RENEGADE LEGION'
Ihe Terran Overbord Government rules all but a (hin siver of the galaxy with its iron fis _F .FF —’\
INTCSRTEPTOR

RESISTANCE

B e ———
IS USELESS!

Soon the Renegade Legions of the Commonwealth will kneel to the might of TOG.
Ihe (lory of New Rome will be spread throughout the stars.
TGS victory is soom 1o be final.
Hoil Caesar!

THE FIRST LINE_ OF nLths”

RENEGADE LEGION®

INTERCEPTOR

THE FIRST LTNE 0 F DEFENSE

Juin the elite forces of . ' B 1054 FASA Corperation

; z sy ol 1 ’ ! 1080 Shralagic Slmulation, g
106 or Renegade Legion _ e ! z 1 All rights revarved

in this final confrontation,

STRATEGIC SIMULATIONS, INC.


me
New Stamp


LIMITED WARRANTY

Strategic Simulations, Inc. (S5I") warrants that the diskettes) on which the enclosed program is recorded
will be free from defiects in malerials and workmanship for a perod of 30 days from the date of purchase. If
within 30 days of purchase the diskette(s) prove defective in amy way, you may relurn the disketie(s) to
Strategic Simulations, Inc., 675 Almanor Awvenue, Suite 201, Sunnyvale, CA S4086-2901 and 5SI wall replace
the diskema(s) free of chare. In addtion, if the diskatte(s) prove defective at any time after tha first 30 days,
return the diskotto(s) to 551 and 55| vall mplace the disketie(s) for a chargo of §10.00 {each disk) plus
$3.00 for shipping and handling. Calfornia residents, add applicable sales bax

£51 MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PRO-
GRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULEBOOK, THEIR QUALITY,
PERFORMANCE, MERCHANTABILITY OR AITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM
AND GAME ARE SOLD *AS 15" THE ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH
THE BUYER, IN NO EVENT WILL S| BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUEN-
TIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF 551 HAS BEEN
ADVISED OF THE POSSIBILITY OF SUGH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEOQUENTIAL DAMAGES,
S0 THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed software program and this Rule Book are copyrighted. All rights ane reserved. This Rule Book
may not be copied, photographed, reproduced, or translated or reduced to any electrical medium or
machine readable form, in whole or in part, without price written consent from SS1. The program accompa-
mying this Rule Book may be copied, by the original purchaser only, as necessary for use on the compuler
for which it was purchased.

RENEGADE LEGION, INTERCEPTOR and TOG are registersd irademarks of FASA Corporation and are
used under exclusive license.

Board game design, characters and universe ©1987, 1388, 1389, 1990 FASA Corporation
©1990 Strategic Simulations, Inc. All Rights Reserved. ©1930 FASA Corporation. All Rights Reserved.

WHAT TO DO IF YOU HAVE A DEFECTIVE DISK

Each of our games undergoes extensive playtesting prior to fts release. Through this process we hope 1o
uncover and cormect any erors In programming. However, due to the complex nature of our simulations,
S0 program erors may go undetectad until after publication. In addition to errors in the program, there
ara occasionally problems with the disk itsell. We experience the industry standard of approximatsly a 3 1o
58 failure rate of duplicated disks. Before assuming that a disk is delective, make sure to chedk your disk
drive. Up 1o 95% of the disks retumed to us as defective will run fine on our computer systems. Often the
problem is with a disk drive that needs servicing for alignment, speed. or cieaning.

Should you have a defective disk, please retum the disk only (keep all other parts of the game) to our Cus-
tomer Support Department, along with a note describing the problem you have encountered. A replacemant
disk will be provided upon our receipl of the defective disk.

Should you uncover an fror in the program, neturn both your game disk and any “save game” disks 10 our
Customer Support Department. Pleasa enclose a description of what was taking place in the game when the
error occurred. Upon comection of the program error, we will return an updated disk to you.

Abways maks surs 1o include your name, address, and daytime telephone number with any comespondanics.
W will do our best to see that any problems are correcied as so0n a5 possible.
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QUESTIONS OR PROBLEMST

Our main business number is (408) 737-6800.
i you encounter disk or system related prob-
lems you can call cur Technical Support Statf
at: (408) 737-6850 between 11am and Spm,
Pacific Time, Monday Fricay.

NO GAME PLAYING HINTS BE GVEN
THROUGH THIS NUMBER. If you need hints,
call our Hintline at: (408) 737-6810. fecord-
ed hints are available 24 hours a day, 7 days a
week. if you don't hear the information you
need, plexse write Lo us at: HINTS, 551, 675
Almanor Avenue, Sulte 201, Sunmyvale, CA
94086 (include a stamped self-addressed
ervelope for quick reply).

IEM COMPATIELE COMPUTER INFORMATION:

Many of our games will work on IBM compatibie
computers. f you own an 18M compatible computer
we suggest that you consult with our Technical
Support Staff at: (408) 737-6850 any
between the hours of 11 am. and 5 p.m,
Tirne, to see if an 55! game you're considering pur-
chasing is compatible with your computer. if we
have insufficent data to determine compatibiity,
you may wish to purchase the game and test for
mw If the game proves to be
you may retum it wulhh 14 days with
your dated receipl and we wil refund your money.
Or, if you returm the game within 30 days, you may
exchange the game lor another,



INTRODUCTION

potterned ofter the anclent Roman Empre, is spreacing from stor system to stor system,
adding daily 1o its expanies. Only a coalition of ronbier systems and non-humans known a
the Commonwealth stand between TOG and unconltested domination,

The Commonweaith forces are bolstered by bands of former TOG forces thot have left TOG
and joined the oppasition under the title Renegade Legions. The Renegade Legions and Com-
monwealth forces battle TOG dolly, making them pay dearly for every conquest, and driving
the aggressors bock when their deferiies are ax

Are you prepared to foin the ranks of the Interceplor pilots, those brave men and women who

In the sixty-ninth century the universe s ot war. The Terran Overlord Government (TOG®),

=== 1

COMMAND GUIDE

SQUADRON SCREEN:

battle among the stars?

Contents of the game
RENEGADE LECION® INTERCEPTOR® comes
with all of the following itenms

« A Data Card

« A Manual

* 24 Fighter Cards

# Came Dhakds)

The Data Card tedls you how to load the pro-
gram on your computer system and how the
keyboard and mouse work.

The Manual explains how the game worls and
what each command does.

The Fighter Cards summarize each of the stan-
dard ships available in the game.

Arrangement of the Manual

This rmanual & divided into two sections: The
Command Guide displays each of the major
parts of the game, and describes what s shown
and what commands da. The Tech Notes sec-
tion describes how the game works in greater
dewil. Finally, a Glossary b supplied with a
description of each italicired word found
throughout this manual

One Player Game

Load or create a squadron according o the
rules and select the MISSION Button. Make
sure the sscond squadron s empty (has no
pliots o¢ ships in it).

Two Player Game

Load o create a squadron accomding 1o the
rules then select the SWITCH Button and load
or create another squadron according to the
rules, then select the MISSION Button,

Getting Started Quickly

Your game comes with two ready-made
squadrons: the TOG squadion (The Spears of
Aeneas) and the Commomwealth squadron
(The Furses)

To quickly start a game against the computer,
use the LOAD Button to get one of the ready-
made squadrons and then select the MISSION
Button.

To quickly start a game against another playes,
use the LOAD Button to get one of the ready.
made squadrons, then select the SWITCH But-
ton and load the other ready-made squadnon,
and finally select the MISSION Button.

Important: it may be wise for first-time play-
ers 1o sehect 3 single pilot a3 thelr represen.
talivee during combat (placing the remain-
ing pilots under compater control). This will
lhﬂtlwrhyummnhﬁmwim
the pressure of managing the entire
sqquadron (see: UTIL Button).

Here is a squadron screen with one pilot already created. Selecting any of the boxes in the

above screen will have the effects listed below.

Squadron Name Bar allows you (o name or
rename & squadron.

Pliot Portralt will display the PILOT SUM-
MARY SCREEN, where you can examine your
pilot.

Ship Portrait will display the SHIP STATUS
SCREEM, where you can examine and repair
the fighter.

