aboard the enemy vessel may immediately be killed.
SporeMoles have no other damage effect. The Spore Mole damage
code is “Low,” but instead of inflicting points of damage to the
target’s Damage Track, the Attack Dice damage result is read as the
numbe_r of crewmen killed in the target vessel. The target’s Damage
Reduction value does affect this pseudo-damage result.

If a gunboat (introduced in Overkill) is attacked by Spore Moles,
the Spore Moles are always assumed to hit the gunboat’s rear
quadrant. Therefore, the gunboat’s rear Damage Reduction value is
used to reduce the Spore Mole damage result.

Thg player controlling the target vessel determines which of his
vessel’s crewmen are killed if several options exist.

If a.pilot is killed, the affected ship may no longer move, its
Defensive Value is reduced to 5, and the pilot’s weapons may no

}_onger be fired. If a gunner is killed, his weapons may no longer be
ired.

Exa mp le: During a Missile/Spore Mole Launch Phase, a Manta
locks its Spore Mole launcher onto an enemy Pharsii If within
6 hexes, firing 4 spore moles, During the subsequent Missile/
Spore Mole Results Phase, the Manta player rolls 4D6, scoring
a2, 3, 5 and 6. The net To Hit result is 16 (2+3+5+86),
indicating that the Pharsii is hit (Defensive Value 11 ) by the
Spore Moles. Low damage provides a 2 result. If the Pharsii
still has a Damage Reduction value of 4, no crewmen would be
killed—the spore moles were unable to burrow through the
armor plate. However, if at the time of resolution, the Pharsii’s
Damage Reduction value was down to 1, then 1 crewman
would be killed by the attacking spores (2-1=1). Obviously,
ifthe To Hitdice had rolleda 3, 3, 5and 6 instead, the Low resu/’t

would lqe 6 (3 +3), killing up to 6 crewmen minus an ¥y Damage
Reduction value.

Use missile counters from Silent Deathand Overkillto represent
Spore Mole salvos.

Optional Rule X.4, found in Black Guard, page 14, can be used to
affect Spore Mole salvos in a manner identical to missile salvos.
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CC.5 INK DISPENSER

An Ink Dispenser is a defensive system adjuncted to a weapon on
some Hatchling Starcraft Displays (e.g., see Weapon 2 on the
Squidge display).

Ink Dispensers do not, of course, dispense ink, per se, but rather,
they disperse a battlefield obscurement munition. Using an Ink
Dispenser is akin to an octopus that ejects a cloud of “ink” to cover
its escape when threatened.

Hatchling “ink” produces a localized neutrino dampening field
that scrambles certain weapon targeting scanners that try to “look”
into, out of, or through it.

A Hatchling starcraft with an Ink Dispenser may discharge an ink
counter into any hex that the ship occupies at any time during a
Movement Phase (however, ink may not be placed in a hex passed
through during a jump move). To represent the placement of this
obscurement munition, place an ink cloud counter in a hex while the
Hatchling ship occupies it during its move.

The number of ink counters that a ship may place during a game
is limited to the number of ink “ordnance blips” provided on the
display. Within this limit, a ship may dispense ink as many times as
it desires during its move. Each time an ink counter is placed on the
map, mark off one ink ordnance blip on the ship’s display.

A Hatchling vessel may drop ink and a drone in the same hex at
the same time.

A discharged ink cloud may not be moved, does not drift, and
disperses (i.e., is removed from the map) on a 1D6 roll of a 1 made
at the end of each game turn. Roll for the dispersal of each ink cloud
individually at the end of every turn. Ink clouds do not affect the
movement of starcraft, torpedoes, drones, satellites, asteroids, etc.
in any way (however, torps that move into an ink cloud hex may be
destroyed—see below).

Ink CLoun ARea oF EFrecT

An ink counter represents the center of an ink cloud. An ink cloud
radiates out fromthe ink counter one hexin each direction, effectively
creating aseven-hex area of effect (the center hex plus each of the six
surrounding hexes). Each hex in the area of effect is considered to be
an ink hex.

Overlapping ink cloud hexes do not have any cumulative effects.

