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ub-Pulse 1: Speed 24+1, 32
Sub-Pulse 2: Speed B+1, 16, 24, 32
Sub-Pulse 3: Speed 16+1, 24, 32
Sub-Pulse 4: Speed 0+1, 8, 16, 24, 32
Defensive Fire: ADD, Phaser, Tractar/Snare
Offensive Fire: Designate, Execute, Mark

Other: Shields, Transporters, Tractors
Launch: Seeking Weapons, Shuttles

IMPULSE #2

Sub-Pulse 1: Speed 24+1, 32

Sub-Pulse 2: Speed B+1, 16, 24, 32

Sub-Pulse 3: Speed 16+1, 24, 32

nead 0+1, B, 16, 24, 32
Defensive Fire: ADD, Phaser, Tractor/Snare
Offensive Fire: Designate, Execute, Mark
norters, Tractors

Launch: Seeking Weapons, Shuttles

IMPULSE #3
Sub-Pulse 1: Speed 24+1, 32
Sub-Pulse 2: Speed 841, 16, 24, 32
Sub-Pulse 3: Speed 1641, 24, 32
Sub-Puise 4: Speed 041, 8, 16, 24, 32
Defensive Fire: ADD, Phaser, Tractor/Snare
Offensive Fire: Designate, Execute, Mark
Other: Shields, Transporters, Tractors
Launch: Sesking Weapons, Shuttles

IMPULSE #4
Sub-Pulse 1: Speed 2441, 32
Sub-Pulse 2: Speed 841, 16, 24, 32
Sub-Pulse 3: Speed 1641, 24, 32
Sub-Pulse 4: Spead 041, B, 16, 24, 32
Detensive Fire: ADD, Phaser, Tractor/Snare
Offensive Fire: Designate, Execute, Mark

Other: Shields, Transporters, Tractors

Launch: Seeking Weapons, Shuttles
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MARINE HIT & RUN RAID TABLE
Die Roll 1A NES

 Disabled | Return
RH

FX = L+LF+RF+R
LS = LB+L+LF
FA = LF+RF

RS = RR+R+RF
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Sequence of Play B
IMPULSE #5

Sub-Pulse 1: Speed 2441, 32
Sub-Pulse 2: Speed 841, 16, 24, 32
Sub-Pulse 3: Speed 16+1, 24, 32
Sub-Pulse 4; Speed 0+1, 8, 18, 24, 32
Defensive Fire: ADD, Phaser, Tractor/Snare
Offensive Fire: Designate, Execute, Mark
Other: Shields, Transparters, Tractors
Launch: Seeking Weapons, Shuttles

IMPULSE #6
ub-Pulse 1: Speed 2441, 32
Sub-Pulse 2; Spead 8+1, 16, 24, 32
Sub-Pulse 3;: Speed 16+1, 24, 32
Sub-Pulse 4: Speed 0+1, B, 16, 24, 32
Defensive Fire: ADD, Phaser, Tractor/Snare
Offensive Fire: Designate, Execute, Mark
Other: Shields, Transporters, Tractors
Launch: Seeking Weapons, Shuttles

IMPULSE #7

Pay for Acceleration, Declare Emer Decel
Sub-Pulse 1: Speed 2441, 32
Sub-Pulse 2: Speed 841, 16, 24, 32
Sub-Pulse 3: Spead 16+1, 24, 32
Sub-Pulse 4: Speed 0+1, 8, 16, 24, 32

Defensive Fire: ADD, Phaser, Tractor/Snare

Offensive Fire: Designate, Execute, Mark

Other: Shields, Transporters, Tractors

Launch: Seeking Weapons, Shuttles

IMPULSE #8
Sub-Pulse 1: Speed 24+1, 32
Sub-Pulse 2: Speed 8+1, 16, 24, 32
Sub-Pulse 3: Speed 1641, 24, 32
Sub-Pulse 4: Speed 0+1, 8, 16, 24, 32
Offensive Fire: Designate, Execute, Mark
Launch: Seeking Weapons, Shuttles
END OF TURN
Owverload Photons, Discard Unused Tokens
Calculate Lab Points. Marine Combat
epair Phase; Ships undock or take off.




DAMAGE ALLOCATION CHAHT DRONES: Speed 24, turn mode 1, warhead 12, takes 4 points fo kill.

SHUTTLES: Speed 8, turn mode 1, take & points to kill. Suicide warhead = 3x Energy.

Sequence 1

Table #1
Alternate

Table #2
Altemnate

Table #3
Alternate

Table #4
Alternate

Table #5 4l : _ Auxiliary |
Alternate o , Emer

Table #6
Alternate | . 1
FEDERATION COMMANDER: ROMULAN BORDER; Copyright © 2006 Amarillo De

PHASER 1 RANGE Energy Cost to Fire = 1

Energy Cost to Fire = 1/2

Die Roll 0 1 2 3 5 6-8 9-15 16-25[ElCE=lEe 1 4-8 9-15
1 EE R E R gri's'::ﬂl;ﬂr’;& 1 R 1
| |1 [ [ M o e v e 1 e 2 T
3 7 5 5 4 4 4 3 1 0 3 4 4 4 1 0 0
4 o a2 g g | Drone hits 4 R e e ED
5 R o] o gggr‘;jm 5 BT D
6 PR T - oones, 6 R EE T
ANTI-DRONE: Hit = 1-4; Miss = 5-6.
PHOTON RANGE Energy Cost to Fire =
DISRUPTOR RANGE Energy Cost to Fire = 2 TYPE 1 2 3.4 5-8
TYPE 3-4 5-8 9-15 16-25 Standard | HIT | 1-6 | 1-6 | 1-5 | 1-4 | 1-3 | 1-2 1
Standard | HIT | 16 | 1-5 | 1-5 | 1-4 | 1-4 | 1-4 | 1-3 DAM| 8 8 8 8 8 8 8
DAM| 5 5 4 4 3 3 2 Overload | HIT | 1-6 | 1-6 | 1-5 | 1-4 | 1-3 | — —
Overload | HIT | 16 |15 | 1-5 | 1-4 | 1-4 | — — +4 DAM 12 | 12 | 12, .12 | 12 0 0
DAM| 10 10 8 8 6 0 0 8 DA v ; : ; : I (0

Owverload Cost 2 per Disruptor. Owverload Cost 2 (for +4) or 4 {for +8). Holding cost 1 {if overloaded, 2).



