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SUPER VF-1J
Modei Type® VF-1J with a MVAS-1
FASTPack Modular Armor System
MDCP 14

Bottloid Restriction, Flight, Leadership 2,
Varrable Modes, Jettison to VF-11

Weapon Systems:
e GU-11 Gun Pod: 55mm
Triple Barmreled Rotary Cannon -
RG: 12 (or 24 in Battloid Mode}, MD: 6, Rapid Fire
e Wing Mounted Articulated Missile Hard points -
RG: 24, MD: 9, per missile, Ammo 3, Missile, Volley 4
e Dual LLW-20 CIWS Valkyrie Head Lasers -
RG: 9, MD: 2, Anti-Missile
¢ MDS-L-46 Hailstorm Missile Pack -
RG: 18, MD: 6 per missile, Ammo 6,
Anti-Missile, Missile, Volley 8

Battloid Mode

SPD:6, PIL: 3, GN: 4, DF: 5

Hands, its GU-11 range is doubled and can be
used to Rapid Fire an additional time each turn.
Hand to Hand Attacks: Body Block, Club, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp

Guardian Mode

SPD: 14, PIL: 4, GN: 3, DF: 5

Hands, Hover

Hand to Hand Attacks: Body Block, Club,
Grab, Kick, Punch

Fighter Mode

SPD: 16, PIL: 3, GN: 3, DF: 6
Afterburner, Aircraft,Fast Mover
Hand to Hand Attacks: None

SUPER VF-1D

Model Type® VF-1D with a MVAS-1
FASTPack Modular Armor System
MDC P 14

Battloid Restriction, Flight, Leadership 2, Varioble
Modes, Jettison to VF-1D

Oual Pilot ™ The Super VF-1D can fire an additional
weapon system each turn at no Command Point cost at
aGN of 1.

Weapon Systems:

¢ GU-11 Gun Pod: 55mm

Triple Barreled Rotary Cannon -

RG: 12 (or 24 in Battloid Mode), MD: 6, Rapid Fire
* Wing Mounted Articulated Missile Hardpoints -
RG: 24, MD: 9 per missile, Ammo 3, Missile, Volley 4
¢ Dual LLW-20 CIWS Valkyrie Head Lasers -

RG: 9, MD: 2, Anti-Missite

* MDS-L-46 Hailstorm Missile Pack -

RG: 18, MD: 6 per missile, Ammo 6,

Anti-Missile, Missile, Volley 8

Battloid Mode

SPD: 6, PIL: 3, GN: 4, DF: 5

Hands, its GU-11 range is doubled and can be
used to Rapid Fire an additional time each turn.
Hand to Hand Attacks: Body Block, Club, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp

Guardian Mode

SPD: 14,PIL:4,GN: 3, DF: 5
Hands, Hover

Hand to Hand Attacks: Body Block, Club,
Grab, Kick, Punch

Fighter Mode

SPD: 16, PIL: 3, GN: 3, DF: 6
Afterburner, Aircraft, Fast Mover
Hand to Hand Attacks: None
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MECHA OF THE

VSUPER VF-1R

Model Type® VF-1R with a MVAS-1
FASTPack Modular Armor System
MDCP 17

SUPER VF-15

Maodel Type > Battloid Restriction, Flight,

VE-1S with a Variable Modes, Jettison to VF-1R

MVAS-1

FASTPack * An SVF-1R's PiL and GN are the same

Modular as the mecha that it upgraded.

Armor System

MDC» 14 Weapon Systems:
¢ GU-11 Gun Pod: 55mm

Battloid Restriction, Triple Barreled Rotary Cannon -

Flight, Leadership 3, RG: 12 {or 24 in Battloid Mode), MD: 6, Rapid Fire

Variable Modes, * Wing Mounted Articulated Missile Hardpoints -

Jettison to VF-1S RG: 24, MD: 9, per missile, Ammo 3, Missile, Volley 4
¢ Dual LLW-20 CIWS Valkyrie Head Lasers -
RG: 9, MD: 2, Anti-Missile

* LAC-20 20mm CIWS Auto-Cannon -

RG: 9, MD: 3, Anti-Missile

¢ MDS-M-4 Mini-Missile Delivery System -
RG: 12, MD: 2 per missile, Ammo 4,
Anti-Missile, Missile, Volley X

¢ MDS-L-46 Hailstorm Missile Pack -
RG: 18, MD: 6 per missile, Ammo 6,
Anti-Missile, Missile, Volley 8

Weapon Systems:
¢ GU-11 Gun Pod:
55mm Triple
Barreled Rotary
Cannon - RG: 12
(or 24 in Battloid
Mode), MD: 6,
Rapid Fire
* Wing Mounted
Articulated Missile
Hardpoints - RG: 24,
MD: 9 per missile,
Ammo 3, Missile, Volley 4
e Quad LLW-20 CIWS Valkyrie Head Lasers -
RG: 9, MD: 4, Anti-Missile
¢ MDS-L-46 Hailstorm Missile Pack -
RG: 18, MD: 6 per missile, Ammo 6, Anti-Missile,
Missile, Volley 8

Battioid Mode

SPD: 7, PIL: *, GN: *, DF: 5

Hands, its GU-11 range is doubled
and can be used to Rapid Fire an
additional time each turn.

Hand to Hand Attacks: Body Block,
Club, Grab, Kick, Jump Kick, Punch,
Power Punch, Stomp

Battloid Mode Guardian Mode

SPD: 6, PIL: 4, GN: 4, DF: 5 SPD: 16, PIL: *,
Hands, its GU-11 range is doubled and can GN: *,DF: 5
be used to Rapid Fire an additional time each turn. Hands, Hover
Hand to Hand Attacks: Body Block, Club, Hand to Hand Attacks:

Body Block, Club,
Grab, Kick, Punch

Grab, Kick, Jump Kick, Punch, Power Punch, Stomp

Guardian Mode
SPD: 14, PIL: 5, GN: 4, DF: 5
Hands, Hover

Fighter Mode
SPD: 18, PIL: *,

Hand to Hand Attacks: Body Block, Club, GN: *, DF: 6
Grab, Kick, Punch Afterburner,

Aircraft, Fast Mover
Fighter Mode Hand to Hand Attacks:
SPD: 16, PIL: 4, GN: 3, DF: 6 None

Afterburner, Aircraft, Fast Mover
Hand to Hand Attacks: None
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JOTUN ARMORED VALKYRIE

& e ssbooces with e IBP-2R Modular Armor
2o WRAS-D FASTRack s known as the "lotun Armored
e This armored weapon system  gives the
e =wen Detey protection than the Armored
Walmre plus Ba* the missile payload of the Super
Ealeyre s SASTPack, making it a formidable adversary in
e 5= of battle. 1t is often deployed in a “mecha
Suster” capaoty, a3 task aided by a handheld shield to
Sefect shrapnel and enemy gunfire, as well as absorb

JOTUN ARMORED VF-1A
Modei TypeP VF-1A with JBP-2R
Modular Armor and MVAS-2 FASTPack
MDC: 26

SPD: 4,PIL:2,GN: 3, DF: 5

Flight, Hands, Jettison to VF-1A (12 MDC)

Weapon Systems:
* GU-11 Gun Pod: 55mm
Triple 8arreled Rotary Cannon -
RG: 24, MD: 6, Rapid Fire
* LIW-20 CIWS Valkyrie Head Laser -
RG: 9, MD: 1, Anti-Missile
e MDS-L-23 Hailstorm Missile Pack -
RG: 18, MD: 6 per missile, Ammo 8,
Anti-Missile, Missile, Volley 4
Hand to Hand Attacks: Body 8lock, Club, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp

missile strikes. Mounted on the shield is the standard
GU-11 Gun Pod. When the armor becomes too mangled
in combat and the FASTPack missiles are spent, the
Jotun Armor can be jettisoned, giving the Valkyrie
underneath the freedom to transform and use other
modes. The Jotun Armor is an experimental weapon and
armor package deployed for special operations and
defense of strategic positions.
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JOTUN ARMORED VF-1D
Model Type® VF-1D with JBP-2R
Modular Armor and MVAS-2 FAST Pack
MDCP 26

SPD: 4, PIL:3,GN: 4, DF: 5

Flight, Hands, Leadership 2, Jettison to VF-10 (12 MDC)

Weapon Systems:

RG: 24, MD: 6, Rapid Fire

e Dual LLW-20 QWS Valkyrie Head Lasers -
RG: 9, MD: 2, Anti-Missile

» MDS-L-23 Hailstorm Missile Pack -

Hand to Hand Attacks: Body Block, Club, Grab, Kick,
Jump Kick, Punch, Power Punch, Stomp
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Dual Pilot®» The Jotun Armored VF-1D can fire an additional
weapon system each turm at no Command Point cost at a GN of 1.

* GU-11 Gun Pod: SSmm Triple Barreled Rotary Cannon -

RG: 18, MD: 6 per missile, Ammo 6, Anti-Missile, Missile, Volley 4

MECHA OF THE UEDF

JOTUN ARMORED VF-1)
Model Type» VF-1) with JBP-2R
Modular Armor and MVAS-2 FASTPack
MDCP 26

SPD: 4, PIL:3,GN: 4,DF:5S

Flight, Hands, Leadership 2, Jettison to VF-1J (12 MOC)

Weapon Systems:
¢ GU-11 Gun Pod: SSmm Triple Barreled Rotary Cannon -
RG: 24, MD: 6, Rapid Fire
¢ Dual LLW-20 CIWS Vatkyrie Head Lasers -
RG: 9, MD: 2, Anti-Missile
¢ MDS-L-23 Hailstorm Missite Pack -
RG: 18, MD: 6 per missite, 6, Anti-Missile, Missile, Volley 4
Hand to Hand Attacks: Body Block, Club, Grab, Kick,
Jump Kick, Punch, Power Punch, Stomp

JOTUN ARMORED VF-15
Model Type® V#£-1S with JBP-2R
Modular Armor and MVAS-2 FASTPack
MDCP» 26

SPD: 4,PIL:4, GN: 4, DF: S

Flight, Hands, Leadership 3, Jettison to VF-1S (12 MDC)

Weapon Systems:
e GU-11 Gun Pod: 55mm Triple Barreled Rotary Cannon -
RG: 24, MD: 6, Rapid Fire
e Quad LLW-20 Aws Valkyrie Head Lasers -
RG: 9, MD: 4, Anti-Missile
* MDS-L-23 Hailstorm Missile Pack-
RG: 18, MD: 6 per missile, Ammo 6, Anti-Missile,
Missile, Volley 4
Hand to Hand Attacks: Body Block, Club, Grab, Kick,
Jump Kick, Punch, Power Punch, Stomp
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YF-4 PROTOTYPE VERITECH

The ¥5-£ 5 an experimental Veritech Fighter that was
S=ws=laped =ter the global bombardment of the Earth by
Dalza’s #eet k was first deployed during the Malcontent
Uprisings with favorable results, but manufacture was

mited because of its complex, experimental design. It is
a bt more heavily armored and slightly faster than the
VF-1 valkyrie that preceded it, but it was only ever
produced in small numbers, and didn’t see combat until
after the First Robotech War had already concluded. The

Model TypeP YF-4 Prototype Veritech

¢ Dual LLW-60 CIWS Beam Cannons -

YF-4 is equipped with a pair of mid-wing mounted,
heavy jet engines and wing tips tilted down for better
control at high speeds. The big changes are the GU-11
being replaced by Dual LLW-60 CIWS Beam Cannons
built right into each forearm, and an internal missile
launch system; both of these weapon systems can fire in
all modes. The YF-4 can perform the same battlefield
roles as the VF-1 Valkyrie, but is most often deployed to
engage heavy enemy mecha, fighters and spacecraft.

{
|

YF-4 gattioid Mode: /
SPD: 6, PIL: 2, GN: 3, DF: 5 4
Hands, its Dual LLW-60 RG

becomes 18 and can be g
used to Rapid Fire an

additional time each turn.

Hand to Hand Attacks: Body Block,
Grab, Kick, Jump Kick, Punch,
Power Punch, Stomp

MDCP 16
Flight, variable Modes
Weapon Systems:

RG: 12, MD: 6, Anti-Missile,
Rapid Fire
Guardian Mode:

* MDS-M-4 Mini-Missile  SPD: 11, PIL: 3, GN: 2, DF: 5

Delivery System -
RG: 12, MO: 2, per missile,
Ammo 4, Anti-Missile, Missile, Volley X

o

¢ Recessed Long-Range

Missile Launchers -

RG: 48, MD: 9 per missile, Ammo 6,
Blast, Missile, Volley X

Battioid Mode:

FLIGHT LEAD YF-4

Model Type®  SPD: 6, PIL: 2, GN: 3, DF: 5
YF-4 Prototype Veritech ~ Hands, its Dual LLW-60 RG
MDCP 16 becomes 18 and can be used to

Rapid Fire an additional

Flight, Leadership 2, Variable Modes ~ time each turn.

Hand to Hand Attacks: Body Block, Grab, Kick,

Weapon Systems:  Jump Kick, Punch, Power Punch, Stomp

¢ Dual LLW-60 CIWS Beam Cannons -
RG: 12, MD: 6, Anti-Missile, Rapid Fire ~ Guardian Mode:
SPD: 11, PIL: 4, GN: 3, DF: 5
Hands, Hover
Hand to Hand Attacks: Body Block,

Grab, Kick, Punch

¢ MDS-M-4 Mini-Missile Delivery System -
RG: 12, MD: 2, per missile, Ammo 4,
Anti-Missile, Missile, Volley X

Fighter Mode:

SPD: 14, PIL: 3, GN: 3, DF: 6
Afterburner, Aircraft, Fast Mover
Hand to Hand Attacks: None

» Recessed Long-Range Missile Launchers -
RG: 48, MD: 9 per missile, Ammo 6,
Blast, Missile, Volley X

Hands, Hover
Hand to Hand Attacks: Body Block,
Grab, Kick, Punch

Fighter Mode:

SPD: 14, PIL: 2, GN: 2, DF: 6
Afterburner, Aircraft, Fast Mover
Hand to Hand Attacks: None




The OF-3000 Ghost is unique in that it isan
“unmanned” combat vehicle. It is a non-variable UAV
desgned to operate from air bases, carrier decks and
spacebome ARMD carriers. It is a fast and efficient killer
ioaded with the latest generation 30mm auto-cannons
and anti-mecha missiles. It is a match for even
seasoned enemy pilots. The Ghost’s Al (Artificial
Intelligence) atlows it to fly and fight autonomously if
and when it is not directly led by a control team.
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QF-3000 GHOST

Model Type» Non-Variable Unmanned

. Aerospace Vehicle
MDCP» 9

SPD: 10, PIL: 1, GN: 1, DF: 6

Afterburner, Aircroft, Flight

* The Dual MDS-RF-5 Missile Launchers carty both
short- and medium-range missiles in their internal
magazine, and can fire either. Only one Missile weapon
system may be used in a turn.

SF-3A LANCER Il

The SF-3A Lancer was built around its deadly guns.
Following a tradition started by the venerable A-10
Thunderbolt, UEDF Aerospace engineers designed
the biggest weapon they could, slapped on some
engines and wrapped a fuselage around it. The
Lancer was designed to carry a double-barreled
pulse beam cannon, built to kill Zentraedi
sub-capital ships and heavy aerospace mecha.
Lancers served well as part of the ARMD “Armor”
class carrier groups. While deadly at long ranges
against larger, sub-capital ships, the Lancer is
itl-equipped to handle smaller, faster vessels like
the Zentraedi Gnerl Fighter Pods.
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L MECHAOF THE UEDF |

QF-3000 GHOST

Weapon Systems:

* ARLEN Mk.7 30mm Auto-Cannons -

RG: 24, MD: 12

* Dual MDS-RF-5 Missile Launchers, Short-Range* -
RG: 18, MD: 6 per missile, Ammo 10,

Missile, Volley 4

* Dual MDS-RF-S Missile Launchers, Medium-Range* -
RG: 24 MD: 9 per missile, Ammo 5, Missile, Voltey 4

Hand to Hand Attacks: None

SF-3A LANCER I
Model TypeP Space Attack Fighter

MDChI 11
SPD: 11, PIL: 2, GN: 2, DF: 5

Afterburner, Aircraft, Flight

SF-3A Lancer {is con only be included in
an army in games that take place on
a space battlefield.

Weapon Systems:

* Double-Barreled Plasma Beam Cannon -
RG: 48, MD: 10

* MDS-L-12 Short-Range Missile Launcher -
RG: 18, MD: 6 per missile, Ammo 6,
Anti-Missile, Missile, Voiley X

Hand to Hand Attacks: None
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DEFENDER DESTROID

The ADR-04-Mk.X Defender is the UEDF’s
dedicated air-defense Destroid. The Defender
mounts a pair of twin M-996 air-defense cannons,

which are capable of engaging both land and air
targets with impunity. Defenders are more lightly
armored than the other Destroids, allowing them to be faster
on their feet in order to quickly gain a firing position on
incoming enemy mecha and aircraft.

DEFENDER

Model Type » ADR-04-Mk.X Defender
MOCh 11

SPD: 6, PIL: 2, GN: 2, DF: 5

Weapon Systems:
¢ Dual M-996 78mm Anti-Aircraft Auto-Cannons -
RG: 36, MD: 8, Accurate, Anti-Missile, Rapid Fire,
Rear Fire, Split Fire

Hand to Hand Attacks: Body Block, Kick, Stomp

TOMAHAWK DESTROID

The MBR-04-Mk.VI Tomahawk is a combat workhorse designed to replace
conventional main battte tanks and IFVs, a role in which it excels. With its
thick armor and weapon arrays, the Tomahawk forms the core of the UEDF’s
ground forces. It is used in front-line combat and may be fielded in
squadrons composed entirely of Tomahawks or in mixed squadrons of other
Destroids, particularly Spartans and Phalanxes.

TOMAHAWK

Model Type®» MBR-04-Mk.VI Tomahawk
MDC» 19

SPD: 5, PIL: 2, GN: 2, DF: 5

. Focus Fire

Weapon Systems:
e Dual HPC-155 Heavy Particle Accelerator Cannons -
RG: 36, MD: 8, Overwhelming, Split Fire
¢ Dual TZ-IV Gun Clusters -

RG: 9, MD: 8

¢ Dual MDS-L-12 Multiple Missile Pods -

RG: 18, MD: 6 per missile, Ammo 6, Anti-Missile, Missile, Volley 4

¢ MDS-M-6 Six-Pack Air Defense Missile Pod -

RG: 18, MD: 6 per missile, Ammo 6, Anti-Missile, Missile, Volley X

» Quad RDS-2 Rocket Launcher Boxes -

RG: 12, MD: 2 per missile, Ammo 8, Anti-Missile, Missite, Volley X
¢ Dual GAU-20A1 .50 cal Machineguns -
RG:9, MD: 4

Hand to Hand Attacks: Body Block, Kick, Jump Kick, Punch, Stomp LH-'
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PHALANX

MDCP 11
SPD: 5, PIL: 2, GN: 2, DF: 5

Weapon Systems:
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Rear Fire, Volley 4
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PHALANX DESTROID

A dedicated missile artillery support Destroid, the
SDR-04-Mk.XII Phalanx often operates side by side with the
Defender in air-defense units or the Monster in artillery
support units. The Phalanx’s mission fiexibility comes from
the fact that its MDS-H-22 Derringer fong-range missile
launchers are capable of destroying both ground and air
mecha at extremely long ranges, giving it standoff capability.