Ink EFFeCTS

The primary use of an ink cloud is that it retards Terran direct
cannon/projector fire into, out of, or through any ink hex.

Note: Terran cannon/projector weapon systems include all
mass drivers, laser cannons, blast cannons, disruptor can-
nons, ion cannons, plasma cannons, and energy bolt projec-
tors. Consult the Master Weapons Table for specific weapon

types.

To simulate the ink effect, modify all To Hit rolls made by Terran
cannon weapon systems and energy projectors by -4 if a direct line
of fire fromthe center ofthe attacker’s hex to the center of the target’s
hex passes through any portion of an ink cloud. Fire traced through
multiple ink hexes does not alter the -4 modifier in any way. Firing
into, out of, or through one ink hex is as deleterious as firing through
several. Fire traced exactly along a single ink cloud hexside (not
through a portion of an ink cloud hex) is not affected by the ink.

Ifatorpedo moves into any hex of anink cloud, it is removed from
the map on a 1D4 roll of 1-2, since ink has a tendency to scramble
a torp’s tracking systems. Roll for each ink cloud hex a torp enters.

If atorp’s target is in an ink cloud hex, there is an ink roll against
that torp as it enters its target’s hex before the torp has the chance
to detonate. If a torp starts a Movement Phase in ink, there is an
immediate ink roll made against that torp as it moves out of its hex.

Ink does not affect missiles, drones, spore moles, drive leeches
or Hatchling beam weapons.

Consequence oF DisPensiNG INk

Ifa Hatchling ship dispenses any ink during its Movement Phase,
the weapon systemthat the Ink Dispenseris adjuncted to may netfire
during the immediately following Cannon/Projector Fire Phase.

Damace 10 INk DISPENSERS

If the weapon system that an Ink Dispenser is adjuncted to is
destroyed, the Ink Dispenser is also destroyed. The Ink Dispenser is
not a separate weapon system that can be individually eliminated on
a “w” or “W” Damage Track hit. If the Ink Dispenser’s adjuncted
weapon system has its firing impeded /n any way by a critical hit
result, the Ink Dispenser is considered jammed and may not be used
until such time as the impedance to the adjuncted weapon is no
longer in effect. Ink Dispensers may be individually affected by
certain critical hit results.

CC.6 GRAPPLING TUBE

The Hatchling Grappling Tube is an utterly evil device which
bridges the gap between weapon system and specialized equipment.
A Hatchling vessel mounts a Grappling Tube if it is listed in the
Special Equipment box of the Starcraft Display. Once attached to a
target ship, a Grappling Tube secretes a powerful molecular-bond
disintegrating solution which eats its way through any obstructing
armor, and allows the tube to enter right into a target. Once inside,
the tube uses the same solution to break down the interior compo-
nents of the target into an inert metallic paste. This paste is then
sucked back down the tube and retrieved by the Hatchling ship which
can re-assimilate the compounds and elements to repair damage to itself.

ATTACHING A GRAPPLING TUBE

To use a Grappling Tube, move the equipped vessel into a hex
adjacent to any starcraft with a Drive rating of 0 or a dead pilot, with
the front of the Hatchling ship pointed directly towards the hex
containing the target ship. The Hatchling vessel ends its movement
for the turn and makes an immediate 3D6 To Hit roll (during the
Movement Phase), as it attempts to secure its Grappling Tube to the
disabled target. If the sum of the roll is 5 or greater, the Grappling
Tube is successfully attached to the target ship. If this roll is failed,
further attempts may be made during subsequent game turns.

To show that a Grappling Tube has been successfully attached,
place aGrappling Tube counter on the hexside between the Hatchling
ship and its target vessel.

While its Grappling Tube is attached, a Hatchling vessel may
neither move nor change its facing. Its Defensive Value is unaffected
by this apparent immobility—Hatchling ships still maneuver eva-
sively within their hex while their Grappling Tube is deployed.

If a target vessel regains the use of at least 1 Drive point (due to
some timed critical hit effects), and it moves out of its hex while a
Grappling Tube is attached, the link is simply detached. Remove the
Grappling Tube counter from the map. The Grappling Tube is not
adversely affected by this detachment.