Pllot Statistics are the pilot’s GUN and 50T
for the assigned fighter

Ship Status will notiy you f your ship has
been damaged.
Open Billet Box swends you to the Enlist Pilot

mien where you can create 2 new piol, or add
a previously saved pilot from disk.

LOAD Button erases the presently daplayed
squadron (f any) and allows you Lo recall a pre-
vioiely saved squadron from disk

SAVE Button stores the displayed squadron
to disk. The squadmn will be saved under the
first 8 letters of its name unless another name s
typed in the sve men.

CLEAR Button erases the diaplayed
squadmon

SWITCH Button loggles between squadron
#1 and squadron #2. In order to have a two
player game, both squadrons must contain at
ieast one pilot.

MISSION Button sends the present
squadron(s) on an interceptor Mission
QUIT Button exits the game.



PILOT SUMMARY SCREEN:
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The Pilat Summary Screen displays information about a pilot.

Rank is the pdot’s current rank

Pllot Portralt & a picture of your pilol.
Wing and Wing Marker indicates which
combal wing your pllot was originally stationed
with and its emblem

Callsign b a nickname used by pilots during
combat to identify themsehes and others over
open communication channels, These Litles are
often caried over to non-combat time as well.
Pliot Statlstics are information aboul the
pilet’s abilities, current health, and prestige.
Pllot Misslons thows the total number of
Ship Misslons shows the total number of mis-
sions the pilot has flewn with this ship,

Kill Markers indicate how many enemy (o
friendly) ships the pilot has destroyed.
Decorations & Clusters shovs the medals

and chusters the piiot has eamed. Decorations
can be eamed for being wounded in battle or
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through heroic actions and accomplishments
on a mission, Clusters are awarded when a pilot
receives the same decoration more than once.

Ship Portrait will display the SHIP
STATUS SCREEN, where you can examine and
repair the fighter.

DISMISS Button removes a pilot from your
squadron, If you have just created the pilot, the
dismins button will “throw away” the new
recruit and return to the SQUADRON SCREEN,
M you are dsmissing a member of your
squadion, you will be asked ¥ you want to sive
the pilot to disk before the pilot is removed.

NEW FIGHTER Button i used to requisition
stock fighters.

CUSTOM FIGHTER Button disphys the
CWFMRIMME

design and requisition non-standard
The cost of custom fighters s much higher

than standand craft.

OK Button returns you to the SQUADRON
SCREEN,

WisG WEAPUN

E¥STEM

4 ! STAUCTURE
STATUS BAR

POWERPLANT
STATUE BAR

The Ship Stotus Soreen can be accessed before and during a mission. Before a mission, the REPAIR

Button b octivated and

flight crews can be set to work repairing the ship. During a miision, the

screen only disploys information about the stotus of the ship.

Ship Portralt is a picture of the fighter.

Weapon Information shows the name
and damage information for any of the
Weapon lcons. The columns represent the
RNG and the paints of damage the weapon
can do at each ANG,

Weapon lcon shows the location of an arma-
ment on the fighter. Select a Weapon lcon to
display its Weapan Information,

Wing Weapon System i a fixed weapon
system that can only be targeted by tuming
the ship. Each weapon is indicated by a

Weapon lcon,

Bow Weapon System shows the placement
of the bow Weapon kcons.

Shield Rating Box indicates the strength of
each shield on a ship. Shields lessen an attack-
er's To-Hit chance, therefore the higher the rat-
ing the better the shield.

Armor Rating Box displays the thickness
and condition of armor. Damage is inflicled on
each quadrant of armor from the side facing
away from the ship, Le., damage on the aft
armar - the box on the left of the screen - is
taken from the left to the right. Damage on the
Port armor - the box on the top of the screen -
s taken from the top to the battom.

MAX i the greatest amount of THR the ship
can oulput each movernent phase. THR bs used
to change VEL or tum a fighter.

SLD Status Bar shows the curment condition
of the ILD, MAX for the fighter may decrease,
depending on how much damage the 5LD
Lakees.

Status Bar shows the current
condition of the ship’s powerplant. MAX for the
fighter may decrease, depending on how much
damage the powerplant takes.



SLD Ratlng indicates the
ship's engines and powe: :
Turrel s an auxillary weaponi system manned
by its own qunner. Fighten can hive a maxl
mum of two turmets. Selecting this ikon depliy
the turnet’s status.

Turret Gunner mans the Turret, allowing the
fighter to fire an extra five weapons per combal
phase. Since each fighter can have two Turrets,
it b possible 1o fire ten extra weapons esch
combatl phase, Selecting the Turret Gunner
ikon displays information on the gunnet

Englneering Systems include SLD, power:
plant, life support, as well as ship's struciure.
Selecting the Engineering System’s lcon shevs
the stalis of each of these.

Avionles Systems includes weapons controls,
communications fink, navigation, and the pilot

epection system, Selecting the Avionics System’s
icon shivwa the status of each of these.

rating for the

Structure Status Bar indicates the condition
of the thip's fmmework. Enermy shots that have
penetratied through both armor and internal
syiterm damage the structure of the ship

Tonnage is the mass of the ship. Tonnage and
SLO rating determine the ship's MAX,

Hull Configuration has no effect on how the
fighters operate in space combal.

Value is the ship's replacement cost in prestige
paints.

EXIT Button retums (o the previous screen.

REPAIR Button orders thal repairs be made
on your ship. Each repair takes a set amount of
time, and the squadron may be ordered back
into combat before all repairs can be made. For
this reason, several repair leams work on each
fighter simultaneously prioritizing repairs to gel
critical work done first.

are special areas on a ship which
are designed to launch missiles or hold pods.

o SYTEMTL T 1 LRl

CUSTOM FIGHTER SCREEN.:

Ship Portralt allows you to cycle through the
available ship portraits and find one that repre-
sents your new fighter. Each time the box is
selected, another portrait will be displayed.

Pllot displays your fiyer’s PLT, SOT, and
Condition.

Weapon Information shows the name and
damage information for any of the Weapon
jcons. The columns represent the RNG and the
points of damage the weapon can do at each
RNG.

lcons are wsed Lo select weapon 1o
be placed on the ship and to indicate their
location. To add or change a weapon, seiect
the bax in the desired area (turrel, wing, or
bow) and then select the icon for the weapon
you want placed there.

Remove lcon & used to remove
weapons from the ship. To remove a weapon,
select it, then select the Remove Weapon lcon.

Shield Rating Box indicates the strength of
each shield on a ship. Shields lessen an attack-
er's To-Hit chance, therefore the higher the rat-
ing the better the shield. Select a Shield Rating
box to adjust its effectivenes.

Armor Rating Box displays the thickness of
armor on each quadrant of the ship. Armor
must be penetrated before enemy weapans
can damage intermal components. Select an
Armor Rating box to adjust its thickness.

Turret Weapon System armament can be
targeted from the ship's heading.
Each weapon i indicated by a Weapon lcon. To
adkd a weapon, sslect an empty armament box
and then a Weapon lcon. To change or remove
a weapon, select it and then either the new
Weapon lcon of the Remave Weapon lcon.

Turret and Gunner lcons indicate an aclive
turret on the fighter.



Wing Weapon System i a fied weapon
gystern that can only be tangeted by tuming
the ship. Each weapan i indicated by a
Weapon lcon. To add a weapon, select an
emply armament bax and then a Weapon
kcon. To change or remove a weapaon, select it
and then either the new Weapon lcon or the
Remove Weapon loon

Bow Weapon System b a fioed weapon
system that can only be largeted by tuming
the ship. Each weapon i indicated by a
Weapon lcon. To add a weapon, select an
empty armament box and then a Weapan
icon. To change of remove & weapon, select i
and then either the new Weapon lcon of the
Remowve Weapon kon

SLD and Powerplant gencrate the energy to
run the ship. You can place up to three engines
in your ship, athough the total output of all
three engines can not exceed 2500, It is impaor-
tant to note that a single engine with a power
output of 1000 weighs significantly more than
two engines with a power output of 500 each

TONS indicates the weight of the ship.

