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six, Go. 
Objective in Jlyht. Cur/ sleds in overwatch, taxis going in. ” 
Roger. Get the boys out of the taxis and back in fast; we can’t spend too much time in this one-horse burg. ” 

,, 

you to c 
Traveller, al Iu 

I ’-”-?r II is the miniatures combat rules of 58th century warfare, for use with Traveller: The New Era. Now the 
netary engagements of the New Era, the Final War, or the Frontier Wars are under your control, allowing 

Id battalions of lift infantry, drop troops, and grav armor. These rules are fully compatible with - -1.- -Ilow miniatures resolution of roleplaying adventures. 

”Dagger Six, am r e a  .. . 

“Roger, One-six, am releasing TD platoon to your control, ETA at high-speed transit is 90. ” 

zavy direct fire from terrain east of objective, one taxi is down and one damaged. I 
Sleds are setting up perime,,, :or crew recovery, request additional direct fire support, over. 

90, roger. We can hold on for a mi d a half. ” 

ombat in the 58th century is fast-moving, ana s 
Decision miniatures rules, Striker I I  allows rapid play wt- rep1 
advanced technology warfare. These straight-forward rL,,, allo\ 
tactics and command, not the interpretation of complicated rules I 

+ker I I .  Based on the award-winning Command 
3s the rapid tempo and quick reactions of 
a-rs to concentrate on the mental dilemrr-= * 

hanics. 

“This is Dagger One-six. Situation is stabilized. We have established a tu,, 

“Dagger Two-six reports resistance in his sector as well. Can you identify the defendinc 
Poger, I estimate a dismounted rifle battalion supported by a company of track-layin! 

, 
sending dismounts to secure the town center. I‘ 

recon. ” 

’r I I  
organizations-trorr dehicles of Wilds units to thc 
a Reformation Coalition ivtdririe rrrigaue. Jrriker ” ‘ ’ 

’ Jes tables of 
equipment listings for some of the most import units from 1 
history: Zhodani Lift Infantry Battalions and Commando GI 
Marine Task Forces, Imperial Guard Regiments, and the legerludry 43 I 
Lift Infantry Regiment-”The Duke of Reqina’s Own Huscarles.” 

is reembarking, casualties minimal. Will be ready to redeploy in 
3 00. “ 

begins in 240, duration 600. Lifting of bombardment will be simultaneous with drop 
troop insertion. You will be blocking avenues of approach to North and East of Strega, am sending coordinates 

than lust rules, it is also an extensive resource of military hardw, 

Dagger One-six to Dagger Six. v+cur/e is neutralized, infantry 

’’Roger. Good work, One-six. Orbital bombardment of Objective Strega 

nnw. ” 

Striker I 1  provides the full science fiction combat experience with rules on orbital bombardment, drop troops, 
antimissile fire control, planetary environment, and orbital superiority. Campaign rules allow a sophisticated 
strategic gaming experience by adding the effects of combat engineers, maintenance, and quality of food and 
medical care. 

”Dagger Six from One-six, lead elements lifting now. Will be on blocking positions in 180. ” 
”Roger. On my order, prepare to execute ConPlan Brooke from blocking positions. ” 
”Will do, Six, we’re on our way. ” 

;odspeed, One-six. Dagger Six out. ” 
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RULE 1: THE FUNDAREWALS 
Striker is a tactical miniatures game of ground combat in the far 

future. It is designed to emphasize the two salient aspects of 
combat at this levekapidly changing tactical situations and the 
importance of leadership and troop quality-while allowing for a 
wide variety of weapons and vehicles from all tech levels covered 
by the Travellen3 science-fiction roleplaying game. 

Striker is set in the universe of Traveller: The New Era, but 
its rules can as easily be used for resolving science-fiction 
battles in any milieu. Game information for vehicles, weapons 
and personnel are listed in the equipment data charts. The 
appendices to these rules contain the organization charts of 
typical main force units (primarily battalions) for the Reforma- 
tion Coalition, the Regency of Deneb and a variety of smaller 
states. Equipment data for these units is  included in another 
appendix. The game reference charts contain information 
most frequently used during the play of the game. 

1.1 Scale 
These rules are written with 25mm miniatures in mind, but 

may be used with any scale desired. Each vehicle or heavy 
weapon representsone actual vehicleor heavyweapon of that 
type. Single-figure stands represent single individuals, while 
multiple-figure stands represent four-person fireteams. 

Ground scale is 1 :1000, which means that each millimeter 
on the gaming table represents one meter of actual distance. 
All movement and rangesin the game are given in centimeters 
on the playing surface (each representing 10 meters of real 
distance). For players without access to metric rulers, one inch 
equals 25 meters. 

Each game turn represents five minutes of elapsed time. 

1.2 The Referee 
Striker may be played with or without a referee. A referee 

should be a player who knows the rules well and is willing to 
supervise the game being played, but not play. A referee's tasks 
are to generate the scenario, determine the terrain and the 
makeup of both sides, and keep track of hidden units. In 
addition, the referee is responsible for keeping the game 
moving and adjudicating any dispute of the rules that may 
occur. This leads us to the following ironclad statement: 

The referee's word is low during the come of the game, even 
if the ruling is directly contray to the printed rules. 

Each group of players will have varying opinions about 
values of specific weapons, the best way to represent specific 
battlefield activitiesand so on. The middle of a game is not the 
best time to debate such points. The best way to avoid this is  
to make the referee'srulingsfinal forthescenario being played. 
Discussion should wait until after the game is over (indeed, a 
post-game "debriefing" can be very rewarding). 

A referee can be dispensed with if a group consists of 
cooperative, well-experienced players who can agree upon a 
scenario ahead of time. 

A well-planned scenario takes into account the number of 
players, their experience with the rules, the table space and 

troops available for play and the time that can be devoted to 
the game. The referee has the right to alter rules, ratings and 
organizations so as to best suit the scenario he is attempting 
to run. Victory conditions, if needed, and any other informa- 
tion necessary for the scenario should be given to players. As 
a general rule, the more organized the scenario, the better the 
actual game will be for the players. 

1.3 Sequence of Play 
1.31 Phases: Each game turn is  played in a series of phases. 

In general, these phases are resolved in sequence, with all 
action in one phase being resolved before another phase 
begins. The phases, in order, are: 

Command Phase 
Movement Phase 
Fire Phase 
Morale Phase 
Melee Phase 
The details of what occursin each phase will be taken up later 

in these rules. It is  the job of the referee to see that each phase 
is carried out quickly and in its proper sequence. 

1.4 Task Rolls 
The central game mechanic in Striker is a D20 task roll. This 

rollismade todetermineiftargetsareseenorhitbyfire, among 
other things. 

The target number for the roll is usually determined by the 
range and quality of troops making the attempt. This will then 
be modified by difficulty modifiers, abbreviated "diff mods," 
in the rules. A +diff mod makes the task more difficult by 
halving the target number (rounding fractions down), while a 
-diff mod makes it easier, doubling the target number. 

All applicable diff mods are combined into a single compos- 
ite modifier, which is then applied to the task. As a practical 
matter, diff mods serve to shift the range column used to the 
right (+diff mod) or the left ( 4 f f  mod). 

Once the target number is determined, roll 1D20. If the 
number rolled is less than or equal to the target number, the 
task succeeds; otherwise, it fails. 



R u L E X M o u " c T R o o p s  
For convenience, these rules will use the term "stand" to 

refer to any group of based figures, a vehicle model or a towed 
weapon (although when dealing with vehicles or towed 
weapons, these rules sometimes use the word "model'). 
There are three main types of stands-vehicles, towed weap- 
ons and personnel-with each type further subdivided ac- 
cording to several classifications. 

2.1 Vehicles 
Vehicles consist of all vehicles, including towed trailers and 

horse-drawn wagons and carts (but not cycles). 
All vehicles are divided into six classes according to weight: 

class I (up to 1.5 metric tons), class II (1.5 to 3 metric tons), class 
Ill (3 to 9 metric tons), class IV(9 to 20 metric tons), classV (20 
to 36 metric tons), and class VI (more than 36 metric tons). 

Vehicles also are subdivided according to their suspension 
(wheeled, tracked or lift), and whether or not they are open- 
topped. Half-tracked vehicles are treated as wheeled vehicles 
unless otherwise noted. 

2.2 Towed Weapons 
Towed weapons consist of all towed guns, howitzers, en- 

ergy weapons and towed mortars. 
Towed weapons are subdivided into the same six weight 

classes asvehicles: class I (up to 1.5 metric tons), class It (1.5 to 
3 metric tons), class 111 (3 to 9 metric tons), class IV (9 to 20 
metric tons), class V (20 to 36 metric tons), and class VI (over 
36 metric tons). 

Each towed weapon's model represents only the towed 
weapon itself; its crew is represented separately by a personnel 
stand orstands. Therefore, towed weaponsare never mounted 
on stands but are instead placed on the stands of their crews 
during the course of the game. This enables the crew stand of 
a weapon to be moved separately from the gun model 
(necessary in some situations, such as when gun crews panic 
and abandon their weapons). 

2.21 Fixed Weapons: Some artillery pieces are labeled 
"fixed" instead of having a weight classification. Moving a 
fixed weapon involves dismantling it and transporting its 
component pieces, something which cannot be accomplished 
in the normal come of a battle. 

2.3 Personnel Stands 
Personnel stands consist of all other stands. There are a large 

number of names applied to personnel stands: infantry, 
cavalry, gun crew, command, engineer, MMC, pack animal 
and HIW stands, among others. Some stands have two or 
more names, such as "SMC cavalry stand" or "mounted 
command engineer stand." The name applied to a stand 
indicates how it is referred to on tables of organization and on 
the Personnel Movement and Small Arms Fire Characteristics 
Tables (see page 00). 

Notes: The term "HIW" (heavy infantry weapon) refers to 
those personnel stands with certain weapons that are not 

towed, but carried by the men in that stand. These weapons 
include medium mortars, heavy machineguns and similar 
weapons. For example, an 8cm mortar stand is a stand 
equipped with an mortar model fastened to the stand along 
with two to three crew figures. 

Cycle stands (bicycles, motorcycles and grav cycles) are 
considered to be infantry riding the cycles unless otherwise 
specified. For example, a "motorcycle MMC stand" is a MMC 
stand riding motorcycles. 

Finally, these rules distinguish between three dfierent sizes 
of personnel stands: fire team stand, single stand and crew 
stand. 

2.31 Fire Team Size: The base for a fire team stand, 
representing four infantrymen, is 1.5 inches wide by 1 inch 
deep (or 40 mm by 25 mm). Two or more figures should be 
mounted on each stand (whichever looks best) and should 
show the weapons carried by that stand if at  all possible. (A 
gauss rifle stand will have gauss rifles, a plasma bazooka stand 
has a plasma bazooka, etc.) In some cases, it may be necessary 
to use a slightly larger stand than this to accommodate larger 
figures, as in the case of mounted cavalry. 
2.32 Double Size: A double-sized stand, representing the 

crew of a large heavy weapon (onewhich is fired from a mount 
instead of from the shoulder) is 2 inches wide by 1.5 inches 
deep (or 50 mm by 40 mm). Two or more figures should be 
mounted on each stand. If the weapon used by the stand is a 
man-packed weapon, such as a mortar, the weapon should 
also be mounted on the stand. If the stand is to be used as a 
crew for a towed weapon, the figures should be mounted in 
such a way that the weapon can be placed (but not glued) on 
the stand. 

2.33 Single Size: The single-figure stand, representing a 
single commander, scout, or sometimes commando, is )/4 

inch by )/4 inch (or20 mm by20 mm). Onlyonefigureshould 
be mounted on each stand. In some cases, it may be necessary 
to use a slightly larger stand than this to accommodate a larger 
figure, as in the case of a trooper wearing battledress, or a race 
more massive than humans. 

If necessary, these stand sizes may be changed slightly to 
allow infantry stands to fit into the back of model vehicles, and 
so on. This is not required, but the visual effect of troops riding 
in the models is very pleasing. (However, this may not be 
possible with some types of model vehicles.) 
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RULE 3: UNlT CARDS 
Each platoon-sized unit should have a unit card. Unit cards contain all 

the information needed for players to run the unit. All weapons and 
equipment including vehicles, used by the unit should be rated. These 
ratings are broken into three general groups: unit values, performance, 
and weapons and sensors. 

3.1 Unit Values 
This section of the cad lists the troop quality type (Elite, Veteran, 

Experienced or Novice), the moralevalueand the initiative number of the 
troopsin the unit.All theseshould beidentical. If separate elements of the 
platoon havedfierentvalues, separatecards should be made up for each 
of them. 

One of the duties of the referee is to see that each stand used in the 
scenario being played is assigned one of the four troop qualities, as well 
as a morale value. The referee may use the ratings found in the 
appendiies,ormaychooseto modifythem forthescenario being played. 

The troop quality categories and their definitions are: 
Elite: Elite units are few and far beweemTheyrepreset excellent units 

which are experienced and tested in combat many times. An example of 
an Elite unitwould be Reformation Coalition marines who werevetemns 
of several major operations. 

Veteran: Veteran units have extended combat experience. Veteran 
units areoccasionally found on Balkanhed worlds, the products of nearly 
constant warfare beween local warlords. 

Experienced Experienced units have either "seen the elephant" 
(beeninc0mbat)orhad reasonablygoodtraining. Mostarmiesaremade 
up of experienced troops. 

Novice:Theseareinexperienced troopswho have been putinto action 
with a minimum of training. Most planetary militias are from this 
caWov. 

Towedweaponsdonot haveatroopqualityprse. Rather,theirquality 
isequal tothe personnel stand operating theweapon.Theeffectsof troop 
quality rating are found on the Troop Quality Summary Table (page 7). 

Morale ratings range from 8 to 22, with higher numbers indicating 
better morale. While troop quality and morale often go together, this is 
not always thecase. There are times when Veteran troops may have poor 
morale, such as an experienced but battle-weary unit or when poorly 
trained and equipped units go into action with great elan and vigor, as 
in highly motivated and well-led militia defending their homes. 

3.2 Petformance 
This section of the card describes the armor protection (if any) of the 

unit its movement allowance and its communication gear. The format 
of this section of the card is different for vehicle and personnel units. 

3.21 Armor: Personnel armor descriptions consist of an armor type 
description (such as "heavy battledress") followed by a saving throw 
number. Vehicle armor descriptions include separate armor values for a 
variety of different surfaces of the vehicle. 

3.22 Movement Personnel stands have a single movement allow- 
ance. Vehicles havetwo movement allowances: eitherm=ountry and 
road (for ground vehicles), or low and high (for flying vehicles). 

3.3 Weapons, Sensors, and Communicators 
Weapons, sensors and communicators are handled as a singlegroup 

because they function in a similar manner (though their effecb are 
difFerent).This section of thechartconsistsof a listof sensors, communi- 
cators, and weapons carried, followed by four columns, representing 
performanceat each of the four range bands.Theva1ues recorded in each 
column indicate the equiprnenfs performance at  that range. 

3.31 Assets: There are four ranges in the game: short, medium, long 
and extreme. These are the headings of the four range columns on the 

Gamma Company, 6th Battalion, 4518th Lift Infantry Notes: EachstandisoutfittedwithTL14lightbattledress. 
Command and infantry stands are armed with TL14 4.7cm 
fusion rifles, the infantry stands additionally having an 
integral 4cm RAM grenade launcher. The support stands 
are armed with TL-15 30kg "Fire and Forget" missiles and 
an integral TL15 5.1 cm fusion rifle. 

Regiment, The Duke of Regina's Own Huscarles, with: 
Company Headquarters, with: 

1 operational command stand 
3 Jump Troop Platoons, each with 

1 tactical command stand 
1 support infantry stand 
3 Jump Troop Squads, each with: 

1 tactical command stand 
2 infantry stands 

Troop Quality EliteMorale: alnitiathre: 4 
Armor:Battledress Save:& 
Movement: m c m  
System: short (1 5) Medium (7) Loris (3) ( 1 )  Notes 
4.7cm fusion rifle-1 4 32 cm: 1 (3%) 
5.1 cm fusion rifle-15 36 cm: 1 (37+) 
4cm RAMCL-9 HE 24 cm: 3 (Nil) 48 cm: 2 (Nil) 96 cm: 1 (Nil) 192 cm: 1 (Nil) Ep: 3, BR 2 cm 
30 kg F&F homing HE (20 km) 1 (k) (40 km) 1 (5+) (54 km) 1 (k) - A1 0, Ep: 8, B R  5 cm 
30 kg F&F homing HEAP (20 km) 1 (149+) (25 km) 1 (149+) - A1 0, Ep: 11, Bk 6 cm 
30 kg F&F homing flec (20 km) 1 * (2) (40 km) 1 * (2) A1 0, DS: 15x60 cm 

16 cm: 2 (3%) 
18 cm: 2 (37+) 

64 cm: 1 (1 7+) 
72 cm: 1 (1 9+) 

128 cm: 1 (%) 
144 cm: 1 (4+) 

- 
- (54 km) 1 * (2) 

Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300 un mcm 1200 cm 2400 cm 
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chart below. Following the heading is a space to write the unit's asset at 
that range. The unit's asset k a quantification of its performance at that  
range, and is based on the troop quality level of the unit The following 
table lists the asset of each troop type at short range. 

Troop Quality Summary 
Tvpe ,&et /nii&e 
Elite 15 5 
Veteran 13 4 

Novice 9 1 
Experil3lCed 11 3 

Write this value in the blank following the short range heading. The 
assetvalueis then habed, roundingfraaionsdown, ateach higher range 
band.Theassetvaluesforan Experienced unit,forexample, would bel 1 
at short, 5 at medium, 2 at long, and 1 at extreme range. 
3.32 Range: Each sensor, communicatorand weapon has a listed short 

range, either found by consulting the data annexes of this book or by 
looking at the Traveller rating for a weapon. The range recorded on the 
cad in the first column is the equipment's short range in centimeters. 
(Sinceeachcentimeterinthegamerepresents lOactualmeters,takethe 
rangein metersofTravellerequipmentanddivide by 1 Otofind the range 
in centimeters.) 

The equipment's medium range is twice short range. Long range is 
twice medium range. Weme range is twice long range. Write each of 
these ranges in the appropriate column and place a colon (:) after each. 

Some weapons and sensors have ranges so long that they are listed in 
kilometers instead of centimeten. Each kilometer is one meter on the 
gaming table. 
3.33 RateOf Fire: Rateoffireisthe numberofdicethrown forsuccesses 

each phase. 

Sensors and communicators do not have rates of fire. (Sensors always 
throw one die for successful spotting attempts. See Rule 6.4.) 

Weapons have a rate of fire or 1 or more, depending on how fast the 
weapon actuallyfires. Thiscan be found by looking at thedata annexes 
of this game or by consulting the Traveller ratings for the weapon (and 
the rule on converting Traveller weapons to Striker values). 

The weapon's game rate of fire (numberof dice rolled) is written after 
the colon in each range column. This rate of fire drops by one at each 
higher range band, but is never reduced below 1. 

3.34 Penetration: Sensors do not have a penetration. All 
weapons have a penetration which is written in parentheses 
following the weapon's rate of fire value. As penetration 
sometimes declines with range, it is written separately in each 
column. If using the data annex in this book, simply copy the 
penetration values listed. 

Most heavy weapons have a final penetration equal to their penetra- 
tion value plus the roll of 2D6. For these weapons, place a plus sign (+) 
after their penetration as a reminder. In the following rules these are 
referred to as "plus penetration weapons." 

The sample unit cads on the previous page illustrate how unit cards 
are laid out. Several blank unit cards are provided later in the book, and 
permission is specifically granted to photocopythesesheetsforusewith 
the game. 

3.4 Vehicle Cards 

. 

