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BLACK GUARD

1.0 INTRODUCTION

Viasov fidgeted in the cockpit of his new Talon fighter. Having
fewer than 10 hours of flight time clocked-in on this particular bird,
he wasn'’t happy about the prospect of his impending combat.

He scoffed at the pomposity of his Colosian commanders. They
called this latest grab for the Hathor system Operation Hurricane.
More like Operation Rain Squall, he thought. He had seen the specs
for the invading task force — not enough. Not enough to dislodge
the Ptolemeans from their home star system. Viasov knew he was
in for a tough campaign.

On his long range scanner, the House Colos fighter pilot saw an
indicator flash for the expected Ptolemean picket vessel. His flight
leader’s voice came over the squadron’s tactical comm link: “Enemy
vessel identified — Betafortress Class Gunboat. That’s a new one
boys. Be careful. Accelerate and arm primary weapons.”

“So it begins again,” Vlasov said to himself,

— Battle for Hathor —

Welcome to Black Guard, second in a series of Silent Death
expansions covering the Ptolemean Wars struggle. Overkillwas the
first Silent Deathexpansion, and itis required for using the scenario
and campaign material in Black Guard.

Black Guard closes out the first year of the Ptolemean Wars with
a resurgent, resupplied Colosian invasion force making desperate
efforts to conquer the Ptolemean capital in the Hathor star system.

What You’'tL Fino IN Brack Guarp

Black Guard contains the Starcraft Displays for the six latest
releases in the Silent Death miniatures range. These are the Dart,
Talon, Lance Electra, Sentry, Star Raven and Betafortress. Look for
these Silent Death miniature blister packs at your local game store.
If your local dealer doesn’t carry them, you can always order directly
from ICE. Ordering information can be found on the last page of this
product.

We've also included updated Starcraft Displays for the fighters
originally included in Silent Death. These incorporate the Optional
stats for Decoys, Point-Defense Systems, and Damage Control.

Finally, Black Guardincludes Rules Annex#2 for Silent Death. They
compliment and expand on those guidelines found in Overkill’s
Rules Annex #1.

How 1o Use Brack Guarp

To remove your new Starcraft Displays, loosen the staples in the
center of the book and remove the pages which contain the displays.
Cut the separate displays apart down the fold line and reclose the
staples. Now you have the Black Guardinformation and Rules Annex
#2 in the book, and your displays separated and ready to use.

2.0 A RENEWED
OFFENSIVE

| dipt into the future far as human eye could see,
Saw the vision of the world, and all the wounders that would be;
Saw the heavens fill with commerce, argosies of purple sails,
Pilots of the purple twilight, dropping down with costly bales;
Heard the heavens filled with shouting, and there rain’d a ghastly dew
From the nations’ airy navies grappling in the central blue.

— Lord Alfred Tennyson, Prelmp 9803 —

The Ptolemean Province consists of 14 individual star systems
containing a total of 6 habitable worlds, 21 mineral-rich resource
worlds, and innumerable outposts, stations, archaeological sites
and industrial centers. As detailed in the first Sifent Death expan-
sion, Overkill, Ptolemean space has been invaded by House Colos
and Warbands from House Dneprodzerkutsk. The Colosians received
an Imperial sanction for their assault.

Overkill detailed a good portion of the actions which occurred
between the Ptolemean, Colosian, and Dneprodzerkutsk fleets for
the better part of the first year of the war. The Dneprozerkutsk, due
to infighting and stunning military defeats, have been reduced to
bands of annoying raiders. The Colosians lost Imperial support
when they were unable to quickly bring about the fall of House
Ptolemus, but they have continued to fight regardless.

Colosian offensives dwindled after the midyear of Imp 475 while
they frantically resupplied their forces from their home territory
dozens of light years from the action in Ptolemean space. But now,
in the waning of 475, the Colosians are ready to renew their
offensive.

House Colos has decided on the strategy of going for Ptolemae,
their foe’s Homeworld in the Hathor star system. Their attacks
continue to be launched from Ascension, a star system they conquered
early in the war as detailed in Overkill.
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2.1 BATTLE FOR HATHOR

The warring state permits itself every misdeed, every act of
violence, as would disgrace the individual man.
— Sigmund Freud, Prelmp 9715 —

The Colosians made their first raid into the Hathor star system on
Imp 475:019, a mere seventeen days after the opening of hostilities
with House Ptolemus. That first raid, which was made to test the
defender’s strength, was followed by a series of others, each with
increasing intensity. But, as Imperial support for the invasion
waned, so too did the state of Colosian supply.

A massive resupply effort was mounted from the Colosian home
province and as the end of Imp 475 approached, the Colosian
invasion fleet was ready to mount another major effort against the
Ptolemean home system — the attack, launched once again from
Ascension, was dubbed “Operation Hurricane”. Itwould be the most
serious threat to House Ptolemus during the first year of the war.

2.2 DNEPRODZERKUTSK
INCURSIONS

A General, who with other nations would be regarded as being
rash or half mad, would with us be only acting by established rules.
— Frederick The Great, ¢. Prelmp 9900 —

As chronicled in Overkill, the Dneprodzerkutsk Warbands which
invaded Ptolemean space spent themselves early in the conflict. As
Ptolemean attention becomes focused on Hathor during the last part
of the year, the Black Plague and Behemoth Warbands are taking the
opportunity to muster their strength for future operations.

During thetime period covered by Black Guard, the Dneprozerkutsk
hold Progeny, White Star, Dios Provanis and Sekhem systems,
thoughtheir grasp on Sekhem is tenuous at best. The warriors of the
Plague and Behemoth are content to consolidate their gains and
perform minor raids against Beta Kynon, Aneb-Het and Lebanstar.

2.3 FIGHTER AND GUNBOAT
AVAILABILITY

Overvalued? Ya, the Pit Viper is overvalued. You should give me
extra points for flying them.
— Wiilliam Connor, Prelmp 9655 —

The following published starcraft types are available to the
various antagonists as Imp 476 approaches. Note that this listing
includes some new starcraft which were brought on-line with the
commencement of Operation Hurricane on Imp 475:320. These
have been marked with an asterisk (*).

FIGHTER AND GUNBOAT AVAILABILITY CHART

Ptolemus Dneprodzerkutsk Colos
Betafortress * Epping Drakar
Blizzard Night Hawk Hell Bender
Dart Pharsii Il Kosmos
Death Wind Revenge Lance Electra *
Epping Salamander Night Hawk
Glaive Sorensen Ili Pharsii Il
Pit Viper Spirit Rider Revenge
Sentry * Thunder Bird Salamander
Seraph Seraph
Shryak Shuttle Star Raven
Thunder Bird Talon *
Teal Hawk
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3.0 PTOLEMEAN
FIGHTER UNITS

The nation which forgets its defenders will itself be forgotten.
— Calvin Coolidge, Prelmp 9725 —
Here are two of the several Hathor Guardian Fighter Wings which
bore the brunt of the Colosian assault during Operation Hurricane.
Squadron compositions are given for the units just before first
contact with the enemy’s renewed offensive.

Note: Use of the Pilot Luck stat is optional as per Section D.0
in Rules Annex #1 which appeared in Overkill.

3.1 BLACK GUARD

| drew these tides of men into my hands, and wrote my will across
the sky in stars.
— Thomas Edward Lawrence, Prelmp 9719 —

1313th HatHor Guarpian WiNG

Dubbed “Black Guard”
Commanding Officer: Prince M’har Ubash

During the grim opening days of the Ptolemean Wars, several
House Ptolemus fighter formations were swallowed up by the
onrushing Dneprodzerkutsk and Colosian invaders. Qut of these,
only a few stragglers survived, gradually working their way back to
Ptolemean mustering centers like Hathor, Scarab and Aneb-Het.
Here they were reformed into new units, re-equipped with the
hardware at hand, and sent back into the fray.

This is the origin of the Hathor Guardian Wings, of which no fewer
than twenty-five were formed from mid to late 475. Of these, Black
Guard was to become the most notable. Formed from flight crews
and maintenance personnel representing every settled world in the
Ptolemean Province, the 1313th became the focus of a nationalist
propaganda campaign: “The 1313th — Bad Luck for the Barbarous
Invaders.” and “Fliers of The Black Guard — Reaping a Harvest of
Fools” became common rallying slogans for the beleaguered peoples
of Ptolemae during Operation Hurricane.

Squadron Summary
As of Imp 475:320

Black Fin Squadron
Squadron Leader: Kalib Pazdari (PIt 8, Gnr 10, Luck §)
Assets: 16 x Dart
Typical Pilot (Pit 5, Gnr 6)
Black Flag Squadron
Squadron Leader: Balai Ayaisnif (PIt 8, Gnr 8, Luck 1)
Assets: 12 x Death Wind
Typical Pilot (PIt 6, Gnr 7)
Typical Gunner (Gnr 6)
Black Foot Squadron
Squadron Leader: Heka Ayankh (Pit 9, Gnr 8, Luck 2)
Assets: 8 x Glaive

4 x Seraph
Typical Pilot (PIt 5, Gnr 7)
Typical Gunner (Gnr 5)

Determined to keep their capital world from falling to the enemy,
Black Guard’s fliers fought well and contributed to the overall effort
which eventually ground Operation Hurricane to a halt. As the new
Imperial year dawned, the strategic initiative passed to the Ptolemeans.
Plans were drawn for liberating offensives and some of the Hathor
Guardian Wings were redesignated. Such was the case for Black
Guard, which became the 1313th Shock Fighter Wing.

3.2 BROTHERS OF ENMITY

Conscription is the vitality of a nation, the purification of its
morality, and the real foundation of its habits.
— Napoleon Bonaparte, Prelmp 9797 —

1341st HatHor Guarpian WinG

Dubbed “Brothers of Enmity”
Commanding Officer: Lyon Barry Arahsammat

Like the other Hathor Guardian Wings, the 1341st was pulled
together from shattered fighter groups. The Brothers of Enmity, as
they decided to call themselves, were formed from flight crews that
had experienced battle with each of the invading forces. There were
Charioteers who had fought the Black Plague at Progeny, Swords of
Destiny who battled Behemoth at Beta Kynon, and members of Great
Zenith who escaped the debacle at Hexad lll. The Brothers of Enmity
were also drawn from such famous and infamous units as Set's
Minions, Nemesis, and Right Retribution.

Anchoring their operations on their squadron of new Betafortress
gunboats, the Brothers of Enmity generally achieved great success
against Colosian fighter formations during Operation Hurricane.
However, in the final battle for Ptolemae in the closing days of Imp
475, the Brothers became embroiled in the major fleet action over the
province’s capital world. There they were badly mauled, losing three
quarters of their operational strength.

Squadron Summary
As of Imp 475:320
Disable Squadron
Squadron Leader: Fel Rimush (Pt 9, Gnr 6, Luck 1)
Assets: 8 x Blizzard
8 x Dart
Typical Pilot (Pit 5, Gnr 5)
Disbar Squadron
Squadron Leader: Pulla Zakutu (PIt 6, Gnr 8, Luck 2)
Assets: 12 x Sentry
Typical Pilot (Plt 4, Gnr 5)
Typical Gunner (Gnr 6)
Discord Squadron
Squadron Leader: Mim Karaindash (Pl 7, Gnr 7)
Assets: 6 x Betafortress
Typical Pilot (PIt 6, Gnr 5)
Typical Gunner (Gnr 7)
With the end of the threat to Hathor, the 1341st is withdrawn from
active duty for an extensive reformation. However, the Brothers of

Enmity see action again later in Imp 476 starting with the liberation
effort at Ptol 27, the Sekhem system.
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4.0 COLOSIAN
FIGHTER UNITS

Let Operation Hurricane begin!
— Marshal Beznikov, Colosian IFGG. Imp 475 —

Here are two of the many Colosian Carrier Wings which took part
in Operation Hurricane. ,

4.1 GALE FORCE

As long as war is regarded as wicked it will always have its
fascination. When it is looked upon as vulgar, it will cease to be
popular.

— Oscar Wilde, Prelmp 9757 —

135t CoLosian Carrier WinG

Dubbed “Gale Force”
Commanding Officer: Kristian Sclater

As the preparations for Operation Hurricane were undertaken,
several Carrier Wings of fighters were formed and assigned to
newly-arrived transport vessels. Of these, the 135th was a prime
example. Built upon a core of veteran pilots, this wing was expected
to help spearhead the assault into the Hathor system. Most had
already been fighting in this foreign province for the better part of a
year and were ready to put an end to it.

In keeping with the theme of Operation Hurricane, many of these
new Carrier Wings took on complementary names; hence the title
Gale Force. Monsoon, described below, is another example.

Squadron Summary
As of Imp 475:320

Red Squadron
Squadron Leader: Gregor Narleski (Pit 10, Gnr 10, Luck 7)
Assets: 12 x Talon
Typical Pilot (Pit 6, Gnr 6)
Green Squadron
Squadron Leader: Alexis Hoskin (PIt 8, Gnr 7, Luck 2)
Assets: 10 x Talon

2 x Kosmos
Typical Pilot (PIt 6, Gnr 7)
Blue Squadron
Squadron Leader: Karl Hrebik (Pit 6, Gnr 7)
Assets: 8 x Night Hawk

4 x Teal Hawk
Typical Pilot (PIt 4, Gnr 4)
Typical Gunner (Gnr 5)
Violet Squadron
Squadron Leader: Achmad Shauki (Plt 6, Gnr 4)
Assets: 8 x Star Raven
Typical Pilot (PIt 5, Gnr 5)
Typical Gunner (Gnr 6)

Gale Force was critically short of manpower and hardware by the

end of Operation Hurricane. At the beginning of Imp 476 it with-

draws from Hathor with the bulk of the surviving Colosian task force
elements.

4.2 MONSOON

itis not merely cruelty that leads men to love war, itis excitement.
— Henry Ward Breecher, Prelmp 9758 —

1971 CoLosian Carrier WiNG

Dubbed “Monsoon”
Commanding Officer: Steffon Vegodsky

From the unit’s inception, Monsoon pilots have had the reputa-
tion of being a rowdy band of hot shots. During Operation Hurricane,
flights of these starfighters would often engage opponents even
when severely outnumbered. Their brashness and offensive nature
earned them the respect of their Ptolemean foes, but that wasn’t
enough to bring success to the overall Colosian effort.

Marshal Beznikov, Commander In Chief of Operation Hurricane,
commented late in the campaign that if all of his fighter forces had
the heart of Monsoon, the tide of battie might have been turned.

Squadron Summary
As of Imp 475:320
Tropic of Algol Squadron
Squadron Leader; Taylor Tedeschi (PIit 9, Gnr 9, Luck 8)
Assets: 16 x Lance Electra
Typical Pilot (Pit 7, Gnr 5, Luck 1)
Typical Gunner (Gnr 5)
Tropic of Belagris Squadron
Squadron Leader: Aran Vaclavicek (PIt 8, Gnr 3)
Assets: 8 x Pharsii Il
2 x Revenge
4 x Star Raven
Typical Pilot (Pit 5, Gnr 4)
Typical Gunner (Gnr 7)
With their carrier vessel destroyed in the last battle of the

campaign, Monsoon’s surviving pilots and fighters evacuated the
Hathor system on Gale Force’s transport.

