SILENT DEATH CAMPAIGN RULES
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These Silent Death: The New Millennium campaign rules allow any number of players to simulate interstellar conflicts some 9000 years in mankind's future, set against the backdrop of a demolished Terran high-tech empire.

Each player controls a key force of ships (fighters, gunboats, & possibly even the large escorts), each fighting for their own sovereign power in the galaxy.  These powers (still termed houses) battle for the resources around them, fueled on by their own nationalism, their religious and political differences, as well as simply the struggle to survive in this dark time.  The houses that remain after the Brood War are more desperate and vicious than ever.

Yet there is very good reason not to escalate into total war against each other -- the Night Brood scourge that destroyed the great Empire decades ago still remains dormant across the Terran worlds, buried down under the surface of uncounted demolished worlds.  They wait, awakened by the proximity and intensity of Human conflict, endangering all those around them.  Conflicts therefore must be limited and quick.

SELECTING FORCES

The first step to start a campaign is for all players to vote on the optional rules to be used.  Refer to page 160 of TNM rulebook.  In the case of tied votes, roll-off to determine whether a rule will be used or not.  

Once finished, players agree upon the number of Build Points (BP’s) each side will begin with.  2,000 BPs is a fair amount.  If using escorts in the campaign, starting values should be adjusted higher.  The number should provide a good length campaign of around 10 scenarios per player.  Not all of these BPs will be spent on forces alone.  Some will be spent first on bidding for ship design contracts (described below).  


Next players create their squadrons.  First, players decide on their unit name and insignia: the identity for their forces.  This can be as elaborate or basic as the player chooses.  Optionally, the players can choose what house they fight for or create their own smaller house.  The greater the detail level, with specially painted ship miniatures according to the squadron design, the more fun the players can expect to have with the campaign.  And carry them over into future campaigns.


Now each player bids for the right to build starcraft designs; as if from corporations, in order to determine what ships their house can build during the campaign.  Going through the entire list of ships available, each player bids for the right to own that starcraft design, using the BP's they began with.  To be fair to all parties, each ship design should be understood by the players: reiterate the essential combat stats and possibly read the written description provided in the rulebook.  The minimum bid for any design should be 1 BP.  


Note that after this auction is complete, the design contracts can be traded or sold between players.  Deals being made between houses can be open or secret but these rules always apply: (1) all deals are final & (2) deals can only be made using resources involved in the game -- not items outside of the game.  Anything with value within the game can be bartered, at the trader’s discretion.  If a player sells a ship design contract then both parties can then make the shared design.


Note the distinction between a ship’s design contract (meaning you can build the ship yourself) and a ship.  For instance, a ship could be traded (like a Night Hawk) but that would only give the receiving player a single Night Hawk –- not the ability to build it.


Of the starcraft available, the player creates a beginning fighting force with the BP’s he has left after his bidding expenditures.  He buys both ships and crew with these BP’s.


A player can buy any ships that he has a design contract for.  His only limit is the amount of BP’s he wishes to spend.  Crewmen are unique, in that they are trained individuals.  Both pilots and gunners are paid for when they are “hired” and their skills are random to a certain degree.  The amount a player spends on an individual crewman depends upon the skill range he is trying to get.  Elite crewmen cost more than grabbing up raw rookies, but their exact skill levels are still variable.  For each crewman a player wants to buy, he pays the BP’s for the skill range he wants and rolls for the crewman’s exact skills.  For pilots, he rolls twice –- once for the piloting skill and again for the gunnery skill.  The player chooses which roll applies to which skill.  For gunners, he rolls once for the gunnery skill.  Regardless of whether the player chooses to use/keep the resulting crewman, he must pay for having “hired and trained” the individual.  This table shows cost/skill info:





 DICE OR



 PILOT 
 GUNNER
LEVEL
DIE ROLLED
RANGE
BP COST
BP COST

 Rookie
   1d4

 1- 4
   5

   2

 Trained
  1d4+2

 3- 6
  10

   5

 Veteran
  1d4+4

 5- 8
  15

   7

 Elite
  1d6+5

 6-10
  20

  10


Example: Shawn needs to buy a pilot and a gunner.  He pays for a Veteran Pilot with 15 BP’s.  The pilot obviously needs 2 skills to be rolled for: piloting and gunnery, so he rolls 1d4+4 twice.  He gets a 6 and an 8, which he assigns to the pilot (choosing to give him an 8 piloting and 6 gunnery).  And he decides to buy an elite Gunner, paying 10 BP’s for him.  He rolls for the gunner’s skill and gets a 7.  So he’s paid 25 BP’s and his Roster TPV increases by 21 points (6+8+7).

An optional rule to take this a step further: Players may begin with a pyramid of skills.  That is, at the start of the campaign, players are restricted to the skill classes they can procure as follows:

· 1 Elite Pilot OR 1 Elite Gunner

· 3 Veteran Pilots & 3 Veteran Gunners

· 6 Trained Pilots & 6 Trained Gunners

· Any number of Rookie Pilots & Gunners

During the campaign, between missions, players are restricted to this pyramid for crew purchases.

EXPERIENCE AND LUCK

It is recommended that experience and luck be used in the campaign.

* EXPERIENCE:  For any crewmember who delivers a critical hit on an opponent and whose side gets at least a Draw result in the battle, award one (and only one) experience point.  This can be used to improve one skill – Piloting or Gunnery (gunners obviously can only improve Gun).

* LUCK:  For pilots who do the extraordinary, luck is their reward.  They collect Luck points if they deliver damage with their cannon/projector weapon and/or missiles that they alone fire.  If flying a SMAC fighter, they can also gain Luck points from damage caused by their torpedoes.


If their shot delivers ½ or more the damage points of a ship’s total damage track, award +1 Luck.  If a shot destroys an enemy SPAC, award +2 Luck.  If a shot destroys an enemy TPAC or MPAC, +3 Luck.  Also, if the destroying shot was due to a critical hit, award +1 Luck.

These campaign rules for awarding Luck differ from the rulebook’s in order to overcome the difficulty in keeping track of the Luck conditions presented in the rules.  If the players prefer, use the default rules instead.

RUNNING MISSIONS (CAMPAIGN ROUNDS)


Players choose one of three mission types before each battle occurs.  The mission chosen will affect what players will fight, how much of their forces will be involved, and what resources will be available after the battle.  These battles (or scenarios) continue with intermission periods inbetween until a clear winner results.  Victories give a player Campaign Points (CP’s), defeats take away earned CP’s from a player.  CP’s are a campaign score for the players – the more the closer they are to winning. 

If a player can no longer support a Defensive Patrol mission (detailed below), he is eliminated from the campaign game.  If only one player is left to play because of this, he wins.  Otherwise, whoever reaches a total of 10 CP’s or has the highest CP score at the end of 10 campaign rounds (with at least a 2 CP advantage), wins the campaign game.


For each campaign round, players secretly decide what mission their squadron will perform.  After recording the mission chosen, roll 1d10.

DEFENSIVE PATROL


A Defensive Patrol is a minimum-effort mission intended to maximize the conservation of supplies and replacements for that side during a campaign scenario.

If you chose a Defensive Patrol as your current mission, subtract one from your 1d10 roll.  Move the die to indicate the result (pick up the die and hold it to show a zero result).  For the scenario, you can assign anywhere from 15% to 30% of your forces (based upon your Roster TPV) to participate.  The force you select for the battle is kept secret until it begins.


You may not select a Defensive Patrol on two consecutive campaign scenarios in which you are involved.


Note: The inability to fly a hypothetical Defensive Patrol mission 
forms the basis of loss in the campaign, described below.
SWEEP


A Sweep is a standard mission intended to project force and firepower into a contested area.  Some supplies and replacements are conserved for later efforts.

If you chose a Sweep as your current mission, do not modify your 1d10 roll.  For the scenario, you can assign anywhere from 30% to 50% of your forces (based upon your Roster TPV) to participate.  The force you select for the battle is kept secret until it begins.

OFFENSIVE STRIKE


An Offensive Strike is a maximum effort to inflict as much damage on the enemy as possible.  Most of a side's force can participate, though this is a drain on the unit's supplies.


If you chose an Offensive Strike as your current mission, add one to your 1d10 roll.  Move the die to indicate the result (place an extra die to show an 11 result).  You can assign anywhere from 50% to 70% of your forces to participate.  Your force selection for the mission is kept secret until the scenario begins.


You cannot select an Offensive Strike mission on two consecutive campaign scenarios in which you are involved.

THE DIE ROLLS


The basics to using the players’ die rolls is that players with the two highest rolls are matched together for a scenario.  If there are two rollers below these first two, then these two are matched together for a scenario (which is effectively simultaneous).  If there any odd-man is left out with his lowest roll, then he is bypassed.  

A bypassed player is given Build Points according to the kind of mission he performed and a Draw result.  The bypassed player may spend his Build Points and wait for the next scenario, but he cannot gain any Campaign Points during this round of fighting.  In the meantime, the bypassed player can act as moderator for the combat(s) taking place. 


If both sides matched to fight chose a Defensive Patrol as their mission, then no scenario occurs.  Their forces were both too far back to engage.  Treat the scenario as if it were a Draw.  No Campaign Points are earned, but Build Points may be spent on ships and crew, like a bypass.

Other dice combinations can lead to unique scenarios.  The special variants shown below take precedence according to the order in which they are written.  Rule #1 is obeyed over Rule #2 if there is a conflict, and so forth.  Such contradictions will rarely occur.  As players become designated as opponents and squared off for a scenario, obeying the rules from #1 down, remove the dice involved and apply the rules again to the dice that remain down.

1)  If a player gets a 10 or 11, he may draw upon +10% of its Roster TPV for the scenario.  (e.g. an Offensive Strike 70% --> 80%)

2)  If a player gets a 0 result, he is automatically bypassed and does not fight in the next scenario, remove his die from the running.  

3)  If both/all players matched together to fight are performing Defensive Patrols, no battle occurs.  The players are bypassed for the scenario.

4)  If there is a tied roll between 3 or more players (even if they are lower dice in the whole group), there will be a multiple-combatant scenario.  The scenario type is the Basic Scenario (do not roll for a random scenario).  Each player is treated as though it is Side A for the setup rolls.  Distribute forces as evenly as possible across the starmap to make them equally distant for the battle.

5)  In the case of a straight series of numbers (1,2,3 or 5,6,7 etc.) the high roller gets to choose which of the lower series numbers he will engage in battle.  Roll randomly for the type of scenario.

6)  The players with the two highest roll results are matched together for a scenario.  Roll for scenario type, as normal.

7)  If two players remain with next lower rolls, they are matched for a scenario.  This is repeated as long as multiples of two dice remain.

8)  If only one player’s die remains last, he is bypassed this round.

