Jump Trooper

Scale

Designed for 15mm miniatures. Each stand is one four man fireteam, one leader or one vehicle. If you use 25mm miniatures, each figure represents a 4 man fireteam or leader. Each turn is about 1 minute. One inch equals 25 meters.

Sequence of Play

Each turn consists of two player segments, attacker going first. Each player segment consists of the following phases.

Rally Phase
· Attacker rallies his stands and places artillery barrages.

Covering Fire Phase
· Attacker’s stands execute covering fire.

Movement Phase
· Attacker’s stands move while defender stands execute overwatch fire.

Close Assault Phase
· Resolve close assault.

Final Fire
· Attacking stands (and defending stands with hold fire or overwatch markers) execute final fire. Put overwatch markers on attacking stands that didn’t move or fire. Put hold fire markers on attacking stands that didn’t fire but moved.

Artillery Phase
· Defender’s artillery barrages land.

Quality Phase
· All stands make required quality checks. Leaders attempt to rally stands.

The defender’s segment is identical, reversing the roles of attacker and defender.

Troop Profiles

Your troops are rated by the following characteristics:

Move: How far the stand can move in d6 inches. Determined by taking the racial movement and adding modifiers for equipment and training. Leaders move the higher of 4 times the number of dice they have in inches, or the roll of the platoon they’re attached to.

Toughness: The stand’s overall toughness, taking into account armor and physical strength. Determined by taking the racial toughness and adding bonuses for armor.

Quality: The stand’s quality, taking into account morale, training and experience. Determined by taking racial quality and adding modifiers for morale and training/experience. A stand also gets to add bonuses for the best leader that the stand is in the command radius of.

To Hit: The stand’s to hit number, determined by taking racial markmanship rating and adding bonuses for training/experience and equipment.

Pen: The penetration modifier for the stand’s weapons.

ROF: The number of dice rolled for the stand.

Rng: The effective range for the stand’s weapons.

Close Combat: The close combat ability of the stand. Determine by taking the racial close combat factor, and adding weapon bonuses.

Leadership: For leaders only. The modifier for all friendly stands within command range. Determined by taking racial Leadership and adding rank, training and experience bonuses.

Vehicle Profiles

Vehicles have the following characteristics:

Move: How many dice it rolls to move. A "g" indicates a gravskimmer or helicopter, an "h" is a hovercraft, a "t" is a tracked vehicle and a "w" is a wheeled vehicle.

Front Armor: Front armor rating. L is light. M is medium. H is heavy. S is superheavy. A rating in parenthesis indicates a soft skinned vehicle that’s vulnerable to small arms fire.

Flank Armor: Flank armor rating. L is light. M is medium. H is heavy. S is superheavy. A rating in parenthesis indicates a soft skinned vehicle that’s vulnerable to small arms fire.

Weapons:Weapons carried by the vehicle. Unless otherwise noted, a vehicle’s weapons have a 360 degree firing arc.

Capacity: How many stands the vehicle can carry, if any. 2 leaders can always be carried free.

Tech: Special technology carried by the vehicle.

Vehicles move like troops. The battlefield is sufficiently dangerous that grav vehicles and helicopters use nap-of-the earth flight exclusively.

Quality

Troop quality is determined by the race and by the training/experience level of the stand.

Training/Experience Levels

Green Troops subtract one from Move, Quality, To Hit, Close Combat and Leadership.

Average Troops do not modify any ratings.

Veteran Troops add one to Move, Quality, To Hit, Close Combat and Leadership.

Elite Troops add two to Move, Quality, To Hit, Close Combat and Leadership.

Morale Levels

Demoralized Troops subtract one from Move, Quality, To Hit, and Leadership.

Fanatics add one to Move, Quality, To Hit, and Leadership.

Quality Checks

Quality Checks are made on 1d6. If the stand equals or exceeds its Quality, it passes. A "6" always succeeds and a "1" always fails.

 

Infantry Combat

Procedure

First, indicate a stand and a target. In the first fire and final fire phases, all fire against a given target must be declared before any fire is resolved.

Next, determine if the target is within range and spotted.