9.0 SCENARIOS

The best scale for an experiment is 12 inches to a foot.
— Sir John Fisher, Prelmp 9726 —

Here are four chronologically ordered scenarios. They cover
several aspects of the fighter battles which took place during House
Colos’ Operation Hurricane, and concentrate on the fighter units
described in Sections 3.0and 4.0.

Note that these scenarios are representative vignettes of the more
wide-sweeping battles which occurred during Operation Hurricane.
Also, they only cover fighter-on-fighter combat. Often, these en-
gagements were overshadowed by huge capitol ship battles which
were often underway at the same time. Nevertheless, fighter battles
were decisive in their own right during Operation Hurricane.

Unless otherwise noted, each scenario uses the standard map set
up shown in the Silent Death rules on page 18.
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5.1 OPERATION HURRICANE
BEGINS

The art of war is simple enough. Find out where your enemy is.
Getat him as soon as you can. Strike at him as hard as you can, and
keep moving on.

— Ulysses Simpson Grant, ¢. Prelmp 9780 —

Colosian Invasion Force General Commander to his assembied
Field Commanders.

“No more excuses! I've had enough of this. Central command
is releasing two new task forces to us and they'll be arriving here, at
Ascension Il, in a week.

“Make no mistake, gentlemen. Central command has informed
me that if we do not take Hathor system this time, we will not receive
another chance. House Ptolemus will break under the fury of
Operation Hurricane, or our replacements will be shortly forthcoming.”

CoLos vs ProLEmus
Date: Imp 475:320
Location: Approach to Ptolemae; Hathor system

Situation: With the renewed assault on Hathor by Colosian forces,
the Ptolemean defenders were put to the test once again. Six
previous Colosian efforts had failed to gain a toe-hold in the Hathor
system, and the provincial capital, Ptolemae, escaped the repeated
onslaughts relatively unscathed. With the unleashing of Operation
Hurricane, the Colosians concentrated their efforts on the Ptolemean
Homeworld in the hopes of delivering one final knock-out blow. This
scenario depicts the over-running of a Ptolemean picket ship along
one of the approaches to the capital world.

Forces
PTOLEMEAN PLAYER. PicketVessel from DiscordSquadron, 1341st
Hathor Guardian Wing: Set up first in Area E or F.
Betafortress A —  Pilot (Pit 5, Gnr 2)
Gunner A (Gnr 5)
Gunner B (Gnr 3)
Gunner C (Gnr 7)
Gunner D (Gnr 7)

COLOSIAN PLAYER. Advance Elements from Red and Violet
" Squadrons, 135th Colosian Carrier Wing: Set up second along
Edge 3.

Talon A — Gregor Narleski (Pt 10, Gnr 10, Luck 7)
Talon B — Pilot (PIt 8, Gnr 7)
Talon C — Pilot (PIt 7, Gnr 6)
Talon D — Pilot (PIt 6, Gnr 9)
TalonE — Pilot (Pit 5, Gnr 5)
Star Raven A—  Pilot (Pt 6, Gnr 7)
Gunner A (Gnr 4)
Gunner B (Gnr 6)
Gunner C (Gnr 8)

REINFORCEMENTS
PTOLEMEAN PLAYER. Reserve Element from Disbar Squadron,
1341st Hathor Guardian Wing: Enter on turn 2 along Edge 1.
Sentry A — Pilot (PIt 8, Gnr §)

Gunner A (Gnr 7)

Gunner B (Gnr 6)
Pilot (PIt 5, Gnr 6)

Gunner A (Gnr 8)

Gunner B (Gnr 4)

SeeciaL RuLes

1) Colosian forces (only) are allowed to exit the map. They may do
so only from Edge 1.

2) Before the game begins, place 20 drifting asteroids as per Silent
Deathrule 70.5.

3) This battle marked the operational debut of the Talon fighter.
Previously untested in combat, the Talon was proving a little
troublesome for its pilots to fly. To reflect this teething problem,
the Ptolemean player picks one Talon at the beginning of every
Movement Phase and roils 3D6. The result is the maximum
number of movement points that the chosen Talon may expend
during that Movement Phase. If the roil equals or exceeds the
selected Talon’s current Drive number, there is no effect on the
vessel's speed. The Ptolemean player is free to chose different
Talons from turn to turn, or concentrate on the same one.
Because this roll is affecting the Talon’s actual Drive number, a
low roll could bring the selected Talon into the firing parameters
of “speed restricted” weapons, but only for the immediately
following Cannon/Projector Fire Phase.

Victory ConbpiTions

At the end of game turn 10 the scenario is over and the Colosian
player tallies up victory points according to the following schedule:
* +50 points — if the Betafortress is destroyed.
¢ +10 points — for each Sentry destroyed.
¢ +10 points — if the Star Raven exits the map with a Drive >6.
¢ +3 points — for each Talon which exits the map with a Drive =8.
¢ +1 point — for each Ptolemean crewman killed.
 -50 points — if only two of fewer Colosian vessels exit the map.

Take the victory point total and compare it to the following
outcomes:

Sentry B —

80+ points =
30-79 points =
20-29 points =
10-19 points =
0-9 points =~

Decisive Colosian victory
Marginal Colosian victory
Draw

Marginal Ptolemean victory
Decisive Ptolemean victory

BAaTTLEFIELD REPORT 7

This skirmish was the first contact between opposing fighter
forces during Operation Hurricane. It was also the first time that the
Talon SMAC Fighter was taken into combat. Unfortunately, the
presence of the burgeoning Ptolemean Betafortress was an unfair
test for the new Colosian fighters. Regardless of that, both sides
fought well and proved the value of their latest war machines.
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5.2 PLAYING HAVOC

Communications dominate war; broadly considered, they are the
most important single element in strategy, political, or military.
— Benjamin Constant, Prelmp 9745 —

Excerpt from “The Spark, the Flame, and the Conflagration: A
History of the Ptolemean Wars”

The opening stages of Operation Hurricane saw a concerted effort
on the part of the attacking Colosians to disrupt their enemy’s lines
of communication. But the Ptolemeans had seen such tactics used
against them in the past and were ready for the focused Colosian
assault. However, before the campaign ended, havoc was played
with Hathor system’s network of communications satellites.

CoLos vs ProLemus
Date: Imp 475:320
Location: High orbit over Ptolemae; Hathor system
Situation: On the first day of Operation Hurricane, several Golosian
fighter squadrons were given the task of knocking out Ptolemean
communication satellites high over their opponent’s Homeworld. In
this scenario, members of the Black Guard fighter wing defend one
such comm sat from an attack mounted by the 197th Colosian
Carrier Wing (Monsoon).

Forces

PTOLEMEAN PLAYER. Elements from Black Flag and Black Foot
Squadrons, 1313th Hathor Guardian Wing: Set up first with one
fighter in each of Areas D, E, F and G.

Glaive A — Pilot (PIt 8, Gnr 7)
Gunner (Gnr 8)
Glaive B — Pilot (PIt 4, Gnr 4)
Gunner (Gnr 6)
Death Wind A—  Pilot (Pt 7, Gnr 8, Luck 1)
Gunner (Gnr 6)
Death Wind B—  Pilot (PIt 6, Gnr 5)
Gunner (Gnr 5)

COLOSIAN PLAYER. Flight from Tropic of Algol Squadron and
Element from Tropic of Belagris Squadron, 197th Colosian Carrier
Wing: Set up second along Edge 3.

Lance Electra A— Taylor Tedeschi (PIt 9, Gnr 9, Luck 4)
Gunner (Gnr 8)
Lance Electra B— Pilot (PIt 7, Gnr 5)
Gunner (Gnr 6)
Lance Electra C — Pilot (PIt 6, Gnr 6)
Gunner (Gnr 5)
Lance Electra D — Pilot (PIt 3, Gnr 4)
Gunner (Gnr 4)
Pilot (PIt 5, Gnr 4)
Gunner A (Gnr 8)
Gunner B (Gnr 7)
Pilot (PIt 4, Gnr 5)
Gunner A (Gnr 7)
Gunner B (Gnr 6)

Pharsii 1l A—

Pharsii Il B —

SeeciaL RuLes

1) Prior to the set up of either side, the Ptolemean player places the
Comm Sat counter (provided in Sifent Death) anywhere in Area
A. The Comm Sat will drift 3 hexes at the end of every game turn
in direction 3 (refer to the map’s compass rose). The Comm Sat
may be attacked by the Colosian player. It's Defensive Valueis 14,
despite the fact that it effectively has Drive 0. It can jam tracking
torps as vessels do except that it may attempt jamming against
alltracking torps and succeeds on a 104 roll of 1-3 pertorp. The
Comm Sat carries no decoys. The Comm Sat may not dodge
torps which make it to its hex and it carries no point-defense
system. In addition, the the Comm Sat may only be engaged by
Cannon/Projector fire ata range of <15 hexes. The Comm Satcan
take 20 points of damage before being destroyed. Starcraft may
not perform a turn nor end a Movement Phase in the Comm Sat’s
hex.

2) Two of the Ptolemean fighters are carrying an experimental
electronic counter-measures (ECM) devise. Before the game
begins, the Ptolemean player secretly notes down the identites of
the two equipped vessels for verification by the Colosian player
at the end of the game. The ECM devise has the following effects
if the Ptolemean player declares that he is using it. The ECM
devise can scramble the tracking system of torps targeted on the
equipped vessel on a 1D4 roll of 1-3. Let the Colosian player
allocate all torp attacks during the Torp Launch Phase before
declaring the use of the devise. Roll for the use of the devise
against each targeted torp as desired. On the 1-3 roll, immedi-
ately remove the torp at the end of the Torp Launch Phase — it
is jammed and does not even have the opportunity to start
tracking. However, on a roll of a 4 the ECM devise shorts-out,
causing an internal fire which delivers 1-6 hits against the
equipped vessel. Afterashort-out, the ECM devise may no longer
be used.

3) The Colosian may exit his forces along Edge 3.

Victrory Conoimions

The scenario ends when no Colosian vessels or torps remain on
the map. At that time the Colosian player tallies up victory points
according to the following schedule:

¢ +40 points — if the Comm Sat is destroyed.

* +30 points — for each Glaive destroyed.

¢ +20 points — for each Death Wind destroyed.

« +1 point — for each torp still carried by an exited Colosian vessel.

-7 points — for each full or partial game turn that a Colosian vessel
with a Drive >0 remained on the map after turn 2.

* -15 points — for each Lance Electra destroyed.
» -25 points — for each Pharsii Il destroyed.

Take the victory point total and compare it to the following
outcomes:

70+ points =
40-69 points =
30-39 points =
10-29 points =
-(9) points =

Decisive Colosian victory
Marginal Colosian victory
Draw

Marginal Ptolemean victory
Decisive Ptolemean victory

BATLEFIELD REPORT

This dogfight marked the first use of Palomar-Lockheed’s un-
conventional Lance Electra TMAC by Colosians against their
Ptolemean foes.
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5.3 ULTIMATE SACRIFICE

Death is lighter than a feather, duty heavy as a mountain.
— Emperor Meiji, Prelmp 9762 —

Excerpt from “The Spark, the Flame, and the Conflagration: A
History of the Ptolemean Wars”

As Operation Hurricane grew into a fierce in-system battle,
Hathor’s other planets became hotly contested. Mendes, Cusae,
Hathor VIl and Hathor IX were the sites of cataclysmic battles
involving large portions of both the Colosian and Ptolemean fleets.

By 475:330, ten days into the campaign, Hathor IX had fallen to
the invaders, and Ptolemean in-system communications were
compromised. It was a dire time.

CoLos vs ProLEmus
Date: Imp 475:331
Location: Approach to Abydos, a moon of Hathor VII.

Situation: With their standard modes of communication down, the
Ptolemean defenders of the Hathor system fell back on the practice
of using hyper-velocity communication torpedoes to carry intra-
system signals between main fleet units. On 475:331, one such
Comm Torp malfunctioned while in transit. Unfortunately, it was
carrying an important, top secret communique to the Ptolemean
Hathor VII task force commander — it had to be recovered at all
costs. With its hyper-drive out, the Comm Torp continued its flight
to Abydos on its own limited maneuvering thrusters. As rapidly-
deploying Colosian units closed in to capture the Comm Torp, fast
fighters from the re-deployed Brothers of Enmity flew out to prevent
just such an occurrence.

Forces

PTOLEMEAN PLAYER. Two Flights from DisableSquadron, 1341st
Hathor Guardian Wing: Set up first along Edge 1.

Dart A — Fel Rimush (PIt 9, Gnr 8, Luck 2)
DartB — Pilot (PIt 5, Gnr 5)

Dart C — Pilot (PIt 4, Gnr 5)

Dart D — Pilot (PIt 2, Gnr 2)

Blizzard A — Pilot (Pt 6, Gnr 7, Luck 1)
Blizzard B — Pilot (PIt 5, Gnr 6)

Blizzard C — Pilot (PIt 2, Gnr 5)

Blizzard D — Pilot (PIt 1, Gnr 1)

COLOSIAN PLAYER. Interception Flight from Tropic of Algol
Squadron, 197th Colosian Carrier Wing: Set up second along
Edge 2.

Lance Electra A— Pilot (Pt 7, Gnr 6, Luck 1)

Gunner (Gnr 7)
Lance Electra B— Pilot (Pt 5, Gar 5)
Gunner (Gnr 6)
Lance Electra C — Pilot (PIt 5, Gnr 4, Luck 1)
Gunner (Gnr 5)
Lance Electra D — Pilot (PIt 3, Gor 1)
Gunner (Gnr 5)
REINFORCEMENTS

COLOSIAN PLAYER. Recovery Gunboat from Tropic of Belagris
Squadron, 197th Colosian Carrier Wing:Enter on turn 3 along Edge
2 (see Special Rule 4).

Star Raven A—  Pilot (Pit 8, Gnr 8)

Gunner A (Gnr 6)
Gunner B (Gnr 5)
Gunner C (Gnr 8)

PTOLEMEAN PLAYER. Recovery Gunboat from Discord Squadron,
1341st Hathor Guardian Wing: Enter on turn 8 along Edge 1 (see
Special Rule 4).

Betafortress A—  Pilot (Pt 7, Gnr 6)

Gunner A (Gnr 6)
Gunner B (Gnr 7)
Gunner C (Gnr 9)
Gunner D (Gnr 8)

SpeciaL RuLEs

1) The standard map configuration is not used in this scenario.
Instead, use the one indicated by the map diagram at the bottom
of the next page.

2) The Ptolemean Comm Torp starts the scenario on the playing
surface. To represent it, use a Mk50 torp counter of a color not
used by either player. Place it in the very center of the map area,
facing direction 1 (towards the Ptolemean forces). The Comm
Torp moves automatically at the beginning of every Movement
Phase. It moves 7 hexes per turnin direction 1. It will never veer
from this path. The Comm Torp has a Defensive Value of 15, Plt
5, 0 Damage Reduction, and takes 2 hits.

3) At the end of every even-numbered game turn (e.g., 2, 4, 6, etc.)
pick up the Trailing Map Section and move it to the front end of
the battle zone (i.e., abut it to “Edge 17, and it becomes the new
Leading Map Section). Any vessels or torps which happen to be
onthe Trailing Map Section at the time of the move are considered
to have dropped out of the battle. These units may not reenter the
playing surface.

4) Although map sections will be moved during the course of the
scenario, the general configuration always stays the same, so
Edges 1 and 2 always retain their relative positions.