Once scenario type is determined, both sides setup for the combat.  Once the scenario begins, the forces each player have elected to use are revealed to the other player.

CAMPAIGN SCENARIOS


For each battle (scenario), d100% (two ten-sided dice used to get a roll of 1-100) are used to determine the type of scenario played.  


For this roll, add +1 for each Major Defeat suffered in the campaign so far.  This increases the chance of Hatchlings awakening, according to the amount of violence and suffering which occured in the campaign.


In the case of every scenario, Side A is considered the attacking player.  Side B is the defending player.  If one of the players is performing a more aggressive mission than the other (e.g. Sweep vs. Defensive Patrol), he is automatically Side A and his opponent is Side B.


In the case of two equivalent missions (except obviously for two Defensive Patrols), the die rolls made to determine who was fighting whom are used to determine who will play Side A and who will play Side B.  The high roller is made Side A and the low roller is made Side B.  If there were tied rolls, roll a quick 1d10 competition between the players.

ROLL
SCENARIO RESULT
01

Uneventful patrols; both sides receive Draw results

02-05

Force Trial (p.13)

06-09

Battle at Star's End (p.14)

10-13

Dockyard Attack (p.16)
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Basic Scenario (p.10)



 

23-26

Technology Stakes
(p.17)


 * indicates a scenario 

27-30

Enemy in the Belt (p.18)

 
  which may only involve 

31-34

Convoy Strike (p.19)


  one squadron's forces. 

35-38

Commerce Raid (p.20)

39-41

Fleet Strike (p.21)

42-44

Rescue the Commander (p.22)

45-48

Into the Minefield (p.23)


49-52

Pirate Cleanup * (p.24)

53-55

Chaos Battle (p.25)

56-59

Running Interference (p.26)

60-63

Alien Mystery (p.27)

64-67

Nebula Cloakers (p.28)

68-71

Screening Force (p.29)

72-75

Lines of Communication (p.30)

76-79

Replicant Rebellion * (p.31)

80-83

Navigating the Maelstrom (p.32)

84-87

Command Ship (p.33)

88-91

Supply Post Raid (p.34)

92-95

Fate of the Warhound (p.35)

96-99

Rescue the POWs (p.36)

100+

Night Brood Attack! (p.37)
Descriptions for each scenario’s setup and special rules follows.  But first, let’s cover what is done after every scenario is done.

INTERMISSION PERIODS


After each battle (scenario), there is an Intermission Period:

1) Determine victory conditions and adjust Campaign Points (CP’s)
2) Recover vessels and life pods

3) Tally up experience

4) Determine Build Point totals

5) Repair damaged vessels

6) Cannibalize vessels to affect further repairs

7) Reload depleted ordnance

8) Buy reinforcements/Introduce New Starcraft

9) Determine Build Point reserve

10) Check for campaign game victory

1) Determine Victory Conditions and adjust Campaign Points

A player judges scenario victory with Victory Points (which is the TPV of destroyed enemy ships + ¼ TPV of enemies who retreated).  Some scenarios apply modifiers to Victory Points or may give victory results, but when left to calculate victory & defeat, the player whose side has the greatest number of Victory Points at the end is the Winner and his opponent is the Loser.

Take the gets Winner’s total Victory Points and divide it by the Loser’s.  This determines the degree of the victory/defeat.  If the Loser has ZERO Victory Points, the battle is a Major Victory if the loser’s initial TPV was (50% of the \winner’s.  If (25%, it is only a Victory/Defeat; and less than 25%, only minor.

· Your VP ratio is 2 or greater: Major Victory, but must meet conditions above.

· Your VP ratio is at least 1.5 but less than 2: Victory

· Your VP ratio is more than 1.1 but less then 1.5: Minor Victory

· Your VP ratio is at least 1 but no more than 1.1: Draw

· If you lost to a Major Victory opponent, as above: Major Defeat

· If you lost to a Victory opponent, as above: Defeat

· If you lost to a Minor Victory opponent, as above: Minor Defeat

· If your opponent got a Draw result, as above: Draw

For scenarios with more than two combatants, first compare the highest and lowest scoring players for their battle results.  Then compare other sides involved, look at their VP ratio to determine what victory level they fall under, as an opponent.


On your Campaign Roster, a Draw results in no CP change; a Minor Victory/ Minor Defeat results in +1/-1 CP; a Victory/Defeat results in +2/-2 CP’s; and a Major Victory/Major Defeat results in +3/-3 CP’s.  CP’s cannot go below zero.
2) Recover Vessels and Life Pods from the Battlefield

At the end of a scenario, players determine if any stranded vessels can be recovered and if any life pods left on the starmap can be saved.   Stranded starcraft are those with dead pilots or lack of drive.  All crewmen that ejected in life pods are rolled for using the tables below:

(Offensive Strike (-1)

 
(Defensive Patrol (+1)


(Major Victory (+2)


 
(Victory (+1)  

(Defeat (-1)


(Major Defeat (-2) 

(Brood scenario (-1)

VESSEL: Roll 1d6 with the modifiers for each ship left stranded.


< 2 : Ship is lost to damage or because of enemy mop-up.


  2 : Ship makes it back to base but must miss next scenario for 

 repairs, regardless of its actual condition.  Ship cannot roll 

 for Damage Control repairs in this Intermission Period.


  3 : Ship makes it back to base but not in time for repairs.



 Ship cannot roll for Damage Control repairs for this



 Intermission Period, but repairs can be bought normally.


> 3 : Ship is immediately available for repairs and next mission.

LIFE POD: Roll 1d6 with modifiers for each crewman left in life pods.


< 1 : Crewman dies of injuries sustained in combat.


  1 : Crewman is captured by enemy forces--no longer available.


  2 : Crewman is recovered but must miss the next scenario as he 



 recovers from his injuries.


  3 : Crewman is recovered but injuries reduce his skill(s) by 1 for



 the next scenario period.  Afterwards, he is fully recovered.


> 3 : Crewman is immediately available for next mission.


Vessels and crewmen returned to their rosters are available for use in the next mission.  Vessels must meet the following conditions (following repairs) in order to be added back onto the roster: (1) the ship's Drive value is repaired to the point where it is greater than one-half of its original Drive value, (2) it has at least one functioning weapon system (excluding torpedoes), and (3) there must be a pilot available to fly it.

3) Tally Experience

If your side accomplished getting at least a Draw, those crewmen who got a critical hit on an enemy ship receive an experience point.  Only one point can be earned in one scenario.  The point can improve one of the crewman’s skills by 1 (Gunners only have the Gunnery skill).

4) Determine Build Point Total

Build Points (BPs) are the economic units for purchasing repairs or new ships and crew, during each Intermission Period.  At the beginning of step 4, all sides of a scenario immediately accrue a certain number of BPs depending upon the mission they performed and how well they performed.  Bypassed players receive BPs for their mission and a Draw.

If you've just performed a(n):
- Offensive Strike: get 0 BPs

- Sweep: get 50 BPs

- Defensive Patrol: get 100 BPs


If you just scored a:
- Major Victory: get 200 BPs

- Victory: get 150 BPs

- Minor Victory: get 100 BPs

- Draw: get 50 BPs

- Minor Defeat: get 25 BPs
If you just:
- Ended the scenario and all of your opponent's vessels were destroyed or completely disabled (pilot dead/no drive or weapons): get a 50 BP bonus!


Add your BPs as calculated above to any BPs you had left over from the previous Intermission Period.  This is the number of Build Points you have available to spend in this Intermission Period.

5) Repair Damaged Vessels

Whenever you repair hits on a vessel's Damage Track, you always use the same procedure.  Start with the last hit marked off of the Damage Track, and proceed backwards, erasing hits as you go.  Damage repair will not bring back dead crewmembers, nor will it make expended ordnance reappear.  When a critical or weapon hit is repaired, the player may select which effect is nullified or weapon system repaired.


First, roll 1d10 for each of your damaged vessels (whether they flew in the last scenario or not).  Compare the number rolled to that ship's Damage Control Success Spread.  If the number rolled falls within the Success Spread, the maximum number on the damage control spread are repaired.  If the number rolled falls outside of the Success Spread, no damage is repaired with this method.  Gunboat repairs may be spread across any desired Damage Track(s).  


A second 1d10 is rolled for each ship if the player’s last mission was a Defensive Patrol.  In the case of these 2d10 rolls, the effects are cumulative.


Next, each player receives a number of "repair points" according to the mission performed last.  These are strictly points which can be used to repair one damage track box per repair point.  This is a total for all ships, not per ship.  How many are used is up to the player but they are not held over for the next Intermission Period.

If you last performed:

- An Offensive Strike: you receive 10 repair points

- A Sweep: you receive 20 repair points

- A Defensive Patrol: you receive 30 repair points


Finally, each player may spend BP’s to repair hits on the damage tracks of any vessels they desire.  Each hit on a damage track takes 1 BP to repair with this method.


Note: Any damaged vessel may be repaired during an Intermission Period, even if it did not fly in that mission's scenario.

6) Cannibalize Vessels to effect Further Repairs

At this point, any vessel(s) the player owns may be cannibalized in order to provide replacement parts for (i.e., repair hits on) other ships of the same type.  For every two hits left on the Damage Track of the cannibalized ship, one hit can be repaired on another ship of the same type owned.  No more than 10 hits may be repaired on a starcraft per Intermission Period using cannibalization.  Once a starcraft begins being cannibalized, it may no longer fly missions, though it remains on the player's roster until its Damage Track hits are all used up.  Mark its cannibalized status on your roster with a C.  When its last hit is used, remove the ship entirely from your roster.


When a ship is being cannibalized, mark 2 hits on its Damage Track for every 1 hit being repaired on another ship (of the same type).

7) Reload Depleted Ordnance

Players may reload their expended ordnance (torps, missiles, etc.).


First of all, ships with mass drivers weapons (miniguns, autocannons and railrepeators) are completely replenished for 1 BP per weapon, regardless how many rounds were fired from it (1+).  Protobolters are reloaded in this same manner – reloading 1+ rounds costs 1 BP per weapon.

All other ordnance costs as follows:

- 1 BP reloads 10 missiles

- 1 BP per Mk10 torpedo; 2 BP per Mk20; 3 BP per Mk30; and so forth.

Excess ordnance may be purchased and stockpiled for later use.

8) Purchase Reinforcements/Introduce New Starcraft

Players may now purchase reinforcement starcraft and crews. 

OPTIONAL DESIGN RULE
A player may also opt to create a new starcraft design for his force's exclusive use.  A player can design one starcraft at the beginning of the campaign using the ship creation rules.  It can then be bought like any other starcraft owned.  This ship is the sole property of the player's forces which designed it, unless its design is traded with others.  Using the exact same statistics in another design isn’t allowed.


