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Busy this month. Lots to do. Gaming report. Alex and Fordy. Battlefield Evolution. Practically sold out. People
eating words. People eating cakes. Boxes. Walking in the garden of his turpulence. Nice. The Wild Bunch.
Width of a T-34 track. Immelmann turns. More boxes. Pod people. I'm not gonna make it. Dogfighting. Not
o with real dogs. Under 10’s rugby. 1.8 million people. Sk8er boi. I follow the Moskva. Furniture removal.
Thank the Lord for Matt Thomason. London Irish beating Bath. A week in France. A life in France. Sticky
labels. Danske regler. Laurie’s hair. Two elephants. The door buzzer.

Lo NMedhew Sprangs
@
Allswnde: Bewdll

PV iowgovselStuddiolStaff:
Iﬁm ardiFord, Adrian

These have been just some of the thoughts running through my mind this month which I thought I'd share
with you. An intimate one-on-30,000, if you will. Enjoy!
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Artists:
Matt‘Thomason, Nic Wilkinson,
Danilo Moretti, Iordanis LLazaridis

and Matt “Mr Evil” Houghton

The three finalists in the Comedy Specs category ponder their chances. Snapped by Matt ‘Myr Evil’ Houghton,
the villainous looking trio are, from left to right, David T'm going to work for Yahoo, you know’ Dorward,
Greg ‘My beard’s better than yours' Smith and Peter ‘What do you mean they come painted?’ Perry. My thanks
to all for saving me having to write any more of this editorial.
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Starship Troopers Adventure Game

As an added bonus to the rules presented over the past two
issues, we bring you a set of board sections for your game.

Z-Plan Kriegsmarine, Part Three

Agis Neugebauer concludes his three-part series on new
German vessels for Victory at Sea.

The Zapasnovan War - Part One

Part one of a series of articles covering the Zapasnovan war
in a sequence of linked scenarios for Battlefield Evolution.

Victory in the Narrow Seas

David Manley writes of dashing romance and potential
hazards. is he the new Barbara Cartland? You'll have to

Starship Troopers Evolution Preview

A sneak peak at upcoming releases for our latest minijatures

A Battlefield Evolution scenario rudely abducted from the
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Wargames and Miniatures
Product List

Mail Order Form

19

27

35

48

53

59
60

61
65



| STARSHIP TROOPERS SALE

Have you done your part?
If not. now is a better fime than ever to join fhe fight.

EFFECTIVE FROM FEBRUARY 12TH THE RETAIL PRICE OF THE FOLLOWING ITEMS WILL BE REDUCED BY 257

PRICE REDUCTIONS WILL REMAIN IN EFFECT ONLY UNTIL THE RELEASE OF STARSHIP TROOPERS EVOLUTION LATER THIS YEAR

MGP 3100 STARSHIP TROOPERS MAIN GAME
MGP 310001 MOBILE INFANTRY CAP TROOPER SOUAD
MGP 310002 ARACHNID WARRIOR BUGS
MGP 310004 ARACHNID TANHER BUG
MGP 310007 MARAUDER APE SUIT
MGP 310008 MARAUDER CHICHENHAWH SUIT
MGP 310009 ARACHNID HOPPER BUGS
MGP 310014 SHINNIE RAIDERS BOXED SET
MGP 310019 ARACHNID BLISTER/BLASTER BUGS
MGP 310020 ARACHNID PLASMA BUGS
MGP 310026 ARACHNID RIPPLER BUG SWARM
MGP 310048 ARACHNID WARRIOR BUG MEGA SWARM
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USMC Face Off Against EFTF In this BF Evo Battle Report

Having been shamed in last issue’s battle report,
Richard Ford’s USMC were keen to regain some
face. Fortunately, Alex Fennell had dropped into
Mongoose Towers from our American office and
had brought his British Army with him (Alex was
once a Captain in the British Army). Hefting a
wet turbot, and suitably reinforced with Battlefield
Evolution’s second wave of releases, Rich laid
down the challenge, muttering something about
Shadows not letting tanks get the better of him
this time. . .

The scene was set. Having clashed over numerous
trade agreements with Central America, the EFTF
and USA were all set for an escalation. Wanting
to guard their interests in the area, a small British
Army force was deployed to Mexico, with the

intention of curbing any unwarranted aggression.
Not able to tolerate such a belligerent move, the
USMC were duly dispatched to ‘convince’ the
British force leader to leave as quickly as possible.

With a 1,500 point game taking heavy armour is
a must. | can easily afford two Abrams, the best
tanks in the game, and their selection is practically
compulsory. To join them are two full squads of
USMC Infantry. I'll probably concentrate on
keeping these hidden, since in a game of such
size Alex is bound to take armour of his own, and
since my infantry have no anti-tank capabilities

Richard Ford and Alex Fennell

they’ll be sitting ducks. With my remaining
points I take four Shadows. These fast moving
vehicles can carry up to five troops at 10
inches per move and also have the powerful
CKEM missile, which does D10+3 damage.
For 70 points a-piece this is well worth it. If
a can swarm them around Alex’s armour, I
should at least be able to do plenty of damage
if not destroy one of his tanks outright before
they’re taken out.

Fordy's Marine Corps

2 x M1A2 Abrams MBT
4 x Shadow RST-V
2 x USMC Infantry Squad

Fordy's Marine Corps

Alex’s British Battlegroup




BRITISH ARNY
The EFTF have two great units available to them in L ]
the wave 2 releases. The Command Section, while
. . . . HRITISH ARMY WARRMR
expensive, is a must-buy for the army given that it {+ COMMAND SECTION)

will allow one of my units the ability to carry out
three actions each turn. I've used Command Sections
before and the third action is great for an EFTF
Section to take advantage of after disembarking

ERITISI ARMY
.' INFANTRY

their transport vehicle. The other release is the
Warrior APC. 1 needed something to ferry my
troops around the battlefield since I didn’t want to
trust in lots of terrain being available. The cannons
it packs are pretty good as well! Selecting two of
them for my force meant my first two Infantry units
had some armoured transport which could deliver
them safely towards Rich’s Marines.

After those 5 units the next selection was straightforward as well. The
Challenger 2 is the best tank in the game and the only one that cannot be
outright killed if in cover. Rich will probably take two Abrams, which means
my own tank will need to hug cover if it’s going to win the inevitable tank
duel. Twould have loved to field another Challenger but alas the points were
not available to me, so instead I plumped for two more infantry units with
the intention of grabbing cover early and trying to root out the USMC. One
big advantage for this many infantry units was that my shatter point was a
mighty 9 models. Rich will probably go for tanks and vehicles which will

force his shatter point down.

Alex’s British Battlegroup

2 x Warrior APC

1 x Challenger I MBT

4 x EFTF British Infantry Section
1x EFTF British Command Section

After winning the role for set up I decided to deploy first and take the first
turn. I had four fast and powerful Shadows in my force and I fully intended
to move them forward and take out Alex’s Warriors before they could move

forward and start depleting my troops. My side of the table had plenty of

Deployment

cover, and by taking the first turn I'd be able to entrench my infantry and
keep them in cover while my Abrams and Shadows mopped up the EFTF
forces. Since I didn't know where Alex was going to deploy his troops I
basically spread my force out across the table and would take advantage of
having the first turn to outmanoeuvre him.

Rich had deployed fairly evenly across his side of the deployment area and
was able to set up in the open since he knew hed be taking the first turn.
This meant that my own force needed to find whatever cover was available
in order to minimise casualties. The large building on my far left allowed me
to hide both my Warrior units and give the Challenger 2 cover from fire, but
the rest of the board was pretty sparse inside my own deployment zone. I set
up one fire team in cover on the far right and the rest of my army to the left
of the centre hoping that the numerous rock formations would help block
incoming fire. By keeping to the left I was also hoping to stay out of range
of many of Rich’s infantry units, until I could at least get into the buildings
in the centre of the board. I needed to keep my Warriors alive as much as
possible as they and the Challenger were the only units in my army that
could dent the two Abrams Rich was taking. My four infantry units would




Turn 1

keep my shatter point high and my hope was that if I could get them into
cover Rich would have a hard time breaking my army. My command section

dug in behind the pyramid where I intended them to stay, in comparative

safety!

The Shadows pay the penalty of Fordys natural aggression!

Alex has decided to keep his armoured units well hidden behind the largest
piece of terrain on his side of the table, making it a little inconvenient for
my Shadows. Nevertheless, I take the first turn moving into position. My
Shadows take full moves towards the corner containing the Warriors and the
Challenger while my Abrams both trundle forward, taking out a couple of
EFTF Infantry as they go. I stick to my plan of holding back the infantry and
basically keep them either in cover or beyond line of sight. The longer I can
protect my Shatter Point so my armoured units can wreak havoc, the better.

The first turn of fire was not too bad, losing only 2 grenadiers and having
one fire team suppressed. Richard was clearly hiding two USMC fire teams
at the back of the board to prevent me from shattering him, and his Shadows
and Abrams were swarming forwards. Time to do something about them.
Warrior APCs make for excellent Shadow killers and thanks to my command
section’s third action I was able to destroy three of them outright, completely
clearing my right flank of them. My infantry units able to do so rushed
forward into cover and started taking shots at the marines ahead of them,
killing only one but suppressing a fire team.




Mmm, three Shadows destroyed in the first round, that was quite disastrous,
and shows the value of the extra Action the EFTF Command Section
provides. Never mind, let’s stick to the plan. My Abrams also find themselves
in decent shooting positions but Alex’s armoured units are so entrenched
behind the pyramid that my bout of firing only results in a single hit on the
Challenger. Only another four to go!

The remaining Shadow had moved up to help bock line of sight to Rich’s
infantry facing me on my left, and my own infantry sections fired at it with a
fusillade of fire but were only able to take one hit off it. The Abrams remained
impervious to my Challenger’s guns and in order to give Rich multiple targets
I moved one of the Warriors just ahead of my Challenger and let rip with the
cannon against an oncoming Abrams, but to no avail. My second Warrior
rushed forward, looking to kill the last Shadow but was not able to do any
damage. The remaining infantry secured cover for themselves where they

could and dropped another USMC infantryman.

Now, this is the turn where my remaining Shadow will come to the fore,
striking hard and taking out the slumbering Warrior! Ah no, thats exactly
what won’t happen. With a round of tremendously bad dice rolling I end
up doing absolutely no damage, which is extremely disappointing since
the CKEMs the Shadow carries are devastating weapons on such fast and
cheap vehicles. I should only need 7s to Kill the Warriors, but with such a
succession of bad dice rolls I'm left out in the open and vulnerable to Alex’s
counter attack.

My Abrams moves up to the corner of a building, heedless of the enemy
infantry surrounding it, who cant even scratch the paintwork with their
weapons, and take out one of the Warriors. Yes!! “Victoire, I cry, ‘and so it
begins!” Unfortunately yes it does, says Alex as a unit of EFTF infantry pile
out of the wreck after only taking two casualties. Grumbling incessantly, I
use the Abram’s MGs to drill one of the EFTF infantry close by, and I try
to move my own infantry further into cover in preparation for the ground
assault.

