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Since the release of FULL THRUST (the Second Edition) in April
1992, the response we have been getting from the SF gaming
world has been, to say the least, overwhelming! The game seems
to have really struck a chord with many gamers tired of ultra-
complicated systems that take a week of evenings to play, and
above all it has achieved at least one of its major goals: it has
given gamers a simple basis to tinker with, without spoon-feeding
them with huge volumes of “official” rules that leave little room
for the individual imagination. If we have managed to do just a
little to help restore gamers’ creativity and imagination to its
rightful place in the hobby, then that is reward enough (mind you,
the money helps as well....).

What all this moralistic rambling is getting round to is that this
wonderful all-singing, all-dancing product that you hold in your
hands has been very largely written by the USERS of Full Thrust
over the last 18 months or so. While we at GZG have injected a
number of ideas, background bits, things that were left out of the
original book etc., the vast majority of the actual rules in this
volume have come directly from the massive amount of feedback
we have been sent by YOU, the people who were willing to risk
your hard-earned cash on a little-known system from a minor
publisher!

We have been sent all kinds of new ideas, house rules, scenarios
and criticisms (mostly constructive, happily), in fact everything
from pages-long computer printouts to odd ideas scribbled on the
back of old envelopes. Added to this is the hours of time at shows
and conventions spent talking about the rules to customers, who
vary from those wanting long discussions on the physics of space
combat to the type who sidles up to the stand with the immortal
opening line of “I've designed a Spaceship...”. The point is that
ALL the ideas, however good, bad or downright silly, have been
lodged somewhere in the dark recesses of the author’'s memory
and have in some way contributed towards the publication of
MORE THRUST (yes, even the guy at a recent show who spent half
an hour blocking up the front of our trade stand while reading his
way through our browsing copy, then put it down and proceeded
to tell us what was wrong with it...).

Our thanks to you all — Happy Thrusting!

DESIGNER’S  NOTES:

This book is a SUPPLEMENT to our FULL THRUST Starship Combat
Rules; it provides a large selection of new rules and ideas, exten-
sions to the (optional) background supplied in the original game,
new and revised ship designs and much more.

It must be stressed that (with the exception of clearing up a few
errors/omissions in the basic set) very few of the rules herein are
the dreaded “OFFICIAL RULE AMENDMENTS” — this is a compen-
dium of IDEAS, for players to use (or not) as they see fit. While
certain sections are updates, amendments and clarifications of
parts of the original rules, they should only be used to supersede
the originals IF you like them better!

As with the basic rulebook, players should feel free to go through
this supplement and to pick and choose which parts they wish to
incorporate in their own games (if any); even the COMPETITIVE
AND TOURNAMENT GAME rules included here are merely
suggestions on how FULL THRUST may be run as a competitive
game — clubs and organisers may use these as guidelines if they
wish, or use a totally different system if they prefer.

DESIGN CREDITS:

A lot of people have contributed towards this book — my deepest
thanks to them all. | have deliberately avoided crediting specific
parts of the text to specific authors, because most of the ideas
have been rewritten in different forms and indeed many are
compilations of several contributors’ input. This aside, special
thanks must go to Mike Elliott for the DIRTSIDE Il Interface rules,
Jim Webster for the HELLFIRE Interface and scenario (and the
permission to use it), Phillip Gray for several of the photos and
new ship designs, Steve Blease for the “Liberté” scenario and
Garry Milton for the “Assault on Starbase 13" scenario. As usual, a
VERY big thankyou goes also to Barrie Quin for his amazing
artwork throughout the book!

In addition to the above, all the following have contributed rules,
concepts, inspiration etc. towards this publication (whether as
actual submissions or just discussions of ideas), and made it all
possible:

Paul Allcock, Paul Birkett, Chris Brann, Alex Stewart, Chris Bowen,
Phillip Gray, Greg Mann, Bruce Miller, Andrew Finch, Ben Rogers,
James Clay, Simon Evans, Martin Kay, Tim Parnell, Simon Parnell,
David Garnham, Simon Burroughs, Jed Docherty, Gary Guy, Nigel
Phillips, Jim Langer, Paul Lewis, Karen Blease, Steve Tee, Mike
McKown, John Treadaway, Kevin Dallimore, Alan Marques and
many, many others.

FULL THRUST ERRATA:

(or: SOMEWHURE IN THIS BOK YOU WILL FIND A
DELIFERATE MASTIKE....)

Considering the frantic rush in which the final typesetting was
done to get the FULL THRUST rulebook to the printer on time, we
are pleased (or frankly, amazed) to say there are surprisingly few
typos and errors in it! To set the record straight, the important
ones that we HAVE found are as follows:

1) In the photo on page 16, the letters identifying the two major
ships are transposed — the one marked “A” is the Battleship
referred to as “B” in the caption, and vice versa with the Heavy
Cruiser.

2) The shaded boxes on pages 17 and 18 (right hand column) both
have the SAME error — namely that page 18 reads “..56 = 1
damage point, 6 = 2 damage points.” It should, of course, read
“.4,5 = 1 damage point, 6 = 2 damage points.” (the page 17 box
refers to fighters, but has exactly the same error.) It is remarkable
how few people seem to have actually noticed this — we certainly
didn't at first — probably because by the time they have read this
far they have already seen the same mechanism a couple of times
under other rules and know what it SHOULD say!

There are a couple of other very minor typos, but I'm not telling
you where — see if you can spot them! Suffice to say that we are
not aware of any others that actually affect the rules in any way.
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A task force of Neu Swabian League ships: the Superdreadnought
“Von Tegetthoff” with escorting units. (Models from CMD.)

MISSILES:

Unlike the Pulse Torpedoes given in FULL THRUST (which are
assumed to be high-power plasma bursts rather than actual
“projectiles”), MISSILES are small, unmanned craft in their own
right. A typical space combat missile is, in effect, a small ship,
guided by an onboard Al (Artificial Intelligence). Missiles are one-
shot weapons, which are crossed off the ship diagram when fired.

MISSILE FIRE:

Missiles are launched in a special MISSILE PHASE which takes place
AFTER both players have written their orders for the turn, but
BEFORE any ships are moved in accordance with those orders.
Missiles must be launched directly forward, ie: along the current
course of the firing ship, but may manoeuvre (as below) in the
firing turn. Missiles can move anything up to 18" per turn, and
have an “life” of 3 turns in which to attack a target (after this they
run out of power and become inert, being removed from the
table). All missiles are moved ONLY during the Missile Phase of
each turn, and each missile must be indicated by a small counter
(or model) with some means of showing its direction of flight.
Each turn, a missile may move up to its maximum 18" and may
make up to a 2 POINT (60 degree) course change in any direction
AT THE MID POINT OF ITS MOVEMENT. If both players have
missiles in flight at the same time, it is suggested that they
alternate movement of them until all missiles have moved.

After all missile movement is completed, play proceeds as normal
with all ships moving in accordance with their orders; any ships
that FINISH their movement within 6" of an active missile (and
NOT in the missile’s REAR arc) may be attacked by that missile
during the firing phase of the turn.

One ship may launch any number of missiles in one turn, subject
only to the number it is carrying; each missile may have a different
target, as they are guided by their onboard Als and their own Fire
Controls.

Using the sequence above gives players the freedom to move
missiles without tedious order writing for them, but also means
that they must try an anticipate their opponent’s orders to place
the missile in the optimum position for attack after all ships have
been moved.

MISSILE ATTACKS:

When a ship ENDS its plotted movement within 6" of an active
enemy missile, the missile may attack the ship. This is carried out
at the same point in the turn as Fighter group attacks, ie: when
the ship itself fires, or if it does not then after all other firing is
completed. Before the missile attacks, the ship has a chance to try
and intercept it using any PDAF systems it has, in a similar way to
firing on fighter groups; as missiles are smaller and more agile
than fighters, however, it needs a roll of 6 by the PDAF to kill the

NEW WEAPONS AND SYSTEMS

missile. Each PDAF (or ADAF, using the same proximity rules as for
fighter defence) can attempt to kill only one missile per turn, and
may not also be used in an anti-fighter role on that same turn.

If the missile survives any defensive fire against it, it may then
attack the target ship.

“NORMAL" MISSILES are assumed to carry nuclear detonation
warheads, and roll 2 dice when attacking — the total score rolled is
the number of damage points inflicted on the target, and is NOT
reduced by screens.

There are many other possible ideas for alternative missile
warheads, including the following:

EMP MISSILES: These release an enhanced Electro-Magnetic Pulse
(EMP) on detonation, and are intended to “scramble” a ship’s
electronics and systems without causing structural damage. Roll
one die, and subtract 1 for each level of screens the ship has in
use: the final score gives results as follows:

1-2 = No effect

3-4 = Roll for EVERY system on ship, as if for Threshold Roll;
systems knocked-out on rolls of 5 or 6.

5-6 = Roll as for Threshold Roll, but systems knocked-out on scores
of 4,5 or 6.

NEEDLE MISSILES: Like the Needle Beam, this type of missile can
seek and destroy one specific system on the target ship (eg: Fire
Control, Drives etc.); on attacking, the missile’s owner picks its
target system and rolls a die: on a score of 1-3 the missile misses its
intended target system, but does ONE die-score worth of normal
damage (ie: 1-6 points); on 4-6, the missile finds its target and
knocks-out that specific system IN ADDITION to doing 1 die of
normal damage.

SYSTEM: MISSILE
MASS: 2 (PER MISSILE)

SYMBOL: g >—>

NORMAL TYPE

POINTS COST: 6
=
N>

EMP TYPE

P

NEEDLE TYPE

“AA”  MEGABATTERIES:

The MegaBattery is an experimental super-powered Beam system
with extended range and damage potential. At a range of 0-18"
the “AA” Battery rolls FOUR dice, at 18-36" THREE dice and at
36-54" TWO dice; all hits are scored as normal, with usual
deductions for Screens etc.

There is a disadvantage to the AA Battery, before you all rush out
to stick them on your Dreadnoughts: on any single shot with the
one battery, if you roll TWO (or more) ONES the Battery overloads
and burns out — this causes no damage to the carrying ship, but
the weapon is out of action for the rest of the game. [OK, so all
you mathematicians out there have just worked out that there is
more chance of a burnout with short range shots than long range.
Correct. Tough!]

AA Batteries can only be fitted to CAPITAL classes (and of course,
Superships and stationary installations); additionally they may only
be fitted to bear through a SINGLE fire arc.

SYSTEM: AA MEGABATTERY
MASS: 5
SYMBOL:

WAVE GUN:

The Wave Gun is a smaller and slightly less over-the-top variant on
the Nova Cannon given in the Full Thrust rulebook. The system
fires a Plasma charge that expands as it travels along its line of
flight, causing damage to any vessels in its path.

POINTS COST: 15

As with the Nova Cannon, the Wave Gun may fire only along the
main axis of the carrying ship, ie: in a straight line bearing directly
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forward along the ship’s current course. The ship may not fire ANY
other weaponry in the turn that it fires the Wave Gun, and also
counts as UNSHIELDED through its entire frontal arc while the
weapon is being fired.

Unlike the Nova Cannon, the Wave Gun burst has a “life” of only
one turn. Its full range is 36"; over the first 12" move a 2"
diameter template along the line of fire, at 12" to 24" the
template expands to 3" diameter, and then from 24" to 36" it
expands again to 4" diameter. This all happens in the one turn,.
after which the template is removed. Any ship touched by the
template during its flight suffers damage: 4D6 at 0-12" range,
3D6 at 12-24" and 2D6 at 24-36". Note that this damage is
equal to the actual score rolled, eg: in the middle part of its flight
(with a 3" template) it might roll 4, 1 and 5 for a total of TEN
damage. There are NO defences against Wave Gun fire - neither
Screens nor Armour reduce the damage inflicted.

The Wave Gun needs to be charged prior to firing: each turn that
the player notes the weapon is charging, he rolls one die and
notes the result down; when the accumulated rolls reach SIX or
more the weapon is fully charged and may then be fired at any
time. Firing the Wave Gun totally discharges the capacitors, which
must then recharge from zero again.

If the Wave Gun is knocked-out by a threshold roll (or a needle
beam hit) while it is charging or charged, the carrying ship suffers
damage equal to the current charge in the weapon’s capacitors.

Note that a ship fitted with a Wave Gun MAY apply thrust or
change course in the same turn that it fires the weapon, unlike
the Nova Cannon rules.

SYSTEM: WAVE GUN
MASS: 10
SYMBOL:

POINTS COST: 30

PLANETARY  BOMBARDMENT  SYSTEM

(ORTILLERY):

This is a system used for ground support fire from orbiting
Starships or Monitors. It has no function in Space Combat, and
cannot be used as an anti-ship weapon.

The use of this system is fully described in the section on Ortillery
Fire in the “DIRTSIDE II” INTERFACE rules given on P.17; if you are
using FULL THRUST with a different Ground Combat rules system
then the rules given should allow you to relate this weapon to
your chosen game with a little thought.

SYSTEM: PLANETARY BOMBARDMENT SYSTEM (ORTILLERY)
MASS: 3 POINTS COST: 10

SYMBOL: W
REFLEX FIELD:

The Reflex Field is a variation on conventional Screen technology,
in that it protects its carrying ship (partially) against attack from
energy weapons such as standard Beam Batteries. The interesting
aspect of the Reflex Field, however, is that it has the capability to
actually “return” some or all of the attacking Beam’s energy back
to its source, causing damage to the firing vessel! This nasty little
device may be activated in any desired turn, but it MUST be
written in the carrying ship’s movement orders that the Field
device is to be activated in that turn (any turn that the player does
not note the Field to be in use, it is assumed turned off). The
opposing player is NOT told of the Field's status until he fires at
the ship, by which time it may be too late for him.....

If the Reflex Field is activated, the carrying ship may NOT use any
weaponry of its own that turn, though it may move and manoeuvre

normally. Other specialised actions (eg: launching or recovering
Fighters) are also prohibited while the Field is active.

When a ship with an operating Reflex Field is fired on by beam
weapons, roll for hits and damage in the normal way. Now the
player owning the target ship tells his attacker that he has an
active Field, and rolls one die:

On a roll of 1 the Field has no effect: full damage is applied to
Target ship as normal.

On 2, the Field stops some damage — the target receives only HALF
the normal damage (rounded up).

On rolls of 3 or 4, the Field absorbs all the damage, and none is
applied to the target.

On a 5, no damage is applied to the TARGET, but HALF (rounded
up) is reflected back to the FIRING ship.

On a 6, the Field reflects the FULL damage back to the firer!

SYSTEM: REFLEX FIELD
MASS: 6

SYMBOL:
CLOAKING FIELD:

Cloaking Fields are systems that render ships totally invisible and
undetectable to all forms of sensors and visual scanning. They are
thus very useful under certain circumstances, but they have one
big disadvantage as well: though the “cloaked” ship cannot be
seen, it also cannot “see out” — while the Cloak is active it is
isolated in its own little world, with no interface to outside reality
(bit like some gamers | know....).

POINTS COST: 40

The cloaked ship is thus reduced to navigating inertially, based on
the data it had when entering cloaking mode — it has no idea
what is going on around it until it decloaks again.

The suggested way of simulating this in game terms is that when a
ship wishes to “cloak”, the player must note this in his orders for
that turn; he must ALSO note the number of turns the ship is to
remain cloaked (eg: 3 turns). At the start of its movement for that
turn, the ship model is removed from the table and a marker of
some kind is placed to mark its location on entering cloaked
mode. This marker then remains stationary until the ship decloaks,
when it can be removed. For each turn the ship is in cloaked
mode, the player writes movement orders for it exactly as normal,
although of course nothing is placed on the table to indicate its
movement. After the required number of turns in cloak have
elapsed, the player returns to the cloaking marker and proceeds to
plot out all the moves he has written for the ship while cloaked,
finally placing the ship wherever it actually ends up — if he has
planned his moves well it will still be on the table, if not it may
well be halfway into the next room.....

Of course, the player has an advantage over the imagined captain
of the cloaked ship, in that he can see the flow of the battle and
write his moves accordingly — however this is balanced somewhat
by having to specify in advance the number of turns in cloak, to
prevent ships choosing to decloak just because a juicy target has
wandered into range.

This is just a rough idea for the system, and it may be tinkered
with as much as you like — in multi-player games where each
participant has only one ship, it may be interesting to try sending
a player out of the room for the turns his ship is cloaked so he
REALLY has no idea what is going on!

SYSTEM: CLOAKING FIELD
MASS: 1 PER 10 MASS OF SHIP
POINTS COST: 2 x MASS OF SHIP

SYMBOL: O
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BASIC RULES REVISIONS:

INCONSISTENCIES IN THE ORIGINAL RULES:

As with virtually any game rules systems, there are a few points at
which the FULL THRUST rules either break down or throw up
somewhat anomalous results. One such area is concerning the
artificial “split” between the three major types of ship — Escorts,
Cruisers and Capital ships. As we wanted to make a clear-cut
division between the types rather than have a more open “sliding
scale”, we had to put the breaks somewhere, and the figures
given seemed as good as any! What this gives rise to is that when
designing your own ship classes, it is actually possible to build a
ship at the very top end of one mass classification that has a better
performance and armament than a more expensive ship only a
couple of mass factors heavier (which falls into the lower end of
the next major group). A related problem occurs when the relative
performance and cost factors of the basic beam weapons are
analysed, from which it is quite easily deduced that one “A”
battery is much more cost-effective than the equivalent mass in
“C’ batteries (which cost more in total while having a shorter
range).

Taking the former case of the ship sizes, this is a problem that will
occur wherever the break points are set; my personal preference is
to leave the system as it stands, after all in reality there are certain
real (wet-navy) warship types that ARE significantly better than
others, though all will have their advantages and disadvantages
for particular missions. In any case, the problem only really arises
when you try to “play the numbers” and build the “perfect” ship —
if you want to do that and have a whole fleet of nothing but a
particular optimum class then go ahead, but do not be surprised if
a better tactician with a more balanced force beats you!

Moving on to the second problem, that of the different cost-
effectiveness of the Beam Batteries, this can (if desired) be dealt
with by fiddling the cost points a bit — simply make the “A” and
“B” batteries a little more expensive than they are in the basic
rules. Once again, however, | feel that such adjustment is not
strictly necessary to most “normal” games; as with the classifica-
tion problem above, the point only occurs when you are trying to
get every last little bit of advantage over your opponent by
stretching the design rules to their limits. All the ship classes given
in the basic rules (and most of them in this volume as well) were
arrived at by considering the ships being designed as a whole and
treating them as analogues of historical naval practice (which is of
course what most SF authors do anyway), rather than trying to
cram the most powerful of everything into every hull size. Sure,
you can fit a Carrier with a few “A” batteries rather than lots of
“C” batteries, and yes, there are precedents for this in “real” naval
design (the Kiev class carriers, for instance, with their large arrays
of heavy anti-surface missiles); on the other hand you can look at

a huge carrier like the Nimitz class and see it fitted with only a
couple of close-in defence systems and SAM batteries. The whole
point | am trying to make is that you should not get too carried
away by the mathematics of the points system; it is there as a
means to an end, for getting a rough balance of forces where that
is required — isn't it much more satisfying to know that you have
beaten the enemy because of your superior tactical ability, rather
than because you managed to squeeze an extra “A” battery on to
your Cruiser?

All the above notwithstanding, there are some suggestions in the
COMPETITION GAMES section of this book on how to limit the
effect of loophole-hunters, and also given below is one idea on
how to make the much-maligned “C” battery a little more
appealing to all you naval architects out there.

USING

“C” BATTERIES AS ANTI-FIGHTER/
ANTI-MISSILE ~ WEAPONS:

While the bigger Beam Batteries are too heavy to be of use
against small agile targets such as fighters (and the missiles
introduced in this book), the little “C” beams MAY, if desired, be
permitted to fire in such a defensive role. When used in this way, a
“C” Battery fires as if it were a PDAF system, using the same rules
and restrictions (and the same 6" range); the only difference is
that when engaging fighters the “C” battery is somewhat less
effective than the dedicated PDAF and thus scores only 1 kill on
rolls of 5 or 6 (none on 4 or less). Against MISSILES, a 6 is required
exactly as for PDAFs.

On a turn in which it is used in its defensive mode, a “C” battery
may NOT also fire in its normal anti-ship role.

Unlike PDAFs, using “C” batteries in a defensive role DOES require
the use of an operating FireCon (they do not have the built-in
systems that the dedicated defences use); however any number of
batteries may fire at ANY NUMBER of different fighter or missile
targets (up to 1 per battery firing) using just the ONE FireCon.
Thus a ship with 3 “C’ batteries may actually engage up to 3
separate fighter groups or missiles per turn using just a single
FireCon.

SENSORS — EXPANDED RULES:

In the FULL THRUST rulebook, Sensor systems are treated in a very
simple and abstract manner. All ships are assumed to carry
PASSIVE sensors, while all MILITARY ships also carry ACTIVE sensor
suites with a longer range; the only real effect (in game terms) of
either of these sensors is that the actual model of the scanned ship
is placed on the table in place of the “bogey” marker. This is fine




NEW OPTIONAL RULES

3

as far as it goes, in that the scanning player can see the model and
presumably have some idea of what class and type of ship it
represents — particularly if players are using a specific, recognisable
line of miniatures. Things begin to break down when sight of the
model itself does not actually give the opposing player any real
information about the ship, eg: if the model is a scratchbuilt or
conversion, or a commercial model is simply being used to
represent a customised ship design (perfectly allowable of
course!l). The following system is a suggestion for enhancing the
sensor rules to allow the scanning player the chance of gaining
some real, usable information about the enemy vessel.

PASSIVE SENSORS: these continue to work exactly as per the
original rulebook; they are very basic systems, serving to locate an
opposing vessel sufficiently to achieve a firing lock on it while at
the same time giving a visual indication of its identity and
configuration. They are NOT designed to reveal any detailed
information about the target ship.

ACTIVE SENSORS: these are much more advanced sensor suites
that are now classified in three grades: BASIC, ENHANCED and
SUPERIOR. Each grade of Sensor has a different Mass and Cost
requirement, as detailed in the table below:

Sensor Type Mass Cost
BASIC* Nil* Nil*
ENHANCED 1 15
SUPERIOR 2 30

* As BASIC level active sensors are assumed to be fitted to ALL
military ships, they do not have any separate Mass and points costs
— they are inherent in the basic hull cost.

All ACTIVE sensors function in the same way as those in the
original rules, in that they must be deliberately used to scan a
given target ship or bogey, once per turn. The use of Active
sensors immediately “illuminates” the ship using them, causing it
to be placed on the table if it was previously represented by a
bogey marker. If BASIC active sensors are used, they simply work
as per the original rules, and the scanned ship is placed on the
table. If ENHANCED or SUPERIOR active sensors are in use, the
scanning player ALSO rolls 1 die; if his ship is using ENHANCED
active sensors he uses the die score as rolled; for SUPERIOR
sensors he ADDS 2 to the score. The final adjusted score gives a
result from the table below:

Die Score:

1-2 No information disclosed

3 MASS only of ship disclosed, and whether Military
or Merchant.

4 Data on Mass, Propulsion and Screening systems
(original values)

5 Data on ALL onboard systems (original values)

6+ As 5, PLUS current Damage Status and systems functional
— ALL data about vessel.

The owner of the SCANNED vessel must disclose the required
information VERBALLY to the scanning player — he does not need
to show him the ship record diagram. The information should only
be stated once per successful scanning attempt — it is up to the
player to remember and/or note down what he is told about the
opposing ship.

Obviously a degree of trust is necessary here that true information
is being given — if advanced sensors are being used in a competi-
tive game it is suggested that the umpire should check and relay
the information rather than the player.

SYSTEM: ENHANCED SENSORS

SYMBOL: S

SYSTEM: SUPERIOR SENSORS

SYMBOL: ii

SENSOR JAMMING -

MEASURES:

ELECTRONIC

COUNTER

If players choose to use the advanced sensor rules given above,
they should also be able to use ECM (Electronic Counter Measures)
to “jam” enemy sensors.

Ships may be fitted with INDIVIDUAL ECM packages (to protect
that ship only), at a MASS requirement of 2 and a Points Cost of
20; alternatively a ship may be fitted with an AREA-EFFECT ECM
package that can also protect other nearby ships against sensor
scans, at a MASS of 3 and a Points Cost of 30. It should be noted
that, in general, Area-Effect ECM is only fitted to dedicated
Electronic Warfare ships that would then accompany a flotilla of
non-ECM-equipped vessels.

Individual ECM systems can only jam sensors aimed at the actual
ship carrying the system, while Area-Effect ECM systems can jam
sensor scans against any friendly vessel that is within 12" of the
ECM ship. While an individual or area-effect ECM system is in
active use, the carrying ship (or any ship covered by the area of
jamming effect) also suffers the jamming effects if it tries to use its
own active sensors to scan an enemy; the jamming produces a
blanket effect that inhibits all active sensor use, friendly and
enemy. For this reason, it is necessary to note in a ship’s orders for
a given turn that the ECM is active for that turn — otherwise it is
assumed to be switched off.

When an active ECM system (individual or area) is protecting a
ship, the player owning that ship may make a die roll whenever an
enemy tries to scan the ship with active sensors; this die roll is then
SUBTRACTED from the roll the “scanning” player makes for his
sensor results, and the final figure applied to the sensor table
above. Thus jamming is not always effective — if a player is using
SUPERIOR sensors (+2) and rolls a 6 (giving him a total of 8), while
the opposing player rolls only a 1 for his ECM, the final result will
be 7: still enough to reveal everything about the scanned ship.

If a player is trying to make a sensor scan while being effectively
“jammed” by a FRIENDLY ECM system, he simply rolls twice,
subtracting the second roll from the (modified) first roll.

SYSTEM: ECM (JAMMING) SYSTEMS
SYMBOL — INDIVIDUAL: X

X
DAMAGE  CONTROL:

The original rules made no provision for any attempts to repair
ship systems DURING the battle. In fact, it is quite likely that
suitably trained Damage Control Parties in the crew may well be
able to get certain systems back on-line after they have been
“lost” in a Threshold Point Roll, provided that the damage to the
system is not too severe. To simulate this, the following rule is
suggested:

SYMBOL — AREA EFFECT:

Each ship has a number of Damage Control Parties within its crew.
Normal complement is ONE DCP for Escorts of Corvette class
and above (Scouts, Couriers and Fighters, with their very small
crews, have no personnel to spare for such duties — in any case
they are usually vaporised by one salvo!), TWO for Cruisers and
THREE for Capital Ships (these allocations costing no points) but
additional teams may be allocated up to twice the basic allow-
ance, at a POINTS COST of 10 per additional DCP — thus a Capital
ship could have a maximum of 6 DCPs in total, for an extra cost of
30 points (Note that DCPs, both the basic and any additional ones,
do not consume any MASS — they are simply part of the normal
crew complement with extra training and duties).

At the end of each turn, prior to writing orders for the following
turn, both/all players may attempt Damage Control rolls for any
ship that has lost systems as a result of Threshold rolls. Note that
Damage Control parties may NOT attempt to repair structural hull
damage (ie: lost Damage Points), nor may they repair any system
taken out by Needle Beams or other “selective” weaponry; the
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Damage Control we are talking about here is re-routing through
backups, jury-rigging systems and generally performing engineer-
ing miracles with a ball of string, some chewing gum and a bad
Scots accent — anything structural or completely vaporised is going
to require major work in dry-dock, if the ship survives that long!

Each DCP may attempt to bring any ONE system back on-line each
turn; if multiple DCPs are available then more than one may be
allocated to the same job, increasing the chance of success
considerably. For each DCP at work, roll one die: a roll of 6
indicates the system is up and running again, at least for the time
being (“Ah dinna ken how long she’ll hold runnin’ through that
one cracked crystal, Cap'n....”).

If a repair attempt fails, it may be re-tried next turn; however ALL
DCPs to be used on one ship must be allocated their jobs for the
turn before any roll for success — if you have two DCPs you could
choose to have both work on getting a FireCon functional
(probably not a bad idea...), and thus roll two dice in the hope of
getting a six; what you could NOT do is to roll for one DCP’s
attempt THEN decide to have another go with the other team if
the first fails.

Any system repaired by a DCP may well fail again at the next
Threshold point — it is rolled for then as normal. A successful
Damage Control roll on a ship’s Drives will repair only HALF the
drive strength, in the same way as it may be lost — TWO rolls of 6
on the same or different turns are required to get a completely
non-functional Drive system back to full power.

Damage Control Parties are marked on the ship record diagram in
the same way as other systems (see below for the suggested
symbol to use), and must themselves be rolled for at threshold
points — this represents possible casualties among the vital
specialist crews; obviously, a DCP lost in this way CANNOT be
“repaired” by another — they are well and truly dead!

The use of the Damage Control rules adds a useful new dimension
to the game, removing the horrible finality of a string of bad
threshold rolls with a big ship — at least now they have a chance.
The down-side is that making all the rolls takes a while, especially
with big fleets, so the rule is probably better used with smaller
games.

SYSTEM: DAMAGE CONTROL PARTY (ADDITIONAL)
MASS: NIL POINTS COST: 10

SYMBOL: @

BOARDING  ACTIONS:

A Boarding Party is normally composed of part of the Marine
contingent (see P.17) from the attacking ship, specially equipped
with Combat Vacc Suits or Powered Armour.

To launch a Boarding action the attacking ship must first be
brought close to the target vessel, so that it is within 6" of it at
the END of the turn’s movement. The attacking ship must also be
travelling at a velocity that is not more than 1 factor different
from the velocity of the target ship, and on a course that is again
not more than 1 point different from the target's course.

For example, if the target ship ends its movement at velocity 6 on
course 4, a boarding attempt could only be made if the attacking
ship can get within 6" with a final velocity of not less than 5 or
greater than 7, and on a course of between 3 and 5.

This rule is to allow players a little leeway when it comes to trying
to “match trajectory”, but not too much; it will still be quite
difficult to do unless the ship you are attacking has very little
thrust available to evade with — such as if you have already
crippled its drives...

Once you have got your ship into the correct position to be able to
launch a Boarding assault, the Marines may cross between the
ships — they are assumed to do this either in small “assault pods”
specially made for such actions, or in their own Powered Armour
suits if they are equipped with them.

Prelude to boarding action? An interplanetary shuttle comes under
attack from three unidentified vessels. (Models from CMD and
Mercury Miniatures.)

For the size of Marine forces available for Boarding actions,
consider that the Marine Detachment rules on P.17 basically work
out at 1 man per MASS of the ship (not allowing for any vehicles
in the detachment); it is reasonable to assume that not all of these
troops will be used for boarding parties, as (a) there will only be a
limited number of Assault Pods and Combat Suits available, and
(b) it will be sensible to keep some of the Marine strength back for
ship security and other duties. We may therefore state that a
Warship may launch a Boarding party with a strength of 1 man
per 2 MASS of the ship, or in other words 1 man per Damage Point
the ship has. Thus a Heavy Cruiser would have a 16-man boarding
unit, a Battleship 24 men and so on.

If the ship has taken damage, it is safe to assume crew (and
therefore Marine) casualties in rough proportion to the damage
suffered — thus the available troops should be calculated as equal
to the CURRENT damage points the ship has left.

This strength is then divided up into 4-man Teams (rounding down
to the nearest whole team), and the number of such Teams is the
Boarding Factor of the assault force (eg: 4 for the Heavy Cruiser,
or 6 for the Battleship).

[The rather round-about way of working this out that is given
above is merely to explain what is going on — in fact, all you have
to do to arrive at the Boarding Factor is to divide the ship’s current
Damage Points by 4.]

If this seems a small amount of men to send to assault an enemy
warship, bear in mind that they will generally be VERY much more
heavily armed and equipped than the defenders, and in addition
such actions will normally be carried out only against Merchants
with small crews, or crippled ships that have taken a lot of crew
casualties.

To determine the strength of the DEFENDERS that the Boarding
Party will face when it arrives on the target ship, count the
remaining Damage Points of the ship.

If it is a Military vessel then it will be able to muster a Defensive
Factor of 1 for every 4 remaining Damage Points, as this will
represent some of the survivors of its own Marine contingent (it is
assumed for simplicity that the same percentage of the Marines
are available to defend as for the attackers, as the rest have
probably been seconded to Damage Control teams and the like;
anyway, these are only supposed to be abstract rules!).

