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INTRODUCTION 
In the 57th century, travel between the stars has long been an 

accepted fact of life. Starships with powerful jump diwes form the 
basis of interstellar commerce, and the warships tha t  protect that 
commerce. 

But jump diwes are bulky and take up volume that could befiiied 
with defensive systems or offensive weaponry. A specialized vessel, 
optimized for lage fleet actions, gained popularity during the 
Second lmperium and cametocompletelydominatethefleets ofthe 
Third lmp;rium. Thesevessels hadno jump drives, had nothing in 
factnotdirectly related to producing themost effectiveline-of-battle 
combatant possible. 

They were carried from star tostilr by huge jump tenders, vessels 
with littleornocombatabilityof theirown whichwould releasetheir 
deadly cargo before the battle started and withdraw to a safe 
distance. These warships became the very symbol of large fleet 
actions. Because the warships were carried from star to star, they 
were called battle riders. 

BattleRldern"isthegameofsquadronandfleetcombatinGDW's 
Traveller3 universe. CDW's other space combat boardgame, Bril- 
llant Lances, is a detailed and faithful reproduction of individual 
starship combat, and is very useful for resolving actions between 
smaller vessels. Because of its level of detail, however, it is  unsuited 
to actions between largegroups of vessels. Battle Rider undertakes 
that mission. 

COMPONENTS 
Battle Rlder contains this rules booklet, three 22"x31" maps, 

three sheets of die-cut cardboard game counters and markers, two 
reference charts, and several sheets of die-cut game cards. Not 
included in Battle Rider, but necessary for play, are pencils and 
paper (one each per player). 

Battle Rlder is one of many games and supplementary products 
intended for use with the Traveller: The New Era science-fiction 
roleplaying game. However, i t is  also intended as astand-alonespace 
combatgame, and can be played and enjoyedon itsown by players 

who never intend to play any other Traveller products. At many 
points in the rules below, references are made to concepts detailed 
elsewhere in the Traveller line of materials. While familiarity with 
these other products may enhance the players' enjoyment of 
Battle Rider, noneofthesearenecessarytounderstandorplaythis 
game. When referring to theTraveller: The New Era roleplaying 
game rulebook, the rules below will sometimes use the abbrevia- 
tion "TNE." 

Rules Booklet: This booklet presents the rules necessary to play 
Battle Rider, aswell asthescenarioswith which thegameisplayed. 

Maps: The three maps are ail identical, and portray the vastness 
of open space within a hexagonal grid which is used to measure 
distance. Each hexagon measures 30,000 kilometers, or 'ho of a 
light-second (thedistancethat lighttravelsinl/ioof a second). Note 
the way that the hexagonal pattern runs off of the map edges. 

Unfold the maps and back-fold them against the creaser so that 
they will lie flat Place the three maps on a table butted up to each 
otheralongtheirshortor long edgestoform acontinuous hexagonal 
grid. 

Thesemapsareduplicatesofthe mapsin theGDWgameBrllllant 
Lancesandareinterchangeablewiththem. Playerswhoalreadyown 
Br1lliantLancesnowhaveatotalofsixmapstousewitheithergame. 
Players may also order additional mapsfrom GDWtocreateas large 
a playing area as desired. 

Counters:The threedie-cutcountersheets providea total of 366 
cardboard pieces. Sixty of these are large, measuring l'h inches 
square; 42 measure 1 inch square; and the remaining 264 pieces 
measure 'h inch square. These pieces are used in two ways, as 
"counters" and "markers." A piece which represents a spacecraft, 
task force, sensor drone, missile, planet, orotherobje in the game 
is called a "counter!' A marker is a piece which is used to represent 
the status of certain systems (such as damage or evasion) or 
conditions on the map (such as Area Jamming and White Out 
markers). 

The ship counters are back-printed with the performance charac- 
teristics of the ship. These characteristics are read according to the 
following diagram: 
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them to travel from starsystem tostarsystem, muchfasterthan light 
can travel the same distance. 

BottleRiders:Lage, heavily armed and protectedfleetcombatants 
which do not have jump drives fitted. 

MonnedCroft: This term means a spacecraftthat hasa living crew 
(as opposed to missiles and unmanned drones) and refers to both 
starships and small craft. 

Missiles: These are weapons fired from spacecraft that maneuver 
on the map like other spacecraft, but destroy themselves when 
attacking their tar ets 

Drones:Thesea f eveh~cies . .  that arecontrolled by an operatorfrom 
another point, usually astarship. Unlikemissiles, drones are not built 
to be used up with each mission, but are intended to be reused. 
Howwer,sincethey havenocrew, they can beabandonedorplaced 
a t  great risk if necessary. 

TASK FORCES AND FLEET TACTICS 
Combatships in the game are combined into taskforces, and all 

of the ships in a task force maneuver, wade, and attack together. 
Theyarerepresented on themap byasingleTaskForcecounteruntil 
detected. Playen may change the composition of task forces during 
play by detaching or adding ships. 

In each scenario, both players will have a specified FleetTactics 
skill level.Thisskill level isthemaximum numberofcraftwhich may 
be placed together in a task force. Players may have fewer craft 
than this in a task force, but may never have more.There is  no limit 
on the number of task forces in play by either player, except as 
imposed bythenumberofshipsin playand thelevelof FleetTactics 
skill. 

Dummy Task Forces: Not all task forces need contain ships or 
sensordrones.Taskforces withoutshipsorsensordrones arecalled 
"dummy" taskforces, and areused toconfuse theopposing player. 
Each side mav have dummv task forces in ~ i a v  eaual to the Fleet . , 
Tactics level &its commander. ~otethatdummy~askforces, once 
detected and removed from play, can be recreated by splitting 
them off from another undetected task force. If all task forces are 
detected, detected dummy task forces cannot be recreated. 

TASK RESOLUTION 
Every action attempted in Battle Rider, whether an evasive 

maneuver, attempting a sensor lock, or firing a weapon, i s  a task. 
A task is an attempt by the crewmember operating a particular 
pieceof equipment(maneuvercontrols,sensors, weapons,etc.) to 
use his or her skills and training to successfully accomplish the 
action. Thesuccess of these tasks is based upon thedifficulty of the 
task being attempted and the random turn of a card. Success and 
fa~lureof the task i s  determined by turning a card and reading the 
result. 

Types of Tasks: Tasks include attempts to detect enemy vessels, 
obtain sensor locks, jam enemy sensors, fire beam weapons, and 
defend against enemyfire with defensivescreens. Detection,sensor 
locks, jamming, and fire are range-based tasks, while other tasks are 
absolute difficulty tasks. 

Base Difficulty: The rules below give specific details on the 
calcuiationsof difficulty in each specific area, but all tasks begin with 
a base difficulty to which additional difficulty modifiers (often 
shortened to Diff Mods) are applied, based on specific circum- 
stances. If the task is  an absolute difficulty task, its base difficulty is 
specified in the rules (and repeated on the reference chart). If it is a 
ranged task, the rangeatwhich the taskisattempted determinesthe 
base difficulty level. Each sensor, jammer, and weapon in the game 
has a listed range, which is its short range. Medium range is twice 
short, long is  twice medium (i.e., four times short), and extreme is  
twicelong(i.e.,eighttimesshort). Basedifficultiesattheserangesare 
given in the accompanying table. 

Difficulty Level by Range 
- . . . . . 

Extreme (8xShort) 4 

Dlfflculty Modifiers: After the base difficulty level has been 
determined, difficulty modifiers (Diff Mods) increase or decrease 
thedifficulty of the task.These Diff Mods are explained in the rules 
covering individual tasks and aresummariied on the play aid card. 
Plus Diff Mods add to the difficulty level, making the task more 
difficult, while minus Diff Mods subtract from the difficulty level. 

Reading the Card: Once thedifficulty level of the task has been 
determined, turn a card and read the result. If the difficulty level is 
greater than 5, the tasks may not be attempted. Even if the 
difficulty level of the task is less than 1, a card is  still turned. The 
central field of the card gives the card's success number. If the 
success numbershown is  equal toorgreaterthan the taskdifficulty 
level, the task succeeds. If it is less than the difficulty level, the task 
fails. 

For example, a medium range task with no Diff Mods has a 
difficulty level of 2. If a 1 is turned the task attemptfails, while if a 2 
or higher is turned i t  succeeds. 

Miss: If a "Miss" card is turned, the task attempt fails, even if the 
difficulty level was less than 1. 

Bull's-eye: If a "Bull's-eye" card is  turned, the task attempt suc- 
ceeds. 

Outstanding Success: Many tasks have additional beneficial 
effectsfrom an Outstanding Success result An Outstanding Success 
in fire combat, for example, causes double damage. 

Twotypesof cards resultinoutstanding Success. First, any "Bull's- 
eve" card is an Outstandina Success. Second. hiah-value cards can . - 
generate Outstanding success. Cards with a value of 5 result in an 
Outstanding Success on tasks with a difficulty level of 2 or la, and 
cardswith avalueof4 result in an Outstanding Successon tasks with 
a difficulty level of 1. This is noted in the Outstanding Success field 
of the card (see example below). 

Crew Quality: Part of the card deals with success levels when 
differentqualitycrews man the firing orsensing vessel.Thesevalues 
are used only when playing with the Crew Quality advanced rules 
(page 18). 

Missile Damage: The missile damage field of the card is used to 
determine the damage levels of missiles. See the Missiles rule (page 
12). 



SEQUENCE OF PLAY 
Each turn of play in Battle Rider is broken down intoseveral sub- 

turns, called phases, to organize the number of activities that must 
be conducted each tum. Phases are always conducted in the same 
order. If, in a later phase, a player remembers something that he 
meant to do in an earlier phase, it is too late, as the decisions made 
in each phase affect the decisions in the phases that come later. 

lnitiatlve Phase 
Operatlons Phase 
Missile Movement Phase 
Missile Attack Phase 
Turn Record Phase 

lnitiative Phase 
Playwstum cards to determineinitiative Each playerturns a card and 

the playerwhose card has the highestcard ID number has the initiative. 
The player without the initiative launches and/or recovers ordnance, 
dmnes,andbattleridws(seethelaunching~le,bdow)and reconfgures 
taskforces.Afterthisisdone,theplayerwiththeinitiativedoesthesame 

Reconfiguring task fomes means that vessels in a task force may be 
d'~idedintotwoormoresmallertaskforces,andvessdsinswemldfermt 
task forces in the same hex may be switched between task forces or 
combinedintofewerlagertaskforces. Howwer,vewlsmayonlyswitch 
from one task force to another, and task forces may only be combined, 
i f  both task forces haveexactlythe samevector(see Movement, below). 
Also,notaskforceatthemdofthelnitiativePhasemay havemorevessels 
in it that are allowed by the owning player's Fleet Tactjcs rating. 

Operations Phase 
In the Operations Phase, players take turns conducting operation 

rounds until one player hasconducted operations with ail of his task 
forces.The opposing playerthen conducts operationswith all of her 
remaining task forces. 

In eachopemtion round,a playerconduas alloperationswith any 
one of his task forces. Any task forcedesired may be used, but each 
task force may conduct operations only once per game turn. 

All shipsin the taskforceconduct all activities, and do so in any order 
desired. However, all must conduct each activitysimultaneousiy.Thatis, 
thetaskforcemayfireand then det- then move,ormoveand then fire 
and then detect, but all ships must make the same choice, conducting 
allfiresatthesame time, aildeteaion attemptsatthesametime,and ail 
movement atthesame time.Thefollowing activities may beconducted 
in each operation round by each task force, in any orderdesired. 

Move: First, determine whether the ships of the task force will 
expend Gson maneuver and/or evasion. If so, placeaTh~st marker 
in the hex with the task force. If the task force is maneuvering, the 
Projected Endpoint marker of the task force is moved (see the 
Movementrule, beiow).Ifthetaskforcesuccessfully evades, placean 
Evade marker in the hex. 

All ships in a task force must spend the same number of Cs on 
maneuver and evasion, even if they have different C capabilities. 

Detect: First, adjust status of sensors, if desired. (Placeor remove 
Active Sensor marker, place or remove Passive Array marker.) Next, 
make any detection attempts desired against enemy task forces. See 
the Detection rule (page 6). 

Fire: Ships may only fire at enemy vessels which have been 
detected (areon the map). First, turn acard todetermineif thefiring 
ship has a fire control lock If so, then turn one card for each firing 
weapon to see if the weapon h i t  

Missile Movement Phase 
All missiles move according to the rules of missile movement. 

Players take turns moving missile spreads, with the player without 
the initiative moving the first missile spread, until all Missile Spread 
markers have moved. Seethe Missiles rule(page 12)foran explana- 
tion of the particulars of missile movement. 

Missile Attack Phase 
All defensivefireagainst missiles is resolved, and then allsurvMng 

missiles attack targets in their hex. All of the defensive fire by one 
targettaskforceisresolved, and then all ofthemissilefireatthattask 
forceis resolved, beforeanyfirebyoratanothertaskforceisresolved. 
Although fire by and at task forces is  conducted in order for ease of 
play, all fire in the Missile Attack Phase is considered to be simulta- 
neous. Inotherwords,shipsdestroyedordisabled bymissilefireearly 
in thephase maystill control missilespreadsattacking enemytagetr 
later in the phase. 

Turn Record Phase 
This marks the end of a complete game turn and is a time to take 

care of certain administrative task. All White Out-1, Circuitry 
Overload-1, and Temporary Damage-1 markers are removed. All 
WhiteOut-2,CircuitryOverioad-2,andTemporaryDamage-2mark- 
ers fliptothel side.All taskforces reposition theirprojected Endpoint 
and Previous Position markers as detailed in the Movement rule. 

LAUNCkI7NG 
Ships can launch and recover battle riders that they are carrying 

as well as missiles and sensor drones. This takes place during the 
lnitiative Phase of the tum. Battle riders when launched may either 
become partof the launching ship's task force or form one or more 
additional taskforcein thesame hex. Missiles are always represented 
by a Missile Spread marker, placed "undetected" side up. All newly 
launched battle riders and missiles have the same vector (see 
Movement ~ l e ,  below) as the vessel they were launched from. 

A ship may (but need not) launch all of its battle riders andlor 
missiles and/or drones in a single turn. 

To recover battle riden, both the tender and the rider must be in 
the same task force. 

Each tender may only carrythe battle riders designed for it In this 
game, the following tenders carry the following battle riders: 

MOVEMENT 
Battle Rider uses a realistic system of vector movement. Space- 

craft move through space due to thrust and inertia. Once a space- 
craft has expended thrust to move it in a certain direction, it will 
continue to coast in that direction forever, unless another force acts 
upon it, usually meaning until it expends thrust to changeitscourse 
or speed. A spacecraKs coune and speed are called its vector. On 
Earth, we rarely see pure examples of vectors, because moving 
objectsareactedon byso manyotherforcessuch asfriction with the 
ground orair,aerodynamic lift, andgravity.0urintuitiveexperience 
tells us that moving objectstend toslowdown and stop,and thatit's 
difficult to keep things moving. However, that is only true in the 
limitedareaofour planetaryfmmeof reference. Infact,allobjectsare 
in motion and remain thatway, coasting along atquite high speeds 
through empty space. Although it might initially seem strange to 
players who have not played vector games before, it is that realify 
which Battle Rider portrays. 

Vectors: Avector is a representation of directional movement In 
the game, each ship's vector is represented by its current position 
and either its former position or Projected Endpoint marker. At the 
beginning of each turn, a task force's vector i; represented by the 
position ofthe taskforceitself and bya taskforceProjected Endpoint 
marker. At the end of each turn, a task force's vector i s  represented 
by the position of the task force itself and by a task force Previous 
Position marker. 



In the Turn Record Phase of the game turn, the player places the 
task force's new Projected Endpoint marker on the map and then 
removes the Previous Position marker. The Projected Endpoint 
marker will have the same relationship to theTask Forcecounter as 
the Task Force counter does to the Previous Position marker. (See 
illustration above.) 

Movement: Eachtaskforce begins eachgameturn (including the 
first) with a vector as described above. During the Operations Phase, 
the player will move the task force by replacing the Task Force 
counter with a Previous Position marker, moving the Task Force 
counter to the hex containing the Projected Endpoint marker, and 
then removing the Projected Endpoint marker from the map. Prior 
to movement, however, the player may alter the position of the 
projected endpoint by means of maneuver. 

Manewer: During the Operations Phase of each game turn, all 
players make decisions concerning the movement of their vessels. 
Each vessel maneuvers by firing its maneuver drive thrusters to 
change itsvector. The power of a craft's thrusters is expressed in Gs 
of thrust(each ofwhich representstheforceof 1G actingfora period 
of 30 minutes, or one game turn). Each vessel may spend Cs up to 
its G-rating on maneuver (to change its vector), evasion (to thwart 
potential incoming fire), or a combination of the two. Each craws G- 
rating is listed on the back of the counter. 

Each G ofthrustspenton maneuverallows the playerto movethe 
projected endpoint of the task force one hex in any direction. 

Any ship that does not use its maneuverdrivetochange itsvector 
durinq the Operations Phasesimplycontinues to execute the same 
alread; existing vector each and every Operations Phase until it is 
acted on by an outside force (such as thegmvityof a large body), or 
until it exits the map. 

Wheneverataskforceexpends 1 ormore Gsto maneuver(change 
its projected endpoint), place a Thrust marker in the map hex with 

the taskforce.ThisThrustmarkeris placed ontheone hexsidewhich is 
clowttobeinginexactlytheoppositedirgtionfromwhi~htheProjedg1 
Endpoint marker was moved. If two hexsides are equally close, the 
opposing player decides which hexside the marker is placed on. 

Evasion: Vessels may also expend Gs on erratic, evasive maneu- 
vers in an attempt to throw off enemy sensor and fire tasks, but the 
total number of Gs spent on maneuver and evasion combined may 
notexceed thevessel'sG-rating.Allshipsinthetaskforcemustspend 
the same number of Gs on evasion, and one card is tumed to 
determinethesuccessoftheentiretaskforce.An wasionattempthas 
a basediicultylevelof5, butthetaskis reduced onelevelofdifficulty 
(-1 Diff Mod)for each G-turn thatisspent for evasion. Forexample, 
a ship with a G-rating of 5 that spent 3Gs on maneuver and 2 on 
evasion would have an evasion difficulty level of 3. 

Onecard i s  turned forevasion during theoperation roundofthe 
task force. If successful, an Evade +l marker is placed on the task 
force. If the card turned indicates an Outstanding Success, the 
Evade +2 side of the marker is placed on the task force. If the 
attempt fails, there are no adverse affects (except for the waste of 
maneuver Cs). 

Evasion resultsapply to all sensor and hit taskdirected against the 
taskforcefortherestof that turnand allof thenext turn untilitsnext 
o~erations round. 

Becauseof thefmgilityofthestructure. novewlwith afolding passive 
sensorarray extended may bum Gsin atum forevasion. (See Detedon, 
below, for an explanation of fold'ng passive sensor arrays.) 

Movement of Dummv Task Forces: Each dummv task forcecan ~ ~~ ~ 

spend an unlimited number of Gs on maneuver and evasion each 
turn. (Of course, very large C expenditures will give away the fact 
that i t  is a dummy task force and defeat its purpose.) 

DETECTION 
Detecting an unidentified or known enemy target is the single 

most crucial step in space combat Until detected, the exact natureof 
thetargetisnot known.Thecrewof astarship may be well aware that 
"something is outthere" based on ghostimages, thermal hotspots, 
or flashes of returns on active sensors, but detection is required to 
identifythe target, and moreimportantly, to dosomething aboutit 

At thestart of play, all spacecraft are unknowns, whetherthey are 
large starships or sensor drones. For this reason, only theTask Force 
counter is placed on the map until an opponent detects them. The 
Task Force counter is moved nonally using the movement and 
maneuverrules.Thisrepresentsthetell-taleindicationsofmmething 
out there that can invite a detection attempt 

Detection attempts are made by spacecmft during the craft's 
operation round. Once a successful detection attempt is made, the 
detected soacecraftare~laced onthemaoalona withtheTaskForce - 
counter ( h c h  is  ~ti l l 're~uired for mdvement purposes). Once 
detected, the spacecmft remain on the map for the rest of the 
scenario. 