The warrior next to the Challenger had paid the price for it’s bravery but
at least had stopped Richard blowing holes in my infantry units with his

The armoured battle causes casualties on both sides




Turn 4

main gun (even in cover, I would not have had much chance against the
tank’s main weapon). Fortunately the Shadow had missed my remaining
Warrior and it only took a single salvo from the Warrior to Kill it, before
moving on to get on the far side of cover from the nearest Abrams. The
icing on the cake came with my Challenger scoring a kill on the closest
Abrams, and my infantry used the wreckage to rush up to. Suddenly rich
only had one unit that could hurt my two remaining armoured vehicles.

USHIC TURN 4

Great! Lost an Abrams and I appear to be losing a lot more infantry than
I had anticipated, and now my last Shadow is gone. Things aren’t looking
too good at the minute - perhaps a change of plan is in order! I move
my remaining Abrams out of the line of site, eyeing the Warrior which
is in danger of taking out my remaining infantry. The extra Action the
Command Squad grants the EFTF is really becoming a thorn in my side.
With my remaining Shoot action, the Abrams takes out the troublesome
infantryman to the rear of my Abrams and that’s about it! I'm starting to
wonder if keeping the bulk of my infantry hidden is such a good idea.

On the one hand I'm retaining men to keep my Shatter Point up, but on the
other hand I'm losing firepower. However, the way I'm rolling this game I
think ’'m better off just keeping them out of sight!

EFTF TURN 4

With the Abrams hiding and Rich showing no sign of advancing his two last
fire teams I needed to use the Warrior to get the British section in position to
take them out. The vehicle moved to another building to avoid the Abrams
and ran over a USMC infantryman hiding behind it. That will teach him
for hiding while his mates were fighting! My fire team next to the destroyed
Abrams ran into the nearest building which was home to a single surviving
marine, with the intention of taking him out in combat! To tempt Rich into
ignoring my Warrior I moved my Challenger out into the open towards
him.

Right! Panic Stations! I need to take out Alex’s remaining Warrior before it
can do much more harm by distributing its troops within firing range of my

Cat and mouse - but which is which?




remaining infantry. Unfortunately, with another bout of atrocious dice, the
Warrior, and its payload of deadly EFTF infantry are still alive to taunt me.
I'm really starting the feel for the USMC sergeant, alone on top of a building

T

The surviving British Warrior stays one step ahead of the game...

facing an EFTF onslaught. Unfortunately he was obviously trained in hand-
to-hand combat by Liberace, and ends up doing no damage, facing three
EFTF troops who have two entire actions with which to take him out next
turn.

Rich doesn’t take the bait and moves the Abrams to get a shot at the Warrior.
Fortunately he does no damage and my plan to attack the last of his squads
remains intact, with the Warrior driving round to say hello to one of the two
fire teams who've done nothing all game except hide. The lone Marine on the
roof of the building assaults the British who had climbed up next to him but
an awesomely bad display of dice rolling means all my guys are fine.

Not a lot of units, not a lot of options. If I thought the EFTF would show
mercy I'd surrender and save my guys the ignominy of reaching their Shatter
Point. But surrender is not a word in the USMC’s vocabulary (although it
would seem neither is combat training).




The Abrams manages to find itself in range of the Challenger and takes
a final pot-shot, taking out another point of armour... not enough! My
infantry only have the option to flee and hide, and things aren’t looking
good for next round.

In a very unfair match-up my three highly trained Brits mug the lone Marine
and take cover on top of the building. The Warrior moves to close with the
fleeing USMC squad and out jumps the section (Rich had already used his
reaction against fire from a fire team on a building and so could do nothing
about this). Using the third action from the command section they charge
into combat with the two Marines they can reach, dragging them to the
ground. I offer Rich the chance to surrender but he mumbles something
unprintable and we proceed to turn 7.

USHAC TURN 7

The Abrams takes a shot at the remaining Warrior and — typically when the
dice aren’t with you they really aren’t with you — it misses the Kill score by
1 point. There’s nothing else for it. The two remaining troops in my unit
rush forward into hand-to-hand, smashing into the EFTF infantry and...
DOUBLE 6! Two soldiers killed by one marine. The second attacks... a

... and then gets lucky as the damaged Abrams just misses!

6 and a 3, taking out another. The two brave marines barely have time to
congratulate each other before the EFTF react with a hail of gunfire, killing
both of them. Shatter Point reached! Game over man!! Game over!!

I think I was too rash with my initial attack. My overconfidence forced
me on the offensive and I overestimated the resilience of the Shadows. If
they had been luckier with their shooting the game may have turned out
very differently but, as it was, the Warriors and the Challenger remaining
in cover until late in the game really paid off for my opponent. Also, Alex’s
Command Section did a lot of damage, and judicious use of his extra Action
every round caused me no end of problems.

Oh well, back to the drawing board for the USMC. Next time I'll just have
to take another tank!

My lack of tanks and paucity of cover in my deployment zone did have me
worried when I saw Rich had taken two Abrams, however the high shatter
point meant I was fairly confident about staying alive long enough for
the section weapons to destroy the Shadows. As it was, the Warriors were
magnificent, taking out all of the Shadows for no loss. If Rich had gone on
the offensive with all of his units early on he could have seriously contested
the buildings in the centre of the board, and had he dedicated one tank to
APC killing duties my own plan would have been in trouble. As it was the
survivability of the Warriors and the damage they can dish out really helped
swing the game my way.




ant to write for your favourite gaming publisher? Want to get paid for
it? Gota great idea for an article? If the answers to these questions are

‘yes', then Signs & Portents Wargamer wants to hear from you.

Where to Start...

We will need a brief synopsis of your intended article, no more than one page long.
Also include a paragraph or two of your actual writing style, so we can see whether
you have what it takes and any samples of previously published work. If we like
what we see, we will commission a first draft from you and you will be on your way
to becoming a Mongoose contributing writer. And every article we publish will be
.which is nice.

paid for..

Things to Remember

Provide your full details, including name, address and email address if available.

Supply articles via email or on disc. We can read most formats, although MS Word
is always a safe bet.

You will be provided with a style guide when we commission your article. Make
sure you read it!

Subject Matter

First and foremost, the article has to be based on one of our product lines. That
is not as limiting as it sounds, however. With Starship Troopers, A Call to Arms,
Gangs of Mega-City One and Mighty Armies all well established, you already have
plenty of options. Do not forget miniatures for other gaming lines. We already
have Lone Wolf and Paranoia miniatures, so why not come up with some cross over
rules? If you have ideas for any of our games we want to hear them.

So, you have chosen your game, but what do you actually write about? Scenarios are
good. In fact, we love them. Give me a scenario to edit and I am a happy camper.
Perhaps you want to discuss the philosophy of a game. That’s good. We encourage
intellectual thought process around here. If you have something meaningful to
say, then try us out. If we dont like it, we will tell you. Think hard before you try
humour though. With guys like Jonny Nexus about, you will need to be sharp if
you want to break in. If you think you have what it takes, though, then feel free to
try your hand. Just be prepared to be told you may not be as funny as you think
you are.

If you want to write new rules for a game, then be our guest. We cannot promise that
we will like what you have done, but you will get constructive criticism in return, and
not just a terse one-line rebuff.

Editing

It is a painful fact that whatever you write, it will get edited. That is why editors exist,
after all. Even this passage will have been edited. If you can get over this hurdle you
are well on your way to attaining the mentality needed to be a writer. It will help if you
can handle criticism as well. Take it from us — writing is a tough business. Just ask any
author doing the rounds looking for a friendly publisher.

We have various house styles that we use and you do not need to know them. As long
as your submission is literate and tidy, we will do the rest.

Little Details

If you are not sure how long your article is, assume around 800 words fit on one page. Do
not use the word processor’s page counter as a guide. By the time it has been edited, laid out
and had artwork added, it will look nothing like that screen of text in front of you.

Remember to run the article through a spell checker before you send it in. It will still get
proofread, but it shows willing. Anything not spell checked will be rejected straight away.

Legal Requirements

Be aware that to work for Mongoose Publishing, you will have to sign a contract with us.
There will also be a commissioning form for each specific story. Any work which you
then generate specifically for Mongoose Publishing under the terms of that agreement will
belong to Mongoose Publishing, together with all the publishing rights.

Who do I write to?

Signs & Portents
Mongoose Publishing
52-54 Cricklade Road
Swindon

Wiltshire

SN2 8AF

UK

email: ibarstcow@mongoosepublishing.com
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Battlefield
Evolution
Demo Day
1o0th
February
2007

Words: Old Bear
Pics: Mr Evil
Worst Jumper: Nick the Greek

PO E A e

Braving the remains of the only snow to hit the UK this winter,
a large and hardy band of enthusiastic gamers showed up at
Mongoose Towers, keen to sample the delights of Battlefield
Evolution, using the official first wave of miniatures, as well
as the pre=production second wave samples as well.

Safe to say a good time was had by all as the four factions,
MEA, PLA, EFTF and USMC went hard at it across the
Studio tables. Judging by the amount of stock that was
purchased everybody had a very good time, as you can see
from the accompanying pictures!

As usual, a big thanks to everybody who came and it was nice A robot dinosaur prepares to sneak up on Nick the Greek while
to meet up with a lot of our regular friends. yours truly ponders on whether War on Want have any more
jumpers like that




All seven Wave 1 releases in the display cabinet

Camoulflage corner proved popular with those not directly
Houghton) show that you don’t have to dress normally to be let in involved in the conflict




Middle Eastern Alliance Forces attempt to gain control of East Cheame Laurie Neatherway tries to see through his own hair while
as I attempt to mince past the table as surreptitiously as possible Greg Smith looks on

Close-up of the PLA Command Squad and Norinco FAV pre- Despite Laurie’s best efforts we managed to maintain Adrian’s splendid
production miniatures. The final FAV will have tasteful bull bars on scratch-built mosque in pristine condition. Good, isn't it?
the front as the Chinese army tries to appeal to the Kensington set




STHRSHIP TROOPERS
AOVENTURE GAME

Board Sections for the Starship Troopers Adventure Game
Carl Walmsley
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Part Three - Z-Plan Carriers

Agis Neugebauer (with serious help from Rich L. Bax and the rest of the
“Salty Seadogs” Va$S playtest group)

A big thanks again to Michael Emmerich whose website
(htep://www.german-navy.de/kriegsmarine/zplan/index.html)
was a great primary sources for all the ship data and ship pictures.

This is the third article about German Naval carrier projects that never
were completed or never went beyond the drawing board. It covers both
the ideas to convert existing ships into Carriers and the Flugdeckkreuzer

Hybridships.

ohe 3-Plan Kriegsmarine Yist

This list supplements the official Kriegsmarine fleet list of the main Victory
at Sea rulebook, and the Z-Plan list presented over the past two issues of
Signs and Portents.

