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MECH DATA

Type: ENF-4R Enforcer
Movement Points:
Walking: 4
Running: 6

Tonnage: 50
Base To-Hit: 4

Weapons Inventory

Qty Type Loc
1 Autocannon 10 RA
1 Large Laser LA
1 Small Laser LT

To-Hit Modifier
+0 +2 +4
Dmg  Sht Med Lng
10 5 10 15
8 5 10 15
3 17 2 3

Ammo Type
Autocannon 10

\

10

)

2D6 Location
Center Torso
Right Arm
Right Arm
Right Leg
Right Torso
Center Torso

(MECH HIT LOCATIONS e

2D6  Location
8 Left Torso
9 Left Leg
10 Left Arm
11 Left Arm
12 Head

/2 \
MECH DATA

Type: HBK-4G Hunchback
Movement Points:
Walking: 4
Running: 6

Tonnage: 50
Base To-Hit: 4

Weapons Inventory

Qty Type Loc
1 Autocannon 20 RT
1 Medium Laser LA
1 Medium Laser RA
1 Small Laser H

To-Hit Modifier

+0 +2 +4

Dmg  Sht Med Lng
20 3 6 9
5 3 6 9
5 3 6 9
3 1 2 3

Ammo Type
\Autocannon 20

10

-\-d

2D6 Location
Center Torso
Right Arm
Right Arm
Right Leg
Right Torso
Center Torso

(CMIECH HIT LOCATIONS Juumn

2D6  Location
8 Left Torso
9 Left Leg
10 Left Arm
11 Left Arm
12 Head
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BATTIAMARH RACOREG SHAAT

(’MECH DATA )

Type: Cicada CDA-3MA

Movement Points:
Walking: 8
Running: 12

Tonnage: 40

Base To-Hit: 4

Weapons Inventory

Qty Type Loc
Medium Laser RA
Medium Laser LA

To-Hit Modifier
+0 +2 +4

Dmg  Sht Med Lng

5 3 6 9
5 3 6 9

Snub-Nose PPC RT 10/8/5(V) 9 13 15
Small Pulse Laser CT 3 (P, Al) 1 2 3

2D6 Location
Center Torso
Right Arm
Right Arm
Right Leg
Right Torso
Center Torso

("MECH HIT LOCATIONS

2D6 Location
8 Left Torso
9 Left Leg
10 Left Arm
11 Left Arm
12 Head

Damage
Transfer
Diagram

BATTLAMAH RAIREN SHAAT

(’MECH DATA

Movement Points
Walking: 6
Running: 9

Type: Hermes || HER-5SA

Tonnage: 40
Base To-Hit: 4

Weapons Inventory

Qty Type Loc
1 Large Pulse Laser RA
1 Flamer LA
1 Ultra AC/5 RT

To-Hit Modifier

+0 +2 +4

Dmg  Sht Med Lng

9(P) 3 7 10

2 (A) 17 2 3

5/5ht, 6 13 20
R2 (R/C)

Ammo Type
Ultra AC/5

2D6  Location
Center Torso
Right Arm
Right Arm
Right Leg
Right Torso
Center Torso

Shots
20

'MECH HIT LOCATIONS

2D6  Location
8 Left Torso
9 Left Leg
10 Left Arm
11 Left Arm
12 Head

ARMOR DIAGRAM
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ROMABT VAHICLE RARIRE SHEAT

e E RATA N
VEHICLE DATA

Type: Rommel Tank
Movement Points:
Cruising: 4
Flanking: 6

Tonnage: 65
Base To-Hit: 4

To-Hit Modifier
Weapons Inventory +0 +2 +4
Qty Type Sht Med Lng
1 Autocannon/20 20 3 6 9

1 Small Laser 3 1 2 3

Loc  Dmg

Ammo Type
Autocannon/20

COMBAT VEHICLE HIT LOCATIONS

2D6  Location 2D6
2 Rear 6
3 Frontt 7
4 Frontt 8 Front
5  Right Sidet 9 Left Side t
TEvery time an attack strikes this location (regardless of the attack’s Damage Value),
subtract 1 from the target unit's Cruising MP (refigure the Flank MP by multiplying
Cruising MP by 1.5 and rounding up). All modifiers are cumulative and are applied

during the End Phase of a turn. If a unit’s Cruising MP is reduced to O, it cannot move
for the rest of the game.