GRrappLING Tuse Errects

Atthe end of the game turn that a Grappling Tube is attached, and
at the end of all subsequent game turns until the Grappling Tube is
detached (allowable at any time), the device allows the Hatchling
player to roll 3D6 of damage scoring an “All” damage code against
the target ship. Note that no further To Hit roll isrequired, the 3D6 are
rolled merely to determine how much damage the target vessel takes
from the acid solution pumped out by the tube.

lgnorg any Damage Reduction value the target may still have
when using a Grappling Tube.

Forevery5full points of damage inflicted onthe target by the tube
per turn,'1 hit is repaired on the Hatchling vessel (excess hits are
lost). This simulates the effect of the re-assimilation of retrieved
compounds and elements from the target ship into the Hatchling
shlp. For e_ach hit of repair to a Hatchling vessel, simply erase the last
hit appearing on the Hatchling’s Damage Track. If a hit through a
special damage symbol is erased in this way, the effect of that hit is
qompletely negated, even to the point of regaining weapons, muni-
tlpns, Damage Reduction values, and so on. Damage from a critical
hit can be negated this way also.

No@e: A drive leech, spore mole launcher. or ink dispenser
(W/tﬁ Its adjuncted weapon system) repaired in this way, is
rega{ned with its full supply of ammunition. Alternately, a
regained “w/W” hit can be used just to replenish all ammuni-
t/qn for a functioning drive leech, spore mole launcher or ink
dispenser.
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Hits can be traded at this 5:1 ratio as long as the target can supply
available da_mage boxes on its Damage Track. If its last hit is marked
off, or a critical results in the target’s destruction, the Hatchling

vessel can only benefit from hits absorbed up until the instant of the
target’s destruction.

If two or more Hatchling ships have grappling tubes attached to
a single target vessel, the Hatchling player determines which order
his ships make their attacks.

Exa mpl'e: Refertoa Night Hawk display. An otherwise undam-
aggd Night Hawk has been reduced to Drive 0 by a barrage of
drive leech attacks. During the Movement Phase, a Remora
moves into a hex next to the Night Hawk and faces fowards it.

Ending its movement there, the Remora immediately rolls 306
to attach its grappling tube. A total of 7 is rolled, which is >3,

S0 the tube is attached. At the end of that gameturnthe Remora
still has its tube attached (it was not voluntarily withdrawn, nor
was fhe device destroyed during the intervening fire and
missile results phases). The Remora player rolls 3D6, scoring
atrz. (Refer to a Night Hawk display. ) 17 hits are marked off of
the Night Hawk, skipping over the already-knocked-out Drive

boxes. This causes two criticals to the Night Hawk. Assuming

that the Night Hawk survives the crit rolls, 3 hits are repaired
onthe Remora (3 full groups of 5 hits inflicted, excess hits are

lost). Likewise, ifthe 3D6 roll had only scoreda 13, the Remora

would repair 2 hits of damage to itself. If the first critical rolled
against the Night Hawk would have resulted in a 1 0, which

destroys the ship, no hits would have been repaired on the
Remora, because the Night Hawk would have only taken 4 hits
of damage before blowing up (the Drive 15 box was skipped).

A Grappling Tu_be can only be destroyed by a specific critical hit
on an equipped ship. Once destroyed, mark off the square next to its
entry in the Special Equipment box.

Grappling Tube attacks on gunboats (introduced in Overkill, rule
C.0) only affecﬁ t.he Damage Track that the Hatchling vessel faces
when the tube is initially attached. The Hatchling player may detach

his tube and. move to a new Damage Track during a Movement Phase
if he so desires and is capable.

A starcraft may not use damage control (Silent Death Optional
Rule 10.12) while a grappling tube is attached to it.

‘Whilea Grappl_ing Tube is attached to it, a vessel may not perform
Drive 0 Turns (Silent Death Optional Rule 10.3)

CC.7 DRONE MOVER

~ As noted above in the section on drones, CC.2, Drone Movers are
pieces of specialized equipment which allow ships to displace drones
onthe map within a radius equal to the Drone Mover's rating number
stated in hexes. See page 47 for complete specifics on the workings
of the Drone Mover.