Types of Sensors: There are two broad types of sensors in the 
gamwct ive and passive. Active sensors detect targets by sending 
out pulses of energy, such as radio waves or lasers, which then 
bounceoff theirtargets and backto thesensor.The timethatittakes 
the pulse to return, the shift in frequency of the pulse, etc., can be 
used todeterminethedistanceand direction of thetarget, its motion 
relative to the sensor, etc. The two major drawback, of the active 
sensor are that i t  broadcasts its own presence by filling space with 
pulsesofenegy,and thatitrequiresa lotofpowertogenemtepulses 
powerful enough to bounce back from very distant targetr. 

Passive sensors do not betray themselves by emitting energy; 
rather, they detect targets by sensing the energy given off by those 
targets. Passivesensors are typically less effective than active sensors 
intermsofabsoluterange, butaremoretacticallyusefulforshipsthat 
wish to remain unnoticed. 



Detection Procedure 
Most ships have both an active and a passive sensor, each with 

different ranges of effectiveness. Once the scenario begins, playen 
may begin to make detection attempts using any of the sensors 
availabletothem. Detecting atagetis a taskwith the basicdifficulty 
determined by the range of the target from the sensor, using the 
sensor range printed on the back of the ship counter. For example, 
a sensor with limed ranges of 5 wouki have a basic diiculty of 1 at 0-5 
hexes.2at6-10 hexes,3at 11-20 hexes.and4atZl-40hexes.Detedon 
could not be attempted beyond 40 hexes. This basic difficulty levd can 
then be mcdified up or down by other factors as explained bdow. 

All detection attempts are made during thetask force'soperation 
round. Each ship may use any or all of its sensors, and may make as 
many detection attempts as desired, with the limitation tha t  no 
sensormayattempttodetectthesametarget(taskforce) more than 
once in the same operation round. 

Each detection attempt is made against the craft in a task force 
which is easiest to detect If successful, the detecting player may 
attemptto detect the next easiestcraft, and so forth, until the player 
either fails in a detection attempt or determines that there are no 
additional undetected ships in the task force. This is done by 
detecting the "sensor shadow" of the task force. 

SensorShadows: All taskforces haveasensorshadow;taskforces 
with no ships in them consist solely of a sensor shadow. Thesensor 
shadow of a task force is  treated as a size 0 spacecraft If a detection 
attemptagainstthesensorshadowissuccessful,thedetecting player 
is told that there are no further ships in the task force; if it is 
unsuccessful the detecting player is told only that 

A task force with no ships in it (usually a dummy task force, 
although i t  could be a task force in which the ships have all been 
detected and destroyed) is  removed from play after its sensor 
shadow is detected. 

- - 
extended if i t  is to attempt a lock, as it cannot function when 
retracted. However, the greater target area presented by a vessel 
with an extended passive array makes it a better target for enemy 
activesenson. Each shipwitha folding armymust alsomakeanextendl 
retract decisbn at the start of each Operations Phase A marker 'a a b  
pm~dedforthispurpose.OntheExtendeds~e,themarkershowsafront 
viewwhematicof ashipwith itsarmydeployed, andthe notation"-1 a 
W e ' '  On the Retmcted side k the notation that no bckr are p i b l e  
with the passive sensor. 

Because of the fragility of the folding struts, no vessel with its 
folding array extended may bum any Gs in a turn for wasion. 

Additional Difficulty Modifiers 
The following conditions and circumstances modify the basic 

difficulty level based on range: 
Going Active: Aship which has gone "active" becomes easierto 

detect for ships equipped with passive sensors. Any ship using 
passive sensors applies a -1 Diff Mod to detection attempts against 
an active target 

Target Size: The size of the target is a universally applicable 
modifier which applies in all sensor and fire tasks. The sue modifier 
for each vessel is printed on the counter back. 

Target Maneuver: The basic passive detection diiculty lwds 
assume thatthe target is expending some energy (and hot reaction 
mass) to maneuver. Thus, a target which has spent any Gs at ail in 
the turn adds no Diff Mod to the passive detection task attempt 
(except in thecaseofsternon-see next paragraph). Ifthetargethas 
expended no Gs for any purpose in the current tum, passive 
detection is one difficulty level harder (+l Dii Mod). If the taget is 
in "powered down" mode with its systems off-line and its power 
plant reduced to only a trickle of power, the passive detection is 
raised by two difficulty levels (+Z Diff Mod). 

Exomp1e:The Blue player attempts to detect the ships in Red Task On the other hand,-if the target i s  expending Gs of thrust and is 
Force 1 (RTF-1). Unknown to the Blue olaver. RTF-1 consists of onlv oresentina itssternland thereforeits hot exhaust)towardthesemr. , , . 
oneship. Blue'sfirstdetection attemptis againstthe easiesttargetin 
the TF, which is the ship. It is successful, and so Blue is allowed 
another detection attempt at the next easiest target. Since the only 
remaining undetected target is the sensor shadow, the Red player 
givestheBlueplayertheDiff Modsforthis.Theattemptkunsucc~ful, 
and sn the Blue player does not know whether there are additional Red 
ships in the task force. (Had the attempt been successful, the Red player 
would announce that there are no other ships present) 

;he passi;e detectibn is  reduced by three diffsulty levels (-3 
Mod). Trace a line from the detecting ship to the target task force 
(traced from center of hex to center of hex). If that line crosses the 
hexsideofthetargettaskforcewhich hastheTh~stmarkeronit,the 
taget task force is "presenting its stem." 

Target Evasion: If the target task force has an Evasion marker on 
it, the appropriate addition is made to the diffculty levd (+1 or +2, 
depending on the marker). 



Electromagnetic Masking (EMM): Ships which are equipped 
with electromagnetic masking (EMM) packages reduce the effec- 
tiveness of active and passive sensors which are used against them. 
EMM not only disguises a vessel's passive (heat) signature, it also 
includes the use of stealthy materials to reduce the echo of active 
sensor energy, and so EMM on thetarget provides a+l Diff Mod for 
both active and passive detection attempts. 

Shipswith EMM have thenotation "Msk" in thesensorfield of the 
counter back. 

Jammlng: Vessels may be equipped with jammers which allow 
them to attempt to jam enemy active sensors. These jammers are 
deceptive jammers, and are different from the area jammers dis- 
cussed immediately below. Deceptive jammers do not attempt to 
blot out enemy sensor energy, but deceive enemy sensors by 
sending back false echoes that fool the enemy sensor about its 
target's true locationlheading, etc. 

Jamming tasks, like other ranged tasks, are based on the range in 
hexes from the jammer to the target of the jamming attempt, as 
indicated on the ship counter. Additional modifiers to this basic 
difficulty level are based on tech level (TL) differences between the 
sensor and the jammer. For each TL that the sensor exceeds the 
jammer, the jamming task is increased one level in difficulty (+ Diff 
Mod). For each TL by which the jammer exceeds the sensor, the 
jamming task is decreased one level in difficulty (- Diff Mod). 

Aseparatetaskcardistumedforeach enemyactivesensorthatthe 
player attempts to jam.Thedecision to jam is madeseparately each 
time an active sensor detection attempt is made, and the jamming 
card is  turned immediately before the detection task card is turned. 
Success in the jamming task indicates that the opposing sensor is  
jammed, andattemptsitssensortaskatonedifficultylevel higher(+l 
Diff Mod). Outstanding Success means that i t  must attempt at two 
difficulty levels higher (+2 Diff Mod). 

Ajammer-equipped ship may usedeceptive jamming to raise the 
difficulty level of any detection attempt directed at the task force to 
which itbelongs, including attemptstodetectthetaskforce'ssensor 
shadow. If several ships in a task force are equipped with jammers, 
only one may be used per detection attempt Ships from one task 
forcemay not usetheirjammers to aid shipsfrom anothertaskforce, 
even if they are both in the same hex. 

Area Jammlng: Some ships may be equipped with jamming 
drones. These drones are fitted with energy-intensive broad-band 
noise jammers. Area jammers are not finesse devices like the above 
deceptive jammers. Area jammers attempt to defeat enemy sen- 
sors merely by drowning out their signals with more powerful 
electronic noise. The area of affect of an area jammer is the hex i t  
is in plus the six hexes surrounding it. Any sensor "line of sight" 
(i.e., thestraight line traced from thecenterof thesensor's hex to 
thecenterof the target hex) that passes through this areaof effect 
has its difficulty increased by one level (+1 Diff Mod). In the 
example at right, a sensor in hex A is attempting to detect targets 
in hexes B, C, and D. Because the lines of sight A-B and A-C pass 
through the area jammer's area of effect, those sensor tasks are 
increased by one difficulty level. The sensor task A-D is unaffected 
by the area jammer. 

If the line of sight passes through the overlapping areas of effect 
of morethanoneareajammer,thedifficultyis increased byonelevel 
per area jammer. 

Because area jammers are typically mounted on drones, theareas 
of effect will move from turn to tum. Area jammers may be turned 
on and off bytheowning playeratwill.Thedecision is madeduring 
the operation round of the task force containing the jammer, and 
remains in effect until the next operation round of that task force. 

Any craftthatiscarrying an operating area jammer makes itself an 
easytargetforpassivedetection. Usethe rule aboveforgoing active, 
except that the Diff Mod is -2 . 

Mlsslle Detonatlon WhRe 0ut:When amissiledetonates(seethe 
Fire and Combat rules below for a fuller description) in a hex, its 
nuclear explosion creates a temporary white out effect that makes 
the use of passive sensors more difficult. Any passivesensor detgtion 
attempt into that hex (this does not indude attempts whose 'line of 
sight' merely pass through the hex) i s  onediiculty level higher (+1 Diff 
Mod)foreach missiledetonation inthe hex.Thisiseasilyrepmted by 
replw'nq eachdetonated missile counterwith a White Out marker, and 
adding ip the Diff Mods of the White Out markers in the hex. 

White Out-1 and White Out-2 markers have the same effect the .. - -  

different numbers are merely means of keeping track of when the 
marker was placed and when to remove it. 

"Terrain" Effectr: Certain objects in space can also affect the 
difficulty of a detection attempt. There are two types of interstellar 
terrain in Battle Rider: planets and asteroids, which are represented 
by counters placed on the map. Foracompletedi~ussionof the use 
of planets and asteroids in Battle Rider, see the Advanced 
Astrographics rule (page 17). 

Any craftthatis in thesame hex as a Planetcounteror an Asteroid 
counter is given the benefit of the doubt that i t  is maneuvering to 
take advantageoftheobject's bulkand passivesignaturetoobscure 
its own. All sensor tasks attempted against the target are one lwel 
more difficult vs. passive and active sensors (+l Diff Mod). 

Black Globes: Black globes are very sophisticated, very rare, and 
very expensive defensive devices that create a sphere around the 
defended vessel. Because these screens are so rare, they are not 
discussed here, but are dealt with in the advanced rules (page 17). 

Multiple Effects The effectsdexribed above areall cumulative. 

Procedure for Resolving Detection Attempts 
The procedure for resolving sensor lock attempts divides the task 

between the sensing player and the target player, where each is 
responsiblefor calculating certain Diff Mods.This notonly easesthe 
workload and keeps both players interacting, butalso is intended to 
ensurethat information abouttargetsis not revealed to an opponent 
during thecourse of resolving an unsuccessful sensor task. 

Alwaysstartwith easiest target in the taskforcetodetect Thengo 
to harder and harder targets, until a task fails or all targets are 
detected. 

Detecting Player: The player making the detection attempt 
indicates the tarqet of the attempt and announces to the target 

player the type of 
sensor being used: 
active or passive. If 
using an active sen- 
sor, the detecting 
player must indicate 
where the scan is 
coming from. 

When announcing 
these scans, the de- 
tecting player is  re- 
sponsibleforcalculat- 
ing the following 
itemswhich need not 
be told to the target 
player. 

*Basic difficulty 
levelofthesensorlock 
attempt based on 
range (the sensing 
player must also be 
carefultonotusefold- 
ing arrays which are 
in retracted status). 



*Diff Mods based on sensor line of sight passing through an area 
jamming area of effect (+1 Diff Mod per area). 

*Diff Mods based on Planet or Asteroid counter in the target hex 
(+1 Diff Mod). 

*Diff Mods based on White Out markers in the target hex (+l Diff 
Mod per marker). 

*Diff Mods based on target having gone active (-1 Diff Mod for 
passive detection). 

*Diff Mods basedon targetbeing asourceof area jamming (-2Diff 
Mod for passive detection). 

*Diff Mods based on the target's maneuver that turn (0, +I, +2, 
or-3 Diff Mods). 

*Diff Mods based on the target's successful wasion attempt that 
turn (+1 or +2 Diff Mods). 

The player aids card recapitulates these items to assist the player 
in keeping trackof them.These items yield onecumulative, net Diff 
Mod. 

Target Player: Once told that his or her ship is the target of a 
sensor lock attempt, the target player is responsible for reporting 
to the sensing player the net Diff Mod based on the following 
criteria. 

First. if the sensor attempt is using an active sensor, the target 
player mustdecide whetherto tryto jam thesensor. If so, thetarget 
player must announce to the sensing player that the target i s  
jamming and announce the difficulty level of the attempt The 
jamming task determination is  made by turning a card. The target 
player then includes the correct jamming Diff Mod in the net Diff 
Mod reported to the detecting player. 

The target player is responsible for the following items: 
*Diff Mods basedon asuccessful jamming attemptvs. thesensor 

(+1 or +2 Diff Mods). 
*Diff Mods for spacecraft target size and EM masking packages 

(printed on the spacecraft counter back) (+l or +2 D i i  Mods for 
masking). 

*Diff Modsfor differencein tech levelsof thedetecting sensorand 
the target craft. Add the difference in tech levels if the target craws 
tech level is higher; subtract the difference if it is lower. 

~Di f f  Modsbased on passivearmy extended (-1 Diff Mod foractive 
detection). 

*Diff Mods based on blackglobegenerators (Diff Modvaries with 
use). 

The player aids card presents these items to assist the player in 
keeping track of them. 

Resolution: The target player announces the target net Diff Mod 
to the detecting player, who then combines itwith the sensing net 
Diff Mod togetthefinalnetDiff Mod.Thesensingplayerthenapplies 
this modifier to the basic d'iculty level based on range. A card is 
turned and the thesuccess level compared to thedifficulty level. 

If the attempt is a success, the target ship is placed on the map in 
the same hex as the Task Force counter. 

Outstanding Succwhas noadditional effectwhen partofa sensor 
task. 

F7RE N D  COMBAT 
Fire of virtually all weapons on a vessel takes place during that 

vessel's operation round. Ships may fire before or after movement, 
and ships in a task force may split their fire, so thatsome fire before 
movement and some after. Aship may itself split its fire, firing some 
weapons before and some after movement 

Largerships (those with a size code of -2,-3.4. or-5) may fire 
all of their beam weapons in the Operations Phase and then fire all 
of them again (except for the spinal mount) in the Missile Attack 
Phase. Smallerships (thosewith acodeof-1 ormore) mayfire their 
weapons in either one phase or the other, but not both. A small 
vessel may choose to hold fire with its anti-missile lasers to fire later 

in the Missile Attack Phase. If so, place a Lasers Hold Fire markeron 
thevessel. If virtually all small vessels of a side are holding fire with 
their lasers,it may beeasiertosimply markthosewhichfired. Inthis 
case, use the reverse side of the marker, which is labeled Lasers 
Fired. 

Hits may be negated or reduced in effect by shipboard defenses 
which include active defenses like sandcasters, and relatively passive 
defensive screens and armor. 

Weapons Types 
There are three main types of weapons used in space combat: 

lasers, particle accelemtors, and meson guns. Each of these has 
differing characteristics. 

Losers use focused beams of coherent light to impart energy to 
enemy targets over a very small area. Relative to other long-range 
beam weapons, lasers have good penetmtion pelformance, but 
generatelessexplosiveforceand damage.Themissilesusedin Battle 
Rider are soeciaked hioh-oerfomance laser carriers. which Dower < .  
these lase; by detonating a nuclear explosion, thereby der&ying 
itself. All weapons designated L are lasers. 

Lasers are little affected by ship armor, but can be blocked by 
sandcasters and black globes. 

Partide accelerators acceleratesubatomic particles--almost exclu- 
sively neutral atoms such as hydrogen--to very high speeds at 
enemytargets.These havelesspenetrativeabilitythan do lasers, but 
generate a much greater explosive force. Unlike lasers, partide 
accelerators require long accelerator tunnels, and so most are built 
as spinal mount weapons, ~ n n i n g  the entire length of theship. All 
weapons designated P are particle accelerators. 

Partide accelerators can be blocked by ship armor, sandcasters, 
and black globes. 

Meson guns also accelerate subatomic particles at enemy targetr. 
But in thiscase the particleis a meson, which does not interactwith 
matter, and therefore passes through all objects without resistance. 
However, the meson has only a short life, after which i t  decays into 
other more destructive particles. By accelerating the meson to 
relativistic speeds, its subjective passage of timeslows, and its decay 
is  delayed. By timing the decay to occur as a group of mesons pass 
through an enemy ship, powerful explosions can becreated within 
enemy targets without having to penetrate the armor. 

Meson guns may only be blocked by meson screens and black 
globes. 

Fire Eligibility 
In order to be eligible to fire its weapons at a target; a ship must 

have a firecontrol lock on that target Afire control lock is obtained 
immediately before firing the ship's first weapon. It is a task per- 
formed exactly like detection, using all of the same Diff Mods as 
detection, but with two additional conditions: 

1) Firecontrol locksmayonly beattempted againsttargets 
which have already been detected (i.e., are physically pfaced on the 
map). 

2) Fire control locks are conducted with an additional -1 
Diff Mod. 

If the task issuccessful, theship my fireany orall of its weapons a t  
the target. If it fails, no fire a t  that target is allowed. There is no 
additional effect from Outstandins Success. - 

Nosingleweapon mayfiremorethanoncein aphase. Noweapon 
rendered inoperative by damage may fire. 

Hit Procedure 
As with sensor lock and communicationstasks, obtaining a hiton 

a tarsetis a task whose basic difficulb level is based on the mnqe to 
thetarget Basicdifticultylevels by rangearegivenon the tablegthe 
top of page 10 and are summarized on the reference card. 



Difficulty Level by Ranqe - 
Range Difficulty 

Medium (2xShort) 2 

Additional Diff Modsareapplied tothis basiclevel.Thesearebased 
on target size, target evasion, absolute range, overpowering the 
weapon, and the use of advanced fire control systems. 

Target n i :  The targets size provides a Diff Mod that is used 
when resolving all fire tasks. This Diff Mod is printed on the counter 
backs. 

Target Evas1on:Target evasion workin the hit procedureexactly 
as it does in the sensor lock orocedure. detailed above. Remember 
thattheevasion attemptismadein theoperation round onceforthe 
entire turn, with that result applying to all sensor and hittasks in the 
turn. 

Absolute Range:The basicdifficulty level listed with each weapon 
is based on that weapon's own fire control system. This difficulty 
reflects the weapon's ability to accurately direct the weapon's fire at 
a given point in space over a certain range. However, the range to 
the target has another affect on hit probability. 

When a'weaponfires at atarget at range R, it is using tracking data 
that has come from the taraet (infrared radiation. reflected radar or 
ladar beams, etc.) overthatrange R at the speedif light. Assuming 
theweapon is a laser, itarrivesatthetagetatthespeed of light, again 
passingoverthedistance~.~hetimeelapsedfromwhenthetracking 
information leftthetametand thearrivalof thelaserfire backatthat 
target is  the amount of time that it takes light to travel the distance 
2R. IfRisa lage number,say300,000 kilometersoronelight-second 
(1 0 hexes in Battle Rider scale), the elapsed time would be two 
seconds.Thetargetcan have moved a long way in twoseconds, and 
a tiny degree of error magnified over 300,000 kilometers makes it 
very easy to miss that taget 

Toaccountforthisadditionaldifficulty,takethemngetothetarget 
in hexes,divide by three, and drop fractions (orsee the accompany- 
ing table). Theresultisthe numberof difficultylevel increases (+Diff 
Mods) applied to the to hit task. 

