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Star Frontiers® - Sathar Wars
Star Frontiers® - Sathar Wars,  is a futuristic warfare game based in the Star Frontiers® system, for two or more players. It is a fast play system designed for use with  6mm scale figures primarily, but will also adapt to 2mm,10mm, 15mm. The models for this game are inexpensive, and I hope you  enjoy this system.

Star Frontiers® - Sathar Wars
Contents

1. The object of the game.

2. The points system

3. the game sequence

4. terrain and cover

5. movement

6. firing

7. barrage weapons

8. victory conditions

9. army construction

10. troop types

11. infantry

12. ground vehicles

13. air assault vehicles

14. special vehicles

15. counters

16. quick review sheet

17. the game summary sheet

18. small table summary sheet

19. base sizes and markings

20. additional information

1. The object of the game
The object of the game is to destroy the enemy. You play the part of a Commander of an army. Strategy and tactics will determine whether you are the victor or the vanquished..
Victory can be decided in several different ways, which are described later. More of this in Section 8 ‘Victory Conditions’

2. The Points System

As in most other tabletop games, a point system has been introduced. In the original set of rules for this game, there were no restrictions as to the expenditure of points or the troop types that you can select for your army. You could, if you wish, have an army of Mechs or tanks for instance. In this updated version, a number of suggested armies have been introduced. Unit point costs are shown on the Games Summary Sheet. Rewrite
3. The Game Sequence

The game or turn sequence is simple. At the start of the game roll a dice; highest scorer sets up terrain. This can be agreed between players if you so wish. Once the scenery has been set in place, dice again. Highest scorer becomes player A, and chooses which table edge to deploy on, and does so. Then the lower scorer, player B, deploys on the opposite table edge. Battle now commences and the following sequences come into play.

Player A moves

Player B fires

Player B moves

Player A fires.

The first turn ends here and points for destroyed enemy units are awarded to the relevant players. The turn sequence then begins again and the game continues in this fashion until the Victory Conditions have been achieved.

4. Terrain and Cover

Terrain and cover are an integral part of the game. As the game pieces are cheap and easily painted, it is the authors hope that players will develop interesting terrain and game boards in which show off their armies.

There are essentially two types of cover in this game. For the sake of simplicity, we will term them ‘hard and ‘soft’ cover, both of these give bonuses to the defender, but in different ways. Hard cover is defined by utilising the terrain ( man-made/ natural) to provide additional protection such as solid material:- wood, brick, concrete, or plas-steel. Buildings; residential, commercial, or industrial structures. Military installations such as  pillboxes, bunker complexes, etc.
 Soft cover utilises the terrain differently by obscuring the defenders position. This  cover can be natural vegetation , shielding , earthworks including  ravines, shallow gulley’s,  foxholes, etc.

Cover will be defined clearly within the Appendix

When firing on units in cover, a minus 2 modifier applies to hit targets in hard cover, and a minus 1 to hit targets in soft cover. Note; differing types of cover will give a defensive bonus to units from 1 – 3 points for hard cover, and +1 to +3 to hit for soft cover. 
E.g. a light tank which did not move in the previous turn fires at an infantry unit inside a disused factory. Not having previously moved the tank would hit on a 3+, but because the target is in hard cover the tank now requires a 5+ as the minus 2 modifier applies. Had the infantry unit been on the edge of a wood, the tank would require a 4+ to hit. (This will now have to include the defensive bonus to the infantry)
Terrain features, such as hills or woods, can of course obscure a target completely if it is out of Line of Sight (LOS). LOS is simply defined in Star Frontiers® - Sathar Wars. To acquire a target in range, the firer can claim LOS if he can trace a line from the centre of his stand to the centre of the target. This cannot come into contact with the smallest part of another stand or a piece of terrain; otherwise the shot is considered blocked.
When in cover, a unit must be on the outside edge and facing outwards in order to fire. If they are on the edge of cover, the unit is permitted to fire at any available targets, and still claim the defensive bonus for the terrain they are in. The unit can be seen and acquired as a target. 2mm scale towns and villages do pose a problem in this respect. The best method to overcome this problem is to have the village/ town on a base. When a unit uses the town as a defensive area, simply move the model town off and use the base to represent the urban area..