5) Neither player may undertake any form of attack against the
Comm Torp until their opponent’s gunboat comes within 10
hexes of it.

6) The Comm Torp is captured by the first gunboat to end its
movement in the Torp’s hex. Immediately remove the Comm
Torp from the map when this happens.

Victory ConDiTiONS

The game ends on the turn that the Comm Torp is captured or
destroyed. After the last game turn is completed, both players total
up the TPVs of enemy vessels destroyed and then adjust their totals
according to the following schedule:
¢ +150 points — player captured the Comm Torp
* -100 points — player destroyed the Comm Torp

Subtract the Ptolemean’s adjusted point total from the Colosian’s.
Compare the end result with the following outcomes:

200+ points = Decisive Colosian victory
50-199 points = Marginal Colosian victory
(-49)-49 points = Draw

(-199)-(-50) points = Marginal Ptolemean victory
-(-200) points = Decisive Ptolemean victory
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5.4 THE STORM BREAKS ON
BLACK GUARD

1 can almost hear the second hand of destiny. We must act now
or we will die.
— Douglas MacArthur, Prelmp 9690 —

Dispatch from Colosian Central Command to Marshal Beznikov,
C.L1.C. of Operation Hurricane

We have been engaged in this foreign province for nearly a year
in a campaign which was to take less than a month.

Operation Hurricane will succeed now, because we do not wish
to contemplate the consequences of failure.

Neither should you.

CoLos vs ProLEMUS
Date: Imp 475:360
Location: High orbit over Ptolemae; Hathor system.
Situation: With Operation Hurricane running out of steam, the
Colosians made one last ditch effort to crush the space units
defending the provincial capital. A final main fleet engagement at
Ptolemae was costly to both sides, and inthe end, the Colosians were
unable to send down their planetary assault vessels. As the capital
ship battle waned, the remaining operational fighter units over the
planet squared off for the final dogfight of Operation Hurricane. This
scenario represents a small portion of the overall fighter battie which
closed-out Imperial Year 475.

Forces

PTOLEMEAN PLAYER. Mixed units from Black Guard, the 1313th
Hathor Guardian Wing: Set up first anywhere on the map.

Glaive A — Pilot (PIt 7, Gnr 9)
Gunner (Gnr 7)

Death Wind A—  Pilot (PIt6, Gnr 7)
Gunner (Gnr 5)

COLOSIAN PLAYER. Elements from Green Squadron, 135th
Colosian Carrier Wing: Set up second along Edge 3.

REINFORCEMENTS

COLOSIANPLAYER. ElementfromB/ue Squadron, 135th Colosian
Carrier Wing: Enter on turn 2 along Edge 3.

Teal Hawk A — Pilot (PIt 4, Gnr 4)
Gunner (Gnr 5)

Teal Hawk B — Pilot (PIt 4, Gnr 1)
Gunner (Gnr 4)

PTOLEMEAN PLAYER. Flight from Black Fin Squadron, 1313th
Hathor Guardian Wing: Enter on turn 3 along Edge 1.

DartA— Kalib Pazdari (PIt 10, Gnr 10, Luck 6)
Dart B — Pilot (PIt 5, Gnr 6)
Dart C — Pilot (PIt 3, Gnr 3)

SeeciaL RuLes
1) This battle takes place among the hulks of capital ships destroyed
during a previous battle. To represent the debris left behind by
these huge vessels, players should take turns placing 8 two-hex
groupings of asteroid counters. A two-hex debris grouping is 2
asteroid counters placed in adjacent hexes. Once on the map,
these debris hexes should be treated as asteroid hexes for all
purposes, except that they do not drift. Place all 8 debris

groupings before setting up the vessels.

Victory ConDITIONS

At the end of 12 game turns the scenario is over. Both players
should total up the TPVs of enemy vessels destroyed. After doingso,
the Ptolemean player’s total is subtracted from the Colosian player’s
total. Compare the end result with the following outcomes:

100+ points ~ Decisive Colosian victory
25-99 points = Marginal Colosian victory
(-24)-24 points = Draw

(-99)-(-25) points = Marginal Ptolemean victory
-(-100) points =  Decisive Ptolemean victory

BATTLEFIELD REPORT
Colosian hopes of a victory over House Ptolemus within the first

Talon A — Alexis Hoskin (PIt 10, Gnr 7, Luck 1) | Year of war were dashed with the failure of Operation Hurricane.
Talon B — Pilot (PIt 6, Gnr 7) Black Guard survived the campaign intact, and gave a good
_ : ’ account of itself overall. The unit entered Imp 476 with a new
Kasmos A Pilot (Pit 4, g"r N operational designator: 1313th Shock Fighter Wing. There would be
Kosmos B — Pilot (PIt 3, Gnr 6) new battles against House Colos; battles in which Ptolemus’ new
Shock Fighter Wings would carry the fight to their enemy’s con-
quered holdings.
Leading Trailing -
Edge 1 Map - Map Edge 2
Section \ Section

Comm Torp
Starting Position

Map ConFicuraTtion FOR ULTIMATE SACRIFICE



6.0 STARCRAFT
INVENTORY AND
NOMENCLATURE

In every war, they kill you a new way.

— Will Rogers, Prelmp 9717 —

Here are the six new fighters and gunboats introduced in Black
Guard. They are arranged in order of increasing tonnage.

Red Star Dynamics C.A.L. 220 flash
“Dart"

Crew: 1 Maneuvering Thrust: 0.194 km/s/s
Mass: 140 tons Translight Capability: None
Armor: Crystanium w/belt  Atmospheric GCapability: None
Armaments: 2 x Mk10 Pulse Lasers

1 x Mk10 Minigun (Ammo: 9,000 rounds)
Commentary: House Red Star was one of the first provincial
powers to come to the aid of House Ptolemus as the
Dneprodzerkutsk and Colosians began their invasions. In mid
475 Red Star began shipping the Ptolemeans numerous fighters
to replenish their weakened squadrons. Among these, the Dart
was the most plentiful with over 400 delivered by the beginning
of Imp 476.

Palomar-Lockheed CR5000 (export)

“Lance Electra”

Crew: 2 Maneuvering Thrust: 0.12 km/s/s
Mass: 420 tons Translight Capability: None
Armor: Crysteel Alioy w/belt Atmospheric Capability: None
Armaments: 2 x Protobolt Projectors (Ammo: 4 protobolts each)

1 x Mk10 Pulse Laser

1 x Missile Launcher (Magazine: 18 missiles)

2 x Mk30 Torp Loads

2 x Mk10 Torp Loads
Commentary: Palomar-Lockheed is an old, but struggling
Imperial design and manufacturing firm. The Lance Electrais a
recent attempt to regain status in the fiercely competitive fighter
contracting industry. Though several initial orders for this
unconventional design were made by provincial military forces,
buyers have since become disenchanted with it. It has never
performed up to promised design specifications, being relatively
slow and lacking combat staying power.
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Bellicose Design Conglomerate T5a

“Talon”

Crew: 1 Maneuvering Thrust: 0.153 km/s/s
Mass: 270 tons Translight Capability: None
Armor: Crystanium w/belt ~ Atmospheric Capability: None
Armaments: 1 x Mk10 Disruptorgun

2 x Mk10 Pulse Lasers

1 x Mk10 Torp Load
Commentary: Bellicose Designs have long churned-out fighting
machines for several provincial powers. The Talon, which spent
many years on the drawing board, was rushed into production
when House Colos demanded it for their war against House
Ptolemus. Deliveries were made to front line units in late 475
where it was sent into battle relatively untested. After some
teething problems were fixed, the Talon served adequately.
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Pyramidis Shipyards 270 model S/T

“Sentry”
Crew: 3 Maneuvering Thrust: 0.099 km/s/s
Mass: 690 tons Translight Capability: None

Armor: Crystanium alloy belt Atmospheric Capability: None
Armaments: 2 x Mk15 Blatguns

8 x Mk10 Splatterguns
Commentary: The Sentry was built by the Ptolemeans in re-
sponse to the need for stronger, more defensively-oriented
fighters. In this role it serves well, but it is utterly incapable of
undertaking raids or deep strike missions against enemy forma-
tions. It is considered something of a miracle that Pyramidis
Shipyards was able to go from initiat concept to full production in
just under 200 days with the Sentry. It continues to undergo
minor design changes and upgrades.

Pyramidis Shipyards 340 model B/C

“Betafortress”

Crew: 5 Maneuvering Thrust: 0.067 km/s/s
Mass: 1500 tons Translight Gapability: 5 LY/day
Armor: Rein. Crystanium Atmospheric Capability: None
Armaments: 2 x Mk10 Plazguns

4 x Mk15 Blatguns

8 x Mk10 Splatterguns

3 x Missile Launchers (Magazines: 20 missiles @)

5 x Mk50 Torp Loads

10 x Mk10 Torp Loads
Commentary: House Ptolemus has recently fielded an exceptional
gunboat design produced by their own Pyramidis Shipyards. The
“Betafort”, as its crews often refer to it, packs a double wallop
with two Plazgun turrets, while blast cannons and missile
launchers round out its point defenses. Though the Betafortress
carries a hyperdrive, this is often removed by in-system defense
forces. In its place an extra gunner can man an aft-mounted
Disruptorgun or twin Splatterguns. Such field modifications are
commonly made by tech-crews during wartime.

Bellicose Design Conglomerate V27b
“Star Raven”

Crew: 4 Maneuvering Thrust: 0.111 km/s/s
Mass: 1200 tons Translight Capability: None
Armor: Crysteel Double Hull Atmospheric Capability: None
Armaments: 1 x Mk16 Disintegrator

4 x Mk20 Meld Lasers

11 x Mk10 Pulse Lasers

1 x Missile Launcher (Magazine: 25 missiles)

2 x Mk50 Torp Loads

4 x Mk20 Torp Loads
Commentary: The Star Ravenis a popular Bellicose Design
product which was conceived to combat small and medium
fighters. In that role, it does quite well. However, against its own
class of vessels it fares rather poorly due to a lack of heavy
armament. The Bellicose Conglomerate have had to step up
production of the Star Raven as new, urgent purchase orders
have come in from conflict-ridden provinces, not the least of
which has been House Colos.




SILENT DEATH

_q RULES ANNEX #2 ™

SILENT DEATH RULES ANNEX #2

H.0 STANDARD SCENARIO
RULES

The following rules for handling reinforcements and exiting
starcraft appeared in Section 6.00f Overkill. They are repeated here
ina Silent Death Rules Annexto formalize their application. Unless
stated otherwise by a scenario’s special rules, these guidelines apply
to all scenarios which specify the presence of reinforcements or
allow the exiting of vessels from the playing surface.

H.1 REINFORCEMENTS

Some 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 many 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
thatturn. 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 in the first Phase of the entry
game turn.

In addition, a good pilot entering with reinforcements can use his
PIt skill to influence the initiative die roll on his turn of entry.

H.2 EXITING STARCRAFT

Some scenarios call for vessels to exit the playing surface. To do
so costs 1 movement point from an edge hex in which the vessel is
facing away from map hexes. A appropriate Sideslip maneuver
(Silent Death Section 10.4 ) from an edge hex will also allow a
starcraft to exit the map.

Unless specifically required by a scenario, no units may exit the .
playing surface. Ifastarcraftdoes so, itis considered destroyed with
credit for the kill going to the last opposing crewmember to fire at it.

1.0 SILENT DEATH IN 3-Dum

Up until now, Silent Death has been restricted to the two-di-
mensional playing surface of the map. If players agree to use this
rule, a third “altitude” dimension is added to the game.

What You Wi Neep

There are two recommended methods for indicating the altitude
of a vessel in a 3-D Silent Death scenario.

First, and recommended, you can use a product called Grox-Blox™
produced by Dark Tower Enterprises ( 734 Roberts Rd, New Lenox,
IL 60451). These are stacking, interlocking black hex blocks with
a 12" width, perfect for the Silent Death maps. A miniature can be
placed on a stack of Grox-Blox to indicate its altitude.

Alternately, you can make a set of counters or chits individually
marked with numbers from 0 to 5. Place a chit which corresponds
to the vessel’s altitude in the miniature’s hex.

1.1 ALTITUDE LEVELS

There are six altitude levels allowed by this rule. They are
identified as 0, 1, 2, 3, 4, and 5, with 0 being the horizontal plane of
the game map, and 5 being the highest horizontal plane above the
map.

Each altitude level is best thought of as a superimposed hex grid
above the base reference level (0) of the game map. A vessel can
“climb” and/or “dive” during its movement, flying through and
occupying various altitude levels.

A vessel may not “climb” above level 5 nor “dive” below level 0.

Serning Up For A 3-D Scenario

Players set up their starcraft at the beginning of a scenario as
usual, but select their starting altitudes in secret. After all units have
been set up, altitudes are revealed. Use the same procedure for
reinforcements.

Errects oF ALTiTuDE LEVELS ON RANGE

One level of altitude difference between vessels equates to one
hex of horizontal range. Therefore, when firing a weapon, horizontal
range and vertical altitude difference will need to be added together
to determine the effective range to a target.

Example: Atargetis 4 hexes away in the horizontal plane of the
map. The firer is at altitude level 1, the target is at altitude level
4. Therefore, the target is 3 levels higher that the firer
(4 - 1=3). The effective range from firer to target is 7 hexes
(4+3=7). :
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Errects of ALtiTupe LeveLs on Firing Arcs

A target may not have an altitude difference greater than its
horizontal range from the firer. If this is the case, the target may not
be hit. (Exception: Torpedoes, and weapon systems with 360° firing
arcs can be discharged at a target regardless of altitude difference
and horizontal range.)

Example 1: A Pit Viper wishes to fire its Pulse Laser at a
Kosmos. The Pit Viper is at level 5 while the Kosmos is at level
2. The altitude difference is 3 (5-2=3). The horizontal range
to the Kosmos is only 2 hexes. The range to the Kosmos is 5
(2 + 3 = 5), but the altitude difference (3) is greater that the
horizontal distance (2). Therefore, the Kosmos is out of the Pit
Viper’s firing arc and may not be attacked. Essentially, the
Kosmos is flying under the Pit Viper's firing envelope and can
not be hit.

Example 2: /f instead of the Pit Viper, a Shryak Shuttle was
attacking the Kosmos in the previous example, the shuttle’s
360F quad Pulse Lasers would be able to attack since 360°
weapons are not restricted by altitude level difference.

Errects of ALtiTuDE LEVELS ON MOVEMENT

Changing the altitude level of avessel (“climbing” or “diving”) can
only be done in conjunction with a straight, forward move of at least
one hex.

* |t costs 3 movement point for a fighteror torpedoto move forward
one hex and either climb or dive one altitude level.

« it costs 4 movement points for a gunboatto move forward one hex
and either climb or dive one altitude level.

Turning maneuvers must be performed and paid for separatety
from any aftitude changes during a move.

Changing altitude without moving forward is not allowed.

It is the responsibility of the moving player to make sure that the
current altitude level of his vessel is clearly displayed to ali other
players. When moving, a player should call out the number of
movement points he is expending in each hex, and the altitude level
he occupies if there is a change.

Drift (as per SHent Death Section 10.2 ) occurs normally along
the altitude level occupied at the beginning of the Movement Phase.

1.2 DEPICTING THE ALTITUDE
LEVEL OCCUPIED

Players should quickly be able to tell which altitude fevel any
vessel occupies on the game map.

