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INTRODUCTION

Welcome to Armored Reserves. This is a vehicle compendium de-
signed to supplement Iron Crown Enterprises’ Space Master series of
games. It provides a number of vehicle designs which adventurers may
meet in their travels, use, or wish to purchase.

All information contained herein is current for the year 475 by Imperial

Reckoning {Imp.475).

Although this compendium is designed specifically for use with ICE’s
Armored Assauit board game, GMs using any SFRP system wil! find that
this book a wealth of source material which they can use in any cam-

paign.

This compendium is organized into five parts. The Introduction deals
with guidelines for the use of the information in this manual along with a
few Optional Rules for Armored Assauft. The Vehicles section contains
stats and specs for 30 new Armored Assault vehicles. These range from
simple AFVs to MIRCs 1o huge carrier vessels. The Powered Armor
section introduces 4 new sets of battle suiting, while the Aerocraft sec-
tions provides 6 various aerial menaces. Finally, the Scenario section
provides the background and set up for 10 Armored Assault games which
focus on a House Colos invasion of a House Ptolemus planet.

VEHICLE STATS

Much of the information pro-
vided for the vehicles in Armored
Reservesis in tabular form. We
would like to define what the
numbers mean to you, the player.

« The Unloaded Cost of a vehicle
represents its general market
value after taking into account
any special systems installed
and/cr standard model dis-
counts. The Unloaded Cost
includes the price of standard
programs instalied in the
vehicle's computer(s}.

» Hull mass is given in metric tons.

+ Operating Duration indicates how
many days the vehicle may
operate before a full fuel reserve
is depleted. Since all vehicle’s
use fusicn reactors and all fuel

tanks have integrated electrolysis

units, all that is needed to refuel
a vehicle is plain water.

« Microfreguency communicaticn

systems are akin to radios, while

Tight Beams use an aligned laser -

to communicate information.
The latter is much more secure.
« Several vehicles have multiple
Drive systems. This is to allow
damaged drives to be supple-
mented with secondary systems.

Also, certain motive systems are

better adapted to handle various
types of terrain.

- » Control Points are a rough indica-
tor of the complexity of a vehicle.

The higher the Control Point
value, the more complex the
machine, which causes it to
require a larger crew andg/or
computer system.

» Accomodaticn entries indicate the

number of human/humanoid
passengers can be held by the
system.

» A Passenger Capacity # indicates
the number of Infantry Teams
(5-man units) and/or Powered
Armor Troopers that can be
carried by the vehicle.

» Labaoratory entries indicate the
research bonus imparted by the
specific system. The more
complete and sophisticated the
lab, the higher the bonus.

* Workshops can be used for field
repairs of damage or malfunc-
tions to the vehicle’s systems.
Workshops can hold an ab-
stracted quantity of “parts” for
repairs requiring new parts
(indicated by a CIP entry in the
Armored Assauit repair chart).

» Security Stations are akin to
“storage lockers” for portable
military hardware which may be
carried by a vehicle's crew or
passengers.

* A vehicle's Fighter Bays, as well
as its Shuttle/Vehicle Bays are
rated in terms of the tonnage of
other constructs they may hold.
Usually any combination of
fighters or shuttles/vehicles may
be held in a bay as long as the
mass limit is not exceeded.

» A Cargo Hold is rated in terms of
the number of cubic meters of
stowed material it may carry.

« Armament listings are given for
each weapon mount. A multi-
gun mount is indicated by a
multiplier. For example, 2 x
Mk.10 Laser Cannons means
that the weapon mount is a
double barrelled Laser Cannon.
Some vehicles carry $0 many
weapon mounts that similar
ones are grouped together.



For example, 8 — 2 x Mk.30
Blast Cannons means that there
are eight separate double bar-
reltedt Blast Cannon mounts on
the vehicle. In this instance, the
“Location” entry gives a sum-
mary entry for where all the
similar mounts are located on
the vehicle,

Not all of the vehicles presented
here conform to the vehicle con-
struction giidelings provided in the
Armored Assault Assauit Book.
Some incorporate non-standard
technotogy which may cause
certain systems to occupy a
smakier volume within the vehicle
than those systems of comparable
performance. The inclusion of |
such technology in a vehicle wii
often affect its cost, as state-of-the- |
art machines wili tend to carry a 5
correspondingly higher price tag.

Poweren ARMoOR STaTS

COUNTER SHEET ABBREVIATIONS

The foliowing abbreviations
have been used on the Armored
Reserves counters:

» AERO: Aerocraft
« GRAV: Gravitic Effects Vehicle
» JUMP: Jumper Vehicle

* MIRC: Maneuver Interface
Robotic Comboid

* MULT: Multi-maotive vehicle

« POWR: Powered Armor Trooper
* TRAK: Tracked Vehicle

* WALK: Walker Vehicle

« WHEL: Wheeled Vehicle

OPTIONAL RULES

The following optional rules add
greater flexibility and scope to

- Armored Assault. By necessity,
- they also add complexity and
- difficulty. Use them at your own

- discretion.

Each Powered Armor suit de-
scribed on pages 64 and 65 is _
given its base statistics, and thena
smali chart gives the suit’s stats for
each possible manning trooper
type.

For instance, suit manned by a
Shock trooper will have a lower OB,
DB, melee value and “valug” than
the same suit manned by a Guards
trocper.

AEROCRAFT STATS

The Aerocraft presented on
pages 66 to 68 are constructed
using the system provided in the
Armored Assauit Assauit Book.
Though this system only allows for
the construction of a narrow range
of small battlefield craft, we have
attempted to provide a selection of
diverse combat machines.

1) Coaxial Weapon Mounts

A coaxial weapon mount is one
in which a smatler Firing Mecha-

- nism (FM}) shares the same Mount
- with a larger one. That is, all

- cannen in the coaxial mount are

- always pointing at the same target.
- A single gunner controls all FMs in
- the mount, but may only fire one

- canngn type per Round.

To instalt a coaxial mount on a2

vehicle use the following proce-

dure. First, the secondary
weapon’'s Weapon Category must
be smalier than that of the main
gun. Then, simply compute the
weapon size and cost normally,
assuming a Fixed Mount {Mount

smaller FM. However, when
tranferring the information from the

- Construction Worksheet to the

- Vehicle Record, give the coaxial

- weapon the same Mount as the

- larger FM, and make a note that it's
- in a ¢coaxial mount. The coaxial

- mount also shares the same HUD

- as the primary weapon, so the +5

- HUD cost represents the cost to

connect the two. On the Vehicle
Record, give the coaxial weapon
the same HUD bonus as the main
FM.
2) Not Moving to the Highest
Elevation in a Slope Hex.
It is not always tactically agvan-

- tageous to move the the highest

- elevation available in a hex. For

- example, silhouetting yourself

. against the sky as you come over a
- ridge can really shorten your day.

- Most manuals on ground tactics

- mention that hill terrain should be

: skirted, not driven over. To repre-
- sent this, use the folowing optional
© rules.

A vehicle does not necessarily

- have to move 10 the highest eleva-
- tion in a slope hex. When paying

- the plus {or minus} MPs 1o change
. glevation, the vehicle may be

- considered 1o stop at any elevation
: within that hex, at the player's

- discretion. Any LOS string must

- then be placed in the area banded

- by the countour lines of that par-

- ticular elevation in the hex the

- vehicle is in. Upon leaving the hex,
- the vehicle must again pay the plus
- (or minus) MPs to change eleva-

- tion, as well as all terrain costs to

- enter the new hex. However,

. remember this: unless otherwise

- stated, the elevation moved into is
- always considered to e the highest

Category #1), and a +5 HUD for the . in the hex unless the controlling

player states otherwise at the time
the vehicle is moving.



Imperial Motors MGT(A) 051 series J “Tarsus” = —o

Commentary ms——————————————————————————
Like most Imperiai Motors products, the Tarsus is a far-flung and enduring piece of hardware.
The manufacturer maintains production outlets on many planets in the Imperjum, as well as several
Provincial worlds. The Tarsus, though a thirty-year-old design, is stili being produced in one form

or another at ng fewer than forty ditferent factories from the Core Worldas to the Frontier. ltisa
standard heavy-duty combat transport which has seen more than its fair share of action.

Though expensive for & simple “truck”, its size, armor-nody construction and advanced control
systems allow it to endure combat field conditions longer than more conventional transport de-
signs. Its lack of environmental integrity does restrict its use to standard planetary types, but that
does not seem to have hindered its excellent procurement record: tmperial Motors has seen to that.

Usage IO

The Tarsus design is currently used, in one form or another, by military forces in the Imperium,
and the following Provincial forces: Aramag, Augustus-Hayes, Carlisie, Colos, Devon,
Dneprodzerkutsk, Harkenbuhse, Hulugu, Jade-London, Klatus, Kubischev-Lloyd, LeGrange, Lilith
Group, Logos, Moskava, Naphtali, Preus, Ptolemus, Red Star, Shantac, Siva, Six Nations, Struin,
Thaan, Titania, Tokugawa, and Vyrtza. In addition, the security forces of numerous Minor Clans use
the Tarsus as well. Surplus and scavenged equipment has found its way into the ¢lutches of innu-
merable insurgent prganizations.

Game Notes

Field conversions of the Tarsus design are commonplace, particularly those used by more irregu-
tar military and paramilitary formations. Converted Tarsus U‘éﬂ@ Hggg‘g B tted mounting a
heavy support laser in the cargo space in lieu of cargg gaﬂymg EQBQFIW %E Wgapon has a Force 2
AIMS equivalency.

Armament Mount Location HUD
None - —_ -—
Payload Pallets: None




Name: Tarsus

Huw
Mass (Category) ................. 18 (Smali)
HitH .o, Stesl
ConArmarType ... vviveninennn. 21
Armor Quality ............ocoiinennnn +0
ArmorBelt ..., +0
Concussion HitS .......oocvviieviienniees 18
PoweR
Reactor Rig............ccovneeneen. .. MK10
Operating Duration ........_......... 2 days
COMMUNICATIONS
Microfrequensy .........c..ooceeeennee Mk.5
Microfrag Capacity .............ceeeeens 5

Gtass: Light Combat Truck

Drives
Wheeied Drive Rtg ..........ccoeeee. . 10
Wheeted Movement Pis ................. 20
ConTroL
Controf Poinds ..........cooovevvieenieenns 4
Crewmembers .............ccevcvvivieienenn 2
Computer ... rereraaeaes Mk .40

Unloaded Cost: 507,300 Elmaonits

ELecTro/NEuTRIND
Seasor R ...oovivveiev it el 0
Sensor Bonus...........co v, +0
Electronic WarfareRlg .................... ]
Efectronic Wartare Bonus .............. w+0
ScreenfBtg ... 0
ScreenBonus..............ccceeeniivainnes +0
MeoicaL
DISPBASAIY .oooveee e e No
SiekBay.......coovvviiiiini e, No

b

‘l

AUXILIARY SYSTEMS
There are no Auxiliary Systems.

Loans

There are no payioad palfet Load possibil-
ites.

ACCOMMODATIONS
Rat FAcilities .............cccceseerenen. NO
Life Support ......cccccoenrveneiiiinnnn No
LABORATORIES

There are no Laboratories.

MiSCELLANEOUS
Workshop «..oooovviivn i, No
Security Station....................oen e Mo
FighterBay ........occovvivn e, No
Shuttle/Vehlcle Bay ..................... No
Hydro Streamlining ...................... NO
Rad SMeldRYty......coooeeeeece, 0
Rad Shield Bonus...........cceeevvvnenn, +0

eeeananan 7 CUMELS

1

Cargo Hold ...............



imperial Motors MGT(A) 124 series B “Allegiance” ™

Commentaty m————t—————

This 35 ton cargo transport is Imperial Motors™ heavy version of the Tarsus. The Allegiance has
substantially more cargo capacity than its smaller brother, while it is abie to maintain the same
performance characteristics. Several Imperial Motors factories produce the Allegiance, though its
rather inflexible design has hampered Empire-wide acceptance. [tis not designed as a personnel
transport, nor does it carry armaments, therefore it is relegated to groundborne convoy duty and
little else.

Nevertheless, the Allegiance sees 4 lot of action, and its sturdy construction insures lasting
performance.

tmperial Motors continuaily upgrades this enduring military transport, and many Provincial
factories incorporate their own unigue modifications.

Usage m———————————————

The Allegiance transport is currently used by civitian and military forces throughout tmperium.
The following Provingial powers also use it: Aramae, Augustus-Hayes, Carliste, Colos, Devon,
Dneprodzerkutsk, Harkenbuhse, Hulugu, Jade-London, Klatus, Kubischev-Lioyd, LeGrange, Lilith
Group, Logos, Moskava, Naphtali, Preus, Ptolemus, Red Star, Shantac, Siva, Six Nations, Struin,
Thaan, Titania, and Tokugawa. In addition, numerous Minor Clans and independent organizations
use the Allegiance as well.

Game Nofes m——————e———————————————————————————

The cargo hold can be used to transport personnet in a pinch. Consider the Allegiance to have a
Passenger Gapacity # of 4 if no other ¢cargo is carried.

Armament Mount Location
None — —

Payload Pallets: None




Name: Allegiance

Huw
Mass {Category) ..........c...... 35 (Smalf)
Hull................ Stesgl
ConArmorType .......oooiiniiinieenias 21

Armor Quality ..........ccevevvveeenennn 40
ArmorBelt ..........coooiiiere P
Concussion Hits ..........coivveeninnn. 30

Power |
ReactorRig...........cco oo eeen, Mk.10
Dperating Duration .................. 5 days

CommuNICATIONS
Microfraguenty ..........c.coeceveneen Mk.10

Microfreq Capacity ............cc...eeoll 10

Class: Heavy Combat Truck

Drives _
Wheelsd Drive Rtg ..............oeee . 10
Wheeied MovementPts ................. 20 :
ConTROL
Control Poimts ..o 5:

Crewmembers .........c.oovvivvvirnninnnnnn 2
Computar ........ooo v Mk.50

Unloaded Gost: 620,000 Elmonits

ELecTRo/NEUTRIND
s SensorRig ... 0
: SensorBORUS ... +0
. Electronic Warfare Atg .................... 0
. Electronic Warfare Bonus ............... +{

S ScreenBig ...ooeenieieeeeen

Scresn Bonts......coovvenveiiiniiinininnn. #0

Mepicat
DiSpensary ...........coccevenrcmniannnnes No
SickBay..........oco e, No

AUXILIARY SYSTEMS
There are no Auxiliary Systems.

Loans

There are no payload patlet Load possibil-
ites

ACCOMMODATIONS
Rec Facilitios .....c.oovvvvvvivrineiinnrres No
Life Support ........oovvimeiemnieireeanns No
LABORATORIES

There are no Laboratories

MisCELLANEOUS
Workshop ....coeevveevveireiiierennna. NO
Security Station ... No
FighterBay .............oooviiviiennnns No
Shuttle/Nehicle Bay ..............coeeee. No
Hydre Streamiining ...................... No
Rad Shield Big........covvevvenricenieennes ]
Rad Shietd Bonus .................coc0ees +0

Cargo Hold ....................... 45 cumels

|



Aldiss/Huxley APC 42R5 i “Guardian”

Commentary P

This anti-grav armored personnel carrier is a primary component of several Inner Provincial
maobile infantry platoons. Though the Guardian has a relatively small carrying capacity, being able
to transport no more than a mere half-squad, its excellent armor and good speed make it a favorite
of tactical unit commanders. Environmental integrity, coupled with rudimentary Electro/Neutrino
systems add to the value of this combat workhorse.

Usage e

The Guardian is manufactured by a major House Klatus defence contractor, Aldiss/Huxley. There-
fore, this APC has found its way into the service of a number of Klatian allies, including:
Dneprodzerkutsk, Hulugu, Moskava, Siva, and Six Nations.

Game NOIES m——————————————————

Because of the diversity of users, the Guardian has seen a number of retrofittings. Many of these
involve the replacement of the vehicle’s Missile Launcher with either 2 x Mk6 Lasers or a heavy
energy repeator which equates to a Force 4 AIMS.

Armament Mount Location HUD
= Mk.6 Missile Launcher {Mag 10) Fixed Forward +18
Payload Pallets: None




Name: Guardian

HuLL
Mass (Category) ................. 40 (Smait)
Holl ... Crystanium
ConArmor Type .........coooeiiiiiinnnins 24
Armor Quality .........ooeeiieeineeee, +0
ArmorBelt............. +20
Concussion Hits ........................... 48
PoweR
ReactorRtg..............c...cev . Mk.15
Operating Duratlon ................. 10 gays
COMMUNICATIONS
Micrafreguency ....................... Mk.20

Microfreq Capacity ....................... 20

Class: Armored Personnel Carrier

Daives
Gravitic Effects Drive Rig................ 10
Gravitic Etfects Movement Pts .......... 20
ContRoL
Control Points .ooeeieeieecvrecvrcnvrennnn B
Crawmembers ..........coeivevviriennens 3
Compiter ... Mk.30

Unloaded Cost: 386,675 Elmonits

ELecTrO/NEUTRING
SensorBtg ... i
Sensor BonuS ..o, +5
Electronic Warfare Rtg .................... 3
Electronic Wartare Bonus .............. +15
ScreenRig ...oooeeieee 1
ScreenBonus ... iiieiii s +5

MEeDICAL
Dispensany ..........cccooeevvveevnneennnn, No
SlekBay......civvvii No

AuxiLIARY SYSTEMS

Auxiliaty ......oceviiinnnnns Mk.5 Microfreq
Auxifiary ...o.ccoieennnn, Rtg 30 Computer
Loans
loadt.....ocviieninne 10 x Mk.6 Missiles

ACCOMMODATIONS
Seatlng...cooo v 5
Passenger Capacity #...................... 1
Rec Fagititles .............cooiiiiininen, No
LifeSupport ..o Yes
_ L ABORATORIES
| There are no Laboratories.

MiSCELLANEOUS
Workshop .........ooooviiiiiiinn, No
Security Station ... No
Fighter Bay ......... . No
Shuttie/Vehicle Bay ...................... No
Hydro Streamlining ..............c.oees No
Rad ShieldRtg..............covvvivinnnnnns 5
Rad Shield Bonus ....................... +25
CargoHold .........ooevveniienn 1 cumet



MONITOR

Imperial Science Institute MIRC-XP-8 “Monitor”

Cummenlary [ S B R R R S
Over the past 10 years, the Imperial Science Institute has produced several prototypes in its top
secret Monitor Class MIRC program. The XP-8 (eighth experimental model), was the first, tentative

production model. Only a handfull were manufactured, and those were only allocated for use by a
unit elite Imperial Marines. The tight security which has surrounded the Monitor project has been
entirely due to the incorporation of truly advanced 1Sl technelogy. The Institute’s MIRCs have
become the field testers of new power, weapon and control systems. Though used in only a few
combat actions, the production mode! Monitors have more than matched their outlandish specifica-
tions.

No intact Monitors have fallen into the hands of Provincial or insurgent organizations. They
remain the sole possession of the Emperor’s finest.

152101 © 00wttt —————

All Monitor components are manufactured solely by Imperial Science Institute labs. Final con-
struction takes place in a secret factory, and all production models are sent straight to the imperial
Marines. No other powers or organizations use the Monitor or copy-cat replicas.

GAME NOTE'S oo o m———— s ——— e —

The Monitor has performance specifications which outstrip the abilities of the Armored Assault
construction system to build. IThis is due 1o the implementation of special 1SI technology.

Armament Mount Location HUD
* 1 x Mk.10 Laser Cannon Turret Top +10
* 1 x Mk.20 Blast Cannon Fixed Forward +10
» Mk.10 Missile Launcher {(Mag 1) Turret Front Gtr Right +5
» Mk.10 Missile Launcher (Mag 1) Turret Front Qtr Right +9
» Mk.10 Missile Launcher (Mag 1) Turret Front Qtr Left +5
» Mk.10 Missile Launcher (Mag 1) Turret Front Qtr Left +2

Payload Pallets: None




Name: Monitor

HuwL
Mass (Category} ................. 50 (Smali)
Hull.....cooee e, Crystanium
ConArmorType .........vvveenvennnn, 24
Armor Quatity ......ccoieeeveeeeeeeivanee +0
ArmorBelt............co.ooc e, +2b
Concussion Hits ..........cccvivrivnvnen, 62
Power

Reactor Rig .........ccocvvinivininnnnnnn 30
Operating Duration ................. 10 days

COMMUNICATIONS
Microfrequeney .............ceeeeens Mk.20
Microtreq Capacity .............c.oeeeee. 20
TightBeam............cccocevmvenninnns MEk.1
Tighi Baam Range .....................TLS

AUXILIARY SYSTEMS
There are no Auxiliary Systems.
Loaps

Load1 ........ 4 x Mk.6 Explosive Missites

ACCOMMODATIONS
Rec Facilities ............ccoeveeenneeen . NO
Life Support oo Yes

LABORATORIES
There are no Laboratories.
IMiSCELLANEOUS

Workshop ..o No
Security Station............c.oceecvnienenn Yes
Fighter Bay .....ccooeennieiriiiciniiann, No
Shuttle/fehicle Bay .........c..cveenens No
Hydro Streamliring ...........o.oee, No
Atmospheric Streamlining ............. Yes
Rag ShiBld Rtg........covieemviinnienninnne 2
Rad Shietd BoRUS ........coocevvvvnne +10

CargoHold .................ee... . 5 CUMELS

Ciass: Maneuver interface Robotic Comboid

Drives
Walkar Drive Rig .......coovvvvveiiennen, 5
Walker MovementPts.................... 10
Gravitic Effects Drive Rtg ................. 3
Gravitic Effects Movement Pis ........... 6
Sublight Drive Big .....oevvnnevnrvennnces 3
Maneuaver ThrustPts..........oeveeen0l 3
Aerocraft BMPs ................. e
ConTRoL
Control Poitts . .....oe v 7
Crawmembers ........ccccivvvinvniinnenn 1
Computer ..........c..covvvevvneccnss Mk.50

Unloaded Cost: 3,750,000

ELecTRO/NEUTRING
Sensor At ..o 1
SensorBenus............occoeevienriennn. +5
Electronic Warfare Rtg .................... 3
Etectronic Wartare Bonus .............. +15
ScreenAtg ........cooiii i 1
Sereen BOnus.......eovveeivennvecrmernrenn #9
MeoicaL
DiSpBNSArY .........coicniivniinniinniins Yes
SickBay.............cei i, No




Trojan Systems JPA-3000 hx “Mongoose”

Commentary o R e e s S

Produced by a House Devon megacorp, the Mongoose has proved to be an invaluable patrol
drone on many Provincial worlds. Such far-flung planetary governments often find themselves
hard-pressed to maintain effective standing garrisons, so the Mongoose fills its design role admira-
bly.