Terrain also affect’s movement rates as described in Section 5 Movement. Only infantry units are allowed to enter woods or buildings. Vehicles, can of course enter towns and build up areas but cannot claim hard cover bonus (please see Appendix for cover bonuses for vehicles) River banks are regarded as being too low to afford cover but crossing a river does hold a movement penalty. Roads offer routes through woods for vehicles but they may not leave the road until they are clear of the wood.
[Insert drawing]

5. Movement.

Movement allowances are recorded on the game summary sheet at the end of these rules. This shows the maximum movement permitted for each troop type. Ground units must move around one another and never through each other. Is (the exception to this is units within the same formation; they can do so).. Only infantry type units are allowed to enter woods, copses, and buildings. When moving through woods they must do so at half their movement rate or if moving from r to open ground, they use the proportion of the move that they are in the wood at half rate.
For instance, a support unit is 4cm from the edge of a wood that it wishes to move through. Its normal move of 10cms will be reduced to 7cms, as 4cm are used up reaching the wood, leaving 6cm remaining. As they now have to move at half rate, the remaining 6cms is halved to 3cms. If the position had been reversed and they were 4cms from the edge of the wood, then they would only move 6cms. It would cost them 2 x 4cms = 8cms to get to edge of the wood and that would leave them 2cms of their movement allowance to go.
All ground troops and vehicles cross rivers at half their movement rate unless they are crossing at a ford or bridge. Hover tanks are not affected by rivers, but are affected by woods and buildings and must move around them like other ground vehicles.

Aircraft suffer no movement penalties at all as movement is aerial. Drop ships can only land in open ground – treat any dropships landing in woods/ urban area as unavailable for this battle. All ground vehicles (bar hovercraft) and troops gain 20% extra movement when they travel by road. To qualify for this bonus, they must begin their movement on a road. If any unit leaves a road, or moves onto a road they will only be moving at normal rate for that turn. 

Much of the game will depend on movement and careful thought should be given especially in regard to important tactical positions.

Hover tanks deserve a special mention. They  have a special move, but this is part of their firing phase (see later in the firing phase). 
Vehicles carrying troops can move their full distance and then, if the player wishes, he can then disembark the troops (contact with the transport). For troops embarking onto a transport, the vehicle can only move 50% of its movement.
6. Firing

Firing is the only type of combat in the game. Even in hand to hand situations, combat is resolved through firepower, such as close quarter weapons and grenades.  Close combat is different from close quarter shoot outs. A lot of bonuses are given to defender, but there should still be some incentive for the attacker to prevent stagnant fire fights. Close combat is deadly and decisive and bloody and should reflect this
+1 to SA fire when in combat with defender (use of grenades/assault) 

Close combat D6 + SA bonus + other factors (TBC) Highest wins; loser killed.

To acquire a target you must have LOS and weapon range. Ranges of the various troop types are recorded on the Games Summary Sheet. Measuring range is done from the very edge of the firing squad to the edge of the target stand. To fire at a target, a player nominates the firing stand and who the target stand is. If the firing unit is barrage artillery, and is firing indirectly, the spotter stand must be able to see the target unit. No prior checks with range or LOS are allowed until all targets are nominated.. If the firer is within range and LOS is clear, then the firer may fire at the nominated target.

Terrain, such as hills or  high buildings test for LOS in the same way 

Units that have suffered a no move penalty cannot claim a no-move bonus in their subsequent fire phase
The attacker now rolls ‘to hit’dice. If the attacking unit moved in its last movement phase, it will hit on a 4+. If it did not move, it receives a +1 to the ‘to hit’ roll and hits on a 3+. Certain weapons may cause a critical hit (see appendix for these types)
The attacker rolls D6 and adds his relevant attack factor against infantry, or against armour, depending on the targets status. The defender rolls D6 and adds his defence factor. If the attackers result is higher than the defenders, the attacker is destroyed and removed from the table. If the result is a draw, the attacker is deemed to be suppressed and cannot fire/move this turn except away from the incoming fire. If this is caused by an artillery unit, the unit remains stationary. (Place a marker next to it). If the defender’s total is higher , then the shot has failed to do enough damage to incapacitate the defender, and there is no further effect.
The +1 to hit for attacking units that did not move in the preceding turn simulates the fact that the unit has taken time to select a target and bring its weapons to bear on it.

Hover tanks deserve a special mention. They  have a special move, but this is part of their firing phase (see later in the firing phase). If they are behind an obstacle of any sort, they can make a ‘vertical attack’. This involves using their thrusters to rise above a building or wood, for example, and fire at any target that they can acquire. This does not affect their movement in the subsequent phase. 

Mechs and  Land Dreadnaughts are arc limited and can only fire at targets within a 180° arc. Infantry and the majority of vehicles have a 360° fire arc. Some specialist units are limited to a 180° (or less) fire arc, which is measured from the front edge of the base.