Priority Level: Skirmish

E IV “Flugdeckkreuzer” Carriercruiser
E V “Flugdeckkreuzer” Carriercruiser
Project II Aircraft Carrier

Project Elbe Aircraft Carrier

Project Jade Aircraft Carrier

Project Weser Aircraft Carrier

Priority Level: Raid
A TI “Grossflugzeugkreuzer” Heavy Carriercruiser
Project I Aircraft Carrier

Priority Level: Battle
A Tla “Grossflugzeugkreuzer” Heavy Carriercruiser
A TV “Grossflugzeugkreuzer” Heavy Carriercruiser

Priority Level: War
A TII “Grossflugzeugkreuzer” Heavy Carriercruiser

This list also introduces a new Special Trait: Hybrid.

A Hybrid ship is a combination of an aircraft carrier and a cruiser/battleship.
These ships are better protected then normal carriers but still have less
hardened locations ( flight deck etc.) as a genuine battleship. Whenever an
attack successfully hits a hybrid the attacking player has to roll a D6 for each
successful hit. On a roll of 3 or more the normal Armour score is used. On a
roll of 1 and 2 the Armour score is increased by one for that hit.

Example: The HMS Hood attacks the A III “Grossflugzeugkreuzer”. 5 of the
main turret attack dice hit the German carriercruiser. All successfiul hits are rolled
again to see which location was hit. The roll comes out as 1, 3, 3, 5, and 6. So
4 hits landed on the weaker parts of the German ship, while 1 attack has to
penetrate the well armoured forward hull. Since the 157 guns of the Hood roll
3 DD each, 4x3 hits are roll using the normal armour value of 5+ of the A II]
“Grossflugzeugkreuzer” while 3 DD has to use the enbanced 6+ armour value.




Carrier

At the end of 1940 it was obvious that the Kriegsmarine needed aircraft
carriers to support naval operations of its surface fleet. Since the construction
of new aircraft carriers would have taken too long, several existing ships were
examined for conversion to aircraft carriers. Ideas to convert the battlecruisers
Scharnhorst and Gneisneau and the Panzerschiffe Admiral Scheer and Liitzow
were soon withdrawn, instead several passenger ships and two incomplete
cruisers were chosen. None of these ships was ever completed as an aircraft
carrier.

Project I Aircraft Carrier

Ships of this class: Europa

The passenger ship Europa was one of the famous ships of the North German
Lloyd line, travelling on the North Atlantic route. After the start of World
War II, the ship was initially used as a barrack ship and later, in 1940, as a
troop transport. Being the largest passenger ship in Germany, the Europa
was also selected in the 1942 auxiliary carrier program, but because of the
poor stability and the high fuel consumption, her conversion was halted in
November 1942.

Speed: 57 Armour: 2+ Special Traits: Carrier

Turning: 1 Damage: 47/15 In Service: 1944 (Planned)

Target: 4+ Crew: 62/20 Aircraft: 4 flights of Me-109 and
3 flights of Ju-87

Weapon Range AD DD  Special

Secondary Armament 137 2 1 Weak

AAA 8> 4 g -

Length: 919 ft. Displacement: 56,500 t

Speed: 26.5 kts. Crew: 1,560

Ships of this class: Unknown

When Germany invaded France in 1940, several ships were captured in
French shipyards, including the incomplete cruiser De Grasse . In August
of 1942, it was plans were made to complete the ship as a light aircraft
carrier. In February 1943 construction was halted since it proved to be too
expensive in terms of work and material and the whole project was hampered
by growing air raids and internal sabotage.

Speed: 6” Armour: 2+ Special Traits: Carrier
Turning: 2 Damage: 12/4  In Service: 1943 (Planned)
Target: 5+ Crew: 29/9 Aircraft: 2 flights of Me-109 and
2 flights of Ju-87

Weapon Range AD DD Special
Secondary Armament 13”7 2 1 Weak

AAA 8” 3 - -

Length: 592 ft. Displacement: 11,400 t

Speed: 32 kts. Crew: 714




Project Elbe Aircraft Carrier

Ships of this class: Elbe

The passenger ship Pozsdam of the North German Lloyd line was originally
used for passenger cruises to the Far East. Following the start of World War II
she was used as barrack ship. Under the 1942 Project “Elbe” plan she, along
with two other passenger ships, was scheduled for conversion to an aircraft
carrier. Her conversion, like the other two ships, was ultimately cancelled
before significant work could be done. Had she been completed her slow
speed would have likely limited her use to a training aircraft carrier.

Speed: 4” Armour: 2+ Special Traits: Carrier

Turning: 1 Damage: 24/8  In Service: 1943 (Planned)

Target: 5+ Crew: 36/12 Aircraft: 2 flights of Me-109 and
2 flights of Ju-87

Weapon Range @AD DD  Special

Secondary Armament 137 2 1 Weak

AAA 8” 3 - -

Length: 620 ft. Displacement: 23,500 t

Speed: 21 kts. Crew: 900

Ships of this class: Jade

The passenger ship Gneisenan (not to be confused with the Battlecruiser
Gneisenau ) of the North German Lloyd line was one of the three passenger
ships which selected to be converted to auxiliary carriers in. She was originally
used for passenger cruises to the far east, but following start of World War I1
was used as a troop transport. Like the Europa, her poor stability and high
fuel consumption, forced the project to be halted prior to any modifications
being done.

Interestingly, her sister, the passenger ship Scharnhorst was converted into a
aircraft carrier - by the Japanese. At the outbreak of the war, the Scharnhorst
was in Japan, where, in July 1942, she was sold to Japan and modified into
an aircraft carrier. Now named Jinyo , the ship entered service in December
1943 and sunk by the US submarine Spadefish northeast of Shanghai in
1944,

Speed: 4” Armour: 2+ Special Traits: Carrier

Turning: 2 Damage: 19/6  In Service: 1943 (Planned)

Target: 5+ Crew: 35/11 Aircraft: 2 flights of Me-109 and
2 flights of Ju-87

Weapon Range AD DD Special

Secondary Armament 137 2 1 Weak

AAA 8” 3 - -

Length: 627 ft. Displacement: 18,160 t

Speed: 21 kts. Crew: 880




Project Weser Aircraft Carrier

Ships of this class: Weser

The heavy cruiser Seydlitz was laid down as construction number 940 in as
the fourth member of the Admiral Hipper class. After the beginning of World
War 11, construction of the Seydlitz proceeded very slowly. It was temporarily
considered to sell the incomplete ship to the Russians, together with the also
incomplete heavy cruiser Liizzow and the Prinz Eugen. However, this plan
was rejected and only the Liizzow was sold (and renamed as Petropavolovsk).

By May 1942, the Seydlitz was nearly complete with only the catapult, cranes,
masts and flak equipment missing. Despite this, her construction was halted
while consideration was given to modify the ship as an aircraft carrier, under
project “Weser”. Between the end of 1942 and spring of 1943, the main guns
were removed, along with the superstructure, leaving only the funnel.

When air attacks on Bremen U-Boat construction facilities increased during
1943, the ship was ordered to be transferred to Kénigsberg, and then Kiel,
and finally back to Konigsberg. By 1944, with all thoughts of conversion
ended, the Seydlitz was relegated to barracks ship duty. When the Red Army
closed on Kénigsberg in 1945, all usable ships and equipment were ordered
to leave, which no loner included Seydlitz. In September 1945 she was
damaged by Soviet aircraft and scuttled the next day.

Speed: 77 Armour: 2+ Special Traits: Carrier
Turning: 2 Damage: 18/6  In Service: 1943 (Planned)
Target: 4+ Crew: 45/15 Aircraft: 2 flights of Me-109 and
1 flight of Ju-87
Weapon Range AD DD Special
Secondary Armament 13” 2 1 Weak
AAA 8” 3 - -
Length: 679 ft. Displacement: 17,139 t

Speed: 32.5 kts. Crew: 1,128

Grossflugzeugkreuzer /
Flugdeckkreuzer

During 1942, the idea of a hybrid warship appeared in the constructions
department of the Kriegsmarine. The idea was to build a ship that could
provide both, air cover for Kriegsmarine units and still be usable for
conventional commerce raiding. A combination of an aircraft carrier and
a cruiser/battleship was thought to be a solution for this task. Although the
project never had a high priority and never came close to realization, several
design studies were made. Two different types of ships were examined, a
battleship sized “Grossflugzeugkreuzer” (Project A) and a cruiser sized
“Flugdeckkreuzer” (Project E).

A II “Grossflugzeugkreuzer” Heavy
Carriercruiser

Ships of this class: unknown

Speed: 77 Armour: 3+ Special Traits:  Carrier, Hybrid,

Torpedo Belt

Turning: 1 Damage: 36/12 In Service: 1945 (Planned)

Target: 4+ Crew: 78/26 Aircraft: 2 flights of Me-109 and
2 flights of Ju-87

Weapon Range AD DD  Special

A Turret (4 x 8 in) 377 2 1

Secondary Armament 177 6 1 Weak

AAA 8” 6 - _

Length: 803 ft. Displacement: 40,000 t

Speed: 34 kts. Crew: 1,940




A IIa “Grossflugzeugkreuzer” A III “Grossflugzeugkreuzer” Heavy
Heavy Carriercruiser Carriercruiser

Ships of this class: unknown Ships of this class: unknown
Speed: 77 Armour: 3+ Special Traits:  Carrier, Hybrid, Speed: 7” Armour: 5+ Special Traits:  Carrier, Hybrid,
Torpedo Belt Torpedo Belt
Turning: 1 Damage: 36/12 In Service: 1945 (Planned) Turning: 1 Damage: 54/18 In Service: 1945 (Planned)
Target: 4+ Crew: 78/26 Aircraft: 2 flights of Me-109 and Target: 4+ Crew: 104/34  Aircraft: 3 flights of Me-109 and
2 flights of Ju-87 3 flights of Ju-87

Weapon Range AD DD  Special Weapon Range AD DD  Special

A Turret (3 x 11 in) 45” 3 1 A'Turret (3x 11 in) 457 3 1

B Turret (3 x 11 in) 45” 3 1 B Turret (3 x 11 in) 457 5 1

Secondary Armament 17”7 5 1 Weak Secondary Armament 17 6 1 Weak

AAA 8 6 - - AAA 8” 6 - -

Port Torpedoes 10” 2 3 AP, Slow-Loading
Length: 820 ft. Displacement: 40,000 t Starboard Torpedoes 10” 2 3 AP, Slow-Loading
Speed: 34 kts. Crew: 1,940
Length: 918 ft. Displacement: 70,000 t