Ir Using Grox-BLox
The number of Grox-Blox hex blocks below a miniature indicate
that vessel’s aititude level. Therefore, if a miniature’s base is on the
map surface, it is at altitude level 0. If the miniature has three Grox-
Blox hex blocks placed beneath it, the vessel is at altitude level 3. The

number of Grox-Blox hex blocks beneath a miniature should always
represent a vessel’s current altitude.

Ir Uswg ALTiTuneE MARKERS

If players have made a set of counters or chits with altitude levels
written on them, then merely keep a marker with the appropriate
number in a miniature’s hex at all times.

Alternatively, inlieu of altitude markers, players may keep a small
D6 in a vessel’s hex. The face-up number on the D6 would indicate
the altitude level of the starcraft. Remove the die when occupying
level 0.

1.3 RESTRICTIONS ON
OCCUPYING HEXES

The restrictions on occupying hexes as stated in the standard
game rules are maintained.

STARCRAFT

Even though starcraft may now occupy one of six altitude levels
inany hex, the restriction of allowing only one starcraft per hexat the
end of movement is still in effect. Sois the rule which prohibits turns
being made ina hex occupied by another vessel. See rule 5.2 on page
10 of Silent Death. Therefore, it will not be possible to have two or
more starcraft in a single hex occupying different altitude levels at
the end of a Movement Phase.

AsTEROIDS

When using asteroids in a 3-D game, randomize the altitude level
of each one placed by rolling 1D6-1. This will give you a result
between 0 and 5. Asteroids will maintain the same altitude level
while drifting.

Asteroids block cannon and projector fire through their hex only
of the firer and target occupy the same altitude level as the asteroid.
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X.0 SILENT DEATH
OPTIONAL RULES s

Here are some other optional rules which you can add to those
first presented in the Silent Death rules and Overkill.

X.4 POINT-DEFENSE WEAPON
SYSTEMS VS MISSILES

Ever feel completely helpless when your opponent makes three
consecutive missile lock-ons? All those missiles fired will attack at
the end of the current turn and there's not a single thing you can do
about it. Until now.

This optional rule allows for the use of a vessel's point-defense
anti-torp munition system against missile salvos, provided that the
point-defense system was not used against a torp attacking previ-
ously in the game turn. This would, of course, mean that the point-
defense system would be used during the Missile Results Phase
instead of the Torp Results Phase as would usually be the case.

MecHaNICS

Each salvo of missiles from an individual launcher is treated as a
torp for purposes of the maximum number of point-defense attacks
which may be made. If the point-defense (P-D) die roll is within the
kill spread, that die roll is the number of missiles destroyed from that
particular salvo (i.e., D6s may not be rolled for missiles eliminated
in this way).

A fighter may dodge torps during the Torp Results Phase and
then use the point-defense system against missiles in the Missile
Results Phase without penalty.

RULES ANNEX i =
X.5 SECRECY

When engaged in games where trust between the opponents is
implicit, players may wish to institute the following rules.

StarcrAFT DispLaYs

Keep your Starcraft Displays hidden from your opponent. Mark
off ammunition expenditures and hits on the Damage Track as they
occur, but don’t let your opponent know the exact status of your
forces.

Let your opponent roll for Critical Hits as usual, but don’t let him
know the exact results. No matter how good a player's memory,
specific details of each Critical Hit may be forgotten.

Here are some things which you must tell your opponent:

e Your vessel's current Drive value — remember, this value may fall
and rise dramatically in the case of certain Critical Hits.

* When your vessel has been destroyed — obviously.

SrarcrarT Crews

Since the displays will be hidden, crew values will be too. Inthe
case of scenarios where crew values are set, it will be best to hide the
real identities of vessels so that an opponent will not know which
ship contains which crew. Do this by applying numbered stickers to
the bottoms of the miniature bases, or painting ID numbers there.
Number-code your crews and you’ll be set.

Players may secretly roll their Initiative D10, add their current
best pilot’s score, and just tell their opponent the final modified
Initiative Roll.

Y.0 SILENT DEATH
QUESTIONS

This section is dedicated to answering questions which have
arisen during the play of Silent Death and Overkill.

Suwent Deam

6.1 Target Speed Restrictions: When figuring out whether a target
can be hit by aweapon with a target speed restriction, do you use the
target’s current Drive number, or the number of movement points it
expended during the preceding Movement Phase? As slated on
page 11 of the Silent Death rules, you use the target’s current Drive
number. Any unused movement points are assumed to be expended
in automatic, computer-controlled evasive maneuvering which can
not be represented by the scale of the map.

10.2 Full Stop and Target Speed Restrictions: If a fast target has

declared a Full Stop, can it then be hit by weapons with Target Speed
Restrictions? Yes.

OveriaLL

D.1 Spending Luck Points: Can a Pilot with Luck points spend them
to reroll a poor Critical Hit that he inflicts on an opponent? No.

Counter Sheet: Why were the exploding vessel counters provided on
the Overkilicounter sheet? We'vealways found it rather unsatistying
to just remove a miniature when it has been destroyed. Therefore,
the exploding vessel counters have been provided so that a victor
can make a silly exploding sound effect and mark the demise of his
victim with a tacky, and psychologically devastating visual aid. Ifyou
want a real use for these counters, use them to mark the positions
of destroyed vessels: the resulting debris will generate a 3D6 attack
scoring Low damage to any starcraft or torp flying into the hex.
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Z.0 CONSOLIDATED TABLES (Annex #2)
2.1 MASTER WEAPON TABLE

Range Increments
Base (To Hit Modifiers) Target
Weapon Attack Short Mid Long Speed
Dice 0) (-1 Restrictions Damage
None Lowt
Target Drive <10 Medium t
alirepes Target Drive <6 High t
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
_Splattergun  2D6+ADB 12 ‘ 3;6 o . oNoie . Medium
Biatgun 2D6+ADB 1-4 510 11415 TargetDrive <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 §
impuisegun 2D8:ADB 13 4-8 9-10 None ' High
ion Ram 2D8+ADB 5 613 14-15 Target Drive <15 All
Plasma Cannons
Plazgun 2D6+ADB 1-2 34 5-10 None AllY
Heavy Plazgun 2D6+ADB 1-4 5-8 9-15 Target Drive <11 Allx2 ¥
I Eaemy Beltﬁ%imm ' '
ol - 2D6+ADB 5-8 9-12 13-16 Target Drive <14 5.10/m.81.6
Warheads
Missile 1D6 — 1-10* — 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
. completely ignore target’s
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Z.2 INTEGRATED TORP TABLE

Damage Defensive Pit Tracking Homing
Torp Type Speed Duration Delivered Value Skill Cone System Notes
Mk10 Torp Loads
Standard Mk10 Torp 12 10 1D12 10 5 360° ALH
Express-110 Torp 18 10 1D12 10 3 360° ALH
Sentinel-210 Torp 12 10 1D12 10 4 180° FTH Torp remains stationary after discharge, then
activates when a target is within 10 hexes
at the beginning of 2 Movement Phase.
DFWH-310 Torp 8/15 10 1012 12 2 180° DTH Speed is 8 while flight is directed by firer or
during unguided flight, and increases to 15
the turn after guidance goes terminal.
Review-410 Torp 10 10 1D12 8 4 180° CSH
Relock-510 Torp 15 5 1D12 11 2 180° IFH
Deadlock-610 Torp 18 2 1D12 10 2 360° IFH
Remote R-10 Torp 8 3 1D12 8 2 — DXH
Mk20 Torp Loads
Standard Mk20 Torp 12 10 2D12 10 5 360° ALH
Express-120 Torp 16 10 2D12 10 3 360° ALH
Review-420 Torp 10 10 2D12 8 4 180° CSH
Relock-520 Torp 14 5 2012 11 2 180° IFH
Deadlock-620 Torp 16 2 2012 10 2 360° IFH
Mk30 Torp Loads
Standard Mk30 Torp 12 10 3D12 10 5 360° ALH
Express-130 Torp 14 10 3D12 10 3 360° ALH
Sentinel-230 Torp 12 10 3D12 10 3 180° FTH Torp remains stationary after discharge, then
activates when a target is within 10 hexes
at the beginning of a Movement Phase.
Relock-530 Torp 13 5 3D12 " 2 180° IFH
Deadlock-630 Torp 14 2 3D12 10 2 360° IFH
Remote R-30 Torp 8 4 3D12 8 2 — DXH
Mk40 Torp Loads
Standard Mk40 Torp 12 10 4D12 10 5 360° ALH
DFWH-340 Torp 8/12 10 4D12 12 2 180° DTH Speed is 8 while flight is directed by firer or
during unguided flight, and increases to 12
the turn after guidance goes terminal.
Review-440 Torp 9 10 4D12 9 4 180° CSH
Deadlock-840 Torp 18 2 4D12 10 2 360° IFH .
J40 Decoy-X Torp 12 1 — 10 2 e DXH Negates the effect of one anti-torp decoy
dispensed by an enemy fighter or gunboat.
Player who launched the J40 decides
which decoy to negate that turn.
Mk50 Torp Loads
Standard Mk50 Torp 12 10 5D12 10 5 360° ALH
Ex50 (surplus) Torp* 10 10 5D12 10 5 60° FTH
Relock-550 Torp 11 5 5012 11 2 180° IFH
Mayhem-750 Torp 10 2 — 10 2 — DXH This is a multi-warhead drone which carries 5
Relock 510 Torps. At the beginning of the
Movement Phase following its last turn of
flight these torps are deployed with each
facing a separate hexside (except rear).
Remote R-50 Torp 8 5 5D12 8 2 — DXH
Key
Torp Type: The common designation of the torp.
Spsed: The number of movement points which can be expended by the torp each Movement Phase. Only DXH homing system torps may expend fewer
movement points than their listed Speed value.
Duration: The maximum number of game turns that the torp may continue to move. if at the end of its Duration a torp has not detonated, it is removed from the
laying surface.
Daga:);a%olmm: if a torp hits its target, roll the dice indicated and deliver All damage.
Defensive Value: The number is the Defensive Value of the torp against cannon, projector or missite attacks while in flight.
Pit Skill: This is a measure of the ability of the torp to dodge incoming torps.
Tracking Cone: This indicates the angle through which the torp can track its target. See Section B.2
Homing System: Entry indicates the type of homer the torp uses. See Section B.1.
Netes: Indicates special rules for torp use.
* : Torp has severs disadvantages. Scenario Special Rules will indicate when this torp type is to be used.
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Z.3 ANTI-TORPEDO Z.4 DAMAGE CONTROL Z.5 LUCK GAIN/LOSS

CAPABILITIES TABLE TABLE TABLE
Decoys Point-Defense Damage Control Condition
Vessel Type Available Kill Spread (1D10) Vessel Type  Success Spread (1D10) Points  (See Section D.1)
. e 8 - Beomrron e 48y +5 Single-handedly destroy an
2 ' 90 enemy MMAC (4+ man)
1 12 ¢ gunboat.
2 ] Deati Winp 1-5 +3 Single-handedly destroy an
4 1-6 [6] DraKAR 1-8 enemy TMAC (2 or 3 man)
4 1-7 3] _Epeing ‘ 1-7 fighter.
4 il : Gt 8 .- +2 Single-handedly destroy an
2 L ] enemy SMAC (1 man) fighter.
| 2 1AM - . 12 +1 Deliver at least half of the hits
LancE ELECTRA 2 1-4 2 Lance ELecTRA 1-5 which destroy an enemy
NigHT Hawxk 2 1-3(1 NigHT Hawx 1-3 vessel.
~ Prarsu |l 3 1-6 [2 Prarsu li 1-5 -1 Force opponent to reroll 1
Pir Vieen 1 e Pir Vieer: 1-2 attack die (your choice).
Revenar - 5 i Revence , ‘::g 2 Force reroll of a critical hit
SAcaNDeER 2 A7 : Sxamoen ‘ result.
SENTRY 4 1-7[3 gsmv }é -3 Force opponent to reroll 2
SeRAPH 4 1-6 [2 ERAPH = attack dice (your choice).
SHRYAK Srgne 2 1-4[4 SHAVAK SHUTTLE 1; 5 Dodge a torpedo of your
Sonensen i 1 - - Soneugee i ~ choice.
SoaRees 4 171 | Sran Raves Tl Z.7 EXPANDED TURN
TALON 1 1-5[2] TaLon 1-3 )
TeaL Hawk 2 1-3[2] TeaL Hawk 1-3 SEQUENCE
THunoerR BIRD 2 — THunper Biro 1-3 o Missile Launch Phase
i) Attempt lock-ons, then launch.
Z.6 ALTERNATE RANGE EFFECTS TABLE * Torp Launch Phase
Range Incrsments i) Allocate attacks, then launch.
(To Hit Modifiers) * Initiative Phase =
Point Very 1) Roll 1D10, modified by best
pilot.
Weapon Blank Short Mid Long Long Extreme  Movement Phase
(fz) (+1) © , 1) (-2 ('4) i) Alternate movement of vessels.
! 5 Ceasrmena oo - i3 ii) Torps move after their targets
e - do.
Aoeases oo lo2d 2024 « Torp Results Phase
Raloopestor Yoo o8 15 1830 318 34-36 i) Attempt dodging, or fire point-
Il;flie’ c;/su'rons 1-2 3 4-8 9 10 ii) Igmlllse systtem. d
S8 r - - — i) Resolve any torp damage.
Meld Laser 1 2-6 7-15 16-17 18-19 20 jii) Attempt jamming, or deploy
Turbo Laser 1 2-9 10-19 20-25 26-28 29-30 decoys.
Blast Canno e o Cannon/Projector Fire Phase
o 2& i) Gunners, in order, fire their
e ‘ ok 810 : weapon systems.
Disruptor Cannons ii) Pilots, in 3rst:er, fire their
Disruptorgun — 1 2 34 56 — weapon systems.
Disintegrator —_ 1 2-3 4-6 7-12 — » Missile Resulis Phase
lon snons i) S e i) Resolve missile attacks.
Plasma Cannons
Plazgun 1 2 34 5-6 7-8 9-10
Heavy Piazgun 1 2-4 5-8 9-10 11-12 13-15
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DESIGNER’S NOTES s

Hello. Glad to see you made it through to the end of Black Guard.
Hopefully you found it satisfying and enjoyed the six new members
of the growing Silent Death miniature range.

Along with Overkilland the original Silent Deathboxed set, there
are now miniatures and displays for 24 Metal Express starfighters.
In the process of putting these ships together I've tried to give each
a balance of unique strengths and weaknesses. Many players
remarked early on in the evolution of the series that it seemed like
several of the Silent Death vessels were designed to combat ships
larger than those provided in that original set. Hopefully, with the
introduction of larger, slower gunboats, you and they are now
realizing the potential of many fighters.

itis perhaps Silent Death’sgreatest strength that certain fighters
can easily decimate particular foes, while being susceptible to others
sometimes half their size. The various mixes of weapons, armor and
speed havetelling effects onthe Silent Deathbattlefield, but no matter
how well-balanced the design, it always seems that an Achilles’ heel
can be found by a cunning opponent.

FicHTER AND GunBOAT REVIEW

Here is a listing of the Metal Express starfighter range and an
analysis of their particular roles in Silent Death.