Units equipped with vehi~le~ have a slightly different format for their 
unitcards, as the cards also contai nsthe ratingsforthewhidesin the unit 
If more than one type of vehicle is used, separate unit cards are filled out 
for each vehicle. The general information on the card, however, is the 
sameas for personnel unitsdexribed above. Consultthesamplevehicle 
unit card on the previous page for an example. 

~~~ 

The Tercio of Steel (Novke, Morale: 14), with: 1 tactical command TL8 Prairie Fire fast tank 
3 TL8 hairie Fire fast tanks Tank Detachment 

Prairie Fire Fast Tank (TU) 

Troop Qualb Novice Morale: J&lnitiatlvc 1 
Movement 1 30 road (+1, +2, +2), 100 crosscountry (-, +1, +2) 

Front Armor: 192 
Side h o c  48 
Rear h o c  24 
Deck Armor: 36 
Belly Armor: 24 

System: short (9) Medium (4) long (2) lwefne (1) Notes 
130mm L60 Cun-APFSDSDU 
130mm L60 Cun-HEAP 
130mm L60 Cun-HE 51cm:l (lk) 102un:l (lk) 204un:l (lk) 408cm:l (lk) F,S,EP:ll,BR:4un 
130mm L60 Cun-Flechette 51 cm: 1 (2) 102 cm: 1 (2) 204 cm: 1 (2) 408 cm: 1 (2) F, S, DS 3x1 0 crn 
7mm Rotary MCBall 27 cm: 7 (3) 54 cm: 6 (3) 108 cm: 5 (2) 21 6 cm: 4 (Nil) F, S 
Smm Rotary MC-Ball 15 cm: 7 (3) 30 cm: 6 (3) 60 cm: 5 (Nil) 120 on: 4 (Nil) F, S 
Sensors: 
3km HRT 300 cm 600 cm 1200un 2400 un 

67 cm: 1 (207+) 
51 cm: 1 (1 23+) 

134 cm: 1 (1 97+) 268 cm: 1 (1 87+) 536 cm: 1 (1 67+) F, S 
102 cm: 1 (1 2%) 204 cm: 1 (1 23+) 408 cm: 1 (1 23+) F, S, Ep: 9, BR. 3 cm 

Eyeballs lOOcm 200 cm 400 cm 800 cm 
Communications 
30km radio (30 km) (60 km) (1 20 km) (240 km) 
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RULE4.~MWWDnnrPCXNVTRCX 
Orders issued during the Command Phase allow units to 

carry out operations during the Movement Phase. Orders are 
always issued by specific commanders. The order itself is  
represented by a game marker placed on the playing surface. 

Units must receive orders to move, but do not need orders 
to fire. 

4.1 Commanders 
There are four types of commanders in the game: self- 

commanders, tactical commanders, operational command- 
ers and strategic commanders. Self-commanders represent 
high-initiative troops, such as reconnaissance patrols or spe- 
cially trained commandoes. Other commanders represent 
leaders who may direct the actions of other troops. 

All commanders may issue one (and only one) order during 
the Command Phase of each turn. The order is represented by 
a command chit which is placed on the playing surface. All 
orders are removed from the playing surface a t  the end of the 
game turn. 

The principal difference between commanders resides in 
where they may place their order chits. 

4.1 1 Self-Commanders: Order chits issued by self-com- 
manders are placed on or immediately adjacent to the stand 
that issued the order. The order affects only the stand which 
issued the order. 

4.12 Tactical Commanders: Order chits issued by tactical 
commanders are placed on or immediately adjacent to the 
commandefsstand. The order affects any or all (at the owning 
player's option) subordinate stands within 15 cm of the order 
chit. 

4.1 3 Operational Commanders: Order chits issued by 
operational commanders may be placed anywhere on the 
gaming table visible to the commander's stand. The order 
affects any or all (at the owning player's option) subordinate 
stands within 15 cm of the order chit. 

4.14StrategicCommanders: No commander can function 
as a strategic commander by himself. Instead, operational 
commanders when working with a staff stand function as 
strategic commanders. See Rvle 4.4 below for a discussion of 
staff stands. 

Order chits issued by strategic commanders may be placed 
anywhere on the gaming table, whether visible to the com- 
mander or not. The order affects any or all (at the owning 
player's option) subordinate stands within 15 cm of the order 
chit. 

4.2 Orders 
Orders may are issued by command stands during the 

Command Phase. Orders affect any or all stands subordinate 
to the issuing stand, at  the owning player's option (see Rule 
4.32, below). 

The following are the orders that may be issued, as well as 
the phase in which the orders take effect. Note that chits are 
included in the counter mix for each type of order. 

4.21 Cuutious Advunce (Movement Phase): 
Unitswith a cautiousadvanceorder may moveany 
distance desired up to their normal movement 
allowance. They must move in the direction the 

arrow on the order chit points. Cautious advance orders are 
discussed further in Rule 5.1 1. 

4.22 RupldAdvunce (Movement Phase): Units 
with a rapid advance order must move their full 
movement allowance and may move up to twice 
their normal movement allowance. They must 

move in the direction the arrow on the order chit points. Rapid 
advance orders are discussed in Rule 5.1 2. 

4.23 Disenguge(Movement Phase): Unitswith 
a disengage order move directly away from the 

distance desired up to their full movement allow- 
ance. Disengaging units are assumed to be making maximum 
use of concealing terrain, evasive movement and artificial 
cover (such as smoke), and so may not be fired on by 
opportunity fire (see Rule 7.23). Disengage orders are further 
discussed in Rule 5.1 4. 

4.24 No Order (Command Phase/Movement 
Phase): No order orders are used in situations 
where a player does not wish to move a unit, but 
does not wish to let the enemy know that fact. 

Units under a no order order may change facing within the 
limits outlined in Rule 5.8, but may not otherwise move. They 
may fire normally. 

4.25 Rully (Morale Phase): Rally orders enable 
a routed unit to rally, and also are used to raise the 
morale of units who have suffered morale reduc- 
tions during the game. RaNyorders are discussed 

4.26 TukeCornrnund(Command Phase): Take 
command orders enable a commander to take a 

Command unit under its command (make it subordinate) 
which was not subordinate at the beginning of the 

game. Take command orders are discussed further in Rule 
4.421. 

4.27 Truvel(Movement Phase): Units issued a 
tpvel  order must move at least their normal 
movement allowance and may move up to three 
times their normal movement allowance. Travel 

orders are discussed further in Rule 5.1 3. 
4.28 Regroup (Morale Phase): Regroup orders 

enable a commander to return eliminated fire- Regroup teams to play. Regroupordersare discussed further 
in Rule 9.4. 

closest visible enemy unit and may move any 

Order w 
w further in Rule 9.3. 

4.3 Issuing Orders 
Orders are issued by command stands. In all cases, there are 

limitations on what orders can be issued to which units. 
4.31 Chain of Command: Orders chits, once placed on the 

playing surface, can only affect those stands which are subor- 
dinate to the commander issuing the order. The referee will 



determine which stands are subordinate to which command- 
ers when setting up the scenario. A large number of sample 
organizations are provided later in this book as a guide. 
As a general rule, all stands of a battalion are subordinate to 

the battalion's commander. In addition, the battalion stands 
are also considered subordinate to the regimental com- 
mander. Thus, stands belonging to an infantry company could 
be issued orders bythecompany commander, by the battalion 
commander or by the regimentaVbrigade commander. They 
could not be issued orders by the commander of a different 
company or battalion, however. 

When issuing a take command order to transfer control of a 
unit from one commander to another, commanders may not 
be subordinated to a different commander at the same or 
higher level of command. Aregiment can thus take command 
of a battalion and its command stands, but a battalion 
commander cannot take command of another battalion's 
commander. It could, however, take command of the subor- 
dinate elements of that battalion. 

4.32 Placing Orders: Orders are issued by placing an order 
chit next to the stand or group of stands to which it is intended 
to apply. The chit is placed with the order to be used facing up. 
The distance from the stand issuing the order and the point at 
which it is placed will depend on the type of stand issuing the 
order. 

Theradiusofeffectof theorderis 15cmfrom thespotwhere 
it is placed, unless the unit is moving along a road or trail in 
column, in which case the order is placed at  the head of the 
column, and all stands within the column will obey it. A stand 
need not be able to see the point at  which the order was 
placed. If it is within 15 cm of the order, it may obey that order. 

A stand must be subordinate to the stand issuing the order 
for it to obey. If a stand that is under that command is not 
intended to follow the order, that fact must be stated when the 
order is revealed. Stands that do not intend to follow the order 
are considered to have been given a no order. 

Example:Alocal defenseinfantry platoon with a platoon (tactical) 
commander mounted on an infantry fireteam stand, two other 
infantry stands and two machinegun stands decides to move 
forward. The player places a rapid advance order chit next to his 
command/infanty stand, which is within 15 cm of his other two 
infantry stands and both machinegun stands. Upon revealing the 
order, the player states that the machinegun stands will remain in 
place to give the rest of the platoon covering fire. The commander 
and the three infantry stands are then moved, and the machinegun 
stands remain stationary. 

4.33OrderCaps: lncludedin thecountermixisasetofchits 
which are blank on one side and marked as "Command," 
"Staff" or "Self ordering" on the reverse. Each player should be 
given a number of these caps equal to the number of com- 
manders under his control. Self order caps are used for self- 
commanders. Staff caps are used for strategic commanders. 
Command caps are used for tactical and operational com- 
manders. These order caps sewe two purposes: 

They are placed on top of the order chits so that the 

opposing players may not see what orders have been issued 
until they are revealed during thestart of the Movement Phase. 

They serve as a reminder of the maximum number of 
orders which may be issued in any one turn by a player. If a 
player only has two command caps and one staff cap, that 
player may not use more than three order chits in anyone turn. 

4.4 Command Stands 
Command stands may each issue one order per turn. As 

mentioned, orders can be issued to any stand or group of 
stands that aresubordinate tothat commandstand andwithin 
command range. Stands to which a Takecommandorder was 
issued become subordinate to the command stand that issued 
the order. 

4.41 Types of Command Stands: There are two ways of 
mounting commanders on stands in the game. They can be 
either single-figure (pure) command stands, or double-figure 
(joint) command/other function stands. Tactical commanders 
are usually mounted as part of a fire team stand, while 
operational and strategiccommandersarealwaysmounted as 
single figures. 

Pure command stands are labelled "command stands" in 
theTO&E listings. Double-figure command standsare listedas 
part of another type of stand in the TO&E listings: "command 
infantry stand," "command weapons stand," "command 
engineer stand," and so on. 

The difference between the types of commanders (tactical, 
operational and strategic) is related to the communications 
ability of their unit and to the level of command it represents. 
Thesecapabilitieswill be determined bythe referee priortothe 
start of the scenario, again using the sample organizations 
provided as a guide. 

4.42 Restrictions on Command Stands: The following 
restrictions exist on the ability of all command stands to issue 
orders: 

4.42 7 Take Command Orders: Any command stand which is 
issued a take command order by another command stand in 
order to change its subordination for the turn, may not itself 
issue any orders for that turn. This restriction onlyapplies to the 
stand which was issued the order, not to those command 
stands which are in turn subordinate to the command stand 
that was issued the order. 

Example: The command stand of an infantry company is 
given a take command order which is intended to make the 
company subordinate to the battalion commander of a tank 
battalion. During this turn, the infantry company commander 
may not issue any orders of its own, but the platoon com- 
manders of the company could. 

4.422 PinnedCommandStands:Command stands which are 
pinned, either through fire or failure of morale, or the use of a 
voluntary pin, may not issue orders until they are unpinned. 
The pinned command stand, and those stands around it, may 
only be given an order by another command stand to which 
they are subordinate. 

4.423 Visibility and Command Stands: Visibility affects the 
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placement of an order by a commander (except in the case of 
strategic commanders). No commander (other than a strate- 
gic commander) may ever place any order chit farther away 
from it than itsvisibilitywill allow. Once an order is  placed, that 
order affects all stands within 15 cm, regardless of visibility, so 
long as thestand in question issubordinate to the stand issuing 
the order, and not exempted from the order by the player 
placing it. 

€xample:Acommander is in woods, wherevisibilityis limited 
to 5 cm. The commander is therefore limited to placing his 
order chit within 5 cm of his location. However, once placed, 
the order may affect all subordinate stands within 15 cm of its 
location, even though visibility is limited to 5 cm. 

4.5 Staff Stands 
Staff stands represent groups of trained staff officers with the 

ability to plan, coordinate and communicate with distant 
subordinate units. Staff stands enable operational command- 
ers to function as strategic commanders. 

4.51 Types of Staff Stands: The types of staff stands used 
in the game are differentiated by their means of communica- 
tion. There are staff telephone stands, staff radio stands and 
staff uplinkstands. The difference between these standsis their 
communications ability. Note that it is possible for an army to 
use several types of staff stands in the same unit. 

4.52 Differences Between Staff Stands: The differences 
between the types of staff stand are: 

4.527 Staff Telephone Stands: Staff telephone stands may 
only function in scenarios where their units start with a setup 
area on the game board. Once placed on the board, they allow 
an adjacent operational commander to issue one order per 
turn to any point within that area, regardtess of whether that 
point is visible to the commander. Visibility never affects staff 
telephone stands. This setup area should be marked on the 
referee’s scenario map, but not indicated on the playing 
surface itself. It represents the area in which telephone lines 
have been laid. 

Note that any stand or group of stands which leaves the 
setup area may no longer be issued an order by the staff 
telephone stand. 

Staff telephone stands that move during the course of a 
game lose their ability to function as a staff stand for the 
remainder of the game. 

4.522 Staff Radio Stands: Staff radio stands actually represent 
staffs using open channel broadcast radios. They are usually 
mounted on vehicles (and thus may be listed on the order of 
battle as a ”staff radio truck,” “staff radio C-carrier,” etc.) at 
lower tech levels, but become more mobile a t  higher tech 
levels. Once placed on the board, they allow an adjacent 
operational commander to issue one order per turn to any 
point on the board where stands subordinate to the com- 
mander are found, regardless of whether that point is visible 
to the staff stand. Visibility never affects staff radio stands. 

Staff radio stands or vehicles that move during the course of 
a turn lose their ability to function as a staff stand for that turn. 

Once stationary, they resume their role as a staff stand. 
4.523 Staff Uplink Stands: Staff uplink stands rely on satellite 

retransmission of communications instead of broadcast radio. 
They function exactly like staff radio stands for purposes of the 
command rules. (If using the electronicwarfare rules, they may 
not be jammed. If playing as part of larger campaign., uplink 
requires control of close orbit.) 

4.53 Restrictions on Staff Stands: The following restric- 
tions exist on the ability of all staff stands to issue orders: 

4.53 7 TakeCommand0fde~:Astaff stand of anytypewhich 
has been issued a take command order by another command 
stand in order to change its subordination, may not assist a 
command stand that turn. 

4.532 PinnedStaffSrands: Staff stands which are pinned may 
not assist commanders until they are unpinned. 
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Standsare moved in the Movement Phase. Even involuntary 

movement such as routs, retreats and force-b'acks is consid- 
ered to take place in the Movement Phase, although the actual 
displacement of the stands may have been handled in previous 
Morale or Fire Phases. 

Each personnel stand has a single movement allowance, 
which for humanson foot (the most common personnel stand 
in the game) is 20 centimeters. 

Each ground vehicle stand has two movement allowances: 
a cross-country movement allowance and a road movement 
allowance. 

Flying vehicles also have two movement allowances: a low- 
level movement allowance and a high-altitude movement 
allowance. 

Towed weapons have no movement allowance; they are 
moved by being towed or man-handled into position. 

A movement allowance states the basic distance (in centi- 
meters) astand may move in the Movement Phase. The actual 
distance a stand moves may be modified by its orders and/or 
by the terrain it crosses. 

5.1 Movement and Orders 
There are limitations on how stands may move which are 

imposed by the movement order given to those stands. The 
movement orders and their effects are as follows: 

5.1 1 Cautious Advance: The cautious advanceorder allows 
a stand or group of stands to its full movement allowance. The 
stand or group of stands need not move, but if it does, it must 
move in the same general direction as the arrow on the order 
chit. For all game purposes, the stand or group of stands so 
ordered is considered to be moving regardless of whether or 
not it actually does so. Flying vehicles use their low-altitude 
movement allowance when issued this order. 

5.12 Rapid Advance: A rapid advance order allows a stand 
or group of stands to move up to twice its full movement 
allowance. Stands need not move their full movement allow- 
ance but must move at  least half of their movement allowance. 
Flying vehicles use their low altitude movement allowance 
when issued this order. 

5.1 3 Travel: The travelorder affects different types of stands 
differently. Stands of any type issued this order may not fire 
during the Fire Phase. 

Travel can only be issued to a personnel stand or group of 
stands that starts the turn on a mad. This order allows the stand 
or group of stands to move three times their normal move- 
ment on the road. The stands may follow any twists or turns 
in the road, but may not leave the road during the turn. 

Ground vehicles may be issued this order whether or not 
they are on a road, and move three times their appropriate 
movement allowance. 

Flying vehicles issued this order move at their high-altitude 
movement allowance. 

5.14 Disengage: When units disengage, they make maxi- 
mum use of covering terrain and artificial cover(such as smoke 

grenades) to conceal their withdrawal. A disengage order 
allows a stand to move directly away from the nearest visible 
enemy stand up to its full movement allowance. It need not 
move its full movement but it must move at least half of its 
movement, unless it retreats into a higher state of cover. 

Stands operating under a disengage order may not be fired 
upon using Opportunity Fire (see Rule 7.23). The onlyexcep- 
tion is if the disengaging stand moves closer to an enemy 
stand, in which case only the enemy stand($ which had the 
range decrease may fire. Note that as a disengaging stand 
must move directly away from the closest visible enemy unit, 
it is possible to move toward another enemy unit 

A disengageorder may never be issued to unlimbered towed 
weapons, Novice units or units which are pinned. Vehicles 
must use their cross-country movement allowance when 
using the disengage order, even if disengaging along a road. 
Flying vehicles must use their low-altitude movement allow- 
ance. 

5.2 Road Movement 
Astand may only use its road movement allowance if it starts 

the turn on a road and moves along the road for the entire 
Movement Phase, never leaving it during the Movement 
Phase. 

5.21 Direction: A stand may move in one direction along a 
road. When astand comestoa crossroad, it may continue onto 
any branch (so long as its route does not cause it to move on 
the same section of road twice in a tum) regardless of the 
direction of that travel. 

The direction arrow on the order chit does not limit a stand's 
abilitytomovealonga road. Ifastandstartsoff-road, thearrow 
on the chit indicates its required cross-country movement 
direction. Once it reaches a road, it may freely move in either 
direction along the road. If, however, a stand moves off its 
ordered axis of advance while travelling on a road, it may not 
leave the road for the rest of the Movement Phase. 

The stand must end its turn on the road facing in the 
direction that it was last moving. 

5.22 Blocked Roads: A stand may not use road movement 
through a blocked road point. A blocked road point can be 
caused by enemy action such as an antivehicle obstacle, or by 
a vehicle which remains stationary there during the course of 
the Movement Phase. The wreckage of a disabled or destroyed 
vehicle on a road is also considered a blocked road point. 

Stands may not leave a road to travel on terrain they cannot 
move on (although they may be pushed off onto such terrain 
in accordance with Rule 12.3). 

5.3 Cross-Country Movement 
If a vehicle moves off-road for any portion of its movement 

during its Movement Phase, it must use its cross-country 
movement allowance for the entire phase. 

Astand must attempt to move in the direction shown by the 
arrow on its order chit and must end the Movement Phase 
facing in the same direction as the arrow on the order chit. 
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Small changes of direction are allowed during movement in 
order to avoid obstacles, but such a unit must still end the 
phase facing in the same direction as the order chit. If a referee 
is present, he judges what variations of movement direction 
are reasonable. In games without a referee, a stand may not 
use more than 20% of its movement allowance to dodge 
obstacles. 

Stands may freely move through positions held by friendly 
stands, so long as they do not end the move in the same 
position as friendly stands. 

5.4 Movement and Enemy Units 
No personnel stand may move through or end its move- 

ment in a position (a bunker, entrenchment, pillbox, etc.) 
occupied by an enemy stand. 
No ground vehicle stand may move through or end its 

movement in a position occupied by an enemy vehicle. A 
vehicle may move through a position occupied solely by 
enemy personnel stands. 

Flying vehicles are not affected by the presence of enemy 
stands. 

5.5 Terrain Effects and Movement 
Terrain can affect the movement of stands, depending on 

theirtype and the terrain they are attempting to cross. The cost 
of a stand to move across a given type of terrain is either: 

Times two (a): The stand pays 2 cm of movement for 
every 1 cm of actual movement. 

Times 4 (x4): The stand pays 4 cm of movement for every 

1 cm of actual movement. 
Prohibited:Thestandisnotallowed tomoveintothattype 

of terrain. 
The penalties caused by contour lines represent natural 

slowing when moving up or down a grade. 
5.51 Effects of Terrain on Personnel Stands: Personnel 

stands pay double movement costs when moving through 
jungle, settlement, rubble, steep slopes and swamps and 
when moving across creeks or along creekbeds. 

5.52 Effects of Terrain onTrackedVehicle Stands: Tracked 
vehicle stands pay double movement costs when moving 
through woods, settlements and creeks. They may not enter 
jungle, rubble, steep slopes or swamps, nor may they move 
along creeks. They pay a 5cm penalty for each contour line 
they move across (either up or down). 

5.53 Effects of Terrain on Wheeled Vehicle Stands: 
Wheeled vehicles pay quadruple movement costs when mov- 
ing through woods. They may not enter jungle, swamps, 
rubble or steep slopes, or move along creeks. They may only 
cross creeks a t  a ford. They pay double movement costs when 
crossing a creek at a ford, or when moving through a settle- 
ment. They pay a 1 Ocm penalty for each contour line they 
cross. 

5.54 Effects of Terrain on Air Cushion Vehicle Stands: Air 
cushion vehicles pay quadruple movement costs when mov- 
ing through rubble and settlements. They may not enter 
jungle or woods, nor may they cross steep slopes. They pay 
double movement costs when moving through open woods. 
They may cross water barriers and move through swamps at  

Terrain Effects 

Dense vegetation (Jungle) 
tight vegetation (open woods) 

x2 P "  . " .  ' P - .I... . Swamp/marsh 

*Only at fords. 
tPer line crossed. 
P: Prohibited. 
-: Normal movement. 
This chart does not include terrain types discussed in the Advanced Rules. 
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no additional penalty. They pay a 20cm penalty for each 
contour line they cross. 

5.55 Settlement Blocks: Only personnel stands and towed 
weapons may be placed in settlement blocks. Vehicles may 
enter settlements but must remain on the streets or in alley- 
ways. 

Each block of buildings in a settlement should have a 1 :1 
scale cutout of card stock or paper. The number of personnel 
stands that can be placed in the settlement block is the number 
which can physically be fit on the cutout. A towed weapon 
doubles the effective size of its crew stand. 

Refer to the Terrain Effects Table on the previous page. 
€xample:An infantry stand ismoving through a jungle under 

a cautiousadvancemovement order. With a movement allow- 
ance of 20 cm, the stand could move 10 actual centimeters 
through the jungle (each centimeter of jungle costs it 2 cm of 
movement allowance). If the stand crosses a 5cm creek and 
then moves through a jungle, it would only be able to move 
5 actual centimeters in the jungle (the creek costs it 10 
centimeters of movement allowance). 

5.6 Special Movement Cases 
There are a number of special movement cases that need to 

be covered: 
5.61 Backing Up: A ground vehicle that receives a cautious 

or rapid advance order may back up using the cross-country 
movement rate. It does 50 by paying quadruple movement 
costspriorto any modifiersforterrain. Thevehicle movesin the 
direction of the arrow but faces in the opposite direction. 

5.62 Man-Handling Towed Weapons: Players may elect to 
have unlimbered class I and II towed weapons moved forward 
by their crew or other personnel stands. To man-handle a 
towed weapon, the personnel stand must start adjacent to the 
weapon and must be given a cautious or rapid advance order. 
Class I towed weapons are moved 2 cm with a cautious advance 
order and 4 cm with a rapid advance order. They pay any 
terrain modifiers as if they were a personnel stand. Class I1 
towed weapons are moved 1 inch with a cautious advance 
order and 2 cm with a rapid advance order. They pay any 
terrain modifiers as if they were a wheeled vehicle. 

5.7 Movement to Contact 
Occasionally, stands of opposing sides will find themselves 

ordered to move toward a common destination or through 
one another's lines. In these cases, resolve the point of contact 
by moving stands on both sides proportionally (for example, 
move each stand one quarter or one-tenth of its movement at 
a time until contact is made). 

5.71 Closing to Contact A unit given a cautious advance 
order may never move more than halfway toward any visible 
enemyunit. If itencountersa previouslyunspotted enemyunit 
during movement, it immediatelystopsat the normal autospot 
distance for that terrain. Units may only close to contact with 
enemy units if given a rapid advance order. 

5.72 Drive-Through: Croundvehiclesgiven a rapidadvance 

order may drive through or over enemy personnel and towed 
weapons. The vehicle is stopped immediately before moving 
through the stands, but its order marker is moved to its 
projected final destination. Thevehicle will finish its movement 
only after all opportunityfire (see Rule 7.23) has been resolved. 
If the vehicle is still able to move after opportunity fire, it 
completes its movement. 

Any towed weapon of a smaller mass category than the 
moving vehicle driving through is crushed. 

Any unarmored vehicle of a smaller mass category than a 
tracked vehicle driving through is crushed. 

Each personnel stand driven through must make a saving 
throw to avoid taking a casualty (the casualty being crushed by 
the moving vehicle). The saving throw is made by the owning 
player rolling 1 D20 as if conducting close range fire. In other 
words, Elites avoid a casualty by rolling 15 or less, while 
Novices avoid a casualty by rolling 9 or less. 

I FACING DIAGRAM 

Flank Stand Rank 

5.8 Facing 
All stands have facing. They must face in a specific direction. 

In the Movement Phase, stands have their facing determined 
by their movement chit (that is, they must end the tum facing 
in the direction of the movement chit). All stationary stands 
may freely change theirfacing at  the beginning of the General 
Fire sub-phase. All stands may freely change their facing at the 
beginning of the Final Fire sub-phase, no matter what order 
they were given. 

5.81 Front and Flank The front of a stand is the 120" arc to 
its front. The stand's remaining 240" arc is its flank. To 
determine front and flank, use the template included with the 
game. 

5.82 Fields of Fire: All personnel stands, all vehicle weapons 
in turrets and all towed weapons mounted on turntables have 
360" fire (they may fire in any direction). All other weapons 
may only fire to their front 120" arc. 

5.83 Firing on the Flank AFVs have armor ratings for front 
and flank. If the incoming fire is from the flank, use the flank 
armor rating. OtheMn'se, use the frontal armor rating. 

5.84 Top Attack AFVs have top armor ratings as well. If the 
incoming fire is a top-attack missile or is fired from a flying 
vehicle firing from higher than NOE altitude, it is considered a 
top attack. 
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R U L E  6: VlSl81LWY AND SPOmNG 
Opposing stands are not visible to each other a t  all times. 

Enemystands may be hidden fromview and must be spotted 
before they become visible. 

6.1 HIDDEN STANDS 
Stands that are not visible to the opposing player are not 

placed upon the playing surface. Some or all stands may start 
the game hidden, depending on the scenario being played 
and the referee's decisions. There are two methods available 
to keep track of hidden stands. The first method requires the 
use of a referee; the second is used if there is no referee. 

6.1 1 Hidden Stands With a Referee: The hidden units are 
not placed on the playing surface. The owning player keeps 
track of the hidden stands and their orders on a map. Orders 
issued to hidden stands do not have their chits placed on the 
playing surface. 

The referee keeps track of the location of the hidden stands 
and resolves all game functions regarding the hidden stands 
without revealing any information about the stands. All die 
rolls for spotting, therefore, are made by the referee to avoid 
revealing any information about the die roll. The opposing 
player is only informed of the spotting attempt if it is successful 
and the spotted stands are placed in position on the playing 
surface. 

6.12 Hidden Stands Without a Referee: If a referee is 
not available, then it is suggested that the players use the 
numbered counters supplied with this game to represent 
hidden stands (if more are needed, they are also easy to 
make out of blank game counters, tiddly-winks, poker chips 
and the like). 

Each side should have an equal quantity of numbered 
counters, regardless of the number of stands they have 
hidden. A numbered counter may represent one or more 
similar stands, or the counter might represent a dummy (no 
stands assigned to it). 

Treat dummy countersasifthey represent real stands until 
spotted. A dummy stand may move as any type of stand, 
and change i ts type from turn to turn. However, dummy 
stands still need an order chit to move, though this chit is 
free and need not be actually issued by a command or staff 
stand. When attempting to spot such a chit, treat it as what 
it last moved as. Thus, if it moves as a vehicle, then all 
spotting attempts should treat it as a vehicle. 

If the spotting attempt succeeds, the numbered counter 
is replaced with the stands it represents. The dummy 
counter is  removed from play when spotted. If the spotting 
attempt fails, then the counter continues as before. 

Dummy counters may not attempt to spot enemy stands. 
If a visible stand starts the Movement Phase without any 

enemy stands having a line of sight (see Rule 6.3, below) to 
that stand, the stand may be replaced with two numbered 
chits. One chit represents the actual stand, while the second 
serves as a dummy. Either(or both)chits may be move in the 
Movement Phase that follows. 

6.2 Visibility 
The normal maximum visibility range is 500 cm, which is 

almost always the range of the table ormore. Forspotting only, 
increase the maximum visibility distance by 50 cm for every 
level higher that the spotting stand is over the intended target. 

Example: A recon stand is on a hill three levels high. For 
purposes of attempting to spot a unit on the board on the base 
level, it would have a maximum visibility of up to 650 cm. 

6.3 Line of Sight (LOS) 
A stand may only be visible to another stand if it is within 

visibility range and an unblocked line of sight can be traced 
between the two stands. A line of sight is a straight line 
between the two stands. It is blocked if it passes through an 
obstacle. Obstaclesarecover, hills, smoke, friendlystands, and 
disabled and destroyed vehicles. 

6.3 1 Cover: Cover is defined as any of the following: jungle, 
woods, open woods, swamps, sand dunes, settlements and 
rubble. In addition, depending on the scenario, stone walls, 
hedgerows, fields, exceptionally tall grass or scrub vegetation, 
very broken ground, embankments and other terrain may 
offer cover for purposes of determining visibility (at the 
discretion of the referee or by previous agreement among the 
players). 

If any portion of a stand is not in cover or smoke, then that 
portion of the stand may be spotted (which reveals the entire 
stand). 

6.32 Open Woods and LOS: A line of sight between stands 
in the same open woods is not blocked if the stands are within 
10 cm of each other. A line of sight may be traced 5 cm into 
an open woods area from outside. 

6.33 Woods and LOS: A line of sight between stands in the 
same woods is not blocked if the stands are within 5 cm of each 
other.Alineofsightmay betraced 1 cmintoawoodsareafrom 
outside. 

6.34 Jungle and LOS: A line of sight between stands in the 
same jungle is not blocked if the stands are in contact. Troops 
in a jungle are visible only if in contact with the edge of the 
woods. 

6.35 Roads/Trails and LOS: Roads or trails through woods 
and jungle have a line of sight of 10 cm along the roadhrail 
itself, while roadshrails through an open woods have a line of 
sight along the road of 20 cm. Stands which are using line of 
sight along a road or trail must be inside the edge of the open 
woods, woods or jungle. 

Any stand outside the open woods, woods or jungle bound- 
ary looking down a road or trail that is inside an open woods, 
woods or jungle boundary has its visibility blocked at  5 cm for 
open woods, 1 cm for woods and 1 cm for jungle. 

6.36 Settlements, Streets and LOS: Aline of sight between 
stands is not blocked in the same settlement block or adjacent 
settlement blocks if the stands are within 2 inches of each 
other. (Settlement blocks divided by roads or streets are not 
considered to beadjacent.)Alineofsight may betraced 1 inch 
into a settlement block from outside the settlement, or from a 



nonadjacent settlement block. 
Streets through settlements have a line of sight of 10 cm 

along the street itself, while roads through a settlement have 
a line of sight along the road of 20 cm. Stands which are using 
line of sight along a road or trail must be past the boundary of 
the settlement. Any stand looking down a road or trail that is  
not inside the settlement boundarystill has itsvisibility blocked 
at 1 cm. 

When a line of sight is  traced between stands at  different 
elevation levels, the line of sight may pass over any obstacles 
or cover in between the stands, leaving the actual line of sight 
unblocked. If the height of the obstacle is less than or equal to 
the height of both stands, the line of sight is unblocked. 

If the obstacle is higher than one of the stands, then the 
following applies: The minimum requirement for passage of 
line of sight over an obstacle is that the stand on the higher 
elevation must be at least one level higher than the obstacle, 
and that the obstacle be closer to the higher stand than the 
lower stand. 

In addition, the obstacle can not be within 2 inches of either 
stand. If the higher stand is at least two levels higher than the 
lower stand, the obstacle can be at  any point along the line of 
sight, as long as it is not within 2 inches of either stand. 

The height of the obstacles is computed as follows: 

Obstacle Heiqht - 
Obstacle Height 
Friendly stand 1 level 
Hill 2 levelsforeach contour level that the hill 

is above the lower stand. Sand dunes 
count as one contour hill. 
2 levels, unless the refereehcenario de- 
termines otherwise 

Cover 

Smoke 3 levels 

For purposes of determining an obstacle, hills have a cumu- 
lative effect in that they are added to any other obstacle found 
on top of them. Thus, if woods (cover) are found on top of a 
hillonecontourhigh, theobstaclewould betreatedasif itwere 
four levels high. 

If single-figure stands are attempting to spot out of a 
settlement, for all purposes of spotting they are considered to 
be a t  level 2 elevation. All stands located in a settlement, 
including single-figure stands, are considered to be a t  level 1 
for purposes of being spotted. 

Example: A command stand is located in a settlement, and 
attempting to spot avehicle on a one level contour hill 1 00 cm 
away. There are woods 35 cmawayfrom the settlement. Since 
both the command stand and the target stand are considered 
to be located on level 2, the same as the height of the woods, 
the woods do not block line of sight for the command stand. 

However, for the vehicle attempting to trace a line of sight 
to the command stand, it is considered as being on the first 
levelof thesettlement, andsince thewoodsareequal in height 
to that of the vehicle, the vehicle does not have a line of sight 

back to the settlement. 
Note that only single-figure stands can claim this bonus. All 

other stands attempting to spot out of the settlement are 
considered to be at the first level, and therefore do not have a 
line of sight back to the vehicle, since the woods are two levels 
high. 

6.4 Spotting 
Spotting may be attempted in the Movement Phase and a t  

the end of each Fire sub-phase (provided the target of the 
spotting attempt fired in that sub-phase). Each time that there 
is a chance of spotting an enemy unit, a spotting attempt may 
occur. For each hidden enemy stand that a player is attempt- 
ing to spot, there must be at least one stand that has an 
unblocked line of sight to the enemystand. Regardless of the 
number of stands that have an unblocked line of sight to the 
hidden enemy stand, only one spotting attempt may be made 
to spot the stand per phase. This attempt is made by the stand 
with the best chance of spotting. 

6.41 Spotting During Movement Phase: In the Move- 
ment Phase, spotting is resolved at the end of the phase, but 
it is assumed to take place at  the point where the stand would 
have its best chance of spotting the enemy. If both the spotting 
and hidden stand are moving, use proportional movement to 
determine where the spotting would have taken place. 

6.42 Spotting During Fire Phase: During each Fire Phase, 
one additional attempt to spot enemystands is allowed. Only 
enemy stands which fire may be spotted during the Fire Phase. 
Spotting is resolved a t  the end of the sub-phase in which the 
stand fired. Those stands that were moving during the Move- 
ment Phase are still considered to be moving for purposes of 
spotting, though all actual movement is finished by this point 
in the turn. All spotting attempts during the Fire Phases are 
made from where the stands end their movement. 

6.43 Resolving Spotting: The unit attempting to spot 
determines what sensor it will use. All units have “eyeball” 
sensors available, but many also have one or more form of 
advanced vision enhancement or sensor available. Only one 
may be used per spotting attempt. 

Measure the range to the target against which the spotting 
attemptisto bemade.The refereeshoulddo this, perhapswith 
the spotting team turned away, to avoid disclosing the actual 
location of units when no dummy counters are in use. The 
range determines the correct sensor range column (short, 
medium, long or extreme) used. 

The status of the spotting unit and the target unit provided 
will provide increases or decreases to the difficulty of the 
spotting attempt, called +diff mods or-diff mods. Each + or- 
diff mod has the effect of moving the range band at which the 
attempt is made one closer or farther away. These are listed on 
the table below and are expressed in terms of diff mods. 

All modifiers (both positive and negative) are added to- 
gether to find a single cumulative difficulty modifier. If this 
reduces the range to less than short range, the target is 
automatically spotted, and no die roll is made. If it increases it 
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to more than extreme range, no die roll is made, and the 
attempt automatically fails, unless the target is within short 
range of the unit attempting the spot. 

Units very close to hidden enemy units may still be able to 
spot them. If the target is within short range, the cumulative 
+diff mods are instead used as progressive halvings of the 
printed short range of the spotting unit. 

Example 7: An enclosed vehicle spotting to its flank or rear 
using eyeball is attempting to spot an enemy personnel stand 
stationary under cover at a distance of 30 cm. This is within 
eyeball close range (1 00 cm), but the target enjoys a total of 
+4 diff mods, which would normally make thespot impossible. 
Converting this to four progressive halvings of the short range 
produces a modified short range of 6.25 cm (rounded down 
to 6 cm). This would make medium range 12 cm, long range 
24 cm and extreme range 48 cm. Since the target is a t  30 cm, 
the spotting attempt is  resolved using the extreme range 
success number. 

Example 2: A personnel stand using eyeball is attempting to 
spot an enemy personnel stand stationary under cover a t  a 
distance of 20 cm. This is  within eyeball close range (1 00 cm), 
but the target enjoys a total of +2 diff mods, which would 
normally push the spotting range out to long. Converting this 
to two progressive halvings of the short range produces a 
modified short range of 25 cm. Since the target is at 20 cm, the 
spotting attempt is still resolved using the short range success 
numbers. 

Spotting Difficulty Modifiers 
Spotting Stand is Diff Mod 
Recon -1 
Elite 
Veteran 
Green 
Moving 
Enclosed vehicle spotting to front 
Enclosed vehicle spotting to flank 

-2 
-1 
+1 
+1 
+1* 
+2* 

Target Stand is Modifier 
Moving -1 
Firing -1 
Stationary under cover +1 
Personnel +1 

*Modifiers apply only when conducting naked eye spots; 
they do not apply when using any sort of electronic sensor or 
vision enhancement equipment. 

6.44 Handing Off Targets: Once a hidden enemystand is 
spotted, it can be fired at  during the next Fire Phase by all 
elements of the spotting unit that  have a direct line of sight to 
it and are othewise eligible to fire. Other stands not part of the 
spotting unit may fire at it on the turn after that. For this 
purpose, a "unit" is defined as all elements that are subordi- 
nated to the same platoon or company-level headquarters. 

Example: A Reformation Coalition force has two task forces 
operating together, each built about a company headquar- 
ters, with an grav tank platoon, lift infantry platoon, powered 
armor platoon, recon squad, etc., attached to each. If a stand 
in either task force is successful in spotting an enemy unit, all 
elements of that task force may fire at  it in the next Fire Phase. 
The elements of the second task force must wait until the 
following turn before they can engage those targets. 

6.45 Autospot: Stands are automatically spotted under 
certain limited conditions. Any stand in contact with another 
stand is automatically spotted by that stand. Any personnel 
stand that approaches within 5 cm (or the limits of visibility as 
modified by weather, terrain and all other factors, whichever 
is less) of an enemy stand automatically spots that stand. Any 
stand moving and firing in the open is automatically spotted 
by all units within visibility distance. 

PRlS 
binoculars 

Light Amplifier 
goggles 
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RUE 7: DlRECTFlRE COWAT 
There are two types of fire combat: direct fire and indirect 

fire. Direct fire consists of flat trajectoryfire from afiring unit to 
a visible target Indirect fire consists of any fire which is at  a 
target observed by a different stand as well as any high-angle 
plunging fire. Thus, mortar fire is always indirect fire, even 
when the firing crew can see its target. 

Fire combat takes place in the Fire Phase. All fire is directed 
at individual stands, which will be referred to as "targets." The 
information presented in this section is relevant to all types of 
fire. 

Units eligible to fire in the Fire Phase may do so, but are not 
required to. Fire in the Fire Phase is not simultaneous, but is 
instead conducted in order based on the type or order given 
the unit and its initiative level. To facilitate this, the Fire Phase 
is broken down into three sub-phases: Opportunity Fire, 
General Fire, and Final Fire. 

7.1 Direct Fire Resolution Overview 
When a stand direct fires at a target, the fire is resolved in 

several simple steps. The fire from the stands involved will 
depend on the weapons with which they are equipped. The 
unit's data card provides the necessary information. 

First the firing player measures the range from the firing 
stand to the target, measuring from the center of the edge of 
the firing stand closest to the target to the closest edge of the 
target stand. Comparing this to the ranges listed for the firing 
weapon on the unit's data card, the firing player determines 
which of the four range bands the fire is resolved a t  

Consulting the correct column of the unit data card, the 
firing player notes the firing weapon's rate of fire (how many 
dice are rolled for hits). This may be reduced due to movement 
of the firing stand, as noted below. 

Next the firing player looks at the top of the correct range 
column of the unit data card to determine the firing unit's hit 
number. This maybe affected bytarget movement orconceal- 
ment or other factors noted below. 

Once the correct hit number is known, roll the correct 
number of D20. Each roll equal to or less than the hit number 
causes a hit. 

In many cases, a stand will have the ability to use more than 
one weapon in the course of the turn. For example, a Pandina 
light reconnaissance vehicle is equipped with an autocannon 
and machinegun in its turret. During the Fire Phase it could fire 
both turret-mounted weapons, provided they fired at a single 
target. 

7.2 Sequence of Fire 
7.21 Fire Eligibility and Orders: The ability to fire depends 

on the order given. The Orders Summary Table below lists the 
sub-phase in which a unit fires depending on the order given 
in the Command Phase. 

Thus a stand given a disengageorder does not fire until the 
Final Fire sub-phase, while a stand given a takecommandorder 
fires in the Opportunity Fire sub-phase. 

Pinned units may not fire until the Final Fire sub-phase, 
regardless of the order given them. 

7.22 Order of Fires: Fire is conducted in the general order 
prescribed by the Fire sub-phases. Within a sub-phase, units 
fire in the order of their initiative number, with the highest 
initiative units firing first. All fire by a unit is carried out before 
the next unit (with a lower initiative number or firing in a later 
Fire sub-phase) fires. A stand which is eligible to fire could 
therefore be destroyed or driven out of 'range early in the Fire 
Phase, and as a result not be allowed to fire when its turn 
comes. 

Units firing in the same sub-phase and with the same 
initiative numbers fire simultaneously. All fire in a phase is  
simultaneous. The results of simultaneous fire do not apply to 
a stand until after it has had an opportunity to fire as well. 

All firing stands of a unit must be allocated a specific target 
before any rolls are made. If more than one stand is to fire at 
an enemy stand, and the target stand is destroyed before the 
other stands have a chance to fire, they are not allowed to 
switch targets. They must fire at their designated target 
without regard for the effects of the other fire. 

7.23 Opportunity Fire Sub-phase: Stands conducting di- 
rect fire during the Opportunity Fire sub-phase may fire at a 
target at any point along its movement The targets are 
returned to the point atwhich the firing playerdesignates, and 
the fire carried out, with any results taking effect at  that point. 
If the fire fails to halt the target stand, it is returned to its original 
destination. 

Standswhich are moving in cover and are fired at during the 
Opportunity Fire sub-phase do not receive benefit of cover for 
that sub-phase only. 

7.24 General Fire Sub-phase: The General Fire sub-phase 
is resolved after all opportunityfire. All fire is resolved based on 
the actual location of the target stands after all movement has 
been carried out. 

7.25 Final Fire Sub-phase: The Final Fire sub-phase is 
resolved after the General Fire sub-phase. All stands which fire 
in this phase may fire direct fire at any enemy stand within 25 
cm. Stands further than 25 cm from an enemy stand may not 
fire during the Final Fire sub-phase. 

7.26 Stabilized Guns: Stabilized weapons on vehicles faciliite 
fire on the move, and may M i t h e  above general rules. See Rule 
7.34 for the effects of stabilized guns on sequence of fire. 

Orders Summary 
Order Opportunity General Final 
No order Yes 
Take command Yes - - 
Cautious advance - Yes - 

- Yes Rapid advance - 
- Yes Disengage - 

Travel - - - 
Rally - - - 
Regroup - - - 

- - 
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7.3 Number of Dice Thrown 
7.3 1 Rate of Fire: Each weapon hasa rate of fire(ROF), listed 

on the unit data chart. The ROF is the number of dice rolled for 
hits when the weapon is fired, assuming the weapon is 
stationary. Note that the ROF of the weapon varies with the 
range at which it is fired. 

A weapon is not required to fire its full number of allowed 
dice. 

7.32 Firing at Multiple Targets: Astand may normally use 
its full ROF during a tum. If it fires at  more than one target, 
reduce its ROF by 1 forthat phase. (Astand would have to have 
an ROF of 3 or greater to fire at more than one target in a 
phase.) 

7.33 Movement and Fire: Movement affects both when a 
unit fires and its rate of fire. 

Units which have received a cautious advance order subtract 
1 from their ROF. 

Units which have received a rapidadvanceor disengugeorder 
subtract 2 from their ROF. 

7.34 Stabilized Weapons: Some vehicles have stabilized 
weapons which allow for more effective fire while moving. 
Stabilized weapons, if present, will be listed as basic, good or 
advanced. 

7.34 7 Basic Stabilization: Weapons with basic stabilization 
do not subtract 1 from their ROF for a cautious advance. 

7.342 Good Stabilization: Weapons with good stabilization 
treat a cautious advance as a no order and a rapid advance as a 
cautious advancefor both ROF and sequence of fire purposes. 

7.343 Advanced Stabilization: Weapons with advanced sta- 
bilization treat both a cautious advance and a rapid advance as 
no order for both ROF and sequence of fire purposes. 

7.4 Determining Hits 
The troop quality of the firing unit and the range band 

determine the unit's base hit number, which is recorded on the 
data card. Once the final hit number is determined, roll the 
correct number of 020. Each roll equal to or less than the final 
hit number is a hit. 

7.41 Concealment This base hit number is halved (round- 
ing fractions down) if the target is concealed (+1 diff mod). 

A target is concealed if it is in vegetation, partially obscured 
by smoke, deployed partially behind an obstacle (such as a 
vehicle hull-down or infantry firing over a wall), or inside of a 
structure, such as a settlement, entrenchment or hardened 
pi1 I box. 

7.42 Single-figure Stands: Single-figure stands always have 
their hit number halved (rounding fractions down) in addition 
to all other modifications (+1 diff mod). 

7.43 Small Arms Hit Distribution: Hits from small arms fire 
are not placed on just the target stand, but are randomly 
distributed within a 1 Ocm area of the target. Any personnel 
stands in the same cover as the designated target stand may 
be hit. Vehicles in the target area are not affected by small arms 
fire unless they were targeted by the firing player. (Usually this 
will mean that they are wheeled or open-topped, but occa- 

sionally a player may choose to firesmall arms ata more heavily 
protected vehicle to cause morale check.) 

7.43 7 Pr0cedure:Countthe numberof possible targetstands 
within 10 cm of the target stand that are in the same cover. 
Assign each stand an equal chance of being hit, and roll 1 D20 
to see which stands are hit. Note that some stands may be hit 
more than once, and that other stands, including the original 
target stand, may be left untouched. 

€xarnple: A native defender player inflicts six small arms fire 
hits on a group of Reformation Coalition stands. In the target 
area, there are two squad support laser (SSL) stands, a com- 
mand infantry stand and three infantry stands. The native 
player states that he will use the following to determine which 
stand is hit. . 

Sample Small Arms Hit Distribution 
Die Roll Tarqet 
1-3 1 st SSL stand 
4-6 2nd SSL stand 
7-9 Command infantry stand 
10-1 2 1 st infantry stand 
13-15 2nd infantry stand 
16-1 8 3rd infantry stand 
19-20 Reroll 

If the native player rolls a "1 3,14,12,5,20,9,10," he must 
reroll the 20. He does so, and rolls an 8. The first SSLstand and 
the third infantry stand are untouched; the second SSL stand 
takes one hit; and the command infantry, first and second 
infantry stands each take two hits. The effect of the hits will be 
determined by the troop quality of the target stand (see Rule 
7.0). 

7.432 Different ModifiemThere will be circumstanceswhere 
stands in the same area have different modifiers. The firing 
player may elect to fire at all the enemy stands in an area, only 
if he is willing to give all enemy stands the best possible 
modifiers. Otherwise, stands with a different modifier may not 
be fired at, even though they are in the same target area. 

7.5 Protection and Penetration 
Traditional low-tech infantry wears no armor heavier than 

a wool uniform, but as the battlefield becomes more danger- 
ous, target protection becomes more widespread. Armored 
protection is treated differently for personnel stands and 
vehicles. In both cases, weapon penetration is important in 
determining what, if any, damage is inflicted by a hit. 

7.51 Penetration: Each weapon has a penetration which is 
noted on the unit data card. The weapon's penetration is in 
parentheses after the unit's ROF. Some weapons have a "+" 
following the penetration value. These weapons are known as 
"plus penetration weapons." Other weapons are called "small 
arms.'' 

7.5 7 7 Small Arms: The penetration value listed on the unit 
data card for the weapon is its actual penetration value. Note 
that thisis usuallydifferent at different ranges. Alisted penetra- 



tion of "nil" means that it is largely ineffective at that range 
when used against armor. 

7.5 72 Plus Penetration Weapons: Heavier weapons (those 
with a plus following their damage value) are called plus 
penetration weapons because their actual penetration value is 
the value listed plus the roll of 2D6. This roll is made separately 
for each hit scored by the weapon. 

7.52 Personnel Stands: Some personnel stands are equipped 
with body armor. Body armor gives the personnel stand 
wearing it a saving throwwhenevera hitisscored. In addition, 
hard cover can provide the same benefit. 

7.52 7 Saving Throws: Whenever a personnel stand wearing 
body armor or behind hard cover is hit, the owning player rolls 
1 D6. If the roll is greater than the unit's saving throw number, 
the hit is suffered normally. If the roll is equal to or less than the 
unit's saving throw number, the hit has no effect. However, a 
die roll of 6 always fails. 

7.522 Armor Smhg Throw Numbers: The listed saving throw 
number is the Traveller armorvalue of the protection worn. If the 
armor only covers part of the target (as with a flak jacket or bullet 
proof vest), the saving throw number is halved, rounding down. 

7.523 Cover Saving Throw Numbers: Certain types of hard 
cover provide a saving throw, as noted below. 

Cover Saving Throw Number 
Cover Save Number 
Wood building 1 
Entrenchment, stone or masonry structure 2 
Reinforced concrete structure 3 
Crew or passengers in open armored vehicle 3 

Troops wearing body armor and behind hard cover add 
their saving throw numbers together. 

7.524 Penetration: The saving throw number is reduced by 
the penetration value of the firing weapon. Subtract the 
penetration of the firing weapon from the saving throw value 
of the target to get the final saving throw number. If the final 
number is less than 1, no saving throw is made. 

7.5241 "Nil" Penetration Weapons: Some weapons have a 
penetration rating of "nil." Double the saving throw number 
of personnel stands when fired at by nil penetration weapons. 

7.5242 Plus Penetration Weapons: Plus penetration weapons 
automatically cause one casualty on protected troops when they 
hit The saving throw (ii one is possible after subtracting the 
weapon's penetration) is made to avoid a second casualty. 

7.53 Vehicles: All vehicles have some armor protection, 
even if from the sheet metal body. Vehicles do not receive 
saving throws. Instead, vehicles are unaffected by any direct 
fire hits which do not penetrate the armor. 

7.53 7 VehicleArmocThe unit data card should list the armor 
of the vehicle on a variety of faces. Vehicles attacked from the 
front 120Oarcof thevehicle are protected by their front armor. 
Vehicles attacked from the rear 1 20"arc are protected by their 
rear armor. Attacks from outside those arc are protected 
against by side armor. Belly and deck armor are used only in 

special cases detailed later. 
7.532 Penetration: Hits with penetrations less than or equal 

to the armor value have no effect. 
If the penetration is greater than the armor by 1,2 or 3, then 

the AFV takes one hit. 
If the penetration is greater than the armor value by 4,s or 

6, then two hits are taken by the A N .  
If the penetration value isgreater by7 or more, then the AN, 

regardless of type, is eliminated in a particularly spectacular 
fashion, and is destroyed. Destroyed ANs are marked with the 
burning vehicle counter supplied. 

7.6 Exploding Rounds 
Some types of ammunition explode on impact. Direct fire with 

exploding rounds is resolved using the same steps as above-the 
firing player rolls to see if a direct hit was obtained and then 
determineswhether it caused any damage. However, whetherthe 
round scores a direct hit on the intended target or not, it will land 
in the general area of where it was fired, explode and potentially 
cause additional damage, both to the intended target and to any 
other stands within the burst area of the round. 

7.61 Definitions: The effects of an explosive round are 
defined by its burst radius and its explosive power. Both values 
will be recorded on the unit's data card. 

7.61 7 Burst Radius: The burst radius of a round is expressed 
in centimeters. All targets completely or partially inside the 
burst radius are attacked by the explosion. Each such target is 
attacked separately. When converting Traveller weapons to 
Striker terms, divide the round's primary burst radius (in 
meters) by 10 and round all fractions up. 

7.6 12~plosivePowecStandswithin the burst radiusof the round 
are attacked using the round's explosive power. Explosive power 
is the number or less that the firing player must roll on a D20 to 
cause a hit on the target, absent any modifiers to the roll fortarget 
type or target cover. Only vehicles and personnel stands are 
affected bythe burstradiusof an exploding round; towedweapons 
are not (although their crews are). 

7.62 Target Modifiers: The explosive power of the round 
may be modified down due to either target type (vehicle) or 
target cover, or by both if both conditions apply. 

7.62 7 Vehicles:Vehicles, particularly armoredvehicles, enjoy 
a modifier against explosive damage. This modifier is recorded 
on the unit data card and applies to any stands carried as 
passengers as well. 

7.622 Cover: Stands in certain types of covering terrain also 
receive an explosive power modifier, as shown on the follow- 
ing table. 

Cover Explosive Power Modifier 
Terrain Modifier 
Wooden building 4 
Entrenchment -6 
Entrenchment with overhead cover -8 
Stone or cement building 
Pillbox 

-8 
-1 0 
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7.63 Example: The defender fires two exploding rounds 
at  an enemy armored vehicle. One round hits the vehicle 
directly, while the other misses. Using the penetration value 
for the round, the firing player resolves the direct fire hit 
normally. 

After the direct hit has been resolved, the firing player next 
determines the effect of the explosion of the two rounds. 
Even though the second round missed (i.e., did not score a 
direct hit on the tank), it is assumed to strike the ground very 
near the tank, and the actual aiming point is used as the 
center of its burst radius. 

The firing player measures all around the tank and discovers 
that two personnel stands are in,the radius. One of the stands 
is in an entrenchment, while the other is in the open. The tank 
is in the open and has an explosive power modifier of -5. The 
infantry in the entrenchment hasa modifier of-6. The infantry 
in the open has no modifier. 

The exploding rounds have an explosive power of 8. Since 
there are two rounds exploding, the firing playerwill roll two 
dice for hits on each stand in the burst radius. He will roll two 
dice for 8s or less against the infantry in the open, two dice 
for 2 or less for hits on the infantry in entrenchments, and 
two dice for 3 or less for hits on the tank. Note that this is in 
addition to any damage the direct hit on the tank may have 
caused. 

7.7 Effects of Fire 
Fire combat affects the target stand by inflicting hits. In 

addition, regardless of whether the stand fired a t  was hit, all 
stands in a group fired a t  must check morale (see Rule 9.1). 
The effects of any hits on a stand depend on whether the 
stand being hit was a personnel stand, vehicle or towed 
weapon. 

7.71 Definition of Terms: The following terms are used 
to describe the effects of hits on stands: 

7.71 1 Forced Back: A stand that is forced back must 
immediately move away from the closest visible enemy 
stand. Note that this may not be the stand whose fire caused 
the forceback. It must move as directly away from the 
enemy as possible, as long as it does not move toward any 
other enemy stands. If no enemy stand is visible, a forced- 
back stand moves toward the nearest cover. A forced-back 
stand must move its full cross-country movement allow- 
ance, but it may stop when it reaches cover. A stand that 
starts in cover may not be forced back out of cover, but it 
may be forced back deeper into that cover, and thus out of 
sight of an enemystand. Aforced-backstand is also pinned. 

If a gun crew is forced back while it is  adjacent to its towed 
weapon and that weapon's transport, it may limber the 
weapon with no movement penalty, then move the weapon 
with the crew during the forceback. If no transport is 
present, the weapon must be abandoned. Abandoned guns 
contacted by enemy stands are eliminated. 

7.712 Eliminated: A personnel stand that is eliminated is  
removed from the playing surface. It is  then available for 

regrouping and may thus return to play. 
A vehicle that is eliminated through cumulative fire is 

disabled and remains on the table even though it is  no 
longer in play, its status indicated by the "disabled" marker 
placed upon it. Vehicles which are disabled may be repaired 
in the course of a campaign game. 

Passengers in oron a vehicle that is eliminated take one hit 
per stand, and dismount. 
7.773 Destroyed: A vehicle eliminated by the effects of a 

penetration by7 ormore points(noted above), aflamethrow- 
er attack, or a single aerial bomb is destroyed and remains 
on the table, even though it is no longer in play. Its status is 
indicated by placing a burning wreck marker upon it. 
Vehicles which are destroyed may not be repaired in the 
course of a campaign game. 

Passengers in or on a vehicle that is destroyed take one hit 
per stand, and dismount. 

7.72 Personnel Stands: The effect of hits on a personnel 
stand is dependent upon the troop quality of the stand. 

Novice: A Novice stand is eliminated when it takes its first 
hit. 

Experienced: An Experienced stand is forced back when it 
takes its first hit. On its second hit, it is eliminated. All hits 
inflicted in the same Fire Phase take effect at the end of that 
Fire Phase. In other words, wait until all fire has been 
completed before implementing results. 

Veteran: AVeteran stand suffers no effect from its first hit. 
If hit a second time, it is forced back. If hit a third time, it is 
eliminated and removed from play. All hits inflicted in the 
same Fire Phase take effect a t  the end of that Fire Phase. 

€/ite:An Elite stand suffers no effect from its first or second 
hit. If hit a third time, it is forced back. If hit a fourth time, 
it is eliminated. All hits inflicted in the same Fire Phase take 
effect at the end of that Fire Phase. 
7.73 Vehicle Stands: The effect of a hit on a vehicle stand 

(a vehicle model) is dependent upon its armor value, as well 
as on the troop quality of the stand. 

The cumulative effect of hits is the same as for personnel 
stands: The troop quality of the AFV stand being hit deter- 
mines the effect of the hit(s). Thus, a Novice AFV is always 
eliminated by its first hit, regardless of the actual penetra- 
tion. AVeteran AFV ignores its first such hit from a penetra- 
tion value of 1 to 3, and is forced back on its second such hit. 

Eliminated vehicles are lef t  on the playing surface (since 
they block line of sight) but are specially marked. 

7.731 Command Personnel in Vehicles: If a command 
vehicle is eliminated, its command personnel may switch to 
an adjacent vehicle a t  the start of a Command Phase. If a 
command vehicle is destroyed, however, the command 
personnel are eliminated. 

7.74 Towed Weapons: Normally, hits inflicted on towed 
weapons are taken by the gun crew stands. However, in the 
event that they take a direct hit from a plus penetration 
weapon, the weapon that was hit is destroyed, even though 
the gun crew stand may still remain in play. 
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7.75 Marking Hits: Hitsare best marked with the counters 
provided with the game, using the following code: 

Counter Codes 
Counter Code 
Green marker 
Yellow marker 

Red marker 

1 st  hit on Elite 
2nd hit on Elite 
1st hit on Veteran 
3rd hit on Elite 
2nd hit on Veteran 
1 s t  hit on Experienced 

Sowheneverastandwithagreen hit markeron ittakesanother 
hit the green marker is removed and replaced with a yellow 
marker. Whenever a stand with a yellow hit marker already on it is 
hit again, the yellow marker is removed and replaced with a red 
marker. Whenever a stand with a red hit marker already on it is hit 
again, the stand is eliminated. 

Note that stands which receive a red hit marker are forced back 
and pinned, regardless of their experience level. Some players 
may wish to mark disabled vehicles with tufts of white cotton 
and burning vehicles with tufts of black cotton, for increased 
visual effect. 

7.8 Limitations on Fire 
The following limitations exist on all types of fire. 
7.81 Range and Line of Sight An eligible stand may only 

use direct fire at visible targets if it is both in its line of sight and 
within its range. 

If line of sight does not exist, no fire is allowed. If the weapon 
is out of range, then the fire is carried out, but has no effect on 
the intended target. 

7.82 Mount Weapons: All weapons fired from a mount 
(such as a tripod mount or a mortar fired from a bipod) must 
be stationary to fire. 

7.83 Towed Weapons: All towed weapons must be unlim- 
bered in order to fire. Some towed weapons may take more 
than one Movement Phase to unlimber. 

7.84 Restricted Field of Fire Stands: Stands with restricted 
fields of fire may only engage targets which are to their front 
facing. The following have restricted fields of fire: 

All vehicle weapons not mounted in turrets or on open 
pintle mounts. 

All towed weapons. 
Stands with all-around fields of fire may fire at targets 

through any of their facings. The following have all around 
fields of fire: 

Personnel stands. 
All vehicle weapons in turrets. 

7.85 Vehicle Passengers: All vehicle passengers, including 
stands that are being transported on AFVs, may only fire in the 
Final Fire sub-phase. 

7.86 Hull Weapons: Hull weapons are mounted in the hull 
of a vehicle, as listed on unit data charts. If a vehicle is in a hull 
down position in regard to another stand, the vehicle's hull 

weapons may not fire at  that stand. 
7.87 Turret Weapons: All turret mounted weapons of a 

vehicle must be fired at the same target Avehicle may not fire 
its main turret gun at one target, and engage another target 
with its turret machineguns, for example. 

7.88 Multiple Weapons: Some personnel stands have 
multiple weapons. Afireteam might for example, beequipped 
with gauss rifles as the team's primary weapon but also have 
RAM rifle grenades and a plasma bazooka as an integral 
antitank weapon. 

In general, a personnel stand may only fire one weapon at 
a time. Astand may fire an integral antitankweapon as well as 
the stand's principal armament, but the ROF of both weapons 
is halved, rounding fractions down (but never reducing the 
ROF to zero). 

Hand grenadesare an exception to this. Astand may always 
throw hand grenades (if in range) in addition to firing the 
stand's primary weapon, at no ROF penalty. 

7.89 Limited Ammunition: For purposes of the basic game, 
allvehicles, towed weapons and personnel stands are assumed 
to have unlimited ammunition for their main weapons and for 
all small arms. Secondary weapons, such as rifle grenades or 
integral antitank weapons, or specialized weapons, such as 
Traveller launchers, may have a limited number of shots 
available. 

Troops usually carry only one Fire Phase worth of grenades, 
so each stand can fire grenades only once per scenario. 

Integral weapons (those carried by a fireteam in addition to 
their main weapons) usually only have ammunition for two 
turns worth of fire. 

So, for example, an infantry stand with an integral assault 
rocket launcher (ARL) would have unlimited ammunition for 
its small arms and two turns worth of fire for its ARL A stand 
identified as an ARL stand, on the other hand, would have 
unlimited shots for its ARL 

Tac missiles have the number of roundsindicated in the data 
annex. 

For more detailed ammunition rules, consult the supply and 
ammunition rules in the campaign section. 

7.9 Tac Missiles 
In the basic game, there are two types of tactical (Tac) missiles: 

operator-guided and targetdesignated. Operator-guided missiles 
are flown to the target by an operator who has a direct line of sight 
to the target. Target-designated missiles are fired from a distant 
launcherand homeon thereflectedradiation ofatargetdesignator 
used by an observer with a direct line of sight to the target 

Target-designated missiles are not considered direct fire, 
and are covered later under the heading "precision indirect 
fire." Operator-guided missiles, however, are treated as direct 
fire. 

7.91 Range and Accuracy: Tac missiles have only a single 
range, which is the missile's maximum effective range. All 
targets within that range are attacked as if at close range. For 
this reason, Tac missiles are listed only with short range 
performance information. 
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RULE 1NDlRECT FlRE 
There are two types of indirect fire: precision and area. 
Precision indirect fire consists of an observer with a direct line 

of sight to the target guiding in an individual round fired from 
a separate launcher. The round is usually a missile, but could 
also be a guided bomb or artillery shell. Meson gun fire is also 
treated as precision indirect fire. The observer usually uses 
some sort of target designator, like a laser, but may instead 
actually remotely pilot the round to its target. 

Area indirect fire consists of a launcher firing unguided 
rounds (usually explosive) into the area of the target. An 
observer directs the fire. Usually the observer is considerably 
closer to the target than is the firing weapon, but not always. 
Certain weapons which do not have a direct fire capability 
(such as mortars and artillery rockets) often engage targets 
directlyobserved bythegun crew. Since thisis high arcingfire, 
though, it is considered a form of indirect area fire. 

8.1 Precision Fire 
8.1 1 Observation: Observersfor precision indirect fire must 

have an unobstructed line of sight to the target and a means 
of directing the ordnance to the target. In most cases this 
consistsof a laser designator, although in early Tac missiles this 
consists of the missile launcher/control system itself. The unit 
data card will indicate which stands can observe for which 
precision indirect fire weapons. 

Iftheobserver of a precision indirect fire mission iseliminated 
or forced back by fire during a turn before the precision indirect 
fire is resolved, it automatically misses. 

8.12 Accuracy: Precision indirect fire is resolved exactly as 