Model Type» SDR-04-Mk.XII Phalanx

¢ Dual MDS-H-22 Derringer Missile Launchers -
RG: 48, MD: 9 per missile, Ammo 11, Blast, Missile,

Hand to Hand Attacks: Body Block, Kick, Stomp

SPARTAN
Model TypeP MBR-07-Mk.lI Spartan
MDCP 16

SPD: 7,PIL: 2, GN: 2, DF: 6

Focus Fire, Hands

Brawler®» A Spartan may make an
additional hand to hand attack each
turn for free. Further, all of the Spartan’s
hand to hand attacks do an additional
+2 MD, but are otherwise as normal.

All Destroids are designed to fill a particular role in
combat. The MBR-07-Mk.Il Spartan is a versatile mecha created for
close combat, riot control and boarding enemy spacecraft. The Spartan
functions equally well in front-line combat or defensive positions, but its
real strength lies in close-quarters combat. This Destroid has reinforced
metal hands that can punch and rip through the armor of mecha, the
hull of a spaceship or fortified positions. For riot control and close
combat with Zentraedi foot soldiers, it carries a stun baton,
and can use other, mecha-sized handheld weapons.

Weapon Systems:

e Dual MDS-L-12 Multiple Missile Pods -

RG: 18, MD: 6 per missile, Ammo 6,

Anti-Missile, Missile, Volley 4

*TZ-IV Gun Cluster-

RG:9, MD:4

*LWS-20 Point Defense Laser Turret -

RG: 9, MD: 2, Anti-Missile, Rear Fire
Hand to Hand Attacks: Body Block, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp
(and Club if the Spartan is equipped with
either ofthe two Built-in Spartan Upgrades)
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§ MONSTER DESTROID ] ~.

The largest Destroid ever produced,

the HWR-00-Mk.|| Monster is aptly named
for it truly is a beast of a mecha. The Monster
is primarily an artillery support unit that uses
its big M-400 40cm artillery cannons

to pound the opponent into submission.

The Monster’s only real weaknesses

are its slow speed and lack of

secondary short-ranged weapons,

as this can ieave it vulnerable

to quick counterattacks.

MONSTER

Model Type®» HWR-00-Mk.li Monster
MDC» 24

SPD: 3, PIL: 2, GN: 2, OF: 7

CumbersomeP Rough Terrain is treated as Deadly Terrain

by this mecha for movement purposes.

Quad Cannon Salvo® You may choose to double the MD of the Quad
M-400 40cm Artillery Cannons before you roll to hit with them. If you
do, they can't be used to attack during the next turn of the game, and
doublingthe MD also expends two points of ammo when used.

Weapon Systems:
»Quad M-400 40cm Artillery Cannons -
RG: 60, MD: 12, Ammo 16, Accurate, Blast, Overwhelming
sDual MMDS-12 Multiple Missile Launchers -
RG: 24, MD: 9 per missile, Ammo: 12, Missile, Volley X

Hand to Hand Attacks: Body Block, Kick, Punch, Power Punch, Stomp
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SPECIAL CHARACTERS o

Thew &= maw Secal and heroic  individuals
srourtoss lobotech® Some of these chatacters are
mpresenet by ™e Specal Character Profiles below.
Soecs Thamcses can Bawe access to many different
e o Mects, g will have an entry in their profile
=lieg you whh mecta they can pilot. When you
powte & Soecd Oharacter in your army, choose a
e ThEt u awadiabie 1o them in your army and they

ROY FOKKER

A bona fide hero of the Global War with 108 confirmed
kills before the beginning of the First Robotech War, Roy
Fokker is the complete package when it comes to
combat pilots; a great shot, an excellent pilot with
incredible natural instincts, nerves of steel, charisma
and a lighthearted demeanor. Roy continues to be one
of the top scoring aces in the UEDF Spacy and an
inspirational leader. He is the current leader of Skull
Squadron and CAG of the SDF-1.

30 pts
Mecha Available®» VF-1S:
Standard/Armored/Super/jotun.

+1 GN, +1 Leadership

Double Ace ™ Roy may attempt to Dodge twice per turn
without pay ing any Command Points.

lron Will» When Roy’s mecha runs out of MDC, roll a
D6. On a roll of 4+, Roy isn’t destroyed until the end of
the next turn, and will remain on the board, even if he
suffers more damage, untit then.

become the pilot of that mecha. The character will
operate with the profile of the chosen mecha along with
any modifications outlined below, as part of the
squadron that the mecha is in. The points listed below
are how much it costs to include the Special Character in
your army, not including the cost of the mecha the
character pilots.

RICK HUNTER

While Rick Hunter is an excellent pilot, born and raised
around aircraft and flying them at a young age, he is also
3 natural-born leader. This is evident by Rick’s meteoric
rise through the ranks of the UEDF. Whether leading a
flight of Valkyries, Skull Squadron or the entire air wing
of the SDF-1, the men under his command strive to be
their best when led by the legendary Rick Hunter. Under
his command, a squadron of Veritechs can execute
operations that another commander would need twice
as many mecha to pull off. He’s that good.

10 pts

Mecha Available > VF-1A:
Standard/Armored/Super/lotun,

VF-1): Standard/Armored/Super/lotun,

VF-1S: Standard/Armored/Super/jotun, Spartan.

+1PiL

Natural Pilot® Rick can boost his SPD once
automatically each tum without paying Command Points
or making a Piloting roll.

5
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BEN DIXON

Third Lieutenant Ben Dixon was assigned to Vermillion
Squadron under the command of newly promoted
Lieutenant Rick Hunter right out of flight school. While
Ben was not a natural pilot or combat ace like
teammates Max and Rick, he was dependable,
courageous and a good hand to hand combatant in a
Valkyrie. Always eager for a good fight, he could be

counted on to be among the first pilots to enter the fray.

S pts
Mecha Available® VF-1A:
Stondard/Armored/Super/iotun.

Selfless > When a mecha within 4 inches of 8en’s
VF-1Ais hit, his player may choose to have Ben take the
hit instead.

HE UNITED EARTH DEFENCE FORCE

MAX STERLING

A natural pilot and daring ace, 2nd Lieutenant Max
Sterling quickly accumulated a kill record that other
pilots envy. His combat instincts are nearly perfect; it's as
if he is prescient, able to predict what his opponent will
do before the opponent knows it. It was Max’s amazing
combat prowess that earned him the respect (and later
the love and hand in marriage) of the deadly Zentraedi
female ace, Miriya-Parina. The pair now flies and fights in
the renowned Skull Squadron, where they vie to see
which of them is the best UEDF fighter pilot.

10 pts

Mecha Availabie» VF-1A:
Standard/Armored/Super/iotun,
VF-1): Standard/Armored/Super/iotun.

+1GN

Prescient ™ Maxcan re-roll all of his Dodge rolls

that fail. Remember, no single roll can be re-rolled more
than once.

True Love ™ While Max is within 4inches of Miriya,
and they are in the same army, he gains her Aggressive
ability as well.
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DIETRICH

Leader of the UEDF Marmes 3rd armmored comgany's
2nd piatoon, Captain Dietrich 5 3 man kmown for
pushing his luck. Amarded the Purpie Heart three times
for wounds received i Bamtie against the Zentraedi
forces, Captaim Districh refuses o sit on the sidelines
whils others do the Sghting Partculardy skilled with the
Tomahawk's #2C-155 parode cannons at long range, he
ras 21 comfirmed enermy S,

10 pts
Mecha Auwailable » Tomahawk.

Lecgership 1
Fire 2t WAll» Dietrich can fire 1 additional weapon
sysem™ per tum for free.

FREEMAN DAVIDOFF

Sgt. Davidoff is an area denial specialist in the UEDF
Mazrines. Originally stationed aboard the Daedalus,
Freeman found himself serving aboard the SDF-1 after
its disastrous warp jump. Then, he saw his Defender
dismantled to serve as a point defense turret for the
ship. After stellar service as an air-defense operator,
with 42 confirmed interdictions, he was granted his
request to have his Defender reassembled and
reassigned to an area denial squadron where he could
see battlefield action.

S pts
Mecha Available » Defender.

tschy Trigger Finger®» Freeman'’s Defender’s Dual M-996
78mm Anti-Aircraft Auto-Cannons may be fired one
additional time as per Rapid Fire each turn. So he can
ateack with the weapon system a total of 3 times per
turn, at the standard cost of one Command Point per
additional attack.

KAIN WELLER

Lance Corporal Kain Weller is a natural ace Destroid pilot
in the UEDF Marines’ close combat group. His unit
specializes in peace-keeping, military policing and
close-quarters combat. Weller likes to get in close with
his Spartan and mix it up with his opponents in hand to
hand combat. He uses two Spartan Shock Batons as
paired weapons for kicking butt and smashing heads.

5 pts
Mecha Available ™ Spartan.

Charge® Kaincan boost his SPD automatically once each
tum without paying Command Points or making a Piloting
roll.

Hand-to-Hand Spedalist® Kain can make one additional
hand to hand attack per turn for free.

._
MAGNUS

The young pilot known as Magnus is an oddity in the
UEDF Spacy. He is an ace pilot who gained over 96% of his
confirmed kills in an Armored Valkyrie. While he barely
passed flight school and is considered a below average
pilot, Magnus has the magic touch when it comes to
missile targeting and tracking. Often seen locking onto
seven to eight targets simultaneously and scoring nearly
as many kills with those missiles. Two different Armored
VF-1As have been set aside for his exclusive use.

5 pts
Mecha Available » Armored VF-1A.

Slow and Steady® If Magnus hasn’t moved yet during
a turn, his PIL is 3. This only applies while in Armored
VF form.

MIRIYA STERLING

After marrying Max Sterling, Miriya-Parina changed her
fast name to Sterling and joined the UEDF Spacy to fight
alongside her husband. Together, they represent the
most lethal aces within Skull Squadron. Miriya is an
aggressive and deadly combatant, always willing to push
her mecha to its maximum performance in order to
outmaneuver her opponent and gain the decisive
advantage in a dogfight. She has a tendency to unleash
overwhelming firepower to ensure a Kkill.

10 pts

Mecha Available ™ VF-1A:
Standard/Armored/Super/Jotun,
VF-1J): Standord/Armored/Super/Jotun.

Aggreslve » Miriya may re-roll all of her Strike rolls.
Remember, no single roll can be re-rolled more than once.
True Love® While Miriya is within 4 inches of Max, and
they are in the same army, she gains his Prescient
ability as well.

Malcontent Special Character Note: While most heroes
would never become Malcontents, many Special
Characters can be used as templates for creating
Malcontent aces with the same attributes and point
cost. Roy Fokker, Rick Hunter, Max Sterling, and Miriya
Sterling cannot be used as templates in this manner.
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We are Zentraed:. The titans who bring the rule of the
Robotech Masters to conquered worlds. We are the pinnacle of all martial
endeavors and the greatest fighting forte in the universe. Bred to war.
Faultless in battle. Born in the fires of the Masters’ divine will.
Our numbers are Jegion. Our forces unstoppable.

We are Zentroedh. The embodiment of power, duty, honor and obligation.
We fight without fear or remorse. We know not of defeat as all lesser races
fall before the Zentraedi might. Our opponents submit to us on bended knee
or flee in terror at our approach. Those who resist see their civifization
toppded and crushed, the people enslaved. And if so decreed, their
entire race or planet obliterated, for we are Zentraedi.

From the first moment of our cloning we are gifted with the purpose
and determination of the Robotech Masters. Engineered, programmed and
ingrained with all the knowledge and skills needed to carry out their will. We
are the perfect warriors. Shaped over the course of millennia.

We are flawless, adapted for war and made without equal.

We are Zentraedi. Every mission, strategy and tactic is expertly planned,
skillfully conducted and masterfully executed, with fighting instincts and
reflexes honed to perfection through years of intensive training and
indoctrination. None in the universe can best us in battle.

Each caste, Warrior, Elite and High Command, working
in union to triumph over all who oppose us.

We are Zentroedi. The eyes and ears of the Robotech Masters
searching the universe for signs of Protoculture and rebellion.

We are the voice of the Masters that delivers their message.

We are the fist that crushes all resistance, eliminates all opposition and
eradicates all who oppose the Robotech Masters.
For we are their will made flesh. We are Zentraedi.

The battle litany recited by the clone warriors
of the Zentraedi Imperial Armada before their
assaulton the SDF-1and Earth.

To understand the Zentraedi you must understand their
nature. The Zentraedi are living weapons genetically
engineered by the Robotech Masters to dominate the
universe. They are bred to be devoid of empathy,
remorse, and mercy. They know little of human emotion
and find happiness and fulfillment in the execution of
their duties and war. In many ways, the 2Zentraedi are as
cold and efficient at combat and killing as the mecha they

pilot. They are programmed to be fearless, obey, fight
and not ask questions. They have little sense of self, and
individuality and personal expression are punished and
squashed at every turn. Loyalty, obedience and
self-sacrifice are among the traits most valued. So are
ruthlessness, cunning and brutal efficiency. They are
cold-blooded fighting machines unafraid of dying and
programmed to kill and destroy.

e
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It is these bloodthristy warriors that the Robotech
Masters have sent to Earth in search of their lost vessel
~ the newly rebuilt SDF-1 — and its hidden Protocutture
Matrix. Indeed, the fact that the ship crashed or Earth is
of little concern to the Zentraedi. They would have
assaulted any planet that the vessed had crashed on with
equal zeal. Humanity is just a bunch of worthless
“micronians.” Insignificant insects to be brushed aside in
the Zentraedi’s effort %o fulfill the will of the Robotech
Masters. Nothing, not humanity, not anything will
prevent them from carrying out their duty.

The very nature of the Zentraedi should scare even the
most seasoned war veteran. The giants are a relentless
horde willing to die en masse in the name of the
Robotech Masters’ empire. For them, life is cheap and to
die in combat an honor. And stopping these warriors is
no easy task. Earth would have been doomed if not for
the Robotechnology learned from the crashed battle
fortress. Technology the Zentraedi warships and soldiers
have also used to wage war across the universe for
millennia. For the Zentraedi, Earth is just one more
beachhead for them to conquer.

ZENTRAEDI MECHA

In contrast to the mecha of the UEDF, who rely upon
tough as nails fighting machines to give their soldiers the
greatest chance of surviving an engagement, the mecha
of the Zentraedi tend to have much lesser armor in favor
of raw firepower. Battlepods, for example, are able to
dish out considerable damage in combat, but cannot
handle much punishment. This is due, in part, to the
Zentraedi’s reliance upon their massive space fleet to
decimate a planet before sending in “the troops.” The
Zentraedi’s low regard for life also plays a role. To the
Zentraedi High Command and their Robotech Masters,
life is cheap, and (as long as there is Protoculture to be
had) combat losses are easily replaced with new clone
warriors and mecha. Moreover, combat strategies
designed to decimate planetary defenses and
overwhelm survivors often |lead to the quick conquest of
most worlds. In parts of the universe where the
Zentraedi and Robotech Masters are known and feared,
many civilizations surrender moments after the
Zentraedi armada makes its appearance.

The Zentraedi mecha designs favor energy weapons
over projectile weapons. While they do mount a few
slug-throwers and missile launchers on some mecha, an
energy weapon will never run out of ammo and enables
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THE ZENTRAEDI ARMADA

Zentraedi soldiers to fight for prolonged periods in the
field. This has led the Zentraedi to master the use of
tasers and particle acceleration technology and dabble
in the use of plasma weapons. That said, their projectile
weapons and missile technology are easily on par with
those of the UEDF.

Mecha swarms. Each warship of the Zentraedi Fleet
carries thousands of ready Zentraedi warriors in stasis
and has the cloning facilities to create millions more as
needed. Likewise, these vessels carry tens of thousands
of Battlepods and other combat mecha, and there is
always an ample supply of new mecha that can be
created at massive Robotech Factory space stations, as
well as those mecha recovered from the battlefield,
repaired and refurbished for combat. This has led the
Zentraedi to develop and master swarming combat
tactics that make the most of their superior numbers
and their soldiers’ aggressive nature.

Swarming allows the Zentraedi to overwhelm their
target with their weight of numbers. Whife Zentraedi
losses can be steep, battles are short and decisive,
almost always in the giants’ favor. Regults {more
commonly known as Tactical Battlepods) of all models
and armored infantry soldiers attack the enemy in
waves with new Battlepods and troops reinforcing the
front-line as needed. The Gnerl Fighter is a one-man
aerospace fighter that provides aerial support and
strafing runs. All Zentraedi units rely on speed and
firepower to outmaneuver, outrun and outshoot their
opponents. However, their light armor means Regults
and infantry soldiers who get separated from the swarm
or pinned down by Earth mecha can be quickly
dispatched by their more heavily armored enemy. Of
course, most Zentraedi opponents do not wield war
machines based on their own Robotechnology.

Only the superior armored elite units of the Zentraedi
army, like the the Glaug Officer’s Battlepod and
Nousjadeul-Ger and Queadluun-Rau power armor
units, can stand toe to toe with UEDF mecha. These elite
units fulfill all leadership and covert roles in the
Zentraedi fleet. The elite Zentraedi mecha are manned
by the Warlords and Warrior Elite castes which are both
physically and mentally superior to the lesser Zentraedi
(nfantry clone troops. This makes them far superior to
the other Zentraedi units, and such leaders are often the
key to a Zentraedi victory.

“It's hard to believe that's how Micronians are made.
Why don'’t we see it right now by having you
both kiss one another?"

Dolza, Zentraedi Supreme Commander
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The omni-present Regult forms the backbone of the
Zengasedh battle squadrons. Produced in the millions,
the Tactical Battlepod is a light, fast mecha thrown at
enemy forces in waves until the enemy is overwhelmed
by their sheer weight of numbers. Battlepods are armed
%0 the teeth and able to leap great heights and
dissences, but are lightly armored. A swarm of the
iconic, egg-shaped Regults is often the last thing an
opponent will ever see.
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REGULT

UEDF Designation® Tactical Battlepod
MDCP 5

SPD: 5, PIL: 2, GN: 1, DF: 6

SRS BB RERERENEN

Focus Fire, Leap, Life is Cheap

Weapon Systems:

¢ Dual Heavy Particle Cannons -

RG: 18, MD: 4, Accurate

* Dual 22.3mm Auto-Cannons -

RG: 12, MD: 2

» Dual Light Air Defense Lasers -
RG: 9, MD: 2, Anti-Missile, Rear Fire
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Hand to Hand Attacks: Body Block, Kick,
Jump Kick, Stomp
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MECHA OF THE ZENTRAEDI ARMADA

REGULT (racricaL BAmégoo)
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This variant Battlepod replaces the Regult’s light
air-defense lasers with a pair of medium-range missile
launchers that provide the Gluuhaug-Regult with
superior anti-armor and anti-mecha capabilities.
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GLUUHAUG-REGULT (LIGHT ARTILLERY BATTLEPOD)

The Light Artillery Battlepod is much rarer than the
standard Regult, with only one out of every 10 Regults
being a Gluuhaug-Regult, meaning that they must be
carefully deployed in the field of battle.