Diff Mods from Absolute Range 

Range 
in hexes Diff Mod 

27-29 +9 

Overpowered Weapons: All weapons can draw more than their 
normal rated power. Although this does not increase the energy in 
each shot, it enables the weapon to fire a broader pattern of shots, 
thus increasing the hit probability. 

All weapons can be fired at-1 or-2 Diff Mods by overpowering. 
Those weapons with overpowering capability designed in, and with 
sufficient excess power-generating capability, hawtheiroverpower- 
ing Diff Mods appended in parentheses after the weapon type 
designator. 

For example, a typical meson gun spinal mount might be de- 
scribed as: 

M10:643-2 
If designed for routine overpowering to the -2 Diff Mod level, it 

would be described as: 
M(-2)10:643-2 

Weapons designed to be overpowered to the-1 or -2 level may 
always fire with those Diff Mods without penalty. Weapons not 
designed with this capability suffer two limitations: power and 
circuity. 

Power:ln orderfortheshiptofireanyweaponsat-1 DiiMod,the 
ship mustforego useof 1C of acceleration thatturn. In otherwords, 
its total of maneuver and evasion Cs used must be one less than its 
total C-rating.Thisallowstheshiptofireanyandlorallofitswapons 
at-1 Diff Mod. Inorderforashiptofireanyweaponata-2DiffMod, 
the ship must forego use of 2Cs of acceleration that tum, whkh 
allows the ship to fire any andlor all of its weapons ata-2 DiiMod. 

Circuitry: Ships not designed to fire at higher power levels may 
experience firing circuitry overload. A player announces the inten- 
tion to overpower one or more weapon on a ship before any fire b 
resolved from that ship and then makes the task attempt to avoid a 
circuit overload. ~ v o i h i n ~  circuitry overload is a task with a fixed 
difficultvlevel of 2. and with a +I Diff Mod aoolied for evervweawn 
overpokered thai turn in excess of the &t one. ~otethat'this 
attempt is madeonce fortheship, notseparatelyforall weaponson 
the ship. 

If the ship fired at a -1 D i  Mod above its normal capacity, the 
 laver turnsone card. frhis is the case if it fired at a-1 DXf Mod and 

not designed for any overpowered fire, or if it fired at a -2 D i i  
Mod butwasdesigned onlyfor-1 overpowered fire.) Iftheshipfired 
ata-2 Diff Modaboveitsnormalcapacity,the playertumstwocards 
and must succeed on both attempts forthe overall task to succeed. 
If thetask succeeds, theship fires normally; if i t  fails, theship suffers 
acircuitrvoverload result Placea CircuitF/Overload-2 markeronthe 
ship. 

Ships that suffer a circuitry overload result may not fire any beam 
weaponforthe remainderofthattum and allof the nextturn.Aship 
with overloaded circuits may still launch missiles and use weens. 

Fire Control: Mostwarships areequipped withfiredirectors.Afire 
directorallowsthegunnentofireweaponswith an impmvedchance 
to hit. -- 

The difficulty level of a fire directordireded fire task is calculated 
thesame as itwould be forweawns withoutfirecontml. However, 
when calculating increased difficulty levels due to absolute taget 
range and evasion, the fire director allows the gunner to ignore a 
certain number of + Diff Mods. The fire control rating of the ship is 
the number of + Diff Mods it may ignore on everyweapon firedin a 
turn. Inotherwords, ashipwith afirecontrol rating of 6couldignore 
6 +Dii  Mods on each shot it takes; it does not have to divide the 6 
between separate shots. 

Firecontrol may only counteract+Diff Mods that apply; it may not 
reduce a base diiculty level. 

Resolutlon: Once the final difficulty level is der~ed, turn a card 
and resolve the task Success indicates that the weapon hi t  Out- 
standing Success indicates that the weapon hit and did double 
damage. (See Damage, page 11 .) 



SCREENS 
Screens on the taget vessel may be used to attack specific "hits" 

which havebeenxored.Ahit,forpurposesofthisrule,isthedamage 
caused by one weapon, even if  that weapon causes more than one 
Damage marker to be drawn and placed on the target ship. 

Each screen must be directed against a specific ''hit,"and all 
weaponsfiring against aspecific hitmust beallocated beforeany are 
resolved. Although more than oneweapon may be directed against 
a specific hit, if onedefensive weapon stops the hit, the others may 
not then be retargeted against a different one, nor may additional 
defenses be allocated against a hit if previous defenses failed. 

Foreachscreendirected againsta hit,tum acardtomakea"screen 
save." All screen saves have a base diffiwlfy level of 2. Diff Mods for 
differenttypesofscreensaredetailed belowand summarized on the 
game reference chart 

Sandcasters: Sandcastersfirecannisters of ablativecrystals, com- 
monly known as"sand." Eachsandcastercontainsageneratorwhich 
createsafield which manipulates the locationandshapeofthecloud 
of crystals. At early tech levels, these fields are electromagnetic in 
nature, and require the use of magnetic sand. More advanced 
systems are able to supplement and then supplant the magnetic 
manipulation with gravitic manipulation, which allows the use of 
more effective nonmagnetic crystals. 

Theseclouds are placed in the path of incoming beam weapons, 
and cause the beam weapon to expend its energy burning through 
the cloud. The sandcaster operator uses laser warning senson 
installed in thesandcaster to detect firecontrol locks and anticipate 
incoming beam fire. 

Sandcasters may only be used against laser and particle accelera- 
tor hits. 

Screen save tasks with sandcasters are modified one level up (+1 
Diff Mod) for each two tech levels by which the firing beam weapon 
exceedsthesandcaster,ordownwardone(-1 Diff Mod)foreachtwo 
tech levels by which thesandcaster exceeds the beam weapon's tech 
level. 

A successful sandcaster "hit" on a laser or particle accelerator hit 
reduces its damage value by 1. On an Outstanding Success, its 
damage value is reduced by 2. 

Each sandcaster can only be used against one hit per enemy 
operation round, but is available to fire again in later operation 
rounds and in the Missile Attack Phase. Thus it is possible for the 
coordinated fire of a large enemy task force to overwhelm the 
defensesofaship,althoughsweraltaskforcesfiringatdifferenttimes 
have less ability to do so. 

Meson Screens: Meson screens project an energy field which 
interacts with incoming mesons, causing them to decay harmlessly 
outside of the vessel's hull. Meson screens may only be used against 
meson gun hits. A meson screen is  not directed at a specific meson 
gun h i t  instead, the ship's meson screen automatically protects it 
against all incoming meson gun hits thattum. Aca result, thereis no 
limit to the number of meson gun hits a single screen may protect 
against 

Screen save tasks with meson screens are modified with +Diff 
Mods equal to the firing meson gun's damage value (or twice its 
damagevalueifitscored an Outstanding Successonits hittask), and 
with 4 i f f  Mods equal to the meson screens' screen value. 

Successindicatesthatthemesongun"hii'doesnodamagetothe 
vessel. 

Dampers: Nuclear dampers are another form of screen, but are 
useful solely against missiles, and so are covered in the Missiles rule 
(see page 12). 

Black Clober These rare defensive screens are not normally 
encountered, so are discussed in the advanced rules, page 17. 

DAMAGE 
Once hits are obtained, and they have successfully made it 

through the target's defenses, determine what systems were dam- 
aged and how much actual damage was sustained. 

Weapon Damage Performance 
Weapons are listed with damagevalues that are used to calculate 

theamountof damage they dowhen they hit atarget Thesefigurer 
varywith range; makesure to usethe co~~ec t  numbersfor the range 
at which the hit was scored. 

Calculating DarnageVa1ue:The method used to calculatedam- 
age inflicted on a target differs depending on the type of weapon 
being fired. Inallcases, iftheweapondiddoubledamage(dueeither 
to a Bull's-eye card or a Double Damage card), doublethedamage 
value before making any of the following calculations. 

Lasers: When calculating the damage of a laser (including a 
missile), subtract the value of any sandcaster hits, subtract the 
target's armorvaluedivided by 10 (dropping fractions), and add the 
targeis size modifier to the weapon's damage value. (Since most 
ships have a negativevalue for a size modifier, adding this will have 
the effect of reducing the damagevalue of the weapon.) 

Note that lasers have a very high ability to penetrate armor, and 
this is reflected in the game by dividing armor by 10 and dropping 
fracti0ns.k noshipsin thisgame haveanarmorvalueof20ormore, 
as a practical matter i t  means thatships with an armorvalueof 10or 
moresubtract 1 from laser damage whileships with an armorvalue 
of 9 or less subtract nothing. 

Partide Accelerators: When calculating the damage of a particle 
accelerator, subtract the value of any sandcaster hits and the target 
vessel's armor value (AV), and add the target's size modifier to the 
weapon's damage value. 

Meson Guns: When calculating the damage of a meson gun, add 
thetargeissizemodifiertotheweapon'sdamagevalueandsubtract 
the value of the defending meson screen. 

Notethatthe meson xreenvalueisonlysubtraaedfrom theweapon 
damagevalueona failedmeson screen taskattempt Onasuccesrfultask, 
the meson gun shot misses and causes no damage at all. 

The meson screen value, when subbacted from the firing weapon's 
damage value, may never reduce the damage value to Is than 0, 
provided i t  was greater than 0 after additionlsubtradon of taget she 

Determining Damage: If the weapon'sfinal damagevalueis less 
than 0, i t  has no effect If its damage value is  exactly 0, draw one 
Damagemarkerand treatitas temporary damage(see below).Ifthe 
damagevalueis 1 or more, th is is  the numberof permanentdamage 
results the ship suffers. 

Tempora!yDarnage:Draw one Damage marker and placeit, along 
with a Temporary Damage-2 marker, on the ship counter. The 
effectsofthedamagelastfortherestoftheturninwhichthedamage 
was suffered and throughout the next tum. This represents a less 
severeversionof thedamage resultin all cases exceptship Exploder 
results. If a Ship Explodes result is drawn, the taget ship b still 
destroyed and permanently removed from play; replace it with a 
White Out-2 marker. 

Permanent Damaye: The weapon's final damage value i s  the 
numberof permanentdamageresultsthetargetvesselsuffers. Draw 
thisnumberof Damagemarkersfrom thecupand placethemon the 
targetvessel. Examine them and return any duplicates tothecup. If 
a ship Explodes result i s  drawn, return all of the marken to thecup, 
remove the vessel from the map, and replace i t  with a White Out-2 
marker. 

In all cases. the Damage markers may be examined by the 
opposing player. 

Damaoe Results: There are 12 distinct damaae results wssible. - ~~~~~~~ 

i3ridge>i;troYed:~he ship's bridge explodes, 2estroying all con- 
trols located there (including maneuvering, astrogation, senson, 



and fire directors) and killing or incapacitating the entire bridge 
crew.Theship is no longercapableof maneuvering, entering jump, 
jamming enemysensors, detecting newtargets,oroperating screens 
(meson~damper,orblackglobe). weapons may continue to engage 
taroets. butanemotasensor lock-on atonedifficultvlevel hiqher(+l 
~ i c ~ d d ) .  Ships equipped with an auxiliary bridgehay shiftcontrol 
functions there beginning the following turn and so treat the first 
bridgedestroyed resultastemporarydamage.(Thesecond hitofthis 
type suffered, however, will be permanent) 

FireControl:Destroyedcircuitryand powerspikesdisabletheship's 
fire control interface between weapons, sensors, and targeting 
processors. The ship may not fire any energy weapons, nor may it 
operate missiles. Ship's screens (sandcasters, nuclear dampers, 
meson screens) continue to operate. 

Power Phnt:The power plant is disabled and goesoff-line. It may 
notbe repaired or restartedfortheduration ofthescenario.Theship 
goes on auxiliary powerlbatteries. The ship may not maneuver, 
evade, jam hostile sensors, fire energy weapons, or operate any 
active sensors orscreens (meson, damper, or black globe). The ship 
may fire missiles and sandcasters and operate passive sensors at +I 
Diff Mod. 

Sensors: Destroyed circuitry and power spikes disable all sensors. 
Theshipmaynolongerjam hostilesensorsnormakeactiveorpassive 
detection attempts. The ship may still attempt target fire control 
locks, but does so at +2 Diff Mod. 

Life Support: The ship's life support has failed and the hull's 
integrityhas been breached, and thecrewmustrelyon theirvacuum 
suits for survival. All tasks are conducted a t  +1 Diff Mod. 

Ship Fxp1odes:Liquid hydrogen and oxygen escape from shattered 
storage tanks, combine in the internal spaces of the ship, and 
explode, setting off a chain reaction with the ship's ordnance and 
power plant The vessel is completely destroyed. Replace the ship 
counter with a White Out-2 marker. 

Artifidol Grmiy The ship's artificial gravity and G compensators 
fail.Theshipmay notspend morethan 2Gsto maneuverin thesame 
operation round, and may not evade at all. 

lumpDrive:Theship'sjumpdriveisdisabled and theshipmay not 
enter jump space. 

MoneuverDrive:The ship's maneuver drive is disabled and i t  may 
not maneuver or evade. 

5p;ne:The ship suffers serious structural damage tha t  throws the 
vessel out of alignment Any spinal mount weapons are rendered 
inoperative. In addition, the maneuver drive thrust line is no longer 
centered on theship's axis of mass, and so any acceleration must be 
accompanied by constantattitudecorrection. Foreach Cof maneu- 
ver or evasion thrust used, turn a card to test for tumble. Avoiding 
tumble is a task with a base difficulty of 2, with no Diff Mods. If the 
task attempt fails, place a Tumble marker on the ship. If 2 or more 
cards are turned which fail the attempt, place a Severe Tumble 
marker on the ship. 

A ship tumbling (or tumbling severely) immediately becomes a 
separate task force and continues to tumble until the end of 
movementin its nextoperation round.The tumbling shipautomati- 
cally corrects its tumble at the end of that movement, but may not 
maneuver or evade in the operation round in which it corrects its 
tumble. 

So long as aship has aTumblemarkeron it, all tasksare performed 
witha+l Diff Mod.Solong asaship hasaSevereTumblemarkeron 
it, all tasks are performed with a +2 Diff Mod. 

Computer: Destroyed circuitry and powerspikes disable theship's 
data bus and information processing systems. The ship may not 
launchsm~llcra~orenterjump.Allothertasksareconductedatone 
hiaher dilficultv level (-1 D:fl Mod). ., 

No Effect: Damage control parties respond rapidly and brlng all 
damaged systems back on line. 

BB Voroshilef-1 
M(+6:12-10.64 
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MSSILES 
All missiles in Battle Rlder are armed with nuclear-pumped X-ray 

laser warheads. Missiles maneuver to arrive in or near the hex 
occupied by the target. Once it Is close enough to the enemy, the 
missilemakes final targeting adjustments, thendeploysa numberof 
lasergenerating rods, and detonates its nuclear warhead. The 
energy of thenuclear explosion creates high-energy (X-ray) photons 
within the rods,which are focused along the rods' lengths into X-ray 
beams which travel to thetarget, and do damage as normal lasers. 
Mere milliseconds afterfiring, the rods are themselves consumed by 
the nuclear explosion. 

Shipswhichcan launch missiles havethenecwarygamelnforma- 
tion recordedin themissilefield ofthe 
counter back.This information ahmys 
consists of the notation "Msl:" (indi- 
cating that the Information refers to 
missiles) followed by two numbers, 
thesecond of which is In parentheses. 
The first number is the number of 
missile directors the ship has and the 
second numberisthe total numberof 
ready missiles carried. The Voroshilef, 
for example, has 40 missile directors 

and 200 ready missiles. 
The missile director value is the number of miis.ileswhkh may be 

controlled in a tum.The ready missiles carried is  the total numberof 
missiles that the ship may fire throughout a scenario. A ship may 
launch as many missiles in a turn as theowning playerdesires (up to 
the total of ready missiles remaining). 

Missiles moving on the map after 
launch are represented by Missile 
Spread counters. Each such counter 
represents all of the missilesfired by a 
shipinasingleturnand withthesame 
vector. If some of the missiles later 
change vector, a new Missile Spread 
marker will be placed on the map to represent them. 

Missile Spread counters have a detected and an undetected, 
"Bogey," side. When launched, the undetected side is placed up. 
~ i s i l e  spreads are detected as a whole, and have the detection 
characteristicsofasinalemissilein thes~read(taraetsuecodeof+2). 
Once a spread is detected, the detect& side is Turned face up and 
all missiles in the spread are detected. 

Types of Missiles 
In the basic game only controlled missiles are used. These are 

missiles remotely piloted to their target from the launching ship. 
Semi-independent missiles are covered in the advanced rules (page 
18). All controlled missiles have 1ZGs of acceleration to expend in 
movement and have a target size code of +2. 

Missile Roster 
Amissilerosterisrequiredto keeptrackof missileammunitionand 

thecompositionof missilespreadson themap. Eitherphotocopythe 
sheet providedon page300f thisbookletoruseablanksheetof ruled 
paper. Record missile spread in1ormat;on on the ruled side of the 
paper, and on the reverse record missile ammunition information. 
(This way you only have to deal with one sheet of paper.) 

The missileammunition sideof thesheetshould have theidentity 
of each ship in play under your command which is equipped with 
missiles. Write the number of ready missiles after the ship identity 
(taken from the missile field on the counterorthe scenario informa- 
tion, if different from normal availability). Leave mom to make hash 
mark, after the ship name to mark of missiles as they are fired. 

The missile spread information side should be divided into four 
columns, labeled "spread," "composition," "C," and "ship." 



Launching Missiles 
Missiles are launched in the Initiative Phase of the tum. First the 

player without the initiative launches missiles, then the player with 
the initiative launches. Launching missiles is done in three steps. 

1. Record Missile Spread: On the Missile Spread Sheet, write 
down the letter code of the Missile Spread counter used (in the 
"spread" column),the numberand typeof missiles in thespread (in 
the"composition"column), and the identity of theship which fired 
the spread (in the "ship" column). 

Writethenumberof Csavailableto themissilesin thespreadinthe 
"C" column. This is the C-rating of a single missile. If missiles of 
differenttypes are included in asinglespread, the lowest C-rating is 
recorded in the "C" column. 

2. Update Missile Amrnunltlon: Mark off the appropriate num- 
berofmiailesfrom thefiringship'ssupplyonthemissileammunition 
side of the Missile Spread Sheet. 

3. Place Spread Marker: Place the correct spread marker in the 
same hex as the task force which contains the firing ship. Place the 
missilespread's Projected Endpointmarkerin the hexcontaining the 
task force's Projected Endpoint marker. 

Detedinq Missiles 
~ i s s i l e ~ h d  wuntershaveadetected and an undetected,"Bogey," 

side. When initially launched, they are place with their undetected side 
up, even if launched from a ship which has already been detected. 

Theopposing playermay usesensors todetect missilespreads the 
samewaythatthey areused todetecttaskforces. Missilespreads are 
detected asawhole,and havethedetectionchamcteristicsofasingle 
missile in the spread. Once a spread is  detected, the M'ssile Spread 
counterisfli~oed toitsdetected sideand theownina  laverm must tell , , - .  , 
thedetecting player how many missiles are in thespread (but need 
not tell what type). 

Controlling Missiles 
All missile control decisions are made during the Missile Move- 

ment Phase. Each player indicates, in turn, which missiles are being 
controlled and then moves those missiles. A ship controls its own 
missiles and may not control those launched by a differentship. If a 
firing ship is  d&troyed or suffers a fire control hit, remove all of the 
shio's missilesoreadsfrom olav.The missiledirectorvalueof theship 
is  h e  numbe;of missiles 4hi;h it may control in a tum. 

Note that a ship can have more missiles in flight at one time than 
i t  can control. For example, a ship could launch a large number of 
missiles a few at a time, and maneuver them to a form a picket line 
in front of the ship. As it launched more missiles, the missiles that 
were already in position in the picket line would be allowed to go 
uncontrolled, and would coast along ahead of the ship, forming a 
screen until they were needed. 