If the target ship is a Merchant craft, it will be able to muster only
1 Defensive Factor per TEN remaining Damage Points — this is
because a Merchant has far fewer crew members than a Warship
in the first place, and also they are much more poorly armed and
equipped for combat.

To resolve the combat between the Attacking and Defending
parties, roll 1 die per Factor for each side and total their results —
thus if 4 Boarding Factors were up against 2 Defending Factors,
the attacker would roll 4 dice and total the scores while the
defender rolled 2 and totalled them.
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If either side’s total score is MORE THAN TWICE the other player’s
roll, the higher scoring player has won the action; if this is not the
case, then the action continues with the LOWER-SCORING force
losing 1 Factor and both sides then rolling again (obviously if this
causes one side to lose its only Factor, they have lost!).

Thus, in the example above: if the Attackers rolled 2,5,1 and 3 for
a total of 11, and the Defenders were lucky enough to roll a
double 6 for a total of 12, the ATTACKING (Boarding) side would
lose 1 Factor, dropping them to 3. The combat would then be
rolled for again, but with the 3 attacking factors to the 2 defend-
ing.

The combat continues to be fought in repeated “rounds” like this
until there is a clear-cut winner, who takes (or retains) control of
the ship. If the Attacking party loses and is repulsed, they may
return HALF (rounded UP) of their surviving Factors (Teams) of
Marines to their own ship — the remainder are assumed captured
or killed in the attempted withdrawal.

Should the Boarding party win the combat, the surviving defend-
ers are assumed to be “locked below decks” and a prize crew will
be sent over from the attacking ship to bring the captured vessel
fully under control.

[It must be noted that all of the boarding action is fought to a
conclusion in the space of the ONE game turn — the action does
not carry over several turns.]

Of course, if you want to work out more detailed rules for
Boarding that fit more accurately with the Troop Contingents
aboard the ships, feel free to do so (just in case anyone is stupid
enough to try and board a full troopship!!). Boarding actions
should be sufficiently uncommon, however, that the rather
abstract system here will suffice in most cases.

FLEET MORALE:

The question of Morale in naval games, whether SF or historical, is
always a bit of a problem. Will a fleet fight to the last ship, or will
it turn tail and run (or even surrender) after relatively few losses?

The answer to this really depends on the kind of scenario being
played, as the reactions of the Fleet and its overall Commander
will be heavily influenced by what is at stake. If a force is defend-
ing a colony world against an invading fleet, it may well fight “to
the death” in a desperate attempt to protect the colony. On the
other hand, if it is a simple meeting engagement in a relatively
unimportant Star system then it would be quite likely that the
Admirals on either side would consider the preservation of their
own ships and men to be quite a high priority.

If playing a simple engagement (or a Competitive game), then we
suggest that the loss of 50% of a player’'s overall force (calculated
in MASS of ships destroyed) would be enough to cause the
Commander to withdraw from battle.

For other games it is recommended that the level of losses to force
a withdrawal should be written into the scenario when it is
designed, bearing in mind the storyline being used.

STRIKING THE COLOURS:

The surrender of an individual ship is a slightly different matter to
the withdrawal of the complete fleet. There are many possible
circumstances where the Captain of a ship may decide that, orders
notwithstanding, the survival of his crew is more important than
continuing to fight in a hopeless situation.

One possibility is to make an extra roll at the same time as any
threshold check; using the normal scores for losing systems at
threshold points (ie: 6 the first time, 5 or 6 the second etc.), if the
ship fails this roll then its captain decides to “Strike the Colours”
and offer his surrender to the nearest enemy vessel. Whether this
surrender is accepted is, of course, up to the opposing player!

Using this rule can, of course, result in the surrender of a vesel
that has taken relatively little damage - however naval history is
rife with precendents for this where colours were prematurely
struck due to damage suffered being grossly overestimated.

One point must be made here - the use of this rule is strongly
dependant on exactly who the two fleets are; for example , if

Large fleet of New Anglian ships. (Models from CMD, including
several conversions from “spare parts”.)

using the Full Thrust background then it is very unlikely that any
Human ship would even attempt to surrender to a Kra'Vak (or
vice-versa), simply because they would not expect to survive
capture.

SQUADRON OPERATIONS (LARGE FLEETS)

If you are playing an especially large game involving several dozen
ships per side, perhaps as a multi-player game, there is one simple
“shortcut” you can take to make the game flow more quickly: that
is dividing the fleets into SQUADRONS of several ships each, which
then move and fight as cohesive units.

Squadron operations are especially suited to groups of smaller
escort ships, though there is no reason why major craft should not
also operate in this way.

Basically, a Squadron of ships all move together, using just one
movement order — they all change velocity and course together,
remaining in some sort of formation throughout the manoeuvre.
The player has only to write the one set of orders for the squadron
each turn, rather than ones for each individual ship; the move-
ment of the squadron is then best carried out as follows:

The player plots out the move for ONE ship in the squadron
(which may be the leading ship, or one in the middle of a forma-
tion, as desired); all the rest of the squadron are then placed in
suitable relative positions to the moved ship, to retain their
formation.

[Note that this does require a fair degree of tolerance between
the players due to the somewhat vague nature of the positioning
of ships — if a particular placement is critical to range or arc of fire
etc. then it is suggested that the affected ship’s movement should
be carefully plotted as normal. For this reason, squadron move-
ment is specifically NOT recommended for competitive or tourna-
ment play!]

As a typical example, if a fleet consisted of four capital ships, six
cruisers and huge swarm of (say) twenty assorted escorts, it would
make the game much quicker if the cruisers operated in perhaps
two squadrons of three ships each, while the escorts were divided
into maybe three or four squadrons. The capital ships could still
operate individually, or if preferred could be grouped into one
major “Battle Squadron” (or even split between the other
squadrons to form mixed “task groups”, though in this case each
group could obviously only manoeuvre at the rate of its least agile

ship).

It is quite possible to devise rules to allow firing to be carried out
by groups or squadrons in the same way as movement — one
possibility is to allow all ships in a squadron to make their attacks
at one time, rather than alternating ship-by-ship as in the normal
rules. Just how far you go with this depends entirely on personal
preference and how many ships you are wanting to use.
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“TERRAIN”  EFFECTS:

It may sound a bit odd to talk of “terrain” in a space battle, but if
you think about it there are a number of possible ideas you can
use to render certain parts of the table more difficult, dangerous
or just plain different.

The following are suggestions for a few features that you can
have on the table to make things a bit more lively than just the
usual open space and occasional asteroid:

DUST CLOUDS or NEBULAE:
These have the following effects:

i) Travel through a cloud is restricted to a maximum SAFE velocity
of 12; any ship attempting to exceed this in a cloud will suffer
potential damage - roll 1 die and apply damage as for Beam
weapons fire (Screens offer no protection, but Hull Armour does).

ii) Dust clouds inhibit Beam weapons and Fire Control lock-ons:
when attempting to fire at a ship in a dust cloud (or if the firing
ship is itself in the cloud), roll a die after nominaing the target: on
a roll of 1-3 the dust has prevented a successful target lock-on and
the ship may not be fired at. On a 4-6 the shot may be fired as
normal, but if using Beams treat the target as having one SCREEN
level higher than normal due to beam attenuation caused by the
dust (Screen levels above 3 remain at 3).

[Note that this rule may, if desired, also be used to simulate the
effects of ships operating in the very fringes of planetary atmos-
phere, such as when “skimming” Gas Giants.]

SOLAR FLARES:

Flares may occur at random, perhaps diced for each turn, if the
battle is happening fairly close to a very active star. They may be
assumed to affect the entire table, or just a specific area as the
players desire. Any ship that is caught in a Flare rolls 1 die for each
of its FireCons and its Sensor systems (if the advanced sensor rules
are being used), adding one to the score per active Screen level.
On a score of 4+ the system is undamaged - otherwise it is
knocked-out due to damage to sensory antennae etc.

METEOR SWARMS and DEBRIS:

These may cover areas of between 6" and 12" diameter (or other
shapes/sizes at players’ discretion) and may be stationary on the
table or moving in a similar way to the “moving asteroid” rules.

Any ship that enters (or is hit by) such a Meteor Swarm or Debris
Field has 1 die rolled for every FULL 6" of velocity (ie: up to
velocity 5 = no damage, 6-11 = 1 die, 12-17 = 2 dice etc.), with the
actual score rolled equalling the damage sustained.

[This rule may also cover the effects of the debris in the “rings” of
a ringed planet, in which case a large arc of it could be depicted
on the table to cause all sorts of problems!]

BATTLE DEBRIS:

When a ship is “destroyed” by enemy fire (ie: reduced to zero
damage points or less) it may simply become to a drifting hulk, or
may actually explode into a cloud of debris.

To determine if this happens, note the amount of EXCESS damage
inflicted (over that required to reduce the ship to zero points) and
roll a die: if the score is less than or equal to the excess damage
then the remains of the ship explode (eg: if a ship has 2 DP left
and suffers a further 5 points of hits, a die roll of 3 or less will
cause it to explode).

An exploding ship creates a cloud of debris 2" in diameter for an
Escort, 4" for a Cruiser or 6" diameter for a Capital Ship. The
debris cloud exists only for 1 turn after the explosion, during
which it moves on the same course and velocity as the ship was
travelling at the point of destruction; in this turn any ship encoun-
tering the cloud treats it exactly as for the Meteor and Debris rules
given in the section above. After the one turn the debris is
assumed to have spread out sufficiently to present little risk to
other ships, and is removed from play.

These are just a few ideas for the effects of spatial phenomena;
mostly they are pure Space Opera (ie: very high PSB factor...), and
anyone who has seen a few episodes of St*r Tr*k will doubtless be
able to think of lots more!

DEPICTING SPATIAL PHENOMENA:

The various effects suggested above may be represented on the
table by means of pieces of card, cloth, acetate etc., cut to the
relevant sizes for the affected areas (for dust clouds etc.).

Meteors and Debris clouds can be depicted by small cork-bark
chips or even gravel spread over the required area. Explosion
templates may be made if desired for destroyed ships, which if
suitably graphic (ie: lots of red and orange explosion effects!) can
be very effective.

A NOTE ON “STAR” CLOTHS FOR TABLES:

The photos in this book have all been taken using the very effective “STAR MATS”
produced by Geo-Hex (and sold in the UK by us at GZG - shameless advertising
plug here!!). Available either with or without a 1.5" hex-grid, these mats are 6' x
4', printed with a five-colour “Star Field” and then airbrushed with “nebula”
effects in several colours; they are made from heavy duty black felt, and are very
hardwearing - our display game ones have been folded up and stuffed into a bag
after many shows, and still come out laying flat next time! Please contact GZG or
Geo-Hex for further details on prices and availability.
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of success; any group cl assed as a“ Tur key” gr oup al ways ADDS
onetothedierol |l —thisneansit nust rol| for noral e evenwhen
at full strength(aroll of 6(+1, =7) wll beafailedattackevenif
al | 6shipsareoperational).




EXPANDED FI GHTER RULES

“ SCRAMBLI NG’ FI GHTER GROUPS:

I f afighter-carryingshi pcones under attack f roman eneny
fighter groupwhileit still hassoneor al | of itsowgroupson
board, it nay attenpt tohastily scranbl e one or more groupsinto
flight inadesperateattenpt tointercept theattackers. Thisisthe
onlytimethat fighter | aunches may t ake pl ace whent hey have
not been pre-pl annedinthe pl ayer’ s novenent ordersfor the
turn, andit may be att enpt ed O\LY when t he opponent has j ust
noved oneor norefighter groupsintopositiontoattackthe
carieritsdf.

Toattenpt toscranbl efighters, roll 1die:

haroll of 1, thehastyl aunchattenpt causes anm shapinthe

| aunch t ube —one conpl et e fi ght er bay (andi t s occupyi ng
fighters) isout of actionfor therest of thegane, unl ess aDanage
ntrol Party(seeP.6) cansort things out!

ona2or 3, nogroups nay be | aunchedthi sturn;

onad4, onegroupgetsaway but toolatetointercept the
attackers—theeneny group(s) may fireonthecarri er BEFCREt he
scranbl ed group may at t ack t hem

onabs, onegroupscranblesintinmetointercept —it nay engage
anattacki nggroupinadogfight toprevent themfiringonthe
carier;

ona6, TWDOgroups nanagetoscranbleintinetointercept the
attackers.*

*Notethat thisisonl ypossi bl etoactual carrierswhi chhavetheahilityto
launchtwogroupsinaturn—ot her shipsthat canl aunchonl y one
groupper turnunder thenornal rul escanonl y“scranbl € one group at
atine.

If agroupis*“scranbl ed” successfullyintinetointercept, it nay
engagetheeneny fightersinadogfight i mmedi ately, thus
preventingt hemfromattacki ngthecarrierinthat turn. Shoul d
thegroupscranbl ejust toolate(arol | of 4); theattackers nay
press honetheir assaul t onthecarrier, AFTERwhi chthe scram

bl ed group may (i nthe same turn) i medi at el y engage t hemi na
dogfi ght, whi chisresol vedas per nornal rul es, despitethefact
that theattacki ngfightershaveal ready “fired” oncethat turn.

FI GHTER ENDURANCE:

Asfightersareverysnall craft, it isreasonabl etoassunethat t hey
wll carryonlyalimntedamunt of fuel, ammuni ti onandevenlife-
support for their crew—theyw | | not be capabl e of prol onged
operationaway fromtheir carrier or base, but rather arel aunched
for aspecificnissionor attackandw || returnquicklytothe
carrier fol | ow ngconpl eti onof theni ssion. Wiletherearea
nunier of val i doptionsfor representingthisintherul es(incl ud-
ingtreatingfighter groupsnorelikeother ships: witingorders
for each move and recor di ng f uel used f or manoeuvri ng f roma
strictlylimtedfuel supply) t henet hodwe suggest i s usi ngan
ENDURANCErul efor al | fighter groups.

Anormal F ghter grouphas sufficient fuel for THREEt urns of
“active” operation; an“active” turnisdefinedasany game-turn
i nwhi cht he group engages i n any conbat acti vity, whet her

att acki ngor bei ngat t acked.

Any turnthat t he groupdoes not undertake any conbat, itis
classedas “l oi tering” and does NOT use up any of i ts endurance (it
i sassunmedthat ordinary flight and nanoeuvri nguses onl y

negl i gi bl e fuel conparedtotheheavy expenditureduring
conbat ).

Ohceagrouphasusedupitsthreeturnsof active conbat
endurance, it MSTattenpt toreturntoitscarrier or basebythe
shortest possi bl eroute(w thinreason—theyw !l not trytofly
straight t hroughthe m ddl e of agroupof eneny ships!!). Shoul d
suchagroupbeattackedby eneny fightersduringtheir return
trip, theynust rol |l adie: onalor 2, theysuffer theattackfrom
theeneny but may NOTreturnfireat all; ona3or 4they
manage t o evade t he eneny gr oup and cont i nue on cour se, whil e
ona5or 6they engagei ndogfightingasnormal, ignoringthe
fact that t hey have exhaust edt hei r endur ance (t hey areri sking
theuse of thei r energency f uel reserves!). Anythat survi ve nust
continuethereturntothecarrier inthenext turnif possibl e.

Any groupthat i sunabl etorendezvousw ththeir carrier/base
wi thi n THREEt urns of usi ngthel ast of their conbat endurance

(either throughdi stance, or bei ngi ntercept edby t he eneny) are
deenedt o have exhaustedtheir fuel andareeffectivelylost —itis
assunedt hat thepil ots probablyeject i ntheir survival podsand
awai t pi ckupafter thebattle, if theyarel ucky!

Torecordconbat endur ance, pl ayers cannotetheturns usedon
their recordsheets; abetter sol uti onhowever istoal l ocatethree
snal | counters(either plastictidd yw nks, or tinydiscscut from
col ouredcard/ pl asti cw thahol e punch) t oeach group; one
counter i srenoved eachti nethe group expends aturnof conbat
endur ance.

Atransport shi pcones under fighter attack. (Mdel sfromSkyt rex
and OWD.)

FI GHTERPI LOT QUALI TY:

ACES AND TURKEYS:

Wi | e nost fighter groups arecl assedas “average” i npi | ot
per f or nance, you do get t he occasi onal out st andi ngpi |l ot (the
ACE); at theother endof thescal eyoucanhavethereal lyraw
i nexperi encedor j ust pl ai nbad pi | ot s —t he TURKEYS.

AnACEi s ani ndi vidual —thecrackpil ot attachedtoan ot herw se
aver age group. Turkeys, onthe ot her hand, tendtoconein
f1 ocks; thewhol e GROUP may be cl assed as a Tur key group dueto
| owexperi ence, poor trai ningor amul titude of ot her factors.

If youw shtoal | owAcestobe“bought” withpoints, thenbyall
neans do so; we woul d r ecomrend, however, that arandomrol |
i smadefor eachfighter groupinafleet at thestart of the gane
or canpai gn: i f a6isrolled, thegroupcontai nsanACE arol |l of 1
indi catesthegroupisaTurkey group. Roll'sof 2-5gi venornal,
aver age gr oups.

USI NG ACES:

If anAcepilot ispresent inafighter group, thegroupgets ONE
EXTRAD Eduringal | nornmal attacks—soafull strengthgroup of
sixfightersincludi nganAcewoul drol | SEVENdi cei nst ead of t he
usual 6. The presenceof the Aceal soaffectsthegroup’ snoral e,
as detai | edabove (subtracti ngonefromal | noral erolls).

The Ace pi |l ot hinsel f al sohastheabilitytonakeone SPEQFIC
SYSTEMATTACK per turnif w shed: whenthe group attacks a

shi p, whi | et he ot her menber s of the groupattack as normal for
fightersw thonedieeach, theAcenaychoosetoattackasa
NEEDLE BEAM( see P. 18 of mai nrul ebook) i nst ead of hi s nor nal
attack —inthiscasehenay choosetotarget ONESPEQ Fl CSYSTEM
ontheshipbeingattacked, rollingjust O\NEdi eandtreatingthe
attackjust asfor aNeedl e Beamshot. Notethat inthi scasethe
rest of the group does NOT get the “extra” di ethat t he Acewoul d
normal |y contributetowardstheattack—for exanpl e, agroup
withfiverenainingfightersincludi nganAce coul dchooseto

ei ther attack nornal I yw thS Xdice, or tohavethefour average
pilotsattacknornal | y(4dice) whil etheAceattacksaspecific
systemw thjust O\NEdierol | .

Thi s opti on al soextendstodogfightingbetweenfighter groups—
anAcenay ei ther addanextradi etothegroup’ soveral | attack,




C(Rmay choosetospecificall ytarget anopposi ngACEi f thereis
onepresent i ntheother group—inthiscaseherol | sjust onedi e
as nor nal .

SPEHOALNOIE For sinplicity, itisassunedthat i nnornal | osses
the ACEinagroupwi || al ways betheLASTfighter | eft surviving—
after all, he/ shei s supposedtobethebest, andgettingthehero
killedinthefirst dogfight i snot good Space Cpera! ! The onl y case
i nwhi ch an Ace may be ki | | ed bef or e ot her menber s of t he gr oup
isif heisspecificallytargettedby anopposi ngAceinaneneny
group, i nthe best novi etraditions (Lukewar mJaywal ker i gnor es
therest of thelnperial fighters, andgoes straight for t heshi pof
hi sarch-eneny, Duck Véder-. ... .. ).

THE TROUBLE W TH TURKEYS:

Any gr oup unl ucky enough t o be cl assed as a Tur key gr oup nust
alwaysaddltoitsnoral erol | s asnmentionedabove. | f sucha
groupfailsTWconsecutiveattacknoral erol I sthenit nust “bug
out” backtothecarrier (asagai nst thethreefail ures neededf or
anaveragegrouptoturntail).

Tur key groups att ack t ar get shi ps as normal (suchattacks are

| ar gel y conput eri sed anyway), but whenthey are engagedina
DOl GHTwithot her fightersthey nodi fytheir attackrol | s by
SUBTRACTI NG1 fromevery dierol | they make.

EXPANDED FI GHTER RULES

SYMBCLS:

"ACE" GROUP “TURKEY" GROUP

ADVANCED AND SPECI ALI SED

H GHTERTYPES:

The Fi ghters depi ctedintheorigi nal rul ebook ar e agood aver age,
basi ctype—noderat el y fast, w threasonabl eanti-shi pandanti -
fighter capabilities; anall-round“mil ti-nission” typeof craft. The
rul esthat fol | owgi ve sonei deas f or nodi fyi ngyour fightersinto
rat her nor e speci al i sed or i nprovedt ypes:

FAST FI GHTERS:

Wi | e nornal fighters have anovernent al | owance of 12" per
turn, “Fast” fighters have nor e powerful drivesgivingthema
novenent of 18" per turn. Agroupof 6 Fast fighterscostsan
ADDI TI ONAL 2 Poi nt s PERFI GHTER poi nt s on t op of t he nor nal
20poi ntscost, givingatotal of 32poi nts per group.

HEAVY Fl GHTERS:

“Heavy” fi ght ers havet he sane of f ensi veand dri ve capabi | i ti es as
nornal fighters, but arebetter protectedagai nst attack by

arnmour ed hul | s, heavi er structural conponents et c. Wen Heavy
fightersareattacked, treat themasif t hey had LEVEL- 1 SCREENS
inoperation, ie: rollsof “4” have no ef f ect when under PDAF/
ADAF or Fi ght er weapons fi re. Turni ngagroupinto Heavy
fighterscostsanadditiona 12points (2per FHghter).

| NTERCEPTORS:

Thelnterceptor i saspecial i sedtypeof fighter wthnoeffective
anti-shi pcapability, but opti mmsedfor anti-fighter perfornance.

I nt ercept ors nay not fireonany vessel s except ot her fighter
groups (usi ngthe Dogfi ghtingrul es fromFUL THRUST), but when
they makesuchanattacktheynayaddltoall dieroll results—
thustheykill onefighter onaroll of 3or 4, and TWDonr ol | s of
5o0r 6. Wienthensel ves attacked (ei ther byfightersor anti -
fighter fire) theytakecasual ti esnornal | y.

Aninterceptor groupcosts NOaddi tional points, astheyare
trading-of f their anti-shi pcapabilityfor their enhanced

dogfi ghti ng.

ATTACK Fl GHTERS:

Soeci al i sed“Attack” fightersarereal | ytheoppositeof I ntercep-
tors—theyhaveverylittleabilitytoengageother fighters, but
carryincreasedweaponry | oads f or anti - shi pm ssi ons. Wienina
dogfight situationwithanenenyfighter group, Attackfighters
onlyhitandkill opposi ngfighterswthrollsof 6(whichdestroy
onefighter only per successful rol ). Wenengagi ngot her shi ps,
hovwever, theAtackfightersaddltoall theirdierollsie: iffiring
onanun-screenedtarget shiptheywoul dinflict 1Damage Poi nt

wthrollsof 3or 4, and2DPwith5or 6.

Becauseanti - shi pcapabi | i ti esareusual | y of norei nportancein
theganethandogfighting, anAttackfighter groupcostsan
addi ti onal 6points(1per Fghter).

LONG- RANGE FI GHTERS:

Thisisanoptiontobeused| Fyouareal sousingthe“fighter
endurance” rul egi veninthischapter. Wil enornal fighterscan
onlyoperatefor THREEturns before havingtoreturntotheir
carrier/ not her shi p, aLong- Range group has i t s conbat endur ance
increasedt o H VEt urnst hroughaddi ti onal fuel tankage, |ife-
support etc.

AlLong- Range fi ght er group cost s anaddi ti onal 12 poi nts (2 per
FAdter).

TORPEDO FI GHTERS:

Theseareafurther specialisationof theAtackfighter, carryinga
heavy si ngl e-shot anti - shi pweapononeachfighter. Wenthe
group at t acks an eneny shi p, rol | once per fi ghter toseehow
nmany hits arescored—eachfighter needsarol| of 4or moreto
scoreahit wthits“torpedo”’; thoseshotsthat hit arerol | edagai n,
w thdamageinflictedbei ngequal tothenunber rolled(ie: roll of
3=3DP, 5=5CPetc.).

The group may onl y at t ack ONCEi nt hi s manner, andfor sinplicity
itisassunedthat all thefightersinthegroupw || attackthesane
target at thesanetime—itisnot permttedtofirejust soneof
thegroupand“save” theothersfor al ater attack (unl ess of

cour seyouw shtoagreet hi s bet ween your sel ves, and wor k out

t he necessary r ecor d- keepi ng) . Oncet he group has expendedi ts
torpedoes, it naythenonlyfight inthesanelimtedanti-fighter
modeasfor Attackfighters(ie: needingrollsof 6forkills) and
may not make any further attacks agai nst eneny shi ps. The

Tor pedo Fi ght er groupi s t hus very much a one- shot weapon, but
a(potentially) extrenel y powerful one—for thisreasonit costsan
addi tional 18points (3 per F ghter).

Three“EBscort Garri ers” scrat ch-bui | t usi ngvari ous conponent sfrom
t he QvDnodel range, withtwofighter groups per Garrier.

Wen usi ng speci al i sedfi ghter groups, usethenornal fighter
synbol for theshi precorddi agram but repl acethe“spot” inthe
synbol withtheappropriateletter for thefighter type: for

exanpl e, an“H for Heavy Fighters, “T' for TorpedoFi ghters, etc.

Notethat al | fighter groups, regardl ess of type, havet he sane
MASS and hangar space requi renent i nthecarrier or not her shi p,
and oper at eunder al | thenornal rul esfor | aunchi ng, recovery
and t ur n sequence.

Not es on use of fi ght er nmodel s:

The fi ght er groups shown i nthe phot o on page 11 use adi f f erent net hod
of “basi ng” the nodel stothesuggestionsgivenintheoriginal rules. Vé
have used a st andar d cl ear pl astic“flyi ngbase” and nountedontopof it a
hexagon of cl ear pl asti cardor acet at e sheet, cut tot he sane si ze (appr ox.

1" across) as thestandbase. Thei ndi vi dual fi ghter nodel s arethenfixedon
t hi s hexagon near t he si x corners, | eavi ng enough spaceintheniddleto

pl aceavery snal | di e (D6) whichisusedtoindicatethenunber of fighters
leftinthegroupafter | osses.

Yet ANOTHERway of produci ng fi ghter groupsi s showninthe photo
above; Thisuses just asingl efighter nodel torepresent theentiregroup,
w thanornal -sized D6 pl acedi ntoasquar e hol ei nt he scul pt ed baseto
i ndi cat et he nunber of operational fightersinthegroup.
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PLANETS AND OTHER LARGE BODI ES:

Wi | e ast er oi ds and snal | pl anet oi d bodi es wer e coveredi n FULL
THRUST, no nenti onwas made of actual pl anets, noons etc. |f
youwi shtopl ay ascenari owheretheactionisincloseproxi mty
toapl anet, wesuggest thefol | owingrul es.

M anet s and ot her | ar ge bodi es may berepresentedonthetabl e

w thany sui t abl y-si zedround or spheri cal obj ect, wththeideal

si zebei ngthat of adi nner-pl ateor al argefootbal | (Soccer ball to
our USreaders, as anArericanfootbal | woul dgi ve avery odd-
shaped pl anet —severegravitational stresses, maybe?). Apl ateor
carddi sc may be pl acedfl at onthetabl e, thoughawel | pai nted
sphereor hal f-spherel ooks very i npressi ve. Theactual si zecan
vary accor di ngt o howbi gt he pl anet/ pl anet oi di s supposedt o be —
we arenot goi ngtodefineany scal es, asthey are quit e obvi ousl y
| udi cr ous conpar edt ot he shi pnodel s, j ust treat everyt hi ngas
abstract and syniol i ¢!

Once you have your pl anet, you candefinetheopti num*‘orbit”
di stancefromitssurface. S nplyneasuretheradi us of thepl anet
nodel or narker, andtheorbitisacircleof twcethisradius(eg: if
t he pl anet was r epr esent ed by a 12" di amet er (6" radi us) di sc,
thenthe orbit woul d be 24" di amet er (12" radi us) — shi ps woul d
thusorbit inacirclearoundthepl anet, 6" abovethepl anetary
suface)

ENTERING ORBIT:
VELOCITY 6

\ IN ORBIT:
\ VELOCITY 6

/
\!

7
Ve
7
e
e

LEAVING ORBIT:
VELOCITY 7+

Wieninorbit, ashi pnust betravel lingat avel ocityequal tothe
orbital di stance abovethesurface—thusintheabove exanpl e
shi pswoul dorbit at avel ocity of 6, or 6" per turn. Tonove aship
aroundtheorbit, sinplyneasureroundthearcwthaflexible

t ape and nove t he nodel t he requi r ed di st ance.

I f theshi pdecel erat est o LESSthantheorbital vel ocity (i nour
exanpl e, to5or less) itsorbit wil decayandit wll start toenter
the at mosphere—for theeffectsof thisseetherul esonA nos-
phericQperationsonP.14. If it accel eratesto O/ERt heorbi tal
velocityitwll leaveorbit andmovenornal |y, i nastraight |ineat
atangent toitsorbital path.

[Noteheretothe Arnthai r Physi cs Bri gade—yes, | KNOAL hi si s dread-
fullyabstract andoversi npl i fi ed(andi nsonepl acesj ust pl ai nwong),
but itiseasytouseandgetstheright feel inganeterns. If yourea ly
want todoal | thenmathandworkit out “properly” thenbenyguest....]

Wi I ei norbit, theshi pdoesnot havet o have any cour se- change
orderswittenforit—thepl ayer sinplynotesthatitis“inorbit”.
Any vel ocity changew | | causetheshiptol eaveorbit (either down
or up, as above).

For sinplicity, gravitational effectsonshipsthat arenot actual lyin
orbit aregeneral | yignored, but i f youwant toplot thegravity

vel | aroundt he pl anet and appl y varyi ngresul t s accordi ngto
ships’ proximitiestoit thenbyal | neansdoit!

ENTERI NG AND LEAVI NG PLANETARY

a8 T

As not ed above, tol eave pl anetaryorbit ashiphassinplyto

accel eratetoover theorbital velocity; it wll thennoveanay from
orbit onatangential course, asillustratedinthedi agramonthis
page.

Toenter orbit, ashi pnust approachthe pl anet at t he correct
orbital vel ocity; whenit reachestheorbital di stancefronthe
surface, it may (w thout expendi ngthrust onturning) enter an
orbital path(whi chnay of course becl ockw se or anti cl ockw se
aroundthepl anet). Thisis, of course, anot her great oversinplifica-
tion—but tryi ngtopositionyour shipat thecorrect tangential
coursetothepl anet seenstoodifficult awayof doingit, and
frankl y not wort ht he hassl e.

If theshiphitstheorbital di stanceat LESSthantheorbital
velocity, itwll enter anautonati cal | y-decayi ngorbit andstart to
enter theat nosphere; if it arrivesw t hGREATERt hant he correct
velocityit wll ramstraight i ntotheat nosphereinanuncontrol | ed
ent ry —you have been war ned!

AN ALTERNATI VE:

If youdonot actual | ywant torepresent pl anetsonthetabl e, a
validalternativeisthesystemusedinJi mgbst er’ s scenarioon
P. 37 of t hi s book —one edge of thetabl ei s defi nedas “Deep
Space” andt he CPPCSl TEedgei sthe Pl anetary Obit. Tosafely
enter orbit, ashi pnust exit the P anet ary edget hrough asnal |
“wi ndow" mar ked onthetabl e edge —say 6" wi de —at agi ven
vel ocityor | ess(thisvel ocitynust bespecifiedtosuit thescenario,
but we woul d suggest it shoul dbenogreater than6). | f aship
exitstheP anetary edgeat greater thanthi svel ocity, or mssesthe
w ndow it w !l suffer anuncontrol | edatnosphericentry.

Usi ngt hi s system t he Deep Space edge of thetabl ecan, i f desired,
al sobeconsideredtorepresent the“safeJunplinit” fromthe
planetarygravitywel | .

ATMOSPHERI C STREAMLI NI NG

Thegreat naj orityof Sarshipsarenot built toever enter a

pl anet ary at nosphere or attenpt tol and; nost are assenbl edin
spaceandspendal | their operational |ivesthere, usingshuttles
andother interfacecraft tocarry personnel andcargotoandfrom
pl anet ary surfaces. Suchshi psarecharacterisedbytheirtotally
unst reanh i ned st ruct ureand of t ensquar e, bl ocky or fragil e-

| ooki ng desi gns.