Betafortress: What can be said? Huge, plodding and very, very
deadly, the Betafortdefines the upper limits of Silent Deathgunboat
parameters. Any half-decently crewed Betafort will cost over 100
points; too expensive for many low-valued force purchases. Tactical
limitations will prevent its arrival in all but the largest design-your-
own scenarios. Its torp attacks can be glorious and should not be
ignored. Bank on the Betafort being able to cripple or destroy two
enemy ships per turn of engagement.

Blizzard: Characteristic of the smaller fighters, the Blizzard is fast
andlightlyarmored. Fortunately, it holds its weapon for 12 hits. That
weapon, the Disruptorgun is best suited for close-quarters fighting.
To ensure maximum effectiveness, a flight of Blizzards demand a
good squadron leader so that the initiative will bring late-moving
fighters right up to their targets for point-blank shots. The 4-torp
load gives the Blizzard great flexibility, as few opponents can afford
. to laugh-off a complete salvo.

Dart: The Dart may not take much damage, but it's the toughest
fighter to hit and holds its speed up to the very end. Without
torpedoes, the Dartis best used against small opponents like the Pit
Viper and Blizzard.

Death Wind: One of many Silent Death medium fighters, the Death
Wind is distinguished by the impressive lon Ram. in conjunction
with the Minigun, Splatterguns and a Drive of 14, the Death Windcan
hold its own against light and medium opponents. Note that after
some initial armor is overcome, the Death Wind falls apart rapidly
andis apt to lose its main armament shortly after the shooting starts.
Drakar: Though it initially strikes one as being very powerful, the
Drakar is susceptible in many areas. The Pulse Lasers and small
Missile Launchers aren’t powerful enough to fend off hoards of
attrition fighters, and the Heavy Plazgun, though completely dev-
astating, can only engage other gunboats. Support each Drakar with
a few smaller fighters if you want to keep it around.

RULES ANNEX #2 "

Epping: If you've ever wondered why the Epping is so cheap (given
thatitcarries those three Missile Launchers), just consider how easy
itis to defeat. A single Pit Viper can take out an Epping manned by
poor gunners. Even when the gunners are good, this gunboat has
to getin close to be effective. Many of its potential targets can easily
engage it from beyond 10 hexes. But when the range is right and all
three of those launchers lock-on, watch out. Best keep the Epping
on very small opponents.

Glaive: Stock heavy fighter. Good match for the Pharsii since its
powerful Plazgun helps make up for only having one gunner. Here
the shortcoming is poor close-in dogfighting capability. Without a
Point-Defense system, the Glaivebecomes susceptible to proximate
torp releases. Its strength lies in its size, which helps it absorb
considerable damage; assuming the first crit is weathered.

Hell Bender: In no other case is a pilot afforded so many weapon
options as aboard a Hell Bender. Optional Rule X.2 increases the
effectiveness of this design against larger opponents. The Bender’s
bane is a crit on the eighth hit; therefore, it should be used to draw
fire from opposing light fighters while maneuvering for shots against
primary targets. The torps are effective, and should be used wisely:
discharge them close-up and personal.

Kosmos: An enigma in fighter designs, the Kosmosrelies completely
onammunition-dependant armaments. Its combat staying power is
woefully short-lived, so use it to make a quick strike with the Missile
Launcher, then dance around with the smaller opponents for Minigun
shots, and pray for doubles. Don’t waste your time sending Kosmos
fighters in against the heavy hitters — they won't get the job done.

Lance Electra: Think of the Electra purely as a strike fighter. Close
with the target, unleash two full spreads of Protobolts and the
Mk30s, then “Get the Hell out of Dodge”. The Missiles are best used
for self defense while inbound and outbound from the target. The
low-powered Pulse Laser is only useful under very limited circum-
stances —it’s nothing to be relied upon. The Lance Electraisn’t keen
for a dogfight, so don’t get embroiled in one.

Night Hawk: Ah, the Night Hawk! How many players have that
reaction when they discover they'll be flying one? Most, | suspect.
it’s those devastating “Medium + 10” Splatterguns that really get the
adrenaline flowing. The psychological damage you inflict on your
opponent when you fire this weapon is as important as their effect
ingame terms. Butthere is agood reason why the Night Hawkis only
a measly 23 points: susceptibility to torp attacks. The Night Hawk's
Splatterguns force a headlong rush towards enemy ships, but that
is quickly curtailed by three or four torps dropped head-on at 15-20
hex range. Oddly enough, the best counter to a Night Hawk is the
lowly Thunder Bird or a pair of Spirit Riders.

Pharsiill: The Pharsiiis a real power house, but its expense will deter
most purchasers. The BPV of 51 is justified by the design’s potential
to launch missiles, torps, and take three quality gun shots, all in one
turn. The second gunner wili come in handy during close quarters
fighting, while the generous Damage Track will keep it in the battle
after weaker opponents have fallen to the Splatterguns. A superb
dogfighter.

Pit Viper: Purely a nuisance fighter. Don’t plan to bring the house
down with these little guys. Pit Vipers are useless against any vessel
with an armor value greater than 2, so keep that in mind when you're
allocating their attacks.
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Revenge: If ever there was a design with a single purpose, the
Revengeisit. Purely awarhead carrier, the Revenge’sten Mk50s will
kill what they’re fired at. Think of it as a strike fighter which has to
release its salvo before it starts taking too much damage.

Salamander: All things considered, the Salamander has to be the
best all-purpose fighter currently available in the Silent Death
universe. With a moderate price tag, good mix of weapons, that all-
important gunner, and a good torp load, the Salamander should be
your vehicle of choice when a scenario’s objective is unclear at the
time of force purchases.

Sentry: “Flying brick with a hefty throw weight” is the best way to
describe this heavy point-defense fighter. Tactically, the Sentry is
very limited. Move it to the area you have to defend and keep it there
‘tillyou die—that’s about it. The Sentry’s greatest enemy is a Heavy
Plazgun, though a couple of lon Ram shots will ruin its day too. Good
anti-torp systems will eliminate warheads as a threat until it’s too late
to matter. Expensive, but warranted in certain situations.

Seraph: Tough machine. Use the Seraph’s Pulse Lasers against
light opponents, its torps against medium foes, and the Turbo Laser
against heavy gunboats and the like. Because the Seraphis under-
gunned for its size, you must play to its singular strength: durability.
Use the Seraph to draw enemy fire away from your more crucial
units. Because it strikes such an imposing figure in a game, your
opponent may forget that its bark is worse than its bite.

Shryak Shuttle: This is an odd design. The Shryak is best used as
a moving fire base. The 360° quad Pulse Lasers are the primary
armament, and given this shuttle’s incredibly tough armor, the guns
keep firing to the bitter end. Use the Shryak to defend against in-
truding flights of small fighters.

Sorensen lll: The Sorensenis a very weak craft; be careful with it. At
the beginning of a battle it should be used to manipulate your
opponent’s moves by sending out harassing salvos of torpedoes.
Near the end of a battle, send the Sorensen in to finish-off cripples
with the Blatguns. However, during the height of a battle keep this
vessel faraway —it’s nota dogfighter, and will not survive if pressed
into that role.

Spirit Rider: A wonderfully cheap, but effective craft. It's obvious
strength lies inagood set of guns which should penetrate any armor.
But don’t forget those two Mk10s, which are the fighter's greatest
asset. Aswarm of Riderscan overwhelm most defenders by sending
out waves of small torps and following them up with concentrated
Splattergun fire. A late crit and weapon hit add to the Spirit Rider’s
appeal.

Star Raven: Though not armed with the Plazgun armaments of other
gunboats, the Star Raven is still an effective design. Engage more
threatening gunboats at long range with the Meld Lasers, then use
the Raven’s superior speed to close for a close range shot with the
Disintegrator, which ignores enemy armor. The Pulse Lasers can be
used offensively when concentrated forward, or defensively against
pesky light fighters.

Talon: The Talonbridges the gap between lightand medium fighters.
Its high Defensive Value should help ward off some crucial closing
defensive fire as it maneuvers for its point-blank Disruptorgun shot.
Use small groups of Talons to corral and intimidate your foe, but
save your best pilot for a sturdier mount.

Teal Hawk: Despite its bad press, the Teal Hawk s a great fighter to
have waiting in the wings. As a battle progresses, use the Teal Hawk
to swoop in and pick-off damaged opponents. lts excellent speed
ensures that it will escape torps and hounding fighters whenever
necessary. Because there is only a 20% chance that you will have
to switch gunners after the first crit, it is generally a good idea to give
the Pilot or Gunner a Gnr value of 1 to save on points.

Thunder Bird: Everyone knows that the Thunder Bird is basically a
piece of junk, but if you can avoid enemy attention for a few game
turns, it’s easy to exploit this design’s advantages. First of all, it's
fast, and second, it carries five torps. Use the Thunder Bird to
outflank opponents, then launch torps to drive foes into the guns of
your better ships. Taking a crit after four hits is this craft’s bane, but
the key to using the Thunder Bird is not taking fire until after its job
is done.

Hell Bender
St. #915

Kosmos
St. #914

Blizzard
St. #913

Dart
St #919

Lance Electra
St. #921

Talon
St. #920

OVERKILL AND BLACK GUARD MINIATURES

Glaive
St #917

Death Wind
St. #916

Betafortress
St. #924

Star Raven
St. #923

Sentry
St. #922



* JOIN YOUR LOCAL STARFIGHTERS -

ENCOUNTER INTERESTING RACES — AND SLAUGHTER THEM!

Silent Death™ Metal Express™ Game (Includes 18 metal miniatures — $36.00 value) $40.00

Silent Deathis an exciting game of starfighter combat. Packed with 18 Metal Express starcraft miniatures, 9 polyhedral dice, 6 map sheets,
color counters, scenario booklet and more, Silent Death pits man and machine in an endless struggle against brutal enemies and 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.

Overkill: The Ptolemean Wars™ (includes 180 full color counters)

Overkill: The Ptolemean Wars is the first expansion module for the Sifent 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.

Black Guard: The Ptolemean Wars Continue™ (includes a set of revised Starcraft Displays) summe—m $9.00

Black Guard. The Ptolemean Wars Continue is the second expansion module for the Silent Deathgame system. Closing out the first year
of the Ptolemean Wars campaign, Black Guardcovers the assault by Colosian forces on the Ptolemean home system of Hathor. Black Guard
includes six new starcraft designs, four fighter wings, four complete scenarios and Rules Annex #2 for Silent Death.

Silent Death Miniatures (price is for each Blister Pack, which contains 2-3 starfighters) $4.00
Stock Starcraft Hits To Drive  Defensive Damage Avg Cann/Ms! Torp Basic
Number Name Kill Value Value Reduction Dmg Inflicted* Load Point Value
#901 Spirit Rider SMAC 14 15 14 3 7.2 2 12
#902 Thunder Bird SMAC 21 16 14 1 59 5 19
#903 Night Hawk SMAC 39 15 13 4 15.2 0 23
#904 Seraph TMAC 100 15 12 4 239 5 49
#905 Salamander TMAC 45 16 12 3 14.2 5 30
#906 Epping MMAC 60/56/50 11 8 211/0 47.2 0 28
#907 Teal Hawk TMAC 39 18 14 4 8.1 1 22
#908 Sorensen lll TMAC 69 14 10 2 11.0 7 34
#909 Revenge TMAC 90 13 12 3 5.5 10 35
#910 Pharsii 1l TMAC 113 14 1 4 404 3 51
#911 Pit Viper SMAC 10 19 15 2 29 0 9
#912 Shryak Shuttle TMAC 33 8 10 5 14.9 0 24
#913 Blizzard SMAC 16 18 14 1 55 4 14
#914 Kosmes SMAC 26 17 14 2 23.7 0 15
#915 Hell Bender SMAC 37 14 12 4 5.5 2 21
#916 Death Wind TMAC 40 14 13 4 19.7 4 36
#917 Glaive TMAC 100 12 11 4 26.7 1 46
#918 Drakar MMAC 72/60/54 8 12 4/3/2 59.8 2 53
#919 Dart SMAC 15 19 16 1 3.9 0 14
#920 Talon SMAC 36 15 14 3 55 1 21
#921 Lance Electra TMAC 50 12 12 3 51.0 4 33
#922 Sentry TMAC 85 10 1 4 30.5 0 44
#923 Star Raven MMAC 80/60/43 11 11 4/2/2 35.9 6 52
#924 Betafort MMAC 108/78/62 7 10 4/4/3 77.5 15 75

* Assumes 1 full turn of optimum attack opportunities, average gunners, and successful lock-ons and To Hit rolls.

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 cail (800) 325-0479.
VA residents, Canadians and Overseas customers call (804) 295-4280. Please make phone orders during business hours: 9am-5pm,
Eastern Standard Time, Monday-Friday. Prices and availability are subject to change without notice.

$1400
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BN CRITICAL HITS IS

1 — Shields damaged. Reduce
Defensive Value by 3.

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

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

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

5 — Electronic Warfare knocked
out. Pit Viper may no longer
jam torps. Reduce Defensive
Value by 5.

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

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

8 — Pilot dazed. Pit Viper may not
move or fire until after the end
of the next game turn.

9 — Pilot killed. Pit Viper may
perform no further actions.

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

B PULSE LASER SPECSHE
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).
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2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low

I Pilot s | (mmmCre
1 Minigun (F) 7 PILOT
To Hit: 2D6+ ; Plt:
Damage: Lowt Il *
(|Gnr:

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

J QO Q

P

3
%
%

"

<\
>
A
%
[0
%

/
§
&

Drive: E

(A)  Tight Turn Cost:

DAMAGE TRACK

R o MR

2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low

S Tiot B Crew B
1 Minigun (F) PILOT
To Hit: 2D6+ [ Pit:
Damage: Lowt 7, ’
Q Q Q 7

Gnr:

Decoys: O

Drive: [19)]

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

(A)  Tight Turn Cost:

DAMAGE TRACK

v 1 OO O

[ 33 o ) [ [

DART/ eov

14
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Lo = R

2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low

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

TPV

Decoys: O
P-D: 1-6[1]

Dmg Con: 1-2

Q Q O

Drive: [19]

(A)  Tight Turn Cost:

DAMAGE TRACK

=1 [ [

[ 3 3 | e

R || v SRR

2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low

R [2([ 01 Yo
1 Minigun (F)
To Hit: 2D6+
Damage: Lowt

| PILOT
Plt:

Decoys: O

Q Q Q

Drive: [19]

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

(A)  Tight Turn Cost:

DAMAGE TRACK

T

) I 2 3 3 [ T

| m—Crew m=

BN CRITICAL HITS N |

1 — Shields damaged. Reduce
Defensive Value by 2.

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

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

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

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

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

7 — Engines severely damaged.
Reduce Dart’s Drive value to

_ (1D4+1).

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

9 — Structural collapse.
up. Itis destroyed.

Dart folds

_ 10 — Reactor hit. This Dart is no

more.

B PULSE LASER SPECS =

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

| VIINIGUN SPECS mmm

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

Long Range: 6-12 hexes (-1 To Hit).
1 Whenever two of the Attack Dice

roll doubles, multiply base damage
by 2.
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| NS CRITICAL HITS s
Missile Launcher (F) Missile Launcher (F) 1 — Shields damaged. Reduce
Lock-on < Lock-on < | Defensive Value by 2.
Q QO QQ QQQ2Q0 2 — Missile Launcher jams

QO QOQQ QQ92QQQ momentarily. Missiles may not
be fired until after next game

turn.
3 — Minigun jams momentarily.

