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“Objective in sight. Gun 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.”

Striker Il is the miniatures combat rules of 58th century warfare, for use with Traveller: The New Era. Now the
epic planetary engagements of the New Era, the Final War, or the Frontier Wars are under your control, allowing
you to command battalions of lift infantry, drop troops, and grav armor. These rules are fully compatible with
Traveller, and so also allow miniatures resolution of roleplaying adventures.

“Dagger Six, am receiving heavy direct fire from terrain east of objective, one taxi is down and one damaged.
Sleds are setting up perimeter for crew recovery, request additional direct fire support, over.”

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

"90, roger. We can hold on for a minute and a half. ”

Combat in the 58th century is fast-moving, and so is Striker I1. Based on the award-winning Command
Decision miniatures rules, Striker Il allows rapid play which replicates the rapid tempo and quick reactions of
advanced technology warfare. These straight-forward rules allow players to concentrate on the mental dilemmas of
tactics and command, not the interpretation of complicated rules mechanics.

"This is Dagger One-six. Situation is stabilized. We have established a base of fire south of town, and are
sending dismounts to secure the town center.”
“Dagger Two-six reports resistance in his sector as well. Can you identify the defending force?”

“Roger, | estimate a dismounted rifle battalion supported by a company of track-laying armor with light lift
recon. ”

Striker Il is more than just rules, it is also an extensive resource of military hardware and
organizations—from the jeeps and tracked vehicles of Wilds units to the speeders and grav tanks of
a Reformation Coalition Marine Brigade, Striker Il also includes tables of organization and
equipment listings for some of the most important military units from Traveller’s long
history: Zhodani Lift Infantry Battalions and Commando Groupments, Imperial
Marine Task Forces, Imperial Guard Regiments, and the legendary 4518th
Lift Infantry Regiment—"The Duke of Regina’s Own Huscarles.”

“Dagger One-six to Dagger Six. Objective is neutralized, infantry
is reembarking, casualties minimal. Will be ready to redeploy in
300.”
“Roger. Good work, One-six. Orbital bombardment of Objective Strega
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
now.”

Striker Il 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.”

“Godspeed, One-six. Dagger Six out.”
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Basic

Rules

RULE 1: THE FUNDAMENTALS

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 level—rapidly 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 Traveller® 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 2Smm miniatures in mind, but
may be used with any scale desired. Each vehicle or heavy
weapon represents one actual vehicle or heavy weapon 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.
Allmovement and rangesin the game are givenin 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 tumn 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. Areferee’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 law during the course of the game, even
if the ruling is directly contrary to the printed rules.

Each group of players will have varying opinions about
values of specific weapons, the best way to represent specific
battlefield activities and so on. The middle of a game is not the
best time to debate such points. The best way to avoid this is
tomake the referee’s rulingsfinal for the scenario 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
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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
ageneral 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 uplater
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
rollis made todetermine if targets are seen or hit by fire, 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 (=diff 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.




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 | (up to 1.5 metric tons), class 11 (1.5 to 3 metrictons), class
l11(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 as vehicles: class | (up to 1.5 metric tons), class11(1.5 to
3 metric tons), class lll (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 weapons are nevermounted
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
componentpieces, something which cannotbe accomplished
in the normal course of a battle.

2.3 Personnel Stands

Personnel stands consist of all other stands. There are alarge
number of names applied to personnel stands: infantry,
cavalry, gun crew, command, engineer, MMG, pack animal
and HIW stands, among others. Some stands have two or
more names, such as “SMG 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 MMG stand” isa MMG
stand riding motorcycles.

Finally, these rules distinguish between three different 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 (one which is fired from amount
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 3/4
inch by 3/4inch (or 20 mm by 20 mm). Only one figure should
be mounted on each stand. In some cases, it may be necessary
touse aslightly larger stand than this to accommodate a larger
figure, as in the case of a trooper wearing battledress, orarace
more massive than humans.