The Mongoose is an example of one of the many Search & Destroy Drones (SDDs) readily avail-
able to most Provincial powers. SDDs are usually used to search out and destroy guerriltas and
underground rebel headquarter units, especially in dangerous, remote or heavily defended areas.
The Mongoaose is one of the most commonly used SDDs due to its relatively low price tag and
House Devon’s close trade ties to several other Inner Provincial territories.

1S 2 ()€ ot —————————

The Mongoose has seen distribution (by one route or another) to the following Provincial Houses:
Aramae, Augustus-Hayes, Carlisle, Darran, Devon, Harkenbuhse, Jade-London, Kashmere, Klatus,
Kubischev-Lioyd, LeGrange, Lilith Group, Logos, Naphtali, Preus, Ptolemus, Red Star, Shantac,
Struin, Thaan, Titania, Tokugawa, Vyriza, and Xapotec-Yunnan. The planets of the imperium have
their own SDD producers, and thus typically shun this Trojan Systems product.

Game Notes

In addition to the main armament turrets, the Mongoose sports an integrated Pulse Laser anti-
infantry munition system which acts as a standard Force 5 AIMS which is not loaded on a payload
pallet.

Armament Mount Location HUD
* 1 x Mk.6 Laser Cannon Turret Top +0
* 1 x Mk.6 Laser Cannon Turret Top +{
Payload Pallets: None




Name: Mongoose

HuLL
Mass (Category)................. 60 (Smalf)
Hull........coo Stesl
CoOnArMOr e ....cooeve v, 21
Armor Quality ..........coevvvivnninnen 40
ArmorBelt ... ..o +25
Concussior Hits ........................... 75
Power
ReactorBig ...........c.ocevvivniienann, 40
Operating Duration ............... 100 days
COMMUNICATIONS
Microfreguency ..........coeeveneene . MKS

Microfreg Capacity ..................c..ld

Class: Search & Destroy Drone (SDD)

DRives
Gravitic Elfects Driva Rtg................ 12
Gravitic Etfects Movement Pis .......... 22
ConTrOL
Controt PoImts .........coo v 6
Crewmembers ........co.ceeviiieiinnnnns 0
Computer..........cooeenieiincnnnens Mk.120

Unloaded Cost: 1,500,000

ELecTRo/NEUTRING
SEnsorBig ... 2
SansorBonus ..........ceeceviviiiienns +10
Electronic Wartare Rig................... 10
Electronic Warfare Bonus ..............+50
SereenRig .........ovviirini 5
ScreenBomus .........coeeieviiinieenns +25

MebicaL
Dispensary .........ccoeniiennrernineniens No
SickBay.........occiiniee e No

AUXILIARY SYSTEMS

Auxiliary ............... Rtg 2 Gravitic Drive
Auxitiary ..........oos Rtg 120 Computer
Loaps

There are no paylead pallet Load possibil-
ites.

AccOMMODATIONS
Rec Fagilities .vveeveerneenneenrrernennnes No
Life Support ..oceevneeniniinns ...No
LABORATORIES

There are no Laboratories.

MISCELLANEOUS
Workshop ... No
Security Station ... No
FighterBay ..........c.ocovevvciiiisniann No
Shuttie/Vehicle Bay ..........occceeeeenn. No
Hydro Streamiining ...........cccnneenee No
Rad Shlsld Rig .........ooeevueeeenenean. 10
Rad Shield Bonus ...............c.cees +50
CargoHald ...............cco e, 0 cumets

mibd



MERCURY

Stellar Tools G3A4T1{a) “Mercury”

Commentary

Stellar Tools is a machining corporation controlled by Minor Clan Coristan. As an Imperial
protectorate with favored trade status, Coristan has been able to successfully distribute products
from its budding defense industry throughout the Imperial worlds. The Mercury is one such export
which has met with a good response.

The Mercury is also used domestically by imperial garrison forces on the Coristan home worlg of
Breech. This scout AFV saw extensive action during the Replicant Rebellion of Imp.471-472, as
Breech itself experienced extensive unrest during this time.

Usage {00

Clan Coristan has shipped various versions of the Mercury vehicle to many buyers through the
Core Worlds. In addition, copies have been put into production by a handfull of Provincial produc-
ers. The following Greater Houses utilize one or more versions of the Mercury: Carlisle, Colos,
Devon, Dneprodzerkutsk, Harkenbuhse, Klatus, Kubischev-Lioyd, Naphtali, Preus, Ptolemus, Red
Star, Shantac, Siva, Titania, Tokugawa, and Vyrtza. Many other Minor Clans, particularly those
allied with Coristan in Imperial Quadrant Hydrax, use the Mercury for a variety of light duties.

GAMe NOLS  mm————————————

The Mercury is best deployed to scout out enemy positions and act as a forward artillery observa-
tion vehicle.

Armament Mount Location HUD
* 1 x Mk.10 Laser Cannon Turret Top +15

Payload Patlets: 1 x Mk. 6




Name: Mercury

HuLL

Mass (Category) ................. 85 (Smali)
Hall ......ocovenvvevnrnen.oa Hardened Steel

ConArmorType ....coceeviviiininenae. 22
Armor Quality ............ccooeo el +0
ArmorBelt.............ooooieiine +15
ConeussionHits ...............oonas 100
Power
ReactorRtg..............cooeevvnnnee Mk.40
Operating Duration ................. 10 days
COMMUNICATIONS
Microfrequency ....................... Mk.10
Microfreq Capacity ............c...c.... 10

Class: Light Scout Tank

DRives
Gravitic Effects Drive Rig................ 22
Gravitic Effects Movement Pts .......... 31
ConTaoL
Control Poinds ...........coooeee e ]
Crewmembers ..........cooevviveniennnn, 3
Gomputer ..., Mk.30

Unloaded Cost: 1,700,000 Eimonits

ELecTrO/NEUTRING
Semsor Al ..ooovvvveevee e O
SenSOr BONUS .covvvvrieeee v enrian +0
Electronic Warfare Rig .................... 8
Eiectronic Warlare Bonus .............. +40
Screen Rt ...oovviviinn e 1
Scraan Bonus..........cceeeiiiiieieens +5
MebicaL
DiSPBEASAY ...cvvvvvrieiven e No
SickBay ..o, No

AuxiLiary SYSTEMS
Auxitiary ...l Mk.1 Microfreg
Auxiliary .................. Rtg 30 Computer

Load 1 .ooevneeeneeeneennnnna T X MKB Load

AcCOMMDDATION
Rec Facilities .................. e iaarreeas No
Life Support ... Yes
LABORATORIES

There are no Laboratories.

MisCELLANEOUS
WOIKSHOP ...eeeeveeeineeiceerreenenias No
Security Station............... Yes
FighterBay .............c..cocoievimnennen, No
ShuttieVehicle Bay .............oceee. No
Hydro Streamlining ..............cocen, No
Aad Shield Big........cccconvremreenmiinnas 3
Rad Shleld Bonus ...........c.ccoeeeen 15
CargoHold ............co e 1 cumst



Lesquera Groundcraft Rak NT-4 (iii) “Najad” =@ —~—~.....

Cummenlarv e e

The Naiad is an antiquated vehicle. Designed over forty years ago, it has survived into present
day use due to its sound design principles and retiable components. Originally conceived as a
military rover, its poor speed eventually relegated it to surplus sales and light survey duty. Today,
the Naiad sees service with a number of Provincial scouting and xeng-contact task forces.

The Naiad is now often carried in the vehicle bays of larger exploration groundcratt. Unsup-
ported, it is virtually usefess. Nevertheless, Naiad crews are endeared to their vehicles, as they
have a nostalgic feel to them.

The Empire's numerous insurgent forces have found a niche for the Naiad of fate, as a paramili-
tary support vehicle. Still considered to carry adequate armor, this vehicle carries a strong retrofit-
ted electronics warfare package. The Naiad will probably continue to see service for at least the
next decade before the last few are mothballed.

Lesquera Groundcraft, though now a defunct Provincial megacorp, was a successful company in
its time. They saw to it that the Naiad was distributed far and wide through the imperial trade
networks. Today, this exploration craft can be found in innumerable military motor pools, as well
as being in the service of Frontier exploration crews.

GATNE N 0TS mmmmsssresssrsssssss— s e —

Because the Naiad’s motive system is so slow and unwieldy, # is best carried into action by
targer craft.

Armament Mount Location
* 2 x Mk.6 Laser Cannons Turret Top

Payload Pallets: 1 x Mk. 6




Name: Naiad

HutL
Mass (Categery) ............... 100 (Smail)
Hull ... Crysteet
ComArmor Type ......ocovvrriirieeniinns 23
Armor Quality ...........coovevvinen +0
ArmorBelt..............ccooieiieen. +10
Congussion Hits ............. 110
Power
Reactor Atg .............cooieiiiinins 25
Operating Duration ................. 20 days

Class: Scout Groundcraft

COMMUNICATIONS
Microfeaquency .............cccvveeens Mk.10
Microfreg Capacity ...................... 10
Tight Beam............ccoo oo veneenee Mk 1
Tight Beam Hange ..................... 1 LS

Drives
Wheeled DriveRlg ......................... 5
Wheeled Movement Pts ................. 10
ControL
Controt PointS ........oevveniiiirenienn, 5
CrewmembBrs ........ccovvvivievinieinnnns 3

[#137) 11:573 (1 U

Unloaded Cost: 1,400,000 Eimonits

ELecTRO/NEUTRIND

SensorBig .........occvvniiene, 1
SensorBonus.........o.coiiiiniinine +5
Elecironic Warfare Rig .................... 5
Electronic Warfars Bonus ..............+25
ScreenAtg ..... rreeieeneeerbeeetnaeanas 2
Scresn Bonus ..........coeeeeerieeinnnne. +10
MebicaL
Dispensary ...........oocvninemnrmnnennns Yes
SickBaY ... No

AuxiLIARY SYSTEMS
Auxitiary ......oocooen M Microfreg
Auxiliary .........cocooeveennnne Rtg 1 Sensor
AuxiHary .................. Rtg 20 Computer
Auxiliary ........oooiiiinnns Life Support

Loaps
Load1 ... 1 x Mk.6 Load

ACCOMMODATIONS
Crew Quarters................covinian Yes
Rec Facilities ........ooeeviiiniiinnne No
Lite Support ..o, Yes
LABORATORIES

There are no Laboratories.

MiSCELLANEOUS
Workshop .....coiiviiniiiiirriirenes Yes
Saecurity Station.........ccovvviniiiinns Yes
Flghter Bay .......cccveveveveeneeeneeen. NO
Shuttte/Vehicle Bay ...........cc.ccuvie No
Hydro Streamlining ..............cc.ccc. No
Rad Shietd Rlg ..............ooiiiiiiinan, 10
Rad Shieid Bonus ...........cccevmnve. +50
CargoHold ..........c.coeevienennn, 1 cumet

il



TEMPEST s

Tyndal/Cobra TC7000 ausf M “Tempest” = =i

Commentaw "~ " -}

The Tempest is a light scout MIRC produced by the House Carlisle division of the huge Tyndal/
Cobra robotics conglomerate. Siressing mobility over firepower, the Tempest carries only a modest
Laser and a single payload. Since this MIRC participates in light action, the load is usually an anti-
infantry munition system.

The Tempest would make a better scout were it not for the underpowered Sensor system. Re-
gardiess of this shortcoming, Tyndal/Cobra has been successtul in its efforts to distribute this piece
of hardware to a number of Inner Provincial houses for garrison and patrot duty.

Usage m—— e ——

The Tempest currently fills out numerous reconngissance battations and garrison units for the
following Provincial powers: Aramae, Augustus-Hayes, Carlisle, Darran, Devon, Jade-London,
Kubischev-Lioyd, Red Star, Shantac, and Struin.

In addition, a few Imperial orders have been filled, particularly for newly settled Frontier worlds.

(G312 NOT 'S swrrwursessssrsssssysssssssnessttossstsstmns

Since the Laser is mounted on the MIRC’s right arm, it is considered to be a turret mount with a
Front Quarter Right facing.

Armament Mount Location HUD
* 1 x Mk.6 Laser Cannon Turret Front Qrt Right  +10
Payload Pallets: 1 x Mk.10




Name: Tempest

HuLL
Mass {Category) ............... 100 {Smali)
Hull ..o Crystanium
ConArmorType ........coooeeivenrrenes 24
Armor Quality ... 40
ArmorBelt........cocoevvemviiereees +10
Concussion Hits ........oooeevvvvvrnnenns 110
Power
ReactorRig.................oceeencns Mk.25
Operating Duration ................. 10 days
COoMMUNICATIONS
Microfrequency -.....cocvveeeeennvenns Mi.30
Micrefreqg Capacity ...........coovenee 30
TightBeam..............ccovenieiniennns Mk.1
Tight Beam Range ..................... 1LS
AuxiLIARY SYSTEMS
Auxiliary .......co.ooeeneen, Mk.30 Microfreq
Avxillary ................... Mk.60 Computer
Loaos
Load1.....ccoveviiniinnnnee 1 x Mk.10 Load
AcCOMMODATIONS
Craw QUarters.........o.oveieeiieenienens No
Rec Facilities .............ocevveirnnane o No
Lifa Support ....coooveeie e Yes
LaBoraTORIES
There are no Laboratories.
MISCELLANEGUS

Workshop ..., No
Security Station ... Yes
FighterBay .............cociviiiiiiennn, No
Shuttle/Mehicia Bay ...........cccoceunna No
Hydro Streamlining ..................... Yes

Rad ShieldBRig ..........ovnenrrreneeen
Aad Shield Bonis
CargoHald ............covenveneen, 2 cumets

Class: Maneuver Interface Robotic Comboid Scout

Drives
Walker Drive Blg ........coooeevviniienn, 10
Walker Movement Pts.................... 20
Jumper DHve Rig...........coovvnianennen. 4
Jumper Movement Pts.....c..ccocvnnnene. 8
GraviticEMecis Rlg.............c..cooee 1
Gravitic Ef{ects Movement Pis ........... 2
ControL
Control Peints .............eevee v innnn 7
Crewmembers .........o.coeniiienieenins 1
Computsr ....c.ccvvvvvvecennennnren ... MK.BO

Unloaded Cost: 2,025,000 Eimonits

ELectro/NEUTRING
SensorBig ...oooooviiin e 1
SensorBoatS...........cevieiiieie s +5
Electronic Warfare Rig .................... 3
Electronic Warfare Bonus ..............+15
SereenRig ... 0
ScreenBomuS.......cccceiveeien s +0

MebicaL
DiSpensary ........ovcoevviirrineeeninen Yes
SickBay...........cce i No




Ehonn Star Corp AC Wzk.4277 set2 “Pacer” ™

Ct)mmenlary P S R R TR SRR R RS SR S SR S

This heavily-armored wheeled groundcar is a popular reconnaissance vehicle. With a fast drive
system and good defenses, it has been combat tested on several occasions. Ehonn Star Corpis a
House Klatus megacorp, and as such, has provided many vehicle designs for that House’s numer-
ous interprovincial conflicts. Currently, the Pacer is seeing extensive action in many of the skir-
mishes occurring in the Klatus-Naphtali conflict. Here, House Naphtali, at the bequest of agents
working for the Emperor, bas begun raiding Klatus interests. Houses Moskava & Six Nations have
come to the defense of Klatus, taking the struggle to Naphtali worlds, For the hit and run tactics
employed in this conflict, the Pacer is well adapted and has served well.

Usaﬂe L .

The Pacer is used exclusively in the armies of the following Provingcial powers: Colos,
Dneprodzerkutsk, Hulugu, Klatus, Moskava, Siva, and Six Nations. Imperial forces do not use the
Pacer, but Imperial Motors is currently working on an Armored Car design which closely resembles
this Ehonn Star Corp product.

(G105 1000000000000000000000000000000000000000000000000500000500050

The Pacer’s Laser and Missile Launcher share a coaxial targeting mechanism. Treat them as
coaxial weapons.

Armament Mount Location HUD
* 1 x Mk.15 Laser Cannon Turret Top +15
= Mk.8 Missile Launcher (Mag 6) Turret Top +15

Payload Pallets: 1 x Mk .6




Name: Pacer

Hutt
Mass (Category} ............... 110 {Smal)
Hull Crystanium
Con Armor TYpe ...cooovvniveininennan, 24
Armor Quality ... +0
ArmorBell..........coovvv i, +20
Concussion Hits ...........ccevvvennnee. 135
Power
Reactor Rig.......covevevccninicn, Mk.40
Operating Dwration ................ 10 days
COMMUNICATIONS
Microfrequency ................ovvee Mk.10

Microfreq Capacity .......ccoovevvvvirenn,

Class: Armored Car
DRives
Wheeled DriveRlg ....................... 18
Wheeled MovementPis ................. 28
ConTROL
Controd POINS .....vvveevrernvarvenrnvereeaes g
Crowmambers ......ccooevvvveevnviiennns 3
Computer ..........ccecvvcriiiniannn. Mk.30

Unioaded Cost: 1,025,000 Elmonits

ELecTRo/NEUTRING
SensorRtg ... 1
Sensor BONUS......cooiverieveriieniinirenas +5
Etectronic Warlars Blg .................... 3
Electronlc Warfarg Bonus .............. +15
SErBBNRYY ..o e 1
Sereen BoRS........coocciiinris e 4D

MepicaL
DiSPONSATY ...evvvveerneeei et e enras No
SickBay.........cooo i No

AUXILIARY SYSTEMS

Auxthary ..........coooeeee, Mk.5 Microfreq
Loaps

loadt ..ooeivnenenenns, 6 x Mic.8 Missiles

K01 RN 1 x Mk.6 Load

ACCOMMODATIONS

Craw Quarters........c.cocovvieeieeiiennns
Rec Facilitises
Lite Support ....cooiie e

LABORATORIES
There are no Laboratories.

MiSCELLANEOUS
Wearkshop ..o No
Security Station ... Yes
Fighter Bay ........ e rr e No
Shuttle/Vehicle Bay ......................No
Hydro Streamlining ...................e. No
Rad Shiald Bi.....ccovoeviieee i, 5
Rasi Shield BORuS ....ovvvevvvinrvvenenn. +25
CargoHeld ..........c..oconninn, G cumets



™ Pogrom Amalgamated GST42a (experimental) “Stinger” =™ v

commentafv e it i—

The Stinger is a limited production model of an experimental Pogrom Amalgamated design. As
such, the Stinger has seen little action, and field test reports are mixed. This curious vehicle is
intended to be a rapid-deployment warhead firing platform. It is indeed fast, but its small size
allows it to carry only a modest torp load. The main armament of a single smal! Laser is laughable
for its class of vehicle, and must be considered as a purely defensive system.

A tew of the Inner Provinces that the Stinger has been delivered to have requested more test
models, while only one, House Devon (Pogrom Amalgamated’s home ruler) has outfitted line units
with the GST 42a. '

Further refinements to the design are anticipated as the model undergoes further testing.

Usage - ______________________ - ____________________________________]

The Stinger has undergone testing in the land forces of the following Provincial powers: Carlisle,
Darran, Devon, Jade-London, Red Star, and Vyriza. The Imperium has expressed little interest in
the design.

Game NotesS me————————————————————

This armored car is specially designed for buoyancy. Half of the Wheeled MPs can be used as
surface Hydrographic MPs if the Hydrographic terrain is Calm {otherwise none may be used as
such).

Armament Mount Location HUD
=1 x Mk.6 Laser Cannon Turret Top +20
Payload Pallets: 1 x Mk.30; 3 x Mk.20; 4 x Mk.10; 1 x MK. 6




Name: Stinger

HuwL
Mass (Category) ............... 125 (Smali)
Hull ... Crystanium
Con Armor Type .........ccoccviveennnnnnns 24
Armor Quality -...........ccooeee e, +0
AmorBelt . ... +20
Concussion Hits ......................... 150
Power
ReactorRtg............................ Mk.35
Operating Duration ................. 10 days
COoMMUNICATIONS
Microfrequency ............c..c.ooee. Mk.10
Microfreq Capacity ....................... 10

Class: Light Torpedo Carrier

Drives
Wheeled Drive Rtg ..........cocvvevvvene, 20
Wheeled Movement Pts ................. 30
CoNTROL
Control Poimts ... e, 7
Crewmembers .............cooveeiiievinenn. 4
Computer .......ccvvv i, Mk.30

Unloaded Cost: 1,390,000 Elmonits

ELecTRO/NEUTRINO
SensorBig ..., 1
SansorBonus........ocoveeveeiiinies +h
Elactronic Warfare Rtg .................... 5
Electronic Warfars Bonus .............. +25
Sereen Rty .........ocoiiiiiiii, 2
ScreenBonus ......oooiiiieiinn. +10

MebicaL
Dispensary ........c..coceciecviciin s, No
SiekBay.......cocoeviiiiiiin, No

AuxiLIARY SYSTEMS

Auxiliary .................... Mk.5 Microfreq
Loaps
Load1.....coeeveeevicenans 1 x Mk.30 Load
Load2 ..........covveeees 3 x Mk.20 Loads
toad3d ........ccoeenen 4 x Mk.10 Loads
(07: ] . R 1 x Mk.6 Load

ACCOMMODATIONS

Crew Quarters........cooevvevmnvencenennss
Rec Facilities
Life Suppart ...