PRESTIGE decrements as you build a fighter to
show how many prestige points you have left
to spend

VALUE inciicates the normal cost of Lhe ship
and its components. The actual cost of custom
fighters b twace the normal cost

MAX displays the curment maximum THR of the
ship, THR s wed to change VEL or turn a ship.
Each systemn added to a fighter increases
weight and/or enengy consumption, theretry
reducing its MAX,

Hull Configuration aliows you o select
Streamiined or Anti-Grav hull configurations for
your new fighter. Anti-grav hull configuration is
more expensive than sireamiining, but weighs
kess. Hull configuration has no effect in space
tombal.

EXIT Bulton quits the Customn Fighler Screen
You will be asked ¥ you wish to purchase your
new custom fighter

TACTICAL MAP SCREEN:

Al the stort of each mission you may change the missiles thot are looded info your Hardpoints, place
your ship on the map, sefect its initial focing and select its starting VEL (see: Interceptor Missions),

Pilot Callsign displays the callsign of the pilat
currently issuing movement orders

Ship Type displays the type of the ship cur-
rently issuing movement arders

Ship Locatlon displays the XY position on the

map, ship facing, and turmet facings of the ship
currently issuing movermnent orders

Ship lcons shows the lacing and position of
each ship.

Ship Currently bisulng Orders Marker
indicates the ship that i presently issuing
mivement orders.

Map Scroll Bars are used Lo scroll the map,
allowing you Lo view mare of it

Move Forward Button moves the ship
currently issuing movemnent orders forward
one hex

Turn Left Button changes the heading of the
ship curmently suing movement onders one
hexface o the left

Turn Right Button changes the heading of
the ship rur-rpml-, issuing movernent orders one
headace to the right.

Center Map places the cument ship ssuing
mevement orders in the center of the map.

NEXT Button steps through all ships and mis-
siles in order of initiative, beeping when you
reach the last fighter or missile to move. At the
bottom of the screen, the Pilot Callign, Ship
Type, Ship Location, SOT, VEL, and RNG will be
displayed far any fighter NOT presently issuing
movernent orders, or the missile type, MAX,
and ANG for 2 missile.

PREV Button steps through all ships and mis-
siles in reverse onder of initiative, beeping when
you reach the first fighter or missile ta move. Al



the bottom of the sreen, the Secondary Piiot
Callsign, Ship Type, Ship Location, Ship lcon,
SOT, VEL, and RNG will be displayed for any
fighter NOT presently lssuing movement orders,
or the missile type, MAX, and RNG for a missile.

EXAM Button displays the status of the ship
currently lssuing movement orders or any ship
selected with the NEXT or PREV buttons.

EJCT Button can be used o remove Lhe piol
currently isuing movernent orders from the
ship in the event that the ejection satem is
inoperative. If the systern s functioning, the
pilot will autormatically eject § his ship blows up

UNDO Button refums you to the beginning of
your movement phase. You cannot undo once
you have a Plant Push Check or Pilol Push
Check.

DONE Butlon ench ofders for the ship cur-
rently ksuing them. If the ship has any DLT
points remaining i will move that number of
hexes on s current heading. After moverment,
you will be asked Lo set the ship's turmet
tacings - If it has any

UTIL Button displrys a menu that allows you
10 select the map background (stan, doty, o
hex), change Lo larger-scale tactical map, select
what damage b viewsd in combat resolution,
of put the ship currently issuing orders under
computer control. Pressing the Space Bar at
any time returns ALL computer controlled
phayer ships 1o player control

ACCL Button is used o change a ship’s VEL
VEL can only be atered at the beginning of a
ship’s movement phase (before any movement
orders have been ksued) of at the end of 2
ship’s movemnent phase (after all orders have
been Bawed).

PLT s the Piloting Skill for the pilot currently
nawing orden

VEL i the velocity or how many hexes the ship
cusrently Bsuing orders will travel in the move-
ment phase.

MAX is the Maximum Thrust for the ship cur-
rently lssuing orders. This remains constant
until the 510 or powerplant is damaged

SOT s the Safe Operating Thrust for the pilot
and ship cumently issuing orders. The 30T can
change i the ship’s SLD or powerplant take
damage.

DALY begins at VEL and decrements as you
move. i you select the DONE Button and there
are DLT points remaining, the ship will move
that number of hexes on it current heading

THR indicates how many points of MAX have
been used. If you exceed the ship’s MAX, the
pilol must make a Plant Push Check to see if
the powerplant has been damaged.

Pilot Callsign displys the callsign of the pilot
currenthy issuing movement orders

Ship Type displays the type of the ship cur-
rently issuing movement onders.

Ship Location displays the XY position on the
map of the ship curmently sswing movement
orders,

Ship leons shows the allegiance symbol and
position of each ship.

Map Scroll Bars are used to scroll the map,
aliowing you to view more of it.

Center Map places the curment ship ssuing
movernent ondens in the centes of the map.

MEXT Button steps through all ships and mis-
siles in order of initiative, beeping when you
reach the st fighter to mowe. AL the botiom of
the screen, the Pilot Callsign, Ship Type, Ship
Location, SOT, VEL, and RNG will be displayed
for any fighter NOT presently ssuing move-
rment orders

PREV Bulton steps through all ships and mis-
siles in reverse order of initiative, beeping when
you reach the first fighter to move. At the bot-
torn of the screen, the Secondary Pilol Callign,
Ship Type, Ship Location, Ship lcon, SOT, VEL
and ANG will be displayed lor any fighter NOT
presently Ksung movement anders

EXAM Button displays the status of the ship
currently siing movement orders or any ship
selected with the NEXT or PREV buttons

UTIL Button displays 2 menu that allows you
to select the map background (stars, dots, of
hex), change to lnger-view strategic map,
swlect what damage is viewed in combat reso-
Lition, or put the ship currently issuing onders
under computer control. Pressing the Space Bar
at any time returms ALL computer controlled
plaver ships to player control




TARGETING SCREEN:

RITAOER: ' Polliwey ' Harris
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Attacker ldentity displays the Callsign and
Pilot Name of the altacking pilot

Target Identity displays the weapons system
being targeted (either Main, Turret #1, or Tur-
ret #2) and the target ship Lype

Attacker Marker indicates the Ship lcon of
the atltacking pilot.

Target Cross-halr indicates which enemy
ship is currently being targeted. Selecting the
OK Button will order weapons to fire at the
marked '-ﬁlp

Targel Status diplays the SOT VEL and
RNG of the ship currently targeted

MEXT Button moves the tanget cross-hair o
the next available target ship

PREV Bulton moves the tamget oross-hair to
the previous available target ship

EXAM Bution displays the status of the ship
currently Langeted

UTIL Button displays a menu that allows you
to select the map background (star, dols, or
hex), change to lagerview strategic map,
select what damage is viewed in combal reso-
lution o put the ship cumently issuing orders
under computer control. Pressing the Space Bar
al any time returns ALL computer controlied
player ships to player control

WPNS Button displays the CHOOSE ACTIVE

WEAPONS SCREEN, allowing you to select
which weapons will fire, and in whal order.

OK Button accepts the selected target and
weapon firing sequence for the cument weapaon
system (either Main, Turret #1, or Turret #2).

CHOOSE ACTIVE WEAPONS SCREEN:

The Choose Active Weapons Screen allows you to octivate weapons by selecting the order in which
they will fire. Each box on the menu indicotes the octual placement of @ weapon on the thip. The tur-
ret systems have a similar display, except only five boxes are shown.

Weapon Name can be selected to daplay
information aboul a weapon

leon ks selected 1o acivale a
weapon. Highlighted weapans are either inop-
erative of unable to fire at the target. Weapons
will fire in the order in which they are selected
Rermemiber; Missile weapons only fire once per
Mmission.

Firlng Order indicates the sequence in which
weapons will discharge. If the space Is blank,
then that weapon & not set to fire.

CANCEL Button refurms 1o the previous
screen withoul changing the original
firing order

MEW Batton deactivates all weapons and
aliows a new firing onder (o be set.

OK Button accepls the duplayed firing order
and returms 1o the previous screen.