If necessary, these stand sizes may be changed slightly to
allow infantry stands to fitinto 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.)




RULE 3: UNTT 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 card lists the troop quality type (Elite, Veteran,
Experienced or Novice), the moralevalue and theinitiative numberof the
troopsin the unit. All these should be identical. If separate elements of the
platoon have different values, separate cards 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
appendices, ormay choosetomodify them for thescenariobeing played.

The troop quality categories and their definitions are:

Elite: Elite units arefew and far between. They represent excellent units
which are experienced and tested in combat many times. An example of
an Elite unit would be Reformation Coalition marines who were veterans
of several major operations.

Veteran: Veteran units have extended combat experience. Veteran
units are occasionally found on Balkanized worlds, the products of nearly
constant warfare between local warlords.

Experlenced: Experienced units have either “seen the elephant”
(beenincombat)or had reasonablygood training. Most armies aremade
up of experienced troops.

Novice: Theseareinexperienced troops who have been putinto action
with a minimum of training. Most planetary militias are from this
category.

Towed weapons do not have a troop quality per se. Rather, theirquality
is equal to the personnel stand operating the weapon. The effectsof 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 the case. 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 Performance

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 have two movement allowances: either cross-country 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 single group
because they function in a similar manner (though their effects are
different). This section of the chart consists of a list of sensors, communi-
cators, and weapons carried, followed by four columns, representing
performanceateach of thefourrange bands. Thevalues recordedin each
column indicate the equipment’s 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
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

Notes: Each standisoutfitted with TL14 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 5.1cm fusion rifle.

Troop Quality: Elite Morale: 20 Initiative: 4
Armor: Battledress Save:8
Movement: 18 cm

System: Short (15) Medium (7) (3) Extreme (1) Notes

4.7cm fusion rifle-14 16cm:2(331) _ 32cm:1(33+) 64cm:1(17+)  128cm:1(39)

5.1cm fusion rifle-15 18cm:2(3749) 36cm:1(37+) 72cm:1(194) 144 cm: 1 (4+)

4cm RAMGL-9 HE 24cm:3(Ni) 48cm: 2(Ni) 96 cm: 1 (Nil) 192 cm: 1 (Nil)  EP:3,BR: 2am
E&g F&F homing HE ZO0km)1 (50  (@Okm)1(5+) (B4km)1(5H) — A10, EP: 8, BR: 5 cm
30 kg F&F homing HEAP (20km) 1 (149+) (25km) 1 (149+) — = A10,EP: 11, BR: 6cm
30 kg F&F homing flechette 20km)1* (2) (@Okm) 1" (2) (54km)1"(2) s A10, DS: 15%60 cm
Sensors:

Eyeballs 100 cm 200 cm 400 cm 800 cm

Communications:

3km radio 300 cm 600 cm 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 is a quantification of its pefformance 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
Type Asset Initiative
Elite 15 5
Veteran 13 4
Experienced 1 3
Novice 9 1

Write this value in the blank following the short range heading. The
assetvalueis then halved, rounding fractions down, at each higher range
band. The asset values for an Experienced unit, for example, would be 11
at short, 5 at medium, 2 atlong, and 1 at extreme range.

3.32Range: Each sensor, communicatorand weapon hasa 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
card in the first column is the equipment’s short range in centimeters.
(Since each centimeter in the gamerepresents 10 actual meters, take the
rangein metersof Traveller equipmentanddivide by 10tofind therange
in centimeters.)

The equipment’s medium range is twice short range. Long range is
twice medium range. Extreme 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 centimeters. Each kilometer is one meter on the
gaming table.

3.33 Rate Of Fire: Rateof fireis the numberof dice thrown 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 actually fires. This can be found by looking at the data 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 (number of 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, itis 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 cards 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 photocopy these sheets for use with
the game.