Sone shi ps, onthe ot her hand, AREbui |t tooperatei nat nos-
phereaswel | asindeepspace, tovaryi ngdegrees of ef ficiency; a
vessel that i s FULLY STREAMLI NEDi s conpl et el y at nospher e-
capabl e, andcan“fly” | i ke an Aerospacecraft. G her shi ps may be
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cl assed as PARTI ALLY STREAMLI NED, whi ch gi ves t hemsorre
capabi | i ty of at nospheri c operationsandl andi ng, usual | y by sheer
brutethrust fromtheir Drivesrather thanany ki nd of aer ody-
nanclift.

For anaveragewor| dwi throughly Earth-likegravity, aFULLY
STREAMLI NEDshi p r equi r es a THRUST RATI NGof at | east 4to

al lowit tooperateinanatnosphericorinterfacenode; onthe
sane wor | d, a PARTI ALLY STREAM.I NEDshi p woul d need at | east
Thrust 6toenabl eit tosafel ylandandtakeof f. Thesefi gures can
be adj ust edf or ot her pl anetary si zesandgravi ti es, aspl ayersw sh.

I f theyw sh, pl ayers nay adj ust t he poi nts costs of shiphul Is
duringconstructiontoreflect thel evel of Sreanhining(if any),

wi thstreantined hul | s bei ng sonewhat nor e expensi ve; we woul d
suggest t hat a PARTI ALLY streanl i ned hul | woul d cost anextra
25%of t he act ual HULL poi nts cost, and a FULLY streani i ned
hul I an ext ra 50%of t he poi nts cost : t hus a Mass 40 Vér shi p, wi th
anornal hul | pointscost of 80, woul dcost anextra20poi ntsto
Partiallystreantine(total of 100poi nts) or anextra40poi ntsto
Ful lystreamtine(total of 120poi nts). The sane Mass of shi pona
MERCHANT hul | woul d cost 60 poi nts Non-streamtined, 75Partial ly
or 90poi ntsFul | y-streanti ned.

The quest i onof whet her or not aparticul ar shipiskully, Partially
or Non-Streantinedisreal |l ydowntotheactual nmodel that is

bei ngusedinthegane; i f themniaturehasatrue*“aerodynam c”
shape, wtheither wngsoralifting-bodystructure, it canreason-
abl y beclassedat Ful | y Streanti ned (agood exanpl ei s the QWD
FT 307 I ntrasystemShuttl e, whi chl ooks | i ke an over si zed Space
Shuttleorbiter). If, ontheother hand, it isof ashapethat | ooks as
i f it woul dstandsoneki ndof at mospheri c entry whil e not bei ng
act ual | y aer odynanm c (t ot ake anot her CMDr ange exanpl e, nost
of theBurasi anshi ps (the FT200seri es) woul dfit intothiscat-
egory), thenit nay beconsi deredPartial | y Sreanti ned. Typi cal
Non- S reant i ned shi ps, withnoat nosphericcapabilityat all,

woul d be t he OMDNeu Saabi an desi gns (t he FT 500 seri es) .

ATMOSPHERI C ENTRY —

PLANNED AND ACCI DENTAL:

Ashi p may ent er pl anet ary at nospher e f or a nunber of reasons: if
theshipisfullyor partiallystreanhined, it mayenter at nosphere
deliberatelyinorder tolandontheworl d ssurface. Aternatively,

ashi pof any confi gurationmay beforcedtoenter at nosphere
duetoeither (a) adecayi ngorbit (causedby attenptingtoenter
orbit at tool owavel ocity) or (b) approachi ngapl anet at t oo

H @Havel oci ty and/ or missinganorbital i nsertionw ndow(if
used; seerul es above) .

Tonake adel i ber at e saf e at nospheri centry, ashi pnust first
enter orbit (as descri bedabove) andthendecel eratetol essthan
orbital velocity; itwll thennmakeacontrol | eddescent andent er

t he at nospher e—provi dedi t sdri ves canprovi desuffi ci ent t hrust
foritsconfiguration, it nay beassunedtoenter successful | yand
be abl et o make a saf e | andi ng. Ashi penteringat mospherew tha
sui tabl evel oci tyandconfiguration, but wthinsufficient thrust
avai | abl e (eg: duetodrivedanage) wi Il nakeasafeentrybut wll
thencrash-land—theeffectsof thisareuptotheindi vi dual

scenari obei ng pl ayed.

I f ashi pnakes anuncontrol ledentryintoatnosphere, roll adie
andappl ythefol | owi ngnodi fiers:

I f shipisNON STREAMLI NED, add4torol | ;
If PartiallySreanmined, nonodifier;
If Fully Sreantined, subtract 2fronrol | .

Add1torol | for every1point of vel ocityinexcessof safeorbital
vel adity,

Add1toroll for everyfull 6" di stancebywhichorbital insertion
w ndowwas m ssed;

Add1toroll if ship’sDivesare DAVAGED, or add3if Drives
knocked- out .

hafinal result of 20r | ess, t he shi pmanages t o niracul ousl y
surviveabal listicentry, andcrash-1andsonthepl anetary surface—
t he chances of survival for crew passenger s and subsequent event s
areuptotheindivi dual scenario.

hascoreof 3to5, theshipburnsupintheupper at nosphere,
but thereisenoughtinefor anylnterfacecraft (shuttles,
Dropshipsetc) or Fghtersonboardtoattenpt tolaunch; if this
occurs, roll for eachsnal | craft asspecifiedinthe“SMGlV
scenari oby Ji mébst er onP. 37 of thi sbook (thereislittlepoint
inrepeatingthat tabl eherel).

hascoreof 6or above, theshipburnsupandal | crew, passen-
ger s and equi pnent onboardarel ost.
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E COMBI NI NG W TH CGROUND COVBAT

| NTERFACI NG SPACE AND GROUND

COVBAT ACTI ONS:

Thi s chapt er consi stsnai nl y of two D FFERENT systens f or | i nki ng
FULL THRUST st ar shi p conbat wi t h G ound Acti on ganes, narel y
&G s DRTSI CEI | and V¢ssex Ganes’ HELLFI RE. The D RTSI DE| |
Interfaceislargel ydesi gnedandwittenby MkeH liott, oneof
thedesi gningteamfor O RTSIDEI I, wi thaddi tional i nput from
nysel f. The HALLFH REi nterfaceiswittenby Ji mWébst er, aut hor
of the HALLH REsystemi tsel f. Asbefitstheverydifferent approach
andstyl es of thetwo ganes, youw | | noticethat whilethen

D RIS CEI I interfacedel ves qui t edeepl yint ot he desi gnand
costingaspects, the HELLFl REonei s anuch nore “1 oose” and
open system

It wll al sobeapparent that the HELFl REsyst emal | ows shipsto
carryalot noretroopsthanthe D RTSICEIl versi on—thisisdown
tothedifferent views of therespectiveaut hors, andwe di d not
feel it wasnecessarytoalter either onefor thesake of any nut ual
consi stency (after al |, we have never act ual | y def i nedwhat aFul |
Thrust MASSpoi nt equal sinternsof real tonnage!). Basical ly,
eachisasvalidastheother; at theendof thedayitisentirelyup
tothepersonal preferencesof you, theplayer, astowhich(if

ei ther!) youchooset ouse.

FULL THRUST/ D RTSI DEI | | NTERFACE:

D RIS CEIl i s &ZG sownrul essyst entor 1/ 300gr ound conoat acti ons
W thmni at ures, based ar ound coni ned ar ng uni t s of ar nour and
infantry; whil eaful | ygeneri csystem nitsownright, O RIS CEl | shares
the sane over al | backgr ound and appr oach as FULL THRUST and t he t wo
canvorkvel | toget her toprovi deaful lyintegratedsystem DRIS CEIl i s
avai | abl e fromgood ganes shops, or di rect fromus at &ZG-WKpri ce
£8. 95pl us £1 post / packi ng. U5 CGanadi an/ S Aner i can cust oner s shoul d
cont act G20 HEXi nt he USA whodi stributeD RTS CEIl i nNort hand
Sout h Aneri ca.

Therul esprovidedinthissectionw || all owyoutointegrateFUL
THRUST wi t h our 1/ 300 G ound Conbat SFrul es syst em D RTSI DE
I'l, toplay ganes and canpai gns t hat f eat ur e bot h space conbat
for thecontrol of star systensandtheensui ngbattlesonthe

pl anetary surf ace.

Usi ngbot hgameswi t hthese addi tional rulesit i spossibletobuild
aninvasi onfl eet tol aunchassaul t s onyour opponent’ s worl ds,
provi ded of courseyoucanget thetransportsthroughhi s System
Def enceforcesfirst!

Ohasnal | er scal eyou nay be si npl y | andi ng a coupl e of pl at oons
of Speci al Forcestroopstoconduct a“surgical strike” agai nst an
enenyinstallation—inwhichcaseit mght benmoreeffectiveto
use a 15/ 25mmi nf ant ry gr ound conbat syst emsuch as our
STARGRUNT rul es (or the forthcom ng STARGRUNT | | ver si on when
itispublished) toresol vethepl anetarypart of theaction. B ther
way, therul esthat fol | owcover thetransport of groundforcesin
FULL THRUST st ar shi ps, and t he net hods of gettingthemdownto
thesurfaceinonepiece(if theyarel ucky....)

TRANSPORTI NG GROUND TROOPS:

Trooptransport between star systens nay be carri edout i nal nost
any ki nd of shi pthat has cargo spacetospare, but the nost
conmon et hod wi | | be i n speci al i sed ASSAULT TRANSPCRTS.
Such Transport s nay be of virtual | y any si ze (i ncl udi ng VERY bi g
onesif youw shtousethe SUPERSH Prul es onP. 22 of t hi s book) ,
but for t he sake of anexanpl ewewi || | ook at one based ont he
hul I of astandardHeavy Frei ght er as descri bedi n FULL THRUST.

AnAssaul t Transport i sbasical | yaMerchant ship, andi stherefore
subj ect tothe Merchant desi gnrul esinFull Thrust. Thi sneansit
can have upto 10%of itstotal MASSdedi catedtoweapons and/
or ot her systens; as 50%of thetotal Massi s al ready assunedto
betakenupw ththeactual structureof theship, itsDxives, fuel

t ankage, crewaccommodat i onand everyt hi ngel se, thi sl eaves
40%of thetotal Mass avai | abl e as CARGOSPACE. Thi s Car go
capaci tyiswhat younust thenusetocarrynot onlyyour troops
and vehi cl es, but al sotheneans for gettingthemdowntothe
surface.

Qur exanpl e shi p, based onaheavy frei ghter hul |, woul dt hus be
classifiedasfa | ons:

TYPE: ASSAULT TRANSPCRT

Total Mass: 60

A assi fi cati on: MERCHANT

Thrust Rating: 2

SandardF reCons: 1

MASSavai | abl e f or weapons/ syst ens: 6

MASS USED: Mass: Qxst:
Hil'l, Drivesetc. 30 270
1x“C Battery(3arc) 1 5
2 x PDAF 2 6
1xLevel -1screen 3 25
Cargo MASSavai | abl e 24 *

Tot al Mass 60

* The act ual poi nts cost of the Cargocapacityw || bedet er m ned
by hownuchi s al | ocatedtotroopaccommodati on, and how
muchtothe“drop” capability, asexpl ai nedl ater.

It i s nownecessary towork out hownany t roops, vehi cl es and
dropshi pscanbefittedintotheavail abl e cargospaceinthe
Transport; todothis, weneedtodefineanewunit, andw || term
thisaunit of CARGOSPACE(CS).

Every MASSf act or of space avai | abl e ont he Transport can hol d
A FTYuni ts of Cargo Space.

VehiclesinDRTSI CEIl aregradedinS ZEfromltob5; for a
neasur e of therel ati ve Cargo Space (CS) t aken up by t he vehi cl e,
mul ti plytheS zecl ass by FOR t hus a Medi um( cl ass 3) vehicl e
woul drequi reaCSof 12. Asingl enanis assunedtotakeupas
muchspaceasaS zelvehicle, ie: 4CS asthisrepresentstheroom
requi redfor hislivi ngacconmodat i on, nessfacilities, |ifesupport,
recreationareasetc. etc.

If youw shtotransport your troops “frozen” i nQyosl eep, then
theyrequireonly 1 CSper nan (but cost noreduetothe support
equi pnent requi red) .

Not et hat vehiclecrewswi | | al soneed acconmodat i onwhi | e on
boar d shi p, at the sanerat e as ot her personnel .

The CSrequi renent s for vari ous el enent s ar e sunmar i sed bel ow

Q ass5vehi cl e(l esscrew 20Cs
Qass4vehicle “ “ 16 CS
Qass3vehicle “ “ 12Cs
Qass2vehicle “ “ 8Cs
Qasslvehicle “ 4CsS
One man (nor mal accommodat i on) 4Cs
e nanin Gyosl eep 1Cs

The PO NTSQOSTS (i n FULL THRUST t er ns) of car go space vary
accordi ngtowhat i scarried: cargohol dareasfor vehi cl es, pl us

nor mal acconmodat i onfor troops, cost 1point per 50CS(ie: 1
poi nt per full 1MASS); Qyosl eepberths for “frozen” troops cost

1 poi nt per 5CS(ie: 10pointsper ful | 1 MASS) —they arethus
much mor e expensi ve per man, but you can crammoretroopsinto
t he gi ven space.

I't i snownecessarytoconsi der howt oget thetroops andvehi cl es
downtothepl anetary surface. Thi sgeneral | yrequirestheuse of

i nterface-capabl ecraft suchasshuttl es, or t ouset he cormon
mlitaryterm “Dropshi ps”. 0 course, youcanal soassunet he use of
DropCapsul esfor junptroops (asinkeinl ei n”s STARSH P TROPERS)
or eventel eporter systensif your backgr ound uses t hem

For sinplicity, wecantakeal | thesedel i very systens as equi val ent
interns of thespacetheytakeupinthe Transport; eachdrop
syst emr equi res 1 MASSfactor (i n FULL THRUSTterns) todel i ver
10 Cargo Spacefactorstothe surface. Vehicl ecrews and
Infantrythat arenountedinAPGs or M CVs areassunedtotravel
D rtside“nountedup” i ntheir vehicles, hencetheCSrequiredin
thedropshi psisonlyfor thevehicles; i f dropping“leg”infantry
w t hout t hei r ownvehi cl es, thedropcapacityis1CSper man.

So, for exanpl e, atypi cal DRTS CEIl pl atoonof 4xQ ass 3
(medi um) vehicl estakesup48CSintotal, andthusrequires4.8




(roundedupto5) MASSof dropsystenstoget it tothesurface—
thi swoul d probabl y beafairlyl argeDopshi pof Mass 5.

The nost i nportant poi nt toconeout of thiscal culationisthat it
W || usual | ybehighlyinpractical toprovi deenoughdropcapabil -
ityintheaverage Transport toget al |l itstroopconpl enent down
tothesurfaceinonel oad—thusit wll beconestandardtacticsto
insert |ight units(possiblyspecial forces)tosei zeandhol da
“beach- head” (“pl anet head” ??) andthenshuttleinthe heavy
stuff inseveral tri psonceasafel andi ngzonei ssecured. (Thisis, of
course, quiteaccuratew threferenceto“historical” precedents—
The Royal Navy’ s ol d Assaul t shi ps HVBFear | ess and | nt r epi d each
carryonlytwolandi ngcraft (at least that’sall | got innyAirfix
kit!) whil enost M et namperi odganerswi | | have noti cedt hat
therearenever enoughHieystofit al | your troopsin...)

The QBT (i npoi nts) of the Dropcapabi | ity (of whatever kind) is
set at 2 poi nts per MASS, ie: 2points per 10 CSof dropcapacity.

Bearingal | theaboveinnind, it woul dbereasonabl etoprovi de
our Assaul t Transport w t henough drop capabi | ity for 100 CS
(about two aver age pl at oons) at once, whi chneans atotal of 10
MASSal | ocat edt ot he Dr opshi ps. Thi s drop capabi | i tywoul d cost
20 poi nt's, pl us t he hangar bay cost, as expl ai nedi n| NTERFACE
CRAFT bel ow.

Deduct i ngthi s Mass fromt he avai | abl e 24 | eaves us wi t h 14 MASS
for theactual cargoandacconmodat i on, or 700 CS( r enmenber -
ingthat 1 Mass =50 CSof acconmodat i on).

The cost of thedropcapability(20points, plus3for theBay) and
t he accommodat i on (14 poi nt's, assum ngno O yosl eepberths are
used) i s nowaddedt ot he 306 poi nts cost of theshipandits
weapons/ systens, togi veatotal cost for the Transport of 343
poi nts.

Wsi ng t hi s system you can adapt any Mer chant shi pdesignto
serveas atrooptransporter; whendoi ngso, al ways bear i nm nd
theprosandcons of carryi ngcapaci tyversusoperational flexibility
—asingl el argeshi pnay | ook t he nost cost - ef f ect i ve way of
carryingl otsof troops, but i f it gets destroyedby syst emdef ence
f orces you may w shyou had spl it your troops bet ween sever al
snal | er shipsinstead......

Togi vean act ual exanpl e of force conposi tionandt he capacities
requi red, consi der atypical (fairlylarge) O RIS CEIl Gonbat

G oup:

1pl at oon of 4 Heavy Batt| e Tanks (5 creweach) ;

2 pl at oons of 4 Medi umBat t| e Tanks (4 cr eweach) ;

3 pl at oons of Mechani sed I nfantryin4M Cvs (2crew+8troops
each);

1lbatteryof 3SPAtilleryvehicles(4creweach);

1 command pl at oon of 1 conmand vehicl e, 1 AAvehicle, 2mssile
vehi cl es(total crewof 13).

Togi vethe Cargo Spacetotal requiredtotransport thisforce:

VEH CLE Nb. Qass Total CS CREW  Total CS
(Whicles) (inc.troops) (Cew
HBTs 4 4 64 20 80
MBTs 8 3 96 32 128
M Cvs 12 3 144 120 480
PAty. 3 4 48 12 48
Command 1 3 12 4 16
AAVehi cl e 1 3 12 3 12
MssileMehicles 2 4 32 6 24
\khicletotal : 31
CSTOTALS: 408 788

(Gonbat Personnel total : 197)

Thefinal Cargo Spacetotal isthus408+788=1196; ast he MASS
60 Assaul t Transport we have been usi ng as an exanpl e has atot al
CScapaci ty of 700, apai r of these shi ps coul dconfortabl y hol d
the Gonbat Goupw thafair bit of | eftover spacefor additi onal
stores, ammuni tion, spares, suppli es and nonconbat ant per sonnel
(thecooks, clerksetc.). It woul dbe advi sabl et owor k out your

| oadingprofilecareful lysoastonni msetheeffectsof thel oss of
onetransport inbattl e!

Asfar as Dropcapabi lityisconcerned, thetwo Transports bet ween
t hemwoul d be abl e t o drop 100 CSof troops per tripusingtheir
conbi nedtotal of 4pl atoon-sizeddropshi ps; asweareonly

E COVBI NIl NG W TH GROUND COVBAT GAMES

concernedw thtransportingthe 408 CSworthof VEH CLEStot he
surface (assumngal | thecrewandtroopswill ri dedown

nount ed- up), t hey woul dt hus havet o nake basi cal | y f our shuttl e
runs (plusonefinal tripbyonesingl edropship) toget theentire
groupDOirtsi de.

| NTERFACE CRAFT:

Ther ul es above gave t he necessary Dr op capaci ti es f or novi ng
uni tsdowntothesurface, andbrieflydi scussedthedifferent uses
of varioussizesof Interfacecraft fromtinyone-squadl andersto
t he bi gger Dr opshi ps carryi ng pl at oons, conpani es or nor e.

What ever t he si ze of craft youdeci detouse, its Miss depends on
thecarryingcapacityyouneedit tohave, as expl ai ned above. A
craft of LMASS(inFull Thrust terns) cantransport 10 CSof troops
and equi pnent .

Dr opshi ps, Shuttl es and Lander s may be bui | t t o any si ze, provi ded
therei s enough MASSavai | abl eonthe Transporter tofit themin.

HANGARBAYS cone i n si zes of MASS6 (| i ke a Fi ght er G oup Bay)
and upwar ds, and ar e assurred t o hol d an equi val ent MASS of
smal | craft or i nterfacecraft —soastandard MASS6 Bay coul d

hol d, for exanpl e, uptosi x MASS1 squad- si ze | ander s, two MASS
3 Dropshi ps (w t h 30 CScapaci ty each) or asingl e bi g MASS6

Dr opshi pwi t h60 CScapaci ty.

Larger Baysareavai | abl etohol dbi gger i nterfacecraft —it woul d
be qui t e possi bl et o have a huge Dr opshi p of MASS20, wi t h 200
CScapacity, but it woul d need 20 spar e NASSont he Transport f or
i ts Hangar Bay.

Notethat aMass 6Bay i sthesnal | est avai | abl e—evenif youonly
have a si ngl e Mass 31 ander aboard, youstill needtoal | ocat e one
Mass 6 Bay (t hough you coul d of coursethenput 3F ghtersinthe
spar e bay spaceaswel | !).

Interfacecraft of | essthanMss 6nust begroupedintoful | Bays
wher e possi bl e (eg: aTransport wi thfour MASS4 Dr opshi ps woul d
accommodat e t hemi npairs, i ntwo bays of MASS8 each) .

Wien at hreshol d poi nt i s reached, eachi ndi vi dual BAY (regard-
lessof size)isrolledfor once; thel ossof abayindi catesthel oss of
anycraft inthat bay.

Al Interfaceaft arecostedat arateof 2Pointsper MASS as
menti onedinthe Troop Transport rul es, andt he Hangar Bays f or

t hemcost 2 poi nts for astandard MASS6 bay, 3for aMASS7to
12 bay, 4for aMASS 13t 0 18 Bay and so on —t hus a si ngl e MASS 6
Dropshi pcosts 12 Poi ntspl us 2for theBay, total 14Points; apair
of MASS4 Dr opshi ps woul d cost 16 Poi nt s (8 each) plus 3for a
MASS8 Bay for them, total 19 Points.
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The MASS60 Assaul t Transport fromt he exanpl e on page 15, w th

one MASS 10 Hangar Bay cont ai ni ngt wo MASS5 Dx opshi ps.
Total poi ntscost of ship=343poi nts.
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GROUND SUPPCORT FOR DI RTSI DE | |
GAMES:

The primary rol eof Spaceforcesingroundactionsis one of
transport, asdescribedintherul es above; however, if pl ayersw sh
thenorbi ting Space Naval assets nay provi de anoredirect
contributiontotheplanetarybattle, i ntheformof direct support -
ingfire

Thi s subj ect was bri ef | y coveredi nthe D RTSI CEI | rul ebook under
theheadi ngof “Qtillery” (Obital Atillery); torelatethistoRLL
THRUST we r ecomrend t he f ol | owi ng syst em

S arshipsinorbit aroundapl anet may provi dedi rect supporting
firefor groundconbat forcesonthepl anet’ ssurface. Suchfire
takestwoforns: support fromnon-speci al i sedshi ps, usingtheir
nor mal space- conbat armanent, andfirefromspecial i sed

P anet ar y Bonbar dnent Moni torsthat arededi catedtoexact!ly
that task.

For ordi nary non- speci al i sedshi ps, it issinplesttousearat her
abstractedsystem it i sassunedthat any Vér shi p of FR GATEcI ass
or | arger i s capabl eof engagi ngi norbital support fire, usi ng
soneof itsBeamBatteries.

Asthisisaverysinplifiedresol uti onnethod, wedonot consi der

t he act ual nunber or typeof batteriesontheship, but just assune
that thestrengt hof theattackis dependant upont hecl ass of t he
shipfiring—ESOCORTS(Frigatesandl arger) may fire Q\E"con-

ver ged sheaf ” bur st patternai nedat any poi nt onthebattl efiel d,
CRU SERcl asses nay fi re TWDsepar at e sheaf s and CAPI TAL shi ps
may fire THREE ThusaQui ser may fireat twoseparatetarget

poi nts, attacki ngeachw tha4" di anet er bur st radi us.

Theincomngfireissubject tothedeviationrul esexpl ai nedinthe
Qtillerysectionof O RIS CEII (P.400f therul ebook); anyel e-
mentsw thinthefinal i npact zonearetreatedasif under attack
fromordinary Artillery, but drawi ng THREEchi ts per el enent i n
the zone; damageeffectsarecal cul atedasif under HE-firefor

I NFANTRY el enents hit, andasif under MAKfirefor VEH CLES.

After anorbital fireattack, pl aceaNXKEcounter at t he poi nt of

i mpact ; unpr ot ect edt r oops and vehi cl es may not approachwi t hi n
2" of this nmarker for therenai nder of the gane, duetothe

radi ationleft bytheParticl eBearstri ke.

PLANETARY BOVBARDMENT MONI TORS ar e speci al i sed shi ps
dedi catedtoorbital firesupport; theyareequi ppedw thspeci al
Qtilleryweapons systens, whi charenuchnoreeffectivethan
usi nganordi nary shi p’ s mai nweaponsinarol efor whi chthey are
not desi gned.

Eachturnit spends over the D RTS CEI | battl e area, a PBMnay
nmakeoneattack for eachQtillerysystemit hasonboard. Each
attackisnmadeonatarget point, exactlyasfor anyother Artillery
fire, andissubject tothedeviationrul es nenti oned above.

AnQtilleryattackcoversalarger burst areathannormal Artillery
—itsbeatenzoneis4" radius(ie: 8 dianeter) aroundthetarget
point. Al el enents caught wi t hi nt hi s zone each have FOURchi t's
drawn agai nst them, withthesameval i ditiesas descri bed above
for Beanrfire.

After anQtilleryattackaNKEnarker isplacedasdescribed
above, thoughit still onlyaffectsa?2" radiusasfor Beamat t acks.

It wll beseenfromthenotesabovethat orbital firesupportisa
very powver ful weapononthe DI RTSIDEI| battl efiel d, evenwhen
only froma nornal warshi p; whenthe Monitorsconeintoplayit
w | | becone VERY nasty for thoseontheground. It istherefore
strongl y recormendedt hat t he use of suchsupport isstrictly
limtedtothosescenariosinwhichit canbejustified, andif
desiredanextratw st canbeaddedas fol | ows:

ToprovideQhbital FreSupport, ashipnust beinloworbit;
“geostationary” orbit i snmuchtoohighfor effectiveground
support fire. Thisneansthat theshipw Il beorbitingquitefast,
andthusw || onl ybeover thesiteof thebattl efor arel atively
short tineoneachorbit. Theshipmayonlyfireintheturnthat its
orbit bringsit directlyabovethebattl earea

At thestart of thegane, roll aD6: thescoreisthenunber of the
turninwhi chtheorbitingshipisdirectlyoverthetabl eandcan
gi vesupportingfire. Aventhel engthof nost D RTSI CEI | ganes,
itisthusquitelikel ythat theshipw !l onlybeavail abl ef or one
turninthewhol e game —shoul dt he game be aparticul arly | ong
one however, it may be assumed t hat t he shi p cormes r ound agai n
every S XTHturnfol | ow ngitsfirst appearance.

For exanpl e, i f athreeisrolledthenonturn3of theD RTS DEI |
ganetheshi pi sabovethetabl eandcanprovi desupport fire; it
thennovesonrounditsorbit, andw || beback againonturn9if
theganmel aststhat | ong!

“FULL THRUST” FI GHTERS | N GROUND

SUPPCRT:

Most of the Fi ght er types usedi n FULL THRUST nay be assuned t o
be At nospher e- capabl eandstreantined; it isthereforequite
permssi bl et oal | owt hemt o be used as Aer ospace Fi ghtersin

D RTS CEI | ganes, i naground-attack or Conbat Air Patrol rol e.

Wi | ei nat nosphereontheir nission, suchfightersaresubject to
al |l theusual O RTS CEII rul esfor Aerospace oper ati ons; they
revert tothe FULL THRUSTrul esas soonastheyreturntoorbit.

Due t ot he much hi gher fuel requirenentsfor at nospheric
operations, F ghtersnay onl y operateinground-attackfor one

m ssi on per gane, andthenonlyfromaCarrier or not her shi pt hat
isinorbit.

I f desired, thesanerul es may beusedasfor orbital firesupport,
inthat thecarrierisonlyover thetabl efor oneturninthegane—
inthiscase, thefightersnayspendonlythat oneturnover the
battlefield, havingthentoclinbbacktotheir carrier beforeit

di sappearsrounditsorbit. Thisw || serveasaneffectiveway of
limtingthe power of havingsix (or nore) fightersappeari ngover
thetabl eat once!

MARI NE CONTI NGENTS:

Most Naval S arshi psof Frigateclassandl arger wll carrysnal |
det achnent s of MMR NES; theseareactual | yaspeci al i sedpart of
theshi p’screw as opposedt obei ngconsi dered*“transported
troops” —they areusedfor bot hshi pandshoresecurityand
policing, andtoprovi deasnal | strikeforcewhennecessary (for
exanpl ei nboar di ngacti ons agai nst ot her vessel s).




Werethesi zeof theshipall ows, Mari necontingentsw || be

equi ppedwi thafew(snal ) | i ght conbat vehi cl esfor pl anetary
operations(nornal | yLight I nterface-Portabl ePersonnel Garriers—
LI PPGs —whi charegeneral | y of H - Mbbi ity Weel edtype); it isnot
unusual for the Marines fromanorbitingstarshiptobeusedasa
speci al i st unit insupport of | ocal groundtroopsor mlitiawhere
regui red.

The Drop capabi litytol andthe Mari nes on-pl anet i s assunedto
be provi dedby t heshi p’ sownstandardauxiliarycraft (all ships
that arenot t hensel ves at nospher e- capabl e are aut onati cal | y
outfittedw thoneor noresnal | shuttles, | aunches or ship’ sboats
wthinterfacecapability, for general | andi ngandresupply

m ssi ons —t houghthese snal | craft arenot ar nour ed or equi pped
likeaMlitary Dropship, they nay beusedtoshuttl ethe Mari nes
intoaction).

dventheir snal | nunbers onnost vessel s, it isoftenthecasethat
Mar i ne det achnent s are i ssued w t h Power ed Ar nour t o nake t he
nost conbat potential of their |imtednanpower; aPowered

det achrrent i s not assunedt ot ake up any nor e space on boar d
shipthananormal “light” Marineunit, asthesuitsareinstorage
bays nost of theti ne anyway. Power ed Mari ne det achnent s are
NOT usual | 'y equi ppedw t hvehi cl es as wel | .

S nce Mari nes arecounted as part of theship' screw thespace
takenupby their personnel and equi pnent i s consi deredtobe
coveredi nthe 50%of theship soverall Maissthat isall ocatedto
Sructure, Drives andnon-conbat systens (it wll berenenbered
fromthe Ful | Thrust rul esthat awarshi pof MASS40 has 50%of
itsMss(ie: 20) avai l abl efor fittingoffensi veanddef ensi ve
systens, whil etherenai ning50% stakentobetheHil I, Propul -
si onsystens, Fuel , G ewspaceetc.).

Todeterm nethesize of theMrinecontingent i nany given
Wérship, mul tiplythetotal MASSof theshipby4; thisgivesyou
t he amount of avai | abl e space (i nterns of the CSfactorsusedin
the Troop Transport secti onabove) for t he Mari ne det achnent .

Thus ashi pof MASS40(eg: atypi cal Battl ecrui ser cl ass) woul d
have 160 CSavai | abl efor i ts groupof Mrines. Thi sspaceisto
cover bot h per sonnel andvehi cl esi f used, i naccordancew ththe
D RTSI DEI | Cargo Spacerequi renents expl ai nedearlierinthis
secti on; thus such ashi p coul d have a det achrent of 40 Mari ne
personnel (either asLineor PoweredInfantry), or fewer if they
ver e al soequi ppedw thlight vehicl es.

As nent i oned above, it i s NOTnecessarytocost out specificDrop
capabi ity for the Mari nedet achnent —t hey are assunedtori de
downintheship’ sstandardal | ocationof auxiliarycraft.

Thefol | ow ngaretypical Marinecontingentsfor anunber of

st andar d Vr shi pcl asses; it shoul dbe enphasi sedthat thislistis
far fromexhaustive, andthat al | detachnents shown are EXAM
PLESOLY-w thinthelintsof avail abl e space pl ayer s nmay
configurethei r Mari neunitsasdesired.