GLUUHAUG-REGULT

UEDF DesignationP Light Artillery Battlepod
MDCP 5

SPD: 4, PIL: 2, GN: 2, DF: 5

Focus Fire, Leap

Weapon Systems:
* Dual Heavy Particle Cannons -
RG: 18, MD: 4, Accurate
* Dual 22.3mm Auto-Cannons -
RG: 12, MD: 2
¢ Dual 313mm Medium-Range Missile Launchers -
RG: 24, MD: 9 per missile, Ammo 4, Missile, Volley 6

Hand to Hand Attacks: Body Block, Kick,
Jump Kick, Stomp
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SERAUHAUG-REGULT (HEAVY ARTILLERY BATTLEPOD)

The Serauhaug-Regult is the Heavy Arbllery Battiepod,
capable of firing four long-range missiles to provide
Regult squadrons with heavy standoff firepower w0
engage enemy targess well outide of the effeaive

\‘

combat ranges of other Battlepods. As a general rule,
the Zentraedi only field one Serauhaug-Regult for every
two Light Artillery Battlepods.

SERAUHAUG-REGULT

UEDF Designation » Heavy Artillery Battiepod
MDCP» S

SPD: 4, PIL: 2, GN: 2, DF: 5

Focus Fire, Leap

Weapon Systems:
*Dual Heavy Particle Cannons -
RG: 18, MD: 4 Accurate
*Dual 22.3mm Auto-Cannons -
RG: 12, MD: 2
*Dual 791mm Yactical Ballistic Missile Launchers -
RG: 48, MD: 9 per missile, Ammo 4, Blast, Missile,
Volley X

Hand to Hand Attacks: Body Block, Kick,
Jump Kick, Stomp

QUE l -RE GUL (RECON BATTLEPOD)

QUEL-REGULT

UEDF Designation® Tactical Reconnaissance Pod
MDCP 5
SPD: 6,PiL: 3,GN: -, DF: 6

Leadership 2, Leap

Advanced Reconnaissance Suite®™ When the
Quel-Regult activates, you may spend 2 Command
Points to make it so that friendly mecha within 12
inches of the Quel-Regult when they make a
ranged attack get a +1 bonus to Strike. This effect
lasts until the next time the Quel-Regult is
activated.

Electronic Attack Suite> When the Quel-Regult is
activated you may spend 1 Command Point to
inflict a -1 penalty to Strike in ranged combat on a
single enemy mecha within a 24 inch range of the
Quel-Regult until the end of the turn. Multiple
enemy mecha can be affected at the cost of one
Command Point per additional mecha.

Weapon Systems:
¢ None

Hand to Hand Attacks: Body Block, Kick,
Jump Kick, Stomp

The weaponless Quel-Regult is the Zentraedi’s answer to
a forward reconnaissance unit and electronic warfare
mecha rolled into one. Uncommon, with only one out of
every 144 Regults being a Quel-Regult, this valuable
scout mecha will always be accompanied by a full
squadron of standard Regults as an escort for its
protection. The Quel-Regult’s battlefield role is to assist
nearby Zentraedi mecha by providing more accurate
targeting data and by jamming the electronic systems of
their opponents.
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GM U G (OFFICER'S BATTLEPOD)

The Othcer's Battlepod, or Glaug, is reserved for male
officers commanding units of Regults or other infantry
troops in battle. The Glaug has thick armor and better
weapons than Tactical Battlepods, but its real strength
lies inits superiorelectronics and sensors that allow it to
share battlefield data with the Regults in its squadron.
This provides a greater level of leadership on the field of
battle and enables the officer to quickly call upon
reinforcements when his squadron suffers losses.

GLAUG

UEDF Designation® Officer’s Battlepod
MDC» 9

SPD: 7, Pil: 3,GN: 3, DF: 7

Focus Fire, Leadership 4, Leap

Weapon Systems:

*128mm Charged Particle Cannon -

RG: 24, MD: 6, Accurate, Inescapable, Overwhelming
e Dual Forearm Heavy Particle Cannons -

RG: 18, MD: 4, Split Fire

¢ Dual Forearm 44mm Electromagnetic Rail Cannons -
RG: 18, MD: 8, Anti-Missile, Split Fire

e Dual 22.3mm Auto-Cannons -

RG: 12, MD: 2

* 150mm Short-Range Missile Tubes -

RG: 18, MD: 6 per missile, Ammo 6,

Anti-Missile, Missile, Voiley X

Hand to Hand Attacks: Body Block, Kick, fump Kick,
Punch, Power Punch, Stomp

GLAUG-ELDARE

(OFFICER'S BATTLEPOD WITH BOOSTER)

The Glaug-Eldare

trans-atmospheric
aerospace booster that turns the Glaug into a rather
capable aerospace fighter. With the Eldare attached, the
Glaug can keep up with, and lead, flights of Gnerl
aerospace fighter pods into combat. The Glaug-Eldare
{booster) provides additional armor protection, a larger
complement of missiles and vastly increased speed.

is 3 bolt-on,

GLAUG-ELDARE

UEDF Designation > Officer’s Battlepod
with Booster

MDCP 19

SPD: 12, PiL:2,GN:3,DF: 7

Afterburner, Aircraft, Flight, Leadership 4,
Jettison to Glaug {10 MDC)

Weapon Systems:

e 128mm Charged Particle Cannon -

RG: 24, MD: 6 Accurate, Inescapable, Overwhelming
* Dual Forearm Heavy Particle Cannons -

RG: 18, MD: 4, Split Fire

¢ Dual Forearm 44mm Electromagnetic Rail Cannons -
RG: 18, MD: 8, Split Fire, Anti-Missile

¢ Dual 22.3mm Auto-Cannons -

RG: 12, MD: 2

* 150mm Short-Range Missile Tubes -

RG: 18, MD: 6 per missile, Ammo 6,

Anti-Missile, Missile, Volley X

¢ Dual 103mm Mini-Missile Launchers -

RG: 12, MD: 2 per missile, Ammo 4,

Anti-Missile, Missile, Volley 6

e Dual 178mm Short-Range Missile Launchers -

RG: 18, MD: 6 per missile, Ammo 8,

Anti-Missile, Missile, Volley X

Hand to Hand Attacks: Body Block, Punch, Power Punch
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GNERL FIGHTER

(AEROSPACE FIGHTER POD)

A fast and rugged aerospace fighter, the Gnerl forms the
backbone of the Zentraedi Fleet’s air wing. With full
trans-atmospheric capabilities, the fighter is equally at
home in the air or space, making strafing runs against
ground opponents, air to air interceptions or engaging in
space combat. The Gnerl is deadly, with 18 short-range
missiles and a 32mm rotary partiicle cannon for combat.

GNERL

UEDF Designation® Aerospace Fighter Pod
MDCP 6
SPD: 12, PIL: 2, GN: 2, DF: 7

Afterburner; Aircraft, Flight

Weapon Systems:
» PZ-32 32mm Rotary Particle Cannon -

QUEL -GULNA U RG: 18, MD: 4, Rapid Fire, Overwhelming
*MZ18 Air to Air Missile Launchers -

RG: 18, MD: 6 per missile, Ammo 3,
Anti-Missile, Missile, Volley 6

(RECOVERY POD)

. The Quel-Gulnau fulfills a vital battlefield role, that of Hand to Hand Attacks: None
. recovery and retrieval of downed mecha in the field of
battle. Recovered mecha are erther repaired and sent
back into battle or salvaged for parts and recycled. Only
by doing so can the Zentraedi hope to keep up a ready
supply of battle-ready mecha. Recovery Pods are
unarmed, but capable of hand to hand combat.

QUEL-GULNAU

UEDF Designation » Recovery Pod
MDCP- 9

SPD: 9, PIL: 2, GN: -, DF: 5

Flight, Hands, Hover

Recovery and Salvage ™ While a Quel-Gulnau is within
2 inches of a Glaug {or Glaug-Eldare), it extends the
normal 8 inch range of the Zentraedi faction ability of
Reinforcements to 12 inches, but the Glaug {or Glaug-
Eldare) must stilt have line of sight to the Reguits
destroyed in its squadron in order to set them aside for
later use as possible reinforcements.

Weapon Systems:
* None

Hand to Hand Attacks: Body Block, Grab,
Punch, Power Punch
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MECHA OF THE ZENTRAEDI ARMADA

NOUSJADEUL-GER

(MALE POWER ARMOR)

With twiee the armor of a Zentraedi Battlepod, the
Nousjadeul-Ger powered armor suit is easily a match for
the mecha of the UEDF. Such elite pilots are organized
into special mechanized infantry squadrons, where they
are used in covert ops, commando strikes and special
forces missions in addition to select infantry operations.
Their firepower, heavy armor and agility allow these
troops to adapt well to most battlefield situations and use
handheld weapons, explosives and other equipment.

NOUSJ/ADEUL-GER

UEDF Designation® Male Powered Armor
MDCP 10

SPD:S,PIL:3,GN:2,DF: 6

Flight, Focus Fire, Hands

Weapon Systems:
sShoulder Mounted Charged Particle Cannon -
RG: 18, MD: 4
sThree-Barreled 64mm Grenade Launcher -
RG: 12, MD: 6, Ammo 10, Blast
*32mm Plasma Machine Pistol -
RG: 9, MD: 8, Rapid Fire

Hand to Hand Attacks: Body Block, Club, Grab, Kick,
Jump Kick, Punch, Power Punch, Stomp

QUEADLUUN-RAU

(FEMALE POWER ARMOR)

The Queadluun-Rau female powered armor suit is
arguably the most feared mecha in the Zentraedi Fleet. It
can outmaneuver a Valkyrie and outshoot most
Destroids, and has the best armor of all Zentraedi mecha.
The Queadluun-Rau is piloted by elite, specially trained
female soldiers usually deployed in special, all female
air-cavalry squadrons. Female Power Armor pilots are
among the deadliest adversaries one will ever face.

QUEADLUUN-RAU

UEDF Designation® Female Powered Armor
MDCh 12

SPD: 12, PIL: 3, GN: 3, DF: 6

Flight, Focus Fire, Hands, Hover, Leadership 2

Weapon Systems:
¢ Dual Three-Barrel 64mm Grenade Launchers -
RG: 12, MD: 12, Ammo 10, Blast
¢ Dual Triple-Barrel Medium Particle Cannons -
RG: 9, MD: 4, Inescapable, Split Fire
¢ Quad 103mm Mini-Missile Launchers -
RG: 12, MD: 2 per missile, Ammo 16,
Anti-Missile, Missile, Rapid Fire, Voliey 8

Hand to Hand Attacks: Body Block, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp

Heo# s

L



GLUU-GER

(LIGHT ARMORED INFANTRY SOLDIER)

The lightest unit fielded by the 2Zentraedi is the Gluu-Ger,
or Light Infantry soldier. These giant Zentraedi foot
soldiers are deployed to carry a variety of man-porsable
weapons, including a particle beam assault rifle,
flechette cannon or shoulder fired missile launcher. The
armor-clad Light Infantry soldier is often restricted to
covert ops, commando strikes, special forces missions
and guard duty.

GLUU-GER

UEDF Designation ® Light Infantry Armor
MDCV» 3

SPD: 3,PH: 1,GN: 1,DF: 5

Hands, tife is Cheap, Zentraedi infantry

Weapon Systems; choose one of the following
options:

» Z-PR MKk. VIIl Zentraedi Particle Assault Rifle -

RG: 12, MD: 5, Accurate

¢ 2-TFG MK. V Zentraedi Tactical Flechette Cannon -

RG: 9, MD: 4, Ammo 8, Blast

» 2-ML Mk. |l Zentraedi Shoulder-Fired

Missile Launcher -

RG: 18 MD: 6 per missile, Ammo 5,

Anti-Missile, Missile.

*Only 1 Z-ML per three Gluu-Ger may be selected.

Hand to Hand Attacks: Body Block, Club, Grab, Kick,
Jump Kick, Punch, Power Punch, Stomp

SERAU-GER

(HEAVY ARMORED INFANTRY SOLDIER)

The Sevau-Ger or Heavy Armored Infantry soldier is clad
in body armor nearly equal in protection to that of a
Regult Battlepod. Like all infantry troops, these soldiers
are front-line combatants sent into the thick of battle.
They can be armed and equipped with 3 variety of
man-portable weapons, including a particle beam
assault rifle, flechette cannon or shoulder fired missile
launcher. Zentraedi infantry operates en masse, relying
on their overwhelming numbers to defeat the enemy.

SERAU-GER

UEDF Designation» Heavy Infantry Armor
MDCWP 5

SPD: 3,PH:1,GN: 1,DF: 6

Hands, tife is Cheap, Zentraedi infantry

Weapon Systems; choose one of the following options:
¢ Z-PR Mk. VIl Zentraedi Partiicle Assault Rifle -
RG: 12, MD: 5, Accurate
* Z-TFG MKk. V Zentraedi Tactical Flechette Cannon -
RG: 9, MD: 4, Ammo 8, Blast
¢ 2-ML Mk. Il 2entraedi Shoulder-Fired Missile Launcher -
RG: 18, MD: 6 per missile, Ammo 5, Anti-Missile, Missile.
*Only 1 Z-ML per three Serau-Ger may be selected.

Hand to Hand Attacks: Body Block, Club, Grab, Kick, Jump
Kick, Punch, Power Punch, Stomp
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MECHA OF THE ZENTRAEDI ARMADA

e Soliowing Zemtroedh mecha varionts and upgrades only started appearing
i supnacane mumbers in Zentraedi formations after Dolza’s fleet entered the solar system

TELNESTA-REGULT

This wvariant Battlepod replaces the Regult’s light
air-defense lasers with a pair of long-range Charged
Particle Beam Cannons. These big guns have excellent
range and arc of fire, and an effectively unlimited payload.
The Telnesta-Regult Battlepod is much rarer than the
standard Regult, with only one out of every 20 Regults
being a Telnesta-Regult, sometimes fewer than that,
though on occasion the mecha are deployed as an elite
squadron. Any deploymentin the field of battle should be
done with care.

TELNESTA-REGULT

UEDF Designation» Heavy Particle Beam
Support Battlepod

MDCP 5

SPD: 4, PIL: 2, GN: 2, DF: 5

Focus Fire, Leap

Weapon Systems:

*Dual Heavy Particle Cannons -
RG: 18, MD: 4 Accurate

*Dual 22.3mm Auto-Cannons -
RG: 12, MD: 2

*Dual Charged Particle Cannons-
RG: 18, MD: 8

Hand to Hand Attacks: Body Block, Kick,
Jump Kick, Stomp

NOUSGARMA-GER

(MALE POWERED ARMOR)

This “variant” Male Power Armor is upgraded with much

more powerful rear thrusters and a pair of
medium-range missile launchers mounted between
them. Opponents who mistake the Nousgarma-Ger for
the more common Nousjadeul-Ger are in for a rude
awakening. Reserved for Zentraedi commandos and ace
pilots among the males, the Nousgarma-Ger are most
commonly deployed on commando strikes, acts of
sabotage, and special forces missions.

NOUSGARMA-GER

UEDF Designation» Upgraded Male Powered Armor
MDCP» 10

SPD: 10, PIL:3,GN: 2, DF: 6

Flight, Focus Fire, Hands

Weapon Systems:

¢ Dual 313mm Medium-Range Missile Launchers-
RG: 24, MD: 9 per missile, Ammo 4, Missile, Volley 6
¢ Three-Barreled 64mm Grenade Launcher-

RG: 12, MD: 6, Ammo 10, Blast

¢ 32mm Plasma Machine Pistol -

RG: 9, MD: 8, Rapid Fire

Hand to Hand Attacks: Body Block, Club, Grab,
Kick, Jump Kick, Punch, Power Punch, Stomp
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QUEADLUUN-GULT

FEMALE POWERED ARMOR)

The Dueaciuun-Gult “variant” female powered armor
mokaces most of the signature anay of missiles with four
seawy =k beam cannons mounted behind the
shouicers. While its missile payload is less than half of the
stamdiard Queadluun-Rau’s, the Gult’s heavy cannons give
& some punch at longer range, making the Queadiuun-
Guit deadly in mid-range combat with enemy mecha and
aopae fighters, as well as dogfights and boarding
spareships. Best of all, the cannons can rotate to fire upon

QUEADLUUN-GULT

UEDF Designation® Quad Particle Cannon
Female Powered Armor

MDC» 12

SPD: 12, PIL: 3, GN: 3, DF: 6

Flight, Focus Fire, Hands, Hover, Leadership 2

Weapon Systems:
» Dual Three-Barrel 64 mm Grenade Launchers -
RG: 12, MD: 12, Ammo 10, Blast
¢ Dual Triple-Barrel Medium Particle Cannons -
RG: 9, MD: 4, Inescapable, Split Fire
¢ Dual 103mm Mini-Missile Launchers-
RG: 12, MD: 2 per missile, Ammo 6, Anti-Missile,
Missile, Rapid Fire, Volley 8
» Quad Heavy Particle Cannons -
RG: 18, MD: 8, Accurate, Split Fire, Rear Fire

Hand to Hand Attacks: Body Block, Grab, Kick, Jump
Kick, Punch, Power Punch, Stomp

Z-CR MK. Il CONVERGING BEAM RIFLE
An Optional Weapon System for Female Powered Armors
The Z-CRMK. Il is a built-in upgrade that can be used by
boththe Queadluun-Rau and Queadluun-Gult. These
hard-hitting rifles have a long range and give the Rau or
Gult considerable punch.

enemies in front, above and behind the Queadluun-Gult,
and their payload is effectively unlimited (they draw upon
the energy supply of the armor). The Queadluun-Gult is
piloted by elite, female Zentraedi aces and uwsually
deployed in special, all female air-cavalry squadrons. May
fight in squads composed entirely of Queadluun-Guit or
with the traditional Queadluun-Rau. All Female Power
Armor pilots are among the deadliest adversaries one will
ever face.
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SPECIAL CHARACTERS

There are many special and heroic individuals
throughout Robotech®. Some of these characters are
represented by the Special Character Profiles below.
Spedal Characters can have access to many different
types of Mecha, and will have an entry in their profile
telling you which mecha they can pilot. When you
include a Special Character in your army, choose a
mecha that is available to them in your army and they

become the pilot of that mecha. The character will
operate with the profile of the chosen mecha along with
any modifications outlined below, as part of the
squadron that the mecha is in. The points listed below
are how much it costs to include the Special Character in
your army, not including the cost of the mecha the
character pilots.