direct fire, using the accuracyand range bands of the observer's 
laser designator or, if it is controlled by the launcher, using the 
accuracy and range bands of the vision system used (usually 
"eyeball"). Range is measured from the observerto the target. 

If the observer received any sort of movement order during 
the tum, the range is treated as one range band longer. That 
is, short becomes medium, medium becomes long, etc. 

8.13 Restrictions: The launcher for a precision indirect fire 
attack must be issued a no order for it to fire (or must be 
mounted on an aircraft, or mounted on a vehicle with good 
enough stabilization for thevehicle to be considered as having 
a no order for firing purposes). 

The target must be within the maximum range of the 
launcher when the fire takes place. 

The launcher must fire in the Opportunity Fire sub-phase. 
This will affect enemy unit spotting of it if they have a direct line 
of sight to it. If the launcher is destroyed before its attack is 
resolved, the missile or round is still in the air and may still hit. 
Only if the observer is part of the crew of the launcher (as with 
early Tac missiles) will it be affected by hits suffered before the 
attack is resolved. 

8.14Sequence of Fire: Precision indirectfire takes place one 
sub-phase later in the Fire Phase than it normally would based 
on the order given the observer. That is, precision fire directed 
by an observer with no orderwould take place in the General 

Fire sub-phase. Precision fire directed by an observer with a 
cautious advance order would take place in the Final Fire sub- 
phase. Order of fire within the sub-phase is based on the 
initiativeof either the observer or the launcher crew, whichever 
is lower. 

Precision indirect fire which takes place in the Final Fire sub- 
phase is not subject to the normal range limitation of final fire. 

8.2 Area Fire 
8.21 Observation: Observersfor area indirect fire must have 

an unobstructed line of sight to the target and a means of 
directing the fire mission to the target. In most cases, this 
consists of a communication link back to the firing weapon, 
although in some cases the gun crew may be observing for its 
own fire. 

If the observer of an area indirect fire mission is eliminated or 
forced back by fire during a turn before the indirect fire mission 
is resolved, it automatically misses. 

There are two types of observers for area indirect fire 
missions: dedicated forward observers and temporary spot- 
ters. 

8.27 7 Dedicated Forward Observers: The unit data card will 
indicate which stands are dedicated forward observers for 
which indirect fire weapons. There is usually one dedicated 
forward observerforevery unit of twoor more areaindirectfire 
weapons. 

Dedicated forward observers must have been given noorder 
in order to call a fire mission. All fire missions called by 
dedicated forward observers are resolved during the General 
Fire sub-phase. The owning player decides during the sub- 
phase where the mission is desired and then resolves it. 

8.272 TemporarySpotters:Any platoon or higher command 
stand can function as a temporary spotter if it has a commu- 
nication link to the indirect fire weapon. 

All spotter stands must be given no orderin order to call afire 
mission. Spotters may only control fire from one unit a t  a time. 
To do so, during the Command Phase, the owning player must 
record the following information for each mission: 

1. Which unit is firing the mission. 
2. What type of round it is firing. 
3. The geographic target point on the playing surface. 
4. Sheaf pattern. 
5. The spotter for the mission. 
Temporary spotters must have been given no orderin order 

to call a fire mission. All fire missions called by temporary 
spotters are resolved during the Final Fire sub-phase, even 
though it is plotted in the Command Phase 

8.22 Sheaf Patterns: All indirect area fire missions of more 
than one firing weapon or where the firing weapon has a rate 
of fire greater than 1 are fired using a sheaf to show how the 
rounds will fall in relation to the target Two types are used: a 
converged sheaf where all rounds impact on the  same point, 
or a dispersed sheaf where the rounds are placed to cover a 
wider area. If fire is being plotted at a moving target, then a 
converged sheaf pattern may not be used. 
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Sheaf patterns may be cut out of any convenient material 
(paper, thin cardstock, acetate or plastic). They are always 
circles, and their dimensions vary with the burst radii of the 
individual weapons. Consult the unit data card for specific 
dimensions. 
8.22 7 Converged Shed: A converged sheaf means that all 

shotsfired forthis mission land on thesame target point If the 
fire is on target, then a single template is used, with all rounds 
fired landing in that area. 

Example: A battery of three mortars, each with an ROF of 2, 
fire a converged sheaf. All six rounds fired land in the same 
place, andanytarget inside thesheaf isattacked by sixseparate 
die rolls. 

Aconverged sheaf may not be used against a moving target 
If a converged sheaf is fired at  a stationary target and a moving 
unit has ended its movementwithin the burst area of thesheaf, 
only one round (one die) is used to attack the moving target, 
while all rounds in the sheaf attack the stationary target. 
8.222 Dispersed Shed: A dispersed sheaf means that the 

rounds fired for this mission are spread out over a wider area 
than in the converged sheaf. The templates for each weapon 
in the firing unit are placed adjacent to each other, perpen- 
dicular to the line of fire, and with the target point in the center 
of the templates. 

For each stand firing in the unit with a dispersed sheaf, there 
must be an equivalent impact area. If the ROF of the unit is 2 
or more, then additional impact areas may be added, or the 
additional rounds fired into the existing areas at the firing 
player's option. 

Example: In the case of the mortar battery mentioned above, 
its dispersed sheaf could consist of three impact templates in 
a line, each with two rounds hitting, or it could consist of six 
impact templates in a line, each with one round hitting. 
8.23 Accuracy: Accuracy is a function of troop quality and 

range. The hit number for the area fire mission is the long- 
range accuracy for spotters and medium-range accuracy for 
observers. Observers and spotters calling fire through a fire 
direction center (FDC), use the accuracy for the next closest 
range band (medium for spotters, short for dedicated observ- 
ers). 

If the mission is on target, its fire is resolved using the 
procedure under indirect fire effects. If the mission fails, then 
the rounds go wide of the target and have no effect on the 
game. 

Example: A Veteran forward observer stand is operating 
under a no order. The owning player declares during the 
General Fire sub-phase its planned point of impact, rounds 
fired and sheaf. As the stand is a Veteran forward observer 
stand, its medium-range accuracy is 6. Therefore, for the 
mission to fall as planned, the firing player must roll a 6 or less 
on 1 D20. 

Once a mission has been fired, it may be adjusted during the 
course of subsequent turns. 
8.23 7 ContinuedMissions: Once an indirect area fire mission 

has been fired, it may continue to fall on the aiming point for 

thefollowing turn aslongasthespotterhasadirectlineofsight 
to the impact point No further die roll is needed to keep the 
fire on that point. 

Thus, if a mission that failed due to the die roll is continued 
on the next turn, it will automatically fall on that point without 
a further die roll needed. 
8.232 Shirting Fire: Once a mission is on target, its target 

point may be shifted up to 1 0 cm (in any direction) and remain 
on target, provided the observer-spotter is operating under no 
order and has a line of sight to the new target impact point. 

No new accuracy die roll is required, providing the impact 
point is moved 10 cm or less. Shifts of more than 10 cm are 
treated as if they were new fire missions. 

8.24 Sequence of Fire: Area indirect fire takes place during 
either the General Fire sub-phase or the Final Fire sub-phase, 
depending on the type of observer used. Order of fire within 
the sub-phase is based on the initiative of either the observer 
or the launcher crew, whichever is lower. 

Area indirect fire which takes place in the Final Fire sub-phase 
is not subject to the normal range limitation of final fire. 

8.25 Limitations: The following limitations exist on stands 
engaging in indirect fire: 
8.25 7 Movement: Any stand which is carrying out indirect 

fire must be stationary during the entire turn. It must be 
operating under a no orderorder for the turn. In addition, if it 
is a towed weapon, it must have been unlimbered before the 
start of the Command Phase. 
8.252 Orders: A firing unit may only fire missions for one 

observerhpotter a turn. If more than one fire mission is 
ordered, then the owning player must choose during the 
Command Phase which mission the stand will fire. All other 
orders will be ignored. 
8.253 Range: The IDF (indirect fire) data on the unit card 

(and in the data annexes to this book) lists a weapon's 
maximum indirect fire range. In addition, guns, howitzers and 
rocket launchers may not conduct indirect area fire at  targets 
closer than one-tenth of their maximum range. 

Mortars may not conduct indirect area fire attacks at targets 
closer than one-twentieth of their maximum range. 
8.254 fire Direction Centers: A fire direction center (FDC) is 

required if more than one weapon is firing the same fire 
mission (i.e., firing at the same target and directed by a single 
observer/spotter). The FDC must be in communication with 
the observer and the firing weapons. 

FDCs have an effective indirect fire range based on theirtech 
levels. Fire may be conducted by area fire weapons at ranges 
longer than the FDC's effective range, but accuracy is resolved 
at one higher range band. This means that spotters use long- 
range accuracy, and dedicated observers use medium-range 
accuracy. 

8.3 Indirect Fire Special Rules 
A number of special rules affect indirect fire. 
8.31 Indirect Area Fire in the Opportunity Fire Sub- 

Phase: Astand may only conduct indirect fire in the Opportu- 



nity Fire sub-phase if it successfully fired at  the same target 
point in the previous turn. If ordered to continue firing a t  the 
same target point during this turn, it may fire during the 
Opportunity Fire sub-phase a t  any stand that moves through 
its impact area. If the target point is shifted, opportunity fire 
does not occur. 

8.33 Ranging Fire: A player may elect to use ranging fire in 
order to place his fire mission. Ranging fire is carried out in the 
same manner as for indirect fire mission, so a no order order 
must be issued. Spotters must plot it during the Command 
Phase, while forward observers may mark it during the General 
Fire sub-phase. 

Ranging shots are always on target but do no damage and 
use no ammunition for the turn they are carried out. A puff of 
smoke should be placed on the table, however, to show that 
a marking shell was fired a t  the target point 

A ranging shot allows the same observerhpotter to call afire 
mission from thesame firing unit on the same target point next 
turn without need for an accuracy die roll. The mission is 
always on target. 

8.34 Preplotted Defensive Area Fire: In a scenario when 
one side is holding a defensive position and has been in place 
for several hours, the referee may allow each dedicated 
forward observer stand to select up tosixgeographic points on 
which to preplot area fire for their parent unit. The plot must 
be of an actual geographic point (a village, crossroads, bridge, 
hilltop), and include the sheaf to be used for that fire mission. 

If used in the course of a game, fire missions called on these 
pointsdo not have to be rolled for accuracy; they automatically 
hit the chosen point of impact. 

8.36 Multiple Control: Forward observers may control the 
fire of more than their parent firing unit under certain condi- 
tions. If they are working with the assistance of an artillery staff 
stand which has been issued a no order and to whose head- 
quarters the other units have been subordinated, they may 
bring fire from more than one battery on the same impact 
point. Only one roll is made for accuracy, and it applies to all 
units firing at  that point 

All plotting for this mission is done as before, with the 
exception that the number 

8.4 Indirect Fire Smoke 
Indirect fire weapons with smoke rounds may create smoke 

screens. The indirect fire procedure is followed forfiring smoke 
missions with the difference that accuracy is not checked, as 
smoke missions are always on target. 

8.41 Smoke Templates: Smoke templates have the same 
width as the round’s HE template, but the length is three times 
the normal width. Thus, a smoke template for an HE round 
with a burst of 5 cm would have a smoke template 5 crn wide 
and 15 cm long. Smoke templates are always placed so that 
the length runs in a downwind direction from the pointwhere 
the round was targeted. Additional roundsfired at the point of 
impact lengthen the screen, so that a screen made up of three 
rounds as described above would be 45 cm in length. 

8.42 Duration of Indirect Fire Smoke: Indirect fire smoke 
is placed when the fire mission would normallyarrive, and then 
it does not actually block line of sight until the beginning of the 
next turn. The smoke screen remains in effect for the entire 
following turn. 

Note that smoke will therefore not block line of sight in the 
turn in which it is first placed, but will affect line of sight on the 
following turn. 



R u E ~ A f w ~  
After the Fire Phase is finished, all stands which were fired 

at during the course of the turn must check morale. All 
stands start the game with a morale number (ranging up to 
20), which may be changed as the game progresses due to 
losses and enemy action. 

In addition, all r d y  and regroup orders are carried out at 
the end of the Morale Phase. 

9.1 How Morale is Checked 
All stands check morale as a group. For thii purpose, a group 

consists of those stands operating under the same order chit, even 
if they may no longer be within 15 un of each other. 
As a practical matter, thii usually means a command stand and 

all stands immediately subordinate to it Stands must check even 
if the fire could not havecaused any damageaccording to the rules 
(i.e., heavily armored vehicles which were fired at by small a m  
with a penetration of “nil” still must check morale). In addition, if 
any stand in a group is able to see a friendly stand eliminated, then 
the group must check morale. No matter what the reason is, no 
group will check morale more than once in the Morale Phase of a 
given turn. 

Example: A gun crew, an attached engineer stand, an MC 
stand and an infantry stand are all operating under the direct 
command of a platoon commander. For game purposes, if 
any stand in the group has been fired at, the entire group 
must check morale. 

9.1 1 Computing Morale: Compute the current morale of 
the group by checking with the following list of modifiers, 
and add or subtract any that apply. 

9.12 Checking Morale: Roll 1 D20 for each group which 
is checking morale. Note that different stands in the same 
group may have different morale numbers. If this is the case, 
only one die is rolled, and its result applies to all checks by 
the group. If the number rolled is equal to or less than their 
modified morale, the stands successfully pass the morale 
check. If the number rolled is  higher, then they fail the 
check. The number by which the check is failed determines 
what happens to the unit. 

Morale Modifiers 
COndition Modifier 

-1 
Each stand/vehicle in group eliminated/destroyed this turn -2 

-4 
-4 
-4 

Any permanent morale modifiers -1,-2,-3or-4 
Stand is under cover +4 

Each stand/vehicle in the group hit this turn* 

Stand is pinned -2 
Each friendly group within sight eliminated this turn 
Any enemy stand/amed vehicle within 25 cm 
Unit is operating under a travel order 

*If the stand is hit more than once in the same turn, the 
modifier remains -1, regardless of the total number of hits 
taken by the stand. Thus, an Elite stand which takes three hits 
still causes the unit only a -1 modifier. 

Example: A Veteran infantry platoon, morale 16, has a 
command infantry stand, two infantry stands, and an MC 
stand operating together. The MC stand is left behind in cover 
to provide covering fire, while the remaining three stands press 
forward across an open field. During the Fire Phase, a total of 
four hits were taken. The command infantry stand and one 
infantry stand each took one hit The second infantry stand 
took two hits, which forced it back, pinned, into cover. All 
stands are within 25 cm of enemy infantry. 

The base morale number is 16, modified as follows: -3 as 
three stands were hit, 4 as enemy personnel are within 25 cm, 
sothemodifiedmoralenumberisa9.The MCstandisincover, 
so its morale is up 4 to 13. The forced-back stand is also in 
cover, but is pinned, so that its morale number is 11. For all 
stands to pass morale, a 9 or lea  is needed. 

If a 10 was rolled, the MC stand and forced-back stand 
would pass morale, while the other two stands would fail by 
1, and go pinned. 

9.2 Morale Results 
If the die roll is equal to or less than the modified morale of 

the stand, the stand passes morale. If the die roll is greater than 
the modified morale, the stand fails morale. 

9.21 Pinned: If the die roll is 1, 2 or 3 higher than the 
modified morale of the stand, then that stand is  pinned. 
Pinned stands may never move toward the enemy, and may 
only fire in the Final Fire sub-hase. The fire value of all attacks 
against pinned personnel stands is halved. The halving is done 
after all other modifiers to fire have been calculated. Pinned 
stands check morale with a -1 modifier. 

When a unit receivesa pin, eitherthrough moraleorthrough 
fire, place a P2 marker next to it. At the end of the each Close 
Assault Phase, remove all P1 chits and flip each P2 chit over to 
the P1 side. P2 and P1 chits have the same effect If a stand is 
pinned and already has a P2 or P1 chit, replace the chit with 
a P2 chit 

Rallyorders are not needed to recover from the effects of a 
pin. Unless an additional pin result is collected, a unit recovers 
from a pin at the end of the Melee Phase when the P1 chit is 
removed. 

9.22 Forced Back If the die roll is 4,5, or 6 higher than the 
modified morale of the stand, then the stand is forced back, 
pinned, and suffers a permanent morale reduction of 1. The 
morale modifier remains with the stand until it can be rallied. 
This condition is represented by the use of the morale modifier 
markers provided (Morale -1, etc.). 

9.23 Demoralized: If the die roll is 7,8, or 9 higher than the 
modified morale of the stand, then the stand is demoralized 
and suffers a permanent morale reduction of 2. A demoralized 
stand keeps a P2 marker until rallied, with the additional 
requirementthatit may notfireor move unlessitisnotin cover 
and it can see enemy units. If unable to move without moving 
closer to an enemy unit, it is eliminated. This condition is 
represented by the use of the demoralized markers and the 
morale modifier markers provided (Morale -2, etc.). 



If a demoralizedstand receives another demoralized morale 
result, it is eliminated. 

9.24 Ellminated: If the die roll is 10 or higher than the 
modified morale of the stand, then the stand is eliminated. 
If any enemy stands are within 10 inches of it when that 
happens, the eliminated stands are considered to have 
surrendered and become prisoners. Prisoner stands are 
removed from play immediately, but are available for re- 
grouping as if they were casualty stands (the assumption 
here is  that not all of the personnel are captured, and some 
make their way back to be put into battle again). 

9.3 Rally Orders 
Rally orders are placed during the Command Phase, but 

are not carried out until the Morale Phase. A rally order 
placed next to a stand or group of stands allows any 
demoralized stands within 6 inches to recover from being 
demoralized. In addition, any nondemoralized stands in the 
area with a permanent morale loss can recover 1 point. 

Stands operating under a rally order may not move or fire 
during the turn that they receive the order. A demoralized 
stand, which has an permanent morale modifier of -2, 
would need rally orders issued for three successive turns to 
recover from demoralization. 

9.4 Regroup Orders 
Regroup orders are placed during the Command Phase, but are 

not carried out until the Morale Phase. Aregroup order is issued to 
a pair of eliminated personnel stands, and allows one of them to 
return to the game. (The assumption is that "eliminated" means 
no longer effective as a fighting force, not completely destroyed, 
and regrouping represents collection and reorganization of strag- 
glers.)Aregrcuporderonlyaffectsone pairofstandsata time. The 
stands to whom the order is issued must have been subordinate to 
the stand issuing the order, and exactly the same type of stand @e., 
two infantry stands, two battledress stands, two crew stands, etc). 
One of the stands is returned to play by placing it next to the stand 
issuing the order, while the other is permanently removed from 
playand may not beusedagainforthepurposesof aregrouporder. 

Stands operating under a regroup order may not move or fire 
during the turn that they receive the order. 

Vehicles may not be regrouped. 
kamp/e: A Coalition company commander has lost two corn 

mand battledress stands, one SSL stand and three battledress 
infantry stands so far. He can issue a regroup order to the pair of 
command battledressstands, or to two of the battledress infantry 
stands. He may not regroup the SSLstand (he hasonly lostone, and 
a pairofstandsisneededtoregroup). Hemustwaituntil hehaslost 
a fourth battledress infantly stand in order to regroup the third. 
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RULE 10: MELEES 
Melees are resolved in the Melee Phase. Melees consist of 

hand-to-hand struggles between personnel stands, usually 
using melee weapons of some sort. 

10.1 Setting Up Melees 
All stands engaging in melee must be in contact with the 

enemy stand 'they are assaulting. Stands attempting to 
move into melee combat must have passed morale. Each 
individual melee involves one or more personnel stand 
against one enemy personnel stand. When opposing play- 
ers have several stands mutually in contact with each other, 
the players alternate, selecting one of their personnel stands, 
in contact, to melee one enemy stand. The players alternate 
this procedure until all involved stands resolve their melees. 
To determine who chooses, roll one die; high die roll wins. 

Note that stands do not check morale after melees are 
carried out. 

n 

10.2 Resolving Melees 
Each player rolls a die. Each player's die is modified as 

shown below. 
The side with the lower modified die roll loses the melee. 

Each losing stand will suffer one hit and be forced back. If the 
modified die rolls are equal, then the melee has no effect. 

Melee Modifiers 
Stand Type Modifier 
Single-figure stand -5 
Heavy weapon crew stand 
Cavalry stand 
Each additional stand 
Melee only* 
Carrying shield 
Melee armored** 
Regular armored 
Higher morale 

-5 
+5 
+5 
+2 
+2 
+save number 
+twice save number 
+difference 

'Melee-only troops are those which are without firearms 
and are equipped exclusively for melees, such as low-tech 
armored knights or primitive spearmen. 

**Melee armored troops are those wearing armor useful 
against melee weapons but not useful against firearms. 
Melee weapon armor value is shown on the unit card in 
parentheses and does not provide a saving throw versus 
small arms. 

Example: A native unarmored shield-carrying melee-only 
cavalry stand (morale 16) engages in melee combat with a 
light battledress-equipped single-figure infantry stand (mo- 
rale 18). 

The native cavalry adds 9 to its roll (+2 melee only, +2 
shield, +5 cavalry). 

The battledress infantry adds 7 to its roll (+12 for armor 
[2x6], +2 for morale, -5 for single-figure stand). 

The native player rolls a 9, modified to a 18. The invading 
player rolls a 12, which is  modified to a 19. The native cavalry 
stand takes a hit and is forced back. 

10.3 Pin Marker Change 
At the end of the each Melee Phase, remove all P1 chits 

from the table, then replace all P2 chits with P1 s by flipping 



RULE n: PWETSCAPEC 
Striker is played out on a tabletop (also called the playing 

surface or board), using various miniature versions of terrain, 
such as model buildings and trees. The referee must ensure 
that all terrain features on the playing surface are clearly 
marked for the players. In particular, the edges of forests, 
woods, open woods, cover and towns need to be clearly 
represented on the tabletop (although precisely how this is 
accomplished is not important). 

Terrain affects movement, line of sight and combat. The 
specific effects of the most common types of terrain are 
covered in the rules for each particular activity. A general 
summary and description of the types of terrain in the game 
follow. 

11.1 Vegetation 
11.1 1 Light Vegetation: A wooded area more easily tra- 

versed than forest or woods. Orchards, coconut plantations 
and lightly wooded meadows fall into this category. 
11.12 Moderate Vegetation: A wooded area more open 

than forest or jungle, and thus more easily traversed. Fairly 
closely spaced trees still impose limits on movement and 
visibility. 

1 1.1 3 Densevegetation: Tropical rainforest orotherdensely 
wooded terrain, difficult to traverse because of its large trees 
and dense undergrowth. Includes jungle and virgin forest. 
11.14 Cover: Cover is a special case where the terrain 

reduces visibility without affecting movement. Examples in- 
clude corn or wheat fields at  harvest time, seven-foot-tall 
prairie grass, light brush, etc. 
11.15 Heath: Heath is an area of brush-covered, uneven 

terrain. Any stand that is stationary in heath is treated as being 
in cover, although heath does not block line of sight AFVs 
stationary in heath are treated as being hull down. 
11.16 Hedgelines: Hedgelines are linear barriers of dense 

brush. Hedgelines may be freely crossed by all stands. A stand 
adjacent to a hedgeline treats the hedgeline as cover for any 
direct fire on the stand that crosses the hedgeline. A hedgeline 
does not block line of sight, but does provide cover for 
purposes of spotting. 

11.2 Ground Surface 
11.21 Broken: Broken ground consists of an uneven surface 

difficult for most vehicles to traverse and ample cover for 
personnel. Broken ground can be either natural, as in the case 
of lava fields or boulder fields, or it may be man-made, as in the 
case of walled and terraced vineyards. 
11.22 Cliff, Escarpment A cliff or escarpment represents a 

slope so extreme that all normal movement across it is 
prohibited. Such areas should be defined by the referee and 
noted on the referee's map before the game begins. 

The referee may allow personnel stands (except bicycle and 
motorcycle stands) from mountain units or those trained in 
mountaineering (such as commandoes) to move into or 
through such an area, or may allow a conventional infantry 

unit to doso in a place where the referee determines that there 
is a path. The stands must use a rapid advance order while 
crossing such an area and will pay quadruple costs while doing 

1 1.23 Contour Lines:& the playing surface is considered to 
be level unless otherwise indicated, contour lines are used to 
show changes in elevation. Contour lines can indicate the 
elevation of hills and ridges or the depressions for valleys and 
wadis. These can be represented by any convenient means. 

11.24Sand:An area consisting mostlyof sandyterrain, such 
as can be found in beaches or certain desert areas. 
11.25 Sand Dune: An expanse of sand blown by the wind 

into small ridges, also known as an erg. 
11.26 Steep Slope: Steep slopes represent areas across 

which ground movement is  only allowed by personnel stands. 
11.27 Swamp: A marshy area, usually wooded. Wooded 

swamps affect visibility in the same way as ordinary woods. 
11.28 Clear: All other areas of the tabletop. 

so. 

11.3 Water Barriers 
Water barriers present obstacles to movement due to their 

width and depth, and by the nature of their banks. 
Boats may either be found locally (as determined by the 

referee)orsupplied by engineering units. Pointsatwhich boats 
may be launched should be indicated on the referee's map in 
advance. 

1 1.31 Bridges: Bridgesspan streams, canals and rivers. They 
should be classified before the scenario begins (as class I, II, I l l ,  
IV, V or VI), but this information need not be made available 
to the players before play begins. Personnel may cross any type 
of bridge. A vehicle and towed weapons may only cross a 
bridge which has a class equal to or greaterthan thevehicle or 
weapon's weight classification. For movement purposes, 
bridges count as roads. Railway and monorail bridges are 
always class VI. 

Bridges may be damaged or destroyed by engineers (see 
Rule 18.6) or explosions (see Rule 14.3). For every 3 points of 
damage taken, the bridge's rating is reduced by one level, so 
that a class IV bridge becomes a class I l l  bridge when its 
damage value is reduced to 6.  If this same class IV bridge took 
only 2 points of damage, it would still be treated as a class N 
bridge. To be reduced to a class II bridge, it would have to take 
a total of 6 points of damage. 

Bridges may be repaired by engineers (see Rule 18.23). 
1 1.32 Rivers: A linear body of water which is wider then a m e k  

and which can range froma minorwaterwaytoa majorwaterway. 
Normally, rivers and canals may not be mssed by any stands 
except for amphibious vehicles and boats. The referee should 
determine (and sometimes let playersknow) if and where it can be 
forded, or if bridges exist which allow units to cross. 

River banks should be rated as any of the slope types 
discussed in Rule 11.2 above, as this will affect the ability of 
amphibious vehicles to enter and exit the river. 
11.33 Canal: A narrow, man-made waterway which may 

not be crossed except at a bridge. 



1 1.34 Creek or Stream: A linear body of water smaller than 
a river. These are usually less than one meter in depth and are 
usually fordable by personnel everywhere, but vehicles may 
require assistance in leveling the banks. 

11.35 Ford: A shallow crossing place on a creek, stream, or 
riverwhere the water is shallow and the banksa gentle enough 
slope to allow entrance and exit by vehicles. 

1 1.36 Deep Water: Lakes, ponds and the sea are prohibited 
to all standsexcept thosewith amphibiouscapabilities, aquatic 
vessels or flying vehicles. 

11.4 Structures 
Structures are civilian man-made additions to the natural 

terrain. 
11.41 Settlement A built-up area. Asettlement may consist 

of wood or masonry buildings, and be crossed by streets or 
highways. Towns are laid out in roughly square blocks which 
show the type of building and thecapacityof the block in terms 
of stands. Each block should be represented by a model 
building (constructed to represent stone or wood, and of a 
style suitable to the time and place of the battle)for enhanced 
appearance. 

Buildings may be destroyed by explosions, either from direct 
fire, area fire or engineer activity (see Rules 14.3 and 1 8.6). 

7 7.4 7 7 Wooden Buildings: Wooden buildings have a damage 
value of 6. When 6 damage points are taken, the building is 
destroyed and is considered to be on fire. No stand may 
occupy a burning building. If a stand is occupying a wooden 
building when it is  destroyed, it must move from the building 
in the next Movement Phase or be eliminated from play. 
Smoke from a burning building blocks line of sight through the 
building's position. 

7 7 .4 7 2 Masonry Buildings: Masonry (stone, brick or cement) 
buildings have a damage value of 15. When 15 damage points 
are taken, the building is destroyed and it becomes rubble. 
Likewise, stands occupying a stonekement building when it 
is destroyed must move from the building in the next Move- 
ment Phase or be eliminated from play. They may reoccupy 
the rubble, however. 

11.42 Rubble: The ruins of masonry buildings. 
11.43 Stone Walls: These are man-made obstacles which 

may be represented fora given scenario and whose effects are 
determined by the referee for that scenario. They may or may 
not affect movement, cover or line of sight, at the referee's 
option and depending on their construction. 

Low stone walls, for example, may usually be crossed by 
personnel stands without penalty. Class IV, V and VI tracked 
vehicles may cross a stone wall at the cost of half their 
movement allowance. Air cushion vehicles (and any flying 
vehicles) may cross stone walls at  no cost. No other vehicles 
may cross stone walls. 

A gap is created in a wall where a tracked crosses it, through 
which othervehicles may cross. Agap is treated as open terrain 
by personnel stands and tracked vehicles, but is still treated as 
impassible by wheeled vehicles. 

A personnel stand adjacent to a wall is in cover from any 
direct fire which crosses the wall. A turreted vehicle adjacent 
to a wall is hull-down against any direct fire that crosses the 
wall. 

A low stone wall does not block line of sight. 

11.5 Transportation tines 
Transportation lines are additional man-made features on 

the planet's surface. 
11.51 Highway, Road: A major, hard-surfaced roadway 

with good all-weather capability. 
11.52 Railways: These represent railroad, monorail and 

maglev tracks. They are usually difficult for conventional 
vehicles to cross except at  established crossing points and 
sometimes provide cover in the form of an elevated embank- 
ment. 

11.53 Street: A minor roadway running through a settle- 
ment 

11.54 Trail, Dirt Road: A minor, unpaved roadway. In 
inclement weather this will turn to mud (see Rule 16.2). 

11.55 Embankments: The need for roads or railroads to 
maintain a level bed usually, but not always, results in the 
creation of a causeway or rail embankment. Asa rule, theseare 
low, but provide some cover for infantry. Causeways and 
railroad embankments do not affect movement. A personnel 
stand adjacent to a causeway/embankment is in cover from 
any direct fire which crosses the causeway/embankment. A 
turreted vehicle adjacent to an embankment is hull-down 
against any direct fire that crosses the feature. A causeway/ 
embankment does not block line of sight. 

11.56 High Embankments: In some cases, railroads and 
roads run along embankments that are highly elevated over 
the surrounding terrain. Personnel stands pay a 5cm penalty 
to get on or off the high embankment. Vehicles may not get 
on oroff a high embankmentexceptatpointswhereentrances 
exist, such as where a road crosses the embankment. While on 
the embankment, a vehicle may only move along it. 

A high embankment blocks line of sight, but stands on the 
embankment are not considered on a higher elevation for 
purposes of spotting. 

Stands on a high embankment during daylight are skylined 
forall directfirefromstandsat thesame or lower elevation. The 
hit difficulty is decreased by one level versus skylined stands. 

11.57 Cuts: In certain circumstances, railroads and roads 
run though cuts. Cuts can be either shallow or deep, depend- 
ing on the circumstances. Shallow cuts are bordered by steep 
slopes, but allow stands in the cut to be considered in cover (or 
hull down, if vehicles). 

Deep cuts are also bordered by steep slopes as well, but are 
of such a depth that stands may not fire out of them. Stands 
in deep cuts may only be fired upon by indirect fire. 

11.6 Fortifications 
Fortifications cover such items as bunkers, pillboxes, en- 

trenchments, barbed wire entanglements, antitank ditches 



and the like. Some fortifications may be constructed during the 
course of a game (see Rule 15.9, but most are placed before 
playcommences, as part of the scenario. Forastand to use one 
of these fortifications, it must occupy the fortification and be 
stationary. Cavalry, bicycle and motorcycle stands must dis- 
mount in order to use a fortification. 

Fortifications provide protection from fire combat, as listed 
in the Fortification Fire Modifiers chart below. Against direct 
fire they provide a saving throw, while against explosions they 
provide a reduction in explosive power. 

Fortification Fire 
Modifiers 

Direct Fire 
Type Save No. Explosive Modifier 
Entrenchment 2 -6 
Weapons pit 2 -6 
Bunker 2 -8 
Pillbox 3 -1 0 

11.61 Bunkers, Pillboxes and Entrenchments: Each bun- 
ker or pillbox may hold one personnel stand or a class I to 111 
towed weapon and its crew (excluding recoillessweapons and 
multiple rocket launchers). Each inch of entrenchment may 
hold a personnel stand. Bunkers (which are entrenchments 
with overhead cover, pillboxes and entrenchments provide 
protection from fire in any direction. 

Bunkers and pillboxes may be destroyed by engineers, 
artillery or aircraft. A bunker may take 6 damage points before 

it is destroyed. When destroyed, it is replaced by an entrench- 
ment A pillbox may take 12 damage points before it is 
destroyed. However once destroyed, it is removed from play 
and not replaced, becoming rubble instead. 

Entrenchments are not damaged, only the stands in them. 
1 1.62 Weapons Pits: A weapons pit may hold one towed 

weapon and its crew. It provides protection only to its front 
and flanks; it is open to its rear and provides no modifier to fire 
from this direction. 

11.63 Tank Ramps: Tank ramps are weapons pits for 
vehicles, providing a hull-down position where one wouldn’t 
ordinarily be. Turreted vehicles are hull down to fire from all 
directionswhen ina tankramp.Vehiclesmayleaveatankramp 
only by backing out of it, in a direction fixed by the construc- 
tion of the ramp. 

11.64 Antitank Ditches: Antitank ditches may not be 
crossed by wheeled or tracks vehicles without the aid of 
engineer stands (see Rule 18.524). Air cushion and all flying 
vehicles are unaffected by antitank ditches. Personnel stands 
may cross an antitank ditch, paying a cost of 10 cm to do so. 
Personnel stands within an antitank ditch are in cover. 

11.65 Barbed Wire: Barbed wire may not be crossed by 
wheeled vehicles. Personnel stands adjacent to barbed wire 
may cross it if they receive a cautious advance order and spend 
their entire available movement allowance crossing the wire. 

Tracked, air cushion and flying vehicles may cross barbed 
wire without any movement penalty, and tracked vehicles 
create a gap where they cross. A gap through barbed wire is 
treated as open terrain for all stands. 
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RULE12 V E ~ C U i A R  TRANSPORT 
Vehicles may carry personnel stands, and ground vehicles may 

carry towed weapons. Each vehicle capable of transporting stands 
and/or towing weapons should be noted on the unit's data card. 

12.1 Transporting Personnel Stands 
Personnel stands may be carried by dedicated transport vehicles 

(such as trucks and armored personnel carriers). They may ride on 
the top of armored fighting vehicles such as tanks, and they may be 
carried by transport considered part of the stand, such as bicycles or 
riding mounts. 

12.1 1 Transport Vehicles: A vehicle capable of carrying person- 
nel stands has a transport capacity which specifies the number of 
fireteam stands it may carry. A truck, with a capacity of three, for 
example,can carrythreesinglestands. Adoublestand countsastwo 
fireteam stands for transport purposes, while a single-figure stand 
counts as a half stand. There are two exceptions to this rule: 

Motorcycle, bicyde, grav cycle and cavalry stands, all of which are 
treated as personnel stands, may not be transported by other vehicles. 

Vehicles with a transport capacity of 1 or greater may carry one 
single-figure stand for free, in addition to any other stands trans- 
ported. Thus, a truck with a capacity of 2 could carry two fireteam 
stands and a single-figurestand, oradoublestand and asingle-figure 
stand. 

Personnel stands mount and dismount from transport vehicles 
during movement. It costs both the transport vehicle and the 
personnel stand half their movement allowance for the turn to 
mount or dismount. If either stand has moved before the mounting/ 
dismounting takes place, that percentage of movement is lost by 
both the stand being transported and the transporting vehicle. 

Example: Two infantry stands are ordered to carry out a rapid 
advance, which gives them a maximum moveof 40 cm. They run to 
a medium truck sitting on a road which is 10 cm away. They spend 
half their move, or 20 cm, to mount the truck. The truck may now 
move, but as the stands it is transporting have used 30 cm, or 75% 
of their movement, it is limited to using 25% of its road move. 

12.12 AN Passengers: Any personnel stand, except cavalry, 
bicycle, motorcycle, gravcycle or a double-sized stand, may ride on 
an AFV. One stand may ride on each qualified AFV. Any tracked AFV 
that is not a transport vehicle and is not open topped is qualified for 
A N  passengers. 

12.1 3 Dismounted Troops: Any cavalry, bicycle, grav cycle or 
motorcycle stands may elect to dismount from their horses, bicycles, 
gravcycles and motorcycles, and sewe as dismounted stands. These 
stands may mountjdismount in the same way as personnel stands 
mount/dismount transportvehicles, at a cost of half their movement 
allowance. 

Once dismounted, these stands move as all other personnel 
stands. Cavalry, bicycle and motorcycle stands may only remount in 
the same location where they dismounted. Should enemy stands 
pass through this location, they may not remount. 

12.1 4 Crav Belts: Personnel stands equipped with grav belts move 
using thecharacteristics ofthegrav belt, butarein all respects treated 
as personnel stands. Crav belt stands may be transported by other 
vehicles. 

A transport vehicle may pull a towed weapon lighter than its 
towing capacity, but it is limited to one towed weapon at a time. 
Thus, a light truck, with a towing capacity of IV, could pull a dass I, 
II, 111 or IV towed weapon. Note that a vehicle may be able to tow a 
weapon, yet not necessarily have the capacity to transport the 
weapon's crew. 

12.21 Limberlng/Unlimberlng Towed Weapons: A towed 
weapon must be limbered to its towing vehicle in order to be towed. 
If limbered, it must be unlimbered from its towing vehicle in order 
to fire. The gun crew of a towed weapon pays a movement cost to 
limberorunlimberthetowed weapon. However,thegun crewdoes 
not pay any additional cost to mount/dismountthe transportvehicle 
when limbering/unlimbering a towed weapon from the same 
transport vehicle. Limber and unlimbering costs are: 

C/ass / Towed Weapon: It costs half the movement allowance of 
both the vehicle and crew to either limber or unlimber the weapon. 

Class / I  Towed Weapon: It costs half the movement allowance of 
both the vehicle and crew to unlimber the weapon, and all the 
movement of both to limber the weapon. 

Classes ///-VI Towed Weapons: It costs all the movement allowance 
of both the vehicle and crew to either limber or unlimber the 
weapon. 
As with the mounting/dismounting of troops, if the stands which 

are attempting to limber/unlimber have moved prior to the act of 
limbering/unlimbering, that movement is deducted from any re- 
maining. 

12.3 Towing/Pushing Vehicles 
A disabled vehicle may be pushed out of the way by any recovery 

vehicle, or by any vehicle of an equal or greater weight class (as 
defined in Rule 1.1 3). Avehicle which is destroyed during the game 
may not be pushed out of the way; it is assumed that the wreck is on 
fire and too dangerous to approach. If a game is played with wrecks 
(destroyedvehicles) presentfrom thestart of thegame, thosewrecks 
may be pushed out of the way. 

12.31 Pushing: To push a vehicle out of the way, the pushing 
vehicle must start adjacent to the vehicle and be given a full advance 
order. It takes the pushing vehicle's entire movement allowance for 
the turn to push the vehicle out of the way. 

A vehicle forced back due to fire during this process must roll dice 
to see if it succeeded in pushing the other vehicle out of the way 
before being forced back. It succeeds on a roll of 5 or less. 

12.32 Towing: A disabled vehicle may be towed by a recovery 
vehicle or other vehicle of equal or greater weight class. To prepare 
a vehicle for towing, the towing vehicle must spend one Movement 
Phase stationary and adjacent to the vehicle to be towed. 

A vehicle forced back during this process does not succeed in the 
tow and must start overwhen it returns. When a vehicle tows another 
vehicle, its movement is quartered. A destroyed vehicle may not be 
towed; it is assumed that damage to the vehicle is too severe. 

12.2 Transporting Towed Weapons 
A transport vehicle capable of towing has a towing capacity code 

(I, II, 111, IV, V or VI) corresponding to the maximum class of towed 
weapon it may pull. 
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RULE 13: ADVANCED DlRECT FlRE 

control computers and other special cases. 

13.1 Agility 
Agility is the game mechanism which shows the difficulty of 

hitting a fast-moving target. Fast-moving vehicles, missiles 
and even artillery shells have agility ratings, which are progres- 
sive increases in the difficulty level of the to-hit die roll. 

Each such increase in difficulty, called a "diff mod," halves 
the chances of success, roundingfractions down. Asa practical 
matter, this means that the shot is resolved as if it were one 
range band more distant for purposes of hitting (but not for 
ROF or penetration purposes). 

If the diff mods increase the range of the shot beyond 
extreme range, each additional diff mod increase reduces the 
number of dice rolls (ROF) by 1. If the ROF is reduced to 0 or 
less, no shot is possible. 

13.11 Target Agility Many vehicles and all aircraft have 
agility diff mods based on their speed. These diff mods are 
recorded on the vehicle's data card in parentheses after their 
movement allowances. Three diff mods are given for most 
movement allowances, the three mods being (in order) that 
for a cautious advance, a rapid advance and a travel order. 
Vehicles which have no agility diff mods at a given speed will 
have a - instead. 

For example, a vehicle with the notation (-, -, +1) would 
have no agility diff mods when conducting either a cautious or 
rapidadvance, but would have a diff mod of 1 when travelling. 

Flying vehicles only have a total of three diff mods: two for 
low altitude/NOE flight and one for high-altitude flight. The 
two low-altitude diff mods are used for cautious and rapid 
advance, while the high-altitude mod is used for travelorders. 

13.12 Missile Agility: All missiles have asingleagility, which 
is recorded on the unit data card. Missiles may not be fired at 
by weapons which do not have point defense fire control (see 
Rule 13.2 below). 

13.13 Artillery Agility All indirect fire nonmissile artillery 
rounds (both area fire and precision fire) have an agility of +6. 
Artillery rounds may not be fired at by weapons which do not 
have point defense fire control (see Rule 13.2 below). 

This rule expand the direct fire rules by adding agility, fire 

13.2 Fire Control 
Many larger weapons have sophisticated fire control com- 

puters which assist them in tracking and engaging fast- 
moving targets. 

Fire control computers enable a weapon to ignore one or 
more diff mod increases due to target agility. The number of 
diff mods the weapon ignores is referred to as its "fire control 
bonus." Note that fire control systems do not reduce difficulty 
below the level determined by the actual range; they merely 
allow the weapon to ignore increases. 

13.3 Point Defense 
Onlyweapons equipped with point defense fire control may 

fire like any other weapon, using their printed fire control 
bonus to ignore agility diff mods. They have several special 
features in addition, however. 

First, only weapons with point defense fire control may fire 
at missiles and ballistic projectiles (artillery rounds). Only 
weapons with a penetration greater than Nil have an effect on 
missiles and artillery rounds. 

Point defense weapons may fire in self-defense at incoming 
missiles and ballistic projectiles in any Fire sub-phase, regard- 
less of the movement order received, provided the movement 
order allows the weapon to fire a t  all. (Units operating under 
travel, rallyand regrouporders, for example, may not fire point 
defense in self-defense.) 

When firing at missiles or ballistic projectiles not directed at 
them, or when firing at  any other target, they fire in the Fire 
sub-phase determined by the order they were issued in the 
Command Phase. 

Regardless of the initiative level of the firing gun crew, point 
defense fire in a sub-phase is always resolved before the fire of 
the missile or ballistic projectile fired at  by the point defense 
weapon. If, for example, an Elite stand fired a missile at  an 
enemy tank, an enemypointdefenseweapon eligible to firein 
that sub-phase could still fire at the missile and attempt to 
shoot it down, and that attempt would be resolved before the 
missile attack, even if the point defense weapon's crew were 
only Experienced. 

Second, when firing at either nonevading ballistic projectiles 
(such as artillery) or at flying vehicles conducting travel move- 
ment, the point defense system doubles its fire control bonus. 
Note that this does not apply to missiles or flying vehicles in at 
low altitude (executing a cautious or rapid advance order). 

Any hit on a missile or artillery round destroys it. 

13.4 Advanced Missiles 
This rule introduces several more sophisticated types of 

missiles to the game. 
13.41 Homing Missiles: Homing missiles are locked onto a 

target and then actively seek it after firing. Homing missiles 
have the same range bands as for conventional direct fire 
weapons and use the accuracy asset of the firing troops. 

Homing missiles have an agilityrating, thesame asany other 
missile. Homing missiles, however, use their agility rating 
minus as a fire control bonus versus the agility of the target. A 
homing missile with an agility of 4, for example, could ignore 
up to four agility diff mods due to the target's speed. 

13.42 Overhead Attack Missiles: Overhead attack missiles 
attack the top amor of a vehicle instead of the armor face 
presented to the firer. There are two types of overhead attack 
missiles-top attack and plunging attack-based on their 
flight path. 

7 3.42 7 Top Attack Missiles: Top attack missiles are available 
from tech level 8 on. Their penetration is usually much lower 
than comparably sized missiles which approach the vehicle 
directly, since the warhead is much less efficient when placed 
at an angle to the centerline of the missile and there is less 



control over optimal stand-off range. Top attack missiles fly 
directly at the target but then fly across the top of it. As they 
pass over the target their warhead fires down (and usually 
slightly forward) to hit the top armor of the vehicle. 

Top attack missiles are treated as conventional Tac missiles 
in all respects except that they always attack the top armor of 
the vehicle. 

13.422 Plunging Attack Missiles: Plunging attack missiles are 
also available from tech level 9 on. Their penetration is the 
same asfora conventional missile, as they approach the target 
from a higher altitude and then dive down onto it, thus 
attacking with the warhead in a conventional position. 

Plunging attack missiles are treated as conventional Tac 
missiles in all respects save two. First they always attack the top 
armor of the vehicle. Second, they are treated as nonevading 
ballistic roundsfor purposes of defensive fire by point defense 
systems. 

13.43 Drone Missiles: Drone missiles are small remotely 
piloted aerial vehicles equipped with both a sensor and a 
warhead. Each drone missile is controlled from the launch 
station by a pilot and is self-ordered while aloft, so long as it is 
in communication with the launch vehicle. The missile may 
remain airborne throughout the scenario; the range bands 
listed for the missile are purely for determining accuracy of fire. 

A drone missile attacks by flying into a target structure, 
vehicle or stand. The attack is treated as direct fire, and the 
distance the missile moved that movement phase is the range 
used to determine the accuracy die roll of the attack. For 
example, a missile with a short range (for accuracy purposes) 
of 20 cm and which moved 60 cm the tum it struck its target 
would resolve its accuracy die roll as fire from long range. 

Adrone missile may be ordered to hit an armored face other 
than the one the missile is facing, but this increases the 
difficulty of hitting by one range band. The long-range attack 
mentioned above, for example, would be resolved as an 
ex treme-ra n ge attack. 

13.5 Aerial Attacks 
Flying vehicles firing at ground targets do so in one of two 

ways-by turreted fire and approach fire. 
13.51 Turreted Fire: Some flying vehicles have turrets 

mounted on their bellies to direct fire at  ground targets. Only 
flying vehicles capable of NOE flight have such turrets. (Fixed- 
wing aircraft not capable of NOE flight may have turreted 
weapons, but they are for fire at other aircraft, not ground 
targets.) 

Flying vehiclesfire turreted weapons in the same manner as 
do groundvehicles, with the move order restricting the ability 
of the weapon to fire by stabilization overcoming this. 

13.52 Approach Fire: Flying vehicles firing nonturreted 
weapons do so via approach fire. This includes fixed fonvard- 
firing projectile and energyweapons aswell as rockets, missiles 
and bombs. Flying vehicles following a travelorder (and thus 
flying a t  higher altitudes) may attack using approach fire. 
(Note that this is the only time that a unit in the game may fire 

while executing a travel order.) 
Approach fire requires the aircraft to fly in a straight line 

directlyat the targetfortheentire turn. (If capable of hoverins 
the aircraft may hover in place facing the target) Ifflying above 
NOE altitude, the player also specifies the altitude (in centime- 
ters on the game table) at which the aircraft is flying. If 
dropping bombs, the flying vehicle must pass directly over the 
target during movement 

Approach fire is conducted a t  the end of the fire phase after 
all ground units have fired. However, the fire is conducted as 
if from any point along its movement If the flying vehicle has 
been forced back or destroyed by fire during the turn, and the 
fire which destroyed it or forced it back came at a point along 
its flight path before the point a t  which itfired, its fire does not 
take place. If the fire hit the aircraft on its flight path after the 
designated firing point the aircraft is allowed to fire. 

13.521 Direct Fire: All approach fire from cannons, energy 
weapons and missiles are resolved as direct fire attacks using 
the normal direct fire rules. 

13.522 Bombs and Rockets: All approach fire using bombs 
and rockets is resolved as indirect area fire, with the accuracy 
roll based on the altitude of the attacking aircrak Aircraft flying 
at up to 10 cm attack as if at  short range; those flying at up to 
50 cm do so as if a t  medium range; those flying at  up to 100 
cm do so as if at long range; and those flying at over 100 cm 
do so as if a t  extreme range. 

All rocket and bomb attacks which miss deviate in the same 
manner as artillery rocket launchers. 

Aerial Bombardment 
Altitude Range for Accuracy 
0-1 0 cm Short 
11 -50 cm Medium 
51 -1 00 cm Long 
101+ cm Extreme 

13.6 Meson Guns 
Meson guns have the advantage of being able to fire 

through objects (such as planets) without interacting with 
the intervening material. Meson gun fire against targets 
visible to the gun crew is treated as direct fire. Meson guns 
may also fire against targets not visible to the gun crew, 
provided an observer can direct the fire onto target This 
type of fire is treated as indirect area fire. 

In the case of direct fire, a direct hit on a target always 
causes a casualty; no saving throw is made, nor is any 
penetration check versus vehicle armor made. 

In both direct and indirect fire, the meson pulse is treated 
as a conventional exploding round, with one important 
difference. No reductions to the explosive power of the 
meson gun’s fire are ever made for terrain, cover, vehicle 
weight or armor, or any other factor. The explosive value of 
the round is always the target number rolled to inflict a hit 
on the target. 
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13.7 Orbital Bombardment 
Attacks from orbit by directed energy weapons (meson 

guns, lasers and particle accelerators) are treated as direct fire, 
with the following exceptions. 

13.71 Allowed Targets: Orbital direct fire may only be 
used to attack surface installations (such as settlements), 
vehicles, and towed or emplaced weapons (such as air 
defense missiles). They may not attack personnel stands 
(although personnel stands riding in vehicles or occupying 
structures may be attacked as the vehicle or structure is 
attacked). 

13.72 Range: For purposes of accuracy, all orbital direct 
fire is treated as short-range fire. For purposes of damage 
and penetration, all orbital meson gun fire is  treated as 
short-range fire, all laser direct fire is  treated as medium- 
range fire, and all particle accelerator fire is treated as 
extreme-range fire. 

13.73 Angle of Attack All orbital direct fire attacks the 
top armor of vehicles. 

13.74TargetAgility:All ground and flying targetsdouble 
their agility ratings when being fired a t  from orbit. 

13.8 Multiple Projectile Rounds (MPRs) 
Multiple projectile roundsinclude shotgun rounds, flechettes 

and cannister. 
13.81 Small Arms: Small arms multiple projectile roundsare 

shotgun rounds and flechette rounds fired from light assault 
guns (LACS). Small arms MPRs roll twice their normal number 
of dice at short range. This is indicated by an asterisk after the 
short-range ROF number. 

For example, a shotgun with an ROF of 3* would roll 6 dice 
for hits. 

13.82 Heavy Weapons: Heavy weapon multiple projectile 
rounds (MPRs) are flechette rounds and (in black-powder 
cannons) cannister. 
73.827 flecheffe: Some weapons have the ability to fire 

flechette rounds, antipersonnel ammunition containing hun- 
dreds of tiny darts. 

Flechette rounds may only be fired by directfire. Unlikeother 
directfire, flechette roundsdo not require a to-hit roll. Instead, 
the area of effect of the flechette round, called its "danger 
space," is placed on the table by the firing player along the 
imaginary line from the firing unit to the target, with the 
danger space's long dimension lying along that line, and its 
width centered on that line. This danger space must remain 
completely within a single range band of the firing weapon. 

All targets within the area of effect roll 1020 for hits. A roll 
of 1-6 results in two hits, and a roll of 7-1 2 results in one hit. 
Rolls of 13+ are no effect. 

Each hit has a penetration value of 2, and targets make 
saving throw rolls with cover benefits as normal. 

7 3.822 CannisfecCannisteris resolved likeaflechette round, 
except that the burst area is always placedstarting a t  the barrel 
of the cannon. 

13.9 Laser Armor: Lasers are not affected by nonrigid 
armor. Melee-only armor as well as flak jackets, ballistic cloth, 
ballistic weave and combat environment suits provide no 
saving throws vs. laser fire. 
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the basic game. 
The following rules deal with abilities of artillery not found in 

14.1 Artillery Rocket Launchers 
Artillery rocket launchers (ARLs) conduct indirect fire in a 

slightly different manner than regular artillery fire. Although 
ARLs have multiple tubes, they are treated as one round with 
a very large burst area. This burst area is a circle and covers the 
beatenzoneof the rocketsalvo. ARLs may notconduct ranging 
fire, nor may they use preplotted pointsfor targets. All ARLfire 
missions are plotted in the usual manner, but there is always 
a die roll to see if they are on target. 

If the accuracy roll fails, then unlike the procedure normally 
used for artillery, the firing player uses the deviation chart to 
find where the rounds actually land. To do so, roll 1 D20. The 
number rolled determines the direction that  the impact point 
will shift.Then roll 1 D20 again forthe distance (in centimeters) 
that the mission will deviate from the plotted target point, 
doubling the number rolled if the firing stand is Novice and 
halving it if the crew is Elite. Move the target point of the 
mission in the direction and distance rolled, and center the 
burst template at  that point in accordance with Rule 8. 

OnceanARLfires, it maynotfireagain untilitisreloaded. lttakes 
the crewtwocomplete tumsto reloaditsARL lfthe ARLisequipped 
with an autoloader, reloadingtakesonlyonefull tum.Thecw and 
weapon must be stationary while reloading. Due to their nature, 
ARb never continue fire in the Opportunity Fire sub-phase, as it is 
not possible to keep up a bombardment on the same area with a 
single unit An ARL is automatically spotted in the Fire Phase in 
whichitfiresifanenemystandhasan unblockedlineofsighttothe 
ARL when it fires. 

Example: An ARL carries out a mission which was plotted by 
an Experienced forward observer stand. The target accuracy 
die roll number is a 5 or less. The die roll is a 6, which means 
the mission fails to hit the impact point. The roll for deviation 
is a 10, which means the mission will drop short. The roll for 
distance is a 16, which means the point of impact is shifted 16 
cm awayfrom the intended point of impact. Any units present, 
whether enemy or friendly, may be hit by this fire. 

14.11 Remote MRLs: Remote MRLs are small unmanned 
multiple-tube ARLs emplaced a safe distance from friendly 
troops. They fire like any other ARL but once employed may 
not be moved or reloaded during a game. 

Remote MRLs are off-loaded like any stand or may be 
dropped by purpose-built emplacement vehicles in one turn. 

14.2 General Support Fire 
In a number of cases, artillery fire is referred to as general 

support (CS) as opposed to direct support (DS). The main 
difference is that direct support artillery is controlled by a unit 
on the field. General support artillery, while operating in 
support of the units there, is not controlled by any unit on the 
battlefield. The following missions are examples of general 
support missions. They occur according to a prefixed sched- 
ule, and may not be altered in the course of a game except to 
cancel them. They are fired by battalions; a single battery may 
never be assigned to a general support mission. All die rollsfor 
general support missions are carried out by the referee. 

14.21 Harassment and Interdiction Fire: Often referred to 
as "map fire," these missions are designed to call fire down on 
specific geographic points such as towns, bridges, road junc- 
tions, etc., to deny their use to the enemy. This mission can 
never be a converged sheaf, and the explosive value on stands 
moving through the impact area is halved, rounded down. 
Note that this is in addition to any other modifiers for the 
stands in the impact area. 

fire from a harassment and interdiction mission falls during 
the Opportunity Fire sub-phase. 

&ample: A 15cm howitzer battery is firing at a crossroads 
which an enemy tank battalion needs to move through. The 
explosive value of the  artillery is a 14, halved to a 7. The tanks 
have an explosive value modifier of -5, so they can only be 
damaged by the fire on a roll of 1 or 2. However any soft 
vehicles (explosive value modifier of -1) moving with the 
battalion would be hit on a roll of a 1 to 6. 

Players should note that the area under bombardment may 
be circumvented bya unit toavoid passing through the target 
zone. Such a move is perfectly correct, as that is the goal of such 
a mission. 

ARL battalions which are assigned to such missions must 
always roll for deviation. However, the explosive value of the 
impact areas are not halved. 

14.22 Counterbattery Fire: Counterbattery fire is con- 
ducted against enemy artillery stands. It can be carried out in 
one of two ways. It may be conducted as "map fire" against 
suspected enemy positions as in the section above. If the 
resources exist, it may be carried out with the aid of 
counterbattery sensors. 

Counterbattery sensors have ranges just like other sensors, 
but they are used exclusively to detect and track incoming area 
fire rounds shot by guns or mortars. By plotting the trajectory 
of the round, the sensor's computer can pinpoint the location 
of the firing weapon. 

Each counterbattery sensor in use can detect one firing 
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enemyartilleryunit and allow an attack on that unit in the next 
turn by area fire (not precision fire) weapons. The accuracy roll 
forthe indirect fire attack is based on the range from the sensor 
tothe firing unit. (In mostcases, both of thesewill be off-table). 
In other words, no roll for success is made when the enemy 
artillery fires. Instead, the accuracy roll for the counterbattery 
fire i s  the real indication of how successful the sensor was. 

14.3 Destruction by Area Fire 
Buildings, bridgesand certain types of fortifications maytake 

damage from artillery fire (either direct or indirect fire HE, and 
certain types of AP fire). For each turn that such a structure is 
in the blast area of an explosive weapon, it takesdamage equal 
to half the explosive value of the round minus 4. Thus, 
weapons with an explosive value of 8 or less have no effect on 
a structure. A 1 Ocm round with an explosivevalue of 10 will do 
1 point of damage to a structure, while an 8cm round with an 
explosive value of 8 will do 0 points of damage. 

AP rounds greater than 7 cm do 1 point of damage per hit. 
Smaller AP rounds have no effect. 

Note that in the case of a converged sheaf fired at a structure, 
each round will cause damage. Thus, a class V bridge which is 
hit by a converged sheaf of three 15cm rounds, each with an 
explosive value of 14, will take 3 points damage from each 
round. Thus, in one turn, the class V bridge, which is reduced 
one level for every 3 damage pointssuffered (see Rule 11.31), 
would be reduced to a class II bridge. 

For the damage capacity of structures, see Rule 11.4 
(planetscapes). 

14.4 Submunition Rounds 
There are three types of submunition rounds: standard 

submunitions, dual purpose (DP) submunitions and homing 
submunitions. Submunition rounds carry a large number of 

small grenades which are spread across the burst area and 
which detonate when they strike the ground or a target. DP 
submunitions include antitank grenades. 

Submunition rounds cover a burst area larger than the size 
of a normal HE round, as shown in the data annexes to the 
rules. Conventional submunitions and DP submunitions both 
have an explosive value of 16. Homing submunitions have an 
explosive value of 20versusvehicles and 1 0 versus nonvehicle 
stands. 

All submunition rounds use the following modifiers to their 
explosive value (instead of those normally used for exploding 
rounds). 

Submunition Fire Modifiers 
Target is: Modifier 
Armored vehicle* -1 2/43 

Terrain is: Modifier 
Light vegetation** -6 
Moderate vegetation** -1 0 
Dense vegetation** NE (-1 6) 
Entrenchment -1 2 
Weapons pit -8 
Building -1 4 
Bunker, pillbox NE (-1 6) 
Open water NE (-1 6)  

*Only counts as armored if it has top armor of 2 or more, 

**Vegetation must include some overhead canopy of 
Lower modifier is used versus DP submunitions. 

branches and leaves to provide modifiers. 

14.5 Orbital Bombardment 
Orbital bombardment using missiles and deadfall bombs 

(both guided and unguided) is treated asa form of indirect fire. 
Missiles and guided bombs are precision indirect fire, while 
unguided bombs are indirect area fire. 

14.51 Delay: Bombs and missiles dropped from orbit are 
actually fired a t  the planetary surface with a respectable initial 
velocity(on theorderof800to 1200 kmperhour), butstilltake 
time to reach the planetary surface from high orbit, so all 
orbital bombardment missions must be planned in advance. 
The larger the planet, the higher the orbit and the longer the 
delay. 

The actual delay in game turns from the time the mission is 
plotted to the time it arrives is equal to the world size code. So, 
for example, if fighting on an Earth-sized planet (world size 
code of 8), an orbital bombardment mission would arrive eight 
game turns after it was plotted. 

14.52 Range: Range for purposes of accuracy is  the same as 
used for conventional indirect fire missions, but is always 
treated as one range band farther away. 

14.53 Deviation: All area fire attacks by orbital bombard- 
ment which miss arestill placed on the table, but deviate using 
the same rules as for artillery rocket launchers. 



RULE 15: ADVANCED VtSlBtUTY 

a unit to detect hostile units in a variety of ways. 
Environmental variations affect visibility and the ability of 

15.1 Horizon 
The maximum line of sight visibility is always the distance 

to the horizon. This may be reduced by unevenness of the 
ground or atmospheric conditions, but is never more than 
that. Elevations (such as on a hill) can increase this by 
pushing the horizon further out, as detailed in the basic 
game rules. 

The basic rules assume a size 8 planet (in Traveller terms) 
with a mean diameter of 12,800 km. Horizon distances on 
different-sized worlds are listed below. 

Distance to Horizon 
Mean World Distance 

World Size Code Diameter (km) to Horizon (cm) 
1 (Small) 1600 1800 
2 (Small) 3200 2500 
3 (Small) 4800 31 00 
4 (Small) 6400 3600 
5 (Medium) 8000 4000 
6 (Medium) 9600 4400 
7 (Medium) 11,200 4700 

9 (Large) 14,400 5400 
A (Large) 16,000 5700 

8 (Large) 12,800 51 00 

15.2 Night 
Visibility at night varies considerably, depending on the 

amount of background light. 
The referee should assign a background light level from 1 

to 3, with 1 being the brightest, representing a clear night 
with one or more full moons high in the sky, and 3 being the 
darkest, a cloud-covered, moonless night. 

The background light level equals the number of +diff 
mods applied to the naked eye detection task. Some vision 
enhancement devices avoid these diff mods, however, as 
indicated below. 

The effects of night are expressed as +diff mods to the 
spotting task, but all of these diff mods should be used as 
progressive halvings of the eyeball short range. The result- 
ing extreme range is then the absolute limit of visibility. 

For example, on a very dark night (+3 diff mod), eyeball 
short range becomes 12.5 cm, which makes the absolute 
upper limit of eyeball visibility 100 cm. 

15.21 Other Effects: Reduced visibility due to darkness 
has effects beyond spotting and maximum sighting range. 

75.27 7 TroopQua/ity/Mora/e: During night turns, all units 
have their troop quality reduced by one level (Elites func- 
tion as Veterans, Veterans function as Experienced, Experi- 
enced function as Novice. Novice units remain Novice). In 
addition, morale levels are reduced by 4 during night 
hours. 

75.272 Command and Orders: During night turns, the 
radius of effect for an order is  reduced from 15 cm to 5 cm. 
In addition, units may not be given regroup or rally orders 
during night turns. 

75.21 3 Engineering: Engineering tasks (see Rule 18) take 
twice as long if carried out at night. 

15.3 Weather 
Weather which affects visibility includes fog, low clouds, 

high winds which carry dust and, of course, precipitation 
(rain and snow). 

For purposes of visibility, however, the referee simply 
classifies inclement weather as to its diff mod level, ranging 
from +l to +3 (or, very occasionally, +4). 

Difficulty modifiers for weather should also be used to 
determine the reduced upper limits of visibility. 

15.4 Smoke 
Light smoke (that generated by artillery smoke rounds 

when they hit) imposes a +1 diff mod on spotting attempts 
through it. On subsequent turns, it blocks line of sight 
completely. 

15.5 Wind 
There are three classes of wind: light, moderate and high. 

It is  quite rare for no wind at all to be blowing, and therefore 
the normal wind condition is light. 

15.51 Effects: Light wind has no effects other than to 
move smoke in a given direction (see Rule 15.362). 

Moderate wind reduces visibility by 10 inches in dusty 
conditions. Moderate wind during a rain or snow storm 
halves visibility (in addition to the effect of the storm). 

High wind reduces visibility by 20 inches in dusty condi- 
tions. High wind during a storm quarters visibility (round to 
the nearest inch). High wind makes sound ranging impos- 
sible. 

The maximum length of a smoke template in high wind 
conditions is 4 inches. Because of the deleterious effects of 
high winds on the game, referees are advised to limit high 
wind conditions to one or two turns and then reduce them 
to moderate. 

15.52 Direction: Wind direction is determined a t  the start 
of the game. This may be accomplished by referee fiat, or 
randomly by consulting the scatter diagram (see the Game 
Reference chart). To use the chart, the referee picks a 
direction on the table and orients the chart so that the "1 - 
6" arrow on the chart points that way. Roll 1 D2Oand consult 
the chart. The arrow corresponding to the result is the wind 
direction. 

15.53 Changes in the Wind: For simplicity, the referee 
may decide that the wind direction and intensity will not 
change over the course of a game. If desired, however, a 
chart similar to the one below can be used. 

Each turn, roll for a change in wind intensityand direction 
(two separate rolls). 



Wind 
(roll twice per turn) 

Roll Direction Intensity 
1-2 Nochange tight unchanged, 

3-16 Nochange No change 
17-18 Shift1 dod<wise No change 
19-20 Shif t  1 counterclockwise Light becomes moderate, 

moderate becomes high, 
high is unchanged 

moderate becomes light, 
high becomes moderate 

15.54 Wind and Storms: The amval of a storm is usually 
accompanied bya change in the wind. Most often this is ashift 
in direction of one point (sometimes the wind increases one 
level in intensity as well). 

15.6 Vision Enhancement Devices 
Avariety of vision enhancement devices may be available to 

the unit. These are listed in the data annexes to the rules along 
with their short ranges. Vision enhancement devices have the 
following special capabilities. 

15.61 Infrared (IR): Infrared devices are not affected by 
night +diff mods. 

15.62 Light Amplification: Light amplification devices are 
not affected by night +1 or +2 diff mods, but suffer the full 
effect of +3 diff mods. They may not be used at all in any sort 
of poor weather. 

15.63 Image Intensifiers: Image intensifiers are not af- 
fected by night +diff mods. 

15.64 Thermal Viewers: Thermal viewers are not affected 
by night diff mods or +1 weather diff mods or +1 smoke diff 
mods. They are affected by anyweather diff mod greaterthan 