LABORATORIES
There are no Laboratories.

MiscELLANEOUS
Workshop ... No
Security Station.......................... Yes
FightarBay ..........ccoiriiiiinniienens No
Shuttle/Vehicie Bay ...................... No
Hydro Streamlining .................-.-.. Mo
Rad Shigld Btg.............cooieeiiirinns 8
Rad Shield Bonus ....................... +40
CargoHold.............cceneeee 0 cumets



Ackor Imperial Walker 736t “Stryder”

Commentary

The Stryder is a stock walker vehicle which outfits a number of imperial and Provincial ground
assault units. Its lack of comprehensive life support apparatus prevents its use on exotic-environ-
ment worlds, but it is versatile and rugged enough to have found many supporters.

The base design of the Stryder has been around for almost three decades and so the Walker 736f
is the latest in a long line of production models. Earlier versions sported an extra set of “legs” and
an inferior electronic warfare package.

Current satisfaction with the design insures that the Stryder will be around for years to come. 1t
has set the standard for medium waltker tank designs.

Usagﬂ L

Various models of the Stryder are used in the armed forces of the Imperium, and the following
Provincial powers; Aramae, Augustus-Hayes, Carlisle, Colos, Darran, Devon, Dneprodzerkutsk,
Harkenbuhse, Klatus, LeGrange, Lilith Group, Logos, Moskava, Naphtali, Preus, Ptolemus, Shantac,
Siva, Six Nations, Titania, Tokugawa, Vyriza, and Xapotec-Yunnan. Stryders, particularly older
models, are used by several paramilitary organizations.

GAMO N OTL'S et ——

The Stryder often loads an anti-infantry munition system on the Mk30 payload paliet, while the
Mk10 pallets usually get torps. This configuration is particularly favored by Imperial forces.

Armament Mount Location HUD
* 2 X Mk.20 Blast Cannons Flexible Forward +20
* 4 x Mk.10 Laser Cannons Turret Top +15
« Mk.6 Missile Launcher (Mag 6) Turret Top +15
Payload Pallels: 1 x Mk.30; 2 x Mk.10




Name: Stryder Class: Walker AFV Unloaded Cost: 2,502,100 Eimonits
Hutt COMMUNICATIONS ELecTRo/NEUTRIND

Mass {Category) ............... 310 {Smalt) | Microfrequency ....................... MiI0 | Sensor Btg ...
Hb ... Crystanium | Microfreq Capacity ....................... 10 | Sensor Bonus ........ [ +5

ComArmorType .....ccoo e veemeeenn 24 D Electronic Warfare Rtg ....................
Armor Quality ...............cce +0 ) RIVES Electronic Warfare Bonus .............. +25

Armor Belt.......cccoveiieveeeees +05 | Walker Drive Rlg ...................... B | ScrBBRRIG ...ovveveeeeeee s
Concussion Hits ...........coveenennenen. 390 | Walker Movement Pis.................... 16 | Sereen BONUS..........c.eevevvervenenen. +5

Power ConrroL MepicaL
REACIOr R ..o Mk.100 | Gontrol Polats ..o 6 | DISPBASATY voocveeeeeeeererr s No
Operating Duration ................. 10 days | Grewmembers ... B | SIEKBAY.......cveerrrerrserieneseenreenia No
Computer Mk.20
AuxiLiaRY SYSTEMS AcCOMMODATIONS MisCELLANEOUS

Auxiliary ...l Mk.5 Microfreq | Crew Quarers................coccevveve e Yes | Workshop ..o i, No
Auxiliary .................. Rig 20 Computer | Reg Facilities ...............ccoovens No | Security Station....................cccels Yes
Lif8 SURPOM «...ceveceeeee et svariananas NG | Fighter Bay .....ceeeveeecrerecrnrenses NO
Loaps : Shuttle/Vehicle Bay ...................... No
T IR 1 x Mk 30 Load LABORATORIES Hydro Streamiining ...................... No

Load 2 .......ciiiiiienn 2 x Mk.10 Loads | There are no Laboratories. Rad Shisld RtG......coovverereeeierienranns
Load3 ........ 6 x Mk.6 Explosive Missiles Rad Shigld BONUS .....oooveeveeeeeeien, +40
CargoHold ...............cccovvnniee 1 cumet




Aldiss/Huxley JT 532T6 i “Shinghi” ™

Commentary ——————e—————

Another House Klatus original, the Shinobi is that House’s standard iumptank. The fact that its
sole jump capability is mediocre at best has kept foreign orders down. On the other hand, an
inexpensive production cost has seen rip-off designs proliferate throughout the Inner Provinces.
This would not be the case were it not for shabby security surrounding this model's manufacturing
history. Taies have been told of how entire production runs have simply been “lost” on route to the
contracted buyers of the Shinobi. Blueprints have carelessly been scattered to several Provingial
governments, and some Aldiss/Huxiey officials connected with the Shinobi project have defected to
other powers.

None of this really hurts House Klatus, though the various Shinobi debacies have embarrassed
the Klatian Family.

Usage L e e R e S

The Shinobi, along with its many copies, are used by the following Provincial powers: Aramae,
Carlisle, Colos, Dneprodzerkutsk, Harkenbuhse, Hulugu, Klatus, Kubischev-Lioyd, LeGrange,
Moskava, Naphtali, Ptoiemus, Red Star, Shantac, Siva, Six Nations, Struin, Thaan, and Tokugawa.
Numerous insurgent groups use the Shinobi as well.

GAME NOIES e ————— e ———————————

Like all iumptanks, the Shinobi is best deployed in open terrain battlefields. The Shinobi is often
outfitted with mine dischargers and a point defense munition system.

Armament Mount Location HUD
» 1 x Mk.17 Blast Cannon Turret Top +20
= Mk.10 Missite Launcher {Mag 35) Turret Top +15
= 2 x Mk.6 Laser Cannons Flexible Front Qtr Right  +15
« 2 x Mk.6 Laser Cannons Flexible Front Qtr Left +15
Payload Pallets: 3 x Mk.20; 1 x Mk. 6




Name: Shinobi

HuwL
Mass (Category) ............... 325 (Small}
Hull ... Crystesl
ConArmor Type ...coeevvvennen v, 23 |
Armor Quality ..........cceeen +

ArmorBsll........cconvnnnen
Concussion Hits ....oovvvvvvnennerennnns

390

Power
Reactor RIg.........ooocevveeiiennnnn. Mk.40
Operating Duration ................. 10 days

Glass: Jumptank
COMMUNICATIONS
Microfreguency ........ooocvvvvnnns Mi.10
Microfreq Capacity ...........ocoee. 10
DRives
JumperDrive Rlg.......oooeevinineennns 5
Jumper Movement Pis ................... 10
ContRoL

Controf Points............ccocivvviieiienns 6

Crewmembers ............coeevevvveeiienenn 6
{ COMPUter ..o Mk.20

Unioaded Cost: 2,426,100 Eimonits

Etectro/NEuTRING
SensorRig ... 1
Sensor BOnUS .......ociviiviiivn s +5
Electronic Warfare Rtg .................... 5
Electronic Warfare Bonus ..............+25
SeresnRig ..o 1
ScreanBonus...........cocovviieiiviinntD

Mebicat
Dispensary .........c..oco e No
SickBay........cov i Yes

AuxiLiARY SYSTEMS
Auxitia?y ......ooveeeeeenn.... Mk5 Microfreg
Auxitiary ....................... Btg 1 Sensor

Auxiliary.......... Rtg 2 Electronic Warfare
Auxiltary ..o Rig 20 Computer
Loaps
T B . 3 x Mk.20 Loads
foad2 ..... 35 x Mk.10 Explosive Missiles
Load3 .....c.ooovvveiniiinnns 1 x Mk.6 Load

ACCOMMODATIONS
Crew QUATBrS ......o.coeeviiiir i ienns No
Rec FacHities .........ccoieevivviveiien No
Life Support ..., No
LABORATORIES

There are no Laboratories.

MiSCELLANEGUS
Workshop ......coooiieniininiin No
Security Statton ...........ccoveeenennnen Yes
FighterBay .......occvevvvvrnvreceernran.-NO
Shuttle/Vehicle Bay ..............ooeeueee No
Hydra Streamlining ................oco.e No
Rad ShieldRtg..............ccvvinnininina 6
Rad ShleldBonus ............cocoven. +30
CargoHold .............c.c v, 0 cumets



Siphon Intersteliar Combine GG 435a “Jaxartes” = =«

Commentary RS AR S S e e e

With three effective motive systems and integral life support, this 350 ton MIRC is a versatile
combatant. The array of weaponry coupled with moderate size and cost have made this a popular
MIRC design.

Siphon Interstellar Combine is an Imperial producer with close ties to several Inner and Outer
Provinces. Therefore, the Jaxartes sees service in many armies, though it is most often deployed by
Imperial Marines. Battle testing has shown this design to be adequate for the tasks so far assigned,
and it is likely that the Jaxartes will be around for years to come.

USﬂﬂe .}

The Jaxartes is used by Imperial forces and the following Provincial powers: Aramae, Augustus-
Hayes, Carlisle, Colos, Darran, Devon, Dneprodzerkutsk, Harkenbuhse, Hulugu, Jade-London,
Klatus, Kubischev-Lioyd, LeGrange, Lilith Group, Logos, Moskava, Naphtali, Preus, Ptolemus,
Shantac, Siva, Six Nations, Struin, Thaan, Titania, Tokugawa, Vyriza, and Xapotec-Yunnan,

Some insurgent groups use surpius Jaxartes models as well. These are often missing their
standard payload configuration. :

GAME NOES  mum————————————— s ——

The Jaxartes is a standard medium MIRC. The arm-mounted Blast Cannon is a turret mount with
a Front Quarter Right facing.

Armamsnt Mount Location HUD
» 1 x Mk.20 Blast Cannon Turret Front Qrt Right  +15
« 4 x Mk.10 Laser Cannons Turret Top +10
* Mk.8 Missile Launcher (Mag 10) Fixed Forward +10
Payload Pallets: 2 x Mk.10




I Name: Jaxartes Class: Maneuver Interface Robotic Comboid Unloaded Cost: 3,000,000 Eimonits I

Hutt Drives ELectro/NEuTRING

Mass (Category) ............... 350 (Small} | Watker Drive Rty ......................... 10 1 SensorBY .ovvvcvve 1

Bl ... Crystanium | Walker MovementPts.................... 20 | SensorBonus ...l +5

ConArmor Type ........co.cevveeviennn, 24 { Jumper Drive Rtg.....ccovnvnnnennnnnnnnns 4 | Electronlc Wartare Rlg ..........cceueeeee. 3

AmmorQuality ...l +0 | Jumper Movement Pis.....................§ | Electronlc Wartare Boaus .............. +15

ArmorBelt........cooeveveenieennennnen...+20 | Gravitic Efects Btg.....................o . 318cresaBig ... 1

Concussion Hits .........................420 | Gravitic Efftects Movement Pts ........... § | ScreenBonus............................lL +5

Power ContRoL Mepica.

ReactorRig..................cc.oeeu0s Mk.65 | Control Points ..............coooviiiiinnns 8 | Dispensarny .........coooceeevieerienrinnes Yes

Operating Duration ................. 10 days | Crewmembers .............c...ceevenivnen, 1 SickBaY ... No
Computer ............cconiirniinnn, M. 70 _

COMMUNICATIONS

Microfrequensy ..........c..occovenen, Mk.35

Microtreq Capacity ... a5

TightBeam..........c.coociveiiincinnnns Mk.1

Tight Beam Range ...........c....cune 1L8

AuxiLiARY SYSTEMS

Auxitiaty .........oocoens Mi.35 Microfreq

Auxiliary..............ooeee Mk.70 Computer

Auxitiary ... tife Support

Loaps
lead1..............ce 10 x Mk 8 Missites
Lload2 ....cocovevennnnn. 2 x Mk 10 Loads
ACCOMMODATIONS
Crew Quarters...........ccooeevvmvvvnnene No

Rec Facilities ..........c...ccceeeeeen. . NO
Life Support ........ovvvvineicmneennnen.. Y8

LABORATORIES
There are no Laboratories.
MiSCELLANEOUS

Workshop ..o No
Security Station........cc.cco i Yes
FighterBay .........ccoeirerivinns No
Shuttle/Vehicle Bay .........cooovveenenen No
Hydro Streamtining .......cccoeeeenens No
Rad Shield Rig .........ooevvneeennieene. 10
Aad Shield Bonus ........oeevviaenn e +50

CargoHold .........c..ouneen e 3 cumets




Trukki Systems DSS3000 f1 “Invader” =

Commentaly ————e———————————————————————

The Trukki System's tnvader is a rather unconventionai design which couples a slow, tracked
drive with fast gravitics. Criticized for sacrificing armaments for an underpowered alternate motive
system, the Invader has never seen widespread distribution. In fact, the Invader is currently only
used by its producer's Provincial overseer, House Piglemus.

A number of Invaders have been seized by those who are presently at war with Ptolemus, most
notably, House Colos, who have integrated the captured vehicles on a need-to-use basis.

Usage oot

The Invader is normally used only by the regular forces of House Ptolemus. Captured Invaders
are used by Houses Colos, and Dneprodzerkutsk, while others have been shipped for testing to
House Thaan.

Game Noted ——————————————

The Invader's MLA Cannon and twin Lasers are mounted coaxially. The vehicle’s payload pallets
usually get a fair mix of loads, and few units adhere to any particular standard configuration.

Armament Mount Location HUD
* 1 x Mk.25 MLA Cannon (Mag 36) Turret Top +20
* 2 x Mk.10 Laser Cannons Turret Top +20
* 2 x Mk.10 Blast Cannons Flexible Forward +15
Payload Pallets: 4 x Mk.30




Name: Invader

HuuL
Mass (Category) ............... 4GC (Smatl)
Hitll oo Crystanium
ConAmmor TYPE ....c.ooviinn s 24
Armor Quality ... +0
AmmarBeit...............cccoeine +20
Concussion Hits ..........c.oovviivnienn, 480
Power
ReactorRig............ccoeeniienns Mk.50
Opserating Duration ................. 10 days
CoMMUNICATIONS
Microfreguency ....................... Mk.10
Microfreq Capacily ...............c...es 10
TightBeam............c..cooeeiiien. Mk.1
Tight BeamBRange ........c.cconeenns 118

I

Class: Main Battle Tank

Drives
Tracked Drive Rtg .............c..cocnene s 4
Tracket Movement Pts .................... 8
Gravitic Effects Drive Rtg ................ 10
: Gravitic Effects Movement Pts .......... 25
ConTROL
Controi Points.................cccce il 7
Crewmembers ............ocoeciivnivniins 5
Computer ...........ccooeevieiiicnnnns Mk.30

Unloaded Cost: 2,975,000 Elmonits

Etectro/NEuTRING
SensorBlY ..o 1
SensorBonus.............ooeeiiiiienines +5
Eloctronic Warfare Rty .................... 5
Elactronic Wartare Bonus .............. +25
SereenBRig ..ot 0
Screan Bonus .......coeveveiee e +0

MebicaL
Dispensary ........covvviciniciin e, No
SickBay....cooveeerirr e No

AUXILIARY SYSTEMS
Auxiliary ...l Mk.5 Microfreq
Atixitiary .......oocoininnen, Rtg 1 Senser
Auxifiary.......... Rig 3 Efectronic Warfare
Auxiliary .........coonnis Rig 30 Computer

Loaps
loadt............ 36 x Mk.25 MLA Rounds

Load2 ........cc.ooeeeee 4 X MK.3C Loads

ACCOMMODATIONS
Craw QUANers.......cocooeveevieevciniens No
Rec Facilities .......cococvviieiievivnens No
Lite Support ........ccoiiin i, NO
LABORATORIES

There are no Laboratoties

MiSCELLANEOUS
Workshop ..o No
Securlty Statien.........ocoieeeeinnnnnes Yes
Fighter Bay .......cocceevvemiiiiinnniiin No
Shuttle/Vehicle Bay ..................oec. No
Hydro Streamlining .........ooooeeeevee No
Rad Shield Btg..........cccoeeiee e 8
Rad Shietd Bonus ...................... +30
CargoHold..........oconenveneen. 0 cumets



. e £ I’ |
Imperial Motors W8934 series B “Saracen

Cﬂmmemﬂl’? s

The Saracen has always been a rather misdirected project, and the end result, though effective, is
little more than a mishmash of various weapon and vehicular technologies. As a vehicle incepted by
an over-zealous production manager at Imperial Motors, the entire program jolted in fits and starts
from initial design work, to the marketing effort, to final delivery of the product. Looking back,
Imperial Motors executives are the first to admit that the process, more than anything else, failed
the Saracen.

It is an impressive vehicle, from a maintenance point of view, but without an adeqguate payload
configuration, the Saracen is very much oversized for its meager inherent firepower. An Imperial
Motors failure to deliver the appropriate array of ioads to the vehicle’s Provincial buyers has led to
massive quantities of them being sold off to obscure third party buyers. Few remain in standard
field armies.

Usage mmess— et ——————

The Saracen received widespread disbursement, and as such has seen use with the following
Provincial powers over the last five years: Aramae, Augustus-Hayes, Colos, Darran,
Dneprodzerkutsk, Harkenbuhse, Hulugu, Klatus, Kubischev-Lloyd, LeGrange, Lilith Group, Logos,
Moskava, Preus, Ptolemus, Red Star, Shantac, Siva, Six Nations, Struin, Thaan, Titania, Tokugawa,
and Vyriza.

Game Nﬂtes - ________ " ]

The Saracen’s standard payloads include a Mk50 AIMS, 2 x Mk30 and 4 x Mk10 torps, a mine
dispenser, smoke discharger and chemical munitions discharger.

Armament Mount Location HUD
* 1 x Mk.15 Blast Cannon Turret Top +20
= Mk.10 Missile Launcher (Mag 32) Turret Top +20
Payload Pallets: 1 x Mk.50; 2 x Mk.30; 3 x Mk.20; 4 x Mk.10




l Name: Saracen Class: Walker AFY Unloaded Cost: 3,065,000 EImonits I

HuLL CommuNICATIONS ELecTro/NeuTRING
Mass (Category} ............... 415 (Small} | Microfrequency-....................... Mk1C | SensorRig ..., 1
Hull ..o Crystanium | Microfreq Capacity ....................... 10 § SensorBONUS .........cccoviiiiiiiiinienns +5
ConArmarType ........cooceiiviiannnnen. 24 | Tight Beam.............ccoooevvvenennns Mk.1 | Electronic Warfare Rtg .................... 5
Armor Quality ... il +0 | Tight Beam Range ..................... 118 | Electranic Warfare Banus .............. +25
ArmorBelt............cocovveiiiiiiinenns +25 ScreenRig .............oiiias 1
Coneussion Hits .._..........coeeeenes 520 DRIVES Screen Bonus ..........oeeeevieiviienienen +5
Walker DriveRtg .............cevenenennns ]

Power Waiker Movement Pts.................... 16 MepicaL
ReactorRig..............cccoeeiinies Mk.40 | JumperOriveRtg........................... 3 | DiSPENSANY .......ocoevviiinieee e No
Operating Duration ................. 10 days | Jumper MovementPts..................... 6 | SickBay.......oco i No

ConTroL
Control PointS .............ovvvvieeninnnn. 7
Crewmembers .............coceeiiinnnns 5
Computer .........cooooiiiiiieininns Mk.30

AuxILIARY SYSTEMS MisCELLANEOUS

Auxiliary ..o Mk.5 Microfreq | Load 5............ 32 x Mk 10 Expl Missiles | WorksShop ..........ccooeeieeneeriennnnen. NoO

Auxiliary .................oen. Rtg 1 Sensor Security Station...............c.enei Yes

Auxiliary........... Rtg 3 Electronic Warlare AccommapaTions FIGQIBE BAY vv.cvoveeeereeeeeer e No

AuxHiary ......coovennee.. Rtg 30 Computer | CTew QUaners............ccevecinn, No | Shuttle/Vehicle Bay ............co........ No

Rec Facilities ... NO | Hydro Streamlining ...............c..... No

LO“DS Life Support ...........oiiiiniiiiinns Yes Rad Shield Rtg ..........ooooevveerrnnieeen. 5

Load 1. ...ooovrireannn 1 x Mk.50 Load Rad Shield BONUS ...ovveeeeeennnn +30

Load2 ... 2 x Mk 30 Loads LABGRAT.URIES Cargo Holt ....c.ooevveeeveerennen. 0 cumets
L0a03 oo 3x Mk.20 Loads ~ |Nere are no Laboratories

il



GREY PANTHER s———

Gamma Tau Systems RX1000a “Grey Panther” =

tommentar}' P S R e R e R R SR

Gamma Tau Systems is an obscure Quter Provincial producer for House Shantac. The Shantac
military requested a fully automated combat vehicle since the province has extensive land holdings
with a relatively small population base to draw troops from. Gamma Tau Systems won the defense
contract, and reorders of the Grey Panther have insured that Gamma Tau will have continued suc-
cess with their extensive automation program.

Operationally, the Grey Panther has succumbed to few technical glitches, and it has served well
during the Shanto Accord’s low-intensity war with the Red Star Triumvirate.

Reports indicate that House Shantac continues to lean towards roboticized armor companies;
Gamma Tau Systems will have their work cut out for them.

USQ(© ummmmeatensssssssssstonststss s —————

The Grey Panther is used exclusively by House Shantac forces. Demonstration models have been
lent to Shantac’s close ally, House Tokugawa, who together form the Shanto Accord alliance.

Game Note$ ——————————————————————v—

The Grey Panther has an odd internal feature: an inner hold which functions as a small control
and dispensary area. There is only enough room far a single man in this sanctum. The Blast
Cannon and Laser are mounted coaxially, but advanced programming allows both weapons to be
fired on the same round (at the same target, of course).