AZONIA

The highest ranking warlord of the female Zentraedi,
Azonia is a cunning and vengeful leader. When she takes
to the field, it’s usually in a Queadluun-Rau powered
armor. Azonia favors aerial combat and up<lose hand to
hand combat over trudging along on the ground. Known
for her cool head in combat and excellent leadership,
she was even given command of Breetai’s Fleet for a
short period of time.

5 pts
Mecha Available® Glaug, Queadluun-Rau.

+1 Leadership

Malcontent Special Character Note: While most
heroes would never become Malcontents, many
Special Characters can be used as templates for
creating Malcontent aces with the same attributes
and point cost. Breetai and Miriya-Parina cannot be
used as templates in this manner. Azonia and Khyron
themselves actually did become Malcontents in the TV
show and can be used in that faction.

bb

BREETAI

High Lord Breetai is the most decorated warlord of the
Zentraedi armada. Sent to Earth to recover Zor’s flagship
(the SDF-1), he eventually sided with the UEDF against the
main Zentraedi Fleet. As a fleet commander, Breetai
rarely takes to the field, but when he does he shuns
mecha in favor of simple heavy infantry armor. In the
field, Breetai’s leadership is without equal, and his own
fighting skills are unparalleled; as Rick Hunter found out
when he tried to go hand to hand with him with his
Valkyrie, only to be beaten by an unarmored Lord Breetai
using his bare hands.

20 pts
Mecha Available® Serau-Ger, Gluu-Ger.

+2 PH, +2 GN, Leadership 5

High Lord ™ Whenever Breetai is taking damage, any
amount of it may be redirected to friendly mecha
within 4 inches of him in any combination his player
chooses. Hand to hand attacks made by Breetai do
double their normal damage, and Breetai can make 2
additional hand to hand attacks per turn for free.
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KHYRON

Zentraedi Warlord Khyron is an arrogant and
power-hungry schemer. He is consumed with hate for
“micronians” (humans) and has become obsessed with
vengeance and the destruction of the SDF-1. While
Khyron is a skilled Glaug pilot and adequate leader, his
lust for glory, hotheadedness, and rash, unpredictable
behavior on the battlefield hold him back from the
recognition he so desires. The infamous Zentraedi
warlord repeatedly underestimates the UEDF heroes
and humans in general. Despite this, Khyron is a deadly
warrior who excels in hand to hand mecha combat,
brutality and ruthlessness.

10 pts
Mecha Available» Glaug, Glaug-Eldare,
Nousjadeul-Ger, Serau-Ger, Gluu-Ger.

+1PIL

The Backstabber™ When Khyron's squadron activates, his
player may destroy a Mecha from his squadron, within 8
inches of him, to gain 3 Command Points. Regults
destroyed in this way cannot be set aside to possibly
return as Reinforcements.

MIRIYA-PARINA

Miriya-Parina is the top scoring Zentraedi female elite ace
pilot of all time. Miriya and her Queadluun-Rau powered
armor suit are responsible for more UEDF combat losses
than any other single Zentraedi pilot. She is remarkably
cool under fire and has a head for aerial strategy and
tacties. Miriya was undefeated until she came up against
UEDF Valkyrie pilot Max Sterling. After a heated aerial
dogfight that ended in a draw with Max, Miriya was
micronized and attempted to track him down and kill him
in hand to hand combat. Instead, the pair fell in love and
married aboard the SDF-1. Miriya-Parina became Miriya
Sterling and a hero of the UEDF at the controls of a
Valkyrie.

10 pts
Mecha Available®™ Queadluun-Rau.

+ 2 teadership

Aggressive ™ Miriya can re-roll all of her Strike rolls.
Remember, no single roll can be re-rolled more than
once.
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GRELL

Sub-Commander Grell is Khyron's tight-hand man and
lackey. While he is underestimated by Khyron, Grell is
actually an excellent field cffieer. Gredl is a competent
Glaug pilot but his real strength lies in eading the Regult
infantry forces. Grell seems te have a sith sense about
when his squradron is losing Tactical Battlepods and
often calls for reinforcements based on his personal
hunches instead of venfying the loss of a pod.

5 pts
Mecha AvailableP Regult, Glaug, Glaug-Eldare,
Nousjadeul-Ger, Serau-Ger, Gluu-Ger..

Calling for Reinforcements™ Regults from Grell’s
squadron destroyed within 8 inches of him may be put
aside to return as Reinforcements even if he doesn’t
have line of sight to them. Grell may set aside Regults
from his squadron as Reinforcements no matter what
mecha he is piloting.

MALOQUINN

Up and coming male ace Zentraedi pilot Maloquinn
favors the Nousjadeul-Ger powered suit in battle. With
quick reflexes and ambidexterity, he fights with two
32mm Plasma Machine Pistols and often takes on
multiple targets in simultaneous combat. Maloquinn is
out to prove that male pilots are as lethal and fearsome
as the Zentraedi elite female aces, and is closing in on
the famous Miriya-Parina’s record for the most Kkills
made in 3 powered armor suit.

5 pts
Mecha Available» Nousjadeul-Ger.

+1 Leadership
Watch the Skies ™ Maloquinn’s 32mm Plasma Machine
Pistols get the Anti-Missile ability.

Maloquinn’s Nousjadeul-Ger has a second copy of the
32mm Plasma Machine Pistol Weapon System.

PIRION-GALARR

While there are few ace Regult pilots, Pirion-Galarr is
building a reputation as one. Having survived more than
50 major engagements and racking up 26 kills in his
Tactical Battlepod, the warrior has become something of
a legend among Zentraedi foot soldiers. Simply surviving
so many battles in a Regult is an accomplishment in and
of itself, but with so many kills, the High Command is
thinking of raising the lowly warrior to the rank of
Warrior Elite and giving him a Glaug.

THE ZENTRAEDI ARMADA

20 pts
Mecha AvailableP Regult.

Swarm » Once per game, when Pirion-Galarr’s squadron is
activated, all of the mecha in the squadion can
automaticalty boast their SPD once that tum without
paying any Command Points or making Piloting rolls.

POLUS-MJOR

A Nousjadeul-Ger pilot known for his skill in close
combat, Polus-Mjor likes to mix it up with his
opponents in hand to hand. Polus-Mjor’s favorite
weapon is a UEDF Shock Baton he took as a trophy from
a defeated Spartan during the attack on Macross City.
His hope is that he will get the opportunity to go toe to
toe with a Mk.ll Monster one day. Easily the best hand
to hand combatant among the male Zentraedi of the
Warrior caste, even many Warrior Elites respect his
fighting skills. The only Zentraedi who is his better is
Lord Khyron.

5 pts
Mecha Available® Nousjadeul-Ger.

+1Pl
Up Close and Personal ™ Polus-Mjor may make an
additional hand to hand attack each turn for free.

Pulus-M jor’s Nous jadeul-Ger has a UEDF Spartan Shock
Baton that can be used to make clubbing hand to hand
attacks. In addition to the normal MD for the Club attack,
the Shock Baton reduces the enemy mecha’s SPD to zero (0)
and prevents it from spending any Command Points to
leave hand to hand combat. These penalties last untit the
enemy mecha’s next activation of the subsequent turn.

SULREEN-TEHR

Gnerl squadron leader Sulreen-Tehr is a ground assault
specialist and his squadron is one of the best air
support units in the Zentraedi Fleet. Sulreen-Tebr drills
his squadron daily in ground attack strategies and
tactics to get the most out of their use of plasma
bombs, missiles and rotary particle cannons. This is
quite different from the usual Gnerl squadrons who
focus on air to air combat.

S pts
Mecha Available» Gnerl.

Experienced Pilot’~ When Suireen-Tehr turns an Aircraft
he is piloting, it can be turned to face any direction.
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We are the fallen. Since the destruction of the armada, we are
trapped on this god-forsaken planet. Unable to return to the stars,
many Zentraedi have agreed to be micronized and live among the
humans. Though bred to be the greatest warriors in the universe,
we have been brought to our knees by these micronians of Earth.

They must be made to pay for this indignity, but instead, Lord
Breetai has declared us free, and invites us to live among the
Earthlings. The idea is madness. We say, no. We are warriors, born
and bred. We are war-bringers and conquerors. If we no longer

serve the Robotech Masters, then we should conquer and rule this
planet. Conquer or destroy them. So we defy the edict of Lord
Breetai. We live by our own rules now. Not by the rules

of Breetai nor the Robotech Masters, and certainly
not the micronians. We answer to no one.

We invite all our Zentraedi brothers to join us in the conquest of
these pathetic little humans. We even embrace those micronians
who accept us as their superiors and desire to be free of the
shackles of their own leaders and human society of weaklings.

They call us rebels, anarchists, bandits and monsters, but the

name that has stuck is Malcontents. It is a name we wear like a
badge, for we are not content. We are the lion, not the lamb. It is
the law of the jungle that the strong dominate the weak. We
Zentraedi Malcontents, and all who fight under our banner, are the
strong. We are the conquerors, not the conquered. And so we take
what we desire. We fight to impose our will upon the weak, and we
exact bloody vengeance upon those who defy us. Be you Zentraedi
or micronian, if you wish to know true power, join us.”

Warlord Pallja, a Malcontent Leader

Malcontents are all of the above and worse. Many
Zentraedi arelike “ronin” — warriors without a master to
serve. With the Robotech Masters’ empire crumbling
and the once unstoppable Zentraedi armada shattered,
the Zentraedi are on their own for the first time ever.
The concepts of freedom, self-expression and the many
nuances of human civilization are completely alien to
them. Though many Zentraedi have embraced such
ideas and have flocked to join human society, there is
another, smaller faction that refuses to do so. These
Zentraedi Malcontents reject this cataclysmic change
and want nothing to do with it or the micronians, whom
they still consider the enemy. Many even see this as a
betrayal of who and what the Zentraedi represent.

What started out as a Zentraedi rebellion within the
surviving forces of the alien armada, has become a
call to all rebels, anarchists and brigands. Anyone
willing to accept the Zentraedi as their leaders and
fight the UEDF and world government are welcomed

to join. This includes deserters of the UEDF and their

mecha, anti-unification rebels, bandits with stolen
mecha and military hardware, and brigands who see
this as an opportunity to fight and plunder. This

mixed mecha group of blackguards are out for

themselves and a danger to the UEDF and Zentraedi
alike.
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“You're oary. A FLEET OF ALMOST FIVE MILLION!?!? There's no way we can fight

them off. We're finished...”

Lynn Kyle

Forces hawe Seen 3vayed and batHle is about to be
mec. You 2 your cpporert have built and painted up
your 3Twes and e now ready to play. This secthion
presents two oFerent types of scenarios intended to
20 t=me paying g2mes of Robotech® RPG Tactics™. The
St tyo= = the Introductory Scenarios, which are
mtended o give an overview of how to play the game
ans use the game pieces that are included in the basic
baxed set. The second type is the Standard Scenarios
$at ase intended to be played with known or unknown
opporents using forces of like points value and the army
bulding rules outlined in these rules. Each scenario
outlines many different variables and any special rules
shat will apply throughout the game.

INTRODUCTORY SCENARIOS

The Introductory Scenarios are meant to be playedin
order. They build up as they go, allowing players to
gradually ease their way into a larger game. Since
forces are pre-determined for these scenarios, don’t
use the Faction Force Cards for each side (you will learn
about these later). Since the squadrons and mecha
used for these scenarios don’t exactly match any of the
Force Cards in the game, use whatever Force Cards you
like to keep track of damage. Additionally, mecha with
the Life is Cheap special ability do not have that ability
for these scenarios.

1). First Contact® It is the launch day of the SDF-1 and
all of Earth is watching. Anomalous readings have come
in and 2 Valkyries are dispatched to check them out.

Terrain: This scenario is played with no terrain on the
board as it is mainly to allow players to gain an
understanding of the game, the sequence of the turn,
and how to move squadrons.

Forces: The UEDF player has 1 squadron of 2 VF-1As,
while the Zentraedi player has 2 squadrons of 3
Regults each.

Deployment: Determine which player will activate a
squadron firstfor the first turn, as per Step 2: Determine
fnitiative. The first player must choose one of the long
edges of the board as his Deployment Zone and set up
all of his mecha. He may deploy his mecha anywhere
within 12 inches of his board edge. Then the opponent

does the same, but he must use the long board edge
directly opposite from the board edge that was chosen
by the first player.

Game Length: This scenario lasts until one player has
won the game.

Victory: If a player destroys all of his opponent’s mecha,
he immediately wins the game.

Special Rules: None.

2). Onward® The Zentraedi have deployed more troops
into Macross City in an attempt to reach the SDF-1 and
take control of it.

Terrain: Set up enough terrain to cover one quarter of
the board with elements that significantly block line of
sight. Each player rolls a D6 and the player who rolled
highest places the first terrain element. Take turns
placing one element at a time, alternating with your
opponent until all elements have been placed.

Forces: The UEDF player has 1 squadron of 2 VF-1As and
1 squadron of 1 VF-1J and 1 VF-1A. The Zentraedi player
has 2 squadrons of 6 Regults each.

Deployment: Determine which player will activate a
squadron first for the first turn as per Step 2: Determine
Initiative. The first player must choose one of the long
edges of the board as his Deployment Zone and set up
all of his mecha. He may deploy his mecha anywhere
within 12 inches of his board edge. Then the opponent
does the same, but he must use the long board edge
directly opposite from the board edge that was chosen
by the first player.

Game Length: 5 turns.

Victory: The Zentraedi player wins if he can move at
least 5 of his Regults off of the UEDF player’s board edge.
The UEDF player wins if he destroys all enemy mecha, or
if the game ends without 5 or more Regults leaving off of
the UEDF player’s board edge.

Special Rules: None.

i
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2 O=fi=mwe of Nyan Nyan P Rick Hunter hascrashed the
Valire that he s piloting into Lynn Minmei’s Aunt and
Uncle’s restaurant, picked her up, and carried her away
@ zry 10 Protect her from the Zentraedi rampaging
through her aeighborhood. Can he keep her safe?

Terrain: First, place one building in the middle of the
board. Then set up enough terrain to cover one quarter
of the board with elements that significantly block line
of sight. Each player rolls a D6 and the player who rolled
highest places the first terrain element. Take turns
placing 1 element at a time, alternating with your
opponent until all elements have been placed.

Forces: The UEDF player has 1 squadron of 1 VF-1A, 1
squadron of 1 VF-1J, and 1 squadron of 2 VF- 1As. The
Zentraedi player has 1 squadron of 6 Regults and 1
squadron of 6 Reguits and 1 Glaug.

Deployment: The Zentraedi player chooses one board
edge. The Zentraedi player then must deploy his
squadron of 6 Regults within 6 inches of his chosen
board edge. The UEDF player thendeploys his squadron
of 1 VF-1A within 3 inches of the building in the middle
of the board. The deployed VF-1A must be in Guardian
mode and cannot use its Variable Fighter ability during
the game, has Leadership 1, its PIL is 4, and it can’t use
its Wing Mounted Articulated Missile Hardpoints
weapon system during the game. Additionally, the
Guardian VF-1A cannot end any of its Activations more
than 24 inches away from the building at the center of
the board. The other UEDF squadrons are held back for
Strategic Deployment. The squadron of 6 Regults and a
Glaug are also held back for Strategic Deployment.
When the UEDF player strategically deploys his
remaining squadrons, they must enter play from the
table edge opposite the Zentraedi player’s table edge.
When initial deployment is finished, determine which
player will activate a squadron first for the first turn as
per Step 2: Determine {nitiative.

Game Length: 5 turns.

Victory: The UEDF player wins the game ifthe VF-1A that is
stuck in Guardian mode hasn’t been destroyed at the end
of 4 turns. The Zentraedi player wins the gameimmediately
if he destroys the VF-1A stuck in Guardian mode.

=
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Additional Rules: The Zentraedi player may bring on the
squadron he must hold back for Strategic Deploymentin
the 3rd turn as normal (it cannot be brought on in the
2nd turn by spending a3 Command point due to the
“rounding down” clause of the rules). Instead of using
the normal Strategic Deployment rules, the UEDF player
must bring on the squadron of 2 VF-1As in the 3rd turn

and the squadron of 1 VF-1J in the 4th turn of the game.

Special Rules: Strategic Deployment {see the Common
Scenario Special Rules below).

4). Battle for Macross City® The Zentraedi have brought
all of their forces to bear and are closing in on the SDF-1
in the middle of the city. The UEDF has been fully
deployed and must repel the alien invaders!

Terrain: Set up enough terrain to cover one quarter of
the board with elements that significantly block line of
sight. Each player rolls a D6 and the player who rolled
highest places the first terrain element. Take turns
placing one element at a time, alternating with your
opponent until all elements have been placed.

Forces: The UEDF player has 1 squadron of 1 W-1J, 1
VF- 1S, and 2 VF-1As, and 1 squadron of 2 Tomahawks.
The Zentraedi player has 1 squadron of 1 Glaug and 6
Regults and 1 squadron of 6 Regults.

Deployment: Determine which player will activate a
squadron first for the first turn as per Step 2: Determine
Initiative. The first player must choose one of the short
edges of the board as his Deployment Zone and set up
all of his mecha. He may deploy his mecha anywhere
within 12 inches of his board edge. Then the opponent
does the same, but he must use the short board edge
directly opposite from the board edge that was chosen
by the first player.

Game Length: This scenario lasts until one player has
won the game.

Victory: If a player destroys all of his opponent’s mecha,
he immediately wins the game.

Special Rules: None.

“Surely, you’re not prepared to destroy your most precious
creation? The embodiment of all your hopes and dreams?
Without, your native civilization will wither and die.”

Robotech Master
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STANDARD SCENARIO RULES

BLNLDENG AN ARMY

Now Tt wou hawe Bad 2 chance to become familiar
Wi e suies of the z=me by playing through the
ey Scemanios, you must be champing at the bit
= =ar putmog together 2 fighting force of your own!

FACTIONS

The 5=t thog 0 do when building your own army is to
choose which faction you will play. Pick a Faction Card to
5= There are only three of them included in the basic
game, so the choice is whether you want to play the
Uneed Earth Defense Force (UEDF), Zentraedi Armada,
or the Malcontents {which is a combination of rebel
UEDF and Zentraedi forces). The Faction Card chosen
detenmines what Force Cards you will be able to recruit
into your army. Force Cards outline what mecha are in
each squadron and how much the squadron costs for
your faction to recruit. You may only include Force Cards
in your army that have the same faction symbol on
them as your Faction Card.

FORCE CARDS

Force Cards represent the many combat formations you
may wish to include in your army. There are a few
different types of Force Cards:

Core® Core Force Cards are the main sgquadron
formations fielded in battle by your faction. For
example, a Core Force Card might be a squadron of
four Valkyries. The groups represented by the Core
Force Cards are the basic building blocks of an army
and represent the common and regularly fielded
squadrons. You may include any number of Core Force
Cards in your army.