For this initial design and others in the campaign, the player pays twice the BPV of the ship’s design (e.g. a ship design costing 35 BPV = 70 BP to make initially).  When this price is paid, one ship of that model is created--a prototype.  After this costly prototype is bought, ships of that type can be bought normally.  A design traded to another house does not have this initial prototype requirement.
9) Determine Build Point Reserve

Players recalculate their current BP total.  This value will be their new “starting total” (as calculated in step 2) minus any expenditures made during this Intermission Period.  Now it is a reserve for the next Intermission Period.  It does not count toward the total TPV of the squadron for the roster.

10) Check for Campaign Game Victory


The campaign game continues for each player until his side is incapable of flying a Defensive Patrol mission for the next scenario.  Note that to be incapable of flying such a mission, the side must be down to so few vessels that it is impossible to field one that constitutes less than 31% of the squadron's TPV!


The side not able to do this loses the campaign.  Multiple players with this result means that multiple players lose at once.  Each opposing surviving player receives +1 Campaign Point for gains from the loser.


Finally, the first player to reach 10 Campaign Points, exceeding his closest competitor by 3 points (i.e. 10 vs. 7 or less), wins.  Otherwise, players select their next mission for the next scenario.  The die rolls for engagement are cast again and the next scenario round begins!


Optionally, if the players’ wish, they can declare a winner by just comparing Campaign Points at the end of a set number of scenario rounds (say 6 rounds or whatever the group agrees to).

BASIC SCENARIO


This scenario handles the “average” engagement between two forces in space. Side A is the attacker and Side B is the defender.

INITIAL SETUP


Roll 1d10 for the type of setup to take place:

1: 
Distant engagement zone.  Side A sets up along Edge 1 first.  Side 
B sets up along Edge 3 second.  Either side may retreat through 


their entry edge at any time in the scenario.

2-3: Surprise encounter.  Suddenly combat erupts with both sides caught 

nearly unprepared because of stealth and maneuvers.  Each side rolls 

1d10.  Side A adds one to his roll.  The loser sets up first.  Each 

side also rolls 1d10 on the table below, with no duplicate results 

possible, to determine their setup areas.  

1
2
3
4
5
6
7
8
9
10

A
B
C
D
E
F
G
H
I
J

4-6: Superiority Confrontation.  Roll 1d4 to determine the specific setup 

for the players.


1: Side A sets up first at Edge 1.  Side B sets up second at Edge 3.  


2: Side A sets up first at Edge 2.  Side B sets up second at Edge 4.  


3: Side B sets up first at Edge 1.  Side A sets up second at Edge 3.  


4: Side B sets up first at Edge 2.  Side A sets up second at Edge 4.

7-8: First strike.  Both Side A and Side B start with up to 50% of their 

initial TPV.  Side A rolls 1d3 (1d6/2) +1 and Side B rolls 1d4+1.  On that turn, the other portion of the player's force may enter the battle.  Roll for starting locations according Superiority Confrontation above.

9: 
Planned Strike.  Side A has taken Side B by surprise.  Side B may


begin with up to 50% its available TPV to begin the scenario.  Side 
A has automatic initiative for 1d6 turns.  The remainder of Side 
B's available forces will arrive at the beginning of turn 2d4.  

Side B sets up first in Areas E or F.  Side A sets up at Edge 1 

and/or 3, player's choice.  Side B's reinforcements arrive through  

Edge 1 and/or 3, player's choice.  In the case where Side B's force 

is too small to be split in half, ignore the reinforcement rules and 

run the scenario with all of Side B's forces set up.

Side B gets a bonus of +50 Victory Points if Side A does not score at least a Minor Victory from this engagement.

10: 
Quick raid.  This is identical to Superiority confrontation except that only 5 game turns will take place in the scenario.  Roll 1d5 for maximum time until retreat is possible for both sides, rather


than 1d10 as indicated in the following table.

RETREAT


Each side rolls 1d10.  Offensive Strike players subtracts one; Defensive Patrol players add one.  NOTE: If a ship retreats, ¼ of its TPV (rounded down) is issued as Victory Points to his opponent(s).

0-1: Force has no option for retreat in this scenario.


2: Retreat through Edge 1 but only if Drive ( ½ its original.


3: Retreat through Edge 2 but only if Drive ( ½ its original.


4: Retreat through Edge 3 but only if Drive ( ½ its original.


5: Retreat through Edge 4 but only if Drive ( ½ its original.


6: Retreat through Edge 1.


7: Retreat through Edge 2.


8: Retreat through Edge 3.


9: Retreat through Edge 4.


10-11: Retreat through any edge.


Next, the minimum turn when the side is allowed to exit must be rolled for.  If the side did not roll 1 or less on the table above, roll another 1d10.  For this roll, Offensive Strike adds one; Defensive Patrol subtracts one.  This is the turn when they can retreat.

BATTLESPACE

Lastly, the local conditions of the battlespace are rolled for.  Using 3d6, roll on the table below for the environment.
 

	3
	Gravitic Field (roll 1d6)

1
Standard black hole (1d10 radius)
2
Scylla and Charibdis holes (1d6 radii)
3
White hole (1d12 radius)
4
Gravity wells
5
Gravity waves
6
Bipolar hole (1d10 radius)


	4
	Wormholes (roll 1d4)

1
Standard wormholes
2
Interfering wormholes
3
Unstable wormholes
4
Shifting wormholes


	5
	Comet (roll 1d6)

1-3
Comet's tail
4-6
Incoming stellar mass


	6
	Star effects (roll 1d6)

1-2
Pulsars
3
Nova/Supernova wave
4
Nova/Supernova aftereffects
5
Sunspots
6
Solar flare


	7
	Planetary effects (roll 1d8)

1-2
Planetary rings
3-4
Inside moon/asteroid
5-6
Gas giant planetoid (2d10 radius)
7-8
Standard planetoid (1d10 radius)


	8
	Nebula (roll 1d6)

1-2
Blue nebula
3-4
Pink nebula
5-6
Green nebula


	9
	Asteroids (roll 1d8)

1-2
Standard asteroid field
3
Variable speed asteroids
4
Large asteroids
5
Narrow asteroid belts
6
Radioactive asteroids
7
Rogue asteroids
8
Micro-asteroid field


	10-11
	Empty space

	12
	Minefield (roll 1d6)

1-3
Side A sets up 50 points of mines
4-6
Side B sets up 50 points of mines


	13
	Dust cloud (roll 1d6)

1-2
Dust cloud type I
3-4
Dust cloud type II
5-6
Dust cloud type III


	14
	Planetary effects (roll 1d8, as above)

	15
	Asteroids (roll 1d8, as above)

	16
	Stellar areas (roll 1d6)

1-3
Radiation zone
4-6
Heat zone


	17
	Wormholes (roll 1d4, as above)

	18
	Gravitic Field (roll 1d6, as above)


If using the Space Junk supplement isn’t that appealing, then these simplified versions are possible:

	Gravitic Field: Black Hole

	
	An anomaly in the general fabric of space and time, a black hole is the remnant of a collapsed star.  The material at its center is so dense that it forms a gravity well that can actually pull light off its path and suck it into the center. 

In Silent Death, a black hole has a radius of effect measured in hexes.  Roll 2d10 for the radius of the black hole.  Place a die (with the number shown being the radius of the black hole) nearly center the starmap before setup.

If a ship enters the very center of the black hole it is crushed to infinitesimal size and destroyed.  Life pods obviously fail here.  Within the gravity well's radius of effect, starcraft and life pods are pulled towards the center.

At the end of every Movement Phase, any ship, torpedo, or life pod within a black hole's radius is drawn toward its center.  The closer you are to the center, the stronger this attraction is.  Count how many hexes the object is inside the black hole's radius of effect.  Then move the object that many hexes closer to the black hole (the owner moves the object).

Once inside a black hole's radius of effect, movement toward the hole is FREE, but movement away costs double, including sideslips, but not turns.
Obstructed Fire
The heart of the black hole blocks attacks just like asteroids.  Additionally, any cannon attacks made within or through a black hole's radius of effect are at -1 to hit for each hex by which the shot crosses through.  Don't count the hex the attacker is in, but count the target's hex -- just like counting range.

 


	Wormholes

	
	A wormhole is a tunnel in the fabric of our traditionally liner reality that connects two distant points of space together in a nonlinear fashion.  Related to black holes, wormholes actually take ships that have been sucked into them from one point in space to another. 

In Silent Death, wormholes require the use of two separate maps: one for the area on each side of the wormhole, which could be light years apart.  However, with sufficient maps, more areas could even be used.

Roll 1d6 to determine the number of wormholes to place on the starmap.

Use white chips to represent the wormholes with alphabetic stickers attached.  They should make up two sets, one with capital letters and one with lowercase.  Distribute capital letter wormholes across the starmap as with asteroids, by flinging them onto the map randomly by both players.  These are the visible entry portals.

Do not yet place exits (lower case letter chips) anywhere on the starmaps.  Part of the fun of wormholes is the surprise.

First Entry
The first time a starcraft enters a wormhole, roll for its exit point.  Depending on the number of starmaps available, roll a corresponding die (two starmaps = 1d2; three = 1d3; etc.).  A result of 1 actually means the wormhole's exit point is here on the same starmap.  Any other result corresponds to the other starmaps available.  Randomly toss its exit marker onto the starmap. 

Roll another 1d6 the first time a starcraft enters a wormhole.  On a 1-4, the wormhole is a two-way regular wormhole (rules below).  On a 5, it is somewhat unstable and causes any starcraft 1d6 hits during escape from the wormhole.  On a 6, it is a one-way wormhole only -- reentry through the other end is not possible during the mission.

A ship enters a wormhole when it enters the hex with the chip and exits the wormhole with the corresponding letter.  Entering the wormhole happens automatically, even if the ship ends its regular move in that hex.  Directly after the ship enters a wormhole, it is spat out on the other side, into one of the six adjacent hexes to its corresponding wormhole counter.  

The pilot must make a Piloting Skill Roll (1d10 + Piloting skill).  If she scores a 12 or greater, the ship may exit on any side desired with any facing; if she scores below, the exit hex is rolled randomly with a 1d6 and facing is automatically straight away from the wormhole.

Effects on Torpedoes, Etc.
If a ship with a targeting torpedo or torpedoes enters a wormhole, treat as a decoy (rolling 1d4: 1-2 the torpedo loses its lock).  If a ship enters multiple wormholes, this is repeated for each additional wormhole entered.  This is done immediately, before the Torpedo Results Phase.  If the wormhole is somewhat unstable, torpedoes do not make it through to the other side.  

Treat wormholes as asteroids for purposes of line of sight.  Fire cannot be conducted through them and torpedoes are lost trying to move "through" them to get at a target.

If a ship is targeted by missiles and enters a wormhole, roll 1d6 for each missile locked on.  On a roll of 1-4, they lose their lock and detonate without doing damage.  Again, repeat if multiple wormholes are entered in the same turn.