For small arms, roll dice equal to the firing stands’ ROF. Every roll that equals or exceeds the firing stands’ to hit number is a hit. The to hit number is modified by –1 for minor cover and –2 for major cover. A "6" always hits and a "1" always misses. Then roll 1d6 for each hit, adding the weapon penetration. If any roll equals or exceeds the target’s toughness, then the target is hit. If the stand takes two hits in any phase, it is wiped out. Otherwise, the target stand is pinned; and if it misses its quality check in the quality check phase, it is broken.

For heavy weapons, consult the heavy weapons rules. Machineguns usually pin a target stand on a 3 or 4 and destroy it on a 5 or 6. Rocket launchers, RAM GLs and RPGs usually require a to hit roll (use the stand’s to hit number) and affect the target stand (and any others in the blast radius) like a machinegun stand. Minor to hit modifiers and major to hit modifiers apply to the effect roll.

Anti-Vehicle Combat

General

The Anti-Vehicle combat rules are for resolving attacks against vehicles.

Basic Procedure
· First, indicate a stand and a target vehicle. In the first fire and final fire phases, all fire against a given target must be declared before any fire is resolved.

· Next, determine if the target is within range and spotted. 

· Then make a to hit roll if necessary. 

· The target vehicle gets to make a defensive roll if it has the appropriate systems. 

· Determine the effect of the hit.

To Hit Rolls

For anti-vehicle weapons, make a to hit roll (machineguns hit automatically). Roll dice equal to the weapon’s ROF. The roll required depends on the weapon system:

Anti-Vehicle Fire

	Weapon
	To Hit Roll

	Small arms
	Firing stand’s to hit roll

	Unguided RPG/RL
	Firing stand’s to hit roll

	Smart Weapon
	2+ (if designated)

	Brilliant Weapon
	2+ (ECM modifies)

	Plasma Gun, Tank Gun
	Firing stand’s to hit roll

	Machinegun
	Automatic

	Artillery Barrage
	Automatic


 

The Effect of Scoring a Hit

Small Arms and Machineguns

A vehicle with L, M, H, or S armor is invulnerable to small arms and machineguns.

Soft Vehicles

A vehicle with an armor value in parenthesis is a soft vehicle. The firing stand can choose to treat it as though it were infantry stand or as if it were a vehicle with L class armor. If it’s treated as an infantry stand, treat a kill or pin as a Kill.

Armored Vehicles

To determine the effect of a hit on an armored vehicle (one with L, M, H, or S class armor), roll 1d6 and reference the Anti-Vehicle Hit Chart:

	Target Armor
	AV Pen. A
	AV Pen. B
	AV Pen. C
	AV Pen. D

	L
	1-5: Kill
6: System
	1-4 Kill
5: System
6: No effect
	1-3 Kill
4: System
5-6: No Effect
	1-2 Kill
3: System
4-6: No effect

	M
	1-5: Kill
6: System
	1-3 Kill
4: System
5-6: No Effect
	1-2: Kill
3: System
4-6: No effect
	1: Kill
2: System
3-6: No effect

	H
	1-4 Kill
5: System
6: No effect
	1-2: Kill
3: System
4-6: No effect
	1: Kill
2: System
3-6: No effect
	No Effect

	S
	1-3 Kill
4: System
5-6: No Effect
	1: Kill
2: System
3-6: No effect
	No Effect
	No Effect


A Kill destroys the vehicle. Passengers must make a quality check to survive. A System hit destroys one system – roll 1 die. On a 1-3 the vehicle’s mobility systems fail. It can’t move (grav vehicles and VTOL’s crash). On a 4-5, one weapon system (firing stand’s choice) is destroyed. On a 6, one stand of passengers is destroyed (treat as a weapon hit if no passengers are in the vehicle).

Point Defense Systems

Many vehicles have point defense systems. These systems allow a vehicle mounted cannon to fire at incoming missiles, rockets and RPGs. A point defense system will destroy an incoming weapon on a die roll of 1-4 on 1d6. If the weapon was fired from a range of 10" or less, the roll is 1-2. Point defense systems get one shot at each incoming weapon. In the first fire phase, each vehicle designates if its cannon will be used in the point defense role. If so, it can’t fire at other targets for the entire game turn.