3.4 Vehicle Cards

Units equipped with vehicles have a slightly different format for their
unitcards, as the cards also contains the ratings for thevehidlesin the unit.
If more than one type of vehicleis used, separate unit cards are filled out
for each vehicle. The general information on the card, however, is the
same as for personnel units described above. Consult the sample vehicle
unit card on the previous page for an example.

The Terclo of Steel (Novice, Morale: 14), with: 1 tactical eommand TL8 Prairie Fire fast tank

Tank Detachment 3 TL8 Prairie Fire fast tanks
Prairie Fire Fast Tank (TLS8)
Troop Quality: Novice Morale: 14 Initlative: 1
Movement: 130 road (+1, +2, +2), 100 cross-country (—, +1, +2)

Front Armor: 192

Side Armor: 48

Rear Armor: 24

Deck Armor: 36

Belly Armor: 24

em: Short (9) Medium (4) (2) Extremne (1) Notes

130mm L60 Gun-APFSD 67 cm: 1(207+) 134cm: 1 (197+) 268 cm: 1 (1874) S536cm: 1(167+4) F,S
130mm L60 Gun-HEAP STem:1(123+4) 102cm:1(123+) 204cm: 1(123+4) 408cm: 1(123+) F, S, EP:9, BR: 3cm
130mm L60 Gun-HE STem:1(13+) 102am:1(134) 204cm:1(13+) 408cm:1(13+) F,S,EP:11,BR:4cm
130mm L60 Gun-Flechette 51am: 1(2) 102em:1(2) 204 cm: 1 (2) 408cm: 1(2) F, S, DS:3x10cm
7mm Rotary MG-Ball 27 cm: 7 (3) 54cm: 6(3) 108 cm: 5(2) 216cm:4(Nil) F, S
gmrn Rotary MG-Ball 15cm: 7 (3) 30cm: 6 (3) 60 cm: 5 (Nil) 120cm: 4(Nil) F, S
Sensors:
3km HRT 300 cm 600 cm 1200 cm 2400 cm
Eyeballs 100 em 200 cm 400 cm 800 cm
Communications:
30km radio (30 km) (60 km) (120 km) (240 km)




RULE 4: COMMAND AND CONT
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 at the end of the
game turn.

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

4.11 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
commander’sstand. The order affects any orall (at the owning
player’s option) subordinate stands within 15 cm of the order
chit.

4.13 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.

4.14Strategic Commanders: Nocommander can function
as a strategic commander by himself. Instead, operational
commanders when working with a staff stand function as
strategic commanders. See Rule 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.

S

4.21 Cautious Advance (Movement Phase):
Unitswith a cautious advanceorder may move any
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 5.11,

4,22 Rapid Advance (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 5.12.

4.23 Disengage (Movement Phase): Unitswith
a disengage order move directly away from the
closest visible enemy unit and may move any
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 5.14.

4.24 No Order (Command Phase/Movement

No Phase): No order orders are used in situations
Order | 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

)

Disengage

4,25 Rally (Morale Phase): Rally orders enable

Rally
tions during the game. Ralfy orders are discussed
command orders enable a commander to take a

arouted unit torally, and also are used to raise the
further in Rule 9.3.
Commandl unit under its command (make it subordinate)

may fire normally.
morale of units who have suffered morale reduc-
4.26 Take Command (Command Phase): Take
Take
which was not subordinate at the beginning of the
game. Take command orders are discussed further in Rule
4.421.

4,27 Travel (Movement Phase): Unitsissued a
travel 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 5.13.

4.28 Regroup (Morale Phase): Regroup orders
Regroup

)
T

enable a commander to retumn eliminated fire-
teamsto play. Regroup orders are discussed further
in Rule 9.4,

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 belongingto aninfantry company could
beissued ordersby the company commander, by the battalion
commander or by the regimental/brigade 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 whichitis 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 itis placed will depend on the type of stand issuing the
order.