Armament Mount Location HUD
* 1 x Mk.20 Blast Cannon Turret Top +0
« 1 x Mk.10 Laser Cannan Turret Top +0
» 1 x Mk.10 Auto Cannon (Mag 18) Flexible Forward +0
* 1 x Mk.10 Laser Cannon Flexible Front Qtr Right +0
» 1 x Mk.10 Laser Cannon Flexible Front Qtr Left +0
« 1 x Mk.10 Laser Cannon Fixed Aft +0
Payload Pallets: 1 x Mk.20; 3 x Mk.10




Name: Grey Panther

HuLL
Mass (Category) ............... 450 (Small)
Hull ... Crystanium
ConArmorType ............ocvvveeeneein, 24
Armor Quality ..., +0
Armaor8elt....................eell +25
Congussion Hits ......................... 565
Power
Reactor Rtg................ccoienie, Mk.76
Operating Duration _................ 30 days
COMMUNICATIONS
Microfreguency ....................... Mk.40
Microfreq Capacity ....................... 40
TightBeam..............cceeievinnnnnns Mk.1
Tight Beam Range ..................... 118

Class: Robotic Hovertank

Drives
Jumper Drive Rtg........................
Jumper Movement Pis
Gravitic Effects Rty
Gravitic Effects Movement Pts

ConTroL
Control Points..........ceevviieinennes
Crewmembers

Computer.............cooovevvnninen

Unloaded Cost: 4,250,000 Elmonits

EtecTra/NEuTRIND
SensorBtg .........oooiiiiiin
SensorBonus ......oooviiiei s +15
Electronic Warfare Rtg.....................
Electronic Warfare Bonus .............. +25
ScreenRig ...
ScreenBonus ............eieiieeninnn +15

MepicaL
Dispensary .................. Yes (1 person)
SickBay......coooiii e No

AuxiLIARY SYSTEMS

Auxiliary .........cocven . Mk.40 Microfreq
Auxiliary .................. Mk.1 Tight Beam
Auxiliary .....oovvvenie Rtg 2 Sensor
Auxiliary ................. Mk.750 Computer
Auxiliary ..........ooooeeiene. Life Support
Loaps
Load 1...18 x Mk.10 Autocannon Rounds
boad2 ... 1 x Mk.20 Load
Load3 ......ccooenrrines 3 x Mk.10 Loads

AcCCOMMDDATIONS
Crew Quarters
Rec Facilities
Life Support

LABORATORIES
Thers are no Labaratories

MISCELLANEDUS

Workshop ..o No
Security Station ...............c.eeeenl Yes
FighterBay .............ccceiiniiinnnn. No
Shuttle/Vehicle Bay ............c....e.e.. No
Hydro Streamlining ...................... No
Rad ShieldRtg ..............cccocennoiees 10
Rad Shield Bonus ....................... +50
CargoHold ......................... 0 cumets

il



Narro Kombinat MM6037 or7a “Gunslinger” =

Commeniary mese——————————————————————
Narro Kombinat is a House Red Star megacorp which has recently become specialized in MIRC
systems development and construction. Though most Provincial producers are restricted by House
trade agreements to deal only with allied nations, Red Star has a very open mercantile policy. All

but Red Star's most dire enemies have access o this Province's wares.

As such, the Gunstinger is starting to see wide distribution, and its customers are guite satisfied
with the combat machine. 1t combines mobility and defenses with a fine array of inherent arma-
ments. The payload mix is restrictive, but that is the price paid for the Gunstinger's other benefits.

Us2ge mme e —————————————

As indicated above, the Gunslinger has a fair number of Provincia! users, including: Aramae,
Augustus-Hayes, Carlisle, Colos, Darran, Devon, Dneprodzerkutsk, Harkenbuhse, Hulugu, Jade-
London, Kashmere, Kubischev-Lioyd, LeGrange, Ltlith Group, Logos, Moskava, Naphtali, Preus,
Ptolemus, Red Star, Siva, Struin, Thaan, Titania, Vyrtza, and Xapotec-Yunnan. Imperial use of the
Gunslinger is also on a slow upswing.

Garme NOE'S s s — ey

The Gunstinger’s Blast Cannon is considered to be a turreted mount with a Front Quarter Right
facing, while the Autocannon, when drawn, is considered to be a turreted mount with a Front
Quarter Left facing. When not deployed, the Gunslinger's Autocannon is holstered. Two specialized
MK6 payload paHets hold two extra Autocannon magazines. It takes a Gunslinger pilot one Round of
devoted activity to replace an empty magazine with a new one {i.e., no other activity may be per-
formed during the reloading Round).

Armamemt Mount Location HUD
* 1 x Mk.20 Blast Cannon Turret Front Qtr Right  +20
* 1 x Mk.20 MLA Cannon (Mag 12) Fixed Forward +20
» 4 x Mk.10 Laser Cannons Turret Top +15
* 1 x Mk.10 Auto Cannon {Mag 6} Turret Front Qtr Left +{
* Mk.10 Missile Launcher (Mag 12) Fixed Forward +15
Payload Pallets: 1 x Mk.15; 2 x Mk.10




Name: Gunslinger

HutL
Mass (Category) ............... 500 {Small}
Hull oo Crystanium
Can Armor Type ........coeviiieicninnen. 24
Armor Quality ...........ccevvevieneann, +0
ArmorBel ........... ...l +20
Concussion Hits ......................... 600
Powen
ReactorBtg..............cooecevvneenns Mk.70
Operating Duration ................. 10 days
COMMUNICATIONS
Micrafrequency .................c....s Mk.40
Micrafreg Capacity ...........cccvveene. 40
TightBeam.. ... .........cccceeeanl. Mi.1
Tight Beam Range ..................... 1L8
AuxiLIARY SYSTEMS
Auxiliary ............... Rig 2 Gravitic Drive
Auxiliary ................oe. Mk.40 Microfreq
Auxiliary ..........ceeeees Mk.1 Tight Beam
Auxiliary ..............ee e Mk.8C Computer
Auxiliary ... Lite Support
Loaos
toad1............ 12 x Mk.20 MLA Rounds
Load 2 ... 18 x MK.10 Autocannon Rounds
Loadd ................. 12 x MK.10 Missiles
Load d....................... 1 x Mk.15 Load
Load5 .................... 2 x Mk.10 t.oads
AcCOMMODATIONS
Crew Quarters............cevieevieenens, No
Rec Facilities ................cccoevnenn No
Life Support ... Yes
LABORATORIES
There are no Laboratories.
MiScELLANEOUS

Workshop .........ooooie s No
Security Station.................. Yes
FighterBay ...............cciieniienann, N
Shuttie/Vehicle Bay ...................... No
Hydro Streamlining ...................... No
Rad ShieldBRtg .......................s 12
Rad Shield Bonus ....................... +54
CargoHold ......................... 3 cumets

Class: Main Battle MIRC

Drives
WalkerDrive Rtg..........-.ccovvvnieens 10
Walker Movement Pis.................... 20
Jumper Drive Rtg........................... 4
Jumper Movement Pls..................... 8
Gravitic Effects Rtg......................... 4
Gravitic Effects MovementPts ........... 8
CoNTROL
Control Points ........ccooceoev i enviiinins 8
| Crewmembers ........cccooeeeiunvvenncen. 1
t Computer ...............ooeeeiee Mk.80

Unloaded Cost: 3,875,000 EImonits

ELecTRO/NEUTRING
Sensor Rty
SENSOrBanus........cocovevcvriiirnienieas
Electronic Warfare Rig
Electronic Warfare Bonus
Screen Rig
Screen Bonus

Dispensary
Sick Bay




" MARS MACRON

Imperial Fealty Corp IFC 2560 model Dt “Mars Macron”

Cummenlary e}

The Mars Macron is 2 main battle AFV used exclusively by House Colos forces. 1t is a multi-
motive effort, and one complaint about the vehicle is the wasted Hydromotive drive system. Field
commanders have repeatedly pointed out to Colosian military officials that they have not yet found
reason to depioy the underpowered water drive.

Regardiess of this minor shortfall, the Mars Macron is well liked by its five-man crews. The
vehicle’s large size provides good structural integrity, while the heavy Blast Cannon provides good
hitting power.

The Mars Macron has recently seen action in the Ptolemean/Colos war, where it has given a good
accounting of itself.

Usage i

tmperial Fealty Corp is a defense contracting megacorp under House Colos jurisdiction. The
design is currently used only by Colosian ground forces, though demonstration models have been
sent to Colosian ally House Thaan.

Game Notes m— s s ———————————————————————

Colosian forces usually configure the Mars Macron with two Mk50 torps, an anti-infantry muni-

tion system, chemical and smoke dischargers, a point defense munition system and a mine dis-
penser.

Armament Mount Location HUD
= 1 x Mk.30 Blast Cannon Turret Top +20
» 2 x Mk.10 Laser Cannons Turret Top +10
Payioad Pallets: 2 x Mk.50; 5 x Mk.30




I Name: Mars Macron Class: Heavy AFV Untoaded Cost: 4,185,000 EImonits I

HuLL Drives ELecTRo/NEUTRING

Mass (Category) ............... 620 (Small) | Walker Drive Rtg ..........................s 2 | SensorRtg .....cooien i 1

Hull s Crystanium | Walker Movement Pts ..................... 4 | SensorBonus..............o oo ieieenne +5

Con Armor TYPE ...ooev e 24 | Gravitic Effects Drive Rtg ................. 8 | Electronic Warfare Rig .................... 4

Armor Quality ...........ocevveniinnn . +0 | Gravitic Effects Movement Pis .......... 16 | Electronic Warfare Banus .............. +20

ArmorBelt ... +20 | Hydromotive Drive Rtg .................... 1| SereenRig -..ccoooviiiiiie e, 1

Concussion Hits ......................... 745 | Hydromotive MovementPts .............. 2 | ScreenBonus................oceiieeennns +5

Power ConTROL AUXILIARY SYSTEMS

ReactorRtg.............coooiiviennns Mk.72 | Control Points .............c.ceeiiinie, 7 ) Auxiliary ..ol Mk.5 Microfreq

Operating Duration ................. 10 days | Crewmembers ...........c...ccocviiienon, 5 | Auxitiary ..........cooeeeenlen Rig 1 Sensor

Computer .......cooovveeieenieeneenn, Mk.30 | Auxiliary.......... Rtg 3 Electronic Warfare

CammuNICATIONS - AUXliary ....cooeonnnn. Rig 30 Computer

MiCrofrequentcy .........co..ov..... Mk.10 MEeDicaL Auxiliary oo Rig 30 Computer

Microfreq Capacity ....................... 10 | DiSPENSAY .oevveniriiriiinieieinn NO | ApXiliary ...ocoooovveeenerneens Life Support
Tight BEam.......c..cocveveieienn.e. Mk | SickBay ..o, No

Tight Beam Range ..................... 118
Loaps ACCOMMDDATIONS MisceLLANEOUS

Load1 . .coovieinei 2 x Mk.50 Loads | Crew QuaHers..............coeeniinninns No | Workshop ..o oeiiiiicniiiineen No

Load 2 ..ocoeeieeee 5% Mk.30 Loads | Rec Facilities ..................c..ociies No | Security Station......................... Yes

Life Support .........c..ocviiiiiinnins Yes | FighterBay ............cccoconievinnnens, No

Shuttle/NVehicle Bay ..............c..ce... Ne

LABORATORIES Hydro Streamiining ..................... Yes

There are no Laboratories. Rad Shield Rt..........ccveveeerneeneenns 8

Rad Shield Bonus ....................... +40

Cargo Hold ........................ 0 cumets

il



CHAMBERLAIN

Pogrom Amalgamated ISC325b (production) “Chamberiain

Py

Commenlary B e

Capable of transporting up to four fully-armed infantry teams safely into battle, the Chamberiain
is & personnet carrier which has achieved widespread acclaim. This has, of course, spawned a great
deal of jealousy since the Chamberfain is only produced by Pogrom Amalgamated, solely owned by
House Devon. Devon’s enemigs have tried repeatedly to gain access to operating models of this
vehicle, which can be found arming most Devonian regular mechanized infantry units.

Because the Devonians are currently not engaged in any open warfare with other Great Houses, it
is unlikely that interested parties will be able to get their hands on battlefield Chamberlain wreckage
in the near future. Crude prototype copies of this APC have started to appear in Cotosian and
Hulugian field test units, but it will be some time before their versions are fully operational.

Usage m—s —————————————————

The Chamberiain is used almost exclusively by Devonian forces. Some closely guarded samples
have been sent to House Carlisle and House Jade-London. These two powers will soon be making
requests for their own supplies of this outstanding APC.

GAME NOOS e —

The large crew compliment insures that the Chamberlain’s armaments are always manned. The
Mk50 payload pallet can only be outfitted with a Force 5 AIMS.

Armament Mount Location HUD
* 2 x Mk.20 Laser Cannons Turret Top +20
» 4 x Mk.6 Auto Canngns (Mag 15} Flexible Forward +10
* 4 x Mk.6 Auto Cannons (Mag 15 ) Flexible Rear Qtr Right ~ +10
* 4 x Mk.6 Auto Cannons (Mag 15) Flexible Rear Qtr Left +10
 Mk.8 Missile Launcher (Mag 15) Flexible Front Qtr Right  +10
* Mk.8 Missile Launcher (Mag 15) Flexible Front Qtr Left +10
Payioad Pallets: 1 x Mk.50; 2 x Mk.10




Name: Chamberlain

Class: Infantry Support APC

Unloaded Cost: 2,348,000 Elmonits

Huwe ComMuNICATIONS ELecTro/NEUTRIND
Mass (Category) ............... 658 (Small) | Microfrequency ....................... Mk.50 | SensorBig ... 1
Hull ... Crystanium | Microfreq Gapacity ....................... 50 | SensorBonus.............cceeieeviennns +5
Con Armor Type ..........ccoocvvvenenen. 24 | TightBeam...........ccoeevvviiiieninnns Mk.1 | Eiectronic Warfare Rtg .................... 5
Armor Quality ............................. +0 | Tight Beam Range ..................... 1LS | Electronic Warfare Bonus .............. +25
AmmorBelt................... +25 D ScreenRtg ... 1
Concussion Hits ......................... 825 RIVES ScreenBonus...............co.eeeennn. +5
Gravitic Eftfects Drive Atg................ 12
Powen Gravitic Effects Movement Pts .......... 22 MebicAL
ReactorRig..........ccccceoeeeeieins Mk.B5 C Dispensary ...........cocveeeiiiiiinias Yes
Operating Duration ................. 10 days ONTROL SickBay..........c.ccoiiiii No
Control Points..................oiiiins 9
Crewmembers.............cccooceeeenn.. 10
Computer .........cocvvevvivenicncnnen. Mk.30
AuxiLiaRY SYSTEMS AccoMMODATIONS MISCELLANEOUS
Auxiliary ............... Rtg 2 Gravitic Drive | Crew Quarters............coooviiniiinnne No | WOrkshop ...ccoovnriieiiniienicn e No
Auxiliary ...ooooevvieee Mk.5 Microfreq | Seating .........coeenvciiiiiiine 20 | Security Station.............ccoceee e Yes
Auxiliary .................. Rig 30 Computer | Passenger Capacity #...................... 4 | FighterBay ........o.cevvvvevnviinnnians No
Auxiliary ..o Life Support | Rec Facilitias ...................cceo it No | Shuttle/Vehicle Bay ...................... No
Life Support ..o Yes | Hydro Streamlining ...................... No
Loaps L 10
Load 1 ... 180 x Mk.§ Autocannon Rounds LABORATORIES Rad ShIBid BORUS «oovvveeeeeeeieirianns +50
Load2.................. 30 x Mk.8 Missiles | There are no Laboratories Cargo Hotd oo e 6 cumets
Load3........... 1 x Mk.50 {Force 5) AIMS
Load 4 ......ceeeveenveenenn 2 x Mk.10 Loads




Libecorp 1400 expir Series A “Fargoer”™™

COMMENTATY  mn—————————
The Fargoer is a popular exploration groundcraft produced by the iImperial intersteltar manufac-
turer Libecorp. Due to its nominal armament configuration, it has also found a niche in some covert

paramilitary organizations.

The Fargoer is mainly used as a small mobile base for survey personnel on worlds that are
environmentally or socially hostile. Its variety of motive forms insures that it can handle most alien
terrain types wel, if none too swifily.

A crew allotment of 10 aliows for an adequately sized research team, though the design does
suffer from a lack of rudimentary on-board fab systems.

Usage ———————————————————————————————

Libecorp has an open sales poticy on the Fargoer. Most Major Houses and many Minor Clans
have at least experimented with the design and are fully aware of its attributes and limitations.

Game Notes m— ————————————————————————

The vehicle has an abundance of payload pallets, making the design quite flexible. However,
considering the Fargoer's most likely missions, pallets are often loaded with nothing more than
cargo pods, and/or a few sophisticated sensor pods.

Armament Mount Location HUD
» 2 x Mk.10 Laser Cannons Turret Top +15
* Mk.10 Missile Launcher {Mag 26) Flexible Forward +15
Payload Pallets: 2 x Mk.50; 4 x Mk.30; 10 x Mk.10




Name: Fargoer

Class: Muiti-motive Explorer

Unloadsed Cost: 3,900,000 Eimonits

HuLL
Mass {Category) ............... 725 (Smalt)
Hull ..o, Crystesl
ConArmorType ..o vvmievmnivnnn,s 23

verevererenst0
s £+

Armor Quality .................
ArmorBelt.............eeeee.

Concussion Hits ......................... 835
Power
ReactorRig..............coovvviinnnne Mk.50
Operating Duration ................. 30 days
ComMUNICATIONS
Microfrequency ...........oocevvveeees Mi.25
Microfreq Capacity .......................25
Tight Beam.........ccccoeviivecrnnnnns Mk.1
Tight Beam Range ..................... 1LS

Deives
WalkerDrive Rig ...l 2
Walker MovementPiS ... 4
JumperDrivaRtg...........oooeeiieninnnnn 4
Jumpsr Movement Pts..................... 8
Gravitic Effects Drive Rig ................. 6
Gravitig Effects Movement Pts........... 12
Hydromotive Drive Rtg .................... 2
Hydromotive Movement Pis .............. 4
ControL
Controf Poimts .........ccoovmieen e, g
Crewmembers............cceevveennenn . 10
Computer.......c.oovvirniirnn . Mk 4
Mebicat
Dispensary .........cooveiiieiiinivanenes Yes
SickBay ............coeciiiinnnia 3 patients

ELecTRo/NEUTRING
SensorRI ..oovvviviieie e 5
SensorBonus ......ocoeiiee e +25
Electronic Warfare Rtg .................... 4
Electronic Warfare Bonus .............. +20
SeraenRig ...oooevniie e 1
SereBnBemiS ... +5

AUXiLIARY SYSTEMS
Auxiliary .......covvrmvinn, Mk.10 Microfreq
Avxiliary ..................... Rtg 1 Sensor
Auxiliary.......... Rtg 3 Electronic Wartare

Auxiltary .......................Rig 1 Screen
Auxiliary .................. Rig 40 Computer
Auxiliary ..., Life Support

Loaps
Loadt ... vennnnene, 2 x Mk.50 Loads
Load 2 .......cocivnvnennnes 4 x Mk.30 Loads
Load3...........ceneen.. 10 X Mi. 10 Loads
load 4 ................. 26 x Mk.10 Missiles
Load5 ........ Up to 130,500 Elmonits CIP

. L -17**4' y
' ﬂ-__...-‘Av*' e

AcCOMMODATIONS
Crow QUANeIS ..o aen e Yes
Reg Facifities ..oooovvvveieeieriireeee Mo
Life Support ..o, Yes
LABDRATORIES

There are no Labaratories.

. ‘r.:.- vy ]

L ®
LA

MiSCELLANEOUS
Workshop ......c..ooeivieei i Yes
Security Station ... Yes
FighterBay ..........c.ccoiicirvirninreans No
Shuttie/Nehicle Bay .........coeeeneee. No
Hydro Streamlining ......................No
Rad ShieldRtg ..................cooe e, 10
Rad Shield Bonus .............c......... +50
CargoHold ..o, 9 cumets

amid



KARNAK sm————

Ramu-Pattel E45x “Karnak” ™ o ——

Cummenlary L

The threat of impending war forced the strategists of House Ptolemus to request the addition of
mobile bunkers to several planetary garrison units in the late 460’s. The Ptolemean arms manufac-
turer Ramu-Pattel was approached soon thereafter and plans for the Karnak were immediately
drawn up.

Something of an arms procurement wonder, the Karnak went from the drawing board to field
testing in a little under 14 standard months. The design was proven to be adeguate to the tasks
assigned it, so a preliminary order for 200 of the mabile bunkers was put in with the contractor. No
sooner had the first production models come off the line when House Piolemus was invaded by
House Dneprodzerkutsk. When House Colos opened a second front soon afterwards, the Karnak
was insured an active career.

Field reports on the design have been mixed. While some commanders have been thrilled with
the utility of the design, others have found that it is too easily overrun, and the risk to the troops
within is too great to justify the bunker’s protective benefits,

Usage L e )

The Karnak is used exclusively by Greater House Ptolemus.

Game Notes

The Karnak is fitted with numerous small arms tiring apertures for the troops carried within. To
reflect this, allow carried infantry teams {but not powered armor troops) to make attacks normally
while they are passengers.

The vehicle's reactor is not powerful enough to charge bhoth the Blaster turret and Jumper drive at
the same time. In game terms, the Karnak may not fire its Blast armament on the same Turn that

the Jumper drive is used.