	Comet

	
	The tail of a comet is actually part of the comet itself that has been blown off by solar winds.  Flying inside a comet's tail is dangers, as millions of tiny ice and rock particles constantly bombard the ship. 

Roll 1d6 to determine the comet's tail width.  Roll 1d6.  If 1-3, the upper half of the map has the comet's tail.  If 4-6, the lower half of the map has the tail.  Next, roll 1d10, rerolling any 10 result.  Starting at the top of the area, count down that many hexes.  

This is the row of hexes on which the comet's tail is centered on.  Place asteroids inside the comet's tail to mark its location.

Any ship or torpedo entering a hex in the comet's tail suffers a 3d6 Low attack immediately.  Roll 1d6 for each missile targeting a ship that moves into a comet's tail: on a roll of 1-4 on a 1d6 it is destroyed.  All to-hit rolls firing into or out of a comet's tail are reduced by 2.

	Star Effects

	
	When excessive sun spots appear, they herald a large electromagnetic energy release by the star that disrupts communication and interferes with shields and other systems. 

The star with sunspots is off the board and not accessible on the starmap.  Instead its effects are felt across the entire battlespace.

· No communication between ships is possible; players may not talk to each other about ship movement, targets, tactics, etc.

· There is no bonus provided for any TOC.

· Due to intermittent screen failure, reduce the Defensive Value of all ships by 2.

· Reduce all lock-on attempts by 2.

· Reduce all decoys' effectiveness by 1. 

	Planetary Effects

	
	Planets vary greatly in size, orbit and composition.  There are gas giants and solid planets but for simplicity they all have atmosphere.  Along Edge 4 is a planet and its atmosphere is 1d10 hexes up from the edge.  Anything on that row of hexes or lower is considered "in-atmosphere" and above that row is outside the atmosphere.  You will need to take note whether your starcraft are fully atmospheric capable, partially, or not at all. 

Entering Atmosphere
If a ship which had a Damage Reduction of greater than 0 currently has no Damage Reduction, it automatically takes a critical hit when it enters the atmosphere.

Full Atmospheric Ships in Atmosphere
· A full-atmospheric ship has its Drive reduced by one while in atmosphere.

· Increase the cost of all tight turns by 1.

Semi-Atmospheric Ships in Atmosphere
· These starcraft may only move at half their present Drive (rounded down).

· Increase the cost for all tight turns by 2.

· To move away from Edge 4 when in atmosphere costs twice as much movement as normal.

Non-Atmospheric Ships in Atmosphere
· These starcraft may only move at one-quarter  their present Drive (rounded down).

· Increase the cost for all turns by 4

· Every turn, a non-atmospheric ship takes 1d4 hits, minus applicable Damage Reduction.  For ships with more than one damage track, this is against all damage tracks.

· To move away from Edge 4 when in atmosphere costs four times as much movement as normal.

Effects of Atmosphere on Weapon Systems
· All blast weapons (blatguns, splatterguns) receive +1 to hit.

· All mass driver weapons (miniguns, autocannons, etc.) may not fire at targets beyond Medium range.

· The target lock range for missiles is reduced to 6.

· Point defense spread is reduced by 1 (e.g. 1-6 [4] becomes 1-5 [4]).

· Protobolt weapons do an additional point of damage.

· Consider torpedoes full atmospheric ships for purposes of traveling through atmosphere.

· Tractorbeam lock-on range is reduced to 6.

· (WARHOUNDS) ECM: The total number of screening attempts that may be performed is reduced by 1.

	Nebula

	
	Nebulas are giant clouds of gas and various interstellar matter.  The particles within a Type 1 nebula absorb and scatter energy waves, playing havoc on ship systems.  Shields flicker on and off; targeting systems are less effective; beam weapons refract to the point of being ineffective at long range.  It covers the entire starmap for the battle. 

· Reduce the ship's Defensive Value by 4 to a minimum of 5.

· Reduce all to-hit rolls and lock-on rolls by 2.

· Tractor beams are inoperable.

· Only mass driver weapons (miniguns, autocannons, rail-repeators, gatling cannons, etc.) may fire beyond Medium range.

	Asteroids

	
	Grab some rocks, because it's time to party!  Take 20+1d10 asteroid miniatures (or rocks!) and, with eyes closed, sprinkle them over the starmap.  Place them in the hexes they most fully landed in.  Once the game begins, asteroids drift by moving one hex per turn in a direction randomized at the beginning of the battle with a 1d6.  Asteroids drift all at once, at the end of every turn, after Missile Results Phase.  If, due to drifting, it leaves the starmap, another reenters on the opposite edge. 

Dodging Asteroids
If a starcraft, during its Movement Phase, enters a hex with an asteroid the pilot must make a Piloting Skill Roll (1d10 + Piloting Skill) > 14 to dodge it.  A 14 result fails.  Failure means the starcraft immediately takes 10d12 (ALL) damage.  If an asteroid drifts into a vessel, there is no check but the damage is only 5d12 (ALL).

Asteroids have no effect on missile fire but asteroid collisions immediately destroy launched torpedoes.  Torpedoes may also attempt to move through by dodging and their Piloting skill is 5 (unless you're using special torpedoes with a different skill level).  In other words, roll a 10 and the torpedo makes it past!

Destroying Asteroids
Asteroids may be destroyed by any type of weapon, if targeted, but to destroy an asteroid a ship must deliver a total of 30 points of damage in a single attack (somebody call for a Nighthawk?).  An asteroid has a Defensive Value of 5.  The next turn after it is destroyed there is still debris in the hex, doing a 3d6 Low attack to any ship that enters the hex.  At the end of that turn, the debris is scattered.

 

	Minefield

	
	A mine is a small explosive with a limited homing and propulsion system that detects ships and detonates when one draws near.  Minefields are relatively easy to detect.  Because of this, mine layers often lay fake mines with actual mines to effectively cover a larger area.  A ship entering the area has no way to know if a mine is real or fake until it possibly detonates. 

Both players roll 1d6.  A player performing a Defensive Patrol gains a +2 to his roll.  The high roller gains the advantage of 50 points' worth of mines.  

Default configuration will be 4 Mk.30 minefields and 3 Mk.30 fake minefields.  The player with the mines, picks up mine counters for real and fake mines and places them on the starmap before starcraft are set down.  The counters are placed face down to indicate the center of each minefield, and to conceal whether it is real or fake.

Mk.30 minefields have a range of 3 hexes in every direction.  When a ship enters the radius of a minefield, flip the counter over to reveal whether it is real of fake.  If it is fake, the ship takes no damage.  If it is real, the ship receives a 3d12 Medium attack for every hex in the minefield entered immediately.  If two minefield's radii overlap, the attack roll receives a +2 to hit and to damage.

Ships cannot destroy mines with any normal weapon.  However, if a minefield rolls triples, it is removed from play after it does its damage.

 

	Dust Cloud

	
	A Type I dust cloud consists of very fine dusts that coat the engines and maneuver thrusters on a ship or torpedo.  Consider it, like a nebula, to cover the entire starmap for the mission. 

· Increase the cost to turn all ships and torpedoes by 1.

· If a ship performs a tight turn, the ship immediately takes a 3d6 Low attack.

· After 4 turns in a dust cloud, a ship or torpedo immediately has its Drive reduced by 1.

· Decrease the target Speed Restrictions of each weapon with a restriction by 1 (e.g. a Meld Laser normally with a restriction of <12 would now have a restriction of <11).

	Stellar Area

	
	There are large areas of space that contain heavy radiation.  This radiation quickly degrades unprotected equipment and interferes with ships' systems.  Ships that spend too much time in a radiation zone find malfunctions occurring, including on occasion a detonating fusion reactor!  Consider the radiation zone to cover the entire starmap for the mission. 

· At the end of every turn, all ships take 2 hits, which Damage Reduction reduces.

· At the end of every 3 turns spent in a radiation zone, a ship much roll a critical hit.  For a Warhound or gunboat, randomly roll, exactly as determining where missiles strike, to determine which critical hit table to roll on.

· No ship may fire torpedoes in a radiation zone.

· Jump pods and ink clouds (Brood) do not operate in a radiation zone.

· Reduce all Damage Control values by 1.


STARMAP SETUP

For most scenarios, the starmap is broken down into 10 areas, labeled A thru J.  The areas are roughly equal in size.  Depending upon the exact map you are using, the number of hexes inside each area may differ.  Make it clear between all players what the borders are between each area.

Some scenarios may require a different map setup.  These exceptions are noted with the appropriate scenario.
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OTHER SCENARIOS

FORCE TRIAL


In the tradition used by the now-deceased Emperor, when two houses were in conflict and one (or both) were accused of crimes against the other, a trial by combat was often declared.  The house’s best fighter and crew would be sent to Old Earth and duel to prove whose position was most just.  This venerated tradition is appreciated still in the present era, in order to limit conflict as much as possible.  The battle is witnessed by the major powers and can spell out support from them or their scorn.  The Force Trial is also something which is now shown to the masses on Tri-D, like a sports spectacle for the public to enjoy.  In order to increase the danger and thus viewership, changes have been made.


To begin, each side agrees on a mutual TPV for the duel; the only restriction is that only a single ship can be sent from each side.  Both players should attempt to get as close to an identical TPV as possible. The side at any disadvantage receives twice the difference as Build Points at the end of the scenario.  This is compensation for an unequal duel.

SPECIAL RULES

1)  The battlefield is a partitioned-off area of space where the two champions battle to the death or to the inability to fight.  Side A's ship begins at Edge 1.  Side B's ship begins at Edge 3.

2)  The added sport for the viewing public is in the form of laser satellites and spheroids cluttering up the battlefield.  The laser satellites are 12 identical models to those from “Battle at Star's End” (p.14), which shoot each turn at the closest enemy ship; they have a Defensive Value of 15 and take 6 hits to destroy.  The spheroids are 12 mechanical spheres resembling giant spiked balls: essentially 12 drifting asteroids (rulebook p.79).  But, the spikes extend out to strike nearby objects.  If anything moves itself into an adjacent hex of a spheroid, the spikes make an attempt to hit it in that moment.   Roll 3d6 and, if it hits, score Medium damage.  The damage is immediate, before the target can do anything else.  Attacks do not occur during spheroid drift.

3)  Placement: The laser sats and spheroids are placed by the players, one by one, alternating from Side B to Side A until all objects are placed.  The only restriction is that two objects cannot be placed in the same hex and no objects can be placed within 4 hexes of anything else.

4)  There is no option of retreat.  The side to destroy or disable the other wins a Victory.  The losing side suffers a Defeat.  Mutual destruction or survival at the end of 10 game turns is treated as a Draw result.  The remains of any stranded ships or lifepods are returned to their owners automatically, without a need to roll.