1) LI GHT CARR ER MASS 70, Mari ne Capaci ty 280 CS.
5 Squads each of 2 Fi ret eans each,

nount edi nS ze2vehi cl es @40 CS 200
1 Conmand t eami na Si ze 2 vehicl e @24 CS 24
2 Jeci al i st teans eachinaS ze2vehicl e @20 CS 40
Total CSused 264

R
6 Squads of 2 Firet eans Powered I nfantry @32 CS 192
2 Command t eans Power ed | nfantry @16 CS 32
4 Speci al i st teans Powered I nfantry @12 CS 48

Total CSused 272

2) BATTLESH P, MASS48, Mari ne Capaci ty 192 CS.
3 Sguads of 2 F ret eans each,

nount edi NS ze2vehi cl es @40 CS 120
1 Commandteami na Si ze 2 vehicl e @24 CS 24
2Speci ali st teans eachinaS ze2vehicle @20 CSs 40
Total CSused 184

(034
4 Squads of 2 Firet eans Povwered | nfantry @32Cs 128
1 Comrand t eamPower ed | nfantry @16 CS 16
3 Speci al i st teans Povered | nfantry @12 CS 36

Total CSused 180
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3) BATTLECRU SER, MASS 40, Mari ne Capacity 160 CS.
3Squads of 2F reteans each, inS ze2vehicles @40 CS 120

1 Command vehicle, S ze2, with2crew @16 CS 16

1SpecialistteamnS ze2vehicle @20 CS 20
Total CSused 156

(034

4 Squads of 2 Firet eans Povered | nfantry @32Cs 128

1 Comrand t eamPower ed | nfantry @16 CS 16

1 Speci al i st teamPowered | nfantry @12 CS 12

Total CSused 156

4) HEAVY CRU SER, MASS 32, Mari ne Capacity 128 CS.
3Squads of 2F reteans each, inS ze2vehicles @40 CS 120

(034
4 Squads of 2 Fireteans Powered | nfantry @32 CS 128

5) ESOCRT CRU SER, MASS 26, Mari ne Capaci ty 104 CS.

2Squads of 2F reteans each, inS ze2vehicles @40 CS 80

1 Command t eami n Si ze 2 vehi cl e @24 CS 24
Total CSused 104

R

3 Squads of 2 Fireteans Powered | nfantry @32 CS 96

6) LI GHT CRU SER, MASS 22, Mari ne Capacity 88 CS.
2Sguads of 2F reteans each, inS ze2vehicles @40 CS 80

(024
2 Sguads of 2 Fireteans Powered | nfantry @32 CS 64
1 Speci al i st teamPowered | nfantry @12 CS 12

Total CSused 76

7) FRI GATE, MASS 10, Mari ne capacity 40 CS.
1 Squad of 2 Fi ret eans
(L neor Poveredl nfantry) @32 CS 32

Aswi || beseen, thesecontingentshaveabout theright “feel” to
t hemf or t he si ze of shi pconcerned. Wththel arger ships, the
Mari nedet achnentswi | | gi veenoughforcefor asnmal | D RTS DEI |
engagenent t o be f ought agai nst (say) | ocal i nsurgent forces; the
smal | er contingentsonlighter vessel s may be usedt o provi de
“surgical strike” or securityteansfor ganes usi ng per haps a 15/
25mmscal e conbat syst emsuch as STARGRUNT.

The ot her usefor Mari neunits aboard S arshi psisfor Boardi ng
Party duti es, and sone basi ¢ but workabl erul esfor theseare
suggest ed on P. 7; shoul d pl ayer s desi re, of course, boardi ng

act i ons nay al ways be f ought out nan-t o- man on a scal e pl an of
theship, usingfiguresandasuitabl erul es system(eg: anodifi ca-
tionof Space Hul k™ r omGanes Wr kshop?) .

DAVMAGE TO TROOP TRANSPORTS:

Wien a | oaded Transport shi ptakes darmage, it shoul dbetreated
i nthe sane way as t he not es on “darmage t o cargo” for frei ghters,
asgi venonP. 230of the Ful | Thrust rul ebook; troops, vehiclesetc.
areassuned| ost i nproportiontothedamage t aken by t he shi p.

Just howyou det er m ne exact | y WH CHel enent s of thetrans-
porteduni tshavebeenl ost i suptothepl ayers, but one sugges-
tionisthat if thetransport hasl ost, say, 30%of i ts Danage Foi nt s,
theneachi ndi vi dual unit or el enent onboardshoul dberol | edfor
onpercentiledice, witha30%chanceof it bei nganmongthe
casual ti es. Wsingthisnethodnay gi veyouafewnoreor | ess
actual casual tiesthanthestraight percentage of damage points,
but thereisnothingwongwththat.

Suchrol | s shoul d onl y be made ONCE, ei t her at t he end of t he
game or at t he poi nt wherethetroops areto be depl oyed on-
planet; itisreal lynot worthrollingeverytinethetransport takes
anot her poi nt of danage!

Lossesto Shuttl es, Dropshi psetc. canoccur i nthe normal danage
rol I sat threshol dpoints, asthey (or at | east thei r hangar bays) are
actual | yrepresent edont he shi pdi agramasi ndi vi dual it ens.
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FULL THRUST/ HELLFI RE | NTERFACE:

Author’ snote: HELLH REi saset of generi cl/300SFrul eswittenbyJim
Webst er, and publ i shed by Véssex Ganes. It i savai | abl efr omanunier
of stocki sts(includi ngoursel vesat GZGf or £4. 95+£1 WKpost / packi ng),
or direct fronthepubl i shersat 4, @ dAcreRoad, Wi tchurch, Bristal .

Hel I fireisverynuchani nfant ry-basedsystem i deal for the*l ow down
anddirty” endof SFgroundconbat —I otsof pl anetarynilitiaandpolice
uni ts, towhomahover pi ckupw thanini ngl aser ont he backi s aheavy
contoat vehi cl e! Therul esthat fol | owdonot contai nhard-and-f ast

poi ntsdetail s, asHALH REi snot t hat ki ndof gane; certai nt hi ngs nay
al socontravenethenornal FULL THRUST desi gnrul es, but sowhat ? M/
thankstoJi mgbster for contri buti ngthi sinterfacesystem

Wii | st HELLA REi sagamewhi chhasitsfeet/wheel s/tracks set
reasonabl yfirmyontheground(or at | east w t hi nt he at nos-
phere) it isoftennecessary for our conbatantstotravel between
worldstotakepart inthesecuriouslittl ewarsweplan. Asyou
nmay be avare, Hel | firetendstocover t hescruffyanddi sreputabl e
si de of SFwarfare; hencewhenl ooki ngat transportingour forces
we needn’ t 1 ook t oo cl osel y at the “top of therange” purpose

bui | t spacecraft. Sowhat shi ps coul dbeplyingtheir tradei nyour
garre uni ver se?

F rst i sthel n-SystemTroopshi p, purelyfor novi ngst uff withi none
sol ar system it hasnoFTLdrives, andw | | probabl y be aconverted
bul k carri er of soneki nd. Suchshi psareal nost certai nly capabl e
of wor ki ngwi t hinpl anet ary at nospher e.

Then we have t he Mari ne cont i ngent on boar d a Wr shi p; many
Quisersor | arger shi pscoul dtakeashutt! e/ dropshi pbay, repl ac-

i ngsoneof their regul ar weaponry. Wilethisisof |essuseina
pitchedbattl e, nost warshi psactual | yspendverylittletinein
pitchedbattles, but anawful | ot of ti meshow ngtheflag. A
group of shuttl es coul dbe usedtodropMrinesor security troops
as backuptol ocal forcesinQol onial policingor simlarinstances.

Next upi sthe Space Mari ne Troopshi p: probabl yrare, thi swoul d
beaspeci al i st shi pdesi gnedandbui | t sol el yasatrooptransport.
The hul | might be basedonaF eet Carrier, but withshuttlebays
repl aci ngthefight er bays; suchashi pcoul dtransport perhaps as
muchas aD vi si on.

The GonvertedBul k Garrier, asillustratedbytheexanpl eof the
“Satyr” bel ow, woul d probabl y be a conmon net hod of i nterstel -
lar trooptransport. Suchshi ps night be convertedintines of war,
and any sur vi vor s convert ed back t o ner chant duty when peace
breaks out . Sore m ght even be kept onthefl eet strengthin
peacet i me and coul d be used f or haul i ng bul k suppl i es when
strictlynilitaryduti esarenct pressing.

F nal Iy, we havet he Gont ai ner Frei ght er: astandardFTLt ender -

t ype shi pwhi ch can pi ck upandtransport anunber of | arge

(per haps bat t al i on-si zed) | andi ng shi ps. Thi swoul dbeavery

flexi bl esystem asatender w t h(say) four | oadi ng har dpoi nts

coul dt aket hree commerci al cargonodul esandonenilitary

| ander when on peacetinerotati onduty, but swaptothree

| ander s and one cont ai ner f ul of suppl i eswheni nawar situation.
Insuchaship, thel andi ngcraft woul dbesel f-contai nedtransports
intheir ownright, withtheir troopcontingentsrenai ni ngon

boar d t hemt hr oughout t he voyage.

To gi ve an exanpl e, the “SATYR' i s aconverted mer chant Bul k
Tanker, upgraded andoutfittedas aTroopshi p. the shi p mount s
thefol | ow ng:

One fighter bay with6 fighters enbarked;

Fi ve shuttl e bays eachwith6interfaceshuttl es;
Al evel - 3 screen syst em

Thr ee PDAF syst ens;

e “C' Battery.

Youray noticethat thi sl ooksabit nuchfor anerchant ship,
however modul ar constructi ontechni ques neant hat fi ghter and
shutt | e bays can be droppedi nor renoved as requi red, | eavi ng
cargospace. | ndeed, it woul dbe perfectly acceptabl efor govern-
nent s tosubsidi seprivateconpani estobuil dthei r merchant nen
wthMlitary-stylehulls, toall owfor | ater requisitioningin
vartine.

Not e t hat troops have t o be acconmodat ed on boar d shi p, and
thi snmust befactoredintothedesign. | woul dal | ownechani sed
andarmouredunitstobestoredintheir shuttles, andthustobe
cateredfor i ntheMss dedi catedtotheshuttlebay. Infantry,
neanwhi | e, havet o have sorme roomf or thembui |t i ntotheship
(al though you may assunethat they w || share soneof thecrew s
facilities). Odinaryinfantrycanbehousedat arateof 8bases per
poi nt of MissonshipswithMlitaryhulls, or 16 bases per Mass on




mer chant - hul | ed shi ps (t her e have t o be sone advant ages t o not
havi ngal | that conpartnental i sati onandmul tipl e-redundant
systens!). Notethat thesefiguresarefor SPAREMassthat i s not
bei ngused for ot her t hi ngs, and NOT t he overal | Mass of t he
entireshi p—that putsonanadditional limtingfactor, that no

shi pay carry norethan 1 base per O/ERALL Mass (after al |, even
i nfantry needroomt ostretch). Thus, aMass 40 shi p coul dcarry no
nor et han 40 bases, evenif it actual | y had enough spar e Mass
(cargocapaci ty) for nany nore.

Ret urni ngt oour Gonvert ed Tanker exanpl e, the Satyr’ sshuttl es
caneachtransport (inHel I fireterns) ahal f-conpany of i nfantry (4
bases), anechani sedInfantrysecti onw thitsvehicle(1APCplus1
base of troops) or asingl e Armour ed Conbat Vehi cl e. Thi s may
seemhar sh onvehi cl es, but fuel, spares and expendabl es t ake up a
| ot of room-al socrews havetohaveaccessforin-flight nainte-
nance.

hastandardm ssionthe Satyr woul dcarrythe“Satyr Bri gade”,
whi chconsi stsof thefol lowng(all statisticsinHELLA RErul es
terns):

1st Light Battalion:

A Conpany Reaction3,3,2,2,3,2,2,2 19pts.
8bases of i nfant ry weari ng Abl at and car ryi ng per sonal ener gy
weapons.

B Conpany Reaction3,3,2,2,3,2,22 19pts.
8bases of i nfant ry weari ng Abl at and car ryi ng per sonal ener gy
weapons.

C Conpany Reaction3,3,2,2,3,2,2,2 19pts.
8bases of i nfant ry weari ng Abl at and car ryi ng per sonal ener gy
weapons.

D (Mechani sed) Company Reaction3,3,2,2,3,2,2,2 19pts.
6 bases of i nfantry, wi thAbl at and per sonal ener gy weapons, each
ridinginalight armoured APC nountingacrew servedprojectile
weapon and equi ppedwi th ful I vehi cl e NBCand ECM

2nd Li ght Battalion:

Four Gonpani es (A-D) organi sedexact|yasfor 1st Battal i on

but al | wth: Reaction3,3,2,22221 17pts.
Thefifthshuttlebayis occupi edbythe 1st | ndependent Arnour ed
Conpany:

1st | ndependent Arnoured Reaction5,5,551,1,1,1 24pts.
6 @ av tanks wi t h Heavy armour, ful | vehi cl e NBCand EQV

nount i ng cr ew ser ved ener gy weapons.

The Bri gadei s supportedonthegroundby aFi ghter Goupthat is
carriedintheSatyr’ sonefi ghter bay:

The Fi ght er Wng Reaction5,5,5,51,1,1,1 24pts.
6 at mospher e- capabl efi ghters, each nounti ng acrew served

ener gy weaponwi thful | vehi cl e N\BCand EOM | n gr ound- at t ack
configurationtheycanal sobefittedw tharack of two

manpor t abl e gui ded m ssi | es, whi ch nornal | y mount convent i onal
war heads.

The Satyr Bri gade, whil esmal |, i saflexi bl eforce. Thelst

| ndependent Armour ed Coy. can be conbi nedwi ththe“D’
conpani es frombot hinfantry battal i onsto produceasnal |
nechani sedbattal i on, thoughthat does| eavetherest of the
infantrytopl ay verynucha“leg” rol e.

GROUND SUPPCORT | N“ HELLFI RE” :

Qur space forces candonoretohel pthegroundtroopsthan
nerel yprovidingtransport; theynayact asorbital artillery,

al thoughthisisnot of nuchuseinpoliceactionsand count er -

i nsur gency oper at i ons unl ess t hi ngs get VERY out of hand! Mre
inportant|yfor|ocal forces(andindustrial concernsinterestedin
keepi ng hol d of thei r asset s) t hey can provi de backupi not her
ways.

F rstly, shipcrewsaretrai ned personnel who canbe usedto

bol st er t he def ence of ani sol at ed out post. It was nent i oned
earlierthat aQuiser or simlarshipfittedwthashuttlebayisa
usef ul tool for | ow key operations; thesixshuttlescoul dl and, for
exanpl e, 24 bases of mari nesinsupport of thel ocal forces.

Even ner chant shi ps woul d have asnal | conti ngent of security
per sonnel who coul d hel pout i nvery n nor di sturbances; ner-
chantnenwoul dnot carrylargecrews (theyareafter al | afixed
cost that eatsintoGonpany profits), but onebase of security nen
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per shi pisnot unreasonabl e. Suchbaseswoul dbewel | trai ned
and equi pped, but woul d best beusedasi nstructorsor techni-
cians, or i nactionas heavy weaponcrews andt hel i ke.

Naval vessel swoul dbeadifferent kettleof fish; | woul dsuggest
that ontopof any actual nari nedetachnents carriedaNaval ship
coul d spar e one base of ar med cr ewnen per 10 Mass of t he shi p.
Agai n, t hese menwoul d be better trai nedand equi ppedt han
nost paramlitaryforces, but woul dnot beuptothestandard of
regul ar infantry.

Afinal formof contributiontogroundactions coul dbethe

“l oani ng” of heavy weapons. Wi | e Aand Bbatteri es coul d be
difficult touseother thaninfixedenpl acenents andwi red
directlytoacity spower grid, snal | er weapons suchas Chatteries
coul d concei vabl y be stri ppedfromthe ship’snmountsandfitted
oni nprovi sedcarriages, tocreate nakeshi ft ar nour ed vehi cl es or
direct-fireartillery. Smlarly, PDA-and ADAFsyst ens coul dbe
canni bal i sedtoprovi dej ury-riggedanti-ai r def ences or crew
served weapons. Wiat t he shi p’ s Capt ai nwoul dt hi nk of t hi si dea
i sanother natter, of course.. ...

Anyway, the aboveideasw || hopeful |y gi ve you sonet hi ngto be
goingonw th; feel freetoexperinent —eventhesilliest i deahas
pr obabl y been used i n an SFnovel by soneone at soneti ne!

| NTERFACI NGW TH OTHER SYSTEMS:

Therulesinthi ssectionforinterfaci ng FULL THRISTW th

D RTS CEI | and HALLFI REshoul d gi ve you suf fi ci ent gui del i nes and
ideastoal | owyoutoworkout i nterfacesfor other ground conbat
syst ens of your choi ce. | nnost casesthetrooptransport rul es and
cal cul ati ons can probabl y be used as t hey st and (we woul d suggest
usi ngthe D RTS CEI | conver si on syst emwher e poi nt s val ues are
inportant, asit isprobablytheeasier onetorelatetounit and
vehi cl esi zesinother rul es).

Thereareal ot of ot her good SFground- conbat rul es about, bot h
for conbi ned-arns actionsinl/300(6m) scal eandfor infantry
actions usi ng |l ar ger scal es such as 15mmor 25mm it woul d be
unfair tomentionsoneandl| eave ot hers out, but have a good

| ook ar ound and use t he set you ar e per sonal | y happi est wi t h.




7 COMPETITIVE AND TOURNAMENT GAMES

FULL THRUST was never i ntendedtobe a“Conpetition” style
gamewhenit waswitten; it was desi gnedt o be asi npl e system
for enj oyabl e, friend yganes or eventoresol vel ar ge space
battleseasilyfor usew thother gane syst ens or rol epl ayi ng.

Qver thel ast twoyears, however, thesystemsinherent sinplicity
andflexibility, coupl edw ththevery easy-t o- use desi gn necha-

ni sns, have provedit asuitabl ebasis for tournanent and conpeti -
tionpl ay.

The nost i nportant poi nt torenmenber whentryingtousearul es
syst emsuchas FULL THRUSTtorun conpetitiongamesisthat, asa
del i beratel y“open” and generi c syst emdesi gnedf or pl ayersto
nodi fy asthey w sh, soneaspectsof therulesarefar tooflexible
tolet thedreaded“greater spottedrul es|awers” | oose on

W t hout speci fi cal |y cl osi ngupsone | oophol esfirst.

The notesthat fol | owareintendedas aGJ DEt o anyone w shi ng
t 0 or gani se FULL THRUST conpeti ti on games, and as such may
thensel ves be nodi fiedor total |'yignoredasyouprefer!

SHIP DESIGNAND FLEET COMPOSITION:

Ther e ar et woways of deal i ngwi thshi pdesignfor conpetitive
ganes:

ption(a) istoruna“LI M TED' ganei nwhi chpl ayersare

al | oned O\LYt o uset he speci fi ¢ basi c shi pdesi gns gi veninthe
FULL THRUST r ul ebook, wi t hno nodi fi cati ons, changesin
weapons et c. The pl ayer s havet he f reedomt o sel ect any shi ps
fromt he cl asses provi ded, uptoanaxi numpoi ntslint set for
their fleet. Thi s shoul dgi veaganewherethetactics of play

deci dethevictor, rather thanwhocanstretchthedesignrul esto
thefurthest linit! [Anevennoreliniting, but quiteuseful, ideais
toactual | ygiveeachpl ayer afixed, identical force—that wayyou
are REALLYfi ndi ngout whoi sthebetter tactician(or just | ucki est
wththedice....). Thisnethodcanbeeffectivel yusedfor “enter-
on-t he-day” conpeti tions where pl ayers donot havetobring
their ownfl eetsal ong, but canuse one of acoupl e of forces
provi ded by t he or gani sers. ]

Qption(b) i stohavean“CPEN contest, wherepl ayersare
allonedtonodi fytheir shipstosuit their ownpreferencesand

i deas of what i snost ef fective. Evenfor thiskindof gane, itis
strongl y suggestedthat entrantsarelimtedtothestandard HULL
MASSrat i ngs of thecl asses gi veni nt he basi c rul ebook, rat her
than bei ngabl et ouse “speci a ” hul | s; thi s preventstoonuch

expl oi tationof theanonal i esthat canoccur at t he break poi nt s
bet weenEscort, G ui ser andCapi tal cl asses (seenoctesonP.50f this
suppl enent ) .

Thus apl ayer coul d have aDestroyer cl asshul |, of MASS14, with
any syst ens or weaponry t hat t hey wi sh (subj ect tothe nornal
limtations), but coul dNOTbui | da*“special ” hul | of MASS18, for
exanpl e.

It isrecommendedthat pl ayers providingtheir onnfl eets of

nodel s shoul d berequiredtohaveanidentificati onsonewhere
onthebase of eachnodel that not onlycontainsitsactual |.D
nunber or | etter but al sodescribesthespecificHLLAASS, eg:

Fri gat e-si zeshi ps coul dbel abel | edF~1, F~2etc, Li ght Quisersd-
1, A.-2and soon. Thi s pernitstheopposing pl ayer t o have sorme

i dea of t he supposed nass of ashi p, regardl ess of what ki nd of
nodel i sbeingusedtorepresent it.

For CPENganes, al | weapons and syst ens descri bedinthe

origi nal rul ebook may be per nitted; whet her t he or gani sers w sh
toal | owt heuse of any of theaddi tional ideasfromthissupple-
nent i suptothem but westronglysuggest theytrythemout for
thensel ves afewtines beforepermttingthemtobeusedin
conpet i ti on—we nmake no guar ant ees about what theywi |l doto
t he bal ance of pl ay!!

SIZEOFFLEETS:

It issuggestedthat for nost conpetitionplaythefleetsarekept
fairlysmall toal |l owaganetobepl ayedtoconpl etionina
reasonabl etine. Theideal sizeis probably around 1500 pointsin
total, thoughfleetsassnal | as 1000poi ntscanstill beeffective.
For ces of 2000 poi nt s or over w | | probabl y beabit | argeunl ess
plentyof ti neandtabl e spacei savail abl e.

TYPE OF GAME AND SCENARIO:

Most “hi storical ” conpetitiongamngisof the“botharniesline
up f aci ng each ot her, and advanceto beat the **** out of t he
opposi tion” typeof scenario. Althoughrather uninspiring, this

ki ndof ganeiscertai nlytheeasi est touseasit avoi dsthe

probl ens of bal anci ngaspeci ficscenariotogiveanequal chance
tobothcontestants. S nply pl ay t he gane as a “ neet i ng engage-
nment”, witheachfleet enteringfromadifferent tabl eedgeat a
pre-agreedvel ocity. Notethat it i s NOlnecessarytohavethe

pl ayer s appr oachi ng f romCOPPCHl TEt abl e edges —i t i s probabl y
nmoreval i dtohavethementer fromthetwo corners of the SAME
edge, onslightlyconvergingvectors—asthoughthetwofleetsare
tryingtointercept eachot her by mat chi ngtraj ectori es.

d course, itispossibletouseanoreinvol vedscenariofor
conpetitiveganesif youarepreparedtodesignit verycarefully,
but beavareof thepotential difficulties.

Abit of extrafuncanbeintroduced by afewrandom y- pl aced
asteroi dsonthetabl e (novingonesif theorgani sersare REALLY
fedingnesty....)

SUGGESTED SPECIALRULESAND

LIMITATIONS:

i) NOFTLdriveentryor exit nay beattenptedat any tineduring
thegane (assunethebattl etakes pl acetoodeepinagravity

wel ['). ALL shi ps, however, MJST be FTL capabl e—i e: System

Def ence shi ps are not pernitted.

ii)Nostationaryinstallationsarepernitted, unl esspart of a
speci fi cscenari o.

iii) The Fl GHTERMCRALEr ul es on P. 10 of t hi s vol une shoul d be
used, evenw th LI M TEDganes. The ENDURANCE| i mi t ati ons from
t he sane sect i onnay bei ncl uded al soat theor gani sers’ di scre-
tion

i v) SENSCRrul es nay be used at t he organi sers’ di screti on—either
thesinplerul esfromtheorigi nal book or t he noredetail edrul es
giveninthissuppl enent. | ngeneral , however, it isrecomended
that NOsensor s or bogi es are used, al | shi psbei nginpl ai nvi ewat
all tines.

V) If anunpire(orideallytwo) isavailable, itissuggestedthat
after thepl ayershavewittentheir novenent orderstheir sheets
ar e handed t o t he unpi re(s) whot hen act ual | y novet he shi ps
accordingtotheirinterpretationsof thewittenorders. The

deci si ons of t heunpi re(s) arefinal regardi ngany di sput eover ship
posi tioni ng; thispreventsanydeliberatelyvagueorder-witing
and“creativefl exi bl enovenent” by certai npl ayers... (not that
youwoul d event hi nk of suchat hi ng, woul dyou??).

vi) Shipsleavingthetabl e, either deliberatelyor byaccident, nay
NOT returnat any ti ne duringthe gane.

Vii) The DAVAGECOONTRCL rul es i nt hi s vol une (P. 6) nmay be
pernittedat theorganisers’ discretion, butinaslightlynodified
form Shipsarepernittedonlyabasiclinmt of DOPs—1for Escorts
of Qorvettesizeandl arger, 2for Q ui sersand3for Capi tal Ships.
Theseteans areaut onat i cal | y avai | abl e, costi ng NOpoi nts, and

t ake up no mass. Addi ti onal DCPs may NOT be bought wi t h poi nt s.
DCPs CANNOT be | ost at t hreshol d poi nt's, and t her ef or e do not
needtobe markedontheshiprecorddi agrans. Inall other
respects, t he Danage Gontrol rul es gi venint hi s book appl y.

viii) Positivel y NDanoraks aretobewornwhileat t hegan ng
tabl e(thehoodswon't fit over the Space Hel nets. ... .. ).

PLEASE NOTE:

onpet i ti on G gani sers ar e her eby grant ed per i ssi ont or epr oduce
linmtedportionsof thisbookandtheorigi nal RLLL THRUSTrul ebook as
necessaryfor defi ni ngspeci fi crul estobeusedi naconpetition,

i ncl udi ngt hecopyi ngof shi precordchartsandaui ck-ref erencesheet s.
Fermissi oni sspeci fi cal | yNOgrant ed, however, for thereproducti onof
full orpartia versionsof theactual rul esof pl ayfor t hepur poseof
suppl yi ngthesetoentrantsor for any ot her purpose. Shoul dany
organi sersw shfor suppl i esof therul ebooksfor useor resal eat
conpeti tions, pl easecontact us—wew | | usual | 'y be happytohel p.




SHIPDESIGNS

SUPERSHIPS:

Under t he const ructi onsystemgi veni n FULL THRUST, it isonly
possi bl etoconstruct S arshi psuptoaM\SSof 100. Therei s no
reason, however, why | arger shi ps shoul d not be desi gned and
used—therul esthat fol | owareanextensi ontotheori gi nal
constructionrul estocover suchcl asses, whi chareknown as
SUPERSH PS.

1) Al vessel s of over 100 MASSar e cl assed as SUPERSH PS. Hul |
costsarethesaneas for ot her ships, i e: 2xMss for Vr shi ps and
1. 5x Mass for Merchant s.

2) FTLDri ves cost t he sane as ot her shi ps, i e: equal tothe Mass of
theshi p.

Nor mal Space Dri ves cost 2x Mass per 1thrust factor (eg: a
Mass 150 Super shi pwi th 2t hrust woul d pay 300 x 2 =600 poi nt s
foritsDrives).

3) Al Supershipshavethethreebasi c FreConsasfor aCapital
ship, pluslextrafor everyfull 50 Mass over 100 (eg: Mass 150 —
199 Super shi psw | | have 4 FH reCons, Mass 200—249 shi pswi | | have
5and soon) —addi tional Fi reCons may be pur chased as f or any

ot her shi pdesi gni f desi red.

4) Aswithall shipdesigns, MIitary Supershi ps canuse upto50%
of their Massfor weaponsfit (or 75% f noFTLDrive), while

Mer chant craft may useupto 10% Al | weapons syst ens are

avai | abl ef or use on Super shi ps.

5) Danmage boxes ont he shi precord di agramar e provi ded at t he
sanerateas for other ships, i e 1box per 2Mass. Super shi ps of

101 — 150 Mass use Fl VEI i nes of damage boxes ont he di agram

t hose of 151 — 200 Mass have 6 and so on, addi ngoneextraline
per 50 addi ti onal Mass. Wienrol | i ngfor Threshol d Poi nt danage
at theendof alineof danage boxes, thescorerequiredstartsat 6
onthefirst lineasusual, dropsto4+bythethirdline, then

REVN NSat 4+for al | fol | ow ngThreshol drol | s.

EXPANDED SPACEINSTALLATION RULES:

The Starbaseand | nstal | ati onrul esinFUL THRUST, al t hough
rather “l oose”, areactual | yfairlyconprehensiveinthat theyal | ow
al nost any si ze of Baseor Stationtobe construct ed under t he
nornal rul es. Thesuggesti ons bel owarej ust twopossibilitiesfor
expandi ngt hi s desi gnsystemtonakeverylargeinstall ationsa
littl eeasiertohand e.

i) For Installationsof over 100 MASS, use t he SUPERSH Pconst r uc-
tionideas gi venabovei norder todetermnetheanount of
danage box r ows and t he nunber of FireCon syst ens.

ii) For the VERYbi ginstal | ati ons and bases, agoodway of deal i ng
withthemingameternsistoconsi der themas several separate
sectionsj oi nedtoget her, w theachsectionhavingitsown

i ndependent Danage Poi nts, F reCons and ever yt hi ng el se.

Al argestarbaseinstal | ation, bui It fromanal dpl asti ckit wt hadded
parts fromt he QWS ar shi prange. Shi ps f romCMDand RAFM

The di agr ambel owi s j ust one exanpl e, a suggest edrecord

di agramfor a Stati on of MASS600 di vi ded i nt o Sl Xsegnent s of
100 MASSeach - fivesectionsof itsouter discandacentral “core”
sect i on. The advant age of usi hgsi xsectionsisthat youcan
nunber theml-6anduseadierol | torandom y det erm newhi ch
sectionishit byinconingfire! [Asuggestiononthisisthat fire
fromranges of 18" andgreater hitsasectionof thestation

det erm ned at random whi | e firefromCLOSERt han 18" may be
speci fical l ytargettedat achosensection.]

Intheexanpl egiveninthediagram it seens | ogi cal togiveeach
of theouter sectionsalinitedfirearcforitsweapons (one-fifthof
thetotal arcaroundthestation) whilethecentral corehasall -
roundfirecapability. Thislayout was act ual | y desi gnedfor the
nodel Starbaseillustratedinthephotoonthis page, whi chhas
fiveouter sectionsandacentral tower, but canof coursebe
adapt edt o sui t any nodel youw shto desi gn.

Asafinal suggestion, i f onesectionof amulti-unit Sationis

total | ydestroyed (reducedtozeroDanmage Poi nts) thenal |
ADJACENT sect i ons t ake i mredi at e darmage equal totherol I s of a
nunber of di ce det erm ned by t he ori gi nal nunber of Danage
Box ROABt he dest royed secti onhad; thusintheexanple, if

sect i on THREEwer et o be conpl et el y dest r oyed t hen secti ons 2, 4
and 6 (t he Cor e) woul d each suf f er 506 poi nt s of damage.

/ SECTOR 1 FIRE ARY \

NEW GENERALDESIGNS:

Designer’ snote: Véhadoriginal lyintendedtoincludeinthis
suppl enent thestatisticsandshipdiagransfor al | of the“official”
FULL THRUST shi p nodel s produced by OMD. I ntheevent, this

pl an was changed f or two mai nreasons. Chewas si npl y anatter
of space; theful | detailsanddi agrans woul d have t aken up at

| east aquarter of thetotal pagesinthisbook, if not nore, andwe
felt that providingyouw thas muchintheway of newrul es and

i nformati onwas norei nportant. The ot her factor that i nfl uenced
our deci si onwas t hat not ever yone pl ays FULL THRUST usi ngt he
backgr ound provi ded, and certai nly not al | of youusethe QWD
shi ps, many preferringeither their ownscratchbuil dsor amxture
of nodel s fromot her manuf acturers. Totakeupal arge porti on of
thisbookw thstatsfor “official” nodel swast her ef or e seenas
sonewhat detractingfromthestrictlygenericnatureof therules,
andgettingrather toocl osetothepoliciesof certai nother

So, wet ookt he deci sionthat thenewshi pcl assesfeaturedinthis
book woul d be nai nl'y furt her general types, toexpandtherange
listedi nFULL THRUST; theexceptionstothisarethekra Vak

desi gns on P. 27, whi chwe deci dedtoincl udeafter al |l sinply
becausetheyil |l ustratethevariousnewandspecificrul esfor this
al i enrace, and showhowt o desi gn shi ps out si de t he nor nal

par anet ers gi venfor the “hunan” fl eets.




