SOL PRIME
Fast Play Rules for Future Ground Warfare Version 3.0 (02/22/05)
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INTRODUCTION
By John P Kelly, e-mail: johnkelly@gbis.com Web Page http://www.greatbasin.net/~johnkel ly/

Theserules grew out of an attempt to find something to play with my 10 year old. Every effort has
been made to make these rules as fast & as painless asis possible. The game mechanics have been kept as
simple as is consistent with producing a fun & reasonably accurate game, though | am not sure that the
word accurate is appropriate for a SciFi ruleset. Very little bookkeeping is necessary for the typical game.
These rules should serve well to introduce newcomers to the hobby. With allittle adaptation they could
easily be used as microarmor rules, though they have been designed as SciFi microarmor rules.

Unlike some other popular rulesets, Sol Prime has a greater emphasis on force design than on the
design of individua vehicles. The weapons ranges are about 1/2 to 1/3 of the range found in other sets. This
allows for some maneuver on the tabletop before forces come into conflict.

Any scale of models can be used. | use microarmor & some 1/300 scale SciFi miniatures. Infantry
should be mounted with a few, say 4 figures per stand (try %4’ by %2 stands) if one is using microarmor
(1/285 or 1/300 figures.) Two figures per stand should work for 15mm figures. For 25mm figures | would
just use 1 figure per stand.

| have tried to keep the language simple so that newcomers will find the rules easy to understand. |
would suggest that players first play out agame using only vehicles. Once this is mastered then add in
aircraft, infantry, & artillery.

MATERIALSNEEDED TO PLAY:
Miniatures! Either SciFi, Modern, or WWII miniatures will do. Microarmor, 15mm, or 25mm.
Aircraft stands
4,6, 8, 10, 12, & 20 sided dice
Countersto designate the following:
Overwatch
Suppressed
Immobilized
Mines, marked with a0, 1, 2, or 3
Artillery or Bomb Impact
Smoke
One can buy blank cardboard counters & mark them as needed or one can use pennies that are either spray
painted or, should you wish to spend them at alater time, marked with a colored stick on dot.

List of Abbreviations:

Sqd = Squad, Hvy = Heavy, Wpn = Weapon, Cn = Cannon, FFA = Fronta Fire Arc only, Inf = Infantry,
APC = Armored personne Carrier, TD = Tank Destroyer, RF = Range Finder, VST = Very Small Target,
ST = Small target, LT = Large Target, VLT = Vey Large Target, IT = Infantry Target, AT = Air Target,
TOAW = Wire Guided Missile, Wh = Wheeled, Trk = Tracked, Hvr = Hover, HE = High Explosive, Plsm
= Plasma, HE = High Explosive, AD = Air Defense, Msl = Missile, APW = Antipersonnel weapon, LAW =
Light antitank weapon, GAW = Ground to air missile, MF = Minefield, TB = Troop Bay, Art = Artillery,
MRL = Multiple Rocket Launcher, SP = Self Propelled, AMDS = Anti-Missile Defense System, DRM =
DieRoll Modifier
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SCALE AND DICE

A time & distance scaleis not strictly defined. If one needs one then for 1/300 figures |
recommend ascale of 1 inch equals 200 meters & each player’sturnis equa to 3 minutes. For 15mm
figures you might try 1 inch equals 100 meters & 1 turn equals 2 minutes. The wegpons ranges &
movement rates were cd cul ated based on the 200 meters per inch & 3 minutes per turn scale. While these
time scales are short, battles in the future should be quick bloody affairs. If one is playing a campaign game
then for campaign purposes each turn should be considered to be 15 to 20 minutes.

Each infantry stand represents 1 squad. Each vehicle & aircraft represents 1 vehicle or aircraft.
Stands may also bereferred asunitsin the rules.

Theserulesuse4, 6, 8, 10, 12, & 20 sided die. Dice arereferred to as follows: 1D10. This means
oneten sided die while 2D8 means two dice, each with eight sides. A zeroona D10 or D20 isread asa 10
or 20.

METHOD OF PLAY

Players will aternate moving & shooting. When it is a player’sturn to move & fire then he will
roll adie. The number rolled will determine how many Activation Points the player has. In generd one
Activation Point will activate one Platoon. The units of an activated Platoon may move, fire, move first
then fire, firefirst then move, or move & be placed on Overwatch.

All of units of an activated Platoon must complete all of their actions before another Platoon may
be activated. A player may generally activate any Platoon that he wants that has not yet been activated.
Once aplayer is done activating Platoons then it is his opponent’s turn to activate units. When it ishisturn
then aplayer must activate any unactivated Platoons.

After both players have activated all of their Platoons then a cycle has been completed & anew
cyclewill begin. Platoons may only be activated once per cycle.

ORGANIZATION OF UNITS

Individual stands should be organized into Platoons. Each Platoon will have from 1 to 6 stands in
it. All of the unitsin asingle Platoon must have the same morae rating though all of the units need not be
identical.

If aunit of aPlatoon chooses to move & begins its movement more than 2 inches awvay from
another stand that belongsto its Platoon, then it must move in such away that it will end its movement
within 2 inches of another member of its Platoon. If aunit begins its movement within 2 inches of another
member of its Platoon then it has no restrictions placed on its movement.

An infantry Platoon may contain up to 6 transport vehicles & as many stands of infantry asthe
vehicles can carry. For example, armored personne carriers (APC's) can generdly carry 2 stands of
infantry. Therefore a Platoon could have up to 6 APC's & 12 stands of infantry.

Itispossible for aPlatoon of vehicles or helicopters to transport a different Platoon of infantry or
towed weapons. In such acase only the transporting Platoon needs to be activated. |f, however, one wishes
to load or unload a Platoon then it must also be activated.

ACTIVATION DIE ROLL

When activating units each player will roll one die to determine how many Platoons he may
activate. |f there are multiple players then each player will roll his own die with all of the players of each
siderolling at the sametime. Once all of the players on aside have finished activating unitsthen it isthe
other side’s turn. The side with the most Platoons on the board will roll to activate first.

When rolling to activate then each side will roll 1D6. The result obtained will be modified by the
sides command & control system, by the number of Platoons on the side, & by the presence of aCommand
Center.
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Command & Control Number of Platoons
Advanced +1 Lessthan 5 -1
Primitive -1 Morethan 10 +1

Add +1 to the dieroll if aCommand Center is present. The activation die roll modifiers will be not
be changed for any losses suffered. It may be changed if a side receives a significant number of
reinforcements.

MOVEMENT

All of the units of a single Platoon must complete all of their actions, moving & firing, before the
units of another Platoon may be moved.