Support® Support Force Cards are mecha, or upgrades,
that can be added on to the squadrons on the Core
Force Cards. You may add up to two Support Force Cards
to each Core Force Card in your army. Any mecha on a
Support force Card are added to the squadron on the
Core Force Card they are bought with, and any upgrades
added to mecha in that squadron are added to the
additional mecha at the additional cost listed on the
card (added support mecha must take the same built-in
upgrades that the core mecha have).

Special® Special Force Cards represent unique, non-
standard, or especially rare mecha that can be fielded by
your faction. You may include one Special Force Card for
each Core Force Card in your army. Just like the Support
Force Cards, Special Force Cards add new mecha or
upgrades to the squadron of the Core Force Card they
are bought with.

Built-in Upgrades® While some upgrades are
represented by Support Force Cards, others will be
listed on the back of a Force Card along with their
point vaiue. If you wish to take the listed upgrade,
you must pay the additional points, adding them on
to the total cost of the Force Card. If a built-in
upgrade is bought, every mecha on the Force Card
it was bought for gets that upgrade. This will
normally represent things like the SDF-1 Valkyrie
Air Wing LPWS-12 Nose Lasers, or the Air-Burst
Munitions for the Defender.

POINT VALUES

The front of each Force Card shows what mecha it
includes. You will notice that a number of points are also
listed at the bottom of the card. These points are a
representation of how costly the Force Card is for your
faction to field. When you play a game of Robotech®
RPG Tactics™, you must first agree with your opponent
how large the game will be by deciding how many points
each side will have to spend on their army. The total
points of all the Force Cards included in your army must
be equal to or less than the total that you and your
opponent agreed upon beforehand. Larger point games
will take longer to play, so set aside quite a bit of time if
you and your friends want to bring your whole
collections to the battlefield.

MINIMUM REQUIREMENTS

To prevent a player from fielding a single, incredibly
huge and unbalanced squadron as his entire army, there
are two simple requirements beyond the point limit that
must be followed when putting together an army for
Robotech® RPG Tactics™.

1. You must field a minimum of two Core Force Cards
for a standard game.

2. For every 150 points you field, you must have at
least one Core Force Card. Note: The minimum two
Core Force Cards in a standard game are included in
this calculation, so a 450 point game would require
three Core Force Cards total per side.

ARMIES

The first step to fighting a battle is to agree on a point
value. We recommend 300 points for a quick, standard
game. Then each player builds an army with atotal point
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value equal to or less than the agreed upon point value.
Please refer to the previous “Building an Army” section
for the exact rules for choosing a force. Once you have
both finished building your armies, your army roster is
public knowledge and its information must be shared
with your opponent whenever he asks for it or
whenever it is refevant. For those who wish %o play small
skirmish level games or extremely large attyition level
games, special rules are induded for them m rhe
Common Scenario Special Rules section.

THE BATTLEFIELD

After having determnined which standard scenario will be
played and which player will take on any roles necessary
in the scenario, players must set up the battlefield or
"board™ that they will play the game on, using the
terrain 3vailable. We would recommend that at least
one quarter of the board be taken up with substantial
terrain that blocks line of sight. This will break up the
board, allowing for more tactical decision making and
interesting situations. The scenarios presented here
assurrie that games will be played on a 6 foot x 4 foot, or
larger, area. Players may either set up the board in an
agreeable configuration or roll off and take turns placing
temmain elements until the aforementioned 25% worth of
the board is covered with terrain pieces.

SELECTING THE SCENARIO

Having selected armies, it is now time to determine
which standard scenario will be used for the game.
Players may play a mutually agreed upon scenario, or
they may randomly determine which scenario to play by
rolling on the following chart:

INGABATTLE

Standard Scenarios: (See below, pg 78, for the
scenario descriptions)

1 » Doghight

2 » Take and Hold

3 » Pitched Battle

4 » Demolition

5 P> Resovery

6 » Convoy Defense

SELECTING DEPLOYMENT ZONES

Now that you have chosen the scenario, you must
choose Deployment Zones. There are three basic types
of deployments to choose from. Players may either
mutually agree upon which type of Deployment Zones,
or randomly determine which to use by rolling on the
following chart:

Deployment Zones:

1-2 » Head to Head

3-4 » Distant Engagement
5-6 P Face Off

Deployment: Determine which player will activate a
squadron first for the first turn as per Step 2: Determine
Initiative. The first player must choose one of the
Deployment Zones, either A or B, and set up all of his
mecha in that zone. The opponent then does the same
in the other Deployment Zone. When both sides are
deployed, carry on with the first turn as normal.

Deployment Zone A

Deployment Zone B

Head to Head Deployment Zones
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Face Off Deployment Zones

Distant Engagement Deployment Zones

Deployment Zone B
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SELECT OPTIONAL SPECIAL RULES

Whie maay of the Standard Scenarios have specific
Speral Rules that they must be played with, if both of
the players agree, they may pick or roll for additional
Special Rules for their game. The players may pick, or roll
for, as many of these additional rules as desired. These
additional Special Rules are in addition to those that are
spegfied by the scenario being played.

Additional Special Rules: (optional, see below, pg 80 for
the details)

=

1 » Airborne Assault (includes Strategic Deployment)
2 » Hidden Demolitions

3 » Orbital Bombardment

4 » Poor Visibility

5 » Space Battlefield

6 » Unusual Gravity (either Light Gravity

or Heavy Gravity)

STANDARD
SCENARIOS

-

The Standard Scenarios are intended to be played with
known or unknown opponents using forces of equal
point values as outlined in the “Building an Army”
section of these rules.

DOG FIGHT

Your forward reconnaissance scouts have found the
enemy and are calling for backup. Deploy into combatto
weaken the enemy fighting machine!

Forces: Each player chooses an army as outlined under
“Building an Army.” (pg 75)

Deployment: Choose Deployment Zones as normal. The
first player sets up 1 of his squadrons in his Deployment
Zone, but the rest of his squadrons are held back for
Strategic Deployment. Then the opponent does the
same in the remaining Deployment Zone.

Game Length: Variable.

Victory: The player with the most Victory Points at the
end of the game wins.

Special Rules: Strategic Deployment, Variable Game
Length, Victory Points.

TAKE AND HOLD

Enemy forces have been detected moving towards an
area of strategic impostance. You and your detachment
have been sent tosecure the area.

Forces: Each player chooses an army as outlined under
*Building an Army." (pg 75)

Deployment: Choose Deployment Zones as normal.
Then players must take turns placing objective markers,
starting with the player who will activate first, until there
are 3 objectives on the board. Objectives can’t be placed
within either player’s Deployment Zone, and can’t be
placed within 18 inches of another objective. The first
player sets up all of his mecha within his Deployment
Zone, and then his opponent does the same.

Game Length: Variable.

Victory: The player who controls the most objectives at
the end of the game wins.

PITCHED BATTLE

You have been deployed in the way of an enemy force.
Engage them and destroy them to reduce the enemy's
fighting strength.

Forces: Each player chooses an army as outlined under
“Building an Army.” (pg 75)

Deployment: Choose Deployment Zones as normal.
Game Length: 5 turns.

Victory: The player with the most Victory Points at the
end of the game wins.
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Seecm Bules Stategc Deployment, Vanable Game
sergmn Wiy Pounts

Aasitonal Rules: Ar the end of the game, you score
sasmona Wes for each of your squadrons that ends the
game wholy within the enemy Deployment Zone, and
wtn & least half of its mecha remaining. Each such
squadeon & worth half its VP value, rounding down.

the mecha that is carrying the loot markeris destroyed,
place the loot marker on the board where the mecha
carrying it was destroyed. Any mecha that moves on to
the loot marker picks it up and may continue moving.
While a mecha is carrying the loot marker, it can only
attack with a maximum of one weapon system per turn.

RECOVERY

viza! edormation or materials of some kind, or possibly a
downed pilot, is lost in no man’s land. You must recover
this vital objective; unfortunately the enemywantsit too.

Fosces: Each player chooses an army as outlined under
“Bwiiding an Army.” {pg 75)

Deployment: Choose Deployment Zones as normal.
Then players take turns placing loot markers, starting
with the player who will activate first, until there are 6
loot markers on the board. Loot markers can’t be placed
within either player’s Deployment Zone, and can’t be
placed within 6 inches of another loot marker. The first
player sets up all of his mecha within his Deployment
Zone, and then his opponent does the same.

Game Length: 6 turns.

Victory: If a player has one of his mecha carrying the
loot in his Deployment Zone at the end of the game, he
wins. If a player destroys all of his opponent’s mecha, he
immediately wins the game. if no player has
accomplished either of these objectives by the end of
the game, the game is a draw.

Special Rules: None.

Additional Rules: Each loot marker represents a possible
location of the prized object that the players are trying
%0 recover. When a mecha moves on to a loot marker, it
may pause and search the loot marker. Roll a die; on a
result of 1-4 the loot marker isn’t the loot and it is
removed from the board, on a 5-6 the marker is the loot
and the mecha that searched the loot marker picks it up
and may continue moving. If there is only 1 loot marker
left on the board, it will automatically be the loot when
it is searched. If the loot is found, all of the other loot
markers currently on the board are removed. Once the
lootis found, it must be carried by the mecha who found
it and will only be dropped if that mecha is destroyed. If

DEMOLITION

In this scenario, one player has been ordered to guard a
strategic bunker, or ammo dump, while the other player
has been sent to destroy it!

Forces: Each player chooses an army as outlined under
“8uilding on Army.” (pg 75}

Deployment: Choose Deployment Zones as normal. The
first player to activate will be the defender. In addition to
his mecha, he has a piece of terrain that he must defend,
hereafter referred to as the bunker. He may place the
bunker wherever he likes on the board, except forin the
opponent’s Deployment Zone. Then he must deploy at
least, but not limited to, his largest squadron of mecha
within 12 inches of the bunker. Mecha deployed near
the bunker cannot be in the enemy Deployment Zone.
Any remaining mecha are deployed in his own
Deployment Zone as normal. The opposing player will be
the attacker and he must destroy the bunkerto win. The
attacker deploys his mecha as normal.

Game Length: S turns.

Victory: The defender wins if the bunker is still intact at
the end of the game. The attacker wins immediately if
the bunker is destroyed.

Special Rules: None.

Additional Rules: The bunker cannot attack, but it is a
fortified military structure {as per the Buildings and
Structures section) with 100 MDC per Core Force Cardin
the opposing army (25 per card in a Skirmish). The
bunker should be atleastS by S by 5 inches in size, but
should be twice that for games over 300 points,
although it is still smaller than most fortified military
constructions. Like all military structures, the bunker has
a DF of 4, but cannot Dodge or Parry. The Defender may
pay Command Points to have the Bunker Roll with
Impact, or “Reinforce” in the bunker’s case. Additionally,
the bunker has an Anti-Missile system that can be used
in every direction since the bunker has no facing.
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CONVOY DEFENSE

Sest ob I the service, right? Watch out, because things
are abast to get interesting.

Foroes: Each player chooses an army as outlined under
“Swiding an Army.” {pg 75) Additionally, the defender
nas 1 squadron of 2 Convoy Vebhicles for every 300 points
{or fraction thereof) being played (so a 900 point game
would have 1 squadron of 6 Convoy Vehicles). Convoy
Vehicles can be represented in any way that is agreeable
to both players. in space missions these may be cargo
shuttles, on Earth these will be cargo trucks, etc., but
their stats remain unchanged.

Game Length: 5 turns.

Victory: The attacker wins the game if all of the Convoy
Vehicles are still on the board at the end of the game, or
if all ofthe Convoy Vehicles are destroyed. The defender
immediately wins the game if he moves any of the
Convoy Vehicles off of the Attacker’s board edge.

TTLE |

Special Rules: Strategic Deployment.

Additional Rules:

CONVOY VEHICLE
MDCP 6
SPD: 8PIL: 2GN: -DF: 6

Cumbersome

Complete the Mission» When a Convoy Vehicle is hit
with a weapon system, its player can opt to have one of
his mecha within 3 inches of it take the hit instead.
Flee» Once per game, Convoy Vehicles can boost their
SPD automatically for free.

Weapon Systems: None

Hand to Hand Attacks: None

Airborne Assault» Mecha with the Flight, Hover or
Leap special ability can arrive from Strategic
Deployment by an Airborne Assault. To make an
Airborne Assault, the player places the Blast template
anywhere on the board in open terrain. The player then
makes a single D6 roll and adds the best Piloting
attribute of all the mecha making the Airborne Assault.
If the result is a 6+ the Airborne Assault is successful,
and the mecha are placed on the Blast template in any
formation desired. If more mecha arrive by Airborne
Assault than can be placed in their entirety on the Blast
template, continue placing mecha out from the
template in contact with the base of one of the mecha
that is on the template or closer to the template than
the mecha that is being placed. The spillover mecha
must always be placed as close to the template as
possible. If the player fails to get a 6+, the Airborne
Assault scatters as per the Blast special rules, and the
mecha are placed on the Blast template in that location.
if the Blast template scatters over other mecha {friendly
or enemy), buildings or another place on the board that
the mecha cannot be set up on, the Blast template
scatters again from that new position until the Blast
template can be placed in open terrain as the mecha
correct their landing.

M
L

COMMON SCENARIO
SPECIAL RULES

Attrition Games®» Some players will want to play truly
large games that fall outside of the scope of the
Standard Scenarios. We're talking about games of 80 to
over 100 mecha on a side! Games of this size are more
complicated and take much longer to play, but are still
very enjoyable. Instead of using the Standard Scenarios,
use the following scenario {or one of your own design):

Forces: Each player chooses an army as outlined under
“Building an Army.” (pg 75)

Deployment: Choose Deployment Zones as normal.
The first player sets up half of his squadrons in his
Deployment Zone, and the rest of his squadrons are
held back for Strategic Deployment. Then the
opponentdoesthe same in the remaining Deployment
Zone, including holding back half of his forces for
Strategic Deployment.

Game Length: The game continues until one player has
lost over 75% of his total mecha, or until a player has
lost all of his mecha with the Leadership special ability.

Victory: The player who lost over 75% of his total
mecha or had all of his mecha with the Leadership
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Battie GroupsP When glayng lrger games, 1t s often
helpful 1o NG W@ suaFTrs 3t 3 ame in order
0 speed wo e @ame Durng a game using Battle
Groups, ™ players prowp ther sguadrons together into
larger units calles Somie Growps, A Battie Group consists
of 2 1o £ Cwe Forcp Casdds, their squadrons and all
support ane special cards attached to them. The players
must deqgrame their 33tte Groups before the game
Deg s anc the composition of a Battle Group cannot be
chamgec afer the game begins. During the game, a
Same Growp acOvates, moves and attacks at the same
=me i the same manner as a single squadron does in
the mormal rules. Only the order of Activation is
chonged. Other rules based on squadrons are not
3%ected; Crossfires, Close Formations, etc.

Hidden Demolitions® Demolitions can be placed in
buildings by covert forces in order to damage enemy
inecha, unfortunately no one knows for sure which
buildings are rigged to explode. A minimum of six
buildings must be used in a scenario with Hidden
Demolitions. Anytime a mecha lands on a building or
comes within 3 inches of one, the controlling player rolis
a D6. On a roll of 4+ the building explodes, completely
destroying the building and inflicting 206 MD (roll once
for all mecha) to all mecha standing on the building or
within 3 inches of it, in add'ition to any other damage
received from falling, etc. There is no Dodging the
exploding building, but a player may spend one
Command Point for each mecha he wishes to have Rol!
with impact to reduce the MD done by half. The next
building (even if it's a building that failed to explode
earlier) a mecha lands on or comes within 3 inches of
(after a previous building has already exploded) has the
chance of that building exploding reduced to a 5+, and
then a 6+ for the third building (after a second building
has exploded). After a third building has exploded, all
the demolitions have been spent and there is no further
danger of a building exploding.

Objectives® Some scenarios rely on objectives to
determine who has won the game. The scenario being
played will tell you if it uses objectives, how many to put
out, and the rules for deploying them. An objective can
be represented by a marker at a point on the board, or a
building or other piece of terrain — anything that is
acceptable to both players. If you have a mecha within 4
inches of an objective, you control it. If your opponent
also has a mecha within 4 inches of the same objective,
then that objective is contested and no player controls it.

Objective markers cannot be moved or destroyed
throughout the game, as they represent areas of
strategic importance to both armies.

Orbital Bombardment® Sometimes a battle occurs
during an unexpected artillery strike, an orbital
bombardment, an asteroid shower or a similar rain of
death from above. During the Pre-Action Effects Step,
the first player places the Blast template on the desired
point of impact for the Orbital Bombardment, with the 1
on the template facing the direction of his choice. The
opponent then rolls to scatter the Blast template as per
the Blast special rules. ALL mecha under the Blast
template suffer 2D6 MD (roll once for all mecha under
the template) from the Orbital Bombardment. There is
no Dodging an Orbital Bombardment, but a player may
spend one Command Point for each mecha he wishes to
have Roll with impact to reduce the MD done by half.
Once this bombardment is completed, the second
player places the Blast template and the whole
procedure is carried out again.

Poor Visibility® Poor visibility on a battlefield can make
it difficult to target the enemy with ranged attacks for
ALL mecha on the field of play. Poor visibility can include
smoke, dim lighting, night, overcast conditions, heavy
fog, blizzard, heavy precipitation, etc. While these
conditions will impair the combat capabilities of the
mecha, they will not prevent them from fighting. Poor
visibility affects the entire battiefield and all mecha onit,
but the penalties vaty from turn to turn as the
condions change. Each turn, during the Pre-Action
Effects Step, one of the players must roll a D6 on the
following chart:

1. Improving conditions: no penalties.

2. Reduced visibility: a -1 penalty to Strike in ranged
combat for all mecha.

3. Bad conditions: a -1 penalty to Strike in ranged
combat for all mecha, and no mecha can target/attack
targets at ranges over 36 inches, due to the bad
conditions.

4. Poor visibility: a -2 penalty to Strike in ranged
combat for all mecha.

5. Extreme cond'ttions a -2 penalty to Strike in ranged
combat for all mecha, and no mecha can target/attack
targets at ranges greater than 24 inches, due to the
extreme conditions.

6. Zero visibility: a -3 penalty to Strike in ranged
combat for all mecha, and no mecha can target/attack
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WEET at ranges greater than 18 inches, due to the
exverre conditions. All open terrain on the gaming
board & treated as rough terrain due to the hazardous
condmons (this does not apply to mecha with the
Cumbersome special ability, pg 24).

Space Battlefield®™ Many battles in Robotech® take
ptace in the unforgiving depths of space. If a scenario
uses a Space Battlefield, then there are some
restrictions on what mecha can be taken in the battle.
Zentraedi Infantry, both Gluu-Ger and Serau-Ger, cannot
be taken into a space battle, nor can the UEDF Destroids,
including the Defender, Monster, Phalanx, Spartan and
Tomahawk. All other mecha taken into space gain the
Flight special ability if they didn’t already have it (pg 24).
Due to the three-dimensional nature of most terrain in
space, Rough, Deadly, and Area Terrain WILL affect
mecha with the Flight ability instead of bei'ng treated as
Open Terrain. Finally, to represent the dangers of
decompression, when a mecha is damaged in a space
battle it cannot Roll with Impact to reduce the MD done
to it. Any terrain used will represent the broken hulls of
spacecraft, satellites, asteroids or similar debris, but
otherwise a space battle is conducted in the same
manner as any other battle.