Moving Missiles 
Players take turns moving controlled missile spreads in the Missile 

Movement Phase. All missiles in a spread execute thesame move. If 
player wishes some missiles in a spread to move differently than 
others, then a new Missile Spread marker is  placed in the hex (and 
a new Missile Endpoint marker) and the missiles of the original 
spread are divided between the two spreads. 

Missiles maneuver by burning Cs of acceleration, just as doships. 
The Missile Characteristic chart (on page 18 and on the Player Aid 
Card) lists the total numberof acceleration Csavailableto each type 
of missile, and this should be recorded on the Missile Spread Sheet 
AsmanyoftheseCsmay beexpendedinasing1etumasdesired.The 
number of Cs expended is the number of hexes the controlling 
player can displace the Projected Endpoint marker of the missile. 
Aftertheprojected Endpointmarkerisdisplaced,markofthenumber 
of Cs expended on the Missile Spread Sheet, then move the missile 

spread to its projected endpoint, and then move its Projected 
Endpoint marker an identical number of hexes to show the new 
projected endpoint for the next turn. Flip the Projected Endpoint 
marker over to show that this missile spread has finished its move- 
ment for the tum. 

if the straight line path of the Missile Spread marker from its 
starting position to its endpoint ends in or passes through a hex 
containing a target, the controlling player may declare that the 
missilespread is attacking that target Only detected targets may be 
attacked; undetected missiles and task forces may not  Before 
moving the missiles, the declaring player must make a fire wntrol 
lock task attempt from the controlling ship to the target If this 
succeeds, the missile spread may attack; if itfails, the spread finishes 
its projected move without attacking. 

If the missilespread will attack the target, place the missilein the 
hex with the target and then place the missile Projected Endpoint 
marker as if the target hex were the true final hex of movement. For 
example, if a missile had a stmight-line vector of four hexes but 
stopped to attacka detected shipafterthree hexesof movement,the 
Projected Endpoint markerforthe missilewould beplacedfourhexes 
past the target hex. nhis is important for calculating closing 
velocities, as explained below.) 

Once all controlled missile spreads have moved, move all uncon- 
trolled missile spreads. These move exactly like controlled missile 
spreads, except that they may not burn Cs and may not attack 
targets they pass or end the move with. 

Defensive Fire at Missiles 
Detected missiles may befired at the same as any otherdetected 

target in the Operations Phase of the game. However, a special 
round of lastditch defensive fire at attacking missiles takes place 
during the Missile Attack Phase. 

All of the defensive fire by one target task force is resolved, and 
then all of the missilefireatthattaskforce is resolved, beforeany fire 
by or at another task force is resolved. Although fire by and at task 
forces is conducted in order for ease of play, all fire in the Missile 
Attack Phase is considered to be simultaneous. In otherwords, ships 
destroved or disabled bv missile fire earlv in the phase mavstill control 
missilespreads aaacking enemy taqetsiater in the phase: 

Note thatduring the MissileAttack Phaseshipsin a task forcemay 
only fire at missiles targeted against it; they may not fire at missiles 
attacking anothertaskforce, evenif thattaskforceisin thesame hex. 

Defensive fire by a task force is  resolved in five steps: 
1. Target Declaration: The missile-firing player declares the 

targets of the missiles in each missile spread. The missiles in each 
spread may bedivided among theshipsof ataskforce, but all ofthe 
missilesin thespread mustattackasingletaskforce. f a  largenumber 
of missiles areinvolved, playerswill find it convenientto makeaside 
note on scratch paper of how many missiles areattacking eachship 
from each spread. 

2. Firecontrol Lock: Each shipof the taskforce mustobtain afire 
control lockon any missilespread beforeitcan fire a t i t  if the missile 
soread hasalreadvbeendetected.thisisdonenormallv(and receives -r 

the-1 Diff Mod &rattempting akre control lock). if the missiles are 
undetected, afire control lock is normally not possible. In this case, 
however, the ship is allowed a normal detection attempt (without 
the -1 Diff Mod for the fire control lock attempt) and, if successful, 
has a fire control lock on the missile spread. 

3. Beam Weapon Fire: Beam weapons can be used in a de fato 
defensive role todestroy missiles beforetheygetcloseenoughtofire, and 
takesplaceintheshortperiodoftimethatthemissileisdepbyingiblaser 
rods and making adjustments for its final fire wnml  solutjon. 

Each beam weapon mayfireatasinglemissile(notspread).lf more 
than one beam weapon fires at a single missile, only one firing card 
is  turned. The beam weapon with the bestchanceof h'ming is used, and 
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ez& additional beam weapon firing provides a-1 Diff Mod (in addition 
to any other Diff Mods) to the fire Any hit on a missiledestroys it, and i t  
is removed from play. A missile destroyed by hostile beam fire does not 
detonate, and so no White Out marker is placed in the hex. 

4. Nuclear Damper Flre: Nuclear dampers are based on the 
manipulation of the so-called strong nuclear force which holds 
atomic nuclei together. By properly projecting this force onto 
incoming nuclear warheads, the damper can prevent the warhead 
fromundeqoin nuclearorthermonuclearreactions.Nucleardamp 
ers haveonly enlugh range to be used within thesame hex, and are 
used against miss~les wh~ch were not destroyed by beam fire. 

It is crucial that the damper remain focused on the warhead long 
enough to disable it The base difficulty of the nuclear damper 
attempt is 2. Diff Mods are based on the closing velocity of the 
missile.Theclosingvelocityofthemissileisthenumberof hexesfrom 
the missile's oroiected endwint to the taraet task force's ~roiected - . , 
endpoint, in;luding either bne (but not both) of theendpoint hexes 
and using the shortest path between the two markers. 

The actual Diff Mods applied vary with the tech level of the 
damper, and are listed below, and repeated on the game reference 
chart as "CV" followed bv a number. This means that the missile's 
closing velocity is divided by that number and the result (dropping 
fractions) is the number of + Diff Mods applied to the task. 

Success indicates t h a t  the missile's warhead becomes inert, can- 
notdetonate and fire. and is removed from olav. Failure means that , , 
the missile i s  still operational and fires. 

Nuclear Damper Diff Mods 
Damper TL +Diff Mod 
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5. Sandcaster Fire: The ships of the task force allocate their 
sandcasters against surviving missiles. Because the target ships can 
oroiect the incomino oath of the missiles with some assurance. no , , < ,  
taskcard istumed: all sandcasters directed aaainstmissiles automati- 
cally hit and subtract 1 point of damage. sandcasters may only be 
used for selfdefense by a ship, however: a ship may only direct its 
sandcasters against missilestargeted against itself, notagainstother 
ships in the task force. 

Firing Missiles 
Once all defensive fire by a task force is  completed, surviving 

missiles fire. Missiles resolve their laser fire using a modified version 
of the normal fire procedures. Missile lasers do not have short, 

SCENARIOS 
Battle Rider is played in scenarios, each of which represents an 

encounter between two hostile groups of vessels. The scenarios 
presented in the game are described using the following format: 

Name:The scenario number and name. 
Description: Ashortparagraph describing the battle recreated by 

the game scenario. 
Red Fleet: This section lists the ships available to the Red player, 

gives the Fleet Tactics level of the R e d  commander, and gives the 
force's general objective. 

Blue Fleet: This gives the same information as above, but for the 
blue fleet. 

Advanced Rules: If any advanced ~ l e s  are required to play the 
scenario, they are listed here. 

Victory: The specific victory conditions to win the scenarios are 
given.Vlctoryisoften basedonpointsworthofshipsdestroyed.Note 

medium, long, and extreme ranges, but rather have an absolute 
rangeof0,meaningthatthey mayonlyfireattargetsinthesamehex. 
This isalsoconsidered to bethemissile'sshortrange, andsothebase 
difficulty level of missile fire is always 1. 

Difficulty is modified by target size and target evasion as normal. 
However, missiles carry no sensors of their own, and rely on sensor 
updates from the controlling ship. (For an exception to this, seethe 
advanced ruler on semi-independent missile%, page 18). For this 
reason, the absolute range Diff Mods are calculated based on the 
ranaefrom the controllina shio to the missile's taraet As is the case - - .  - 
with beam weaponfire, thecontrolling ship'sfirecontrol rating may 
allow some ofihese Diff Mods to be ignored. 

If a hit is scored, tum another card and read the missile damage 
value to determine the damage level of the hit. Any damage 
reduction by sandcasters earlier is nowsubtractedfrom thedamage 
value. Whether any missiles hit or not, remove the Missile Spread 
marker from the map at the end of the phase and replace i t  with a 
White Out-2 marker. 

SENSOR DRONES 
Drones are basically larger missiles which carry sensors and do not 

blow up, but return to their owning ship to be used again. 
Two varieties of drones are covered in t h i s  game: tech Iwel12 

dual-mode drones and tech level 14 passive mode drones. Their 
characteristics are listed below. 

Drone Characteristics 
TL Size C Sensors Points 

TL: Tech level of availability. 
Size: The she Diff Mod and damage modifier for the drone. 
C:Theallowed Gsof acceleration thedronemayexpend pertum. 

The parenthetical notation 4 for theTL-14 drone is the total amount 
of fuel the drone can expend throughout the scenario. (TheTL-12 
drone has unlimited fuel.) 

Points These are used for victory determination and scenario 
generation. - 

Drones are available in scenarios just as are ships. Each drone is 
controlled bva sinaleship of eaual or hiaher tech level. which must 
be recorded'beforethe siart of ;he scen;rio. If thecontrolling ship is 
destroyed or suffers a bridge hit, the sensor drone is removed from 
play and lost 

This concludes the basic rules. You are now ready to play Battle 
Rider. 

thatwhen calculating victory, ashipis ahvaysworth its printed point 
total. If a ship has two different point totals, it is always worth the 
lower of the two for victory (even if the scenario required purchase 
using the higher point total). 

Variants:Variants to the scenario usually change the mix of ships 
available or suggest advanced rules to use. If different ships are 
available, they are usually purchased with points. Whenvariants (or, 
in the case of the fourth scenario, the basic scenario itself) rely on 
points to purchaseships, pointswill ~suall~beusedto~urchase~leet 
Tacticsskill aswell.ihe~enahwillassumea FleetTacb'crlevelofl and 
then will list an additional point cost which must be spent to purchase 
each additional level of FleetT* (up to a maximum level of 7). 

Ships themselves and sensor drones are purchased with the 
remaining points. Drones are color-coded by side and may be usd  
as any type of drone (provided the correct number of points are 
paid). Ships must be purchased from the pool of available ships. 



Pool of Available Ships: The variant notes may specify the 
poolof shipsavailableto purchase. If not, all shipsaredivided into 
two pools asevenly as possible. First, divideevery multi-shipclass 
of vessels in two, dividing them between the two pools. Set aside 
any single-ship classes and the third ships of any three-ship 
classes. 

Next, dividethe remaining ships up.Takethe extra Manticoreand 
place it with the Maggart-class LT and treat them as a single ship. 
Arrange all remaining ships in descending order of points (counting 
the Maggartclass LT as worth simply its own points). Each player 
nowturns acard and the playerwho turns thecard with the highest 
card ID number takes the highest point ship (Sylea). Theopponent 
takesthe next highestship(Voroshilef), and w, on until all theships are 
in oneof the two pools.The two Mcggarkshoukl be placed togethw in 
this sequence y, that they end up in different pools. 

Other Considerations 
A number of general considerations affect all scenarios: 
Maps: The three maps will alwap be placed side by side. Unless 

otherwisespecified, both playen will begin thescenario by entering 
the far opposing map edges. 

Task Force Entry: Task forces containing ships and drones enter 
the map on the first turn and do so with a straight-ahead vector of 
any value desired by the owning player, so long as it is at least a 
velocitvof 1 and no more than the lowest G-ratina in the task force. - 
Forexample, ataskforce withashipwith a rating of 3C and another 
witha ratingof6Gcould haveaninitialvelocityofl,2,or3.Theinitial 
vector must be a straight-ahead course pointed down the grain of 
the hex grid toward the opposing map edge. 

Ships may be divided into task forces in any manner desired, so 
long as the restrictions of the playeh Fleet Tactia skill level are 
obsewed.At leastone task force must, and all task forces may, enter 
the map on the first turn of the game. Some task forces may delay 
their entry, but the owning play& must record the turn of entry of 
eachdelaved taskforce. alona withitsinitialvelocitv. whichissubiect <. 
to the same limitation biscukd above. 

Exiting the Map: Ships which exit the map are permanently 
removed from play. If they are capable of entering jump space and 
if they exit along the map edge that their opponents entered along, 
they may enterjumpspace and escape. Ships which exitthesidesof 
the map orwhich are not capable of entering jump space may not 
ewpeandarelikelytocounttowardvictorybytheiropponents(but 
see the individual scenario victory conditions). 

Ashipiscapableof entering jumpspace if it has a jumpdive, has 
not suffered a permanent computer, bridge, life support, or jump 
drive damage result, and has not used any of its jump fuel for 
maneuver (see the Limited Fuel advanced rule, page 19). 

The requirementthat escape to jumpspace must be by meansof 
the opponent's map edge is an abstraction and a necessary artifact 
of a limited playing area. Players with very lage playing areas can 
instead define a " i u m ~  line" bewnd which any vessel may enter 
jumpspace.~sin~~he~dvancedktro~ra~hics~le(~a~e17~,select  
a planet and then define the 1 OOdiameter distance on the playing 
surface. 

Scenario 1: Skirmish 
Lightfleetelementsoften precedethe"heavies" into an unknown 

area to triqqer enemy ambushes and secure the area for refuelinq 
operationL.in the many confused frontier actions toward theend of 
the Final War, lightsquadrons of theopposing factions often found 
themselves thrust into sudden and violent contact. 

Thisscenario isagood one to learn with since both sides are evenly 
matched and have a wide variety of capabilities. 

Red Fleet: Scouting elements, Lucan's 7th Vengeance Fleet 
Fleet TaNks: 4 

Ships: 1 each of the following classes 
CL Starburst DE Chrysanthemum 
ED Rapier CVM Valor 
DD Midu Agashaam EC Fiery 

0bjective:Securethestarsystem by eliminating anyenemy 
resistance encountered. 

Blue Fleet:Advanced escortelements, Convoy GX-27 (Margaret's 
Faction) 

Fleet TaNN(5: 4 
Ships: 1 each of the following classes 

CL Starburst DE Chrysanthemum 
ED Rapier CVM Valor 
DD Midu Agashaam EC Fiery 

Objective: Secure the star system by eliminating any 
enemy resistance encountered. 

General Information: 
Advanced Rules Needed: None 
Victary:The last player to have an operational ship on the 

map is the winner. if both players lose their last operational ship in 
the same tum, the game is a draw. 

Variant Players secretly purchase their vessels from the 
available pool of ships. No non-jumpcapable ships may be pur- 
chased. Both sides have 208 points to spend on vessels and Fleet 
Tactics. FleetTactics level is 1 unless a higher skill is purchased; each 
increase of 1 (to a maximum of 7) costs 10 points. 

Scenario 2: Task Force Dagger 
The Reformation Coalition undertwk to subdue a extraordinarily 

large volume of space with very slim remurces. Their only hope for 
success was to use their resources sparingly and always to good 
effect 

Thewarlordsof the planet Montezuma had beencarefully assem- 
bling a small fleet of interplanetary combatants designed to protect 
their world from Star Vlkina (Reformation Coalition) o~erations. 
When word was received o i  ~ubaine that a derelic<w&hip had 
been recovered from the asteroid belts of Montezuma's star and 
added toitssmall fleet, theksembly decided thatitwas timetoact 
A small task force was assembled from whatever vessels could be 
spared from other duties and sent to Montezuma. 

Red Fleet: TaskForce Daaaer. Reformation Coalition Naw(RCN) -- . - .  - 
Fleet Tactics: 4 
Ships: 1 each of the following classes 

LM Aurora SM Victrix 
LC Aurora 2 TL-12 Drones 
CR Ashtabula 

Objective: Cripple the Montezuman Navy at a minimum 
cost in friendly vessels. 

Blue Fleet: Montezuman High Guard 
Fleet TaN'm: 1 
Ships: 1 each of the following classes 

DE Chrysanthemum CP Patml Cruiser 
SOB Shukugan EC Gazelle 
Mn Mary Ellen Carter 

ObjeN3e: Defend the home system and punish any at- 
tempt at invasion. 

Speaal Rules: The Montezuman Chrysanthemumclass de- 
stroyer w o r t  has no missiles loaded and only one of its two spinal 
mount particle accelerators is operational. Ignore the jump ratings 
for all Montezuman ships (none are jumptapable) and treat them 
as having no fire control equipment In addition, whenever a 
Montezuman ship suffers a Life Support hit, it may conduct no 
actions in its next operation round (may not fire, maneuver, or 
detect) and may not control any missiles in the next Missile Move 
ment and Missile Attack Phases. (The crew is completely occupied 
trying to find and put on vacuum suits.) Finally, as Montezuman 



damagecontrol parties are poorly trained and equipped, return any 
No Effect damage tokens and keep drawing replacements until a 
token other than No Effect is drawn. 

General Information: 
Advanced/Optional Rules Needed: Boarding Actions. 
Victory:The scenario ends when one side or the other has 

no ships remaining on the map capable of attacking with either 
beam weapons or misriles.~~ win, thecoalition player must destroy 
Montezumanshios whose winttotal isat least 15 andisatleasttwice 
the point total of Coalition ships lost A Montezuman ship is 
destroyed if it suffers a Ship Destroyed result in combat, exits the 
map, drissuccesstu~~~ boarded andcaptured by aCoalitionship(see 
ootional Boardina Actions rule. oaoe 25). A Coalition shio is lost if it , . <  . 
s k m  a Ship ~ & ~ e d  result or exits the map unable to h e r  jump 
space. In addition, any Coalition ship left on the map at the end of the 
scenario is considered lost unless either it is capable of entering jump 
space or there are no Montezuman ships left capable of attacking. 

Variant 1: The Coalition player places the four ships in a 
cup, draws one at random, and sets it aside. This ship does not 
participate in the action. (This variant tips balance toward the 
Montezuman player.) 

Variant 2: Use the advanced rule for Crew Quality (page 
18). All Coalition crews are crack and all Montezuman crews are 
green. (This variant tips balance toward the Coalition player.) Note 
that variant 1 and 2 can be used together. 

Voriant 3: Players secretly purchase their vessels from the 
available pool of ships. The Reformation Coalition pool of available 
ships includes all those part of Task Force Dagger in the original 
scenario as well as both Maggartsiassships, all three Manticores, the 
Lancer, and the Fusilier. Ail other ships worth less than 15 points are 
in the Montezuman pool. 

The Coalition player has 63 points to spend on ships and Fleet 
Tactics. FleetTactics level is 1 unless a higher skill is purchased; each 
increase of 1 (to a maximum of 7) costs 3 points. If Manticares are 
purchased by the Coalition player, sufficient Maggarts must be 
purchased to transport them. 

The Montezuman player automatically has the Chrysanthemum 
classdertroyer escortin theconditiondescribed in the basicscenario 
and has3Sadditionalpointstospendonshipsand FieetTactics. Fleet 
Tactics level is 1 unless a higherskill is purchased; each increaseof 1 
(to a maximum of 7) costs 3 points. 

Scenario 3: First Clash 
The Reformation Coalition was not alone in its efforts to recover 

andexpand inthevacuum IeftbythecollapseoftheThird lmperium. 
lmmwiately to coreward, no more than a dozen or so parsecs from 
the Coalition frontier. lav the fledolino Emoire of Solee. Althouoh . a A d .  - 
much smaller than the Coalition in population and worlds con- 
trolled, it had the advantage of a large cache of relatively intact 
Imperial Navyvessels waiting to be repaired and recrewed. Lacking 
Hivertechnical assistance, the process was painstaking and thecrews 
learned by trial and error. But eventually Solee would be able to 
assemble a nearly irresistible naval presence if left to grow undis- 
turbed. Frontier friction quickly turned to open warfare, and the 
Coalition's first qeneration of purpose-built warships received their - . . 
baptism of fire. 