Infantry may move in any direction. Vehicles have afront & rear facing. Thefront & rear is
defined before the unit is touched, that is before it has made any movement. The front is the 180 degrees of
arc toward its front. The vehicle may move anywhere in this frontal arc without a penalty. If avehicle
wishes to moveintoits rear arc then it must pay 1" to turn around. It then may move anywhere in its new
frontal arc without penalty. Instead of turning around avehicle may maintain its facing in its current
direction & backup. If avehicle backups up then the costs of al movement costs are doubled.

A vehicle must end its movement facing in the direction that it was moving. If it wishesto face in
adifferent direction then it must pay 1" to do so.

There are basically three different types of transport used by vehicles: wheeled transport, tracked
transport, & hover transport. Hover transport is afuturistic technology that allows the vehicle to hover just
above the ground. Wheeled vehicles & hover tanks move faster than tracked vehicles on good ground.
Tracked vehicles will move faster than wheeled vehicles over poor ground. Wheeled vehicles are alittle
more easily damaged than tracked or hover vehicles. Wheeled & hover vehicleswill be either Fast
Mechanized or Mechanized. Tracked vehicleswill be either Mechanized or Slow Mechanized. Wheeled
vehicles can beimmobilized by fire. When this occurs they will remain unable to move for the rest of the
battle.

There are two different movement rates for infantry. There is regular infantry & infantry that uses
asmall jet pack to alow it to maneuver more quickly around the battlefield (Mobile & Powersuit Infantry.)

Typical movement rates are listed below.

Troop Type Movement
Infantry 2"

Mobile Infantry 8"
Powersuit Infantry 8"

Slow Mechanized 8"
Mechanized 12"

Fast Mechanized 16"

Air Units 40"

Each turn that a unit spends any portion of its movement moving up hill then it must pay the
penalty for moving up hill. Poor ground includes such things as boulder strewn fields, sand dunes, or any
type of terrain not otherwise listed that would be expected to dow down avehicle. Units may only cross
deep water if they have enough movement to completely crossit in one move. Terrain effects on movement
arelisted in the following chart. The base movement cost isfor clear terrain where it costs 1 movement
point to move 1 inch.
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Terrain Effects on Movement Foot Mobile/

Terrain Type Tracked Wheeled Hover Infantry Powersuit
Clear 1 1 1 1 1
Road x1/2 x1/2 x1/2 x1 x1
Poor Ground X2 x3 x1 x1 x1
Urban x3 x3 x3 x1 x1
Woods x3 x4 X2 x1 x1
Swamp x4 NA x1 x2 x1
Hills +2 +2 +1 +1 +1
Low Wadls +4 NA NE +1 NE
Shallow Water X2 x4 x1 X2 x1
Deep Water x4 x4 x1 NA x1
Snow/Mud X2 X2 x1 X2 x1

x"Number” = times the cost of clear terrain, NA = Not Allowed, NE = No Effect

OVERWATCH

An activated unit may be placed on Overwatch. Any vehicle, infantry, or VTOL craft, that moves
14 or less than its maximum allowed move, & that does not fire, may be placed on Overwatch. A unit that is
on Overwatch will hold its fire. It may fire at any later time, even during the opponent’s turn. The player
may simply announce that he s firing an Overwatch unit. When he does so then the moving player must
temporarily stop his movement to allow the Overwatch unit to fire. Whenever the moving player moves a
unit then he must announce when he has completed its movement. Any enemy units that are on Overwatch
are allowed to fire at the just moved unit before it may conduct itsown fire. If, however, a unit fires before
it makes any movement, then any Overwatch fire comes after it has fired.

A unit on Overwatch may not adjust its position before firing. It may make no movement
whatsoever prior to firing. Note that thiswill place units with alimited arc of fire at a disadvantage. Once a
unit has fired then it is taken off of Overwatch.

Units on Overwatch may move & remain on Overwatch so long as they do not expend more than
1 of their movement allowance.

Overwatch is extremey important. It allows for air defense fire against aircraft, counterbattery
fire, & for fire against VTOL craft performing popup maneuvers. Each player may begin each game with as
many units on Overwatch as he wishes.

FRONT, REAR, & FLANKS

Most vehicles will have frontal armor that is stronger than its side or rear armor. The flank armor
rating is used when avehicleishit onits flank or top & the frontal armor is used when avehicleis struck
on its front. The sides & rear of vehicles will be referred to asthe flank. Infantry & air units do not have
flanks. A vehicle will suffer flank fire if an enemy fireswithin 45 degrees of its flank. Use the Flank Fire
Arc play aid to determine when this occurs. The aid is laid next to the flank of the target. A ruler islaid
between the firing unit & thetarget to determine if the fire hits the target on the flank.

ARCS OF FIRE

V ehicles with turret mounted weapons & infantry may fire in any direction. Some units, such as
tank destroyers, with a fixed gun may only fire to their front. When thisis the case then it will be noted in
thetroop lists as “Fronta Fire Arc”(FFA.) Use the Frontal Fire Arc play aid to determineif the target isin
the firing units arc of fire. These unitswill have a 30 degree arc to their front that they may firein. They
may adjust their position to fire on the target, but if they do then they will not count as firing while
stationary. Towed weapons such as guns & cannons have aFFA.
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TARGET SIZE

Smaller unitswill be harder to hit but easier to destroy. Target size does not apply to infantry units
or to aircraft. All infantry units are harder to hit as they receivethe Infantry Target modifier of —3. Aircraft,
because of their speed, receive a—4 Aircraft Target modifier. Target size appliesto al other unit types & it
may even apply to buildings or fortifications. Target sizes for some standard units are listed in the troop
lists. Otherwise assign whatever seems to be the proper target size to your units.

VISIBILITY AND LINES OF FIRE

Because of the ground scale a vehicle or infantry unit may shoot over other vehicles & infantry. A
unit must have aline of sight to an enemy unit in order to shoot. A line of sight may be blocked by
buildings, hills, & woods.

Woods will interfere with visibility. Basic & Laser Technology units may detect & fire at enemy
vehicle units through 1 inch of woods. Plasma Technology units may detect & fire at enemy vehicle units
through 3 inches of woods. Urban areas are treated much like woods & have similar visibility restrictions.

VTOL craft & aircraft may see over al terrain obstacles. A terrain obstacle will have an area of
dead ground of one inch immediately adjacent to it. This meansthat if aVVTOL craft ison the opposite side
of awoods from an enemy vehicle then neither can see each other if either is within one inch of the woods.

No unit may enter into close combat with an enemy unit unless it was visible to the attacking unit
or to another friendly unit prior to the attacking unit making any movement.

The maximum sighting distance on a clear day is 30 inches (6,000 meters) for vehicles& 15
inches for infantry. The maximum sighting distance on a hazy day is 15 inches (3,000 meters) for vehicles
& 10 inchesfor infantry. Visibility may be reduced further for more severe weather conditions.

FIRE COMBAT

A unit may perform fire combat whenever it is activated. Units on Overwatch may fire at any
time. Once they fire then they are no longer on Overwatch.