Location
Front
Front

26
10
1
12

Location
Turret
Turret

Rear

Left Side [39)

ARMOR DIAGRAM

Front (40)

(58] apis by

Rear (26)
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ROMABT VAHICLE RARIRE SHEAT

NEHICLE DATA )
VEHICLE DATA

Type: Saladin Assault Hover Tank

Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 35
Base To-Hit: 4

To-Hit Modifier
+0 +2 +4
Sht Med Lng

20 3 6 9

Weapons Inventory
Qty Type
1 Autocannon/20 F

Loc Dmg

Ammo Type
Autocannon/20

Shots
15

COMBAT VEHICLE HIT LOCATIONS

2D6  Location 2D6
2 Rear 6
3 Frontt 7
4 Frontt 8 Front
5  Right Sidet 9 Left Side t
TEvery time an attack strikes this location (regardless of the attack’s Damage Value),
subtract 1 from the target unit's Cruising MP (refigure the Flank MP by multiplying
Cruising MP by 1.5 and rounding up). All madifiers are cumulative and are applied

during the End Phase of a turn. If a unit’s Cruising MP is reduced to O, it cannot move
for the rest of the game.

Location
Front
Front

2D6
10
11
12

Location
Turret
Turret

Rear

Left Side (5)

ARMOR DIAGRAM

Front (17)

00000

Rear (5)
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ROMABT VEHILLE RAQIORN SHAAY

VEHICLE DATA

Type: Rommel Tank (Gauss Variant)
Movement Points:
Cruising: 4
Flanking: 6

Tonnage: 65
Base To-Hit: 4

To-Hit Modifier
+0 +2 +4
Sht Med Lng

1 Gauss Rifle 7

Medium Laser
Machine Gun
Machine Gun
Machine Gun

Weapons Inventory

Qty Type Loc

Ammo Type
Gauss Rifle
Machine Gun

COMBAT VEHICLE HIT LOCATIONS

2D6  Location 2D6
2 Rear 6
3 Frontt 7
4 Frontt 8 Front
5  Right Sidet 9 Left Sidet
TEvery time an attack strikes this location (regardless of the attack’'s Damage Value),
subtract 1 from the target unit's Cruising MP (refigure the Flank MP by multiplying
Cruising MP by 1.5 and rounding up). All modifiers are cumulative and are applied

during the End Phase of a turn. If a unit’s Cruising MP is reduced to O, it cannot move
for the rest of the game.

Location
Front
Front

2D6
10
11
12

Location
Turret
Turret

Rear

Left Side [40)

ARMOR DIAGRAM
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ROMABT VEHIZLE RAQIORN SHAAY

VEHICLE DATA

Type: Saladin (Ultra Variant)

Movement Points:
Cruising: 8
Flanking: 12

Tonnage: 35
Base To-Hit: 4

To-Hit Modifier
+0 +2 +4
Sht Med Lng
20/sht, 3 7 10
R2 (R/C)

Weapons Inventory
Qty Type Loc
1 Ultra AC/20 F

Dmg

Ammo Type
Ultra AC/20

Shots
10

COMBAT VEHICLE HIT LOCATIONS

2D6  Location 2D6  Location
2 Rear 6 Front
3 Frontt 7 Front
4 Frontt 8 Front
5  Right Sidet 9 Left Sidet
TEvery time an attack strikes this location (regardless of the attack’'s Damage Value),
subtract 1 from the target unit’'s Cruising MP (refigure the Flank MP by multiplying
Cruising MP by 1.5 and rounding up). All modifiers are cumulative and are applied

during the End Phase of a turn. If a unit’s Cruising MP is reduced to O, it cannot move
for the rest of the game.