TECH NOTES

PILOTS

Intenceptor piots are the cream of all the
armed forces. Their and fame are only
eclipsed by their high mortality
rate—in many theaters, the combat ffe-
eqncun%:pihuunhuuudhm
minutes. The training for both TOG and Com-
monwealth pilol cadets & both harsh and
mcfnz’?ln the best of the trainees make it
1o the k, and only the best of those
make it through their first few sorties.

The two critical skills for any pilot are PLT and
GUN. New pilots start with initial base skill lev-
ek ranging from three to six, and may advance
in each area. Pilots add familiarity 1o the base
shills levels.

Enlist Pilot
Sduthqmempg:!ihlu:mﬂuw
Screen gives you the option to create a new
pilot o add one from disk. |f you are creating a
new pilot, you will step through a series of
mienus which will allow you to select a service,
race, sex, name, callsign, portrit, and finally a
fighter for the new recruit. If you do not ke the
new recruit, selecting the Dismiss Button wil
discard the pilot and return you to the
SQUADROM SCREEM,

Increasing Skill Levels
There ane two ways to increase skill levels: Sor-
tie Points and Familiarily Bonuses.

Sortie Points
Pilots earn Sortie Points based on the amount
of damage they infict on enemy craft—this is
separate from credit earned for destroying
fighters. There are separate points for
PLT and GUN. Pilots who try to fly in close, and
go for optimum shots, will increase faster in
their PLT, reflecting the emphasia they put on
skdlifl maneuvering. Pilots who tend to stand
back and fire shots from a distance will increase
faster in their GUIN. These are permanent
increases to the base skill levels, and are kept
even if the pilot transfers Lo a new fighter.
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Familiarity Bonus
As pilots get combat time in their ships, they
leam the fightens’ kiosyncrasies; acceleration
compensator lags, actual powerplant and
engine outputs (as oppased to what the Tech'
Manual says); in short, the pilot becomes part
of his ship. This famiiarity gives pilots an effec-
tive bonus to both PIT and GUN while flying
their particular fighter. If a pilot moves lo
another ship (even one of the same type) the
bonus is kost and must be for the new
crafl. The following table shows how the famil
larity bonus i earmned:
Famillarity Bonus Table
Mziray LT
—Fuw Baw
-2
3
B2
132
Fil] 5

LLh=
LLR;:.':'llg

Turret Gunners

Each ship's turmet has a gunner who also gains
familiarity and skill levels. The gunner s
ausigned to a specific ship (not pilod), and the
qunnet will gain expertise a3 long as he is alve
and the ship s in service. If a qunner b kifled,
his turret cannot be operated during that com-
bat, and a new, green recruit occupies the tur-.
ret alter the fighter returns to base. You can
check the gunner’s skill level and condition by
selecting the Gunner lcon from the Ship Status
Screen. Gunners do not get Sortie Point
increases 1o skil.

Displayed PLT and GUN
Whenever a skill is dsplayed, it includes all
familiarity and gained levels. If a pilot switches
to a new Tighter, the skill levels will
drop until familiarity in the new craft s eamed.

Pilot and Gunner Condition
Condition measures how difficult a pilot s to
kill—when it reaches zem, the pilot or gunner is
dead. Condition points never increase above
their starting number, and can only decrease i

Iphtprgrurhhs

damage during combat.
Congdition i skowly regained when the pilot
and gunnes are not on 3 mission.

Kill Markers

These stencils proudly emblazoned on the sides
ﬂlﬁ‘ﬂﬂ'uﬁlhm how many ships a has
destroyed. shi gamers
hmnud'kmngﬂlmm
fame. Aces receive a great deal of attention in
the media, and are considered valuable for
pubkic relations. Rumons continuously cirulate
that certain fighter wings are organized to pro-
duce high ace for propagands purpos-
. mast of the squadron soltens up
resistance, while Lhe ace waits for an easy kill.

Kill markers can also be eamed by shooting
down friendly craft. These markers are keft on
ships a5 a waming against carelessness for other

. The most commeon way o eam a friend-
by kill is through imprudent missile fire, or by fir-
ing negligently on a friendly ship with a dam-
aged transponder. Pilots with one such mark
are subject to a great deal of abuse, while pilots
with several are known to have a high mortality
rate, both in combat and bar fights.

Prestige Points

Prestige Points represent political favor in the

military bureaucracy, and transiate directly inlo

funls that can be used to requisition new and

custom fighters. Prestige i eamed sclely by

shooting dewn enemy fighters, The amaount of
eamed for a kill is based on the com-

L strength of the enemy ship. Harder hitting,
better armored fighters are more difficult to kill
and are worth more prestige points. Destroying
a friendly ship gives a pilot negative Prestige
Points—walch where you fire your missiles.

Prestige and Replacing
Lost Fighters
Pilots wha lose their fighters in combat wil
mmduwmhhuhgﬂ
The minimum replacement prestige a
plot will receive is based on his kill record and
the value of the kut fighter. A top-ace, fiying an
expensive ship, will probably be abile to requisi-
tion a good replacement fighter. A green prot,
wh loses his ship on an early mission, will
most likely get an inexpensive fighter.

PILOT RACES
The combined expanses of 70G and Comman-

wealth space of
T
significant of the races are: Human, KessRith,
Ssora, Vauvusar, and Baufrin.

KessRith

The reptilian KewsRith have six kmibs (lour legs,
twao arms), weigh in at nearty 200 kilos, and
stand a3 tall as the average Human male. Thick
skin plates cover much of the KessRith torso,
and they are easily the strongest and most
skin coloring tends dark with
stﬂnpﬁnhuﬂl&nwm
KessRith is somewhat longer than Human nor-
rmal, at about 100 Terran yean, although Lheir
violent nature and rigid sense of honor leave
fow males alive after 70.

The KessRith culture s based on clans and

strong allegiances to homeworids. Such alie-
giance has kept many KessRith in the Com-
monwealth forces, while the majority of the
Kessfith empire has withdrawn those

regions of space. KessRith generally hold in

contempt any race that does nol place the

same premium on bravery, layalty, and battle
skill as the KesRith do themsedves.

Ssora
The Ssora are a warm-blooded race
that stand about one and meters tall

and weigh about 70 kilos. They walk fully erect,
balanced by a prehensile tail. The Ssora evolved
from small, agile predators, whase remarkable
camouflage abilities helped them to primacy in
the food-chain. The moderm Ssora demonstrate
their ancestry with a wide range of skin hews
and secondary characteristics, such as bumps,
skin moitiing and stripes.

The Ssora favor strong central government, and
wiew thase races without one as chaotic and
insane. Ssor within the Commonwealth are
forever complaining about the extreme lack of
organization. Personally, Ssorans are capable of
a wide range of emotions, and though often
deviows, they possess a stringent and loyal
sense of honot.
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Vauvusar
Memibers of this race stand very twa
meters tall and weigh about 85 kiles. The Vau-
vusal peoples come in two distinct patterms of
skin coloration: one group i dun-colored with
green striping on their backs, and the other s
blue with yellow striping.
The predecesson of the Vauvusar were amphibi-
ous predators, though they are now basically
wvegetarian. Their mouths are located at the top
of their “heads,” while their brains reside in thesr
strong, n i,
mm:mmm pilots.
Both sexes of the Viswvusar take delight in a
promiscuous lifestyle. Fortunately, the vast
majority of the race is infertiie. Reproduction b
left to Brood Mathers, who often produce hun-
dreds of offspring. The Vauvusar are known for
H'neiru.lﬂ:ulyari:lllaek peronable
along with the KessRith

a greatly feared preclator
spndamﬂnm!umuﬂdwm
Vauvusar are extremely difficult to r, and
imhhmpkuqumm.