A firing unit must announce asingle enemy unit as atarget. The player is allowed to measure the
range to the enemy before announcing hisfire.

FIRE COMBAT: MULTIPLE MOUNT WEAPONS

Some vehicles may have multiple mount weapons. A multiple mount weapon consists of two or
more weapons of the same type that are mounted next to each other & that may not be separately targeted.
For example, atank may have two guns mounted next to each other in its turret. These weapons are not
mounted completely independently of each other & therefore whenever they fire, then they must fire at the
same target.

Thefire procedure is the same for multiple mount weapons as for other weapons. The only
differenceisthat the player rolls a separate “To Hit” die for each weapon. If they both hit then they will roll
separate “To Kill” die

Air defense vehicles with multiple missiles are handled differently. See Air Defense Units.

FIRE COMBAT: MULTIPLE WEAPON SYSTEMS

Some vehicles may have multiple independently mounted weapons systems. These weapons
systems may each be fired simultaneoudy at different targets. A unit that makes any movement at all may
only fire asingle weapons system each time it is activated. A unit that remains absolutely stationary may
fire up to two independently mounted weapons systems at different targets. Combat walkers are an
exception to this rule as they may fire up to two independently mounted weapons systems whether moving
or stationary.

Infantry units that have multiple weapons systems may fire all of their weapons each time that
they are eligible to fire.
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FIRE COMBAT: DIRECT FIRE, DETERMINING A HIT

Direct fire occurs when the firing unit fires at an enemy unit that it can see. Each weagpon system
will have amaximum rangein inches. Typical ranges are range of 4, 6, 8, 10, 12, or 20 inches. When firing
awegpon one first must determine if it will score ahit. The following procedure appliesto all nonmissile
direct fire systems.

Roll one die with anumber of sides equal to the maximum range of the weapon. If aweapon’s
maximum range is anumber such as 16, for which there is no such thing as a 16 sided die, then roll 1D20
& re-roll for any result greater than 16.

Thedieroll will be modified by the TO HIT DRM’ s as appropriate & if themodified dierall is
equal to or greater than the measured range from the firing unit to the target then a hit is scored. The
minimum range for fire combat is always one, even though an enemy may be closer.

Infantry, aircraft, & VTOL craft do not suffer the dieroll penalty for moving nor will they ever
benefit from the Stationary modifier. If a unit makes any movement, but moves 1/2 or less than its allowed
full move then it counts as making a half move. If aunit moves more than ¥z of its allowed full move then it
counts as making a full move. Only units that make no movement either before, or after firing, benefit from
the stationary DRM

TOHIT DIEROLL MODIFIERS

Target size RangeFinder  Cover Movement Other

VeylLage+2 Cybenetic+2 Light -1 Stationary +1  Target is Infantry -3

Large +1 Advanced +1 Medium -2 Haf Move+0  Target is Air unit -4

Small -1 Primitive -1 Heavy -3 Full Move -2 Stealth -2

VerySmal -2  Radar +2/+3 Very Heavy —4 *Field Generator -2
Smoke/Chaff -4 Firer Suppressed -3
Hull Down —2/-3

* Does not effect guns.

Tanks or other vehicles, may position themselves so that the lower part of their hull is behind
cover while the upper part is still exposed. This alows them to firewhile being partly covered & iscaled a
“hull down” position. Vehicles with turrets will generally count as being in medium cover (-2) when they
are hull down. V ehicles without turrets will count as being in heavy cover (-3) when they are hull down.
Infantry that is dug in will count as being in heavy cover & will bevery hard to hit (-3 for Dug In & -3 for
an infantry target = -6)!

Smoke/Chaff are explained more fully later, though any unit firing through smoke/chaff will
receive a— 4 DRM. A target that has the Stealth characteristic receives a—2 DRM when fired at. Field
Generators are explained under Installations. A Field Generator will affect dl enemy lasers, ion, & plasma
weapons. Only infantry may be Suppressed. Any suppressed infantry that fires receivesa—3 DRM.

FIRE COMBAT: DETERMINING A HIT BY MISSILES

Direct fire by amissile is handled differently than direct fire by other weapons. Damage inflicted
by amissileis handled exactly as for other weapons, but the Missile To Hit Tableis used to determine if
the missile has hit its target.

Missiles that are not mounted in aturret may only fire into their frontal fire arc. A unit may not
move before firing a missile. A unit may change its facing before firing, but it will then receive the—2
“Firer Moved” modifier. It must fire the missile before making any other movement & it isthen limited to
expending only ¥z of its maximum alowed movement. If a unit moves after firing then it will receivethe—-2
“Firer Moved” modifier.

Roll 1D10 & apply any die roll modifiers. The modified dieroll must be greater than or equal to
the missle s“Hit Number.”
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MISSILE TO HIT TABLE
Technology Hit Number DieRoll Modifiers

Basic 5 Tech Level + V Large +2 Air Target -2
Laser 4 Firer Moved -2 Large +1 AMDS -2
Plasma 3 Smoke -4 Smal -1

Evasion -1 V Small -2

If aunitisfired on by amissile, then it may immediately announcethat it is firing smoke (if
capable), that it istaking evasive action, or it may take both actions. In order to react in such away to
missile fire, the target must first take & passaUnit Morale Test. If it failsthe test then it may not react to
the misdlefire.

If aunit fires smoke then placea1” x 1" smoke screen next to the vehicle. See “Technology
Levels’ for afull explanation of the Tech Level modifier.

Note that so long as atarget is within the range of the missile system then there is no effect of
range on the probability of scoring a hit. Note also that there are no modifiers for atarget being in cover or
for the firer being sationary. If atarget isin any sort of cover, however, then it will count asone size
smaller than itsactual size. VTOL craft & aircraft do not suffer from the firer moved modifier.

The following weapons are classified as missiles:

To Kill To Kill
Weapon Range Rating Weapon Range Rating
Inf TOW 4-20 3/- Air HE Missile 4-24 3/-
Inf Plsm TOW 4-24 6/2 Air PlasmaMissile 6-24 6/2
Inf GAW 10 0/- AD HE Mdl 24 3/-
HE Missile 4-20 3/- AD Plsm Md 24 6/-
Plasma Missle 4-24 6/2

FIRE COMBAT: ANTI-MISSILE DEFENSE SYSTEMS

Some specialized vehicles or installations may be equipped with anti-missile defense systems. A
vehicle that contains an anti-missile defense system (AMDS) may also have an Ant-Personnel Weapon, but
no other weapons systems are allowed. AMDS will only be effective against missiles fired at ground targets
& a VTOL craft. An AMDS will provide protection to all unitsthat are located within 6 inches of it. Apply
a—2 DRM tothemissile To Hit dieroall for any attack against a vehicle or building that iswithin the
protective zone of an AMDS.