Alternatively, a Space Battlefield may be the surface of a
planet or moon with no atmosphere, or the hull of a ship
in space. In these cases, the aforementioned restrictions
on mecha choice are not applicable, everything does not
gain Flight due to the gravity (artificial or normal), and
terrain functions normally, but mecha still cannot Roll
with Impact due to the vacuum.

Strategic Deployment®» Sometimes a commander will
hold a portion of his forces in reserve so that he can call
them up when reserve forces are needed in a specific
area. In scenarios that include this rule, when a player is
deploying his army, he may choose to keep up to half
(rounded down} of his squadrons in reserve. Such
squadrons are held back to be strategically deployed
later, and are put to the side and not deployed on the
table at the beginning of the game. Both players must
declare which of their squadrons they are holding back
so that it is clear what forces will eventually be showing
up to reinforce each player’s army.

During the 2™ turn of the game, the players may deploy
up to half, rounded down, of the squadrons that were
held back. One Command Point must be spent for each
squadron to be deployed in this way. These points are
spent during the Command Phase in the Pre-Action
Effects Step. The player who will activate the first
squadron decides how many Command Points he will
spend in this way first. During the 3™ turn of the game,

FIGHTING A BATTLE

half, rounded up, of the squadrons that are remaining in
reserve to be strategically deployed must enter play, and
squadrons no longer cost Command Points to deploy.
During the 4% turn of the game, any remaining
squadrans held back must enter play.

When a squadron that is to be strategically deployed is
activated, the mecha in it must move on to the board
from a point along a board edge in the controlling
player’s Deployment Zone. They must move on to the
board in the turn they enter play, so they cannot stay
stationary and not move. Some scenarios or squadrons
will have special rules that allow squadrons to enter play
through Strategic Deployment in a non-standard way.
This will be outlined in the relevant squadron or scenario
special rules.

Skirmish Games» Skirmish games use the Standard
Scenarios and are intended to be played with small
forces. The set up for a skirmish game is performed in
the normal way outlined earlier in these rules, except for
the forces used. Instead of using the Faction Cards, Core
Force Cards or points, each player simply chooses a
single Support Card or Special Card and uses those
mecha. Normally it will be best if the two cards chosen
costclose to the same amount of points. Mecha with the
Life is Cheap special ability do not have that ability in
skirmish games. Some sample skirmish squadrons that
could face off against each other are:

*1 VF-1S VS. 2 Nousjadeul-Ger.
*2 VF-1As VS. 6 Regults.
*2 Tomahawks VS. 3 Gnerls.

Unusual Gravity® The battles in Robotech® can take
place on Mars, the Moon or under the effects of
powerful gravity mines that increase the natural pull of

gravity.

sLight Gravity® Under the effects of light gravity, all
mecha without either the Flight or Leap ability, except
for those with the Cumbersome ability, gain the Leap
special ability for the duration of that battle.

sHeavy Gravity® Under the effects of heavy gravity,
like a gravity mine, all mecha have their SPD reduced
by half (to a minimum SPD of 1}. Mecha with the Flight
special ability lose it and gain the Leap special ability,
while those with the Hover or Leap ability lose it for
the duration of that battle.

Variable Game Length®» Some scenarios won’t always
last the same number of turns. If the scenario uses
variable game length, it will stait out at a base number
of 4 turns. At the end of turn 4 and each subsequent
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game =mgx. ol z==r 3ll mechaz have finished
Fotwateg for the turm. At the end of turn 4, a roll of
S= @mgs e game. On turn 5, a roll of 4+ ends the
game 0w turm 6, 2 roll of 3+ ends the game. On turn
T &) of 2= ends the game. At the end of turn 8, the
g=me astomatically ends.

Wictory Points® Some of the standard scenarios use
Wiy Ponts (VP) to determine who has won the game.
&=y ssecano that uses Victory Points will tell you how
==amy you score for achieving certain goals during the
s==e. Additionally, when Victory Points are used,

@V zosor=c

destroying all of or part of an enemy squadron is worth
Victory Points. Squadrons are worth a number of Victory
Points equal to the total point cost of all the Force Cards
that make up the squadron and any built-in upgrades
taken, divided by 10, rounded up. If all of the mecha in
the squadron are destroyed at the end of the game, the
VP that the squadron is worth is scored by the opposing
player.if half or more ofthe mecha in the squadron have
been destroyed, the player who caused the squadron to
drop below half strength scores a number of Victory
Points equal to half of the total VP that the squadron is
worth, rounding up.

—_
= L







 FEEEEEN TR REFREERA R R NN ENS NN E RS R SRR RN SRR R NS R AR RN SRR EE R L EREEE S R ARL RS R AR R ARl R R R R R R L A

It s mewer been @ gome, Claudia. Maybe someday you'll understand that.™

Roy Fokker

OPTIONAL GUIDELINES

FOR CAMPAIGN GAMES

Whie playing one-off games can be very enjoyable and
#.50ng some players enjoy gameswhere the outcome
of one game has an influence on what happens in the
mext one. Linking together battles in this way is known
2< runnng a campaign. And of course, in real war there
are targe military “campaigns,” or a series of battles
with 3 common objective or strategic importance.
Casmpaign games provide an overarching narrative that
makes each subsequent game connected. This creates a
much larger story and sense of epic military operations
even in tactical games. Running an ongoing campaign
a@an make the outcome of each battle feel more
important and dramatic.

Campaigns can add a dimension to tactical war
games as well as those games that blend together
aspects of role-playing. In fact, ongoing “campaigns™
are a staple of RPGs.

There aremany ways to approach running a campaign.
One is a campaign moderated by a referee or Game
Master, much like an RPG, and features house rules or a
blend of tactical and RPG rules for logistics, deployment,
eommon goals, aspects of diplomacy, and so on.
Campaigns require quite a bt of work compared to a
straight-up battle, and the involvement of the same
players is required throughout. It is important to define
the blended rules or house rules from the start, and to
have an end game strategy in mind from the beginning.

In pure narrative campaigns, like RPGs, a series of
games are played, often using scenarios designed
specifically for the characters and an overarching
storyline created by the Game Master (G.M.). The G.M.
i, in effect, the “director” who plots out the campaign,
assigns goals and objectives, and introduces the related
stocy elements and twists. The G.M. is also likely to be
the person who puts together the rules and guidelines
for the campaign and sees to it that they are played
properly. The events that transpire in earlier campaigns
often influence how later scenarios are played out, or
create new and changing conflicts and opponents. This
is the role-playing game approach.

MILITARY CAMPAIGNS

What follows are a few different types of campaigns.
There are also rules for squadrons accumulating
experience points and enabling veteran characters/
mecha to gain skills to make them more formidable and
deadly as a campaign progresses. We are presenting
these campaign outlines as suggestions for advanced
players and those of you who like to experiment. We
hope these optional guidelines help you organize and
play an ongoing campaign that feels epic and flexible.

We also encourage players to make up back-stories for
their characters and offer suggestions for possible
squadron goals, objectives, encounters, strategies and
story elements. The Game Master/campaign organizer
should riff off these ideas and build upon the best ones.
Likewise, use the scenarios presented in the pages of
this book as jumping-off points and ideas for adventures
and campaigns. Please feel free to mix and match any of
these scenario ideas, or change them a littte or a lot, to
suit your own storytelling style and ideas for military
engagements. You can also use the official scenarios as a
sort of informal template to create your own scenarios.

CAMPAIGN TYPE 1:
NARRATIVE CAMPAIGNS

A narrative campaign is usually plotted out by the
referee/Game Master, but a good G.M. always tries to
be flexible and incorporate the input of his player group
and their needs. Many even tailor aspects of the
campaign to the strengths and input of the player group.
This type of campaign often relies on the Game Master
to do most of the concept work and overarching
storyline, as well as orchestrate the events and battles
like a director. After each game, it is prudent to talk
about the events that transpired and get feedback from
the players as to what they expect, want or hope to
unfold in the future. The G.M. can then build on the
game events and player feedback to mold and adjust (or
even spin off) the next one or several scenarios to come.
The first game of the campaign should be fairly balanced
and shouldn't favor one side over the other. This will
allow for different paths of narrative to be explored
depending on who wins the first game.

So the first scenario played in a narrative campaign
might be Take and Hold, presented elsewhere this book.
In it, the UEDF players need to win to gather intelligence
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shout the deposion of the forces of the Zentraedi
Aoada i rhe UEDF prevails, the players should
probably get more favorable deployment options in the
next game. if the Zentraedi win, they should receive
Fwse bonuses and the UEDF is at a disadvantage,
because it has very little information about the
Zentraedi forces, including where the enemy is deployed
and what their next move might be.

The outeome of the next scenario played should be
taken into account in the same way, as it will have an
impact on the third scenario and how the war isgoing. |
think you can already see how the chain of events will
start affecting the story, as well as strategies and tactics
for both sides of the conflict. A back and forth string of
battles, or the UEDF fighting on the defensive, could go
on as long as players find it amusing, or until they get a
break that helps them or a natural conclusion develops.

Narrative campaigns are usually very open-ended and
the referee/G.M. can add new elements and plot twists
to keep the story interesting and the players involved.
Again, listening to your players and using their input,
actions and ambition to help build and shape the stories
and battles throughout the campaign.

CAMPAIGN TYPE 2:
TREE STYLE CAMPAIGN

Tree campaigns are fairly simple and require a small
amount of preparation beforehand. In this campaign, it
is easiest if all players are on the same side (UEDF,
Zentraedi or Malcontents) and play against a designated
player or Game Master who plays the enemy (one of the
other factions or forces from both enemy factions). The
players may all be members of the same squadron, or
each of them may lead a squadron. The Game Master
(G.M.) plays all opponents. The battles are played out in
astring or “tree” that forms the campaign. A tree style
campaign follows a predetermined set of objectives and
path of events/confrontations, such as first, free the
town of X from invasion by the enemy, or prevent town
X from falling into the hands of the enemy. Next, push
the enemy to the north or out in the open or away from
a particular resource. Then, do whatever else. The
success or failure of such battles will often dictate what
happens in the next game.

RECURRING CAMPAIGN CHARACTERS

For a campaign to work, you need recurring characters—
orif you're going with the more tactical approach — you
need at least the same squadron or company to
participate in each battle. This can be approached in a
few different ways.

CAMPAIGNS

If a designated squadron or company, even if the squad
is wiped out, the next battle will contain a new leader
and new troops to keep fighting on behalf of the faction.
Or maybe not. Maybe there is a fixed number of available
replacement troops designated for each player and when
they are all gone, the player is out of troops and out of
the campaign! Or loses the game.

The most fun in a campaign, certainly for role-players, is
to have recurring characters, just like in the anime. Some
characters may die, but Rick, Max, Miriya and others are
there every episode. In the case of a campaign, whether
it focuses on tactics or characters and story, each player
should probably represent a leader/commander.

But how does a battlefield character return every game,
especially if the player(s) loses the battle and the forces
under the character’s command are all destroyed? Here
are a few suggestions.

1. The war room officer. This “character” functions
behind the scenes, as the leader who issues orders and
military objectives to the squadron or company under
hiscommand. But he never enters direct combat himself
— making the mecha on the game surface more like
pawns he orchestrates in battle plans. Of course, each
player goes on to engage in combat with the game
pieces in the squadron as usual, but the commanding
officer “character” is safe, back at base. This storytelling
device allows the “character” to return for each
subsequent game.

For role-players or those of you who like to play
narrative campaigns, this can lead to trouble for the
"character” and impact those under his command. This
leader character may still take the heat for failures and
feel pressure to win the next battle to save his
reputation or career. Even if he wins credit for success in
combat, he may find himself being given assignments
(the next game in the campaign) he doesn’t feel ready
for, or a dangerous assignment because he and his
mecha troop have been so successful (or lucky). There
can also be politics, intrigue, concern for the troops who
are be deployed without mercy as if they were game
pieces in a war game, the threat of demotion, the
promise of promotion, and perhaps rea/game penaities
or bonuses (fewer replacement troops or Command
Points for each failure, more troops or Command Points
for each win, special weapon systems, bonuses, or Force
Cards, etc.). Of course, such house rules should be
determined at the start of the campaign and made
known to all participants. Note: Having a referee/Game
Master (G.M.) who plays the enemy forces, and who
creates and orchestrates these elements and enforces
the rules, is ideal.
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< The sy revert abmynative. In this case, each
S ‘I ESE” couic represent a bottlefield leader
whe Sgtes weith Bis googs as one of the squad leaders.
SOWENER, ths recurming character needs to survive to
= oops i the next battle in the campaign. This can
e accomemodated with a special rule that allows the
SSarocter leoder to break off and return to base
permaps with 3 penalty for failure, say, one less
Comamand Point next game, with cumulative effect as
the campaign goes on) at any point in the game. This
w2y he can return and lead forces in the next battle. Of
arsse, the moment this leader leaves the board, any
unspent Command Points and bonuses his presence
may have given the mecha under his command, are also
removed. Once removed from the board, the character
leader cgnnot return during this game.

3. The surviving field leader alternative. This is a special
sule that allows the player’s “character” to survive after
his mecha is destroyed. In this case, it is presumed the
“character” is able to eject from his mecha, escape
detection by the enemy and survive in order to return to
base to lead the next battle in the campaign. None of
this is played out, it is just the game device that lets the
leader return for the next game. In the case of abject
defeat, this could mean repeatedly trying to take an
enemy defended position before the campaign can
progress to the next battie. tikewise, once a position is
taken, it ts pos sible thatthe enemy tries to take it back in
a future game within the campaign. Of course, this
survival rule only applies to player characters; the rest of
the mecha can be blasted to pieces.

The interconnected games that follow. As you can see,
by having a surviving, returning character, you can
quickly and easily create subsequent games that involve
retribution or a vendetta, especially if the players or
G.M. playing the opposing side have one or more similar
“leader characters” who may taunt, belittle or chide
their opponents. “Bah, you incompetent humans. You
are nothing before the Zentraedi Armada. We will crush
you every time.” All of this invests the players’ emotions
and wits into the campaign.

All these related games will branch out from one
another to form a tree. To make sure there are a
sequence of battles, at the beginning of the campaign,
the players or the Game Master may outline a “tree” of
battles and combat objectives that should progress in a
logical order. Things like: Take position A. Next game, the
enemy may try to take it back. If the position is held,
move on to the next battle, which is likely to be to strike
at another enemy position or destroying an enemy
resource. If the enemy took back the position they lost,
the next game will be to regain it. This could go back and

forth for awhile. in real life, there are many bloody
battles throughout history in which a position was won
and lost many times until one side could hold it. We'd
suggest that the side that can take it and hold the
position in the next game wins and it’s time to move on
to anew battlefield and objectivein the nextgame. Have
fun with the possibilities. Use the Robotech® anime,
other TV shows and movies, real-life history and
whatever else, to give you ideas for military campaigns.

CAMPAIGN TYPE 3:
MAP-BASED CAMPAIGN

While map-based campaigns take the most preparation
and pre-planning, they can be engaging and immersive,
ongoing campaign experiences. Map-based campaigns
add many new and different levels to Robotech® RPG
Tactics™, and they require players to operate on a more
strategic level rather than the tactical level of the
standard games.

The map is the game plan. The map serves as the
blueprint for the theater of operations, be it a particular
region, continent or string of planets or space outposts.
8ut first, someone needs to generate the map.

One, make the map. This task usually falls upon the
person proposing and setting up the map campaign. This
can be a player, afew players, an entire group of players,
or a referee/Game Master. Unless one of you has a lot of
artistic talent or a knack for cartography, it is probably
easiest to download a map from the internet or use a
page from an atlas, rather than draw your own map
from scratch. Then again, as long as the map is legible
and understood by all the players, it doesn’t really
matter what it looks like. This can be a map of a city,
state, province, country, continent, the moon, solar
system, and so on.

Two, dividethemapinto a grid or network of locations.
You can do this by drawing a large-spaced grid over it, or
otherwise delineating sections to create a dozen or two
dozen locations. Then name each place. The more
evocative the name, the better for dramatic
atmosphere. Do this across the whole map until every
location is named.

Three, modify the map to indicate a variety of
resources at various locations. Forests {lumber and
places to hide and hunt), farmland, lakes, rivers, sea
ports, mountains, a mining operation (what kind of
minerals), oil field/petroleum refinery, factory (what
kind), military supply depot, abandoned military base or
town, a town or small city populated by civilians
(identify population and resources of the community),
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ome or more crashed spaceships and what eachship has
nmside [fresh, undamaged mecha, spare parts and
ammunition, spare Protoculture, repair facility, medical
facility, Micronization Chamber, unaffiliated troops
[with mecha?] who you may be able to recruit to your
side, a looted and empty ship that is still suitable for an
MDC hideout/fortified position/base of operations or
salvage), and so on. Note: Every location does not need
to have a valuable resource. Half of the locations having
aresource is fine. The rest can be open spaces such as
grassland/prairie and other wilderness areas, crater-
pocked land, or the ruins of a city literally flattened
during the orbital bombardment.

Four, assign one location to each of the three opposing
factions. The UEDF, Zentraedi and Malcontenss each
control one location on the map. Each force should be
no smaller than the size of the players’ initial mecha
troops, and no more than twice the size. Such factions
may be a UEDF base, outpost or troops on a field
exercise; a Zentraedi outpost, troops on a field exercise
or spaceship waiting for orders (or a secret camp of
reinforcemens); a force of Malcontents can be rebels,
raiders or deserters looking for victims to rob or enemies
to destroy. Note: NONE of these forces are affiliated
with the players and they should be considered hostile
and dangerous. Of course, during the course of the
campaign, these forces could become temporary allies
or enemies depending on the actions of the players and
their combat forces. Nonaggression pacts, trade
agreements, alliances, etc. may be negotiated with
unaffiliated factions (and fellow players) if the terms of
the Map Campaign allow such things. Those who lean
toward role-playing will most certainly allow for such
negotiations. Heck, we used to allow them in our
tabletop Risk games. Always fun until someone breaks
the pact. Such agreements can be made by the various
player factions as well. If there is a Game Master/
referee, these non-player forces are what he controls. In
that case, the ref/G.M. can only mobilize one faction per
campaign game, but can defend any factions that fall
under attack.

Five, each player picks one location as his own. This is
the player’s home territory and starting point for his
combat forces. When choosing a starting point, we
recommend players should spread out and NOT be
clustered too close together or border one another.

Six, rival factions. Each player is his own force. Each
player is out to win and conquer the map, or the
majority of it. This is why players should put some
distance between each other when picking their
locations, because each is a rival out for himself.

|CD
D

CAMPAIGNS

THE GOAL OF THE GAME: TAKE THE MAP
The map-based campaign is driven by conquest. To take
and hold the entire map, or at least dominate most of it
(50% held by any one character?). By assigning a
percentage of domination, rather than take it all, the
campaign can be held to a shorter number of games,
should that be desired.