Speed: 34 kts. Crew: 2,608




AIV “Grossﬂugzeugl(reuzer” He avy Speed: 77 Armour: 2+ Special Traits: Carrier

- - Turning: 2 Damage: 13/4  In Service: 1945 (Planned)
Carriercruiser Target: 5+ Crew: 29/9 Aircraft: 2 flights of Me-109
Weapon Range AD DD Special
Secondary Armament 177 2 1 Weak
AAA 4 1 ; .
Length: 616 ft. Displacement: 12,750 t
. . Speed: 34 kts. Crew: 799
Ships of this class: unknown
Speed: 77 Armour: 5+ Special Traits:  Carrier, Hybrid,
. 5 s I ) (;orped;) Bele E V “Flugdeckkreuzer”
urning: 1 amage: 54/18 In Service: 1945 (Planne . °
Target: 4+ Crew: 104/34  Aircraft: 3 flights of Me-109 and Carriercruiser
3 flights of Ju-87
Weapon Range AD DD  Special
A Turret (4x 11 in) 457 4 1
Secondary Armament 177 6 1 Weak ==
AAA 8” 6 - -
Port Torpedoes 10” 2 3 AD, Slow-Loading
Starboard Torpedoes 107 2 3 AD, Slow-Loading Ships of this class: unknown
;,eng;h?’ZlkS fe. glsp l?;eg(l;;nt: 70,000 ¢ Speed: 77 Armour: 2+ Special Traits: Carrier
peed: ts. ews % Turning: 1 Damage: 20/6  In Service: 1945 (Planned)
Target: 5+ Crew: 48/16 Aircraft: 3 flights of Me-109
E IV “Flugdeckkreuzer” Weapon Range AD DD  Special
Carriercruiser Secondary Armament éZ” ; _1 ?X/eak
Length: 689 ft. Displacement: 19,150 t
Speed: 35 kts. Crew: 1,200

;:i"— —“——ﬁ—

Ships of this class: unknown
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THE ZAPASNOVAN WAR

Linked Scenarios for BF Evo - Part One

It is the year 2014. The tiny Baltic state of Zapasnova has known peace for
the whole of its short existence. Having been a part of a larger nation for
many years, the Zapasnovan people were suddenly left to stand on their own,
with no military power of their own with which to defend themselves and
their meagre resources. Joining the European Federation was a matter of
necessity — without it, they would easily fall prey to the first neighbour who
decided to cross their border.

All was well with Zapasnova. That is, until the incident at the Chinese
embassy...

This multi-part article presents a number of linked scenarios for refighting
the key conflicts in the Hiroslavian war, and is designed for two players,
representing the European Federation Task Force and the People’s Liberation
Army. Points values are given for those players who wish to use these scenarios
with alternative forces (note that there may be restrictions on unit types — see
the line at the bottom of each unit card to identify the unit type).

The scenarios rise in complexity as the war progresses, making this a perfect
introduction for new players to learn the game, with additional units being
introduced as they are released. You should track the total number of wins
and losses across scenarios as you go, as some special rules will depend on
these.

The scenarios are designed for use with the basic rules sheet. If playing with
the advanced rulebook, you may not spend any points on Emplacements.

Matt Thomason

IBACTREROUND

Zapasnova was formed in 2008, when the government of a larger Baltic
nation fell after a brief civil war. United Nations peacekeepers quickly moved
in and order was restored, but reconciliation between the warring factions
was impossible. The result was the formation of a number of independent
states from the former provinces, including Zapasnova. The fledgling state
joined the European Union for both trade and protection, and was present
when the Union evolved into the European Federation.

In 2014, Zapasnova entered into a political conflict with the Chinese over new
European trade laws that closed a loophole that previously allowed Chinese
exports to Europe via the tiny state. The Chinese government insisted that
Zapasnova cede their membership in the European Federation to allow
trade to continue, but Zapasnova held their ground. Shortly afterwards,
Zapasnovan diplomats were expelled from China.

Relations were already cold when an explosion [rocked] outside the Chinese
Embassy in Zapasnova, killing two guards and three clerical personnel. The
Zapasnovan government denied responsibility, placing the blame on a group
of radical extremists, but their claims fell on deaf ears — the Chinese retaliated
quickly, bringing in troops stationed across the eastern border. With no
military of their own to speak of, Zapasnova had only the protection of a
small EFTF company stationed within its borders. Help was on the way, but
the biggest problem would be lasting until it arrived.

A note on turns:

Some scenarios specify that they last for a fixed number of turns.
This means that number of turns per player, not that number of
turns in total. Therefore, a scenario lasting six turns means each

player takes six turns, and not three per player.




SCENARIOIONESIONIZALRO)A SCENARIO LENGTH

An EFTF patrol encounters a PLA unit attempting to cross the border to  The scenario plays until one side wins.

join the invading forces.
POINTS MATCH
EEBEABRIEEING,

A single EFTF Infantry Section has been assigned to patrol a five-mile stretcch  units.
of the Zapasnovan border. Multiple Chinese units are already known to be

operating within the state, and you must prevent more from joining the YIC'TORY CONDITIONS
fight.

If playing with points, each side may spend up to 200 points on “Squad”

Standard shattering rules apply. In addition, the PLA may win this scenario

Units - ) by moving at least half of their number off the EFTF board edge.
One British Army Infantry Section (both teams)

You are one of a number of units attempting to
infiltrate across the Zapasnovan border, with an
objective to rejoin into the main force further in.
EFTF patrols are known to be operating in the
area, so be careful!

Units
One PLA Infantry Squad (drop team two)

SETUP

Each player should set up terrain however they
wish within their own deployment zone, using
only woods, rivers, and hills. The EFTF player

may set up terrain in the neutral area between
deployment zones.

SPECIAL RULES

There are no special rules for this scenario.
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Elsewhere on the border, the Chinese are bringing armoured units into
Zapasnova, using the confusion and panic caused by their infantry incursions
as a distraction. A small group of EFTF troops attempt to hold the road into
the town of Banesk against a PLA force with armoured support.

The town of Banesk was being evacuated even before the alert came in thata
PLA force had been spotted approaching from the east. You have a difficult
job ahead, but do not have to destroy the enemy — simply delaying them for
long enough for the civilians to reach safety will be enough.

Units
Two British Army Infantry Sections (both teams)

Your orders are to reach and hold the town of
Banesk, overrunning what little opposition is
known to be in the area.

Units
One PLA Infantry Squad (drop team three)
One PLA Type 99 MBT

SETUP
The PLA player may set up terrain as they see fit
within their deployment area, using only trees,

hills, and rivers.

The EFTF player may set up terrain on the rest of
the table as they see fit.

SPECIAL RULES

There are no special rules for this scenario.

SCENARIO LENGTH

The scenario plays for a maximum of four turns.

POINTS MATCH

If playing with points, the EFTF may spend up to 350 points (using “Squad”
units only), while the PLA may spend up to 500 points.

VICTORY CONDITIONS

To win this scenario, the PLA player must move at least one model over the
EFTF table edge by the end of the fourth turn. Anything else is a win for
the EFTF player.




Despite delaying tactics by EFTF infantry, overwhelming numbers
eventually brought the PLA into the town of Banesk. However, with their
own armoured units on the way, the EFTF were now in a position to try and
retake the town.

Many brave soldiers died attempting to keep the PLA out of Banesk, and

their deaths linger in your mind as you approach the occupied area.

Units
One British Army Infantry Sections (both teams)
Two British Army Challenger IT MBTs

Your orders are to reach and hold the town of
Banesk, overrunning what little opposition is
known to be in the area.

Units

One PLA Infantry Squad (all three teams)

One PLA Infantry Squad (drop teams two and
three)

Two PLA Type 99 MBTs

SETUP

The PLA player may set up terrain as they see fit
within their deployment area. The EFTF player
may set up terrain on the rest of the table.

There are no special rules for this scenario.

SCENARIO LENGTH
The scenario plays until one side wins.
POINTS MATCH

If playing with points, each side may spend up to 1000 points on any unit
types they wish.

VICTORY CONDITIONS

Standard shattering rules apply.




The PLA were eventually pushed out of Banesk, but at a huge cost to the
EFTF forces. With more PLA reinforcements on the way, a concerted
effort was called for to prevent them from fortifying their positions across
Zapasnova. Border patrols now had to be on the alert for attacks from both
directions.

Your border patrol has located a single PLA unit cut off from the bulk of
their force. While moving to intercept, however, a PLA armoured column
has approached you from behind.

Units
One British Army Infantry Sections (Team One only)
Two British Army Challenger II MBTs

The ambush worked perfectly. The EFTF patrol
moved in to attack your lone infantry squad, and your
waiting armoured units closed in for the kill.

Units

One PLA Infantry Squad (team one only)
Three PLA Type 99 MBTs

SETUP

The PLA player may set up terrain for the entire
table.

The PLA infantry deploy in the right-hand zone,
while the MBTs deploy on the left.

SPECIAL RULES

All EFTF units should be deployed facing the right-
hand PLA zone.

SCENARIO LENGTH

The scenario plays until one side wins.

POINTS MATCH
If playing with points, the EFTF player may spend up to 1000 points and
the PLA player up to 1200 points. The PLA player may place no more than

200 points in the right-hand deployment zone and may only use “Squad”
units in that zone. There are no other restrictions on unit types.

VICTORY CONDITIONS

Standard shattering rules apply.




A hilltop overlooking the town of Banesk holds the key to holding the area.
A series of concrete bunkers built during the cold war were sealed ten years
ago after a near-fatal accident involving local schoolchildren, but could be
broughtback into service fairly easily. In order to unseal the bunkers, however,
one side must first manage to hold the hill against their opposition.

We must take this hill at all costs.
objective...

We believe the PLA have the same

Units
Two British Army Infantry Sections (both teams)
One British Army Challenger II MBT

PLA BRIEFING

We must take this hill at all costs.
objective. ..

We believe the EFTF have the same

Units
Two PLA Infantry Squads (all three teams)
One PLA Type 99 MBTs

SETUP

One player sets up terrain, the other player chooses which deployment zone
to use.

SPECIAL RULES

If one player currently has more scenario wins than the other, they may
remove two rifleman models from their opponents army before the game
begins (representing the affects of attrition across their entire force in
Zapasnova).

At the end of each turn, each player scores one point for each of their infantry
models standing on the hill.

The scenario plays for five turns. Shattering rules are ignored for this
scenario, as neither side is willing to retreat.

POINTS MATCH

If playing with points, each player may spend up to 800 points, and each
must spend at least 300 points on “Squad” units.

VICTORY CONDITIONS

If one player completely wipes out their opponents army before the five turns
are over, they automatically win the scenario. Otherwise, the player with the
most points (from holding the hill) wins at the end of the fifth turn.