FIRE COMBAT: DIRECT FIRE, DETERMINING DAMAGE vs VEHICLES &
FORTIFICATIONS

The procedure for determining if avehicle, VTOL craft, aircraft, or installation is damaged or
destroyed is as follows. Roll 1D6. To thisresult add the weapon’sV ehicle To Kill Rating & theVehicle To

Kill DRM’s. Then subtract the target’s armor rating. I the find result is greater than zero, then the unit is
killed. Usethe following To Kill die roll modifiers.

TOKILL DIE ROLL MODIFIERS

VehideDRM'’s

Very Large -1 *Does not effect guns or missiles.

Very Small +1 @Appliesonly to guns (not lasers or plasmaweapons.)
*Fied Generator -2

@<1/3 Max Range +2

@>2/3 Max Range—1

A wheeled vehicle will be permanently immobilized if the result is equal to the vehicl€ sarmor
rating. If the fireis against aunit that isin afortification then first determine if the fortification is destroyed
using the fortification’'sarmor. If it is destroyed then next conduct the atack against the unit inside of the
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fortification. Roll 1D6 & first subtract the destroyed fortifications armor from the dieroll before
subtracting the vehicle' s armor & before applying other DRM’s.

Field generators will only affect fire by plasma & laser cannons. Plasma missiles, as for al other
missiles, are unaffected. The range modifiers of +2 at <1/3 of maximum range & of —1 at > 2/3 of
maximum range only applies to weapons that depend at least in part on their kinetic energy to penetrate
armor. Guns will be affected but plasma & laser cannons & missiles will not be effected.

Selected Weapons To Kill Ratings (Seetroop lists for afull listing.)

Weapon Range Rating Weapon Range Rating
Inf Gun 12 0/1 Laser Cannon 20 3/2
Inf TOW 4-20 3/0 Hvy Laser Cannon 24 4/2
Inf Laser Gun 20 3/2 lon Cannon 20 5/2
Inf PlsnTOW 4-24 6/2 Plasma Cannon 20 6/3

#/# = V ehicle To Kill Rating / Infantry To Kill Rating

Selected Armor Ratings (Seetroop lists for afull listing.)
Light Tank 4/3 Medium Tank 5/4 Main Battle Tank 6/5

FIRE COMBAT: DIRECT FIRE, DETERMINING DAMAGE TO INFANTRY

Infantry is adifferent type of target than avehicle. The infantrymen will be spread out over a
small area so the ability of aweapon to cause damage will depend more on its ability to spread out damage
over asmall areathan to penetrate through armor. For this reason weapons have different firepower ratings
when firing at infantry.

When firing at infantry hits & damage are generally determined as for vehicles. Roll 1D6. To this
result add the weapon’s Infantry To Kill Rating & the Infantry To Kill DRM’s. Then subtract the infantry’ s
armor rating. Basic infantry will generally have an armor rating of 0, Mobile infantry arating of 1, &
Powersuit infantry arating of 2. Extra assault armor may be bought for infantry.

Infantry may be suppressed in addition to being destroyed. Infantry will be suppressed on aresult
of 1 to 4. Higher results will destroy the infantry. It is unaffected on aresult of <0. Suppressed infantry may
not move. When infantry is suppressed it will immediately come off of Overwatch. It may firewith an
adverse DRM. At the end of the next turn that the infantry is activated it will no longer be suppressed if it
passes a Unit Morale Test.

Roll 1D6. Add Infantry To Kill Rating. Add DRM'’s. Subtract armor rating.

TOKILL DIE ROLL MODIFIERS

Infantry DRM’s Suppression Kill
*Field Generator -2 Infantry 1to 4 Infantry >4

*Does not effect guns or missiles.

When an infantry unit fires at another infantry unit then it will only use its antipersonne weapons
(APW'’s) It will never useits other weapons as only alimited supply of ammunition is carried for them &
thiswill be conserved to use against enemy vehicles. All tanks, tank destroyers, APC's, & VTOL craft
carry independently targetable APW’s. They may always elect to use these against infantry targetsif they
wish.

TARGETING PRIORITIES

Some gamers fed uncomfortable with rules that restrict target selection. If you are one then just
omit thisrule. Use of thisrulewill allow one to used a combined force of infantry & armor in amore
realistic fashion & it will allow for more redistic target selection by stands. In an actual battle the
commander will not able to coordinate the target selection by al of his units. Unitswill generally fire a the
most threatening target that is near them.

Targets for direct fire by Tanks, Tank Destroyers, installations equipped with anti-tank weapons,
& vehicles equipped with TOAW’ s must be chosen so as to comply with the following priorities:
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1) If an enemy tank or tank destroyer iswithin range then either the nearest tank, tank destroyer,
or any infantry within 4 inches must be sel ected as the target.

2) If no enemy tank or tank destroyer iswithin range then either the nearest combat vehicle, the
nearest install ation, or any infantry within 4 inches must be sel ected as the target.

3) If none of the above are avail able targets then any target may be sel ected.

Armored personnel carriers & other vehicles that are not equipped with TOAW's, infantry units,
& anti-aircraft weapons may select any target.

CLOSE COMBAT

A close combat will occur whenever a unit is contacted by an enemy unit. Only one vehicle unit
per side may be involved in a close combat. An attacker may only assault one enemy unit at atime. Two
infantry units may simultaneously attack enemy unit or one infantry unit may combine with one vehicle to
attack an enemy unit. If the units have different modifiers then the player must choose one unit whose
modifiers will apply. Each side will roll 1D6 & add any appropriate die roll modifiers. The side with the
lower modified dieroll is destroyed. If the activated (moving/attacking) unit is victorious then it may
continue moving. If theresult is atie then roll again with no dieroll modifiers. Continuerolling until one
side has ahigher roll.

CLOSE COMBAT DIE ROLL MODIFIERS

Armor Rating Morale Rating Cover
Infantry Guard +3 Green -1 Light +1
Vehicles Elite +1 Rabble -3 Medium +2
(Flank) Veteran +0 Leader Attached +2 Heavy +3
2 Attackers +1 Engineer +1

Only the nonmoving unit (the defender) may benefit from cover. V ehicles never benefit from
cover. Infantry will use their full armor rating. V ehicleswill use their flank armor.

Combat involving units that are located in urban areas must generally be through close combat.
Units located outside of the urban areas may fire into them & infantry units may fire out of them. Any
combat between units located in the urban area must be through close combat.

No unit may enter into close combat with an enemy unit unless it was visible to the attacking unit
or to another friendly unit prior to the attacking unit making any movement. A unit may not fire on the
sameturn that it engages in close combat.

CLOSE COMBAT: ATTACHING INFANTRY

Infantry may be attached to vehicles. Up to two stands of infantry may be attached to asingle
vehicle. If enough activation points are available, then al of the attached units may be activated together &
they may move together. To represent this attachment the infantry stands are placed adjacent to the vehicle.