BATTLE AT STAR'S END


“Star's End” is the classified location where Side B has been gathering critical information on Side A’s forces through an advanced observation satellite.  Ringing this satellite is an automated defense network of laser satellites.  Side A wants to capture or destroy the observation satellite.  Side B wants to prevent this, either by taking it away themselves or battling to leave it unharmed.


Side A sets up along Edge 1.  Side B sets up along Edge 3.  Only Side A may retreat in this scenario, through Edge 1 at the beginning of turn 1d10.  Side B may only exit one ship through Edge 3 if it has the observation satellite in tow –- this is not considered a retreat.


Side B sets up 20 counters upside down across the map before play begins.  None can be within Areas H, I or J and none can be within 5 hexes of another.  These are either one of 19 laser satellites or the 1 observation satellite.  Because of advanced stealth technology, even Side B cannot tell which object is the actual observation satellite without meeting the conditions shown below.


Side A sets up its forces first, then Side B sets up.  The game lasts 10 game turns.  Side A must either retrieve or destroy the satellite.  Side B must keep the satellite in one piece, either by retrieving it under fire or driving off Side A’s forces.  

SPECIAL RULES

1)  Each counter across the starmap is either a laser satellite or is the observation satellite.  Starcraft may not perform a turn nor end a Movement Phase in the any satellite's hex.  The distinction between the satellite types can only be made once a ship enters within 10 hexes of one.  Roll 1d20 for each counter in range at the end of the each ship’s movement phase.  Start from the closest sat and work outward.  On a roll  of 1, the counter is the observation sat.  Anything else at that point is obviously a laser satellite 2) The observation satellite has a Defensive Value of 14 and has 20 hits on its "Damage Track" and can only be fired upon with cannons from 10 hexes away.  It can jam tracking torpedoes as Starcraft do except that it may attempt jamming against all tracking torpedoes and succeeds on a 1d4 roll of 1-3 per torp.

2)  The laser satellites (19 of them) are armed with the a 360 firing arc pulse laser.  At the very beginning of cannon fire phase, each attacks with 3d8 to score Low damage at the nearest Side A starcraft.  Each laser sat has a Defensive Value of 15 (mostly for its small size).  They have no torpedo defenses.  Laser sats can only be engaged by cannon fire at a range of 10 hexes or less.  Each takes 6 points of damage before being destroyed.

3) If only one sat remains to be identified, it is the observation sat.

4)  The observation satellite can be picked up and towed by any ship with more than 11 hits on its original Damage Track.  To do so, the player must move the ship into the pod’s hex, stop, and remain there for one game turn without even moving as it picks up the satellite.  During this recovery turn, the ship is vulnerable to attack: its Defensive Value is only 5 and its effective Drive is 0.  Assuming the ship survives the recovery turn, the counter can be removed from the board during the Warhead Launch Phase of the next turn and the satellite is considered attached to the starcraft.  If this starcraft is subsequently destroyed, the satellite is destroyed with it.

5)  A starcraft carrying the satellite may eject it at the player’s option, but only at the end of a game turn.  If this occurs, place the satellite counter directly behind the starcraft.  A ship wanting to pick it up must follow the steps in 4.

VICTORY CONDITIONS


Calculate victory with these modifiers:

1) Destruction of the observation satellite is worth 100 Victory Points 


for Side A.

2)  Side A capturing the satellite and leaving with it is worth 200 

Victory Points to Side A.

3)  If the observation satellite remains safely somewhere on the starmap 

at the end of the scenario, Side B gets 200 Victory Points.

4)  Side B retrieving the satellite and leaving with it is worth 100 

Victory Points to Side B.

DOCKYARD ATTACK


Side A is attacking behind enemy lines at a mobile Fleet Repair Dock (FRD) belonging to Side B.  The loss of this docking facility would weaken Side B's position in the sector, setting Side A up for a stronger position to strike.  Side B's job is to defend the dockyard at all costs.


Side B sets up the repair dock somewhere in Areas E or F.  Side A then sets up his forces along Edge 1.  Finally, Side B sets up his available forces in Areas E or F.


The scenario lasts for 10 game turns.  Roll for retreat options.

SPECIAL RULES

1)  The FRD is two hexes in length, like an escort, and has a Defensive Value of 9 (from its screens) and a constant Damage Reduction of 2.  It is armed with four 360 degree firing Meld Lasers (3d8 to hit; medium damage) and a single set of 360 degree firing Twin Ion Cannons.  Its drive restriction is 6.  Its attack dice are 3D8+1.  Damage is (All+2) x2.  Ranges are Short (1-8), Mid (9-16), Long (17-30).  More details are in the Warhounds book.  All weapons fire as skill 8 gunners for initiative.

2)  The FRD is also equipped with an escort-style point defense system, hitting torpedoes and missiles on a 1-5 (including torpedoes passing into an adjacent hex), and any ships entering an adjacent hex take a 3d6+(1-5 on 1d10) Low damage attack.  The dock has advanced torpedo jamming equipment, and is capable of trying to jam every torpedo locked upon it with a roll of 1-2 on a 1d4.  The dock has 100 hits before it is destroyed.  Its Damage Reduction and weapons are not reduced while it takes hits. On the 100th point of damage, the FRD is destroyed.

VICTORY CONDITIONS

1)  Destruction of the FRD counts as 300 Victory Points for Side A.

2)  If the FRD is not destroyed, Side B is awarded 150 Victory Points.

SPECIAL CONSIDERATION

1)  If the FRD is destroyed, Side B does not receive any free repair points at the end of this scenario.  After this Intermission Period, handle the repair points normally.

TECHNOLOGY STAKES


Side B's house is testing a new technology on a TMAC prototype.  The house has temporarily issued the heaviest TMAC fighter in Side B’s design list as a prototype.  If Side B has no TMAC designs available, the next largest available design is used.  Use the lowest possible BPV then.


Side A’s forces have infiltrated into Side B space to take advantage of Side B’s test program.  Side A's mission is to capture the prototype.  


Side B sets up first, in Areas E or F.  Side A sets up second along Edge 1.  Retreat options & the local conditions must be rolled for.

SPECIAL RULES

1)  Side B has its prototype TMAC for this scenario only.  Due to its altered assignment, no gunners can operate their weapons, instead being used to work experimental gear.  The pilot will either be from the player’s own roster or will be a researcher with skills of only 1.  Despite the retreat result rolled, the prototype can’t retreat.

2)  Next roll 1D6 to determine the prototype's special test equipment.  


1) X-beam: The pilot's main weapon is replaced by an experimental weapon based on the Brood’s X-beam.  Use the stats for a Brood X-beam weapon (2D8+ADB, Damage Lowx3) but if any attack roll comes up triples, the weapon mount overloads and is destroyed.  The target is not hit.


2) Cloak Field: The prototype's Defensive Value is increased by +4 while the cloak works.  The prototype also automatically jams all torps fired at it each turn with a 1-2 on a 1d4.  Whenever the prototype takes damage past its Damage Reduction (once per turn max), roll 1d6.  On a 6, the cloak shorts out for the rest of the battle and also causes an electrical fire that does 1d6 hits of damage.


3) ECM Tech: The prototype can jam any torpedoes fired at it.  Roll 1d4 for every torpedo locked onto the prototype and on a 1-3 it is gone.


4) Super Laser: The pilot's main weapon is replaced by a Super Laser which has the range categories, Dice, and Target Speed Restrictions of a Turbo Laser but does ALL damage.  On any turn in which the Super Laser is fired, the prototype cannot more more than ½ its current Drive value.


5) Jump Pod: The prototype is equipped with a Brood-like jump pod.  Treat the prototype as having a permanent Level 3 Jump Pod which is destroyed on the ship’s first critical hit.  Each time it is used, roll 1d6.  On a 1 the drive does not jump and leaves the ship sitting at that spot for the turn.  On a 2 the drive does jump, but for a random distance -- roll 1d6+2 for the number of hexes jumped forward.


6) Admantium Armor: The ship’s Damage Reduction is 6, and does not reduce during the scenario.  Reduce the ship’s Drive by 3 for its mass.

3) Side A automatically has initiative for the first 1D6 game turns.

VICTORY CONDITIONS


Side A's player must: 1) deliver a damage point to each of Side B's starcraft, 2) reduce the prototypes's Drive to ¼ without destroying it, and 3) have two undestroyed ships (with (½ Drive values) left at the end of turn 10.  If these conditions are met, Side A will receive at least a Victory; his foe, at best a Defeat.  Else, it is the opposite.

ENEMY IN THE BELT


Side A is mounting for an attack, using the cover of an extensive asteroid belt within Side B’s space.  Unknown to Side A, Side B reconnaisance has discovered these hidden forces and now Side B's forces are jumping to the attack to eliminate this threat.


The asteroids are set up on the starmap.  Then Side A sets up within Areas E or F.  Finally, Side B sets up along any of the map's edges.  


Roll for retreat options of both sides.  Side A receives a -1 to this roll (minimum of 1); Side B receives a +1 to these rolls (maximum of 10).  

VICTORY CONDITIONS

1)  The first side to inflict at least ½ the opponent's TPV as casualties scores a Victory.  If neither side fulfills these victory conditions before the end of game turn 12 or both equally score ½ TPV in the same turn, the scenario is a Draw.

CONVOY STRIKE


A flight of Shryak Shuttles is shipping important cargo in a Side B convoy.  Side A mounts an attack to intercept and destroy the convoy. This scenario lasts 10 turns.  


Side B initially sets up his shuttles along Edge 1.  Side A sets up along Edge 3.  Side A may retreat through Edge 4.


The shuttles must survive to the end of game turn 10 or exit successfully through Edge 3.  Side B's forces arrive to protect the shuttles after having been drawn away by a decoy.  Side B's forces may retreat through Edge 2 or 3.  The shuttles cannot retreat; they must exit to escape through Edge 3.


Roll for local conditions normally.

SPECIAL RULES

1)  The number of Shryak Shuttles is 1 for every 50 points Side A commits.

2) Each shuttle has an average crew (roll for the crews normally).

3) Side B's fighters arrive as reinforcements through Edge 2 on turn 1D4.  

VICTORY CONDITIONS

1)  For every shuttle that Side A destroys, Side A receives an additional 80 Victory Points plus the shuttle’s TPV. 

2)  For every shuttle that escapes or survives to the end of turn 10, Side B receives 80 Victory Points.

COMMERCE RAID


Side A is trying to rattle the faith of Side B's populace by striking at its space commerce deep in its territory.  Bulk freighters, mass transportation vehicles of the star lanes, are set up at Edge 1 and must exit through Edge 3.  Side B's player controls the freighters while Side A attacks them.  Later in the battle, Side B’s forces come to try and save the freighters.