Armament Mount Location HUD
» 2 x Mk.20 Blast Cannons Turret Top +20
* Mk.10 Missile Launcher (Mag 44) Turret Top +20
Payload Patlets: 1 x Mk.50; 5 x Mk.35; 10 x Mk.20




] Namae: Karnak Class: Mobile Bunker Unloaded Gost: 4,160,000 Elmonits I

Huu
Mass (Category) .........o.nvn. 750 (Smalt)
Hul ..................... Reinforced Crysteel
ConArmOr TYP8 .....ocvvvvervrnvrrarnnns 25
Armor Quality ............c.ceev e, +0
ArmorBelt........cooiviierie e, +20
Congussion Hits ......................... 900
Power
ReactorRty ...t Mk.6C
Operating Duration ................. 10 days
COMMUNICATIONS
Microfrequency ...........ccocee s Mk.25
Microtreq Capacity ...........ccoeeenen 25

Daives
Tracked Drive Rig ..........cooeenvrninnnn. 1
Tracked MovementPis .................... 2
JumperDrive Rtg..........ocooevvievmienn, 5
Jumper MovementPts ................... 10
ContRoL
Control PointS ......oooovnniiiiniiiiicnnas 8
Crewmambers................c.ooeeeeens 20
Computer ................ccoecieienns Mk.40

ELecTRO/NEUTRIND
SonsoTRIg ..., 2
Senser Bonus ........ . +10
Electronic Wartare Rtg ..........cvvevniens 8
Electronic Warlare Bonus ..............+40
SereenRig ... e 1
Scresn BONUS.....covveeeeeevaerieaens +5

MeoicaL
DispBRSary .......ccocoviiiiiiiiiiineenns Yes
SickBay........... e, No

AUXILIARY SYSTEMS
Auxiliary ..., Mk.10 Microfreq
Auxiliary .............cooeene, Rtg 1 Sensor
Auxitiary.......... Rtg 3 Electronic Warfare
Auxitiary .......ccoocieis Rtg 40 Computer

Loaps
Load T ..coovviriiiiiiiiinnnnnns 1 x Mk.50 Load
Load 2 .........oiivveeennnn . 3 X MK.36 Loads
Load 3 ........oveeeeeeiiinns 10 x Mk.20 Loads
Load 4 e 44 X MK 10 Missites

ACCOMMODATIONS
Crew QUanters.....ccovveveveeisrrene MO
Seating .....ovvievir e 15
Passenger Capacity #...................... 3
Rec Facilities ..........coocevvinvnreennns No
Life Support ..o No
LABORATORIES

There are no Laboratories.

MisceLLaNEOUS
Workshop ...covvn e No
Security Station................0 Yes
Fightar Bay ......oovveviiiiininicaniinnna No
Shuttle/Vehicla Bay ...........ccoveveuan No
Hydro Streamiining ......................No
Rad Shield Big......ocvevrcniniriinian 8
Rad Shield Bonus ...........coovceenen #40
CargoHold ........ccooevninannns 3 cumets

]



Stellar Tools G8A2T1(h) “Jupﬂer” e ——

Commentary om— s —————————————————————

Minor Clan Coristan’s Stellar Tools is a machining corporation with favored trade status. The
Jupiter is another example of how this upstart corporation is making waves throughout intersteliar
arms merchandising circles. At 850 tons, the Jupiter is a huge MIRC and combat experience proves
that it is an impressive design.

Armed with a large Blast Cannons and twin quad Laser mounts, the Jupiter really is affordable
firepower, considering that never more than a single pilot is risked in each machine. Of course, the
probiem with all MIRCs is that they must suffer their pilots’ divided attention during operations. Itis
almaost always impossible to fire numerous MIRC armaments simultaneously, particularly when a
vehicle is on the move.

The Jupiter perseveres nonetheless. A platoon of these beasts is an imposing sight indeed.

Usage P R e e e S R e

Clan Coristan has shipped the Jupiter to many buyers through the Core Worlds. The following
Greater Houses utilize the Jupiter: Carlisle, Colos, Devon, Dneprodzerkutsk, Harkenbuhse, Klatus,
Kubischev-Lloyd, Naphtali, Preus, Ptolemus, Red Star, Shantac, Siva, Titania, and Tokugawa.
Distribution of the Jupiter to other Minor Clans is almost unheard of.

Game Notes

The Jupiter is often configured with two Mk35 torps, two mine dispensers, a smoke discharger
and a chemical munitions discharger.

Armament Mount Location HUD
* 1 x Mk.30 Blast Cannon Turret Front Qtr Right ~ +20
» 4 x Mk.10 Laser Cannons Turret Top +15
» 4 x Mk.10 Laser Cannons Turret Top +15
» Mk.10 Missile Launcher (Mag 15) Flexible Front Qtr Right  +15
* Mk.10 Missile Launcher (Mag 15) Flexible Front Qtr Left +15
Payload Pallets: 2 x Mk.35; 4 x Mk.10




Name: Jupiter

HuLt
Mass (Category} ............... 850 {Smalt)
Hull ... Crystanium
ConArmor Type ......ccoo e vevvveeneee . 24
Armor Quality ..............cooeeen e, +0
ArmorBelt.................co il +20
Conoussion Hits ...............c..ce. 1,020
Power
Reactor RIg ........cocoeeeeeeeeennn . MK110
Operating Duration................. 10 days
COMMUNICATIONS
Microfregquency ....................... Mk.35
Microfreg Capacity ...............cco.nee. 35
TightBeam..........c.viiiiiiiininnn Mk
Tight Beam Range ..............cceees 1LS
AUXiLIARY SYSTEMS
Auxtlary ............... Rtg 1 Gravitic Drive
Auxiliary ......ooovvveennn, Mk.35 Microfreq
Auxiliary .................. Mk.1 Tight Beam
Auxiliary ..o.oooviiniiinns Rtg 1 Sensor
Auxiliary.......... Rtg 3 Electronic Warfare
Auxiliary ........cooei el Rtg 1 Screen
Auxiliary................... Mk.9C Computer
Auxitiary ... Life Suppont
Loaps
lead1 ......oeeeeneen . 2 X MK35 Loads
load2 ........coooienienen. 4 x MK.10 Loads
Loadd .......civeene 30 x Mk.10 Missiles
ACCOMMODATIONS
Crew Quarters.............ccoieenvnnnnn, Yes
Rec Facilities ...........c.oooviieienne. Yes
Life Support ... Yes
LABORATORIES
There are no Laboratories.
MiSCELLANEOUS

Workshop ........ooiiiiiin e, No
Security Station...........ccoco e Yes
FighterBay ............ccoeviivinieninnnnns No
Shuftls/Vshicle Bay ......................No
Hydra Streamlining .......cc..ccooeeeenn. No
Rad Shield Bl ....cooeoevviiiirrnnnnnn 13
Rad Shield Bonus ...........cceeneeuis +56

CargoHold.....................ce. 3 cumets

Class: Maneuver Interface RoboticComboid  Unleaded Cost: 4,850,000 Eimonits

Walker Drive Rig
Walker Movement Pts
Jumper Drive Rtg
Jumper Movement Pts
Gravitic Effects Rtg

Gravitic Effects Movement Pts

Control Points
Crewmembers

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

ELecTro/NEuTRIND
SensorRIP ....oooeev e 1
SensOrBoOMUS .......ovvvivri e e +5
Etsctronic WarlareRlg .................... 3
Eisctronic Wartare Bonus .............. +15
ScreenBig ..., 2
SoreenBonus ..o ieeivniennns +10

MepicaL
Dispensarny ..........occovivevienveinnnn Yes
SICKkBay .........viiviiiniieree e No




MOUSE

o S0

Oremus Machines D40T5a “Mouse

Commentaty m—s ————————————————————————————————

The Mouse appears as anything but its designated name. At 850 tons, it is a colossal main battle
tank, and it is to be truly feared. Since Oremus Machines is an Imperial contractor, the Mouse sees
service in a number of armies, arming Core World and Provincial forces alike. Due to its size, the
Mouse rarely finds its way out of heavy tank battalions and poorer nations with the vehicle only use
them as divisional assets.

Crews of the Mouse tend to complain about the coaxial mounting of the Blaster main armament
with the supplementary twin Laser Cannons. In their opinion, a separate turret and targeting system
would have been far more utilitarian, but the access space such a configuration would require would
make the design suffer in other areas.

As it is, the Mouse is a fine vehicle and will see continued use well into the future.

Us2(0 mememem—————————————————

This Oremus Machines product is used by Imperial forces as well as in the armies of the follow-
ing Provincial powers: Aramae, Augustus-Hayes, Carlisle, Colos, Darran, Devon, Dneprodzerkutsk,
Harkenbuhse, Hulugu, Jade-London, Kashmere, Klatus, Kubischev-Lloyd, LeGrange, Lilith Groug,
Logos, Moskava, Naphtali, Preus, Ptolemus, Red Star, Shantac, Siva, Six Natigns, Struin, Thaan,
Titania, Tokugawa, Vyrtza, and Xapotec-Yunnan. Few insurgent armies have access to vehicles as
big and sophisticated as the Mouse.

Game NoteS sss———————————————————

The Mk30 Blast Cannon and twin Mk10 Lasers are mounted coaxially and are treated as such.
The tank commander's copula sporis an integrated heavy anti-personnel laser which acts as a Force
3 AIMS above and beyond the other armament listings.

Armament Mount Location HUD
» 1 x Mk.30 Blast Cannon Turret Top +20
» 2 x Mk.10 Laser Cannons Turret Top +20
+ 12 x Mk.6 Laser Cannons Flexible Forward +15
* Mk.10 Missile Launcher {Mag 30) Turret Top +15
Payload Pallets: 2 x Mk.30; 3 x Mk.10




Name: Mouse Class: Heavy Grav AFV Unloaded Cost: 4,760,000 Elmonits

HuLL Drives ELecTro/NEUTRIND
Mass (Category) ............... 850 {Small) | Jumper Drive Rtg ..........ccceeeernnn. .. 15 | SensorRtg ... 1
(11| T Reinforced Crysteel | Jumper Movement Pis..................... 3 | SensorBonus ... +3
ConATMOY TYPE ...ooovveree e, 25 | Gravitic Effects Drive Rtg ................ 10 | Electronic Warfare Rig .................... 9
Armor Quality ........coooeieeeeeeeeieens +0 | Gravitic Effects Movement Pis .......... o0 | Electronic Warfare Bonus ............. 425
Armnr Be" ________________________________ +25 SI:rBBI'I th .................................. 1
Concussion Hits ........................ 1065 ConrRoL Screen BONUS ..., +3
Power Crewmembers - AuxiLIARY SYSTEMS
Reactor Rtg ..............ccoouevneen MK.100 | COMPUIEF ..vevreeeeer v, Mk.30 | Auxiliary ............ Rtg 5 Gravitic Drive
Dperating Duration ................. 30 days Auxiliary ................... Mk.20 Microfreq
MepicaL AANANY ..o Rtg 1 Sensor
CoMMUNICATIONS Dispensary .........occoveevevieeiinnnnn.. No | Auxiliary.......... Rtg 2 Etectronic Warfare
Microfrequency ....................... Mk.20 | SickBay......co.ceoviiiiiiii e No | Auxiliary ....................... Rtg 1 Screen
Microtreq Capacity ....................... 20 Auxiliary .................. Rtg 30 Computer
TightBeam................covvivenieanns Mk.1 Auxiliary ......ooooooniinnnn. Life Support
Tight Beam Range ..................... 1LS

Loaps AcCOMMODATIONS MiscELLANEOUS
1 2 xMk.30 Loads | Crew Quarters............ccoeevveeiennnn. No | WOIKSROp ......oovviveiee e e No
Load2 ..................... 2 x Mk.10 Loads | Rec Facilities ...................cceeenee. Ne | Security Station.......................... Yes
Load 3 .......cooeeeee. 30 x Mk.10 Missiles | Life Support ......cooovvveeiiesininnannens Yes ;ilfhttl‘llr !!ar“..i...é .......................... Ir\\lla
LABORATORIES | nygeo Swoamiiniy o No
There are no Laboratories. Rad SHIBHI RN ..., 16
Rad Shield Bonus ....................... +50
CargoHold ..........c...eeooeoies 2 cumets




== Imperial Titan/Trojan Systems JYN-300 cam1 “Destroyer " =

Gommentary

Production of the Destroyer tl, ong of the largest MIRCs ever built, was a joint Imperial-Provin-
cial effort. Imperial Titan, with impending orders and project deadlines joined forces with a crack
Trojan Systems design team to come up with the design for this huge vehicle.

As MIRCs go, its firepower is unparalleled, particularly with a last minute upgrade tc a very heavy
Piasma Cannon. The load carrying capabitity is impressive, as are the Electro/Neutrino systems and
stalwart armor.

The cost for this MIRC is high, and few armies are wilting to entrust so much hardware to individ-
ual warriors. Nevertheless, the Destroyer |1} has been shipped to several Imperial and Provincial
armies to upgrade current elite ‘combeid platoons. The design’s toe-to-toe battle testing has proved
that the vehicle is an awesome opponent for other MIRC units.

Usage L

The Destroyer HH is currentlty used by elite Imperial troops, as well as those in the following
Provincial armies: Aramae, Augustus-Hayes, Carlisle, Devon, Dneprodzerkutsk, Harkenbuhse, Jade-
Londan, Kashmere, Kiatus, Kubischev-Lioyd, LeGrange, Lilith Group, Logos, Moskava, Naphtali,
Preus, Ptolemus, Red Star, Siva, Six Nations, Struin, Thaan, Titania, and Xapotec-Yunnan. Insur-
gent use of the Destroyer [l is so far unheard of.

Game Note$ am—— —————

This MIRC's “head” can separate from the “body” and can be operated by the pilot as a Gravitic
Fitter scout ship armed with the quad Laser Cannon mount.

Due to the inability of a MIRC pilot to simultaneously discharge multiple cannon mounts, the
Destroyer HI's main reactor is only powerful enough to charge and fire one energy cannon weapon
mount at a time (i.e., per Round).

Armament Mount Location HUD
* 1 x MKk.40 Plasma Cannon Fixed Forward +20
» 1 x Mk.40 Lob Cannon(Mag 25) Fixed Forward +20
« 2 x Mk.20 Blast Cannons Turret Front Qtr Right 420
» 4 x Mk.10 Laser Cannons Turret Top +20
» Mk.10 Missile Launcher {Mag 20} Fixed Forward +15
« Mk.10 Missile Launcher (Mag 20) Fixed Forward +15

Payload Pallets: 1 x Mk.50; 2 x Mk.35; 5 x Mk.20




Name: Destroyer ili
HuLL
Mass (Category) ............... 995 (Small)
Hell ..................... Reinforced Crysteel
Con Armor Type ......ccoceeiineninnnnnns 25
Armor Quality ..o +0
ArmorBeH ............c.oveeiiiiieinns +25
Concussion Hifs .............coeeevneen 1245
Power
Reactor Rig...........cccovnveneenieans Mk.85
Operating Duration ................. 15 days
COMMUNICATIONS
Microfrequency ....................... Mk.40
Microfreq Capacity ..........cc.ccnvenee. 40
TiphtBeam...........coovnveeecnnnennn, Mk.1
Tight Beam Bange ..................... 118
MepicaL
Dispensary .......coccceeeveeeviirennnnn, Yes
SIckBay ... No
AUXILIARY SYSTEMS
Auxiliary _.....o.ocoovienns Mk.40 Microfreq
Auxiliary ............eeee. Mk.1 Tight Beam
Auxiliary ................. Mk.100 Computer
Auxiliary ................. Mk.100 Computer
Auxiliary .........covveiiiiennae Gontrol Area
Auxiliary ........ccooevvneennnn. Life Support
Auxiliary ..........o.coieves, Life Support
LoAps _
Load 1 ...25 x Mk.40 Lob Cannon Rounds
Load2 .........cccnnes 40 x Mk.10 Missiles
Load3.......ccrvnennenee, 1 x Mk.50 Load
load 4 .......cevveenvenn 2 x Mk.35 Loads
Load5 ......cvevernnennen 5 x Mk.20 L.oads
Load6 ........ Up to 200,000 Elmonits CIP
ACCOMMODATIONS
Crew Quarters ..........o.occeevevvennnns Yes
Rec Fagilities .............ccoveineinnnns No
Life Support ........ocviiiiee Yes
LABORATORIES
There are no Laboratorigs.
MISCELLANEOUS
Workshop ..........ooviviniiiicnes Yes
Security Station............o.oceeee. Yes
FighterBay .............ccccviiiiinnnee. No
Shuttle/Vehicle Bay .. 8 ton Gravitic Flitter |
Hydro Streamlining ...................... No
Rad Shield Btg .........cevvvvcieennnnn. 10
Rad ShieldBonus ....................... +50

Cargo Hold

Class: Heavy MIRC

Drives
Walker Drive Rty ...................oo... 12
Walker MovementPts .................... 22
Jumper Drive Rig.....................ocuo, 5
Jumper Movement Pts ................... 10
Gravitic Effects Rtg...............ccoooetes 5
Gravitic Effects Movement Pts.......... 10
Sublight Drive Rig ..........c..ceeeneeens 5
Maneuver Thrust Pis....................... 5
AerocraftBMPs .............ciiiraeans 5

Unloaded Cost: 5,875,000 Elmonits

ConTROL
Control Points ....c.eeeriieiveeeenns 10
Crewmembers .........ocovvveveveceenvnne. 1
Computer.............coiieneicnnnnns Mk.100
Erectro/NEUTRIND
SensorRg ..., 5
SensorBonus .......o..oiiniiinininesn. +25
Electronic Warfare Rig .................... 5
Electronic Warfare Bonus .............. +25
ScreenREg ..o, 2
Screan Bonus .......c.ocveeiereninnens +10
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Kole Productions W1400 super-A “Ark” =™ 00000

Commeniany a—————————————

The Ark is the favored groundcraft carrier of House Harkenbuhse garrison forces. Capable of
carrying up to four standard Harkenbuhse main battle tanks to a contested battle zone, the Ark has
been extensively tested throughout the growing Shanto Accord / Red Star Triumvirate conflict.
Siding with Red Star and House Preus to form the Triumvirate a decade ago, Harkenbuhse planets
are the ones most at risk of falling to the Accord forces should open war be declared.

A system of quick force deployment, which includes the use of Ark carriers, is key to Hark-
enbuhse home defense plans, and these have been tested on numerous occasions as House Shan-
tac raids on Harkenbuhse holdings have become more and more frequent,

15206 m—————— e ————

Currently, the Ark is used only by House Harkenbuhse home defense units, but tests for offensive
employment are underway. This has caused orders for the groundcraft carrier to come in froam
Triumvirate allies Houses Red Star and Preus. No other forces, Imperial or Provincial, use the Ark
specitically, though similar vehicles are used to various extents in most fand armies of the Empire.

GAME NOTL'S e —————————————————————

The Ark's vehicte bay is best suited for use by four 250 ton vehicles. However, with slight modifi-
cations, any mix of vehicles adding up to a sum of 1000 tons of mass couid use the bay efficiently.

Armament Mount Location HUD
* 2 x Mk.10 Laser Cannons Flexible Front Qtr Right  +20
» 2 x Mk.10 Laser Cannons Fiexible Front Qtr Left +20
» 2 x Mk.10 Laser Cannons Flexible Aft +20
» Mk.10 Missile Launcher (Mag 22) Turret Top +20
Payload Paliets: 4 x Mk.20




Class: Groundcraft Carrier

Unloaded Cost: 7,685,000 Elmonits

Name: Ark
Hutt
Mass {Category) .......... 3,000 (Medium)
Hutl ooe Crysteel
ConArmor Type ........ooovvvvevennennee, 23
Armor Quality ........coeiniiniinnn#0
ArmorBelt.................ooiill +15
Concussion Hits ....................... 3,450
Powen
ReactorRig .......................... Mk. 100
Operating Duration ................. 20 days
CommunicATIONS
Microfrequency .........coeeeneeneens Mk.25
Microfreq Capacity ...............c..c. 25
TightBeam ..............cc .o, k. 1
Tight Beam Range ..................... 1LS

DRives
Gravitic Etfects DriveRtg ................. 5
Gravitic Etfects Movement Pts........... 10
ConTrot
Controf POINIS .....conveeneeinevenereans 9
Crewmembers ..oovvvveveneeieeeieieennes 6
Computer ..o, Mk.30
MEDICAL
Dispensary .........cooiciiieeiiieninnne Yes
istSickBay ....................... 9 patients
2nd Sick Bay .................... 9 patients

ELecTRO/NEUTRING
SensorBig ..o, 3
SensorBonus ..........ceinrreiieninnn, +15
Electronic Warfare Rtg .................... 3
Electronic Warfare Bonus .............. +15
Scresn Atg ... i
Screen Bonus ..........ooeeeiieeieeninnnn 4D

Auxitary SYSTEMS
Auxiltary ................... Mk.10 Microfreq
Auxiliary ............covviinees Rtg 1 Sensor
Auxiliary.......... Rtg 3 Etectronic Warfare
Auxiltaty ...ocovvverinnnns Rtg 30 Computer
Auxiliary ........cooieninanen. Cantrol Area
Auxitiany ......oocoeeiiinnennen, Control Area
Auxiliary ............ccoeeivienes Life Support

Loaps
Loat1 ... 4 x Mk.20 Loads
Load 2............22 x Mk.10 Exp! Missiles
lead 3...... Up to 1,080,000 Eimonits CIP

ACCOMMODATIONS
Crew Quarters .....ccooveeiveeiniveenns
Standard .......ocooiiiien e
Low/Military .............cooeeen e,
Cryogenls ..o,
Rec Facilities
Life Support ...,

LABORATORIES
There are no Laboratories.

MisCELLANEOUS
Warkshop ........cvvvvuineen 2 x 27G cumels
Security Station............co.ceev e Yes
FighterBay ..............cocoeeiinnnanne. No
Shuttle/Vehicie Bay.... 1,000 ton capacity
Hydro Streamlining ..................0.0s No
Rad Shield Rtg.................coiiinniennn, 8
Rad Shield Bonus ..........c.cceorenee. +40
CargoHold .........ocovvrnnnnennns 3 cumets

mlitd



Megalith CC100a “Patriarch” =

Commentary e

The Patriarch is an example of a powerful trend in modern battlefield force utilization; the use of
mobile command centers. The mobility of the unit allows it to change position with its controted
troops 50 as to avoid being pinned down and destroyed by opposing artitlery, or being sought out
and bombarded by enemy aerocraft.

Megalith is an imperial producer, and the Patriarch is currently made only for Imperial combat
units. Provincial forces have caught wind of the vehicle’s design principals and are in the process of
developing their own mobile command center counterparts.