A vehicle may not be attacked in close combat by enemy infantry unless all of its attached infantry
is also attacked. Each unit will defend separately. A vehicle with attached infantry may be engaged in close
combat by an enemy vehicle. In this case the attached infantry isignored.

URBAN AREAS & BUILDINGS

Areas containing a dense concentration of buildings are called urban areas. These should be
marked off on the tabletop by some distinctive means. As an example, one can cut agray piece of felt to the
size of the urban area. Model buildings may be placed on it & roads may be drawn or painted on it.

Unitswithin 1 inch of the edge of an urban area may shoot out of it & may be shot at by units
outside the urban area. Units inside the urban area will only have combat with one another through close
combat. Visibility in urban areas is restricted to 2 inches.
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Buildings located outside of urban areas are treated like fortifications (pillboxes) are. They should
be assigned a size (number of sections) & armor thickness.

INFANTRY UNITS, APW’S, & LAW'S

There are 4 different types of infantry. Regular Infantry & Infantry Heavy Weapons squads have
only light body armor & move on foot. Though they arerelatively cheap low technology units, even high
technology armies will generally have some. Infantry Heavy Weapons squads may be equipped with any
available infantry wegpon allowed by the army’ s technology. Infantry squads may only be equipped with
infantry guns & infantry ground to air wegpons (GAW.)

Mobile & Powersuit Infantry may be equipped with any available infantry weapons. Mobile
infantry has improved body armor which provides better protection. It has some limited motorization which
enables them to carry heavier weapons more easily plusit is equipped with jet packs. Powersuit infantry are
more heavily armored & are in fully mechanized suits. These form ahard exoske eton over the infantrymen
& provide for full protection from biological & chemical agents.

All infantry squads (regular, heavy weapon, mobile, & powersuit) come equipped with
antipersonnel weapons (automatic rifles, grenade launchers, hand held lazguns, plasmapistols, etc). APW's
may aways befired at an infantry target. They are treated the same as agun, except that they may never be
fired at anything other than an infantry target. The range of all types of infantry squads will be determined
by either the base unit range or by any weapons that are purchased.

Thereare 3 classes of APW’s: APW, APWL, & APWP. Each type of infantry will be
automatically equipped with the best allowed by its army’ s technology level. Vehicles such as tanks, tank
destroyers, & APC’swill also be equipped with the best APW allowed by its army’ s technology. APW’s
may not be used against vehicles. All APW’s have arange of 10 inches.

There are also 3 different types of light antitank weapons: LAW, LAWL, & LAWP. Each type of
infantry will be automatically equipped with the best allowed by its army’ stechnology level. LAW’ s may
not be used against infantry. All LAW’ s have arange of 4 inches.

All types of infantry may be given assault armor at a cost of +1 points. Thiswill increase their
armor by 1. Infantry may aso betrained as Engineers or as Artillery Forward Observers.

ARMORED PERSONNEL CARRIERS

Armored personnel carriers (APC’s) may carry infantry units. Each APC may have 1 troop bay &
each troop bay may carry 2 squads of any type of infantry. If the APC is destroyed then any infantry it is
carrying is also destroyed.

In order to load or unload infantry, the infantry must be activated. It will spend 1/2 of its move to
load or unload. To load the units must move so as to be adjacent to one another. The APC may move
normally, either before or after, it has either loaded or unloaded.

ARTILLERY: CALLING IN FIRE

Artillery firerefersto any firethat is not direct fire, that is, whenever aunit fires at an enemy that
the firing unit cannot see. Only units classified as artillery may engage in artillery fire. Artillery units
includes artillery, multiple rocket launchers, & mortars. Artillery may either be located on the tabletop &
represented by models, or it may be located off of the tabletop, in which case no model is necessary. Most
artillery units will have a sufficient range to reach any point on the tabletop. A few infantry mortars may
have amore limited range. All artillery will have a minimum range, at which they may not shoot at any
enemy located closer toit, of 4 to 8 inches.

Artillery may also fire at unitsthat it can see. If the target of the artillery is out of its sight then it
must bevisible to aunit quaified as an Artillery Forward Observer (AFO.) All leaders qualify as AFO’s.
Any unit for which AFO training is purchased may qualify asan AFO. A suppressed AFO may not
function as an observer.

Tocdl in artillery fire on atarget the firing artillery must be activated. The player will placea
counter on the tabletop at the point that the artillery isto fire on. One AFO may place one counter at atime.
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Each counter placed will represent one type of artillery. If severa different types of artillery are firing then
adifferent counter should be used for each type. A different AFO will be required for each counter placed.
A single counter may represent one or more artillery pieces.

If the player wishes to have the artillery begin firing immediatel y on its indicated target then he
must roll 1D10. The modified dieroll must be greater than or equa to the army’s Artillery Rating for the
fireto begin immediately. If the modified die roll islessthan or equd to the army’ srating then the fireis
completely canceled & those batteries may not have fire called into them until the player’s next turn.
Instead of caling in fireimmediately, the player may designate that the fire will happen on the next cycle.
In this case the firewill automatically hit at the beginning of the next cycle. Thefiring artillery will not
require asecond activation.

ARTILLERY ARRIVAL HIT TABLE

Artillery DieRoll
Army Tech Leve Rating Modifiers
Basic 6 Target visible to artillery +2
Laser 5 Command Center +2
Plasma 4 Psionic Race +2

If the artillery’ starget isvisible to the artillery then there is a +2 favorable dieroll modifier. If a
friendly functional command center is on the tabletop then afavorable +2 DRM is applied. Armieswith
psionic ahilities (some nasty aliens!!) receive afavorable +2 modifier.

Artillery is cdassified as heavy (>140mm), medium (140mm —90mm), & light (<90mm). Thesize
of the area of the tabletop affected by artillery fire is determined by the sizelweight of the artillery. A circle
isdrawn around the counter with the radius listed below. MRL = Multiple Rocket Launcher

Regular MRL
Artillery Area Area
Light 1 2"
Medium 2’ 3"
Heavy 3 4"

ARTILLERY: DETERMINING DAMAGE TO COMBAT UNITS

Onceit has been determined that artillery has struck an areathat contains enemy troopsthen it
must be determined if any damage has been done. Each unit, friendly or enemy, vehicle or infantry, within
the impact zone of the artillery fire must be rolled for individually to determine if it is destroyed.

Roll 1D6 for each artillery piecethat is firing & add the appropriate Artillery To Kill rating & any
dieroll modifiers. Subtract the flank armor rating of the target to obtain the final result. On a modified die
roll of zero or less then there is no effect on infantry. Infantry will be suppressed on aresult of 1to 4 &
destroyed on adieroll of 5 or more. Vehicleswill be destroyed if the modified dieroll is greater than zero.
Vehicles are never suppressed.