Still To Come:

Parts two and three of this series follow the progress of the Zapasnovan
war, as well as introducing additional Battlefield Evolution units.
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Victory n the

Narvow Seas

Coastal Forces in Victory at Sea

One of the most romantic, dashing and potentially hazardous duties
in the navies of the Second World War was to serve in one’s navy’s
Coastal Forces (abbreviated here to CF). Many navies showed a
passing interest in motor torpedo boats during the 1930s, with
designs offered by Britain and Germany being exported to several
European and other countries. The US developed a later interest,
eventually settling on standard designs from indigenous design houses
and from the UK. When war broke out the utility of small craft to
take the fight to the enemy in the “narrow seas” was quickly realised;
Germany built up considerable numbers of their famous Lurrsen-
designed  “Schnellboote”, or S-Boats (although these were often
known to the Allies as E-Boats, or “Enemy Boats”. After a few false
starts the RN built hundreds of Motor Torpedo Boats (MTBs) and
Motor Gun Boats (MGBs), with the most prevalent designs coming
from Vospers, Camper & Nicholson and Fairmile. The US standard
“PT Boats” were to become a familiar sight in the Mediterranean and
the Pacific, whilst the Italians built many fast, light and successful
MAS craft. The main fighting units were supported by a myriad
of gunboats, defence launches, motor minesweepers, minelayers and
coastal transports.

Coastal Forces actions tended to be fought at night so as to avoid
enemy aircraft (to which they were horribly vulnerable) and against
enemy convoys. Flotillas or squadrons would lie silently in wait
(“lying doggo” as the British would have it) or creep up quietly in

David Manley

the darkness before unleashing thrir torpedoes at the closest possible
point, then opening up the throttles to tear through or away from the
enemy to safety. Duels would be fought between the coastal boats and
convoy escorts, often consisting of converted trawlers and destroyer
escorts. Coastal boats also fought several battles against enemy fleet
units and other “heavies” — notable successes (and failures) include
British MTBs attacking the German raider “Stier” (the raider escaped
but two of her escorting Destroyer \escorts were sunk), US PT Boats
at the battle of Leyte Gulf, and Italian MAS boats operating against
British convoys in the Mediterranean during which MAS boats hit
and crippled HMS MANCHESTER (she was later scuttled).

Coastal forces boats were heavily armed with rapid firing guns,
from light machine guns up to 40mm cannon. Some even carried
automatic 6pdr and 4.5” guns. This array or weaponry could put
out devastating weights of firepower which posed a real threat to
other CF craft and to smaller escorts. Their gun armaments were
not much of a threat to larger vessels; these were more concerned
by the heavy torpedo armament that was often embarked; torpedo
boats packed 2, sometimes 4 heavyweight “fish”. Later in the war
more unusual weapons began to be embarked, with German and US
boats in particular sporting various rocket based weapons. The RN
didn’t use these, tending to favour the development of high explosive
shells fired from automatic guns. CF boats were also not lacking in
technical development. Small radar sets were developed for use in




boats of the USN and RN which proved to be extremely useful in
visualising and controlling night-time battles. In the early days of
CF use of radar it was common for a radar equipped boat or escort
to accompany a force of radar-blind vessels in order to vector them in
for a successful attack, and to guide them out to safety. German use
of radar was limited to a few S Boats; other navies didn’t deploy radar
on their small craft until after the war.

CF Vessels in Victory at Sea

Coastal forces vessels are represented in Va$ in a similar manner to
aircraft. A CF stand represents a section of 2 boats. They manoeuvre
like aircraft, so they have no turning score as such (unless indicated).
A flotilla or squadron will comprise between 2 and 4 stands of boats.
The exceptions are larger coastal vessels such as armed trawlers (and
the German equivalent, the VP Boat) and large landing craft. These
are represented individually, and are identified in the data tables as
having numerical Armour factors rather than the entry “Sp”; they
have a Target Number of 6.

Coastal Forces craft can only be engaged by a ship’s secondary and
AAA weapons. 6” guns and larger cannot train effectively on these
small targets. CF vessels can, of course, engage each other with their
AAA weapons. Firing at CF vessels follows the same basic principles
as firing at other targets, with the following exceptions.

Armour and Target Numbers — these are combined in the following
special rule. A hit represents effective fire hitting within the formation
rather than hits on the vessels themselves (although they may actually
be hit). The effect of this fire may be to damage the boats, force them
to break off an engagement or both. For each hit scored roll a d6:

1,2, 3 — the section is driven off. It cannot fire torpedoes this turn
and must make its next move at maximum speed directly away from
firer.

4 — as above, plus the section takes 1 hit.

5,6 — the section is damaged, taking 1 hit but it may still fire torpedoes
(coolness under fire!)

Depth Charge Attack

British Coastal Forces developed a tactic whereby they dropped
depth charges close to enemy vessels in the hope that the underwater
explosions form the depth charges would damage the ship. To conduct
a DC attack the boat section must be moved into contact with the
target vessel. If it survives enemy fire it may then conduct an attack.
Roll a d6. On a4+ the attack is successful. Treat the target as if it has
been hit by a 6DD, AP attack.

Smoke Screens

All British MTBs and MGBs, US PT Boats, German S Boats and R
Boats carry smoke dischargers or smoke floats. These allow a section
to deploy a smoke screen using the standard smoke rules. Each section
can do this only once per game.

Coastal forces Data Tables

The following table summarises the statistics for costal forces vessels
and other ships that fought in the Narrow Seas. All use the Special
Armour and target rule above UNLESS there is a value in the Armour
column, in which case they use the normal rules.

Table Notation:

Torpedoes — AD/DD/X/Y : X = A if AP, otherwise -, Y = “R” if 1
reload, “S” if single shot
Example: 2/4/A/R = 2 Attack Dice, 4 Damage Dice, AP trait, 1 Reload

Sec X” = secondary armament, range X”. All secondaries are “weak”,
1 AD, 1 DD

Roc X” = rocket armament instead of torpedoes may be carried.
Range X”, 1 AD, 2 DD, single shot

DC = carried depth charges. Range 07, AD2, DD2. All are single
shot




Type | Speed | Turn | Target | Armour | Damage | Traits | Torps | AAA | Other
USA

PT Boat 8” AA 5+ Sp 3 - 4/4/A/S 5/1/1 Roc 67
Patrol Boat 37 AA 5+ Sp 3 - - 5/1/1 Roc 6”
UK

MTB 8” AA 5+ Sp 3 -- 2/4/A/S 5/1/1 DC
MGB 8” AA 5+ Sp 3 - -- 5/2/1 Sec 4”
Fairmile “D” MTB 8” AA 5+ Sp 3 -- 2/4/A/S 5/1/1 Sec 4”
Steam Gun Boat 7" AA S5+ Sp 3 - 2/4/A/S 5/2/1 Sec 6”
Germany

S-Boat 8” AA 5+ Sp 3 -- 2/4/A/R 5/1/1 Roc 47**
R Boat & | AA | 5+ Sp 3 - - 5/1/1 DC
VP Boat 3” 2 5+ 4+ 2 - - 5/1/1 Sec 67, DC
Italy

MAS boat 9” AA 5+ Sp 3 -- 2/3/-1S 5/1/1

MS boat 8” AA 5+ Sp 3 - 2/4/A/R 5/1/1 DC
Generic

Armed Trawler 3” 2 5+ 4+ 2 -- - 5/1/1 Sec 6”7, DC
Landing Craft 3” AA S5+ Sp 2 -- -- -




Detailed MTB Table

Type | Speed | Turn | Target | Armour | Damage | Traits | Torps | AAA | Other
USA

PT Boat 8” AA 5+ Sp 3 - 4/4/A/S 5/1/1 Roc 6”
Elco MGB 8” AA S5+ Sp 3 -- -- 5/2/1

LCP/LCVP 37 | AA | 5+ Sp 2 ~ ~ -

LCM 3 | AA | 5+ Sp 2 ~ - ]

SC-1 4” AA 5+ Sp 3 -- - 5/1/1 Sec 87
SC-497 (fast) 5” AA 5+ Sp 3 - -- 5/1/1 Roc 67
SC-497 (slow) 3” AA 5+ Sp 3 - -- 5/1/1 Roc 67
UK

Vosper 72° MTB 8” AA 5+ Sp 3 - 2/4/A/S 5/1/1 DC
Vosper 61 MTB 8” AA 5+ Sp 2 - 2/3/-1S 5/1/1

Vosper 73° MGB 8 AA 5+ Sp 3 - - 5/1/1 Sec 6”
Vosper 73° MTB 8" AA 5+ Sp 3 - 4/3/-1S 5/1/1

Elco MTB 8” AA 5+ Sp 3 - 2/4/A/S 5/1/1

Fairmile “A” ML 5” AA S5+ Sp 3 -- -- 5/1/1

Fairmile “B” ML 4” AA 5+ Sp 3 -- -- 5/1/1

Fairmile “C” MGB 4” AA 5+ Sp 3 - - 5/2/1 Sec 4”
Fairmile “D” MTB 8” AA 5+ Sp 3 -- 2/4/A/S 5/1/1 Sec 4”
Denny SGB 7’ AA 5+ Sp 3 - 2/4/A/S 5/2/1 Sec 6”
70 MGB 8” AA 5+ Sp 3 -- - 5/2/1 Sec 47
70° MA/SB 7 AA 5+ Sp 2 -- - 5/1/1 DC
BPB MTB 8” AA 5+ Sp 3 - 2/3/-1§ 5/1/1 DC
C& N MTB 77 AA 5+ Sp 3 - 4/3/-1S 5/1/1 DC
Thorneycroft MTB 8 AA S5+ Sp 3 - 2/3/-1§ 5/1/1 DC
White 72° MTB 8” AA 5+ Sp 3 -- 2/3/-1§ 5/1/1 DC
Landing Craft Gun 37 2 5+ 4+ 2 - -- 5/2/1 Sec 10”
Armed Trawler 3” 2 4+ 4+ 2 - -- 5/1/1 Sec 6”




Type | Speed | Turn | Target | Armour | Damage | Traits | Torps | AAA | Other
Netherlands

TM.3 8” AA 5+ Sp 3 -- 2/3/-1S 5/1/1

AD AM 3 | AA | 5+ Sp 3 - - 5/1/1

Germany

S-Boat (S1-S25) 77 AA 5+ Sp 3 -- 2/4/A1S 5/1/1

S-Boat (S26+) 8” AA 5+ Sp 3 -- 2/4/A/R 5/1/1 Roc 47**
R1 © | AA | s Sp 3 - - 5/1/1 DC
R17 47 AA 5+ Sp 3 -- - 5/1/1 DC
R25 & | AA | 5+ Sp 3 - - 5/1/1 DC
R41 4" AA 5+ Sp 3 -- - 5/1/1 DC
VP Boat 3” 2 4+ 4+ 2 - - 5/1/1 Sec 67, DC
Italy

MAS boat 9” AA 5+ Sp 3 - 2/3/-1S 5/1/1

MAS 438 77 AA 5+ Sp 2 -- 2/3/-1S 5/1/1 Sec 8”
MAS 427 6” AA 5+ Sp 2 - 2/3/-1S 5/1/1 Sec 8”
MS boat 8” AA 5+ Sp 3 -- 2/4/A/R 5/1/1 DC
Japan

PT1 8” AA 5+ Sp 2 -- 2/3/-1S 5/1/1

PT10 6” AA 5+ Sp 2 -- 2/3/-1S 5/1/1

PT101 8” AA 5+ Sp 2 -- 2/3/-1S 5/1/1

T35 77 AA 5+ Sp 3 -- 2/3/-1S 5/1/1

Hayabusa 7 AA 5+ Sp 3 - 5/1/1

Daihatsu 37 AA 5+ Sp 3 -- 5/1/1

Yugoslavia

D.2 3 | AA | 5+ Sp 3 B - 5/1/1

France

VTB 8 8” AA 5+ Sp 3 -- 2/3/-1S 5/1/1 DC
CH.1 47 AA 5+ Sp 3 - -- 5/1/1 Sec 8”
CH.5 3” AA 5+ Sp 3 -~ -- 5/1/1 Sec 87
Russia

D3 8” AA 5+ Sp 2 -- 2/3/-1S 4/1/1

G5 8” AA 5+ Sp 3 -- 2/4/A1S 5/1/1 Roc 4”, DC **
MO-4 5” AA |5+ Sp 3 - - 5/2/1 Sec 6”
Notes

**§ Boats may carry rockets in scenarios set in 1945 only.
** G5 can only carry DC if torpedoes are removed.




The New Wave in Science Fiction Wargaming

Now that Battlefield Evolution is well and truly upon us, people have already
started to express an interest in Starship Troopers Evolution. When? What?
Can we use our old miniatures? What new goodies are in store for us?