The Patriarch has only been battle tested in a few lopsided conflicts, and its defensibility is still an
open question. That has not stopped many battalion-level commanders from requesting allocation
of this unique vehicle.

USAJ0 m———— e ——

Megalith's CG100a Patriarch is used only by Imperial ground forces based on or near the Core
Worlds. As the popularity of the design increases, so will distribution — but it is a costly acquisi-
tion for any army.

Game Notes mweesee——————

Up to 8 of the Mk50 payload pallets are rigged to carry electronic warfare pods. If so configured,
and all are used at maximum power, the mobile command center is essentially cloaked to conven-
tional sensor scans. The other payloads usually carry an array of torps, dischargers and various
supplemental munition systems.

Armament Mount Location HUD
* 3 x Mk.10 Laser Cannons Turret Top +25
» Mk.8 Missile Launcher (Mag 10) Flexible Forward +20
Payload Pallets: 15 x Mk.50; 15 x Mk.30; 10 x Mk.20




Name: Patriarch

Mass {Category) .......... 4,850 (Medium)
Hol ..ol Reinforced Crysteet
ConArmor Type ccoeveiinieieennnen 25
Armor Quality .........ccoovevieinnnnnn 40

ArmorBelt ... +10
Concussion Hits ............c.ccee el 5,335
Power
ReattorAtg ...............ccoeneens Mk.100
Operating Duration ................. 30 days
COMMUNICATIONS
Microtreguency ..................... Mk.130
Migrofreq Capacity ...................... 130
TightBeam ...........covveiiiinnnns Mk.60
Tight Beam Range .................... 60 LS

Class: Mobile Control Center

t Tracked Drive fig...........oococ e 1.5
Tracked Movement Pis
Gravitic Effects Drive Rig
Gravitic Effects Movement Pis ...........8
Subfight Drive Rtg
Maneuver Thrust Pts
Aerocraft BMPs

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

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

Controd Poimts ...,
. Crewmembers

Unloaded Cost: 19,775,000 Elmonits

Erectro/NEUTAIND
SensorBig........ooooeieiieen e, 10
SensorBonus ..........vvvceeiieiiiennns +50
Electronic Warfare Rig.................., 15
Electronic Warfare Bonus .............. +60
ScraenRig ........co i 3
Screen BOnuS ..o +15

AUXILIARY SYSTEMS
Auxiliary ................. Mk.130 Microfreg

| Auxiliary ................. Mk.60 Tight Beam
Auxilfary ... iieeiene Rtg 5 Sensor
Auxiliary.......... Rtg 3 Etectronic Warfars
Auxitiary .................. Rtg 80 Computer
Auxiliary ... irvienn, Control Area

Loaps
Load 1t .........ovveevnes 15 x Mk.50C Loads
Load 2 ........covvee e 15 x Mk.30 Loads
Load3 .........ccoeenn, 10 x Mk.20 Loads
Load4 ............. 10 x Mk.8 Expl Missites
foad5........ Up to 873,000 Eimanits CIP
LABORATORIES

There are no Laboratories.

| ACCOMMODATIONS
! Grew Quarters

| LOW/MIAIY ov.vvorreronnnn
ROG FAGIHES .........oororrrsorrrrsns
Life Support

MisceLLANEOUS
Workshop ............ooo i iiiiiinee . Yes
Security Station ..............coooeen ¥es
FighterBay .............ccooeiveivnnanns No
Shuttle/Mehicle Bay .........ccoceeevev s No

Hydro Streamlining ..................... YES
Rad ShieldBRig ......c.ceoooenniiennnn 10

i Rad Shield Bonus .............conenent +50

CargoHold ....................... 26 cumets



EXPLORER |V e——

Libecorp 2700 explr Series F “Explorer i/’ =, .o,

Cﬂmmemaw |

Produced by the Imperial interstellar manufacturer Libecorp, the Explorer IV is a large and some-
what daunting purchase for any exploration/survey force. However, it is weil-outfitted with integral
labs ang extensive accommodations, This combination proved to be a successful one for Libecorp,
and orders for the Explorer 1V have been steady, if somewhat slow.

The prime mission of the Explorer IV is to undertake survey work and act as a mobile base for
personnel on worlds that are environmentally and/or socially hostile. 1ts variety of motive forms
insures that it can handle most terrain types it will come across.

Explorer 1Vs are often transported to new worlds on huge interstellar carriers and soft-landed by
massive dropships. Once free of their transport they are always up 1o the task of long-duration
gxplorations. '

US300 amummeemr—————————————————————————

Libecorp has an open sales policy, but because the Explorer 1V is a tough sell, many powers lease
these craft on affordable terms for a limited duration. Most Major Houses and more than a few
Minor Clans on the Frontier operate Explorer [Vs. A few of these vehicles have been captured by
dissident forces and are used by them as mobile command posts or, in poorly defended areas,
combat vehicles.

GAME NOTES s

The Explorer 1V is generally considered to be one of the best equipped survey groundcraft in its
class. Sensor and cargo pods generally fill the payload pallets.

Armament Mount Location HUD
* 2 x Mk.10 Laser Cannons Turret Top +15
e 2 x Mk.10 Laser Cannons Turret Top +15
Payload Pallets: 3 x Mk.50; 10 x Mk.30; 10 x Mk.20




Name: Expiorer IV

Hute
Mass {Category) .......... 6,750 (Medium)
Hull ... GrySteel
ConArMOT TYPE .oooovvvivver e iiininnn 23
Armor Quality ...........cocovvvvniiinnnnns +0
ArmorBelt.....................ll +15
Concussion Hits ....................... 7,765
Powen
AsactorRig .............cceenenees Mk.125
Operating Duration ............... 100 days
ComMUNICATIONS
Micrefrequeney ..........cc.ccevveenns Mk.B0
Microfreq Capacity .............coccovne, 60
TightBeam...............cooeecvinnen. Mi.1
Tight Beam Hange ..................... 1LS

Class: Surface Exploration Base

Drives
Wheeled OriveRig .................cc0 e, 3
Wheeled MovementPts ................... 8
Gravitic Effecis DriveRlg ................. 5
Gravitic Effects MovementPls .......... 10
Hydromotive Drive Big .................... 2
Hydromotive Movemant Pis .............. 4
ControL
Control Points ......... evvreeer e irrrres 13
Crewmembers................ ...13
Computer .....ocoovneimiriceireieas Mk.60
Mebicat
Dispeansarny .........co.ceeniennieeninen No
SickBay .......cooiiniii 25

Unloaded Cost: 17,370,000 Eimonits

ELecTrRo/NEUTRIND
Sensor Atg ..o 1}
SensorBonus ............o.eee. +50
Electronic Wartare Rig ....................
Electronlc Warlare Bonus .............. +15
Sceredn Rig ..o
Scraen Bonus..........ooceveennrennreann +5

AUXILIARY SYSTEMS
Auxtliary ...oocciieiinenn. Mk.60 Microfraq
Auxiliary .........ccoeevnne Mk.1 Tight Beam
Auxilary ......coovvniinennnee. Rtg 1 Sensor
Auxtiary ..coovnniennnnne Rtg 60 Computer
Auxiary........ocoeeveeiiiinins Controf Area
Auxitiary ......ocoveveeeeevnne, Control Area
Auxtliary ...........oociiinnnns Life Support
Auxtilary .....ccvvreniivniinnnne Life Support

Loans
Load ....coccininiinn . 3 X MKBG Loads
load2.....ooevvvenennen. 10 x Mk.30 Loads
Load3.....coevvvenenen. 10 x Mk.20 Loads
loadd...... Up to 3,645,000 Eimaonits CiP
ACCOMMODATIONS
Craw Quarters...........ccccvvveevnennnn Yes
Standard ....c.oovrrviir e, 2
Low/Military .............ocoiviiinicninnan, 30
Cryogenic...........ovvcvvvvmiceeiercien, 5
Rec Facilities .............ccovcineinins Yes
Lie Suppert ... Yes

LABORATORIES
Anthrepology........coccveiiecieeana,
Astronomy
Botony........cooiiiiiiiiinicninenene,
Chemistry........cooooivieiniiien e,
Genetics
Medical
Metallttrgy ......ooovoiiiiiicniciiiennnnns
Planetolegy .........covviiiiivniiinnnns
Zoology

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

MiscELLANEOUS
Worshep ................... 3 x 608 cumets
Security Station...........ccoo e Yes
FighterBay ................. 10 ton capacity
Shuttle/Vehicie Bay ...... 300 ton capacity
Hydro Streamtining ...................... No
Rad Shield Rtg ........oooenvieeeenecernnn, 10
Rad Shield Bonus ............ccocenneen +50
Cargo Hold ...................,.. 100 cumets




MALOGH

Imperial Transtar 9000 Series Y “Maloch”

Commentary

The Maioch is the standard light MIRC dropship used by Imperial forces to soft-land up to 3000
tons of combat ready MIRCs into a battle area. In practice, this means that a single Maloch is
capable of tending and deploying a troop of about six MIRCs in the 500 ton range. In addition, this
dropship can carry a sizable maintenance and command force for the MIRC troop.

Maloch dropships are used by innumerable imperial ground assault forces, and they are favored
by many of the Empire’s Millennia Warrior units. Provincial fleets use similar equipment, though
they are usually locally manufactured.

Game Notes mee——————————————
This design is a Star Strike vessel, but considering that it is often found planetside it is included
in this listing. The Maloch’s MIRCs are stored, carried and deployed from the Fighter Bay, while the

Shuttle Bay usually houses courier ships and the like.
The Maloch's rated programs are as follows: Tactics, Predict and Evade are all Rtg.3.

Armament Mount Location HUD
» 2 x Mk.20 Blast Cannons Flexible Top +20
» 2 x Mk.20 Blast Cannons Flexible Bottom +20
+ 2 x Mk.20 Blast Cannons Flexible Front Qtr Right  +20
* 2 x Mk.20 Blast Cannons Fiexible Front Qtr Left +20
« 2 x Mk.20 Blast Cannons Flexible Rear Qtr Right  +20
2 x Mk.20 Blast Cannons Fiexible Rear Qtr Left +20
* 2 x Mk.20 Blast Cannons Flexible Aft +20
* 4 x Mk.10 Laser Cannons Flexible Forward +20
* 8 —4 x Mk.10 Laser Cannons Flexible 1 per Firing Arc +20
* 3 — Mk.10 Missile Launchers (Mag 25 @) Turret Top +20
* 3 — Mk.10 Missile Launchers (Mag 25 @) Turret Bottom +20
Payload Patlets: 5 x Mk.30; 8 x Mk.20; 10 x Mk.10

Tractor Beams: 1 x Mk.30; 2 x Mk.20




Name: Maloch

Huwe
Mass (Category)......... 25,000 (Medium)
Hull .o Crystanium
COnAmmOrTYPe ..cccveeveeve e e, 24
ArmorBealt ...+ 10
Concussion Hits ...........coonenvnns 27,500
Power
ReactorRig .............c..ooceecnni, 1250
Andrium ..o, 100 units
COMMUNICATIONS
Microtrequency .....................Mk.250
Microfrag Capacity ...........cooeevven, 250
TightBeam ...........ooceveeeiivinnen Mk.60
Tight Beam Range .................... 6018

Class: Light MIRC Dropship

Drives
Sublight Drive Rty ..............ccceeree, 3
Max Sublight Aceel .............. 30 km/s/s
Maneuver Throst Pts..........ovvneeennn 3

Translight Drive Rtg ....................... 3
Translight Displacement ......... 3 LY/day
ConTROL
Controt Paints ............co v v 26
Crewmembers...........ocoveiiiieriennnnn 26
Computer..........cccvviiiien s Mk.145
MebicaL
Dispensary ................. 2 x 145 cumets
15t SickBay ..........cocevvinnee 25 patients
2nd SickBay............oevne. 25 patients

Unloaded Cost: 59,000,000 Elmonits

ELecTro/NEUTRING
Sansor Rtg ....ovveevrrnerrrreer i enannne $0
Sensor Bonus .......ocoevieiiinninnin, +50
Electronic Warfara Rtg .................... 4
Electronic Warfare Bonus ..............+20
Screan Rl ... 2
Soreen Bonus ....o..oviviniivinrninniens +10

AuxiLiARY SYSTEMS
Auxiliary .........co0o000. Mk.25C Microfreg
Auxiltary ................. Mk.60 Tight Beam
AXIEATY v, Controtl Area
Auxiliary ................. Mk.145 Computer
Auxiliary ..o evivnnians Life Support
Auxitiary ........ocoieeieeniin Lite Support
AWXIIBTY ..o 2 x RiF

Loaps
Load1 .......... 150 x Mk.10 Exp! Missiles
Load 2 ...occoviiiiiinens 5 x Mk.30 Loads
T T I O 8 x Mk.20 Loads
toadd .................... 10 x Mk.10 Loads
Load5 ...... Up to 8,000,000 Emonits GIP
LABORATORIES
Cybernetics ........oooviiiiiincnn #1410
Medical .........cocooviieercaniriinniees +10
Planstolegy ...........ooceeenvinniieanns +10

~ ACCOMMODATIONS
CrewQuarters .............coccvreennnee Yes
First C1ass .o.ooovevnevmnnennnns e 4
Standard ... 10
Low/Mititary......ooceiieiiiinennns 105
Cryogenic .........cooeeeere e 50
Rec Facillties ..........covvevreenneennees Yes
Lite Support ...oooeeernri, Yes

MiSCELLAREOUS
Workshop ................. 2 % 2,250 cumets
Security Station...............cceeen Yes
FighterBay .............. 3,000 ton capacity
Shuttle/Vehicle Bay.... 1,200 ton capacity
Atmospheric Streamitning ............. Yes
Landing Gear........ccocoeuceinnsencnnnnns No
Rad Shleld Atg...........oovvmmeennninnnnes §
Rad Shield Bonus .............ccoeenne +30
CargoHold.................... 5,635 cumets



Imperial Transtar 9200 Series K “Lankor” ™ oo

Commantary o S

Big brother to the Maloch light MIRC dropship, the Lankor sets the Imperial standard for the
medium MIRC dropship. With a bay capacity of 7000 tons, this craft is capable of tending a platoon
of about fourteen 500 ton ‘comboids.

Like the Maloch, the Lankor is slow through hyperspace, reducing its ability to surprise the
planetary defenses of a prospective foe. Because of its poor speed, however, it is more likely that
faster fleet elements will get to a battle zone before it, preparing the way with preliminary bombard-
ments,

USE0E e ——————— e ————————

Lankor dropships are used by Imperial ground assault forces and are exceflent for maintaining
MIRC platoon integrity.

Game NOES memmmmsnsn s ——————————— s

This design is a Star Strike vessel, but considering that it is often found planetside it is included
in this listing. This vessel's MIRCs are stored in and deployed from the Fighter Bay, while the
Vehicle/Shuttle Bay usually houses courier ships or other surface vehicles.

The Lankor’s rated programs are as follows: Tactics, Predict and Evade are all Rtg 4.

Armament Mount Location HUD
* 8 — 2 x Mk.30 Blast Cannons Flexible 1 per Firing Arc 420
* 2 — 4 x Mk.10 Laser Cannons Flexible Forward +20
e 2 — 4 x Mk.10 Laser Cannons Flexible Front Qtr Right  +20
» 2 — 4 x Mk.10 Laser Cannons Flexible Front Qtr Left +20
¢ 2 — 4 x Mk.10 Laser Cannons Flexible Rear Qtr Right  +20
*2 — 4 x Mk.10 Laser Cannons Flexible Rear Qtr Left +20
*2 — 4 x Mk.10 Laser Cannons Flexible Rear (tr Right  +20
« 2 — 4 x Mk.10 Laser Cannons Flexible Aft +20
* 2 — 4 x Mk.10 Laser Cannons Flexible Top +20
» 2 — 4 x Mk.10 Laser Cannons Flexible Bottom +20
«2 — 4 x Mk.10 Auto (Mag 30 @) Flexible Top +20
¢ 2 — 4 x Mk.10 Auto (Mag 30 @) Flexible Bottom +20
*2 — 4 x Mk.10 Auto (Mag 30 @) Flexible Front Qtr Right  +20
* 2 — 4 x Mk.10 Auto (Mag 30 @) Flexible Front Qtr Left +20
*2 — 4 x Mk.10 Auto (Mag 30 @) Flexible Aft +20
* § — Mk.10 Missile Launchers (Mag 25 @) Turret Top +20
» § — Mk.10 Missile Launchers (Mag 25 @) Turret Bottom +20
Payload Pallets: 5 x Mk.50; 8 x Mk.30; 10 x Mk.20; 25 x Mk.10

Tractor Beams: 2 x Mk.30; 3 x Mk.20




l Name: Lankor Class: Heavy MIRC Dropship Unioaded Cost: 187,500,000 Elmonits l

Hutt
Mass (Category)......... 75,000 (Medium)
Hull .., Crysteet Double Hull
ConArmor Type ..., 26
ArmorBelt............cocviivviinviennn 15
Concussion Hits ......c..conveeee. 86,250
Powen
ReactorBtg .......oovvvevvenv i 2485
Andrium ... 100 units
CoMMUNICATIONS
Microfrequenty ..........ocoveenve.. MK.250
Microtreq Capacily ...................... 250
TightBeam ................ccooiiieennns 80
Tight Beam Range .................... 60 LS
TBDRANGe ......ccvoenvvivninirieenies 5LY

Drives
Sublipht Drive Bty ..........ocoinvviennne 4
Max Sublight Aceel .............. 40 km/s/s
Maneuver ThrustPis ....................... 4
Transiight Drive Rtg ............cconn . 3
Transtight Displacement ......... 3 LY/day
ConTrOL
Control Points ...... Frerr e 35
Crewmambers..................cooeeuenen 35
Computer........ccovvevvvvnvrnivrnnns Mk.180
MepicaL
Dispensary .........ccoeves 3 x 280 cumets
TstSickBay .............c.., 50 patients
2nd SickBay................c.... 50 patients

ELecTRO/NEUTRIND
Sansor R ..o e, 10
SensorBonus ... +50
Electronic Warfare Btg .................... 4
Electronic Warfare Banus .............. +20
Screen Big ..o.covvvrivrnivn e 3
ScresnBonus ...........coeeeeiiieenene +15

Auxiuary SYSTEMS
Auxiliary ................. Mk.250 Microfreq
Auxiliary ................. MK.60 Tight Beam
Auxiliary ......oooeeenee Mk.180 Computer
FTD LHE: T Control Area
Auxiliary ...........oooeevnenne. Lite Support
Auxitiary .......ooooeveiiienns Life Support
Auxthary...........cociiiiiviee RIF
AUXIHArY ..o e RIF

Loans
Load 1 1200 x Mk.10 Autocannen Rounds
Load 2 ................ 300 x MK.10 Missiles
Load 3 .....coi e 5 x Mk.50 Loads
Load 4 vererernsensess 8 X MK.30 Loads
Load 5 verrnrneeesnes 1 X MK.20 Loads

Load 6 .............. 25 x Mk.10 Loads
Load 7 ....Up to 54,000,000 Eimonits GIP

ACCOMMODATIONS
FIRSLCIA8S veeeeeevee e e cieereesrens 4
STARERIT oo 10
LoW/MItLAY ... 231
Cryogenit .....oevveevencniciiiciieninans 50
Rec Facilities ...........oovieviieennn... Y5

LABORATQRIES
Cyberneties...........cocevveeiieiinins +10
Megical ...........cooiviiinirirer +10

Planetelogy ...........cceeiiiinenns +10

MISCELLANEOUS
Workshep ..o, 4x%86,750
Security $ation....................... Yes
FighterBay............ooovuuren, 7,000 tons
Shuttle/Vehicle Bay ............. 1,500 tons
Atmospheric Streamilning ............. Yes
Landing Goar............oovviveieniiene Ne
Rad Shield B1g..........ocoocvrrineiiinnnnnn 6
Rad Shield Bonus ..............cccenv... +30
Cargo Hold ........cvovvvven i, 1,215



DOMINUS

Imperial Transtar/iImperial Robotics 10700-2 Series A prototype “Dominus

»y IS

Commenialy see—— ———————————————————————————

The fact that this 80,000 ton roboticized monster was ever manufactured is nothing short of
astounding. As a prototype “continental controt vehicle”, reviews are mixed. Most ask why a
prototype was ever built. What was the practicality of such a structure? Where wouid they be
utilized? These are fair questions with answers not soon to come to light. What is known is that
only one has been completed, while another is undergoing construction. [t is said that the Dominus
is perhaps one of the Emperor’s pet projects.

Usage

Only one functional prototype has appeared so far, and it has yet to be deployed for action.

GamMe NOES m———— e ————————

This is a fully automated vehicte. The Armor Quality modifier is not actually for an alloy; it repre-
sents the Defensive Bonus generated by the vehicle’s Ordium I Double Hull. The Mk500 payload
pallets are only equipped to handle AAVMs. The Workshop represents completely automated
damage control facilities that atlow for the vehicle to make its own field repairs.