ARTILLERY TABLE

Artillery Basc Laser Plasma

Class Tech Tech Tech DieRoll Modifiers

Light -11 0/2 1/3 Cover MRL +1
Medium 0/2 1/3 2/4 Light -1

Heavy 1/3 2/4 3/5 Medium -2

Heavy -3
#I# = Thefirst # isthe Vehicle To Kill rating & the second # is the Infantry To Kill rating.

Woods count as light cover. Dug-in infantry counts as heavy cover. If the firing artillery unit isa
Multiple Rocket Launcher (MRL) then increase the artillery rating by 1. Example: A light Laser Tech MRL
isfiring. Its artillery rating would be 1/3, 1 vsvehicles & 3 vsinfantry targets.
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ARTILLERY: DETERMINING DAMAGE TO BUILDINGS

Buildings should be treated as vehicles. If the armor rating of abuilding is exceeded then the
building is destroyed. If vehicles or infantry are insde the building then roll 1D6 to determine if they
escape. Infantry will escapeon a4, 5, or 6. Vehicleswill escapeon a5 or 6.

Players may make a separate roll for each section of abuilding that is hit. For large buildings
players may wish to make asingleroll to speed up play.

ARTILLERY: AMMUNITION

Ammunition for artillery & MRL units must be purchased in lots. Each lot of artillery ammunition
will allow asingle gun to fire on 5 different turns. Each lot of MRL ammunition will allow asingle MRL to
firefor 2 turns. Players must keep arecord of how much ammunition they have & how much ammunition
that they have expended. This may be recorded on the Unit Data Shest.

ARTILLERY: COUNTERBATTERY FIRE

Counterbattery fireis fire by artillery units at other artillery units. Whenever an artillery unit fires
then any enemy artillery unit that is on Overwatch may attempt counterbattery fire.

Players may have artillery units located on the tabletop & off the tabletop. When an artillery unit is
located off of the tabletop then the player should write down on a piece of paper how many inches away
from the tabletop that it is located. Thiswill be measured from the center of the edge of the player’s side of
the tabletop.

After abattery has fired then any enemy artillery Platoon that is on Overwatch may immediately
attempt counterbattery fire. To be successful the enemy unit must be within range & must find the firing
unit by passing a counterbattery fire check. Roll 1D10 & modify the dieroll as appropriate. If the final
result isa 6 or more then counterbattery fire may be conducted. The firing Platoon will be taken off of
Overwatch whether the counterbattery fireis successful or not.

Counterbattery Die Roll Modifiers
Command Center +1 Range >150" -1
Tech Level + Target isTowed Artillery +2

The Command Center modifier is received if afriendly Command Center is on the tabletop. See
Technology Levels for a further description of the Tech Level modifier. If the range between the firing &
thetarget battery is greater than 150 inches then apply the range modifier.

UNIT MORALE

A stand must take a Morae Test under the following circumstances:

Theunitisatarget of missilefire & wishes to react

Infantry must pass amorale test to remove a suppression marker.

If aunitisatarget of a missile attack & wishesto react to the missile attack by firing smoke or by
taking evasive movement then it must first passaUnit Morde Test. If it fails then it may not react to the
missile fire. Infantry may not remove suppression unless it passes aUnit Mora e test.

To check Moraeroll 1D10. If the dieroll isless than or equal to the number listed on the Morale
Chart then the unit has failed its morale.

MORALE CHART

Troop Rating DieRall DieRoll Modifiers
Guard 1 Leader +2

Elite 2 Shaken -2
Veteran 3 Cover +1

Green 4

Militia 5
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A unit will benefit from the Leader modifier if afriendly leader is within 4 inches. It will suffer
from the Shaken modifier if its Platoon is Shaken. The Cover modifier will apply if the unit isin any form
of cover.

PLATOON MORALE

A Platoon must test morale under the following circumstances:

Itiswithin 20 inches of enemy combat vehicles & wishes to move closer

Itiswithin 10 inchesof enemy infantry & wishesto move closer

It wishes to leave cover & move within 20 inches of enemy combat vehicles

It wishesto leave cover & move within 10 inches of enemy infantry

Enemy combat vehicles are within 20 inches & any of the Platoon’s units wish to go on
Overwatch.

Enemy infantry are within 10 inches & any of the Platoon’ s units wish to go on Overwatch.

On thefirst loss after a Platoon has lost >20% of its units then it must check each time the Platoon
suffers the loss of aunit.

The Platoon istrying to recover from a Shaken state.

To check moraeroll 1D10. If thedierall isless than or equal to the number listed on the Morale
Chart then the unit has failed its morale test.

A Platoon that passes its morale test may perform any action that it wishes & suffers no penalty. A
Platoon that fails its morale test will suffer apenalty. The penalty will depend on why the morale test was
taken:

If it was attempting to advance closer to the enemy then it may not advance & may not be placed
on Overwatch. It may fire.

If it was attempting to leave cover then it may not move. It may fire or may be placed on
Overwatch.

If it was attempting to go on Overwatch then it may not move & it must fire.

If it suffered alossthenit will fall to alower morale state.

If it was attempting to recover from a Shaken morad e state then it remains Shaken.

There are three different morale states: Good, Shaken, & Routed. A Platoon with Good morale
will become Shaken. A Platoon that is already Shaken will Rout. A Routed Platoon will immediately be
removed from the table.

A Platoon will remain shaken until it rallies. When it isaplayer’s turn to move, he may attempt to
raly a Shaken Platoon. To attempt to rally, the Platoon must be activated & may not perform any other
activities. If the dieroll is passed then the Platoon rallies to good morale.

The Leader modifier will apply if aLeader is attached to any of the unitsin the Platoon. The cover
modifier appliesif at least ¥z of the units belonging to the Platoon are in cover.

LEADERS

There may be one leader for each player on each side. A leader will be attached to any unit that he
istouching. A leader may only attach to one unit at atime. Leaders must always be atached to a unit.

If the combat unit that aleader is attached to is destroyed then roll 1D10. On a1 through 3 the
leader iskilled. If the leader survives then heis automatically attached to the nearest friendly unit. A killed
leader will not be replaced.

A leader will provide a favorabledieroll modifier to any unit within 4 inches whenever it must
test Unit morale. Hewill provide afavorable DRM to any Platoon that he is attached to that must test
Platoon morale. He will also provide a favorable DRM to any unit that he is attached to that engagesin
close combat.
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MINES

Players may place mines on the tabletop prior to a bettle. In order to place mines, the player must
have been in possession of the tabletop prior to the battle. Thiswill generally mean that only the defender
may place mines. One minefield may be placed for each engineer squad that the player has. The purchase
price for the minefield must also be paid. In addition one dummy (0) minefield may be placed for each
engineer squad. Dummy minefields are free. There are 3 types of minefields: MF, MFL, & MFP. They will
effect both infantry & vehicles. Ther attack strengthsare: MF=1, MFL =2, & MFP = 3.

