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On your display is holovid from one of
the Alliances most crucial battlesthe
Battle of Hoth. The importance of this
engagement is often overlooked. After
all, the Empire won a significant vic
tory even though many fled to safety.
It was a losing battle from the start,
and many good sentients died. This
lecture could easily been named Hoth:
Our Greatest Loss,

I, nowever, believe the Battle of
Hoth was our finest hour. To this day
my chest swells with pride as | recall
the cheer that went up through the
south hangar when we knew the first
transport was safely away.

The Battle of Hoth showed the
Emperor that even in the face of terri-
ble odds, the Rebellion stood in unity
and defiance. it was proved that no
military might, no matter how much
larger or better equipped, could break
the indomitable spirit of the Rebel-
lion.

'I'ud:i:,r some of you will assume the
role of Alliance General Carlist
Rieekan; others, that of Imperial Gen-
eral Maximiliam Veers. You will vie for
control of Echo Base. I'm going to
shake you up, things will be exploding
around you, and you won't always
know exactly what's going on. When
the dust settles, you'll have a much
greater understanding of the Alliance
victory at the Battle of Hoth.

MNow report to your stations; the
simulation will begin shortly.

End Briefring
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“BATTLE oF HOoTH"

IS A GAME FOR 2 PLAYERS. ONE PLAYER

COMMANDS THE REBELLIONS' ECHO BASE GARRISON, THE
OTHER THE IMPERIAL BLIZZARD ASSAULT FORCE.

To play you'll need at least 2 six-sided dice.
Printed on pages 53 and 54 are counters,
which you can laminate then cut out or
photocopy. If you photocopy these counters,
be sure the front and back of the page line
up, as counters are flipped over during
game play.

“Battle of Hoth" can be played alone or
used as a backdrop for a Rebellion era cam-
paign. If the heroes are fighting in a unit rep-
resented by a counter, you can alternate
between the rules presented below and the
Star Wars Roleplaying Game rules to resolve
combat with enemy units. If a hero's unit is
damaged or destroyed, GMs are encouraged
to use the RPG combat rules to resolve the
effects of damage to heroes and equipment.

UNITS

The three types of units are:
Infantry: Each of these counters represents
a platoon of infantry, such as Snowtroop-

ers or Echo Base Troopers. They have little
firepower but have the ability to restore
their strength.

Vehicle: Each of these counters represents a
single vehicle, such as an AT-AT or Golan
Laser Battery. They tend to be slow but
pack a lot of firepower.

Air: Each of these counters represents a sin-
gle flying unit, like a T-47 Snowspeeder or
Probe Droid. They are fast, maneuverable,
and can close with the enemy quickly.

ANATOMY OF A UNIT COUNTER

A two-sided counter represents each unit in
the game. The front is an undamaged unit,
with symbaols and numbers showing its
abilities. At the beginning of the game, all
units are undamaged. When a unit is dam-
aged, flip it over. There's another, less pow-
erful set of these same abilities on the back
of each counter.
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GETTING STARTED CommanD PHASE 3. Issue Commands. Spend command
“Battle of Hoth" has three different mis- 1. March. Each unit with the MARCH ability points to move your units (see Movement
sions. Start with Mission 1:"There's a good may move one hex forward. Marching below). If you have a damaged infantry
bet the Empire knows we're here,” and fight units are not required to move, unit, you can spend 1 command point to
your way through to Mission 3:“Preparefor 2. Command Roll. Roll two dice; the highest use its RALLY ability, flipping it back to its
ground assault.” roll is how many command points you undarmaged side. If you have any rein-

Each mission details how many of each get this turn. If you roll doubles, only one forcement units, you can spend 1 com-
type of unit each player uses. A mission also die counts, but you also gain the benefit mand point to put one in play in your
specifies which player places units first and of an event (see the Event Table). deployment zone.
where they can be placed. When placing a - — . .
unit in a hex, make sure the unit faces one Anatomy of a Unit Counter
of the hex’s six sides. More than one unit LB At s v
cannot start the game in the same hex. %mw;rd ..p 1.:-. {hii oy

Once both sides have placed their units, Ber of haxes for aach. ===
it's time to pla;.rl command point you
FREN 4 10 move L.