Infantry units do not block LOS for vehicles. Vehicles may fire over the heads of friendly and enemy infantry units if they wish to acquire a ‘preferred’ target. All units have a size category which determines there ability to fire over each other (see appendix). Airborne Dropships and fighter/Bomber aircraft have a variable fire arc, depending on its mission. An aircrafts LOS is also variable due to its mission type. Aircraft are always identifiable on the battlefield and can be targeted by ground units (it’s a different story actually hitting them though).

When firing at airborne vehicles such as Interceptors/ Fighters or Bombers the firing stand must add 20cms to the range of the shot to allow for the aircrafts height. You also have to add 20cms when firing at a dropship if it is airborne. If it has just landed to disembark troops however, it is counted as being on the ground.

Only one unit may attack one enemy at a time, though more units may support the initial attacking unit. You cannot deliberately fire on your own troops in Star Frontiers - Sathar Wars. A player will only hit his own troops if a barrage goes wildly astray, or a player miscalculates LOS when declaring a shot. If one of the stands in the firefight is destroyed the survivor can then be legally acquired...

On a roll of 1-2 the target has suffered temporary body damage and may not move in its next movement phase. 
On a roll of 3-4, the target has suffered weapon damage and may not fire in its next fire phase. 
On a 5, the damage is extensive and the target suffers a no move and no fire penalty in its next move and fire phases while the vehicle undergoes repairs or the infantry unit gives medical aid to its wounded.

On a 6; destruction. The target suffers a massive blow and explodes. The target is lost and removed from play. 

The Critical Hit Table

1-2 Target cannot move next turn

3-4 Target cannot fire next turn

5 Target cannot move or fire next turn

6 …target destroyed.

7. Barrage Weapons

Bombers and Barrage Artillery units work differently to direct fire weapons. An artillery barrage is an area effect weapon. Instead of firing at a particular target. The barrage area is simulated by a template. The template is represented by a circle measuring 6cms across. This can easily be cut out of cardboard or thin plastic.

There are two types of Barrage. Direct and Indirect

Direct Barrage

This is laid down by a barrage unit when the target is within LOS. Direct barrages hit on a 5+. The advantages for barrages are that their targets cannot claim cover for soft cover . The camouflage ability counts for nothing against a furious payload of missiles.

Indirect Barrage

This is laid down by units that do not have LOS to their target. To lay down an indirect barrage the attacker must have a friendly unit that can claim LOS and radio the co-ordinates back to the big guns who can then acquire he target. Spotter units should prove LOS if necessary. All that is required of them is that they see the target clearly. Indirect barrage require a 6+ to hit, and use the special rules as above.. Bomber aircraft  always fire direct barrages as they can easily identify their target  from their high altitude. One aircraft can spot for one unit of artillery, so long as the aircraft is in recon mode
Firing Barrages

When a player wishes to fire a barrage he should nominate the firing unit, the spotter unit if necessary, and the target. LOS and range can then be qualified. If the target is acquired, then the template should be centred over it and is placed by the attacker. The attacker now rolls to hit. If the die roll is 2 less than required (i.e. you rolled a 3, when you required a 5+), the barrage has missed completely. If the shot was 1 less than required, it was a near miss, roll again. Place the second barrage template at the number indicated. On a roll of the required number,  shot is true and any unit even partially under the template is hit. Combat is now resolved as normal against any unit under the template. If the barrage near misses, combat is resolved against anything under the template as normal. It is possible that a player may hit his own troops in which case he rolls for attack and defence and hopes that he hasn’t killed his own men.
 Barrages that fall short or overshoot airborne targets have missed; the shell burst detonates in the air and has no effect on the battle – even if there are aircraft under this barrage.
Barrages do not suffer movement penalties on ‘to hit’ rolls.

Barrages do not suffer penalties for targets in cover.

8. Victory Conditions

Victory conditions can be set in several ways. Players can agree beforehand what will constitute a victory. The points system has been incorporated into the game to help achieve this. I would recommend one of the following methods is used:-
a) That a point limit is agrees between players. Once a player has taken that many points off his opponent, then he has won.

b) That a set number of turns are agreed by both players and the highest scorer wins.

c) That an agreed time limit is set and the player that is ahead when the time limit is reached is the winner.

d) That the battle goes on until one player is forced to yield when the odds are overpowering.

This section will be updated and expanded with the fullness of time.

9. Army Construction

This section will now be organised to include a number of army lists with themes. I will also include a guide on how to put together a custom army for the players own design. This will take time for assessment and evaluation.