SPECIAL RULES

1)  Side A starts in area J, setting up after the bulk freighters.  Side B's squadron of fighters arrive to rescue them from Edge 1.  Side B can retreat through Edge 1 or Edge 3, but this counts as normal for Side A's Victory Points.  Side A can retreat through Edge 4.

2)  The scenario is played until either the freighters are all destroyed or escape through Edge 3, or all of Side A retreats through Edge 4.  The battle lasts 10 game turns.  If all freighters are destroyed, Side A can exit without retreating.  Roll for local conditions normally.

3) BULK FREIGHTERS (one per 50 TPV Side A brings in, rounded down)


Each has a Drive of 8, a Defensive Value of 9, and can take 60 hits before being destroyed.  There is a pilot and gunner manning the bulk freighters of Average skill – roll for their skills levels.  They can attempt to jam torpedoes, just like a fighter.  They also have a Point Defense system of 1-5 (2).


Each of the freighters is equipped with a 360 degree dual pulse laser.  Their stats are +1 to hit and (Low) damage.  At 30 points of damage, the laser is disabled and the ship’s Drive drops to 5.

4)  At the very beginning of the scenario, Side B rolls 1D4+1.  This is the turn number on which its forces will arrive from Edge 1.

5)  Side B's player moves the bulk freighters, which have cannot retreat.  If no allied forces are present, all bulk freighters are moved at once at the beginning of the Movement Phase –- no need to roll for initiative.  Once allied forces arrive, bulk freighters move as per normal rules too.

6)  Side B's proximity to allies makes life pod and stranded vessel recovery rolls easier at a +1; and Side A’s are at a -1.  Modify for other conditions as well.

VICTORY CONDITIONS

1)  For each freighter that Side A destroys, Side A receives 60 Victory Points.  For each freighter that Side B gets out through Edge 3 or remains alive by the end of 10 turns, Side B gets 60 Victory Points.

FLEET STRIKE


The war is on!  Battle fleets have converged and are hammering each other!  Side A and Side B fight in the battlespace, amid a capital ship crossfire.  This is Side A’s and Side B’s squadrons engaging during the larger battle.  This plays essentially like a Basic Scenario and the setup rules listed there should be used.

SPECIAL RULES


This scenario is taking place in the midst of a fleet battle.  Large capital ships, out of the scale of this game, are just off the map firing at each other and at clusters of fighters.  The crossfire and capital ship torpedoes will make the battle challenging for Side A and Side B.

1)  Each turn, during the Cannon Phase, capital-scale weaponry fires too.  Some fire could unintentionally (or intentionally) strike starcraft.  After all players’ craft have fired, each player rolls 1D6.  This is the number of potential strikes from capital weapons he can attempt on his opponent's craft.  These shots are simultaneous, so the person to roll first is unimportant.  The targets must be completely random.  Before rolling, assign the enemy’s ships numbers (1-?).  Roll a die to determine which enemy ship is targeted for one shot.  Roll to hit/damage as though the weapon were a Laztube at Long range (2d10+1d6-1; Highx2).

2)  Each turn at the very beginning of the Torpedo Launch phase, each player rolls 1d10.  On a roll less than 6, nothing happens.  Otherwise, a number of friendly Mk50 torpedoes equal to the roll appears as a single counter on the map.  The player places his capital torpedoes somewhere on his starting Edge.  The torpedoes will move at a speed of 10 and act as normal Mk50 torpedoes.  Roll 1D6.  On a result of 1, these torpedoes are targeted on an opponent's ship!  The torpedoes are locked on the highest BPV.  If there is more than one of the same BPV, they are locked onto the closest one to the Edge.  If not targeted on an enemy ship, they head for the opposite edge of the board first in movement.  They are headed for an enemy's capital ship.  For each targeted torpedo which is destroyed before reaching the opposite edge of the board, the opposing player receives 5 Victory Points.

RESCUE THE COMMANDER


One of Side A’s leading military commanders ejected in deep space after a space battle that eradicated both sides.  Now Side A has to try to rescue him and Side B’s mission is to prevent it.  Side B is not allowed to pick up the pod nor allowed to shoot at it when it is helplessly sitting in space.  Their orders are to hold the position for reinforcements.


Side B's player places the Life Pod counter in Area E or F before either side sets up.  This Life Pod contains Side A's military commander.


Side A's forces set up first along Edge 1.  Side A may only retreat through Edge 1.  Side B's forces set up next along Edge 3 and may retreat through any edge.  Roll normally for all other combat conditions under the Basic Scenario rules.

SPECIAL RULES

1)  To recover the Life Pod, Side A's player must move one of his ships into the pod's hex, stop, and remain there for one complete game turn (from beginning to end).  During this recovery game turn, the ship is particularly vulnerable to attack: its Defensive Value is reduced to 5 and its drive to 0 for that game turn only.  If the ship survives the recovery turn, remove the Life Pod counter from the map and place it on the ship's starcraft display.  If this vessel is subsequently destroyed, the Life Pod is destroyed with it.  The leader has perished.

2)  A starcraft carrying the Life Pod may eject it if the player chooses, but only at the end of a game turn.  If this occurs, place the Life Pod counter directly behind the starcraft.  A ship wanting to pick it again must now follow the steps in 1.

3)  Side B's player cannot attack the unrecovered Life Pod as a matter of honor and strict orders, nor may any of Side B's vessels occupy the Life Pod's hex at the end of any Movement Phase.

VICTORY CONDITIONS

1)  One of Side A's ships must recover the Life Pod and exit off the map through Edge 1.  No other forces may exit freely (i.e. not as a retreat) until the craft carrying the Life Pod does.

2)  If Side A succeeds in rescuing the Life Pod, he receives 150 Victory Points.

3)  If Side A does fails to get the Life Pod off the map, but it remains on the board at the end of the battle, Side B receives 150 Victory Points.

4)  If the Life Pod is destroyed neither side receives any special bonus.

INTO THE MINEFIELD


Side A is making a daring strike against one of Side B's homeworlds.  Side B is prepared for this aggression and has placed down defenses.  Key to their position is a string of communication satellites which act as an early warning system against attack.  These comm sats are ringed with minefields, and numerous fighter tenders make sure that constant patrols protect these valuable constructs.


This scenario depicts Side A's action against one such comm sat in Side B's space.


Side A sets up first along Edge 1 and may retreat through it after game turn 5.  Side B then sets up along Edge 3 and may retreat through it at any time.  Other combat variables should be rolled normally.

Special Rules

1)  Side B's player must place the Comm Sat counter in Area H, I or J (but not on the Edge) before either side sets up.  This Comm Sat may be attacked by Side A's player: it has a Defensive Value of 14 (despite the fact that it does not move) and can jam tracking torps as vessels except that it may attempt jamming against all tracking torps and succeeds on a 1D4 roll of 1-3 per torp (due to superior electronic counter-measures).  The Comm Sat cannot dodge torps which make it into its hex.  In addition, the Comm Sat may only be engaged by cannon fire at a range of 10 hexes or less.  The Comm Sat can take 20 damage points before it is destroyed.  Starcraft may not perform a turn nor end a Movement Phase in the Comm Sat's hex.

2)  A minefield exists through the two center map sections (areas D, E, F and G).  For every Movement Phase that a vessel or torp expends at least one movement point in this area, roll an attack against it after that vessel's or torp's move is completed.  This is a normal 3D8 attack that scores ALL damage.  Gunboats which are hit are randomly assigned an arc from which the attack came, similar to the manner used for missiles (1d6: 1-2 Front, 3 Left side, 4 Right side, 5-6 Rear).

3)  Side A also may launch torpedoes from Area I at an off-board fighter tender to fulfill his Victory Conditions (see below).  To do so, the player merely states that he is launching during the Torp Launch Phase.  No counters are placed on the board for this special launch -- the expended ordnance is simply marked off.

VICTORY CONDITIONS


The scenario lasts 10 game turns.  

1)  Side A gets 50 victory points for destroying the Comm Sat.

2)  Side B gets 100 victory points if it is not destroyed.

3)  Side A gets 5 points for each Mk10 damage value sent from Area I at Side B's fighter tender.  

4)  If no torpedoes are launched from Area I, Side B gets 50 Victory Points.

PIRATE CLEANUP


Side A is actually the only squadron combatant for this scenario.  Side B will treat this result as a Draw and will take part by playing Side A's opposition forces.


Side A has been given the emergency task of eliminating a group of pirates that have become a serious nuisance to the house.  Side B’s player will handle the pirate force’s selection and play them in combat.

SPECIAL RULES

1)  The pirate player rolls 1d6+2 and this is the number of rolls he makes next for the pirate forces to oppose Side A.  He rolls 1d8 each time, according to the previous roll and compares to the following list: 

1) 1 Blizzards, 2) 2 Darts, 3) 1 Epping, 4) 1 Hell Bender, 5) 2 Pit 

Vipers, 6) 1 Seraph, 7) 1 Shryak Shuttle, 8) 1 Thunder Bird.  

The rolls correspond to the total cumulative ships the pirates will 

have.

2)  Pirate player rolls for the pirate crews randomly as Average crewmen.

3)  Pirate player rolls 1d10.  On a roll of 1, all ships have the limitation of Poor Mechanical Reliability (p.78) due to poor repair facilities.

4)  Use all the setup rolls for the basic scenario and good hunting!

Victory Conditions


Standard Victory Conditions apply.

CHAOS BATTLE


Side A is counterattacking Side B in a struggle for the system.  Communication and control has been broken due to critical losses.  In this confused battle, both of the forces involved have lost their battle directors.  Also, the tremendous influx of electromagnetic sensor jamming in the area has rendered each fighter's tactical scanners nearly inoperative, while intership communications are virtually impossible.  


Set up for this scenario as though a Basic Scenario.

SPECIAL RULES

1)  Each ship must first "identify" a target before it can fire any cannon/projector/missile/torpedo weapons at it each turn.  To "identify" a target vessel, the ship must end be within 10 hexes of it when firing and then roll 1d10 with a result equal to or less than the firing crewmember's Gnr value.  Otherwise, the weapon is not fired this turn.

2)  No Pilot skills are added to the initiative rolls.

3)  Due to severe electromagnetic interference, roll 1d6 for every torpedo that has not reached its target by the end of a Movement Phase.  On a roll of 1-3 the torp's guidance system is scrambled -- remove the torp from the playing surface.

RUNNING INTERFERENCE


Flights from Side A have launched to engage Side B's defenders.  Side B is protecting of a group of resource-rich moons which orbit high above a gas giant.  Intense solar flare activity from the sub-giant stellar primary plays havoc with the starcraft of both sides during the battle.  The following portrays a small portion of this action.


Set up according to the Basic Scenario rules but do not roll for local conditions.