<5
i

LUKE'S SNOWSPEEDER ABILITIES: A unit's special

abilities are listed hen
Hre H &

as a reminder. See Abili-
ties below,

T FACING: This arrow tells

PLAYING THE GAME

During each mission, players take turns
oving and ﬁghting with their units. Each resuft is more than the

player's turn has two phases that follow a iV e e \\ :

ARMOR: If 3 unit is hit,

rall a die: if the die

you which hex side a

unit s Tacing

-_.'|‘.|" 1} At
sequence of steps. You must complete all aged. Flip it over. | = infantry
the steps in order before moving on to the v = vehicle

FIREPCWWER: Roll this
many dice when a unit
sioots.

next one. The turn sequence is as follows:
When a unit is damaged,

flip it over
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Event Table

i -Eunnirlg p’lan You have 7 command points this turn
|r|.stEar.! of z

CHa J!-'I'II- =
4 Talu: the Inttiitlve iklp S‘te_p 5 l'teturn Firel this turn

ents. M up Eﬂnﬁnt:}* units on y your tdg!
& he map. If you have no more infantry units, no effect.
6 "..‘.ituai.'lg,lI " All your units get a bonus (+) to shooting
this turn.

UB wvoLuME L

SHOOTING PHASE

4. Fire! Each of your units can
shoot at a unit up to three
hexes away.

5. Return Firel Opponent’s units
shoot. Your opponent’s T-47
Snowspeeders can use their
HARPOON ability, and his or
her Probe Droids can SELF-
DESTRUCT.

Players alternate taking turns

until one side is victorious.

EVENTS

If you roll doubles when making
your command roll, you gain the
benefit of an event in addition
to command points. For

instance, if you roll two 15, you
have 1 command point and
choose one enemy unit to be
destroyed ("Great shot!").

MOVEMENT

For 1 command point you can
move a unit forward a number
of hexes up to its SPEED (the
number in the lower right-hand
carner of its counter) and turn it
to face any side of its new hex,
Units with a SPEED of o can turn
by spending 1 command point,
and a unit can move o hexes if
you wish. The same unit can
move any number of times in
one turm.

A Sample Command Phase

Matt has 3 Snowtroopers and 1 AT-5T. (1) Matt's Snowtroopers
MARCH, moving forward 1 hex. Matt’s command rollisazand a
5. He gets 5 command points. (2) The AT-5T has a SPEED of 2; he
spends 1 command point to move the AT-5T 2 hexes and
chooses which hex side he wants it to face. (3) It's not quite
where he wants it, so he spends another command point to
move it another 2 hexes. (4) He spends his remaining 3 com-
mand points to move each Snowtrooper 1 hex, and chooses

which hex side each faces.




STACKING

In some cases, more than one

unit can occupy the same hex.

Units cannot, however, shoot at

other units in the same hex.

Air: Air units can move into a
hex occupied by any number
of other units.

Infantry: Infantry units can
move into a hex occupied by
air units.

Vehicle: Viehicle units cannot
move into a hex occupied by
other vehicle units.

If a vehicle moves into a hex
occupied by an infantry unit, the
infantry unit is overrun; the
infantry unit moves back 1 hex
and is damaged. (If the unit is
already damaged, it Is not
destroyed.) If the unit cannot
move into that hex, the player
who controls that unit moves it1
hex in any direction. If an over-
run unit cannot move into any
hexes, it is destroyed.

Shooting
During Step 4: Fire! and 5tep s:
Return Fire! units may shoot at
enemy units up to 3 hexes
away. A unit may only shoot at
another unit that's in its fire
arc [see diagram). A unit's
FIREPOWER is the number of
dice you roll when shooting.
Each roll of 4,5, or 6 is a hit.
Roll ancther die for each hit.
Each die result that is greater
than the target’'s ARMOR dam-
ages the unit. The first time a
unit is damaged, flip it aver; its
counter will remind you that it
is damaged. If a damaged unit
is damaged again, it is
destroyed; remove it from
playing surface. A unit that is
damaged twice in a single
attack Is destroyed.

BoONUSES AND PENALTIES

Several circumstances in “Battle
of Hoth" can give a unit a bonus
(+) or a penalty (). If a unit has
one bonus (+), reroll all of that
unit's missed shots once. If a

=R ]::
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F‘!T_l;ll.'l'l' " : FuE._l.]lﬂ | (2) ! E
(3] m
Bowus S,

oy Matt's AT-5T shoots, but suf-

a.;;:]“; o Eﬂ}l:rui fers a penalty (=), so it must
A\ reroll both hits. One of the
\ 6{ 4 new rolls is a hit, so Matt rolls
' Sown one die for damage.

A Sample Shooting Phase

Matt's Imperial units are now in range to fire at some of
Jason's Alliance units. (1) Matt's AT-ST (FIREPOWER 2) rolls two
dice when shooting, and gets a 4 and a 6. Because the target
is 3 hexes away, the AT-5T suffers a penalty for this shot; Matt
must pick up all the dice that hit and roll them again. Both 4
and & are a hit; (2) rolling them again results in a 2 and 5. This
time only one die hits. Matt rolls one die for damage. Jason's
Golan Laser Battery has an ARMOR of 3. (3) Matt rolls a 6; the
Alliance unit is damaged, and is flipped over.