SHIPDESIGNS

STRI KEBOAT LANCER TORPEDO DESTROYER SUPER DESTROYER PRI VATEER
MASS 4 MASS 6 MASS 14 MASS 16 MASS 18
26 PO NTS 39 PO NTS 86 PO NTS 105 PA NTS 137 PO NTS

NEEDLE CRU SER STR KECRU SER M SSI LECRU SER PLANETARY SYSTEM DEFENCE
MASS 22 MASS 28 MASS 26 BOMBARDMENT CRU SER
187 PO NTS 198 PA NTS 187 PA NTS MONI TOR MASS 32
MASS 32 252 PA NTS
198 PA NTS
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ESCORT/ PATROL CARRl ER FREE TRADER VEDI UM TUG ARMED
MASS 40 MASS 10 MASS 32 MERCHANT MAN
286 PA NTS 50 PA NTS 224 PA NTS MASS 36
178 PO NTS

Qurintentionregardi ngthe“official " shi pdesi gns(theNAG ESJ FSE
NS_andot hers) i st opubl i sh—hopef ul | yveryshort|y—aseparat e Book
of Heets”. Thisw || beasomawhat | ower - budget publ i cationthanthis
suppl enent (i e: probabl yj ust asi ngl e-col our cover etc.), andw |
essentidlyconsist of ful statistics, backgrounddet ai | sandr eady-

prepar edshi precordsheetsfor a | thevessel sfeaturedi nthe QWD
ranges (andpossi bl ysoneot hersaswel | ). Taki ngthi sroutew | | enabl e

pl ayer s who DOwi sht ouset he QvDdesi gnswi thinthe“of ficial ”
backgr oundt o do so by pur chasi ngt he newH eet Book, whi | et hose who
prefer toconti nuew ththei r onnshi pdesi gns canhappil yignoreit!

Thi s newbookl et shoul d, al | bei ngwel |, beavai | abl ei nnid-1 at e sunmer
1994; pl ease cont act us at &ZG(or Geo- Hexi nthe UsA) for further
detai | sonpriceandavail ability.




XENO FILE 1: THE KRA'VAK

CONTACT!

Capt ai n Joshua N goka cont enpl at ed t he conput er - enhanced
longrangevisual that filledthenai nbridgescreenof thePan
AfricanlhionBattl ecrui ser “Ki nshasa’. Thei ntruder was obvi ousl y
not const r uct ed by any human hand; whil eit bore superfici al
resenbl ances t o nor nal st ar shi pdesi gn, t hewas sonet hi ng

i ndefi nabl y wong about its shape, theangl esof thehul |, eventhe
gr een and nmauve col our ati on whi ch seened t o shi ft and change
as hewat chedi t.

The unknown shi p had dr opped i nt o r eal space ont he edge of t he
NewLusaka syst emnear | y sevent een hour s bef ore, andt he

Ki nshasa had beenhasti | y despat chedtointercept it. Tensi ons

wer e r unni ng hi gh al ong t he PAUbor der s, and any unschedul ed
arrival inacol ony systemwas apotential threat. N gokahad not
pai d muchheedtothe nedi @ s hysteri aabout Ali ens, at | east not
unti| about si x m nut es previ ousl y whenhe hadfi rst obt ai ned

vi sual contact w ththei ncom ngshi p.

“Mster Bolu, still noresponsefromour visitor?
The Kenyan ConmExec t ur ned f romhi s st ati on:

“Nothi ngyet, Sr. W' restill broadcasti ngw debandrecogni tion
codes and runni ngeveryt heoretical contact signal inthelibrary
banks. I't doesn’t seemt o have any ki nd of | F~-t ransponder ei t her,
at | east nothingl candetect. Doweconti nuetransm ssions, Sr?’

“Yes, Mster Bolu—keeptrying. Uhtil our friendout there nmakes
sone ki nd of nove, | want not hi ng but peacef ul commni cation
attenpts. |’ mdarmedi f we’ re goi ng downi nthe hi st ory books as
theshipthat turnedaF rst ntact i ntoafirefight. Tacstations,

t hat does not nean| want us unprepared—keepal | screensat ful |
strengt hand weapon st ati ons at anber status. M ss VanVoet, do
we have atac eval uati onontheintruder yet ?”

“WWé have an appr oxi mat e mass readi ng, Sir —about t he same

t onnage as one of our destroyers, al thoughtheoveral | di nensi ons
areconsi derabl y | arger. Nosi gnof any screensi nuse, thoughthe
hul | densityisgreater thanit shoul dbe; shennaywel | bear-
noured. V& can’t get any readi ng of f her weapons i f t here even
ar e any on boar d —no emi ssi ons t oi ndi cat e beamsyst ens char g-

i ng. The power pl ant out put i ndi catesasinil ar emssionpatternto
our own, thoughthemuonfluxinparticul ar i sway of f thescal e
for ashi pthat size. W are nowj ust ent eri ng naxi numengage-
nent rangefor our prinarybatteries, but weshoul dstill bewell
out of range of anyt hi ngthey coul d mount on ashi p of that nass.
Therei s noredataandanal ysi scomingthroughall thetine, S,
"Il patchit throughtoyour stationasit conesin.”

Thank you, Ensi gn. Hel m commence decel erationtobringustoa

rel ativehol di ngvel ocity—I don’t want t oget t oo nuch cl oser
unti| we knowa bi t nor e about what we’ refacing...”

VanVoet ' s shout i nterruptedN goka: “Sr, she sturning!”

The screen showed t he unknown shi p execut e asuddenturnto
starboard, bringi ngitsel f bowontotheK nshasa’ s approach
vector. N gokatookinthetw n-booredhul |, al nost toofragile
for awarship, j ust as hi s subconsci ous sai dt hat ashi pthat si ze
shoul dn' t bethat agile. ...

“Tac—power upal | batteries, conditionred, rigfor conbat
stations—but NOF REunti |l | gi vecl earance, i sthat understoo....”

“1 NCOM NG CONTACT! 1"

Bol U’ s cry echoed at t he sane nonent t hat t he conput er shri eked
awarni ng. N goka’ s eyes caught abrief flashof |ight fromthe
twinhornsat thefront of theal i enship, andthethought was hal f
fornmedinhismnd—that i f hehadseenthefiringflash, thenthe

| i ght speed ener gy pul se nust have m ssed t hem—when t he shi p
shook asif it hadbeenhit by amnmassi ve hammer. Thebridgelights
went out, thenstutteredonagai nas backupcircuitskickedin.

Kl axons howt ed, and cl usters of redi ndi cat ors fl ashedont he

stat us di spl ay of N goka’ s cormand st ati on.

“Report, Mster Bol u—what hit us?”

The Exec rapi dl y scanned t he f| ood of dat a com ngt hrough hi s
consal e

“Not an ener gy weapon, Sir. Apparent|y sone ki nd of solid

proj ectiles, veryhighvel ocity. Vént throughour screenslikethey
weren’t there, and punched strai ght t hrought he m dshi ps
sections. My or hul | breachesinthreesections, severestructural
damage — nost of t he m dshi ps decks have seal ed t hensel ves of f,
and|’ nstartingtoget casual tyreports..... !

“Tac, al | weaponsfree—returnfireat will. Hl m evasi ve nanoeu-
vring—al | shecanstandw thout rippingusapart. Seal all

bul kheads, al | handstoful | battlestations; Med and DanGon

t eans t o decks 4, 5and 6 M dshi ps. Conm-si gnal t o NewLusaka
t hat we ar e engagi ng and dunpthemal | datacol | ectedsofar!”
The Conmand Tac st at i ons r esponded al nost t oget her :

“Aye, Sr —datasquirt anay; dol continuehailing?”

“Systens arnedand | ocked, Sr, wehaveafiringsol ution—
initiatingoffensi veoperations...”

N gokawas openi ng hi s nout htoi ssue anot her or der wheni s

m ndregi steredanot her nonentary fl ashfromthealien. An
instant | ater, thekKi nshasa’ s bri dge and nost of her forward

st ruct ur e was shredded by t he col ossal ki neti ci npact of the

hyper vel oci ty penetratorsfiredfronthekra vakship’ sl ong
forvardrailguns. .. ..




XENO FILE 1: THE KRA'VAK

OVERVIEW OF KRA'VAKTECHNOLOGY:

Uhl i ket he st ar shi ps of t he vari ous Hunan power s, thefl eet s of

t he Kra’ Vak do not use ener gy- weapon t echnol ogy. | nst ead, t hey
ar e equi ppedwi t hel ect romagnet i c- accel erat or guns, or

“Rai I guns”, firingsolidpenetratorsat i ncrediblyhi ghvel ociti es.
Evenasnal | ki neti c penetrator can cause qui t e nassi ve danage
whenit inpacts atarget at ahi gh enough speed, ant he ener gy
scr eens used on hurman shi ps provi de no ef f ect i ve def ence agai nst
such weapons.

Theaccuracy of theRai I gunsis|initedbytheaccuracy of
targettingconputer predictionsof exactlywherethetarget ship
wi || bewhentheprojectilesarrive, henceaccuracy degradesw th
range andt he consequent i ncreaseintinelagonrecei vingtarget
posi tioningdata. Thedifferent calibres(classes) of railgunbattery
onKra' Vak shipsvarynai nlyinthenassof theprojectilesfired,

t hus t he darmage caused by asuccessful hit i ncreasesw thbattery
size. Al railguncl assesareassunedt ohavesi mlar firingvel ocities
andtargettingsystens, however, sorangeandhit probabilities
renai nconst ant regardl ess of batterycl ass.

Kra' Vak manoeuvringdri ves (Nornal Space Drives) aregeneral |y
noreefficient that their humancounterparts, whi chresultsin
event hel arger shi ps havi ng (i nnany cases) hi gher overal | thrust
ratingsthanthe equi val ent hunan cl asses. | naddi tion, these
drivesareabl etoappl ynoreof their avail abl ethrust (uptoal | of
it, infact) tochangi ngcourse, naki ngthe shipsmuchnoreagile
t han hunan desi gns. Thi si s somewhat bal anced by t he f act t hat
theRail gunbatteriesnayonlybear throughnuchnorelimted
firearcsthanhunmanweapons syst ens, t hus maki ngtacti cal
nmanoeuvr i ngand shipfacingfar noreinportant tothe Kra' Vak
captain.

Kra' Vak war shi ps do not carry Screens, asthese ar e of nouse

agai nst t heweapons t hey usef or t hensel ves (andt herefore, as
w thnost races, natural |y assunet hat everyoneel sew || useas
vel 1), Instead, their shiphul | sarebuilt w thanuchhi gher degree
of structural arnour andintegrity thanthe hunandesi gns (whi ch
has anaddi ti onal bonus of bei ngbetter abl et ot aket he nassi ve
stresses i nposed by t he enhanced nanoeuvri ng capabi | i ti es of
their Drives). Thishul | arnmour providesthel arger shipsw th

signi ficant protectionagai nst bot hproj ectil e ANDener gy weap-
onsfire, wthout thedi sadvant age of bei ng cl assed as asepar at e
“systent asthe Screengeneratorsare; hencehul | arnour is

consi deredintegral tothestructureandcannot bel ost asaresul t
of threshol dral I s.

KRA'VAKTHRUST AND MANOEUVRE:

Kra’ Vak vessel s nove and nanoeuvr e i n exact | y t he same way as
ot her shi ps, usi ngthenornal rul es, wi thoneexception: theyare
permttedtouse MREt hanhal f thei r avail abl et hrust for
OCOURSE CHANGES, and may i nfact useuptoALLtheir thrust
ratingfor this. ThusakKra Vakshi pw thathrust of 6coul d
actual | ymake aful | 180- degr ee about - f acei nasi ngl e nove
(thoughitspathwoul di nfact be an L- shape nanoeuvr er at her
thanaturninplace, asitisstill boundbythenornal rul es about
splittingcourse changes bet weent he start and m dpoi nt of the
novenent) .

I't shoul dbenotedthat thisabilitydoes NOIneant hat Kra’ Vak
shipsgai nanyextrathrust factorstocarryout thisincreased
nanoeuvring; i f theshipusesall of i tsthrust tochangecourse, it
w Il still havenonel eft over toaccel erateor decel eratew th. The
effect of thisrul eistonakeKra' Vak ships potential |y muchnore
manoeuvr abl et hant hei r hunan count erparts, whichw I | partially
conpensatefor thenorerestrictedfirearcsof their naj or
weaponry.

Kra' Vak Normal Space Dri ves are cost ed at t he SAMEpri ces as
Hunan dri ve systens —t hei r ext rananoeuvrabilityisafreebonus!

KRA'VAKARMOURED HULLCOSTS:

Wien cost i ng Kra' Vak shi ps (or i ndeed any ot her vessel fittedw th
anarnouredhul 1), applythefol |l ow ngnodi fierstotheHul | cost:

Level -1 arnoured hul | s (as onKra' vak Q ui ser cl asses) cost an
addi ti onal 25%of thenornal Hil | points, ie: 2.5x MASSof shi p.

Level -2 arnour (as onKra' Vak Capi tal Shi ps) costsanadditional
50%of Hul | points, ie: 3x MASSof ship.

BEAMWEAPON FIRE AGAINST

KRA'VAK ARMOUR:

Wien hunan shi ps use t hei r beambat t eri es agai nst Kra’ Vak shi ps
wi tharmouredhul |'s, thearnour DCEShave an ef fect ont he
darmage done by t he beans; treat Kra’ Vak CRU SERSas i f t hey
have | evel - 1 scr eeni ng agai nst beamweapon fi re, and CAPl TAL
shipsasif theyhavel evel - 2screens.

KRA'VAK RAILGUNS:

Theprimary anti - shi pweapon of theKra' Vakisahyper-vel ocity
rail gunsystem firingburstsof el ectronagnetical | y-accel erat ed
sol idpenetratorsat i ncredi bl y hi ghspeeds. Rai | gunsystens are
avai | abl ei nt hreesi zes (denot ed, surpri si ngl y enough, ascl asses 1,
2and3!). Aclasslrailgunbatteryisthelightest, correspondi ng
toahurman“C’ batteryinMassterns; class3railgunsarethe
heavi est versi ons.

Ul i ket he hunanshi ps’ batteriesof vari ous cl asses, ALLrai | guns
havethe SAMEoveral | range, andrequirethesanerol |l tohit at a
givenrange. Thedifferencebetweenthebatteryclassesaffects

t he DAMAGE done by a successful hit.

Wienfiringarailgunbattery, neasuretherangetothetarget
androl | 1die:

At 0-6" range, ahit isscoredonarol| of 2or greater.

For every 6" (or part thereof) i ncreaseinrange, thescore needed
tohit risesby1; thusat thenmaxi numeffecti verange band of
24-30" ahitisonlyscoredonaroal | of 6.

The sane r ange bands and scor es requi red appl y t o ALL cl asses of
railgunbatteries.

Wienahit i sscored, aseconddierol |l isnmadetodetermnethe
anount of damageinflictedonthetarget: onedieisrolledper
shot that hit, andif thescoreis1-3thedanageinflictedi s EQUAL
TOTHEQLASSCFRAI LGN ie: 1point for aclass-1railgun, 2for
aclass-2and3for aclass-3. |If thedi escorei s4-6, t hedanage
donei s DOBLEthecl assof gun, ie: 2pointsfor acl ass-1etc.

If thetarget shiphas an ARMOUREDHULL (as Kr a’ vak vessel s of

Q ui ser and Capi tal si ze have autonati cal | y), t hen SUBTRACT 1
fromt hedanagedi erol | for eachl evel of arnour —t hus a O ui ser
(witharnour-1hull) woul dtaket he doubl ed danageonly onrol | s
of 50r 6, andaCapital ship(armour-2) onrollsof 6only; all other
rol I sarecount edas basi c danage equal totherail guncl ass.

| | |
RAI LGUN SYMBOLS: 1 2 3

RAILGUNFIREARCS:

A thoughRail gunbatteriesareveryeffectiveweapons, abl eto
deal asignificant amount of damage evenat | ongranges, they do
have one maj or di sadvant age; duetot he nat ure of t he weapon
systemitsel f, anindi vi dual gunbattery nmay onl y be nountedto
firethroughONEfirearc (Forward, Port or Sarboard). Kra' Vak
shipscanthereforeonl ybringalimtedportionof their ordnance
tobear onany giventarget at anyonetine—for thisreasonthey
general | ytendtoconcentratenost of their heavy gunsinthe Fore
arc, withonlymninal armanent tothe broadsi de, andrel y on
thei r superi or nanoeuvringabilitytoal | owthemtoeffectively
engagetargets. Thusif opposi ngshi ps areabl et okeepout of the
forwardarcof akra Vakwarshi ptheycanattackit wthrelatively
littleworryabout returnfire—thisis, honever, not easy gi vent he
Kra' Vak nanoeuvr abi | i ty!

RAILGUNS AGAINST SCREENED TARGETS:

Wienrai | guns arefiredagai nst hunan (or ot her) shi psthat use
Screens as def ences rat her thanhul | arnour, the danageisrol | ed
asif firingat an UNPROTECTEDshi p; i not her words, t he ener gy
screens (whichare, after al |, desi gnedt odef endagai nst ener gy
weaponry such as parti cl e beans) have NOef f ect agai nst t he

ki netic-penetrator projectil esfiredbytheRail guns.
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KRA'VAK“SCATTERGUNS":

The Kra' Vak use a cl ose-i nweapons syst emont hei r war shi ps
known as a SCATTERAN t hi si s asingl e-shot deviceverylikea
gi ant shotgunbl ast, firingacloudof nany t housands of snal |
hyper vel oci ty sol i d penetrat ors. The Scat t er gun nay be used as
bothananti-shipor anti-fighter weapon, thoughas Kra’' Vak

war shi psonlycarryastrictlylimtednunber of Scatterguncharges
thereisquiteabit of decision-nakingrequiredastowhenitis
best t 0 use one up.

Wienfiredinananti-shi prnodethe Scattergundoesrequirethe
use of aFi reConsystem and has aneffectiverangeof 12"; si nply
nomnatethetarget, androl| O\NEdie—thescorerolledisthe
nunber of damage pointsinflictedonthetarget (thusa

Scatt ergun shot i s al ways GUARANTEEDt o do at | east 1 poi nt of
danage; i tsw de-coneeffect andvery | arge nunber of i ndi vi dual
projectilesensurethat at | east sonew || al waysfindthetarget).
Several Scattergunchargesnay befiredinthesaneturnif

desi red, thoughaseparateF reGnisrequi redfor eachseparate
TARGETthat i sfiredon.

Initsanti-fighter node, aScattergunhasarangeof only 6" and
nmay onl y engage afighter groupthat i sactual |y attacki ngt hat

shi p, but t he syst emdoes NOT'requi retheuseof aFireConto
operateinthisnode. Onlyonefighter groupmay befiredonw th
each Scat t ergun char ge, thoughi f desiredseveral charges nay be
firedat thesaneor different groupsinthesaneturn. Aswith
anti-shipfire, sinplyroll 1dieandthescorerol | edisthe nunier
of fightersdestroyed(Note: if usingtheoptional “Advanced

F ghter” rul esonP. 12 of t hi s book, “Heavy” F ght er groups suf f er
onl y HALF ( r ounded DOM) of t he nunber of casual ti es of nor nal
unpr ot ect edt ypes) .

Wien a Scat t er gun has beenfiredonce, itschargeis expended—
whi chever nodeit was usedin, thesynbol iscrossedoff theship
recorddi agramand may not befiredagai ninthat battle.

Not et hat Scatterguns are assunedtobeturret-nount ed, and

unl i keRii | gunst heynayfi rei nA\Yd ayfire
arc| NOLUD NGtherear arc(their scatter effect requi resl| ess

posi tivetargettingthannost ot her weapons do). Theorientation
of the synbol onthe shi pdi agrami s of norel evancetothefiring
arcs of the Scatt ergunchar ge.

SCATTERGUN SYMBQL: i

The Fi ght er groups used by t he Kra’ Vak ar e basi cal | y t he sane as
thei r humanfl eet counterparts, except that they are al ways
treat ed as HEAVY Fl GHTERS as per t he advanced fi ghter rul es

gi venon P. 12 of t hi s book, duetotheir heavi er const ructi onand
significant hul | arnouring. AKra’ Vak fighter al souses aki neti c-
proj ectil eweaponsystemt hat (for sinplicity)isdicedforinexactly
e

that it i gnoresany SCREENSonthetarget ship(all danageis
rolledasif firingonanunscreenedship). If firingonan
ARMOUREDshi p, subtractionsarenmadefromthedierollsasfor
Rail gunfire.

At thestart of the“XenoWr”, neither t he hunans nor t he

Kra' Vak have any experi enceof fightingtheother’stechnol ogy.

As t hewar progresses, however, it isprobablyinevitabl ethat both
sidesw || anal yse sal vaged debri s and maybe event he odd

capt ured or di sabl edshi p, andthusstart tol earnabout the
weapons and syst ens used by t hei r opponent s.

I f pl ayersw sh(andagree), therefore, thereisnoreal reasonwhy
Human shi p shoul d not be desi gned usi ng Kr a’ Vak weaponry and
systens, or vi ce-versa. Thi s shoul d not cause any great anonal i es,
though any t hat do ari se shoul d beresol ved by am cabl e di scus-
sion(or, aswearetal ki ngabout Vérganers here) byadieroll

de
side” norecostlyinpoints (perhaps as nuch as 50%mor e) t o
reflectthefactthat'tisstildbasicallye rinental (andpossi bly
only partlal y-un erstoo to
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KRA'VAKBASIC SHIP DESIGNS:

Li st ed bel owar e suggest ed basi c speci fi cationsfor Kra' Vak
\r shi ps, usi ngthecl assesinthe QDnodel range.

Not e t hat t he Super dr eadnought and Carri er cl asses have al t er na-
tivepoi ntsval ueslistedfor hi gher andl ower t hrust options. Al

t hese desi gns shoul d be t aken as exanpl es onl y, and pl ayer s

shoul dfeel freetoal ter thespecificationsastheyw shwthinthe
limtationsof thenormal designrul es. Inparticul ar, wthlarger
vessel sitisstandardpracti cew ththekra Vaktobuil dtheshi psas

nodul ar assenbl i es t hat can be confi gur ed accordi ngt ot he Lu' Dakcl ass Kel Tak cl ass
m ssi onrequi renents (or of t ensi npl y ont he whi mof t he shi por I NTRUDER STR KER
fl eet coomander); thisfacet of their designisreflectedinthe (SOQUTSH P) ( CCRVETTE)

nodel range, i nwhi chmost of thel arger shi psarekits of nodul ar

partsthat nay be assenbl edi navari ety of ways.
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THE SA’'VASKU

Author’ sNote: Thi ssectionisintendedasa“preview tothenext alien
racetobeintroducedt oour backgroundfor FULL THRUST. The

fol l ow ngrul esandi nf or nat i onconcernt he SA VASKU aracet hat has
devel opedi t st echnol ogy al onghi o- engi neer edr at her t hannechani cal

l'i nes (yes, weknowt hi si sanol dclichenow but it nakesfor (@) sone

ni ceshi pdesi gnsand(b) soneVERYdi fferent fl eet tactics).

Al thefollowingdetail sarenai nlyi deas andsuggestionsat thi s
poi nt, and pl ayer s shoul df eel freetoexperinent withthem no
poi nt s val ues ar e gi venfor t he Sa’ vasku shi ps as we have not

t est ed t hemenought o be sur e howt hey wi | | bal ance out agai nst
Himanand Kra’ Vak fl eets. Theintentionisto“firmup” onthe
rul esandspeci ficationsat al ater date, either i nanot her suppl e-
ment or i nthe formof nmagazi nearticles. I ntheneantine, have
funw ththerul esideas hereandl et us knowwhat yout hi nk!

Inspirationfor theSa’ Vasku has cone f r omnany sour ces, i ncl ud-
ingH R @ ger’ swork and several pi eces of Ani né/ nanga—in
particul ar thewei rdandnastyal i enthingsin®“Qnbuster” andt he
wonder ful |ivi ngshipsinJohji Minabe’ s“Qutl anders” (publ i shed
inEnglishby Dark Horse). Several ot her gane syst ens have, of
cour se, usedsiml ar i deas and anunber of interestingnodel sare
avai | abl efromt hem

The screen showed t he crest of Conf ederati on Naval Conmand;
bel owt hat :

<<<<<<NAVFLTCOMCENT/ Al bi on/ 16. 03. 2188: CLASS| FI ED MATE-
RI AL: SECURI TY CLEARANCE ALPHA ZEROZERQ. Communi cat i on
toAdmral AlisonJ. Nekanura, OOMFLT 23rd (per at i onal
Sguadron. Security confirmationrequiredtoproceed>>>>>>

Alisonreachedfor t he keypad andt apped a qui ck f our - di gi t
nuneric, thentouchedher thunbtothereader pl ate; therewasa
brief flashfromthenonitor pickupasit conpl etedaretinal scan
for afinal check, thenthescreenread"“Confirned’ and put up
theindex of thel engthyreport. “Secti on 01A—Sunmary” she sai d
tiredly, but still clearlyenoughfor theconputer’srecognition
programm ng; asthefirst page appear ed on-screen A i sontook a
si pfromher near - col d cof f ee, pushed a handt hr ough her greyi ng
hair andsettledtogoi ngthroughthereport for thefifthtine.

01A SUMVARY CF NAVFLTI NT DATAF LE46013. 1A ( QLASSI FI EDADO)

SUBJECT: XENGSENTI ENT CONTACT (UNKNOMWN ORI G N) :
FLEET RESPONSE

Text fromverbal report to NAVFLTCCMby Admiral Carlton
Robert s (NAVFLTI NT) 12. 03. 2188:

“Al of youw I |, of course, befull yawareof thecurrent situation
regardi ngthe stateof war that exi sts betweent hewhol e of
Humani ty and t he race t hat we have cone t o knowas t he

Kra' Vak. Wil estill astringof sporadicattacksandinci dents,

Kra' Vak aggr essi oni s apparent|yi ncreasi ngsteadi | y ast hey
presunabl y gat her api ct ureof our strengt hs and weaknesses.
Despi teafewninor victori esover theintrudi ngforces, westill
renai nat t he di sadvant age of not know ngtheir overal | i nten-
tions; thereseenstobenodi scernabl epatterntotheir attacks or
actions, andweareat present forcedtorenai ncontinual | yonthe
def ensi ve.

Wthinthel ast mont h, however, ani nci dent has occurred of whi ch
nmost of youwi || have been unawar e until now For reasons whi ch
w | | beconecl ear as| expl ai n, onl y NAVFLTI NT" s seni or comrmand
and cert ai n menber s of Her Maj esty’ s Gover nnent have been
permttedaccesstothisinformati onuntil full anal ysi s hadbeen
conpl et ed.

O 18. 02, ani ntruder was det ect ed | eavi ng j unpspace ar ound
NewMenphi s, andaflotillawasinmedi at el y despat ched from
the Naval basetheretointercept. Shortly beforecomngw thin
sensor range of our shi ps, theunknowncraft transnmtteda

W deband si gnal that |inguisticsrapidyidentifiedasananal gam
of several different Hinandi stress codes f romvari ous nati onal i -
ties. Qur vessel s’ attenptstorespondtothishail werengt with
repetitions of thesanesignal; whenthel ead shi p ent er ed sensor
rangeof theintruder, it wasascertai nedthat thevi sitor boreno
resenbl ance t ot he known confi gurati ons of Kra' Vak war shi ps we
have sofar encount ered. Qur forcesthendetectedthel aunchi ng
of asnal | obj ect fromt he unknown ship—thealienthenrapidy
withdrewtothejunplint andwarped out system | eavi ngthe
snal | obj ect onasl owvect or t owar ds our shi ps. Fortunatel yfor us
all, theflotillacommander, CormodoreVdl ters, heldhisfire—a
ri sky deci si onw t hwhat coul dwel | have been an al i enweapon
appr oachi ng hi s shi p. Wencl ose enoughfor apositiveidentifica-
tion, theobj ect wasreveal edt obeastandard-i ssue Thyssen M. | | |
€j ection/ survival nodul e, danagedbut stil| apparentlyretai ning
pressureintegrity; conputer scans of the nodul € s narki ngs
identifiedit asapodfromthe UNSCMCaf frey.

An EVAt eamf romONS Bunker H | | recover edt he nodul e and
brought it aboardafter ascertai ningthat it contai nedno det ect -
abl e expl osi ve devi ce or ot her booby-trap; uponunseal i ngthe
nodul ei t was di scoveredthat one of itscryoberths hadan
occupant, hunanand al i ve! The deci si onwas t akennot to
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attenpt revival intheBunker HI1'slinmtedned cal bay, but
insteadtotransfer thesurvivorincryosl eepdirectlytoCa edon
Base, tothei sol ati onsectionof theMd/ Rehabfacilitythere.

Shortlyafter arrivingby fast courier, thesurvivor —bythen
identifiedas Seni or Communi cati ons Techni ci anLi saF ersenof the
MGaf f rey —was successful | yreturnedtonetabol icreal ti ne.

Bef orethenedi cal staff cl eared M ss P ersenfor any ki nd of

debri ef i ng by NAVFLTI NT, werecei ved moredet ai | edresul ts of
studi es of t hesurvival nodul e; theseindi catedt hat t he nodul e
had not at any poi nt been ej ect ed fromt he MCaf frey, but rat her
had beennanual |y renovedfromitsberth. I nadditi on, therewas
evi dencet hat t he modul e had been opened and r eseal ed at | east
tw cesinceitsrenoval fromtheship. Gventheassunptiont hat

t he MCaf f rey was capt ur ed by Kra’ Vak uni ts (whi chi s bor ne out
by t herecover ed debri s of t he N ven, whi ch exhi bi t ed si gns of

at t ack by what we nowknowt o be Kra’ Vak weaponry), just how
thepodandits occupant canetobeinthe possessi on of what
appear stobeyet anot her racei s opentospecul ati on.

Sone t wel ve hour s af t er bei ng physi cal | y revi ved f romer yosl eep,
Techni ci anF ersenregai nedful | consci ousness. Fortunat el y,

recor di ng syst ens wer ei nconstant operati oni ntherecovery
roomat thetine, otherw sewe night wel | have m ssed sonet hi ng
vital tous—just at thepoi nt wher e Techni ci an P er senrecover ed
consci ousness she begantal ki ngrapi dl y, di ctati ngastringof
spatial co-ordinatesandtinereferences, fol | onedby avery bri ef
andcrypti c nessage: “The Sa’ Vaskuwi | | meet wi t ht he Manki nd”
(theterm‘Sa’ Vasku” i sthecl osest conput er appr oxi nati onwe
can achi eve fromt he soundt hat M ss Pi er sen produced at t hat
tine, giventhefact that shewastryingtoutter what i s presum
ablyatotallyalienwordw thahumanvocal systen).

I mredi atel yfol | owi ngthis*“nessage”, whi chwas spokenonlythe
once, t he subj ect | apsed back i nt owhat appearedtobearel a-
tivelynormal deep sl eeppattern; onreawakeni ng sone si x hour s
after this, Mss P ersenwas conpl et el y unabl et orenenber

anyt hi ng of t he nessage, t he co-or di nat es or i ndeed anyt hi ng
about what had happenedt o her si nce she was engaged i n
routineoperationsonthe MCaffreyin2183off Lagos|V. It
appearsthat everytraceof theinterveni ngyearshasbeentotal |y
erased f romher mi nd, as evenour deepest i ntel | i gence probes
havefail edtorecover somuchas asingl efragnent of rel evant
nenory. Thi s asi de, Techni ci anPi erseni sinanazi ngl y good

physi cal andnental condition, withall nenories of eventsprior
tothe2183i nci dent conpl etel yintact. Her current biol ogi cal

“age” indi catesthat, of them ssingfiveyears, nonorethantw
of thosewerespent i ncryosl eep; weareunabl etopositively
confirmthishowever, asall recordi ngbanksinthesurvival nodul e
appear tohavebeentotal |l yw pedprior toits“return” tous.