+1, and they suffer a +1 diff mod when attempting to spot or 
see through a solid smoke screen. 

15.65 Radar and Ladar: Radar is not affected by smoke, 
night orweather. It may be jammed (see Rule0.00: Electronic 
Warfare). 

Ladar is not affected by night +diff mods. It is affected by 
weather and smoke at  tech level 12 and below. At tech level 
13 and above, it is unaffected by smoke and weather. Ladar 
cannot be jammed. 

15.7 Illumination 
Objects which are illuminated can be seen at normal day- 

light eyeball ranges. Several means of illumination are avail- 
able. 

15.71 ILLUM Rounds: Manyartilleryweaponsareequipped 
with ILLUM (illumination) rounds. An ILLUM round illuminates 
the area within its burst radius as if it were full daylight 

ILLUM rounds have no effect in bad weather or in smoke. 
15.72 White Light Spotlight: A white light spotlight will 

illuminate an area 2 cm across at ranges up to 200 cm, and 
allows any stand to spot targets within the illuminated area as 
if it were daylight. The light itself is automatically spotted (at 
night) by all stands at any distance, provided they have an 
unobstructed line of sight to it. 

White light spotlights have no effect in bad weather or in 
smoke. 

15.73 IR Spot1ights:An infrared spotlight can illuminate an 
area 2 cm across a t  a range of up to 100 cm. Only stands 
equipped with IR goggles can see the light, and they make 
spotting rolls against the targets within the illuminated area as 
if it were daylight (regardless of the listed ranges of the IR 
goggles). The light itself is automatically spotted (at night) by 
all stands at any distance, provided they have an unobstructed 
line of sight to it and are equipped with IR goggles. 

IR spotlights have no effect in bad weather or in smoke. 



-LE la. ADVANCED WEATHER 

effects of each type of weather are as follows: 
Weather may affect both movement and visibility. The 

16.1 Rain 
Rain reduces visibility and, depending on its duration, may 

produce mud and thus restrict movement as well. Thevisibility 
effects of rain are covered in Rule 15 under weather. 

The referee may make a table to determine the extent of the 
rainfall, as well as any changes in its type. For example: 

Rainfall 
(roll each turn) 

Die Roll Effect 
1-2 

3-9 No change 
10 

tight ceases, steady becomes light, heavy becomes 
steady, clear remains unchanged 

Light becomes steady, steady becomes heavy, clear 
becomes light 

If rain continues for any length, it will affect the ground 
conditions by producing mud. Count the number of turns that 
it has been raining, with each turn of light rain countingasone- 
half, and each turn of heavy rain as two turns, and checkon the 
following table: 

Rain Ground Conditions 

Light mud 
Medium mud 
Heavy mud 

HOUK Condition 
3 hours of rain 
6 hours of rain 
12 hours of rain 

Note that the referee may determine as part of the scenario 
that it has been raining a set number of turns before the start 
of the game. 

16.2 Mud 
Mud caused by rain or other weather is  temporary; mud 

caused by poor drainage or a high water table is  permanent. 
Mud affects the movement of all stands except those on hard- 
surfaced roads. The effects of each type of mud condition are 
as follows: 

16.21 LightMud:All groundstandsmoving dosoby paying 
double movement costs in addition to any other movement 
costs they must pay. Thus, a tracked vehicles moving in a 
woods would pay double movement costsfor the woods, and 
double again for the light mud. Thus, they would be paying 
quadruple costs (i.e., 4 cm for every centimeter actually 
moved). 

16.22 Medium Mud: All personnel stands move by paying 
double movement costs in addition to any other movement 
costs they must pay. All ground vehicles (except air cushion 
vehicles) move by paying quadruple movement costs in 
addition to any other movement costs they must pay. Thus, a 
tracked vehicle moving in a woods would pay double move- 

ment costs for the woods, and quadruple again for the 
medium mud, octupled total movement costs or 8 cm for 
every centimeter actually moved. 

In addition, all ground vehicles (except air cushion vehicles) 
while moving cross country may become mired. 

16.23 Heavy Mud: All personnel stands move by paying 
double movement costs in addition to any other movement 
costs they must pay. All ground vehicles (except air cushion 
vehicles) move by paying quadruple movement costs in 
addition to any other movement costs they must pay. 

All ground vehicles (except air cushion vehicles) while 
moving crosscountry may become mired. In addition, wheeled 
vehicles may become mired when moving on unpaved roads. 

16.24 Flooded Areas: Depending upon the scenario, the 
referee may choose to mark certain areas along rivers and 
creeks as flooded. Such areas may either be considered as 
impassible or as heavy mud, at the referee's discretion. In 
addition, flooded areas may block access to some bridges. As 
a general rule, the area within 5 cm of an impassible flooded 
area should be treated as heavy mud. 

16.25 Mired Vehicles: At the end of each Movement Phase 
in which a vehicle that moves has a chance to mire, check the 
following chart. Roll 1 D2Ofor thevehicle. If the die roll is equal 
to or less than the number indicated, it is mired. Recovery 
vehicles are exempt from having to roll on the Miring chart, 
below. 

Miring 
Miring Roll Mirinu Roll 

Vehicle Type Medium Mud Hew-Mud 
Wheeled vehicle on dirt road 2 
Wheeled vehicle off road 4 8 
Tracked vehicle off road 2 4 

A mired vehicle may not move until unmired, eitherwith the 
help of vehicles or by itself. 

Normally the check to mire is made at  the end of a turn. If, 
however, a vehicle moves across an area where it can mire to 
an area where it is safe, it still must check at the point where 
it left the area. 

Example: An wheeled armored car is moving down a hard 
road. It must leave the road and detour around a wreck onto 
heavy mud. Even though it will start and end the turn on a hard 
surface road where it is a wheeled vehicle safe from miring, it 
still must check a t  the point where it attempts to regain the 
road. On a roll of a 1 to 8, it will be mired. 

16.26 Unmiring Vehicles: Avehicle may be unmired in one 
of the two ways. It may be pushed or pulled by anothervehicle 
for at least 1 cm (per Rule 12.3). If this happens, the vehicle is 
unmired. 
As an alternative, avehicle may attempt to unmire itself. The 

vehicle must be given a cautiouscldvanceorderand mustspend 
its entire movement allowance in the attempt. A D20 is rolled, 
with a result of a 1 or 2 indicating that the vehicle is now free 
and may move 1 cm for this turn. Veteran or Elite crews may 



subtract 2 from the die roll to unmire. The vehicle is free to 
move on the following turn, but may need to check on the 
following turn for miring again. 

16.3 Snow 
Snow reducesvisibility and, depending on its duration, may 

restrict movement as well. The visibility effects of snow are 
covered in Rule 15. 

The referee may make a table to determine the extent of the 
snowfall, as well as any changes in its type. 

Snowfall 
(roll each turn) 

Die Roll Effect 
1-2 Light ceases, steady becomes light, heavy becomes 

steady, clear remains unchanged 

tight becomes steady, steady becomes heavy, clear 
becomes light 

3-9 No change 
10 

If snow continues for any length, it will affect the ground 
conditions. Count the number of turns that it has been 
snowing, with each turn of light snow counting as a half-turn 
and each turn of heavy snow as two turns. Check on the 
following table: 

Snow Ground Conditions 

Snow cover 
Deep snow cover 

HOUN Result 
3+ hours of snow 
6+ hours of snow 

Note that the referee may determine as part of his scenario 
that it has been snowing a set number of turns before the start 
of the game. 

16.31 Snow Cover: Snow cover affects the movement of all 
stands by doubling all costs, except for flying vehicles, air 
cushion vehicles and ground vehicles on roads. Vehicles on 
plowed roads may move normally with their road movement 
factor. Ground vehicles (except air cushion vehicles) moving 
on unplowed roads may not use their road movement factor, 
but are limited to their cross country factor. Thus, a tracked 
vehicle moving in a woods would pay double movement costs 
forthe woods and double again for the snow cover. Thus, they 
would be paying quadruple costs (Le., 4 cmforeverycentime- 
ter actually moved). 

Ski-equipped personnel stands and specially constructed 
snow-crossing vehicles (such as arctic tractors or animal- 
drawn sleds) ignore the terrain effects of snow and move 
normally. 

16.32 Deep Snow Cover: Deep snow cover affects the 
movement of all personnel stands by doubling all costs. 
Vehicles on plowed roads may move normally with their 
road movement factor. Ground vehicles (except air cushion 
vehicles) moving on unplowed roads may not use their road 
movement factor, but are limited to their cross country 
factor. In addition, ground vehicles (except air cushion 
vehicles) must pay quadruple costs for any movement, 
including that on unplowed roads. Thus, tracked vehicles 
moving in a woods would pay double movement costs for 
the woods and quadruple again for the snow cover. Thus, 
they would be paying octuple costs (i.e., 8 cm for every 
centimeter actually moved). 

16.4 Other Arctic or Winter Conditions 
The following other arctic or winter effects may come into 

play in the course of a game, at the referee's discretion. 
16.41 Frost: Frost reduces the effects of mud by one level. 

For every two hours of frost, reduce the mud level by one 
additional level, so that after three hours of frost heavy mud 
is  reduced to light mud. 

16.42 Ice: Ice affects the movement of all ground vehicles 
(except air cushion vehicles) by doubling their movement 
costs on all types of terrain, including roads. In addition, the 
formation of ice may allow stands to move across frozen 
bodies of water. The possible levels of lake ice thickness are 
expressed as the same weight classes as bridges (i.e., class I 
through class VI). 

Note that class 0 ice is not open water, but water with a 
crust of ice too thin to support personnel. Also, note that one 
class of ice can blend into another level (up or down one) 
without necessarily showing any surface indications. 

If a stand attempts to move on lake ice that is not frozen 
enough to support it, the stand breaks though the ice. 
Personnel stands take one hit and are moved back to the last 
place on the lake ice that could support them. Vehicles and 
towed weapons are removed from play. 

In areas with snow cover, a frozen lake may be hidden by 
the cover and not visible, and will look as if it is a snow- 
covered clearing. In games where one side or both are not 
familiar with the terrain, these lakes will not be shown as 
such on the playing surface, but rather the referee will keep 
track of them on a map. The referee will check & see if a 
stand moving on to a snow-covered lake will break through 
the ice. Stationary personnel stands or any patrol stand will 
be able to determine that they are on a snow-covered lake 
and must be informed of this fact by the referee immediately 
when they end movement on the ice. 



RULE l7: AUEN ATMOSPHEUES 
n7e basic rules assume an Earth-type atmosphere. Unusual 

atmospheres haveseveraldects. Some are on combatspecifically, 
but most are general effects which can complicate any activity. 

17.1 Weapons Effects 
Atmospheric friction and opacity to bolts of energy can alter 

the performance of weapons. These changes are characterized 
as changes in range for purposes of penetration only and do 
not affect the difficulty levels of hitting targets at various 
ranges. Atmospheric taint does not affect these figures; only 
relative density does. 

17.11 Plasma, Fusion and Slug Weapons: In Vacuum or 
Trace atmospheres, weapons use their short-range penetra- 
tion number at all ranges. In Very Thin atmospheres, weapons 
use the penetration value for one range band less than the 
target is a t  In Thin, Standard and Dense atmospheres, weap- 
ons use the normal printed values. In Exotic, Corrosive and 
Insidious atmospheres, they use the penetration for one range 
band farther than the target really is, except that fire at short 
range is not modified. 

Atmosphere Weapons Effects 
Vacuum, Trace 

Very Thin 

Use short range penetration at 
all ranges 
Penetration as one range band 
closer, but no effect at short 
range 
Use normal values 
Penetration as one range band 
farther, but no effect a t  short 
range 

Thin, Standard, Dense 
Exotic, Corrosive, insidious 

17.12 Lasers: In Vacuum, Trace, or Very Thin atmospheres, 
lasers use their short-range penetration number at  all ranges. 

InThin atmospheres, lasers use the penetrationvalue for two 
range bands less than the target is. 

In Standard atmospheres, lasers use the normal printed values. 
In Dense atmospheres, they use the penetration for one 

range band farther than the target really is. 
In Exotic, Insidious and Corrosive atmospheres, they use the 

penetration for three range bands farther than the target really 
is. (Le., they may only fire at  short range and do so using the 
extreme-range penetration values.) 

Atmosphere Weapons Effects 
Vacuum, Trace, Very Thin 

Thin 

Standard Use normal values 
Dense 

Exotic, Corrosive, Insidious 

Use short range penetration at 
all ranges 
Penetration as two range bands 
closer 

Penetration as one range band 
farther 
Penetration as three range 
bands farther 

17.3 Planetary Bombardment: Lasers and particle accel- 
erators use different range bands fordamage and penetration, 
based on the atmosphere type, as shown below. 

Atmosphere Laser Patick Accelerator 
Vacuum, Trace, Very Thin Short Short 
Very Thin Short Medium 
Thin Medium Long 
Standard Medium Extreme 
Dense Long Not allowed 
Exotic, Corrosive, Insidious Extreme Not allowed 

17.2 Personnel Effects 
Worlds with Thin, Standard and Dense atmospheres are all 

breathable without additional preparation. Tainted atmo- 
spheres require personnel to use filtering systems, either masks 
on individuals or vehicle filter systems. 

Worlds with Trace and Very Thin atmospheres require the 
use of oxygen tanks and eye and ear protection, or sealed 
vehicles with life support. Worlds with no atmospheres require 
the use of vacuum suits. Worlds with Exotic, Corrosive or 
Insidious atmospheres all require the use of oxygen tanks plus 
additional protection: eye protection in Exotic atmospheres, 
and vac suits, combat armor or battle dress in Corrosive and 
Insidious atmospheres. 

Vacuum, Trace, Very Thin, Exotic, Corrosive and Insidious 
atmospheres are all collectively termed hostile atmospheres. 
Units in hostile atmospheres can take one fewer hits than in a 
nonhostile atmosphere. The first hit on Elite stands is marked 
with a yellow marker. The first hit on Veteran stands is marked 
with a red marker (and they are forced back and pinned). The 
first hit on both Experienced and Novice stands eliminates 
them. 

17.3 Other Technical Effects 
The following additional factors affect play of the game on 

alien worlds. 
17.31 Communication: Worlds with Vacuum, Trace and 

Very Thin atmospheres do not have an ionosphere to reflect 
radio waves back to the planet's surface. As a result, all 
broadcast communicators (radios) become effective only 
while in line of sight of the target of the communication. 

Staff radio stands may not convert operational commanders 
to strategic commanders. Although they can communicate 
with stands to which they have a direct LOS, operational 
commanders already have that capability. 

Forward observers and spotters for indirect fire missions 
must have either a line of sight back to the firing unit or an 
uplink satellite communication link. 

Exotic, Corrosive and Insidious atmospheres may have a 
high degree of radio interference, which can disrupt both 
broadcast and tight beam uplink communications on an 
irregular basis. As thiscan vary greatlyfromworld to world; the 
referee is left to exercise unlimited discretion in this regard. 

17.32 Air Breathers: No air-breathing machinery (such as 



jet engines, internal combustion engines, etc.) can function 
on Vacuum, Trace, Exotic, Corrosive or Insidious atmo- 
sphere worlds. They can function in Very Thin atmospheres 
if fitted with specially designed intake compressors. 

17.33 Airp1anes:Aircraftcannotflyat all invacuum, Trace 
orVery Thin atmospheres, norcan they fly in an atmospheric 
density less than that of the world for which they were 
designed. For example, an airplane designed for use in a 
Standard atmosphere could fly in a Dense atmosphere, but 
not in a Thin atmosphere. 

Exotic, Corrosive and Insidious atmospheres are all con- 
sidered to have the same approximate pressure for this 
purpose, and all are denser than a Dense atmosphere. 

17.34 Hovercraft: Hovercraft/air cushion vehicles cannot 
function in Vacuum or Trace atmospheres. Their movement 
allowances are quartered in Very Thin atmospheres and 
halved in Thin atmospheres. 

17.35 Maintenance: Exotic, Corrosive and Insidious at- 

mospheres do cumulative damage to all vehiclesand equip- 
ment. This is  handled by increasing the maintenance points 
of vehicles in a unit, and thus increasing the need for 
maintenance personnel. This is only important in campaign 
games (see Rule 24.2: Mechanics). 

In Exotic atmospheres, multiply the maintenance point 
value of all unsealed equipment by 1.5. In Corrosive atmo- 
spheres, double the maintenance point value, and in Insidi- 
ous atmospheres, quadruple it. 

Completely sealed vehicles and equipment, such as sub- 
marines, spaceships, and battledress, use the multipliers 1, 
1.5 and 2, respectively. 

Maintenance Point Multiplier 
Atmosphere Unsealed Sealed 
Exotic 1.5 Unmodified 
Corrosive 2 1.5 
Insidious 4 2 



R U L E  B: ENGlNEERlNG 
The following engineering rules are intended mainly for 

pregame or campaign purposes. The referee may allow a side 
to a set number of hours before the game starts to engage in 
engineering tasks. Players need to bear in mind that times 
given below represent ideal conditions and that they can be 
modified by terrain, weather and other considerations im- 
posed by the referee. 

18.1 Engineer Stands 
Engineer stands are those that are equipped and trained to 

carry out combat engineering and combat construction tasks. 
They are listed as such in the relevant TOQE for various 
countries. In some cases, nonengineer personnel stands may 
help carry out specific engineering tasks, but those cases are 
specifically listed below. To replace one engineer stand at a 
task (where it is allowed), two nonengineer stands must be 
employed. Single-figure command stands, staff stands and 
pack animal stands may not be used for engineering purposes. 
Mounted stands (bicycle, motorcycle, grav cycle and cavalry 
stands) must be dismounted (per Rule 12.1 3). 

18.2 Engineers and Bridges 
As mentioned in Rule 1 1.31, there are six classes of bridges 

in the game system, labelled with Roman numerals I through 
VI. Portable bridging equipment is labelled in the same way. 
The bridge class represents the highest class of vehicle or 
towed weapon allowed to cross it. 

18.21 Portable Bridges: Portable bridges are setsof prefab- 
ricated components designed for assembly on-site by engi- 
neers. A single unit of bridging equipment can be used to 
assemble a 2cm span of bridge of the unit's nominal weight, 
a 1 cm span of bridge one weight class higher, or a 4 cm span 
of bridge of one weight class less. 

Thus, a set of unit N bridge equipment could be used to 
assemble 4 cm of class 111 bridge, or 2 cm of class N bridge, or 
1 cm of class V bridge. This upgrade or downgrade may only 
be done by one level. The class IV bridge noted above could 
be converted into twice as much class 111 bridge or half as much 
class V bridge, but not into four times as much class I 1  bridges 
or one-quarter as much class VI bridge. 

Each unit of bridge is carried on a vehicle or a trailer towed 
behind a vehicle. At lower tech levels, it is animal-drawn. At 
tech level 7 and above, special amphibious vehicles with the 
bridge unit built in can drive directly into the water and self- 
deploy. 

Portable bridge units at tech levels up to 5 each require three 
standsof engineersto deploy and requireone full hour per unit 
to place. If enough engineers are available, multiple units may 
be placed simultaneously. 

Portable bridge units at tech level 6 and above each require 
a single engineer stand to deploy and require two turns per 
unit to place. 

Self-deploying portable bridge units require only the vehicle 
crew to deploy and take only one full turn to place. 

Bridges, ferries and other items of engineering equipment 
used to crossstreamsare limited to points where the riverbanks 
are gentle enough to allow for the loading and unloading of 
the equipment. Such placesshould be marked on the referee's 
map before the start of the game and revealed toplayersas the 
scenario dictates. Three engineer stands can build a ramp in 
nonsteep-sided river banks in one hour (I 2 game turns), or 
have an earthmover do the task in three game turns. 

18.22 Building Bridges: Bridges may be emplaced using 
prefabricated components or built from locally procured 
materials. Materialsfor bridgesof class I and Ilshould be readily 
available in most places. Materialsfor bridges of higher classes 
should be increasingly scarce as the weight class rises. The 
number of stands needed and the time needed to emplace/ 
build a bridge (in hours) is noted on the Bridging table below. 

Bridging 
Hours to Hours to Hours to 

Type Stands Emplace Build Repair 
Class I 4* 1 3 1 .s 
Class II 4* 1 4 2 
Class 111 7 o* 2 6 3 
Class IV 1 o* 2 8 4 
Class V 16* 4 16 8 
Class VI 1 6* 8 32 16 

*Up to half the stands needed to emplace/build/repair a 
bridge may be nonengineerstands. However, the time needed 
to build the bridge is doubled if any nonengineer stands are 
used. Thus, a class V bridge could be built with two engineer 
stands and two infantry stands, but would take 32 hours to 
complete. Likewise, a classV bridge could be repaired with two 
engineer stands and two infantry stands, but it would take 16 
hours. 

18.23 Repairing Bridges: Bridges which are damaged due 
to artillery, aircraft or demolitions may be repaired, but a 
bridge may never be repaired to a condition better than its 
starting class. A damaged classV bridge may be repaired back 
to class V, but no higher. While the bridge is  being repaired, it 
may not be used by any units. 

Repairing stands must be continually in contact with the 
bridge and must not be fired upon; otherwise, the turn when 
firing is received does not count The time needed to repair a 
bridge is listed in hours, as well as the number of stands needed 
to do the work, noted on the Bridging table above. 

18.24 Ferries: Portable bridging equipment may be to used 
to assemble ferries to transport stands across a river. The 
number and type of ferries that can be assembled are depen- 
dent upon the bridge class: Each unit of bridge can only be 
converted into one ferry of the same class or two ferries of the 
next lower class. A class N bridge, for example, could be used 
to make one class IV ferry or two class 111 ferries, but could not 
be made into a feny of any other class. 

A ferry may transport only stands of its own class or below, 
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and may only carry one stand across the river at  a time (stands 
loaded into transport vehicles or stands carrying cargo count 
as one stand for this purpose). Bulk cargo may be carried on 
ferries provided a stand is present on each riverbank to load/ 
unload (it takes half a turn to load/unload a ton of cargo). 

Aferry can cross a river up to 25 cm wide in a half move, and 
up to 50 cm wide in a full move. 

It requires half a turn to load/unload a ferry. 
The time needed to assemble a ferry in hours, the number 

of stands needed to do the work, theferty'scargocapacity and 
the number of hits required tosinkaferryare noted in the Ferry 
table, below. 

Ferry Table 
Hoursto Cargo Damage 

Ferry Class Stands Build Copy ToSink 
Class I 1 0.5 1 1 
Class II 1 1 3 1 
Class 111 2 1 8 2 
Class IV 2 1.5 20 3 
Class V 2 2 30 4 
Class VI 3 2 36 4 

A ferry counts as a soft vehicle for the purposes of fire. 
Passengers or cargo on sunken ferries are removed from play 
unless the ferry is within 2 cm of the shore. If the ferry is within 
2cmof theshorewhensunk, personnelstandstakeone hitand 
are placed on the shore (all cargo is eliminated). 

78.24 7 lmprovisedFerries:Any engineer stand may fabricate 
a class I ferry from locally available materials, even if the stand 
has no bridging equipment available, taking twice the time 
indicated on the table above. This represents a river crossing 
using improvised rafts from oil drums, logs, etc. 

Larger ferries may be constructed from local equipment at 
the referee's discretion, at  twice the time indicated above. 
Improvised ferries larger than class 111 should be extremely rare. 

18.25Vehicle-Mounted Bridges Vehicle-mounted bridges 
take one-half turn to emplace once they arrive a t  the point 
where they are needed. These bridges cannot be used to cross 
any obstacle more than 2 cm in width, and they may not be 
converted into ferries. Vehicle-mounted bridges, once 
emplaced, are destroyed after taking three hits, regardless of 
their class. 

The class of a vehicle-mounted bridge is indicated on the 
relevant data chart for the vehicle in question. 

18.3 Assault Boats 
Some engineer units also have access to inflatable or collaps- 

ible assault boats as specified in their organization charts. An 
assault boat may carry either one personnel stand (half, single 
or double-sized), one class I towed weapon without crew, or 
one ton of supplies. An assault boat moves 10 cm per turn. It 
requires half a tum to load/unload an assault boat. 

Assault boats can be damaged by small arms fire, explosive 
fire and aircraft bombs. Armor piercing fire has no appreciable 

effect on assault boats. One hit is sufficient to sink an assault 
boat: Passengenorcargo on sunken assault boats are removed 
from play unless the assault boat is within 2 cm of the shore. 
If the assault boat is in within 2 cm of the shore when sunk, 
personnel stands take one hit and are placed on the shore (all 
cargo is eliminated). 

18.4 Minefields 
Minefields are laid by engineer stands. They are laid in 5cm 

by 5cm squares, with every ton of engineering supplies 
providing enough minesfor eight such minefields. In addition, 
dummy minefields may be placed if the playerso wishes (and 
do not require the consumption of any supplies). Minefields 
are always marked and visible to the enemy. The easiest way 
to show them in a game is to use 5cm by 5cm pieces of paper 
or cardstock, with "actual" or"dummy" written on thesquare. 
These are then placed with the writing side down on the 
playing surface. 

When a minefield square is entered by any stand for the first 
time in a game, the minefield marker is turned over and 
revealed to be real or dummy. tf it is real, it remains on the 
board; if it is a dummy, it is removed from play. 

18.41 Laying Minefields: Minefields may be laid using a 
number of different techniques. 

18.4 7 1 ManuulPlucernent: In battle conditions, an engineer 
stand may lay out two real minefield squares as well as two 
dummy minefield squares per turn, orthe engineer stand may 
layout fourdummy squares perturn. Thestand must begiven 
a cautious advance order, but does not move. The minefields 
must be placed within 1 0 cm of the location of the stand which 
is placing the mines. 

In nonbattle conditions, each engineer stand can construct 
up to eight actual minefields and eight dummy minefield 
squares, or a total of 1 6 dummy minefield squares in one hour. 

18.472 Minelayers: Each minelayer can place 12 
uncamouflaged or six camouflaged minefields per turn. Mine- 
layers carry up to 30 minefield squares. 

78.4 13 MineLuunchers:Mine launchersare aquickmeansof 
placing uncamouflaged minefields. Each launcher can hold up 
to eight mine squares, and place them in a single turn within 
50 cm of the location of the launcher. All mines launched at the 
same time must be adjacent to one another. 

The mines are launched in the General Fire sub-phase, 
subject to the normal movement and fire restrictions. The 
launcher need not place all the mines at one time, but may 
place some, move on the following turn, and place another 
field. Once empty, a mine launcher may be reloaded by an 
engineer stand in one tum. 

78.474 Remotely Delivered Mines (RDM): Mines may be 
artillery or dropped by flying vehicles. RDM minefields are 
always 25 cm in diameter. The mine value listed for the round 
is its chance of obtaining a hit. Each round covers the area 
indicated by its burst radius. The uncamouflaged minefield 
covers an area 10 inches by 15 inches and may be either AP or 
AT. One round of each type of mine may be fired into the same 



area to produce a mixed minefield. Artillery battalions of three 
weapons may deliver one minefield per turn; MLRS battalions 
may place two minefields per tum. 

18.42 Minefield Attacks: At the instant that a stand enters 
a real minefield square, it is attacked. Regardless of the result 
of the attack, the stand may elect to cease movement for the 
remainder of the tum at that point. If so, it is not considered 
in the minefield, but halted a t  the edge. If the player elects to 
continue the advance through the minefield, a second attack 
on thestand occurs. If thestand movesintothesame minefield 
on a following turn, it will suffer the results of the additional 
attack as well. 

If a stand advances into a new minefield square as the result 
of its movement, the procedure is repeated. 

7 8.427 Conventional Minefields: To resolve the minefield 
attack on a stand, roll 1 D20 All vehicles and personnel stands 
are hit on a die roll of 1 or 2. The die roll result is halved if the 
stand is conducting a rapidadvanceand quartered if conduct- 
ing travel movement. 

Mines have no effect on towed weapons. Vehicles and 
personnel stands which take a hit from mines must check 
morale (in addition to suffering the hit). 

78.422 RDMs: Remotely delivered minefields (RDMs) have 
a variable chance of hitting a stand passing through, based on 
the minefield value of the mine ammunition fired. If several 
shots are fired into an area, the values are added to determine 
the chance of a hit. 

For example, a howitzer has RDM ammunition with a 
minefieldvalue of 2. The howitzer fires two rounds at  thesame 
target. The resulting minefield has a value of 4, so any unit 
moving through it will be hit on a die roll of 4 or more, 

18.43 Detecting and Lifting Mineflelds: An engineerstand 
may detect whether a minefield is real or a dummy by moving 
adjacent to the field and spending one turn there with a 
cautious advance order. At the end of the turn, the minefield 
marker can be turned over without causing any casualties on 
the engineer stand. 

18.43 7 ManualLifiing ofMines:An engineer stand may clear 
a path through a real minefield by moving adjacent to thefield, 
then spending two turns there with a cautious advance order. 
The stand is not attacked by a minefield while it clearsits path. 
Once a path has been cleared, the minefield may be removed 
from the playing surface, as it is no longer relevant. 

18.432 Mine flows: Mine plows are mounted on tracked 
vehicles and each tum may be either in the "up" or "down" 
position. Mine plows in the up position do not affect the speed 
of thevehicle on which they are mounted. When placed down 
and in use, the vehicle's speed is halved, and there is a chance 
that the roller will be damaged. After the vehicle has passed 
through the minefield, roll 1 D20, with a roll of a 1-6 indicating 
that the plow is damaged and can no longer be used. Avehicle 
with a damaged plow also takes a hit and moves a t  one-quarter 
speed until the damaged plow is jettisoned (which takes one 
full turn, during which time thevehicle must remain stationary 
and not receive fire). 

78.433 Line Charges: tine charges are used to breach 
minefields. They are either mounted on vehicles or carried on 
trailers. Each weapon has four line charges, each of which may 
breach one minefield. To breach a minefield, thevehicle/trailer 
must start its turn adjacent to the minefield. Breaching minefield 
counts as direct fire and is resolved as a close-range attack. A 
successful attack opens a breach 5 cm deep and wide enough 
for vehicles to pass through in single file. 

18.5 Fortifications 
Stands may dig in for protection from enemyfire. The actual 

type of protection will depend on the time spent digging in, 
as well as the type of stand doing the work. Stands may not fire 
atenemyunitson turns thattheyarediggingfortifications.The 
time needed to carry out a task should be doubled in adverse 
weather or terrain conditions (at the referee's discretion). 
Fortifications may not be constructed in flooded areas, heavy 
mud or any type of permanent mud. Fortifications can be built 
in ground that may later turn to mud, and such a change has 
no effect upon them. 

18.51 Digging In: Digging in isdefined asfoxholes,small slit 
trenches and similar field fortifications. Any personnel stand 
may dig in by remaining stationary for two hours a t  the same 
point. At the end of that time, the stand is considered to be in 
cover for purposes of small arms fire and morale as long as it 
remains in that location. 

18.52 Constructing Fortifications and Obstacles: 
78.527 Entrenchments and Weapons Pits: Four engineer or 

nonengineer personnel stands will produce one entrench- 
ment or weapons pit in eight hours. One earthmover will 
produce one entrenchment or weapons pit in one hour. 

78.522 Bunkers: An engineer stand may build a bunker in 
eight hours or convert two previously built entrenchments to 
bunkers in eight hours. 

78.523 Tank Ramps: An engineer stand may construct one 
tank ramp in four hours. One earthmover may build one tank 
ramp in a half hour (six game turns). 

7 8.524 Antitank Ditches: An engineer stand may build 1 cm 
of antitank ditch in four hours. An earthmover may dig 1 cm 
of antitank ditch in a half hour (six game turns) 

An engineerstand may create a crossing point on an existing 
antitank ditch by moving to a point on the ditch and spending 
four turns there with a cautious advance order building the 
crossing point. An earthmover may construct a crossing point 
in one turn. 

78.525 Barbed Wire: An engineer stand may place one ton 
of wire in one hour. Each ton covers 10 cm of frontage. 
Nonengineer stands may also place barbed wire, but at a rate 
of 5 cm per hour. Engineer stands may breach barbed wire by 
moving adjacent to the wire and spending one turn there with 
a cautious advanceorder. At the end of that turn, there is a gap 
1 cm wide created in the wire. 

7 8.526 Road Craters: An engineer stand may crater a road 
in one hour (1 2 turns), or an earthmover in three turns. The 
crater may be filled in by hand by an engineer in a half hour 
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(six turns) or by an earthmover in two turns. 
7 8.527 Abatis: An engineer stand in woods or forest may 

construct an abatis at  a rate of 1 cm per turn when given a 
cautious advance order. Earthmovers can construct abatis at 
a rate of 4 cm per turn. Abatis is impassible to all stands. 

An engineerstand may make a 1 cm breach in abatisin two 
turns. An earthmover may make a 1 cm breach in one turn. 

7 8.528 Antivehicular Obstacles: These are specially built 
impediments to the passage of ground vehicles, such as 
dragon's teeth, steel I-beam hedgehogs, log jack-knives and 
similarobstacles. Ground vehiclescannot cross antivehicular 
obstacles. 

An engineer stand can built 1 cm of antivehicular ob- 
stacles per hour, consuming one tenth of a ton of engineer 
supplies in the process. An engineer stand can clear a path 
through them a t  rate of 1 cm per turn, provided they do 
nothing else during that time. Earthmovers do not assist in 
building antivehicularobstacles, but can clear a path through 
them at  the rate of 1 cm per turn. 

18.53 Destruction: Earthmovers can be used to destroy a 
bunker, entrenchment, weapons pit, tank ramp or pillbox if 
they start the turn adjacent to it and spend a full turn there 
under a fullmovement order. At the end of the Final Fire sub- 
phase, the fortification is destroyed and its inhabitants 
eliminated if the earthmover has not been eliminated or 
forced back. 

18.6 Demolitions 
Demolitions may be emplaced on or in structures such as 

bridges or buildings. Each ton of demolitions will cause three 
points of damage when detonated. A class N bridge, which 
needs 12 points of damage to completely destroy it, can 
therefore be destroyed by four tons of emplaced explosive. 

An engineer stand may emplace one ton of demolitions in 
an hour. When a structure is prepared for demolition, the 
preparing player mustspecifya pointfromwhich thecharge 
will be detonated. This point is where the detonating wires/ 
fuses have been brought together, and may be on any side 
of the structure, as long as it is within 10 cm of it. 

A player may attempt to detonate a prepared structure in 
either battle or nonbattle conditions. In any Fire Phase that 
a stationary engineer stand is present at  the detonation 
point, it may attempt to set off the charge. The chance of 
success is  the same as for a short-range direct fire attack to 
hit based on the type of stand that placed the charge. If 
stands placing the charge were of different troop quality, 
use the lowest troop quality for the die roll. 

If the roll is unsuccessful, the player must reset the 
charges. The engineer stand a t  the detonation point must 
spend one turn stationarywith a cautious advanceorder. The 
subsequent attempt to set off the charge will use the troop 
quality of the engineer stand that reset the charges. 

If an opposing engineer stand reaches the demolitions 
point, orany point directly between the demolitionsand the 
detonation point, and remains there for one turn stationary, 
the wires are cut and the charge may not be detonated. The 
charge may only be reset if the enemy stand is driven off, 
then a friendly engineer stand regains the point held by the 
enemystand and spends a turn stationary restoring the wire. 

When the charge is  set off, all stands in or on the structure 
are considered to have taken an HE attack equal to half the 
value of the damage points that will be caused, rounding 
fractions down. 

The stands receive no cover modifier for the attack. If the 
structure is  destroyed by the explosion, any stand on or in 
the structure is also destroyed. 

18.7 Mobility Assistance 
Breaks in the ground, such as creeks and gullies, can limit 

mobility of ground vehicles. Engineers may create a crossing 
point over such an obstacle in the same way as for an 
antitank ditch (see Rule 18.524 above). 



RUE tp' EEClROMC WARFARE 
Electronic warfare (EW) involves the use of radio and radar 

locators, radio and radarjammers, decoys, and other means of 
reducing a unit's detectability. 

19.1 Direction Finders 
Direction finders are used to detect the source of any active 

electromagnetic emissions. These include broadcast radio, 
radar, active EMS and lasers. Each direction finder is designed 
to detect and locate only one type of electromagnetic emis- 
sion, so a radar locator may only locate radar emissions, not 
radio or laser. The exception to this is EMS direction finders, 
which may detect any form of emission. All passive EMS 
sensors have direction-finding capability. 

19.1 1 Procedure: Locating the hostile emitterisa taskusing 
the accuracy values for the troop type operating the direction 
finder but using the range of the active emitter. All ranges are 
treated as being one range band closer than they actually are, 
so a direction finder has an extreme range equal to twice the 
extreme range of the active emitter being located. 

For example, a direction finder is used to detect a radio 
communicator with a short range of 3 km. The actual range 
fromthedirectionfindertotheradiois12 km,whichisthelong 
range of the radio. The detection task is resolved as a medium- 
range task using the asset of the crew operating the direction 
finder. 

Each direction finder may make only one detection attempt 
per turn. This is usually made against the emitter which the 
detector has the best chance of locating @e., the closest, 
strongest signal). A player may deliberately attempt to locate 
a weaker signal instead, but suffers a +1 diff mod penalty for 
doing so. 

19.12 Effects: Successful detection of an emitter allows the 
detecting player to discover the approximate location and 
power of the emitter, to fire an antiradiation missile in the 
current turn, or to call an indirect area fire mission on the 
emitter the following turn. 

7 9.727 Anti-rudiafion Missiles (ARMS): An antiradiation mis- 
sile is a special varietyof homing missile designed to home on 
electromagneticemissions. Firing procedure is the same as for 
other homing missiles, with the success roll being the same as 
it was to detect and locate the emitter. (A separate die roll is 
required for the actual missile fire, however.) 

7 9.7 22 Area Fire Missions: An area fire mission called on an 
active emitter is fired using the normal procedure for such a 
mission. The chance of the mission being on target is the same 
as it was to detect and locate the emitter. (A separate die roll 
is required for the actual fire mission, however.) 

19.13 Common Communicators: Different command lev- 
els routinely use different powers of radios to communicate. 
No radios are in use before tech level 5. At tech level 5, count 
each unit as being three command levels lower than on the 
following chart At tech level 6, count it as one level lower. At 
tech levels 7 and 8, use the chart as printed. At tech level 9 and 
above, treat each unit as being one tech level higher than on 

the chart. 

A tech level 12 company has a 30km short-range radio. 
For example, a tech level 5 company has no radio available. 

Communicators 
Level Short Runqe 
Squad - 
Platoon 3 
Company 3 
Battalion 30 
Brigade 30 
Division+ 300 

19.2 Jamming 
Jammers broadcast a series of conflicting signals on a given 

frequency or frequencies to overwhelm or confuse other 
signals. Radio jammers disrupt communications, while sensor 
jammers make detection tasks more difficult. 

19.21 Radio Jamming: Radio jamming takes place during 
the Command Phase and continues throughout the turn. 

7 9.27 7 Procedure: Each jammer has a set of ranges, just as 
with weapons and sensors. The jamming player rolls the die 
once and then consults the success numbers for the different 
range bands. If the die roll is sufficiently low to succeed a t  a 
range band, the jamming is successful at  that range band and 
all closer ones. 

For each tech level the jammer is  above or below the enemy 
radios being jammed, apply a - or +diff mod of 1. 

For example, a Veteran crew mans a radio jammer with a 
short range of 3 km. Veterans have success numbers of 13 at 
short range, 6 at medium, 3 at  long and 1 at  extreme. The 
player rolls a 7, which is too high for medium, long or extreme, 
but is sufficient for a close-range success. All enemy radios 
within short range (3 km) of the jammer are jammed, if they 
are from the same tech level. No radios from highertech levels 
would be jammed. Radios from one tech level lower would be 
jammed a t  a medium range (6 km), 2 tech levels lower at long 
range (1 2 km) and 3 tech levels lower at extreme range (24 
km). 

79.2 72 Effects: Radio jamming affects only stands which rely 
on radio for communication. Telephone and uplink staff 
stands, for example, are not affected, nor are any standswhich 
have line of sight laser or maser communicators (and are 
communicating to someone in direct line of sight) or uplink 
tight-beam communicators. 

All command stands being jammed and issuing operational 
or strategic orders must make a short-range task roll to 
successfully place the order. 

All indirect fire accuracy rolls from units which rely on a 
jammed radio link between the observer and the weapons, 
observer and FDC, or FDC and weapons is conducted with a 
+l diff mod. 

Whenever a jammer is in use and the opposing side has a 
radio locator, the jammer is  automatically located. 

19.22 Sensor Jamming: Vehicles equipped with jammers 
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may attempt to jam enemy units which are attempting to 
detect the vehicle. Specially equipped electronic warfare 
vehicles with jammers may attempt to jam enemy units which 
are attempting to detect any friendly unit within the short 
range of the jammer mounted on the vehicle. 

Jammers consist of radar jammers and EMS jammers. Radar 
jammers may only be used against hostile radars, while EMS 
jammers are used against either radars or active EMS sensors. 

7 9.22 I Procedure: The jamming task is rolled once for each 
enemy sensor attempting to detect the target. The success of 
the task is based on the range from the jammer to the 
detecting unit and the quality of the crew manning the 
jammer. The difference in tech level between the jammer and 
sensor (if any) i s  applied as a + or - diff mod to the jamming 
attempt 

79.222 Effect: If the jamming attempt is successful, the 
detection attempt is made with a +1 diff mod. 

19.3 Sensor Decoys 
Many vehicles are equipped with sensor decoys. These 

consist of a mix of anti-laser aerosols, chaff (light-weight strips 
of radar-absorbing or radar-reflecting material) and flares. 
These decoys are designed to confuse sensors, target desig- 
nators and rangefinders which rely on lasers, active electro- 
magnetic emissions (such as radar) or detection of infrared 
radiation. 

19.31 Systems Affected: All detection attempts using 
radar, active or passive EMS, ladar and HRT are affected by 
decoys. All target designation attempts using lasers or active 
EMS areaffected bydecoys. Alldirectfireattemptsbytech level 
7+ large-caliber guns (which rely on laser or active EMS 
rangefinders) are affected by decoys. 

19.32 Effects: Decoys cause affected firing and detection 
tasks to be carried out with a +1 diff mod if from the same tech 
level. If the decoy is from a higher tech level than the sensing 
or firing unit, the task is carried out with a +2 diff mod. Decoys 
from lower tech levels than the sensing or firing unit have no 
effect. 

19.33 Limits: Vehicles have a limited number of decoys, 
listed in parentheses on the vehicle card. That is the number 

__ - of tums that a vehicle may use decoys. 
TL Each turn in which any affected sensoior 

ornrnunicator 3000 KM fire attempt is made, the vehicle automati- 
cally fires decoys unless the owning player 
deliberately abstains. 

19.4 Stealth and EMM 
Stealth and electromagnetic masking 

(EMM) are both means of reducing the 
signature of vehicles versus certain com- 
mon sensors. 

19.41 Stealth Vehicles: Somevehicles 
are listed as being stealth designs. Spot- 

ting attempts made against stealth vehicles using radar or 
thermal/lRsensors are made with a +1 diff mod. If the stealth 
design is from a higher tech level than the sensor, the 
detection roll is made with a +2 diff mod. 

19.42 EMM: Electromagnetic masking is an advanced 
form of stealth design. EMM-equipped vehicles will apply a 
diff mod of +1 or+2 (depending on thevehicle) to detection 
attempts against it using thermal or radar and may apply a 
+1 diff mod versus active or passive EMS (again depending 
on the vehicle). The exact diff mods applied are noted on the 
vehicle's data entry. 



RULE 20: METEORlC ASSAULTS 
Meteoric assaults from orbit by means of drop capsules 

require planning and forethought. In most cases, meteoric 
assaults will occur a t  the start of a scenario, and in all cases 
should have a mission order drawn upin advance either bythe 
players or the referee. 

All personnel stands, class I towed weapons and supplies 
may be dropped by drop capsule. Vehicles and towed weap- 
ons of class I I  or heavier may not be dropped by drop capsule. 
Animals (cavalry stands, pack animals or animal-drawn ve- 
hicles) may not be dropped by drop capsule. Supplies are 
dropped in one-ton increments. 

20.1 Mission Orders 
The mission order needs to indicate the specific stands 

comprising each “stick” of drop capsules, the turn or arrival of 
each stick, and the drop zone for each stick. 

Astick may consist of asmany or asfewstands asdesired, but 
as a practical matter should seldom exceed 10. 

Each drop zone center must be at  least 50 cm from any other 
drop zone center. No more than one stick may use a single 
drop zone in the same turn. If the drop is to be spread out over 

20.2 Fire at Drop Capsules 
Cround-based weapons may fire at  drop capsules, but some 

drop capsules are outfitted with decoys and other counter- 
measure devices to avoid this fire. 

20.21 Allowed Weapons: Only plus penetration weapons 
may fire at drop capsules; small arms may not. 

20.22 Range: Weapons firing at drop capsules measure 
their range to the point of landing and then add 20 cm. 

20.23 Agility: Drop capsules in reentry (when fired upon by 
long-range planetary defense missilesor beam weapons) have 
an agility of 9, plus or minus the difference in tech levels 
between the drop capsule and the fire control of the firing 
weapon. When landing (and fired on by weapons deployed on 
the gaming table), they have an agility of 4, plus or minus the 
tech level difference. 

Some drop capsules have limited evasion ability, while 
others do not. Weapons with point defense fire control double 
their fire control bonus when firing at nonevading drop 
capsules. 

20.24 Decoys: Some drop capsules have decoys. For the 
effects of decoys, see Rule 19.3. 

Each hit on a drop capsule causes a hit to the stand carried . .  
several turns, each turn of the drop must be specified and 
planned in advance. 

by the drop capsule, but has no other effect. 



20.3 Drop Capsule Landings 
Drop capsule landings are resolved out in the following 

manner. Each standshould have a2cm by2cmsquareof paper 
prepared, marked with its unique designation. Gun crews and 
weapons which are dropped by air should have a separate 
square for the crew, ammunition and weapon. The squares 
should be placed on a ruler or yardstick, with the number up 
or down as the playerwishes, in whatever sequence isdesired, 
their edges touching but not overlapping. The ruler should be 
placed at  the dropzone, with the end of the ruler placed at  the 
drop point and the ruleraligned along the flight path. The ruler 
then is turned over to dump the squares, which should be 
allowed to flutter to the playing surface unhindered. 

The distance above the playing surface the ruler is  held will 
be determined by the troop quality of the troops making the 
drop. The heightsfor each stand troop quality level are shown 
below. 

Meteoric Assault Drop Heiqht - 
Type Heiqht 
Elite 15 cm 
Veteran 30 cm 
Experienced 60 cm 
Novice 120 cm 

Squares that fall with the marked side up are replaced by 
their actual stands and a P1 marker. Squares that fall with their 
marked side down aregiven a P2 marker. Squares that fall with 
their marked side down in woods/forest, buildings orswamps, 
take one hit and a P2 marker. 

If a square falls marked side down in a lake or deep body of 
water, then that stand is eliminated and removed from play, 
unless the troops are equipped with battledress, vac suit or 
some other form of oxygen apparatus. If so equipped, the 
stand is placed on the nearest point of land, takes one hit and 
is marked with a P2 marker. 

If the square falls number side up in a lake or deep body of 
water, the stand is placed on the nearest point of land, takes 
one hit (unless equipped with battledress or some form of 
oxygen apparatus) and is marked with a P2 marker. If so 
equipped, it is placed on the land and is marked with a P2 
marker, but does not take a hit. 

Squares that fail to land on the playing surface are consid- 
ered to be lost en route, and are removed from play. 

20.4 Armed Drop Capsules 
Some drop capsules include missile launch rails for Tac 

missiles, and once landed, they become fixed missile launch- 
ers. Mark the location of these launcherson the map. Each has 
a limited number of missiles, as specified by the scenario or 
capsule description. 

Parachute harness 
with missile launch 
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RULE a: NUCLEAR WEAPONS 

warheads. 
Some weapons in the game, mostly missiles, mount nuclear 

21.1 Nuclear Warhead Effects 
Nuclear warheads are explosive rounds which do damage as 

a conventional explosive, with several important differences. 
Most explosive rounds have an EP (explosive power) and 

burst radius (BR)value. Nuclear rounds have these as well (and 
nuclear rounds always have an EP value of 18). In addition to 
an explosive power, however, nuclear warheads also have a 
destruction radius. All stands, weapons, vehicles and struc- 
tures within the destruction radius of the warhead are elimi- 
nated from play. Masonry buildings are reduced to rubble. 

21.2 Nuclear Dampers 
Because nuclear warheads are hellaciously deadly, most 

advanced armed forces employ nuclear damper units to 
protect conventional forces. 

Nuclear dampers fire at  incoming nuclear warheads using 
the same procedure as point defense weapons. Nuclear 
dampers only have a single range, and this is listed under the 
medium-range column, as all nuclear damper attacks are 
made using the asset score for medium range. In addition, no 
diff mods for missile agility are applied. Instead, the only diff 
mods are a +1 or-1 diff mod per tech level difference between 
the damper and the warhead. 

For example, a tech level 14 damper firing at a tech level 15 
missile would use the long-range asset value instead of me- 
dium range. 

A successful damping roll renders the warhead harmless. 

21.3 Lingering Radiation 
Nuclear warheads which strike the ground irradiate the soil 

and leave a high level of residual radiation. For purposes of this 
rule any warhead fired at  a personnel stand on the ground or 
using NOE movement, a ground vehicle, or a flying vehicle 
using NOE movement counts as striking the ground. 

The radius of lingering radiation of a nuclear warhead is the 
same as the destruction radius of the warhead. This can be 
marked with model craters, cut out templates, or just piecesof 
string if you are particularly lame. 

All unprotected units which pass through an area of linger- 
ing radiation take a hit. Unprotected unitsinclude all personnel 
stands not in battledress and all open vehicles. Enclosed 
vehicles do not take damage, nor do personnel in battledress. 

All personnel in combat armor and combat environment 
suits may make saving throws against the radiation damage, 
using the normal saving throw number of their armor. Person- 
nel standsin othertypesof armormay not makesaving throws. 

Nuclear damper units may be used to reduce the long-term 
environmental hazards of lingering radiation, but have no 
effect on lingering radiation during the course of a miniatures 
game scenario. 

RULE 22' PSlOMCS 
Psionics, the ability to harness the extraordinarypowerof the 

mind, is widely used in the Zhodani Consulate and, since the 
collapse of the Third Imperium, has come into wider use in 
formerly Imperial space. The following rules cover the effects 
of psionics on combat. 

22.1 Teleportation 
About 20% of psionic combat specialists can telepoh 

Psionic teleporters simply appear behind enemy lines. They 
cannot teleport between positions of dramatically different 
altitude, 50 this technique cannot be used to assaultfromorbit. 
It is nevertheless a dramatic and effective means of introducing 
commandoes. 

Each teleporter must have a clear mental image of his 
destination, so each platoon has a "director" present The 
director is an adept clairvoyant and telepath who can clairvoy- 
antlyscan the target area and then telepathically impress that 
image on the teleporters. 

In order to telepo6 a stand must be given a travel order. 
Teleporting into a combat situation, assuming the psion does 
sofromasecure area, isassumed totake placewithout mishap. 
Teleporting out again is a task roll conducted as if making a 
direct-fire attack at long range. Failure means that the stand 
remains in its original location (but suffers all of the effects of 
a travel order). 

22.2 Scramblers 
About 20% of psionic combat specialists are "scramblers," 

gifted telekinetics who pin down enemy stands in preparation 
for an assault. They accomplish this by telekinetically pulling 
pins on grenades, squeezing triggers, etc. 

Scramblers have an ROF at  each different range which is 
used exactly like a direct fire weapon, except that a "hit" causes 
no damage, but instead places a Pin-1 marker on the stand. 

22.3 Recon 
About 40% of psionic combat specialists are recon troops. 

Each recon specialist is a clairvoyant trained to spot hidden 
enemy units in likely areas of concealment Recon specialists 
have a clairvoyant "sensot' rating used for spotting which is 
used like any other sensor. Clairvoyant spotting attempts are 
unaffected by night, weather, smoke, cover or any other 
normal spotting +diff mod. 

22.4 Intel 
About 20% of psionic combat specialists are intel officers 

used to interrogate prisoners using deep mental probes. This 
has no effect on the tactical battlefield, as virtually all troops 
facing psionic opponents equip at least their command per- 
sonnel with psionic shielded helmets. 
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RUUf~FORcECONVrOSrrWlN 
While playerswill seldom be in a position to raise, train and 

equip an army from scratch, they will often come in contact 
with armies. The following guidelines can help the referee 
determine the general type of army available to a planet, 
country or small settlement. 

23.1 Army Size 
Warlike governments will average about 1% of their 

populations in the armed forces, while peaceful govern- 
ments will average only about 0.25% of the population 
under arms. Governments (worlds or nations) with a popu- 
lation of 1 billion or more halve the percentages listed 
above. 

Not all the armed forces will be in the army, but a 
substantial part will. Up to 10% of the total will be in the wet 
navy, and about 20 to 30°h will be in the air force (if the 
world has a tech level high enough to have an air force). The 
balance will be in the army. 

23.1 1 Number of Units: Instead of dividing the total 
number of men and women under arms by four to deter- 
mine how many "stands" there are, then trying to organize 
them from the ground up, it is much easier to describe the 
army from the top down. 

The army has one division equivalent in service for every 
20,000 personnel. For smaller forces, it is more convenient 
to deal with battalions. Armies have one battalion equiva- 
lent for every 2000 personnel. 

This does not mean that the troops on a world are 
necessarily organized into traditional battalions or divisions. 
They may begrouped into legions, hordes, maniples, tercios, 
columns or any variety of units. The terms above are used to 
give a rough idea of the equivalent combat power of the 
force. 

23.12 Unit Strength: A standard "division equivalent" 
usually consists of 10 maneuver battalions (of about 500 
personnel each), 10 support battalions (of 500 each) and up 
to 10,000 other support personnel not present with the 
division, but in the military infrastructure. 

In smaller armies, a standard "battalion equivalent" usu- 
ally consists of one maneuver battalion, one support battal- 
ion and up to 1000 other personnel in the supporting 
military infrastructure. 

Maneuver battalions are close combat units, including 
infantry, cavalry, armor, airborne, commando, etc. Support 
battalions include both combat support (combat engineers, 
field artillery, air defense artillery, antitank artillery, coast 
defense artillery, fortress artillery, etc.) and noncombat 
support (signal, forward supply, transport, maintenance, 
military police, etc.). Infrastructure includes medical, veteri- 
nary, administrative, training, theater and rear area supply, 
judge advocate general, and general staff personnel. 

23.2 Troop Quality 
Troop quality is measured by the NPC types who man the 

unit and the unit's morale. These are determined by the type 
of society which raises the army. Societies for the purpose of 
this rule are divided into primitive and advanced as well as 
into warlike and peaceful. 

Primitive societies are generally those which do not have 
a sufficiently developed technological or industrial base to 
support space travel. As a rough rule of thumb, societies at 
tech level 9 and above are advanced, while 8 and below are 
primitive. 

Warlike does not necessarily suggest an aggressive society 
(although that would certainly qualify as warlike), but can 
simply indicate a society frequently called upon to defend 
itself. 

Most societies on Balkanized worlds are "warlike," while 
a government which ruled an entire world and was not 
called upon to engage in combat very often would be 
considered "peaceful." 

23.27 NPC Type: The following table lists the proportion 
of units in an army made up of each of the four different NPC 
types. In general, a unit will be made up almost entirely of 
the same troop types (with an occasion higher experience 
stand or group of troops as scouts, leaders or cadres). 

Troop Quality 
Novice Experienced Veteran Elite 

Prim. peaceful 75% 25% - - Type 

Prim. warlike 60% 30% 1 0% - 
Adv. peaceful 4Ooh 5 O0h 10% - 
Adv. warlike - 40°h 50% 10% 

23.22 Morale: Morale is a function of NPC type as modi- 
fied by whether the world is  peaceful or warlike. Avariety of 
other factors can also affect morale, so the referee should 
feel free to change the morale rating of the unit by several 
points up or down from this base. 

The table below gives the average morale of each NPC 
type from peaceful and warlike societies. 

Troop Quality 
Type Novice Experienced Veteran Elite 
Peaceful 10 12 14 1 8* 
Warli ke 12 14 18 20 

*Peaceful armies do not routinely have Elite NPC units, but 
may develop them as a result of prolonged combat. See the 
experience section below. 

23.23 Leaders: Separate commanders and combined com- 
mand stands are available in greater numbers at higher tech 
levels. The following chart shows which levels have com- 
bined command stands and which levels have separate 
single-figure command stands. The level shown with a 
separate command stand is the lowest level having that type 
of stand; all levels above it also have separate command 
stands. 



Leadership Level 
TL Combined Separate 
1-3 Battalion Brigade+ 
4-6 Company Battalion+ 
7-9 Platoon Company+ 
10-1 2 Squad Platoon+ 
13-15 - Squad+ 

All combined command stands are tactical commanders. All 
single-figure command stands from company level and above 
are operational, while all from platoon level and below are 
tactical. 

Command vehicles (such as command tanks) are either 
operational or tactical, depending on their command level 
and tech level. Tech level 4-6 company command tanks, for 
example, are tactical command stands (since if personnel they 
would be a combined stand), while battalion command tanks 
at the same tech level would be operational command stands. 

23.24 Increasing Experience: At the end of every campaign 
week in which a unit fought one or more combats, elements 
of the unit will be promoted in terms of combat proficiency. 
Ten percent of the surviving stands in the unit will increase one 
proficiency level. In addition, the number of surviving leaders 

in the unit will increase by 1 O%, either by adding additional 
single-figure command stands or by converting noncom- 
mand fireteams to a combination command stand. 

The exact stands promoted in experience and/or leadership 
will be determined by the referee. 

23.3 Equipment 
Although there is vast variety of equipment possible at  

different tech levels, some rough direction is possible. Units 
with good equipment tend to have the highest tech level gear 
available (if material from multiple tech levels is available) and 
tend to be more heavily armed, have more armored vehicles, 
have a higher level of mobility, etc. Poorly equipped troops are 
almost invariablyon foot and haveonlythe most primitive and 
light weapons available. They are usually used as local defense 
troops and are not suitable for offensive operations. 

The following table is a guide to the proportion of equip- 
ment levels in typical armies. 

Equipment Level 
TYP Poor Average Good 
Primitive 60% 30% . 1 0% 
Advanced 40°h 50% 10% 
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RULE SUPlWKl PERSVNNEL 
The basic TO&Es provided in the book are intended to 

represent the combat elements of a unit only. When fighting 
a campaign, however, it becomes more important to take into 
account the “tail” as well as the ”teeth” of a unit. 

24.1 Medical Personnel 
Medical personnel tend to battle casualties when the unit is 

engaged in combat missions and monitor the general health 
of the unit the rest of the time. 

24.1 1 Required Personnel: All medics are noncombatants 
and may not be usedforoffensive combatmissions. Medicsare 
sometimes armed for self-defense, however, and in some 
combat environments they are required to fight to protect 
themselves or their wounded. AI1 combat units requires the 
following medical personnel: 

Aunit needsonesingle-figure medicstand per 10 nonmedic 
stands (with each single-figure nonmedic stand counting as a 
quarter of a stand). 

A unit needs one dressing station (one fireteam stand of 
medicswhich will include one doctor) per 20 nonmedicstands 
(with each single-figure nonmedicstand counting as a quarter 
of a stand). 

larger units (brigades and higher) need a field hospital with one 
stand of medical personnel per 40 nonmedic stands (with each 
single-figure nonmedic stand counting as a quarter of a stand). 

24.12 Effects: Failure to provide sufficient medics will cause 
the morale of the unit to go down after its first time in combat. 
Morale will drop by 1 if more than half of the required number 
of medical stands are in the unit, or by 2 if fewer than half of 
the required number of stands are provided. 

Failure to provide sufficient medical personnel will also cause 
a deterioration in the unit‘s health. Before beginning a battle, 
roll 1 D20. The result is the percentage of the stands in the unit 
which are not present due to sickness. In particularly healthy 
environments, halve the die roll. In particularly unhealthy 
environments, double it. The referee determines which stands 
(usually chosen randomly) are missing. 

24.1 3 Wounded: Whenever a crew stand or fireteam stand 
iseliminated oravehicle destroyed, a wounded figure is placed 
on the table in place of the removed stand. Whenever a single- 
figure stand is eliminated, roll 1D20. On a roll of 1-5, a 
wounded figure is placed on the table. 

Wounded figures may not move by themselves. Wounded 
figures may be moved by any other stand, however, including 
sing I e-f ig ure stands. 

Units conducting covert raids or fighting particularly hated 
or feared enemies will suffer a reduction in morale for leaving 
wounded behind. Leaving one or more wounded behind will 
cause a reduction in unit morale of 1. Leaving wounded figures 
behind equal to 10% of theforce’soriginalstrength in fireteam 
stands (with single-figure stands counting as a quarter stand) 
will cause a morale reduction of 3. 

Over the course of an extended campaign, most wounded 
will return to duty. A returning soldier can be used to replace 

a single-figure stand or one quarter of a fire teamkrew stand. 
At tech level 5 and below, one actual soldier will return to 

duty per recovered wounded figure. The recovered soldier will 
return to duty after one week. 

At tech levels 6 through 10, two actual soldiers will return to 
duty perrecovered wounded figure. The first soldierwill return 
after one week and the second after three weeks. 

At tech level 11 and above, three actual soldiers will return 
to duty per recovered wounded figure. The first soldier will 
return after one week, the second after three weeks and the 
third after six weeks. 

24.2 Mechanics 
All units with any sort of sophisticated machinery require 

mechanics to provide routine maintenance on vehicles and 
repair combat damage. 

24.21 Required Personnel: Each piece of major equipment 
in the game has a maintenance point associated with it (as 
listed in the data annex). One mechanic is required per 50 
maintenance points worth of equipment. Mechanics may be 
in single-figure stands or four-man fireteam stands, whichever 
is most appropriate to the organization. 

One mobile workshop (vehicle-mounted) and a one-ton 
replacement parts trailer must be provided for every 20 
mechanics. Mechanics may sewe as vehicle drivers for their 
own transport vehicles. 

24.22 Effects: Failure to provide sufficient maintenance 
personnel results in vehicles and weapon systems becoming 
nonoperational. 

For each 10% shortage of maintenance personnel, a unit 
suffers a 1 % breakdown rate each week. The referee chooses 
equipmentwith a maintenance point total equal to 1% of the 
unit’s total requirements and declares it to be inoperative. If 
desired, the referee may give a percentage chance of breaking 
down to a piece of equipment with a largermaintenance point 
number. Aunitwhich would lose5 pointsworth of equipment 
might instead have a 50% chance of losing a single 1 0-point 
item of equipment. 

In addition to the above, during each week of intense 
combat or training operations, equipment totaling 5% of the 
unit’s maintenance point total will break down, regardless of 
the number of mechanics available. 

24.23 Repairs: Repair of broken-down equipmenttakesone 
week and requires the same number of maintenance pointsas 
maintaining it. Mechanics employed repairing broken down 
equipment, however, are not available for routine mainte- 
nance, so may increase the unit’s maintenance deficit. 

Any vehicle damaged in combat (one or more hits suffered) 
may be repaired in one day. Anyvehicle disabled in combat (all 
of its hits suffered) may be repaired in one week. Vehicles 
destroyed in combat may not be repaired. 

24.3 Cooks 

meals to troops in the field. 
Cooks provide hot, nutritional and (hopefully) palatable 
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24.31 Required Personnel: of 
cooks and one field kitchen is required for every 50 stands in 
a unit (with each single-figure noncook stand counting as a 
quarter of a stand). 

24.32 Effects: Troops who do not receive a hot meal for 
three consecutive days have their morale reduced by 1 until 
they do receive a hot meal. Troops in cold or inclement 
weather have their morale reduced by 1 each day that they do 
not receive a hot meal. Note that in cold and inclement 
weather this can quickly destroy the morale of the unit. One 
hot meal, however, will restore the unit's morale. 

24.4 Veterinarians 
Veterinarians look after the health of the animals in a unit 

This is particularly important in lower-tech units. 
24.41 Required Personnel: One veterinarian is required for 

every 10 stands of animals (either cavalry or horse-drawn 
vehicles) in the unit with single-figurestands(such as mounted 

commandersorscouts) counting as a quarter stand. In periods 
of intense heat, cold or inclement weather, one veterinarian is 
required for every five stands of animals. 

Veterinarians may be grouped into largerfour-man fireteams 
for larger units. 

24.42 Effects: If insufficient veterinarians are present in the 
unit, the unit will lose 1 % of its animals (but at least one stand 
worth) per week until the number of animals is reduced to the 
correct veterinarian-to-animal ratio. In periods of intense heat, 
cold or inclement weather, the attrition rate increases to 5% 
per week until the correct ratio is restored. 

24.5 Force Composition 
The figures given earlier on force composition apply to 

combatants in the force structure. If support personnel are 
added to the force, all are considered Novices (for combat 
purposes) and do not affect the ratios laid out previously for 
combatant troops. 

e 
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U U E  2 9  CAMPAIGN MOVES 
When fighting out an extended campaign, it is useful to 

have a set of simple but comprehensive rules for resolving 
strategic movement, scouting, supply, etc. This rule is  
intended to serve that function. 

25.1 Scale 
Each campaign turn represents eight hours of time. Move- 

ment and combat are plotted on maps using a 20km hex 
grid scale. 

Campaign units may range from companies, or even 
smaller detachments, up to divisions, with battalions being 
the most common force in most campaigns. 

25.2 Turns 
In each eight-hour turn, players give orders to friendly 

units and, in most cases, the friendly units act on those 
orders. 

Movement is simultaneous by both sides and adjudicated 
by the referee. Following movement, the referee resolves all  
detection and sets up battle games, if any battles are to be 
fought out. 

Note that since movement is simultaneous and combat 
can occur when opposing units enter the same hex, it will 
sometimes be necessary to pro-rate movement by all units 
and move them hex by hex to determine if opposing units 
are in the same hex a t  the same time. 

25.3 Detection 
Players should not be told the location of enemy ground 

combat units unless they are detected by a friendly unit in 
communication with other friendly units (and ultimately the 
players). 

Detection of aircraft by electronic sensors or detection 
from orbit is resolved using the normal detection rules in the 
game. 

A special procedure i s  used for detection of ground units 
by hostile ground units, however. 

Detection takes place when two opposing units enter the 
same hex. 

Units moving by road or in high mode are automatically 
detected. Other units may be detected if a successful task 
roll is made. 

Detection is resolved immediately, as detection of an 
enemy unit may stop movement and initiate combat. 
Detection is a standard task roll using the asset level of the 
average NPC quality of troops in the unit (Elite=15, Vet- 
eran=l3, Experienced=) 1, Novice=9, as noted on The New 
Era page 59). Detection is  a Difficult task, and the difficulty 
levelis modified asshown on thefollowing table. The terrain 
occupied by the unit affects the difficulty of detection. The 
difficulty levels are noted on the Terrain Effects chart on the 
following page. For other modifying conditions, +numbers 
are increases in the difficulty level, while -numbers are 
decreases. 

Detection Modifiers 
Modifier Condition 

Heavy detecting unit +2 
Medium detecting unit +1 
Target less than a battalion 
Light target u n it 
Night or inclement weather +l 
Detecting unit deployed -1 
Target a division or more 
Heavy target unit -1 
Every two tech levels detector is above target 

+I 
+1 

-1 

-1 
Terrain See Terrain Effects chart 

25.4 Mobility 
Units’ movement is expressed in hexes moved per eight- 

hour turn. The mobility of the unit is  determined by the 