Armament Mount Location HUD
» 2 — 1 x Mk.50 Disruptor Cannon Turret Top +0
* 6 — 1 x Mk.30 Blast Cannon Turret Top +0
» 1 x Mk.30 Lob Cannon {Mag 200) Fixed Forward +0
* 6 — 1 x Mk.30 MLA Cannon (Mag 200 @) Fixed 1 per side arc +0
o 5 — 2 x Mk.10 Laser Cannons Turret Forward +0
» 4 —— 2 x Mk.10 Laser Canngns Turret Front Qtr Right +0
* 4 — 2 x Mk.10 Laser Cannons Turret Front Qtr Left +0
e 4 — 2 x Mk.10 Laser Cannons Turret Rear Qtr Right +0
» 4 — 2 x Mk.10 Laser Cannons Turret Rear Qtr Left +0
¢ 4 — 2 x Mk.10 Laser Cannons Turret Aft +0
* 3 — Mk.10 Missile Launcher (Mag 200 @) Flexible Front Gtr Right +0
* 3 — Mk.10 Missile Launcher (Mag 200 @) Flexible Front Qtr Left +0
e 3 — Mk.10 Missile Launcher (Mag 200 @) Flexible Aft +0
» 2 — Mk.10 Missile Launcher (Mag 200 @) Flexible Top +0
Payload Pallets:2 x Mk.500 AAVM Pallets; 12 x Mk.50; 35 x Mk.30




Name: Dominus

Ciass: Robotic Continental Control AFV

Unloaded Cost: 4,000,000,000 Elmonits

Huct
Mass (Category}......... 90,000 (Medium)
Hull................... Ordium ! Double Hufl
ConArmorType ......ccooevviiiiiinnenns 30
Armor Quality ...............o.cc e +25
ArmorBell...........ccoivviii e +25
Concussion Hits .................... 112,500
Powen
Reactor Rtg......cooeeoveevennnnn  MKL1705
Operating Duration ............... 300 days
COMMUNICATIONS
Microtrequency ..................... Mk.250
Tight Baam ...........coviieevicvianns Mk.90
Tight Beam Range .................... g0 LS

TBD AZNGE vovvvoeveereeeeneenen

Drives
Gravitic Effects Rlg ....................... 10
Gravitic Etfects Movement Pis.......... 20
ConTroL
Control Poims ..c.ooovvveevee e e 37
Crawmambers ......oocovvvevrirvvnrinerennn
Computer.........ooveevneenvennn. MK.750
Mebicat
Dispensany .........ccoceerinmicnnivensins No
SickBay........coo e No

Ecectro/Neutrino
SensorBig ... 25
SensorBonus ......ooooveeieiieeieens +75
Electronic Warfare Rtg ................... 10
Electrenic Warfare Bonus .............. +50
ScreenRig ..........oe e 5
Screen Bonts .......oceeveeviiverennnas +25

AuxiLiaRy SYSTEMS
Auxiary ............... Rtg 4 Gravitie Drive
Auxiliary ....covvirnnnee Mk.250 Microfreq
Auxiliany ........co.ee.. Mk.S0 Tight Beam
Auxiiary .................... Rig 10 Sensor
Apxiltary ................. Mk.750 Computer

Loaps
tead1 ............ 200 x MKk.30 Lob Ammo
load 2 ......... 1,200 x Mk.30 MLA Ammo
Load3.............. 2,200 x Mk.10 Missiles
Load 4 ..2 x Mk.500 APYM (100 uses ea.)

venerennrennsss 12 X MK.50 Torpedoes
Load6.................... 35 x Mk.30 Loads
... Up to 16,200,000 Etmonits GiP

ACCOMMODATIONS
CrewQuarers...........ocvcevv v veninen No
Rec Facilities ............cc. e vvnvenen No
Life Support ..........coeus ...No

LABORATORIES

There are no Laboratories.

MiSCELLANEOUS
WOIKSROP vvven e Yes
Security Station........ccooviiiicennees No
Fighter Bay .........ccovcviinniiiniiennn No
Shuttls/Vehicie Bay ...................... No
Hydra Streamlining ....................-. No
Rad Shlelg RIg .........coeeevevennnnen. 20
Rad Shiald Bons ........ocvvvvivinnn. +70

CargoHold .................eoce {0 cumets



Muskrat |
Hvy Melals PAPA-4 (recce) “Muskrat” "=

[ Class: Light Scout Armor Base Cost: 20,800 Elmonits I

Hutt Cannon
ConArmor TYPe .......covveveereeenennn 22 [ CARNOR T oo, None
Hull........ceorveinnnene . Hardened Steel SpeciAL WEAPONS
:::::;s?il::gi.t's """"""""""""""" +g WBAPOR T .o cerieierieenn, READ

"""""""""""""" Weapon2,......................... MASK-D

Movement g Cose Comsar
HOpperMPS ........cconmvmirrmaninnsinnn FOree LOVEl oo oo 3
TrooreR EFrecTs Base Meles Value............coceev e 5
TroopTyps OB DB IMV  AMPY
Guard 170 120 35 624,000
Commando 155 115 32 312,000
Elits 140 110 29 187,200
Storm 125 1056 26 124,800
Shock 110 100 23 20,800

RAM VI

—Trojan Systems SDX-300 (a) “Ram VI” =
l Class: Main Battle Armor Base Cost: 30,100 Efmonits I
HutL Cannon
ConArmor TYPE .....oovvvnncennaee e 23 (Cannont....... Mk.6 Laser Cannon
Hull .oooiviiinviiciinscecnminnenn-Grystesl [ Gannon2 ... Mk 6 Laser Cannon
Armor Elualtty- ............................. +0 SpeciaL WEAPONS
Congussion Hits ..................cceee. 3 | Wea e X DR V-MINE
MovEMENT Weapon2 ........ccceeeeecvennneennn. scDP
anper | of S 5 WQapun b APAM
TRGOPER EFFECTS Weapon . S CHEM-D
TroopType OB DB IMV  AMPY Weagonb .........cco i, MASK-D
Guard 170 105 40 803,000 Crose CoMBAT
Commando 155 100 37 451500 | roree tgval.......cccocrveeeceere e, 3
Elite 140 956 34 270,900
Storm 125 90 31 180600 Base Melee Vailue ....................... 10
Shock 110 85 28 30100




T IO K
Tal Industries RODM 100 ASd “Tarok” ™

I Class: Main Battle Armor Base Cost: 49,800 Elmonits I

HuL CANNON
ConArmorType ...ocooovivinnniinninnn, 24 | Cannon? ............... Mk.6 Auto Cannon
Hull ..., Crystanium | Cannon2............... Mk 6 Blast Cannon
Armor ﬂl.}allty. ............................. +0 SPECIAL WEAPONS
Concussion Hits ................coovennies 3 WEBEON T ovvreeeeereeeven, MORT
MovemenT Weapen2 ........c.cceeevennvennnennns SCoP
Hopper MPS ... vy 6 [ Weapon3..........coooieiinieeenns, -MINE
Trooper EFFECTS Weapond ..........cocniiieinnn, MASK-D
TroopType OB DB IMV  AMPY Ciose Comsar
Guard 170 110 75 1,494.000 | Force Lavel......cceveerienreensienriennnen 5

Commando 155 105 70 747,000 | pase Melee Value .........c..c..r..... 25
Elite 14G 100 65 448200
Storm 125 95 60 298,800
Shock 110 80 55 49 800

AZBI'a A
Imperial Robotics HC-68 THX “Azora” = @

l Class: Heavy Battle Armor Base Cost: 330,000 Elmonits I

Hutt CANNON
ConArmorType ..o, 30 [ Camnont............ Mk.6 Laser Cannon
Hufl oo Ordium il | Cannon2............... Mk.6 Blast Cannon
Armor Qt_mlily_ ........................... +10 SreciAL WEAPONS
Concussion Hits ...........ocoovvvvvnnennd Weapon1 ...........c.cceiinn, READ
MovEmENT Weapon 2 .......eeevverneenreennren. V-MINE
HopperMPsS .........ccoovveiviniiiee, 10 [ Weapond.........oeovivieviiinnns MORT
Gravitic Effects MPs ..................... 10 | Weapond ..........cociiiiiniienen, SCoP
TrooPer ErFECTS Weaponb ... AEPAM
TI’OOB Tﬂlﬂ DB DB IM“ AMP“ Weaﬂﬂn 6 .......................... CH M‘D
Guard 170 180 75 11,700,000 Weapon?....,.....................MASK-D
Commands 155 170 70 5,850,000 Ciose Compat
Eiite 140 160 85 3,510,000 | poreq Lavel........cocereeeriereresnan, 5
Storm 125 150 60 2,340,000 | g.co Metge Vall ... .. 25

Shock 110 146 55 350,000




Albatross

Sabra’ Inc. LGT 400 Ix “Alhatrﬂss”*

Class: Scout Aerocraft
Unloaded Cost: 68,000 Eimonits

Movement
Base Movement Points ................... 3
Accel/Decel ............cvvveeniiennenn.s 1
Maneuverability ........................... 6
Hover Capability ..............cooeeve Yes
ComBaT
Defensive Bonus.............ccceeveee, +50
Cannan ..........eeeeeeii e None
Payload Pallets.................. 2 x Mk.10
TRANSPORT
Passenger Capacity #..................... 0
Cargo Capacity ................... 2 cumets
Sturmovov

Class: Ground-Support Fighter
Unloaded Cost: 125,000 Elmonits

MoveMENT
Base Movement Points ................... 3
Accel/Decel .....ooeeen 171
Maneuverability ........................... 5
Hover Gapability ......................... No
Comsar
Defensive BONUS...........ccvevveevinen, +65
Cannoni ............. Mk.6 Laser Cannan
Cannon 2 ............... Mk.6 MLA Cannon
(Mag 10)
Payload Pallets .................. 2 xMk.10
TRANSPORT
Passenger Capacity #..................... q
Cargo Gapacity ................... 0 cumets




Orpha

Rathin Neogy Dynamics FF-30 “ Qrpha” =e—————

Class: Air Superiority Fighter

Unloaded Cost: 150,000 ElImonits

MovemEeNT
Base Movement Points ................. 15
Accel/Decel ..............cevveeinenene. 2/2
Maneuverability .......................... 3
Hover Capability ......................... No
ComBAT
Defensive Bonus...........cooveev e +75
Cannon1............. Mk.10 Laser Cannon
Cannon 2 Mk.6 Missile Launcher (Mag 5)
Payload Pallets ....................... Nonre
TRANSPORT
Passenger Capacity #..................... 0
Cargo Capacity ................... 0 cumets

Hauken

Cobra Systems DF-22¢ “Hauken™ ¥

Class: Air Superiority Fighter

Unloaded Cost: 99,000 EImonits

MovEMENT
Base Movement Points ................. 20
Accei/Decel ..o, 2/3
Maneuverahility ...,....................... 1
Hover Capahility ......................... No
Compar
Defensive Boanus.............oco........ +15
GCannon ................ Mk.B Laser Cannon
Payload Pallets ................... 1 x Mk.B
TRANSPORT
Passenger Capacity #..................... ]
Cargo Capacity _.................. O cumets




Hurm

Aunnerud/ﬂohurg SSR 7050 mk1 “Hurm"__-__"_"

Class: Attack Transport
Unloaded Cost: 100,000 Elmonits

MoveMENT
Base Maovement Points ................. 10
Accel/Decel ........oeeeviierienienn 1/2
Manauverability ........................... 4
Haover Capability ........................ Yes
Comear
Defensive Bonus........................ +80
Cannon ........ Mk.5 Laser Cannon Turret
Payload Pallet .................... 2xMk.6
TRANSPORT
Passenger Capacity # ..................... i
Cargo Gapacity ............c...... 0 cumets

Asgurd

Scion P-210 b (export) “Asgurd”™ ™ —

Class; Heavy Troop Transport

Unloaded Cost: 100,000 Eimonits

MovEMENT
Base Movement Points ................... 5
Accel/Decel ..........ccovvevvrenennn .. 172
Maneuverability .........................o. 7
Hover Capability ........................ Yes
Comsar
Defensive Bonus...............eeeen.. +70
Cannon ......ocoooevieninee e None
Payload Pallets ................... 2 x Mk.6
TRANSPORT
Passenger Capacity #..................... 3
Cargo Capacity ................... 0 cumets




SCENARIOS

In the {mperial Year 469, the Imperial Dynasty Throne conceived a plot
to bring about the gownfall of House Ptolemus, a Greater Family oversee-
ing a pre-eminent Inner Provinge. Duke Ptolemus was held in extreme
distavor by the Emperor; his slanderous blatherings at the Imperial
Senate Hall were as embarrassing as they were damning to the Emperor's
plans for future Frontier expansion and alien race subjugation.

Tue CoLostan SoLuTION

Agents of the Imperial Dynasty
Throne approached certain military
leaders in the House Colos com-
mand hierarchy and broached the
subject of a fully-sanctioned inva-
sion of Ptolemean space. House
Colos, one of the Emperor’s favor-
ite operating forces, soon devel-
oped plans for hostilities against
Duke Ptolemus and his House of
accused miscreants. The Colosians
stood to gain incalcuiable benefits
from the Piolemean downfall: new
systems, habitable worlds, and a
repressed labor pool, not to men-
tion more Imperiaf “favors”.

A propaganda campaign of
massive disinformation was insti-
gated by House Colas early in the
new tmperial decade (Imp.470).
The Imperial Intelligence Director-
ate lent its support to this effort.
The target was House Ptolemus.
Despite their reputation as bum-
bling tmperiat lackeys, the
Colosians were succassful in

cial Houses against Ptolemus.
Preparations for the invasion
were going well. The Colosians
had already sealed a pact with two
other Provincial powers, Thaan and
L.eGrange, to form the “Band of
fron” alliance. These two Houses
were privy to Colos’ plans against
Ptolemus, and approving, they
agreed to lend support in the
upcoming war effort. Near the end
of Imp.474, the Colosians were on
the brink of mobilizing their vast
reserve of deep space forces when,
of all things, they were pre-empted.

- House Dneprodzerkutsk quite

- unexpectedly invaded a system

- held as a Ptolemean protectorate.
. War was declared and a standing
. Ptolemean task force, expecting

. tage of the Dneprodzerkutsk incur-
| sion.

 prise would be achieved.

: ments were entering hyperspace,
- Duke Ptolemus was assassinated
- by a Dneprodzerkutsk double

- agent. With a state of emergency
- in effect, the Duke's son took the

- House's rulership immediately. A
- much more moderate individual,

- and well-liked by many of Ptole-

. € S . mus’ current detractors, the new
turning the opinion of many Provin- |

AN UNexpecTED INTRUSION
fn jate Imp.474, the forces of

action, was rushed to the contested
planet. The Colosians guickly
revised their plans to take advan-

On the eve of their invasion, the
Colosians were confident that the
security surrounding their prepara-
tions remained intact. Total sur-

But even as the first fleet ele-

Buke put out a plea for help against
this unprovoked Dneprodzerkutsk
aggression to several Provincial
leaders.

News of this latest develiopment
reached House Colos just as the
tmperial Dynasty Throne an-
nounced the sanctioned invasion
and Colosian ground assault forces
were landing on key Ptolemean
worlds. The combined effect of alt
these events was disastrous for
House Colos.

Sympathy for House Ptolemus
culminated "overnight” in a general
condemnation of the Colosian
invasion by a vast assemblage of
Provincial and Clan leaders. Ru-
mor had it that the Colosians had a
hand in the assassination of the

. elder Duke Ptolemus. Accusations

of collusion were rampant, and
many points of interprovincial law
seemed to have been breached.

Aid soon flowed in to House
Ptolemus just as it was crumbting
under the weight of a double
invasion. The Imperial Senate
denounced the actions of Colos, as
well as Dneprodzerkutsk.

A balance of power soon devel-
oped, with neither of the three
sides in the conflict able to gain an
upper hand for some time.

THE SCENARIOS

Early on in the invasion, House
Colos landed a considerable troop
compliment on the Ptolemean
planet known as Kneset’'s World.
Since it was strategically key, the

| Ptolemean forces fought tooth-and-
- nait to keep it. The focus of their

- defensive effort was achieving

- space supremacy, which Ptole-

* mean fighter units were able to

: maintain throughout most of the

- planetside battle. With the

- Colosians unable to resupply or

- reinforce their ground assault units,
- they were eventually churned into

submission,

The following scenarios outline
some of the significant operations
during the Kneset's World battle.
They can each be played sepa-
rately, or in succession, to recreate
samples of focal points in the
campaign.

Forces

The scenarios use units from
this compendium, as well as those
presented in the Armored Assault
Assault Bogk.



First ENcOUNTER OF A CLoSE KIND mss——

SituaTiON - small, airless moons of Kneset's

Strike Force Commander Alkor

- World. Choosing a TBD communi-
. cations station as the logical target |

Meakole had distinguished himself
in many previous Colosian cam-
paigns, but the Ptolemean War
brought a unique opportunity for
advancement into the Colosian
General Staff. His test would be

the capture of Kneset's World. This ' gjue a. Advance Colosian Forces

 + 1 x Stryder Watker AFV
- 3 x Targ Raja Tracked AFV
-+ 4 x Elite Powered Trooper Type

was ane of House Ptolemus’ prime
habitable planets, with an abun-
dance of both agriculture and
industry. The submission of the
Kneset garrison would cripple the
Ptolemean war effort. The fall of
the world would mark the begin-
ning of the end of a Great House,
and Alkor Meakole relished the
opportunity to bring it about.

His plan called for a quick two-
stage invasion, leading to the
collapse of the planetary capital.
First he would set up abase ona

moon orbiting Kneset's World, then
create a “beachhead” on the planet

below from which his ground
forces would drive towards the
capital and essentially capture the
government.

Meakole's advance units were

able to soft-land a battle contingent

virtually unopposed on one of the

' of the first strike (to insure that
i there remained a link with the

Grand Colosian HQ), the invaders
closed in.

Fonces

350

Side B: Ptolemean TBD Station

Defense Forces

. 1 x Gemini Raider Wheeled APC

+ 1 x Stinger Armored Car

» 2 x Storm Ram VI Powered
Trooper

TERAAIN

Mar SeT Up

Green = Clear

Grey = Rocky

Brown = Softsand

Blue = Crater

Buildings = Heavy Buildings

- Special 1. Treat all Woods hexes

as Rock Spires.

Special 2: No vehicle may enter

any building at any time.

Special 3: This scenario takes

place in an airless, vacuum
environment.

Ser Ue

Side A: Enter Turn 1 from any Map
A edge.

Side B: Set up first anywhere on
the map. At least half the forces
must be within 5 hexes of a
building.

VicTory ConDITIONS

 Side A: Disable or Destroy all of

Side B’s units by the end of Turn
5. Also, no more than two
huildings may be reduced to
rubble.

Side B: Avoid Side A's victory

conditions.

2 =
L7 77 T o\
P e =




THE ReAL THING S

SiTuaTION

Once the communications base
on the moon had finally been
secured, the Colosians needed to
set up a planetside beachhead. As
usual, the first to be sentin to
engage the enemy were the elite
marines of the Colos Strike Force.
Choosing a clear area relatively
close to the capital city of Kneset’s
World, the advance contingent
made spaceborne drops into the
landing zone. The mission of these
first invaders on the planet was 1o
clear the area of enemy forces so

could be soft-landed. Then an
tombat headquarters base would
be set up and the drive to the
capital would begin.

House Ptolemus was receiving
very good intelligence from friendly
Provincial agencies. This would
prove valuable in their resistance
against the Colosians.

Being fully forewarned of the
thosen landing zone, the Plole-
mean Garrison Commander left
only a token holding force in the
area. They had orders to put up a
good fight, then withdraw to the
main line of resistance

This scenario depicts what
happened when two platoens of
elite Colosian Marines landed
virtually on top of an Ptolemean

| mechanized infantry platoon
- holding a portion of the chosen
- landing zone.

FoRrces

Side A: Colosian Marines

1 x Gunslinger MIRC
* 1 x Reaper MIRC
« 1 x Guard Pow Trooper Type 500

| »5 x Elite Pow Trooper Type 350

- » 1 x Elite Muskrat Pow Trooper

the rest of the Colosian Strike Force * 4 X REA Type 300

Side B: Ptol Mech Inf Platoon
« 3 x Mercury Scout AFV

| » 1 x Gemini Raider Wheeled APC

- » 1 x Shock Infantry Team Type 600
- » 3 x Reg Infantry Team Type 300

- o 1 x Sturmovov Aerocraft

» 2 x REA Type 100
Lo |
: g
c :

TERRAIN

Green = Clear

Grey = Broken/Rocky
Brown = Brush

Blue = Hydrographic

- Special: /gnore all buildings.

SeT Up

Side A: All units follow the Optional
Powered Trooper Spaceborne
Drop rules presented in the
Assault Book. A maximum of
three platoons can be dropped
per Turn (2 Platoon can consist
of up to 4 Troopers and 1
MIRC), and Platoons must be
dropped together.

Side B: Set up on A, B, and/or C.
Victory GonpiTions

_; Side A: Disable or Destroy aH of

Side B's forces before Turn 8.

| Side B: Avoid Side A's victory

conditions. Alternatively, Disable
or Destroy at least twice as many
Side A AMVPs as you sustain.

- Special: None of Side B’s units

may leave the map until at feast
half its forces (measured in
AMVPs) have been Disabled or
Destroyed.

[} L




THE DRive NoRTH S

SiTuaTION

Once the beachhead had been
secured, the Colosian main body
started their drive north toward the
capital of Kneset's World. This

drive started slowly, due to inclem- « 4 x Targ Raja Tracked AFV
resistance, but it did grind inexora- | * 2 x Guardian Gravitic APC

- » 2 x Grenadier Infantry Team Type

ent weather and unexpected heavy

bly toward its objective.

The drive was marked, however,
- » 2 x Commando Powered Armor

by fitful leaps and small gains,
followed by periods of relatively
little advance, or even slight regres-
sions. This was due to Ptolemean
knowledge (supplied by House
Jade-London intefligence) of the
general battle plan being used
against them.

The Colgsians showed their
strengths in the reiatively open area
near the planetary beachhead, so
they made their greatest gains
earty in the the offensive.

One of the more closely fought
battles at this time occurred near
the small Ptolemean village of
Searas. Elements of the 3rd

Colosian Mechanized Brigade met a

reinforced patrol of Ptolemean
regulars. When the two sides got

bogged down, reinforcements were

sent in and the battle was on. This

scenario depicts the opening
engagement of that battle.

Foaces

| Side A: Elements of 3rd Colosian

Mechanized Brigade.

500

Type 400

- « 1 x Albatross Aerocraft

-« 1 x Sturmovov Aerocraft

~» 1 x REA Type 300

- * 1 x REA Type 200

- Side B: Reinforced Ptolemean

Patrot

» 3 x Interloper Surface Effects AFV
- Side A: Disable, or Destroy ail of

» 2 x Mergury Scout AFV

» 4 x Regutar Infantry Team Type
300

- » 1 x Orpha Aerocraft
- * 2 x REA Type 400

TERRAIN

Green = Clear

Grey = Brush

Brown = Broken/Rocky
Blue = Clear

Special: Ignore all Building and

Gully symbols.