10. Troop Types
There are four troop types:-

a) Infantry – includes infantry, support units, and robots.

b) Ground Vehicles – All ground based vehicles
c) Aircraft– Bombers, Fighters/ Interceptors, Gunships, and Drop Ships.

d) Special Vehicles – the Mighty Walkers/ Mechs, and Land Dreadnaught Class vehicles.

11. Infantry
When targeting an enemy unit, the attacker uses the AI number against the following units:

a) Infantry units: These are the front line troops of any species army. From the cruel Sathar to the disciplined UPF Marines, they form the backbone of any army. The infantry role remains as for previous millennia; to win the battle and hold the objective.
b) Support Units: These are the heavy weapon/ special attack teams to provide much needed heavy fire for infantry. 

c) AI Units: Cyborgs, androids, and robotic weapon systems. Their role is to dominate the battlefield and carry out missions too difficult for Infantry. They can add superior firepower to other foot troops.

Infantry units are subject to the following special rules. The ability to take cover in buildings, take objectives, transported in vehicles, and dig in option. See later in rules for a detailed explanation.

12. Ground Vehicles

When targeting an enemy unit, the attacker uses the AA number against the following units:
d) Fast Assault Units (FAU): These are Rapid attack specialists consisting of  battle cars, combat bikes and buggies. Although fast striking against exposed enemy positions, they are lightly armed and armoured and venerable to counter attacks.
e) APC’s: Armoured Personnel Carriers: These small armoured vehicles are fast and are used primarily to carry troops into battle. After disembarking troops in vital areas, they will usually stay with the units and add extra firepower to infantry assaults on enemy positions. They typically carry two troop stands.
f) Pulsar Array: These deadly weapons fire highly intense energy beams, which cut through the heaviest armour. They have been known to destroy even massive war machines with one blast..

g) Hover tanks: Based on  anti-gravitational technology, these platforms are able to hover just above the ground, crossing rivers and lakes without movement loss. It also enables them to make vertical take-off attacks (VTOL capability) during the firing phase, though movement is restricted to the vertical lift for that movement phase..

h) Light Tanks: Small versatile tanks with good mobility and reasonable firepower. They are often employed in an infantry support role.

i) Heavy Tanks: These units have heavy armament and armour. They can punch holes through enemy ground lines with ease and are virtually unstoppable in this role.

Barrage Artillery:: Long range attack vehicles or guns, used to pound away at the enemy. They can indirectly fire if they use a spotter unit.

.*Special rule for bombardment. For each barrage unit on the battlefield, a single location may be marked for targeting. The player targeting that area must reveal his intention to fire at the beginning of the turn. Although the attacker is alerted, if used in the correct manner, it can really upset his attack formation!
j) Direct Artillery: These huge long guns fire single warheads which can penetrate the toughest of vehicles. They are usually used as tank busters and anti-aircraft units.
13. Aircraft 

k) Drop Ships: Enormous flying Personnel ships used to transport ground troops into battle. They carry a whole company of troops, up to ten units of infantry.

l) Gunships: An aerial version of the MBT and rightly feared. These can dominate the battlefield with their quick response to enemy activity. A fearsome array of weaponry and armour ensure their dominance.

m) Interceptor/Fighters: Small fast aircraft usually deployed to ensure enemy bombers never reach vital targets, and to protect their own bombers on bombing runs.

n) Bombers: Massive flying fortresses that drop clusters of bombs in barrages, onto enemy positions.

14. Special Vehicles

o) Walkers/ Mechs: Towering above the battlefield, their firepower and armour is awesome. There are two types of Mech class vehicles; two legged walkers or Light Mechs, and their larger brothers, the huge four legged Walkers or heavy class Mechs. Special rules for these vehicles
p) Land Dreadnaughts: These machines are the largest and toughest known. They are massive battle fortresses on wheels/ tracks. These carry  impressive armour, and devastating weapons. See special rules for this vehicle type
15 Counters

Because of the bonus that units get on ‘to hit’ rolls when they have not moved in the previous turn, and because some units may not move or fire in the next phase, we have introduced the use of a counter system in order to negate the use of keeping records and recommend the following counters system for the sake of commonality.

Unit remained stationary in the last turn – Red counter or a counter marked ‘R’ for ‘Ready Fire’.

Unit cannot move next turn – Green counter or a counter marked ‘NM’ for ‘ No Movement’.

Unit cannot fire in the next turn – Yellow counter, or a counter marked ‘NF’ for ‘ No Firing’.