travel movement of the slowest vehicle in use in the unit. 
Divide the Traveller travel movement rate (in kilometers) by 
25 to determine the mass combat system movement in 
hexes per turn. 

The following table lists common movement aliowances 
for low-tech units and may be used as a general guide to 
movement rates of hostile forces. The first number is the 
number of hexes moved per turn on a road or, in the case 
of helicopters and lift units, in high mode. The second 
number is the number of hexes moved cross country or, in 
the case of helicopters and lift units, in NOE mode. 

Movement Allowances 
Type Movement 
Infantry 211 
Cavalry 312 
T U  motorized 512 
TL6+ motorized 1515 
Mechanizedlarmored 1015 
ACV 2011 5 

25.41 Terrain: Some terrain is more difficult to move 
through than others and so slows movement. The Terrain 
Effects Chart on the following page lists most common 
terrain types encountered and their movement costs. Ter- 
rain types with a dash are moved through normally, while 
those with a number following the multiplication sign cost 
additional movement. These movement costs vary with the 
type of unit actually moving through the hex. Hill terrain, for 
example, has no special cost for track-mobile, ACV-mobile 
and lift-mobile units. Leg-mobile and wheel-mobile units, 
however, count the hex as two hexes for movement. 

Units which do not have sufficient movement left to enter 
a hex may not do so, but may expend their remaining 
movement toward the entry cost of the hex for the next 
turn. (It would otherwise be impossible for infantry to enter 
any difficult terrain.) 

Units may move along roads a t  the road movement rate, 
regardless of the type of terrain in the hex. The presence of 



a “P” on the chart indicates prohibited terrain; units with 
that mobility type may not enter the hex (except on a road). 

25.42 Supply and Fatigue: A unit’s ability to move is 
constrained by supply and fatigue. Supply limits a unit‘s 
movement usually due to fuel limits. 

Vehicles which have limited fuel must spend a turn 
refueling after they have expended their normal load. 
Troops may rest while refueling. 

Fatigue limits all units, and while the specific effects of 
fatigue are covered later, it is normal for a unit to rest for one 
turn per 24-hour day. See Rule 26.1 for details. 

25.43 Deploying: A unit which does not move during a 
turn is considered to be deployed in the hex it occupies and 
should be so noted. A deployed unit has advantages in 
combat and detection. A unit may rest a t  the same time that 
it is deployed. 

Terrain Effects 

Terrain Detect Leg Wheel Track ACV Lift 
Clear - 
Prairie -1 - 
Rough - x2 x2 - 
Mountain +1 x2 P x4 P -  

- x4 x4 - - Marsh - 
Swamp +1 x2 P P 

+1 x2 x4 x2 x4 - Forest 
Jungle +2 x2 P x4 P -  
Desert - 2 x 2 x 2 -  - -  

+1 x2 x4 x2 x4 - Broken 
- 2 x 2 x 4 x 2  - -  Glacier 

Movement 

- - - - -  
- A - -  

- -  

- -  
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RULE 26: SUPPLY & FATlGUE 
Although supply and fatigue are critical to sustained com- 

bat, it is very easy to become completely absorbed by logistics 
to the exclusion of other game considerations. As a result, only 
the simplest of logistical rules are presented here. 

26.1 Fatigue 
Unitswhich fight a battle are fatigued until they spend a turn 

resting. In addition, units not in combat which do not rest for 
one turn per day are fatigued. Each condition which causes 
fatigue (Le., each battle fought and each day spent without 
rest)increases the fatigue level of the unit by 1. Each turn spent 
resting reduces the fatigue level of the unit by 1. 

Units which are fatigued have their morale reduced. For 
every fatigue level, lower the unit‘s morale by 2. 

No unit may be reduced below a morale level of 4. Any unit 
with a fatigue level of 10 or more automatically surrenders to 
any enemy unit it encounters. 

26.2 Types of Supply 
There are three types of supply considered in the game: 

rations, fuel and munitions. 
26.21 Ratlons: Each unit requires rations once per day, and 

the rations are used when the unit is resting. If the unit does not 
receive its rations for the day, it has its fatigue level increased 
by 1. Units which are already fatigued and which are resting 
for more than one turn are denied the beneficial effect of one 

turn of rest per day if they receive no rations. There are no 
additional effects from lack of rations. 
26.22 Fuel: Fuel is requiredeach time avehicle uses upitson- 

board fuel. Units fuel all their vehicles at once and usually do 
so while resting. Fuel supply must be available while the unit 
is  resting in order for the vehicles to refuel. 
26.23 Munitions: Whenever a unit fights, it uses munitions 

and must receive more to fight at full effectiveness. Munitions 
are received at the beginning of a turn; the receiving unit does 
not have to rest to receive munitions. 

26.23 7 Small Arms: Once a unit fights, cut the rate of fire of 
all small arms weapons in the unit in half (rounding fractions 
up) until it receives munitions. 

26.232 Vehicles: Each vehicle has a specified number of shots 
carried on-board. These are used up in combat and are not 
replenished until a unit receives munitions. 

26.233 Other Heavy Weapons: Other heavy weapons, such 
as rocket launchers, towed artillery, missile launchers, etc., 
which do not have a specified number of rounds carried may 
or maynot haveammunition remaining aftera battle. Roll adie 
once for each weapon that fired. There is a 6Ooh chance (roll 
12 or less on 1 D20) that it will have ammunition remaining. 

26.3 Tracing Supply 
Units are in supply if they can trace a supply line back to a 

friendly supply base. The supply line should be shorter than 
one turn’s movement of the movement rate of the supply 
vehicles available to the unit. If it is longer than one turn’s 
movement, units which require supplies may or may not 
receive them, based on the following table. The number under 
the die roll column is the roll (or less) needed on 1 DZOfora unit 
to receive supplies. 

Supply 
Distance Die Roll 
2 turns 16 
3 turns 12 
4 turns 8 
5 turns 4 

Each unit rolls separately to determine whether or not it 
received supplies. 

26.4 Supply Bases 
Players may establish supply bases wherever they like in 

friendly territory. Any city hex is also considered to be a supply 
base. If a move into enemy territory is required, it will probably 
be necessary to establish additional forward supply bases to 
sustain the move. 

In order to create a newsupply base, the player must tell the 
referee where the base is to be and then spend three turns 
“stocking“ it. Once supplies have been available to the hex for 
three consecutive turns, the base is  operational. 

If a supply base ever goes for six consecutive turns without 
receiving supplies, it is no longer an active supply base. 



RULE 27: 1NTEGRATlON 
WlTH TUAVEUER 

This rule allowsintegration for playercharacte rsand detailed 
NPG from Traveller into a Striker miniatures game. For 
details on converting equipment from Traveller (or Fire, 
Fusion & Steel) to Striker terms, see Appendix A 

Each PC and detailed NPC is represented by a single-figure 
stand. All these rulesare based on the use of the asset of a player 
character or detailed NPC. 

Ground Tactics: If the Ground Tactics asset of the character 
in charge is higher than unit’sasset based on NPC quality, use 
the Ground Tactics asset for all campaign detection rolls. 

Leadership: The Leadership asset is used to avoid adverse 
moral effects. Whenever a unit suffers a failed morale roll or a 
forced-back result from fire, a PC or detailed NPC leader can 
make a roll against his Leadership asset. Success indicates that 
the morale effect is disregarded; failure indicates that the 
morale condition takes effect normally; and catastrophic 
failure indicates that the morale condition becomes one level 
worse (Le., Pin becomes Forced Back, Forced Back becomes 
Rout, Rout becomes Surrender, and Surrender remains Sur- 
render). Difficulty level is based on the morale level that has 
been reached: Pinned is Easy, Forced Back is Average, Rout is 

Formidable, and Surrender is Impossible. 
Instruction: An instructor works directly with a platoon of 

soldiers (up to 1 Ofireteamstands or theirequivalents), training 
them in tactics and basic military skills. An instructor may 
attempt to raise the troop quality of a platoon by rolling a 
formidable instruction task. Six consecutive success results 
mean that the platoon being trained has risen one experience 
level. The entire training program lasts one month, and all six 
rolls are made at the end of the month. 

Admin/Legal: For each level of skill (not asset), treat the unit 
as being one hex closer to its supply base for purposes of 
determining supply. 

Mapping: Leaderswith mapping skills may roll a Formidable 
task vs. Mapping each turn to find the best path through 
terrain for the campaign turn. Outstanding success multiplies 
the unit‘s movement allowance by 1.5 (round to the nearest 
whole number), success adds 1 to the movement rate for the 
turn, failure has no effect and Catastrophic Failure subtracts 1 
from the turn’s movement rate (the unit got lost). Note that 
leg infantry units get no greater benefit for outstanding 
success than they do for basic success. 

This works only for ground units, and not for lift (contra- 
grav) units. 

~ 
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Freedom’s Call 
Cunther had always been very big. When he was taken into the 

kommando, the first words the kommisar said were, “Achl En starker 
gonef1”And so they’d assigned him to carry the big 2 cm Leicht Sturm 
Ceschutz. 

Not that he minded. Everything about the squad LSC bespoke 
power, from the heavily greased telescoping shoulder stock to the 
massive munle break. For Cunther, power meant freedom. 

The Volkof the Kessel Valley had fought against invadersfrom the 
plains and theoff-shoreislandsforovera generation, and had always 
kept their villages and farmsteads secure. Then, scarcely a year ago, 
the Aus-Welten had come, and everything had changed. They came 
in starships and floating cars, and they swept away the village 
kommandoes like annoying flies. 

They seized every important settlement in little more than a week. 
They broughtin”governors” from the hated islandersand madethe 
Volk swear allegiance to a planetary government that was nothing 
more than a puppet of their Aus-Welt empire. 

Then they tried to make the Vo/k abandon the old ways. Men’s 
beards were shaved off. New flags were distributed, and the Volk 
were made to hang them from their roof eaves. Worst of all, they 
outlawed the Altsprech and made the school children learn their 
hated Anglik. 

And so, one by one, the kommandoes slipped away and reformed 
in the hills. Young men who had never served before slipped away 
as well, to join them. Cunther was one of those young men. Weeks 
of training followed, weeks whoseonly purpose had been to prepare 
him for t h i s  day. 

Cunther leaned the LSC carefullyagainst afallen log and sat down 
to rest, while behind him the kommandant, kommisar and 
schlachtfubrer conferred heatedly over an old, faded map. Below 
him, thevalleyof thesmall tributaryof theKesselwound through the 
rugged hills, a soft green streak through the browns and grays. And 
at the widest spot in the valley was the village of Bruchenburg, their 
objective. 

The advanced group had already secured thevillage and reported 
back by radio to the scblahtfiihrer. Collaborators were being dealt 
with even as the argument went on behind Cunther. The popping 
noise of single pistol shots drifting up from the village sounded 
strangely harmless from this distance. 

The Aus-Welten would hear the radio signal from the valley; they 
were meant to. They would send troops to rescue their lackeys and 
drive the kommando back into the hills. They were meant to do that 
as well. While the advanced party dealt with the village, the main 
body of the kommando manned the am bush site a kilometer to the 
north where the valley narrowed. 

This was the biggest raid 50 far. Three of the smaller bands had 
joined with Cunther‘s kommando to make an ambush this large. 
Many of the Aus-Welten would die under the guns of the ambush. 
Then the ambush party would fall back, and the Aus-Welten would 
pursue, drawn onto the guns of the second ambush party-the one 
Cunther was with. 

The kommissar had explained the plan in detail. They were to take 
their first easy shots and then retreat, not try to stand and fight. The 
object was to bloody the Aus-Welten and get experience for the 
neusoldaten, like Cunther-not win the war in one battle. 

Cunther knew all that. But he also knew that today he would kill 
an Aus-Welt soldier, and tonight he would spend the bounty 
Fleischgeltfor thick black-barley beer for his squad, and by tomorrow 

he would be an altsoldat. 
Cunther worked the LSC into a crook between a broken branch 

andthemain partofthetreetrunk. Helaid thethreeextramagazines 
on the trunk in front of him, made sure he had a clear field of fire to 
the small draw to the north, and waited. 

Background 
The planet Solee in the Old Expanses was unified in 1 196 under 

the rule of Christen Overtak, since crowned Empress Solee. A major 
breakthrough in detecting and combatting Virus at about thesame 
time enabled Solee to renovate a wide array of pre-collapse Imperial 
equipment, including numerous starships. Using these resources, 
Solee embarked upon avigorous program of imperialist expansion, 
invading the two neighboring worlds of Marcena and Hindahl. But 
neither campaign has gone as smoothly as expected, and the 
fighting on Marcena has become particularly costly. 

The strategy on both worlds was to pick a local warlord and back 
him with troops and high-tech weaponry, thus gaining a baseon the 
planet as well as valuable local guides and intelligence sources. On 
MaKena, however, the stubborn farmers of the Kessel valley have 
proven to be particularly effective guerrilla fighters. The fighting 
started, as it usually does, with attacks on the local population, not 
the regular Soleean troops. Occasional robberies and assassinations 
of local officials soon grew into attacks on police posts, and eventu- 
ally on small military patrols. In early 1201, the Blut und Eisen 
Kommandoof the west valley launched the largest coordinated raid 
and ambush of the war to date. 

DEPLOYMENT 
The Defender deploys the advance team in the village and may 

deploy the rest of the kommando anywhere desired, but not within 
20 cm of any table edge. 

The Attacker enters the board on turn 1 from the north edge 
mounted in vehicles. 

SPECIAL SCENARIO RULES 
The Kommando may withdraw from any table edge except the 

northern edge. individual stands may not withdraw on their own 
initiative, but must instead be issued a Disengageorder by either of 
the two command stands in the Kommando headquarters. 

VICTORY 
The Kommando wins if a t  least half the kommando force escapes 

and if it inflicts more casualties (hits) on the Soleeans than it suffers. 
However, it must inflict a t  least 10 hits on the Soleeans, and a t  least 
10 different Kommando stands must fire a t  a visible Soleean stand 
during the scenario for the objective of the raid to be achieved. 

If the Soleean player denies the Kommando its victory conditions, 
it wins. 





rnACKEU 
Briefing and Orders 

From: Headquarters, 5th District, MilitaryAssistance Com- 
mand, Marsena. 
To: Commander, 4th Company, 17th Imperial Soleean 

Infantry. 
1. Situation: Low-level terrorist activity has been increas- 

ing in the Kettle River Valley region. The district has re- 
sponded by massing company-sized rapid response forces 
in key positions ready to aggressively seek out terrorist 
bands whenever they launch a raid. Radio intercepts indi- 
cate that the village of Bridgeton (Bruchenburg in the local 
dialect) has been raided by terrorists who may still be in the 
area. Your company is the closest available rapid response 
force. 

2. Objective: Your company will move to Bridgeton, 
secure the village, determine the fate of the local police and 
officials, then engage and destroy the terrorist forces still in 
the area. 

3. Enemy Forces: Radio traffic indicates an enemyforce in 
the village and a smaller command-control element still in 
the surrounding hills. To avoid detection, terrorist units have 
not been operating in forces larger than a platoon. While 
larger forces are considered unlikely, force security remains 
a high priority. 

4. Friendly Forces: No additional reinforcing assets are 
available for our company. There is a squad-sized element of 
local police in the village, but they have not reported the 
attack by phone and so may have defected or been neutral- 
ized by the terrorists. 

5. Concept of Operation: Lack of combat vehicles will 
require a motor approach by road. The first priority should 
be the rapid recapture of the village. 

Organization of Forces 

enced, Morale: 18 except where noted), with: 
Headquarters (Veteran), with: . 

1 operational command stand 
1 tactical command/infantry stand 
1 self-commanding infantry stand 

1 tactical command/infantry stand 
5 infantry stands 
1 machinegun stand 

several requisitioned civilian trucks 

4th Company, 17th Imperial Soleean Infantry (Experi- 

3 Rifle Platoons, each with: 

Attached Transport Group (Novice), with: 

Headquarters, with: 
1 operational command stand 
1 tactical command/infantry stand 
1 self-commanding infantry stand 

Notes: All stands are equipped with TL10 7mm ad- 
vanced combat rifles, hand grenades and RAM HEAP 
grenades. Each soldier wears a helmet and combat 
environment suit (save number 1). 

Troop Q u a r i  Veteran Morale: 18lnitiitive: 4 
Armor: Combat Environment Suit Save:l 
Movement a c m  
System: Short ( I  3) Medium (6) Long (3) Extreme (1) Notes 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
HEffmg hand grenades-& 1 cm: 1 (Nil) 2cm: 1 (Nil) 3cm: 1 (Nil) 4 cm: 1 (Nil) Ep: 4, BR 2 cm 
RAM HE rifle grenades-9 4 cm: 1 (Nil) 8 cm: 1 (Nil) 16 cm: 1 (Nil) 32 cm: 1 (Nil) Ep: 3, B R  2 cm 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300cm 600crn 1 2 m  24OOcm 
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3 Rifle Platoons, with: 
1 tactical commandbnfantry stand 
5 infantry stands 
1 machinegun stand 

Notes: Each infantry and command infantry stand is 
equipped with TL10 7mm advanced combat rifles, hand 
grenades and RAM HEAP grenades. Each machinegun 
stand is equipped with a TL8 7mm rotary gun. Each soldier 
wears a helmet and combat environment suit (save num- 
ber 1). 

Troop Quality: Exwrienced Morale: j&lnltIatlve: 2. 
Armor:Combat Environmentsuit Save:l 
Movement ZOcm __ 
Svstem: Short 17 1 )  Medium (5) Lona (2) Notes 

Sensors 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
3krn radio 300cm 600cm 1200cm 2400cm 

Attached Transport Group, with: 
Several requisitioned civilian trucks 

Notes: The unit has enough requisitioned civilian trucks 
to mount the unit. A sample truck is listed, but any truck 
values from TL7 may be used. Each truck has a single-figure 
crew stand which may dismount (but the vehicle may not 
move while the driver is dismounted). Each crewmember is 
armed with a 7mmACR. They do notwear any body armor. 

Medium Truck (TL6) 

Troop Quality: Novice Morale: j&lnitiative: 1 
Movement 1 10 road (-, +1, +2), 50 cross-country (-, -, +1) 

Front Armor: 1 
Side Armor: 1 
Rear Armor: 1 
Deck Armor: Open 
Belly Armor: 1 

Headlights 
Eyeballs 

3 cm 6 cm 12cm 24 cm 
l00cm 200 cm 400 cm 800 cm 

Notes: Each command stand, command infantry stand and infantty stand is equipped with TLl 0 7mm ACRs, hand grenades and RAM HEAP grenades. 
Each machinegunstand isequippedw.thall-8 7mm rotarygun. Eachsddierwearsa helmetand combatenvironmentsuit(savenumber1). Thecommand 
stand is an operational commander. The command/infantry stands are all tactical commanders. The unit has enough requisitioned avilian trucks to mwnt 
the unit. A sample truck is listed, but any truck values from TL7 may be used. 



DEFENDER Force Organization 
Briefing and Orders Blot Und Elsen Kommando, with: 

From: Kommandant, B/ut und Esen Kommando. 
To: All element leaders. 
1. Situation: We have gradually been building up our cache 

of weapons and raising recruits. Recently, we established 
contact with two independent groups and persuaded them to 
join our kommando on this raid. The time has come to strike a 
crushing blow against the Aus- Welten and their collaborators. 
We have identified thevillage of Briichenburg as the baitfor an 
ambush. Our advanced party has already secured the village 
and transmitted the fact on open channel. The enemy will 
respond with a rescue force which we will ambush. 
2. Objective: Our objective is to inflict maximum casualties 

on the enemy while preserving our force as the cadre for the 
growing resistance movement If possible, our novice troops 
should experience some combat although they are very 
inexperienced, and it is important not to break them in this first 
battle. 

3. Enemy Forces: We expect that the enemy will deploy as 
much as a company to relieve the village. They are better 
equipped than our kommando, and most of the men are better 
trained. The closest enemy response force is stationed a few 
kilometers to the north. There are no troop concentrations to 
the south for over 100 kilometers. 

Enemyair raft troops have a substantial mobility advantage 
over our own infantry, but there have been no reports of air 
rafts deployed in the valley (except as liaison craft) for over a 
month. 

4. Friendly Forces: All friendly local forces have been 
incorporated in the ranks of the koinmandofor this operation. 

5. Concept of Operation: While the advanced party secures 
the village, the other elements of the force will conceal 
themselves in the woods and broken ground as ambush 
parties. 

Headquarters (Veteran, Morale: 20), with: 
1 operational command stand 
1 staff radio stand 
1 self-ordering infantry stand 

1 tactical command infantry stand 
1 self-ordering infantry stand 
4 infantry stands 

1 tactical command infantry stand 
6 infantry stands 
2 machinegun stands 

1 tactical command infantry stand 
4 infantry stands 
1 machinegun stand 

Advance Party (Novice, Morale: 16), with: 

First Element (Experienced, Morale: 18), with: 

Second Element (Novice, Morale: 16), with: 



~~ 

Headquarters, Blut Und Eisen Kommando, with: Notes: Each stand is equipped with TL7 7mm assault 
1 operational command stand 
1 staff radio stand 
1 self-ordering infantry stand 

riiles. The soldiers are unarmored. 

Troop Qua l i i  Veteran Morale: =Initiative: 4 
h o r r  None 
Movement: R c m  
System: short(73) Medium (6) Long (3) &reme ( I )  Notes 
7mm assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (Nil) 48 cm: 1 (Nil) 
2cm LAC (DS) 25 cm: 3 (6) 50 cm: 2 (6) 100 cm: 1 (2) 200 cm: 1 (1) 
Sensors 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications 
3km radio 300cm 600cm 1200cm 2400cm 

Advance Party (Novice, Morale: 16), with: Notes: Each stand is equipped with TL7 7mm assault 
rifles. Each command infantry and self-ordering infantry 
(but not plain infantry) stand also has an integral 2cm LAC. 
The soldiers are unarmored. 

1 tactical command infantry stand 
1 self-ordering infantry stand 
4 infantry stands 

Troop Quality: Novice Morale: &Initiative: 1 
Armor: Combat environmentsuit Save:L 
Movement: a c m  
System: Short (9) Medium (4) Long (2) W e m e  ( 7 )  Notes 
7mm assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (Nil) 48 cm: 1 (Nil) 
7mm LMC-6 10 cm: 5 (2) 20 cm: 4 (2) 40 cm: 3 (Nil) 80 cm: 2 (Nil) 
2cm LAC (DS) 25 cm: 3 (6) 50 cm: 2 (6) 100 cm: 1 (2) 200 cm: 1 (1) 
Sensors: 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
3km radio (3 km) (6 km) (1 2 km) (24 km) 
3km radio 300cm 600cm 1200cm 2400cm 



~~ 

F irst Element (Experienced, Morale: 18), with: Notes: Each infantry and command infantry stand is 
equipped with TL7 7mm assault rifles. Each command 
infantry stand also hasan integral 2cm LAG. Each machine- 
gun stand is equipped with a TL7 7mm light machinegun. 
The soldiers are unarmored. 

1 tactical command infantry stand 
6 infantry stands 
2 machinegun stands 

Troop Quality Exwrienced Morale: j&lnltlative: 3 
Armor: Combat environmentsuit Save:l 
Movement: a c m  
System: Short (7 7) Medium (5) Long (2) - (1)  Notes 
7mm assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (NiD 48 cm: 1 fNin 

- . - _. . . . . \-I . . . -. . . . . \ - I  . . -. . . . - 

Sensors: 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communicationc 
3krn radio 300cm 600cm 12oOUn 2400cm 

Second Element (Novice, Morale: 16), with: Notes: Each infantry and command infantry stand is 
equipped with TL7 7mm assault rifles. Each command 
infantry stand also has an integral 2cm LAG. Each machine- 
gun stand is equipped with a TL7 7mm light machinegun. 
The soldiers are unarmored. 

1 tactical command infantry stand 
4 infantry stands 
1 machinegun stand 

Troop Quality Novice Morale: j&lnitiative: 1 
Armor: Com batenvironmentsuit Save:l 
Movement D c m  - 

System: Short (9) Medium (4) Long (2) W e m e  ( 7 )  Notes 
7mrn assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (Nil) 48 cm: 1 (Nil) 
7mm LMC-6 10 cm: 5 (2) 20 cm: 4 (2) 40 cm: 3 (Nil) 80 cm: 2 (Nil) 
2crn LAG (DS) 25 cm: 3 (6) 50 cm: 2 (6) 100 cm: 1 (2) 200 cm: 1 (1) 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300cm 600cm 1200cm 2400cm 
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Say Good Night 
- 

Late 1199 (Imperial calendar) 
Vezina (Old Expanses) 

Sergeant Borgia took a last look around the airless drop bay. 
All eight of her people were out on the drop pylons strapping 
themselves into the reentry kits. Navy types had gone EVA to 
deploy the ablative foam reentry shields while the jump troops 
had gotten their final briefing, so therewouldn't be the normal 
wait while the foam hardened. That was a good idea. 

There was talk of a new purpose-built drop capsule coming 
soon, complete with jammers and decoys and the ability to 
maneuver enough to maybe throw off a dirt gunnel's aim. 
That sounded good to Borgia, but this jump would still be with 
the old sport versions. Getting down in one piece was going 
to rely on Cdr. Ritter keeping the bad guys talking until it was 
too late. That, and some luck. Then it was up to the grunts. 

Borgia pulled herself along the steel cable to the makeshift 
drop pylon and slipped into the human-sized cavityin the dult 
black hemisphere of the drop kit. The few idiot lights that the 
small craft had showed green. 

"Lucky, this is Drop Six. Your people all strapped in?" 
'That's a roger, Skipper," she answered. "Nine ready to drop." 
"Bongo, Can Can, your folks set?" 
"Bongo to Drop Six. Nine to drop, Skipper." 
"Can Can ready. Nine to drop." 
"Okay, we'll salvo drop in 30 from my mark .... Mark." 
When they hit the ionosphere in reentry and communica- 

tions blacked out, Borgia was left alone with her thoughts. 
Howmany, shewondered, wouldcome backon line oncethey 
broke out into the lower atmosphere? How many then would 
make it to the ground? The Vezinans had to know they were 
coming, had to be waiting for them ... had to be. Ritter was a 
great BS artist, but nobody was that good. Nobody could be 
that stupid. Could they? 

They broke through to the lower atmosphere, and Borgia's 
radio crackled to life. The capsules were tuned to receive on the 
open channel used for the negotiations, and suddenly Ritter's 
voice, frustrated and impatient, filled her helmet. 

"...Yes, I know, your highness. Er, right. I mean, your 
divineness. What? Your divine holiness? I.... Right, I.... Right, 
look .... I .... Look, Hoss, I don? care who died and made you 
immortal, but I'm only going to explain this one more time!" 

Borgia grinned as her drogue chute pulled the main chute 
free and the broad gray canopy spread above her. Minutes 
later she hit the harness quick release and came out of the still- 
rocking frameworkon her feetandin theshuffling trotthatwas 
as good an approximation of a run as anyone could manage 
in battledress. The drop had been good; she was only about 
300 meters from the built-up settlement proper. She looked 
around the DZ and saw collapsing gray chutes and running 
figures all across it Everyone was down and moving! 

Captain Jeff ries, the drop commander, suddenly interrupted 
the diplomatic argument, breaking in on the clear. 

"Ritter, this is Drop Six. I've got dust with all 30. Say again, 

dust with three-zero. Switching to Tacnet." 

emperor. "Say good night, Hoss!" 
"You hear that?' Ritter whooped over the radio to the god- - 
In 1 199, the newly formed Dawn League sent out 1 2 refitted 

diplomatic ships to establish peaceful contact with worlds in 
the Wilds, the former territory of the Third Imperium None of 
the ships came back. Follow-on missions by hastily outfitted 
small warships came back with news of massacres. One of the 
ships, DLS Lirgishkhunan, actually had its own landing party 
captured on the planetvezina while trying to discoverthe fate 
of thecrewof the DLSAurora.With afresh contingentof jump 
troops and the battle-seasoned DLS Ashtabula in consort, 
Lirgishkhunan returned, looking for trouble. 

In thisscenario, theAttacker(the Dawn League p1ayer)conducts 
a meteoric assault from orbit, while the defender (the Hastaan 
player) attempts to defend the capital city of the small country. 

LxFwJY- 
The Hastaan player may set up anywhere in the settlement 

All tanks must be parked together in one place. The Blood- 
Death Tercio, the Emperor and the prisoners (a half-dozen or 
more unarmed and unarmored single-figure stands) must be 
placed in the palace. 

SPEClM SCENAWORULES 
Jamming: Orbital jammers in the Dawn League ships are 

sufficiently powerful that the entire board isin theirshort range 
for radio, radar and EMS jamming. 

Surprise: Despite ample warning, Hastaan wassurprised by the 
speed and audacity of the assault from orbit To duplicate this level 
of surprise, no personnel or vehicle stand may move or fire the first 
turn. Tanks may not move or fire until they have powered up. Each 
tank rolls once per turn during the movement phase to see if it is 
powered up. The roll is treated as an extreme-range task the first 
turn, a long-range taskthe second, a medium-range task the third, 
and a short-range task every following tum. 

Drop: The drop may be made anywhere except in the built- 
up area. Any stand which lands in the built-up area takes a hit 
and automatically has a P2 marker placed on it, regardless of 
whetheritsdropmarker isface up ordown. Thetwodrop units 
must form separate sticks. Each unit may be, but need not be, 
divided further into more sticks. 

Prisoners:Theprisoners maynotbemovedfromthepalaceand 
may not be executed. Once they are in Dawn League control, they 
may be fired a t  Evacuation can be accompl'ied by arrivin gat any 
drop zone not in the field of fire of a Hastaan homing missile. 

WCTORY 
The Dawn League player wins if over half the prisoners are 

recaptured and evacuated. The Dawn League wins an over- 
whelming victory if, in addition to recapturing the prisoners, 
the emperor is killed, and the jump troops end the scenario in 
control of the settlement 
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A77-u 
Briefing and Orders 

From: Lt. Cdr. Ritter, pennant aboard DLS Ashtabula. 
To: All personnel, Task Force Strike Vezina. 
1. Situation: On or about 1 -VII-1199 DLS, Auroragrounded 

on the planetvezina, atwhich time theship and hercrewwere 
seized by a local warlord, the self-styled "Cod-Emperor of 
Hastaan." Afollow-on landing by DLS Lirgishkhunan ended in 
shots fired and the rescue party being captured by locals. We 
now have definite proof that Aurora's crewmembers have 
been executed. While Lirgishkhunan's troops are believed still 
alive, the situation is extremely unstable. 

2. Objectives: Recover our surviving people. 
3. Enemy Forces: Hastaan isasmall technologically elevated 

dictatorship. The troops are nominally well-equipped, but 

Organization of Forces 
Dawn League Task Force Strike Vezina, with: 

Task Force Command, with: 
1 operational commander (in orbit) 
1 staff uplink (in orbit) 

Jump Detachment "Ashtabula" (Elite, Morale: 22), 
with: 

Command Croup, with: 
1 operational command stand 
1 tactical command stand 
1 self-ordering recon stand (single-figure) 

3 Squads, each with: 
1 tactical command stand 
2 infantry stands 

Jump Detach men t "Lirgishkhunan " (Veteran, Mora le: 
their combat skills are not necessarily as good. Total military 
personnel is believed to be about 1000, ofwhich about half are 
actual ground combatants. The local army is called the 
"Sacred Guard." 

4. Friendly Forces: We are currently in orbit with Ashtabula 
and Lirgishkhunan. Lirgishkhunan has a new complement of 
jump troops. Both vessels are available for laser bombardment 
from orbit, but the potential combat zone is largelyfilled with 
civilian settlements, making orbital bombardment impracti- 
cal. 

5. Concept of Operation: The task force commander will 
continue negotiations with Hastaan from orbit while the drop 
troops prepare for meteoric assault. The assault sticks will land 
as close to the settlement as possible and then fight their way 
quickly in, secure the prisoners held in the palace, then fight 
their way back out again, relying on shock and surprise to 
overcome resistance. The task force in orbit will engage in 
selective jamming of enemy communications to confuse their 
command network. Extraction will be by assault lander. 

18), with: 
Command Croup, with: 

1 operational command stand 
1 self-ordering recon stand (single-figure) 

2 Squads, each with: 
1 tactical command stand 
2 infantry stands 



Jump Detachment "Ashtabulo" (Elite, Morale: 22), Notes: All stands are equipped with TLl 0 7mm advanced 
combat rifles, hand grenades and RAM HEAP grenades. 
Each infantry and recon stand has an integral plasma 
bazooka. Each soldier wears light battledress (save number 

with: 
Command Croup, with: 

1 operational command stand 
1 tactical command stand 6). 
1 self-ordering recon stand (single-figure) 

3 Squads, each with: 
1 tactical command stand 
2 infantry stands 

Troop Wari  &Morale: 22Inltiative: 4 
Armor: Laht - battledrw Save:g 
Movement E c m  
System: Short (1 5) Medium (7) Long (3) - (1)  Notes 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
HVfrag hand grenades& 1 cm: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4cm:l (Nil) Ep:4,BR2m 
RAM HE rifle grenades-9 4 cm: 1 (Nil) 8 cm: 1 (Nil) 16 cm: 1 (Nil) 32 cm: 1 (Nil) Ep: 3, BR 2 cm 
1 Ocm plasma bazooka-1 0 34 cm: 1 (51 +) Ep: 3, BR lcm 
Sensors: 

1 7 cm: 1 (51 +) 68 cm: 1 (26+) 136 cm: 1 (k) 

I Eyeballs 1 00 cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300cm 600cm 12OOun 2400cm 

Jump Detachment "Urglshkbunon" (Veteran, Mo- Notes: All stands are equipped with TL10 7mm ad- 
vanced combat rifles, hand grenades and RAM HEAP 
grenades. Each infantry and recon stand has an integral 
plasma bazooka. Each soldier wears light battledress (save 
number 6). 

rale: 18), with: 
Command Croup, with: 

1 operational command stand 
1 self-ordering recon stand (single-figure) 

2 Squads, each with: 
1 tactical command stand 
2 infantry stands 

Troop @ a l i i  Veteran Morale: 18lnitbtive: 3 
ArmocLahtbattledress Save:& 
Movement: X c m  
System: Short ( I  3) Medium (6) Long (3) - (1) Notes 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
HE/frag hand grenades& 1 cm: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4cm: 1 (Nil) Ep:4, BR2cm 
RAM HE rifle grenades-9 4 cm: 1 (Nil) 8 cm: 1 (Nil) 16 cm: 1 (Nil) 32 cm: 1 (Nil) Ep: 3, B R  2 cm 
1 Ocm Dlasrna bazooka-1 0 17 cm: 1 (51+) 34 cm: 1 (51+) 68 cm: 1 (26+1 136 cm: 1 (k1 Ep. 3. BR lcm 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: I 3km radio 300cm 600cm 12ooun 2400cm 
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O€FENVER 
Briefing and Orders 

From: Supreme Headquarters, Imperial Horde. 
To: All Sacred Guard Commanders. 
1. Situation: Twice the off-worlders have landed minions to 

subvert and corrupt our subjects, and twice they have been 
dealt with. Now another alien force hovers above us, begging 
for the release of their criminal spies and saboteurs. 

2. Objective: Defend the person of the god-emperor at all 
costs. 

3. Enemy Forces: Unknown. 
4. Friendly Forces: Although many militia units have not yet 

mustered from their hamlets, the best units of the Sacred 
Guard are concentrated at the capital, and additional militia 
groupments are on their way. 

5. Concept of Operation: The enemy is cowardly and 
unlikely to attack as long as we hold prisoners. Nevertheless, 
we must be ready for any treachery. 

Organization Of Forces 
Hastaan Imperial Troops: The Sacred Guard 
Supreme Headquarters (Novice, Morale: 14), with: 

1 operational command stand (the emperor) 
1 staff radio stand 

The Blood-Life Tercio, with: 
Headquarters, with: 

1 tactical command stand 
1 self-ordering infantry stand 
1 crew stand 
1 VRF gauss gun 

1 tactical command infantry stand 
4 infantry stands 

The Tercio of Steel, with: 
Headquarters, with: 

Tank Detachment, with: 

2 Detachments, each with: 

1 tactical command stand 

1 tactical command TL8 fast tank 
3 TL8 fast tanks 

2 Mobile Detachments, each with 
1 tactical command infantry stand 
2 infantry stands 
1 machinegun stand 
1 heavy truck 

The Tercio of Fire, with: 
Headquarters, with: 

1 tactical command stand 
Mlssile Detachment, with: 

1 tactical command stand 
2 crew stands 
2 TL7 TAC missile launchers 

1 tactical command stand 
1 self-ordering observer stand (single figure) 
3 crew stands 
3 8cm mortars 

Air Defense Detachment, with: 
1 tactical command stand 
3 crew stands 
3 TL7 ADA homing missiles 

Militia Croupments, with: 
mere are six militia groupments, but most of them are 

deployed some distance from the capital. Only one or two 
militia groupments are in the capital when the raid hits. One 
or two more may be added to the scenario as reinforcements, 
if desired.) 

Mortar Detachment, with: 

Headquarters, with 
1 tactical command stand 
1 self-ordering infantry stand 
1 machinegun stand 

2 Sections, each with: 
1 tactical command infantry stand 
3 infantry stands 

77  



The Blood-Life Tercio (Experienced, Morale: 16), with: Notes: All troops in the Blood-Life Tercio wear TLlO 
battledress. All command, command infantry, self-order- 
ing infantry and plain infantry are equipped with TLlO 
7mm ACRs firing discarding sabot (DS) ammunition. Each 
command infantry stand has an integral, TL10 assault 
rocketlauncher(ARL).The crewstandisequippedwithTL5 
7mm carbines. 

Headquarters, with: 
1 tactical command stand 
1 self-ordering infantry stand 
1 crewstand 
1 VRF gauss gun 

1 tactical command infantry stand 
4 infantry stands 

2 Detachments, each with: 

Troop Quality: Experienced Morale: xlnitiatbe: 2 
Armor.Battledress Save:g 
Movement: E c m  
System: Short (I 1)  Medium (5) long (2) Exbwne (7) Notes 
7mm carbine-5 5 cm: 3 (2) 10 cm: 2 (2) 20 cm: 1 (Nil) 40 cm: 1 (Nil) 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96cm: 1 (2) 
6cm ARL (HE) 20 cm: 2 (2+) 40 cm: 1 (2+) - - P 6 B k 4  
6cm ARL (HEAP) 20 cm: 2 (65+) 40 cm: 1 (65+) - - Ep: 5 BR: 3 
6cm ARL (flechette) 20 cm: 2* (Nil) 40 cm: 1* fNiO - - DS: 1 cmxS cm 

. I  . r  ~ 

4mm VRF gauss gun (dart) 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300cm 600cm 1200un 2400cm 

Supreme Headquarters (Novice, Morale: 14), with: 
1 operational command stand (the emperor) 
1 staff radio stand 

Notes: All personnel are wearingTL10 combat armor and 
are equipped with TL10 7mm ACRs firing ball ammunition. 

Troop Quality Novice Morale: Hlnitiative: 1 
Armor:Combatanor Save:Z 
Movement B c m  
System: Short (I 3) Medium (6) Long (3) Extreme (I) Notes 
7mm ACR-10 (ball) 10 cm: 4 (3) 20 cm: 3 (3) 40 cm: 2 (2) 80cm: 1 (Nil) 
Sensors: 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 
30km radio (30 km) (60 km) (1 20 km) (240 km) 
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The Terclo of Steel (Novice, Morale 14), with: Notes: Each command, command infantry, and infantry 
stands is equipped with 7mm assault rifles and HVfrag hand 
grenades. Each machinegun stand has a 7mm tripod MG. Each 
command infantry stand has an integral 14.5mm antiarmor rifle 
(firing ball ammunition). All troops wear ballistic weave body 
armor and helmets. 

Headquarters, with: 

2 Mobile Detachments, each with: 
1 tactical command stand 

1 tactical command infantry stand 
2 infantry stands 
1 machinegun stand 
1 heavy truck 

Troop Quality Novice Morale: 14lnltlative: 1 
Atmor: BallisticWeaveBodvAor Save:l 
Movement: X c m  

~ 

System: Short (9) Medium (4) Long (2) W e m e  ( I )  Notes 
7mm assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (Nil) 48 cm: 1 (Nil) 
7mm MC 14 cm: 5 (2) 28 cm: 4 (2) 56 cm: 3 (Nil) 1 12 cm: 2 (Nil) 
HVFtag Hand Grenades-& 1 cm: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4 cm: 1 (Nil) Ep: 4, BR 2 un 
14.5mm AAR (ball) 29 cm: 3 (6) 58 cm: 2 (6) 11 6 cm: 1 (6) 232 cm: 1 (4) 
Sensors 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 
3krn radio 300cm 600cm 1200cm 2400cm 

lhe Tercb of Steel (Novke, Morale: 14), with: 
Tank Detachment 

1 tactical command TL8 Prairie Fire fast tank 
3 TU3 Prairie Fire fast tanks 

Prairie Fire Fast Tank (TU) 

Troop Quality Novice Morale: =Initiative: 1 
Movement: 130 road (+1, +2, +2), 100 crosscountry (-, +1, +2) 

Front Armor: 192 
Side Armor. 48 
Rear Armor: 24 
DeckArmor: 36 
Belk Armor: 24 

System: Short (9) Medium (4) Long (2) W e m e  (7) Notes 
130mm L60 Gun-APFSDSDU 
130mm L60 Gun-HEAP 
130mm L60 Gun-HE 51 cm:l (lk) 102un:l (lk) 204cm:1(13+) 408cm:1(13+) F,S,Wll,BR:4cm 
130mm L60 Gun-Flechette 51 cm: 1 (2) 102 cm: 1 (2) 204 cm: 1 (2) 408 cm: 1 (2) F, S, DS 3x1 0 cm 
7mm Rotary MG-Ball 27 cm: 7 (3) 54 cm: 6 (3) 108 cm: 5 (2) 21 6 cm: 4 (Nil) F, S 
5mm Rotary MG-Ball 15 cm: 7 (3) 30 cm: 6 (3) 60 cm: 5 (Nil) 120 cm: 4 (Nil) F, S 
Sensors 
3km HRT 300 cm 600 cm 1200 cm 2400 un 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
30km radio (30 km) (60 km) (1 20 km) (240 km) 

67 cm: 1 (207+) 
51 cm: 1 (1 23+) 

134 cm: 1 (1 97+) 268 cm: 1 (1 87+) 536 cm: 1 (1 67+) F, S 
102 cm: 1 (123+) 204 cm: 1 (1 23+) 408 cm: 1 (1 2 k )  F, S, Ep: 9, B E  3 cm 
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MilRia Croupment (Novice, Morale: 12), with: 
mere aresix militia groupmenis, but most of them are deployed 

some distance from the capital. Onlyone or ~MO militia groupmenis 
are in the capital when the mid hits. One or Imo more may be added 
to the scenario as reinforcements, if desired.) 

1 tactical command stand 
1 self-ordering infantry stand 
1 machinegun stand 

2 sections, each with: 
1 tactical command infantry stand 
3 infantry stands 

Notes Each command, command infantry, selfardering infantry 
and plain infantry stand is equipped with 7mm assault rifles. The 
machinegun stand has a 7mm tripod MC. 

Headquarters, with: 

Troop Quality: Novice Morale: =Initiative: 1 
Annor. None 
Movement B c m  
System: Short (9) Medium (4) long (2) -e (1 )  Notes 
7mm assault rifle7 6 cm: 4 (2) 12 cm: 3 (2) 24 cm: 2 (Nil) 48 cm: 1 (Nil) 
7mm MC 14 cm: 5 (2) 28 cm: 4 (2) 56 cm: 3 (Nil) 11 2 un: 2 (Nil) 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications 
3km radio 300cm 600cm 12oocm 2400cm 

The Tercio of Fire (Novice, Morale: 14), with: 
Headquarters, with: 

Missile Detachment, with: 
1 tactical command stand 

1 tactical command stand 
2 crew stands 
2 TL7 TAC missile launchers 

1 tactical command stand 
1 self-ordering observer stand (single figure) 

Mortar Detachment, with: 

3 crew stands 
3 8cm mortars 

Air Defense Detachment, with: 
1 tactical command stand 
3 crew stands 
3 TL7 ADA homing missiles 

Notes: Allcommand, observer and crewstands areequipped with 
7mm carbines. Each missile launcher has oniy three shots worth of 
ammunition. 

Troop QuaMy: Veteran Morale: Mlnitiative: 4 
Armor. Combatenvironmentsuit Save:l 
Movement a c m  
System: Short (1 3) Medium (6) Long (3) Extreme (1) Notes 
7mm carbine5 5 cm: 3 (2) 10 cm: 2 (2) 20 cm: 1 (Nil) 40 cm: 1 (Nil) 
HWmg hand grenades& 1 cm: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4 cm: 1 (Nil) Ep: 4, BR: 2 un 
RAM HE rifle grenades-9 4 cm: 1 (Nil) 8 cm: 1 (Nil) 16 cm: 1 (Nil) 32 cm: 1 (Nil) Ep: 3, B R  2 un 
Sensars - -. .- -. - 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300cm 600cm 1200un 2400cm 
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Strength on 
Strength - 

11 10 (Imperial calendar) 
Efate (Spinward Marches) 

It had been very quick and very violent. When it was over, 
there was some smoke in the command bunker, but no 
movement, not anymore, and it was suddenly eerily quiet. 
Even the tacnet chatter died away in the sudden peace. 

In front of him, a "Joe" officer's lifeless form sprawled across 
aworkstation.Atfirstit looked likeshe had been trying toshield 
the electronics with her body, but when he rolled her over, he 
saw the primed grenade still clutched in a death grip. She slid 
to the floor as if in slow motion, her hand relaxing, and the 
grenade's safety lever flipped up and away, doing lazy cart- 
wheels through the air. 

"Grenade!" he yelled, and started to smother it with his own 
body armor, but as he went down to his knees, his eyes came 
level with the workstation, and he saw the still-glowing data 
monitor, covered with the cramped, geometric characters of 
the Zhodani alphabet. 

The grenade wusn't for us, he thought suddenly. She was 
trying to kill the machine! 

Instead of falling on the grenade, he picked it up and threw 
it out the open hatchway. 

"Heads up! Grenade comin' out the CP hatch!" he yelled 
over the tacnet and heard angry curses in answer. There was 
an explosion, and more curses, but no cries of pain or calls for 
medics. 

He looked back at the machine. Its screen still glowed a 
happy orange and blue, line after line of data displayed for 
anyone with the wisdom to decipher it 

"Hey, El-Tee," he said finally. 'You better come over here 
and look at  this." 

BACKGROUND 
The Fifth Frontier War was the last major conflict fought 

between the Third Imperium and the Zhodani Consulate. 
During the year-long siege of Efate, both sides committed 

ground troops. Eventually, Imperial forces gained the upper 
hand, in part due to a major intelligence coup gained on a raid 
conducted by the crack 451 8th Lift Infantry. 

In this scenario, the Imperial player will defend a captured 
Zhodani headquarters compound against a determined Zho- 
dani attack. 

DEPLOYMENT 
The Zhodani commando company will enter the board by 

psionic teleportation. First, the Zhodani player decides where 
each stand will appear. Stands may appear inside buildings. 
The Zhodani player will know the location of the computer, 
but not the location of Imperial troops. (Although the unit 
clairvoyant has that capability, the troops move around, and 
he can only scan one area at a time. He will not be able to tell 
where the Imperial troops are at the time of the jump, since at 
that time he will be occupied telepathically locking destination 
images into the minds of troops.) 

Once the Zhodani player has secretly recorded the arrival 
points of his troops, the Imperial player sets up. Troops maybe 
played anywhere in or within 40 cm of the compound. Any 
hidden stands are kept off the table. 

The game begins when the Zhodani commandoes appear. 
On the same turn, the Zhodani lift infantry company may 
enter any board edge. 

SPECIAL SCENARIO RULES 
Although a relief force is on its way, it will not arrive soon 

enough to intervene in this fight. The scenario is essentially a 
fight to the death between the Imperial company and the two 
Zhodani companies. 

VICTORY 
The Zhodani player wins if the computer is destroyed and 

all three computer intelligence officers are killed and/or cap- 
tured. Failing this, the Imperial player wins. 
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ATTACKER 
Briefing and Orders 

From: Headquarters, 14th Area Army. 
To: 1 14th Commando Groupment, Consular Guard. 
1. Situation: A recent raid by the enemy overran the rear 

headquarters of the CXll Corps and captured an intactopera- 
tions computer. Indications are that the headquarters staff did 
not have time to destroy the encrypted data base, the decod- 
ing of which will seriously compromise our operations here on 
Efate. The tamperproofs of the computer will prevent it from 
being moved until the encryption has been dealt with, which 
will require the enemy to hold the site and bring its computer 
experts there. 
2. Objectlve: Destroy the captured operations computer 

and its data base. Eliminate any Imperial computer personnel 
who may have partially decoded the data base. 

3. Enemy Forces: The enemy is believed to hold the 
compound with a company of jump troops, perhaps now 
reinforced. As the site is well behind our front lines, no heavy 
units have been deployed there yet, although a major drive is  
in progress to break through to the compound. 

4. Friendly Forces: The only uncommitted unit close enough 
to intervene immediately is the reserve squadron of your 
groupment and an understrength lift infantry company. 

5. Concept of Operation: While an attached army lift rifle 
company launches a diversionary assault from outside the 
compound, the commando company will psionically teleport 
into the camp compound, relying on surprise to overcome 
enemy resistance. They will destroy the computer and use 
telepathic probes to determine the extent of the enemy’s 
knowledge of the operations data base. They will neutralize 
any personnel with knowledge of the information contained 
in the data base. Theywill then exfiltrate back to a rendezvous 
point to be determined in cooperation with the lift infantry 
commander. 

Organization Of Forces 
Commando Squadron, with: 

1 command teleport stand 
3 Commando Detachments, each with: 

1 command teleport stand 
4 Commando Croups, each with: 

1 command teleport stand 
1 teleport support infantry stand 
2 teleport infantry stands 

Light Infantry Company, with: 

1 operational command stand 
1 Light Utility Sleds 
1 staff radio L M R  Sled 

Headquarters, with: 

Headquarters and Weapons Platoon, with: 

3 Light Rifle Platoons, each with: 

1 tactical command stand 
1 crewstand 
1 TL14 Tac missile launcher 
1 Light Utility Sled 

3 Rifle Squads, each with: 
1 tactical command stand 
1 support infantry stand 
2 infantry stands 
1 Light Utility Sled 

I II I1111 I U U U  I 
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Commando Squadron (Experienced, Morale: 20), 
with: 

1 command teleport stand 
3 Commando Detachments, each with: 

1 command teleport stand 
4 Commando Croups, each with: 

1 command teleport stand 
1 teleport support infantry stand 
2 teleport infantry stands 

Notes: All stands wear TL14 battledress and are armed 
with TL13 4.7cm noncompensated plasma rifles. Each 
support infantry stand is armed with TL14 4.7cm 
noncompensated fusion rifles. Note that Zhodani corn 
mando selection is based exclusively on their psionic ability, 
which accounts for the lower level of combat skills than 
found in most commando units. 

Troop Quality: Experienced Morale: =Initiative: 2 
Amor: Battledress Save:B 
Movement: B c m  
System: Short (1 7) Medium (5) Long (2) htreme (1) Notes 
4.7 un plasma rifle-1 3 
4.7 cm fusion rifle1 4 
Sensors 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300 cm 6oom 1200 cm 2400 cm 

9 cm: 2 (27+) 
16 cm: 2 ( 3 k )  

18 cm: 1 (27+) 
32 cm: 1 (3%) 

36 cm: 1 (14-t) 
64 cm: 1 (1 7+) 

72 cm: 1 (9) 
128 cm: 1 (%) 



Light Infantry Company (Veteran, Morale: 14), with: Notes: All stands wear TL14 combat armor. The corn 
mand stand and infantry stands are armed with 4mm gauss 
riiles. The support infantry stands are armed with 4mm 
gauss SAWS. Both the infantry and support infantry stands 
have integral TL14 4.7cm compensated fusion rifles. All 
stands have RAM HEAP grenades. 

For the LMR Sled vehicle card, photocopy page 11 6. 

Headquarters and Weapons Platoon, with: 
1 operational command stand 
1 Light Utility Sled 
1 staff radio LMR Sled 

3 Light RHle Platoons, each with: 
Headquarters, with: 

1 tactical command stand 
1 crewstand 
1 TL14 Tac Missile launcher 
1 Light Utility Sled 

3 Rifle Squads, each with: 
1 tactical command stand 
1 support infantry stand 
2 infantry stands 
1 Light Utility Sled 

~ 

Troop Quality Veteran Morale: ~lniththre: 4 I Annor:Combatarmor saVe:Q 
Movement a c r n  

4mm gauss rifle (dart) 10 crn: 4 (4) 20 cm: 3 (4) 40 cm: 2 (2) 80cm: 1 (Nil) 
4mm gauss SAW (dart) 17 cm: 5 (5) 34 crn: 4 (5) 68 crn: 3 (2) 136 cm: 2 (Nil) 
4.7cm fusion riffle 16 cm: 2 (3s)  32 cm: 1 (3s) 64 cm: 1 (1 7+) 128 cm: 1 (k) 
RAM HEAP rifle grenades-9 4crn:1(41+) 8cm:1(41+) 16cm:1(41+) 32cm:1(41+) W 2 , B R l m  
Sensors 
Eyeballs l00crn 200 crn 400 cm 800 crn 
Communications 
3km radio 

Zhodani Light Utility Sled (TLl4) 

Notes System: Short (7 3) Medium (6) Long (3) - (7) 

300 on 6 O o m  1200 on 2400 un 

Movement. 500 low (+3, A), 10,020 high (+6) 
Front Armor; 56 
Side Armor: 28 
Rear Armor: 28 
Deck Armor: 28 
Belly Armor; 28 

Mass Class: VI 
Explosive Damage Modifier; -4 
Fire Controt None 
Stabilization: None 

None 
Sensors 
30km pass'be EMS (30 krn) (60 km) (1 20 km) (240 krn) DF capable 

40 crn 80 crn 160cm 320 cm 
Eyeballs l00cm 200 crn 400 cm 800 crn 
Communications 
3km maser 
300krn radii (300 km) (600 km) (1 200 km) (2400 km) 

Notes System: Short (7 3) Medium (6) Lung (3) fxtfeme (1) 

ww goggles 

300 an man 1200 cm 2400 an 
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DEFENDER Organization of Forces 
Briefing and Orders 4518th Lift Infantry 

information. 
Due to renewed 

cannot be extracted 

ers evaluating it 

attack is unlikely in the 
is also expected to ti 
elements in the area. 



Gamma Company, 6th Battalion, 4518th Lift Infantry Notes: Each stand isoutfitted withTL14 light battledress. 
Command and infantry stands are armed with TL14 4.7cm 
fusion rifles, the infantry stands additionally having an 
integral 4cm RAM grenade launcher. The support stands 
are armed with TL-15 30kg "Fire and Forget" missiles and 
an integral TL15 5.1 cm fusion rifle. 

Regiment, The Duke of Regina's Own Huscarles, with: 
Company Headquarters, with: 

1 operational command stand 
3 Jump Troop Platoons, each with: 

1 tactical command stand 
1 support infantry stand 
3 Jump Troop Squads, each with: 

1 tactical command stand 
2 infantry stands 

Troop Quality &Morale: alnttiathre: 3 
Armor:Battldress Save:g 
Movement X c m  

4.7cm fusion rifle-1 4 
5.1 cm fusion rifle-1 5 
4cm RAMCL-9 HE 24 cm: 3 (Nil) 48 cm: 2 (Nil) 96 cm: 1 (Nil) 192 cm: 1 (Nil) Ep: 3, B R  2 
30 kg F&F homing HE (20 km) 1 (Si-) (40 km) 1 (5+) (54 km) 1 (k) - A1 0, Ep: 8, B R  5 un 
30 kg F&F homing HEAP (20 km) 1 (149+) (25 km) 1 (149+) - A1 0, Ep: 11, BR: 6 u n  
30 kg F&F homing flechette (20 km) 1 * (2) (40 km) 1 * (2) A1 0, DS 1 5x60 cm 
Sensors: 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 
3km radio 300 cm mcm 1200 cm 2400 cm 

Note5 System: Short (IS) Medium(7) h g ( 3 )  - ( 1 )  
16 cm: 2 (3%) 
18 cm: 2 (37+) 

32 cm: 1 (3%) 
36 cm: 1 (37+) 

64 cm: 1 (1 7+) 
72 cm: 1 (1 9+) 

128 cm: 1 (3+) 
144 cm: 1 (6) 

- 
- (54 km) 1 (2) 

Advanced Intel Group, 75th Army (Veteran, Morale Notes: All three stands are wearing TLl4 combat armor 
18), with: and are equipped with 4mm gauss rifles. 

3 self-ordering single-figure stands 

Troop Quality Veteran Morale: ~ ln i ththre:  4 
Armor.Combatarmor Save:& 
Movement a c m  

4mm gauss rifle (dart) 10 cm: 4 (4) 20 cm: 3 (4) 40 cm: 2 (2) 80cm: 1 (Nil) 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communicatlom 
3km radio 300 cm 600 cm 1200 cm 2400 cm 

Note5 System: Short (1 3) Medium (6) Long (3) Eftreme (1) 
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Battle RovaI 
d 

1202 (Imperial calendar), N E  2 (RC calendar) 
The planet Marax in the Old Expanses 

The Intel kids were very earnest. They wanted to do a great 
job. Instead, they were just making everyone jumpy as hell. It 
seemed like every day they'd upload a new batch of TO&E 
data on "Additional Units Now Believed to be in the Opera- 
tional Vicinity of the Target" Finally, this moming Cheater 
turned to him and said, "Damn, Bongo, just how many of 
those guys ore there down there?" 

That, as Hamlet had once remarked, wus the question. 
When he first found out that the crew of the old DLS Horns 

was still alive and held captive on Marax, he'd pulled every 
string he could to get on the drop team. He wasn't the only 
one;therewerealotoffamiliarfacesfromthe "0lddays"in the 
drop companies. But now he was beginning to wonder why 
he had forgotten never to volunteer. 

He'd led a squad on the famous Hastaan raid back in '99. 
Now he was company top soldier, so all the kids had pumped 
him and the other "old-timers" about what it was going to be 
like. He could tell them all about Hastaan, but this was 
beginning to look like a different bucket of eels altogether. 
Hastaan had about a platoon's worth of troops who knew 
which end of their weapons got hot But this Ushugaam 
character on Marax looked to have a couple battalions that 
good, and more militia than you could shake a stick at. They 
were armed to the teeth, too: tanks, battledress, helicopters 
and some pretty scary-looking planetary defense missiles. 

And they didn't look like they were going to fall for the old 
"negotiate until the troops are safe on the ground" trick, either. 

Ontheotherhand,theCoalitionhadasecretweapon.Commo- 
dore "Hammer" Lathrop, the head of the RCES, had come back 
intomilitaryrig to personally plan and directthisassault with Ritter 
flying his pennant in RCS Thunderchildand running the navy end 
of things, Bongo knew they could count on 10% support from 
orbit. And if anyone could crack Ushugaam's defenses, The 
Hammer could. When Bongo got the call to report to Lathrop's 
cabin, his spirits m e  back to their normal level. 

Once he got to the cramped office that passed for the flag 
day cabin, Bongo and Hammer exchanged gossip and pleas- 
antries for a few minutes, renewing their friendship, while 
Lathrop's aide listened politely and tried to look inconspicu- 
ous. Finally, Lathrop leaned forward, serious. 

"Bongo," he said, "you been studying all the tacintel on 
Ushugaam and his people down there?" 

"Yes, sir," Bongo answered. 
"Good. I tell you the truth-this looks like a real nightmare 

tome.ThankGodwegotyoualong. Best headfortacticsl ever 
saw," he said as an aside to his aide, who smiled and nodded. 
"So, what do you think, Bongo? How do we skin this guy?" 

BACXGRCWND 
The planet Marax is ruled by Ushugaam 111, an unbalanced, 

despotic overlord. RCES learned in early 1202 that Ushugaam 
had captured the crew of one of the original 12 Dawn League 
emissary ships and had been holding the crew for nearly two 
years. They were imprisoned in his underground stronghold, 
the former Imperial planetary defense command complex, 
located in the Cleft of Bagvoot, a rift valley that drains the arid 

highlands and links them to the lower tropical jungles along 
the shores of the Mare Maximus. 

In this scenario, the Coalition (StarViking) playerwill launch 
a full-scale assault from orbit, while the Marax player attempts 
to defend the valley and strong hold. 

DEPLOYMENT 
The Marax troops can deployinitiallyanyvhere in thevalley. 

The ADA launchers must be at least 50 cm apart from each 
other. Ushugaam I I  and the prisoners must begin in the 
stronghold. The prisoners may not be moved during the 
scenario, but Ushugaarn may move out of the stronghold. 

SPEClAL SCENAKUO RUES 
Assault Landers: The first wave of troops arrive by drop 

capsule. The following waves arrive by assault landers. 
Landers must be called down by the ground commander. 

They arrive five game turns later (the time it takes them to 
descend from orbit). Each assault lander maycanyone vehicle 
(including its passengers) or three stands. As many assault 
landers may land in a turn as desired, provided they have all 
been called down bythe ground commander in advance. Each 
assault lander must land in clear terrain (although the presence 
of roads and plowed fields do not inhibit landing) and may not 
land any closer than 30 cm of another assault lander or three 
meters (kilometers) of an operational ADA missile launcher. 
(Note that ADA launchers have no effect on drop capsules.) 

Ushugaam: As soon as Ushugaam is killed, all surviving 
Marax troops suffer a permanent morale reduction of 4. 
Ushugaam may escape from the table, if desired, by exiting by 
vehicle to the east or west. 

Stronghold The systematic room-by-room reduction of 
the stronghold is a fascinating battle, but it is virtually a game 
in itself. It is highly recommended that the main scenario be 
played only up to the point that the main gate to the 
stronghold is breached. The main gate is reinforced concrete, 
with an armor value of 100, and may be breached either by 
conventional combat damage or by the engineer assault 
vehicle, which carries a heavy breaching charge especially 
designed to blow in the main gate. 

If the fight in the stronghold itself is fought, we recommend 
fighting itasa separate action using a revised scale. Blowup the 
stronghold to 1 0 times its size on the table, using art board or 
some other large stiff paper to draw the complex. Expand 
ranges byafactorof 10aswell. Keepmovementthesame, and 
treat each turn as 30 seconds instead of fwe minutes. 

Orbital Bombardment The orbital task force has a total of 
20 TL11 planetary strike missiles available at the beginning of 
the scenario. These may be any mix of guidance and warhead 
types desired, but the mix must be specified by the Reforma- 
tion Coalition player before play begins. All battledress stands 
have 3km short-range laser target designators. 

Marax is a size 5 world, and so there will be a fwe-turn delay 
from when a missile is requested and when it arrives. 

WCTORY 
The RCES force must capture the Cleft Bagvoot stronghold 

and rescue the prisoners. Any other result isavictotyfor Marax. 
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Balduri Platoon, with: 
1 tactical command stand 
2 Rifle Squads, each with: 

1 tactical command infantry stand 
2 infantry stands 

Free Lance Platoon, with: 
1 tactical command stand 
4 Rifle Squads, each with: 

1 tactical command infantry stand 
1 infantry stand 

ATTACUER 
Briefing and Orders 

From: Lathrop, flag aboard RCS Thunderchild. 
To: All personnel, Task Force Strike Marax. 
1. Situation: On or about 1 -IX-1199 DLS Horns departed 

from its scheduled flight path. It grounded on Marax approxi- 
mately one month later and was seized by the local govem- 
ment Why the captain of Horns departed from herflight plan 
is unknown. Recent intelligence discovered the presenceof the 
ship in Marax’s navy and later pinpointed the crew as being 
held in the stronghold at  the Cleft of Bagvoot, a steep-walled 
rift valley connecting the desert highlands, with the jungles 
around the Mare Maximus. 
2. Objective: Rescue our people. 
3. Enemy Forces: Ushugaam hasseveral companiesof crack 

bodyguard troops, as well as elements of a mechanized 
battalion, air-mobile battalion and militia infantry. In addition, 
there are four TL10 Planetary Aerospace Defense (PAD) missile 
launchers in the valley. While our assault drop capsules should 
be immune to these missiles, nothing larger can come down 
low until they are dealt with:. 

4. Friendly Forces: A battalion-sized combat team has been 
assembled from avarietyof sources. Detailed taskorganization 
is appended below. 

5. Concept of Operation: The jump troopswill hit first, with 
the immediate objective of capturing or neutralizing the PAD 
launchers. Once sufficient PAD launchers have been neutral- 
ized, the lift troops and engineers will land by assault lander. 
The combined force will then secure the stronghold and 
rescue our people. 

Coalition Assault Organization of Forces 
Provisional jump Company, Reformation Coalition 
Marine Corps, with: 

Corps Headquarters, with: 
1 operational command stand 
1 staff uplinkstand 
1 tactical command stand 
2 self-ordering scout stands (single figure) 

2 Rifle Platoons, each with: 
1 tactical command stand 
3 Rifle Squads, each with: 

1 tactical command infantry stand 
1 infantry stand 

Provisional Lift Infantry Company, 9th Oriflammen Ma- 

Headquarters and Headquarters Platoon, with: 

1 staff uplink TL9 Crav APC 
1 tactical command stand 
1 TL9 Crav APC 

Weapons Section, with: 
2 TL9 8cmL10 mortar stands 
2 LMC stands 
2 TL9 Crav APCs 

3 Rifle Platoons, each with: 

rines, with: 

Company Headquarters Section, with: 

Platoon Headquarters, with: 
1 tactical command stand 
1 LMCstand 
1 TL9 Crav APC 

1 tactical command infantry stand 
3 infantry stands 
1 TL9 Crav APC 

3 Rifle Squads, each with: 

Tank Platoon (attached), with: 
1 tactical command TL9 Crav Tank 
3 TL9 Crav Tanks 

Provisional Assault Engineer Platoon, Nimban Army, 
with: 

Headquarters, with: 
1 tactical command stand 

1 Light Squad, with: 
1 tactical command engineer stand 
1 engineer stand 
1 TL9 Crav APC 

1 Heavy Squad, with: 
1 assault engineer vehicle 

Composite Volunteer Jump Company, with: 
Headquarters, with: 

1 operational command stand 
1 staff uplink stand 
1 tactical command stand 
2 self-ordering scout stands (single figure) 



Coalition Assault Force Organization 1 tactical command infantry stand 
1 infantrvstand Provlsional Jump Company, Reformation Coalition Marine 

Corps (Elite, Morale: U), with: 
Headquarters, with: 

1 operational command stand 
1 staff uplink stand 
1 tactical command stand 
2 self-ordering scout stands (single figure) 

2 Rifle Platoons, each with: 
1 tactical command stand 
3 Rifle Squads, each with: 

Notes All personnel arewearing heavybattledresThexouts are 
wearing thexoutMriantAllstandsarearmedwith4mmgauss~ 
and TL9 RAM grenades. Each infantry and command infantry stand 
has an integral plasma bazooka. The drop capsules each have launch 
railsfor Lyrebird missiles. Each stand can designate for 'tsm missiles. 
Each firetearn stand has four missile shots, while each single-figure 
stand has one. Command stands and command infantry stands can 
designate for any missiles belonging to stands subordinate to them. 

Troop Quality: Elite Morale: 22Initiathre: 4 
Armor. Heaw Battledress Save: 12 
Movement: E c m  
System: Short (7 5) Medium (7) Long (3) Extreme(1) Notes 
4mm gauss rifle (dart) 10 cm: 4 (4) 20 cm: 3 (4) 40 cm: 2 (2) 80 cm: 1 (Nil) 
RAM HEAP riile grenades-9 4cm:1(41+) 8cm:1(41+) 16cm:l (41+) 32cm:1(41+) EP:~,BR~c~TI 
1 0 cm plasma bazooka-1 0 17cm: 1 (51+) 34 crn: 1 (51+) 68cm: 1 (2&) 136 cm: 1 (k) Ep: 3, BR 1 cm 

Lyrebird tgt desg msl DP submun - 1 (notes) - 1 (notes) - 1 (notes) - 1 (notes) A3,Ek16,W3cm,R24km,plnq 
Lyrebird tgt desig msl HEAP - 1 (1 13+) - 1 (1 13+) - 1 (1 13+) - 1 (1 13+) A3,Ep.7, BRh,R24km,@q 

Sensors 
3 km passive EMS 300 cm 600 cm 1200 un 2400 cm 
wsv goggles 40 cm 80 cm 160cm 320 crn 
Eyeballs 100 cm 200 cm 400 crn 800 cm 
Communications 
3 km radio 300 cm 600 cm 1200cm 2400 cm 
Communications 
3 km radio 300 cm 600 cm 1200cm 2400 cm 

Composite Jump Company (Veteran, Morale: 18), with: 
Headquarters, with: 

1 operational command stand 
1 staff uplink stand 
1 tactical command stand 
2 self-ordering scout stands (single figure) 

Balduri Platoon, with: 
1 tactical command stand 
2 Rifle Squads, each with: 

1 tactical command infantry stand 
2 infantry stands 

Free Lance Platoon, with: 

1 tactical command stand 
4 Rifle Squads, each with: 

1 tactical command infantry stand 
1 infantry stand 

Notes All pwsonndareinCoaT~nlightbattkdress.AllstanQarearmed 
with 4mm gauss riflesandT19 RAM grenades Each infantryand command- 
infantry stand has an integml pksma bazooka. The drop capsules each have 
bunch railsfor Lyrebird m'mks. Each standcan designate for its own missiles. 
Each fireteam stand has four mirrile shots, while each single-figure stand has 
one. Command standsand command infantry stands can designate for any 
missiles bebnging to stands ~ ~ b o r d i ~ t e  to them. 

Troop Qualw Veteran Morale: J&Initiathre: 2 
Armor. Liaht Batt1edresSSave:fi 
Movement: E c m  
System: Short (1 3) Medium (6) long (3) Extreme(7) Notes 
4mm gauss rifle (dart) 10 cm: 4 (4) 20 cm: 3 (4) 40 cm: 2 (2) 80 cm: 1 (Nil) 
RAM HEAP file grenades9 4cm: 1 (41+) 8cm: 1 (41+) 16cm: 1 (41+) 32 cm: 1 (41+) Ep: 2, BR 1 cm 
10 cm plasma bazooka-10 17 cm: 1 (51+) 34 cm: 1 (51+) 68 crn: 1 (2&) 136 cm: 1 (5+) W. 3, B R  1 cm 

Lyrebird tgtdesig msl DP submun - 1 (notes) - 1 (notes) - 1 (notes) - 1 (notes) A3,EP:16,BR.3cm,k24kmlplnq 
Sensors 
wsv goggles 40 crn 80 cm 160 cm 320 cm 
Eyeballs 100 cm 200 cm 400 cm 800 cm 

Lyrebird tgt desig msl HEAP -1 (113+) -1 (113+) -1 (113+) -1 (113+) A3,ER7,Rh,R24km,plnq 

Communications 
3 km radio 300 cm 600 cm 1200cm 2400 cm 



Provisional Uft Infantry Company, 9th Oriflammen Marine Regl- 

Company Headquarters Section, with: 

ment (Veteran, Morale: 18), with: 
Headquarters and Headquarters platoon, with: 

1 staff uplink grav APC 
1 tactical command stand 
1 TI9 Crav APC 

Weapons Section, with: 
2 TL9 8cmL10 mortar stands 
2 LMC stands 
2 TL9 Crav APCs 

3 Rifle Platoons, each with: 
Platoon Headquarters, with: 

1 tactical command stand 

1 LMCstand 
1 TL9 Crav APC 

3 Rlfle Squads, each with: 
1 tactical command infantry stand 
3 infantry stands 
1 TL9 Crav APC 

Tank Platoon (attached), w'th: 
1 tactical command TL9 Crav tank 
3 TL9 Crav tanks 

Notes: All personnel are in Coalition light battledress. 
All stands are armed with 4 cm gauss rifles and n10 RAM grenades. 

Each infantry and command infantry stand has an integral plasma 
bazooka. 

Troop Quality: Veteran Morale: &Initiative: 1 
Armor. Liaht Battledress Save:4 
Movement: x c m  

weapons Short (7 3) Medium (6) Long (3) h m e ( 1 )  Notes 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
HWmg hand grenades8i9 1 cm: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4 cm: 1 (Nil) El? 4, BR: 2 un 
RAM HE rifle grenades-9 4 cm: 1 (Nil) 8 cm: 1 (Nil) 16 cm: 1 (Nil) 32 cm: 1 (Nil) Ep: 3, BR 2 un 
10 cm plasma bazooka-1 0 17cm:1(51+) 34cm:1(51+) 68cm:1(26+) 136cm:l(S+) W3,BR lun  
Sensors: 
wsv goggles 40 cm 80 cm 160 cm 320 cm 
Eyeballs lOOcm 200 cm 400 crn 800 cm 
Communications: 
3 km radio 300 un 600 cm 1200 un 2400 un 

See the vehicle cards for the Oriflamme Grav APC (page 108) and Oriflamme Crav Tank (page 1 10). 

Provisional Assault Engineer platoon, Nimban Army Notes: All personnel stands are equipped with Reforma- 
tion Coalition light battledress and armed with TL13 2 cm 
personal defense lasers and integral plasma bazookas. 

(Veteran, Morale: 18), with: 
Headquarten, with: 

1 tactical command stand 
1 Light Squad, with: 

1 tactical command engineer stand 
1 engineer stand 
1 TL9 Crav APC 

1 Heavy Squad, with: 
1 assault engineer vehicle 

Troop Quality Veteran Morale: &Initiative: 1 
Armor. Liaht Battledress Save:4 
Movement: a c m  

2 cm personal defense laser-1 3 20 cm: $(Nil) 40 cm: 2 &il) 80 &:'l (Nil) 160 un:'l'(Nil) 
10 cm plasma bazooka-1 0 17cm:l (51+) 34cm:l (SI+) 68cm:1(26+) 136cm:l (St) W3,BRl  un 
Sensors 
ww goggles 40 cm 80 cm 160cm 320 cm 
Eyeballs lOOcm 200 cm 400 cm 800 cm 
Communications: 
3 km radio 300 un 600 cm 1200 un 2400 un 

See the vehicle card for the Oriflamme Crav APC (page 108). 
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DEFENDER 
Briefing and Orders 

1. Situation: The Star Vikings have leamed that their earlier 
attempts to plant spies on Marax were frustrated and have now 
returned to launch a full-scale invasion. Instead, they will be driven 
back in an Ocean of blood. We have massed out best units here at 
Cleft Bagvoot aznd hold an impregnable position. 

2. Objective: Destroy the enemy assault troops. 
3. Enemy Forces: Several ships are in orbit, and we must prepare 

for all manner of attacks. 
4. Friendly Forcer Themajorityof theLiieCuard is present, aswell 

as picked troops from the Aero-Dragoons and Cuirassiers, and local 
militia forces. Someof these troopsaredispersed tocover all possible 
landing sites, but can concentrate at the threatened area as soon as 
the landing takes place. 

5. Concept of Operation: Protect the PAD missile launchers, as 
theywill keep the enemyfrom landing heavytroop units. Attack the 
jump troops vigorously as soon as they land. Concentrate all f0KS 
at the most threatened sector. Above all, protect the person of the 
ruler. 

Organization of Forces 
This is a very large scenario, and the forces available to the 

defenders are variable, based on the miniatures available to the 
players. In general, there should be two or three companies of the 
L ie  Guard and the TLl 0 ADA battery. All other forces are optional, 
and differentvehiclescan besubstituted forthoseshownon thedata 
cards if desired (provided they are from the correct tech level). RCES 
intel isn't perfect. 

"Most" of the Life Guard is available guarding the stronghold at 
Cleft Bagvoot This should certainly include the headquarters and 
heavy infantry company, along with at  least one more company. 

"One or more companies" of the Aero-Dragoons are available, 
either guarding the stronghold at Cleft Bagvoot or as reinforce- 
ments. The battalion headquarters is not available, and the attach- 
ments listed are optional. If you do not have helicopter models 
available, treat the Aero-Dragoons as dismounted, their aircraft 
knocked out on the ground by the preliminary bombardment 

"One or more companies" of the Cuirassiers are available, either 
guarding the stronghold at Cleft Bagvoot or as reinforcements. The 
battalion headquarters is not available, and the attachments listed 
are optional. Either a mechanized or a motorized company may be 
available (or both). Different armored vehicles may be substituted, 
if desired. 

The four-launcher air defense battery is equipped with surface-to- 
space missiles. These missiles are not rated for the scenario but are 
instead covered by the scenario special rules. 

Considerable variation in the organization and equipment of 
militia units is possible, and company-sized detachments should 
arrive throughout the battle from the east and west ends of the 
valley. 

The Life Guard 
("Most" of the life guard is available guarding the stronghold at 

Clef3 Bagvoot. This should certainly include the headquarters and 
heavy infantry company, along with at least one more company.) 

Battalion Headquarters, with: 
1 operational command stand 
1 staff radiostand 

Heavy Infantry Company, with: 
Headquarters, with: 

1 operational command stand 
2 self-ordering recon stands (single figure) 
1 staff radiostand 

1 tactical command stand 
2 squads, each with: 

1 tactical command infantry stand 
1 infantrystand 

2 heavy Infantry platoons, each with: 

Weapons Platoon, wi th 
1 tactical command stand 
2 crew stands 
2 2-Mj field mount plasma guns (towed, mass I) 
2 TL9 Ground APCs 

Llft Infantry Company, with: 
Headquarters, with: 

1 operational command stand 
1 TU 0 Open Air Raft 
1 staff radio TLl2 Enclosed Air Raft 
2 self-ordering Crav Bike stands (single figure) 

1 tactical command stand 
2 squads, each with 

1 command infantry stand 
2 infantry stands 
3 TLlO Open Air Rafts 

Lift Weapons platoon, with: 
1 tactical command stand 
2 crew stands 
2 TL9 tac missile launchers 
2 TLlO Open Air rafts 

2 Infantry Companies, each with: 