We can understand everyone’s excitement over Starship Troopers Evolution.
It is based on the same game system as the original, though everything has
been tightened, streamlined, and developed to give a far more tactical game.
The design of the best miniatures in the old range have been retained, the
others improved and, to top it all off, everything will come pre-painted,
saving you the trouble of creating forces from scratch, and allowing you to
get straight into the game itself.

l{() TOTYPE)

Mobile Infantry Light Armour Squad

Matthew
Sprange

Release Dates

The full production cycle for Starship Troopers Evolution (or SST Evo, as we
call it in the office) is just about to begin as I type this. We are looking at an
August release, though before that you should find sample minjatures and
demo kits at your local store. Like Battlefield Evolution, there will be four
armies to collect from the outset (the Mobile Infantry, Arachnids, Skinnies
and Forth), with each army getting two different box sets in August. Every
month thereafter, you will see one new box set for each army, giving you new
choices and options as you build up your forces into a mighty, undefeatable
war machinel!

The inidal releases for Starship Troopers Evolution in August will look like
this;

Mobile Infantry Grizzly Exosuits

Mobile Infantry Light Armour Troopers

Arachnid Warrior Bugs (12 in a pack so you can build your forces quickly!)
Arachnid Tanker Bug

Skinnie Raiders

Skinnie Soldiers

Forth Fenos Fighting Machines

Forth Fenirs Command Fighting Machines




PROTOTYPE

Forth Fenirs Command Fighting Machine

The Game

The basic rules sheet for Starship Troopers Evolution is exactly the same as
that for Battlefield Evolution, as it will be for every Evolution game — this is
one of the key advantages of the Evolution system. Learn to play one, and
you will be able to play them all!

You can download the rules sheet for Battlefield Evolution from our web site,
and get a head start on learning how to play Starship Troopers Evolution.

In October, we will be releasing the Starship Troopers Evolution Advanced
Rulebook. There will be all sorts of goodies in this full colour tome, including
pages upon pages of background information on all the armies, new scenarios
and, of course advanced rules. These will include details on how to include
Structures in your games, Air Units, reserves and, of course, tunnelling.

Starship Troopers Evolution itself is just undergoing its last playtesting cycle.
However, we are a generous bunch here at Mongoose, and we value our
regular customers greatly. So, without further ado, here are the (current)
unit cards for the first wave of Starship Troopers Evolution releases. By using
the original Starship Troopers miniatures, or proxying them with others in
your collection, you can be among the first to play the new game!

Simply use the basic scenario detailed in the Battlefield Evolution rules sheet
and play away!

You will immediately find that, though this game uses the same rules as
Battlefield Evolution, it plays in a very, very different manner. This is one
of the things we like about the system — by including the special rules on the
unit cards, we can alter the feel and balance of the core game to cover any
skirmish type of battle game, from ancients, through World War II, to the

furthest reaches of science fiction.

Do not be afraid to use cover, even if you are playing heavily armoured
troopers or fighting machines, as there are some very powerful weapons out
there!  Also, remember to stay mobile, particularly if you are playing the
Mobile Infantry or are fighting Arachnids. Those new tunnelling rules can
seriously catch you off guard, and all the Pee-Wees in the world will not help
you when the warrior bugs start popping out of the ground.

Oh, and pay particular attention to the rules for Shattering an opponent’s
army when fighting Arachnids. The bug player cannot simply put all or
most of his army underground before the battle begins, as he will find he
loses very quickly! Instead, he will be better served by placing a few choice
units underground to terrorise the enemy and get them moving away from
their back line — straight into the path of a horde of warriors and tankers!

PROTOTYPE)

Arachnid Warrior Bug
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Mobile Infantry Grizzly Exosuits

That is all I will say for now on tactics and stratagems. The rest I will leave
you to discover for yourself. . .

.ooking Ahead

So, what can you look forward to in the weeks and months beyond August?
Well, there will be plenty of new units for every army. Some will seem
familiar, such as Military Intelligence Agents who can detect tunnelling
bugs, Skinnie Venerables, and Plasma Bugs. Others will be all new designs,
such as the Forth fighting machines and the Skinnie Starlight Skimmers.
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Forth Berekose design schematics

Skinnie Raider Leader concept art

And yes, the Mobile Infantry will be getting their air units very
early in the release schedule — right after the rules for air units
are published in the advanced rulebook, in fact!

There will also be a worldwide online campaign that will be
used to advance the Starship Troopers timeline (already moved
on since the original game!), new scenarios, and some other bits
and pieces that must, for now, be kept under wraps.

From now until August, you will also see regular updates on
the progress of Starship Troopers Evolution in Signs & Portents
— prototype models, drawings of new designs, sneak peeks at
the new background and, of course, battle reports just as soon
as the first lot of production models reach our office.

Starship Troopers Evolution heralds everything we have been
aiming for with pre-painted miniatures and the Evolution
system itself. All that remains is for you to get involved and
experience the depth and breadth of the Starship Troopers

universe. . .
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Wargaming Online Reviews

by Nick Robinson

Wargaming Online is 75¢ web resource for wargamers and regular gamers alike - it’s invaluable for PDF products and those
times when you need the rules for that hot game 7ighr now, no waiting... so check out www.wargamingonline.com today!

Graveyard Dash
Format: Board Game; Players: 2-4; Time: 15-45 minutes
Publisher: Bad Baby Productions

The first of the Bad Baby games for review is ‘Graveyard Dash’, a game for 2 to 4
players. The board and pieces were clear and functional and the rules both simple to
grasp and clearly written. The aim is to get out of the graveyard once the restless dead
begin to rise up from the earth looking for brains.....

Simple and quick the game itself was full of interesting tactical decisions, although the
human players learnt late on that the best way for them to succeed was to cooperate -
at which point the zombie player ended up being failing to stop any one player from
escaping. That being said the game was close right up until the last turn (of about 16)
when it all fell apart for the zombies (literally). Various tactics were employed by the
humans (holy water is a devastating one shot weapon, but getting tooled up from the
gardener’s shack is the way to go from our brief outing). With a couple of dice rolls
the game could have turned out very differently (all the human players came close to
being caught and eaten at one stage or another), but in the end the forces of darkness
were driven back and the humans escaped to raise the alarm.

Overall we had fun with this game, and it does have potential to play more than a
few times, especially as the zombies appear randomly and with less human players the
game becomes a lot easier for the zombies.

The Hamster that Ate the World

Format: Board Game; Players: 2; Time: 15-30 minutes
Publisher: Bad Baby Productions

A two player game that evokes childhood memories of a bizarre Chinese television
show I used to watch at the age of about 5. One player is a giant 200 foot tall hamster
called Mr. Chip, the other the military forces arrayed against Mr. Chip to prevent
his rampage. The human player gets to use all sorts of nice units against the fearsome
rodent - infantry, tanks, helicopters, artillery and nukes are all deployed - yet Mr.
Chip is one tough hamster! Different cities have the capacity to produce different
units, with only the largest having the capacity to purchase nukes. The game is fast
and fun (and more than a little silly), but the tactics involved tend to be a bit limited
as Mr. Chip normally makes a bee-line (hamster-line?) towards the biggest cities to
reduce the ability of the human player to get new units into play.

Two things are vitally important factors in the game. First there is the production of
new units for the human player. To win the player needs to build lots of different

units in addition to the nukes. Nukes can slow down and really hurt Mr. Chip, but
they are unlikely to be able to stop the giant rodent on their own. Secondly Mr.
Chip regenerates his injuries and can mutate and grow still further. This is a random
element to the game that can really throw a spanner in the works for the human

player.

It is possible to stop Mr. Chip with other units but the use of nukes tended to
dominate in the games we played. As a one-off or occasional game The Hamster
That Ate the World is a nice diversion, but has less ability to be replayed than either
Graveyard Dash or Kung Fu U.

Kung Fu U

Format: Card Game; Players: 2; Time: 30 minutes
Publisher: Bad Baby Productions

A two player card game that is fun and furious. With players able to create their own
decks from the cards given with a variety of different combat styles (Crane, Monkey,
Tiger, Dragon and so on) making each player’s deck unique. The rules are simple and
well written (as is my experience with all the Bad Baby Games I have tried) and make
for a fast flowing game. The ability to build your own unique deck with a variety of
attack, defence and manoeuvre cards, plus special cards for each martial arts school,
makes this a game that you can come back to again and.

The main game mechanic is simple, each player rolls an activation dice at the start
of each turn, any card that has a speed rating equal to or less than the die roll can be
used to attack another player (or to defend with). This makes deck construction a
balancing act between low speed ratings but less powerful cards and the high powered
high speed rating cards that may end up not being used if the dice rolls are poor.
Another nice feature is that as each player takes damage the abilities that each card
provides are downgraded, making every blow count all the more.

At the usual Bad Baby price of $5 this game is ridiculously good value for the amount
of fun that can be gotten out of it. If there is one gripe with the game it is that some
of the cards are poorly laid out, with some of the text partially obscured. Although
this does not affect the game in any way (I can clearly make out what each card says
without a problem) it does detract a little from the experience. Mind you this is a very
minor quibble and I can wholeheartedly recommend this game!

The mechanics of this game are very similar to those used in other Bad Baby Games,
Comic Book Heroes and Robot Jock, so if you do happen to like this game you could
try one of these others as well!




FIVE CARD BLIND

RATIT T

A Battlefield Evolution scenario from
the advanced rulebook

A deep patrol in contested territory results in two enemy squads
identifying each other’s position. Not wishing to risk their men unnecessarily,
the squad leaders hurriedly call for reinforcements, not knowing who is in
the area.

Briefing

Your patrol route has taken you far from the rest of your company but it is
a relief to know many other allied forces are in the area. Reconnoitring the
battlefield, you spy your opposite number, an enemy squad. Hurriedly, you
request reinforcements, hoping that the enemy has not spotted you...