THE RATTLE OF HOTH

Fire Arc

unit has two bonuses (+ +), reroll all
missed shots twice. If a unit has a
penalty (=), you must reroll all of that
unit’s hit shots once. Two penalties
(=) require you to reroll all that
unit’s hit shots twice.

There's no limit to the number of
bonuses or penalties a unit can have.
If a unit has a penalty and a bonus on
the same shot, each cancels the
other, For example, a unit has two
bonuses (+ +) and one penalty (<); the
penalty cancels one of the bonuses;
the unit has a total of one bonus (+).

EO0 vOLUME |. NUMBER &

Bonuses and Penalties

1g unitis a HERD

unit has HEAVY ARMOR

ABILITIES

Some units have one or more abili-
ties. Some gain or loss abilities
when damaged, so take note of any
changes to a unit if it becomes
damaged.

Fire Arc of a Unit
with Strafe —
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Unit Abilities

AGILE: This unit can move into any adjacent
hex regardless of which way it's facing.

HARPOOM: If this unit occupies the same hex
as an AT-AT, it can follow the AT-AT when it
moves. During 5tep 5: Return Fire! of your
opponent’s turn, this unit can automatically

destrov an AT-AT that |_"-|;'_-;'|.|F‘.|:r:-:'. the same

fer a penalty ().

HERO:This unit eains a bonus (+) when
I:| 1 '

LUMBERING: After this unit moves, it may only

change its facing by one hex side.

POWER to 1%0 reduce the ta
ot. if the unit's FIREP

2, reduce the target’

this s
POVWER is no -".'|.;'1§|'§||' 3, reduce ARMOK B Y 2
: During Step 1: March, this unit can
mowve forward 1 hex. This movement does
not cost a command point.

RALLY: If this unit is damaged, you can spend
cormmand point to restore it to its undam-
aged side during Step 3: Issue Commands on
your turmn.

SELF-DESTRLULT: If this unit occupies the same
hex as an infantry unit, it c low that

unit when it r p 5: Return

Fire! of your opponent’s turn, this unit can

automatically destroy

self and an infantry

unit that occupies the same hex; no die roll
is required.

STRAFE: This unit can shoot at any unit except
those directly behind it [see Fire Arcs dia-
gram above).

TURRET: This unit has no facing; it can shoot at

any target within 3 hexes.




Mizsions

MissioN 1:“IT's A GOOD BET

THE EMPIRE KNOWS WE'RE HERE."

Incoming transmission from General Blake:
“The morning of the battle, Captain Solo
encountered an Imperial probe droid. In the
initial encounter, the droid jammed Solo's
transmission and tried to eliminate him and
his companion to conceal its presence.
Shots were fired, and though the probe
droid self-destructed it failed to take out
Solo. Will you be so lucky?”

Alliance: Han's Tauntaun
4 Tauntaun Scouts

Imperial: & Probe Droids

Setup: The Alliance player places units first,
within 3 hexes of the Alliance map edge. The
Imperial player then places units anywhere
on the map. There must be at least 3 hexes
between each Probe Droid, and & hexes
between Imperial and Alliance units.

Objectives: The Alliance player must move
at least 3 units off of the Imperial side of
the map. The Imperial player must destroy
at least 3 Alliance units.

Mission 2: “OUR FIRST CATCH OF THE DAY."
Incoming transmission from General Blake:
“Captain 5olo’'s warning came just in time.
Soon after, several Imperial Star Destroyers
were detected coming out of hyperspace in
the Hoth system. The energy shield was
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THE BATTLE OF HOTH JRUEEERE

raised to protect Echo Base from orbital
bombardment, but a surface attack was
inevitable. The Empire deployed an
advanced scout unit in hopes of catching us
off guard. We sent a detachment to slow
them down on the open ice plains, in hopes
of softening the main attack and buy time
for the transports.”

Alliance: 2 Snowspeeder
2 Tauntaun Scouts
4 Echo Base Troopers

Imperial: 1 AT-AT
3 AT-ST
4 Snowtroopers

Setup:Whichever side failed Mission 1
places units first and takes the first turn.
Both sides may only place units within 3
hexes of their side of the map.

Objectives:The mission ends when there
are no Imperial units left on the map. The
Imperial player must move as many of his
or her units off of the Alliance side of the
map as possible.

Special: If the Alliance lost Mission 1, then
they will not be warned of the attack. In this
case, only the 2 Tauntaun Scouts are
deployed at the beginning of the mission.
During each of the Alliance player's com-
mand phases, he or she may spend 1 com-

VOLUME | HNUMBER &

mand point per unit to place those remain-
ing undeployed from Setup in the Alliance
deployment zone.