The obvi ous assunptioni sthat Mss P ersen has beenret ur ned
sinpl ytocarrythisnessage, whi chappearstobearequest for a
rendezvous and, presunabl y, some ki nd of di al ogue. Wy t hese
bei ngs (who appear tocal | t hensel vesthe“Sa’ Vasku”) shoul d
have usedt hi s net hod of conmuni cationi s unknownto us —we
canonl y assune t hey have t hei r reasons. V& knownot hi ngat thi s
poi nt about their intentionsor positionregardi ngeither Himanity
or theKra Vak—infact weareonlyabl etoworkonthededuction
that we aredeal i ngherewi thaseparat e speci es fromt he Kra' Vak.

The proposed “neeti ng” may be an of f er of hel p, sore ki nd of
trap, or sonet hi ngel seentirel y—wehave noway of know ng
unl esswe att end t he rendezvous at t he desi gnatedti ne.

Wrkingonthelimtedinformati onwe have, NAVFLTCOMhas
deci dedtoaccept the“invitation”, but wthsufficient forceto
def end our del egationif necessary; accordingly, the 23rd Qper a-
tional Squadronistobedetachedfromitscurrent dutyandwl |
proceedtothe specifiedneetingpoint. Adipl omati c group and
Xenospeci al i st t eamf romt he UN aboar dt he Peacef or ce cr ui ser
UNSCAI tmann, will jointhe23rdat Freyaal ongw tharepresent a-
tivenaval unit fromtheEurasianfl eet, t he Dr eadnought

Mol chakna and her acconpanyi ng escorts. Adm ral Nakamur a of
the23rdwi || coomandt he operati oninconsul tati onw thESU
Adniral Tatiana Vel kova and Anbassador Rananuj an of t he UN
del egation.”

Alisongl anced at t he chr ononet er readout i nt he cor ner of the
screen—two nmor e hour s bef or e r endezvous wi t ht he Eur asi an

shi ps and t he UNSCQr ui ser, thennearly aweek of successi vej unps
tonaketheneetingpoint at thespecifiedti me—andt o meet

W thWHAT. . .. ?

THE ROLE OF THE SA’'VASKU:

The Sa’ Vasku speci esi sanol dcul turewhi chhas beenstarfaring
f or many t housands of years. Over thistimetheyhavewat ched
nany younger stel lar civilisationsriseandfall, general lyinterven
i ngonlywhentheir ownregi ons of space are undul yt hreat ened;
the Sa’ Vasku t hensel ves r eached at echnol ogi cal and cul t ural
“plateau” | ongago, andhavelittl edesiretoexpandtheir donai n
further. Theyarenei ther paci fisticnor particul arl yaggressi ve,

t hough can appear t o assune ei t her of t hese post ures as ci rcum
stanceswarrant —basi cal | yt hey seek conti nuedstabilityover al |
el se, andwhereexpedi ent w I | not hesitatetoovert!lyor covertly
nmani pul atetheaf fai rsof other racestonai ntai nthis.

Inthel ast fewdecades, the Sa’ Vasku have wat ched wi t h concern
t he expl osi ve expansi ons of tworel ati vel y newci vi | i sati ons—t hose
of Humani ty andt he Kra’' Vak.

As soonastheKra' Vak encount eredt he Sa’ Vasku, theferocity of
thei r aggressi oncaneas asurpriseeventotheanci ent Sa’ Vasku—
sel domi nthei r | ong hi st ory had t hey encount er ed a speci es of
suchsi ngl e-mndedwer | i keintensity. Seei ngtheinevitability of

t he war bet ween manki nd and t he Kra’ Vak, t he Sa’ Vasku deci ded
that their best i nterestswoul dbeservedthroughj udi ci ous
support of thehumans, at | east for thetinebeing......

SA'VASKUBIOSHIPS

Each Sa' Vaskuwar shi pisinfact asinglelivingcreature, existingin
asynbi oticrel ati onshi pwithvariousother |ifefornsthat perform
certai nfunctionsw thinthe“ship” (includingtheactual Sa’ Vasku
t hensel ves, whoal t houghbasi cal lythe“crew areactual lynorea
part of their vessel thansinplyoccupantsof it). Theshipsare

desi gnedt hr ough advanced genet i ¢ engi neeri ng of basicliving
patternsandaregrownrat her thanbuilt. Eachcraft thus has

nmuch nor e i ndi vi dual i ty t han human shi p desi gns, andthei r

capabi litiesvaryquitew dely.

Sa’ Vasku shi ps are def i ned by t hei r MASS, as f or ot her shi ps, but
donot havetheartificia subdivisionsintovariouscl asses—t hey
aresinplyreferredtobytheir Mass nunber (al t hough human
forcesdotendtorefer tothemby very broadcl asses f or ease of
identification, thusaSa' Vaskushi pof approxi nat el y G ui ser si ze
(eg: around Mass 20- 40) woul d probabl y bereferredtoas a

Q ui ser by ahunan obser ver) .

Each shi p has a PONERFACTCRequal toone-tenth of its MASS,
rounded up t o t he near est whol e nunber ; t hus a shi p of MASS 24
woul d have a Power Factor of 3, whil e one of MASS 76 woul d
have aFact or of 8. Thi srepresentsthe POTENT AL capabi | ity of the
ship’ sinternal biosystenstogeneratepower tobeusedfor all

shi pfunctions, i ncl udi ngdri ves, screens, weapons and ever yt hi ng
dse

The ACTUAL anount of power avai | abl etothe shipvariesfrom
turntoturn, at random-it isdetermnedprior towitingorders,
by rol I'i nganunber of di ceequal tothePower Factor and
totallingtherol I s—thusashi pwthPF3woul drol | 3dice, and
mght scorel,5and4, givingit atotal of 10usabl e power poi nts
for that turnonly; theshi pmght equal | yhaveaslittleas3points
touse, or as nany as 18, dependi ngonthel uck of t hedi ce.

The scoresrol | edfor each shi p are not ed down by t he Sa’ Vasku

pl ayer onhi s order sheet, but are NOT di scl osedt o hi s opponent (a
certai nanount of trust i sobviouslycalledfor unl essyouhave an
unpi reavai | abl e) ; t hus t he opposi ng pl ayer has noi deaexact |y
vhat capabi | i tieseachof theSa’ Vaskushipsw || havei nany gi ven
turn(mndyou, theowner of theshipsw || not have any i dea of
what hi s shipscandointheNEXTturn, either...). Asnal | amount
of power canbe“stored” (i ntheship’ s B ocapacitors) fromone
turntothenext ifitisnot used, but thelimt of thisistheval ueof
t he shi p’ s PONRFACTCR-so a PF3shi pcoul donly “carry over”
up t o THREE unused poi nt s of power tothe next turn (notethat
thiscarry-over isjust threeactual PQ NISof power, not threedie
rdld).
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USING POWERPOINTS:

ncet he Sa’ Vasku pl ayer has nade hi s Power rol |'s, henust wite
hi s novenent ordersasusual for all hisships. Sa’ Vasku shi ps nove
and manoeuvr e exact | y as f or Hunan shi ps, but requirethe
expendi t ure of Power Pointsfromthat turn’sall ocationfor every
vel ocityal terationor changeof course. Therat e of power usedi s
equal toHALFt he shi p’ s Power Factor (rounded up) for every
1" vel oci ty change or si ngl e poi nt of cour se change; for exanpl e,
ashi pwi th PF5woul d needt o expend 3 poi nt s of power for every
poi nt of t hrust appliedtovel ocityor manoeuvre. Bearingi nmnnd
t hat t he sane shi p coul d concei vabl y have anyt hi ng f rom5t o 30
power poi nts (thesumof 5dierol|s) avail abl ei nagiventurn, it
coul dthus be abl e t o appl y anyt hi ng bet ween 1 and 10t hrust (or
evenllif it has “saved” i ts naxi num5 poi nts of power fromt he
previousturn!). UnlikeHimanships, thereisnonmaxi mumlimt to
the anount of t hrust a Sa’ Vasku shi p may appl y i noneturn,
regardl essof itssize, providedit has enough pover avai | abl e.

Any pover that i s not usedfor thrust nayt henbe usedfor

of f ensi ve and def ensi ve syst ens —weapons and screens. Sa’ Vasku
shi ps have t wo mai nt ypes of weapons, adirect ed Ener gy Pul se of
simlar effect toaconventional Beamweapon (al t houghwitha
slightlyshorter ef fecti verange) andsnal | “bi o-craft” knownas
DronePods—effectivel ylikelivingfighters.

ENERGY PULSEWEAPONSFIRE:

Sa’ Vasku shi ps donot have or need Fi reConsystens —thisisall
contai nedw t hi nt he “senses” and processi ng capaci ty of t he
ship’smain“brain”. O fferent si zes of shi pdo, however, have

di fferent anount s of dedi cat edcortexal | ocat edt oweapons
control, andthisisreflectedbyal | owi ngashi ptoengagea
nunber of targetsequal toHALF(roundedupas usual) of its PF—
soashipw thPF3or 4coul dengageupto?2separatetargets,

whi l eonew thPF50r 6 coul dengage 3. TH Sability | Sreduced
accordingtothel oss of any PFduetodanage, eg: i f aPF3ship

| oses arowof danage poi ntsanddropstoaneffectivePrFof 2, it
may t hen onl y engage O\E't ar get .

Ashi pmay al | ocat e as nuch power agai nst eacht arget engaged
asthepl ayer wi shes, uptothetotal power poi ntsavail abl e. There
ar et hreerange bands f or t he Ener gy Pul se weapon,

CLCSE (0-8"), MEDI UM(8-16") and LONG(16-24"), andthe
power requi redt o produce damage vari es accor di ngtorange:

At QA.CBErange (upto8"), GNEpower poi nt i nthe Pul sewil |
allowldierall forhits;

At MEDI UMr ange ( 8- 16"), TWDpower poi nts ar e requi r ed per
derdl forhits;

At LONGr ange (16-24"), THREE power poi nts arerequired per di e
rdlforhits.

So, for exanpl e, i f ashi pal | ocat es 4 power poi ntstoashot at

MED WMr ange, thepl ayer will rol | 2dicefor hits; the sane power
of shot at CLOSErange woul d al | ow4 di ce, whi | e at LONGrange
only 1di e (andwoul d be awast e of t he surpl us 1 poi nt of power);
toget 2diceof hitsat LONGrange requi res 6 power poi nts.

Each di erol | ed does t he sane damage as nor nal Beam\Wapons,
ie:nothingonal-3, oneDPonador 5and2DPona6; thisis
nodi fi ed by any screeni ngonthetarget i ntheusual way.

ANTI-FIGHTERFIRE:

ASa’ Vasku shi pnay attenpt toengagefightersw thits Energy
Pul se (wi t hi nLCBErange bandonl y), i nthe sameway as fi ring at
ot her shi ps —each gr oup so engaged count s t owar ds t he over al |
nunber of possi bl etargets however. Duetothenoredifficult
firingsol uti onsagai nst fighters, it takes TWDpower poi ntstoget
QNEdi erol | agai nst afighter group. Eachdierol | agai nst afighter
groupinflictsnornmal | osses.

DAMAGE POINTS:

The Shi p Record b agrans f or Sa’ Vasku shi ps ar e shown opposi t e.
Each shi p shoul d use a nunber of rows of danage boxes equal to
i ts Power Factor —thus a MASS 36 ( PF 4) shi pwoul d have 4 r ows of
boxes. The act ual nunber of danmage poi ntsisthesaneasfor
hunan shi ps of t he same MASS, ie: 1 DPper 2 Mass, andthe
danage poi nts aredi stri but ed as equal | y as possi bl e anongt he
rows ont he damage track as f or ot her shi ps. For exanpl e, the
MASS 36 shi p woul d have 18 DPset out i n4rows, whi chwoul d
wor k out as two rows of 5DPandtworows of 4 DP.

Sa’ Vasku shi ps do NOT make t hreshol drol |'s, and do not t her ef ore
| ose speci fi c syst ens; t he damage wor ks by reduci ng t hei r PONER
FACTCRby one f or every conpl et e r owof danage boxes | ost —i e:
whenarowof boxesisgone, theshiploseslofitsdierollsfor
power poi ntsonall subsequent turns. Those power poi ntsthat are
avai l abl enmay still beal | ocat edi nany nanner t he pl ayer w shes,
regar dl ess of t he anount of darmage t hat t he shi p has t aken
overdl.

Speci al Note: reduction of t he PFdueto damage does NOT mean
that t he oper ati on of P~ dependant syst ens such as screens and
dri ves becones “cheaper” i n power poi nts —t heserequi renent s
are al ways cal cul ated onthe CR @ NAL Power Fact or i rrespecti ve
of danage.

SCREENS:

Sa' Vasku Def ensi ve Screens rel y onbi oel ectri c gener ati onsyst ens,
but intheir effectsarevirtual | yequival ent tothose of Hinan

shi ps. Wl i ke humant echnol ogy, however, t he screeni ng f or

Sa’ Vasku shi ps vari es i npower requi renent accordi ngtothe Mass
of t he shi p (wher eas hunan shi ps si npl y pay afi xed nass and cost
for eachl evel of screeni ngthey have).

Puttingout al evel -1 screenuses povwer poi ntsequal totheship's
Pover Factor, thendoubl ethisfor al evel -2andtripl efor | evel -3
screen. For exanpl e, ashi pof MASS36 (and t hus PF4) woul d have
toexpend 4 power poi ntsfor al evel -1screen, 8for | evel -2and 12
for | evel -3. These poi nts nust be used up eachturnthat t he ship
requi resscreens, but thereisnorestrictiononthescreenlevel (up
t03) that may be used on any shi p provi ded t he power i s avai | abl e
—thusevenasnal | shipcoul dput out al evel -3screenif it used
virtual lyall itspower al |l ocationdoi ngit.

Thel evel of screening (if any) tobeusedinagiventurnMJSTbe
notedbytheplayer inhisorder-witingat thestart of theturn,
and t he power poi nt s used deduct ed accordingly. Failuretowite
downascreen| evel neanst he shi phas noscreensinoperationfor
that turn.

Theactual effectsof Sa’ Vaskuscreens oni ncomingfireareexactly
the sane as f or t he equi val ent Hunan screen| evel s.

DRONEPODS:

Drone Pods are snal | organi snsthat arebasi cal | y equi val ent to
human F ght er s, wi t h sone exceptions. They are not actual |'y

pi | ot ed, havi ngthei r ownonboard“brai ns”, andthey ar e consi d-
eredful I y expendabl e at t he end of thei r m ssi on. Drone Pods
operatein“clusters” of six, fromwhi chtheycantakel ossesinthe
saneway as anornal fighter group. They arenot actual lycarried
i nanot hershi p, but i nfact are grown or assenbl ed f rombasi c
geneticmaterial i medi atel yprior tolaunch; onceinoperation
they may not returntothe not her vessel —they si nply “di e”
whent hei r conbat endurancei s used up. To“grow' acl uster of
Drone Pods, ashi pmust expend 20 power poi nts—thusitisa
systent hat i sonlyavail abl etol arger shi psthat cangenerat et hat
much power i naturn. Thepl ayer nust noteinhisordersthat a
cluster isbeinggronn—theyarethenreadyfor | aunchonthe
next turn, at nofurther power cost, or may bestoredfor | ater use.

Drone Pod cl ust er s are subj ect tot he ENDURANCEr ul es gi venin

thi sbook (P. 11) for fighters; oncel aunched, t hey have a Conbat

Li feof threeactiveturnsbeforerunni ngout of power and bei ng
renoved frompl ay.
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Drone Pod cl ust ers nove exact I y | i kenornal fighter groups (at up
to12" per turn), andattackinthesaneway, withldieroll per
Pod survi vi ngi nthecl ust er; t hey may be engaged by anti -fi ght er
defencesinthenormal nanner. A usters nay al sodogfight with
fighter groupsintheusual way, w thsuchactionscounting

DRONE POD CLUSTER SYMBQOL:

towardsthei r enduranceti ne.

FTLDRIVES:

Engagi ng FTLdri vew t ha Sa’ Vasku shi prequi res a power poi nt
expendi t ure equal to FOURTI MESt he PFof t he shi p; for exanpl e
a Mass 36 shi p (PF4) nust use 16 power pointstogointoFTL. It
nmay t hus onl y be or dered t o engage FTL dri ve onaturni nwhi ch
ithasrolledsufficient points, andif i ts BFFECT VEPower Fact or has
dropped (due todamage) toal evel wheretherequiredpointsare
i npossi bl e (eg: i f theshi phadl ost 2 Power Fact ors andt hus coul d
not rol | over 12 poi nt's) t hen FTL engagenent i s nol onger possi bl e
until theshi phashadnaj or “repairs” (regeneration).

SA'VASKU SHIP DIAGRAM:

The suggest ed r ecor d di agr amf or Sa’ Vasku shi psi ncl udes t hree

I'i nes of boxes for recordi ngt he anount of Power Poi ntsal | ocat ed
duringtheturn; thetoprowisfor power used for THRUST

(i ncl udi ng cour se changi ng), t he secondrowi s for power al | ocat ed
to SOREENSandthethirdistherenai ni ng power, whi ch may be
usedl ater intheturnfor weapons fireandsuch. Theactual total
power poi ntsroll edshoul dbewitteninthe CRDOERSboxes onthe
full Heet recordsheet, as shoul dany surpl us power carri edover
betweenturns. As Drone Pod Q usters are“grown” duringthe
gane t hey may be drawn on t he di agram and t hen cr ossed out or
erasedast hey ar el aunched.

BASI C SA' VASKU SHI P DI AGRAMS:

N O
3 I I [ |
L .

“CAPI TAL” SIZESH P

“CRU SER' SIZESH P

USING SA'VASKU SHIPS:

Wsi nga Sa’ Vaskufl eet setsawhol el ot of newprobl ens for the

pl ayer, but al soopens upanunber of newpossi bilities. The
natureof theshipsissovariablefromturntoturnthat | ong-term
planningisdifficult, andit becomesvital tonmakeful | useof your
avai | abl e power i neachturn.

Taki ng an aver age exanpl e, say we haveafairlylarge Sa’ Vasku
shi pof battl ecrui ser/battl eshi psize, withaMSSof 46. |t t hus has
23 danage poi nts, and a Power Fact or of 5 (the damage t rack
woul dbel ai dout as 3rows of 5and 2rows of 4).

Eachturn, theshipw |l get 5dierol I sforitsactual power points
(assumingit i sundanaged). Let us assunethat i natypical turn,
thepl ayer rol I sscoresof 4, 5, 2,2and3, for afairlyaveragetotal
of 16 power poi nts. WthaPFof 5, theshi prequires 3 power

poi nts (hal f t he PF, rounded up) for everyunit of thrust applied—
soif it accel erates 2" wthout changi ngcourseit w |l have
expended 6 poi nt s of power.

The shi p nowhas 10 power poi nts | eft, andthe pl ayer deci desto
put upal evel -1screenthi sturn: thisuses5power points (equal to
thePF), | eavi ng5.

Wthonly5points|eft for weapons use, the pl ayer deci des t o put
4pointsintoasingl eshot agai nst atarget at MEDl UMr ange,
getting2dicetoroll for theeffect of theshot; theonerena ni ng
power poi nt coul d ei t her be usedt o make a 1- di e OLCSEr ange
shot i f therewas asuitabl etarget, or may be“stored” toaddto
the power al | ocationnext turn. O course, if thepl ayer deci ded
not tofireat al |l hecoul dactual | ystoreal | 50of thepoints hehad
left after thedriveandscreenal | ocati ons—thi swoul dequal hi s PF
and t hus be t he maxi mumanount of power st orage avai | abl e at
any onetine.

At theextrene, withthesaneoveral | power al | ocati onof 16

poi nt s t he pl ayer m ght choose t o use no power at al | onthrust or
def ences, but t hr owever yt hi ngi nt o one huge of f ensi ve pul se—in
thi s case hecoul dget a5di ceburst at LONGrange, 8di ceat

MEDI WMor ahorrific 16 di ce at OLCBEr ange!

Al thisnakes Sa’ Vasku shi ps very unpr edi ct abl e opponent s; even
averysnal | ship(Mssof say 12, i e: PF2) coul dquitepossibly(wth
alucky doubl e6rol|) al | ocat e 12 power poi ntstoweaponsfire,
givingit thepotential of a6diceshot evenat MED UMr ange —
enoughtocrippl e many human shi ps of far greater tonnage. Bear
inmnd, however, that inthesameturntheshi pwll bew thout
any scr een def ences and unabl e t o manoeuvr e; usi ng Sa’ Vasku
fleetsw | beacontinual seriesof trade-offsandtrickynmnute-to-
m nut e deci sions—therew | | al nost never be enough pover t o do
ever yt hi ng youwant to, but usewhat you have careful |y at the
right nonent andit canbe devast ati ng!

|
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M} BACKGROUND

“Until themd-2170s, nany of uswereactual |y begi nningto
believethat, after al |, manki nd WASuni quei nt he Lhi versein
devel opi ngintel i gence; al t hough many f or ns of pl ant and ani nal
I'i f e had been di scover ed onwor | ds t hr oughout t he hunan-sett| ed
sect ors of space, there had been no si gnwhat soever of ot her

senti ent speci es ei ther past or present. Thenin?2176, a UNSC
survey t eaml ed by Doct or Emi | Chandranadethefirst di scovery
of non-hunanrui nsinthe Ml ak systemont he | ndonesi an R m
Wiiletherelicsfoundby Dr. Chandra’ s expeditionwereidentified
asseveral nllenniaold, theywereind sputabl eevi dencet hat at

| east oneother intelligent |ifeformhadexi sted| ongbefore

manki nd camre down fromt he t r ees.

It seenedat thetinetobelittlenorethancoinci dencethat the
first truecontact wthanexistingsentient non- hurman speci es
shoul d cone sofewyears after the Ml ak excavati ons, but the
expl anationi s probabl y t hat t he expl osi ve expansi on of hunani ty
i ntospacehadfinal |y brought our own spher e of expl orationinto
contact wththat of our nei ghbouringcivilisations. Qher theories
have been put f orward by bot hthe sci entificcomunityand
others, includingtheideathat theMil akfindactual | ytriggered
sone ki nd of | ong- buri ed “war ni ngbeacon” toal ert t he descend-
antsof itsbuildersthat i t hadbeendi scover ed by anot her
intelligence; still othersbelievethat wehadactual | y beenunder
obser vat i on (and per haps af or mof raci al quaranti ne) by ot her
races for sonetinebeforetheactual contact.

I't i snowknownthat thefirst real contact withotherliving
sentientsoccurredinMy 2183, withtheinci dent of f Lagos | Vin
whi cht he UNSCN venwas destroyedw thal | hands; thef at e of
the UINSCMCaf frey, whi chdi sappearedinthesaneincident, is
even now unknown.

Then, | ater i n2183, the hi stori c engagenent t ook pl ace bet ween

t he PAUwar shi p Ki nshasa and an unknown hostil ei nthe New
Lusaka system Despitethel oss of the Ki nshasaandal | her crew
theinformationtransmttedby Captai nN gokaprior tothe
destructionof hisshipall owednanki nd (or at | east PAUNaval
Intelligence)itsfirstreal glinpseof our spatial nei ghbours. For
sorre nont hs f ol | owi ng t he i nci dent t he Pan Af ri can gover nrent
kept thewhol e nat t er under aveil of secrecy, but eventual lyits
scienti ficadvi sorssucceededi npersuadi ngthelntel | i gence servi ces
t hat sonet hi ngwas happeni ngt hat transcended nati onal security
and woul d potenti al | y af f ect t he whol e of hunan space. At this
poi nt, the PAUnade al | dataavail abl etothe UNSC by that tine,
however, anunber of ot her i nci dents had begunt o occur i not her
outl yi ngregi ons. Reports of attacks onout post s andshi ps started
toconeinfromseveral nationsw thincreasingregularity, andit
qui ckl y becane cl ear that t hei ntentions of our new y- di scover ed
“friends” werenot just m stakenly cautious (as had beent heori sed
insonecirclesfol | oni ngthe NewLusakaencount er) but i nfact
overtlyhostile.

Cont act wi ththe Kra' Vak, as we nhowknowt hem(at thetimethey
were bei ngreferredtosinplyasthe NHS—Non- Hunan Senti ent s) ,
didnot sonuchbringanendtothe Third Sol ar Vér as causeit to
fizzl eout. Thewar hadl ongbeenoneof attritionandoccasi onal
smal | of f ensi ves, w thnone of the naj or powersreal | y havi ng
enough concent rat ed st ri ki ng power for adeci sivebl ow infact a
fewnotednlitaryanal ystshadbeenpostul atingfor soneti ne

t hat t he expansi on of t he hunan sphere hadreal | y rendered a

maj or war ef fort by asi ngl epower | ogi stical | yi npossi bl e.

S ncethel ast seriousflare-upin2173over t he Sumani | Vi nci dent,
mlitaryoperationshadbeenl argel y confinedtooccasi onal

pl anet ary rai ds and at t acks on shi ppi ng. Wi | et he boundari es
bet weent he mai npowers remai nedfluidinthecontinuingstate
of decl aredwar, theactual conflict hadl ong ceasedt o have any
real neani ng.

The Kra’' Vak t hrewa newf act or i nt ot he equat i on; suddenl y, for
thefirst tineinitshistory, nanki ndwas conf ront ed by af oe of
whichit hadlittleknow edge and even| ess under st andi ng. Wii | e
theofficiallydecl aredstateof war bet weent he ESUand NACsti | |
techni cal | yexi stsw thisol atedi nci dentsstill occurringbetween
theprotagonists, inpracticetheThirdSol ar Vr i seffectivel yover
whileal | of manki ndturnsitsattentionanditsmlitarycapabilities
towar ds t he newt hr eat fromout si de.

Indeed, theBattl eof Sul axar nearlyoneyear ago(inlate2185) is
notabl efor thefirst real co-operativeeffort bet ween NACand
ESUf or ces agai nst t he Kra’' vak, when a squadron of Her Myj esty’ s
Navy under Commodor e Lady Bl eanor Fitzwarrenenteredthe
systemonanissiontorelievethe def enders of NewSoner set
(Sul axar 11), who had been under si ege f or several nont hs by an

ESUnaval unit comranded by Admral Chang TsuPei. Charrival,
Gonmodor e Fi t zwar ren di scover ed t he ESUf or ces t ot hensel ves
be under attack fromal arge group of Kra' Vak vessel s, and

wi t hout hesi tationorderedher captai nstosupport the Eurasi ans
agai nst theal i enforce. Fol | owi ngseveral hours of heavy fighting
duri ngwhi ch Lady Fi t zwar renwas her sel f i nj ur ed when her
flagshi p, thebatt!l ecrui ser O\SRal ei gh, tookasal voof direct hits,
thealienhostil es execut edasuddenwi t hdrawal fromt he system
threeof their vessel s, apparent!y cri ppl edandunabl et odi sen-
gage, sel f-destructedrather thanpernit t hensel vestobe
boarded. After thebattl etherenai ni ng Eurasi anunits of fered
their surrender t othe NACf or ces, but Cormodor e Fi t zwarren
instructed Admral Changi nsteadtorenove his shi psfromthe
systemandreport tohi ssuperiorsw ththedetail s of theengage-
nment. Lady H eanor i srecordedastel lingtheAdniral that “...Vé—
that i s, ALL of us—aregoi ngtoneedevery fightingshipandcrew
we cannuster inthecomngtines...”.

Bventoday, itisnot total lyclear whythekra Vakaresoinflexibly
aggr essi ve (anazi ngl y, t hey even seemt o sur pass our sel vesi n
their capacityfor viol enceanddest ructi on!). Thebest anal ysi s
avail abl efromthetotal col | ecteddataof thel ast fewyears
suggest sthat thenost |ikel ynotivationfor thekra Vakisakind
of “raci a paranoi @, perhapsbredintothembyaparticul arly

har sh and pr edat or - ri dden envi ronnent ont hei r honewor| d—in
ef fect, they may work under theassunptionthat all other lifeis
out tokill them sotosurvivetheynust kill it first.

However, thisisstill onlyonetheory anmong nany, andwe need
toacquireal ot noreinfornationbef oreany firmconcl usi ons can
bereached. Certai nlynoformof di al ogue has ever been possi bl e
withtheKra’ Vak, and eventhe name we use for themi s onlythe
nost | i kel y conput er deducti onfroml i ngui sti canal ysi s of

i nt er cept ed communi cati ont r ansni ssi ons.

Onl y afewt hings about theKra’' Vakarecertain—theyare

i npl acabl y host i | etoward nmanki nd (and for al | we know, t o any
ot her races as wel | ), and any encount er wi t ht hemappearsto
resul t i nconbat. Thei r t echnol ogy, whi | e sonewhat di fferent to
our own, isof aroughly conparabl el evel of devel opnent and
their forces(fortunatel yfor hunanity) arenot i ndestructi ble. ha
physi ol ogi cal | evel , study of renai ns fromconbat i nci dents

i ndi cat et hat t hey ar e car bon/ oxygen based f orns | i ke our sel ves,
but donot fall intoanydefinabl eterrestrial category of speci es—
t hey ar e bi pedal ant hr opoi ds exhi bi ti ng sone char act eri sti cs of
bot hnanmal i anandreptilianlife, thoughthisisactual |l yagross
oversinpl i ficationasnost of thei r bodi| y syst ens bear no ef f ec-
tiveresenbl ancetoour bi ol ogy.

V¢ ar e nowi nt he second year of what has beconeofficially
knownasthe“First InterSentient Wr”, or asthe popul ar nedi a
insistoncallingit, the“XenoVér”. Asyet, conbat i nci dents have
beenrestrictedtospace engagenents —noreports have been
recei ved of any attenpt ed | andi ngs by Kra’ Vak f or ces on hunan-
occupi edwor | ds. G ventheir overal | bi ochemical sinmlaritiestous,
however, nost militaryanal ystsagreethat it canonlybeanatter
of ti nebeforetheydeci detostrikeagai nst our col oni es; t hefact
that they have sofar restrai nedfromorbital bonbardnent of any
of our systensinpliesthat theyare, |ikeus, i nterestedingai ni ng
planetaryterritoryrather thanincineratingit. Perhapswhenour
troopsfinallyneet theirsontheground, wew || thenbeginto
learnabit noreabout thi sdeadl ybut fascinati ngeneny......

[ Excerpt frompresentationgi venby Rear Admiral Sr WIIiam
Del ahaye, NAVFLTI NT, t ol ndependent Hol ovi d News Ser vi ces,
23.09. 2186.

TI MELI NE CONTI NUATI O\

The Ti nel i ne provi ded f or t he background i n FULL THRUST t ook
Human hi story fromt he end of the Twenti ethCenturytothel ate
Twent y- Second — 2183t 0 be preci se. The conti nuat i on bel ow
maps out afewkey events of thefewyearsthat foll owed:

2183: The UNSCSurvey O ui sers MCaffrey and N ven are at t acked
by unknown f or ces of f Lagos | Vonthe Pan African R m the N ven
i s conpl et el y destroyed, andt he MGCaf f rey di sappear s wi t hout
trace

Later intheyear, The PAUBatt| ecrui ser Ki nshasai s engaged and
destroyed by anuni denti fi edhostil ei nthe NewLusaka syst em

2184: Lhexpl ai ned at t acks andi nci dent si ncreasei nfrequency,
af fecti ngnot onl y PAUspace but ot her nationsaswel | ; withthe
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ongoi ng st at e of war bet ween t he NACand ESU, nmuch bl arre i s
pl aced by each power ont he ot her. Bot h bl ocs, however, beginto
real i sethat sonethi ngfar noreinportant i s happeni ng.