.

.

e Dilon e T [Dilon e
1 Minigun (F) 1 Minigun (F) . fired until

To Hit: 2D6+ To Hit: 2D6+ g, U
Damage: Low t Damage: Low t !

4 — Forward Hull cracks. Reduce
Q900090 QQOQ0Q . Defensive Value by 3 and mark

off 3 more hits.
o 5 — Electronic Warfare knocked out
% Kosmos may no longer jam
)
S

torps. Reduce Defensive Value
by 4.

6 — One Engine sputters. Reduce
current Drive value by 3 until

, after next game turn.

7 — One Engine destroyed. Reduce
current Drive value by half,
ignore fractions. Reduce
Defensive Value by 3.

8 — Pilot dazed. Kosmos may not

Decoys: O O ive: Decoys: O C P | move or fire until after the next

_uuc_x_lm:_ Orive: vl_u”me_\:u Drive: (17| ,W game turn.

19 — Pilot killed. Kosmos may

DAMAGE TRACK DAMAGE TRACK . perform no further actions.

Amv Av Defensive Value drops to 5.

)

Dmg Con: 1-2 (A) Tight TurnCost: Dmg Con: 1-2 (A)  Tight Turn Cost:

15

flash erupts from destroyed
; vessel.
| e VIINIGUN SPECS mmmm

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-5 hexes.
Long Range: 6-12 hexes (-1 To Hit).

BPV

-



‘(MH 01 |-) sexay (| :abuey Huo7
‘soxay - -abuey wnipap

“(MH oL |+) sexay ¢-| :abuey yoys
N SJ3dS H3ASY1 3STNd W

‘pakouisap si pue
S9JeUO}ap YeI) "Ny Jojaeay — O
"SU0I}9e Jayuny ou wiopad
Aew paig s8punyy "pajiiy 10lid — 6
‘uJny aweb xau
U} JAYe |13un 11} 10 3AOW Jou
few piig Jspuny] “pazep jojid —8
"abewep [euonippe
01 anp / AQ anjeA aAIsuajeQ
20Npay ‘| JO anjeA aALQ
© 0] paonpal plig Japunyl
‘pabewep Ajaianas sauibuy — ;
"abewep [euoiippe
0} anp 9 AQ anjeA aAIsuaaQ
9onpay -uin} sweb xau sjuiod
JuawsAow g asn Ajuo Aew
paig Japuny] -iaynds sauibuy — g
"G Ag anjep anIsuale(
9onpay "sdio} wel 1abuo)
ou Aew paig Japuny “no
pa)aouy alepep 21uo0LI3|3 — G
'9910y9 s,jojid
8y} Jo sdio} Q| s8so| piig
Japuny] -uosiyal peo dio] — ¢
‘wJiopad 01
Ju10d JuUBLIBAOW BJIX3 BUO }S02
‘suiny b1y Buipniour ‘suiny ||y
(*pabewep s13)sniy] 13An3due — ¢
' "uJn} aweb 1xau 8y} Jaye |iun
paJiy 8q jou Aew siaseq as|nd
‘pabewep si1a)abie) Jase ] — g
'2 Ag anjep anisusgeQ
20npay ‘pabewep spjaiys — |

S SLIH TYIILI"HO

E—uﬁ m[[e]
L (3] [ *[®

JAJvdL JOVIAVA

1asog uang Wbl (y)

€-1 :uog Bwqg
—:ad
O O :shooag

Jug
id
107id

3.2

e+mo1 :abeweq
ge+20v+8de “¥H oL
(4) suasen asind p
s UG e

[s]] [m[[e]

ol I 2

£-1 :uog Bwg
—a-d
O O :shodaq

AJvdl 39VINVA
asog uang whiL  (y)

g+mo1 :abeweq
g+0v+80de “¥H oL
(4) suaseq asind p
[ AR

mo IS H3ANNHL o

adig d3danNnHL

[1]

[s] [m[s]

[

ol I 2 K50

0Vl 39VINVa

asog uang Wbl (y)

g+mon :abeweq
e+ +80¢c ‘¥H oL
() stase asind p
e O UllC e

[

3] [m[e]

]

1] [ %[O

AJvdl 39VIAVA

asog uang Wil (y)

g+mon :abeweq
e+ +8de ‘¥H oL
() ssaseq asind ¢
e O] R

6L:'Ad8
o

mo | QHIS H3ANNHL

adig d3aNnNHL
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-
4V)

BPV

R [0 ¢ MR
1 U.w..:tno..m:: :J

Damage: Medium w

2 Bulse Lasers (F)
To Hit: 2D8+/ 11141
Damage: Low+1

Decoys: O
“I:mum m_"mmunmu__lm (A)  Tight Turn Cost:

-

DAMAGE TRACK

]k [Tl

*| =] [w

Pad

s

: 21

BPV

RN 1 S
1 Disruptorgun (F)
To Hit: 2D8+/12
Damage: Medium §

Decoys: O
P-D: 1-5[2]
Dmg Con: 1-3

—

R O 0t W

m_u:_mm _..mmn..w :nu
To Hit: 2D8+/ 11
Damage: Low+1

(A)  Tight Turn Cost:
DAMAGE TRACK

*

M CRITICAL HITS I

1 — Shields damaged. Reduce
Defensive Value by 1.

'2 — Evade Thrusters hit. Reduce

, Defensive Value by 2.

'3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost 1 extra movement point to
perform.

4 — Disruptorgun Targeters
damaged. All further
Disruptorgun To Hit attempts
suffer a -2 modifier.

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

|6 — Engines momentarily lose
power. Reduce current Drive
value to 4 until after next game
turn.

17 — Hull breached. Reduce Talon’s

Defensive Value by 7.

|8 — Pilot dazed. Talon may not

move or discharge any weapon
until after the next game turn.

9 — Pilot killed. Talon may perform
no further actions. Defensive
Value drops to 5.

10 — Reactor hit. Talon explodes
into a ball of molten slag.

. |1 DISRUPTORGUN SPECS |

|

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

Medium Range: 2 hexes.

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

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

B PULSE LASER SPECS =

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

GL:F 1URN RECORD THA Fn - Long Range: 10 hexes (-1 To Hit).
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¥ Pilot or Gunner®
2 Blatguns (F)

To Hit: 2D6+/ 1 +1
Damage: High+2

I Pilot or Gunner®
2 Blatguns (F)

To Hit: 2D6+ +1
Damage: High+2

TEAL HAWK

Decoys: O O
P-D: 1-3[2]
Dmg Con: 1-3

Decoys: O O

ol TEAL HAWK

1.0.1IH

DAMAGE TRACK

: 22
: 22

BPV
BPV

(1]e3]alslef7]e]o]wl11]12]13]4al15]16]17]

o SO
PILOT
Plt:

Gnr:

P-D: 1-3[2] (A)  Tight Turn Cost:

BN CRITICAL HITS HEE

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Blatgun Targeters damaged \
Blatguns may not be fired until'
after the next game turn.

3 — Maneuver Thrusters __m___namn.ﬂ
All turns, including Tight Turns,
cost one extra movement point
to perform.

| 4 — Hull compromised. Reduce

Defensive Value by 4.

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

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

7 — Engines sputter. Teal Hawk
may only use 4 movement
points next game turn. Reduce
Defensive Value by 6 due to
additional damage.

| 8 — Pilot dazed. Teal Hawk may

not move until after the next
game turn. Only the gunner
may fire the Blatguns while the
pilot is dazed.

1 9 — Crew killed. Teal Hawk may

perform no further actions.
10 — Reactor hit. Teal Hawk
explodes and is destroyed.

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

Special Note: The Teal Hawk’s
Blatgun weapon system may be
fired by either the Pilot or the
Gunner, and the firer may change
from turn to turn. Use the appro-
priate ADB.
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PR ilcl PREGNEE
Missile Launcher (F)
Lock-on <

Q O O O

IR Crew EEE
PILOT

Plt:

Gnr:

Decoys: O O
P-D: 14[4]
Dmg Con: 1-7

Drive: [8]

(A)  Tight Turn Cost:

e Gunner TEENERN
4 Pulse Lasers (360°)
To Hit: 2D8+" ' +3
Damage: Low+3

kd
=
-
=
L
n
S
S
o'
L
n
1

.08  SHRYAK SHUTTLE

DAMAGE TRACK

(2]
D[]
] [Ed

24

BPV: 24
BPV

RD 1

23]

Decoys: O O
P-D: 1-4[4]
Dmg Con: 1-7

R )0, SR
Missile Launcher (F)
Lock-on <

Q O QO O

N Crew HER
PILOT

Plt:
Gnr:

GUNNER

Drive: [8 ]

(A)  Tight Turn Cost:

RS Gunner SN
4 Pulse Lasers (360°)
To Hit: 2D8+" ' +3
Damage: Low+3

DAMAGE TRACK

(2]
D[]

Ql+] [=]®

(13 [ 15 ] 6] 17 10] 19 0]

BN CRITICAL HITS IR

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Pulse Laser Targeters
damaged. Pulse Lasers may
not be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Missile malfunction. Missile
Launcher loses 1D4 of its
remaining missiles.

5 — Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.

6 — Gunner killed. Shryak Shuttle
loses the use of its Pulse
Lasers.

' | 7— Engines sputter. Shryak

Shuttle may only use 2
movement points next game
turn. Reduce Defensive Value
by 4 due to additional damage.

| 8 — Armor Plate compromised.

Reduce Damage Reduction to 0.

., 9 — Pilot dazed. Craft may not

move and Missile Launcher may
not be fired until after the next
game turn. The gunner may fire
the Pulse Lasers while the pilot
is dazed.

| 10 — Reactor hit. Shryak Shuttle

suffers cataclysmic destruction.

Il PULSE LASER SPECS H
| Short Range: 1-3 hexes (+1 To Hit).
| Medium Range: 4-9 hexes.

Long Range:

10 hexes (-1 To Hit).

|
i

l



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

EREEE Do s
1 Meld Laser (F)
To Hit: 2D8+

Damage: Medium

EGunner AR
Missile

SN Gunner A EER

1 Bulse Laser (F)

To Hit: 2D8+
Damage: Low

FRONT DAMAGE TRACK

NN Gunner B NN
1 Pulse Laser
To Hit: 2D8+
Damage: Low
(FAL)(RAL)A)

&

[]

Pad

LEFT SIDE
DAMAGE TRACK

-

N Crew EEN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

S Gunner C N
1 Pulse Laser
To Hit: 2D8+7 -
Damage: Low
(FAR)(RAR)(A)

RIGHT SIDE

®

DAMAGE TRACK

(F)

EGunner Bl

Launcher
(360°)

Lock-on <

Q Q0

Defensive Value 8

Drive: [11]

[]

[]

BEGunner CH

Launcher

(360°)
Lock-on <

QOO

Tight Turn Cost:

©

(A)

REAR DAMAGE TRACK

- FRONT
CRITICAL HITS

— Shields damaged. Reduce
Defensive Value by 1.

— Meld Laser Targeters damaged.
Weapon may not fire until after
next game turn.

— Missile Launcher A malfunc-
tions. Lose 1D10 missiles from
Missile Launcher A.

— Gunner Akilled. Lose use of
Gunner A’s weapons.

— Pilot killed. Epping may not
move nor fire Meld Laser.
Defensive Value drops to 5.

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

- LEFT SIDE

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher B damaged.
Weapon may not fire until after
next game turn.

3 — Missile Launcher B malfunc-
tions. Lose 1D10 missiles from
Missile Launcher B.

4 — Gunner B killed. Lose use of
Gunner B’s weapons.

5 — Engine sputters. Epping only
has a maximum of 2 movement
points available next game turn.

6 — Structural Damage. Take 10
more hits on this Damage Track
and 8 more on the Right Side
Damage Track.

- RIGHT SIDE

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher C damaged.
Weapon may not fire until after
next game turn.

3 — Missile Launcher C malfunc-
tions. Lose 1D10 missiles from
Missile Launcher C.

4 — Gunner C killed. Lose use of
Gunner C’s weapons.

5 — Engine sputters. Epping only
has a maximum of 2 movement
points available next game turn.

6 — Structural Damage. Take 10
more hits on this Damage Track
and 8 more on the Left Side
Damage Track.

- REAR
CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

3 — Electronic Warfare knocked out.
Epping may no longer jam torps.
Reduce Defensive Value by 2.

4 — Pilot dazed. Epping may not
move nor fire Meld Laser until
after next game turn.

5 — Structural Collapse. Gunboat is
destroyed as the hull ruptures.

6 — Reactor Hit. Epping disappears
in an expanding ball of hot
gasses.




SALAMANDER

: 30

BPV

b Rifia N Crew HER
1 Impulsegun (F) PILOT

To Hit: 2D8+/1 Plt:
Damage: High Gar:

Drive: [16]

(A)  Tight Turn Cost:

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

N Gunner EEEE
1 BPulse Laser (360°)
To Hit: 2D8+
Damage: Low

TR G unner S
2 Splatterguns
(RAL) (A) (RAR)

To Hit: 2D6+/71+1
Damage: Medium+2

DAMAGE TRACK

SALAMANDER

30

BPV

e

VESREE Do MR
1 Impulsegun (F) PILOT
To Hit: 2D8+/: 1 Plt:
Damage: High Gnr:

N Crew NN

GUNNER

Drive: [16]

(A} Tight Turn Cost:

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

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

BN Gunner B
2 Splatterguns
(RAL) (A) (RAR)

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

DAMAGE TRACK

(13 ][ 15 [ 10 17] 0] 19| 20

SN CRITICAL HITS Hns

1 — Shields damaged. Reduce
Defensive Value by 2.

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

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point!
to perform.

4 — Hull buckles. Reduce
Defensive Value by 4. Also,
lose one torpedo of the pilot
choice.

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

6 — Gunner killed. Salamander
may no longer use the Pulse
Laser or Splatterguns.

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

8 — Pilot dazed. Salamander may
not move or fire the Im-
pulsegun until after the next
game turn. The gunner may
still fire while the pilot is dazed.

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

10 — Reactor hit. Starcraft
explodes and passes into
oblivion.

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

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

B SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

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

B PULSE LASER SPECSH
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.

Long Range: 10 hexes (-1 To Hit).

S




"(MH 01 1-) saxay | :abuey buoy |8

'soxay p-p :abuey wnipap!