Theradius of effect of the orderis 15 cm from the spot where
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 itis within 15 cmof 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, thatfact must be stated when the
order is revealed. Stands that do notintend 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/infantry 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 coveringfire. The commander
andthethreeinfantrystands are then moved, andthe machinegun
stands remain stationary.

4,33 Order Caps: Included in the counter mix s a set of chits
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 serve two purposes:

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

opposing players may not see what orders have been issued
untilthey are revealed during the start 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
playermay notuse more than three order chitsin anyone turn.

4.4 Command Stands

Command stands may each issue one order per tum. As
mentioned, orders can be issued to any stand or group of
stands that are subordinate to that command stand and within
command range. Stands to which a Take command order was
issued become subordinate to the command stand thatissued
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 strategic commanders are alwaysmounted as
single figures.

Pure command stands are labelled “command stands” in
the TO&E listings. Double-figure command stands are listed as
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.
These capabilities will be determined by the referee prior to the
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:

4.421 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 tum, may not itself
issue any orders for that turn. This restriction only applies 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 Pinned Command Stands: 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 its visibility will allow. Once an order is placed, that
order affects all stands within 15 cm, regardless of visibility, so
long asthe stand in question is subordinate tothe stand issuing
the order, and not exempted from the order by the player
placing it.

Example: Acommanderisin woods, where visibility is 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 uplink stands. 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:

4.521 Staff Telephone Stands: Staff telephone stands may
only function in scenarios where their units start with a setup
areaon 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, regardless 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 G-carrier,” etc.) at
lower tech levels, but become more mobile at higher tech
levels. Once placed on the board, they allow an adjacent
operational commander to issue one order per turmn 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.
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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 electronic warfare 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:

4.531 Take Command Orders: A staff stand of any type which
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 Pinned Staff Stands: Staff stands which are pinned may
not assist commanders until they are unpinned.




Standsare moved in the Movement Phase. Eveninvoluntary
movement such as routs, retreats and force-backs 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 forhumans onfoot (the most common personnelstand
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) a stand 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:

5.11 Cautious Advance: The cautious advance order allows
astand 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 atleast half of theirmovement allowance.
Flying vehicles use their low altitude movement allowance
when issued this order.

5.13 Travel: The travel order 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 thatstartsthe turn on aroad. 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 only excep-
tion is if the disengaging stand moves closer to an enemy
stand, in which case only the enemy stand(s) 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 disengage order may never beissued 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 allowanceif 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 comesto a 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 tumn) regardless of the
direction of that travel,

The direction arrow on the order chit does not limita stand’s
abilitytomove along aroad. If a stand starts off-road, the arrow
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.

77



Small changes of direction are allowed during movementin
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 (x2): 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

ense taon (]ngle |

Moderate vegetation (woods)

1 c¢m of actual movement.

® Prohibited: The stand is not allowed to move into that type
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 on Tracked Vehicle 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 at a ford. They pay double movement costs when
crossing a creek at a ford, or when moving through a settle-
ment. They pay a 10cm 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




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.

Example: Aninfantry stand is moving through ajungle under
a cautious advance movement order. With amovement allow-
ance of 20 c¢m, 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 so by paying quadruple movement
costs prior to any modifiersfor terrain. The vehicle movesinthe
direction of the arrow but faces in the opposite direction.

5.62 Man-Handling Towed Weapons: Players may electto
have unlimbered class | and Il 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 | 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 II
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
enemy unit. If itencounters a previously unspotted enemy unit
duringmovement, itimmediately stops at the normal autospot
distance for that terrain. Units may only close to contact with
enemy units if given a rapid advance order.

5.72Drive-Through: Groundvehicles given a rapid advance

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. The vehicle will finish its movement
only after all opportunity fire (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 1D20 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.

FACING DIAGRAM

Front
120°

Flank | Stand | Flank

Rear
120°

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 (thatis, they must end the tumn 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 