Latein2184, NACH eet Intel | i gencerecoversthefirst identifiable
aliendebrisfoll ow nganencounter near Angel |1 i nwhicha
Conf eder at i on squadr on managed t o dest r oy t wo shi ps f roman
attacki ngal i engroup. For thefirst tine, Huinani ty has posi ti ve
proof that theattackersareanot her sentient |ife-form

2185: Thefirst co-operative acti onbetweenthe ESUand NAC
agai nst theKkra' Vak occursat theBattl eof Sul axar; al t hough
tensionsstill runhi gh(especiallyindiplonaticcircles), the
Mlitariesof bothnai nPowers (andseveral snal |l er nations) are
coni ngi nexor abl y t oget her i nthefaceof anuchgreater threat.
(n 28. 07. 85, the UNAssenbl y decl ares t hat a st at e of war now
officiallyexistshetweenal | thenationsof Hinani ty andtherace
knownastheKra' Vak; theFirst I nterSentient Vér hastrul y begun.

2186: Earlyintheyear, theadvancestowardsjoi nt ESU NAC
responsetothe Kra’' Vak aggr essi onf al t er when a Eur asi an naval
uni t fail stoassi st a@nf ederati onsquadronunder attackbyalien
forcesoff Cal eb. F nal | y escapi ngw t hbar el y 25%of hi s f or ce and
men, Conmodor e Farri s accuses t he ESUof st andi ng of f fromt he
actioninorder togai ncontrol of theCal ebsystem Thedi pl omatic
repercussi onsgradual | ysettle, but illustratethedeepdi strust that
still existsbetweenthenaj or povers.

The Kra’ Vak of f ensi ve gat her s nonentum andvery |l ateinthe
year reportshbegi ntoconeinof thefirst surfaceassaul ts by
Kra' Vekforces.

2187: Thefirst maj or success agai nst Kra' Vak groundforcesi s
reportedonthe NSL Qutworl dof Rhei nhol d, wher e aconbi ned
forceof NSLand NACMari nes supportinglocal Mlitiaunits
managetobeat of f anattenptedpl anetary |l andi ngbythealien
i nvader s. Rhei nhol dt hensurvi ves fi venont hs of protractedsi ege
andrepeated| andingattenpts beforetheKra Vak aredriven

out systemby thearrival of alargejoint taskforceof NAG N3,
Dut ch and Fr ee Gal - Tex shi ps.

H sewher e, hurmani ty does not faresowel |, andtheal i ens con-
tinuetonakeinroadstowardthe Core Systens. Virtual lyno
informati oni srel easedtothe publ i c concerni ngwhat i s happen-

i ngonwor| ds taken byt he Kra’ Vak, whi chthreatenstocause
pani ¢ i nsone Col oni es as rumour s of massacr e and genoci de
spread. Publ i c opi ni ononEarth, Gentaurus and Bar nard begi nsto
sw nginfavour of pullingall forcesbackfromtheQitworldsto
def end t he Core. Such a def ensi ve concept does not fi nd favour
wththeMlitary, nor (naturally) wththeQol onial popul ation.

2188. Cont act i s about t o be made wi t h a second Xenosent i ent
speci es, the Sa’ Vasku. Manki ndwai tstoseeif theyw Il find
friends, or newenenes......

SCI ENCE AND TECHNOLOGY | N FULL

THRUST:

As ageneri c systemt hat can be noul ded t o what ever backgr ound
the pl ayer s desi re, FULL THRUST can be used f or anyt hi ngfrom
gritty, “hard” SFtoH gh i ence Fant asy.

What wedoNOTl'claimit tobeisasuper-realisticsimlationof
space conbat —therulesarewittenfor pl ayabilityaboveal I, and
whi | e sone aspect s doact ual | y approxi nat et ot hel ans of physi cs
thi sisoftennore by coi nci dencet han desi gn!

Exact | y HONa gi ven syst emor pi ece of t echnol ogy i s supposedto
workisreallyquiteirrel evant totheactual play of t he gang;

whet her youactual | ywant totryandexplainit isuptothestyle
of SFyouprefer. Ingeneral, the“hardSF type of background
requiresat | east apl ausi bl e-soundi ngj ustificationfor nost of its
t echnol ogy, whi | et he Sci ence Fant asy ki nd t akes nuch nor e of
the“itshere, it works, soweuseit” approach.

Thefol | owi ngnot es may hel pyoutoget aninsight intothe
concept s t hat were usedt o devel opt he gane, and can be used as
startingpointsif youw shtoalter anyareastofit your own
preferencesi nSFstyl es; pl easenotethat al | thiscontai nsvariabl e
| evel sof thePSBf act or (Pseudo- i entificBull sh*t....).

WEAPONRY:

G vencurrent technol ogy it seens qui t ereasonabl etoassunet hat
Laser s woul d be used as space conbat weaponry, w thrail guns

(el ect ronagnet i c-accel erationproj ectil eweapons) andparticl e
beans al sogood possi bi lities. For | onger-rangedfirenissileswth
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onboar d Al s and ei t her nucl ear - expl osi ve or det onati on-| aser

var heads ar e st rong cont ender s. For t he Arnthai r Physi ci sts
anong you who want aful | di scussionof | aser weaponryin
particul ar (i ncl udi ngthe probl ens of beamf ocus and di sper si on,
gettingtargettingsol utionsover |ightsecond-pl usrangesetc.) we
strongl y recomrend you r ead t he conpr ehensi vearticlein
CHALLENCE i ssue no. 71 (QDW .

Thi s al | assunes, however, that we are not goi ngto see any naj or
newbr eakt hr oughs i nweapons t echnol ogy. It i snot that | ong
sincethescientificcomunitywas scoffingat the"“energyray”
concept inSFastotal lyinpossibl e, thenal ong cones t hewor ki ng

W statedinFUL THRUST t hat pl ayers coul dt aket he “ BEAM
WEAPCNS' used i nthe ganetorepresent anyt hi ngthey w shed —
| asers, phasers, bl astersor what ever —but t hat our own pr ef er ence
inthe“of ficial” backgroundwasthat they wereaformof Particle
Beam Thi s does not neant hey are necessarilythesort of particle
weapons t hat ar e f easi bl e under current t echnol ogy —t hey woul d
be much nor e advanced, perhaps firingtypes of subat om c
particlesthat areyet tobeidentified. Theprobl ensof targetting
sol utionsonrapid ynovingtargetswhenthetransit tineof the
beami sstill neasurabl einml|iseconds (if not whol e seconds) are
still there, whichal l owsfor therandonfactor of dierollsinthe

hi t / danmage pr ocedur e; t hel esseni ng of hit and danage pot enti al
withrangeisaccountedfor by aconbi nati onof theincreasingly
inaccuratefiringsol utionandthe ef f ect s of beamspr ead and

di ssi pat i onover di stance.

The ot her weaponry i nbot hthe basi crul esandthi s vol unevari es
fromfairlyplausibl etodowright silly (theNovaCannonwas
originallytobecal l edtheFuttock Qun, but thi sisarather obscure
playtesters’ in-joke...); theoneconmonfactor isthat it hasal |
been devel oped t o enhance t he ganerat her t hat get bogged
downinaloadof mat hemati cs!

FASTER- THAN- LI GHT ( FTL) DRI VES:

Herewearereal | ygettingspecul ative. FTLdri ves have nobasi s at
all incurrent science, andaslikel yasnot w I | never befeasi bl e
(but see comrent s onl asers above. ..). However, no FTL makes f or
aprettyboringinterstellar canpai gn(...your crewwakes from
cryosl eepafter threehundredyearstofindtheenenyfleet has
got fedupwaitingandgonehone....) sowe havetocomeup

w t hsonet hi ng. Therei s ahugesel ectionof FTLideasinSF
literatureandfil ns, fromtheobvious“plot devicedrives” |i ke
goodol’ WarpDrivetonoreplausi bl e (or shoul dthat beslightly
I essinpl ausi bl €) concept si nvol vi ngB ack Hol es, Gl | apsarsandt he
like. 0 course, thereisa waysthelnfinitelnprobabilityDriveif
you ar e runni ng THAT sort of gane, but you' || havet owork out
your ownstatsfor thewhal eandthebow of petunias.......

For practi cal gane and canpai gn pur poses, the sort of systembest
sui tedi s sonet hi ngthat takes ashi pout of “nornal ” spaceinto
“Hyper space” (or Subspace, Overdrive, the Dynefi el ds, The Nowor
any one of a dozen ot her s dependi ng on your favourit e books),

but that al sotakes aneasurabl el engthof timetotransit between
stars. Theaut hor’ s personal preferenceisfor asystent hat

conpl etesthetripinanunber of short j unps t hr ough hyper space
rather thanonel ongone, withafair amount of tine (probably
hour s, possi bl y days) of real space“coasting” betweenjunpsto
rechargethedriveandpl ot thenext j unp.

For therecord, thisishowt he Tsukada- Krensber g (TK) Ori vei nour
own backgroundi s assunedto functi on:

Interstellar travel i sperfornedi naseriesof short (inrelative
terns) “junps” throughatinel essquasi-realitygeneral lycall ed
Hyper space. Eachj unp (whichmay al sobereferredtoasashift,
Shoot or Transit) nmoves t he shi p by anyt hi ng fromafew
lightmnutestoalittleunder onelightyear, dependi ngonthe
energy put i ntothedrive at t he nonent of j unp andt he proxi m
ityof theshiptogravitational influences—thenearer toagravity
wel | theshipiswhenthedriveisengaged, theshorter the

resul tingjunp. Thereisadefinitelinitingdistancefromany g ven
gravitywel I that i nhibitssafejunpi ngw thinit —ashi pnust nove
tooutsidethislimt beforeengagi ngthe TKDri veor ri sk seri ous

m shap (at best amsj unpor drivefailure, at worst total destruc-
tia).

Theactual junpi s percei ved byt he shi p’ s occupant s asi nst ant ane-
ous, but | eaves a deep subconsci ous nenory of di st urbi ng change
inthefabricof reality—asthoughtherecesses of the human n nd

canactual | yregi ster thetransitionthat t heconscious| evel s
cannot. Thi s ef fect causes nauseaanddi sorientationafter the
junp, whichif untreatedcanl ast for several hours; for thi sreason
nost Mlitarycrewsusespecialiseddrugstomni misetheafteref-
fectsandensurethat t heshipisconbat-ready as f ast as possi bl e
af t er j unp energence, especi al lyif several junps needt o be nade
inrelativel yqui cksuccession. G vilianvessel sandthoseonl ess
pressi ng schedul eswi | | spreadout t hej unps t o per haps one every
coupl e of days, and nost per sonnel and passengersw | | under go
junpasl eepintheir cabi nsw thjust askel etonbridgecrew
overseei ngt he aut onati cs and Al s conni ng t he j unp.

Thefast est cycl epossi bl ei s aroundonej unp per si x hours, but this
requiresthelatest Mlitarydrivesandpower pl antsal ongw ththe
nost sophi sti cat edj unp navi gat i on sof t war e and t r enendous
crewst ami na, evenw t hchenical assi stance. Ohaver age, naval
vessel s on nost ni ssionsw | | make one j unp per day.

Thel onger thej unp, thegreater thepotential i naccuracyinboth
thedi stancetravel | edandthefinal energencepoint. For this
reason, nost i nterstel | ar j our neys begi nw t hacoupl e of short

junps (necessarytofullyclear thegravitywell of thestarting
starsystem fol | oned by suf fi ci ent | onger hopstobringtheship
w thinafewlightdays of thedestinati onsystem Thevessel w ||

t hen nake a nunber of successi vel y shorter j unps, each of

i ncreasi ngaccuracy, topl aceit asnear aspossi bl etoi tsevent ual
target. Thefinal approach, under Normal Space propul si on, can
t hent ake anyt hi ng froma f ewhour s t o a f ewweeks dependi ng
ontheaccuracy of thel ast junpinsystemand howfinethejunp
navi gat or darestocut thegravitational limt.

Wien novi ngafl eet of shipstogether, thepotential errorsinthe
longm d-coursejunps neanthat it ishighlyunlikelythat all the
fleet will remai ntoget her t hroughout thej ourney —infact at

nost of t he bet ween-j unp peri ods each shipwi || beconpl etel y

i sol at edfrontherest by hugedi stances. For precisenilitary
operations, therefore, itisnormal practicefor thefleet tore-
assenbl ewel | out of thetarget systemandthen proceedi nsystem
i nasuccessi onof nuchshorter thannornal junmpsinorder to

nai nt ai n sorme senbl ance of cohesi ve fornati on.

NORMAL SPACE VES:

Herewe ar et al ki ng about t he propul si onunits usedtonove shi ps
about w thinstar systens, at sublight speeds. Thesearethedrives
usedfor interplanetarytravel andfor al | conbat nanoeuvri ng. As
t he novenent i n FULL THRUST i s avery rough appr oxi mat i on of a
“vect or” novenent system wi t h shi ps behavi ng nuch as t hey
woul ddoinreality, thisobviouslydoesnot fitinwthsoneof the
nor e pecul i ar fornsof sublight driveusedinSFliterature(for
exanpl e, EE “Doc” Smth' s“inertial ess” drivefromhi s Lensnan
saga, whi chal | owed shi pstostopdeador ski pabout withinstant
right-angl eturns, evenat i ncredi bl espeeds!). Basical |l yweare

| ooki ng at anoreconventional reactiondriveof sonekind, or a
typeof “thruster plate” graviticeffect. Reacti ondri ves coul dbe
anyt hi ngfromgoodol ' chenical rockets (not veryfuel -efficient!)
tonoreesotericplasmaor particl ejets, whil etheexi stence of
Gavitic(artificia gravityfiel dgeneration) technol ogyal | onsusto
postul ateadrivethat actsonthefabricof spaceitsel f toproduce
apropul siveforcew thout actual |y havi ngtothrownass out of

t he back of t he shi p.

I nthe FULL THRUST backgr ound, we have assured t hat t he | at est
“stateof theart” mlitaryshi psuse@Gav-thruster drives, but there
isstill plentyof scopefor ol der vessel si nservi cew t hcommer ci al
concerns and snal | er nati onst o have obsol et e dri ves such as

pl asma“torches” andthelike.

SCREENS AND OTHER SYSTEMS:

The oper at i on of Def ensi ve Screenswas bri ef | y expl ai nedi nthe
FULL THRUSTrul es: they areassunedtobe el ect romagneti c fi el ds
that di srupt and di ssi pat e sone of t he ener gy of anat t acki ng
parti cl e beamweapon. However, therei s nothi ngto stopyou
alteringthistofit any backgroundyouw sh, i ncl udi ng maki ng
themi nto“forcefiel ds” that al sodef endagai nst materi al objects
(railgunprojectiles, nssilesandthelike). Thiscoul dbejustifiedas
anof f shoot of Gravitictechnol ogy, as coul dvari ous ot her stapl e SF
i deas such as Tract or beans, Pressor beans and so on.

% are not evengoi ngtotry andexpl ai nsone of thethingsin
t hi sbook, suchastheRefl exH el d(P. 4) —thePBfactor i sjust too
hd....
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USI NGFULL THRUST | N OTHER

BACKGROUNDS:

Athoughit isperfectlyacceptabl etoplayaone-off battlew thout
any t hought bei ng gi vent ot he backgroundsettingof theaction,
havi ngsonei deaof theoriginsandintenti onsof thefl eets

i nvol ved does gi ve anextradi nensiontothe gane. The“official”
backgr ound gi veni nt he basi c r ul ebook and devel oped further in
thi s suppl enent i s j ust one possi bi | i ty anong count | ess ones dr ann
fromfilns, TV, novel sand (not | east) fromt he pl ayers’ owni deas
andi nagi nati ons. Several of the nore fanmous novi es and seri es
Wl natural lyspringtomnd, but hopeful | ythissectionw | al so
gui de you't ovar ds sone | ess- obvi ous set ti ngs.

V¢ cannot actual 'y print rul esfor using FULL THRUSTtosi mul ate
thebattl esinsoneof thebetter-knownsettings, astheyare

al ready | i censedt oot her ganes conpani es; sufficetosaythat
several pl ayers have sent usrul esi deas and conver si ons t hat
featureshipswthpointy-earedH rst Gficersandvery Scotti sh
Chi ef Engi neers (we’ re sureyou knowwhat we nean. .. .), and
nost of theseideas pl ayverywel | ; withalittlethought nost of
you shoul d be abl et o coneupw thsonethingverysimlar.

So, what about the sort of al ternati ve backgroundst hat we ARE
allowedtoprint?Vel |, aparticul arl yunusual but t hought -

provoki ngoneisthe“M ctorian Sci ence-F ction” t hene —t aki ng
asitsbasistheideathat, i nanal ternatehistory, spacetravel
becones possi bl ei ntheeraof Jul es VerneandH G V¢l |s. Bythe
cl ose of the 19t h cent ury manki nd has got afair way t owar ds

expl ori ng our own Sol ar Syst emusi ng spaceshi ps nade of boi | er -
plateandl otsof rivets! Thissort of background canbe pl ayedvery
si npl y usi ngj ust t he basi ¢ FULL THRUSTrul es —t he sral | er shi p

cl asses beconethelittl eQinboatsandtorpedoboats, thecapital
shi ps huge | unber i ng Space | roncl ads. For added f| avour, renane
t he weapons wi t h sonet hi ng mor e “peri od” (t he Pul se Tor pedo
beconesthe Truscott-R dl ey Mr k||| B her TorpedoD scharger...)
and consi der the “screens” torepresent t he degr ee of ar mour on
thevessel . Youcantinker withtherest of therul esasmuchor as
littleasyoulike, but renenber toreal | y hami t upwhil epl ayi ng—
EnglishGentlenen(“It was hel |, Garruthers—fourteenweeksin
spacew thout evenatrouser press..."), Mnocl ed Prussi ans,
Uwashed Anar chi stsandal | theother politically-incorrect

st er eot ypes you cant hi nk of !

Anot her enor nous ar ea of possi bl e backgroundnaterial i stobe
foundi n Ani mé (Japanese Ani mation) anditsprintedrel ative,
Manga. Thereisahugeweal t hof Science-HF ctionsettings herej ust
beggi ngt obeused, especi al | yas several of thefil nsandseries
featurel otsof spacecraft andsonetitani cbattlesequences. Sone
particul ar exanpl es ar e SUPERDI MENS| ONAL FORTRESS MACRCSS,
SPACE CRUI SER YAMATO, GALL FORCE, GUNBUSTER and t he

| esser - known LEGEND OF THE GALACTI CHERCES (whi ch f eat ur es
sone of t he nost anazi ng massed- capi t al - shi p engagenent s you

£ I
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coul dwi shfor). Many, of course, featurethat perennial Japanese
favourite—the Very B g Robot, or “Mecha”; t hese canrange from
t hereasonabl y- sensi bl e snal | i shtypes usedi n MACRCES and

MBI LESU TAUNDAM uptothereal lysillyhugeonesin
GUNBUSTER—great funif yoususpendyour di sbel i ef andtakeit
al at faceval ue.

If youwant tousetheverylargeMchatypesit issuggestedthat
thesearetreatedas“ships” intheir ownright, anduset he nor nal
desi gnrul eswi thperhaps afewspeci al tweaks for their unusual
nat ure; snal | er Mechamay betreatednuchlikefighters, operat-
ingingroups of upto6. A vennmany Mecha desi gners’ | ove of
usingl otsof sal vomissiles, it woul dbereasonabl et ouse

Subnuni ti on Packs as a naj or weapon t ype on Mecha of al | si zes
(and per haps wor k out asnal | er, short-ranged Subrmuni tion
systemfor thelittl e“MchaH ghters”).

(ne very “Ani mé- styl e” weapont hat has beenincl udedinthis
book i st he Vve Qun (see P. 3); thi swas strongl yi nfl uenced by t he
very bi gweapon syst ens usedi nseveral shows andfil ns, i ncl ud-

i ng YAMATO

[ For avery good r ef er ence on Ani né st ar shi ps, | ook f or a copy of
Mecha Pr ess magazi ne, i ssue no. 9, (produced by | ANUS PUBLI CA-
TI ONS, 2360 de LaSal | e Ave, No. 211, Montreal , Canada HLV2L1) -
thisparticul arissuecontai nsanin-depthlookat nany Ani né
spacecraft, i ncludi ngstatisticsfromwhi ch FULL THRUST desi gns
canbeeasi |y extrapol at ed. Thei ssue al sogave us ani cepl ugfor
FULL THRUST i tsel f - t hanks, guys!]

THE HUMOUR ELEMENT:

Sone pl ayerstakethei r gamngfar tooseriously (especiallythe
onesinthebrownanoraks...). FLLTHRUSTi sani deal antidoteto
an over dose of “serious gamng”, i nfact | cannot renmenber a
singl eganeof it inwhichat | east soneof theparti ci pants have
not beenreducedtorollingaroundonthefl oor aft er soneone
cracksaparticul arlyawf ul S=cliche.

Thereisquiteal ot of good SFhunour around i n books, TVand
filnsfromwhi chtogai ninspirationfor runningsonereal lysilly
garmes. “Red Dnarf” and“The H t ch- H ker’ s Qui de” ar e obvi ous
onesthat springtonind, asis Ml Brooks’ cl assicnovie
“SPACEBALLS’ (i f by any chance you haven’t seenit, goandrent
thevideothenwiteupsonmestatsfor Lone Star’s spacegoi ng

W nnebago. . . .) and t he wonder f ul bl ack comedy “ DARK STAR’
wthitssentient, tal ki ngbonis!

Just renenber whenrunni ngthis sort of ganethat hunour i s
general lynoreeffectiveinsnal | quantities—alittlesatirecan
oftenhit thenark nuchbetter thanapi e-i n-the-facejoke. | f you
gotoofar over thetopthegamew | | degeneratei nt ochaos,
whereas afewwel | -tinedbitsof sillinesswll |ivenuptheeveni ng
no end.

[

1=
]
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THE ASSAULT ON STARBASE 13:

Har ry Kowal ski was due of f shift i ntwenty mnutes, al ongw th
therest of hi smintenanceteam Hewascurrently cursingthe
thickfingersof hissuit gl ovesas hefunbl edt herepl acenent
AE-35nodul e agai nand j ust recapturedit beforeit spunout of
reach. The ot her el even nenbers of Harry’ s work t eaml ooked | i ke
ants craw i ngacross t he huge grey bul k of theLight Carrier; above
themt he great di sc of S arbase 13 al nost ecl i psedt he bl uegr een
spl endour of theworl dit circled. Harrywasj ust about tochinhis
mcsw tchandcal | Jenover togi ve hi mahandw ththerel uctant
el ect roni cs nodul e, when avoi ce he di dn’ t knowcane t hr ough

hi s hel net recei ver:

“ BULWARK Duty O fi cer t o Mai nt enance TeamCharl i e Four; you
guys had bet t er get your sel ves backtothestation. V&' ve got
troubl e com ngt 0 see us — comenci ng power - up i n si X m nut es,
al | EVApersonnel clear thearea....”

Va' Ksha' Voc of t he War Fam | y Voc’ Tcha st ood on t he Command
deck of hi s flagshi pandwatchedhiscrewhurryingtoreadythe
shipfor battle. Qhce agai nt hey had caught t he al i ens unpr epar ed
—hi s screenshowedthel argest shi pof the Hs Manstil | docked
agai nst their satellitestation, andthefewot her vessel swere
scatteredaroundi nnearbyorbitsinnobetter stateof readi ness.

H s navi gat or haddonewel | incuttingthei r Over spaceexit so
closeintothepl anet, andhi s subf ani |y woul d be r ewar ded.

Va' Kshacl ashed hi s mandi bl esi nanti ci pat ory pl easur e as he
i magi nedt he cel ebrati ons of anot her vi ctory over t he danger ous
aliensthat i nfestedthi sregionof space. .. ...

Thisscenarioisabattlebetweenthekra Vakinvadersandthe

def ender s of a NewAngl i an syst emi nst al | at i on known as S ar base
13. Theal i enf or ces have exi t ed Junpspace qui tecl oseintot he

St ar base, and have caught t he def ender s nappi ng—t he Li ght
Carrier ONSBul wark i s dockedt ot he stati onunder goi ng nai nt e-
nance andamnor refit, w thmany of her crewon shore | eave on
the Base andt he wor | d bel ow. Afewot her NACNaval unitsarein
parkingorbi tsaroundt hestationi nvaryi ngst at es of readi ness,
andthereisal soaFederal Sats EuropaQ ui ser onstopover duri ng
adiplomati cmssion(thereisstill nuchtensi onbetweenthe NAC
and t he FSE, andt he Feder al crewhave been causi ng pr obl ens on
thestationi nthetwodaystheir shi phas beeninsystem..).
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CBJECTI VES:

The Kra’ Vak pl ayer has afairly obvi oustask—todestroyanyor al |
hunan asset s he can, andi f possi bl eei t her destroy or capturethe
Sarbase. For afull wn, thekra' Vak pl ayer nust destroyal | the
NACvessel s, plusanyfightersthat the S arbaseactual |yl aunches
duringthegane; hecanthensit of f fromthestationandpound
it tosubmssion(oratons...) at | ei sure.

I f the NACpl ayer candrive of f theattackers, he has won anassi ve
victory(thisisprettyunlikely!'). Hsnajor priorityistoget the
BULWARK anay saf el y —i f hecanget the Carrier off thetabl eat

t he Deep Space edgethenit i sanNACvictory. | f any OTHERNAC
shi p(s) escapeof f that edge (w thout theCarrier) thentheganeis
adraw | f the FSEshi pescapesthenit i sprobablyadipl onatic

i nci dent!!

SET- WP

Sarbase 13i sl ocatedw thin12" of the P anetary endof thetabl e;
O\SBul wark i sexternal | ydockedtothestation, whileall other
shi ps (i ncl udi ngt he FSEQ ui ser) are parked (stati onary) w t hi n12"
of thestation, but w thnoshiplessthan6" fromany ot her.

The Kra’' Vak f orces ent er the t abl e f r omt he opposi t e ( Deep Space)
end, havingj ust droppedout of FTL. They enter at vel ocity 8, ona
coursedirectlyfor thestation.

Speci al Not e: NOshi ps may | eavet hetabl e by t he Pl anet ary edge,
as thi sistheboundary of the at mosphere—any shipattenpting
thisw !l suffer anuncontrol | edat nosphericentry.

FORCES:

NewAngl i an Pl ayer:
STARBASE13: SationaryQbital Installation

MASS 400, Danmage Poi nt's 100; 2 Fi ght er bays wi t h st andar d
H ghter G oups; Level -3creens, 4x PDAF, 5x ABatteries(all -
roundfire).

Thefol | ow ngshi psareal | standarddesi gns, as per thebasic
cl assesinFULL THRUST:

ONSBULWARK: Li ght Carrier.

ONSRELI ANT: Escort Q ui ser.

CNSTRURQ ONSVI NCENNES:  Dest royers.
ONSBR STAL, ONSARDENT: Fri gat es.
FSELi ght O ui ser AFFONDATCRE

NAC Speci al rul es:

1) The BULWARK i s power ed down at t he start of the scenari o,
hookedto S ationfeedsandw thal | systensof f-1ine. Eachturn
startingw ththefirst turn, the NACpl ayer nayrol | adi efor each
systemont he Bul wark; onaroll of 50r 6, the systemcornes on-

|'i neand may be used normal |y fromthenon. Oharoll of ONE the
systemistotal |l ydownandw || not beavail abl efor t hewhol e
gane—theonlyexceptiontothisistheDrives (nornmal and FTL)
whi chignorerollsof Landw || coneon-lineonaroll of 4, 50r 6
(notethefirst successful rol | wththenornal -spacelxives bri ngs
themto HALFt hrust, and a second success i s neededtobringthem
uptofull strength—exactlythereverseof danageresul ts). As
soon as t he Bul war k has nanoeuvri ng power it nay cast-of f from
thestation.

2) Al ot her NACshi ps arei nparki ngorbitsw thnost systens at

| owout put ; eachturn, rol| adiefor eachconpl eteship—onaroll
of 4, 50or 6it cones uptoconbat readi ness and may begi nto
nmove and fight; until thenthe shi ps havethei r DEFENS VEsyst ens
oper at i onal (PDAFs and Screens wher e appropri at e) but not hi ng
dse

3) hthefirst turn, rol | adiefor theFSEQ ui ser; onarol | of 1lor
2, it attenptstol eavet he syst emby t he deep- space edge wi t hout
engagi ngi nconbat (it nay novei medi atel y, asit isat ahigher
readi ness stat ethanthe NACshi ps—after all, itisal readyinsem-
hostileterritory!). ha3to6, theshipw | stayandfight al ong-
si dethe Angl i ans agai nst theal i eneneny; i nthi s case, however,
rol | agai neachturnfor theQ ui ser —onasubsequent rol | of 6it
Wl decidetoattenpt tow thdrawafter all .

Kra' Vak Pl ayer:

Al shipsarebasi cKra' Vak desi gns as gi venonP. 27.

YU BAKH Super dr eadnought .

S’VAK S’ AAT: Patrol Quisers.

DA ZAR DA FAKH Fri gat es.

KA SKU KA UCH KA KHE Strikers. (Seebel ow).

Kra' Vak Speci al Rul e:

The t hr ee STR KERS ( Cor vet t es) ar e manned by Expendabl es, crew
whose Subf am | i es have fai |l edt he War Fani | y i nsome way. At any
tinedesiredbythekra Vakpl ayer, these shi ps nay sel f - dest r uct
by del i ber at el y over| oadi ngt hei r Junp cores —t hi s vapori sest he

shi p, and causes 206 darmage (2- 12 poi nt s) t o any ot her vessel
wthin3" or 106(1-6) toanyw thin6".
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Introducti onby S eveB ease:

The backgroundf or Ful | Thrust was desi gned pur el y as anopti onfor
ganer s | ooki ngfor sonet hi ngt ouse, aswel | astoprovi desonebasi s
for thegrow ngranges of Ful | Thrust mni at ur es desi gned by VD
However whenpl ottingnmuchof it out, it was al ways at t he back of

bot hJon' sandny nindtonakeit as bal kani sed’ as possi bl eby onl y

| ooki ngat t hennaj or spacefari ngpoversandtoanextent creati nga
generi ¢ backgr ound, wher ei ndi vi dual ganer s coul di nt r oduce what ever
theyw shedw t hout upsettingtheappl ecart andcreatingthesort of
anonal i es youcanw thot her ganes systensi f youdon't fol | owt hei r
‘hstay exactly.

Largel yfor nyownsati sfacti on(andfor Jont ousewhennecessary) |
havefill edi nanunber of t hebl anks, especi al | yi ntheyear s bet ween
2101and 2183; thi sscenari oari sesout of oneof theninor i nci dents
fromt hi s expanded backgr ound. . .

2133: French Separati stsonthe outworl dcol oni es of Bret onneux,
Doul | ens and Gonpvi | | e decl areuni | ateral i ndependence fromt he
Federal S ats Europa. The FSEsends el enent s of t he Gol oni al

Legi on—nanel y t he 1e REP, 5thand 13t hDBLC toquel | the
insurrection. Resi stancefromnt heseparati stsproves stronger t han
antici patedandt he Legi onuni tsfindthensel ves pennedintothe
capi tal citiesandspaceportswheretheyl anded, besi eged by
Separati st planetarymlitiaunits. However wit ht heassi st ance of
of fworl dfiresupport fromFSENaval starshi ps, the Legi onnai res
final |l ysucceedinbreaki ngout, snashi ng much of t he Separati sts’
“regul ar” f or ces bef or e bei ngdrawni nt oavi ci ous and| ong-
runni ngguerrillawar withpartsof theindi genous popul ati on.

2165: The Thi rd Sol ar Vér br eaks out as NACforces attackt he

ESU Soonthe FSEj oi nst he ESUandt he NSL si deswi tht he

Angl i ans. The Gonfederationlntel | i gence agenci es suppl y covert
ai dtotheFrench Separati stsviathesynpat heti c Dut ch gover n-

nent.

2169: Separati st guerrillasonBretonneux andDoul | ensfinally
succeedi noverthrow ngthe Federal garrisonsonthecol onies. A
simlarinsurrectionattenpt onGnpvillefails, however the
guerrillawar therecontinues.

The French Republ i c on Br et onneux and Doul | ens was onl y t o | ast
four years bef oret he FSEf orci bl y t ook t he col oni es back under
their wing. Duringthisbrief period, honever, the Republ i cans
provedavery pai nful thorninthesideof theFSE especiallytheir
snal | and rat her nakeshi ft Naval force whi ch scored nany

not abl e successes agai nst FSEconvoys.