An aiternative: Drive the enemy from the military
theater. In this version, the players need to pick the
same faction that they ALL belong to (UEDF, Zentraedi
invaders, or Malcontent rogues). This makes all other
factions “the enemy,” and their goal is to drive away or
utterly destroy the enemy forces and claim all or most of
the land on the map for their faction. This is where a
Game Master comes in handy, because he plays all the
enemy forces. Or one player or group of players can
represent one side, and another player or group of equal
size can represent a rival faction. In this case, the allied
players battle the players who are theirenemy. This can
be fun but tricky (and infuriating) because groups of
players must work together as a team to defeat the
other team.

if it’s player versus player, each group should start with
equivalent power levels (and yes, that means Zentraedi
outnumber the UEDF as usual). If it’s several players vs
the G.M., the enemy should start with a roughly
equivalent force to 50% more troops and locations than
the players. This gives the players more targets and a
sense of desperation. ONLY ONE LOCATION on the map
can be attacked and fought over at a time. Players work
together and join forces to fight a common enemy, but
the enemy has troops of equal power to match their
combined forces.

Every time one side tries to claim a new location on the
map, the other side intercedes to prevent it. Likewise,
one side or the other can choose to attack any location
that is held by their enemy. When one side destroys the
other, or at least dominates the majority of the map
{50%), the campaign is over, unless the players want to
keep going.

This type of campaign can be played between two
players or two groups of players, or players vs G.M., but
is especially interesting when all three factions are in
play with three groups of players, each out to win for
their side. Whoever manages to take and hold the most
land, after a given number of campaign games, wins the
campaign. This can be a set number, or go on until the
participants get bored with the campaign or there is a
clear winner. A map-based campaign is usually quite
lengthy, but that’s the idea of a campaign. It can last
months, a year, or longer.
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THE SLLES OF THE MAP CAMPAIGN

Pt WD e ™e rules farty smple, 3 map-based
mgaegT =r e Sgm o piay 3nd easy to run because
SNg S2ct new loc=ton s 2 goal and a battle. These
g Dl 3 ot of momentum very quickly. As long as
Sesrgnee s operatog from the same rules and there is
B =wen spr=ad of worthwhile spaces on the map
#alase for sxpansion, no one player will have an

Dibwousty. the map is a blueprint or road map to
comSontation and conquest, not the playing field itself.
£3ch gaming session is @ new battle between at least
e warring factions.

The player group and/or G.M. should work out rules
specfic to this type of campaign. We leave it to you
o hammer out the rules or special considerations,
because there are so many different elements and
ways 1o go. You can keep it simple, with each new
location representing the field of battle. Use the
Robotech® RPG Tactics'™ game rules to resolve each
battle. Whoever wins the battle, wins the location.
The next game is a new location to fight over and win.
Whichever player or side of the war wins the most
locations, wins the campaign.

Feel free to combine elements from other games you
enjoy. This can include role-playing elements with verbal
negotiation, pact making, etc., rules from board games,
or anything else that your group agrees would be fun.
Like we said earlier, depending on what direction you
want to take it, 3 map-based campaign can be a lot of
work, but also a lot of fun.

Along with how to move around the map, there
should at least be a rule to determine which playeris
winning the campaign at any given time. This could
be as simple as saying the player that controls the
most spaces is winning the campaign. Or you could
possibly assign victory points to each space, or
objectives in certain parts of the map, to determine
who is in the lead and winning.

Once a map campaign has run for a while, make sure
that it ends so that players get closure. If the campaign
drags on for too long with one player controiling the
map or winning all the time, the other players won't
have as much fun and will lose interest.

CAMPAIGN ROSTERS

Regardless of the type of campaigns played, players
should agree on the key rules and points for each game
in the campaign. Then buitd an army that they will use
throughout the campaign. This way, players must make

decisions about what will be useful in more situations
throughout the campaign, which will make it harder to
specialize just to beat a certain build that their
opponents might use. Combined with the rules for
squadrons gaining experience and veteran skills in the
following section, a campaign roster will allow player
armies to be populated by squadrons and mecha that
have accumulated history and narrative impact. In
some cases, you may wish to have a campaign rosterbe
for more points than anysingle game will be played at,
and include rules for splitting up your army into
strategic groups or having squadrons become ineligible
for games because of casualties taken or resupply. This
gets back to the idea of assigning a set number of
mecha for both sides. Mecha that are lost, are lost
permanently, making attrition an important factor. By
having a larger campaign roster, players will have a
finite pool of squadrons that they can call upon to
tackle strategic challenges.

OPTIONAL:
EXPERIENCE & VETERAN SKILL RULES

Over the course of many battles, squadrons can
become better and more effective by learning from
their experience in battle. Experienced soldiers,
new recruits and standard pilots working in concert
creates hard-bitten veterans ready to take the fight
to the enemy. Squadrons can earn experience points
in a number of ways. It is also possible for
squadrons to lose experience, representing a loss of
personnel or other setbacks. The following chart
lists the ways that experience points can be gained
or lost by each squadron.

Fought in a battle: +5
Was on the side that won the battle: +10

A squadron mecha makes the attack that
destroys the last mecha in an enemy squadron: +10

A squadron mecha makes the attack that
destroys an enemy officer or ace: +10

Squadron completely wipes out
an enemy squadron: +15

At the end of a battle, each player may nominate 1
squadron in his army that he feels performed admirably.
That squadronearns 1D6x10 experience points.

Reduced to half strength or less: -1D3x10. This is
deducted from the experience points the squadron
gains from the current battle {and any unspent points
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mmmaning from prewious battles), and can’t reduce
the sguadron below the total that it had spent
b=fore the battle.

Squadron completely destroyed: -1D6x10. This is
deducted from the experience points the squadron
gains from the current battle (and any unspent
points remaining from previous battles), and can’t
reduce the squadron below the total that it had
spent before the battle.

These gains or losses are all cumulative. For example, a
squadron that fights in a battle (+5), is on the winning
side (+10), completely wipes out an opposing squadron
(+15), and is reduced to half strength (rolling a 2 for -20),
earns a total of 10 experience points for the battle.

EXPERIENCE POINTS

IN SPECIFIC SCENARIOS
Dogfight®» Squadrons that remain above half strength
earn 10 experience points.

Take and Hold®» Squadrons that have a mecha within 4
inches of one or more objectives at the end of the battle
earn 10 experience points.

Pitched Battle® Squadrons that end the game wholly in
the enemy deployment zone, with at least half of their
mecha remaining, earn 15 experience points.

Recovery ® If a mecha finds the loot, its squadron earns
S experience points. f a mecha carries the loot off the
board, its squadron earns 15 experience points.

Demolition® If a mecha destroys the bunker, its
squadron earns 20 experience points.

Convoy Defense ®» Squadrons from the attacking side
can earn 10 experience points if they make the attack
that destroys the Convoy Vehicles. Squadrons from
the defending side earn S experience points if they
utilize the Complete the Mission ability of the Convoy
Vehicles one or more times during the battle, and
earn 15 experience points if they have a mecha
within 8 inches of a Convoy Vehicte at the point
where it leaves the board.

As usual, these gains are cumulative with any other
gains or losses that may occur as a result of a battle.

EFFECTS OF EXPERIENCE POINTS

As a squadron gains experience points, it gains certain
benefits for a period of time. For every 80 experience
points a squadron earns, they can purchase one Veteran
Bonus. To determine which Veteran Bonus(es} a
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squadron gains, roll on the following table or pick one
desired result. Unless stated otherwise, the bonus lasts
for the entire next game in the campaign. After that
game, the bonus is lost, but it or others can be
purchased as new experience is earned. Experience can
be gathered and left unspent over one or more
campaign games, until desired. This can give a squadron
more than one of the bonuses below for a major
campaign battle, but unspent experience can also be
lost, so be careful.

1. Maneuverable® Mecha in the squadron get +2 SPD
for the next game. Cannot be taken by the same
squadron more than three times per game, and is lost at
the end of that game.

2. Hand to Hand Specialists® Mecha in the squadron
get +1 to Strike on all hand to hand attacks. Cannot be
taken by the same squadron more than three times per
game, and is lost at the end of that game.

3. Dead Eye® Mechain the squadron get +1 GN. Cannot
be taken by the same squadron more than twice per
game, and is lost at the end of that game.

4. Superior Pilots» Mecha in the squadron get +1 PIL.
Cannot be taken by the same squadron more than twice
per game, and is lost at the end of that game.

5. Intuitive ™ Mecha in this squadron can re-roll either
failed Strike or Dodge rolls (choose one), once, when the
original roll fails. The result of the second roll stands.
Can only be taken once per squadron, per game, and is
lost at the end of that game.

6. Insanely Hard to Hit®» Mecha in the squadron get +1
DF. Can only be taken once per squadron, per game, and
is lost at the end of that game.

OTHER USES FOR EXPERIENCE

You may wish to expand or modify the experience rules
here to better refiect the objectives and goals in your
campaign. As with all of these campaign rules, we
encourage you to adapt them to your group’s style of
play. As we mentioned in the beginning, this whole
section is intended as a starting place for you to let your
imagination run wild.

THE LONG ROAD HOME

This section presents an example of a complete
campaign. The Long Road Home is a tree campaign that
is meant to represent the trials and tribulations of an air
wing of Valkyrie pilots on the SDF-1’s journey back to
Earth from Pluto. As well as the Zentraedi forces that
oppose them on the journey home, of course.
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rosters for each side that can be used. Feel free to use
other rosters if you so choose.

T iae T _omg foae —ome, you will need Two players.
Sme of T will ciay The UEDF, while the other will play

e Jemmed &rmacs Here are two starting campaign

UEDF ZENTRAEDI ARMADA

Suer Wallyrie Sguadron “Stalker,” SDF-1 Air Wing Nose Regult Attack Squadron “Gadras,” Veteran Warriorsp
Lassesh Core 115 pts. Core 100 pts.

Supes WF-1S James “Stalker” Stark, SDF-1 Air Wing Nose
=3 » Special, part of Stalker Squadron 41 pts.

Regult Recon Squadron “Utomi,” Veteran Warriors P
Core 80 pts.

akkyrie Squadron “Hawk," SDF-1 Air Wing Nose LasersP»
Core 85 pts.

Queadluun-Rau Squadron “Kelkasuta”P® Core 100 pts.
Total: 280 pts.

Valkyrie Squad “Hawk,” SDF-1 Air Wing Nose LasersP

Support, part of Hawk Squadron 42 pts.

Total: 283 pts.

Departing Pluto

Dogfight

Saturn’s Rings
Zentraedi Won

Saturn’s Rings
UEDF Won

Pitched Battle Recovery

Battle of Mars
Zentraedi Won

Battle of Mars
UEDF Won

Take and Hold Recovery

Return to Earth Return to Earth

Battle of Mars
Zentraedi Won

Pitched Battle

Return to Earth

Battle of Mars
UEDF Won

Take and Hold

Return to Earth

The winner of the last
battle may reroll up to
3 dice per turn.

aedi won then they r of the last

If UEDF won then they
et +2 CP each turn. 3y reroll up to

get +2 CP each turn.

Demolition with UEDF as
the Defender.

If the UEDF wins then
major UEDF victory.
If the Zenraedi win

then draw.

Demolition with UEDF as
the Defender. Pitched Battle Take and Hold
If the UEDF wins then
minor UEDF victory.
If the Zentraedi win then
minor Zentraedi Victory.

If the UEDF wins then
minor UEDF victory.
raedi win then

sntraedi Victory.

If the Zentraedi win then
major Zentraedi victory.
If the UEDF win :
then draw. minor

..............................-..paq-..-.--n.g---an-:.---oit-»-utllinlntlnlllllltltllll....‘."...'.‘"'.‘"m

. After the campaign concludes, you may wish to continue
on to other story arcs you make up for your forces that
. have now gained experience and depth.

sRsEEBEERS
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“Ondy where there is battle being waged is there life being lived.”
Lisa Hayes quoting her father, Admiral Donald Hayes

ROLE-PLAYING GAME APPLICATIONS

Those of you already familiar with Palladium’s
Robotech® Role-Playing Games will have noticed many
of the same game terms and rules elements in this rule
book. However, the focus of Robotech® RPG Tactics™ is
“tactics” and “combat,” not role-playing. Wargamers
and players of tabletop games want games about
combat action and simulation. Role-players, on the
other hand, place their emphasis on characters and
story. You still can. There is nothing preventing you from
bringing your characters and role-playing sensibilities
into Robotech® RPG Tactics™ in a variety of ways.

You can combine the Robotech® RPG TacBcs™ rules
with the role-playing rules for combat resolution. This is
done on the tabletop with terrainand painted mecha to
represent your characters, allies and enemy forces, but
otherwise role-played like always. That means you can
engage in diatogue, bluff, use subterfuge, sneak around
and use all the other RPG storytelling elements of play
you know and jove. Only now you have a defined playing
field and physical game pieces to mark your characters’
locations and movement, and, if desired, alternative
rules for playing defined and deadly tabletop combat.
One of the cool things about the tabletop gaming
surface is that you can change it as necessary to
represent each new location in the role-playing game by
changing the terrain elements.

if you are a dyed-in-the wool, hardcore role-player,
continue to game strictly by the RPG rule books and use
the game pieces from Robotech® RPG Tactics™ to mark
your character’s movement, or as an icon that sits next
to you on the table during game play. These physical
“icons” are especially handy when trying to imagine the
marching order of characters and their positions relative
to each other and the enemy. Then, rather than try to
simply describe what your mecha pilot is doing, you can
pick up the game piece and move it around as you
verbally explain your next course of action.

Having 3D game pieces to represent your characters can
be a helpful and fun touch to your role-playing game
sessions. “I blast off toward the ravine,” says the player
as he picks up the Valkyrie game piece representing his
character and moves it toward the table’s edge that
represents the ravine. The Game Master picks up a

Glaug and a trio of Regults and says, “Zentraedi forces
are coming in fast from the west to cut you off.” Both the
player and G.M. move the game pieces to clearly
illustrate the action, direction and position of the
opposing forces. Meanwhile, the other players can do
likewise to illustrate where their characters’ mecha are
located and what they are doing. (“I'm watching from
over here.” “My mecha is taking cover.” “I'm preparing
to taunch a missile volley at the Glaug.” And soon.)

For traditional role-players, combat can be resolved as
per the usual RPG rules {more M.D.C. and different style
of combat and rules considerations) or, as noted earlier,
by ineorporating the more formal rules of Robotech®
RPG Tactics™. Either way works, though the rules in RPG
Tactics™ are much more deadly, so beware.

Mass combat. The tactical rules and the use of the
tabletop with terrain elements are perfect for resolving
mass combat. Most role-playing games are set around
the small squad operations of 3-12 player characters.
Role-playing game ruleswork great for such small-squad
skirmishes and character-based games. Mass combat,
however, with dozens and dozens of fighting forces to
whole companies of troops, is not feasible in traditional
RPGs. Such battles are the backdrop for the role-playing
group of characters. But now, role-players can, if they so
choose, step outside the RPG medium to play a mass
combat battle via the rules of Robotech® RPG Tactics™.

Whether the players want to bring in their RPG
characters (see Conversions below), or not, should be up
to them. Regardless, each player cantake command of a
squadron of mecha and play out full-scale battles. if they
bring their characters into a Robotech® RPG Tactics™
game, each character may command his or her own
squadron of mecha, or the player group can function as
an independent, special squadron of combat aces or
special forces {perhaps assigned to handle a specific
mission objective within the larger field of battle). Or
after their special mission is complete {capture so and
so, destroy the weapon bunker, capture the
Protoculture generator, rescue the innocent captives,
etc.), the group can elect to play to see which side wins
the larger battle. To this end, players can either pick a
side and play those forces against each other, or the
players can be on one side and the Game Master can

N N R R R R NN R
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piay e other OF cowrse. & males semse that players
TSRO Slay T 52 1D whorm Ther Characers are affied,
St ©'s S i Swite T plawsr g oug ad have each side
ooy agars e other Nofe A reminder that game
DecEs OS2y o Robotech® RPG Tactics™, and even
your very poweryl “specal character” is vulnerable.

¥ you don'T mant 2o Beed more aPert of role-playing
o Robotech® PG Tactxs™, or vice versa, it is fun to
k= 2 b=k S0 one type of game to play something
SFereat on ococason. B you don't feel like running your
sheAeT 3G tonight, but the player group is
or 5wy o=tas pull out Robotech® RPG Tactics™ for
something famiiar yet different. And don’t forget, you
& cofect and enjoy the game pieces in and of
Femm=ehes. | know many of us at Palladium Books ptan
3 hawe 2 set of Robotech® game pieces painted and put
on our shelves or desktops for display, as well as have a
st for gaming.

The whole idea here is fun. Merge elements of Robotech
roleplaying and RPG Tactics, or keep them completely
separate. Do whatever is most comfortable and fun for
you and your players. | just encourage you to consider
the possibilities. The suggestions above and below are
just some of the game applications to consider. As
always, unleash your imaginations and explore the
possibilities that come from blending these two related
genres of game play— or not—and have a blast. — Kevin
Siembieda, Publisher & Game Designer

RPG CHARACTER CONVERSIONS

This section provides guidelines for converting existing
Robotech® RPG characters into Robotech® RPG Tactics™
Special Force Card characters. Based on the RPG
character’s O.C.C. and level, the player gets a number of
Advance Points (AP) to spend on a mecha and character
abilities and bonuses. By spending Advance Points, you
build a Robotech® RPG Tactics™ character profile that is
a streamlined conversion of your RPG character suitable
for tactical game play.

A Robotech® RPG character gets 15 Advance Points per
level of experience for experience levels 1-5, 10 AP per
level of experience for levels 6-10, and 5 AP per level of
experience for levels 11-15. For Example: A 10th level
Robotech® RPG character would have 125 Advance
Points {AP) to spend on a mecha and “advances.” First,
the character has to choose which mecha he will be
piloting, then he gets to select special Minor or Major
Advances {described further on).

In the Robotech® RPG, a character may be able to pilot
several different mecha, but the player must pick just
one to use in any Robotech® RPG Tactics™ battle
scenario. If the player is allowed to play, or have ready,
more than one mecha, repeat the conversion process
for each. However, in most cases only one mecha can be
chosen for use in any particular tactical game. Each
mecha conversion uses the full amount of AP available
to the character based on the number of experience
levels. {See above.)

STEP ONE: MECHA PURCHASE

Veritech {Valkyrie) Pilot» Zentraedi Warlord»

The more powerful the mecha, the greater the AP cost.