Red Fleet: Task Croup 17, Reformation Coalition Navy (RCN) 
Geet Tactics: 4 
Ships: 1 each of the following classes 

LT Maggart DD Lancer 
LC Maggart DD Fusilier 

Plus a total of 3 BRL Manticores carried on the 
Maggatts and 2 TL-12 Drones 

Objective: Seek out and engage the Soleean Empire's 
advanced elements and inflict serious damage on them. 

Blue Fleet: Cruiser Scouting Detachment 1, Soleean Grand 
imperial Fleet 

fleet TaN'a: 3 
Ships: 1 each of the following classes 

CL Starburst DE Chrysanthemum 
ED Rapier CP Patrol Cruiser 
DD Midu Agashaam Plus 2 CVM Valm 

Objective: Avoid decisive losses from enemy craft while 
gaining combat experience for the crews. 

General Informatlon: 
Advanced Rules Needed: Crew Quality. All Coalition crews 

are crack all Soleean crews are green. 
Victory:The scenario ends when one side or theother has 

no ships remaining on the map capable of attacking with either 
beam weapons or missiles. 

The Coalition player mustdestroy Soleean shipswhose pointtotal 
is at least 50 andis at least 10 points greater than the point total of 
all Coalition ships destroyed. A ship is destroyed if it suffers a Ship 
Destroyed result or exits the map unable to enter jump space In 
addition, any ship left on the map at the end of the scenario is 
considered lost unless either i t  is capable of entering jump space or 
there are no enemy ships left capable of attacking. 

The Soleean player must avoid the Coalition victory conditions 
and escape with ships whose combined point value is equal to or 
greater than 25. 

Failing a win by either side, the scenario is a draw. 
Variant: Players secretly purchase their vessels from the 

available pool of ships. The Soleean Empire pool of available ships 
includes all tech level 15 ships except for the CR Ashtobula. All 
remainingshipsform thecoalition poolof availableships. Bothsides 
have a total of 167 points to spend on ships and FleetTactics. Fleet 
Tactics level is 1 unless a higher skill is purchased; each increaseof 1 
(to a maximum of 7) costs 8 points. 

If this variant is used, the advanced game scenario purchasing 
system (including CrewQuality)shouid beused aswell.TheSoleean 
player may only purchase ships with green crews. The Coalition 
player may purchase ships with crews of any desired quality level. 

If Manticores are purchased by the Coalition player, sufficient 
Maggartr must be purchased to transport them. 

Scenario 4: Battle Royal 
When majorfleet elements encountered each otherwith bloodon 

theirminds,theresulting battlewasusualiyquickandextraordinarily 
violent The following scenario is typical of of a smaller action fought 
between battle fleets in the closing months of the Final War. 

Red and Blue Fleets: 
Ships: Both sides purchase their flee& using the point 

system.Availableships aredividedintotwo poolsasdexribedinthe 
scenario main rules above. Both sides have 1200 points with which 
to purchase ships and FleetTactics. Neitherside may purchase non- 
jumpcapableships unless tendencapableof carrying them arealso 
purchased. 

Fleet TaNNcs: Fleet Tactics level is 1 unless a higher skill is 
purchased; each increaseof 1 (to a maximum of 7) costs 60 points. 

0bjective:Total annihilation of the enemy. 
General Information: 

Advanced Rules Needed: None, but Crew Quality i s  recom- 
mended. If this advanced rule is used, the advanced rules for fleet 
purchase should also be used, including costs for crack and green 
crews. 

Victary:The last player to have an operational ship on the 
map is the winner. If both playen lose their last operational ship in 
the same turn, the game is a draw. 



ADVANCED RULES 

Gravity 
Gravity hasvery little effectin Battle Rider.This is because Gs are 

measured in whole numbers. and no worlds which fit onto Battle 
Rider counters extend their 1C field out of their own hex. Larger 
bodiessuch as stars and largegas giants would certainly do so, and 
sample figures are given below. Battle Rider does not contain 
templatesforsuch large bodies, but playersshouldfeelfreeto make 
their own. 

Effects Any craftthatis within the 1 C threshold of an astronomi- 
cal body has 1 C-turn added to its vector each turn in a direction 
directlyatthecenterofthebody.Acraftwithinthe2G threshold has 
2 G-turns added to its vector each turn, and so on. These C-turns 
must becounteracted bythe craft's own drives, or else its vector will 
be bent toward the gravity source. 

G thresholds are calculated by using the formula 

JCM+9 
= rangeinhexes 

C = 6.67~10-11 
M =body's mass in kg 
g = 9.8 x C threshold desired 

Remembertosubtractthebody'sradius to getthe rangeaboveits 
surface to the threshold. 

Stars 
Stanarefartoolargeto be portrayed in Battle Rider. In the Battle 

Rider scale, our sun would have a diameter of 46.5 hexes. Its 1G 
threshold would extend out another 99.5 hexesfrom itssurface(2C 
threshold at63.5 hexes.3Cs at47.6.4Csat38 hexes. e1c.l. and there 
would be tremendous; Diff ~ o d ;  against sensor taskwithin this 
area and beyond. 

Planets 
At the scale and distances from the system's primary star repre- 

sented in Battle Rider, theorbital pathsofplanetsshownocurvature 
and are treated as perfectly straight lines. Planets may be given a 
heading and velocity in thescenario instructions, and these will not 
change during play for any reason. 

The planets represented bycountersin Battle RiderareTerra-size 
worlds, as even small gas giants take up multiple hexes. 

Take-Off and Landing: Any ship that wishes to land on a planet 
mustfirstmatchvectorswithitinthesame hex.This meansthatcraft 
mustspendonegametuminwhich the;rmovementfrom hex to hex 
is  identical to thatof the t la net On thefirstoame turn followina. the a <. 
craft can announce t h i  i t  is landing, which takes the entire tum. 
Craft which are landed on a world have a +2 Diff Mod applied to 
sensortasksagainstthemiftheworld hasanatmosphereofVeryThin 
or la, +3 if the atmosphere is Thin or greater, and +4 if the 
atmosphere is Exotic, Corrosive, or Insidious. In addition, any craft 
landed on a planetwith a Hydrographic rating of 1 or more may dedare 
that i t  b underwater, in which case an additional +l D'ff Mod is applied. 

Taking off fromaTerra-sizedpianetalsotakesafuil turn.Attheend 
of this turn, the craft has a vector identical to that of the planet 

SamplePlanets:Toassistplayersindesigningtheirownscenarios, 
the following planetary statistics from our own Solar System are 
presented in Battle Riderterms as examples. 1 G threshold is given 
in hexes beyond the planeis surface. Velocity i s  orbital velocity, and 
has nothing to do with the rate that our entire Solar System is 

scorching around the core of the Milky Way (1 2 hexes per turn, in 
BR scale, is our "local standard of rest"). 

Diameter Velocily in 
Planet in hexes IC Threshold hexes per turn 

.. . . , . , . . .- , . . . . 
A- " ~ 

Venus 0.40 Below surface 2.1 

Mars 0.23 Below surface 1.45 

;;- a"Fwa;**-.... . - . 
~ ~ n ~ ~ ~ ~ 8 6 ~ ~ ~ ~ B e l o w s ~ ~ a r r ; ~ = i ~ : ~ 0 ~ 4 1 ~ ~ & ~ g ~ ~  . . . . -. -. . 
Neptune 1.62 0.di hexes 0.33 

Therearetwoequallyvalid waysto handleplanetary(and asteroid 
belt) motion in Battle Rider. One is to have the maps represent a 
motionless chunk of space and have the astronomical bodies move 
across them attheir appointed rates. Another is to pick the planetor 
asteroid beltastheframeof referenceso thatthey remain motionless 
and drag the visual window represented by the map along with 
them. Bothare perfectlycorrect, butthelatteris usually much easier. 

Powered bl Powering bl 
POWERED UOWN 

Aship which is  in cold mode, with its,power plant powered down 
tominimal levels(assume1 %of maxi- 
mum power plantoutput), presentsa 
very difficulttarget to passive sensors. 
Ships which are powered down have 
a +2 Diff Mod applied against at- 
tempts to detect them using passive 
sensors. 

Ships whichare powered down may 
not maneuver, jam hostilesensors,fireenergyweapons, noroperate 
any active sensors or screens (meson, damper, or black globe). The 
ship may firemissiles and sandcasters and operate passivesensors at 
+I Diff Mod. 

However, this tacticcan backfireiftheship has tostart upquickly. 
To bring the power plant up to full power normally requires afull30 
minutes, leaving the vessel vulnerable for an entire turn. To show 
this, a Powering Up marker is placed on the ship at the start of its 
operation round, and the marker is removed at the start of its next 
operation round. While powering up, the ship suffers all pf the 
limitations of being powered down, but does not enjoy the+l Diff 
Mod against passive detection attempts. 

Rather than waiting, the player may attempt a crash start-up. A 
crashstart-upisataskwithadi~cultylevelof4.Successindicatesthat 
the power plant is immediately on-line, while failure indicates that  
the ship will have to wait the full turn to power up. 

BUCK GLOBES 
Blackglobes are highlysophisticated and exoticdefensivescreens. 

Even at the height of the Third 
Imperium'stechnology,oniythemost 
basic black globe screens could be 
reproduced. The best blackglobes in 
use were recovered relics from an 
ancient civilization that pre-dated 
humani~sstarfaringdays.Thus black 
globes are only rarely encountered. 

Although these weapons are veryadvanced from an engineering 
and scientific standpoint, their use is very simple. Black globe 
generatorscreateaspherical field around themselveswhich absorbs 
allenergythatcrossesit.Thisenergyisshuntedintocapacitorswithin 
the hull of the protected vessel whereitis stored.This screen can be 
also set to flicker at a set percentage rate in multiples of 10%. (The 

Black Globe FI Black Globe 

FLketing 



single ship with a black globe in Battle Rlder, Kinunir, has only one 
flicker rate for its black globe: lo%.) 

Thedecision to turn the black globe off, turn it on to full, or set it 
to flicker is made at the start of the vessel's oeration round. and is 
marked with one of the counters provided. 

Combat: When set all the way up, the black globe absorbs the 
energy of all weapons which successfully rolled to hit the target. For 
example, each hit from a 7 damage value meson gun would place 
7 DP into the capaciton of the protected ship. 

When the weapon is set to flicker, all weapons which successfully 
made "hits" then determine if they were absorbed by the globe or 
passed through to hit the target normally. For each hit, turn a card. 
If thelastdio'tof thecard'sidentitvnumberis hioherthan theflicker a ., 
ratedivided by 1 O(i.e., turn a 2+ to getthrough 1 O%flicker), the hit 
penetratesthe blackglobe and does full damage. Hits which do not 
penetrate are completely absorbed. 

Outgoing fire is not affected, as i t  is synchronized to match the 
flicker. 

Capaciton installed aboard the ship will have a listed capacity in 
damage points. If this limit is ever exceeded, the capacitors sponta- 
neously discharge. Turn two Missile Damagecards, add the results, 
and inflict that number of damage results on the vessel, plus the 
vessel automatically suffers both a power plant and jump drive 
critical hit. 

When set to flicker, the only fire which can overpower the 
capacitors is fire whose damage value exceeds the capacitofs 
storage level. That is, a ship with a flickering black globe and a size- 
9 capacitor can take an unlimited number of hits with a damage 
valueof 9 or less during a turn, but asingle hitwith a damagevalue 
of 10 or more will overload the capacitors. 

While the screen is completely up, the capacitors can be over- 
loaded in the way described above, or they can be overloaded by 
cumulative energy. In each operation round in which the globe is  
completely up and in which the ship is hit by at least one weapon 
with a damage value of 2 or more, thecapacitor value of the shield 
is reduced by 1. Notethatthis reduction makesiteasierforweapons 
to overpower thescreen in later operation rounds. This reduction is 
made regardless of how many or how few weapons h i t  The 
reduction is in effect until the vessel turns off its black globe 
completely. Incoming sensor and communicator energy absorbed 
by the black globe is considered to be negligible. 

Kinunifs capacity is 10 damage points. 
Maneuver. When its globe is all the way up, a vessel cannot 

maneuver tochangeitsvector or attempt to evade. When the black 
globes available in this game are set to flicker, they allow normal 
maneuver. 

Sensors: A vessel with its black globe fully up may not detect 
targets or make fire control lock attempts. 

Detection and fire control lock attempts against a full-up black 
globe have a +S Diff Mod vs. active senson and a +3 Diff Mod vs. 
passivesensorsforthe blackglobe, and theonly additional Diff Mods 
that apply are those for target she, fire control lock, terrain, area 
jamming, and white out. 

Detection and firecontrol lock attempts against aflickering black 
qlobe(aswell detection and firecontrol lockattempts by ships using 
fickering black globe) use all of the standard sensor lock ~ : f f  ~ o d i  
w:rh the addition of the blackglobe flicker Diff Mods. Forboth accve 
and passivesenron,dividetheflickermte by30and roundtotheneamt 
whole number to get + D i  Mods. Thus, 10% is 0 D i  Mod, 2040% is 
+1 Diff Mod, 50-7096 is +2 D i  Mod, and 8090% is +3 Diff Mod. 
As with normal detection tasks, the target player is responsible for 

calculating certain of the Diff Mods for the task, but the emissions 
signatures of a flickering black globe are distinctive enough that 
anyone who attempts to detect a flickering black globe should be 
given that information whether the attempt is successful or not  

SEMI-INDEPENDENT MISS7LES 
Missileswhichcarrytheirownsensors butwhicharestillcontrolled 

by their firing gunner (as discussed in the basic ~ l e s  above) are 
referred to as semi-independent missiles (SIMs). SlMs may attempt 
todetecttargetsjustlikespacecraft, butonly controlledSIMs maydo 
soand each SIM mayonly makeonedetectionattemptpertum.Thii 
detection attempt is either before or after the missile moves, at the 
owning playefs option. 

WhenSIMsfire,theymayattemptafirecontrollockwiththeirown 
sensorinsteadofthefiring ship's. Ifsuccessful,theabsolute rangeDiFf 
Mod is based only on the range from the SIM to the target. If 
unsuccessful,themissilemaystillfire, butafirecontrol lockfromthe 
controlling ship is necessary and absolute range Diff Mods are 
calculated from thecontroller to the target just like normal missiles. 

There are two Vpes of semi-independent missiles: tech level 12 
and tech level 14.Characteristics of these, plus the basic contmlled 
missiles. are listed below and on the Plaver Aid Card for ease of use 
during play. The table below lists their maneuver characteristie in 
total C-turns, the she modifier of the missile, and thesensor rating 
of the missile (if any). 

Missile Characteristics Chart 
TVpe Gs Size Sensor 

..-:::;-z'~<*?~'q;~:g 

CREW QUALlTY 
All task attempts in the basic game assume an average crew 

quality. Exceptional crews are capable of much more, while un- 
Gained or inexperienced crews tend to fail more often. In thegame 
this difference is  exoressed bv termino a crew "crack" or "oreen." .. - 

Average crews (the majorik) use the task cards normally. Crack 
and green crews do as well, except when a different value appears 
in the crack orgreen crewfields. In this case, thevalue shown there 
is used instead. 

MISSILE DV 

For example, if a player attempts a task with a difficulty level of 2 
and drawscard with avalue of 1, thetaskfails. If, however, theship 
attempting thetask had a crackcrewondthecarddrawn had avalue 
of 2 in thecrack crew data field (see example above), the taskwould 
succeed. 

By the same token, a task with a difficulty of 1 would normally 
succeed if the illustrated card were drawn, but would fail if it were 
drawn by a green crew. 

Acard with a bull's-eye resultin thecrackcrew data field istreated 
likea bull's-eyein allrespectswhendrawn by acrackcrew, including 
causing double damage. 



M L ~ P L E  FIRING BAWERIES cards and add the missile damage values from the cards together. 
Verylargeships(thosewithasizevalueof-2,-3,-4,or-5) mount The result is the numberof C-turns of maneuverfuel carried in the 

moreweaponsthancan be broughtto bearin asingledirection.The ship. Repeat this for each ship with limited fuel in the scenario. 
ratings provided on the ship counter for all dampers, sandcasters, EachtimethatashipexpendsaGforthrustorevasion,theowning 
and beam weapons (except spinal mounts), are actually the values player marks off a C-turn of maneuver fuel. If, for example, a ship 
forasingle"batte~ofweapons.~achshiphas batteriesequaltothe expended 2Gs for maneuver and 3Gs for evasion in an Operations 
absolutevalueofofitssizevalue(exceotthatvesselswith asizecode Phase. the ownina olaver would mark off a total of 5 G-turns of . . .,, z 

of +2 and 0 both have onlv a sinale batterv.) maneuver fuel. 
A battery is the maxim& number of w&pons which may fire Once a ship's maneuver fuel is expended, it may not expend any 

through a single hexside, or fire at missiles entering the ship's hex moremaneuverorevasion Cswithoutconsuming the reserveoffuel 
across a single hexside. Aship may splitthe fire of battery between necesarytomakean interstellarjump. Insomescenariosthiswillnot 
several hexsides, but may not fire more than a battery through a matter, butiftheship needsthecapabiiityto jumpoutof system to 
heuide in a phase. escape this can be crucial. 

Each ship may fire each battery once per game tum. Some or all 
batteries may fireduring the Operations Phase and then the remain- CROSSlNt MUVEMEM 
dermayfireduring the~issile~ttack~hase.(Thisisabstractedinthe Crossing movement occurs when a task force moves between a 
basicaame bv allowina shios with one banervto fire in either ohare shio and its intended taraet whether the taraet i s  the obiect of a 
and Gowingships wi& tdo or more batteies to fire once in' each 
phase.) Players must keep track of how many batteries fired in the 
Operations Phase so that they know how many remain to fire in the 
Missile Attack Phase. 

Ail nucleardampersfrom all batteries are assumed to be available 
for fire in the Missile Attack Phase. 

Note that spinal mounts are not part of any battery and are not 
affected by this rule in any way. 

SOCKET EXTENDERS 
Some vessels mount their weapons on socket extenders to allow 

moreof them to bear on a target at onetime.Thesevessels have the 
notation "En following their size codes. Socket extenders have the 
following effects: 

Batteries: Ships with socket extenders may fire two batteries 
through each heuide instead of only one. 

Detection: Ships with socket extenders subtract 1 from their size 
rating (-2 becomes -3, for example) when the opposing player 
makes active detection attempts against them. 

UMlTED FUEL 
Someships,marked withan asteriskfollowing theirC-rating, have 

only limited maneuver fuel. At the start of the scenario, draw three 

deiection attempt or actual firecombat A detection or fireattempt 
is affected by crossing movementwhen the line from thedetectingl 
firingshiptothetargetpassesthrough theimaginarylineconnecting 
a Task Force counter (friendly or enemy) with either its Projected 
Endpoint marker or its Previous Position marker, whichever is 
currently on the map. 

Note that movement by thefiringldetecting task force and the 
target are never considered crossing movement 

All task affected by crossing movement are subject to a +1 Di i  
Mod. Task which are subject to crossing movement due to more 
than onetaskforcesufferacumulative+l Diff Mod percrossing task 
force. 

ADVANCED TECH LEVEL EFFECTS 
Here are two additional tech level effects which add color to the 

game but were not appropriate to the basic game rules. 
Sandcasten:Tech level 15 sandcasters which hit negate2 points 

of laser or particle accelerator damage instead of 1. Outstanding 
Success negates 4 points of damage. 

Going Active: Inthe basicgamethereisa-1 DiiModonattempkto 
use passivesensontodetectshipswhich are using theiractivesenson. In 
theadvanced game, thii Diff Mod is  applied onlyifthedetgting ship is 
from a t g h  level equal to or higher than the activeship. 

ADVANCED SCENMIO GENERATION 
The advanced scenario generation system is designed to provide 

a nearly limitless selection of game situations for players, as well as 
inserting a strong doseof unce~tainty in each scenario. Theadvanced 
scenarios assume two "podtet empirq" comparatively small dusters of 
worlds in dose proximityto each other but surrounded by the 'Wlds," 
the vast, devastated and technologically r e g d  area of settled space 
that constitutes the bulk of the ruins of the old Third Imperium. 