Front and Flank

A vehicle’s front arc is the 120 degree arc in front of it. Any attack from an enemy stand wholly or partially in the front arc will hit the front armor. Any other attack hits the flank.

Example of Anti-Vehicle Fire

For instance, a regular human infantry stand fires an unguided RPG (AV Pen D) at a light tank (Armor L) 8 inches away. The infantry to hit roll is 5+. It rolls a 6 and hits the light tank. The light tank’s point defense system needs a 1-2 to shoot the incoming RPG down. It rolls a 3 and fails. The infantry stand rolls a 2, which is a Kill on the Anti-Vehicle hit chart.

Later, the human infantry stand fires a light machinegun at a truck(Armor [2]), which is a soft target. It automatically hits the target. It rolls another 1d6 for effect and rolls a 5 – a pin. This is converted into a Kill and the truck is destroyed.

Morale

Pinned Stands

A pinned stand can’t move. It can try to self rally during the next quality phase. A friendly eligible leader will automatically rally a pinned stand. Pinned leaders automatically self rally. Pinned stands fire at half ROF and heavy weapons fire is at –2. Enemy fire against them is at –1.

Broken Stands

Broken stands flee immediately at full movement away from spotted enemy stands. They can’t move towards a spotted enemy stand. If they can’t move without getting closer to a spotted enemy stand, then they will stop and go to ground. They can’t move or fire (except in close assault). They must be rallied by a friendly leader. A broken leader must roll to self rally. If successful, he can rally friendly stands in the same phase.

Rallying Stands

To rally, a stand must pass a quality check.

Heavy Weapons

There are five main classes of heavy weapons – machineguns, rocket launchers, plasma guns, artillery and tank guns. Stands that move cannot fire heavy weapons in the same turn, unless noted in the weapon descriptions.

Machineguns

Machineguns include all machineguns, miniguns, autocannon and gauss guns. When a machinegun fires, it automatically hits the target stand. It then makes an effect roll. It rolls one or more d6, depending on the weapon. If any roll is a 6, the target is destroyed. If any roll is a 4 or 5, the target is pinned. For light machineguns, reduce the number of dice rolled by 1 if the target’s toughness is 4+. Reduce the number of dice rolled by 2 if the target’s toughness is 6+. For heavy machineguns no reductions in the dice are made.

For all machineguns, reduce the number of dice rolled by 1 if the target is in hard cover. If a machinegun is down to 0 or few dice, roll one die and inflict a pin on a 5 or 6.

Rocket Launchers

Rocket Launchers include rocket launchers, missile launchers, RPGs and similar weapons. They require a to hit roll – the firing stand’s normal to hit number for unguided weapons (and line of sight if unguided). Smart RLs are designated. Any friendly stand may "paint" a target. If the friendly stand is firing in that phase, it must fire at the same stand it is painting. A stand must have an overwatch marker to paint during the overwatch phase. A smart RL hits the target on a 2+ and does not have to be in line of sight to the target. Brilliant RLs are self-homing fire and forget weapons. They hit the target on a 2+, but may be "spoofed" by ECM gear – the to hit roll is modified by the ECM rating of the target.

If the RL hits, it affects the target stand (plus any others partially or wholly in its blast template) just like a machinegun. A stand can fire smart or brilliant rocket launchers at a target that it can’t see, as long as a friendly stand can see the target (and can "paint" it in the case of Smart RLs).

Plasma Guns

Plasma Guns are treated like machineguns, except that the target gets no modifiers for terrain, armor, etc. Most plasma guns cannot autofire, but a few can.

Artillery

Artillery hits during the artillery phase and affects the target just like a machinegun. An artillery barrage is placed during your Rally phase. It will land in your opponent’s artillery phase. Any stand equipped with a target designator can place an artillery barrage at any spot the stand can see. On a piece of paper, indicate the barrage marker number and the type of artillery barrage. Before the barrage lands, the designating stand can adjust the barrage by up to 12 inches. The only limit is that the designating stand must be able to see where the barrage is adjusted to. If the designated stand is killed (or moves so that it can’t see the barrage marker), the barrage lands where it is plotted.