Serauhaug-Regult — 15 AP
Glaug —20 AP
Glaug-Eldare — 25 AP

VF-1A-5 Advance Points (AP) Male Warlord

VF-1] - 10 AP Regult — 5 AP

VF-15—-15 AP Telnesta-Regult — 5 AP
YF-4—-10AP Gluuhaug-Regult — 10 AP

FlightLead YF-4— 15 AP
Armored VF-1A— 10 AP
Armored VF-1] — 15 AP
Armored VF-1S - 20 AP
SuperVF-1A-15 AP
Super VF-11 - 20 AP
Super VF-1S - 25 AP
JotunVF-1A-10 AP
Jotun VF-1] - 15 AP
Jotun VF-1S —-20 AP

Battloid Ace (Destroid}»
Defender— 10 AP
Phalanx — 10 AP
Spartan—- 10 AP
Tomahawk— 20 AP
Monster— 20 AP

Serauhaug-Regult — 15 AP
Glaug — 20 AP
Glaug-Eldare— 25 AP
Nousjadeul-Ger — 10 AP
Nousgarma-Ger— 15 AP
Gnerl—-5 AP

Female Warlord
Gnerl-5 AP
Queadluun-Rau— 25 AP
Queadluun-Gult- 25 AP

Zentraedi Warrior Elite ™

Male Warrior Elite
Regult — 5 AP
Telnesta-Regult— 5 AP
Gluuhaug-Regult— 10 AP

Nousjadeul-Ger — 10 AP
Nousgarma-Ger — 15 AP
Gnerl -5 AP

Female Warrior Elite
Gnerl-5 AP
Queadluun-Rau — 25 AP
Queadluun-Gult — 15 AP

Mecha Stats. The mecha the character pilots
determines many of the attributes for its Robotech®
RPG Tactics™ profile. Use the SPD, DF, MDC, weapon
systems, and special abilities of the standard mecha
profite. The skill of the converted character is
represented by the PiLand GN of the mecha. Since the
converted characteris a protagonist or an ace, he starts
off with a base Pfi of 2 and GN of 2. if a character has a
Physical Prowess of 16 or greater, he starts with a PIL of

3and a GN of 3 as the base instead.
]
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ROLE-PLAYING APPUC/

STEP TWO: PURCHASE

CHARACTER ADVANCES

Now & slayer ¢ spend the rest of his AP to enhance his
Saracrer wth 2odmional improvements, skills and bonuses.
Mote: A0y Advance Points (AP) not spent are lost.

These are two types of Advances: Minor and Major.
Mzny of the Minor Advances can be purchased two or
more omes unless otherwise stated in the description.

Major Advances are powerful and can only be
purchased once. Moreover, a character can only
purchase one Major Advance for every five levels of
experience. Thus, a 9th level RPG character can only
purchase one Major Advance, while a 10th level
character can purchase two, provided he has the
Advance Points (AP) to do so.

Minor AdvancesP 5 AP each
» +1 GN (Gunnery). Maximum oftwo purchases.
» +1 PIL (Piloting). Maximum of three purchases.
» +1 DF (Defense). A one-time purchase.
» May re-roll one Strike roll per turn.
»: May re-roll one Dodge roll per turn.
P May attempt to Dodge for free once per turn.
» Gain Focus Fire if the mecha doesn’t already have
it. A one-time purchase.
» Add Accurate to one of the mecha’s weapon
systems that doesn’t already have it.
» Add Overwhelming to one of the mecha’s weapon
systems that doesn’t already have it.
» May attack one additional time in hand to hand
combat each turn for free.
» Add Split Fire to one of the mecha’s weapon
systems that doesn’t already have it.
» May attack with an additional weapon system once
per turn for free. Maximum of two purchases.
» May boost the SPD of the mecha automatically
once per game for free.

Major Advances® 35 AP each
Note: All Major Advances can only be purchased once.

» Lleadership 2 (or +2 Leadership), provides 2
Command Points.

:

» Add Rapid Fire to one of the mecha’s weapon
systems that doesn’t already have it.

» +1 DF {Defense), in addition to the +1 DF that may
have been taken as a Minor Advance.

» May re-roll all Strike rolis once, when the initial
result is less than desired. Note: This advance allows
ALL Strike rolls to be re-roiled rather than just one a
turn. Remember, no single roll can be re-rolled more
than once.

» May re-roll alt Dodge rolls once, when the initial
resuit is less than desired. Note: This advance allows
ALL Dodge rolls to be re-rolled rather than just one a
turn. Remember, no single roll can be re-rolled more
than once.

» May re-roll all Parry rolls once, when the initial
resuit is less than desired. Note: This advance allows
ALLParryrolls to be re-rolled. Remember, no single roll
can be re-rolfed more than once.

A converted RPG character is a Special Force Card and
costs a number of points equal to the number of
Advance Points spent. Note: Any Advance Points (AP}
not spent do not count toward the Special Character’s
point cost.

Converted RPG characters in a UEDF army are officer
mecha in relation to the UEDF Faction Card, and benefit
from Esprit de Corps. Converted RPG characters in a
Zentraedi army may call in Reinforcements, just like a
Glaug in relation to the Zentraedi Armada Faction Card,
regardless of which mecha the character is piloting. RPG
characters converted to Robotech® RPG Tactics™
Special Force Cards should not be used unless alt players
agree to allow them.

These guidelines are just one way to convert role-playing
game characters to Robotech® RPG Tactics™ as Special
Characters. There can be other ways to integrate the
two games’ mechanics, and we encourage players to
freely experiment on their own to create house rules
tailored to their own style of gaming. Have fun and fight
the good fight. ey
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VF-1A STANDARD “BROWNIE”
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VF-1) MAX STERLING

FF0000
008FBD
EOE000
000000
FFFFFF
00FF00

E 49514D
i 282727
' BF9IAE

62A28A

FF0000
008FBD
ECE000
000000

FFFFFF
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VF-1R OPTION 1

FFO000
006FBD
EOE000
000000
EBEGES
A20DOF
D3CFB2
33333B
520893F
33333B
62A28A

FFO000
006FBD
EOEDDO
000000
EGEBES
1AT220
O3CFB2
333338
52D83F
333338
62A2BA

FFO000
006FBD
EOEC00
000000

FFFFFF
DE®425
688150

FFE400
495140
212121

62A2BA
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VF-15 FURY SQUADRON

FF0000
006FBD
EOE00D
000000
FFFFFF
BS1E3D
TAQ30E
00FF00
cococe
262420
12328
62A2BA

LY
\
AR

FFOC00
006FBD
EOE000
000000
D5DSDS
BDACSC
4C433A
CAS208
3BA6SF
62A2BA
FF0000
006F80
EOE000
000000
DADADA
606666
3EB06S
212121
3E4550
62A2BA
FF0000
006FBD
EQEC00
MLOP AND MISSILE OPTIONS FFEEFE
FFFFFF DE®425
@[] = © Il i
EQE000 Q FFE400
5 000000 49514D
737373 212121

© " - S 62AZBA
.. EE,:. C &J___::D NoteP Valkyries in Guardian mode

have a combination of Fighter and
e —— 1 (o1 I : L Battloid elements, and those two
modes should show you everything you
need to paint the Guardian mode. Here
is the VF-1S “Skull One,” for example.
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484697
282727
OOFFDO
BFO1AE
56ABD3

FF0000 FBA13A

006FBD 3IBABSF
EOE000 807388
000000 S6ABD3
FFFFFF TABBAE

DEDSAB 213820

Note®» Armored VF-1A, VF-1D, VF-1) and VF-15 mecha should use one of the color schemes shown here for the armor
pieces, with the standard colors for the VF-1A, VF-1D, VF-1) or VF-1S underneath, as indicated on the previous pages.

SUPER VF-1A STANDARD “BROWNIE”

T

SR

FFO000
008FBD
EOE000
000000
FFFFFF
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49514D
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EOE000
000000
FFFFFF
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495140

FF0000
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EOE000

FFFFFF
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49514D
82A28A
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495140




FFO000
006FBD
EOE000
000000
FFFFFF
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FF0000
006FBD
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000000

FFFFFF
00FF00
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679CA2
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000000
FFFFFF
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4BATIA




SUPER VF-1) MIRIYA STERLING

SUPER VF-1R OPTION 2

FF0000
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E0E0DD
000000
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333333
62A28A
303030
4B473A

FFODDD
006FBD
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000000
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33333B
B62A28A
3D3D3D
4B473A

FFO000
008FBD
EDEDOD
000000
EGEGES
1A7220
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AINTING GUIDE |

SUPER VF-1S ROY FOKKER/RICK HUNTER “SKULL ONE”

FF0000
00BFBD
EDE000
000000
FFFFFF
DE9425
68B150
FFE400
49514D
1 212421
62A28A
679CA2
4B473A
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FFO000
006FB0
EOE000
000000
FFFFFF
B91E30
7AO30E
00FF00
€scecs
252420
2326
62A2BA
7AD30E
4B473A

LRSI

F1EFEF
FF0000

006FBD
EOE000

AF933D
B28C63

Note » Jotun Armored VF-1D, VF-1J and VF-1S mecha
should either use the Option 1 or Option 2 color
scheme shown here, or use Option 3 for the armor
pieces, with the standard colors for the VF-1D, VF-1J or
VF-1S underneath, as indicated on pages 96-99.

FF0000
006FBD
EOE000
000000
FFFFFF B78268

##8AB4 9COCOC
FBA13A 38AGSF
676CA2 49514D
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000000
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QF-3000 GHOST
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FF0000
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\ 000000

SF-3A LANCER 11

EBEBES




DEFENDER OPTION 1
e = i

J B9BI61
BSCBBD
5BAD31
000000
PHALANX OPTION 1

0B7E31
CCE4CD
BF370D
818181

47k 000000

DFB78B

2F4449
613A13
298309
707093
000000
131313
FFFFFF

DE |

DEFENDER OPTION 2
E = - a

B4GF3D

392A17

5BAD31

3E8BA1

000000

5F7F86
PHALANX OPTION 2

=

SPARTAN OPTION 2

TOMAHAWK OPTION 1

DESTROID
COMMAND MODULE

~ ETDOBE

976A3A
FF0000
507535

~ E7008E
976A3A
8FB308
283349
FFO000
576882
507535
FFFFFF
000000

223851
852015
206726
131B1F
514C50
000000
FF0000
FFFFFF

50825F
EAESE4
0072BC
000000
47k FFO000
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MONSTER OPTION 1 MONSTER OPTION 2

UN.SPACY

U.N.SPACY

80eCe6

405431
808CB6

TAT32A
000000 000000
FFFFFF FFFFFF
405857 819EB2
FF0000 FF0000
6E3E32 5C6158

EFEA36

SEDBOE

REGULT AND ARTILLERY BATTLEPODS OPTION 1 REGULTAND ARTILLERY BATTLEPODS OPTION 2

JLg" M, @ F il &

FFFFFF
000000
B63CDEF
282626
FF0000
00ABS1
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QUEL-REGULT RECON POD OPTION 2
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QUEL-REGULT RECON POD OPTION 3 QUEL-REGULT RECON POD OPTION 4

999999
0CSF28
002157
000000
185F85
760000
FFO000
262626

B89BES3
006485
000000
7B2EGO
FFO000
131313
B6DCFF6
SEOB0E

CsDicC
000000
53748C
FFO000
C21c00




SLAUG OFRCER'S POD AND GLAUG-ELDARE OPTION 2

DSEEF7
63757A
FF535D
000000
FF0000

QUEL-GULNAU RECOVERY POD OPTION 1 QUEL-GULNAU RECOVERY POD OPTION 2
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GNERL FIGHTER OPTION 1 GNERL FIGHTER OPTION 2

364F3A 3A5741
6CB7AA 5981A6
D1D2D2 9FBSB2
FFFFO0 FFFFO0
FF0000 FFO000

000000 000000

NOUSJADEUL-GER OPTION 1 NOUSJADEUL-GER OPTION 2

406759

A2CAC4 7832A0
8D4546 29489C
$1555C D3ESES
E4DDAB EBA447
000000 000000

NOUSJADEUL-GER KHYRON NOUSGARMA-GER OPTION 1

3FSE38

C3E308 458E4F
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ASOB00 SDEB7F
E4DDAG FAEDS1
212121 ED5324
000000 FFO0CO
000000




NOUSGARMA-GER OPTION 2 QUEADLUUN-RAU STANDARD
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QUEADLUUN-GULT OPTION 2

e2FoF1 | [ | |
FCDE58
9BC360

000000 i&:? E:Ti

GLUU-GER OPTION 2 SERAU-GER STANDARD SERAU-GER KHYRON
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Acowaton Step 14
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Azributes of Mecha 10
Automatc Success & Failure 11
Sack Strike 19
Bamtieficld 76
Buldings and Structures 23
Buiding, When Destroyed 23
Camgaigrns 85
Camgaigns, Role-Playing 92
RPG Character Conversions 94
Owase 3 Target 16
Choose a Weapon System 16
Qose Formation 18
Combat Step 15
Command Phase 13
Command Points 12
Command Paol (see Command Phase) 13
Command Points and Movement 15
Cover 17
Crossfire 19
Damage 17
Defense (DF) 10
Defin'rtions 9
Destroids 31 & 47
Dice 11
OF (see Defense} 10
Distance, Measuring 10
Dodge, Attempt 16
Earth Defenders (see The UEDF) 31
Falling 23
Field of View (see Line of Sight) 11
Force Cards 75
General Concepts & Defiinitions 9
GN (see Gunnery) 10
Gunnery (GN) 10
Hand to Hand Combat 19
impact Roll (to reduce damage) 16
Learning the Rules 9
Leaving the Battlefield 23
Life is Cheap (see Special Abilities) 25
LOS (see Line of Sight) 11
Macross Saga: History 6
Macross Saga: Timeline 6
Malcontents, Faction 71
Measuring Distance 10
Mecha Attributes 10
Defense (DF) 10
Gunnery (GN) 10
Piloting (PIL) 10
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Mecha Definition 9
Mecha, Destroids 31 & 47
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Flight 24
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Leap 25
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Also see Weapon System Special Abilities 27
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Mecha, Zentraedi 58
Mega-Damage 10
Military Grade Structure 16
Movement Step 15
Painting Guide: UEDF Mecha 95
Painting Guide: Zentraedi Mecha 105
Piloting {PIL) 10
PIL (see Piloting) 10
Range (RG) 10
Ranged Combat 16
Re-Rolis 11
Resolution Step 15
Role-Playing Game Applications 92
Rounding Dice Rolls 11
Rules 8
Scenarios, Introductory 73
Scenario Rules, Standard 75
Armies 75
Building an Army 75
Factions 75
Force Cards 75
Minimum Regquirements 75
Point Values 75
The Battlefield & Fighting 76
Selecting Deployment Zones 76
Scenarios, Standard 75
Dogfight 78
Convoy Defense 80
Demolition 79
Pitched Battle 78
Recovery 79
Take and Hold 78
Scenario Special Rules 80
Attrition Games 80
Skirmish Games 82
VictoryPoints 83
Scenario Standard Rules 75
Scenario Battlefield 76
Scenario Selection 76
Special Abilities 24
Special Characters, UEDF 51
Special Characters, Zentraedi 66
Special Scenario Rules 80
Speed (SPD} 10
SPD (see Speed} 10 & 15
Squadrons 10
Steal or Pass Action 14
Strike Roll 16
Terrain 22




Terrain: Buildings & Structures 23
Turn, The 13
Weapon Attributes 10
Mega-Damage (MD} 10
Range (RG) 10
Weapon Systems 10
Weapon System Special Abilities 27
Accurate 27
Ammo 27
Anti-Missile 27
Blast 27
Fly Over 28
Inescapable 28
Indirect Fire 28
Missile 28
Overwhelming 29
Rapid Fire 29
Rear Fire 29
Split Fire 29
Volley 29
Volley X 29
Zentraedi Armada S4
Zentraedi Special Characters 66

Mecha Stats
Destroid Mecha Stats 47

Defender Destroid 47

Monster Destroid 49

Phalanx Destroid 48

Spartan Destroid 48

Tomahawk Destroid 47
Ghost Space Fighter 46
Lancer Il Aerospace Fighter 46
UEDF Mecha Paint Guide 95
Valkyrie Veritech Fighter 34

Armored Valkyrie 38

Jotun Armored Valkyrie 43

Super Valkyrie 40

Valkyrie VEF-1 37

Valkyrie VF-1A 35

Valkyrie VF-1D 36

Valkyrie VF-1) 35

Valkyrie VF-1R 37

Valkyrie VF-1S 36
YF-4 Prototype Veritech 45
Zentraedi Armada S4
Zentraedi Mecha Stats 58
Glaug, Officer’s Battlepod 60
Glaug Eldare, Booster 60
Gluuhaug-Regult, Light Artillery Battlepod 58
Gluu-Ger, Light Armored Infantey Soldier 63
Gnerl Fighter, Aerospace 61
Nousgarma-Ger, Male Power Armor Variant 64
Nousjadeul-Ger, Male Power Armor 62
Queadluun-Gult, Female Power Armor Van'ant 65
Queadluun-Rau, Female Power Armor 62
Quet-Guinau, Recovery Pod 61
Quel-Regult, Recon Battlepod 59
Regult, Tactical Battlepod 58
Serauhaug-Regult, Heavy Artillery Battlepod 59
Serau-Ger, Heavy Armored Infantry Soldier 63
Telnesta-Regult with Particle Beam Cannons 64
Zentraedi Mecha Paint Guide 105
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Turn Sequence

Command Phase 13

Step 1: Refill Command Pools 13
Step 2: Determine Initiative 13

Step 3: Pre-Action Effects (Weather, Specials) 13

Pay for Reinforcements 13
Place Reinforcements 13
Action Phase 13
Step 1: Activation Step 14
Pass Activation 14
Steal Activation 14
Step 2: Movement Step 15

Boost Movement with Command Points 15

Step 3: Combat Step 15
Ranged Combat 16
Choose Weapon System 16
Choose Targets 16
Determine Roll to Strike 16
Different modifiers (top of page) 16
If firing severat weapons 16
Targeting a specific spoton ground 16
Bonuses 16
Attempt to Dodge 16
Roll with Impact 16
Taking Damage (Record Damage) 17
Hand to Hand Combat 19
Step 4: Resolution Step 15
Units with Afterburner Move 15 & 24
Combat Tactics 16
Using Ground Cover 17
Cover 17
Cover comes in two different forms 17
If a targetis in cover (Modifiers) 17
Also see Terrain 22
Close Formation 18
Example of Close Formation 18
Back Strike 19
Crossfire 19
Example of Crossfire 19
Hand %o Hand Combat 19
Engaging in Hand to Hand Combat 19
1. Choose Attack 19
2. Choose Target 20
3. Roll to Strike 20
4. Roll to Parry 20
5. Roll with Impact 20
6. Record Damage 20
Outnumbered in Hand to Hand Combat 20
Back Strike 20
Example of Back Strike 20
Hand to Hand Attacks 21
Body Block 21
Club 21
Grab 21
Kick 21
Jump Kick 21
Punch 21
Power Punch 21
Stomp 21
Leaving the Battlefield (remove mecha) 23
Mecha Special Abilities 24
Terrain 22
Falling 23
Weapon System Special Abilities 27
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