To place aminefield the player places a counter on the tabletop during the game setup. The
counter should be marked with a0, 1, 2, or 3. Thisnumber will represent the strength of the minefield. The
counter should be placed with the number down so that it may not be seen. The minefield will extend out 2
inchesin all directions from the counter. The counter will indicate the strength of the minefield. A 0
represents a dummy counter.

Each turn that any ground unit, friendly or enemy, moves into or through a minefield then it must
roll 1D6. If the number rolled is less than or equa to the density of the minefield then the vehicle has hit a
mine. If amineis hit then the unit must immediately end its movement. The player must then roll 1D6 &
add the strength of the mineto the dierall. If theresult isgreater than the flank armor of avehiclethenitis
destroyed. If the result is equal to the flank armor of awheeled vehicle then it isimmobilized. If theresult
is>4 then infantry is destroyed. On aresult of <4 then infantry is suppressed. Mobile & Powersuit infantry
may only be destroyed. It will never be suppressed.

Minefields will not affect hover vehicles or VTOL craft.

Engineers may remove friendly or enemy minefields from the tabletop. The engineer unit must
first move to the location of the minefield & stop. The minefield counter may then be removed from the
tabletop.

Minefields may be destroyed by artillery fire. The player simply targets the minefield in the usual
fashion. Treat the minefield as avehicle with an armor of 4.

ENGINEERS

Engineers may be purchased by upgrading any type of an infantry squad other than an infantry
heavy weapons squad. Engineers come with the appropriate tech level APW & LAW. They are capable of
laying smoke, laying mines, removing mines, & demolishing structures. They also receive abonusin close
combats.

To lay smoke simply placeal” x 1" smoke marker within 1 inch of the engineer unit. The unit
may not both fire & lay smoke. It may move normaly. See “Mines’ for details on laying & removing
mines.

To demolish a structure the engineer must first move adjacent to it & stop. On any subsequent turn
that he moves away from the structure then he may attempt to demolish it. Roll 1D6 & add a 3 to the die
roll. If the final result is greater than the structure’ s armor then it is destroyed. An engineer may destroy up
to 2 sections of a structure at atime.

In addition to fighting in tabletop battles, engineers will be useful for campaign games. One
engineer squad will be necessary for every 4 buildings located at a base. Their function will be to keep
these facilities functioning properly. If the necessary number of engineers are not avail able, then some of
the unsupported facilities must be deactivated. The facility will still be present but it will be considered to
be nonfunctional. In campaign games engineering vehicles may be used to build installations.

AIR UNITS: CALLING FOR AIR SUPPORT

If aplayer has aircraft avail able then he may call for air support. Roll 1D10 & modify thedieroll
as appropriate. If the final result isa 6 or more then any number of available friendly aircraft may be
activated & flown onto the tabletop.

Air Support Die Roll Modifiers
Command Center +1 Tech Level +  Poor Weather -1
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AIR UNITS: MOVEMENT

Assume that air units must descend to aheight of 3 or 5 inches above the table in order to attack
ground units. | suggest that you make aircraft stands that are either 3 or 5 inches tal. These can be made by
purchasing adowel from the hobby shop & some reusable sticky putty from the office supply store. The
putty is placed on top of the dowel & the aircraft is easily attached to the putty. All types of aircraft ignore
all types of terrain, unless of course you have some bigger mountains on your tabletop than | have on mine.

Fighters & bombers must move across thetabletop in astraight line. The aircraft may enter the
tabletop from any point. It must then move in astraight line without making any turns. Each turn it must
move at it's maximum movement rate. It may, however, start a any distance from the tabletop, so that on
its turn of movement on to the tabletop it may move at less than its maximum rate.

Once an aircraft has exited the board then it must spend at least one turn off of the board before
reentering the battlefield. If it is off the board for only one turn then it must reenter the board from the side
that it exited. If it is off of the board for more than one turn then it may reenter from any side.

Whenever an aircraft is on the tabletop the player must select it as one of his unitsto move. If the
player does not have enough activation points to select all of his aircraft then the aircraft must be still be
moved, however, they may not fire.

AIR UNITS: DIRECT FIRE AIR TO GROUND ATTACKS

Fighters & bombers may conduct an attack on ground units at any point in their movement. The
aircraft will not stop to make an attack but will attack as it moves. Aircraft may only attack unitsthat arein
its frontal fire arc. Both fighters & bombers may attack combat units, installations, or fortificationswith
missiles, rockets, guns, or lasers. An aircraft may fire up to 2 different types of direct fire weapons each
turn that it is over the tabletop. All such attacks will be considered to be against the flank armor of vehicles.
Fire with these weaponsisresolved in the usual fashion.

Aircraft weapon loads are baanced equally between the 2 wings. Aircraft must maintain this
balance as they fly & fire their weapons. Hence an aircraft must have at |east 2 missiles or 2 rocket pods.
Therewill be either 1 missile on each wing or 1 rocket pod on each wing. An aircraft may not have 1
missile on awing & 1 rocket pod on the other wing, as this will not allow for proper bdance. An aircraft
may have a single gun or cannon mounted in its nose.

Example: A heavily armed ground attack aircraft has arocket pod on each wing, an air HE missile on each
wing, & alaser cannon in itsnose. On asingle turn it may fire up to 2 of these 3 wegpons systems. It may
fire both missiles & both rocket pods, or it may fire both missiles & its cannon, or both rocket pods & its
cannon. It may not fire 1 missile & 1 rocket pod as this would |leave the plane unba anced.

The maximum that a fighter may carry is 3 weapons. Fighters may not carry bombs or rocket
pods. Example: 1 air gun, 2 air HE missiles

The maximum that a bomber may carry is5 weapons. Example: 2 bombs plus 2 rocket pods & 1
air gun.

AIR UNITS: GUIDED BOMB AIR TO GROUND ATTACKS

Bombers may also conduct attacks with guided bombs. Each bomber may drop atotal of 2
different bombs on each turn that it is over the tabletop. They may not be dropped on the sameturn that a
direct fire attack is made.

Guided bomb attacks will use the following procedure to conduct fire. The player will move the
bomber in astraight path over the tabletop until atarget comesinto range. He will then temporarily halt the
bomber’s movement & will point to the target that must be within 10 inches of the bomber & in its frontal
firearc. Mark the spot that the bomb isto hit. The player then rolls 1D8 & 1D4. The 1D8 isthe armor
penetration die. The number given by it isthe amount of armor that the bomb will penetrate.