The two pocket empires have come into contactwith each other 
and are engaged in low-level border fighting, struggling for naval 
supremacywhilealsoengagedindiplomaticmaneuvering witheach 
other and with the few remaining interstellar mercantile interests. 

The slowness of communication, the lack of reliable intelligence 
about the opponent, and the frequent misunderstandings as to 
motives of enemies and neutrals, makes the situation fraught with 
uncertainty, especially for the local naval commanders who have to 
wage an increasingly violent war almost in the dark. 

Sides: The two sides, red and blue, divide the ships in the game 
intotwopwlsof availableships, justasdescribed in the basicgame's 
scenario section, with one exception: All four extra Gallant-class 
battle riders and both Shukugan-class system defense boats are 

automatically assigned to the Blue pool of available ships. 
Althoughtheinitiativeshii betweenthetwopocketempires,with 

first one and then the other engaged in offensive acts, for scenario 
purposestheRedsidewilialwaysrepresenttheintruderwhiletheBlue 
side will always represent the native, or defending, player. 

Astrographlc Bodies: Place the planet and four asteroids on the 
map atthe beginning of each xenario. Place the planetin hex 1010 
of the map closest to the blue entry edge. In all scenarios, the Blue 
player will startwith ships on or near the planet, and itwill often be 
the focus of activity in the scenario. The Blue player then places two 
asteroids in any hex of thecentral map. Finally,the Red player places 
the remaining two asteroids in any two hexesof the mapcontaining 
the planet, but at least four hexes away from it. 

Set-Up:TheRed playeralways entersthe mapwith atleastonetask 
forceonturn1,and may enterall taskforcesonthatturnorlatwturns. 
(The Red player follows the basic game's scenario instructions for 
entry.)TheBlue player may placehertask forcer landed onthe planet, 
in orbit,stationaryin any asteroid hex, or anywherewithin five hexes 
ofthe planetwithaninitialvectorofone hex perturnin anydirection. 
Some Blue forces may be held off-map for entry later if the mission 
instructions so specify. 



Missions: Each player has 10 numbered Mission markers. To 
prepare for play, each player draws one Mission markerfrom the mix 
and reads the mission statement given below. For ease of scenario 
preparation, we encourage players to photocopy these mission 
descriptions so each player has a copy (and hereby give specific 
permission to do so for this purpose). 

Each mission consists of a general description of the playefs 
objectives, a point total to spend on ships and other assets, and a 
precise statement of victory conditions for the scenario. 

The base point values below are for medium-sized scenarios. For 
largerscenarios, doublethe points. (Forreailyinsanescenarios, triple 
them.) 

Spending Points: Points may be spentforships and to purchase 
higher levels of FleetTactics skill. The assumed Fleet Tactics level of 
a side is 1, and each additional level of tactics costs 5% (round 
fractions to the nearestwhole number) of the total points available, 
up to a maximum FleetTactics level of 7. 

Ships may be purchased by spending the points printed on the 
vessel. The Red player may not purchase battle riders without also 
purchasing tenders sufficient to cany them. The Blue player may 
purchase battle riderswithouttenden, butif somust pay thesecond 
(hiqher) price for them. (If purchased with tenders the lower price is . - . .  
paid.) 

Ships may be purchased with SlMs instead of regular missiles. A 
shipcarrying SIMs hasits price multiplied by 1.05 if half ofits missiles 
are SlMs and by 1.1 if all of its missilesareSIMs. Aship may notcarry 
SlMsfrom a highertech level than the ship's own tech level. 

Drones may also be purchased for the points listed in the basic 
rules. Each drone must be assigned to a specific ship, and may not 
be assigned to a ship of a lower tech level than the drone itself. 

Crew Sklll: The base purchase price of the ship assumes an 
averagecrew. Individualshipsmay be purchased with crackorgreen 
crewsatdifferentprices. If purchasedwith acrackcrew, multiplythe 
ship'spointvalueby1.2.Ifpurchased withagreencrew, multiplythe 
ship's point value by 0.8. 

Victory and the Turn Record: If only one side fulfills its victory 
conditions, thatside wins and theopposing sideloses. if neitherside 
fulfills its victory conditions, both sides lose (thescenario is a draw). 

Manyscenariovictoryconditjonsaredependenton the pointlevel 
of theopponent, which is not known until after thescenario is over. 
Asaresult, itis possibleforonesidetowin and notknowit until much 
later, and it is sometimes possible for both sides to win. As a result, 
acomplete turn record should be kept Attheend of each turn make 
a check mark after the turn number. If any ships escaped or were 
destroyed during the tum, record the name and side by the turn 
number. Likewise, if a successful bombardmentwas carried outor if 
a covert team was recovered, record that here as well. If both sides 
fulfill theirvictoryconditions, thewinner is thesidewhich did so first, 
which can be established by consulting the written turn record. 

Intruder (Red) Missions 
1. Command of the Spaceways 

Mission: Your fleet is to crush all enemy naval opposition 
in the system as a prelude to further advances on the enemy home 
system.The planet itself is unimportantand can be bypassed, but all 
enemy ships must be destroyed. If any enemy vessels escape, you 
lose. 

Polntr 500 
2. Invade and Secure 

Mission: Your fleet i s  to bombard the planet surface and 
thenland asubstantialforceofgroundtroopstoseizethekeyground 
installations necessary to control the planet A total of four turns of 
bombardmentmustprecedethe landingofassaulttroops,each turn 
consisting of 10 missiles fired from orbit at the planet surface. 

Following bombardment, ground troops may be landed. Only 
ships with a size code of -3 or -4 may land ground troops. Each size 
-3 ship in orbit lands one ground troop per turn. Each size4 ship 
lands three ground troops per turn. In the Missile Attack Phase of 
each tum, local ground troops fight back by turning one card and 
subtracting the missile damage shown from the total number of 
ground troops landed so far. The invasion succeeds when the 
cumulative total of landed ground troops (minuscasualties) reaches 
20. lnvasionsuccessisdeterminedduringthelnitiativePhaseof each 
turn. 

Polntr 450 
3. Probing Attack 

Misslon: Your fleet is to test the enemy defenses and, if a 
weak spot is found, press hard. If you have more points than the 
enemy,you win bycontrolling themapattheend ofthescenario(al1 
enemy ships destroyed, disabled, or escaped). If you have twice as 
many points as the enemy, you win only by destroying ordisabling 
all ships (and escapes preventyou from winning). If you have three 
quarters or less as many points as the enemy, you win by disabling 
or destroying more enemy ships than you lose. 

Points 300 
4. Surface Rald 

Misslon: Intelligenceoperatives have uncovered evidence 
of an important technological breakthrough by enemy researchers 
basedonthetagetworld.Your missionis toland acommandoteam 
on the world and then extractthem 10 tums later (afterwhich they 
will have secured and neutralized the enemy research facility and 
made a complete copy of all databases). 

The commando force will be landed under cover of a surface 
bombardment. A total of two turns of bombardment, each turn 
consisting of 10 missiles fired from orbit at the planet surface, are 
necessaryto cover the landing. Once the second turn of bombard- 
ment is complete, the commandos are landed and begin their 
mission. (You need not,andshould not, tell theopposing playerthat 
the commando mission is taking place.) Starting 10 tums after the 
commandos land, they may be extracted. Any ship in orbitoverthe 
planet can extract them. Successful extraction is a task with a 
difficultylevel of 1,with crewqualityof the extracting shipcounting 
toward success or failure. Each turn after the tenth tum, apply one 
additional+l DiiMod.(+l DiiModon turnl1,+2DiiModon turn 
12, etc.) Extraction may beattempted afterturn 14, butonlya Bull's- 
eye result will result in successful extraction. 

Extraction may only beattempted once. If itfails, thecommando 
team has beencaptured andthemissionisafailure. Ifitsucceeds,the 
ship containing the commando team must escape from the map. If 
it is destroyed or disabled, the mission fails. 

If the enemy has more points than you do, you win if you 
successfully complete the bombardment and land the commando 
team. Extraction and escape are not necessary. 

Polntr 300 
5. Bombardment 

Mission: Enemy raids against friendly commercial ship 
ping have been staged out of the target world, and maintenance 
facilities on the planet surface are key to continuing the raids. Your 
missionistodestroy thosefacilitieswithoutsufferingcrippling losses. 
A total of two turns of bombardment, each turn consisting of 10 
missilesfiredfromorbitattheplanetsu~face,arenecessarytodestroy 
the maintenance facilities. 

If your point total is equal to or greater than the enemy total,you 
mustcarryoutthe bombardmentand suffernomorelossesthan 1.5 
times thosesuffered by theenemy. If your pointtotal is less than the 
enemy total, you win simply by successfully carrying out the 
bombardment, regardless of losses. 

Points 250 



6. Hit And Run 
Mission: While our forces are still weak in this area, it is 

necessary to convince the enemy that a major effort is planned here 
so that enemy naval reserves will bedrawn away by our main effort 
If you have equal or fewer points than the enemy, your squadron 
must destroy a t  least one enemy ship and then escape. If you have 
more points than the enemy, you must destroy more points of 
enemy ships than you lose and then escape. 

Special Note: In this sienario, you can escape off of either 
your map entry edge or the hostile map entry edge. 

Polnts: 200 
7. Propaganda Raid 

Mission: Recent operations by hostile naval elements have 
been extremely successful, and the enemy has amassed a prepon- 
deranceof navalforcesin this area. Bothfordiplomatic purposesand 
to strike a blow at enemy morale, it is necessary to prove that wen 
the largest enemy fleet units are not safe. 

Your squadron is  directed to engage the enemy and, atwhatever 
cost necessary, destroy or seriously damage a large enemy combat- 
ant vessel (size code -3 or -4). If your point total is less than the 
enemy's, you win if you inflict one hit (other than a no effect) on a 
size -3 or 4 ship. If your point total is equal to or greater than the 
enemy's, you win if you destroy a size-3 o r 4  ship or, if none are in 
the scenario, over half of the point total of the enemy fleet. 

Special Note: in this scenario, you can escape off of either 
your map entry edge or the hostile map entry edge. 

Points 150 
8. Transit 

Mission: Your squadron is needed to reinforce another 
squadron atanearbystar. inordertomakethejump,yourshipsmust 
takeon additional fuel. Oneof theasteroid clusterson the map (you 
select which one and record its map and hex number before play 

neighbohood of thestar and report backto fleetheadquarters. You 
win if you detect 300 or more points worth of enemy ships or every 
enemy ship (whichever is less), and escape with at least one ship. 

Special Note: in this scenario you can escape off of either 
your map entry edge or the hostile map entry edge. 

Polntc 50 

Blue (Native) Missions 
1. Ambush 

Mission: Naval Intelligence has determined that the en- 
emy is planning an operation against this system, although the 
nature of that operation is  unclear. This information gives us an 
excellentopportunitytoinflictamajordefeatonourenemy andalter 
the naval balance of power in this area. 

Acovering force is  in place around the main world while a much 
largerfleetis hidden in adenserasteroid belt(off-map).Theambush 
force may enteron your map entry edge anytime on or afterturn 6. 
Yourmissionis to thwart anyenemy plansdirected atthesystem and 
crush the forces committed here. To win you must prevent the 
enemy from gaining his victory conditions and you must destroy 
every enemy ship in the scenario. (If any escape, you lose.) 

Points: 500 (up to 150 on the map, up to 350 enter tum 
6 or later) 

2. Vamplrel 
Mission: When Virus, the self-aware combatant computer 

program, swept through the Third imperium it  brought on the 
Coliapseand ended theFinal War. Mostiyasselfdestructiveasitwas 
murderous, there remain few examples of functioning Virus in 
human space, but most survivors, inhabiting the computer brains 
and control systems of starships, have gathered together for self- 
defense.Thesegroupsarecalledvampirefleets byhumans,andyour 

begins) is mostly hydrogen gaschunks.To refuel, each of yourships ships make up such a fleet 
musts~endonehlrnstationarvin thesame hex as theasteroid. Once Yourobiectivesaretodestrovhuman shipsand,if wssible,survive 
refuel&, yourships may exitand escape into jump space. 

If your points areequal toor greaterthan theenemy's points, you 
winifoverthreequartersofyourships(bypointvalue)escape. Ifyour 
point total is less than the enemy's, you win if half of your ships 
escape. if your point total is less than half of your enemy's, you win 
if any of your ships escape. 

Special Note: In this scenario, once refueled you can 
escape off of either your map entry edge or the hostile map entry 
edge. 

Points: 150 
9. Deep Black 

Mission: A clandestine intelligence-gathering station has 
been at work in the enemy system for several months. Your mission 
is to extract the personnel and collected intelligence data from the 
secret base. The secret base is located on one of the asteroids (you 
select which one and record its map and hex number before play 
begins).To extractthe team, oneof yourships mustspend one turn 
stationary in the same hex as the asteroid. Once the team is 
extracted, your ships may exit and escape into jump space. If the 
team is extracted and the ship carrying the team, or any ship which 
was part of the same task force as that ship a t  any time after the 
extraction (allowing the database to be transferred by tight beam 
communications), escapes, you win. 

Special Note: In th is  scenario, you can escape off of either 
your map entry edge or the hostile map entry edge. 

Points 100 
10. Snoop 'n' Scoot 

Mission: Naval Intelligencesuspects an enemy build-up in 
this area, but needs to have precise information on the she and 
scope. Your squadron is to detect enemy ships operating in the 

(to destro; more). To win yoimust destroy more human ;hips (in 
terms of pointvalue) than you lose. Human ships which you disable 
and successfully board (seeoptional Boarding Action rule) count as 
double points toward victory (as its computer brain has been 
infected and taken over by you). 

Speclal Note: Any computer hit on one of your ships 
destroys it 

Polnts 400 
3. Naval Supremacy 

Mission: Navalcommand hasassembled a powerfulsquad- 
ron ofwarships underyourcommand toenable you tofrustrateany 
enemy plansin thisstarsystem.To win you must preventtheenemy 
from achieving her victory conditions. 

Polnts 350 
4. Active Defense 

Miss1on:Navalcommand hasassembledapowerfulsquad- 
ron of warships under your command to enable you to maintain 
control of this star system. If you have equal or greater points than 
youropponent, you must thwartthe enemy victory conditions and 
have the only operational ships left on the map a t  the end of the 
scenario. Ifyou havefewer points than theenemy, you must destroy 
more enemy ships (in terms of points) than you lose. 

Polnts 300 
5. Fleet In Belng 

Mission: Your fleet i s  the only group of major naval 
combatants we havein this stellar region. Itisvital, therefore, that i t  
be p r e s e d  intact, even at the priceof surrendering this planetary 
system. 

If your point total is equal to or less than that of your enemy, you 
win if your losses at the end of the scenario are equal to or less than 



one-third of the point total of the enemyfleet If your point total is 
greater than your enemy's, you must meet the samecriteria and in 
addition must prevent her from achieving her victoly conditions. 

Polnts: 300 
6. Convoy Run 

Mission: While your main body occupies the attention of 
the enemy, a detached squadron is to escort a critical merchant 
convoy out of the system. When purchasing vessels, you may 
purchase as many as desired as "merchant ships." Merchant ships 
costhalf their printed pointvalue, havenooffensiveweaponsexcept 
their laserturrets, havenodefensiveshieldsexcepttheirsandcasters, 
have no active sensors, jammers, or masking, have no fire control 
equipment, and have an armor value of 0. They are otherwise 
identical to the ship purchased. Note which ships are merchants 
before the scenario begins. All merchant ships must have jump 
drives. 

The merchankand their escorts (up to a total of 100 points worth 
of ships) enter on or after turn 6, while all other ships begin the 
scenarioon the map. If you havepointsequal to orgreaterthan your 
opponent, you win if all of the merchant ships escape. If you have 
pointslwthanthetotal enemy points,youwinif halformoreofyour 
merchants (by point value) escape. If you have points equal to 150 
or more less than your opponent, you win if one merchant ship 
escapes. 

Polnts: 250 (up to 150 on the map, up to 100, including 
all merchants, enter turn 6 or later) 

7. Economy of Force 
Mission:Thenaval command has limited fleetresourcesin 

this area,and expects you to make optimal use of those assigned to 
you. To win you must destroy more enemy ships (by point value) 
than you lose. If you have total points equal to or greater than the 
enemy, you mustalso preventthe enemyfrom achieving hervictory 
conditions. 

Points: 250 
8. Delaying Actlon 

Mission: No enemy naval operationswereexpected against 
this system and yourforces areinadequate fordefense. Your mission 
is  toconduct a skillful delavina action. If vour mint total is  lw than , , . 
theenemy, you win ifyou can delaytheenemyvictoryconditionsfor 
20 tums and then escape with at leastone ship. If your point total i s  
equaltoorgreaterthan theenemy, you win byfrustrating hisvictory 
conditions. 

Points: 200 
9. Desperate Defense 

Mlsslon: No enemy navaloperationswereexpected against 
this system and yourforcesare inadequate for defense. It is vital for 
the honorof thefleet, however, thatyou inflictsometelling damage 
on the enemy before being overwhelmed. 

You must engage the enemy and, a t  whatever cost is necwary, 
destroy or seriously damage a large enemy combatant vessel (sue 
code -3 o r4 ) .  If your point total is less than the enemy's, you win 
if you inflict one 6it (other than a no effect) on a size -3 o r 4  ship. 
If vour ooint total i s  aua l  to or areater than the enemts. YOU win , , - * - -  
if you destroy a she-3 or size4 ship or, if none are in the scenario, 
over three-quarters of the point total of the enemy fleet 

Points: 150 
10. Escape 

Mission: Noenemy navaloperations wereexpected against 
this system and so your forces are inadequate for defense. It is vital 
tha t  at least one ship exape to carry news to the high command of 
this enemy offensive. 

You win if one of your ships escapes into jump space, unless the 
enemy has points equal toor lw than yours,in which caseyou win 
by thwarting her victory conditions. 

Points: 100 

OPTIONAL RULES 

IMuLnPLE PWERS 
If multiple players are presenton each side, theavailableshipsare 

divided among them in any manner acceptable to all of them, and 
the player with ships having the greatest total point value is 
designatedthefleetcommander.Thefleetcommander hastheFleet 
Tactics skill level specified for that side in the xenario deicription. 
Every other player tums a card and consults the missile damage 
value.The result is the playefs FleetTaaicsskill, except that a result 
of 6 is treated as a 4 and a result of 1 is treated as a 3. 

WDDEN DAMAGE 
In the basicgame, the Damage marker is placed on thevesseland 

both players can see the result. Hidden damage puts considerably 
more suspense into the game, but requires a higher level of honerty 
by both players. 

When a damage result is drawn, the player examines it and then 
places it on the affected ship counter result side down, so that only 
the explosion graphic is visible. The results of the damage are 
implemented normally, buttheopposing playeris nottold theresult 

Duplicate Damage markers are still returned to the draw pileor 
cup (face-down), and Ship Explode results are still immediately 
obvious to all players (as theaffected ship is removed from play and 
replaced with a White Out-2 marker). 

REFEREE 
When Battle Rlder is used as part of a Traveller: The New Era 

roleplaying campaign, therewill obviously bea referee present The 
presenceof a refereeallows many interesting variationsto be played. 

Double Blind P l a ~  In thisvariation, only the refereeis allowed to 
lookatthemap,andtherefereecoordinatesalIdetectiontasks bythe 
players, only telling players what ships have been detected and their 
courseand vector. (Apieceof blank hex papwisveryusefulforthb.) 
In addition, damage and hit cards are turned by the referee so that 
the firing playerdoes not knowwhether a shot hitor whatdamage 
has been done, except by watching thesubsequent performance of 
the vessel. 

ScannlngforDamage: Getting detailed data onwhat is  going on 
within an enemy vessel is impossible at ranges of greater than one 
hex.The refereemay allow playerstoxan enemyvewlsinthesame 
hex for life, functioning power plants and weapons,etcSuch task 
will require the integrated use of active and passive sensors. These 
sensor rolls will be uncertain tasks, and the information that the 
referee reports to the sensing player may or may not be true. 