(MH 01 |+) sexay ¢-| :abuey poyg

N SJ3dS H3ASY1 ASTINd =

‘715 9q 1SnW anjeA aAl(
s Jablie] :uonauysay paadsg jabiej

‘(MH o1 |-) sexay 91-¢| :abuey Buo |
‘saxay g -6 :abuey wnipa |

"(MH 0 |+) sexay g-G :abuey poys:
N SJ3dS 11080.1.0Hd =

‘[e1aW deios $Sa|asn o syunyo
ojul dn syealq ei199|3 aoue]

*asde|joa eamanyys anissely — o |

‘wny
aweh 1xau Jaye [iun Jase] as|nd
10 10198(0.14 S 10]1d 841} 10 8AOW
10U AeW ®I109|7 “pazep 10jid — 6
‘uiny aweb
1XaU Jaye |1ijun Jayaune a|IssI
10 10108l014 S Jauuny aliy

10U Aeuwi BJ}03|7 “pazep Jauung — g ;

"uin} aweb Jxau Jaye [1un g 0}
paonpal Si anjeA aAlI( S,J199(3
*Ajuejuawouw saynds sauibuy — /
‘¢ Aq anje) anisuaye( 8onpay
'$}/040101d g $850] 1039801

s.4auung “sapjang jiny by — g

‘e Aq

an[e/\ anIsuajaq 8anpay ‘sdio}

wel 196uo| ou Aew ©J198|3 N0
pajaouy alepep 2:u0193|3 — g

‘¢ Aq anje)\ anIsuaja( aanpay

'$1/0q030.d g S850| J0193l0.d

SJ10Jid "s8|jang |INH Y871 — v |

‘waopad
0} Julod JUBLWBAOW BIIXD | 1S0D
‘suing b1y Buipniour ‘suiny |y

‘pabewep siajsniy) 1aanauep — ¢ |

"ulny aweh
1XaU 8y} Jaye |un payoune)
8q Aew sdioy o -pabewep

13uueag bunabie) dio] —z |

"1 AQ anjep aAISuaa(]
aonpay "pabewep spjaiys — |

B SL1IH TvIILIdD

Jayoune a[issIAl
E=E \J JoUuUNs) mmm

G- :uoj bwg
[elv-L :a-d
O O :shooag

mo1 :abeweq
+8d¢c ‘¥H oL
(4) yeseq asind L
(i 10 )

V HINNND

Jug

- d
107d
9.0

—ug)

OO0O0O0
w_\mE\O_\m _NmmEmD
+902 “¥H oL
(4) 4o393lo.d 3j0qozoad L
N "

OO00O0O
9'/8°'w/0L s :abeweq
+902 “¥H oL
(4) Jo303loud 3j0q030.4d L
0T G

vdlid3a13 30NV

O [e]

m| o

2] 3

AJvdl 39VINVA

O000O0O0O
000000
000000
> U000
(.09E)
Jayoune ajissil
= {7 JaUuUNg) mm

G- :uog bwg
[eltrL :a-d
O O :shooaqg

mon :abeweq
+80¢ ‘¥H oL
(4) waseq asind L
Ry 10| MR

T laug
v 43INNND

:Jug
- ad

10Td
- M2JD)

O0O0O0
g'1/8°'w/QL s :abeweq
+90dc ‘¥H oL
(4) 4o30aloud 3j0qo30.d L
MR i RN

O00O0O
9'1/8°'w/QL s :ebeweq
+902 “¥H oL
() Jo30aload 3j0qo304d L
W—\/ 19U UNC) m——

A TREREERIA




2 Blatguns (F) PILOT '1 — Shields damaged. Reduce '

To Hit: 2D6+"+10 | pjt: Defensive Value by 1.

Damage: High+2 Gnr: 2 — Torp Targeting Scanner

; damaged. No torpedoes may

GUNNER be fired until after the next
game turn.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Hull breached. Reduce
Defensive Value by 3. Also,
lose two torpedoes of the
pilot’s choice.

5 — Electronic Warfare knocked
out. Sorensen Il may no
longer jam torps. Reduce
Defensive Value by 2.

6 — Gunner killed. Sorensen Il|
may no longer use the Pulse

UOOO<MH O ERERSE Gunner SERERES UmDO<m“ O RS (Sunner DEEEES Laser.

P-D: — 1 Pulse Laser P-D: — 1 Pulse Laser | | 7— Engines sputter. Sorensen IlI

Dmg Con: 1-3 Dmg Con: 1-3 (RQAL) (A) (RGR) may only use 2 movement

To Hit: 2D8+/ points next game turn. Reduce

Damage: Low Defensive Value by 3 due to
additional damage.
DAMAGE TRACK DAMAGE TRACK 8 — Pilot dazed. Sorensen Il may
not move or fire the Blatguns

Amv * @ m Amv * _m_ until after the next game turn.
A_v _m E &v The gunner may still fire while

a (5]

the pilot is dazed.
_M_ i _M_ | 9 — Crew killed. Vessel may

perform no further actions.
VA 10 — Reactor hit. Sorensen Il|

. bursts into an array of dust and
space junk.

B BLATGUN SPECS s

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

Medium Range: 5-10 hexes.

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

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

GAME Tupn BEcORD TAAcK - e o W PULSE LASER SPECSH
WAWIE 1 URN HELURD §HAGR Short Range: 1-3 hexes (+1 To Hit).

A 0 ) A BTN
T : e T Long Range: 10 hexes (-1 To Hit).

PSR |0 RS B Crew BN
2 Blatguns (F) PILOT

To Hit: 2D6+/15+1 Plt:
Damage: High+2 Gnr:

SORENSON Il
SORENSON Il

0.IR

34
34

BPV
BPV

X
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DEATH WIND

Decoys: O O
P-D: 1-4[2]

Dmg Con: 1-5

o RG]
1 lon Ram (F)

| PILOT

To Hit: 2D8+ |PIt:

W
|| GUNNER

(R Do RS
1 Minigun (F)
To Hit: 2D6+
Damage: Low

Q0000000

(A)  Tight Turn Cost:

RS (5 un ner IR
2 Splatterguns
(RAL) (A) (RGR)

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

DAMAGE TRACK

36

t [D]% [4]
®

BPV

[12]
* [ =]
[ell=]\=]j(]

Wn,yw

Damage: All 7 Gnr:

:<<:m:m<2 two of the Attack Dice roll doubles, multiply base damage by m._

GAME TuRN RECORD TRACK

DEATH WIND

: 36

BPV

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

/e Crew HEE
PILOT
Plt:

R )0 MR

1 lon Ram (F)
To Hit: 2D8+
Damage: All

|| GUNNER

CresEEgs [B]l0 M
1 Minigun (F)

To Hit: 2D6+
Damage: Low

Q00OOQ0O0OQ

Drive: [14]

(A)  Tight Turn Cost:

R (5 o r
2 Splatterguns
(RAL) (A) (RGAR)

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

DAMAGE TRACK

t |®[* |14
&

2]
* [Dlle]
5]

10]
t Ba

5]

1 2 3

a4

5 6 7 | 8 9 | 10

11

12

13|14 | 15

16 |17 |1 18 | 19 | 20

© 1990 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use

I CRITICAL HITS NN

[1 — Shields damaged. Reduce

| Defensive Value by 2.

2 — lon Ram Targeting malfunction.

Modify lon Ram To Hit attempts |,

by -2. ,,

'3 — Maneuver Thrusters damaged.

All turns, including Tight Turns,

cost one extra movement point to:

perform.

14 — Hull buckles. Reduce Defensive
Value by 3. ,,

5 — Electronic Warfare knocked out.
Death Wind may no longer jam
torps. Reduce Defensive Value by 3.

16 — Gunner killed. Death Wind may |
no longer use Splatterguns.

7 — Engine sputters. Death Wind
may only use 4 movement points |
next game turn. Reduce ”
Defensive Value by 4 due to other
damage.

8 — Controls lock-up. Death Wind
may not move nor fire until after
next game turn. Reduce Defensive
Value to 5 during this period.

9 — Pilot killed. Death Wind may not
move, nor may the pilot’s
weapons fire. Defensive Value
drops to 5. Gunner may still fire
Splatterguns and torps.

10 — Reactor detonates. Death Wind
is no more.

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

Long Range: 6-12 hexes (-1 To Hit).
H SPLATTERGUN SPECSH
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).
s ION RAM SPECS
Short Range: 1-5 hexes (+1 To Hit).
Medium Range: 6-13 hexes.

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

{Target Speed Restriction: Target’s
Drive value must be <15.
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TR iior s
1 Plazgun (F)
To Hit: 2D6+
% Damage: All ¥

7|._.u<lﬁ

TR Dl FEReaRELRE GCZZm_u;
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: s.10/m.8/1.6
Q Q

Drive: (12

Decoys: OO OO (A)  Tight Turn Cost:
P-D: — A G er W

Drwg Gon: 1-6 1 Splattergun
(RAL) (A) (RQR)
To Hit: 2D6+
Damage: Medium

1 Plazgun (F) || PILOT
To Hit: 2D6+ | Plt:

Damage: All ¥ Gnr:

. GUNNER
1 Protobolt Projector (F)

To Hit: 2D6+
Damage: s.10/m.8/1.6
Q Q

Decoys: OO OO (A)  Tight Turn Cost:
pD: — e W

EEEERE (5 oner Ve R Gunner TEPEEEN
Missile Launcher (360°) Missile Launcher (360°)
Lock-on < Lock-on <
QO O O O O Q O Q
Q O O O O Q O O

Drag Con: 1-6 1 Splattergun
(RAL) (A) (RGR)
To Hit: 2D6+
Damage: Medium

@

R Cunner S AR (Junner
Missile Launcher (360°) Missile Launcher (360°)
Lock-on < Lock-on <
QO O O O O QO O O O O
Q O O O O Q O O O O

DAMAGE TRACK

&

mEmCrew |

N CRITICAL HITS IR

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Protobolt misfire. Mark off one
remaining Protobolt.

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point to
perform. Reduce Defensive
Value by 2.

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

|5 — Electronic Warfare knocked out.

Glaive may no longer jam torps.
Reduce Defensive Value by 2.

6 — Plazgun Targeter damaged. Mod-
ify Plazgun To Hit attempts by -2.

7 — Major Structural Damage in-
flicted. Mark off 2D10 more hits
of damage. |

8 — Controls lock-up. Glaive may not
move nor fire cannon and
projector weapons until after next
game turn. Reduce Defensive
Value to 5 during this period.

9 — Crew killed. Glaive may perform
no actions. Reduce Defensive
Value to 5.

10 — Catastrophic Structural Col-
lapse. Glaive breaks up into
several useless pieces.

N PLAZGUN SPECS mmm
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.

Long Range: 5-10 hexes (-1 To Hit).
B SPLATTERGUN SPECSH

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

Long Range: 7-10 hexes (-1 To Hit). ,
I PROTOBOLT SPECS ==
Short Range: 5-8 hexes (+1 To Hit).
Medium Range: 9-12 hexes.

Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

Y If the Attack Dice roll triples, the weapon mount overloads and is destroyed.
The target is not affected.
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PHARSII i

R T R
1 Turbo Laser (F)

To Hit: 2D8+20¢
Damage: High

M Gunner AR
Missile
Launcher
(FQL) (F) (FQR)
Lock-on < ___

Q Q0

NN Gunner A EEEN
4 Splatterguns (F)

To Hit: 2D6+ +3
Damage: Medium+6

N Crew NN
PILOT

Pit:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:

Decoys: OO O
P-D: 1-6[2]
Dmg Con: 1-5

'PHARSII I

(A)  Tight Turn Cost:

N Gunner B

4 Splatterguns (A)
To Hit: 2D6+ +3
Damage: Medium+6

DAMAGE TRACK

&>

S 2]

- |

BPV

FSSUGE O DEE
1 Turbo Laser (F)

To Hit: 2D8+
Damage: High

M Gunner AR
Missile
Launcher
(FAL) (F) (FAR)
Lock-on < ___

EEE Gunner A EEEE
4 Splatterguns (F)
To Hit: 2D6+ +3
Damage: Medium+6

N Crew I
PILOT

Plt:

Gnr:
GUNNER A
Gnr:

GUNNER B

Gnr:

Decoys: OO O
P-D: 1-6[2]
Dmg Con: 1-5

(A)  Tight Turn Cost:

NN Gunner B S

4 Splatterguns (A)
To Hit: 2D6+ +3
Damage: Medium+6

DAMAGE TRACK

@

& 2

NN CRITICAL HITS IR

1 — Shields damaged. Reduce
Defensive Value by 1.

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

3 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

4 — Missile Launcher damaged.
Lose 1D10 of remaining
missiles.

5 — Electronic Warfare knocked
out. Pharsii Il may no longer
jam torps. Reduce Defensive
Value by 3.

6 — Gunner A dazed. Gunner A
may not fire his weapons until
after the next game turn.

7 — Gunner B dazed. Gunner B
may not fire his weapons until
after the next game turn.

8 — Turbo Laser performance
impeded. Reduce Damage
rating to Medium.

9 — Pilot dazed. Pharsii Il may not
move or fire the Turbo Laser
until after the next game turn.
The gunners may still fire while
the pilot is dazed.

10 — Reactor hit. With a blinding
flash, the Pharsii Il is de-
stroyed.

| HTURBO LASER SPECSH

Short Range: 1-9 hexes (+1 To Hit).
Medium Range: 10-25 hexes.
Long Range: 26-30 hexes (-1To Hit).

| Target Speed Restriction: Target's

Drive value must be <8.

| H SPLATTERGUN SPECSH
| Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).
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STAR RAVEN

To Hit:

f oo R
1 Disintegrator (F)

Damage: High §

2D8+

EEEES Gunner A RSN
2 Meld Lasers (F)
To Hit: 2D8+ +1

Damage: Medium+1

FRONT DAMAGE TRACK

ENESS Gunner B IS
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1

@

4

BN Gunner A FEEEN
4 Pulse Lasers (F)(FOL)

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

LEFT SIDE
DAMAGE TRACK

5 4
=
EB

|| GUNNER A
Gnr:
“ GUNNER B
[|Gnr:
GUNNER C
| Gnr:
| SR H

===

EEENS Gunner B IR
4 Pulse Lasers (F)(FQR
To Hit: 2D8+ +3
Damage: Low+3

RIGHT SIDE
DAMAGE TRACK

~ @ > @ O
* [1] *
. t w t w
& * w * w
- X t X t
X
Decoys: OO O O
P-D: 1-7[4] 1
Dmg Con: 1-7 / (R) .
3 Pulse Lasers
(RAL)(R)(RAR)
To Hit: 2D8+ +2
Damage: Low+2
(4]
Te) REAR DAMAGE TRACK
3 - S | BT [E*[E wl 1 [ ]
2 X G e Wi O EwWEE X
- FRONT LEFT SIDE RIGHT SIDE REAR 4
CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Disintegrator loses power.
Weapon may not fire until after
next turn.

3 — Torps jettison. All remaining
torps are lost.

4 — Heavy structural damage. Take
three hits on each Damage
Track.

5 — Pilot dazed. Raven may not
move nor fire Disintegrator until
after next game turn.

6 — Pilot killed. Raven may no
longer move or fire Disintegra-
tor. Defensive Value drops to 5.

- CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Gunner A’s Pulse Lasers
damaged. Weapon system
suffers -2 To Hit.

3 — Gunner A’s Meld Lasers
damaged. Weapon system
suffers -3 To Hit.

4 — Gunner A killed. His weapons
may not be fired.

5 — Structural damage. Take 5 hits
on this damage track and 2 on
the Right Side track.

6 — Electronic Warfare knocked
out. Raven may no longer jam
torps. Reduce Defensive Value

by 2.

1990 by Iron Crown Enterprises, Inc. Permissibn gﬁantad to pbomc oy fe

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Gunner B’s Pulse Lasers
damaged. Weapon system
suffers -2 To Hit.

3 — Gunner B’s Meld Lasers
damaged. Weapon system
suffers -3 To Hit.

4 — Gunner B killed. His weapons
may not be fired.

5 — Structural damage. Take 5 hits
on this damage track and 2 on
the Left Side track.

6 — Electronic Warfare knocked
out. Raven may no longer jam
torps. Reduce Defensive Value
by 2.

- CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Maneuver Thrusters hit. All
turns, including tight turns, cost
1 extra movement point to
perform.