Tank Guns

Tank Guns are large rail guns or lasers used to destroy opposing vehicles. Both require a line of sight to the target. Both are treated as Smart weapons – they hit an opposing vehicle on a 2+. A Laser affects an infantry stand like a machinegun, except that it can’t autofire. A Mass Driver can fire HE rounds instead of anti-vehicle rounds. Each HE shot will affect a 2" radius area like a rocket launcher.

Autofire Weapons

Some heavy weapons may Autofire. There are two types of autofire – sweep and fire lane. A heavy weapon may sweep if it scores at least a pin on the first target attacked. It then gets a second attack on any spotted enemy stand within 2" of the target. If it at least gets a pin, it can attack again and again as long as it at least pins the target.

Or, the weapon may establish a fire lane. It places a fire lane marker at any point that it can trace a line of sight to. Trace an imaginary line from the stand, through the marker out to maximum range. Any stand (friend or foe) will be attacked if it moves within 1" of this marker. The marker lasts for a full turn (until the same phase next turn).

A stand that moves may not fire its heavy weapon unless the heavy weapon is a harness weapon or a socket weapon (only used by troops with powered armor).

Close Combat

Stands that move within 1" of each other are in close assault. They must stop moving. Put a die by each stand indicating how much movement the stand had left. Each pip is equal to two inches; round down movement allowances. The maximum that a stand can have is 12 inches. At the end of each round of close combat, reduce each die by one. Remove the die when you reduce a "1" pip.

Resolve close combat by making a close combat roll for each stand, non moving stand first. Each non moving stand picks a target stand and rolls 1d6. If the roll equals or exceeds the stand’s close combat number, the target is destroyed. Reduce the roll by 1 if the target has a higher toughness. Then, surviving moving stands may fire. If anyone is left, reduce the movement die on each stand and fight another round. Fight until all only one side is left.

If any movement is left, the moving stands may continue and initiate more close combats.

Heavy weapons may fire in the first round of a close combat. Machineguns/Plasma Guns have a close combat number of 4+ and may attack all enemy stands in the close combat. Rocket launchers have a close combat number of 5+ and may attack up to 2 stands (regardless of burst radius).

After the first round of close combat, infantry stands may fire at the flank of vehicles.

Leadership

There are two kinds of leader – officers and NCOs. NCOs are leaders that are attached to a certain unit – a squad usually. A few NCOs are attached to an entire platoon. Officers may be attached to a given platoon, to the whole company, or even to the entire battalion. There is a third class of leader, the Hero, detailed in the advanced rules.

When a leader is "attached" to a unit, he can only rally and inspire troops from that same unit.

A leader may fight normally. He can even fire a support weapon (at a –1 to the effect roll). He can designate for smart weapons. But his most effective contribution is to inspire and rally.

A leader inspires stands (of his unit) if the stand is in command – the stand must be part of the leader’s unit and must be:

1. in his leadership radius (2 inches); or

2. within 6 inches and the leader is in front of them.

An inspired stand adds one die to its movement. In addition, it gets to add the leadership bonus to its Quality and To Hit number for all purposes.

A Leader may also rally any broken friendly stand(s) if it is within 2" of the stand during the quality phase. A broken stand must make a quality check to rally. A pinned stand automatically passes the quality check if a leader rallies it. A pinned stand may self rally by making a quality check.

A Leader may try to inspire his troops to "stand their ground" – when a friendly stand in command breaks, he can make a rally roll right then (even if he’s not within 2" but the stand is in command). If the friendly stand makes its roll, it rallies immediately. If not, the stand breaks and the leader is moved in contact with the broken stand. Any friendly stands that sees this must then make a quality check or be pinned. A stand sees anything in its front 45 degree arc. It sees other stuff on a roll of 1-3.

A Leader may also try to inspire his troops to "attack for king and country." He moves his full move forward. All pinned and broken friendly stands in command before he moved get an immediate rally roll (with his bonus – what a guy!). If they make the roll, they must move to cohesion with the leader if possible. If not, they stay where they are. Regardless, the leader charges forward. Even if the leader is killed by overwatch fire when he moves forward, his troops get the rally roll.