Baufrin
The Baufrin are an insectoid people averaging
one meter in height and weighing about 60
kilos. They have six legs on their
bodies and move much as the Terran spider,
except that their torso and head are vertical.
Bautrin have four arms, the upper two are used
for intricate work, while the lower pair are used
mﬁmm have three sets of eyes
sense 2 different wavelength band of
fight. The thick Baufrin exnskeleton & usually a
deep emenid-green with delicate siriping.
Baufrin hatch from eggs and ve about 50 Ter-
ran years. They molt (shed their rigid excskele-
ton) about eight times as they grow. On rare
occasions molting individuals may lose details
of their identity, or even memory. These unfor-
tunate Baufrin lose all previous status and must
releam even rudimentary skills,
Baufrin culture is family-oriented. The
family consists of three adults, one of each sex
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{male, female, mother), and any offspring.
mdm&mwummmmm
are violkently oppased 1o strong central govern-
ment, Baufrin greatly admire the Terrans for
their love of freedom and unpredictabifity.

RACIAL DIFFERENCES

Physical differences between the races are evi-
dent in varying numbser of Condition Paints
and modifiers to PLT and GUN. For example,
the KessRith are a large and powerkul race.
Becaise of their toughness, they are harder 1o
il and have more Condition Points. But it is
this increased munscle bulk and size that makes
thern less able pilots and, ud-
fer penalties to that skill, m o a

Racial Differences Table
=4 Comaitiom P

Human Wale
Human Female
KessHith Maie
KemRith Female
Vauwusyr (A
Bautrn Male
Egutrin Female
Saon Male
Saon Female
"M umibe s NG & JeCniags Cance 0.4 one S0kl ange it
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SERVICES

Al Tmﬁhumu@'tdwﬂrmﬂilhhw
Legions, Mot Commaonwealth pilots
mwmmmmwmm
mamvealth Royal Mavy. The Commonwealth
Royal Army, Marines, and Aerospace Force have
Emited numbsers of interceplor squadnons in
their services.

All pilots on both sides of the canflict receive
very similar training and experience.

Ranks and Promotion

In addition to PLT and GUWN, pilots advance in
rank as Lhey finish combat missions, The mone
missions a pilot flies, the greater the chance of
promotion. Promotions become less frequent

EEEEEEEE]
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asa progresses. Filots who promote past
m::mtmm&mnmummﬁ
status and join higher command echelons in
their respective services.
TOG Mavy and Renegade Leglon:

& Archiefeuntes

* Plyiarchos junior Grode

#* Pluiochat

* Nenarchaoy

* Rear-Admiral
Commaonwealth Royal Navy:

* Sub-Lieutenant

* Lisutenant

* Liewtenand-Commonder

* Commander

= Capton

» Woamront Officer

* Ind Lieutenant

* Lirutenant

* Captain

-M’q'gr
Commonwealth Royal Army:

* 2nd Lieutenant

* Lieutenant

» Captain

* Major

# Lisutenant-Cotone!
Commonwealth Royal Aerospace Force:

» Wamrant Otficer

= Piot Officer

* Flying Officer

* Flight Liecstersarst

* Squodron Leader
Decorations
Pilots who are wounded in battle automatically

receive a decomtion - the heart - while
other medals are awarded solely for bravery
and extraordinary actions in a single battle.
TOG and Commeonwealth Decorations

TOG COMMONWEALTH
Paim of Socrifice Purple Heart

Manus Glorus Siver Wing

Seal of the Emperor Star of Freedom
Centurio Proetoni Detender of the

Alliance

INTERCEPTOR MISSIONS

Al the start of each miwion the squadron
attends a briefing that outlines the mission type
and objective. Intelligence reports will occa-
sonally allow squadrons to setup ambushes for

enemy patrols. In some cases the primary
d:pﬂmdamb&h:nhmcm}nrnm}m
than combat. Special sensor pods can be fitted
into missile hardpaints to gather information
that is used to help evaluate enemy forces and
analyze new enermy fighters.
Successiully meeting mission objecties eams
pllots official kudos and extra prestige points
that can later be used to purchase better
fighters.

Mission Setup

Before darting a combat, players can either
place their ships one by one on the map, of
have the computer automatically place them.

fou ;
slunrpndshﬂdmwhudpuﬁ,
you mist choose to place your ships manu-
ally. Then use the EXAM Button to view

your ship and place your misalkes.

MOVEMENT

In the airless void of space, ships are not subject
to friction— all changes in VEL or heading must
be made by appling THR.

Initiative

Initiative is based on PLT and a random num-
ber. Pilots with better initiative isue their ordens
later in the movement phase - atiording them
the chance to see other ships' orders before
they decide their own. They also get their shots
in earlier during combat.

Thrust (THR)
Thiust ks a measure of how much power can be
applied to accelerate a ship or change its head-
h&ﬂmﬂmﬂ point accelerates or decelerates
ip one point of VEL (one map hex). The
amount of thrust needed to tum varies by the
ship's speed. Unused thrust points are not saved
from movement phase o movernent phase.
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Velocity (VEL)

Velocity is a measure of how many hexes a ship
will travel in a movement phase— pilots refer
to this distance as "Delta-Vee." Maximum
velocity for a fighter is 30 hexes per movement
phase. The number of THR required to change
a heading is determined by the ship's velocity.
As velocity increases, more THR b required.
Ships ALWAYS travel their entire velocity every
maovermnent phase. The only way to move mone
of kess is to use THR to change velocity at the
start of a movement phase.

Deilta-Vee (DLT) ks what pilots call the distance
a ship will travel in a movement phase. The
DUT counter is equal to VEL at the beginning of
a pilot's movement phase, and decrements as
the pilot issues movement orders.

THR Cost for Heading Changes Table
VEL L
b-2 1
35 2
58 1
¢ i
12-13 5
1417 6
18-20 T
-1 8
M6 9
a-: 10
WMaimurm Thrus! (MAX] s the nonmal imil of Hm&m
mglmﬂmm This rumber i based on the -
anhﬂ.Du'ﬂ fubnchever is lower) ok
o (e vaihues e he Same yniess e shp b boen damaged

Pushing the Powerplant
Sometimes in combat, pilots must push their
craft beyond its safe operating parameten.
When a pilot exceeds the rated MAX for a craft,
& Plant Push Check is made to see if the power-
ﬁmidanuged.iih,ﬂn hites's MAX &

, Before you push a i , @ Waming
mewage i displayed to verify that you really
want to risk engine damage. You cannot undo
any movement arder ance a ship has made a
Push Plant Check (whether it works or not).

e TEC TR D SERSRCESE ENE ST

Plant Push Check Table
MAX Exma THR mxme
1 2 b | 4 3

1 . 1p. ] RA HA NA MNA
i -t A K W& WA
3 a% % A HA HA
4 Br% e % A b
5 % s s X% NA

Murmbers. inccald e pevcentage crance il e powensant wil
avord camage.

WA mears e fighie Gannol [ish 1 Bl v

A maans the powerpiant automanclly ke damage

Safe Operating Thrust (SOT)

SOT s the average of the ship's MAX and the
pllot's PLT. Pilots with a high PLT will - in many
cases - be able to push a ship past its suggested
parameters. A pilot with a low PLT will often
not be able Lo fiy a ship even 1o its maximum
specifications. A check s made for any pilot
whose THR exceeds his 50T to see i the pilot’s
ship becomes Seriously Out of Control,

Seriously Out of Control (50C)
When a pilot's THR exceeds the ship's 50T, a
check is made to see i the pilot & able to main-
tain control of the craft. A SOC check is based
an the pilot’s 50T, and the number of points by
which hiz 50T is excended.

Example: A Commonwealth pilot with
PLT 5, flying a Cheetah with a MAX of
10 has a 50T of 8 ([5+10]/2=7.5
rounded up=8). Now if this same pilot
attempts to perform a maneuver

iring the ship’s MAX of 10, the
50T check is: 8 (the pilot’s 5OT) - 2
{the ship’s MAX minus the pilot's SOT)
of &, The computer generates a ran-
dom number between 1 and 10, if the
number is than 6, the check
fails and the ship is SOC.

A 5OC ship will move randomly, starting from
the point whene control was lost. S0C ships may
move and accekrate and decelenate

until control is regained. AL the start of each
movernent phase, the computer will check
against P{T to see il the pilot can regain control.

Disengaging the Enemy
(Retreating)

ff a ship has taken too much damage, or has
ot eritical systerms, often the only logical

tactic i to tum tail and run. To dsengage, the
pilot must fly away from enemy craft at maxi-
mum VEL A message is displayed at the start of
the movement phase when the pilot has
successfully disengaged.