2 l i f t  infantry platoons, each with: 

Headquarters, with: 
1 operational command stand 
1 TLlO Open Air Raft 
1 staff radio TLl2 Enclosed Air Raft 
2 self-ordering Crav Bike stands (single figure) 

2 infantry platoons, each with 
1 tactical command stand 
2 squads, each with: 

1 command infantry stand 
2 infantry stands 

Lift Weapons platoon, with: 
1 tactical command stand 
2 crew stands 
2 TL9 tac missile launcher 



Elements, The Aero-Dragoons 
("One or more companies" of the aero-dragoons are available, 

either guarding the stronghold at  Cleft Bagvoot or as reinforce- 
ments. The battalion headquarters is not available and the attach- 
ment listed is optional.) 

1+ Reinforced Aero-Rifle Companis, each with: 
Headquarters, with 

1 operational command stand 
1 self-ordering infantry stand 
1 TL9 Troop Transport Helicopter 
1 staff radio TL9 Troop Transport Helicopter 

1 tactical command stand 
2 squads, each with: 

1 command infantry stand 
2 infantry stands 
1 TL9 Troop Transport Helicopter 

3 Aero-Rifle platoons, each with: 

Gunship platoon (attached), wi th 
1 tactical command TL9 Helicopter Gunship 
2 TL9 Helicopter Gunships 

Elements, The Cuirassiers 
("One or more companies" of the cuirassiers are available, either 

guarding the stronghold at Cleft Bagmot or as reinforcements. The 
battalion headquarters is not available and the attachments listed are 
optional. Either a mechanized ora motorized company may be available 
(or both). Dfiermt armored vehi~le~ may be substituted, if desired.) 

Reinforced Mechanized Company, with: 

1 operational command stand 
1 self-ordering infantry stand 
1 TL9 Ground APC 
1 staff radio TL9 Ground APC 

2 Mechantzed platoons, each with: 
1 tactical command stand 
2 squads, each with: 

1 command infantry stand 
1 infantry stand 
1 TL9 "Abomination" Infantry Assault Vehicle 

Headquarters, wi th 

Armored car platoon (attached), with: 
1 tactical command stand 
1 self-ordering infantry stands 
2 infantry stands 
3 Charina armored cars/or TL9 ground APCs 

(or) 
Reinforced Motorized Company, with: 

1 operational command stand 
1 self-ordering infantry stand 
1 TL9 Ground APC 
1 staff radio TL9 Ground APC 

2 Mechanized platoons, each with 
1 tactical command stand 
2 squads, each with: 

1 command infantry stand 
1 infantry stand 
1 TL9 Ground APC 

Tank platoon (attached), with: 

Headquarters, with: 

1 tactical command TL9 Ground Tank 
2 TL9 Ground Tanks 

The Militia 
1+ Militla Infantry Company, with 

1 operational command stand 
1 self-ordering infantry stand 

1 tactical command stand 
1 MCstand 
1 rocket launcher stand 
2 squads, each with: 

1 command infantry stand 
3 infantry stands 

Headquarters, with: 

2 Militla platoons, each with: 

Strategic Air Defense Battery 
This is a 4-launcher air defense battery equipped with surface-to- 

space missiles. These missiles are not rated for the scenario, but are 
instead covered by the scenario special rules. 

Headquarters, with: 
1 operational command stand 
1 staff radiostand 
1 infantrystand 

2 firing platoons, each with 
1 tactical command stand 
2 crew stands 
2 infantry stands 
2 TU 0 strategic ADA missile launchers 

i 



Life Guard (Heavy Infantry Company) 
Troop Quality: ExDerienced Morale: 16lnitiatlve: 1 
Armor: Battledress Save: 4 
Movement: E c m  

Notes System: short(77) Medurn (5) long (2) W ( 7 )  
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
7mm carbine5 5 cm: 3 (2) 10 cm: 2 (2) 20 cm: 1 (Nil) 40 cm: 1 (Nil) 
RAM HEAP riile granades-9 4cm:l (41+) 8cm:l (41+) 16cm:l (41+) 32cm:l (41+) W.3,BRl cm 
2-Mj plasma field gun 28 cm: 1 (42+) Ep: 3, BR: 1 cm 
Sensors: 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications 
3 km Radio 

are armed with TLl 0 7mm ACRs (firing DS ammunition) and RAM HEAP grenades. All crew stands have 7mm carbines. 

14 cm: 2 (42+) 56 cm: 1 (21 +) 11 2 cm: 1 (4t) 

300 un 600 cm 1200 cm 2400 on 

Notes: All personnel stands in the heavy infantry mmpany have TLlO battledress. All command, command inhntry and infantry stands 

Photoco~vehidewdsfortheT19groundAPC@agel28)andfillinunitvalues. InitiativeoftheAPGwiII be3(asit'i not reduced by battledress). 

Life Guard (Main Body) 
Troop Quality: Experienced Morale: l.&lnkiatlve: 3 
Armor: Combat armor Save: 2 
Movement: m c m  

System: Short ( 7  7) Medium (5) long (2) ktreme(7) Notes 
7mm ACR-10 (DS) 12 cm: 4 (5) 24 cm: 3 (5) 48 cm: 2 (3) 96 cm: 1 (2) 
7mm carbine5 5 cm: 3 (2) 10 cm: 2 (2) 20 cm: 1 (Nil) 40 cm: 1 (Nil) 
RAM HEAP rifle granades-9 4cm:l (41+) 8cm:l (41+) 16cm:l (41+) 32cm:l (41+) W3,BR:l cm 
TL9 Laser desig. Tac msl-HEAP -1 (1 1 3+) -1 (1 13+) -1 (1 1 9 )  -1 (Ilk) A6,R7,ER4an,RZlh 
Sensors 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 
3 km Radio 300 cm 600 cm 1200 cm 2400 cm 

Notes: All personnel stands have TLlO combat armor. All command, command infantry and infantry stands are armed with TLl 0 
7mm ACRs (firing DS ammunition) and RAM HEAP grenades. All crew stands have 7mm carbines. All tactical and operational comand 
stands have 3- krn short range laser designtors, as do the Tac missile launch stands themselves. 

Photocopy vehicle cards for the TLlO Open Air Raft (page 129) and TL12 Enclosed Air Raft (page 130) and fill in unit values. 

The Aero-Dragoons 
Troop Quality: ExDerienced Morale: =Initiative: 2 
Armor: Combat Environment Suits Save: 1 (no save vs. lasers) 
Movement: z c m  

I) 48 cm: 1 (Nil) 
\ 200cm:l fl) 

Sensors: 
Eyeballs 100 cm 200 cm 400 cm 
Communications: 
3 km Radio 300 cm 600 cm 1200 cm 2400 cm 

800 cm 

Notes: All stands are equipped with helmets and combat environment suits. Command, command infantry, and infantry stands 

Photocopy vehide cards for the TL9 T m p  Transport Helicopter (page 128) and TL9 Helicopter Gunship (page 129) and fill in unit values. 
are armed with 7mm assault rifles. All infantry and command infantry stands have integral LAGS. 



The Cuirassiers 
Troop Quallty: Novice Morale: Elnitiatlve: 1 
Armor: Combat environment suits Save: 1 (no save vs. lasers) 
Movement: a c m  

Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
3 km Radio 300 cm 600 cm 1200 an 2400 cm 

Notes: All dismount stands are equipped with helmets and com bat environment suits. Command, command infantry, and infantry 
stands are armed with 7mm assault rifles. Crew stands are armed with 7mm carbines. All infantry and command infantry stands have 
integral LACS. The MC stands have TL8 7mm rotary guns on tripods. Photocopy vehicle cards for the TL9 Ground APC (page 128), 
TL9 Ground Tank (page 127), and "Abomination" infantry Assault Vehicle (page 1 28), and fill in unit values. 

The Militia 
Troop Quality: Novice Morale: 12lnltlathre: 1 
Armor: None 
Movement: n c m  

System: ShOrt(l1) Medun (5) Long (2) - ( I )  Notes 
7mm rifle5 ball 6 cm: 3 (2) 12 cm: 2 (2) 24 cm: 1 (Nil) 48 cm: 1 (Nil) 
7mm MMC-5 ball 15 cm: 5 (2) 30 cm: 4 (2) 60 cm: 3 (Nil) 120 cm: 2 (Nil) 
Medium ATRL-6 20cm: 1 (3%) 40cm: 1 (3%) - - A3, Ep: 4. BR: 3 cm 
Sensors: 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
3 km Radio 300 m 600 cm 1200 cm 2400 cm 

I 
Notes: All militia troops are unarmored. All command, command infantry, and infantry stands are armed with TLS 7mrn rifles. The 

MC stands have TL6 7mm tripod MGs. The rocket launcher stand has a TL6 medium antitank rocket launcher. 

Strategic Air Defense Battery 
Troop Quality Novice Morale: pl-lnltlatlve: 1 
Armor: None 
Movement: m c m  

System: short(l1) Medium (5) Long (2) -(I) Notes 
7mm carbine5 5 cm: 3 (21 10cm: 2 (2) 2Ocm: 1 (Nil) 40cm: 1 (Nil) 
Sensors: 
Eyeballs 1 00 cm 200 cm 400 cm 800 cm 
Communications: 
3 km Radio 300 an 600 an 1200 cm 2400 cm 

Notes: The command and crew stands all are Unarmored and are armed with 7mm carbines. 



Equipment rated in Traveller or designed using Fire, Fusion & 
Steel may be used in Striker games very easily. Use the following 
guides for filling out the unit data card. 

1NlTlATNE 
Initiative is not an equipment issue, but it is calculated for every 

unit in the game. Initiative is based on the NPC experience level of 
the troops making up the unit, as shown below. In the case of player 
characters, the actual initiative value is used. 

Initiative can be reduced due to body armor. This subtraction is 
made from the numeric initiative value before it is recorded on the 
unit card. 

Level Initiative 
Elite 5 
Veteran 4 

Novice 1 
Experienced 3 

DlIU!XlFIR€WEAPONS 
Most information on direct fire is contained in the four range 

columns of the card and the final Comments column. 
Range: Calculate short range in Striker (in centimeters) by 

dividing the Traveller/FF&S range (in meters) by 10, rounding to 
the nearest whole number. Note that this will mean some weapons 
with very poor range performance may not have a short range a t  all. 
Medium, long and extreme ranges are calculated by progressive 
doubling of the short range. 

Thrown grenades have a short range of 1 cm, medium of 2 cm, 
long of 3 cm and extreme of 4 cm. 

Number of Dke: Each weapon has a specified number of dice which 
are rolled for it at dose range. This number is reduced by 1 for each 
additional increment of range, but is never reduced to less than 1. 

Existing weaponsfrom Traveller may be rated using thefollowing 
table. 

ROf Dice 
1 /2, reload, etc. 1 
SS, BA, LA, DAR, SA-1 2 
PA, SA, sA-2+ 3 
5 or 10, hand-held, 3 (all) 4 
5 or 10, mounted 5 
so+ 7 

Penetration: The Striker penetration is the Traveller penetration 
value. To calculate the penetration value for small arms, divide their 
damage value by their penetration rating, rounding to the nearest 
whole number. Note that a separate penetration value is calculated 
for each range band unless the weapon has constant penetration. 

For weapons whose penetration is the printed value plus a 2D6 
roll, write a ”+* sign after the penetration. 

Comments Inthiicolumn,writeFiftheweapon usesthefirecontrol 
bonus listed on the card and S if the weapon is stabilized, then write the 
value for the explosion of the warhead (f it is an exploding round). 

Explosive Power. The explosive power of a round in Striker is 
twice the square root of its Traveller/FF&S concussion value, 
rounding to the nearest whole number. However, the maximum 
explosive value allowed in the game is 18. 

Burst: To find the Striker burst radius in centimeters, divide the 
Traveller primary burst radius (in meters) by 10, rounding all 

fractions up. 
Nuclear Burst: The Striker destruction and burst radii in centime- 

ters arecalculated bydividing theTravellerdestruction and primary 
burst radii in meters by 10. All nuclear explosions have an explosive 
power of 18 in their burst radius. 

Mlsslles: The missile‘s agility is the same as that in Traveller or 
calculated from FF&S. The missile‘s range depends on its guidance 
type. Note that all target memory and target reeker missiles are 
treated as homing missiles for purposes of Strlker. 

Towed Weapons 
Calculate the mass class the same as for vehicles. 

1NDVRUTHRE WEAplcMls 
Range: Indirect fire weapons have only a single range listed (in the 

comments column) which is its maximum indirtxtfire range in kibme- 
ten. Each kilometer is one meter (1 00 cm) on the gaming table 

Rocket Salvoes To find the burst radiusof a rocketsalvo, multiply 
the burst radius of a single round by the square root of the number 
of rounds in thesalvo, rounding the final value to the nearest whole 
number. 

Towed Weapons 
Calculate the mass class the same as for vehicles. 

ELECTRUNES 
Sensors 

Range is recorded the same as for direct-fire weapons. Some 
sensors with very long ranges have them listed in kilometers instead 
of centimeters. Each kilometer is one meter on the table (which will 
make most detection tasks in the game carried out at close range). 

Sensorjammers are listed underother ECM. Sensorswithdirection 
finding capability are noted in the comments column. 

wMM.4- 
Rangeis recorded thesameasfordirect-fireweapons.Somecommu- 

nicators with very long ranges have them l i i  in kilometers instead of 
centimeters. Each kilometer is one meter on the table. Extreme mngeof 
communicators is the maximum distance at which they can be used on 
the table or when calling fire. Other range bands are used when 
determiningthechanceof bating the communicatorwithadirectton 
finder. Communication jammers are liied under communicators. 

PEK=mEL 
Armor 

Note the type of armor and its save number. The save number is 
thesameasforTravellerarmor. If the armor hastwodifferentvalue, 
use the lower of the two. If the annor covers only part of the target, 
average the two values, rounding to the nearest whole number. If it 
is melee armor only, record its save value in parentheses. 

Movement 
To find the movement allowance in centimeters for personnel, 

take the Traveller walking speed in meters and multiply by 2. 
Some types of body armor reduce the movement allowance due 

to their agility reductions. Subtract two centimeters from the move- 
ment allowance for every agility reduction due to body armor. 

VEMCLES 
By using the blank whide form and examining the sample whides 



alreadyratedinSttihr,it~ld beearytorateyrawnFFbrSorother 
Traveller whickr. The following notes should answer any questions. 

Movement: To find the cross-country movement allowance for 
ground vehicles, in centimeters, take the safe crosscountry combat 
speed (in meters) and multiply by 2. AvehKle with a cross-country 
safe combat speed of 10 meters wouM have a Strikercross-country 
movement allowance of 20 centimeters. 

For road speed, follow the same procedure, but use safe road 
speed instead. 

To find the NOE movement allowance in centimeters for flying 
vehicles, multiply the Traveller safe NOE speed in 1 O-meter grid 
squares by 20. 

To find the hgh-altitude travel movement for flying vehicles in 
centimeters, multiply the Traveller high altitude movement rating 
in 1 O-meter g i i  squares by 60. 

Agility: Agility is also based on thecombat movement allowance. 
To find the cautious advance agility of any movement allowance, 
find the Striker Cautious Advance speed on the Agility table 
below, and find its corresponding Agility. Double the speed to find 
the rapid advance agility and triple it to find the travel move agility. 

To find the travel movement agiliiof airrraft, find their high altitude 
movement allowancein thestriker High Movecolumn of theAgilitytable 
and read its corresponding Agility. 

See the Agility Table below. 
Armor: Vehicle armor is transferred directlyfrom Travellervalues. 
Mass Claw. Compare the vehicle's loaded mass to the following 

table. 

h . .  15. . . . . .. -a- -.r *-dch - " *. ,.-, - ~ 

AGlUTY 
Traveller Striker Striker 
Meters per cautious High 
Combat Turn kph Advance Move Agility 

loaded Mass Mass Class 
Up to 1.499 tonnes I 
1 .50-2.99 tonnes II 
3-8.99 tonnes 111 
9-1 9.99 tonnes N 
20-35.99 tonnes v 
36+ tonnes VI 

Explosive Damage ModRer: The vehicle's explosive damage 
modifier is based on the thinnest armor face or the vehicle's mass 
class, whichever is less. Add 1 to the correct value, and express the 
result as a negative number: This is the explosive damage modifier. 
For purposes of this calculation, refigure the mass class of flying 
vehicles by dividing their mass by 10. 

For example, a vehicle has a mass class of 111 and is open-topped. 
The lower value of the two is its thinnest armor (which is 0 on the 

top). Adding 1 results in an explosive damage modifier of -1. 
Cargo Capaclty: List both the number of fireteam stands carried 

and the cargo tonnage. The number of stands carried is the total 
numberof passengersdivided by4, roundingdown. If thefinalvalue 
is lessthan 1, recordthetotal numberofpassengers, butappend the 
note "single-fgure stands." 

Environment: This covers two criteria: crew l i e  support and 
power plant For crew l i e  support, a vehicle is considered to be 
sealed, overpressure or unsealed. Sealed includes any pressurized 
vehicle with basic or extended life support; overpressure includes 
vehicles equipped with an overpressure system; and unsealed in- 
cludes all other vehicles, including all open-topped vehicles. 

Power plantscan be listed as air-breathing, nonair-breathing, and 
filtered air-breathing. Nonair-breathing power plants are fuel cells, 
nuclear power plants, matter-antimatter power plants, solar arrays, 
batteries, explosive power generators, rockets and liquid hydrogen 
burning power plants that have been modified to carry their own 
liquid oxygen. Air-breathers are all other types of power plants. Air- 
breathing plants may be designated as equipped with filters during 
the FF&S design sequence. 

Electronic Warfare: Note here whether the vehicle is a stealth 
design or has eledro-magnetic masking. If the vehicle has decoys, 
note that fact For the number of turns of decoys carried, divide the 
number of decoys by 15 and round to the nearest whole number. 

Ammunition: Note the number of game shots carried for all 
nonsmall arms (2 cm and larger in bore) weapons. 

Game shots are based on the number of rounds carried in Traveller. 
For missiles, divide the number of missiles carried by 2 to deter- 

mine game shots. 
For heavyweaponswith aTrawller rateoffireof less than 3, d i e t h e  

number of rounds carried by4 to determine the number of gameshots. 
Forheavyweaponswith aTravellerrateoffireof3ormore,d~~ethe 

numberof rounds carried by1 Otodeterminethenumbof gameshots. 
Maintenance Points: Maintenance points from Traveller and 

FF&S are transferred directly to Striker. 

NOTES 
The following abbreviations are used in thevehicleand equipment 

data tables in this book: 
A: Agility, BR: Burst radius, DR Destruction radius, DS: Danger 

space, ED: EMS designated, E P  Explosive power, F: Fire control 
benefit appliestoweapon, H: Hull mountweapon, IFR: lndirectfire 
range, LD: Laser designated, N: Rate of fire varies depending on 
starship, R: Range, 5: Stabilization benefit applies to weapon. 

- -  - I 480-959 344-687 1920-3839 2880-5759 



Imperial Heavy Crav Tank (TLl5) 

Troop QuaW. Morale: - 
Movement: 520 low (+3,+4), 6540 high (4) 

Front Armor: 336 
Side Armor: 168 
Rear Armor: 168 
Deck Armor: 252 
Belly Armor: 252 

Mass Class: Vl 

Inltiathm 

Explosive Damage ModAer: -7 
Flre Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

175-M) RF fusion gun 
VRF gauss qun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) F, S 
Sensors 
3 km active EMS 300 cm 600 cm 1200 un 2400 un 

Medium( ) Long( ) rwtreme( ) Notes 
+) /92 cm: 1 (198+) 396 cm: 2 (391 1584 an: 1 (40+) F I s, Ep: 18, BE 4 

System: Short( 1 
198 cm: 3 (391 +) 

(1 20 krn) (240 km) DF capable 
(24,000 km) DF capable 

30 km passive EMS (30 km) (60 km) 
3000 km passive EMS (3000 km) (6000 km) (1 2fOOo kn.0 
W ~ g O g 9 ~  40 cm 80 cm 160 cm 320 cm 

l00cm 200 cm 400 cm 800 cm Eveballs 
ktive EMS desiqnator 300 crn 600 cm 1200cm 2400 cm 
Communications: 
300 km meson communicator (300 km) (600 km) (1 200 krn) (2400 km) 
3000 km radio (3000 km) (6000 km) (1 2,000 km) (24,000 h) 

Imperial Heavy Crav Command Tank (TLl5) 

Troop Quaw. 
Movement 520 low (+3,+4), 81 60 high (4) 

Morale: - Initiative: - 
Front Armor: 336 
Side Armor: 168 
Rear Armor: 168 
Deck Armor: 252 
Belly Armor: 252 

Maw Class: Vl  
Explosive Damage Modifier: -7 
Fire Controk Point Ddense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

Extreme( ) Notes 
240 cm: 4 (1) 120 cm: 5 (2) h F  gauss gun-needle 30 cm: 7 (6) 60 crn: 6 (6) F, 5 

M&um( 1 ) System: %&( ) 

Sensors 
3 km active EMS 300 cm 600 cm 1200 un 2400 cm 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
3000 km passive EMS (3000 krn) (6000 km) (1 2,000 km) (24,000 km) DF capable 

40 cm 80 cm 160 cm 320 cm 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Active EMS designator 300 cm 600 cm 12ooun 2400 un 
Communications: 
300 km meson communicator (300 km) (600 km) (1 200 krn) (2400 km) 
3000 km radio (3000 km) (- km) (1 2,000 km) (24,000 h) 
30,000 km maser (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
ECM 
30 km EMS jammer (30 km) (60 krn) (1 20 km) (240 km) Area capable 

ww 90991eS 
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Imperial Astrin-type Crav APC (TL14) 

Troop Quality 
Movement: 500 low (+3,4), 7260 high (+6) 

Morak: - Initiative: - 
Front Armor: 258 
Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mass Class: VI 
Explosive Damage Modfier: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

System: Short( 1 Medium( ) Long( ) Extreme( ) Notes 

3ensors 
3-MJ RF Nsion gun 26 cm: 5 (52+) 52 cm: 4 (52+) 104 un: 3 (26t) 208 crn:2(5+) F ,s, Ep: 3, BR: 1 cm 

3 km active EMS 300 crn 600 cm 1200 an 2400 an 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) (24,000 km) DF capable 
wsv 90991= 40 crn 80 crn 160 cm 320 cm 
Eyeballs 100crn 200 cm 400 cm 800 cm 
Active EMS desiqnator 300 cm 600 cm 1200un 2400 un 
Communications: 
3 km maser 300 cm 600 cm 1200 un 2400 an 
3000 km radio (3000 km) (6000 krn) (1 2,OOo km) (24,000 km) 

Imperial Marine Crav APC (TL15) 

~ r o o p  Quat i i  Morale: - 
Movement: 520 low (+3,4). 91 20 hiclh (4) 

Initiative: - 
. . _. - . .  

Front Armor: 252 
Side Armor: 140 
Rear Armoc 126 
Deck Armoc 126 
Belly Armor: 140 

Mass Class: VI 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m derfor ROF and sequence of fire purposes) 

System: Short( ) Medium( ) Long( ) omwne( ) Notes 

MlssiIes: 
3 8.5-Mj RF fusion gun 65 crn: 4 (1 29 +) 130crn:3(129 +) 260un:2(65+) 520 cm:1(13+) F I S ,  Ep: 8, BR: 2cm 

See Imperial nl5 95kq Heavy Tac Missiles chart (paqe 132) 
Sensors: 
30 krn passive EMS (30 krn) (60 km) (1 20 krn) (240 km) DF capable 
30 krn active EMS (30 km) (60 krn) (1 20 km) (240 km) 
3000 km passive EMS (3000 krn) (6000 km) (1 2,000 km) (24,000 km) DF capable 
wsv 90991es 40 cm 80 cm 160 cm 320 cm 
Eyeballs 1OOcrn 200 cm 400 cm 800 cm 
Active EMS designator 300 crn 600 cm 1200 un 2400 an 
laser designator (300 km) (600 km) (1 200 km) (2400 km) 
tommunications: 
30 krn radio 
300 km meson 

(1 20 km) (240 km) (30 km) (60 km) 
(300 krn) (600 km) (1 200 km) (2400 km) 



Imperial Marine Support APC (TU 5) 

TmpQuality Morale: - Inltiathe - 
Movement: 520 low (+3,4), 8580 hgh (4) 

Front Armor: 252 
Side Armor: 140 
Rear Armor. 126 
Deck Armor: 126 
Belly Armor: 140 

Mass Class: VI 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence offire purposes) 

30 km pasilw EMS (30 km) (60 km) (1 20 krn) (240 krn) DF capable 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 

(24,000 km) DF capable 
320 cm 40 cm 80 cm 160 cm 

100 cm 200 cm 400 cm 800 cm Eyeballs 
Active EMS designator 300cm ' 600 cm 1200un 2400 cm 
laser desgnator (300 km) (600 km) (1 200 km) (2400 km) 
Communications: 

(1 2,000 km) 3000 km passive EMS (3000 km) (- km) 
wnf g0991= 

30 km radio 
300 km meson 

(30 km) (60 km) (1 20 km) (240 km) 
(300 km) (600 km) (1 200 km) (2400 km) 

Imperial Point Defense APC (TU 5) 

Troop Quality Morale: - 
Movement 520 low (+3,4), 7260 h g  h (4) 

Front  Armor. 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 126 
Belk Armor: 140 

Inkiativc - 

Massdass:VI 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 dff mods 
Stabilization: Advanced (treat cautious and rapid advance as no derfor ROF and sequence offire purposes) 

T8.5-Mj RF fu sum ' gun 65 cm: 5 (1 29 +) 130 cm: 4 (1 29 +) 260un:3(65+) 520 un:2(13+) F , S, EP: 8, BR 2 cm 
3ensors 
30 km pwiw EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
300 km active EMS (300 km) (600 km) (1 200 km) (2400 km) 

(24,000 km) DF capable 
320 cm 40 cm 80 cm 160 cm 

100cm 200 cm 400 cm 800 cm Eyeballs 
Active EMS designator 300 cm 600 cm 1200un 2400 cm 
Communications 

System: short( ) Medium( ) lonq( ) Gmne( ) Notes 

3000 km passive EMS (3000 km) (- km) (1 2,000 km) 
ww 90991= 

30 km radio (30 km) (60 km) (1 20 km) (240 krn) 
300 km meson (300 km) (600 km) (1 200 km) (2400 km) 
30,000 km maser (30,ooo kn-0 (60,000 m (1 20,000 km) (240,000 km) 
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Imperial Marine Command APC (TL15) 

Troop Quality 
Movement 520 low (+3,+4), 91 20 high (4) 

Morale: - Initiative: - 
Front Armor. 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 126 
Belly Armor: 140 

Mass Class: VI 
Explosive Damage Moditler: -6 
Fire Control: Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orda .for ROF and sequence of fire purposes) 

System: short( 1 Medium( ) Long( ) Extreme( ) Notes 

blissiles: See Imperial n l 5  95kg Heavy T M Missiles chart (page 132) 
Sensors 

. -  RF fuslon gun 65 cm: 4 (1 29 +) 130 cm: 3 (1 29 +) 260 un:2(65+) 520 un:1 ( l k )  F I S ,  Ep: 8, BR: 2cm 

3 km active EMS 300 cm 600 cm 1200un 2400 un 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) (24,000 km) DF capable 
W ~ g O g g ~  
Eyeballs 
Active EMS designator 300 cm 600 cm 1200cm 2400 cm 
laser designator (300 km) (600 km) (1 200 km) (2400 km) 
Communications 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 
300 km meson (300 km) (600 km) (1 200 km) (2400 km) 
30,000 km maser (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
ECM. 
30 km EMS iammer (30 km) (60 km) (1 20 km) (240 km) Area amble 

40 cm 80 cm 160cm 320 cm 
100cm 200 cm 400 cm 800 cm 

Imperial Nuclear Damper APC (TU 5) 

~ r o o p  w a t i i  
Movement: 520 low (+3,4), 10,140 high (4) 

Morale: - Initiative: - 
Front Armor: 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 126 
Belly Armor: 140 

Mass Class: VI 
Explosive Damage ModAer: -6 
Fire Controk Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

System: Short( 1 Medium( ) Long( ) Extreme( ) Notes 
3000 km nuclear damper (3000 km) 1 (6000 km) 1 (1 2,OOo km) 1 (24,000 kn-9 1 F, S, H 
Sensors 
30 km passive EMS 
3000 km active EMS 
3000 km passive EMS 

Eyeballs 
Communications 
30 km radio 
300 km meson 
30,000 km maser 

wsv 90991es 

(30 km) 
(3000 km) 
(3000 km) 
40 cm 
100cm 

(30 km) 
(300 km) 
(30,000 km) 

(1 20 km) (240 km) DF capable 

(24,000 km) DF capable 
(1 2,000 km) 
(1 2,000 km) 
160cm 320 cm 
400 cm 800 cm 

(1 20 km) (240 km) 
(1 200 km) (2400 km) 
(1 20,000 km) (240,000 km) 

(24,000 km) 



Imperial ND Control APC (TL15) 

Troop WntY: Morale: - 
Movement  520 low (+3,+4), 7620 high (4) 

Front Armor: 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 126 
Belly Armor: 140 

Initlathre: - 

Mass a= VI 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 dff mods 
Stabilization: Advanced (treat cautious and rapid advance as no &for ROF and sequence offire purposes) 

1 Medium( ) long( ) #%reme( ) Note5 
65 cm: 5 (1 29 +) 130 cm: 4 (1 29 +) 260 cm:3(6k) 

30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
3000 km active EMS (3000 km) (6000 km) (1 2,000 km) (24,000 km) 
3000 km passive EMS (3000 km) (fj@)o km) (1 2,000 km) (24,000 km) DF capable 
ww goggl= 
Eyeballs 
Active EMS designator 300 cm 600 cm 1200cm 2400 un 
Communications 
30 km radio (30 km) (60 km) (1 20 km) (240 krn) 
300 km meson (300 km) (600 km) (1 200 krn) (2400 km) 
30,000 km maser (30,000 km) (60,000 w (1 20,000 km) (240,000 km) 

520 cm:2(13+) F , 5, EP. 8, B k  2 cm 

40 cm 80 cm 160 cm 320 cm 
l00cm 200 cm 400 cm 800 cm 

Norris Crav Tank (TLl5) 

Troop Quanty: 
Movement: 520 low (+3,+4), 6540 high (4) 

Morale: - Initiatiw - 
Front Armor: 258 
Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mass&SSVI 
Explosive Damage ModMer: 4 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no derfor ROF and sequence of fire purposes) 

System: short( ) Medium( ) h g (  ) Extreme( ) Notes 
7 /5-Mj RF fusion gun 198 cm: 3 (39i +) 396 cm: 2 (397 +) 192 cm: 1 (198+) 1584 cm: 1 (4oC) F I s, Ep: 1 8, BR 4 cm 
VRF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) F, S 
Sensors 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 

(24,000 km) DF capable 
40 cm 80 cm 160 cm 320 cm 

Eyeballs l00Un 200 cm 400 cm 800 cm 
goggl= 

Active EMS desiqnator 300 cm 600 cm 1200cm 2400 cm 
Communications 

3000 km passive EMS (3000 km) (6000 km) (1 2,000 w 

300 km meson 
3000 km radio 
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Trepida I/lntrepid/74 Crav Tank (TL14) 

Troop Quality 
Movement 500 low (+3,+4), 5940 hgh (+6) 

Morale: - Initiative: - 

Front Armor: 258 
Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mass Class: Vl 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabiliiation: Advanced (treat cautious and rapid advance as M orderfor ROF and sequence of fire purposes) 

System short( 1 
74-MJ RF fusion gun 129 cm: 3 (25%) 258 
VRF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) F, S 
'fenS0t.S 

Medium( ) lay( ) Eibwne( ) Notes 
cm: 2 (25%) 516 cm: 1 (129 +) 1032 un: 1 (26+) F I S ,  Ep: 16, BR: 3cm 

3 km active EMS 
30 km passive EMS 
3000 km passive EMS 

Eyeballs 
w!3f goggl= 

h EMS designator 
Communications: 
3 km maser 
3000 km radio 

300 cm 
(30 km) 
(3000 km) 
40 cm 
l00cm 
300 cm 

300 cm 
(3000 km) 

600 cm 1200 un 2400 un 
(60 km) (1 20 km) (240 km) DF capable 

(24,000 km) DF capable 
320 cm 

(6OOo km) (1 2,000 h) 
80 cm 160cm 
200 cm 400 cm 800 cm 
600 cm 1200un 2400 un 

600 cm 1200un 2400 un 
(6000 km) (1 2,000 h) (24,000 h) 

irepiaa iin/inrrepia/ 1 ~ 3 - 1  wav i a n ~  ( 1 ~ 1 4 )  

Troop Quality 
Movement 500 low (+3,+4), 5940 hg h (4) 

Morale: - Initiatk - 
Front Armor: 258 
Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mass Class: Vl 
Explosive Damage ModRer: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as M derfor ROF and sequence of fire purposes) 

System: Short( ) Medium( ) 0 Exbeme( ) Notes 
125-Mj RF fu sion ' gun 168 cm: 3 (335 +) 336cm:2(335+) 67 2cm:1(16&) 1344 un: 1 (a) F I S ,  Ep: 18, BR4un 
3ensors 
3kmactiwEMS 300 cm 600 cm l 2 0 0 m  2400 an 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) (24,000 km) DF capable 
wsf 909!31= 40 cm 80 cm 160 cm 320 cm 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Active EMS designator 300 cm 600 cm 1200cm 2400 un 
Communications: 
3 km maser 
3000 km radio 

300 cm 600 cm 1200un 2400 un 
(3000 km) (6000 km) (1 2,000 h) (24,000 km) 



Trepida IIB/lntrepid/l25-2 Crav Tank (lll4) 

TmpQuaMy Morale: - Inklathre:- 
Movement: 500 low (+3,+4), 5640 high (4) 

Front Armor: 258 
Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mi3SSClass:VI 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

Medium( ) Long( ) Exbwne( ) Notes 
crn: 2 (339) 6/2 cm:l (168-t) 1344 un: 1 (W) F , s, Ep: 18, BR4crn 

Sh&( 1 
168 crn: 3 (339) 336 

3 krn active EMS 300 cm 600 crn 1200un 2400 cm 
30 krn passive EMS (30 krn) (60 krn) (1 20 km) (240 krn) DF capable 

(24,000 km) DF capable 
320 cm 40 cm 80 crn 160crn 

l00crn 200 crn 400 crn 800 crn Eyeballs 
Active EMS desiqnator 300 crn 600 crn 1200un 2400 cm 
Communications: 
3 krn maser 300 cm 600 cm 1200un 2400 un 

3000 krn passive EMS (3000 krn) (600 km) (1 2,000 km) 
ww goggles 

3000 krn radii (3000 krn) (6OOo krn) (1 2,000 km) (24,000 km) 

Imperial Fire Support Crav APC (TLl5) 

TroopQuaW Morale: - Inklathre: - 
Movement 520 low (+3,+4), 6300 high (4) 

Front Armor: 252 
Slde Armor: 140 
Rear Armor: 126 
Deck Armor: 140 
Belly Armor: 126 

Mass Class VI 
Explosive Damage Modifier: -6 
Fire Controt Ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

I/RF qauss gun-needle 30 crn: / (6) 60 crn: 6 (6) 120 cm: 5 (2) 240 crn: 4 (1) F, S 
M'miles: See lrnpenal TLl5 30kq Lg . ht "Fire and Forget" T M Missiles chart @aqe 132) 
Sensors 

(1 20 krn) (240 krn) DF capable 
(240 krn) 

30 krn passive EMS (30 krn) (60 krn) 
(1 20 krn) 

(24,000 km) DF capable 
30 krn active EMS (30 krn) (60 krn) 

160crn 320 crn 
3000 km passive EMS (3000 km) (600 krn) 

40 cm 80 cm 
l00crn 200 crn 400 crn 800 cm 

wsv goggles 
Eyeballs 
Acthe EMS designator 300 crn 600 crn 1200 cm 2400 un 
laser designator (300 krn) (600 km) (1 200 krn) (2400 km) 
Communications 

(1 200 krn) (2400 km) 

System: Short( ) Medium( ) 0 Fxmne( ) Notes 

H 

(1 2,000 km) 

(1 20 km) (240 km) 30 krn radii (30 krn) (60 km) 
300 krn meson comrnunimtor (300 krn) (600 krn) 
30,000 km maser (30,000 krn) w,000 km) (1 20,000 km) (240,000 km) 
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Imperial Crav APC (TL15) 

Troop Quality: 
Movement 520 low (+3,+4), 6300 high (4) 

Morale: - Initiative: - 
Front Armor: 252 
Side Armor. 140 
Rear Armor. 126 
Deck Armor: 140 
Belly Armor: 126 

Mass Class: VI 
Explosive Damage Modifier: -6 
Fire Control: None 
Stabilization: Advanced (treat cautious and rapid advance as no d e t  .for ROF and sequence of fire purposes) 

System: short( ) Medium( ) Long( ) G&m( ) Notes 
hone 
heavy Missiles See impenal n l 5  95k g Heavy Tac Missiles chart (page 132) 
Fire & Forget Missiles: See Imperial n l 5  30kg Light "Fire and Forget" Tac Missiles chart (page 132) 
Sensors 
30 km pasfwe EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 
3000 km pasive EMS (3000 km) (6ooo km) (1 2,000 km) (24,000 km) DF capable 
wsv 909!31= 40 cm 80 cm 160cm 320 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
laser designator (300 km) (600 km) (1 200 km) (2400 km) 
Communications 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 
300 km meson communicator (300 km) (600 km) (1 200 km) (2400 km) 

H 
H 

Imperial MRL Artillery Vehicle (TLl5) 

Troop Quality: 
Movement 520 low (+3,+4), 8940 hg h (4) 

Morale: - Initiative: - 
Front Armor: 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 140 
Belly Armor: 126 

Mass Class: VI 
Explosive Damage ModMer: -6 
Fire Control: Indirect Fire Control only 
Stabilization: Advanced (treat cautious and rapid advance as no &et .for ROF and sequence of fire purposes) 

System: Short( ) Medium( ) Lonq( ) fwrenle( ) Notes 
None 
MJllSsiieJ: See Impenai ni 5 EMs-ksg nated MRL "R ockets" table (paqe 132) 
Sensors 
30 krn passive EMS (30 km) (60 km) (1 20 km) (240 krn) DF capable 
ww 90991= 40 cm 80 cm 160cm 320 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
30 km radii (30 km) (60 km) (1 20 km) (240 km) 
300 km meson communicator (300 km) (600 km) (1 200 km) (2400 km) 
30,000 km maser (30,000 w (60,000 km) (1 20,000 km) (240,000 km) 



Imperial Utility Sled (TLl5) 

Troop Quanty: 
Movement: 520 low (+3,4), 10,020 high (4) 

Morale: - Initiative: - 
Front Armor: 56 
Side Armor: 28 
Rear Armor: 28 
Deck Armor: 28 
Belly Armor: 28 

Mass Class: VI 
Explosive Damage Modifier: -4 
Fire Control: None 
Stabilization: None 

System: Short( ) Medium( ) long( ) Extreme( ) Notes 
None 
Sensors: 
30 km pasibe EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
wsv goggles 40 cm 80 cm 160cm 320 cm 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications: 
30 km radii (30 km) (60 km) (1 20 km) (240 km) 
300 km meson communicator (300 km) (600 km) (1 200 km) (2400 km) 

Imperial Meson Artillery Vehicle (TLl5) 

Troop Quality 
Movement: 520 low (+3,&), 6660 high (4) 

Morale: - Initlathre: - 
Front Armor: 28 
Side Armor: 14 
Rear Armor: 14 
DeckAnnor: 14 
Belly Armor: 14 

Mass Class: VI 
Explosive Damage Modifier. -6 
Fire Control: Indirect Fire Control only 
Stabilizatbn: Advanced (treat cautious and rapid advance as m ordwfor ROF and sequence of fire purposes) 

System: short( ) Medium( ) Lmg( ) Exbwne( ) Notes 
663-Mj m a n  gun (3000 km) 1 (N/A) -2cm 

Sensors: 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
wsv goggles 40 cm 80 cm 160 cm 320 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 
300 km meson communicator (300 km) (600 km) (1 200 km) (2400 km) 

(6000 km) 1 (N/N ?E ;:L?l cm 
(1 2,000 km) 1 W/A) H,W4,BR:lcm 
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Imperial Recovery Sled (TLl5) 

Troop m a w  Morak - 
Movement 280 low (+2, +3), 3360 high (+5) 

Front Armor: 11 
Side Armor: 7 
Rear Armor: 7 
Deck Armor: 7 
Belly Armor: 7 

Initiatk - 

Mass d a w  VI 
Explosive Damage Modifier: 4 (unloaded), -7 (loaded) 
Fire Controt None 
Stabilization: None 

short( 1 Medium( ) Long( ) Extreme( ) Notes 

3ensors: 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
ww 909!31= 40 cm 80 cm 160 cm 320 cm 

l00cm 200 cm 400 cm 800 cm 
ommunications: 

30 km radio (30 km) (60 km) (1 20 km) (240 km) 
300 km meson (300 km) (600 km) (1 200 km) (2400 km) 

Imperial Marine FDC APC (TLl5) 

Troop Quality Morale: - 
Movement: 520 low (+3,+4), 91 20 high (4) 

Front Armor: 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 126 
Belly Armor: 140 

Inltlative: 

M ~ S S  class: VI 
Explosive Damage Modiner: -6 
Fire ControE Point Defense FC, ignores 5 diff mods, Fire Direction Center (range: 80 km) 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

Extreme( ) Notes 
20un:1(13+) F # s, * 8, BE 2cm 18.5-Mj RF fus’ gun 65 cm: 4 (1 29 +) 13 0cm:3(129 +) 260crn:2(65+) 5 

h4issiles: See Imperial TLl5 95kg H eavy Tac Missiles chart (page 132) 
3ensors: 
3 km active EMS 300 cm 600 cm 1200m 2400 an 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 

(24,000 km) DF capable 
320 cm 40 cm 80 cm 160 cm 

100cm 200 cm 400 cm 800 cm Eyeballs 
Active EMS designator 300 cm 600 cm 1200 m 2400 un 
laser designator (300 km) (600 km) (1 200 km) (2400 km) 
Communications: 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 

(2400 km) 300 km meson (300 km) (600 km) (1 200 km) 
30,000 km maser (30,000 km) (60,000 h) (1 20,000 km) (240,000 km) 

System: Short( ) Medium( ) Long( ) 

3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) 
ww goggles 
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Imperial FDC Crav APC (TU 5) 

Troop Quality 
Movement 520 low (+3,+4), 6300 high (4) 

Morale: - Initiatiw: - 
Front Armor: 252 
Slde Armor: 140 
Rear Armor: 126 
De& Armor: 140 
Belly Armor: 126 

Mass Class: VI 
Exploshre Damage Modifier: -6 
Fire Control: Ignores 5 diff mods, Fire Direction Center (range: 80 km) 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

-0 
240 cm: 4 (1) \/RF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) I 

SenSOrs: 

System: short( 1 Medium( ) Long( 1 

30 km pass'k EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 
3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) (24,000 km) DF capable 

40 cm 80 cm 160 cm 320 cm 
Eveballs 100cm 200 cm 400 cm 800 cm 
ww 90991= 

h i v e  EMS desiqnator 300 cm 600 cm 1200cm 2400 cm 
Communications: 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 
300 km meson communicator (300 km) (600 km) (1 200 km) 
30,000 km maser (30,000 km) (60,OOo km) (1 20,000 km) (240,000 km) 

(2400 km) 

Armed Air Raft (TL15) 

Troop Quality Morale: - 
Movement 520 low (+3,4), 6240 hg h (4) 

Front Armor: 8 
Slde Armoc 4 
Rear Armor: 4 
Deck Armor: 4 
Belty Armor: 4 

Inltiatiw: 

Mass Class 111 
Explosive Damage Modifier: -2 
Fire Control: Ignores 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

System: short( ) Medium( ) 0 Efwme( ) Notes 
\/RF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) F, 5 
blissiles: See Imperial TLl5 30kg . ht "Fire and Fog et" Tac Missiles chart (page 132) H 
Sensors 

(1 20 km) (240 km) DF capable 
320 cm 

Eyeballs 100cm 200 cm 400 cm 800 cm 
Active EMS designator 300 cm 600 cm 1200cm 2400 an 
laser desgnator (300 km) (600 km) (1 200 km) (2400 km) 
Communications: 

30 km pass'k EMS (30 km) (60 km) 
ww gOgd= 40 cm 80 cm 160cm 

30 km maser 
300 km radii 

(30 km) (60 km) (1 20 km) (240 km) 
(300 km) (600 km) (1 200 km) (2400 km) 



Rampart Fighter (TLl5) 

Troop Quality Morale: - 
Movement: 80 low (-,+l), 49,200 high (+9) 

Front Armor: 62 
Side Armor: 62 
Rear Armor: 62 
Deck Armor: 62 
Belly Armor: 62 

Mass Class: VI 
Explosive Damage Modifer: -6 
Fire Controt Ignores 5 diff mods 
Stabilization: None 

Initiathre: 

System: Short( 1 Medium( ) Long( ) ktreme( ) Notes 
744-Mj I aser 0: 1 (300) N/A N /A N/A 
Sensors 
60,000 km passive EMS m m m m DF capable 
300,000 km active EMS m m m m 

Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications 
1000 AU maser 00 00 m m 

Imperial RDM Artillery Vehicle (TLl5) 

Troop Q u a r i  
Movement: 520 low (+3.+41T180 ha h (4) 

Morale: - Initlathre: - . r I ,  - -  a., -I 
Front Armor: 252 
Side Armor: 140 
Rear Armor: 126 
Deck Armor: 140 
Belly Armor: 126 

Mass Class: vi 
Explosive Damage Modifier: -6 
Fire Controt Drone missile control only 
Stabilization: None 

System: Short( ) Medium( ) Long( ) ktreme( ) Notes 

Sensors 
L15 Imperial 0.1 -ton remote drone missiles (page 133) H 

30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
wsv 90991= 40 cm 80 cm 160un 320 cm 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications 
30 km radii (30 km) (60 km) (1 20 km) (240 km) 
300 km radio 
300 km meson communicator 
30,000 km maser (30,000 km) (60,oOo km) (1 20,000 krn) (240,000 km) 

(300 km) (600 km) (1 200 km) (2400 km) 
(600 km) (1 200 km) (2400 km) (300 km) 



Intrepid/l20 Crav Tank (TLl4) 
Troop Quality Morale: - 
Movement: 500 low (+3,i4), 6OOO high (4) 

Front Armor: 258 

Initiative: - 

Side Armor: 129 
Rear Armor: 129 
Deck Armor: 129 
Belly Armor: 129 

Mass Class: Vl 
Explosive Damage ModHier: -6 
Fire Controt Point Defense FC, ignores 4 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

cm: 
System 

12cmL75 gun-HE (9) 58cm:3(11+) 116un:2(11+) 232un:l (11+) 464un:l (11+) F,SfEP:1l,BR:4un 
12cmL75 gun-flechette (9) 58 cm: 3" (2) 116 cm: 2" (2) 232 un: 1' (2) 464 un: 1' (2) F, S, DS: 3cmx12cm 
1 Smm RC(E) HMC-ball 30 cm: 7 (8) 60 cm: 6 (8) 120 cm: 5 (8) 240 cm: 4 (8) F, S 
Sensors: 
3 krn active EMS 300 cm 600 cm 1200 un 2400 un 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 

(24,000 km) DF capable 
320 cm ww 90991= 40 cm 80 cm 160cm 

Eyeballs l00cm 200 un 400 cm 800 cm 
M i e  EMS designator 300 cm 600 cm 1200un 2400 un 
tomrnunications: 
3 krn maser 300 cm 600 cm 1200cm 2400 an 
3000 km radio (3000 km) (6000 km) (1 2,000 km) (24,000 km) 

3000 km passive EMS (3000 km) (6000 km) (1 2,000 km) 

Convertible Air Raft (TL12) 

Troop Quality Morale: - Initlathre: - 
Note: Values below separated by a slash are in enclosedlopen 

Movement: 440 low (+2,+3), 5280 high enclosed configuration 
codgurations 

(+5), 2520 high open mfigutation (4) 
Front Armor: 414 
Side Armor. 212 
Rear Armor. 212 
Deck Armor: 2IOpen 
Belly Armor: 212 

Mass Class: 111 
Explosive Damage Modifer: -21-1 
Fire Control: None 
Stabilization: None 

Sensors 
30 krn pass'w EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 

30 km laser (30 km) (60 km) (1 20 km) (240 km) 
300 km radii (300 km) (600 km) (1 200 km) (2400 km) 

100 cm 200 cm 400 cm 800 cm 
omrnunications 



Pyrrhus Support Sled (TLl3) 

TroopQuaW Morale: - Initiathm - 
Movement  480 low (+3,+4), 6OOO high (4) 

Front Armor: 60 
Side Armor: 8 
Rear Armor: 4 
Deck Armor: 8 
Belly Armor: 4 

Mass Class: VI 
Explosive Power Modifier: 4 
Fire Controk ignores 4 df i  mods 
Stabilization: Advanced (treat cautious and rapid advance as no d e r f o r  ROF and sequence offire purposes) 

-( 1 Notes 

240 cm 

un: 1 (lo+) F I s, p. 1, BR: 2 cm 
7.5mm LMC-ball 30 cm: 5 (4) 60 cm: 4 (4) 120 cm: 3 (2) 240 cm: 2 (2) F, S 

F, S laser desiqnator 30 cm 60 cm 120 cm 
Sensors 
3 km active EMS 300 cm 600 cm 1200un 2400 un 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) DF capable 
Eyeballs l00cm 200 cm 400 cm 800 cm 
k t i v e  EMS designator 300 cm 600 cm 1200 un 2400 cm 
Communications: 
30 km laser (30 km) (60 km) (1 20 km) (240 km) 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 
ECM 
3- km EMS jammer 300 cm 600 cm 1200un 2400 un Self only 

Medium( ) 1 
cm:1(104+) 140 un:1 (52+) 280 70 

Short( 1 
35 cm: 2 (1 04+) 

Mongoose Attack Speeder 01-1 2) 

Troop Q u a b  Morale: - Initiative: 
Movement 440 low (+2,+3), 6660 high (+6) 

Front Armor: 21 
Side Armor: 16 
Rear Armor: 11 
Deck Armor: 1 1 
Belly Armor: 1 1 

MassUassVI 
Explosive Damage Modifier: 4 
Fire Controt Ignores 4 dfi mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

Notes 

H 
* 1 cm 22 crn: 2 (6%) 44cm: 1 (6%) 88 cm: 1 (3%) 116 cm: 1 (/+) F, S, Ep: 4, BR. 

short( ) Medium( ) Long( ) Extreme( ) 

e Retormation Coalition TLl2 T M Missiles table (page 132) 
Sensors 
300 km active EMS (300 km) (600 km) (1 200 km) (2400 km) 
300 km ladar (300 km) (600 km) (1 200 km) (2400 km) Designator capable 
300 km passive EMS (300 km) (600 km) (1 200 km) (2400 km) DF capable 
Eyeballs 100cm 200 cm 400 cm 800 cm 
k t i v e  EMS designator 300 cm 600 crn 1200un 2400 un 
Communications 

3000 km radio (3000 km) (6000 km) 

3 km EMS jammer (30 km) (60 km) (1 20 km) (240 km) Self only 
50 km Area jammer (50 km) (1 00 km) (200 km) (400 km) 

(1 200 km) (2400 km) 
(1 2,000 km) (24,000 km) 

300 km maser (300 km) (600 km) 



Ferret Attack Speeder (TL12) 

Troop Quality 
Movement 440 low (+2,+3), 6660 high (+6) 

Morale: - Initlathre: - 
Front Armor: 21 
Side Armor: 16 
Rear Armor: 1 1 
Deck Armor: 1 1 
Belly Armor: 11 

MassClass:VI 
Explosive Damage Modifier: 4 
Fire Controt Ignores 4 diff mods 
StabiNzatbn: Advanced (treat cautious and rapid advance as IX) &for ROF and sequence of fire purposes) 

short( ) Medium( ) Long( ) W??me( ) Notes 
sion gun 3/cm:1 (112 +) /4 cm: 1012 +) 148 cm:1 (S6+) 296 un: 1 (1 1+) F, S, EP: /, BR :2cm 

Missiles See th e Retormation Coalition TLl2 T ac Missiles table (page 132) H 
Sensors 
300 km active EMS 
300 km ladar 
300 km passive EMS 
Eveballs 
kt ive EMS desiqnator 
Communications: 
300 km maser 
3000 km radio 
ECM 
3 km EMS jammer 
50 km Area jammer 

(300 km) 
(300 km) 
(300 km) 
l00cm 
300 cm 

(300 km) 
(3000 km) 

(30 km) 
(50 km) 

(1 200 km) (2400 km) 
(1 200 km) (2400 km) Designator capable 
(1 200 km) (2400 km) DF capable 
400 cm 800 un 
1200un 2400 un 

(1 200 km) (2400 km) 
(1 2,000 km) (24,000 km) 

(1 20 km) (240 km) selfonly 
(200 km) (400 km) 

Thunderchicken Attack Helicopter (TL9) 

Troop Q u a b  
Movement: 220 kwv (+1,+2), 9180 high (4) 

Morale: - Initlathre: - 
Front Armor: 0 
Side Armor: 0 
Rear Armor: 0 
Deck Armor: 0 
Belly Armor: 0 

Mass ClawV 
Explosk Damage ModMer: 0 
Fire Controt None 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence of fire purposes) 

Missiles only 
blissiles See the Retormation Coalition R 9  Tac Missiles table (paqe 132) 
Sensors 
3 km radar 300 cm 600 cm 1200 un 2400 un Designator capable 
30 km HRT (30 km) (60 km) (1 20 km) (240 km) 

200 cm image intens scopes 25 cm 50 cm 100cm 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Laser designator (30 km) (60 km) (1 20 km) (240 km) 
Communications: 
30 km laser (30 km) (60 km) (1 20 km) (240 km) 
300 km radii (300 km) (600 km) (1 200 km) 

System: Short( ) Medium( ) 0 G(tn?me( ) Notes 

H 

(2400 km) 



Oriflamme Assault Sled (TL9) 

Troop Quaw 
Movement: 360 low (+2, +3), 6300 high (4) 

Morale: - Initiative: - 
Front Armor: 84 
Side Armor: 30 
Rear Armor: 30 
Deck Armor: 30 
Belly Armor: 38 

Mass Class: VI 
Explosive Damage Modifier: -6 
Fire Controk None 
Stabilization: Advanced (treat cautious and rapid advance as IK) orderfor ROF and sequence offire purposes) 

Medium( ) L o n g (  1 -( 1 Notes 
240 cm: 4 (8) 60 cm: 6 (8) 1 LU cm: 5 (8) 

System: short( 1 
ISmm RC(t) HMC -ball 30 cm: 1 (8) 5 
‘Sensors 
30 km HRT (30 km) (60 km) (1 20 km) (240 km) 
30 km radar (30 km) (60 km) (1 20 km) (240 km) 
Image intens xope 25 cm 50 cm 100cm 200 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
3 km maw 300 cm 600 cm 1200 un 2400 cm 
3000 km radio (3000 km) (6OOo km) (1 2,000 km) (24,000 h) 

Oriflamme Crav APC (TL9) 

Troop Quaw 
Movement: 360 low (+2, +3) 

Morale: - Initiative: - 

Front Armor: 60 
Side Armor: 30 
Rear Annor: 30 
Deck Armor: 30 
Belly Armor: 38 

Mass Class: VI 
Explosive Damage Modifier: -5 
Fire Controk None 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

System: Short( ) Medium( ) h g (  ) lwrenle( ) Notes 
15mm RC(E) HMC -ball 30 cm: 7 (8) 60 cm: 6 (8) 120 cm: 5 (8) 240 cm: 4 (8) 5 
Sensors 
30 km HRT (30 km) (60 km) (1 20 km) (240 km) 
30 km radar (30 km) (60 km) (1 20 km) (240 km) 
image intens xope 25 cm 50 cm l00cm 200 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
3 km maser 
3000 km radio 



Oriflamme Cavalry Vehicle (TL9) 
T-pQwMY: Morale: - Inltiatk- 
Movement 360 low (+2. +31.5880 hiah ( 4 1  

Explosive Damage ModHier: -5 
Fire Controt Point Defense FC, gnores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no &for ROF and sequence offire purposes) 

Extreme( ) Notes 
+ un: 1 (99+ 

592 cm: 1 (1 8%) F, S 
440 cm: 1 (77+) 
440 cm: 1 (4-t) 
440 un: 1" (2) 

Medium( ) Long( ) + cm: + cm: 
System: ) 
cm L75 gun cm: 

~ 

7cm US guMSDSSD-12 
7cm L75 gun-HEAP 
7cm US gun-HE 
7cm L75 gun-flechette 
15mm RC(E) HMC-ball 30 cm: 7 (8) 60 cm: 6 (8) 120 cm: 5 (8) 240 cm: 4 (8) F, S 
SenSOrr: 
30 km radar (30 km) (60 km) (1 20 km) (240 km) 

(1 200 km) (2400 km) 
l00cm 200 cm 

300 km HRT (300 km) (600 km) 
Image intens xope 25 cm 50 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
laser desiqnam 300 cm 600 cm 1200un 2400 un 
Communications 

74 cm: 3 (22%) 
55 cm: 3 (77+) 
55 cm: 3 (4-t) 
55 cm: 3" (2) 

148 cm: 2 (21 %) 296 cm: 1 (20%) 
11 0 un: 2 (77+) 220 un: 1 (77+) 
11 0 cm: 2 (4+) 220 cm: 1 (4-t) 
11 0 un: 2" (2) 220 un: 1* (2) 

F, S, Ep: 5, BR 2 un 
F, S, Ep: 6, BR 3 un 
F, S, DS 3x1 1 cm 

3 km maser 
3000 km radii 

300 cm 600 cm 1200un 2400 un 
(3000 km) (6000 km) (1 2,000 km) (24,000 kn-0 

Oriflamme Cavalry Missile Vehicle (TL9) 

Tmop &ab.  
Movement: 360 low (+2, +3), 5760 high (4) 

Morale: - Initlalive: - 
Front Armor: 48 
Side Annor: 33 
Rear Armor: 24 
Deck Armor. 24 
Belb Armor: 34 

Mi3SdaJs:Vl 
Explosive Damage Modifier: -5 
Fire Controt None 
Stabilization: Advanced (treat cautious and rapid advance as no wderfor ROF and sequence of fire purporer) 

System short( ) Medium( ) long( ) Extreme( ) Notes 
Missiles only 
Mulaales See th e Reformation Coalition TL9 Tac Missiles table (paqe 132) 
3ensorr 
30 km radar (30 km) (60 km) (1 20 km) (240 km) 
300 km HRT (300 km) (600 km) (1 200 km) 
Image intens xope 25 cm 50 cm l00cm 200 un 
Eyeballs 100cm 200 cm 400 cm 800 cm 
laser designator 300 cm 600 cm 1200un 2400 on 
Communications 
3 km maser 300 cm 600 cm 1200un 2400un 

I I  

(2400 km) 

3000 km radii (3000 km) (6c@o km) (1 2,000 h) (24,000 km) 



Oriflamme Crav Tank (TL9) 

TrooPQwW Morale: - Initiatk - 
Movement 360 bw (+2, +3), 4860 high (+5) 

Front Armor: 204 
Side Armor: 72 
Rear Armor: 42 
Deck Armor: 42 
Belly Armor: 57 

Mas Class: VI 
hploslve Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no order .for ROF and sequence of fire purposes) 

-( 1 Notes 
+ un: 1 (99+ 

440 un: 1 (77+) 
440 cm: 1 (4-t) 

Medium( ) Lens( 1 
+ cm: + cm: 

System: ShC-)ft( 1 
7cm L75 gun-APFSbSDU-9 cm: 
7cm L75 gun-AF'FSDSCI-10 Gcrn:i:?E-+; :Zcm::[iZ; E c m : ;  ::E+; E c m : 1  (Id+) : Z  
7cm L75 gun-APFSDSSD-12 74 cm: 3 (22k) 148 cm: 2 (21 k) 296 cm: 1 (20%) 592 cm: 1 (1 8 k )  F, S 
7cm L75 gun-HEAP 55 cm: 3 (77+) 
7cm US gun-HE 55 un: 3 (4+) 

11 0 un: 2 (77+) 
11 0 cm: 2 (44 

220 un: 1 (77+) 
220 cm: 1 (4+) 

F, S, Ep: 5, BR: 2 cm 
F. 5. Ep: 6. B k  3 cm 

7cm US ~un-f~echette 5s cm: 3*.(2j 1 i o  an: r ' (2 j  220 ~ n :  1*)2j 440 ~ m :  1*.(2j FI. $ DS 3x1 i ~n 
15mm RC(E) HMC-ball 30 cm: 7 (8) 60 cm: 6 (8) 120 cm: 5 (8) 240 cm: 4 (8) F, S 
3enSOrs: 
30 km radar (30 km) (60 km) (1 20 km) (240 km) 
30 km HRT (30 km) (60 km) (1 20 km) (240 km) 
Image intens scope 25 cm 50 cm lOOcm 200 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
3 km maser 
3000 km radio 

300 cm 600 cm 1200un 2400 un 
(3000 km) (6000 km) (l 28000 km) (24,000 km) 

Oriflamme Crav Tank Destroyer (TL9) 

Front Armor: 204 
Side h o c  42 
Rear Armor: 42 
Deck Armor: 42 
Belly Armor: 50 

Mass Class: VI 
hploslve Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequence offire purposes) 

System: short( ) Medium( ) rang( ) Extreme( ) Notes 
cmb5 gun ern: + cm: + cm: + ern: + 

tcmU5 guSZE;1'O i iZ cm: [Z 4 :i : cm: i i:;i J ::: cm: i ::;i J S 
12cmUS gun-APFSDSSD-12 156 cm: 2 (53k) 31 2 cm: 1 (52k) 624 cm: 1 (5Ok) F, S 
12cmU5 gun-HEAP-9 11 6 cm: 2 (1 37+) 232 un: 1 (1 37+) 464 cm: 1 (1 37+) F, S, Ep: 9, Bk 4 cm 
12cmUS gun-HE-9 58cm:3(11+) 116un:2(11+) 232un:1(11+) 464un:1(11+) F,S,EP:ll,Bk4cm 
12cmU5 gun-flechette-9 58 cm: 3* (2) 116 un: 2 (2) 232 un: 1* (2) 464 un: 1" (2) F, S, DS 3unx12un 
15mm RC(E) HMC-ball 30 cm: 7 (8) 60 cm: 6 (8) 120 cm: 5 (8) 240 cm: 4 (8) F, S 
kl lSOrs :  

;: cm: :i;i 4 
78 cm: 3 (54%) 
58 cm: 3 (1 37+) 

30 km radar (30 km) (60 km) (1 20 km) (240 km) 
30 km HRT (30 km) (60 km) (1 20 km) (240 km) 
Image intens scope 25 cm 50 cm lOOcm 200 cm 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications 
3 kin maser 
3000 km radio 

300 cm 600 cm 1200un 2400 un 
(3000 km) (6000 km) (1 2,000 km) (24,000 km) 
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Oriflamme Crav Sled (TL9) 
Tmop Quality: Morale: - Initiative:-. 
Movement: 360 low (+2, +3), 4980 high (+5) 

FmntAnnor:12 
Ude AmKK: 6 
Rear Armor: 6 
DedcArmor:6 
Belly Armor: 6 

Mass Class: VI 
Explosive Damage Modifw 4 
Fire Contrd: None 
Stabilization: None 

system: Short( ) Medium( ) Lonq( ) Extreme( ) Notes 
Nnno 

~ ~~ xnsors: 
(1 20 km) (240 km) 
100 cm 200 cm 

30 km HRT (30 km) (60 km) 
Image intens xope 25 UTI 50 an 
Eyeballs lOOcm 200 cm 400 an 800 cm 
tommunicationr 
3 krn maser 
3000 km radio 

300 cm 600 an 1200 cm 2400 cm 
(3000 km) (6000 km) (1 2,000 km) (24,000 km) 

Oriflamme Light Utility Sled (TL9) 
Troop Quality: 
Movement 360 low (+2, +3), 6660 high (+6) 

Morale: - Initiative: - 
FrontArmor:12 
Side AmxK: 6 
Rear Armor: 6 
Deck Armor. 6 
Belly Armor: 6 

Mass Class: V 
Explosive Damage Modiiir: 4 
Fire Control: None 
Stabilization: None 

hl- 
system: Short( 1 Medium( ) L q (  ) Extreme( ) Nota 

xnsws: 
30 km HRT (30 kml (60 kml (1 20 kml (240 km) 
Image intens scope 25Cm- b c m .  i o o c m '  200 cm ' 
Eyeballs 100 crn 200 cm 400 cm 800 cm 
tommunicationr 
3 krn m a w  
3000 km radio 

300 crn 600 cm 1200 cm 2400 cm 
(3000 km) (6000 km) (1 2,000 km) (24,000 km) 

Oriflamme MRL Sled (TL9) 
Troop Quality: Morale: - Initiative: 
Movement 360 low (+2, +3), 4980 high (+5) 

FrontArmor:12 
Side AmKK: 6 
Rear Armor: 6 
DeckArrnoc6 
Belly Armor: 6 

Mass Class: VI 
Explosive Damage Modifier: -5 
Fire Control: Indirect Fire Contrd only 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor . R( I F  and sequence of fire purposes) 

SyStUn: Short( ) Medim( ) L q (  ) octreme( ) NOM 
missiles: k e  the Oriflammen n 9  ~a Ser-&SiqMted MRL K ockets" table (paqe 133) 
Sensors: 

H 

(1 20 km) (240 km) 
100 cm 200 cm 

30 krn HRT (30 w (60 kn.0 
Image intens scope 25 cm 50 an 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
'tommunicationx 
3 km maser 300 cm 600 cm 1200 un 2400 un 
3000 km radio (3000 km) (6000 km) (1 2,000 km) (24,000 km) 



Fury Assault Lander (TLl2) 

Troop Quality Morale: - 
Movement 320 bw (+2,+3), 91 80 high (4) 

Front Armor: 21 
Side Armor: 21 
Rear Armor: 21 
Deck Armor: 21 
Belly Armor: 21 

Mass Class VI 
Explosive Damage Modifer: 4 
Fire Controt None 
Stabilization: None 

Initiatk 

Medium( ) loris( -e( 1 .  Notes 
36 cm: 6 (3) /L cm: 5 (2) 144un:4(NiI) 

System: short( 

h S O r s :  
smm rotary ML-DS 18cm: 7(3) 

(24,,000 km) DF capable 
800 cm 

(1 2,000 km) 
400 cm 

(1 200 km) (2400 km) 

3000 km passive EMS (3000 km) (6ooo km) 

300 km radio (300 km) (600 km) 

Eyeballs 100 cm 200 cm 
Communications 

1000AUmaser m m 00 00 

"Buster" Weapons Carrier (TU) 

Troop Quanty: Morale: - Initiative: 
Movement: 130 road (+l, +2, +2), 50 clmscountry (-, - 

Front Armor: 1 
Side Armor: 1 
Rear Armor: 1 
Deck Armor: Open 
Belly Armor: 1 

Mass Class: 111 
Explosive Damage Modifier: -1 
Fire Controt None 
Stabilizatlon: None 

System: Short( ) Medium( ) 0 Exbwne( ) Notes 
10 cm plasma bazooka l / cm:  1 (51+) 34cm: 1 61+) 68 cm: 1 (26+) 136cm:1(5+) EP :3.BR1 cm .~ . .  
6 cm &ult rckt Inchr-HE 20 cm: 1 (2+) 40 cm: 1 (2+). - - Ep:6;BR4cm 
6 cm assault rckt Inchr-HEAP 20 cm: 1 ( 6 s )  40 cm: 1 (6k) - - W.5, BR 3 cm 
6 cm assault rckt Inchr-WP 20cm: 1 (Nil) 40un: 1 (Nil) - - Ep: 3, BR 2 cm 
6 un assault rckt Inchr-flechette 20 cm: 1' (2) 40cm:1+(2) - - DS:lx5un 
squad support laser 30 cm: 5 (Nil) 60 cm: 4 (Nil) 120 un: 3 (Nil) 240 an: 2 (Nil) 
Laser sniper weapon 30cm: 1 (10) 60cm: 1 (10) 120 cm: 1 (1 0) 240 cm: 1 (4) 
Sensors 
Eyeballs l00cm 200 cm 400 cm 800 un 
Image converter binoculars 25 un 50 cm l00cm 200 un 
PRlS binoculars 40 cm 80 cm 160cm 320 cm 
Communications 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 
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Zhodani Qiknuvru ("2-80") Mkl Crav Tank (TL14) 

T m p Q u a b  Morale:- Inltiatk 
Movement: 500 low (+3, A), 6OOO high (4) 

Front Armor: 252 
Side Annor: 126 
Rear Annor: 126 
Deck Armor: 126 
Belly Armor: 126 

MassQassVl 
Explosive Damage Modifier: -7 
Fire Controk Point Defense FC, gnore 5 d i i  mods 
Stabilization: Advanced (treat cautious and rapid advance as m &for ROF and sequence of fire purposes) 

741-Mj x-ray 1- 300 km):2(300+) (600 k m):l(3ooC) 
VRF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) YiEm!2~!jjooc) f47un%'(7)?+) 2 ' 
VRF gauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1) S 
SenSOrs: 
30 km active EMS (30 km) (60 km) 
30 km p w i w  EMS (30 km) (60 km) 

System *mt ) M d u m (  ) Long( ) -t 1 Notes 

DF capable 
(1 20 km) (240 km) 
(1 20 km) (240 km) 

40 cm 80 cm 160Un 320 cm 
l00cm 200 cm 400 cm 800 cm 

goggles 
Eyeballs 
Communications: 
3 km maser 300 un 6oom 1200un 2400 un 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Zhodani Qiknuvru ("2-80") Mk2 Crav Tank (TLl4) 

Troop Quality Morale: - Initiatiw- 
Movement: 500 kw (+3, +I), 6OOO high (4) 

Front Armor: 252 
Side Armor: 126 
Rear Armor: 126 
Deck Armor: 126 
Belly Armor: 126 

MassUassVl 
Explosive Damage Modif'iec -6 
Fire Control: Point Defense FC, gnore 5 dfi mods 
Stabilization: Advanced (treat cautious and rapid advance as m &for ROF and sequence offire purposes) 

Medum( ) Loris( ) -t 1 Notes 

60 cm: 6 (6) 
m):2(300+) m): 300 km):3(300+) (600 k 

System *&( 1 
141 VRF -Mi gauss x-ray gun-needle 30 cm: 7 (6) ! Y E :  5 (:I'ooC) Y4E21:)m) 2 
VRF qauss gun-needle 30 cm: 7 (6) 60 cm: 6 (6) 120 cm: 5 (2) 240cm:4(1) S 
h I l S O r s :  
30 km active EMS (30 km) (60 km) 
30 km pmsiw EMS (30 km) (60 km) 
ww 90991= 

(1 20 km) (240 km) 
(1 20 km) (240 km) DF capable 

40 cm 80 cm 1 60 cm 320 cm 
l00cm 200 cm 400 cm 800 cm Eyeballs 

Communications 
3 km maser 
300 km radio 

300 cm 6Oom 1200un 2400 an 
(300 km) (600 km) (1 200 km) (2400 km) 
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Zhodani Crav APC (TL14) 

Troop Quality 
Movement 500 bw (+3, A), 9480 high (+6) 

Morale: - Initlathre: - 
Front Armor: 280 
Side Armor: 140 
Rear Armor. 1 12 
Deck Armor: 1 12 
Belly Armor. 140 

Mawaass:vl 
Explosive Damage Modifier: -6 
Fire Controk Point Defense FC, ignore 5 dfi mods 
Stabilization: Advanced (treat cautious and rapid advance as no der . for ROF and sequence of fire purposes) 

System. 1 Medium( ) Long( 1 -( 1 Notes 
240 cm: 4 (1) VRF gauss gun-needle 30 cm: / (6) 60 cm: 6 (6) 120 cm: 5 (2) F, 5 

Missiles: See the Zhodani l L l 4  35kq Tac Missiles table (paqe 132) 
Sensors: 
30 km active EMS 
30 km passive EMS 

Eyeballs 
laser desianator (300 kml 

(30 km) 
(30 km) 
40 cm 
100cm 

wsv 90991= 

EMS desiGnator i00cm. 
Communications 
3 km maser 
300 km radii 

300 cm 
(300 km) 

(60 km) (1 20 km) 
(60 km) (1 20 km) 
80 cm 160cm 
200 un 400 cm 
(fj00 km) (1 200 km) 
600 cm 1200 un 

600 cm 1200un 
(600 km) (1 200 km) 

(240 km) 
(240 km) DF capable 
320 cm 
800 un 
(2400 km) 
2400 un 

2400 un 
(2400 km) 

Zhodani Point Defense Sled (TL14) 

Troop Quality Morale: - 
Movement 500 bw (+3, A), 8220 high (-1-6) 

Front Armor: 56 
Side Armorr 28 
Rear Armor: 28 
Deck Armor. 28 
Belly Armor: 28 

Initlathre: 

MaSSClass:VI 
Explosive Damage Modifier: -5 
Flre Controk Point Defense FC, ignores 5 dfi mods 
Stabilization: Advanced (treat cautious and rapid advance as no wderfor ROF and sequence offire purposes) 

NOteS 
-2cm 67 cm: 5 (1 34-t) 134 cm:4(134+) 268 cm:3(6/+) 536 un: 2 (1 3-t) t-, 5, Ep: 8, BR 

Short( ) Medium( ) Long( ) t%mne( ) 

Sensors 
3000 km adive EMS 
3000 km passive EMS 

Eyeballs 
Active EMS desianator 
Communications: 
3 krn maser 
300 km radii 
30,000 km maser 

wsv goggles 

(3000 km) 
(3000 km) 
40 crn 
l00cm 
300 cm 

300 cm 
(300 km) 
(30,000 km) 

(1 2,000 km) 
(1 2,000 km) 
160cm 
400 cm 
1200un 

1200un 
(1 200 km) 
(1 20,000 km) 

(24,000 km) 
(24,000 km) 
320 cm 
800 cm 
2400 un 

2400 an 
(2400 km) 
(240,000 km) 



Zhodani EW Sled (TL14) 

Troop -My: Morak - 
Movement 500 bw (+3, +4), 9420 high (4) 

Front Armor: 280 
Side Armor: 140 
Rear Armor: 1 12 
DeckArmor. 112 
Belly Armor: 140 

In i t la tk  - 

Mi3SSClass:Vl 
Explosive Damage ModtFiec -6 
Fire Controt Point Defense FC, ignore 5 dff mods 
Stabilization: Advanced (treat cautious and rapid advance as no &for ROF and sequence of fire purposes) 

240 cm: 4 (1) 60 cm: 6 (6) 120 cm: 5 (2) 
System: Sort( 1 
hF gauss gun-needle 30 cm: / (6) F, S 
'5enSOt-X 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 

(24,000 km) DF capable 
320 cm 

3000 km passive EMS (3000 km) (6OOo km) 
40 cm 80 cm 
l00cm 200 cm 400 cm 800 cm wsv goggles 

Eyeballs 
EMS designator 300 cm 600 cm 1200un 2400 un 

Mediorn( ) Long( 1 *t ) Notes 

(1 2,000 km) 
160 cm 

Communications: 
30 km maser 300 cm 600 cm 1200un 2400 an 
300 km radii (300 km) (600 km) (1 200 km) (2400 km) 
F P .  .. 
LLIVI; 
300 km EMS jammer (300 km) (600 km) (1 200 km) (2400 km) Area capable 

Zhodani Command Sled (TLl4) 

Troop Quality: Morak: - 
Movement 500 low (+3,+4). 9660 hiqh (4) . . _. - - .  

Front Armor: 280 
Side Armor: 140 
Rear Armor: 1 12 
DedCArmor:112 
Belly Armor: 140 

MWUilSVl 
Explosive Damage ModMer: -6 
Fire Controt Point Defense FC, ignore 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no orderfor ROF and sequw~e offire purposes) 

hF qauss qun-needle 30 cm: / (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1 F, S 
Sensors 

System: short( ) Mediorn( ) Long( ) lWeme( ) Notes 

30 km actiw EMS (30 km) (60 km) 
30 km passive EMS (30 km) (60 km) 
wsv 90991s 
Eyeballs 
EMS desisnator 300 cm 600 cm 1200 un 2400 cm 
Communications 
3 km maser 300 cm 600 cm 1200cm 2400 cm 
300 km radii 

(1 20 km) (240 km) 
(1 20 km) 
160cm 320 cm 40 cm 80 cm 

100cm 200 cm 400 cm 800 cm 

(240 krn) DF capable 

(300 km) (600 krn) (1 200 krn) (2400 km) 



Zhodani Utility Sled (TL14) 
Troop QualW Morale- Inidatkc- 
Mawmerrt: 500 low (+3, +4), 10,020 high (4) 

FrontArmoc56 
Side Annor: 28 
Rear h o c  28 
DeckAm28 
6 e l l y A m  28 

Maw Class: VI 
Explosive Darnage Modifier: -I 
Fire Controk None 
Stabilization: None 

system: Short( ) Medium( ) Lanq( ) Extreme( ) Notes 
kOW 
Sensors: 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 h) wcapable wsv oggles 40 un 80 cm 160 un 320 un 
E W I S  100 cm 200 cm ’ 400m 800 un 
Communications: 
3 km ma= 300 un 600 un 1200 un 2400 un 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Zhodani LMR Sled (TLl4) 
Troop Quality: Morale- Initiative- 
M m e n t  500 low (+3, +4), 10,020 high (4) 

Front h o c  56 
Side AmxK: 28 
Rear Armor: 28 
Deck Amww: 28 
Belly Armor 28 

Mass Class: VI 
Explosive Damage Modlfier: -4 
Fire Contrd: None 
Stabilization: None 
system: Short( ) Medium( ) Extreme( ) Notes 
None 
3ensors: 

wsv goggles 40cm 

30,000 km laser (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
30,000 km m a w  (30,000 km) (60,000 km) (1 20,000 km) 

(12Okm) (240 km) DF capable 
160un 320 un 
400 un 800 un 

(60 km) 
80 un 

30 km passive E M S  (30 km) 

100 cm 200 crn 
ommunications: 

(240,000 km) 
30,000 km radio (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 

Zhodani Meson Sled (TLl4) 
Troop Quality: 
Movement. - 500 low (+3, +4), 10,020 high (+6) 

Morale: - Initlathe - 
Fmnt h o c  56 
Side AmwK: 28 
Rear Annor. 28 
DedcArnwc28 
Belly Armor 28 

Mass Class: VI 
Explosive Damage Modifier: -5 
Fire Contrd: None 
Stabillzation: None 

system: ShOn( ) Medium( ) Lonq( I Extreme( ) Notes 
hone 
Sensors: 

(1 20 km) (240 km) OF capable 
160un 320 un wsv oggles 40 cm 

E*% 100 cm 200 un 400 crn 800 un 
tommunications: 
30 km maser 300 cm 600 on 1200 an 2400 un 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 
30,000 km r n e m  (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 

(60 h) 
80 un 

30 km passive EMS (30 km) 
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Zhodani Light Utility Sled (TL14) 
Tmop QualrtV: Morale:- Inititlathre:- 
Movement: 500 low (+3, +I), 10,020 high (4) 

Front Armm 56 
Side AmKK: 28 
Rear Armoc 28 
Deck Armor: 28 
Belly Armor: 28 

Mass Class: VI 
Explosive Damage Modifier. 4 
Fire Contrd: None 
Stabilization: None 

System: Short( ) Medium( ) lmw( 1 Extreme( ) Notes 
)Jnw . .- 
Sensors: 
30 km passive EMS (30 km) (60 km) (120 km) (240 km) DFcaPak 

160 un 320 cm 40un 80 cm 
Ygfl?gle’ loom 200 crn 400 cm 800 un 
Communicationr 
3 km maser 300 cm 600 un 1200 cm 2400 un 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Zhodani Recovery Sled (TL14) 

Troop Quality, 
Movement: 280 low (+2, +3), 3360 high (+5) 

Morale: - Initiathe - 
FrontArmm5 
Side Armor 4 
Rear Armor: 4 
DeckArmor:4 
Belly Armor: 4 

Mau Class: Y (lihlaaded), VI (Loaded) 
Explosive Damage Modifier. 4 (Unloaded), -5 (Loaded) 
Fire Contrd: Point Defense FC, ignore 5 diff mods 
Stabilization: Advanced (treat cautiw and rapid advance as m orderfor ROF and sequence of fire purposes) 

SystefTl: Short( ) Medium( ) lmw( 1 Extreme( ) Ndes 
h F  qauss qun-needie 30 an: 7 (6) 60 an: 6 (6) 120 crn: 5 (2) 240 crn: 4 (1) F, 5 
3ensors: 
30 km passive EMS (30 km) (60 km) 
wsv oggles 40 un 80 cm 

Communications 

(1 20 km) (240 km) DFcapak 
160un 320 un 

E*% 1oocm 200 crn 400 cm 800 un 

3 km maser 
300 km radio 

300 un 600 un 1200 un 2400 un 
(300 km) (600 km) (1 200 km) (2400 km) 

Zhodani F I X  Sled (TL14) 
Troop Quality: Morale: - Initiatim - 
Movement: 500 low (+3, +4), 10,020 high (4) 

FrontAnnm56 
Side Armor 28 
Rear Annor: 28 
Deck AmKK: 28 
Belly Armor: 28 

Mass Class: VI 
Explosive Damage Modifier: -4 
Fik Contrd: Fir&Direaion Center (range: 80 km) 
Stabilkation: None 
System: Short( ) Medium( ) Extreme( ) Notes 
None 
hnsors: 

160cm 320 an 
30 km pauive EMS 
wsv oggles 40cm 
E*% 1 00 cm 200 un 400 un 800 cm 
Communications 

(1 20 km) (240 km) DFcaPak (60 km) 
80 cm 

(30 km) 

(30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
(30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
130.000 km) (60.000 km) (1 20.000 km) (240.000 km) 

30,000 km laser 
30,000 km maser 
30.000 km radio . .  . ,  . ,  . .  
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Zhodani Gun Sled (TLl4) 

Troop Quality Morale: - 
Movement: 460 low (+2. +3). 5460 hiqh (+SI 

Initiatk 
. . .. - . .  

Front Armor: 280 
Side Armor: 140 
Rear Armor: 1 1 2 
Deck Armor: 1 12 
Belly Armor: 140 

Mass am vl 
Explosive Damage Modifier: -6 
Fire Controt Point Defense FC, ignores 5 dff mods 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

Notes 
-4cm un: 1 (34+) F, 5, Ep: 18, BR cm: 2 (339) 6/2 cm:l (168+) 1344 168 cm: 3 (335+) 336 

-( 1 Medium( ) ) short( ) 

Sensors: 
30 km active EMS (30 km) (60 km) (1 20 km) (240 km) 
30 km passive EMS (30 km) (60 km) (1 20 km) (240 km) 
WSJ 9099's 40 cm 80 cm 160 cm 320 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
E M S  desiqnator 300 cm 600 cm 1200un 2400 un 
Communications: 
3 km maser 300 cm 600 cm 1200 un 2400 un 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Zhodani Scout Sled (TLl4) 

~ r o o p  w a r i  Morale: - Initiative: 
Movement 500 low (+3, +4), 21,120 high (+7) 

Front Armor: 300 
Side Armor: 66 
Rear Armor: 66 
Deck Armor: 66 
Belly Armor: 66 

MaSSdass:VI 
Explosive Damage Modifier: -5 
Fire Controk Point Defense FC, ignore 5 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROF and sequence of fire purposes) 

VRF qauss sun-needle 30 cm: / (6) 60 cm: 6 (6) 120 cm: 5 (2) 240 cm: 4 (1 ) F, S 
System: short( ) Medium( ) Lonq( ) meme( ) NOteS 

. _  . .  
Miszles: S& the Zhcdani lLl4 35kq Tac M&ik table (paqe 1 32) I 
Sensors: 
30 km active EMS (30 km) 
300 km passive EMS (300 km) 

40 cm 
100 cm Eyeballs 

laser desgnator (300 km) 
EMS desiqnator 300 cm 
Communications: 
3 km maser 300 cm 
300 km radii (300 km) 

goggl= 

(60 km) (1 20 km) (240 km) 
(600 km) (1 200 km) (2400 km) 
80 cm 160 cm 320 cm 
200 cm 400 cm 800 cm 
(600 km) (1 200 km) (2400 km) 
600 cm 1200un 2400 an 

600 cm 1200 un 2400 un 
(600 km) (1 200 kin) (2400 km) 
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Zhodani MRL Drop Sled (TL14) 
TroopQUality: Morale- Initlathe- 
Movement: 500 low (+3, A), 9660 high (4) 

Fronthor:56 
Side Armor 28 
Rear h w .  28 
DeckArmor:28 
Belly Armor: 28 

Mass Class: VI 
Explosive Damage Modifier. -5 
Fire C o n t r d  Point Defense K, ignore 5 diff mcds 
Stabilization: Advanced (treat cautiws and rapid advance as no orderfor ROI : and sequence of fire pwposes) 
System: Short( ) Medium( ) L W (  ) Extreme( ) Notes 
\IRF gauss g u n m l e  30 cm: 7 (6) 60 an: 6 (6) 120cm:5(2) 240 cm: 4 0) t, 5 
Remote MRL Packs See next data card, below 
Sensors: 

(120 km) (240 km) N c a p a h  
160un 320 un 

wsv Eyeba FgIa Is 1oocm 200 cm 400 un 800 un 
Communications 

(60 km) 
80 cm 

30 km passive EMS (30 km) 
4om 

3 km maser 
300 km radio 

300 cm 600 un 1200 un 2400un 
(300 km) (600 km) (1 200 km) (2400 km) 

Zhodani Remote MRL Pack (TLl4)  
Troop Walrtv: 
Mowmerit: None 

h P n t h o r : O  
Side AmKK: 0 
Rear Armor: 0 
D e C k ~ . O  
BellyAnmw: 0 

Morale: - Initlathe - 

Mass Class: V 

Fire C o n t r d  Indirect Fire FC 
Stabilization: None 

Tarctet-Desiqnated Artillery R ocket/Missiles: See fhod ani TLl4 Rem ote MRL P acks table (paqe 133) 
Communications: 

Explosi~e D m  Modifier. -1 

System: S h o d (  ) M d h (  ) 0 Extreme( ) Notes 

300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Zhodani Nuclear Damper Sled (TL14) 
Troop Wdify: Morale:- Initlathe- 
Movement: 500 low (+3,4), 10,020 high (+6) 

Fnmt h w .  56 
Side Armor 28 
Rear Armor: 28 
Deck Armor. 28 
Belly Armor: 28 

Mass Class: VI 

Fire Contrd: Point Defense K, ignores 5 dff mods 
Stabilization: Advanced &eat cautiout and rapid advance as 

ExploSrVe Damage Modifier: -5 

3Fandseqwnceoffirepuposes) 

(1 2,000 km) (24,000 km) 
(1 2,000 km) (24,000 km) 

3000 km active EMS (3000 km) (6OOo km) 
3000 km passive EMS (3000 km) (6000 km) 
wsv oggles 4ocm 80 cm 160cm 320 un 

800 cm Eyeba?Is 100 cm 200 cm 400 cm 
Communications 
3 km maw 300 un 600 un 1200 cm 2400 an 
300 kn radii (300 km) (600 km) (1 200 km) (2400 km) 
30,000 km maser (30,000 km) (60,000 km) (1 20,000 km) (240,000 km) 
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"Pathie" Armored Car (TL5) 

TrooPQuality: Morde:- Inltlative:- 
M ~ ~ m e n t :  80 road (-, +1, +2), 30 UOSCOUII~~~ (-, -, -) 

FrontArmm6 
Side AmKK: 4 
Rear Armor: 4 
DedcArKux4 
Belly Armor: 4 

Mass Class: V 
Explosive Damage Modifier: -5 
Are Contrd: None 
Stabilization: None 

Short( ) Medium( ) 0 Extreme( ) Notes system: 
7mm MMG-ball 
7mm MMG-ball 

14 cm: 4 (2) 28 an: 3 (Nil) 56 an: 2 (Nil) 7 cm: 5 (2) 
7 an: 5 (2) 14on:4(2) 28 an: 3 (Nil) 56 an: 2 (Nil) 

nsors: 
6 m  12 an 24 un Headlights 3cm 

(30 w (1 20 km) (240 km) 30 km radio 

Heavy Cargo Truck (TL5) 

Side Amoc 1 
Rear Armor: 1 

Bdiy Armor: 1 
DedcArm0r:Open 

Mass Class: 111 
Explosive Damage Modifier: -1 
Are Contrd: None 
Stabilization: None 

Short( ) Medium( ) Lens( ) Extreme( ) Notes SYSt€Wl: 
None 
knsors: 

NOW 

200 an 400 un 800 an l o o m  
ommunications: 

Medium Truck (TL6) 

TrooP Quality: Morale: - Init fa tk  - 
M ~ e n t :  110 road (-, +1, +2), 50 -try (-, -, +1) 

FrontAnnor:l 
Side AmKK: 1 
Rear Armor: 1 
DedcAmKK:open 
BellyAmoc 1 

Mass Class: N 
Explosive Damage Modifier: -1 
Fire Contrd: None 
Stabilization: None 

Short( ) Medium( ) 0 Extreme( ) Notes System: 
hone 
knsors: 

3 m  6 a n  12un 24 un Headlights 
Eyeballs l o o m  
iommunications: 

200 un 400 an 800 un 
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Seb-Propelled Howitzer (TL6) 

TmpQuaRty: Morale: - Initiathre: - 
Movement 50 road (-, -, +1), 40 crwcountry (-, -, +1) 

Front Annor: 1 1 
Side Armor. 7 
Rear Armor. 3 
Deck Armor: open 
Beliv Armor: 3 

MaSS6ass:VI 
Explosive Damage Modifier: -1 
Fire Controt ignores 1 Diff Mod, plus Indirect Fire Control 
Stabilization: None 

-0 No- 
cm:1 (6s) F , S, H,rn7, W 3un I2cm L45 gun-HEAP 

12cm L45 gun-HE 33cm:1(11+) 66cm:l (11+) 132cm:1(11+) 264cm:1(11+) F,S,H,EP:8,W3un 
12cm L45 gunthem 33cm: 1 (&) 66cm: 1 (&) 132cm: 1 (Se) 264cm: 1 (Se) F,S,H,EP:3,RZcm 
12cm L45 gun-flechette 33 cm: 1* (2) 66 cm: 1* (2) 132 un: 1' (2) 264 cm: 1' (2) F, S, H, DS 2x6 cm 
13mm HMC-ball 16cm:5(4) 32 cm: 4 (4) 64 cm: 3 (2) 128 cm: 2 (2) 
Sensors 
Head lights 3 cm 6un 12un 24 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
30 km radii (30 km) (60 km) (1 20 km) (240 km) 

Medum( ) Loris( 1 
66cm: 1 (6%) 132 cm: 1 (6%) 264 

System. short( 
33 cm: 1 (6%) 

Medium Tank (TL6) 

Troop QuaRty: 
Movement: 50 road (-, -, +l), 40 crmscountry (-, -, +1) 

Morale: - Initiatk - 
Front Armor: 32 
Side Armor: 13 
Rear Armor: 3 
Deck Annor: 3 
Belly Armor: 3 

MassUass:VI 
Explosive Damage Modifier: 4 
Fire Controk Ignores 1 Diff Mod 
Stabilization: Basic (do not wbtmct 1 from ROF for a cartiour advance order) 

&m L60 gun-APUS cm: cm: 1 (49+ cm: 1 (42+ 
8cm L60 gun-HEAP gem:: $cm:1(41$ ::fun:1(414 ?dcm:1(41; k:,Ep:4,BR:2un 
8cm L60 gun-HE 132 cm: 1 (k) F, S, Ep: 6, BR: 2 cm 
7mm LMG-ball 10 cm: 5 (2) 20 cm: 4 (2) 40 cm: 3 (Nil) 80 un: 2 (Nil) F, S 
7mm LMC-ball 10cm: 5 (2) 20 cm: 4 (2) 40 cm: 3 (Nil) 80cm:2(Nil) H 
Sensors 
Headlights 3 cm 6 cm 12cm 24 un 
Eyeballs lOOcm 200 cm 400 cm 800 cm 
Communications: 
30 km radio (30 km) (60 km) (1 20 km) (240 km) 

System: urd( ) Medium( ) -( 1 -( Notes 
cm: 1 (2/+ 

264 cm: 1 (k) 33 cm: 1 (k) 66 cm: 1 (k) 
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Tank Destroyer (TL6) 

TmpQuaMy: Morak - Initiatk - 
Movement: 60 road (-, +1, +l), 50 cross-country (-, -, +1) 

Front Armorr 26 
Slde Armor: 7 
Rear Armor: 3 
Deck Armor: 3 
Belly Armor: 3 

Mass a s  VI 
Explosive Damage Modifier: -4 
Fire ControE Ignores 1 Diff Mod 
Stablzatbn: Basic (do not subtract 1 from ROF for a cartiom advance order) 

lOcm L75 gun-APDS cm: 
lOcm L75 gun-HEAP :z cm: ; 2 z, Ep: 6, BR: 3 cm 
1 Ocm L75 gun-HE 39cm: 1 (&) 78cm:1(8+) 156cm:1(8+) 312cm:1(8+) F8S,W.7,BR:3un 
7mm LMC-ball 10 cm: 5 (2) 20 cm: 4 (2) 40 cm: 3 (Nil) 80 cm: 2 (Nil) F, S 
SenSOrs: 
Headlights 3 cm 6 cm 12 cm 24 cm 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
30 km radii (30 km) (60 km) (1 20 km) (240 krn) 

Medium( ) Loris( ) -( 1 Notes 

;Ern: 1 l(ig) :ig cm: ; % cm: cm: cm: cm: 
System: ) 

LRV-51 Pandina UL6) 7 . .  
Troop Quanty: Morak - InMatlw: 
Movement 60 road t-, +l , +11,40 crwcountrv t-, -. . , . -. 

Front Armor: 9 
Side Armor: 4 
Rear Armor: 3 
Deck Armor: 3 
Belly Armor: 3 

Mass Class V 
Explosive Damage ModRer: 4 
Fire ControE None 
Stabilization: Basic (do not subtract 1 from ROF for a cartibus advance order) 

System: Short( ) Medium( ) Long( ) t%rerne( ) Notes 
k m  L70 qun-APDS 47 cm: 5 (&) 94 cm: 4 (7+) 188 cm: 3 16+) 376cm:2(4+) 5 
k m  L70 &vAPFSDSDU (8) 
k m  L70 gun-AF‘FSDSCI (1 0) 
k m  L70 gun-APFSDSSD (1 2) 
k m  L70 gun-HE 
k m  L70 gun-HEAP 
k m  L70 gurxhern 
k m  L70 gun-flechette 
7mm LMC-ball 
7mm LMC-ball 
Sensors: 

47 cm: 5 (I 4;) 
47 cm: 5 (21 +) 
47 cm: 5 (2k) 
35 cm: 5 (Nil) 
35 cm: 5 (1 1+) 
35 cm: 5 (Nil) 
35 cm: 5* (2) 
15 cm: 5 (2) 
15 cm: 5 (2) 

94 cm: 4 (I 2;) 
94 cm: 4 (1 8+) 
94 crn: 4 (20+) 
70 cm: 4 (Nil) 
70 crn: 4 (1 1+) 
70 cm: 4 (Nil) 
70 cm: 4* (2) 
30 cm: 4 (2) 
30 cm: 4 (2) 

188 cm: 3 (lo;> 
188 un: 3 (15+) 
1 88 UTI: 3 (1 7+) 
140 cm: 3 (Nil) 
140 cm: 3 (11+) 
140 un: 3 (Nil) 
140 un: 3* (2) 
60 cm: 3 (Nil) 
60 cm: 3 (Nil) 

376 cm: 2 (74 
376 cm: 2 (lo+) 
376cm:2(11+) 
280 cm: 2 (Nil) 
280 un: 2 (1 1+) 
280 cm: 2 (Nil) 
280 un: 2” (2) 
120 cm: 2 (Nil) 
120 un: 2 (Nil) 

S 
5 
S 
S, El? 2, BR: 1 cm 
S, El? 2, BR: 1 cm 
S, El?3, B k  1 cm 
S8DS2x9un 
S 

Eyeballs l00cm 200 cm 400 crn 800 cm 
Communications 
30 km rzdii (30 km) (60 km) (1 20 km) (240 km) 