A Leader may not be fired at if it is with 2" of any fireteam, unless the leader fired a support weapon in this turn or the last turn. The leader ignores any artillery if he rolls a 4-6 on 1d6.

Cohesion

Stands are organized into units – usually companies of 18-36 stands for militia and poorly trained forces or platoons of 6-12 for regulars. All stands in a unit must remain in cohesion – either in command by a friendly leader or within 2" of a friendly stand that can trace a cohesion line to a friendly leader. A cohesion line is a line of friendly stands of the same unit that are within 2" of at least one other friendly stand of the same unit, forming a chain of stands that eventually leads to a leader. Cohesion distances are tripled for vehicles.

A stand that is not in cohesion at the beginning of a turn may not move, except to rejoin cohesion. To qualify, it has to move toward a friendly stand of the same unit that is in cohesion. Stands may intentionally move out of cohesion.

Unit Morale

When a unit (platoon or company) takes sufficient casualties, it will disintegrate. During the Quality Phase, a unit must make a rout check if it has suffered 2/3 casualties. Make one Quality Check for the entire unit. If it fails, the entire unit is routed and is removed from the board.

Movement

To move your forces, indicate a squad, platoon, or company and roll its movement dice. All stands in the platoon may move no further than the roll. If the entire unit is in command then the unit gets to add the leadership bonus die to its movement roll.

A vehicle loses half it’s total movement in any turn that it drops infantry off; so does the infantry.

Some types of terrain cost extra movement to enter, usually double.

Terrain

There’s an infinite variety of terrain in the universe, but here are the basic types. Referees are encouraged to invent new terrain if necessary.

Light Woods are soft cover and block line of sight. They have no additional movement cost to infantry. The cost to hovercraft, and skimmers is doubled.

Heavy Woods are soft cover, block line of sight and costs double to enter. Impassible to hovercraft and skimmers.

Rough terrain doesn’t block line of sight and costs double to enter. Costs double for tracked vehicles and wheeled vehicles. No effect on hovercraft and skimmers.

Streams are cover and cost half of a vehicle’s total movement that turn to cross. No effect on infantry.

Rivers are impassible to all infantry and vehicles except hovercraft and skimmers.

Roads cost half for tracked vehicles and one-forth for wheeled vehicles. No effect on others.

Spotting Your Opponent

All vehicles are always spotted. To spot other stands, you need an unblocked line of sight. Any infantry stand that fires is automatically spotted. A stationary stand is spotted at 4" range or less. A moving infantry stand is spotted at all ranges if in the open. If in cover, it is spotted at 8" range or less. Once spotted, a stand remains spotted until it is in no enemy stand’s line of sight.

Races

	Race
	Move
	Toughness
	Quality
	To Hit
	Leadership
	CC
	Notes

	Humans
	3
	1
	5
	5
	1
	5+
	 

	Bulrathi
	2
	4
	5
	5
	1
	3+
	Halve all effective wpn ranges

	Alien Warrior
	5
	4
	4
	3
	--
	2+
	No wpns

	Kzinti
	4
	3
	5
	5
	1
	4+
	 


 

Small Arms
	Weapon
	To Hit
	Pen
	ROF
	Range
	CC
	Notes

	Obsolete Assault Rifle
	--
	2
	2
	12
	0
	M-16 etc.

	Assault Carbine
	--
	3
	2
	8
	+1
	 

	Assault Rifle
	--
	3
	2
	12
	0
	 

	Combat Rifle
	--
	4
	2
	12
	0
	 

	Submachinegun
	--
	2
	3
	4
	+2
	 

	Flechette Gun
	--
	0
	5
	2
	+2
	 

	Storm Gun
	--
	5
	2
	12
	0
	Bulrathi Personal Rifle

	Gauss Combat Rifle
	--
	3
	3
	12
	0
	 

	Laser Rifle
	--
	4
	1
	20
	0
	 

	Autopistol
	--
	0
	1
	4
	+1
	 

	Gauss Pistol
	--
	2
	2
	4
	+1
	 

	Arc. Melee Weapons
	--
	-
	-
	-
	+1
	Sword, spear, etc.