Ifa Hatcr_lling vessel carries a Drone Mover it will be noted in the
smp’s Specnal Equipment box. If a Drone Mover is destroyed by a
critical hit result, mark-off the square next to its entry inthe box. Note
that some criticals merely reduce the performance of a Drone Mover
by modifying its rating number downwards.
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CC.8 TOW HOOK

Tow Hooks are another type of special equipment found on some
Hatchling Starcraft Displays. Tow Hooks are used to salvage crippled
ships from a battlefield. They are particularly useful in the campaign
game (section 8.0) and in some scenarios.

ArtacHING A Tow Hook

To use a Tow Hook, an equipped vessel must move adjacent to a
target vessel (which must have its Drive value reduced permanently
to 0, or contain a dead pilot), and the rear of the towing vessel must
be facing towards the front of the target vessel. The towing vessel
must end its move in such a position. The Tow Hook may immedi-
ately and automatically be attached at this time (during the Move-
ment Phase) at the towing player's option. If the towing player
declines to attach his Tow Hook at this time, he must wait until a
subsequent Movement Phase to place his hook.

To show that a Tow Hook is attached, place a Tow Hook counter
on the hexside between the towing ship and the towed ship.

A Tow Hook may not be attached to a vessel which also has a
grappling tube attached to it, and vice versa.

Moving IN Tow

During subsequent Movement Phases the towing ship may move,
with the towed ship following in the hex directly behind, within the
following restrictions:

¢ Atowing vessel has its Drive value temporarily decreased by 4 while
it is towing anything. If this penalty reduces the towing vessel’s
Drive to <0, the tow hook is automatically withdrawn.

* A towing vessel may not perform a Tight Turn.
* A towing vessel may not engage a Jump Pod.

As a towing vessel moves, always move the towed vessel to the
hex directly astern, facing the towing ship. If such movement places
a towed vessel in an asteroid hex, or into a drone’s threat radius,
resolve damage to the towed vessel normally. A towed vessel may
not end a Movement Phase in a hex occupied by another ship. If a
towing vessel exits the map, the towed vessel is also immediately
removed from the map.

Towed vessels are viable targets and may be attacked separately
from the towing ship, although grappling tubes may not be attached
to towed vessels.

Tow Hooks may be detached at any time; even during the
Movement Phase. If a Tow Hook is detached while a towing ship is
moving, just leave the towed ship in the last hex it occupied while
towing was still taking place. In such instances, a towing vessel
would not be able to overcome the -4 movement point penalty it
incurred for towing a ship during that Movement Phase, though it
could then attempt a Tight Turn or ignite a jump pod.

Ifa Tow Hook is detached during or prior to the Cannon/Projector
Fire Phase, use the towing vessel’s full Drive rating to determine its
targetability by “Drive Restricted” weapons.

If a Tow Hook is destroyed by a critical hit result, mark-off the
square next to its entry in the Special Equipment box.

While being towed, a starcraft may not perform Drive O Turns
(Silent Death Optional Rule 10.3).

DD.0 HATCHLING CREW
FIRING
CHARACTERISTICS mmmum

Unlike Terran starcraft, which may have several crewmembers,
Hatchling ships, by their nature, have only one “crewmember.” This
creature has a special, symbiotic relationship with the structure and
systems of the vessel, so it does not conform to the normal rules for crews.

While ahuman crewman can only fire one of his assigned cannon/
projector weapon systems per Cannon/Projector Fire Phase (Silent
Deathrule 6.0), Hatchlings may fire all of their assigned weapon systems
each turn. They may also fire at as many different targets as possible.

Example: A Manta has two Y-Beams, an X-Beam and a Spore
Mole Launcher. In one game turn, the launcher may be
discharged during the Missile/Spore Mole Launch Phase, and
the three Beam weapons may all be fired during the Cannon/
Projector Fire Phase; all at different targets, if desired.

Each weapon system may be given a different Gnr skill due to the
relative efficiency of the particular Hatchling’s symbiotic growth
process. For instance, if the Hatchling in a Manta has trouble
developing its symbiotic ties to the vessel’s Spore Mole Launcher,
then the Gnr value for that weapon will be relatively low. On the other
hand, if it attunes itself well to the ship’s X-Beam weapon system,
then the Gnr value for it will be high.