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APC (TL6) 

TroopQu~fty: Moale:- InltlathE - 
M m e n t :  50 d (-, -, +I), 40 (-, -a +I) 

Front Armor: 26 
Side- 7 
Rear Armor: 3 
DedcAnnor:3 
B e l i y ~ .  3 

Mass Class: VI 
Explosive Damage Modifier. -4 
Fire Contrd: None 
Stabiliiation: None 

Svstem: Short( ) M d h (  ) 0 
'I jrnm HMb-ball 16 an: 5 (4) 32 an: 4 (4) Man: 3 
Sensors: 
Z I Z h t s  l o o m  200 cm 400 cm 8Wcm 
Communications: 

3an 6an 12un 24 an 

(240 km) 30 km radio (30 km) (60 km) (1 20 km) 

Command Track (TL6) 

Troop Quality: Morale: - Initiative: - 
M ~ ~ e i ~ ~ e n t :  50 road (-, -, +I), 40 UOS-COUlw (-a -, +I) 

Front Armor: 26 
Side AmKK: 7 
Rear Armor: 3 
DeckArmOc3 
Belly Annor: 3 

Mass Class: VI 
Explosive Damage Modifier: 4 
Fire control: None 
Stabilization: None 

Svst#n: Short( ) M d h (  ) Lonq( 1 Extreme( Not6 
13mm HMC-ball 16 an: 5 (4) 32 an: 4 (4) 64 an: 3 (2) 128 cm: 2 (2) 
Sensors: 
Headlights 3an 6 a n  12 an 24 an 
Eyeballs 
Communications: 
30 km radio (30 km) 
300 km radii (300 km) 

100 cm 200 cm 400 cm 800 cm 

(240 km) (1 20 km) 
(1 200 km) (2400 km) 

(60 km) 
(600 km) 

Light Truck (TU) 
Troop Quality: Morale:- Initiative: - 
MOVWTIW~~: 1 60 road (+1, +2, +3), 60 CIDSCOUII~~~ (-, +l , +1) 

FrontArmor:l 
Side Amnw: 1 
Rear Armor. 1 
DeckArmocopen 
Belly Annor: 1 

Mass Class: 111 
Explosive Damage Modifier: -1 
Fire Contrd: None 
Stabilization: None 

System: Short( ) M e d h (  ) long( 1 Extreme( ) Not6 
NJOne 
3ensors: 

3cm 6 a n  12 cm 24 an 
800an 

30 km radio (30 km) (60 km) (240 km) 



Medium Truck (TL6) 

Tmop Quality Morale- hitiathe- 
M m e n t :  110 road (-, +1, +2), SO (-,-, +1) 

FrontArmor:l 
Side AmKK: 1 
Rear Armor: 1 
DedCArm0r:open 
Belly Arnloc 1 

Mass Class: W 
Explosive Damage Modifier: -1 
Fire Control: None 
Stabilization: None 

Short( ) Medium( ) Extreme( ) NOtB 

hnsorr: 
Headli hts 3 m  6 m  12 cm 24 an 

Communications 
E*& lOOUn 200 un mun 800 cm 

30 km radio (30 km) (60 km) (1 20 km) (240 km) 

Heavy Truck (TL6) 

Troop Quality: 
Movement 120 road (+1. +2. , -, 

Front Armor: i 
Side Armor: 1 
Rear Armor: 1 
Deck Armor: open 
Belly Armor: 1 

Mass Clas;: V 
Explosive Damage Modifier: 
Fire Control: None 
Stabilization: None 

Morale- Inltiathe- 
+2), 50 cross-country (-, -, +1) 

-1 

System: Short( ) Medium( ) Extreme( ) Notes 
None 
Sensors: 
Headlights 3 cm 6 cm l 2 c m  24 cm 
Evebails 100 cm 200 cm 400 cm 800 cm 
Communications: 
30 krn radio (30 km) (60 km) (120 km) (240 km) 

Ground Car (TL6) 

Troop QuditU: Morale- hitiathe- 
MOV~ITI~~~ 1 50 road (+l, +2, +2), 30 u p ~ w n b y  (-, -, -) 

h t A r m o r : l  
Side Atmoc 1 
Rear Armor: 1 

Belly AnnoG 1 
Mass Class: 111 
Explosive Damage Modifier. -1 
Fire Contrd: None 
Stabilization: None 

DedcAmKK:cQen 

system: Short( ) Medium( ) Lonq( ) Extreme( ) Notes 
kone 
Sensors: 
Eyeballs 100 cm 200 cm 400 cm 800 cm 
Communications: 



Tracked A l V  (TL7) 

Troop Qudity: Morale:- I n i t i a t k  - 
Movement: 50 road (-, -, +1), 40 CrosfsOUntry (-, -, +I) 

h.ontArmor:Z 
Side AmKK: 2 
Rear Armor: 2 
oeckArmoR2 
Belly A r m  2 

Mass Class: V 
Explosive Damage Modifier: -3 
Fire Control: None 
Stabilization: None 

Svstem: Short( ) Medium( ) Extreme( ) Notes 
None 
hnsors: 
0.3 km HRT 30 cm 6oun 120 cm 240 cm 
Eveballs 100 cm 200 cm 400 cm 800 cm 
Communicatlonr 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Charina Wheeled APC (TL7) 
L 

Troop Quality: Morale: - Initiative: - 
M~~emet~t: 90 road (-, +1, +2), 40 --try (-8 -, +I) 

h.ontAnnor:s 
Side AmKK: 3 
Rear Armor: 3 
DeckArmor:3 
Belly Armor: 3 

Mas Class 111 
Explosive Damage Modfir: -4 
Fire Contrd: None 
Stabilization: None 

System: Short( ) Medium( ) 0 Extreme( ) Ndes 
7mm LMb-bal 15an:5(Z) 30 cm: 4 (2) 60 on: 3 (Nil) 120 cm: L (Nil) 
hnsors: 

3UTI 6 a n  12cm 24 UTI 
=Ith” 100 m 200 cm 400 cm 800 crn 
Communlcatlons: 
30 km radio (30 kn-0 (60 km) (120 km) (240 km) 

Range Truck (TU) 
Troop Qual@ Morale:- In i t ia tk -  
M~~ett~ent: 140 road (+1, +2, +2), 60 cr0~~0Ultry (-, +I, +1) 

Fr0ntArmor:l 
Side AmwK: 1 
Rear Armor: 1 
DeckArror.open 
Belly Amxu: 1 

Mass Class: 111 
Explosive Damage Modifier: -1 
Fire Control: None 
Stabilization: None 

System: Sh&( ) Medium( ) lm( ) Extreme( 1 Notes 
None 
Sensors: 

Communications: 
NOW 

11s l o o m  200 cm 400 cm 800 cm 



Wheeled ATV (TL8) 

Side A&& 2- 
Rear Annor: 2 
DedcArmor:2 
Belly Armor: 2 

Mass Class: VI 
Explosive Damage Modifer: -3 
Fire Control: None 
Stabilization: None 

Medium( ) Extreme( ) Notes Svrtem: Short( ) 
kone 
Sensors: 

60 cm 120 cm 240 cm 0.3 km HRT 30 cm 

Communications: 
300 km radio 

200 cm 400 cm 800 cm Eyeballs 1oocm 

(300 km) (600 km) (1 200 km) (2400 km) 

Voltigeur APC (TL8) 

Troop Quality: Morale- Inttiathre:- 
MOVement: 1 1 0 road (-, +1, +2), 90 CIOSSOIHI~~~ (-, +1, +2) 

FmntAnnoc72 
Side Amww: 48 
Rear Armw. 24 
DeckAnnor:48 
Belly Annoc 24 

Mass Class: VI 
Explosive Damage Modifier: -7 
Fire Contrd: None 
Stabilization: Advanced (treat cautiws and rapid advance as rn &et .for ROF and sequence of fire purposes) 

Shalt( ) Medium( ) 0 &reme( Notes 30 cm: 6 (3) 

600 un 1200 cm 2400 cm 
200 crn 400 cm 800 cm 

60 an: 5 (Nil) 120 cm: 4 Mil) lScm:7(3) 5 

3kmHRT 300 cm 
Eyeballs 100 cm 
Communications: 

(30 km) (60 km) (1 20 km) (240 km) 30 km radio 

Lancer Missile Carrier (TU) 

Side Armor: 48- 
Rear h o c  24 
DedcArtnoc48 
Belly Annor: 24 

Mass Class: VI 
Explosive Damage Modifkc -7 
Fire Contrd None 
Stabilization: Advanced (treat cautious and rapid advance as rn orderfor ROF and seqwnce of fire prposes) 

Lonq( 1 Notes system: Short( ) Medium( ) Extm( ) 
3rnm rotary MG-MI 15 071: / (3) 30 cm: 6 (3) 60 cm: 5 (Nil) lm cm: 4 (Nil) Missiles See TL8 Lancer Tac Missiles table (paqe 1 33) 

3kmHRT 300 cm 600 un 1200 cm 2400 cm 

(30 km) (60 km) (1 20 km) (240 h) 

5 

knsors: 

Eyeballs 1ooun 200 cm 400 cm 800 cm 
laser desiqnatw (30 km) (60 km) (1 20 km) (240 km) Communications: 
30 km radio 
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Prairie Fire Fast Tank (TU) 

TrooPQwlity: Morak - Initiative:- 
Movement 1 30 road (+1, +2, +2), 100 arwcountry (-, +1, +2) 

Front Armor: 192 
Side Armor: 48 
Rear Armor: 24 
Deck Armor: 36 
Belly Armor: 24 

Mass Class: VI 
Explosive Damage Modifier: -7 
Fire Controt Ignores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m derfor ROF and sequence of fire purposes) 

Grmne( ) Notes 
+) 536 cm: 1 (16/ +I F,S cm: 1 (187 

1 k m  L60 gun-HEAP 102 cm: 1 (1 23+) 204 cm: 1 (1 2%) 408 cm: 1 (1 23+) F, S, W. 9, B k  3 un 
1 k m  L60 gun-HE 51cm:l (lk) 102cm:1(13+) 204un:l (lk) 408cm:l (lk) F,S,EI?ll,Bk4cm 
1 k m  L60 gun-flechette 51 cm: 1* (2) 102 cm: 1* (2) 204 on: 1' (2) 408 un: 1" (2) F, S, DS 3x10 cm 
7mm rotary MC-ball 27 cm: 7 (3) 54 cm: 6 (3) 108 cm: 5 (2) 21 6 un: 4 (Nil) F, S 

30 cm: 6 (3) 60 cm: 5 (Nib 120 un: 4 (Nil) F, S 5mm rotary MC-ball 

System. 1 Medium( ) Long( 1 
1 k m  l-60 gun-Amsbsbu 67cm: 1 (20/ +) 134 cm: 1 (19/ +) 268 

51 cm: 1 (1 23+) 

15 cm: 7 (3) 
Sensors: 
3 km HRT 300 cm m c m  1200cm 2400an 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications: 
30 km radii (30 km) (60 km) (1 20 km) (240 km) 

Ground Tank (TL9) 

Troop WW. Morak - Initlathe - 
Movement 1 20 mad (+1, +2, +2), 100 crosscountry (-, +1, +2) 

Front Armor: 204 
Side Armor: 54 
Rear Armor: 30 
D & h O r : 5 4  
Belty Armor: 30 

Mass Class: VI 
Explosive Damage ModHTer: -7 
Fire Controt Ignores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m derfor ROF and sequence offire purposes) 

12cm L60 gun-HEAP g6 cm: '3 g:?; Z cm: 222 cm: 8;;; E cm: g 2  Z, * 9, 4 cm 
12cm L60 gun-HE 50cm:3(11+) 100un:2(11+) 200un:1(11+) 400un:1(11+) F,S,Wll,BR4cm 
12cm L60 gun-flechette 50 cm: 3* (2) 100 un: 2" (2) 200 un: 1' (2) 400 cm: 1* (2) F, S, DS: 3 x 1 0 ~ ~ 1  
7mm rotary MC-ball 27 cm: 7 (3) 54 cm: 6 (3) 108 cm: 5 (2) 21 6 cm: 4 (Nil) F, S 
Sensors 
30 km HRT (30 w 
Eyeballs 100cm 
Communications: 
300 km radii (300 km) (600 km) (1 200 km) (2400 km) 

System: short( ) Medium( ) Lonq( ) lWEmf?( ) Notes 
12cm L60 gun-APFSDSDU cm: + cm: + cm: + cm: + 

(1 20 km) (240 kn-0 
400 cm 800 cm 

(60 km) 
200 cm 
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Troop Transport Helicopter (TL9) 

Tmop Quality: Morale- hitiathe 
Movement: 220 low (+1,+2), 9000 high (4) 

Front Armor: 0 
Side AmKK: 0 
Rear Armor: 0 
DedCArm0r:O 
Belly AmKK: 0 

Mass Class: IV 
Explosive Damage Modifier: 0 
Fire Control: M e  
Stabilization: None 

System. Short( ) Medkrm( ) 0 Extreme( ) Notes 
h m  LMLb all / c m : 5 ( 3 )  14 cm: 4 (3) 28 cm: 3 (Nil) 56 an: L (Nil) 
hnsors: 
Image intens scopes 25 un 50 m loom 200 un 
Eyeballs 100 cm 200 cm 400 cm aoo ~n 
Communications: 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Abomination Infantry Assault Vehicle (TL9) 
Tmop Quality: Morale - I n i t l a t k  - 
Movement: 1 30 road (+1, +2, +2), 100 cross-country (-, +1, +2) 

Fmnt ~nnor: 2aa 
Side Armoc 1 92 
Rear Armor: 120 
DeckArmor: 192 
Belly Armw. 120 

Mass Class: VI 
explosive Damage ~ o d i f i i ~  -7 
Fire Controk ignores 2 diff mods, T U  indirect Fire Gmtrd 
Stabilization: Advanced (treat cautious and rapid advance as m orderfor ROI :and sequence offire purposes) 
System: Short( ) Medium ( Extreme( 
1 Lcm UO gun-HEAP an: cm: cm: 
1 2 ~ n  UO gW-HE 
12cm UO qun-flechette 28 cm: 5' (2) 56 cm: 4' (2) 112crn:3'(2) 224 crn: P G!l F. 5, DS: 2x6 cm 
Sensors: 
30 km HRT 
Eyeballs i 00 cm 200 cm 400 cm 800 cm 
Communications: 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

Ground APC (TL9) 

Troop Walrty: Morale: - Initlathe - 
Movement 1 40 road (+1, +2, +2), 1 10 cross-country (-, +1, +2) 

Front Armor: 27 
SideAmKK:18 
Rear Annor: 18 
D e c k A r m o p e n  
Belly Armor: 1 8 

Mass Class: VI 
Explosive Damage Modifier: -1 
Fire Control: Ignores 2 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as m .for ROF and sequence offire purposes) 

System: Short( ) Medium( ) 0 Extreme( ) Notes 
3un l-60 gun-APFDSDU 60 cm: 4 (21+) cm: + an: + cm: + 
krn L60 qun-WP 45 cm: 4 0 37+) Kcm: 3;:;;; :;tX cm: f EX) Z c m  i !27+) L: Z, Ep: 3, BR: 1 un 
Sensors: 
30 km HRT (30 km) 
Eyeballs 100 cm 
Communications: 
300 km radio (300 km) (600 km) (1 200 km) (2400 km) 

(1 20 km) (240 km) 
400 cm aoo ~n 

(60 km) 
200 cm 



Helicopter Gunship (TL9) 

TroopQuality: Morak 
Movement: 220 low (+1 8+2)8 9060 hg h 

Front Armor: 0 
Side Armor: 0 
Rear Armor: 0 
Deck h o c  0 
Belly Armor: 0 

Mass class: N 
Explosive Damage Modifier: 0 
Fire Controt None 
Stabilization: None 

Initlathe 

Exbwne( ) Notes 
216cm:4(NiI) 

M&um( ) ) 
54 crn: 6 (3) 108 cm: 5 (2) 

System short( ) 
7mm rotary MCball 
M M k  See the Common TL9 Manportable Tac Missiles table (page 133) 

27 cm: / (3) 

Sensors 
3 km radar 300 cm 600 crn l200cm 2400 cm Designator capable 
30 krn HRT (30 km) (60 krn) (1 20 krn) (240 km) 
Image intens scopes 25 crn 50 cm 100 cm 200 cm 
Eyeballs 100cm 200 cm 400 cm 800 crn 
laser desiqnator (30 km) (60 krn) (1 20 krn) (240 km) 
Communications 
300 km radio (300 km) (600 km) (1 200 km) (2400 krn) 

Open Air Raft (TLlO) 

Troop Quaw Morale: - 
Movement: 120 low (+1,+2), 3360 hqh (+5) . . .  - 

Front Armorr 2 
Side Armor: 1 
Rear Armor: 1 

Belly Armor: 1 
Deck Armor: open 

Mass Class: 111 
Explosive Damage Modifer: -1 
Fire Controt None 
Stabilization: None 

System: Short( ) Medium( ) L q (  ) l%eme( ) Notes 
hone 
Sensors 
Eyeballs 100cm 200 cm 400 cm 800 cm 
Communications 

(1 200 km) (2400 krn) 300 km radii (300 km) (600 km) 



C-Carrier VLl 1) 
TroopQuality: Morale- Initiathre:- 
Movement: 420 low (+2,+3), 5280 high (+5) 

FrontArmac16 
Side AmKK: 16 
Rear Annac 8 
DedcArmor:8 
Belly Armor. 8 

Mass Class: V 
Explosive Damage Modifier: -3 
Fire Control: Ignores 3 diff mods 
Stabilization: Advanced (treat cautious and rapid advance as no d e r  for ROF and sequence of fire purposes) 
s stem: Short( ) Medium( ) Lonq( ) Extreme( ) Nota 

hnsors: 
3 km passive E M S  300 cm 600 cm 1200 cm 2400 cm Mcapak 
Eyeballs 100 cm 200 cm 400 un 800 an 
Active EMS desianatw 300 cm 600 cm 1200 cm 2400 cm 
Communications: 

(1 20 km) (240 km) 
(1 200 km) (2400 km) 

30 km laser (30 km) (60 km) 
300 km radio (300 km) (600 km) 

- J pasma un 14 cm: 2 (42+) 28 cm: 1 (42+) 56 cm: 1 Q1+) 112 cm: 1 (4+) :3 ,6Rlun 
& K L L G d  30 an: 5 (4) 60 on: 4 (4) 120 cm: 3 (2) 240 cm: 2 (2) 2Y 

~ 

I 
Enclosed Air Raft (TLl2) 

Troop Quality: 
Movement: 440 low (+2,+3), 5280 high (+S) 

Morale: - InitiatiE - 
FrontArmor.2 
Side Amxu: 1 
Rear Armor: 1 
DedcAmXw:l 
BellyArmor: 1 

Mass Class: 111 
Explosiw Damage Modif-. -2 
Fire Control: None 
Stabilization: None 

Sensors: 
Eyeballs l o o m  200 cm 400 cm 800 un 
Communications: 
30 km laser (30 km) 
300 km radio (300 km) 

(1 20 km) (240 km) 
(1 200 km) (2400 km) 

(60 km) 
(600 km) 

Convertible Air Raft (TLl5) 
Troop Quality: 
Note: Valwsbelw separated bya dash are in enclosedlopen configurations 
Movement: 520 low (+3,+4), 6660 high endosed configuration (+6), 2520 

Morale: - Initiative: - 

high open configuration (4) 
Front h a c  818 
Side Armor 414 
Rear Armor: 414 

Belly Armor: 414 
DedcArmor:4/open 

Mass Class: 111 
Explosive Damage Modiiir: -21-1 
Fire Contrd: None 
Stabilization: None 
system: Short( ) Medium( ) Lonq( ) Extreme( ) Notes 
hone 
Sensors: 
30 km passive E M S  (30 h) 
Eyeballs l o o m  
Communications 
30 km maser (30 km) 
300 km radio (300 km) 

(1 20 km) (240 km) D C a p a k  
400 cm 800 cm 

(60 km) 

(60 km) (1 20 km) (240 km) 
(600 km) (1 200 km) (2400 km) 

200 cm 



Speeder (TLl5) 

TroopQuaW Morale: - InMath 
Movement 520 low (+3,4), 10,020 high (4) 

Front h o c  2 
Side Armor. 1 
Rear Armor: 1 
Deck Armor: 1 
Belb Annor: 1 

Mass sass 111 
Explosive Damage Modifer: -2 
Fire Control: None 
Stabilization: None 

System 1 Medium( ) L o n g (  ) -0 Nom 
None 
sensors: 
3 km passive EMS 300 cm 600 cm l200an 2400 an DF capable 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
300 km r a d i i  (300 km) (600 km) (1 200 km) (2400 km) 

Crav Bike (TL15) 

Troop Quanty: 
Movement 120 low (+1,+2), 3360 hg h (+S) 

Morale: - Initiative: - 
Front Armor. 2 
Side Armor: 1 
Rear Armor: 1 
Deck Armor: open 
Belly Armor: 1 

Mass Class: I 
Explosive Damage Modifier: -1 
Fire Controt None 
Stabilization: None 

System: Short( ) Medium( ) Lm9( ) Extreme( ) Notes 
None 
SenSOrs: 
Eyeballs l00cm 200 cm 400 cm 800 cm 
Communications 
None 
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I 

Imperial TLl5 30kg Light "Fire-and-Forget" Tac Missiles 

. .  ., . r  

Reformation Coalition TL12 Tac Missiles 

ED, A8, Ep: 10, BR: 5 
A8. EP: 10. Bk 5 ctn Firebird homiw msl (32 km) 1 (137+) 

. ,  
Butcherbird - - A8; DS: 6x28 an ' 

Reformation Coalition TL9 Tac Missiles 

Lywbird tgt desig rnsl HE - 1 (8+) - 1 (8+) - 1 (8+) -1 (8+) ID, A3, Ep:9, BR: 5cm, R: 2 4 h ,  pluny 
Lyrebird tgt desig rnsl HEAP - 1 (113+) -1(113+) -1(113+) -1 (113+) LD, A3, Ep: 7, BR: 4 cm, k 24 km, plunge 
Lpbird tgt desig msl WP - 1 (Nil) - 1 (Nil) - 1 (Nil) - 1 (Nil) LD,A3, Ep: 3, BR: 4cm, R24 km, pluny 
Lyrebird tgt desig rnd Submun - 1 (notes) - 1  (notes) -1 (notes) -1  (notes) LD,A3, Ep: 16, BR 3 cm, k 24 km, plunge 
Lyrrblrd tgt desig msl DP Submun - 1 (notes) - 1 (notes) -1 (notes) - 1 (notes) LD,A3, Ep: 16, BR 3un, R24 km, plunge 

LD,A3, Ep: 20/10, BR 2 cm, R 24 Ian, Lyrebird tgt desig msl H m g  Submun - 1 (notes) -1 (notes) -1 (notes) - 1 (notes) 
plunging 

Zhodani TL14 35kg Tac Missiles 

king-0.1 kt (4oI;n)l(nctes) (SSki)l(;Wtes) - . 
h i n g  ARM 0.1 kt (20 km) 1 (notes) (40 km) 1 (notes) (SSkm) 1 (notes) - 
Imperial TL15 EMS-Desiqnated MRL "Rockets" 

AlO, Dk 3 cm, 'E 18;BR: 10 & 
A10, Dk 3 m ,  Ep: 18, BR: lOcm 

ARL salvo; HEAP 
ARL salvo. SUbmUMi - 1  (notes) -1 (notes) - 1 (notes) -1 (notes) As, Ep: 16, Bk 103, R. 650 km 

A9, Ep: 18, BR: 58 cm; R: 650 km 
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M*b ylort Medium Lonq Exb.emr 

ARLsahro,Dpwbnunition - 1 (notes) -1 (notes) - 1 (notes) -1 (notes) 
ARL dvo, Mi submunition - 1 (notes) -1 (notes) - 1 (notes) -1 (notes) A9, Ep: w10, BR: 54, R: 650 km 

KJ, W 16, BR: 103, R 6 5 0 h  

Oriflammen TL9 Lsser-Designated MRL "Rockets" 

DP submunition 'rocker - 13 (notes) -13(notes) - 13 (notes) - 13 (notes) LD,A9, Ep: 16, Bft 23, R: 650 km 

ARI uluo HF - 1 I n o t d  -1 h t e s )  - 1 Inotes) - 1 (notes) A9, Ep. 18, B k  73cm. k650km 
LD, A9, EJ? 20/10, BR: 12, R: 650 kn Homing subnurition '&et" - 13 (notes) -13(note~) - 13 (notes) -13(note~) 

\ I  ARL silg HEAP -1 (notes) -1 inotesj - 1 inotaj -1 (notesj A9, W 18, Bk57cm, k6SOkm 
ARL salvo, submunition. - 1 (notes) -1 (notes) -1 (notes) -1 (notes) A9, W 16, B k  120, R: 65Okm 
ARL salvo, DP submunibca - 1 (notes) -1 (notes) -1 (notes) -1 (notes) A9, EF? 16, B k  120, R: 650 km 

Zhodani TL14 Remote MRL Packs 

ARL salvo, homhg submunition - 1 (notes) - 1 (notes) -1 (notes) -1 (notes) A9, w20/10, BR: 62, R: 65okm 

ARL satvo, HEAP -1 (notes) -1 (notes) - 1 (notes) -1 (notes) A9, Ep: 18, B k  41 cm, R: 650 km 
A9, W 16, B k  73, R 650 km 

ARL salvo, DP submunition - 1 (notes) -1 (notes) - 1 (notes) -1 (notes) A9, W 16, BR: 73,R 650km 

Common TL7 Manportable Tac Missiles 

-1 (notes) ARL salvo, submunition - 1 (notes) -1 (notes) - 1 (notes) 

ARL salvo, homing submunitiin - 1 (notes) -1 (notes) - 1 (notes) -1 (notes) A9, W20/10, BR: 38, R: 65okm 

TL8 Lancer Tac Missiles 
Missiles short Medium lonq Exb-em? NOt6  ".- 

I - - - 
- 1 (193t) - 1 (193t) - 1 (193t) - 1 (193t) h q m * -  Laser desq m & W  

Common TL9 ManDortable Tac Missiles 

Common TLll  Manportable Tac Missiles 

Common TL13 Manportable Tac Missiles 

Homing ARMHEAP (36 km) N (353t) (72 km) N (353t) (144km)N(353t) (288km)N(35k) W.l8,Bkl3un 

Homing ARMDP submunition (36 km) N (notes) (72 km) N (notes) (144 km) N (notes) (288 km) N (notes) Ep. 16, 8k 23 cm 
EMS desigDP submunitii - N (notes) - N (notes) - N (notes) - N (notes) ED, EF? 16,m 23 an, R: 1483 km 

Reformation Coalition TL l l  Miolnir Advanced ARM 

. ,  
EMS Lig-twming w'bmunitiin 1 1 (&a) - 1 (notes) -1 (notes) ED, E6 26/10, BR: 12071, R: 52 km 

TLlS Imperial 0.1-ton Remote Drone Missiles 

RDM submunitii - - 
RDM DP submunition 1236 an: 10 (notes) - - - A9 (tS), Ep. 16, BR: 23 cm, Mow 560 (t3,+4) 
w) 
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Slug Pistols 

2 cm: 1 (2) * cm*,'(Nil)""""" *.*m- ~ - . m $ T m - o I I  

10mm snub revolver-8 HEAP-9- - 
1 O m  snub auto4 HE 
lOmm snub autm8 DS 1 cm: 3 (2) - 3 crn: 1 (Nil) 6 cm: 1 (Nil) 
lOmrn snub aut68 HEAP-9 - 1 crn: 2 (2) - 2 cm: 1 (2) . .  

7.6rnm RC(E) autopistol-9 DS 1 crn: 3 (2) 2 crn: 2 (2) 3 cm: 1 (Nil) 4 cm: 1 (Nil) 

5.5mm lthklur gauss pistol-1 4 dart 
5.5rnrn lthklur gauss pistol-14 HEAP 

3 cm: 3 (4) 
2 crn: 3 (3) 

6 cm: 2 (4) 
4 cm: 2 (3) 

12 cm: 1 (2) 
8 cm: 1 (3) 

24 cm: 1 (Nil) 
16 cm: 1 (3) 

Submachineauns 

9rnm deck sweeper6 DS-8 8 crn: 4 (2) 16 cm: 3 (2j 32 cm: 2 (1) 64 cm: 1 (Nib 
9mrn deck sweeper4 HEAP-7 5 crn: 4 (2) 10 cm: 3 (2) 20 crn: 2 (2) 40 cm: 1 (2) 

Autoauns 

7mm CMWS SAW-1 0 DS 
7mm CMWS SAW-1 0 HEAP 

16 cm: 4 (5) 32 cm: 3 (5) 64 crn: 2 (3) 128 crn: 1 (2) 

7.5mm RC(E) MMC-9 ball 30 crn: 5 (4) 60 cm: 4 (4) 120 cm: 3 (2) 240 cm: 2 (2) 
7.5rnrn RC(E) MMC-9 DS 30 crn: 5 (7) 60 cm: 4 (7) 120 cm: 3 (4) 240 cm: 2 (2) 

7mm RC(E) rotary-9 ball 22 crn: 7 (3) 44 cm: 6 (3) 88 cm: 5 (2) 176 cm: 4 (Nil) 
7mrn RC(E~ rota+ DS 27 crn: 7 (3 54 cm: 6 (5) 108 cm: S(3) 216 cm:4 ( 2 ) -  
7rnm RC(E) rotary-9 HEAP 17 cm: 7 (3) 34 crn: 6 (3) 68 cm: 5 (3) 136 crn: 4 (3) 



Slug Rifles and Carbines 

40 crn: 2 (2) 80 crn: 1 (Nil) 

2 crn LAG8 DS 
2 crn LAG-8 HE 16 crn: 3 (Nil) 32 crn: 2 (Nil) 64 crn: 1 (Nil) 128 crn: 1 (Nil) 
2 cm LAG-8 HEAP-9 16 cm: 3 (5) 32 cm: 2 (5) 64 cm: 1 (5) 128 crn: 1 (5) 
2 cm LAC8 flechett 

5.5rnrn R C ~ E ~  assault fie-9 DS 11 crn: 4 (5) 22 crn: 3 (5) 44 crn: 2 (3) 88 crn: 1 (Nil) . .  

14.5rnrn hR-5 ball 29 crn: 3 (6)  58 cm: 2 (6)  11 6 cm: 1 (6) 232 cm: 1 (4) 

7mm CMWS rifle-1 0 DS 11 crn: 4 (5) 22 crn: 3 (5) 44 crn: 2 (3) 88 crn: 1 (2) 

Archaic Firearms 

Blunderbuss-2M shot 3 crn: 1* (Nib 6 cm: 1 (Nil) - . ,  . ,  

18rnm auto shotaun-7 shot 5 crn: 3' (Nil) 10 crn: 2 (Nil) - 
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Lasers 

2 crn personal defen%e%!kr-13 B-i”x 2Ocm3Nil)^ 40cm2(Nil) 8ocml(Ni l )  l6Ocm:l(Nil) 
3 crn CLC carbine1 3 120 crn: 1 lNih 240 cm: 1 INih 30 crn: 3 fNih 60 crn: 2 M i h  

6 cm laser Sniper Weapom13 

Hiqh-Enerqy Weapons 

. .  . .  . .  

5.1 crn fusion rifle1 5 comp 18 crn: 2 (37+) 36 crn: 1 (37+) 72 crn: 1 (19+) 144 cm: 1 (4+) 

Heavy Weapons 
Svstem: Medium Lana Extreme N o t a  

6 crn assault rckt Inchr-HW 20 c m  2 (6%) 40 c m  1 (6%) - - EP: 5, BR 3 crn 
W. 3, BR 2 crn 

6 crn assault rckt Inchr-flechette 20 ~ n :  2* (2) 40 CITX 1’ (2) - - OS: 1x5 crn 
10 c rn  plasma bazooka 136 cm: 1 (5+) E P  3, BR: 1 crn 

6 crn assault rckt Inchr-WP 2 0 ~ ~ ~ 2 ( N i l f  4 0 ~ n r l ( N i 9  - - 
1 7 crn: 1 (51 +) 34 crn: 1 (51 +) 68 crn: 1 (26+) 

Grenade Launchers 

4 cm W v e l  CL-8 HEAP 1 0 ~ ~ ~ 2 ( 3 3 + )  ~ O C I T X  1 (3k) 4 0 ~  1 (3%) - EP:3,BR:1 cm,IFR40crn 
4 crn low-vel CL-8 WP 10 c m  2 (Nil) 20 c m  1 (Nil) 40 cm. 1 (Nil) - W3,BR:l cm,IFR4Ocm 
4 crn low-vel CL-8 flechette 1 crn: 2’ (Nil) 2 c m  1 (Nil) 3 c m  1 (Nil) - 
4crn RAMCL-9 HE 
4crn RAMCL-9 HEAP 

24 crn: 3 (Nil) 
24 c m  3 (41+) 

48 crn: 2 (Nil) 
48 crn: 2 (41+) 

96 crn: 1 (Nil) 
96 crn: 1 (41+) 

192 crn: 1 (Nil) Ep: 3, BR 2 cm, IFR 360 crn 
192 c m  1 (41+)Ep: 3, BR 1 cm, IFR 360 crn 

Rifle Grenades 

4 crn RAM rifle Grrnade-8 HEAP 3 crn: 1 (33i) 6 c m  1 (33;) 12 c m  1 (33i) 24 c m  1 (33;) Ep: 3, BR 1 cm, IFR 50 crn 

Hand Grenades 
Svztern: Medium Extreme 

HE/frag-6&7 l c m l ( N i l )  2 c m l ( N i l )  3cml (N i l )  4 m l ( N i l )  Ep:3,BR:2cm 
HE/frag-% lcrn: l (Ni l )  2 c m l ( N i l )  3 c m l ( N i l )  4an:l(Nil) Ep:4,BR-2cm 
HEAP-5 lcrn:1111+) 2crn:1(11+) 3crn:1(11+) 4cm1(11+) W 3 , B R l c r n  
HEAP-6 
HEAP-7 
HEAP-8 

1 crn: 1 (20+j 2 crn: 1 ( 2 h j  3 cm: 1 (20+j 4 crn: 1 (20+j EP: % BR 1 cm 
1 crn: 1 (29+) 
1 crn: 1 (38+) 

2 c m  1 (29+) 
2 crn: 1 (38+) 

3 c m  1 (29+) 
3 c m  1 (3%) 

4 c m  1 (29+) Ep: 3, BR 1 crn 
4 c m  1 (38+) EP: 3, BR: 1 crn 

HEAP-9+ 

Concussion4drS 1 c m  1 (Nil) 2 cm. 1 (Nil) 3 cm: 1 (Nil) 4 c m  1 (Nil) W. 3, BR - 
Concussion-6&7 1 crn: 1 (Nil) 2 crn: 1 (Nil) 3 cm: 1 (Nil) 4 crn: 1 (Nil) Ep: 4, BR - 
Concussion-8&9 1 crn: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4 c m  1 (Nil) Ep: 5, BR: - 
Concussion-1 0+ 1 crn: 1 (Nil) 2 cm: 1 (Nil) 3 cm: 1 (Nil) 4 c m  1 (Nil) Ep: 6, BR - 



Black Powder Cannons 

9.5 cm liqht 6dd quk3 shot 13 c m  1 (5+) 26 cm: 1 (4+) 52 cm: 1 (4+) 104 cm: 1 (2+) 
9.5 cm light field guw3 ca 

12 cm howitzer-3 ;hot 16 cm: 1 (3+) 
12 cm howitzer-3 shell 8 cm: 1 (k) 16 cm: 1 (k) 32 cm: 1 (k) & 
12 cm howitzer-3 cannister - 1' (2) - - - DS: 1 x4 cm from barrel 

Mortars 

8 cm: 1 (3+) 32 cm: 1 ( 

. . . -. - 

- 1 (89+) - 1 (89+) LD, EP: 6, BR: 3 cm, IFR: 552 cm 
L9 8 cmL10 mortar-HE 

TL9 8 cmL10 mortar-HEAP -1 (89+) -1 (89+) 
TL9 8 cmL10 mortar-submun -1 (notes) -1 (notes) -1 (notes) -1 (notes) LD, EP. 16, BRZcm, IFR552cm 

n12 8 cmL10 mortar-HEAP -1 (89+) -1 (89+) - 1 (89+) - 1 (89+) ED, EP: 7, BR: 4 cm IFR 662 cm 
ni 2 8 cmllo mortar-submun -1 (notes) -1 (notes) - 1 (notes) - 1 (notes) ED, W. 16, BR 2 cm, IFR: 662 cm 
TLl2 8 cmL10 mottar-DP submun ED, W. 16, BR 2 cm, IFR 662 cm - 1 (notes) - 1 (notes) - 1 (notes) - 1 (notes) 

Antitank Rocket Launchers 

TL9 light ATRL 

Armor 

5 helmet 1 No save vs. lasers 
7 Flak jacket 
7 B l l i i i c  cloth vest 

1 
1 No save vs. lasers 

No save vs. lasers, -2 cm move 

7 Ballistic cloth body suit 1 No savevs. Ia-,-2*cm-* I r " P ,  c( _* ~2 . .+e*, L a . _I _I I - .-. 
8 Balliisticweavehdmet* " T  - ~ '. Nosavevs."lasers -' 
8 Ballistic weave vest 1 No save vs. lasers 
8 B a l r i c  weave body suit 1 No save vs. lasers, -2 cm m e  
9 Combat environment su 

12 Combat armor 2 -2 cm m e  
0 cm), 3 km radio, 3 km laser designator, 4 cm m e ,  -1 Initiative 

-6cm m, -2 Initiative 

Crav Belts 

TL12 Crav Rail 120 low (+1,+2), 2520 high (4) 
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The following organizations represent military units from the pre- 
collapse Final Imperium, the Zhodani Consulate, the Reformation 
Coalition, and two worlds in the Wilds of the New Era. They are 
presented for usein Strlkerscenarios and assamples to assist players 
in the design of additional units. None of these units need be used 
in their entirety; in fact it is not intended for them to be, especially 
in the case of regiments like the Duke of Regina's Huxarles. 

Rather, representative "slices" of these units can be modelled and 
placed on the gaming table. For example, the Branatian rifle 
regimentwill likely be more than can be purchased, assembled, and 
painted by the average gaming group. However, a company or 
battalion-sized slice of the unit could be portrayed, for example, a 
rifle battalion plus a platoon of tanks and the antitank battery.These 
slices will often retain thesameoverall proportions as thewhole unit, 
but need not in all cases. Players and referees should modify, mix, 
and match the following organizations tosuit the needs and interests 
of their campaigns. 

ltalidzedunits areincluded for realism, but as they have no impact 
on play, can routinely be omitted from tabletop armies. 

Imperial Marine Task Force 
Imperial Marine Task Force, with: 

Force Command Headquarters, with: 
Command Post Section, with: 

1 operational command stand 
1 Imperial Marine Command APC 
1 staff uplink Imperial Marine Command APC 

1 staff uplink imperial Marine Command APC 
1 staff radio Imperial Marine Command APC 

Point Defense Section, with: 
1 tactical command TL15 Convertible Air Raft 
3 TLl 5 Point Defense APG 

Nuclear Damper Section, with: 
3 tactical command ND Director APCs 
4 TL15 Nuclear Damper APCs 

1 tactical command T U  5 Armed Air Raft 
4 self-ordering TLl5 Armed Air Rafts 

7 tactical command stand 
7 TL 75 Hospital APC 
7 TL 75 Utility Sled 
3 TL 7 5 Ambulance APCr 

Communications Section, with: 

Scout Section, with: 

Med;cal Section, with: 

Matntenance Secffon, with: 
7 tactical command stand 
2 TL 15 Recovery Sleds 
2 TLlS Utility Sleds with maintenance shops 
2 TL 15 Utility Sleds 
7 TL 75 Convertible Air Raft 

Mess und Transport M o n ,  with: 
7 tactical command stand 
1 T l l 5  Utility Sled 
4 Tl7 5 Utility Sleds with field kitchens 
7 TU5 Convertible Air Raft 

3 Line Marlne Companies, each with: 
Command Post Section, with: 

1 operational command stand 
1 staff uplink Imperial Marine Command APC 
1 infantrystand 

4 Marine Platoons, each with 
Platoon Headquarters, with: 

1 tactical command stand 
1 Imperial Marine Support APC 

5 Marine Squads, each with: 
1 tactical command stand 
2 infantry stands 
1 Imperial Marine APC 

Meson Battery, with: 
Battery Headquarters Section, with: 

1 operational command imperial Marine Command APC 
1 Imperial Marine FDC APC 
3 self-ordering FO T U  5 Convertible Air Rafts 

Battery Secutity Section, with: 
Section Headquarters, with: 

1 tactical command TU 5 Armed Air Raft 
2 Marine Squads, each with: 

1 tactical command stands 
2 infantry stands 
1 Imperial Marine APC 

4 Firing Sections, each with: 
1 Imperial Meson Sled 

Notes: All personnel stands are equipped with TL14 light battle 
dress.Al1 infantrystandsarearmedwithTL144.7cmfusion rifleswith 
an integral TL15 S.lcm fusion rifle. Single figure command stands 
are also armed with TL14 4.7cm fusion rifles. 

IMPERIAL 

TYPICAL TASK FORCE 
CONFIGURATION 

MARINE TASK FORCE h 

TASK FORCE HEADQUARTERS 
COMPANY BREAKDOWN 



Imperial Guard Jump Infantry Regiment 
Imperial Guard Jump Infantry Regiment, with: 

Regimental Headquarters &Headquarters Company, with: 
Headquarten Platoon, with: 

Command Post Sectlon, with: 
1 operational command stand 
1 Imperial Command Crav APC 
1 staff uplink Imperial Command Crav APC 

1 staff uplink Imperial Command Crav APC 
1 staff radio Imperial Command Crav APC 

Point Defense Section, with: 
1 tactical command TL15 Convertible Air Raft 
3 TL15 Point Defense APG 

Nuclear Damper Sectlon, with: 
3 tactical command ND Director APCs 
4 TU 5 Nuclear Damper APCs 

1 tactical command TLl 5 Armed Air Raft 
4 self-ordering TL15 Armed Air Rafts 

Communications Section, with: 

Scout Section, with: 

Medical Platoon, with: 
7 tactical command stand 
1 TL7 5 Hospital APC 
7 TL7 5 Utility Sled 
3 TL 15 Ambulance APCr 

7 taaical command stand 
2 TL 7 5 Recovery Sleds 
2 TU5  Utility Sleds with maintenance shops 
2 TL 15 Utility Sleds 
7 TLI 5 Convertible Air Raft 

Headquarters Section, with: 

Maintenance and Support Platoon, with: 

Crav Tank Battalion, with: 

1 operational command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

3 Crav Tank Companies, each with: 
Company Headquarters, with: 

1 tactical command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

1 tactical command Heavy Crav Tank 
4 self-ordering Heavy Crav Tanks 

3 Crav Tank Platoons, each with 

Artillery Battery, with: 
Battery Headquarters, with: 

1 operational command stand 
1 Imperial FDC Crav APC 

2 MRL Sections, each with 
1 tactical command MRL Artillery Vehicle 
3 MRL Artillery Vehicles 

Drone Missile Section, with: 
1 operational command RDM Artillery Vehicle 
3 RDM Artillery Vehicles 

3 Jump Troop Battalions, each with: 
Battalion Headquarters, with: 

1 operational command stand 
1 Imperial Command Crav APC 
1 staff uplink Imperial Command Crav APC 
1 staff radio Imperial Command Crav APC 

3 jump Troop Cornpanles, each with: 
Command Post Section, with: 

1 operational command stand 
1 staff uplink Imperial Command Crav APC 

3 Jump Troop Platoons, each with 
Platoon Headquarters, With: 

1 tactical command grav belt stand 
1 grav belt support infantry stand 

3 Jump Troop Squads, each with 
1 tactical command grav belt stand 
2 grav belt infantry stands 

Crav Tank Company, with: 
Company Headquarters, with: 

1 tactical command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

1 tactical command Heavy Crav Tank 
4 self-ordering Heavy Crav Tanks 

3 Crav Tank Platoons, each with: 

Artillery Platoon, with: 
1 tactical command stand 
1 Imperial FDC Crav APC 
4 MRL Artillery Vehicles 

Support Platoon, with: 
3 TU5 Utility Sleds 
7 command stand 
6 support stands 

Notes: All personnel stands are equipped with TL14 heavy battle 
dress. All infantry and single-figurecommand standsareabequipped 
with grav belts. Infantry stands are armed with TL14 4.7cm fusion 
riiles, TLl5 portable Tac missiles, and integral TL15 5.1 cm fusion 
rifles. Singlefigurecommand standsarealsoarmed withTLl44.7crn 
fusion rifles. 

Support infantry stands are armed with TLl5 portableTac missiles 
and an integral TLl5 5.1 cm fusion rifle. 

The Imperial Command Crav APC is identical to the Imperial FDC 
APC but without the FDC fitted. 
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Household Cavalry Regiment: "The Emperor's 
Hammer" 

Household Cavalry Regiment, with: 
Regimental Headquarters and Headquarters Company, with: 

Headquarters Platoon, with: 
Command Post Section, with: 

1 operational command stand 
1 Imperial Command Crav APC 
1 staff uplink Imperial Command Crav APC 

1 staff uplink Imperial Command Crav AFC 
1 staff radio Imperial Command Crav APC 

Point Defense Section, with: 
1 tactical command TL15 Convertible Air Raft 
3 TL15 Point Defense APCs 

Nuclear Damper Section, with: 
3 tactical command ND Director APCs 
4 TL15 Nuclear Damper APCs 

1 tactical command TLl 5 Armed Air Raft 
4 self-ordering TL15 Armed Air Rafts 

Communications Section, with: 

Scout Section, with: 

Medical Platoon, with: 
1 tactical command stand 
1 TL1S Hospital APC 
1 TL 1 5 Utility Sled 
3 TL 15 Ambulance APO 

1 tactical command stand 
2 TL1 S Recovety Sleds 
2 TLI 5 Utility Sleds with maintenance shops 
2 TL1 S Utility Sleds 
1 TL IS Convertible Air Raft 

3 Crav Tank Battalions, each with: 
Headquarters Section, with: 

Maintenance and Support Platoon, with: 

1 operational command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

3 Crav Tank Companies (Alpha, Beta, Gamma), each with: 

3 Lift Infantry Companies, each with: 
Command Post Section, with: 

1 operational command stand 
1 staff uplink Command Crav APC 
1 TL15 Convertible Air Raft 

3 Lift Infantry Platoons, each with: 
1 tactical command stand 
1 Imperial Command Crav APC 
3 Infantry Squads, each with: 

1 tactical command stand 
2 infantry stands 
1 Imperial Crav APC 

Crav Tank Company, with: 
Company Headquarters, with: 

1 tactical command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

1 tactical command Heavy Crav Tank 
4 self-ordering Heavy Crav Tanks 

3 Crav Tank Platoons, each with: 

Artillery Battery, with: 
Battery Headquarters, with: 

1 operational command stand 
1 Imperial FDC Crav APC 

2 MRL Sections, each with: 
1 tactical command MRL Artillery Vehicle 
3 MRL Artillery Vehicles 

Drone Missile Section, with: 
1 operational command RDM Artillery Vehiile 
3 RDM Artillery Vehicles 

Notes: All personnel stands are equipped with TL14 heavy battle 
dress. 

Infantry stands are armed with TL14 4.7cm fusion rifles, TLlS 
portable Tac missiles, and integral TL15 5.lcm fusion rifles. Single 
figurecommandstandsarealsoarmed withTLl44.7cmfusion rifles. 

The Imperial Command Crav APC is identical to the Imperial FDC 
APC but without the FDC fitted. 

Company Headquarters, with: 
1 tactical command Heavy Command Crav Tank 
2 self-ordering Heavy Crav Tanks 

1 tactical command Heavy Crav Tank 
4 self-ordering Heavy Crav Tanks 

Fire Support Company (Delta), with: 
Company Headquarters, with: 

3 Crav Tank Platoons, each wi th  

1 operational command stand 
1 staff uplink Imperial Command Crav APC 

3 Fire Support Platoons, each with: 
1 tactical command stand 
3 Imperial Fire Support APCs 

Lift Infantry Battalion, with: 
Battalion Headquarters, with: 

1 operational command stand 
1 Imperial Command Crav APC 
2 staff uplink Imperial Command Crav APG 
1 staff radio Imperial Command Crav APC 
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4518th Lift infantry Regiment (The Duke of 
Regina's Own Huscarles), circa 1 116 

Lift  Infantry Regiment, with: 
Regimental Headquarters, with: 

1 operational command stand 
1 imperial Command Crav APC 
2 staff uplink Imperial Command Crav APG 
1 Rampart two-seat fighter 

Headquarters, with: 
Regimental Artillery Battery, with: 

1 operational command stand 
1 Imperial FDC Crav APC 

1 tactical command MRL Artillery Vehicle 
3 MRL Artillery Vehicles 

Drone Missile Section, with: 
1 tactical command RDM Artillery Vehicle 
4 RDM Artillery Vehicles 

M R L  Section, with: 

Regimental Medical Section, with: 
7 tacfical command stand 
4 APCs 

Wing Headquarters, with: 
Flight Wing, with: 

1 operational command Rampart two-seat fighter 
1 Rampart two-seat fighter 

Fighter Squadron, with: 
10 Rampart single-seat fighters 

Transport Squadron, with: 
Vanes with mission 

OrtiIe~y Squadron, with: 
3 System Defense Bods 

lst, 2nd, and 4th Lift  Infantry Battalions, each with: 
Battalion Headquarters, with: 

1 Fire Support APC 
1 infantry stand 

Three Lift  Infantry Platoons, each with 
Platoon Headquarters, with: 

1 tactical command stand 
1 Fire Support APC 

3 Infantry Squads, each with 
1 tactical command stand 
2 infantry stands 
1 Imperial Crav APC 

Crav Tank Company (Delta), with: 
Company Headquarters, with: 

3 Tank Platoons, each with: 
1 operational command Heavy CravCommand Tank 

1 tactical command Heavy Crav Command Tank 
3 self-ordering Imperial Heavy Crav Tanks 

Artillery Battery (Epsilon), with: 
Battery Headquarters, with: 

1 operational command stand 
1 Imperial FDC Crav APC 

1 tactical command MRL Artillery Vehicle 
3 MRL Artillery Vehicles 

Drone Missile Section, with: 
1 tactical command RDM Artillery Vehicle 
3 RDM Artillery Vehicles 

MRL Section, with: 

3rd and 5th Lift  Cavalry Squadrons, each with: 
Squadron Headquarters, with: 

1 operational command stand 
1 Imperial Command Crav APC 
1 staff uplink Imperial Command Crav APC 
1 staff radio Imperial Command Crav APC 

4LiftCaMlryTroops(Alphq~CammqDelta),e#hwith: 
1 operational command stand 
1 Imperial Command Crav APC 
2 staff uplink Imperial Command Crav APG 
1 staff radio Imperial Command Crav APC 

Company Headquarters, with: 

Troop Headquarters, with: 
1 operational command tank 

3 Lif t  Cavalry Platoons, each with: 
Headquarters and Flre Support Squad, with: 

1 tactical command Fire Support APC 
2 Tank Squads, each with: 

1 self-ordering Imperial Heavy Crav Tanks 

3LiftInfantryCompanies(Alpha, Beta, Camma),eachwith: 

1 operational command stand 
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Rifle Squad, with: 
1 tactical command stand 
2 infantry stands 
1 Imperial Crav APC 

6th Jump Troop Battalion, with: 
Battalion Headquarters, with: 

1 operational command stand 
1 Imperial Command Crav APC 
1 staff uplink Imperial Command Crav APC 
1 staff radio Imperial Command Crav APC 

Company Headquarters, with: 
3 JumpTroopCompanies(Alpha Beta, Gamma), eachwith: 

1 operational command stand 
1 staff uplink Imperial Command Crav APC 

3 Jump Troop Platoons, each with: 
Platoon Headquarters, with: 

1 tactical command stand 
1 support infantry stand 

3 Jump Troop Squads, each with: 
1 tactical command stand 
2 infantry stands 

Crav Tank Company (Delta), with: 
Company Headquarters, with: 

3 Tank Platoons, each with: 
1 operationalcommand Heavy CravCommand Tank 

1 tactical command Heavy Crav Command Tank 
3 self-ordering Imperial Heavy Crav Tanks 

Artillery Platoon, with: 
1 tactical command stand 
1 Imperial FDC Crav APC 
4 MRL Artillery Vehicles 

Support Platoon, with: 
3 TL IS Utility Sleds 
1 command stand 
6 support stands 

451 8th Lift Infantry 

I 

Notes: All personnel stands are equipped with TL14 heavy battle 
dress. All infantry stands are armed with TL14 4.7un fusion rifles, 
TL15 portable Tac missiles, and integral TLlS 5.lcm fusion rifles. 
Single figure command stands are also armed with TL14 4.7cm 
fusion rifles. Support infantry stands are armed with TL15 portable 
Tac missiles and an integral TL15 S.1cm fusion rifle. The Imperial 
Command CravAPCisidentical tothelmperial FDCAPC butwithout 
the FDC fitted. 

Imperial Marine Armored Cavalry Regiment 
MArCav Regiment, with: 

Regimental Headquarters, with: 
Command Post Section, with: 

1 operational command stand 
1 Imperial Marine Command A K  
1 staff uplink Imperial Marine Command APC 

1 staff uplink Imperial Marine Command APC 
1 staff radio Imperial Marine Command APC 

Point Defense Section, with: 
1 tactical command TU 5 Convertible Air Raft 
3 TL15 Point Defense APG 

Nuclear Damper Section, with: 
3 tactical command ND Director APCs 
4 TL15 Nuclear Damper APG 

3 Armored Cavalry Squadrons, each with: 

1 operational command stand 
1 Imperial Marine Command APC 
1 staff uplink Imperial Marine Command APC 
1 staff radio Imperial Marine Command APC 
1 Imperial FDC Crav APC 
1 ND DirectorAPC 
1 TL15 Nuclear Damper APC 
2 selfordering Imperial Marine Support APG 

Troop Headquarters &Headquarters Platoon, with: 

Communications Section, with: 

Squadron Headquarters and HeadquartersTroop, with: 

3 Armored Cavalry Troops, each with: 

1 operational command stand 
1 Imperial Marine Command APC 
1 staff radio Imperial Marine Command AFC 
2 self-ordering Heavy Crav Tanks 

Tank Section, with: 

Rifle Squad, with: 

3 Armored Cavalry Platoons, each with: 

2 self-ordering Heavy Crav Tanks 

1 tactical command stand 
2 infantry stands 
1 Imperial Marine Crav APC 

Scout Section, with: 
2 self-ordering TL15 Armed Air Rafts 

Combat Support Squadron, with: 
Squadron Headquarters, with: 

1 operational command stand 
1 Imperial Marine Command APC 
1 staff uplink Imperial Marine Command APC 
1 staff radio Imperial Marine Command APC 
1 ND Director APC 
1 TL15 Nuclear Damper APC 
2 self-ordering TL15 Armed Air Rafts 



Artillery Battery, with: 
Battery Headquarters Section, with: 

1 operational command Imperial MarineCommand APC 
1 Imperial Marine FDC APC 
3 self-ordering FO TL15 Convertible Air Rafts 

Battery Security Section, with: 
Section Headquarters, with: 

1 tactical command TLl 5 Armed Air Raft 
2 Marine Squads, each with: 

1 tactical command stand 
2 infantry stands 
1 Imperial Marine APC 

4 Firing Sections, each with: 
1 Imperial Meson Sled 

Fire Support Battery, with: 
Battery Headquarters &Headquarters Platoon, with: 

1 operational command stand 
1 lmperial Marine Command APC 
1 staff radio Imperial Marine Command APC 

1 tactical command Imperial Marine Support APC 
3 Imperial Marine Support APCs 

3 Firing Platoons, each with: 

Combat Engineer Company, with: 

1 operational command stand 
1 TL15 Convertible Air Raft 

3 Engineer Platoons, each with: 
Headquarters, with: 

1 tactical command stand 
1 Imperial Marine Command APC 
2 Imperial Engineer Vehicles 

1 tactical command stand 
2 engineer stands 
1 imperial Marine Crav APC 

Headquarters and Headquarters Platoon, with: 

3 Engineer Squads, each with: 

Medical Platoon, with: 
1 tactical command stand 
1 T l l 5  Hospital APC 
1 T l l 5  Utility Sled 
3 TLl5 Ambulance APG 

1 tactical command stand 
2 TLlS Recovery Sleds 
2 T l l 5  Utility Sleds with maintenance shops 
2 TL7 5 Utility Sleds 
1 T l l 5  Convertible Air Raft 

1 taaical command stand 
1 TLl5 Utility Sled 
4 T115 Utility Sleds with field kitchens 
1 Tl l5  Convertible Air Raft 

Malntenance and Support Platoon, with: 

Mess and Transport Platoon, with: 

Notes:All infantry and single-figurecommand stands areequipped 
with TLl 4 light battle dress. All infantry stands are armed with TL14 
4.7cm fusion rifles, TLlS portable Tac missiles and integral TLlS 
5.lcm fusion rifles. Single-figure command stands are also armed 
with TL14 4.7cm fusion rifles. 

Engineer stands and their command stands are equipped with 
TL14 heavy battle dress and armed with 4mm gauss rifles and 
integral TL15 5.1 cm fusion rifles. 

Branatian Motorized Rifle Regiment 
Rifle Regiment, with: 

Regimental Headquarters, with: 
Command Post Platoon, with: 

1 operational command stand 
1 TL6 tight Truck 
2 staff radio TL6 Command Tracks 

1 tactical command TL6 FDC Heavy Truck 
3 self-ordering FO stands 
3 TL6 tight Trucks 

3 Firing Sections, each with: 
3 TL6 SP Howitzer-guns 
3 ammunition TL6 Heavy Truck; 

Company Headquarters, with: 
1 tactical command T U  Medium Tank 

3 Tank Platoons, each with 
4 TL6 Medium Tanks 

Antitank Artillery Battery, with: 
Battery Headquarters, with: 

1 tactical command TL6 Tank Destroyer 
3 Tank Destroyer Sections, each with: 

3 TL6 Tank Destroyers 

Headquarters and Headquarters Platoon, with: 
Battalion Headquarters, with: 

Regimental Direct Support Artillery Battery, With: 
Battery Headquarters, With: 

Tank Company, with: 

3 Rifle Battalions, each with: 

1 operational command stand 
1 staff radio TL6 Command Track 
1 TL6 tight Truck 

Machlnegun Section, with: 
4 HMC stands 
2 TL6 Medium Truck; 

Mortar Section, with: 
4 TL6 1 OcmL15 mortar stands 
4 TL6 Medium Truck; 
1 self-ordering FO stand 
1 light truck 

Transportation Company, with: 
Company Headquarters, with: 

1 tactical command TL6 tight Truck 
4 Truck Platoons, each with: 

11 TL6 Medium Trucks 

Headquarters and Headquarters Platoon, with: 
4 Rifle Companies, each with: 

Company Headquarters Section, with: 
1 command infantry stand 
1 TL6 tight Truck 

Weapons Section, with: 
2 TL6 8cmLlO mortar stands 
2 TL6 tight Trucks 
2 LMC stands 

3 Rifle Platoons, each with: 
Platoon Headquarters, with: 

1 LMCstand 
3 Rlfie Squads, each with: 

1 support infantry stand 
2 infantry stands 

Notes: Infantry stands are equipped with TLS helmets and TL6 
7mm autorifles (firing ball ammunition) plus TI5 file grenades and 
TL6 hand grenades. Command infantry and support infantry stands 
have integral TL6 ATRLs. LMC stands are equipped with tripod- 
mounted TL6 7mm LMCs, and HMC stands are equipped with TL6 
13mm HMCs. The TL6 FDC has a range of 25 km. 



Kidan Armored Cavalry Battalion 
Armored Cavalry Battalion, with: 

Headquarters, with: 
Command Post Section, with: 

1 operational command stand 
1 TL8 Voltigeur APC 
1 staff radio Voltigeur APC 

3 Armored Cavalry Companies, each with: 
Headquarters and Headquarters Platoon, with: 

1 operational command stand 
1 staff radio Voltigeur APC 
1 RangeTruck 
2 TL8 Voltigeur APG with TL8 8cmL10 mortars 
2 TL8 Lancer Missile Carriers 

Headquarters Section, with: 
1 tactical command TL8 Prairie Fire Fast Tank 

Tank Squad, with: 
2 TL8 Prairie Fire Fast Tanks 

Direct Fire Squad, with: 
2 TL8 Lancer Missile Carriers 

Rifle Squad, with: 
4 infantry stands 
1 MCstand 
1 ATRLstand 
1 TL8 Voltigeur APC 

Scout Squad, with: 
4 self-ordering Range Trucks with 5mm Rotary MCs 

3 Armored Cavalry Platoons, each with: 

Notes: All personnel stands are equipped with TL8 ballistic weave 
helmets and body suits. Infantry stands are armed with TL7 9mm 
rifles firing TL8 DS ammunition, with hand grenades, TL8 RAM 
grenades and integral TL8 ATRLs. 

MC stand is equipped with TL8 7mm rotary gun, and ATRL stand 
is equipped with TL8 ATRLs. 

1st Marine Brigade, RCMC 
Marine Brigade, with: 

Brigade Headquarters, with: 
Command Post Platoon, with: 

1 operational command stand 
1 TL12 Convertible Air Raft 
2 staff uplink TL l l  C-Carrietx 

Battalion Headquarters, with: 
1 operational command stand 
1 staff radio TL l l  C-Carrier 
1 TL12 Convertible Air Raft 

3 Light Lift Companies, each with: 

1st Marine Battalion, with: 
Headquarters and Headquarters Company, with: 

Headquarters and Headquarters Platoon, with: 
Company Headquarters Sectlon, with: 

1 operational command grav belt stand 
1 staff radio TL l l  C-Carrier 
1 TL12 Convertible Air Raft 

1 tactical command TLl 2 Convertible Air Raft 

1 TLl2 Conwrtible Air Raft with Tl9 13mm HMG 
2n12 convertible Air Rafts* TLlZ 8cmLlO mortars 

1 tactical command grav belt stand 
1 ARL stand 
1 SSLstand 
2 TL12 Convertible Air Rafts 

1 command grav belt infantry stand 
2 grav belt infantry stands 
3 TL12 Convertible Air Rafts 

Fire Support Section, with: 

with TL9 13mm HMC 

3 Llne Platoons, each with: 
Platoon Headquarters, with: 

3 Rifle Squads, each with: 

2d Marine Battalion, with: 
Headquarters and Headquarters Company, with: 

Battalion Headquarters, with: 
1 operational command stand 

K7DAN 
ARMORED 
CAVALRY 
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1 staff radio TLl l  C-Carrier 
1 TL12 Convertible Air Raft 

2 Medium Companies, each with 
Headquarters and Headquarters Platoon, with: 

Company Headquarters Sectlon, with: 
1 operational command stand 
1 staff radio TLl l  C-Carrier 
1 TL12 Convertible Air Raft 

1 tactical command TLl 3 Pyrrhus Support Sled 
1 TLl 3 Pyrrhus Support Sled 
2 TL12 Convertible Air Rafts with TL12 8cmL10 mortars 

Fire Support Section, with: 

3 Line Platoons, each with: 
Platoon Headquarters, with: 

1 tactical command stand 
1 ARL stand 
1 SSLstand 
2 TL12 Convertible Air Rafts 

3 Rifle Squads, each with 
1 command infantry stand 
3 infantry stands 
1 TL9 Crav A K  

2 Heavy Companies, each with 
Headquarters and Headquarters Platoon, with: 

Company Headquarters Sectlon, with: 
1 operational command stand 
1 staff radio TLl l  C-Carrier 

1 tactical command TL14 Intrepid/l25 CravTank 
1 TL14 Intrepid/l25 Crav Tank 
2 TLl2 Convertible Air Rafts with TLl2 8crnL10 mortars 

Flre Support Section, with: 

3 Llne Platoons, each with: 
Platoon Headquarters, with: 

1 tactical command stand 
1 TLl l  Tac missile stand 
1 Plasma stand 
2 TL12 Convertible Air Rafts 

3 Heavy Rifle Squads, each with: 

1 command heavy infantry stand 
3 heavy infantry stands 
1 TL9 Crav APC 

3d Marlne Battallon, with: 
Headquarters and Headquarters Company, with: 

Battalion Headquarters, with: 
1 operational command stand 
1 staff radio TLl l  C-Carrier 
1 TL12 Convertible Air Raft 

2 Drop Companies, each with: 
1 operational command stand 
1 SSLstand 
1 TLl l  Tac missile stand 
1 Plasmastand 
3 Drop Platoons, each with: 

1 tactical command stand 
3 Drop Squads, each with: 
1 tactical command infantry stand 
2 infantry stnads 

1 Transport Platoon, with: 

9 TL9 Crav APCs or 
9 TL12 Fury Assault Landers 

1 tactical command stand 

1 Speclal Operatlons Croup, with: 
1 operational command grav belt stand 
1 TL12 Convertible Air Raft 
Insertion Sectlon, with: 

1 tactical command grav belt stand 
3 k t r i n  Crav APG 
3 TL12 Convertible Air Rafts 
3 Furyksault Landers 

Tactlcal Section, with: 
1 tactical command stand 
3 W stands 
6self-ordering gravbeRSniperstands(sing1efigure) 
3 self-ordering grav belt FO stands 
3 self-ordering grav belt sensor stands 
6 self-ordering grav belt infantry stands 

S T  MARlNE BRlGADE, 
REFORMATlON COALlTlON MARlNE CORPS 

"Semper Out Front, Baby" 
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1 Aquaffc Cornpony, with: 
Company Headqua~ters, with: 

7 Schalli operational command stand 
2 Schalli weapons stands 
2 self-ordering Schalli infiltration stand 

1 Schalli tactical command stand 
2 Wet Squads, each with: 

3 Aquatic Platoons, with: 

1 Schalli command infantry stand 
2 Schalli infantry s tands 

1 S&alli commmdpoweredinfanby stmd 
2 Schalli powered infantry stands 

Pow& Squad, with: 

Armored Platoon, with: 
1 tactical command TL14 Intrepid/l20 Grav Tank 
2 TL14 Intrepid/l20 Crav Tanks 
2 TL14 Intrepid/l25 Crav Tanks 

Troop Headquarters, with: 
Speeder Troop, with: 

1 operational command MongooseAttackSpeeder 
1 staff radio TL11 C-Carrier 

'1 tactical command Mongoose Attack Speeder 
2 self-ordering Mongoose Attack Speeders 

1 tactical command Ferret Attack Speeder 
2 self-ordering Ferret Attack Speeders 

Heavy Platoon, with: 

Light Platoon, with: 

Notes: This unit does not deploy tactically. Rather, elements of 
squad, platoon orcompany size aredetached forspecificoperations. 
The three battalions are specialized by mission: 1 s t  Battalion for light 
lift infantry, 2nd Battalion for protected (battle dress) infantry, and 
3rd Battalion for special missions, including specialized vehicles. 

1st Batta1ion:Allgrav beltstands areequipped withgravbeltsand 
TL9combatenvironmentsuits.AII single-figurecommand stands are 
armed with TL13 personal defense lasers, while infantry stands are 
equipped with TL13 4cm CLC laser rifles, TL9 RAM grenades and 
hand grenades. 
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ARL and SSL stands are equipped with TL13 personal defense 
lasers as secondary weapons. 

2nd Battalion: Medium infantry stands are equipped with TL12 
Reformation Coalition Light Battle Dress, and heavy infantry stands 
are equipped with TL12 Reformation Coalition Heavy Battle Dress. 

Medium infantry stands are armed with TLlO 7mm ACRs, TL9 
RAM grenades and hand grenades, with an integral 4mm gauss 
SAW. Command medium infantry stands have an integral ARL in 
place of the SAW. 

Heavy infantry stands are armed with TLlZ 4.3cm plasma rifles 
and disposable TL9 Nail Tac missiles with integral ARb. Command 
heavy infantry stands have an integral TL14 4.7cm fusion rifle. Tac 
missilestandsarearmed withTL11 rnanportableTac missiles; plasma 
stands are armed with 1 Ocm plasma bazookas. 

All personnel stands are drop-trained. When dropped into com- 
bat, they enter without their vehicles, but each stand additionally 
carries four shots of TL9 Lyrebird Tac missiles into combat with it 
(each single-figure stand carries one shot of Lyrebirds). 

3rd Battalion: All personnel stands in the drop companies are 
equipped with TL12 Reformation Coalition Light Battle Dress. They 
are armed with TL10 7mm ACRs, TL9 RAM grenades, hand gre- 
nades, and integral 2cm LAGS. Command Infantry Stands arearmed 
with integral ARL. 

Tac missile stands are armed with TLl 1 manportableTac missiles; 
plasma stands are armed with 1 Ocm plasma bazookas. 

AI1 personnel stands in the drop companies are droptrained. When 
dropped into combat, they enter without their vehicles, but each stand 
additionally carries four shots of TL9 Lyrebird Tac missiles into combat 
with it (each single-figure stand cames one shot of Lyrebirds). 

Personnel stands in the Special Operations Group are equipped with 
TL9 combat environment suits. Sniper stands are equipped with TL12 
grav belts and WSV goggles (40cm) and are armed with TL6 13mm 
sniper rifles. FO stands are equipped with grav belts, Wgoggles, 3km 
laserdesgnators, 30km radios and TLl3 personal defense lasers. Sensor 
stands are equipped with grav belts, 3km passive EMS sensors, 3km 
maser communicators, and TL13 personal defense lasers. Cmv belt 
infantry stands are equipped with grav belts, WSVgoggles (4Oun), 4un 
CLC laser rifles and TL9 RAM grenades. 
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(2d) "Spearhead" Marine Brigade, Reformation 
Coalition Marine Corps 

Marine Brigade, with: 
Brigade Headquarters, with: 

Command Post Platoon, with: 
1 operational command stand 
1 TL9 Crav APC 
2 staff uplink TL9 Crav Sleds 

Brigade Scout Troop, with: 
Troop Headquarters, with: 

1 operational command Mongoose Attack Speeder 
1 staff radio TL9 Crav Sled 

3 Cavalry Platoons, each with: 
1 tactical command Mongoose Attack Speeder 
2 self-ordering Mongoose Attack Speeders 
2 self-ordering Ferret Attack Speeders 

as anything other than '' I he hpearheaa Bngaae." I ne unit's 
motto is  "Second to None." 

A 
L 

- 

I 
I I  ade I 

4th, Sth, 6th, 7th, and 8th Marlne Battalions, each with 
Headquarters and Headquarters Company, with: 

Battalion Headquarters, with: 
1 operational command stand 
1 staff radio TL9 Crav Sled 
1 TL12 Convertible Air Raft 

Tank Destroyer Platoon, with: 
1 tactical command TL14 Intrepid/l20 Crav Tank 
3 TLl 4 Intrepid/l20 Crav Tanks 

Indirect Fire Platoon, with: 
1 tactical command stand 
1 FDC TL9 Crav Sled 
1 TL12 Convertible Air Raft 
4 TLl2 Convertible Air Rafts with l L l 2  8unLlO mortars 
2 self-ordering FO TLl 2 Convertible Air Rafts 

Headquarters and Headquarters Platoon, with: 
4 Line Companies, each with: 

Company Headquarters Section, with: 
1 operational command stand 
1 staff radio TL9 Crav Sled 
1 TL12 Convertible Air Raft 

1 tactical command TLl 3 Pyrrhus Support Sled 
1 TLl 3 Pyrrhus Support Sled 
2TLl2ConwrtiMeArRaftsw/nl28unL1Omortars 

Fire Support Section, with: 

Tank Platoon, with: 
1 tactical command TLl 4 Intrepid/l25 Crav Tank 
2 or 3 TL14 Intrepid/l25 Crav Tanks 

Platoon Headquarters, with: 
1 tactical command stand 
1 TLl 2 Convertible Air Raft with ARL 
1 TLl 2 Convertible Air Raft with SSL 

2 Rifle Squads, each with: 
1 command infantry stand 
3 infantry stands 
1 TL9 Crav A K  

1 Heavy Rifle Squad, with: 
1 command heavy infantry stand 
3 heavy infantry stands 
1 TL9 Assault Sled 

3 Rifle Platoons, each with: 

Notes:HeavyinfantrystandsareequippedwithTLl2Reformation 
Coalition Heavy Battle Dress. All other personnel stands are equipped 
with TL12 Refonnation Coalition tight Battle Dress. 

Heavy infantry stands are armed with 4mm gauss idles, TL9 RAM 
riile grenades and disposable TL9 Nail Tac missiles. Each heavy 
infantry stand has an integral 4mm gauss SAW, while each com- 
mand heavy infantry stand has an integral TLl 2 4.3cm plasma idle. 

Normal (nonheav) infantry stands are armed with TL10 7mm 
ACRs, TL9 RAM rifle grenades and TL9 hand grenades, and an 
integral 2.5cm low-velocity grenade launcher. Command infantry 
stands have integral 1 Ocm plasma bazookas in place of the CLs. 

All personnel stands are drop-trained. When dropped into com- 
bat, they enter without their vehicles, but each stand additionally 
carries four shots of TL9 Lyrebird Tac missiles into combat with it 
(each single-figure stand carries one shot of Lyrebirds). 

TL9 FDCs have a range of 40 km. 



3d Marine Brigade, RCMC 

Brigade Headquarters, with: 
Marine Brigade, with: 

Command Post Platoon, with: 
1 operational command stand 
1 TL12 Convertible Air Raft 
2 staff uplink TL11 C-Carriers 

Brigade Scout Troop, with: 
Troop Headquarters, with: 

1 operational command Mongoose Attack Speeder 
1 staff radio TL11 C-Carrier 

1 tactical command Mongoose Attack Speeder 
2 self-ordering Mongoose Attack Speeders 
2 self-ordering Ferret Attack Speeders 

3 Cavalry Platoons, each with: 

1 1 th Marine Battalion (Training Cadre), with: 

9th and 10th Marine Battallons, each with: 
Training unit only, no tactical units 

Headquarters and Headquarters Company, with: 
Battalion Headquarters, with: 

1 operational command stand 
1 staff radio TL11 C-Carrier 
1 TL12 Convertible Air Raft 

Tank Destroyer Platoon, with: 
1 tactical command TLl 4 Intrepid/l20 Crav Tank 
3 TL14 intrepid/l20 Crav Tanks 

indirect Fire Platoon, with: 
1 tactical command stand 
1 FDC TL11 C-Carrier 
1 TL12 Convertible Air Raft 
4 TLl2 Convertible Air Rafts with TL12 8cmL10 mortars 
2 self-ordering FO TLl 2 Convertible Air Rafts 

Headquarters and Headquarters Platoon, with: 
4 Line Companies, each with: 

Company Headquarters Section, with: 
1 operational command stand 
1 staff radio TL11 C-Carrier 
1 TU 2 Convertible Air Raft 

1 tactical command TL13 Pyrrhus Support Sled 
1 TL13 Pyrrhus Support Sled 
2 TLl2 Convertible Air Rafts wm’l2 h L 1 0  mortars 

Fire Support Section, with: 

Tank Platoon, with: 
1 tactical command TL14 Intrepid/l25 Crav Tank 
2 TL14 Intrepid/l25 Crav Tanks 

Platoon Headquarters, with: 
1 tactical command stand 
1 TLl 2 Convertible Air Raft with ARL 
1 TLl 2 Convertible Air Raft with SSL 

2 Rifle Squads, each with: 
1 command infantry stand 
3 infantry stands 
1 TL9 Crav APC 

1 Heavy Rifle Squad, with: 
1 command heavy infantry stand 
3 heavy infantry stands 
1 TL9 Crav APC 

3 Line Platoons, each with 

Notes: Heavyinfantry stands areequipped withTLl2 Reformation 
Coalition Heavy Battle Dress. Allother personnelstandsareequipped 
with TL12 Reformation Coalition tight Battle Dress. 

Heavy infantry stands are armed with 4mm Gauss Rifles, TL9 RAM 
riile grenades and disposable TL9 Nail Tac missiles. Each heavy 
infantrystand hasan integraI4mmgaussSAWf whileeachcommand 
heavy infantry stand has an integral TL12 4.km plasma rifle. 

Normal (nonheavy) infantry stands are diff erently armed depend- 
ing upon their battalion. Infantry stands of the 9th Marine Battalion 
are armed with the TL10 7mm ACR with hand grenades, TL9 RAM 
grenades and integral 2.Scm low-velocity grenade launchers. 

Infantry stands of the 10th Marine Battalion are armed with the 
TL10 7mm CMWS rifle and hand grenades, TL9 RAM grenades and 
integral 7mm CMWS SAWS. 

Command infantry stands in the 9th Battalion have integral TL9 
Nail Tac missiles, while command infantry stands in the loth 
battalion have integral 1 Omm plasma bazookas. 

All separate command stands in the brigade are armed with the 
TL10 7mm CMWS carbine. 

All personnel stands are drop-trained. When dropped into com- 
bat, they enter without their vehicles, but each stand additionally 
carries four shots of TL9 Lyrebird Tac missiles into combat with it 
(each single-figure stand carries one shot of Lyrebirds). 

Fd MARINE BRIGADE, RCMC 
“Check Six, Sucker“ 

Fd MAl: 
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Oriflamme Marine Regiment 
Marine Regiment, with: 

Regimental Headquarters, with: 
Command Post Platoon, with: 

1 operational command stand 
1 TL9 Crav APC 
2 staff uplink TL9 Crav APC 

Regimental Cavalry Squadron, with: 
Squadron Headquarters, with: 

1 operational command TL9 Crav Tank 
1 staff uplink TL9 Crav APC 

1 operational command stand 
1 FDC TL9 Crav APC 
3 self-ordering FO TL9 Cav Vehicles 
3 TL9 MRL Sleds 
3 ammunition TL9 Crav Sleds 

Troop Headquarters, with: 

Rocket Platoon, with: 

3 Cavalry Troops, each with: 

1 operational command TL9 Crav Tank 
1 staff radio TL9 Crav APC 

3 Cavalry Platoons, each with: 
1 tactical command TL9 Crav Tank 
1 self-ordering TL9 Crav Tank 
2 self-ordering TL9 Cav Vehicles 
2 self-ordering TL9 Cav Missile Vehicles 

Regimental Rocket Battery, with: 
Battery Headquarters, with: 

1 operational command stand 
1 TL9 Light U Sled 
1 FDC TL9 Crav APC 
3 self-ordering FO TL9 Cav Vehicles 

1 tactical command TL9 MRL Sled 
2 TL9 MRL Sleds 
3 ammunition TL9 Crav Sleds 

Tank Company, with: 

3 Firing Sections, each with: 

Company Headquarters, with: 
1 operational command TL9 Crav Tank 
1 staff radio TL9 Crav AFT 

3 Tank Platoons, each with: 
1 tactical command TL9 Crav Tank 
3 TL9 Crav Tanks 

Tank Destroyer Platoon, with: 
1 tactical command TL9 Crav Tank Destroyer 
3 TL9 Crav Tank Destroyers 

3 Marine Battalions, each with: 
Headquarters and Headquarters Company, with: 

Battalion Headquarters, with: 
1 operational command stand 
1 staff radio TL9 Crav APC 
1 TL9 Light U Sled 

1 command infantry stand 
1 TL9 Light U Sled 
4 HMC stands 
4 TL9 Light U Sleds 

1 command infantry stand 
1 TL9 Light U Sled 
4 TL9 12cmLlO mortar stands 
4 TL9 Light U Sleds 
2 self-ordering TL9 Cav Vehicles 

4 Line Companies, each with 

Company Headquarters Section, with: 
1 operational command stand 
1 staff radio TL9 Crav APC 
1 TL9 Light U Sled 

2 TL9 8cmLlO mortar stands 
2 LMC stands 
4 Nail stands 
8 TL9 Light U Sleds 

3 Llne Platoons, each with: 

Direct Fire Platoon, with: 

Indirect Fire Platoon, with: 

Headquarters and Headquarters Platoon, with: 

Weapons Section, with: 

Platoon Headquarters, with: 
1 command infantry stand 
1 Nail stand 
2 TL9 Light U Sleds 

3 Rifle Squads, each with 
1 support infantry stand 
3 infantry stands 
1 TL9 Assault APC 

Notes: All personnel stands are equipped with TLl 2 Reformation 
Coalition Light Battle Dress. lnfantrv stands are armed with TL10 
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7mmsACRs, TL9 RAM rifle grenades 
and TL9 hand grenades, and an inte- 
gral 2cm LAC. Support infantry and 
command infantry stands have inte- 
gral 1 Ocm plasma bazookas in place 
of the LACS. 

LMC stands are armed with TL9 
7.5mm MMCs, and HMC stands are 
armed with TL9 15mm HMCs. Nail 
stands are armed with TL9 Nail Tac 
missiles. Mortar, LMC, HMC and Nail 
stands all have TL9 7.6rnm SMCs as 
secondary weapons. 

All personnel stands are drop- 
trained.Whendropped intocornbat, 
they enterwithout theirvehicles, but 
each stand additionally carries four 
shots of TL9 Lyrebird Tac missiles into 
combat with it (each singlefigure 
stand carries one shot of Lyrebirds). 



Zhodani Commando Croupment 
Commando Groupment, with: 

Headquarters and Headquarters Squadron, with: 
Command Post Detachment, with: 

1 operational command stand 
1 Command Sled 
1 staff uplink Command Sled 

1 self-ordering psionic intel stand 
1 Command Sled 

Communications Team, with: 
1 staff uplink LMR Sled 

Computer Team, with: 
1 staff uplink Command Sled 

Electronic Warfare Team, with: 
1 self-ordering EW Sled 

Communications Platoon, with: 
1 staff uplink Meson Sled 
1 staff uplink LMR Sled 
1 staff radio LMR Sled 

Medical Detachment, with: 
1 tactical command stand 

3 self-ordering Ambulance Sleds 

Headquarters Group, with: 

Intelligence Section, with: 

1 Hospital Sled  

Nuclear Damper Detachment, with: 
1 tactical command stand 
1 Light Utility Sled 
2 Nuclear Damper Sleds 

1 tactical command Point Defense Sled 
3 Point Defense Sleds 

Point Defense Detachment, with: 

3 Commando Squadrons, each with: 
Squadron Headquarters, with: 

1 operational command psionic teleport stand 
Transport Detachment, with: 

1 tactical command stand 
12 Crav APG 
1 staff uplink Command Sled 

3 Commando Detachments, each with 
1 tactical command psionic teleport stand 
4 Commando Croups, each with: 

1 tactical command psionic teleport stand 
1 psionic teleport support infantry stand 
2 teleport infantry stands 

Notes: All stands are equipped with TL14 battle dress. Each stand 
is equipped with TL13 4.7cm noncompensated plasma rifles. Each 
support infantry stand additionally has an integral TL14 4.7cm 
noncompensated fusion file. 

ZHODANJ CONSULAR GUARD 
COMMANDO GROUPMENT 
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Zhodani Lift Infantry Battalion 
Lift Infantry Battalion, with: 

Headquarters and Headquarters Company, with: 
Command Post Platoon, with: 

Headquarters Group, with: 
1 operational command stand 
1 Command Sled 
1 staff uplink Command Sled 

1 self-ordering psionic intel stand 
1 Command Sled 

Communications Team, with: 
1 staff uplink LMR Sled  

Computer Team, with: 
1 staff uplink Command Sled 

Electronic Warfare Team, with: 
1 self-ordering MI Sled 

1 staff uplink Meson Sled 
1 staff uplink LMR Sled 
1 staff radio LMR Sled 

Command Group, with: 

Intelligence Section, with: 

Communications Platoon, with: 

Psion Detachment, with: 

1 operational command stand 
2 Utility Sleds 
1 Light Utility Sled 

Scout Group, with: 
1 tactical command psionic recon Scout Sled 
3 self-ordering psionic recon Scout Sleds 

1 tactical command stand 
8 self-ordering psionic recon stands 

1 tactical command stand 
6 psionic scrambler stands 

Recon Group, with: 

Assault Group, with: 

Medical Detachment, with: 
1 tactical commond stand 
1 Hospital Sled 
3 self-ordering Ambulance Sleds 

Nuclear Damper Detachment, with: 
1 tactical command stand 
1 Light Utility Sled 
2 Nuclear Damper Sleds 

1 tactical command Point Defense Sled 
Point Defense Detachment, with: 

3 Point Defense Sleds 
4 Rifle Companies, each with. 

Headquarters and Weapons Platoon, with: 
Headquarters Team, with: 

1 operational command stand 
1 staff uplink Command Sled 
1 self-ordering FO stand 

Electronic Warfare Team, with: 
1 self-ordering EW Sled 

Recovery Team, with: 
1 self-ordering Recovery Sled 

Fire Direction Center Team, with: 
1 self-ordering FDC Sled 

Indirect Fire Team, with: 
1 self-ordering MRL Drop Sled 

Direct Fire Team, with: 
1 self-ordering Gun Sled 

Headquarters Team, with: 
3 Line Platoons, each with: 

1 tactical command stand 
1 Command Sled 

Point Defense Team, with: 
1 Point Defense Sled 

3 Rifle Squads, each with: 
1 tactical command stand 
1 support infantry stand 
1 infantrystand 
1 CravAPC 

Notes: Two configurations are listed bel-the standard, most 
common level of equipment, and an upgraded level of equipment, 
issued to lift infantry battalions that are organic to grav tank, mecha- 
nized and lift cavalry regiments. 

Standard Level: All stands are equipped with n l 4  combat armor. 
Eachstandisequippedwith4mmgaussrifleswith RAM HEAPgrenades. 
Each support infantry stand additionally has an integral TL14 4.7cm 
compensated fusion rifle. 

Upgraded Level: All stands are equipped with TL14 battle dress. 
Each stand is equipped with TL13 4.7cm noncompensated plasma 
rifles. Each support infantry stand additionally has an integral TL14 
4.7cm noncompensated fusion rifle. 

Scrambler stands have range bands and rates of fire of 100 cm: 3 
(short), 200 cm: 2 (medium), 400 cm: 1 (long), and 800 cm: 1 
(extreme). Psionic recon (clairvoyant) stands have clairvoyant "sensot" 
range bands identical to scramblers above, but no ROF. 

ZlIODANir 
LIFT 1NFANTRY 
t3 ATT ALlON 1 I 



When designing vehiclesfor Striker II using the design sequences 
in Fire, Fusion & Steel, the Traveller technical architecture sou~e- 
book, the following additional guidelines should be used. 

GRA7 VEHlCLE DE- AND G IUVlffi 
When determining lift vehicle movement, thrust is usually divided 

by 10 times the vehicle's volume in displacement tonnes to deter- 
mine G rating. However, this procedure should not be used for very 
dense grav vehicles, those massing 15.5 or more mass tonnes per 
displacement ton. 

Divide the grav vehicle's loaded mass by its volume in displace- 
ment tonnes. If the result is less than 15.5, usethe normal procedure 
described above. If the result is 15.5 or more, C rating is determined 
by dividing thrust in tonnes by the vehicle's loaded mass in tonnes. 

TURRET SlZE 
In some cases, designating a turret as a small turret (and therefore 

requiring its components to take up 10 times their volume) results 
in theturret being largerthan the maximum 1 O%of vehiclevolume. 
However, when recalculating the turreis volume as a main turret 
(usually requiring its components to take up 2 times their volume), 
the turret then falls below the 10% threshold and becomes classified 
as a small turret again. In such cases, threat the turret as a main turret 
(using the main turret volume multiplier), but this turret must bethe 
only turret on that vehicle, and the vehicle is then classifd as having a 
mall turretfor purposes of target type in the vehicle damage sequence. 

DlR€C!T ENERGY INPUT LASER 
HOMOPOLAR GENERATORS 

Large direct energy input lasers with trainable focal arrays may be 
designed forturret mounting in ground vehicles. When fitting these 
weapons to thevehicles, the laser' homopolar generator need not be 
placed in the turret, nor have its mass accounted for in the weapon 
stabilization calculations. 

NUCLEAR DAMPERS 
The design sequence in Fire, Fusion & Steel is based on the 

assumption that the dampers will be used for space combat, and 
assumes a rate of fire of one shot per three minutes (1 0 shots each 
30 minutes). Higher rates of fire require a larger power input and a 
larger nuclear damper. Choose the ground combat rate of fire 
desired from the table below, and find the volume multiplier that 
corresponds to it. This volume multiplier is applied to the volume 
value derived from the Nuclear Damper Design tableon page 57 of 
Fire, Fusion 6r Steel. 

The input multiplier is applied to the MW required by the damper 
from the power plant. Notethatthispowermultiplierisappliedafterthe 
volume multiplier above is applied, and not in combination with it 

If the nuclear damper is to befitted with weapon stabilization, only 
its basic mass (before the volume multiplier is applied) is counted 
against the stabilization requirement. 

For example, a T U  5 3000km short-range nuclear damper with a 
ground ROF of SA1 has a volume of 13.2 m', draws 10.8 MW, and 
costs 16.8 MCr (exclusive of beam pointer and workstation). For 
purposesoffittingweaponstabilbation, ithasastabilized massof 3.3 
tonnes (plus its beam pointer mass of 0.1 5 tonnes). 

This procedure may also be used to design starshipmounted 
nuclear dampers. In this case the increased rate of fire is reflected in 
-Diff Mods to nuclear damper task rolls in space combat. 

Space Cbt Ground Cbt Vol Input Space 
ROF ROF Mult Mult 4ifF Mods 
10 1/36 x l  xl - 
30 1/12 x l  x3 - 
(50) N/A N/A N/A -1 
60 1 I 6  x l  x6 -1 
90 1 14 x l  x9 -1 
(1 00) N/A N/A N/A -2 
120 1 /3 x2 x12 -2 
180 1 I2 x2 x l 8  -2 
(200) N/A N/A N/A -3 
360 SA1 x4 x36 -3 
(400) N/A x4 N/A -4 
720 SA2 x8 x72 -4 
(800) NIA x8 NIA -5 

STABlUZED NIISSlLE LAUNCHERS 
Missile launchers need not be stabilized 50 long as their sights and 

control units and designators are, except that missile launchers in 
turrets do require stabilization. 

DRONE MlSmLES 
Drone missiles are remotely piloted "kamikaze" gravvehcles that 

use contragrav lifters for movement throug h most of their mission, 
but accelerate to their maximum speed for the final flight into their 
targets. 

Drone missiles are constructed partially as grav vehicles and 
partially as missiles. Although they aredesigned based onvolume like 
grav vehicles, they do not require hull material volume or armor to 
be allocated, and they do not suffer volume losses to waste volume 
or hull slope. However, although they do not have material allocated 
for their airframes, like missiles, they are assumed to have airframe 
structures abstracted into the other materials purchased. 

Each drone missile consists of a drone brain, oneor morecommu- 
nicators, a warhead, contragrav l i i r s ,  a mode of propulsion 
(usually a jet engine), batteries to power the l i iers and communica- 
tors if the propulsion does not meet these needs, and fuel for the 
propulsion system. 

The missile's maximum speed is calculated as if it were a grav 
vehicle, by dividing its thrust by its volume or mass (see gravvehicle 
density, above). Its cruising speed is onequartef this speed, or 200 
kph, whichever is less. Thii is the speed at which the missile always flies 
until it attacks its target. Thii speed is considered to be flown at NOE. 

Drone Missile Brains 
TL Mass (kg) V o l ( d )  MCr 4 i l i t y  Bonus 
13 20 0.02 0.1 +3 
14 10 0.01 0.1 +I 
15 5 0.005 0.1 +5 

Drone missiles are launched from Tac missile launchers designed 
using the normal procedures, although the launcher need not 
contain any particular control units. Drone missiles do require 
control stations, usually fitted within the launch vehicle. 

AremotedronemissilecontrolstationcMlsistrofanormalworkstation, 
aflightcomputerofthesmetech level asthedronebrain, andoneeach 
of all communicatortypesinstalled on thedronemissile. Flightcomputers 
andcommunikatorsmaynot beshad amongmultiplecontmlstations. 
A single drone missile control stations may contrd a certain number of 
missiles per tum depending upon tech level, 



TL Missiles per Turn 
9 2 
10-1 1 
12-1 3 
14 
15-1 6 
1 7-1 8 
1 9+ 

DIRECT FIRE 
-NET LAUNCHERS 

Unguided rockets are inherently inaccurate at long ranges. The short 
and medium range bands for direct fire rockets are cakulated normally. 
Hawever, directfiremcketshaveveno longorextremerangebands,somay 
not be fired in direct fire mode at longer than medium range. 

PUlTlNG THE HEAT BACK 
INTO PLASMA 

Oneofthe mostconsistent requestswereceivewith respectto the 
equipment in TravelletQthe New Era is to increase the effectiveness 
of high energy weapons. Although we're reluctant to tinker with 
design sequences and published equipment, the pressure for tougher 
fusion and plasma rifles has been almost irresistible. 

Never let it be said that we don't listen to customers. In fact, the 
well-known third law of retail sales is "Always listen toyour custorn- 
en." (The first law is "Never kill a customer." The second law is 'You 
break it, you buy it") So we took a good look at man-portable high 
energyweaponsand concluded that, although theyweren'tas good 
as grenade launchers, at least they were real expensive. Hmmm. 
Perhaps, we decided, there was something to all those annoying 
complaints after all.Thefollowing modifications refer to pages in the 
Fire' Fudon, & Steel high energy weapon design sequences. 

Page 67 (Explosive Power Generation) 
Change the mass of EPG cartridges to volume x4 (instead of 

volume x8). 

Page 121 (High Energy Weapons) 
Range: Short range for plasma guns is now I00 x the square root 

Short range for fusion guns is now 7 50 x the square root of pulse 

Damage: Darnagevalue(D)is now 30xthesguarerootofpulreenergy 

of pulse energy in Megajoules (instead of 30 x pulse energy). 

energy in Megajoures (instead of 50 x pulse energy) 

in Megajoules (instead of 11.5 x the square root of pulse energy) 

Page 122 (High Energy Weapons) 

guns is now 1-2-1 0. 

fusion guns are shown below. 

Penetratton: The penetration rating for both plasma and fusion 

PrIce: The revised component price multipliers for plasma and 

Component Plasma 
Firing Unit 600 
Support Hardware 600 
Gyro-Com pensator. 600 
Inertial CompensatoF 1 000 
Recoil Cradle 25 
Towing Carriage 2 
Autoloader 10 
Gun Shield 1 

Fusion 
1000 
1000 
600 

1000 
25 

2 
10 

1 

- 

All plasma and fusion weapons appearing in Strlker 2 have been 
rated according to this upgraded standard. The charts below will 
allow owners of Traveller: the New Era, Smash & Grab, and the 
Reformatton Coalltion Equipment Cutde to update the valuesfor 
previously published high energy weapons. 

2-Mj Plasma (G-Carrik) SA1 42 2-5 1-2-10 42-42-214 - 200 '- 140 



Troop Quality 
Annoc - 
Movement - cm 
System: short( 1 Medium( ) Loris( 1 -( 1 Notes 

Morale: - Initiative: - 

Troop Quality 
Annoc - 
Movement - cm 
System: ) Medium( ) rons( -( Notes 

Morale: - Inltiathre: - 