O  You may choose any one Squad unit to be deployed as normal. You
may not select any options for this unit.

O  Shuffle all the unit cards you have for your army. Deal out the first five
cards from the bottom of the deck. These are the Reserves that have
been sent to aid you in the battle. You may not select any options for
them.

O  Both players roll a dice. The lowest scoring player deploys his army
first and takes the first turn.

O At the beginning of their turn each player should roll a dice for each
unit of Reserves. On a 5 or more, the unit will appear on the table
from the player’s edge, anything else and the unit is still considered to
be racing towards the battlefield. The player may add a cumulative +1
bonus to this roll for every turn after the first.

Scenario Rules

The scenario will last until the Victory Conditions are met.

Victory Conditions
The game ends when one army destroys every unit in the other to declare
victory.

Player 1 Deployment Zone

Player 2 Deployment Zone
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A common image from World War II is of Russian
infantry clustered on the top of tanks, using them
as makeshift transports. Due to the nature of
modern warfare, this is something less seen today,
but that is no reason for players not to give it a
try, especially if you need to ferry troops quickly
across the battlefield.

These rules are purely unofficial, but you might
finds them fun to use in friendly games.

Hitching a Lift
Any single fire team may use a friendly main battle
tank as a transport.

Marines hitch a ride on the back of an Abrams tank

TANK RIDERS

Getting From A to B, Without an APC

Models may mount the tank simply
by moving on to it, and may leave
with a Move action in the same way.
If models either mount or leave the
tank, than both the models and the
tank may only take a single action in
that turn. All models may fire from the
tank at a —1 penalty to their Damage
Dice if the tank takes a Shoot action.
The tank’s main gun (the one with the
highest Damage Dice) may not fire if
any models are being carried.

If the tank is destroyed, every model
on board will immediately suffer a D10
Damage Dice.

In addition, if the tank is attacked in
any way by a weapon rolling a Damage
Dice of D10 or more, every model it
carries will suffer one Damage Dice of
the same type that the tank is attacked
by. These are considered to be bonus
Damage Dice

For example: If a Type 99 carrying
a PLA fire team is attacked by a
Challenger 2’s main gun, every model
it carries will take a D10+4 Damage
Dice.

A fire team carried by a tank may be
attacked as normal, simply by being

Tank riders are very vulnerable to enemy fire!

within the Fire Zone. They will not receive the
benefit of Cover or of being Obscured by the tank
itself.

Tactics

As will be clear, riding a tank in this way can be
extremely risky for infantry in a combat zone.
Any weapon capable of hurting the tank itself
will likely blow them apart, and they will be very
exposed to anti-personnel weapons. However,
you may find it worthwhile if your force is lacking
in armoured transports and your infantry needs to
cover a lot of ground in a hurry.




OOSE PU S &
ARGAMI

IBattlefieldiEvolution) MGP 112004 Character Pack II $9.95
MGP 444101 EFTF British Army Infantry Section $29.95 (Brother of the Crystal Star, Amazon of Telchos, Shadakai Buccaneer)
MGP 444102 EFTF Challenger 2 Main Battle Tank $24.95 MGP 112005 Gourgaz $9.95
MGP 444103 USMC Infantry Squad $29.95 MGP 112006 Drakkarim $9.95
MGP 444104 ~ USMC M1A2 Abrams Main Battle Tank $24.95 MGP 112007 Doom Wolves and Giaks $9.95
MGP 444105 PLA Infantry Squad $29.95 MGP 112008 Helghast and Crypt Spawn $9.95
MGP 444106 PLA Type 99 MBT $24.95
MGP 444107  MEA Infantry Squad $29.95 IMighty/Armies)
MGP 444108 MEA Technicals Squadron $29.95 MGP 9901 Ores Box Set $24.95
MGP 444109 EFTF British Army Command Section & Warrior ~ $29.95 MGP 990101 Orc Trebuchet $9.95
MGP 444111 MEA Fedayeen Squad $29.95 MGP 990102 Orc Hydra Tamer $9.95
MGP 444112 PLA WZ551 IFV $24.95 MGP 9902 Barbarians Box Set $24.95
MGP 444114 USMC Shadow RST-V Squadron $29.95 MGP 990201 Barbarian Berserkers $4.95
MGP 990202 Barbarian War Mammoth $9.95
MGP 990203 Barbarian Chariots $8.95
fatiSea) MGP 9903 Wild Elves Box Set $24.95
MGP 4050 Victory at Sea Main Rulebook $29.95 MGP 990301 Wild Elf Chariots $8.95
MGP 4051 Victory at Sea Counter Sheets $19.95 MGP 990302 Wild Elf Treeman $9.95
MGP 9904 Undead Box Set $24.95
MGP 990401 Undead Bone Giant $8.95
I5IMiniatures) MGP 990402 Undead Death Knight Cavalry $8.95
MGP 331001 Minbari Wartior Caste Box Set $29.95 MGP 9905 Dwarves Box Set $24.95
MGP 331002 Narn Warriors Box Set $29.95 MGP 990501 Dwarf Engine of War $9.95
MGP 331003 Centauri Royal Guard Box Set $29.95 MGP 990502 Dwarf Great Cannon $9.95
MGP 331004 EarthForce Personnel Box Set $29.95 MGP 9306 Sorcerer’s Legion Box Set $24.95
MGP 331005 Vorlons Box Set $29.95 MGP 990601 The Coven $9.95
MGP 990602 Demon Avatar $9.95
ParanoiatMiniatures
MGP 66301 Troubleshooters Box Set $14.95 ACAN®AETS
MGP 66302 Bots Box Set $14.95 MGP 3343 A Call to Arms — Revised Edition $49.95
MGP 66303 Internal Security Box Set $14.95 MGP 3382 A Call to Arms Starter Set $9.95
MGP 3384 Sky Full of Stars Counter Set $19.95
MGP 334306 Sky Full of Stars $34.95
ifoneyw,oliMiniatures) MGP 334307 The Earth/Minbari War $19.95
MGP 112001 Kai Lords Blister Pack $9.95 MGP 3360 Earth Alliance Fleet Box Set $99.95
MGP 112002 Giaks Blister Pack $9.95 MGP 336001 Hyperion Heavy Cruiser $8.95
MGP 112003 Character Pack I $9.95 MGP 336002 Omega Destroyer $12.95
(Magician of Dessi, Dwarven Gunner of Bor, Sommerlund Knight of the Realm) MGP 336003 Starfury Fighter Wing $2.95
MGP 336004 Thunderbolt Fighter Wing $2.95




MGP 336005
MGP 336006
MGP 336007
MGP 336008
MGP 336009
MGP 336010
MGP 336011
MGP 336012
MGP 336013
MGP 336014
MGP 336015
MGP 336016
MGP 336017
MGP 336018
MGP 336019
MGP 336020
MGP 336021
MGP 336022
MGP 336023
MGP 336024
MGP 336025
MGP 336027
MGP 336028
MGP 3373

MGP 3361

MGP 336101
MGP 336102
MGP 336103
MGP 336104
MGP 336105
MGP 336106
MGP 336107
MGP 336108
MGP 336109
MGP 336110
MGP 336111
MGP 3376

MGP 3362

MGP 336201
MGP 336202
MGP 336203
MGP 336204
MGP 336205
MGP 336206
MGP 336207
MGP 336208
MGP 336209

Nova Dreadnought

Avenger Heavy Carrier

Artemis Heavy Frigate

Oracle Scout Cruiser

Orestes System Monitor
Poseidon Super Carrier

Tethys Cutter

Warlock Advanced Cruiser
Olympus Corvette

Babylon 5 Diplomatic Station
Hermes Transport

Explorer Survey Ship
Sagittarius Missile Cruiser
Shadow Omega

Apollo Cruiser

Chronos Frigate Box Set

Orion Starbase

Omega Command Destroyer
Poseidon Super Carrier Box Set
Delphi Scout

Chronos Frigate

Marathon Advanced Cruiser
Nemesis Advanced Destroyer
Earth Alliance Reinforcements Box Set
Minbari Federation Fleet Box Set
Sharlin Warcruiser

Nial Fighter Flight

Minbari Flyers

Neshetan Gunship

Tigara Attack Cruiser

Leshath Heavy Scout

Morshin Carrier

Tinashi War Frigate

Troligan Armoured Cruiser
Torotha Assault Frigate

Tishat Light Fighter

Minbari Federation Reinforcements Box Set
Centauri Republic Fleet Box Set
Centurion Attack Cruiser
Vorchan Warship

Sentri Fighter Flight

Primus Battle Cruiser

Altarian Destroyer

Maximus Frigate

Balvarin Carrier

Corvan Scout

Dagan Strike Cruiser

MGP 336210
MGP 336211
MGP 336212
MGP 336213
MGP 336214
MGP 336215
MGP 336216
MGP 336217
MGP 336218
MGP 3378

MGP 3363

MGP 336301
MGP 336302
MGP 336303
MGP 336304
MGP 336305
MGP 336306
MGP 336307
MGP 336308
MGP 336309
MGP 336310
MGP 336311
MGP 336312
MGP 336313
MGP 3374

MGP 3364

MGP 336401
MGP 336402
MGP 336405
MGP 336403
MGP 336404
MGP 3369

MGP 336501
MGP 336502
MGP 336503
MGP 336504
MGP 336505
MGP 3370

MGP 336506
MGP 336507
MGP 336508
MGP 336509
MGP 336510
MGP 336514
MGP 3372

MGP 336515
MGP 336516

Darkner Fast Attack Frigate
Haven Patrol Boat

Kutai Gunship

Mograth Frigate

Octurion Battleship

Razik Light Fighter

Rutarian Heavy Fighter

Sulust Escort Destroyer
Centauri Adira Royal Battleship
Centauri Republic Reinforcements Box Set
Narn Regime Fleet Box Set
G’Quan Heavy Cruiser
Sho’Kos Light Scout Cruiser
Ka'Toc Battle Destroyer

Frazi Fighter Flight

T’Loth Assault Cruiser

Bin'Tak Dreadnought

Gorith Fighter Flight

G’Karith Patrol Cruiser
Rongoth Destroyer

Sho'Kar Light Scout Cruiser
Thentus Frigate

Var’'Nic Destroyer

Dag’Kar Missile Frigate

Narn Regime Reinforcements Box Set
ISA Fleet Box Set

Victory Class Destroyer

White Star

White Star Gunship

White Star Fighters

White Star Carrier

Vree Conglomerate Fleet Box Set
Vree Fighters

Vree Vaarl Scout Saucer

Vree Xill Battle Saucer

Vree Xorr War Saucer

Vree Xarr Patrol Boat

Drazi Freehold Fleet Box Set
Drazi Sunhawk

Drazi Stormfalcon

Drazi Star Snake Fighter Flight
Drazi Strikehawk

Drazi Warbird Cruiser

Drazi Sky Serpent Heavy Assault Fighter Flight
Brakiri Syndicracy Fleet Box Set
Brakiri Avioki Heavy Cruiser
Brakiri Brokados Battle Cruiser