LARGE SCENARIOS 
Battle Rider is designed to allow multiple-ship and squadron- 

sized actions, but it is t i l l  possible to bog it  down with numbers, 
oarticularlv in the area of missile fire and damaoe. The followina - - 
optional rules will assist play in larger scenarios. 

Missile Barrages When large numbers of missiles are fired at a 
~c&zlywelMefendedship, theresdutimofmti-missilefiremd 
thenthefireofthemissilescantakea long time.Tospeed play-divide 
the missiles up into a series of "barrages!' The number of missiles in 
each barrage need not begreat (two missilesper barrage will cutthe 
amountof card turning in half,forexample), butshould bemutually 
agreeable to both playen. 

Each missile in a given barrage must be attacked with exactly the 
same defenses (such as three lasers per missile) and one card turn 
determines theeffectof all fires against the barrage (that is, all hit or 
all miss). After laser fire, the surviving barrages are attacked by 
dampers (using the same rule), and then the surviving barrages are 
hitbysandcasters. Onecard is then turned per barrage todetermine 
ifit hit,andthenonecard isturned perbarragefordamage, withthat 
damage card applying to each missile in the barrage. If there are 
relatively few missiles surviving after the damper fire round, indi- 
vidual damage card may be turned for each missile which hits. 

Damage Results: In a large scenario it is  fairly easy to exhaustthe 
supply of Damaqe markers, or at least deplete them sufficiently to 
meke-certain results much higher probability than normal 
iarly No Effectand Ship ~x~lodes).~h:leadditional markersheetsare 
ava:lablefrom CDW (and we will cheerfullv sell vou as manv as vou , , * ,  
would like), a less expensive alternative is  to substitute a die roll or 
card turn for damage instead of a random marker draw. 

Roll two 6-sided dice, add the result, and consult the following 
table. (If no dice are available, turn two cards and add the missile 
damage values shown together.) 

No. Result 

5 Sensors 

9 Jump Drive 
g:~~+~~aneuv&r;:q~~-~~>h'5:*~- . - ..&F@E.~S. 

*<-:-, ..- ,- ~ ~ z ~ 2 ; : s ~ ~ & ~ ~ z ~ ~  
11 Spine 

@ l ~ ~ ~ ~ C o m p u f 4 ~ $ ~  

Roll Again: Roll one &sided die (or turn one card and consult the 
missiledamagevalue). On aresultof 1-5, thereis no effect:on aresult 
of 6, the ship explodes. 

Task Force Composition Chart: With large numbersof ships in a 
task force, and with several Damage markers on one or more ship, 
thestacks of counten can become fairly precarious. If this becomes 
a problem, photocopy the next page and use it as a play aid. Place 
the shipsof a large task force in the box once they aredetected and 
begin to take damage. 

FACING 
The facing of spacecraft plays a limited role in Battle Rider. In 

general terms, spacecraft must face in the direction that they are 
accelerating. Note, however, tha t  if a spacecraft is not accelerating 
(i.e., firing its maneuver engines tospeed up,slowdown, orchange 
direction), its facing has nothing to do with its vector 6.e.. the 
d i r e c t i m ; m d s p e e d & w h i ~ h - k i ~ c ~ t i n g t ~ ~ s p ~ e ~ .  Wtesleaf 
floating down a stream, it may freely spin or point in any direction 
desired, regardless of its vector. 

Facing limits Based on C-Turns Expended 
When deciding on acraft'sfacing, the player musttintdetermine 

the craft's base facing for the tum, and then determine the amount 
of allowed deviation from that base facing. 

Base Facing: If G-turns were used forthrust, the basefacing is the 
hexside opposite that containing theship'sThrustmarker. If G-turns 
were used for maneuver and wasion, use the base facing for the 
maneuver, and proceed to the next step. 

If G-turns were used for wasion only, or if no G-turns were used 
for any purpose, there is  no base facing-see next step. 

Deviation: Once the base facing is established, determine the 
amount of leeway to either side of that facing that the player has 
when choosing the craft's facing for the tum. 

Deviation is determined by the number of G-turns used for 
maneuver (not evasion) as a proportion of the craft's Grating. 

*IfC-turnsequaltothec-rating wereused,finalfacingmustbethe 
base facing. 

*If G-turnsequal to morethan half of theC-rating but lessthan the 
full C-rating wereused,finalfacing must bethe basefacing oreither 
of the adjacent hexsides. 

-If C-turns greater than 0 but less than half of the G-rating were 
used, final facing may be any hexside except the one containing the 
Thrust marker. 

No G-Turns Spent: In cases where there is no base facing because 
no C-turns werespent, the player may select any facing forthe final 
facing. 

Evasion: In cases where G-tums were spent for evasion (whether 
the evasion roll wassuccessful or not), the basefacing is determined 
randomly.Turnacard and multiply the missiledamagevalueshown 
by 2. Consult the HeadingIFacing Compass on the map. The result 
i s  the direction offacing. For every maneuver G not spentfor either 
maneuver or evasion, the player may adjust the final facing one 
hexside from that determined by the die roll. 

The only exception to random facing determination for wading 
spacecraft is in the case of Outstanding Success at the wasion task. 
In this case, the vessel's commander has succeeded in maintaining 
facing control even while successfully complicating enemy sensor 
and tire tasks: The player may select any facing for the final facing. 

Faclng Effects on Combat: Spinal mountweapons may only fire 
across the facing hexside. Trace a line from center of firing hex to 
centeroftarget hex todetermineif the targetisin thespinal mounts 
arc of fire. 





BOARDING ACTIONS 
Disabled enemy ships may be boarded. Disabled ships have no 

functioning power plant or maneuver drive Unfortunately, there is no 
way to tell whether an enemy vessel is disabled or playing possum. 

Inorderto board, theboardingvesselmustmatchvectorswith the 
disabledship.0nthetumfollowing matchedvectors, boarding may 
begin in the Initiative Phase. Once a boarding party is sent to a 
disabledship,the boarding shipconductsall taskswith a+l Diff Mod 
due to crewmembers away from their stations. 

Procedure: Assuming thatavesselisdisabled,the boarding action 
takesplace.Theshipsize modifier multiplied by-1 (i.e., themodifier 
with thevalueof thesign reversed) is the number of hull sections on 
the boarding and boarded ship. (Ships with asizeof -1,0, +1, and 
+2 all have a single hull section, but the reversed sign of their size 
value is  still used as a modifier below.) 

Each game turn, during the Initiative Phase, the boarding and 
boarded player each turn a card, consult the missile damage value, 
and add the following modifiers (Mods): 

f hull size (with sign reversed) 
+1 first turn of attack 
+l if defending 
+1 if lost the previous turn 

The player with the higher adjusted value captures one hull 
section, except t h a t  a side which took the +1 defending Mod does 
nottakeany additional hullsections. Ifthevaluesaretied, neitherside 
captures a hull section. The boarding player may never take the +1 
defending Mod.Theboarded playermayforegothedefending Modfor 
the purposeof recapturing a previously captured hull seaion. Note that 
whichever side loses in a tum receives a +1 Mod the next tum. 

Combat continues until all hull sections belong to one sideor the 
other. (~otethattheboardin~~la~ermustwinthefirstturnof battle 
or the boardina action fails.) If the boardina side wins or loses. the ., ., 
sulvivors may return to their own vessel (and the +1 Diff Mod is 
ignored). If the boarded side loses, the crew is captured. The 
boarding crew may remain on board the captured ship to secure i t  
orrepair it, orthey may return tothe boarding ship and re-man their 
stations, a t  the player's option. 

SURPRISE 
Surpriseis determined only once perscenario. Surprise is possible 

for either side, and the elementof surprise gives an advantage both 
in attacking and in avoiding the enemy. In some cases, surprise is 
indicated in the scenario instructions, but i t  can also be determined 
by the players. 

Surprise is  a task with a base difficulty level of 5 and -Diff Mods 
equal to the player's Fleet Tactics skill. It is attempted by the side 
which first detects an enemy vessel. 

Beneflts of Surprise: The side which was surprised may not 
maneuver orfire on the first turn i t  was surprised, unless it is able to 
man battle stations. Manning battle stations is  a task with a base 
difficulty level of 4 and no Diff Mods (but using Crew Quality, if 
applicable). Battle stations are always manned on the first full turn 
following surprise. 

Readiness: Under certain circumstances, players or scenario 
instructions may stipulate that their vessels are operating at alert 
status, with some battle stations already manned, or at battle 
stations. If operating under alert status, the task to man battle 
stations is one difficulty level easier (-1 Diff Mod). However, these 
levelsmay notbemaintainedindefinitelywithoutfatiguing thecrew. 
Alert status can be maintained for only three consecutive four-hour 
(eight-turn) periods (a total of 24 turns) before crew fatigue de- 
grades performance. Each additional consecutive four-hour (eight- 
turn) period beyond theselimitsimposesa+l Diff Mod on everytask 
attempted by every crewmember. 

Thus, if Captain Queegulii kept his crew at battle stations for 20 
hours, beginning at 12 hours and one minute (or turn 251, all tasks 
would beone difficulty level higher. Beginning at 16 hours and one 
minute (or turn 3 3 ,  all tasks would be two levels higher. These 
penalties remain in effect until at leastthreeconsecutiveperiods(12 
hours, or 24 turns) are spent at condition 0. So, in the example, if 
Queegulii let his crew stand down after 20 hours, but called them 
back to battlestations after only four hours, they would still perform 
their tasks at two difficulty levels higher. 

In addition, once thecrew has returned to normal cruising status, 
the task attemptto man battle stations is increased in dificultyif the 
crew had been standing a t  alert status or battle stations for a long 
period of time. For each consecutive period at battlestations ortwo 
consecutive periods a t  alert status, the roll to man battle stations is 
increased in difficulty by one level (+1 Diff Mod). This penalty is 
decreased by one level for each subsequent period spent a t  normal 
cruising. Thus, a crew which had been at alert status for four 
consecutiveperiods(l6hours)would beat+2 difficultylevelsto man 
battlestationsduring thefirst period after they stood down,+l level 
the period after that, and back to normal after two full periods of 
normal cruising. 

RESTRICTED FIRE CONTROL 
Some vessels have sophisticated fire directors but do not have 

enough toguaranteethatallweaponswill haveaccess tothem in the 
heat of battle. All ships are assumed to have a fire director for their 
spinal mount (if any), but may have only limited number of other 
directors. The number listed below for vessels in the game is the 
numberoffiredirectorsavailableforeach batteryineach phase. Each 
firedirectorcan engageone targetwithoneor moreweapons ofthe 
same type and range and allow thoseweapons to ignore the 
standard firecontrol D:ff Mods. Onceoll of thc ovailabletiredirectors 
have been used, additional fire is conducted without benefit of the 
ship's fire control rating. 

Thefollowing vessels in thegame have limited firedirectors if this 
optional rule is used: 

Vessel Directo~ 

A!#rora 1 

, .. , . -. .. . 

Man, Ellen Carter 1 

Patrol Cruiser 1 -. . ;- ::------. *p ---,- ;-,.-, %-Y...-.i= 

_, .-A 
~~h"~"ga@jan-.;~+f~$~~~ara.3e~'.'L . . -%-...=. m~ zQ. -@: .,--..-. ;x2z2:t32!?3z?+*:~k =-.-%-zs..:x6TT -.-, --.- .~ ,... :,--~ 



INTEGRATlON WlTH 
TRAVEUER: TI-IE NEW ERA 

Battle Rider is intended to stand alone as a game and not 
presuppose knowledge of the Traveller: The New Era roleplaying 
game. However, many Battle Riderplayerswill also be playersof the 
roleplaying game, and will use it to resolve situations that occur in 
their roleplaying campaigns. 

Fleet Tactics: A playercharactefsBattle Rlder FleetTactics rating 
is hisor her FleetTacticsassetdivided by 3, roundingfractionsdown. 

Crew Quality: When a ship manned by player characters is used 
in Battle Rider, all task, should be resolved using the crew's actual 
assets and using the standard D2O die roll for task resolution. Task 
difficulty numbers in Battle Rlder (BR) correspond to the following 
difficulty levels in the roleplaying game (RPG). 

5 Impossible 

The following Traveller assets are used for defined tasks In Battle 
Rlder. 

. ---. 
Control missileldmne * - " CunneryfMissile)"or ' '" . ' "' ' 

RCV Operations 
Crash-start Dower olant Sh'o's Eno'neer na 

Evaluating Ships 
Ships designed using Fire, Fusion, & Steel or published in other 

Traveller products may be converted easily to Battle Rider ships. 
Use any counter or appropriate miniature to represent the ship on 
the map and make a separate data card for the ship in the same 
format as the back of a counter. 3k5'index cards cut In half are 
useful and about the right size for this. 

Identity: The name, class, and type of ship are entered here.Th1s 
information is provided by the published design or made up by the - ~ ~ 

designer. 
Size: The size modifier of the craft i s  based on its total displace- 

ment. Consultthe following chart and record theappropriatevalue. 
If thevessel is eauiooed with socket extenders, add thenotation"E" 
after the she vaiue.' 

Tons Size BR Size 

Tech Level: The tech level of manufacture. 
Beam Weapons: Beam weapon values are recorded in the 

appropriatedatafields.Typeis noted by a standard letter code (Lfor 
laser, M for meson gun, P for particle accelerator) in parentheses 
following the type record the number of guns firing (if more than 
one) and what Diff Mods they ignore based on overpowering. 
Numbers of weapons are preceded by an "x" while Diff Mods 
ignored are preceded by a "-." 

In thecaseofspinal mounts, thenumberfiring is thetotal number 
(usually, but not always, 1)installed to firealong the main axisof the 
vessel.ln the case of all other batteries, the numberfiring isthetotal 
number installed on the vessel divided bv the absolutevalue of the - - 

ship size modifier (with size value of 0, +I, and +2 all treated as 1). 
rounding all fractions to the nearest whole number. In otherwords, 
the larger thevessel, the fewer guns per battery, butthe more total 
batteries. 

Inthecaseofoverpowering,valuesarewritten hereonlyiftheship 
has sufficient excess power to run all systems and overpower the 
weaponssimultaneously. Iffive times the powernecessarytofirethe 
weapon is  available, record a -1 in this space; if 10 times the power 
necessary is available, record a -2. 

Afterthenumberand Diff Mod codes,writedown theshort range 
in hexes, a colon, and then the damage at each of the four ranges 
of the weapon. Separate each range with a dash. If the weapon has 
the same damage at all ranges, simply write the number once. 

Standard Traveller damage is  convened to Battle Rider damage 
using the following Damage Conversion table. 



Damage Conversion 
JroveNer Battle Rider 

201 1 

Flre Control: The number of D;ff Mods ignored when firing at a 
taroetThiiisdetermined bvthetechlevelof theinstalled masterfire ., 
directors and is thesame value as in conventional Traveller ships. 

Itis assumedforpurposesoftheqamethat allships havesufficient 
master firedirectok to.engage muiiiple targets.  his isthe caseif the 
ship has (in addition to any missilefiredirecton) onefiredirectorfor 
every meson gun and particle accelerator and one for every two 
lasers mounted. 

If it has fewer than that, total the number of non-missile fire 
directors, subtract the number of spinal mount weapons available, 
and divide the remainder by the number of batteries on the vessel 
(as determined by the ship's size code). Record this number in 
parentheses after the ship's fire control Diff Mod value. This is the 
number of firediredon available to service the weapons of a single 
battery in a single phase. 

Iftherearefiredirectorsfor missiles andlorspinal mounts but none 
extra for beam weapons, the ship still has a fire director rating of 1, 
as itisassumed tha t  a directorcan be "borrowed" todirectfirefrom 
a battery. 

Each fire director may engage one target with one or more 
weapons of the same type and printed range and allow those 
weaponstoignorethestandardfirecontrol DiiMods.Onceallofthe 
available fire directors have been used, additional fire is conducted 
without benefit of the ship's fire control rating. 

Sensors: These are listed in the order active sensor (A), passive 
sensor (P), and jammer (J). Use the bestsensor of the type available 
to determine the ship's rating. (Jammers are sensor jammers, not 
communication jammers.) After the sensor type, make a colon and 
thenrecordthesensor'sshortrange. Iftheship hasan EMM package, 
just write "Msk" at the end of this line. 

S t ~ d u r e :  The main entry here is the ship's armor value (AV). 
Armor value for Battle Rider is calculated using the standard 
Travellerarmorvalue and consulting the Damageconversion table 
at left If, for example, a ship had a Traveller armor value of 143, i t  
would have a Battle Rider rating of 4. 

If the ship has an auxiliary bridge, that i s  noted here as well. 
Screens: These are active defensive systems and are listed in the 

order meson screen (MS) and value, sandcasters (SC) and number 
mounted, and nuclear dampen (D) and number mounted. 

Thevalueof the meson screen is calculated bytaking ib Traveller 
protection value and consulting the Damage Conversion table at 
left If, for example, the screen had a protection value of 2200, i t  
would have a Battle Rider rating of 16. 

Sandcasters and nucleardampenaredi~ided into batteries, using 
the same procedure as for beam weapons, and the number in a 
single battery is recorded here. 

Missiles: If theship has missiles, write"Ms1:" in t h i s  field, followed 
first by the number of missile directors on the ship and then (in 
parentheses) by the number of ready missiles carried. The number 
of ready missilesisthe sum of all missiles carried in turrets, barbettes, 
and bays, but not counting any reloads carried as cargo. 

Maneuver: This data field covers both interplanetary and inter- 
stellar travel capabilities. The first entry (in parentheses) indicates 
whether the ship can skim (5) and/or process (P) fuel from a gas 
giant. Nextcomestheinterstellarjumpdrive(J)capability,ifany,and 
finally the maneuver drive ratings in Gs of acceleration per turn (G). 

A ship must have at least 20 G-hours of fuel if it has a maneuver 
drive. Ships with less than 50 G-tums of fuel have limited maneuver 
fuel. ~ o t e  th is  by placement of an asterisk after the Grating. 

Battle Rlderr This lists the number of battle riders (BR) or light 
battle riders (BRL) carried by the ship. 

Point Value: This is the point value of the ship used for victory 
determination and and scenariogeneration.Todeterrninethepoint 
value of a ship, divide its gross tonnage by 1000, extract thesquare 
root, and multiply the result by the tech level of construction. The 
result i s  the ship's point value. 

Battle riders have two values separated by a slash. The first value 
is the value calculated above (based on simple tonnage and tech 
level).Thesecond value is  thefint onemultiplied by 1.5, and is used 
if the vessel i s  purchased without a tender. 

Tournaments 
GDW will periodically sponsor Battle Rider tournaments for the 

summer convention season beginning in 1995. These will involve 
dogfights between two or more players who have equipped them- 
selves on a fixed-point budget and other technological constraints. 
Ships and weapons published by GDW will be eligible for these 
tournaments, as well as those designed using the ship design 
sequence in Fire, Fusion, & Steel. However, all such homemade 
designs must besubmitted to GDW and approved before they can 
be used, at which time they may be used by any entrant. All details 
will be presented in issues of Challenge, The Magazine of Science 
Fiction Gaming. 



DESIGNER'S NOTES 
These notes should properly begin where the thinking for the 

design began, and that is with the damage system. Battle Rlder is 
clearly Intended to be a simplified and streamlined alternative to 
Brilllant Lances. Because Brilllant Lancesisdesignedto providethe 
detailed combat and damage resolution the ship-to-ship combat 
requireswhen playercharacters are manning the key battlestations, 
i t  obviously covers a level of detail that is inappropriate to fleet 
actions, and themoresuccessful Brilliant Lancesis atitsdesigngoal 
(and we think that it's very successful), the less suited it is  to larger 
actions. Much of the finegrained detail of Brllliant Lances is 
contained in thedamagesystem, andsothat'swherelstarted tolook 
when I began work on Battle Rlder. 

My first instinct was to simply do away with hit locations, 
subsystems, and minor damage. All damage would be expressed in 
termsof major damage hits and divided randomly among the major 
shlpsystems(engineering, lifesupport,etc.).Afterafairlyshorttime, 
I became dissatisfied with this because it seemed to have the worst 
of both worlds; it lost mostof thedetailedfeel of damagein Brilliant 
Lances but still required lots of paperwork to keep track of damage 
on big ships (which can take a huge number of major damage hits 
to some systems). 