SPECIAL RULES

1)  A hot sub-giant blue star which is currently emmiting severe solar flare activity.  To represent this hazard, use these guidelines.  Just before the Missile Launch Phase of each game turn (after any reinforcements may arrive), roll 1d10 for each vessel (escorts, if present, are immune) on the playing surface, then consult the following results:

1 = Flight Controls Jam (vessel flies straight at full speed this


turn).  This will not force a ship to retreat -- the ship stops at


the edge of the map.

2 = Cannon Weapon System Fried (eliminate one remaining cannon weapon


system at random).

3 = Missile Targeting System Malfunctions (may not fire one random


remaining missile launcher this turn).

4 = Torp Launch Mechanism Shorts Out (all remaining torp loads 


jettison harmlessly).

5 = Torp Targeter Malfunctions (may not launch torpedoes this turn).

6-10 = No Effect.

2)  Due to severe solar radiation, roll 1d6 for every torp that has not reached its target by the end of a Movement Phase.  On a roll of 1-3 the torp's guidance system is scrambled -- remove the torp from the playing surface.  Make these rolls at the end of every Movement Phase for all torps in flight.

VICTORY CONDITIONS

1)  Life pod recovery rolls have a -2 modifier to both sides.  A captured result actually indicates death by radiation poisoning.

ALIEN MYSTERY


At the borders of Side B's space is a mysterious alien spacecraft of unknown design.  Side B has sent a squadron to investigate, assisting the scientific team assigned to the area.  Side A has no intention of letting Side B gain the upperhand of knowledge on this.


Side B's player positions three adjacent upside-down counters in a triangular formation in either Area E or F.  This is the alien ship, which remains stationary during the scenario.  Side B sets up in Area I next.  This is followed by Side A setting up along Edge 1.  Roll for local conditions and retreat normally.  

The scenario lasts for 10 game turns.

Special Rules

1)  Both side's ships have been modified to scan for research.  All decoys have been replaced with probe units.  They are launched once a turn, in the same manner that decoys are.  A fighter must end its Movement Phase one hex away from the alien ship to launch a probe.  Once launched, the player marks off the "decoy" from his ship and rolls 3d8.  Treated as “ALL damage,” this is the number of Information Points which the owning side attains.

2)  If a ship does not launch a probe, attempt a dodge, use point-defense nor jam a torpedo and is one hex away from the alien ship at the end of its Movement Phase, he rolls 1d8.  This is the number of Information Points which the owning side attains.

3)  The alien ship acts as a non-drifting asteroid.  It blocks line of sight, cannot be destroyed, etc.

VICTORY CONDITIONS

1)  Standard, except that for each Information Point attained, that side gets 2 Victory Points.

NEBULA CLOAKERS


Side A has pursued after Side B into a dense nebula, but Side B has a little surprise awaiting Side A.  Side B's squadron has been specially modified to vanish inside the nebula's powerful waves of hydrogen and energy.  Side A, unknowing, is about to walk into an ambush.


Side B sets up first according to Special Rule 1.  Side A sets up second in Areas D, E, F and/or G.  All vessels must be facing Direction 2.  The game lasts 10 game turns.  Neither side may retreat.

SPECIAL RULES

1)  Side B's forces are using an experimental cloak technology which hides each vessel in the nebula until the beginning of any Movement Phase it decides to de-cloak.  The starting positions of the ships will be marked with inverted counters along with several "dummies" to confuse Side A as to the actual location of the real vessels.  Use appropriate counters for the real ships and four times that number in "dummy" counters to mark incorrect possibilities.  Side B's player places the counters upside down on the playing surface during set up.  No more then 5 sets of counters may be placed on any one of the 10 map Areas.  Side A's player should not know which counters indicate the presence of real ships and which ones are dummies.  No Side A vessel may end a Movement Phase in a hex containing an upside down counter.  Neither cloaked ships nor dummy markers may be moved after the game begins.  No cloaked vessels nor dummies may be attacked in any way.

2)  The nebula provides local conditions of the Dust Cloud.

3)  Side A must move at least ½ its Drive values in the turn(s) before Side B de-cloaks.

4)  When a vessel de-cloaks, it is revealed on the map as a real ship at the beginning of an Initiative Phase.  Disengaging the cloak will sometimes cause the de-cloaking vessel to become disoriented while its sensors come back on-line.  Roll 1d6 for each de-cloaking ship at the beginning of the Movement Phase after it de-cloaks.  On a roll of 1 or 2 the vessel may only expend half (rounded up) of its available movement points, and may not discharge weapons of any kind: but only during that turn.  De-cloaked vessels cannot cloak again during the scenario.

5)  When a ship de-cloaks, it may start in its set up hex with any facing it desires.

6)  Side B's player automatically has initiative on any game turn when a vessel de-cloaks.  All vessels must be de-cloaked no later than the beginning of turn 6.  At that time, remove all dummy counters.

SCREENING FORCE


Side A's forces are trying to make their way to one of Side B’s planets for a raid on their manufacturing installations.  Side B's forces and a few Laser Satellites are all that stand in their way.


Side A sets up on Edge 1 of the special map shown below.  Side A must destroy the Laser Sats and exit ships off of Edge 3.  Side B will place four Laser Sats anywhere on the playing surface, and must distribute his ships among the six map sections placing no more than one vessel per section.  If Side B is fielding more than six ships, equally distribute their number across the six areas.


Side A sets up second along Edge 3.  There is no retreat option for either side in this scenario.  Do not roll for other conditions.  The game lasts 10 turns, or until all Side A forces are gone from the map.

SPECIAL RULES

1)  Do not use the standard map configuration for this scenario.  Instead use the map configuration shown below.  Because this creates a playing surface that is so long, players may want to use the floor to set up on, as few tables will accommodate it.
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EDGE 4

2) Side B's player must place four Laser Sat counters anywhere on 

the playing surface before either side sets up.  Each Laser Sat is an immobile Pulse Laser fire base which may attack all Side A forces within range.  Each Laser Sat fires at the beginning of Cannon fire phase at every Side A vessel currently within a 10 hex range.  Each attack is a pulse laser, using 3D8 as its attack dice.  Each Laser Sat has a defensive value of 14 and can jam tracking torps as vessels do except that each may attempt to jam against all tracking torps and succeed on a 1D4 roll of 1-2 per torp.  Laser Sats cannot dodge torps which make it into its hex, but does have a P-D system of 1-5[2].  Laser Sats can only be engaged by enemy cannon fire at a range of 10 hexes or less.  Each Laser Sat can take 10 damage points before being destroyed.  Their attack capability is never lost until they are destroyed.  Starcraft may not perform a turn nor end a Movement phase in a Laser Sat's hex.

VICTORY CONDITIONS

1)  Side A gets 25 Victory Points for each Laser Sat destroyed.  

2)  Side A receives Victory Points equal to the amount of ships’ BPV they get off of Edge 3 which still have at least ½ their Drive value left and at least one weapon system.

3)  For each Side A ship at the end of the game that doesn’t meet criteria 2, Side B receives their BPV’s as Victory Points.

LINES OF COMMUNICATION


As communications dominate wars, Side A's squadron has been given the task of knocking out Side B's communications satellites high over one of his worlds.  In this scenario, Side B defends one such comm sat from an attack mounted by Side A.


Side B sets up first, distributing ships evenly into Areas D, E, F, G.  Side A sets up second along Edge 3.  There is a 10 turn limit to this scenario.  Once the Comm Sat is destroyed, Side A can exit without retreat penalties though Edge 3.  Side B rolls normally for retreat using the Basic Scenario rules.

SPECIAL RULES

1)  Prior to the set up of either side, Side B places the Comm Sat counter anywhere in Area A.  The Comm Sat will drift 3 hexes at the end of every game turn in direction 3.  The Comm Sat may be attacked by Side A.  Its Defensive Value is 13.  Jamming torps is as a ship but it may attempt to jam all tracking torps and succeeds on a 1d4 roll of 1-3 per torp.  The Comm Sat may not dodge torps which make enter its hex and it has no point-defense system.  The Comm Sat may only be engaged by cannon fire at a range of no more than 15 hexes.  The Comm Sat can take 20 points of damage before it is destroyed.  Starcraft may not make a turn nor end a Movement Phase in the Comm Sat's hex.

Victory Conditions

1)  Side A wins 40 Victory Points if the Comm Sat is destroyed.  Side B wins 80 Victory Points if the Comm Sat is not destroyed.

REPLICANT REBELLION


One of the more frightening aspects of creating humanlike forms for the Empire's service is when these replicants go alterant.  An alterant is a dangerously unstable, rebellious artificial person, normally bent upon wreaking havoc upon real people.  They are normally caught before they become dangerous and deactivated, but they have conspired in the past and started major rebellions, causing great social disorder and death.  This scenario deals with a desperate action against a replicant rebellion, where the replicants were able to force a toe-to-toe dogfight with their Terran counterparts.


If both players involved in this scenario performed either a sweep or offensive strike, then both will be fighting against the replicants in this engagement.  They are collectively called Side A, while a third player must then handle the replicants as Side B.  If either side performed a defensive patrol, then that side will handle the replicants and will not engage in the battle with his own forces.  He is Side B, the replicants.


Side A has been given the emergency task of eliminating a group of replicants rebelling and creating a hazard to everyone involved.  Side B’s player will handle the replicant force selection and play them in combat.  Use all the set up rules from the Basic Scenario.

SPECIAL RULES

1)  The replicant player rolls 1d6+2 (1d6+4 if two players are on Side A) and this is the number of rolls he makes next.  For each roll, roll 1d8 and compare to the following list: 

1) 1 Kosmos, 2) 4 Saucer Shuttles, 3) 2 Wind Jammers, 4) 1 Pharsii II,  5) 1 Shryak Shuttle, 6) 2 Wave Cutters, 7) 1 Talon, 8) 1 Sorensen III.

1)  Replicant player rolls for his crews randomly as Average crewmen, except for one ship’s crew which may be rolled as Veteran.

Victory Conditions


Standard Victory Conditions are used, except that if two players are on Side A and one player destroys an opponent player’s ship, he receives only ½ the TPV of that ship for Victory Points.

NAVIGATING THE MAELSTROM


Just as both sides were moving into position for attack, a plasma maelstrom swept in-system!  These rare and very dangerous storms sweep into outer systems and endanger spacers.  Caught within the swirling hot gases, both sides are now in a race against time to get out of the maelstrom.


Side A starts in Area A.  Side B starts in Area C.  They must make it safely off Edge 3 to escape the storm.  This is not considered a retreat.  No other edge may be exited through.


While forces may still engage, it is imperative to get off the map.  Side A sets up first, then Side B.

Special Rules

1)  Before each ship or torpedo moves it must make a 1D10 roll plus Piloting skill.  Subtract this number from 15.  This is the amount of normal damage done by the storm before the ship even moves.  For gunboats, roll 1d4 to determine which arc is struck.