The 1D4 isthe accuracy die. The number given by it is the number of inches from the spot
designated as the target that the bomb will miss. If itisan odd number (1 or 3) then the bomb will over
shoot the target by that much. If it is an even number (2 or 4) then the bomb will under shoot the target by
that much. Damage from the bomb will automatically spread out 2 inches.
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To resolve the attack , first roll 1D8, add any dieroll modifiers, & then subtract the armor
thickness of any units struck by the bomb from the die roll. For vehicles aresult of greater than zero results
inakill. For infantry, aresult of >4 resultsin akill & aresult of 1 to 4 resultsin asuppression. The only
dieroll modifiers are the cover modifiers: Light —1, Medium -2, Heavy -3, & Very Heavy -4. Buildings
aretreated asthey are for artillery fire.

AIR UNITS: AIR TO AIR ATTACKS

Only fighters may make air to air attacks. They may attack any enemy air unit in their frontal fire
arc & within their range with direct fire weapons. Use the usua attack procedures for attacks against
vehicles.

AIR DROPS

Bombers & transports with troop bays may carry infantry squads & drop them from the air. VTOL
craft must land on the ground to unload infantry. Each troop bay will hold 2 infantry squads of any type. As
abomber or trangport flies over the tabletop then each infantry squad may be placed anywhere on the
tabletop within 10" of the bombers path & a least 2" away from the nearest enemy. Mobile/Powersuit
infantry squads may be activated & move or fire on the same turn that they are placed on the tabletop.
Other types of infantry may not be activated till it is the players next turn to activate troops.

VTOL CRAFT

VTOL craft are helicopter like units that may hover in one spot. These units may set down on the
ground or they may hover just aboveit. They may not fire at aircraft & they may only fire into their frontal
firearc. VTOL craft may movein any direction without restrictions. They ignore all terrain costs. They
may hover at alow level behind an obstacle out of sight. During their move they may “pop up” from
behind the obstacle, fire at an enemy, & then complete their move by settling back down behind the
obstacle out of sight. It will cost the VTOL craft 2 inches of movement to popup & 2 inches of movement
to settle back down. Usethe 3" & 5” aircraft stands to signify the differencein position. A VTOL craft will
be vulnerable to Overwatch Fire while “popped up.” V TOL craft that are on the ground should not be
placed on an aircraft stand. VTOL craft do not receive the air target modifier.

VTOL craft with troop bays may transport infantry. To pick up theinfantry the VTOL lands on
the ground within 2" of the infantry. The infantry then board the VTOL. The VTOL may then continue
moving carrying the infantry. Both units must be activated. This is one of the few timesthat 2 Platoons or
more may be activated at the same time. To unload the infantry the procedure is reversed. Infantry may not
be loaded & unloaded on the same turn.

VTOL craft may be fired at by any weapon that can fire at either vehiclesor aircraft.

AIR DEFENSE UNITS

Air defense units may only fire at aircraft & VTOL craft. When activated they may fire at any
such unit in range & sight. When placed on Overwatch, then they may fire at any enemy aircraft or VTOL
craft that moves within range & sight. They come off of Overwatch once they moveor fire. An air defense
unit with multiple missile launchers will remain on Overwatch till it has fired all of its missile launchers. It
may elect to fire itsmissilesone at atime.

Air defense vehicles & fixed installations with guns or cannon mounted together use the usual
Multiple Mount Weapon fire rules. Air defense vehicles that mount multiple missiles, may fire each missile
at either the same target or at severa different targets.

Fixed installations such as laser towers & guns, may fire at both air & ground troops. AD missiles
may only fireat aircraft & VTOL craft.

Infantry may be equipped with ground to air weapons (GAW.) These may only be fired at aircraft
& VTOL craft.
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FORTIFICATIONS

Fortifications may be handled with the “To Hit” & “To Kill” Cover dieroll modifiers. Instead of
using these modifiers players may wish to handle some fortifications, such as apillbox, as aunit. In general
any fortification that is adiscrete structure which may be destroyed will generally be handled in the
“pillbox” fashion. Naturally occurring cover will generaly be handled using the cover modifiers.

In the pillbox case the fortification should be assigned an armor rating & asize. Very large
fortifications may be divided up into sections so that one section at atime may be destroyed.

Weapons may be purchased for fortifications. If fortifications contain weapons then they may be
activated in the same fashion that combat units are activated. The basic fortifications in the troop lists
consist of 1 section each. Fortifications that contain weapons come with the necessary crews to man them.
Crewsthat man fortification weapons do not need to check morae. One section may hold oneinfantry
squad. The armor ratings for fortifications are Light = 2, Medium = 4, Heavy = 6, Very Heavy = 8.

A simple fortified wall may be extended out up to 2” from a pillbox or other fortification at no
cost.

INSTALLATIONS

Installations include such things as Ground Radar, Air Radar, Field Generators, & Command
Centers. Ground Radar helps friendly units target enemy ground units & Air Radar helps friendly units
target enemy air units. One radar unit is sufficient to cover the entire board.

A Field Generator will affect all enemy lasers, ion, & plasma weapons. Guns & missiles
(including plasmamissiles) are unaffected. Reduce these weapons final To Hit & To Kill numbersby 2 if
they fire at atarget within 12 inches of aField Generator. A Field Generator will not affect friendly
weapons.

A command Center will allow its sideto add +2 to all activation die rolls. In addition any Ground
or Air Radar stations will be more effective. Instead of adding a+2 to the To Hit dieroll they will add a +3.
Artillery firewill be better coordinated so the player will receive a+2 DRM on the artillery to Hit Table.
Thereisa+1 modifier for calling in air support.

If aplayer has a military base, airfield, or city on the tabletop then he must have infantry barracks,
maintenance facilities, & hangersfor any infantry, vehicles, or VTOL craft or aircraft stationed there. One
infantry barracks can support 12 squads (1 per section of the barracks), one maintenance facility can
support six vehicles, and one hanger can support two VTOL craft or aircraft.

Any building, such as a barracks or headquarters may be fortified. All unfortified buildings have
an armor rating of zero.

A VTOL landing pad is necessary for VTOL craft to operate from a base. A single landing pad
can provide support for up to 8 VTOL craft.

A fighter landing strip is necessary for fighters to operate from abase. A single fighter landing
strip can support up to 8 fighters.

A bomber landing strip is necessary for bombersto be based a abase. It will aso provide support
to fighters. A single bomber strip can support up to 8 aircraft.

TECHNOLOGY LEVELS

An army may only have weapons & troops that are allowed by its technology level. The various
levels are:

Basic Technology Leve: All of the basic unit types except for mobile & powersuit infantry are
allowed. APW' s& LAW'sare available. Laser & plasmaweapons, field generators, & cybernetic sighting
systems are not available.

Laser Technology Leve: Armies at thislevel may have all of the basic technology items plus all
typesof ion & laser weapons. APWL's& LAWL'sare available. Mobileinfantry & laser armor are
allowed. Cybernetic sighting systems are not available. Laser Technology weapons systems include:
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