3 — Gunner C’s Pulse Lasers
damaged. Weapon system
suffers -1 To Hit.

4 — Gunner C killed. His weapons
may not be fired.

5 — Rear bulkhead collapse. Take
10 more hits on this Damage
Track.

6 — Reactor detonates. Star Raven
is completely destroyed.




“’- TPV

Mk.10
Torps

Q
Q

Decoys: OO O O
P-D: 1-6[6]
Dmg Con: 1-8

R Cpn . SR
1 Railrepeator (F)
To Hit: 2D6+

Damage: High t
PrOHEEC)

BN Gunner A EEEEEN
1 Heavy Plazgun (360°)
To Hit: 2D6+
Damage: Alix2 ¥

FRONT DAMAGE TRACK

BN Crevy B
PILOT

\Plt:
Gnr:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

@ *

GUNNER D

W

(Gnr:

J

EEEEE Gunner B SRS

2 Pulse Lasers
(FQL) (A
To Hit: 2D8+ +1
Damage: Low +1

LEFT SIDE
DAMAGE TRACK

&
X

NS Gunner C s

@

(3]

&

EGunner BE

Missile
Launcher

®

(FQL)(RAL)

Lock-on < __

Defensive Value

Drive:

2 Pulse Lasers
(F) (FGR)
To Hit: 2D8+
Damage: Low+1

+1

RIGHT SIDE
DAMAGE TRACK

&

EGunner CH

®

Missile

Launcher
(FAR)(RAR)

Lock-on < __

000

200
000

Tight Turn Cost:

(R)

S Gunner D Smsm

2 Pulse Lasers (A)
To Hit: 2D8+

Damage: Low+1

+1

REAR DAMAGE TRACK

* []

& *

w

Pad

- FRONT
CRITICAL HITS

1— Shields damaged. Reduce
Defensive Value by 1.

- 12 — Railrepeator jams. Weapon may

not fire until after next game turn.

3 — Plazgun power loss. No firing until
after 2 game turns have passed.

4 — Gunner A killed. The Heavy
Plazgun may not be fired.

5 — Pilot dazed. Drakar may not
move nor fire Railrepeator until
after next game turn.

6 — Cockpit Controls smashed.
Drakar may not move and
Defensive Value drops to 5.

- LEFT SIDE
CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher B jams.
Weapon may not fire until after
next game turn.

3 — Pulse Laser B damaged.
Weapon suffers a -2 on To Hit.

4 — Gunner B killed. Lose use of
Gunner B’s weapons.

5 — Structural Damage. Take 5
more hits on this Damage Track.

6 — Electronic Warfare knocked out.
Drakar may no longer jam torps.
Reduce Defensive Value by 2.

- RIGHT SIDE

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher C jams.
Weapon may not fire until after
next game turn.

3 — Pulse Laser C damaged.
Weapon suffers a -2 on To Hit.

4 — Gunner C killed. Lose use of
Gunner C’s weapons.

5 — Structural Damage. Take 5
more hits on this Damage Track.

6 — Electronic Warfare knocked out.
Drakar may no longer jam torps.
Reduce Defensive Value by 2.

1990 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use

- REAR
CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Maneuver Thrusters damaged.
All turns cost one extra
movement point to perform.

3 — Heavy Plazgun power loss.
Weapon may not fire until after 3
complete game turns have passed. [l

4 — Gunner D killed. Lose use of '
Gunner D’s Pulse Lasers. .

5 — Heavy Structural Damage. Take
15 more hits on rear; 5 hits to ,
Left and Right Damage Tracks.

6 — Reactor Detonates. History.



= TPV =

Mk. 50 Mk. 10
Torps Torps
o |90
o |00
o | |00
o |00
Q 00O

RS Dijot EEEES
4 Blatguns (F)
To Hit: 2D6+ +3
Damage: High+6

Pilot
Missile Launcher (F)
~ Lock-on <
0000000000
QOO

N Gunner A TSN
1 Plazgun (360°)
To Hit: 2D6+

Damage: All ¥

N Gunner B S
1 Plazgun (360°)
To Hit: 2D6+

Damage: All ¥

FRONT DAMAGE TRACK

';-Creﬂ;j
| PILOT
Plt:
Gnr:

i
GUNNERA |
Gnr: I
GUNNER B
Gnr: }
GUNNERC |

O

Gnr:

W

@

GUNNER D

@

Gnr:

BETAFORTRESS

4 Splatterguns
(FQL)(RAL)
To Hit: 2D6+

RS Gunner C SR

+3
Damage: Medium+6

N Gunner D [EEms

4 Splatterguns
(FAR)(RARY)

Pad

LEFT SIDE

DAMAGE TRACK

HEGunner CH

Missile
Launcher

(FAL)(RAL)(R)

To Hit: 2D6+ +3
Damage: Medium+6

RIGHT SIDE

DAMAGE TRACK

EGunner DR

Missile
Launcher

(FAQR)(RAR)(R)
Lock-on

Decoys: O O O

)OO
P-D: 1-7[6]

Dmg Con: 1-8

75

REAR DAMAGE TRACK

Drive:

Tight Turn Cost:

@

*

BPV

- FRONT

CRITICAL HITS

1 — The Armor is too tough! No
extra damage.

2 — Plazgun A loses power.
Weapon may not fire until after
next turn.

3 — Plazgun B loses power.
Weapon may not fire until after
next turn.

4 — Pilot’s Missile Launcher
malfunctions. Lose 1D10 of
remaining missiles.

5 — Blatguns damaged. Penalize To
Hit attempts by -2 and reduce
Damage rating to High+2.

6 — Pilot dazed. Betafort may not
move nor fire Pilot’s weapons
until after next game turn.

© 1980 by Iron Crown Enterprises, Inc. Permission granted to photocopy for persdnet use

- LEFT SIDE

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher C malfunc-
tion. Lose 1D10 of remaining
missiles.

3 — Torp Targeter damaged. No
torps may be fired until after
next game turn.

4 — Minor structural damage. Take
3 more hits on this Damage
Track.

5 — Major structural damage. Take
5 more hits on Left and Right
Damage Tracks.

6 — Electronic Warfare knocked
out. Betafort may no longer jam
torps. Reduce Defensive Value

by 2.

- RIGHT SIDE

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Missile Launcher D malfunc-
tion. Lose 1D10 of remaining
missiles.

3 — Torp Targeter damaged. No
torps may be fired until after
next game turn.

4 — Minor structural damage. Take
3 more hits on this Damage
Track.

5 — Major structural damage. Take
5 more hits on Right and Left
Damage Tracks.

6 — Electronic Warfare knocked
out. Betafort may no longer jam
torps. Reduce Defensive Value

by 2.

- REAR

CRITICAL HITS

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Maneuver Thrusters hit. All
turns, including tight turns, cost
1 extra movement point to
perform.

3 — Energy Cannon power distribu-
tion interrupted. No cannon
weapon systems may be fired
until after next turn.

4 — One random Gunner killed. His
weapons may not be fired.

5 — Rear bulkhead collapse. Take
8 more hits on this Damage
Track.

6 — Reactor detonates. The mighty
Betafort passes into the void.




PILOT

GUNNER A
Gnr:

GUNNER B
Gnr: __

GUNNER C
Gnr:

Drive: [ |

(A)

‘== Crew

Pit:

Tight Turn Cost:

DAMAGE TRACK

R Crew HEN
PILOT
Plt:

Gnr:

GUNNER A
Gnr: _

GUNNER B
Gnr:

GUNNER C

(A)

£ f
Tight Turn Cost:

-~

DAMAGE TRACK

SN CRITICAL HITS M

1 — Shields damaged. Reduce
Defensive Value by 2.

2 — Evade Thrusters hit. Reduce!
Defensive Value by 4.

,. 3 — Major Structural Damage

inflicted. Vessel takes 1D6
more hits.

w 4 — Weapon Malfunction. One

random weapon system may
not be fired until after the next
game turn.

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

| 6 — Engines sputter. Reduce Drive|

value to 2 for the next ,,
Movement Phase, then return

ﬁ
to normal Drive value. ,

7— Torps jettison. Remove 1D4 of|
remaining torps. !

8 — Gunner killed. One random
gunner is killed. Lose use of
his weapons.

| 9 — Pilot killed. Vessel may not

move. Defensive Value drops
to 5. Lose use of pilot’s
weapons.

10 — Reactor hit. Fighter is
utterly destroyed.
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FRONT DAMAGE TRACK

EEN Crew IR
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B
Gnr:

GUNNER C
Gnr:

Gnr:

LEFT SIDE
DAMAGE TRACK

%%

(F)

&

)

%

)

©

Defensive Value

Drive:[ |

RIGHT SIDE
DAMAGE TRACK

-t

QD
%

9,

L
S
&

Tight Turn Cost:

(R)

-l

%

REAR DAMAGE TRACK

- FRONT
s CRITICAL HITS =

— Shields damaged. -1 to DV.

— Weapon jams. One random
cannon or projector may not fire
until after next game turn.

— Electronic Warfare damaged.
Reduce Defensive Value by 2.

— Gunner killed. One random gunner
is killed. Lose use of his weapons.
Pilot killed. Vessel may not
move nor fire pilot’s weapons.

. Defensive Value drops to 5.
6 — Cockpit Controls smashed.
Vessel may not move and

Defensive Value drops to 5.

- LEFT SIDE

M= CRITICAL HITSH

1 — Shields damaged. -1to DV

2 — Missile Launcher jams. One
random launcher may not fire
until after next game turn.

3 — Weapon Targeting damaged. One
random cannon or projector system
suffers a -2 on To Hit attempts.

4 — Gunner killed. Lose use of one
gunner’s weapons.

5 — Structural Damage. Take 5 more
hits on left and right side.

6 — Electronic Warfare knocked out.
Vessel may no longer jam torps.
Reduce Defensive Value by 2.

- RIGHT SIDE
CRITICAL HITS

1 — Shields damaged. -1to DV.

2 — Missile Launcher jams. One
random launcher may not fire
until after next game turn.

3 — Weapon Targeting damaged. One
random cannon or projector system
suffers a -2 on To Hit attempts.

4 — Gunner killed. Lose use of one
gunner’'s weapons.

5 — Structural Damage. Take 5 more
hits on left and right side.

6 — Electronic Warfare knocked out.
Vessel may no longer jam torps.
Reduce Defensive Value by 2.

Ty

- CRITICAL HITS

1 — Shields damaged. -1 to DV.

2 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

3 — Electronic Warfare damaged.
Reduce Defensive Value by 2.

4 — Gunner killed. Lose use of one
gunner’s weapons.

5 — Heavy Structural Damage. Take
10 more hits on Rear and 1D10 hits
on Left & Right Damage Tracks.

6 — Reactor Detonates. Gunboat is
destroyed.




FRONT DAMAGE TRACK

GUNNER A
Gnr:
GUNNER B
Gnr:

\‘ GUNNER C
| Gnr:

GUNNER D

Gnr:

DAMAGE TRACK

LEFT SIDE

O

\/

(F)

Defensive Value

Drive:[ |

RIGHT SIDE
DAMAGE TRACK

-

@
%

.
$
&

Tight Turn Cost:

(R)

<

REAR DAMAGE TRACK

- FRONT
CRITICAL HITS

1 — Shields damaged. -1 to DV.

2 — Weapon jams. One random
cannon or projector may not fire
until after next game turn.

3 — Electronic Warfare damaged.
Reduce Defensive Value by 2.

4 — Gunner killed. One random gunner
is killed. Lose use of his weapons.

5 — Pilot killed. Vessel may not
move nor fire pilot's weapons.
Defensive Value drops to 5.

6 — Cockpit Controls smashed.
Vessel may not move and
Defensive Value drops to 5.

LEFT SIDE

CRITICAL HITS

1 — Shields damaged. -1to DV

2 — Missile Launcher jams. One
random launcher may not fire
until after next game turn.

3 — Weapon Targeting damaged. One
random cannon or projector system
suffers a -2 on To Hit attempts.

4 — Gunner killed. Lose use of one
gunner’s weapons.

5 — Structural Damage. Take 5 more
hits on left and right side.

6 — Electronic Warfare knocked out.
Vessel may no longer jam torps.
Reduce Defensive Value by 2.

: CRITICAL HITS

1 — Shields damaged. -1 to DV.

2 — Missile Launcher jams. One
random launcher may not fire
until after next game turn.

3 — Weapon Targeting damaged. One
random cannon or projector system
suffers a -2 on To Hit attempts.

4 — Gunner killed. Lose use of one
gunner’s weapons.

5 — Structural Damage. Take 5 more
hits on left and right side.

6 — Electronic Warfare knocked out.
Vessel may no longer jam torps.
Reduce Defensive Value by 2.

RIGHT SIDE

- REAR
CRITICAL HITS -

1 — Shields damaged. -1 to DV.

2 — Maneuver Thrusters damaged.
All turns, including Tight Turns,
cost one extra movement point
to perform.

3 — Electronic Warfare damaged.
Reduce Defensive Value by 2.

4 — Gunner killed. Lose use of one
gunner's weapons.

5 — Heavy Structural Damage. Take
10 more hits on Rear and 1D10 hits
on Left & Right Damage Tracks.

6 — Reactor Detonates. Gunboat is
destroyed.




135th Colosian Carrier Wing
Gale Force

197th Colosian Carrier Wing
Monsoon
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Ptolemean Homewaorld.
Wars began with invasions from Houses Colos and Dneprodzerkutsk. Now, after
nearly a year of desperate fighting, the Colosian Fleet is ready to take the capital of

House Ptolemus in one final, cataclysmic battle.
Is the fate of House Ptolemus sealed? Will it pass into the void, cast out of the

Imperium as a depleted renegade power”
Not if their last few fighter pilots have anything to say about it!

Betafortress™. *
* Revised and reissued Starcraft Displays for every fighter and gunboat which has

appeared in Silent Death and Overkill. These new updated displays incorporate
Optional Rule material, such as the number of Decoys carried and the quality of

each vessel's Point-Defense munition system.

“Let Operation Hurricane Begin!”

#
With these words, Marshal Beznikov ushered in the final Colosian assault on the

As chronicled in the first Silent Death expansion, Overkill, the dire Ptolemean

Black Guard chronicles the climactic battle which closes out Imperial Year 475
and marks a significant turning point in the Ptolemean Wars. Black Guard, designed

for use with the Silent Death ™ Metal Express ™ gamie, includes the following:

* Starcraft Displays for four new fighters anél two new gunboats: including the
Dart™, Talon™, Lance Electra™, Sentry™, Star Raven™, and the awesome

¢ Historical Summaries and Orders of Battle for four new fighter wings: Black Guard

and the Brothers Of Enmity fly for House Ptolemus, while Gale Force and Monsaoon

the crucial Hathor system.

Note: Black Guard is not a complete
game — a copy of Silent Death is

required, and a copy of Overkill, the first
Silent Death expansion, is necessary to
use Black Guard’s campaign material,
.gunboats, and some weapon systems.
* Look for these Silent Death
miniatures at better hobby and gaﬁme

stores. ;

fight for the invading Colosians.
® Four new scenarios pit Ptolemean and Colosian forces against one another deep in

* Rules Annex #2 for Silent Death provides guidelines for playing this game in 3-D,
using Point-Defense systems against Missile Salvos, and more.
* Color renderings of unit badges and more starcraft paint schemes.
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