COMBAT

Here is where batties ane won and kst, reputa-
tions eamed, and the graveyards of the TOG
and Commanwealth filled with brave warriors
Combat & broken into two sections: target-
ing/weapon selection, and firing.

Targeting and Weapon Selection
The computer cycles through all ships in order
of initiative. Every fighter that has a target is
allowed to acthvale and fire weapons.

Legal Targets

Fighters can only target ships that are in RNG,
within firing arc, and not Lransmitting a frendly
IFF signal. The IFF signal is transmitted by a
fighter's trarsponder. Warning: Be careful when
targeting could be a
friendly ship with a damaged transponder.

IFF (Identify Friend or Foe)

An IFF is an electronic signal each fighter trans-
mits eiminating the chance that friendly ships
will fire on one ancther.

Turret firing are ond missile lock-on orc

Every weapon system has an orc of
visibiiity in which it con fire. Turrets
have the bonus of being obie to

turn independent of the ships focing,
while the bow and wing systems

are fived.
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Direct Fire

Unilike Movernent and Targeting, which are
sequential, Direct Fire occun “sSmultaneously”
—you cannot, for example, escape the guns of
an oncoming enermy fighler by destroying it
before it fires. During Direct Fire, all fighters dis-
charge activated weapons, and all damage i
displayed.

Scoring a Hit

The computer will generate a number between
1 and 10. That number is then compared to
the ship’s To-Hit value. i the ted number
i less than or equal to the To-Hit number, a hit
it scored. ion: a 1 ALWAYS scored a hit,
while a 10 ALWAYS signifies a miss. The foliow-
ing elements determine the To-Hit value:

* NG * Angle of Attack
* GUN * 50C and Damage
* Target Shield Rating * Range [RNG)

Every weapon has a maximurm range, and vary-
ing affects at different ranges. EPCs, for exam-
ple, are efiective only at close range, while
MNPCs are maost effective at a range of seven o
ten hexes. Selecting a Weapon kcon from a Ship
Status screen will dsplay weapon ranges and
damages. The table on page 26 summarizes all
the weapons.

Base To-Hit Number Table
MG (m mi) Bas To-Mo
| B
23 T
&6 B
I-10 5
1118 'l
GUN

The displayed GUN for a pilot or turret gunner
inchudes all familiarity and Ace bonuses. This
value is added to the base To-Hit number.

Target Shield Rating

The shield rating of the target ship & subtracted
from the base To-Hit numbet.

19

Angle of Attack

The relative of an attacker and enemy
ship can modity the kefihood of a hil. Firing at
the rear of a ship & the best shot.

ATTACKER

FRGHT OR LEFT
FRONTEIDE

"‘:‘-3.. <4 TO HT)

SOC and Damage

Ships suftering SOC mndom movement have a
-3 modifier to their To-Hit number. Fighters
sifering damage Lo avionics and weapons
control systems may suffer negative modifiers.

The effects of systerns da s detailed with
the systems descriptions and repair times start-
ing on page 21,

Missile Combat

While missiles are fired with other weapons
during combat, they cannot hit in the same
combal phase in which they are fired. Missikes
track their target during movement, and hit
any movement phase they iand in the target
hex (after the first movement phase.) The
exceplion Lo this rule is the DFM, which is an
unguided projectile and operates ke other
weapons.

EfT-

Missile Lock-on and Tracking
Missiles (with the exception of TGMs) must get
1 lock-on Lheir target before being launched.
Lock-an is based solely on the pilot's or gun-
ner’s GUN (again with the exception of TGMs).
After missiles have acquired a tanget, they will
Hmtmﬁmb;unm:whhmh
destroyed. Masi a very high initiative,
and the only way for a ship to avoid one & for
the ship 1o end its movement phase out of the
missile’s scanning area, which is an arc identical
1o the turmet/misile firing arc. Misies with
maore sophisticated on-board computers may
Lry o reacouine of acquire 3 new targel if they
have lost their primary one.

Damage

With the exception of determining kils, afl
damage b considered to be almost instanta-
neous, 30 even a ship that has been
“destroyed” gets in its st shots.

Weapon Damage Profiles
Weapons have differently shaped areas of effect
when they hit. Laser beams will drill long, nar-
row holes, quickly reaching deeply buried sys-
tema. Weapons with flat or cone-type damage
profiles gouge out large chunks
of the enemy ship. The following
ilustrate the
lose-range damage profiles

for the largest of each type
of weapon:

ECM Pods

Fighters can load an ECM pod into a hardpaint
in place of a missile. FCM pods interfere with
enemy missiles, giving an enermy a -3 on his
To-Hit value. if a fighter has multiple ECM Pods,
the modifier i still -3.

Crediting Kills

The computer resobes damage in order of ink-
tiative, with the faster pilots going fist. A kill is
officially credited to the pilot who fires the shot
that actually scomes a kill. The pilot with better
initiative is able to register his hits that brief sec-
ond or two taster and this is picked up bter on
the avionics black box at base - the final
artitrator,

Killing a Fighter

An enemy fighter is counted as a kdll onky if one
of the following occurs:

The enermy pilol i killed.
The enemy fighter sifers structural collapse.

Stnuctural collapse generally occurs when a
fighter has sustained heavy damage in one
area, allowing enemy shots Lo penetrate deeply
enough Lo destroy the framework of the ship.

Pilot and Gunner Hits and
Consciousness Checks

Whenever a pilot or gunner is hit, one point is
subtracted from their condition and they must
make & consciousness check, The check is
based on current condition (ranging from one
to seven), and if failed the pilot or gunner loses
consciousness, Once a pilol or gunner has lost
consciousness, 8 new moll is made at the start of
each mavemnent phase to see if he regains con-
sciousreess, If a guniner s kiled or unconscious
then no weapons in his turmet can be fired.

Pilot Ejection/Bailout

If a ship has a functioning ejection system, the
pilot will automatically eject before the fighter
blows up. if the gjection syilem B inoperative,
or the plol fears that it may be taken out in Lhe
next combat round, he can manually baflout
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anytime during the moverment phase. A pilot
can only climb out at the start of a movement
turn. Once a pilot s out of his ship, the fighter
is bost and he has 30 turns worth of air before

suffocating,

Internal Systems Damage

Once a fighter has sustained several hils, layers
of armor start vaporizing and peeling away
under the guns, keaving vital intemal
systems to damage. Hits to intemal
systerns have a chance of damaging the struc-
twral framework of the fighter and biowing it up.

Shorts

Sometimes 1o intemal systems will
:mmmmmmamm
system is nonfunctional for the neat entire
movement phase. If no further shorts occur, the
systern will be back on fine the following move-
ment phase.

Repair Circuits

Some critical systems have repair circuits
attached to them. As long as this repair circuil
s functioning, the system cannal be destroyed.
A hit on 2 system with an operational repair cir-
cuit is identical to a Short. Systems with repair
circuits are noted in the system descriptions,

Repairing Ships

When a damaged ship comes into base, the
fight crews work around the clock to get it
back into service. A separate mechanic or team
s assignied to each section of the cralt, and all
repairs are prioritized to get the fighter batte-
worthy as fast as possible. if enemy activity in a
particular area is heavy, fighters are often

on missions before they are fully senviced.

a

SYSTEM DESCRIPTIONS AND
EFFECTS OF DAMAGE

Cockpit Systems

Pllot: The pilot is, of course, the maost critical
part of the fighter, and while not a mechanical
systemn, he s susceptible 1o damage. If the pilot
takes a hit, he loses one point from his condi-
tion and must make a Consciousness Check.

Transponder: This transmitter broackcasts the
fighter’s IFF signal. Transpanders are used by
TGMs and by weapons computers Lo differenti-
ate between friendly and enemy ships.
Weapons controls and targeting computers wil
not target ships with friendly IFFs.
ws,nmum:m
system is used to maintain contact with other
fighters and monitor information channek.