Unit cannot move or fire in the next turn – Blue counter or a counter marked ‘NMF’ for 'No Move or fire' (a green and yellow counter could also be used)
I also suggest placing a white counter or any colour that cannot be confused with one of the above colours, next to units that have just fired to ensure that a unit does not fire twice or miss firing in any given turn.

Counters should be place as the game proceeds by both players as necessary. Counters can easily be cut out of card or plastic and it would be better to have quite a few, especially of the red and white ones.

15. The Unit Summary Sheet
	Unit
	P
	AI
	AA
	Def
	R
	Siz
	M
	Notes

	Infantry

Support

Robots
	3

5

5
	1

1

2
	1

1

1
	1

1

1
	40

50

40
	A

A

A
	20

10

20
	Travel in vehicles. Enter buildings & woods

	Fast attack units 

	4

4
	0

2
	2

-
	2

2
	30

30
	B

B
	60

60
	Transport 1 unit

	Armoured  Personnel Carriers
	5
	2
	1
	2
	30
	B
	40
	Transport 2 stands

	Pulse Cannons
	8
	1
	5
	2
	60
	A
	10
	

	Hover tanks

Scout
	6

6
	2

3
	2

1
	2

2
	50

40
	B

B
	30

40
	Cross water at normal movement

	Light Battle Tanks

Recon
	8

7
	3

3
	2

1
	3

3
	50

40
	B

B
	30

40
	Corvette class

	Main Battle Tanks

Heavy,
	11

12
	3

3
	4

5
	4

4
	75

90
	C

C
	20

15
	360° Frigate class

	Barrage Artillery

Light

Heavy

Mobile
	7

9

4
	4

5

3
	1

2

-
	2

2

1
	120

150

90
	C

C

B
	10

5

20
	Uses barrage template

	Direct Artillery
	8
	1
	4
	3
	100
	C
	10
	

	Interceptor/Fighter
	6
	0
	3
	3
	30
	n/a
	80
	Stinger class

	Bomber
	8
	4
	1
	3
	40
	n/a
	40
	Uses barrage template. Storm class.

	Drop Ship
	7
	3
	1
	3
	50
	n/a or D when landed
	50
	Carries 5 stands. Strike class

	Two Legged Walker
	14

15
	4

5
	5

5
	5

5
	60

60
	D

D
	30

25
	360°

Destroyer Class – light Mech class

	Four Legged Walker
	17
	5
	6
	6
	70
	E
	20
	360°

Cruiser Class – Hvy Mech class

	Land Dreadnaught
	20
	6
	7
	7
	80
	F
	20
	360° - Dreadnaught class


16. Base Sizes and Markings

As miniature manufacturers have no standard sizes to their models, this game has to standardise base sizes, with the exception of some of the larger vehicles. A standard base of 20 x 20mm applies to any unit that will fit onto this area.

We suggest that all aircraft are mounted on flying stands, (there are several on the market – I will identify these)where possible.. Larger scale vehicles (such as walkers, Mechs and land dreadnaughts) will be defined by the model type
To provide easy recognition of units during battle, it is suggested that the bases are marked with a pen or a small sticker or flag
	Infantry
	Inf or 1
	Support Units
	Sw or 2

	Robots
	Rob or 3
	Fast Attack Units
	FAU or 4

	APC’s
	APC or 5
	Pulse Cannon
	PulC or 6

	Hover tank
	Hov or 7
	Light Tank
	LBT or 8

	Heavy Tanks
	MBT or 9
	Barrage Arty
	Bart or 10

	Direct Arty
	Dart or 11
	Interce/Fighter
	F or 12

	Bomber
	Bom or 13
	Drop Ship
	DS or 14

	2Legged Walker
	LiM or 15
	4Legged Walker
	HiM or 16

	Land Dreadnaught
	LD or 17
	
	


Notes:
Logistics: To offset the larger vehicles and specialist equipments used, a new statistic is employed, logistics. Each troop type will have  logistic number, ranging from .75 to ¾ or even higher. This value is multiplied by the cost of the unit and is the unit’s logistic value .i.e. the support it requires to be fully functional in the field. Total this for all units in the army. If this is equal or less than the total points value for the game, no adverse effects suffered to the army. If over by 10%, then the following conditions are applied. If between 11 – 19%, then more adverse conditions are applied. If 20% or over – logistics are stretched too thinly – redesign your army. If part of a campaign, remove enough troop types to satisfy fewer than 20%. This can be further reduced to equal the point’s value of your army.( modifiers TBC)