~~~~~~ ~ ~ ~~ 

C 0 W grants permission to owners of Striker II to photocopy these blan& unit cards for their personal use. 



TroopQuaW 
Movement 

Front Armor: 
Side Armor: 
Rear Armor: 
Dedc Armor: 
Belly Armor: 

~ S a a s s :  
Explosive Damage ModMer: 
Fire Control: 
Stabilization: 

Morak - Inltlatk - 

Troop Q u a b  
Movement 

Front Annor: 
Side Annor: 
Rear Armor: 
DeckAnnor. 
Belly Armor: 

~awaass: 
Explosive Damage ModMer: 
Fire Control: 
Stabilization: 

Morale: - Inltlatk - 

GD W grants permission to owners of Striker II to photocopy these vehicle cards for their personal use. 



Scatter Diagram 

(1 9-20] 

(9-1 0) (15-16) 

(17-18) 

Cover Saving Throw 
Numbers 

Cover Save Number 
Woo ui ina 

Spotting Difficulty Modifiers 

I .  

Enclos& whkle spotting to fiont+l* 
Enclosed vehicle spotting to flank +2’ 

Target Stand is Modifier 
Fvloving 
Firing 
Stationary under cover 
Personnel 

- 
-1 
+1 
+1 

‘Modifiers apply only when con- 
ducting naked eye spots; they do not 
applywhen using any sort of electronic 
sensor or vision enhancement equip 
ment. 
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Owrhead Attack Missiles ....................................................... 32 
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.. 
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Campaign mowment ........................................................... 56 
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Multiple Weapons ......................................................................... 21 
Night 

and Visibility ......................................................................... 37 
Nuclear Weapons .......................................................................... 51 
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Multiple contrd .................................................................... 24 
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and Movement ..................................................................... 11 
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Effects ................................................................................... 25 
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Precision Indirect Fire .................................................................... 22 
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Pushing Vehicles ............................................................................ 31 
Rain 39 
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Regroup Orders ............................................................................. 26 
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Restricted Field of Fire Stands ........................................................ 21 
Scale 

Campaign ............................................................................. 56 
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Sequence of Play ............................................................................. 4 
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Snow ............................................................................................ 40 
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Stealth .......................................................................................... 48 
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Task Rolls ........................................................................................ 4 
Towed Weapons 
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Umbering/Unlimbering ....................................................... ,. 31 
Manhandling ........................................................................ 13 

Transportation Lines ...................................................................... 29 

Sensor Decoys ............................................................................... 48 
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Towing Vehicles ............................................................................ 31 
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