2D6
10
11
12

Location
Turret
Turret

Rear

Left Side (8)

ARMOR DIAGRAM

Front (15)
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Rear (5)
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BATTIR ARMIOR RACIORE SHAAY

BATTLE ARMOR DATA
Type: Infiltrator Mk |1
Movement Points: 3 Base To-Hit: 4

To-Hit Modifier
Weapons Inventory +0 +2 +4

Qty Type Dmg  Sht Med Lng
1 Magshot Gauss Rifle 2 3 6 8
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CINVANTIONAL INFANTRY RACORE SHAAT

CONVENTIONAL INFANTRY DATA
Type: Rifle, Energy (Motorized) Platoon
Movement Points: 3 Base To-Hit: 4

Weapon Type Range in Hexes (To-Hit Modifier)
0o 1 2 4 5 6 7 8 9
Rifle, Energy -2 0 0 +2 +2 +4 +4 — — -—

Maximum Weapon Damage* per Number of Troopers

282726252423222120191817161514131211109 8 7 6 5 4 3 2 1
8877766665554444333322211110

*Damage is always applied in 2-point Damage Value groupings.
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BATTIR ARMIOR RACIRE SHAAY

BATTLE ARMOR DATA
Type: Infiltrator Mk |1
Movement Points: 3 Base To-Hit: 4

To-Hit Modifier
Weapons Inventory +0 +2 +4

Qty Type Dmg  Sht Med Lng
1 Magshot Gauss Rifle 2 3 6 8
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CINVANTIONAL INFANTRY RACORE SHRAT

CONVENTIONAL INFANTRY DATA
Type: Machine Gun (Motorized) Platoon
Movement Points: 3 Base To-Hit: 4

Weapon Type Range in Hexes (To-Hit Modifier)
o 1 2 4 5 6 8 9
Machine Gun -2 0 +2 44 — - - - - =

Maximum Weapon Damage* per Number of Troopers

282726252423222120191817161514131211109 8 7 6 5 4 3 2 1
16156151413131212111110109 8 8 7 76 6 54 43322 11

*Damage is always applied in 2-point Damage Value groupings.
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BATTIR HRMAOR RACORL SHAAY CANVANTIONAL INFANTRY RACORE SHRAT

BATTLE ARMOR DATA
Type: Infiltrator Mk Il
Movement Points: 3 Base To-Hit: 4

CONVENTIONAL INFANTRY DATA
Type: Rifle, Energy (Motorized) Platoon
Movement Points: 3 Base To-Hit: 4
To-Hit Modifier Weapon Type Range in Hexes (To-Hit Modifier)
Weapons Inventory +0 +2 +4 0D 1 2 3 4 5
Qty Type Dmg  Sht Med Lng Rifle, Energy -2 0 0 +2 +2 +4 +4 — — —
1 Magshot Gauss Hifle 2 3 6 9 Maximum Weapon Damage* per Number of Troopers

282726252423222120191817161514131211109 8 7 6 5 4 3 2 1
8877766665554444338332¢2¢211110

*Damage is always applied in 2-point Damage Value groupings.
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BATTIR HRMOR RACORL SHAAY CINVANTIONAL INFANTRY RACORE SHRAT

BATTLE ARMOR DATA
Type: Infiltrator Mk |1
Movement Points: 3 Base To-Hit: 4

CONVENTIONAL INFANTRY DATA
Type: Machine Gun (Motorized) Platoon

Movement Points: 3 Base To-Hit: 4
To-Hit Modifier Weapon Type Range in Hexes (To-Hit Modifier)
Weapons Inventory +0 +2 +4 0 1 2 3 4 5 B
Qty Type Dmg  Sht Med Lng Machine Gun -2 0 +2 4 - - - - - -
1 Magshot Gauss Rifle 2 3 6 9

Maximum Weapon Damage* per Number of Troopers

282726252423222120191817161514131211109 8 7 6 5 4 3 2 1
1615151413131212111110109 8 8 7 7 6 6 54 4 3 3 2 2 1 1

*Damage is always applied in 2-point Damage Value groupings.
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