Mission 3: "PREPARE FOR GROUND ASSAULT."
Incoming transmission from General Blake:
“It was only a matter of time before an all-
out assault reached Echo Base...only a mat-
ter of time. it all came down to buying
enough time to evacuate the base. If the
Main Power Generators were destroyed
before the evacuation was complete, orbital
bombardment would have been inevitable.
Faced with such overwhelming odds, retreat
was our only option.”

Alliance: 5 Echo Base Troopers
1 Luke’s Snowspeeder

4 T-47 Snowspeeder
2 Golan Laser Battery
1 Main Power Generator

Imperial: All units not destroyed in Mission 2
1 General Veer's AT-AT
2 AT-AT
3 AT-5T
6 Snowtroopers
3 Probe Droid

Setup: The Alllance player places units first,
within 3 hexes of the Alliance side of the
rap. The Main Power Generators must be
placed in the center of the Alliance's side.
The Imperial player places units on the edge
of the Imperial side of the map, and takes
the first turn.

Objectives: The Imperial player wins if the
Main Power Generators are destroyed. If the
Main Power Generators have not been
destroyed by the end of the Alliance player’s
15th turn, the Rebel player

INCOmInNng tTransmnission
o
“Well done. Never forget; the lessons

learned today were written in the blood
of those who came before you. It will be
your duty, as an officer of the New
Republic, to pass these lessons on. That is

all. May the Force be with you.”
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REREL ALLIANCE REFERENCE CARD

EMPIRE REFERENCE CARD

Command Phase
1. MarcH

2. CoMmMmaAND RoLL
3. Iss5uE COMMANDS

Uinit Abllities Unit Abilitizs
EEIHLFSIEE and B AciLE B RraLy EEHUE!}E and B AGILE [ = EE
Penalties O HARPOON [ SELF-DESTRUCT Penalties [] HARPOON [0 SELF-DESTRUCT
+ ﬁwmmn“mm B HEAVY aRMOR B STRAFE +  Target unitis In an adiscent hex B HeAVY ARMOR I STRAFE
e it 8 HERD S - 20 B HERD B TURRET # Shooting unit ks a HERD B HEED W TURRET
; Y M LUMBERING ~ Targetunit is 3 hexes away B LUMBERING
B MARCH - T:rget::lt h:; HEAVY ARMOR  MARCH
ALAX B POWE
. e | = Target unit ks an aly wnit M MAX .

shooting Phase
4. FIRE]
5. RETURN FIRE!

Command Phase
1. MARCH

2. COMMAMND ROLL
3. IssuE COMMAMNDS

4 Taks the |rithative. Skip Stap 5 Return Fine this tum,

§  Relnforcements. Place up bo 3 infantry units an your edge of the map.
If you have no more Infanbry units, no effect.

B 4Steady..” all your units get @ bonus (+) te shooting this tum.

Event Table
dB Event

Shooting Phase
4. Firel
5. RETURN FIRE!

“reat shot!®™ Destroy an enamy unit within 3 heoss of cne of your
unéts, even Hf that unit [s undamaged.

Cunning plan, You heve 7 command palnts this tom instead of 2.
Charge! Your weunded Infantry RALLY. Your infantry can MARCH
Iil’lrl thils turn.
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AT-AT SNOWTROOPER SNOWTROOPER BOLAN LASER BATTERY | T-47 SNOWSPEEDER | TAUMN-TALUN SCOUT ECHO BASE TRODPER

TAUN-TAUN SCOUT ECHD BASE TRODPEK

AT-ST LUKES SKOWSPEEDER ~ HAN °S TAUN-TAUN |(ECHO BASE TROOPER

EMPIRE REFERENCE CARD ALLIANCE REFERENCE CARD

SPEED ARMOR FIREPOWER SPEED ARMOR FIREPOWER
[sTANDARDS DAMAGED) (sTANDARD/DAMAGED)

ALLIANCE ALLIANCE

Echo Base Echo Base
? Trooper Fir e TR /o ? Trooper 1/o 2/2 /o
‘ Tauntaun 2/0 2/2 o I ‘ Tauntaun 2/o 2/2 1/0
&= Spowspeeder 3/2  2h 2h &= Snowspeeder 3/2 2/ 2/
1 Laser Battery o/o SPETIN  rd l Laser Battery o/o 3/2 2
asalk Generators o/o 3/2 ofo @A Generators  o/o 3/2 ofo

EmPIRE EMPIRE

l Snowtrooper  1/0 2/2 o ‘ Snowtrooper 10 2/2 1/o
B probeproid  2n  2h 1o % ProbeDroid 2 2/ /o
I ’] AT-5T 2/1 o T PR Ty ’] AT-ST 2/ 3/2 2/1
"ﬂ AT-AT o/o 4/3 s L e 'm AT-AT 0/0 4/3 3/2
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