Fairly quickly my attention turned to critical hits, and I began 
looking at what killed most ships (especially big ships) in most 
scenarios. Notsurprisingly, itwas critical hits. As a result, I keyed the 
damage levels of weapons to what was necessary to cause a critical 
hit and just ignored welything else. Becauseof thevariety of critical 
hit possibilities, this actually keeps a nice mix of damage types while 
greatly streamlining play. 

My next step was to keep paperwork to an absolute minimum. 
(My original goal was to eliminate it altogether, but that proved 
impossible. More on why later.) The first target for paperwork 
reduction was the vector movement system. We had decided with 
Brllliant Lancestogowith a heading plusvelocityvectorsystem,for 
reasons which aren't important here. That kept markersoff the map 

Asa result, I madethedie roll (orcard turn in thiscase)determine 
the cumulative level of damage of all the shots combined, but to 
avoid overstating the lwel of critical damage, I reduced i t  to a 1-6 
range (instead of a 2-12 range, which i t  would have been simply 
adding the numberof DV-2 hits generated).The result i s  a compro- 
mise that I think adds a lot to the enjoyment of the game. 

My nextprioritywastocomeupwith agamesystem which, while 
remaining faithful to the physics involved, was decisiondriven and 
tacticsdriven rather than simply sciencedriven. To that end, Dave 
Nilsen and I bounced a lot of ideas back and forth and finally came 
up with the current mix of game elements incorporated in Battle 
Rlder. The back-and-forth nature of theoperation rounds keep the 
players alternating actions and reacting to each other throughout 
the game turn, which was a high priority. Since fire isn't simulta- 
neous, players are continually making tactical decisions throughout 
the game turn that affect the outcome of the battle, and influence 
the decision both players make later in the tum. 

I also wanted the much-ignored Fleet Tactics skill to be a force in 
the game, but at first had trouble visualizing what affect i t  had on 
play. Our traditional view of i t  i s  some sort of intuitive ability to 
second-guess your opponent, which Is tough to write a rule about 
since that's what both players in a game try to do by their playing 
styles. Finally, I began thinking of this intuitive style of play as an 
innate talent, and began exploring what Fleet Tactics might be if it 
were treated solely as an acquiredskill. 

What we came up with was the ability to command a task force 
(or several task forces) of vessels and have them operate as a 
coordinated single entitywithout ramming or shooting each other. 
That was easy to Incorporate into the game by making it the 
maximum number of ships in a task force. That maximum number 
of ships has an important, if subtle, effect on game balance once 
combat begins. Given two equal-sizedfleets, onecommanded byan 
admlralwithaFleetTacticslwelof 2and theotherwithaFleetTactics 
level of 3, thesecond fleetcan fireall of itsvessels before the first fleet 
can firetwo thirdsofits own. Given thatfireisnotsimultaneous, that 
can be an important edge. 

b ~ t  meant that each rhfp necded a written record of itsvector. For Of course we then built in a littleof the innate talent sideof Fleet 
large fleet actions that justwasn't practical, so I wentwith the marker Tactics as well by tying thenumberof dummy taskforces to the Fleet 
system we originally used in the old Triplanetary and Mayday 
boardgames. This puts some markers back on the map, but eliml- 
nated part of the paperwork. The simplified damage system, once I 
went to markers in place of a die roll and had players just place the 
marker on the ship, enabled a lot more paperwork to be dumped. 
Printing all of the key game statistics of each ship on the back of the 
counter eliminated almost all of the rest 

Thelast remaining pieceofpaperin thegameis the Missilespread 
Sheet, and tha t  proved nearly impossible (and certainly impractical) 
to dispense with. All of the functions of the Missile Spread Sheet 
could be done with counters, but i t  would require at least one 
additional counter sheet and would clutter up the playing surface a 
lot more than one little piece of paper. As a result, I decided to stick 
with the Missile Spread Sheet 

While we're on the subject of missiles, some word about their 
treatment in the game is in order, as i t  differs from the way they 
function in Brllliant Lances and the core Traveller rules. In those 
rules, each missile causes 1D6 separate hits, each with a damage 

Tactics skill level. 
Finally, a word about the advanced scenario generation system. 

Those of you who played Seastrike many years ago will probably 
recognize the inspiration for this system. The main thing that most 
naval encounter battles in game formats lack (and space combat 
games are usually naval games at heart-this onecertainly is) i s  the 
sense of fear and confusion that comes with facing a largely 
unknown force. This scenario design system is designed to put that 
fear and confusion, that edge, back into the battle. You will never 
knowwhatyou're up against, and often won't know whatyou have 
to do to win, until it's too late. Sometimes you won't even know 
whether you've won or lost until it's all over. It's almost impossible 
to just play the victory conditions, and so players will have to do 
something they aren't very often called on to d ~ t h e y  will have to 
rely on.their instincts and intuition, and will have to do werything 
they can to confuse and mislead their opponent 

While the victory goals of one player usually change as the 
opposition increases or decreases, we make no claim that all of the 

valueof about2 (in Battle Riderterms). While1 waswilling to ignore situations generated by this system are "balanced," nor doweoffer 
cumulative damaoe that i s  less destructive than acritical hit in most anv awloaies on that score. Life is not always balanced, and the .- - 

2 - 
cases, to dosofor missiles would render them impotent against any knbwiedge that it necessarily will be is another luxury no naval 
ship with a size modifier of-3 or-4, and against any size-2 shipwith commanderenjoys. Sometimes you're juststuck in a lousy situation 
an armor value (in Battle Rider terms) of 10 or more. Not only was and you have to do the best you can. Unlike your real-world 
thatnotanaccurateportrayaloftheireffects,italsowasn'tverymuch counterparts, however, you have the advantage of knowing that 
fun from a game point of view. there will always be another battle, and next time the shoe may be 

on the other foot 



BATTLE RIDER CARDS 
The following l is t  provides the actual values in each data field on each card in the game. If a card is  lost, use the blank card to make a 

replacement. 

No. Hit Gack Double Green Missile 

7n 1 7 Miss 2 

No. Hit Gack Double Green Missile 

68 3 4 2 2 

88 Bull's-eye *5* 4 

90 Bull's-eye *5* 6 - ~ ~ . ~ @ q , ! $ - ~ ~ ~ : ; ; - ~ g ~ ~ ~ l ~ ~  
97 Miss 2 

The 96th card is a blank, with basiccontrol panel printed on itbut 
no values or card number, to use to replace a lost or damaged card. 



Missile Spread Sheet 
Spread Composition G Ship 





One of the most popular science-fiction 
miniatures games of all time is back, and it's better 

Striker II is the game of mobile ground combat in the far future. Although it is 
set in GDW's Traveller universe, the game system is suitable for any science- 
fiction milieu. 

individual vehicles and soldiers (sometimes grouped into four- 
. Player characters and key NPCs are easily inserted diredly into 

Striker I1 comes complete with unit organization chartr to enable you to 
assemble Imperial, Zhodani, Regency, Coalition, and other armies from the 

Traveller universe. 

ratings are included as well, 
Lh alonq with simple quidelines for ratina any item 

Vehicle and weapon ratings are included as well, 
along with simple guidelines for rating any item 

Special rules cover meteoric 
planetary assault, orbital 
bombardment, hostile planetary 
environments, electronic warfare, and 
all of the other key issues of future 

So mount up in your grav 
tank, trooper. Things are about 
to get a lot more interesting. 



Battle Rider TM 
Errata & Clarifications June 22,1994 

Counter Values 
Several counters have incorrect numbers of weapons listed on their reverse side. 
LT Maggart-7: The correct total for lasers is 4 (not 8). The correct total for sandcasters is 2 (not 4). 
LC Maggart-2: The correct total for lasers is 5 (not 10). The correct total for sandcasters is 3 (not 6). 
LM Aurora-1: The correct total for lasers is 4 (not 10). The correct total for sandcasters is 2 (not 4). 
LCAurora 2: The correct total for lasers is 5 (not 10). The correct total for sandcasters is 3 (not 6). 

Note that in all cases except the LM Aurora-1, thevalue listed is the total number of lasers and casters on the vessel and the 
number which can fire into any one hexside (because of the socket extenders used on these vessels). 



Battle RiderTM Player Aid Card 
SENSOR TASK DIFFICULTY MODIFIERS 
Base dlfficultv level = ranae - 
Target ~ondi t io i  Active 
Detecting Player Determlnes: 
Evadino +1 f+2) < . . 
Same hex as planetlasteroid +1 
No thrust - 
Thrusting away - 
Active - 
Area jamming emitter - 
Fire control lock attempt -1 
Sensor LOS passes through 

white outlarea jamming +1 
Taraet Plaver Determlnes: 
~ a 2 v e  arriy extended 
Ship size 
Higher tech level 
Lower tech level 
Masked 
Jamming 
Powered down 
Black globe up 
Black globe flickering 

-1 
+I- size 
+1 
-1 

Passive 

- 
+I- sue 
+1 
-1 
+1 
- 
+2 
+3 
+2 

JAMMING TASK DIFFICULTY MODIFIERS 
Base difficulty level = range 
Condition Modifier 
Jammer -Tech Level 
Detector +Tech Level 

FIRING TASK 
DIFFICULTY MODIFIERS 
Base difficulty level = range - 
Condition Modifier 
Taroet Size +I- size 
~ v G n ~  
Range 0-2 
Range 3-5 
Range 6-8 
Range 9-1 1 
Range 12-14 
Range 15-1 7 
Range 18-20 
Range 21 -23 
Range 24-26 
Range 27-29 
Range 30-32 
Range 33-35 
Range 36-38 
Range 39-41 
Range 42-44 
Fire Control 

Overpowering 

+1 (+2) 
- 

+I 
+2 
+3 
+4 
+5 
+6 
+7 
+8 
+9 
+10 
+11 
+12 
+13 
+14 
reducer + mods 

= K rating 
reduces 1 or 2 +mods 

CIRCUITRY OVERLOAD 
TASK DIFFICULTY 
Base difficulty level = 2 
No Diff Mods. 

SCREEN TASK DIFFICULTY MODIFIERS 
Base difficulty level = 2 
Condition Modifier 
Meson screen + DV-MS 
Damoer Tn-12) + CV+2 
  am per ~ L - I  3 j  + CV+3 
Damper (TL-14) + CV+4 
Damper (TL-15) + CV+5 
Sandcaster + (ATL-DTL)+Z (round down) 
Black globe Missile DV 1-3 blocks, 

4 6  does not block 

EVASION TASK DIFFICULTY MODIFIERS 
Base difficulty level = 5 
Condition Modifier 
Each C spent: -1 

SEQUENCE OF PLAY 
Initiative Phase 
Operations Phase 

(players alternate operations by task forces) 
Missile Movement Phase 

(alternating between players) 
Missile Attack Phase (simultaneous) 
Turn Record Phase 

MISSILE CHARACTERISTIC CHART 
Type Gs Size Sensor 
Controlled Missile C:12 +2 - 

CALCULATING DAMAGE VALUES 
Laser DV = weapon DV, +I- target size, - sandcaster hits, -target armor value+lO* 
Particle Accelerator DV = weapon DV, +I- target sue, - sandcaster hits, -target armor value 
Meson Gun DV= weapon DV, +I- target size, -meson screen value" 

When calculating laser damage, divide target armor value by 10, dropping all fractions. 
'* The meson screen value is only subtracted from the weapon damage value on a failed meson screen task attempt On a succesrful task, the 
meson gun shot misses and causes no damage at all. The meson screen value, when subtracted from the firing weapon's damage value, may 
never reduce the damage value to less than 0, provided i t  was greater than 0 after addition/subtraction of target size. 

DAMAGE SUMMARY 
Bridge: May not maneuver or evade, enter jump space, attempt detection, jam, operate screens, or use fire control to negate Diff Mods. 

Fire control locks allowed at +2 Diff Mod against already detected targets. If auxiliary bridge is available, effects of hit are temporary. (Asecond 
Bridge hit in the same scenario is permanent) 

Fire Control: May not fire energy weapons or missiles. 
Power Plant: May not maneuver, evade, jam, attempt detection using active sensors, use screens (meson or black globe), or fire energy 

weapons. (Missiles and sandcasters may be fired and passive sensors used at +1 Diff Mod.) 
Sensors: May not jam or attempt detection. Fire control locks allowed at +2 Diff Mod against already detected targets. 
Ufe Support: All future tasks performed at +1 Diff Mod. 
Ship Explodes: Remove ship from play. 
Artificial Cravlty: May not spend more than 2 Cs to maneuver, may not evade at all. 
Jump Drive: May not enter jump space. 
Maneuver Drive: May not maneuver or evade. 
Spine: May not fire spinal weapon. For each C of maneuver or evasion thrust used, turn a card to test for tumble. Avoid tumble on a base 

difficulty of 2. (Crew quality counts.) If 2 or more tumble cards are turned, severe tumble results. If tumbling, +1 Diff Mod on all tasks. If severe 
tumble, +2 Diff Mod on all tasks. Next Operations Phase is spent correcting the tumble. No maneuver or evasion allowed, and Diff Modsstill in 
effect until end of Operations Phase. 

Computer: May not launch small craft or enter jump space. All other tasks performed at +1 Diff Mod. 
No Effect: Damage has no effect on ship performance. 

0308lC1 



Battle RiderTM Player Aid Card 
SENSOR TASK DIFFICULTY MODIFIERS FIRING TASK SCREEN TASK DIFFICULTY MODIFIERS 
Base difficulty level = range DIFFICULTY MODIFIERS Base difficulty level = 2 
Target Condition Aaive Passive Base difficulty level = range Condition Modifier 
Detecting Player Determines: Condition Modifier Meson screen + DV-MS 
Evading +1 (+2) +1 (+2) p Damper (TL-12) + CV+Z 
Same hex as planetlasteroid +l +1 Evading +l (+2) Damper (TL-13) + CV+3 
No thrust - +1 Range 0-2 - Damper FL-14) + CV+4 
Thrusting away - -3 Range 3-5 +1 Damper UL-15) + CV+5 
Active - -1 Range 6-8 +2 Sandcaster + (ATL-DTLh2 (round down) 
Area jamming emitter - -2 Range 9-11 +3 Black globe Missile DV 1-3 blocks, 
Fire control lock attempt -1 -1 Range 12-14 +4 4-6 does not block 
Sensor LOS passes through Range 15-1 7 +5 

white outlarea jamming +1 +1 Range 18-20 +6 EVASION TASK DIFFICULTY MODIFIERS 
Target Player Determines: Range 21-23 +7 Base difficulty level = 5 
Passive array extended -1 - Range 24-26 +8 Condition Modifier 
Ship size +I- size +I- sue Range 27-29 +9 Each G spent: -1 
Higher tech level +l +I Range 30-32 +10 
Lower tech level -1 -1 Range 33-35 +l 1 SEQUENCE OF PLAY 
Masked - +1 Range 36-38 +12 Initiative Phase 
Jamming +1 (+2) - Range 3941 +13 Operations Phase 
Powered down - +2 Range 4244 +14 (players alternate operations by task forces) 
Black globe up +5 +3 Fire Control reducer + mods Missile Movement Phase 
Black globe flickering +2 +2 = K rating (alternating between players) 

Overpowering reduces 1 or 2+ mods Missile Attack Phase (simultaneous) 
JAMMING TASK DIFFICULTY MODIFIERS Turn Record Phase 
Base difficulty level = range CIRCUITRY OVERLOAD 
Condition Modifier TASK DIFFICULTY MISSILE CHARACTERISTIC CHART 
Jammer -Tech Level Base difficulty level = 2 Type Gs Size Sensor 
Detector +Tech Level No Diff Mods. ControlledMissile G:12 +2 - 

TL-12 Semi-lnd G:9 +2 P:l 
TL-14 Semi-lnd G:7 +2 P:3 

CALCULATING DAMAGE VALUES 
Laser DV = weapon DV, +I- target size, - sandcaster hits, -target armor vaiue+lO* 
Particle Accelerator DV = weapon DV, +I- target size, - sandcaster hits, -target armor value 
Meson Gun DV= weapon DV, +/-target size, -meson screen value.' 

When calculating laser damage, divide target armor value by 10, dropping all fractions. 
'* The meson screen value is only subtracted from the weapon damage value on a failed meson screen task attempt. On a successful task, the 
meson gun shot misses and causes no damage a t  all. The meson screen value, when subtracted from the firing weapon's damagevalue, may 
never reduce the damage value to less than 0, provided i t  was greater than 0 after addition/subtraction of target size. 

DAMAGE SUMMARY 
Bridge: May not maneuver or evade, enter jump space, attempt detection, jam, operate screens, or use fire control to negate Diff Mods. 

Fire control locks allowed at t 2  Diff Mod against already detected targets. If auxiliary bridge is  available, effects of hit are temporary. (Asecond 
Bridge hit in the same scenario is permanent.) 

Fire Control: May not fire energy weapons or missiles. 
Power Plant: May not maneuver, evade, jam, attempt detection using active sensors, use screens (meson or black globe), or fire energy 

weapons. (Missiles and sandcasters may be fired and passive sensors used at +1 Diff Mod.) 
Sensors: May not jam or attempt detection. Fire control locks allowed at +2 Diff Mod against already detected targets. 
Life Support: All future tasks performed a t  +1 Diff Mod. 
Ship Explodes: Remove ship from play. 
Artificial Gravlty: May not spend more than 2 Gs to maneuver, may not evade at all. 
jump Drive: May not enter jump space. 
Manewer Drive: May not maneuver or evade. 
Spine: May not fire spinal weapon. For each G of maneuver or evasion thrust used, turn a card to test for tumble. Avoid tumble on a base 

difficulty of 2. (Crew quality counts.) If 2 or more tumble cards are turned, severe tumble results. If tumbling, +1 Diff Mod on all tasks. If severe 
tumble, +2 Diff Mod on all tasks. Next Operations Phase is spent correcting the tumble. No maneuver or evasion allowed, and Diff Mods still in 
effect until end of Operations Phase. 

Computec May not launch small craft or enter jump space. All other tasks performed at +1 Diff Mod. 
No Effect: Damage has no effect on ship performance. 
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In the'57th century, travel between the stars has long been an accepted fact of life. 

, . .  
Starships with powerful jump drives form the basis of interstellar commerce and the 
warships that protect that commerce. 

But jump drives are bulky and take up volume that could be filled with defensive , 

systems or offensive weaponry. A specialized vessel, optimized for large fleet actions,. 
. gained popularity during the Second lmperium and came to completely dominate 

. ; before the battle began and then withdraw to a safe distance. Thesewarships became 

Battle RiderTM is the game of squadron and fleet combat in GDW's Traveller@ 

the need for roleplaying levels of detail. 

. . 

CAME FEATURES 
Streamlined mechmicr allow squadrons of capital ships to duke it out. 
Interactive game urn sequence m d  Mdden task force rules emphasize decision-making, tactics, and 

M f i ~ n g  invted of game mechadcs. 
Unique diccless game system utilizes battle rmohtichn cards for all1 unror, warion, and firing task. 
Task force rules and target endpint m a t h  a l lw  vector movement with no paperwork. 
AN ship chrrracterkhiu (weapam, defensive vstPR)s, maneuver, ec.) are printed on the ship counter 

bark. Edp need to refer to a data book or &-map ship recard sheet. No data farm to fill out pior to 
olav. 
; l&y system a d  "mission kill" approach Bf the damage system allwvr detailed combat results with all 
damwe recardd with m a r k  on the ship counter, elirninatirq &-map dmlge records. 
G& system mnlins faithful to all asp& of the Tnvalier pi9~al iniverse,-~ can as easily be 

teed tO fighit wt indlilridvai %mall ship b a t h  as fleet actions. 

GAME COMPONENTS , 

366 full-color aame counters (three full counter shoarZ 

&pa in DrUlllnlt Lances. The &ant 2:inch hexer are big 
enouah to use miniclhrrer in dace of counters. I 

96 battk-molwtion cards. 
1 game r&ermce cham 
1 N ~ S  md SCM.O book. Traveller@ is a ---'-'-- 

trademark of G 