Itis not unusual for a single Hatchling ship to have varying levels
of proficiency with each weapon system aboard.

WEeaPon #s

Each cannon/launcher aboard a Hatchling vessel is given an
identifying weapon number.

Example: Aboard the Squidge, the Y-Beam is Weapon 1.

The Weapon # corresponds to a specific Gnrvalue in the Crew box
inthe top right corner of each Hatchling Starcraft Display. Gnr values
work exactly the same for Hatchling vessels as they do for normal
Terran starcraft. They determine a beam/leech weapon’s ADB and a
launcher’s lock-on number.

WHen HatcHLING Beam & LeecH Weapons Fire

Hatchling beam/leech weapons fire during the normal firing
sequence (based upon Gnr value) at the same time that Terran
Gunners fire. Thus all Hatchling beam and leech weapons have the
opportunity to fire before Terran Pilots do.

SuccesTep OpTionAL RuLEs

Because some players believe that the rules governing Hatchling
firing characteristics make this new race quite powerful with respect
to their Terran foes, players may wish to institute one or both of the
following optional rules:

* 10.8 Gunnery Duels (Silent Death page 16), and/or;
e X.2 Firing More Than One Cannon/Projector Weapon System

(Overkill page 48).

Only use these rules if you feel that the Terrans need a balancing
factor in their favor for a given scenario. Use of either of these rules

is discouraged if the Terrans are using the B.0 Warheads rule (in
whole or in part) from Overkill page 40.
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Y.OSILENT DEATH
QUESTIONS s

Sectiqn Y.0 has appeared in the two previous Silent Death
projectsin orderto address questions that have come upduring play.
Here are the latest questions we’ve been asked on this game system.

SiLenT DeatH

4.1 Missiles: This rule says that missiles resolve their attacks in
accord_an(;e with the Attack Dice rules (section 7.0). Does this mean
that missiles roll To Hit? Absolutely—each launcher’s salvo rolls
Attack Dice to hit the target during the Missile Results Phase. As
statedin 4.1, each missile fired contributes 1D6 to an Attack Dice roll
for the missile strike (missile strikes are commonly referred to as
salvos). The Attack Dice rolled for each salvo must equal or exceed
the target’s Defensive Value before the “High” missile damage code
can be assessed. Therefore, if you fire 5 missiles at a farget, and the
sum of their Attack Dice roll does not equal or exceed the larget’s
Defensive Value, they miss. It is easiest to think of a missile attack as
a cannon attack that can roll up to 10 dice, instead of the normal 3.
Note that this same Attack Dice principle applies to Spore Mole
launchers as well.
4.2 Torpedoes; Which crewman in a ship launches torps, and does
doing so hinder his actions for the rest of the turn? Any non-dazed
living crewman may launch torps, and doing so does not prevent hin}
from performing other tasks during the turn.
5..1 Movement Order: If side A has 4 fighters and wins initiative, and
side B has 2 fighters, what order do the ships move in? BABAAA.
71 lmmobile Targets/Dead Pilots: Does the Defensive Value of a
ship y\uth a dead pilot also automatically drop to a maximum of 5
even |fthe‘Drive valueis >0? What if the pilot is just dazed bya criticai
hit? /f a pilot dies, his ship’s Defensive Value automatically drops to
a maximum of 5, just as if the Drive # had dropped to 0. However, if
the p//qt Is dazed, the ship’s Defensive Value is not altered. unless
otherwise specified by the critical result. )
7.2 Critical Hits: Can a ship take the same critical result more than
once? Yes, all results are cumulative.

10.7 Decoys: How many decoys can you deploy at a time? Fach
vessel can only deploy one decoy per Torp Results Phase.

10.7 Decoys: Can decoys be used to affect torps that have already
entered the target’s hex? No. Decoys can only affect torps that are
currerztly fracking the deployer outside of its hex. If a torp enters the
target’s hex, the torp damage can only be avoided by doaging the
explosion or successfully firing the target’s point defense system.