2)  Further, before each ship moves, check its current Drive number then refer to the Drift Die indicated below.  Roll the Drift Die and this is the number of hexes the vessel must move forward before any normal Movement Phase activities begin.  If the Drift Die causes a vessel to exit the map off a side that is not allowed, the starcraft merely stops on the map-edge and drifts no further.


Current Drive Number

Drift Die
 

 0-5 / Full Stop


 ----



6-10




 1D4


    11-15




 1D6



 16+




 1D8

3)  All to-hit rolls and lock-on ratings are at a -2 from the gases.  Further, cannons cannot be fired at more than a 10 hex range.

4)  During the End Phase, 1d6 is rolled for each ship.  On a 1-2, the ship's facing is changed one hexside to the left; on a 3-4, the ship's facing is unchanged; on a 5-6 the ship's facing is changed one hexside to its right.

5)  Any stranded ships or life pods left in this scenario are lost, no matter what the victory condition.  

VICTORY CONDITIONS

1)  This game lasts until the last possible ship has escaped or been destroyed by the maelstrom.  There is no 10 game turn maximum.

2)  Each side gets the TPV of any surviving ships on its side as Victory Points.  If an enemy's ship is destroyed by the maelstrom, ½ its TPV is awarded to the opponent as Victory Points.

COMMAND SHIP


Side A is about to spring a "surprise" attack on Side B, but they do not realize that Side B is experimenting with new tactics that utilize a converted Shryak Shuttle as a command ship.


Side B sets up first along Edge 1.  Side A sets up second along Edge 3.  The engagement will last for 12 game turns.  For retreat options and local conditions, use the Basic Scenario tables given.

SPECIAL RULES

1)  Side B gets a Shryak Shuttle command ship added to its forces for this scenario only.  The shuttle's pilot has Plt 1 and Gnr 1 (cannot fire the missile launcher), while the gunner has a Gnr value of a Rookie.

2)  The shuttle is a command ship.  Its effect is to cause all initiative rolls for its side to be made as if performed with Plt 12 (ignore all Side B piloting values).  However, for every 2 points of damage sustained on the shuttle’s damage track, this special initiative value drops by 1 (down to a minimum of 1).

3)  Due to strict tactical doctrine and systems being slave-circuited into the command ship, Side B's player must use the command ship's special initiative Plt value for the entire scenario, even if it drops below the value of other pilots' Plt skill numbers.  Only if the command ship is destroyed can Side B use its pilots’ skills.

4)  Another property of the Shryak Shuttle command ship is that it is able to electronically duplicate a copy of itself on the battlefield, thus confusing opponents about to its real location.  To reflect this property, use the following guidelines:

* Add another Shryak Shuttle to Side B's forces but secretly record the I.D. of the real command ship -- the other is a decoy duplicate.  Reveal the I.D. of the real shuttle at the end of the game for verification purposes.

* The decoy may be moved by Side B's player as desired, treating it just as another Shryak Shuttle -- but it may not fire any of its weapons, nor can it influence the initiative roll.

* The decoy is revealed (and thus removed from the map) if: it is damaged by any attack (use a shuttle's Defensive Value and Damage Reduction), or an enemy vessel ends any completed Movement phase at 1 hex range to it, or the real shuttle fires any weapon system (eliminating the possibility of the duplicate to be a real ship).

VICTORY CONDITIONS

1)  Side A destroying the command ship is worth 60 Victory Points.

2)  Side B gets an extra 25 Victory Points if it destroys the ship piloted by Side A’s highest point value Pilot.  If there are more than one highest TPV Pilot, this bonus applies to each one taken out.

3)  The first side to inflict at least 75 TPVs of casualties against his opponent gets a 100 Victory Point bonus.

SUPPLY POST RAID


Side A is attacking a critical Side B supply post, based on a desolate moon.  Destroying the supply post will be a crippling blow to Side B’s war effort, as they will have to rebuild their distribution systems and reroute their logistics through another port.


Roll for the initial setup according to the basic rules.  The side from which Side B comes from (or the furthest side from Side A, if no side is clear), is the edge behind which the supply post is located.  Also roll for Side A’s retreat options.  Side B cannot retreat—it must defend the outpost until the end of the 10 game turns.

SPECIAL RULES

1)  The supply post has some ground defenses: Side B’s player may fire one additional Mk.20 torpedo per turn from its edge at any opponent.

2)  Side A is there to destroy the supply post.  To accomplish this, they need to fire their weapons at a target off the map via the appropriate edge.  The range to the target is 5 hexes off from the edge.  Side A must do a total of 400 points of damage to the supply post.

3)  Being a large piece of land, the supply post cannot dodge incoming torpedoes, but it does have a highly effective point-defense anti-torpedo/anti-missile system.  Its kill spread is 1-5, and can be used against any number of incoming torpedoes and missiles in a turn.  Once hit with 200 points of damage, the supply post’s point-defense system loses effectiveness, dropping to a 1-3 kill spread.  The supply post can also jam incoming torpedoes as an escort.

VICTORY CONDITIONS


The game ends on turn 10.  If the supply post is destroyed, it is worth 200 Victory Points for Side A.  If the supply post survives the engagement with less than 200 points of damage, Side B receives 200 Victory Points.  Otherwise, standard victory conditions exist.

FATE OF THE WARHOUND


Drifting in space are several lost battle fleets left over after the great war with the Night Brood.  The Hatchling’s use of worm pods on the empire’s Warhounds killed entire crews without significantly damaging the ships themselves.  Worm pods were made by the Hatchling’s Builders as fighter-sized torpedoes which would fly in great swarms straight into Warhounds.  Once successfully attached to the escort, the worms would be released into the ship, killing the crew within.


Many of the powers look at these lost Warhounds as opportunities to greatly improve their fleets.  By reclaiming them, the ships can be repaired and brought back into service for their house.  One such action is taking place in this scenario, except that this warhound is drifting close to both Side A’s and Side B’s space.  A battle to determine who will claim the Warhound is about to take place!

SETUP

1)  Roll 1d6 and compare to the table below.  This is the lost Warhound.

1) Aosho, 2) Constellation, 3) Fletcher, 4) Megafortress, 5) Narwhal, or 6) Stingray.

2)  Place the Warhound (2 hexes in size) in the center of the starmap.  The Warhound drifts 1d4 hexes in a random direction during the end phase of each turn (use 1d6 to indicate the direction).

3)  Roll for all other setup conditions from the basic scenario.  A black hole result for battlespace is impossible.

SPECIAL RULES

The Warhound’s point defense system is still operational and will fire normally upon all targets which move adjacent to it.  If no Warhounds statistics are available, use these defaults: it hits all torps and missiles on a 1-5 (including torpedoes simply passing through an adjacent hex), and any ships entering an adjacent hex take a 3d6+(1-5 on 1d10) Low damage attack.

VICTORY CONDITIONS

1)  Whichever side destroys or drives off all opponent ships (there is no game turn limit to this battle), wins the Warhound.  A waiting reclaiming vessel will be able to come and pick up the Warhound and deliver it to the winning Side’s house.  

2)  The side which wins earns a bonus: the recovered Warhound may be purchased (regardless of whether the design is owned by the player or not) and then added to the player’s forces for half its BPV cost.  This special offer lasts until the end of the campaign.  If Warhounds are not being used in the campaign, give the winning player a 50 Build Point bonus.

RESCUE THE POWs


Side B is acting as escort in transporting key Prisoners Of War from Side A from star system to star system.  Side A, whose house wishes to rescue these crucial prisoners, has been dispatched to recover them in a daring deep space raid.


Use all of the basic scenario’s setup rules for the engagement.  The battle will last 10 game turns.  Side B’s prisoner-carrying ship cannot retreat.

SPECIAL RULES

1)  Side B’s heaviest available ship in the scenario is transporting the political prisoners.  The rules for life pods are essential for this scenario.

2)  If this prisoner-carrying ship fires its life pods, the prisoners are in one pod and the ship’s crew in another.  Which is which will be entirely obvious to both sides.

3)  To recover the Life Pod, Side A's player must move one of his ships into the pod's hex, stop, and remain there for one complete game turn (from beginning to end).  During this recovery game turn, the ship is particularly vulnerable to attack: its Defensive Value is reduced to 5 and its drive to 0 for that game turn only.  If the ship survives the recovery turn, remove the Life Pod counter from the map and place it on the ship's starcraft display.  If this vessel is subsequently destroyed, the Life Pod is destroyed with it.  The prisoners have perished.

4)  A starcraft carrying the Life Pod may eject it if the owning player chooses, but only at the end of a game turn.  If this occurs, place the Life Pod counter directly behind the starcraft.  A ship wanting to pick it again must now follow the steps in 3.

5)  If one of Side A’s ships is carrying the prisoner pod, it may exit from the appropriate edge after the allowed game turn.  This does not count as a retreat for Victory Point determination.

6)  Side B's player cannot attack the unrecovered Life Pod as a matter of strict orders, nor may any of Side B's vessels occupy the Life Pod's hex at the end of any Movement Phase.

VICTORY CONDITIONS

1)  If There are 10 prisoners in their pod.  Roll 1d6 for each prisoner’s survival.  Subtract 1 from this roll for each time above once that their life pod was ejected during the scenario.  A rolled result of 1 or less means that the prisoner dies of injuries, otherwise he survives.  For each surviving prisoner, Side A receives 15 Victory Points.

2)  If the pod is destroyed, neither side receives bonus Victory Points.

3)  If the pod is not in Side A’s possession at the end of game turn 10, Side B receives 150 Victory Points.

NIGHT BROOD ATTACK!


The violence has awakened a Hatchling clutchworld from its long slumber.  Now disputes must be put aside in order to deal with this much greater menace.  This scenario should be played with 3 players, with the two combatants now both up against a third player controlling the Grubs.  


The Hatchlings are effectively Side A, and the Terran forces are Side B.  Whatever force the combined Terran forces can muster (and they must bring in the maximum TPV they can), their TPV is used to form the TPV for the Brood force.


Once the Brood force is built, this engagement is a Basic Scenario.  

Special Rules

1)  Destroying an allied Terran ship costs its TPV to be subtracted from the side’s Victory Points.  This represents the seriousness of such treachery in the critical situation.  As long as the damage done by the Terrans is less than half the damage track, however, this penalty is not assessed.

2)  Brood forces have battle unit structures, or swarms, that they typically follow.  To demonstrate this, it is recommended that 1 largest primary vessel, 2 next largest, 4 next, 8 and so on is the recommended ship structure.  Pay 30 points for each Brood crew to be added into buying its TPV, and roll as a Veteran for all skills.

Victory Conditions

1)  All of Side A scores the Victory Points for Brood that are destroyed.

2)  Calculate victory against the Brood force.
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