	Mod. Melee Wpns
	--
	-
	-
	-
	+2
	Vibroblade, chainsword, etc.


 

Armor
	Type
	Toughness
	Mov
	Notes

	Light Combat Armor
	+1
	--
	--

	Medium Combat Armor
	+2
	-1 die
	--

	Heavy Combat Armor
	+3
	-1 die
	--

	Powered Armor
	+4
	+1 die
	--

	Light Powered Armor
	+3
	+1 die
	--


 

Machineguns/Plasma Guns
	Type
	Class
	Dice
	Range
	Notes

	Obs. LMG
	Lt.
	2
	16
	 

	Obs HMG
	Lt.
	3
	20
	 

	SAW
	Lt
	3
	18
	 

	Light Chaingun
	Lt
	4
	18
	 

	Heavy Chaingun
	Hv
	4
	24
	AV Pen D; 3 shots in anti-vehicle fire

	Harness Chaingun
	Lt
	3
	16
	 

	Plasma Gun
	--
	2
	10
	AV Pen B

	Harness Plasma Gun
	--
	2
	10
	no autofire; AV Pen B

	Socket Plasma Gun
	--
	2
	10
	no autofire; AV Pen B

	Socket Chaingun
	--
	4
	18
	 

	Socket Heavy Chaingun
	Hv
	4
	24
	Bulrathi

	Stormgun
	Hv
	1
	24
	no autofire


 

Rocket Launchers/RPG/Etc.
	Type
	Class
	Burst
	Range
	AV Pen
	Notes

	RPG
	Lt.
	1/2"
	24"
	D
	Can move/fire

	RAM-GL
	Lt.
	1"
	36"
	C
	 

	Rocket Lchr
	Hvy.
	1 ½"
	48"
	C
	 

	Missile Lchr
	Hvy
	1 ½"
	1 km
	B
	 

	Lt Railgun
	Vehicle (Hvy)
	2"
	4 km
	C
	 

	Hvy Railgun
	Vehicle (Hvy)
	2"
	6 km
	B
	 

	V Hvy Railgun
	Vehicle (Hvy)
	2"
	8 km
	A
	 

	Laser
	Vehicle (Hvy)
	--
	Unlimited
	B
	 


Notes
There are harness versions of the RAM-GL and Rocket Launcher. Harness versions can move and fire. See the Aliens movie for an example of a harness weapon. There are socket versions of the RAM-GL, Rocket Launcher and Missile Launcher. Socket weapons can move and fire. All weapons can fire smart or brilliant munitions. The missile launcher must at least be a smart munition.

 

Mortars
	Type
	Class
	Burst
	Range
	Notes

	6cm Mortar
	Lt.
	2"
	2 km
	 

	5cm Automortar
	Lt.
	3"
	2 km
	 

	8cm Mortar
	Hvy.
	3"
	4 km
	 

	Rocket Howitzer*
	Hvy.
	4"
	40 km
	 

	MRL*
	Hvy.
	10" sq.
	20 km
	 


Notes
These weapons can also deliver anti-tank missiles. Asterisked weapons must penetrate air defenses. Roll a 1d6 for each barrage and on a 1 or 2, the barrage misses.

Sample Vehicles
	Name
	Move
	Front Armor
	Flank Armor
	Weapons
	Capacity
	Tech
	ECM

	Dragoon IFV
	8h
	L
	L
	Hvy Chaingun; Lt Chaingun
	3
	Point Def
	0

	Hummer
	4w
	[2]
	[2]
	Lt Chaingun
	2
	-
	0

	Hoplite MICV
	8g
	L
	L
	Hvy Chaingun; Lt Chaingun; Missile
	2
	Point Def
	2

	Peltast Light Tank
	4w
	M
	L
	Lt Railgun; Lt. Chaingun
	0
	Point Def
	1

	Gravsled
	8g
	[2]
	[2]
	Lt. Chaingun
	3
	-
	0


Sample Units
 
Terran Jump Company
Company HQ: 1 Officer, 1 NCO

3 x Rifle Platoons, each with

1 Officer (light powered armor, gauss pistol)

1 NCO (light powered armor, gauss rifle)

3 Squads, each with

1 NCO (light powered armor, gauss rifle)

1 fire team (light powered armor, gauss rifles, harness chaingun)