OVERKILL

A1 Plasma Cannons: If a Plazgun or Heavy Plazgun burns out, you
mark if off. Can you assume that the next “w” hit is against the
weapon that burned out, or do you have to eliminate a new weapon?
You have to eliminate a new weapon.

C.0 Gunboats & Point Defense: A fighter loses its P-D capability
when it takes its first critical. If a gunboat takes a critical on one
Damage Track, is its P-D down only in that quadrant, or does it lose
P-D completely? A gunboat completely loses its Point Defence
capability upon taking its first critical hit on any quadrant

F.0 Poor Mechanical Reliability: Do Hatchling ships suffer from this
rule? They could, but only if specified by a scenario’s Special Rule.

Brack Guarp

6.0 Betafortress: What is the BPV of a Betafortress with either of the
aft-mounted weapons described in the ship’s commentary section?

With a firing arc of (R), adding either weapon system would rai
Betafort’s BPV to 79. pon sy d raise the

NigHT Broop

8.3/CC.6 Grappling Tube use during a Campaign: Ma i

-6 Gr . - May a repaired
w/W hllt—‘ﬂxed .by using a grappling tube during step 4 of an
Intermission Period—be used simply to replenish the ammunition of

e)l/functioning drive leech, spore mole launcher, or ink dispenser?
es.

CC.1 Wrapping Fire: If I'm firing several Beam weapons simulta-
nequsly againsta anpoat at short range, do | have to predesignate
\g_hICh attaclrsd.’al)rc’i/I hitting which Damage Tracks before any Attack
ICe are rolled? May all such attacks be targetted against a si
Damage Track? Yes to both. " v o
CC.2 Drones: If several drones are in a single hex and one of them is

destroyed by a torpedo (or any other attack), does the explosi
eliminate the other drones? No. ) Rpgmon

QUESTIONS & ANSWERS

Whether you’ve come straight to Night Brood from the Silent
Deathbox, or fought your way through Overkilland Black Guard, I'm
happy to see you here. Hello once again!

Firstofall, | want to thank all the Silent Deathplayers I've metand
corresponded with over the past two years. Your enthusiasm and
comments have certainly kept my interest in this game system high,
while meeting many of you at the national and regional conventions
has been particularly gratifying. Believe me, your input has had a
telling effect on ICE’s commitment to keep the Metal Express line
going. Keep it up.

Of course, two years of playing Silent Deathwith some regularity
has given me pause to look back and reconsider some of the
decisions | made while putting together the original game. My
biggest regret has been the point values | assigned to three of the first
twelve fighters. Namely, the Night Hawk, Shryak Shuttle, and Sorensen
Il. Repeated playings with these ships has finally convinced me that
the former was originally undervalued while the latter two were
overvalued. Hindsight is great, isn't it? Perhaps at some point in the
future, we may have the opportunity to release a compiled rulebook.
If so, | would certainly be inclined to redesign the basic point value
structure and tie it to a comprehensive set of ship design rules. If
anyone out there has some brilliant ideas on this, put finger to
keyboard and send them in. Inthe mean time, I'd be inclined to adjust
the Night Hawk BPV to 26, while lowering the Shryak to 21 and the
Sorensen to 29—nbut that's all “off the record” and quite unofficial.

Despite these relatively minor concerns, it appears that the rest of
the game is holding up well, and with the expansions, more meat is
being hung on the game system all the time. Which brings us to Night
Brood.

NicuT Broon

With all the alien/horror hype floating around the industry these
days, | wanted to see a comparably gruesome addition to Silent
Death. After all, how long could Silent Death players put up with
human vs. human battles in a universe filled with all sorts of other
nasty creatures? But | didn’t want to draw up some more Terran
fighter displays and just say, “By the way, these ones are flown by
aliens.” Where’s the fun in that? No, any new alien ships would have
to fight a much different battle than their Terran counterparts. That
meant new weapon systems, new tactics, and a new “look.” | think
our miniatures’ sculptor, Chris Tubb, succeeded on the last point. |
doubt there are any fighters on the market that look quite like the
Night Broodfigures. As for the tactics and weapons, | think you’ll find
that Hatchlings ships “handle” a lot differently than the Terrans.

First off, from a firepower point of view, Terrans have the edge.
Hatchlings are much more annoying than deadly (though they can be
that too). Hatchlings are geared towards dirty play and nasty tactics.