Thi si nci dent i s oneof nany. . .
SCENARI O

FSEf or ces have beenatt enptingtoprovi detheir forceson

Gonpvi | | e wi t h nuch needed f ood and nuni ti ons as t hey hol d out
agai nst nati onal i st i nsurrectioni stswhohaverecent!lyoverrunthe

garri sons on Br et onneux and Doul | ens. The gar ri son commander i s
confident that as| ongasthe Navy can suppl y t hem t hen he

shoul dbe abl et o hol dout agai nst t herebel | i ous col oni sts.

The Federal Navy seeslittleprobl em after all theyareanaj or
spacefari ngpower, theinsurrectioni stspossessi ngonlyafew
obsol et e capt ured vessel s, crewedw t hi nexperi enced anat eur s
andretiredgeriatrics....

SET- WP

The FSEconvoy ent er s fromone end of thetabl e at vel ocity 12
and nust exi t the ot her end, whi chrepresent st he at nospher e of
Gonpvil l e, at avel ocityof 3(after al |l what’ sthepoint of getting
thisfar andsl anmmingintothepl anet?!). The Frenchf orces can
appear fromeither si deof the boardat thei r commander s

di scretionandat what ever vel ocitytheyw sh. Becausethey’' re
great funput threeor four asteroi dsonthetabl ei norbit around
thepl anet .

[ Speci al note: i f desired, pl ayersshoul df eel freetousethe

P anetary Qbit rul esonP. 13 0of thi s book, andact ual | y r epr esent
Gonpvi | 1 enear oneendof thetabl e; i f thisoptionistaken, adj ust
therequiredorbital entryvel ocitytosuit whatever nodel or

nmar ker youareusi ngtorepresent thepl anet, i naccordancew th
thenewrul es.]

L

Itisinportant that the FSEpl ayer i s unawar e of t he conposi ti on
of theSeparati st Frenchforces. | f yoususpect that hei sinposses-
sionof thisinformation, anunber of al ternativeoptionscanbe
i mpl enent ed and ar e advi sed bel ow.

Federal Stats EuropaPl ayer:

Thr ee st andar d Heavy Frei ght ers: MASS60, 15 danage poi nt s,
thrust rating2. Httedwthlevel —1screenand1xChattery(3arc
fire), pl us2x PDAFsyst ens.

Two Escort Qrui sers, MASS26, 13danmage poi nts, thrust rating4.
Fttedwthlevel —1screen, 3xBbatteries(3arcfire), 1x ADAF
and 1 x PDAF

Three Fri gat es, MASS10, 5danage Poi nts, thrust rating6. Ftted
wthlxBbattery(3arcfire), 1xChattery(3arcfire) and2x
PDAF

Separ ati st French M ayer:

ThreelLi ght Qrui sers, MASS22, 11 Danage Poi nts, thrust rating6.
Fttedwthlevel —1screen, 3xBbatteries(3arcfire), 2x PDAF

Three Destroyers, MASS14, 7 danage poi nts, thrust rating®6.
Fittedwth2xBbatteries(3arcfire), 2x PDAF

VI CTORY CONDI Tl ONS:

The FSEpl ayer needstoget at | east twoof theFrei ghtersinto
orbit around Conpvi | | e, wherethey’ || cone under t he prot ection
of thel oworbital andground-based def ence f or ces. He shoul d

al sotryandmni msel osses of hi snaval forces, andbyexitingthe
“ Deep Space” edge of thetabl e opposi tethepl anet, can engage
FIL

The Separ ati stsneedtocapturetwo of the Frei ghterstow n, by
boar di ng t hemand over com ngt hei r crews (seet he Boar di ng
rulesonP.7), however theyw || get aw nni ngdrawi f whil st t hey
don’ t succeedi nthi sobj ective, theyprevent theFSEful filling
thars.

Toaddalittl espice, theSeparati st pl ayer has soneoptional forces
at hi s di sposal WH CHMJST BE KEPT SECRET FROMTHE FSE UNTI L
USED!

Basi cal | y t he synpat het i ¢ Dut ch gover nnent has sent t wo Heavy
Qui sers[ MASS32, 16 danagepoi nts, thrust rating4. Fttedwth
level —1screen, 1xAbatteryand3xBbatteries(3arcfire), 1xC
battery (3arcfire), plus1lxADAFand 1x PDAF] toj oi nt he French,
provi di ngthe FSEdo not fi nd out about t he Dut chi nvol venent .

I f the Frenchpl ayer deci destousetheDutchvessel s(thisisstrictly
hi s choi ce) theyw || enter theboardfromeither sideof thetable,
but nonorethanhal f way t owards t he FSEentry edge. The cat ch

i sthat oncetheseDut chshipsarecommitted, the Separati st forces
nust ensur et hat no FSEvessel escapes fromt hetabl e vi at he Deep
Space edge (andt hus cango FTL) . Shoul d any FSEvessel succeedin
escapi ng and engagi ng FTL (r eachi ng Conpvi | | e does not count
due t o communi cat i on probl ens), thenthe Separati sts havel ost
regar dl ess of what ever el se has happened.

Shoul d you suspect t hat t he FSEpl ayer i s anar e of t he Dut ch
optionandi sgeari nghi stacticsaccordingly (eg: byl eavinga
vessel | urkingnear theFTLexit edge, readytorunforit), then
doubl e bl uf f hi mand have t hese t wo vessel s as ei t her NACor
ner cenary vessel sfor whichhe' |1 gai nnovictorybyexitingthe
tabl e. I1f hedoes know, but i s bei ng sportingand pret endi ng he
doesn’ t, thenplaythescenarioasit i sdesi gned.

THEBATTLE CF STI GI V-

Thi sisthe RULL THRST sect i onof aconti ned FT/ HALLH REscenari o by
Jim/gbster, origina |l ywittenfor thi sbookbut al sopublishedinRol e
A ayer | ndependent nagazi ne, vol . 2no. 2., al ongw thanaddi ti onal
sectiontocover thegroundacti ononSi gl VusingtheHel I firerul es. V&
areprintingtheorigi nal Space Gniat part of thescenari ohere, wth
Jimski ndpermissi on. Asisusual wthJimsrul es, nopoi ntsval uehave
beengi venfor ei ther si de—theforcesaredetermnedtosuit the

scenari orat her t hanbyabstract cal cul ati on!

The scenari oconcernstheconflictinginterestsof twol arge
corporations, | ngaman Consol i datedandH Q V. Gorp, bot h of
whomar e (very nonminal | y!) under theoveral | jurisdictionof the
sect or governnent i nthe f ormof the Protectorate.
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I nganoan have asnal | chenical productionfacilityonthe
sparsel y-settledoutworl dof SiglV, whichiscurrentlyunder
attackfrom ocal i nsurgentscovertlysupportedbytheirrivals,
HQV. (whoal so, unsurprisingly, haveindustrial interestsonthe
pl anet and woul d be qui t e happy t o see | nganoan out of t he
pictue).

FORCES:

Inanattenpt tosupport their interestsandprotect their property
and per sonnel , | ngamoan Consol i dat ed have nust ered a snal |
militaryforceconsistingof thefol | ow ngshi ps:

[Notethat wherecertai ndetail sof shipspecificationsareomtted,
eg: Thrust | evel sand Massratings, theseareassunedtobeasfor
the“standard” shi ps of thesecl assesintheoriginal rul ebook. ]

The Troop Transport “Satyr” withits enbarked Satyr Bri gade
(asdetailedinthe FULL THRUST/ HELLFI REI NTERFACEON P. 19) ;

The Scout Shi ps Ml i ei re, N aga and Showna, each nounti ng
one CBatt ery and one PDAF (Scout s are t hel ar gest t ype of
mlitaryshipthat theProtectorateal | owsprivateconpani esto
bui | dand own—i ntheory, anyway. . ..);

The Fri gat e | ngampan, commanded by Conpany admi r al

Thur | owKor onka, nounti ngone Bbattery, one CBattery andtwo
PDAFs (sooner or | ater, the | nganoan Consol i dat ed Boar di s goi ng
tohavetoanswer sonedifficult and enbarrassi ng questi ons

about j ust howt hey acqui redthe Fri gat e, andwhet her it had

anyt hi ngtodowi t hthe nyst eri ous di sappear ance of t he Prot ec-
torateFrigateH awai neat round about thesanetine...);

Thel ast shipintheescortinggroupisactual lya*“Q Ship” (see
rulesinFull Thrust), theVasquo, provi ded by Wi x I nterfrei ght
and commanded by Conpany Commodor e Vor mSt eenkanp. The
Vasquoi s bui It onthehul | of anExpl orati onQ ui ser, and nount s
one ABattery, twoBBatteries, two PDAFs, oneadditional F reCon
system al evel -2 Screenand one F ght er Bay (thefightersfronthe
Vasquowi | | not take part i nany ground- support acti ons, but wll

fight intheSpacebattle). Wi x spossessi onof ashiplikethe
Vasquo i s anot her synpt omof the Protectorate’ srather | ax
noni t ori ng of conpany shi ppi nginthissector.

Inresponsetothisthreat froml nganoan, H Q V. Gor p have st at ed
that theyw Il utilisethei r onnfl eet assetsinsyst emt o prevent
“interference” withtheinsurgent operations goi ng on down

bel ow; whi chtheyclai mtobeal egiti nate peopl es’ upri sing

agai nst t he oppr essi ve pol i ci es of | nganoant owards t hei r

vor kers.

TheH Q V. uni tsinthesyst emconsi st of :

Three Heavy Frei ghters, HQV. 11, 13 and 24. Each nount s
one CBatteryandtwo PDAFs. At present, HQ V. 13i s bei ng
loadedinorbit aroundStiglV, HQV. 24isalreadyful | yl oaded
and standi ngof f awai tingdeparture, andH Q V. 11i s enpty and
wai tingitsturnfor | oadi ng.

The H Q V. Whol der, a Q Shi p and fl agshi p of Conpany Admi ral
Peggy- Sue Shul kov. Li ket he Vasquo, t he Uphol der i sbuilt onan
Expl orationQuiser hull; itisinsystentoescort thethreefreight-
ers. The Wphol der nount s one ABattery, twoBBatteries, two
ADAFs and an addi ti onal F reConsystem

H Q V. has one ot her (dubi ous) asset i ntheformof their A an-
etaryInterfaceShuttle, theStigianDrt Rat (nanedafter a
particul arlyobnoxi ous | ocal rodent that nevert hel ess pl ays akey
part incertai nof thepl anet’ s chenical productionprocesses). The
shuttleisusedtohaul naterial suptotheHQV. freightersin
orbit; it hasnoFTLcapability, butitsmainDrivesareThrust 6(to
hel pit tooverconethepl anet’ sgravitywell). TheDrt Rat hasa
MASS of 50, and mount s a sur pri si ng amount of or dnance —two C
Batteries, one BBattery and one PDAF.

SET- WP
The H Q V. Qor p shi ps ar e spread out over t he pl ayi ngarea; Nos.
11 and 24 ar e near t he “ Deep Space” edge (t he | nganoan f or ces’
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arrival edge) al ongw t hthe Whol der, whil e No. 13i sl oadi ngin
orbit adj acent totheopposite (P anetary Obit) edge. In1D6turns,
theDOrt Rat will arriveontheP anetaryedgeafteritslongclinb
fromthesurface, torendezvouswithH QV. 13.

The | nganoan f or ces ent er fromt he Deep Space edgeonturn;
their objectiveistoget theSatyr saf el yacrosstheboardandfor it
topassthrougha6" wi de Gbital Entry Wndowi nthe m ddl e of
theM anetarytabl eedgeat avel ocityof 2or | ess (andstill wth
nanoeuvr i ngpover toenabl eit toenter orbit).

SuccessingettingtheSatyrintoorbit inthiswayneansthat it wll
beabl etolaunchitsshuttl esandl anditstroopcontingent,
allowingthegroundbattletobefought. If youarepl ayi ngthe
spacebatt| easastand-al onescenario, thisisavictoryfor the

| ngarmoan pl ayer .

Shoul dthe Satyr fai |l toreachthepl anet at al | (by bei ngcri ppl ed
or destroyed), itisaclear-cut victoryfor theHQV. pl ayer;

however i f t he Satyr reaches t he Fl anet ary edge but m ssest he
orbital window(or hitsit at toohighavel ocity), thenroll 1diefor
eachof theshuttlesandfightersaboardher:

halor 2, thecraft does not managet ol aunch bef oret he Sat yr
burns up, or el sel aunches but i sunabl etocontrol itsentryand
bur ns up anyway —ei ther way it i s destroyed.

ha3or 4, theshuttl eor fighter successful |yl aunches and nakes
asem-control l edentry, endi ngupforce-1andi ngonthew ong
continent entirely.

habor 6, thecraft nakesacontrolledentryandendsupinthe
correct pl acefor theintended! andi ng.

[Notethat thistabl e may al sobeusedfor ANYescape attenpts
fromshi ps suf f eri nguncontrol | edat nosphericentry, asinthe
rulesonP 14.]

I f t he | nganoan pl ayer t hus manages to get at | east SOMEoOf hi s
groundforcesontothepl anet, evenif theSatyrislostinthe
process, the gane shoul d be consi dered ei t her adrawor at best a
nar gi nal vi ctory for oneside, dependi ngonj ust what proportion
of theassaul t forceactual | yl andsaf el y.

Thi s scenari ocanbegi venabit of added spi ce by “rol epl ayi ng”

t he vari ous Commander s i nvol ved; t hi s can of cour se be done f or
ANYscenario; inthiscasethenotivationsof thenaj or characters
areasfol | ows:

Gonpany Admi ral Shul kov (H Q V. Whol der): Shul kov’ s mai n
objectiveistoprevent alandingat all, but i f anytroops do get
down t hen she nust attenpt toget her shipsoff-tableat the

Deep Space edge sot hat t he Frei ght er s can escape andt he

uphol der canl urkonthesystentfringe, asapercei vedthreat totie
down sone of t he | nganoan shi ps i ndef ensi ve duti es.

Conpany Adniral Koronka (Frigatel ngamoan): todestroy as
nuch as possi bl e of the H Q V. shi ppi ngi nsyst em whi | eensuri ng
thesaf el andi ngof the Satyr Bri gade. H s ownshi p’ s val ue (and
relativeirrepl aceability) totheGnpanyisnot tobeforgotten;

t he Scout shi ps ar e nor e “ expendabl e”, however!

Conpany Commodor e St eenkanp (Vasquo) : t o support the Satyr
assaul t as he has been contract edt odo, but he nust NOT put hi s
vessel i nany seri ous danger for t he sake of anot her Cor por a-
tio.....

SCENARI OQUTLI NES:

Thefol | owingarebrief outlinesof other Scenarioi deas, tobe
usedasinsprirationfor devel opi ngyour ownful | Scenari os; nost
of t hemwer e devel oped (or ni ckedfrom*hi stori cal Naval " i deas)
by S eve B ease and Janes d ay, andwereori gi nal | y publ i shedina
slightlydifferent form nRol epl ayer | ndependent. [ The“Free For
A'l” ideaat t heendwas used by t he Aut hor for participation
ganes at conventi ons, and proved very successf ul at educati ng
newpl ayers. |

“YOU CALL, VE HAUL":

Fol | owi ng a maj or space battl e, a Superdreadnought has been
crippl ed by eneny fireand abandoned by i ts crew. Nowone
player’ sforceisattenpti ngtorecover theshipfor repair, by

tow ngitintoplanetary orbit usi ngaHeavy Frei ghter. Two Escort
QG ui sersaresuppl yingprotecti ontotherecoveryvessel .

L

Asnal | enenyforcearrivesintheareawhil etherecoveryisunder
way, wi ththeintentionof stoppi ngtheoperation.

Theat t acki ng f or ce shoul d consi st of nost|y snal | shi ps, say a
coupl e of Destroyers, aFrigateor two and maybe f our Corvettes.

The Super dreadnought i scurrently “ontow behi ndthe Frei ghter,
w ththenodel s 2" apart. They arenovi ngat Vel ocity 4 (4" per
turn) towards onetabl e edge desi gnat edas thedirecti onof the

pl anet.

Al t houghcri ppl ed, t he Super dreadnought i snot entirely“deadin
thewater” and actual | y has asnal | sal vage cr ewon boar d who
have nanaged t o bri ng one Fi r eCon syst emback on-1i ne, one “ A’
Batteryuptoful | power andtwonoreBatteriesto“C' cl ass
status. The shi phastendanage pointsleft. Eachturnof the

battl e, the Recovery pl ayer nay rol | oncetoseeif thesal vage crew
canget anot her of t he Fi reCons wor ki ng, needi ng6for success.

No ot her syst ens ont he Super dr eadnought nay be r epai r ed -

t hey ar e t oo badl y damaged.

Natural Iy, theattackers knownot hi ng of t he st at e of t he Dr ead-
nought - t hey assure t he onl y opposi tionwi || conefromthe
Escort QUi sers.

Theattackersw || winif they candestroy bot ht he Dr eadnought
andtheFreighter, but wll | oseif theseshipsnmanagetoexit the
edge of theboardor i f theattackers suffer over 50%d ossesto
their force.

BROUGHT TO BAY:

Fol | owi nganencounter witha“Q Ship”, aloneBattl eshi prai der
has | ost i ts FTL Dri ve and has nowbeen det ect ed by asnal | eneny
forceof twoHeavy Orui sers andtwo Destroyers. However, hel pis
ontheway: eachturn, theBattl eshi ppl ayer mayrol | onedie- on
aroll of 6reinforcenentsarrivetoassist; rol |l agai n, andascor e of
lbringsonaFrigate, 2aDestroyer, 3tw Destroyers, 4anEscort
QG ui ser, 5twoescort G ui sersand6akHeavy O ui ser.

M ctory hingesontheprotectionor destructionof theBattl eship.
RESCUE UNDER FI RE:

Qne pl ayer has asnal | expl orat ory t eamon an ast er oi dt hat
shoul d be pl aced near one end of thetabl e. Theteami sthreat-
ened by at t acki ng f or ces, andt he owni ng pl ayer nust get tothe
asteroidand| oadtheteam thenget back of f t hetabl e agai n

w t hout bei ng dest r oyed.

Covi ousl y, care nust bet akenwhen appr oachi ngt he ast eroi d
(youdon't want toramstrai ght i ntoit, doyou?). If youreal |y
want sone f unthen maket he ast eroi danovi ngone. .. ..

The “pi ckup” shi p (whi ch shoul d not be anyt hi ngt oo power f ul ,
sonet hi ngl i keanEscort O ui ser woul dbei deal ) enetershbythe
edge furthest fromtheasteroi d, and nust conetovel ocity zero
w thin6" of theasteroid- or nust mat ch courseandvel ocityw th
itifitisnoving- andspendoneturntherewhiletheteamare
shuttledover toit. It naythenstart toaccel erat e agai nand nake
arunfor thetabl e edge by whi chit entered.

The opposi ng shi ps shoul dbe asnal | force of perhaps aLi ght

Q ui ser andacoupl eof snal | escorts; theyarriveon-tableinturn
one f romone of t he si des adj acent tot herescuers’ entry edge,
andthei r mssionistoeither (a) prevent the pi ckup bei ng nade,
or (b) todestroytherescueshi pafter thepi ckupthuskiliingthe
t eamanyway.

FREE- FCR ALL:

Thisisnot real |l yascenarioat al |, but i saverygoodway of getting
newpl ayersintroducedtothe FULL THRUSTrul es. Basical ly, al | you
doi s gi ve each pl ayer (we have had as nany as ei ght at atine!) an
identical ship-aHeavy Q ui ser eachisideal - andsit themal |
roundthetabl e. Put afewstationary (or noving) asteroi dsinthe
mdd eof thetabl e, thenjust | et thepl ayers|ooseinanall -
against-al | fracas. Nornal lytheyw || start tonaketheir onnlittle
al | i ances bet weent hensel ves, but will sonnlearntheerror of
trustingsoneoneel sewhoal sohasgunsontheir starship.......

Thisall nmakes for averysillybut anusi ng gane, and we have
foundthat evenpl ayerstotal | ynewtotheganew | | bepl ayi ng
qui tehappi | yafter just acoupl eof turns.




MODEL AVAI LABI LI TY

I't i s nowtwoyears sincethe FULL THRUSTrul es wer e publ i shed,
and obvi ousl y changes have occurredi ntheavai | abi | ity of sone of
t he st ar shi pmodel st hat wererevi enedi nt herul ebook. As
before, al | theinformationpresentedbel owi s giveningoodfaith,
andisbelievedtobecorrect asat thetineof witing.

Ref erences to certai nnodel s, ranges and ot her gane syst ens/
backgroundsinthefol | owi ngsectionarefor revi ewand conment
pur poses onl y, andnochal | engei si ntended or shoul dbei npl i ed
toany Tradenar ks, Gopyrightsetc.

OWVD ( COPELAND SMCDELS) : The “of fi ci al ” FULL THRUST r ange
fromOVD(avai | abl e by mai | order fromGZG and al so pr oduced
under | i censefor t he USAby Geo- Hex) i sgrowi ngveryfast, aswl |
beseenfromthecurrent |istingsagivenlater i ntheseappendi ces.
Inadditiontothese, weat GRONDZEROGAMESare al sostarting
toproduce soneitensoursel vesinbothresinandnetal , to
conpl errent the CMDranges. Witeto GZGat t he address ont he
back of thi sbook for | atest i nfornati on(SSAEappreci ated!).

| RREGLARM N ATURES: Sorre packs of (rather | arge) space
“fighters” arenowavail abl e, al ongw thafewnewl arger shi ps

i ncl udi ng sonerevi seddesi gns. Sill verynuchthe*“cheapand
cheerful " endof thenarket, but excel | ent for budget fl eets.

Cl TADEL M NI ATURES/ GAMES WORKSHOP have del eted thei r
“SpaceH eet” gane, andal ongwi thit themniatureslines; this
doesneanthat at thetineof witingmany of their storesare
sellingoff theshipsat verysillyprices, sobearingi nnindt hat

t her e AREsone very ni ce nodel sintherange, thiscoul dbea
goodti netoexpandyour fleet very cheapl y!

|I. C E haveadded sonevery useful “bio-alien” stylecraft totheir
S | ent Deat h™spacef i ght er range —excel | ent f or our new

SA' Vaskurul esinthi sbook. . ..

RARMhavej ust rel easedthefirst of theofficial “Travel | er —The
NewEr a” st ar shi ps under | i censefrom@W | havej ust recei ved
sanpl es of t hese fromt he UKi nporters, RCBI NSCNI MPCRTS,
and nust say t hey | ook good. Al t hough amuch | arger scal et han
the QvDrange (ny guess i s that they scal e out at sonethinglike
1/600- 1/ 700), therearesonethat woul dfit inverywel | withthe
ot her shiplines—especi al | yas nerchantsandot her anci |l ary
vessel s. Checkt hese out at your | ocal ganes shop.

Qnetotal |y NEWirmisset toappear onthe narket very soon,
under t he name MERCURY M NI ATURES; run by Ji mLanger,
Mercury w | | be produci ng sonevery “di fferent” starshi ps

(i ncl udi ng sone “ Bi oshi p” styl e ones as showni nt he Sa’ Vasku
rules....) that shoul dnost!y be conpati bl ew t hthe QvDshi ps and
ot her ranges. W& at GZGhope t 0 be st ocki ng t hese shi ps as soon
astheyareavail abl e, sopl easecontact usfor further infornation.
Ausef ul sourceof attractivebut wel | -pri cednodel s has popped
upinthetoyshops recently—theM CROMNCH NEScol | ecti ons
of Sar Trek™shi ps! Thesearesetsof threesnal | soft-pl asti cships,
fullypai ntedandfini shed, of vari ous shi psfromtheorigi nal TV
series, thenovi esandthe Next Generati on™pl usthereisevena
Deep Space N ne™set now) . Rel ativescal esvaryw dely, asall the
nodel s ar e about t he sane physi cal si ze; t hey do however nake
veryuseful acquisitionsifyoulikeSar Trekstyl eganes. Aswith
many t oy r anges t hese nay not be around | ong, so grab sone

whi | e you can!

THE“ FULL THRUST” STARSH P RANGE:

Thi srangei s cast i nwhi tenetal by QMDesi gns, usi ngt he FULL
THRUST nare under | i cence from&G | nthe WKand Eur ope, the
shi ps areavai | abl eby mai | order excl usi vel y fromus at &ZG

UK and over seas cust oner s (excl udi ng Nort h and Sout h

Areri ca) shoul d cont act &ZGat t he addr ess ont he back cover of
thi sbook, topl aceorders or request updat esonrangeavail abi lity;
ki ndl y encl oseastanped SAEwi thal | enquiries, or threelnterna-
tional Repl y @upons (I R3) for overseasenquiries. Afull illus-
tratedcatal ogue of al | our ranges of SFgam ng nodel s, figures
andrul esin25mm 15mm 1/ 300 and 1/ 2400 scal es i s avai | abl efor
£1.00(WK) or 5x | RGs.

UK Post and Packi ng on nodel s i s 10%of order val ue.

For USA, Canadi an and S. Amreri can custoners, the FULL
THRUST S arshi pMni aturesrangei s currently bei ng produced
under | i cense by CAPR GORNSPACE (a di vi si on of GEO HEX), 2126
NorthLew s, Portland, G egon97227, USA for distributiontothe
Hobby t rade t hr oughout Nort h and Sout h Aneri ca. Pl ease cont act
Capri corn Space/ Geo- Hexfor current pricesandavai | abilityof the
range, or ask your | ocal Hobby Storetocontact t hemfor deal er

i nfornati on.

The NEW ANGLI AN CONFEDERATI ON (NAC):

FT 101A R restorml | cl ass A GHTERS( pack of 12)

FT 102A Harri son cl ass SOOUTSH PS( pack of 4)

FT 103 Arapaho cl ass GCRVETTES ( pack of 3)

FT104 Myazaki cl ass FR GATES(pack of 2)

FT 105 Ti conder oga cl ass DESTROYERS ( pack of 2)
FT106 Hoshinocl ass LI GHT CRU SER

FT 107 Furi ous cl ass ESCORT CRU SER

FT 108 Vandenbur g cl ass HEAVY CRU SER

FT109 Myjesticcl ass BATTLECRU SER

FT110 Mctoriacl ass BATTLESH P

FT111 Aval oncl ass BATTLEDREADNOUGHT ( Heavy Bat t | eshi p)
FT112 Val | ey For ge cl ass SUPERDREADNOUGHT

FT 113 Inflexibl ecl ass LI GHT FLEET CARR ER

FT114 Ark Royal cl ass FLEET SUPERCARR ER

The EURASI AN SOLAR UNI ON (ESU) :

FT 201B Kat yacl ass FI GHTERS (pack of 12) (newdesi gn)
FT 202A Lenov cl ass SOOJTSH PS( pack of 4)

FT203 Nanuchkacl ass OCRVETTES ( pack of 3)

FT 204 Novgorod cl ass FR GATES ( pack of 2)

FT205 Wérsawcl ass DESTROYERS ( pack of 2)

FT 206 Tibet cl ass LI GHT CGRU SER

FT 207A Bei j i ng/ Bcl ass ESQORT CRU SER

FT208 Corshkov cl ass HEAVY CRU SER

FT209 Manchuriacl ass BATTLECRU SER

FT210 Petrogradcl ass BATTLESH P

FT211 Rostov cl ass BATTLEDREADNCUGHT ( Heavy Bat t | eshi p)
FT212 Komarov cl ass SUPERDREADNOUGHT

FT213 Konstantincl ass ATTAGKCARR ER

FT 214 Tsi ol kovsky cl ass LI GHT CARR ER

The KRA' VAK (Al i enforces):

FT401 Ra Sancl ass Fl GHTERS( pack of 12)

FT402 Lu Dek cl ass | NTRUDERS ( SOQUTSH PS) ( pack of 4)
FT403 Ka' Tak cl ass STR KERS( QCRVETTES) ( pack of 3)
FT 404 Da’ Kak cl ass FR GATES( pack of 2)

FT405 D’ Tok cl ass DESTROYERS ( pack of 2)

FT406 Vo' Bok cl ass HUINTER( LI GHT CRU SER)

FT407 S’ Tekcl ass PATROL CRU SER

FT 408 Va’ Dok cl ass HEAVY CRU SER

FT409 Ti’ Dekcl ass BATTLECRU SER

FT410 Ko Vol cl ass BATTLESH P

FT411 Lo Vok cl ass BATTLEDREADNCUGHT ( Heavy Bat t | eshi p)
FT412 Yu’ Kas cl ass SUPERDREADNOUGHT

FT413 Ko’ Sancl ass STR KECARR ER

The NEU SWABI AN LEAGUE (NSL):

FT501 Adler cl ass FI GITERS( pack of 12)

FT502 Fal ke cl ass SOQUTSH PS( pack of 4)

FT503 Sroschencl ass CRVETTES( pack of 3)

FT504 Ehrenhol dcl ass FR GATES( pack of 2)

FT505 Vel dbur g cl ass DESTROYERS ( pack of 2)
FT506 KronprinzWI hel mcl ass LI GHT CRU SER
FT507 Radet zky cl ass ESOCRT CRU SER

FT508 Markgraf cl ass HEAVY CRU SER

FT509 Maxinilianclass BATTLECRU SER

FT510 MariaVon Burgund cl ass BATTLESH P

£0. 95
£0. 95
£1. 45
£1.65
£1.95
£1.45
£1.95
£2.45
£3.95
£4.45
£4.95
£7.95
£6. 45
£7.95

£0. 95
£0. 95
£1.45
£1.65
£1.95
£1. 45
£1.95
£2.45
£3.95
£4.45
£4. 95
£7.95
£7.95
£6. 45

£0. 95
£0. 95
£1.45
£1.65
£1.95
£1. 45
£1.95
£2.45
£3.95
£4.45
£4. 95
£7.95
£7.95

£0. 95
£0. 95
£1.45
£1.65
£1.95
£1. 45
£1.95
£2.45
£3.95
£4. 45

FT511 Szent | stvan cl ass BATTLEDREADNOUGHT (Heavy Bat t | eshi p) £4. 95

FT512 Von Tegett hof f ¢l ass SUPERDREADNOUGHT
FT513 Der Theuer dank cl ass CARR ER
MERCHANT, SUPPCRT and CI VI LI AN SHI PS:
FT301 BExxonj upiter cl ass BLKTANKER(resi n&netal kit)
FT302 d arke cl ass EXPLCRATI QV SURVEY CRU SER
FT303 Sarbase —kit of nodul ar resin&netal sections
FT 303A S ar baseext ensi onsection(resin, tofit FT303)
FT304 SystemDefencelnstallation
(based on FT 303 desi gn, resi n&netal )
FT 305 Hanburgcl ass Heavy Mbdul ar Frei ght er
FT 305A Frei ght er ext ensi onsecti on&extracargo pods f or FT 305
FT 306 Bustler cl ass Deep Space Tug
FT307 Antaresclass|nner-SystemShuttle(interfacecapabl e)
FT 308 Medi umFrei ght er
FT309 Medi umFreighter (alternativeto308)
The FEDERAL STATS EURCPA ( FSE):
FT601 Mragel Xcl ass Fl GHTERS (pack of 12)
FT602 Mstral cl ass SOOUTSH PS(pack of 4)
FT603 At henacl ass GCRVETTES ( pack of 3)
FT 604 |bizacl ass FR GATES(pack of 2)
FT605 San M guel cl ass DESTROYERS ( pack of 2)
FT606 Suffrenclass Ll GHTCRU SER
FT607 M ancl ass ESCORT CRU SER
FT608 Jerez cl ass HEAVY CRU SER
FT609 Ypres cl ass BATTLECRU SER
FT610 Ronacl ass BATTLESH P
FT611 Bonapart e cl ass BATTLEDREADNCUGHT ( Heavy Bat t | eshi p)
FT612 Foch cl ass SUPERDREADNOUGHT
FT 613 Bol ognacl ass LI GHT CARR ER
FT 614 JeanneD Arccl ass FLEET CARR ER

£7.95
£7.95

£5.95
£4. 95
£6. 95
£1.95

£4. 95
£3.95
£2.95
£2.45
£1.65
£2.95
£2. 95*

£0. 95*
£0. 95
£1.45
£1. 65*
£1.95
£1.45
£1.95
£2. 45*
£3. 95*
£4. 45*
£4. 95*
£7. 95*
£6. 45*
£7. 95*

* | ndi cat es nodel not yet i nproductionat tineof publicati on—
pl easecheckw thusfor current avai | abilitylistsbeforeordering.