1 fire team (light powered armor, gauss rifles, harness RAM-GL)

2 Missile teams (light powered armor, gauss rifles, missile launcher)

1 x Weapons Platoon

1 Officer

1 NCO

2 Plasma Gun Teams (light powered armor, gauss rifles, harness plasma gun)

2 Chaingun Teams (light powered armor, gauss rifles, heavy chainguns)

2 Mortar Teams (light powered armor, gauss rifles, 5cm automortar)

Officers have light powered armor, and gauss pistol; NCOs have light powered armor and gauss rifle. All stands are elite. Company commander often attaches weapons platoon assets to his other platoons. Sometimes grav sleds or hummers are available for ground transport.

	Troop
	Move
	Toughness
	Quality
	To Hit
	SA Pen
	SA ROF
	SA Rng
	CC
	Hvy Wpns
	Notes

	Officer
	5
	2
	3
	3
	2
	2
	4
	2+
	--
	Leader +3

	NCO
	5
	2
	3
	3
	3
	3
	12
	3+
	--
	Leader +3

	Fire Team
	5
	2
	3
	3
	3
	3
	12
	3+
	Harn CG
	 

	Fire Team
	5
	2
	3
	3
	3
	3
	12
	3+
	Harn RAM GL
	 

	Missile Team
	5
	2
	3
	3
	3
	3
	12
	3+
	Missile
	 

	Chaingun Team
	5
	2
	3
	3
	3
	3
	12
	3+
	Hv CG
	 

	Plasma Gun Team
	5
	2
	3
	3
	3
	3
	12
	3+
	Harn PG
	 

	Mortar Team
	5
	2
	3
	3
	3
	3
	12
	3+
	5cm AM
	 


Terran Colonial Infantry Platoon
Company HQ: 1 Officer, 1 NCO

3 x Rifle Platoons, each with

1 Officer (light powered armor, autopistol)

1 NCO (light powered armor, assault rifle)

3 Squads, each with

1 NCO (light powered armor, assault rifle)

2 rifle fire teams (light powered armor, assault rifle)

1 rifle fire team (light powered armor, assault rifle, RAM-GL)

1 x Weapons Platoon

1 Officer

1 NCO

2 Chaingun Teams (light powered armor, assault rifles, heavy chainguns)

2 Mortar Teams (light powered armor, assault rifles, 5cm automortar)

1 Missile Team (light powered armor, assault rifles, missile)

All stands are regulars.

	Troop
	Move
	Toughness
	Quality
	To Hit
	SA Pen
	SA ROF
	SA Rng
	CC
	Hvy Wpns
	Notes

	Officer
	3
	2
	5
	5
	0
	1
	4
	4+
	--
	Leader +1

	NCO
	3
	2
	5
	5
	3
	2
	12
	5+
	--
	Leader +1

	Fire Team
	3
	2
	5
	5
	3
	2
	12
	5+
	Harn CG
	 

	Fire Team
	3
	2
	5
	5
	3
	2
	12
	5+
	Harn RAM GL
	 

	Missile Team
	3
	2
	5
	5
	3
	2
	12
	5+
	Missile
	 

	Chaingun Team
	3
	2
	5
	5
	3
	2
	12
	5+
	Hv CG
	 

	Mortar Team
	3
	2
	5
	5
	3
	2
	12
	5+
	5cm AM
	 


 

Alien Swarm

Aliens are never broken or pinned; the only way to affect them is to score two hits on one in the same phase and eliminate it. They come in swarms of 2-50 and each swarm must follow the cohesion rules. An alien will destroy a vehicle on a roll of 6+ in close combat.

	Troop
	Move
	Toughness
	Quality
	To Hit
	SA Pen
	SA ROF
	SA Rng
	CC
	Hvy Wpns
	Notes

	Warrior
	5
	4
	4
	--
	--
	--
	--
	2+
	--
	 