The “pin” is the most obvious of these: jump to an enemy ship
that has already moved, drop drones all around him, and then fly
off—Ileaving the hapless Terran scum mired for several turns. In the
mean time you're free to fulfill your victory conditions. It's best to
concentrate the scanty Hatchling firepower (Beam weapons) on your
prime objective. The truly powerful Hatchling weapons, drones, are
easily avoided. But as more get dropped onto the map, they become
a real pain; particularly when layered in multiple lines.

| think you will find that Terran torps and Hatchling drones will
score very few hits. Their influence in the game will become one of
harassment and channeling, not one of racking up Kkills.

Other nasty Grub surprises include the drive leech, which sets up
even the fastest ships for Z-Beam shots, and the spore mole
launcher, which gets right to the point by killing your crew. Ink is
another annoyance. Think of dropping it on a pinned enemy, or
covering a picket line of drones with the stuff. Your opponent will
need to roll a 16 to hita drone in ink, which is a pretty tall order. The
Terran might have to start wasting valuable missiles on a target like
that. Speaking of which, missiles do seem to be the best weapon
against Grub fighters, particularly those in ink. This, of course,
makes the Epping one of the stronger ships to be used against these
aliens. lronically, Grub wrapping fire and spore mole launchers make
the Epping their easiest target. | think the Terrans are due for a better
missile gunboat.

Playtester comments on the Hatchlings ranged from, “We’ll never
play the Terrans again, it's impossible to win with them,” to “Make
the Grubs stronger, they keep getting blasted into cosmic space
chaff.” I'm inclined to believe that it’s all a matter of tactics, and the
Hatchlings offer several new possibilities.

I've found that fewer Grub games are the quick, blood-thirsty
slugfests of all-Terran battles. There’s more maneuvering, more
threat of force, and more bloodied noses than gutted ships. Try out
the scenarios and see what conclusions you come to.

THe FuTure

What will any future Silent Deathexpansion bring? Well, certainly
a set of ramming rules. Never have | been asked a question more
consistently at conventions than, “How do | ram?” Hopefully we’ll all
find out soon. If the Hatchlings prove to be a popular nemesis, we’'ll
likely see more miniatures and ship displays forthem too. Finally, the
most requested new product would be one dealing with a strategic
game system where Silent Deathplayers were involved in conquest,
trading, production, and movement on an interstellar scale. This
subject certainly interests me, so I'll keep an eye out for promising
submissions.

Finally I'd like to take one last opportunity to thank Monte,
Jonathan, and Sebastien who, during the time of Overkill and Black
Guard, formed a terrific cadre of Silent Death players here at the
office. Those were some great games, and I'm looking forward to
more in the future.

— Kevin —
Winter 91/92




EXPANDED NIGHT BROOD TURN SEQUENCE

e Missile/Spore Mole Launch Phase
i) Designate targets, attempt lock-ons, then launch.

e Torp Launch Phase
i) Designate targets, then launch.

e |nitiative Phase
i) Roll 1D10, modified by best PIt value of side.

¢ Movement Phase

*f) Alternate movement of vessels, starting with the side that lost initiative.

a) Drop drones/ink while moving.
b) Activated drones attack moving opponents.
c) Attempt grappling tube attachment.
d) Attach tow hooks.

ii) Torps move after their (non-drone) targets do.

iii) Activate drones layed this phase.

iv) Operate drone movers.

v) Torps fired at drones move.

 Torp Results Phase
i) Attempt dodging, or fire point-defense systems.

ii) Resolve all torp damage.
iii) Attempt jamming, or deploy decoys.
e Cannon/Projector Fire Phase
i) Gunners/Hatchlings fire their cannons/projectors, in order of their Gnr skills.
i) Pilots fire their cannons/projectors in order of their Gnr skills.
e Missile/Spore Mole Results Phase
i) Resolve missile/spore mole attacks.

¢ End Phase

i) Asteroids drift.

i) Resolve grappling tube usage.

iii) Attempt damage control.

iv) Check for ink dispersal (1D6 roll of 1 removes. Roll for each ink counter.).
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