5 Special: /gnore Tree symbols on

Map C.
SeT Up

Side A: Enter Turn 1 from any Map

A edge hex. The infantry teams
must begin the scenario loaded
in vehicles.

- Side B: Set up anywhere on Maps

B and/or D.
Victory CoNDITIONS

Side B’s ground units by the end
of Turn 10.

Side B: Disable, or Destroy all of
- Side A's ground units by the end

of Turn 10.

Special; /f neither Side A nor Side

B have fulfilled their Victory
Conditions, the scenario is
considered a draw.




GUNS AND BUTTER S

SiTuATION

As the drive advanced to
Kneset's capital, the Colosians
ranged farther and farther from
their beachhead. Though they
intended to be resupplied by
spacedrop, a orhital battle raged
overhead and the Ptolemean forces
were winning. The House Colos
ground assault units had to rely on
conventional resupply frem the
stores originally brought down to
their beachhead.

But the further north the
Colosians drove, the more tenuous

their supply lines became. Near the

end of the northern operation,
Ptolemean guerrilla units began
appearing, seemingly out of no-
where, to harass Colosian supply
lines. These guerrillas would wait
in ambush along the convoy
routes, often constructing formida-
biy reinforced foxholes from
materials at hand. Sometimes they
would use mined roadblocks to
stop the convoys, other times
relying only on overwheiming
firepower to hit-and-run before

- convoy escorts could effectively TERRAIN
‘ deploy against them. These guer- Map Ser Up
| rilla attacks were rarely more thana . Green = Clear —
severe inconvenience to the Grey = Brush :
Colosians, but most battle review- Brown = D
| ers agree that they did help speed Broken/Rocky -
- the end of the northward drive. Special: A Poor
This scenario depicts what Road is con- B
usually happened when a group of sidered to
well-emplaced and determined extend down
‘ guerrillas ambushed a lightly hexrow H of A
. guarded supply convoy. the entire
: FORCES i length of the mapboard.
| Ser Up

‘ Side A: Colosian Convay
* 1 x Pacer Armored Car
* 6 x Tarsus Combat Supply Truck

+ 2 x Allegiance Combat Suppiy
Truck .

* 2 X Poor Infantry Team Type 200
Side B: Ptolemean Guerrilla Force

» 1 x Shock Infantry Team Type 600
* 3 x Marine Infantry Team Type

Side A: Enter Turn 1 on bottom
edge of Map A. The Infantry
Teams must be loaded into
trucks, and may not unload until
any one unit is attacked. No unit
may use more than 1/3rd of its
MPs until any unit has been
attacked.

| Side B: Set up anywhere on Maps

400 A, B, and/or D. Alternately, Side
* 2 x Regular Infantry Team Type B may trade in two of his Surface
300 Bunkers for one Small Barricade.
v 3Cx S%r)face Bunker Type 2 (Max Victory CONDITIONS
ap

Side A: Exit at least three trucks
from the top of Map D.
~ Side B: Avoid Side A’s Victory
Conditions.

- * 2 x Personne! Trench (Max Cap 1)




MIRC TecunoLogy Takes THE FIELD memm——

SITUATION - Colosian invaders. The Colosians, ‘ Green = Broken/Rocky

‘ . ' Grey = Mud Pit
As their northern operation Brown = Marsh

Blue = Hydrographic
Ser U

- Side A: Enter Turn 1 on any single
’ Map D edge hex.
Side B: Roll 1D10, then consult the
following information to deter-
- mine Set Up requirements. 1-3:
‘ Enter Turn 1 on any Map A edge

interested in rejoining their main

stalled out short of the objective, | pody of troops.

the Colosians began to falt backto

their original beachhead. ltwasa FoRces

time of rear guard actions, sudden : qiqq a.

thrusts, feints, and many strange s'%%ﬁ;s?ait?\ﬁ??ce&taﬁ;gg 26th

battles. Of the many skirmishes

during this period, one of the most - * | X Tempest Scout MiRC

remarkable occurred when a - « 2 x Jupiter MIRC

detachment of the 26th Colosian | * 3 x Gunslinger MIRC

MIRC Rangers engaged a Ptole-  © « 2 x Stryder Walker AFV

mean MIRC patrol from the A-- - gjde B: Patro! of the Ptolemean

mored Cavaliers Battalion. ‘ Armored Cavaliers Battation.
Because MIRC-on-MIRC battles !« 3 x Jaxartes MIRC

are so rare, this is possibly one of -, :

the most simulated and studied » 12 X ge;mterh?]ﬂ ggj APC

engagements of the entire Kneset's - ° | X 1eaper

World campaign, much in excess | *4 X Storm Ram V| Powered

‘ on the other hand, were primarily

of its actual importance to the flow |  TroOpers

of the entire war, : TERRMN
The area where this battle took -

place was very rocky and broken, | Mar Ser Up

perfectly fitted for Walker driven N Y
vehicles. The two patrols hap- | ! -8 ‘
pened upon each other quite by | c

accident and, smelling blood, the
Ptotemeans tock the fight to the

hex. 4-6: Enter Turn 1 on any
Map B edge hex. 7-3: Enter Turn
- 1any Map C edge hex. 10: Enter
i Turn 1 any Map A, B, and/or C
‘ edge hex.

Victory CoNDITIONS

| Side A: Exit at least half your AMVP
worth of vehicles from the edge

- of Map B.

- Side B: Avoid Side A’s Victory

- Conditions.

' i = N - iy I
) e ) : oy o
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DESERT SANDS

SiTuATION

One of the last attempts to
salvage semething from the failed
northern drive to the planet’s
capital was a small offensive
through the Great Kneset Desert. A
weakened division of Colosian
armor was pulled together to try to
outflank the eastern Ptolemean
battle group and catch the com-
bined Kneset garrison force from
the rear.

Ptolemean/Jade-London intelli-
gence remained up to the task of
predicting Colasian movements
and several defensive regiments ‘
were dispatched to meet the attack. |
They clashed in the deep desert
and battled nearly to the last man.

If it weren't for the desperate
survivors (and a few still-functional
spy satellites), no one might ever
have known how the battle un-
folded.

This scenario depicts a small
portion of that far-flung battle in
the desert sands. A full company
of Cofasian AFVs, running heli- i
bent-for-leather, crashes head-on

| into the cannons of a waiting ~ Green = Clear
enemy. The engagement is an ‘ Grey = Softsand
excellent example of a free-wheel- Brown = Clear
ing armor battle. Blue = Clear
Forces | Special: ignore all Building, Gully
Side A: Colosian Qutflanking and Tree symbols

Special: Reduce all contour lines
by 2 levels to a minimum of 0.

Special: Al elevations greater than
0 are Dunes. Treat as Softsand.
» 2 x REA Type 100

Side B: Ptolemean Blacking Forces Ser Up
+ 3 x Invader Grav AFV | Side A: Enter any time during Turns
* 3 x Interloper Surface Fffects AFV 1, 2 and/or 3 along the short

» 2 x Storm Tarok Powered Trooper |  edge of Map A.
« 3 x Vehicle Pit (Small) | Side B: Set up anywhere on Maps

note the hex co-ordinates of the

Forces
» 4 x Mars Macron Grav AFV
* 6 x Paroxysm Grav AFV

* 6 x V-MINE oon
» 3 x REA Type 400 six V-MINES.
TERRAIN Victory Conpimions
Side A: Exit at least 60% of AMVPs
worth of vehicles from the short

Mar Ser Up i
: S edge of Map C.

Side B: Avoid Side A’s Victory
‘ Conditions.




OPeraTION QUICKSILVER I

SiTuaTION

in order to break up the cordon
that was beginning to form around
them, the Colosians needed 1o take
some quick action. This took the

“form of a battle plan called “Opera-

tion Quicksilver”. Inanutshel, the . grhe a. ooincian Commando Force |

idea was to form a salient, a dagger :

thrust of House Colos forces
driving deep into the Ptolemean
rear areas. This would force the
enemy to withdraw or be sur-
rounded by fast-moving gravitic
AFVs and Powered Troopers. The
plan was bold in concept and
required swift and confident execu-
tion to be successful. To their
credit, the Colosians didn’'t do too
badly.

The keys to the success of the
operation were massed nighttime
aeroborne assaults. These were
ordered to capture important
Ptolemean communications, travel
and supply centers.

This scenario depicts what
happened to the crack Commando
team sent in to capture a Ptole-

mean communications relay station :
near Mount Ceres. Duetoa
Colosian Inteiligence Services
grror, nobody seemed to be aware

- that the 6th Kneset Armored was
- catching a little R&R in the area. ¢
. The ensuing blood-bath has subse-
- quently been the basis for several
- holo-vids around the Empire.

FORCES

. » 6 x Asgurd Transport Aerocraft

| » 1 x Elite Powered Armor Type 300
: » 8 x Commando [nfantry Team ‘
' Type 900 |
| Special: None of the Commando
Infantry Teams are equipped |
with Shields: reduce their Total
Cost by 40,000, their AMVP by
100,000, and their DB by 30. :

Side B: Elements of the 6th Kneset
Armored Regiment

| « 1 x Shinobi Jumptank
| » 2 x Paroxysm Grav AFV
- 3 x Warmonger Wheeled APC

| » 2 x Storm Ram VI Pow Troopers |
- ¢ 1 x REA Type 200
' ; Side A: No functional enemy unit

| .
:‘ L_,.ﬂc :r__.__

[
| B |

TERRAIN

Green = Clear
Grey = Broken/Rocky
Brown = Brush

_[ Biue = Medium Wood

Ser Up

Side A: Before Side B sets up,
secretly choose any edge hex on
Map A, B, or D. Ali units must
enter within 2 hexes of the
chosen hex. At the beginning of
each Turn roil 1D10; this is the
number of Asgurd aerocraft
which must enter {with troops
loaded) during that Turn. Dis-
continue rolling the entrance die

| roll once all forces have been
- brought into play.

- Side B: After Side A’s entry hex has
. heen noted, set up anywhere on
Maps A, B, and/or C.

VicTory CoONDITIONS

may remain within 10 hexes of
any building by the end of Tum
10. Also, no more than 2 build-
ings my be reduced to rubble.

. Side B: Avoid Side A's Victory

Conditions.




Here WE Go Agaiv

SiTuaTION ‘

With the success of Operation
Quicksilver {more or less), a
westward drive began to expand
the salient. Swinging northward
again, the Colosians hoped to
surrcund the lion's share of the
Ptolemean field army. That was the
plan, anyway.

[nitially, the drive met with some
success. The House Colos troops
were becoming acquainted with
Ptolemean tactics and, tending to
be a bit more dogged than their
opponents, managed to push to
within a few kilometers of their
objective.

This scenario depicts part of the
battle which took place just outside
the village of Markusse. The Battle
of Markusse proved to be a turning
point in the Kneset's World cam-
paign. It was here that the Ptole- |
mean forces were able to finally
turn back the Colosian army and,
not so incidentally, break much of
their fighting will. Though it is
much debated among military
historians, there are some who

| where the Ptolemeans used Ketian

Red Star).

- Side A: Colosian Battle Group

=4 x REA Type 300 ‘

. * 3 x REA Type 300

believe this is the first engagement TERRAIN

Map Ser Up

TH

Green = Clear

Grey = Light Rubble
Brown = Brush
Blue = Clear/Soggy

Mercenaries (provided by House

The Colosian Invader AFVs are
actually captured Ptolemean stock.

FoRcEs

« 3 x Mars Macron Grav AFV
* 3 x Gunslinger MIRC

* 6 x Invader AFV

» 2 x Stinger Armored Car

Side B: Ptolemea_n Battle Group | Ser Up

* 1 x Karnak Mobile Bunker .

« 4 x Reaper MIRC AFV Side A: Enter Turn 1 along the edge
« 3 x Westwynd Tracked AFV Si;’; ';“_age?'u o anywhere on Maps
* 3 x Parallax Jumper AFV ' "B C. and/or D.

» 2 x Marine Infantry Team Type
400

* 1 x Guard Azora Powered Trooper

* 1 x Commando Infantry Team
Type 900

Victory Conorvions

Side A: Exit at least 60% of AMVPs
off of any Map B edge by the end
of Turn 10. Alternately, Disable
or Destroy all Side B forces by
the end of Turn 10.

\ Side B: Avoid Side A’s Victory
- Conditions.

* 3 x Vehicle Pit (Small)

» 2 x Barricade {Small)

* 3 x V-MINE

» 2 x Personnel Trench (Max Cap 3)




JUNGLE FIGHT

SiTuaTiON

As the Quicksilver salient began
to collapse, the Ptolemeans felt it
was time to pull off the kid gloves.
They began pulling their reserves in
from other parts of the Province
and started building up their
strength to-deliver a death blow to
the now-stranded Colosian forces.
The Ketian mercenaries supplied to
Ptolemus by House Red Star were
first used in strength. It was at this
time that fighting spread along the
equatorial jungles of Kneset’s
World as the Colosians desperately
probed for weak spots in the
enemy’s encroaching encirclement,

This scenario recreates a pitched
battle between a company of
Colosian Regulars and an advance
guard of Ketian Mercenaries. This
small meeting engagement is

| typical of pure infantry battles that,

though rare, are more common

| outside imperial borders. Two

_patrols, scouting out enemy posi-
tions, stumble upon each other and
do what fighting men do best; try

10 survive,

Forces

* Side A: Colosian Regulars
~* 1 x Westwynd Tracked AFYV
[ » 3 x Grenadier Infantry Team Type

. * 9 x Regular infantry Team Type
300

! * 4 x REA Type 300
. Side B: Ketian Mercenaries
e 1 x Lynx Tracked APC

| « 2 x Commando Infantry Team
Type 900

K 7 x Marine Infantry Team Type
© 400

- * 2 x REA Type 400
|

SR

I by F'|\'|'J'J‘J'I‘,| ‘I‘|]||I‘rl'ﬂ s i
. oA

]|II'!'\1'

TERRAIN

i Map Ser Up
‘ = )

| s |

| Green =Jungle
Grey = Mud Pit
| Brown = Dense Wood
Special: Tree symbols are inconse-

{ quential.

Ser Up

| Side A: Enter on Turn 1 along the
edge of Map A.

- Side B: Enter on Turn 1 along the
| edge of Map B.

_J Victory GonDiTIONS

Side A: Avoid Side B’s Victory
J Conditions.
Side B: Disable, Destroy or force
the exit of at least half of Side
A’s AMVPs,




Morping Ur

Situamion

With fresh forces and Ketian
experience on their side, the
Kneset's World garrison was soon
able to completely bottle up the
Colosian forces. The Colosians
attempted one fast operation to
meet their objective but failed
miserably. Their fighting will had
been completely broken. Strike
Force Commander Aikor Meakole,
stranded on Kneset's World with
his troops, committed suicide.

Shortly thereafter, The Ptole-
means overwhelmed the Colosian
planetside headquarters unit. At
that point, the campaign had for all
practical purposes ended. All that
was left for the few Colosian
stragglers was to either surrender,
or try to find a way off-planet by
linking-up with friendly starcraft
that had won their way through to
the planet’s surface to evacuate
survivors. Taking up guerrilla
tactics of their own, these remain-
ing troops caused quite a few
headaches for Ptolemean security
forces before they were finally
rounded up.

This scenario depicts a small,
broken group of Colosians who are
heading for a rendezvous with a
damaged but operable friendly
starcraft that has secretly soft-
landed not far away. These House
Colos remnants fight through a
cordon of security troops in an
attempt to make their escape.

FoRrces

| Side A: Mixed Colosian Farces

» 1 x Stinger Armored Car
\ » 2 x Gemini Raider Wheeled APC
" 1 x Shock Muskrat Pow Troaper
| *1 x Shock Inf Team Type 600
~* 2 x Marine Inf Team Type 400
| Side B: Ptolemean Cordon Units
| *2 x Tempest Scout MIRC
| * 3 x Pacer Armored Car

» 9 x Regqular Inf Team Type 300
|

TERRAIN
Green = Medium Wood
Grey = Clear

Brown = Swamp

Special: Tree symbols are inconse-
quential

Ser Up

\ Side A: Enter Turn 1 along the
| bottom edge of Map A.
Special: The Stinger Armored Car

| has only 2 x Mk.20 and 1 x
Mk.10 Loads remaining, deter-

‘ mined by the Side A piayer. The

| infantry Teams each have only
one Special Weapon Capability

‘ remaining, also determined by
the Side A player. The Powered

‘ Armor is completely depleted of
Special Weapons.

| Side B: Set up anywhere on Map B
and/or D.

| Victory ConpiTiONS

. Side A: Exit at least 3 units from
the top edge of Map D.
. Side B: Avoid Side A’s Victory
Conditions.
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Look for these stellar ICE products at your favorite retail outlet. Prices and availability are subject
to alteration without prior notice.

SPACE MASTER™ Game Rules & Accessories

Adventure in deep space on alien worlds with ICE’s Science Fiction Role Playing Game system! Space Master covers professions, races,
culfures, settings, and much more. The range of technologies stretches from tomorrow to the far future. Now the cornersfane of this
exciting system is a trilogy of boxed games, Space Master:The Role Ptaying Game™, Star Strike™, and Armored Assault™. Each
stands alone for hours of enfoyment; while together they form a massive sci-fi environment. Take your character from one end of the
galaxy to the other, dogfighting in lethal SMAC fighters, or lead planet-wide rebeilions: all witf the Space Master game systern.

Space Master: The Role Playing Game™

Space Master is a comprehensive science fiction RPG critically acclaimed by players ang industry figures alike. included are exciting
man-to-man combat rules, realistic character generation guidelines, extensive campaign material, and a rich future histery. All former Space
Master modules are compatibte with this revised edition. $30.00

Star Strike™ boardgame

Strap yourself into a SMAC fighter and get ready for starcraft combat in the far future. Star Strikeis a fast-paced hoardgame that includes
an easy-to-play Basic Game, a more involved Standard Game, and a three dimensional Advanced Game. Star Sirikeis completely compatibie
with Space Master: The RPG, doubling as its space vessel expansion system. Blast away! $30.00

Armored Assault™ boardgame

Afast-paced and detailed boardgame of planetary combat in the far future, Armored Assauff™is the vehicular expansion set for Space Master:
The Role Playing Game™. This boxed game contains a 144 page Assault Boak, a 48 page Tables & Forms baok, 130 coler unit counters, 480

game marker counters, four full color 22" 17" hex grid maps, and two percentile dice. $35.00
ROLE PLAYING SUPPLEMENTS
Stock# Title Price
8001  SpAce MASIET COMBAT SCIBBI ... ..ot e et iettie s eee e stabareseseee a1 assesee e b4 4es a2 see g eeeeseeses e s e e sesebeeseesos e et e nneenetsrnseseen $6.00
OB00  RAIOErS fTOM TNB FTOMEIBE ...ttt st sttt 44 b s e se 42 b4 2 e b P e e 4 is 2 e S5 ata s 152 2ea et eerpese e esanepreeesnsens $9.00
G104 WAE ON A DESTANE OO oottt et ot en et es e eeat s s e esees e eaesee et enesesee e s e st an et ene s s e eneesaneneansbeneeeans $6.00
G105 THE DUTANATIUI FING oot r e ee e o050y eeee 4444t et ee ek ee et 1 ee e ee AT e eeeeee et 445 1eee ek i At et e e e et e et et e st s serp e e $6.00
G108 LOACY OF ThE ANGIBIES ....coivuenee ittt iis s siss v s en e e 4o a4 8o s st s et a bbb b bt s $6.00
QI07  DISASIEN OM ATANIS [] .ot s st e e v e e ee e st ea e e eeeeseseseseeeeeesesesese s et e s b ee s ee s e b e b s aesess 12 menens $6.00
BOARDGAME ACCESSORIES

Stock# Title Price
9011  Star Strike: Vessel COMPENGIUM #1 e sttt ettt sttt st $12.00
9012 Star Strike: Vessel COMPENTIUM F2 ......ovoooeeeeeeeess et sems st ee et s e se st et eess e tesresseetesseaseeetassenes et aseasrnpessssanssntnssrenss $12.00
G013  Star Strike: Vessel COMPENDIUM #3 . ..o i1t s e g ree e va s s s e e s eee et o res et s b re s e s e b et $12.00

These fine products are sold at better retail outlets worldwide. Available at better game stores
— or order from ICE, Inc. P.Q. Box 1605 Charlottesville va 22902, usa. Prices and availability
are subject to alteration without prior notice. VISA & MASTERCARD orders call (B0O0) 325-0478.
VA residents, Canadians and overseas customers call {804) 295-3917. Please make phone
orders during business hours: S8am-5pm, Eastern Standard Time, Mon-Fri.

Write for a free catalog!
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Colos Systems Armored
intelligence Database
ss Working =«

Target Acgiured
a:

STINGER

Light Torpedo Carrier
ARMAMENT: Mk. 6 Laser
Cannon, Turret Mounted
SCREENS: Rating 2

e e T e

The essence of ground combat is hardware. The machines of
war have left trails of destruction down through history. They
have made their marks on the landscape with treads and

cannon.

Now with Armored Reserves, you can have a wider selection
of the latest vehicles, aerocraft and powered armor battle
suits for the Armored Assault game. With these weapon-
laden behemoths, the doors to numerous new scenarios are
open, and few can hope to oppose the Armored Reserves.

For use with the Space Master” boardgame Armored
Assault, Armored Reserves includes the following:

* Complete stats and background for 30 vehicles, ranging from a
humble 18 ton combat supply truck to a 90,000 ton robotic
juggernaut.

* 4 new Powered Armor Suits. Statistics for five manning trooper
types are provided for each one.

¢ Specifications for 6 new combat aerocraft.

* 10 Armored Assault scenarios, all of which revolve around a single
military campaign set in the Space Master universe.

* A full-color counter sheet displaying the combat units provided in
Armored Reserves

Includes 180

NEW full-colo

counters for

use with
Armored
Assault!
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