Helm and Auxiliary Helm: These are the
control mechanisms and circuitry that aliow the
pilot 1o control the ship. The ship can function
with either one of these systems, but ¥ both ame
the pilot cannot change VEL of
direction. The fighter will follow its last heading
ak its last VEL
Sensors: Are not used during actual tactical
space combat, but are needed to navigate back
to base.
Scanner: s similar in function to the ancient
RADAR technology. The scanner system feeds
information about the local situation to naviga-
tion and weapon systerns. If loses s
scanner, L can no longer fire 55
Computer: This wyitem aids in
navigation and preparing for faster
that light travel. The navigation computer has
no effect during combat.
Pliot Ejection System: This system aliows a
pilot to eject from a damaged ship. The ejec-
tion is actually a complete armored and
sealed pod built into a fighter. Once a pilot has
ected, there are 30 movement phases worth
of air before suffocation occurs.

Weapon Systems
Gunner; Whenever a turnet gunnes is hit, he
loses one point of condition and must make a

Consciousness Checlc A turmet cannot be oper-
atied i the gunner i unconscious or kiled.
Weapon Controls and Auxillary Controls:
Thiese are the mechanisms and circuitry that
connect pllols, gunners, weapons computers,
and the actual weapon systems Logether. The
ship can function if either system & operating,
but if both are destroyed, the fighter cannat
fire any of its weapons.

Target Locking Clrcults: These small com-
puters mark targeted enemy ships and help
keep weapons aimed comectly. A fighter suffen
a -1 modifier To-Hit i this system is inoperative.

anticipate a -
er suffers a -1 modifier To-Hit f this system is
Range Finder Computer: This system works
with the fire computer (o determine ANG and
help caleudate firing vectors. A fighter suffers a
-1 modifier To-Hit if this system is inoperative.
Fire Computer: This computer interprels data
from the support systems, calculates firing vec-
tors, and actually sends the signabs to discharge
weapons. if this system is destroyed the ship
cannot fire any weaponi.
Shield Sync Computer: This system times
fire to coincide with shield. f the
synch computer is inoperative, the fire comput-
ot doesn’t know when to discharge, and shots
are fikely to be absorbed by the fighter's own
shield. A ship with a one rated shield will stop
109% i its cwn shots, a two rated shield will
stop 20%, and so on. Every individual weapon
fired must male a check, not just the whole
burst. The shield synch computer has a repair
circuit.
Powerplant: This & the heart of any ship—it
sipphies the o run from the
COMM 1o the SLD. The plant can be dsmaged
incrernentally, that &, rather than collapsing
totally, cumulative damage decreases its power
output. The drive loses power in increments of
one-quarter (1/4 down, 1/2 down, 3/4 down,

inoperative.) A fighter's MAX & lowered as either
the or 51D are damaged. MAX is

tased on the lower value of the two systems.

oo te poapant tecugh e velocky
nt
mmiummsmmh
damaged incrementally in units of one-gquarter
power identically to the powerplant. A fighter's
MAX it lowered a3 either Lhe powerpiant of

51D are damaged. MAX is based on the lower
value of the two systems.

Velocity Thrusters: These are the

nozies that direct the output of the SLD. As

they sustain damage, MAX decreases for the

ship.

Antl.Grav and Atmospherics: Are controbs

for docking the fighter in space and operating

in a planet’s atmosphere. These systems have

no effect in space combat.

Power Coupling: This is the conduit for

power from the to the 510 and
Thrusters. NO movement systems ane

operational while the coupling is inoperative,

The power coupling has a repair ciuit.

Engineering Systems
Acceleration : These units
counteract the force of high-G thrusts. If the
compensator is inoperative the pilot and any
gunners will take one point of damage for
m%h;epuﬁmdﬁﬂupn&dhmd
five THR.

Every time a pilot Lakes damage, he must make

a comsciounness check

Shield Power Converter; The comnverter

feeds power to the shields. i the comverter &
all shields are lost. The shield con-

verter hat a repair circult.

Shields: The shield for each quadrant of the

ship is controlled by a separate unit. If a unit &

destroyed, the shield i gone.



Vector Thrusters: These unit: tum the ship,
The “right* thruster is located on the left wing,
and tums the ship to the right. The “left”
thruster is on the right wing, and turms the ship
to the left. If a thruster is inopentive, Lhe ship
cannot tumn in that direction. Each vector
thruster has its own repair circuit.

Structural Systems

Life Support and Seal-Up Circults: This sys-
tem feeds a comectly babinced atmosphere into
the cockpit and turrets of a fighter. The seal-up
system maintains environment integrity and &
the repair system for the lile support unit.
Cabin Pressure: |f the fighter loses hull integri-
ty, all cabins decompress and the pilot and any
turret gunners suffer one point of damage.
Struts and Bulkheads: These are the metal
skeleton components of the fighter. Damage to
these seri compromises the structural

Power Coupling: This is the conduit for
power from the powerplant to the SLD and

Thrusters. NO mavement systems are
operational while the coupling & inoperative.
The power coupling has a repair circuil.

BUILDING CUSTOM
FIGHTERS

Thase pilats with enough Prestige Points can

design their own Even though the cost
s much grester ( a custom ship costs
twice as much as a stock fighter with the same

When you start to build a all of the
basic systerns are in place. You must add
shields, armox, weapons, and engines, and
select the hull configuration.

Planning your MAX

The secret to designing an effective custom
fighter is balancing armar, shields, weapons,
and engines with MAX. Each shield rat-

ing point, or layer of armor adds weight and/for
consurmption. MAX & based on total

Eemengy
energy usage for all systems, engine rating, and
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ship tonnage. The formula for calcudating MAX
s in the appendix on page 26. As you design a
ship, the MAX & constantly updated. You can
add, remove, oF SyStems, armor,
shields, and 3o on until you find the best bal-
ance of defense, armament, and speed.

SLD and Powerplant

The 51D and powerplant are tied together in
the design process— that i you actually select
the rating for the SLD, but 3 matching power-
plant is automatically installed. The maximum
rating for the Powerplant/SLD on a fighter i
2500. It is important to note that a single
engine with a power output of 1000 weighs
significantly more than two engines with a
power output of 500 each.

Power Consumption

Each systern has set energy requinements,
which are listed with the costs in tables starting
on page 26. The sum of all the power can-
sumplion values & the operating enengy cost
for the fighter. Since all power in excess of this
amount & divertied o the SLD, the greater the
operating energy requirements, the siower Lhe

Hull Configuration
Selecting the hull-type for a custom fighter has
no bearing on how well the ship will function
in combat. Rather, it & a trade- off between
and cost. Streambining adds fve percent
to the weight of the craft, but at a fairy low
cost. Anti-grav units add only one percent to
the weight of the crafl, but are more expensive.

Shields

Shiekds make a ship more difficult to hit. The
effectiveness of the shield is its rating, from one

1o ten. The higher the mlr&ﬂ'nynmh
weight and energy cost of the shield generators.
Armor

Armor s the second line of deferse, § the
shielkh don't deflect shots, the armor offers a

skin beneath, Unlike shields, armar &
destroyed when it i hit, and so, thicker armor
will protect internal systerms longer than
thinner armor. The main drawback o ammor &
its weight.

Weapons

Here Is where a fighter can really be matched
to a particular function in the squadron or style
of play. Heavy-gunned fighters can be designed
to finsh off damaged enemy craft. Laser-loaded
ships could be used to poke holes in an
enermy’s armor and a missile-loaded ship can
then fire its arsenal into thase openings. Experi-
ment 1o find the optimum weapons comple-
ment for you.

Lasers: Lasers use Cennium-Arsenic crystals to
produce searing bearms ol coherent light. The
tight focus of lasers procuces a namow, deeply
penetrating damage profile.

Mass Driver Cannons (MDCs): MDG consst
ol long supescondhuctor tubes with twined magnetc
MAMBHMMWW
chuces a powerful magnetic “wave” that s used 1o
propel large projectles. MDCs have faity long NG,
and therr darmage & consstent across their entire
NG, whene enengy dischange-type weapons desi-
puate

Electron Particle Cannons (EPCs): EPCs use
the basic elements of the atoms themsebves as
projectiles. The weapon works by stripping the
electrons from atoms, and then accelerating

arﬂtxuﬁ:gﬂ'mstmmmduhgd.ﬂu
EPC is a short range weapon, and its effect is

dispersed over the surface of the target, bailing
away large chunks of armar to an even depth.