$7.95
$6.95
$5.95
$7.95
$19.95
$2.95
$2.95
$7.95
$49.95
$49.95
$99.95
$12.95
$7.95
$6.95
$2.95
$12.95
$19.95
$2.95
$8.95
$8.95
$7.95
$7.95
$8.95
$7.95
$49.95
$99.95
$29.95
$7.95
$14.95
$9.95
$24.95
$99.95
$2.95
$7.95
$9.95
$7.95
$5.95
$99.95
$8.95
$12.95
$2.95
$8.95
$8.95
$2.95
$99.95
$12.95
$12.95




MGP 336517
MGP 336518
MGP 336519
MGP 336520
MGP 3371

MGP 336523
MGP 336524
MGP 336525
MGP 336526
MGP 336527
MGP 3366

MGP 336601
MGP 336602
MGP 336603
MGP 336604
MGP 336605
MGP 3367

MGP 336701
MGP 336702
MGP 336703
MGP 336704
MGP 3368

MGP 336801
MGP 336802
MGP336803
MGP 3380

MGP 3365

MGP 336811
MGP 336812
MGP 336813
MGP 336814
MGP 336815
MGP 336816
MGP 336817
MGP 336818
MGP 336901
MGP 336902
MGP 336903
MGP 336905
MGP 336904
MGP 3383

MGP 3377

MGP 336920
MGP 336921
MGP 336922
MGP 336923
MGP 336924

Brakiri Halik Fighter Killer
Brakiri Ikorta Assault Cruiser
Brakiri Tashkat Cruiser

Brakiri Falkosi Interceptor Flight
Abbai Matriarchy Fleet Box Set
Abbai Shyarie Jammer Frigate
Abbai Lakara Cruiser

Abbai Bimith Defender

Abbai Miliana Carrier

Abbai Tiraca Frigate

Vorlon Fleet Box Set

Vorlon Destroyer

Vorlon Heavy Cruiser

Vorlon Light Cruiser

Vorlon Transport

Vorlon Fighter Flight

Shadow Fleet Box Set

Shadow Ship

Shadow Fighter Flight

Shadow Scout

Shadow Hunter

Civilians Ships Box Set
Civilian Freighter

Civilian Tanker

Space Liner

Drakh Fleet Book

Drakh Fleet Box Set

Drakh Light Raiders

Drakh Heavy Raiders

Drakh Cruiser

Drakh Fast Destroyer

Drakh Scouts

Drakh Light Cruiser

Drakh Carrier

Drakh Mothership

Raider Battlewagon

Raider Strike Carrier

Raider Delta-V Fighter Flight
Raider Double-V Fighter Flight
Raider Double-V Fighter Box Set
Dilgar Imperium Fleet Book
Dilgar Imperium Fleet Box Set
Dilgar Mishakur Dreadnought
Dilgar Jashakar Scout Ship
Dilgar Thorun Dartfighter Flight
Dilgar Tikrit Heavy Cruiser
Dilgar Ochlavita Destroyer

MGP 336925 Dilgar Wahant Heavy Assault Ship
MGP 336926 Dilgar Rohrit Assault Ship
MGP 336927 Dilgar Targrath Strike Cruiser
MGP 336928 Dilgar Mankhat Dreadnought
MGP 336929 Dilgar Omelos Light Cruiser
MGP 336930 Dilgar Garasoch Heavy Cruiser
MGP 336931 Dilgar Kahtrik Assault Ship
MGP 3387 The Ancients Boxed Set
StarshipyFroopersiMiniaturesiGame)

MGP 9100 Starship Troopers Miniatures Game
MGP 9101 Mobile Infantry Army Book

MGP 9102 Arachnid Army Book

MGP 9103 The Klendathu Invasion

MGP 9104 Skinnies Army Book

MGP 9105 The Roughnecks Army Book

MGP 9106 Starship Troopers Miniatures Game Hardback
MGP 9107 The Pathfinders Army Book

MGP 9108 Starship Troopers Painting Guide

MGP 910001 Mobile Infantry Cap Troopers Box Set
MGP 910002 Arachnid Warrior Bugs Box Set

MGP 910003 Heroes of the Mobile Infantry Box Set
MGP 910004 Tanker Bug Box Set

MGP 910005 Firefries Box Set

MGP 910006 CHAS Box Set

MGP 910007 M8 Marauder ‘Ape’ Box Set

MGP 910008 M9 Marauder ‘Chickenhawk’ Box Set
MGP 910009 Hopper Bugs Box Set

MGP 910010 Brain Bug Box Set

MGP 910011 Female Cap Troopers Box Set

MGP 910014 Skinnie Raiders

MGP 910015 Reliant Gun Platforms Box Set

MGP 910016 MI WASP Troopers Box Set

MGP 910017 Skinnie Militia

MGP 910019 Blister and Blaster Bugs Box Set

MGP 910020 Plasma Bug Box Set

MGP 910023 Control Bugs Blister Pack

MGP 910024 Pathfinder K9 Squad Box Set

MGP 910025 Pathfinder Troopers Squad Box Set
MGP 910029 Burrower Bugs

MGP 910030 Mobile Infantry Support Missiles Box Set
MGP 910031 Mantis Assassin / Hunter Bug

MGP 910032 The Roughnecks Box Set

MGP 910034 TAC UAV

MGP 910035 Stalwart Bug Field Generators

MGP 910036 M9 Marauder ‘Nighthawk’

$12.95
$12.95
$12.95
$12.95
$12.95
$12.95
$12.95
$49.95

$74.95
$19.95
$19.95
$14.95
$19.94
$12.95
$29.95
$14.95
$9.95

$19.95
$19.95
$14.95
$34.95
$24.95
$14.95
$19.95
$19.95
$24.95
$29.95
$24.95
$24.95
$24.95
$24.95
$29.95
$24.95
$39.95
$9.95

$29.95
$24.95
$24.95
$19.95
$14.95
$24.95
$14.95
$19.95
$24.95




MGP 910037 Guard Bugs Box Set

MGP 910038 Spider Bugs

MGP 910040 King Tanker

MGP 910041 Veteran Cap Troopers Box Set

MGP 910042 M8 Marauder ‘Bigfoot

MGP 910043 Micro Support Platforms

MGP 910046 Cliff Mites

MGP 910047 Infiltrator Bug

MGP 910048 Arachnid Warrior Bug Mega Swarm Box Set

MGP 910049 MI Cougar Exo Suits

MGP 910050 MI Grizzly Exosuits

MGP 910051 Skinnie Warchief

MGP 910052 Overseer Bug

MGP 910053 Mobile Infantry Mark IT K9 Squad

MGP 910054 Skinnie Lord

MGP 910055 Skinnie Venerables

MGP 910056 Skinnie Tyrant

MGP 910057 Skinnie Guards

MGP 910058 Skinnie General and Elite Guard

MGP 910060 Skinnie Leader of Slaves

MGP 910063 Skinnie Slaves

MGP 910064 Skinnie Cabal

MGP 910071 Skinnie Speeder Bikes

MGP 910072 Skinnie Heavy Speeder

MGP 910083 Skinnie Soldiers Heavy Weapons Blister

MGP 910084 Skinnie Guard Heavy Weapons Blister

MGP 910085 Light Armour Troopers Specials

MGP 910086 Grizzly Officer

MGP 910087 Cougar Officer

MGP 910088 Power Suit Specials

(GangsofiMega CityOne}

MGP 7050 Gangs of Mega-City One Box Set

MGP 7051 Street Gang Box Set

MGP 7052 Top Dog  Blister Pack

MGP 7053 Punks & Juves Blister Pack

MGP 7054 Street Judges Blister Pack

MGP 7055 Specialists I Blister Pack
(Batter, Blitzer and Futsie)

MGP 7056 Judge Specialists I Blister Pack
(Med Judge, Tek Judge and Psi Judge)

MGP 7057 Fatty Blister Pack

MGP 7058 Judge Specialists IT Blister Pack$9.95
(SJS and Riot Squad Judges)

MGP 7059 Specialists II Blister Pack

(Assassin, Skysurfer and Superhero)

$29.95
$29.95
$49.95
$24.95
$24.95
$14.95
$9.95

$14.95
$44.95
$29.95
$29.95
$24.95
$44.95
$29.95
$9.95

$29.95
$9.95

$29.95
$29.95
$9.95

$29.95
$29.95
$24.95
$19.95
$12.95
$12.95
$12.95
$9.95

$8.95

$12.95

$34.95
$12.95
$5.95
$9.95
$9.95
$9.95

$9.95

$14.95

$9.95

MGP 7060
MGP 70611
MGP 70612
MGP 7062
MGP 7064
MGP 7065

MGP 7066

MGP 7067

MGP 7068
MGP 7069

MGP 7070

MGP 7071
MGP 7072

Ape Gang Box Set

Robot Gang Blister Pack I

Robot Gang Blister Pack II

Death on the Streets

Lawmaster and Cadet Judge Blister Pack
Specialists III Blister Pack

(Rogue Psyker, Robodog and Robodoc)

Specialists IV Blister Pack

(Citi Def Officer, Citi Def Soldier and Med Tech)

Specialists V Blister Pack

(Ape Mobster, Bodyguard and Mutant)

Undercity Gang Box Set
Specialists VI Blister Pack

(Cleaner, Gutter Lawyer and Vid Vulture)

Specialists VII Blister Pack
(Jimp, Pyrokinetic and Sov Spy)
Klegg Mercenary Blister Pack
Judge Dredd & Perp Blister Pack

$19.95
$9.95
$9.95
$7.95
$12.95
$9.95

$9.95
$9.95

$19.95
$9.95

$9.95

$9.95
$9.95




Ma;ll Order Fom

_ MY DETAILS
Title (Mr/Mrs, etc.) I:l Forename | | |

Date of Birth (dd/mm/yyy) i Surname | | |

Address (1st line) [

Address (2nd line) | |

State/County l | |

Post code/Zip code l |

Country | [

email | [

AL |A|AB ||| || B ||| BB || RS

| Total (including postage) $ |
Postage rates: USA $5 + 10% of total; Rest of World $5 + 20% (for UK cheques please email for rates: mhumphries@mongoosepublishing.com)

P AYMENT OPTIONS Cheque (Us onl)/) (made payable to Mongoose Publishing Ltd.) :
| Mastercard : Visa : Visa Delta : |
| Card No. |
| | | I | | | | | || | | | | | I | | |
| Valid From | | | I | Expiry Date | | | | | |
| Signature Date |

| Return Address: Mongoose Publishing, 52-54 Cricklade Road, Swindon, Wiltshire, SN2 8AF, UK. |

| The data provided will be held and processed under the terms of the Data Protection Act and will not be shared with third parties. We may from time to time email you with special offers and subscription |
information.

L - e e e e e e e e e e e e e e e e e e e e e e