Meutron Particle Cannons (NPCs): The
NPC strips away neutrons from atoms, and
masks them with tachyons, which can then be
accelerated and focused. As they leave the can-
non, the neutrons have an almost impercept-
ble electrical charge, which dissipates a3 the
stream travels lhm?h space. Thi accounts for
the strange abifity of the NPC to do more dam-

at distance than close-up. Typically,
allg:hrgm lasers have greater RNG. m%
a large cone-shaped hole when they hit.

Thorium Plasma Projectors (TPPs): TP%
superheat thorium to a plasma, and then accel-
erates the mass towards a target. The
penetrates the target’s armor, and then dissi-
pates, creating hollow pockets effectively
undercutting the ammor.

v

Conelasers (Clasers): The conelaser is similar
to a regular 7.5/6 laser, except that the beam is
modukated differently. The effect is that the
conelzer does more damage at short range,
bolling armor away in a shallow inverse crater,
instead of drilling deeply. This is extremely
effective for undercutting amaor.,

Only TOG loroes deploy conelaser systems.
Laser/Electron Particle Cannons (LEPCs):
This weapon fires a laser beam, and then
immediately foliows with an EPC charge. The
laser will penetrate deeply, and the EPC will
undercut the armor. This weapon requires two
To-Hit rolls, and il the lser misses, the EPC will
not discharge.

Only Commaonwuealth forces deploy LEPC
syslems

Hardpoints (Missile Tubes): Hardpoints can
fire one of any type of missile each battle. You
select the type of missile each hardpoint will
carry just before you place your craft on the
map.

Missiles: Missiles (except where noted) will
always accelerate towards their tangels up lo
thir MAX. For more information on missiles,
see Missile Combat on page 19 and Missle
Lock-on and Tracking on page 20.

* Rodiation Intensity Seeking Missiles (RiSs)
RIS missiles are quided by radiation emasions
in SLD exhaust ports. Therelore, the REAR of
the target ship must be in the forward arc of
the R15 (see: FIRING ARCS on page 18). The
misalie’s guicance systers are fairly simple-
minded, allowing for 2 lange warhead, but
they can be evaded by quickly swinging out of
their scanning arc. The RIS has a MAX of 12.

» Scanner Sihouette Seeking Missiles (5555)
The 555 scan their target pror to launch, and
tousid a 3-D computer model of i When
tmunched, the 555 scan the battiefield and try to
clorse with thesr tasget. The 555 MUST leep its
target in its forward arc in onder o malntain Lock-
on (see: Missile Lock-on and Tracking on page 20
andl FIRING ARCS on puge 18). The 555 hasa
MAXdl 15,
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. Guided Missiles (TGMs) TGMs
mmmw-u@n
transponder. Unfike other masiles, these do
nol require a lock-on prior to firing. TGMs are
“dumped” into space, whese they start to
scan for the first target not broadcasting a
correct IFF . The TGM MUST keep its
target in its rd arc in omder to maintain
Lock-on (see: Misile Lockon and Tracking on
page 20 and ARING ARCS on page 18). Because
of the sophisticated

wammmmum

a MAX of 15.

* Deod-FAre Misiles (DFMs) A DFM s not a
missile in the traditional sense: rather it is an
explosive shell sung in the missile rack. When
the piict or gunner fires a DFM, ters of thou-
sands of small pellets scour the
target's armor,
* Hell Missiles (HMs) The Held Misde rieases a
Wﬂmdpﬁmhmm
uncontrolied fusion reaction that Reraly bums
ol ammor off its entire A HM
ds Squcutida “&’::.’:?.’;
lﬂ? 100 per quadrant of damage
i w;::ﬂudﬂﬁ
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Sensor Pods

Semsor pods can be placed in hard point
bunchers, replacing an offensive missile. Pods
are activated like normal weapons, but rather
than being launched at an enemy , they
scan the ship and produce a detailed “picture.”
Sersor podh are used whenever Military Intelli-
gence requests that you get information on
new enemy craft.

ECM Pods

Fighters can load an ECM pod into a hardpoint
in place of a missile. ECM pods interfere with
enemy missiles, giving an enemy a -3 on their
To-Hit value. If a fighter has multiple ECM Pods,
the modifier bs still -3.

WEAPONS TABLE
M Lasers: B Other Weapons:
B FOINTY OF DAMAGE &7 NG POMTY OF DAMAGE 1 NG
z i
§ _z:E.-aili e 232811 &
51 £ 4 3 2 " R WM oM (" P08 D P F MmN
T8 P8 4 1 1 1o Mem M 10 W omoW o8 1 oo S
150 T 6 5 & 1 15 % Wam Mo WO o7 oW oE B & N0m
M 0 7T F 8§ 4 1 W He [T T T T B O - A
185 PN 7T B 5 X XD WM Bre-1  r 3 Ot 0¥ 3 1D
18 8 T FE B N3 MM e Wo8 1 3 B @ 17 mpm
Wi 4 3 2 0 0 71T mm ] 16 9 0 0 7 W wm
W S 4 1 1 8 % b 1w T T T T T BT
i T & 5 4 0 W W W B 1 % M 32D 00N B X
w 17 & 8 &N ou mme ™§ & § 1 0 @8 oW O} O IBN
i § 8 7T & 0 W oW AN ™TH W & 4 1 0 B 15 200m
] 11 1 8 8 & & .;m ™N ®m oW & 3 8B D &HWm
w f 5 4 b &8 n U mom Ce W B W 0 0 B B NG
" 7 6§ 3 0 0 1 U =M e 8 30 18 0 & 17 mem
w £ 7 6 O 06 15 % W ErCH U W7 3 1005 N e
1 1 1 "8 8 0 @ 1 WM PS40 3 30 13 8@ B M Iem
I8 4 3 0 0 0 5 5 mm Medfod na o nd na oAs 0 3 WD
tan P4 81T T e *Cone Lisars {Claser] ave oy avalabio o 10G foroes
|58 £ 5 0 0 @0 & 8 A0 **LEPCs ane 0nly vailable b Commonusith lorce
(5" ] TR 8B R 8 W oW IR
HULL CONFIGURATION
SHIELD TABLE Streamiining weighs 5% of the fighter’s total
ton exchading streamifining we and
Fuicwem Rare®  Powsn  Tomwack Cost cmm;ﬂtn:‘g g weighy
& ; i 12“_“ Anth-Grav weighs 1% of the fighter's total ton-
n nage (excluding anti-grav weight) and costs
x ] 2 15,000 mwm
a0 ] 2 20,000
sl 1 ? 25000 MAX CALCULATION
L u 2 30,000 FORMULA
" " : osvee MAX is excess power (the difference between
L % 2 40,000 powerplant output and systems conwimption)
w 1% 2 45000 divided by total tonnage, then divided by two.
b Ln z n Max Thiust=([Powerplant output-systems con-
*Ghuele Raing 15 ono- lereh (fe Ricker raie sumption)/tonnage)/ 2.
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ENGINE TABLE
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GLOSSARY
Ansa.  Der Pace #
COMM  Communication System 2
DFM e Fire Masie P
DT Dt Vee 17
ECM  Blactronc Counter Messures 2.5
EPC Electron Partice Canngn N
GUN  funnery Skl 19
HM Hell Mussiie P
IFF Identity Friend or Foa 18
LEPC  |aser/Blectron Particle Cannon M
MAX  Maxmum Thiust 47
MDC  Mass Oriver Carnon bl
NPC Meutron Parficie Cannon 24
PLT  Piloting Skil §
RIS Radfiation intensity Sesking Missile 24
RNG  Fange 18
5LD Sublight Drrve n
S0C Seriously Oul of Contral .18
SOT  Sale Operating Thst 7
555 Seanner Sibouette Seeking missile M
TGM  Tramsponder Guided Misuile 5
THR Thest 16
TOG Terran Overlond Govesrment 1
TPP Tharium Piasma Projcior FL]
VEL Velocity 1
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