Tripods and Hussars
Clarifications

Somehow, I left out the stats for cavalry and the horse artillery stats are wrong.

Horse artillery should move 3d.

Cavalry are like infantry, except they cost double. They move 3d instead of 2d and have double cohesion distance. Cavalry may charge once per game; their movement roll is doubled to 6d. A cavalry stand may abandon its mounts and convert into an infantry stand at the beginning of its movement. It may not convert back into infantry during the game.

 

The chart in the text is correct; the charts on page 10 need to be fixed.

 

Horse artillery have a higher movement rate.

 

The elite horse machinegun is a mistake. Delete it.
 

Ironclads have no morale.

Also, here are some new rules proposed by Lon Teal:

Note: the basic premise is the invasion is 5 years after the first ill-fated Martian "expedition".  The humans, warned of their intersolar neighbours, have been investigating the artifacts of the Martians and preparing should the attackers come again.  The "secret" of flight was the first discovered, and Landships were built soon after...who knows what "mad science" may be on the verge of discovery.

The Martians for their part have been engaged in establishing a colony on Venus, but the thick jungles, acidic atmosphere, and volcanoes have severely hampered their efforts.  
Consequently they now turn their attention back to the small blue world that twarted them the last time.  Sealed enviroments will be used by the invaders to avoid contamination by viruses and germs, mighty new tripods have been designed, and fliers, based on information sent by signals from the last ill-fated force, have been planned... 

Large Tripod (Type II)

    Movement:  24" (larger steps but generally slower moving)

    Hits:   Legs: 2,  Motive: 4,  Heat ray: 1, Gas: 1,  Pilot: 2    (generally harder to kill)

    Notes: 150 points?. Each motive point hit causes movement to be reduced by 8"

Biplanes / Autogyros

    Move 6d6.  Autogyros can "hover" like Martian flyers. Biplanes can not. 

    Human Aircraft have quality values which set their morale and to-hit numbers. A squadron is made up of     4  aircraft. Human flyers are fragile and do not have multiple hits. 

    A human aircraft has 2 modes of attack: machineguns or bombs. During it's turn it can use one of them.

    Machine gun: 1x machine gun attack (ie 4 small arms attacks) at range 12".

    Bombs:  An aircraft that has passed over the top of a Tripod in it's last move can drop a bomb.  Even         though this attack takes place in the movement phase it is resolved in the firing phase. This allows             tripods on overwatch to shoot incoming aircraft down (remenber the -1 for argetting flyers).

    Range: n/a, To-Hit and Damage: as field artillery.

Landships / Tanks

    Considered artillery for movement penalties, they can however move and fire.

    Basic MkIV style Landship:

    Move: 2d,  Morale and To-hit: dependant on quality.

    Weapons: The basic Landship has several sponsons and turrets. Rather than calculating weapon arcs, a     Landship can bring the following weapons to bear at any one time:

            2x Machineguns (range 12")

            2x Field Artillery shots (range 24")

    These weapons may be split amoung several targets, but this must be declaired before any to-hit dice are         rolled.

    The Landships were designed not only as mobile gun platforms (the idea copied from the tripods), but         also as a defence against the Black Gas.  Consequently Landships are "sealed" and are not effected by      the gas.

    When a Landships is struck by a Heatray roll a d6:

            1-2    Engines or tracks melted - immobilised

            3-4    Sponson explodes - 1 Fieldgun and 1 MG destroyed 

            5-6    Landship "brews up" - destroyed!

    If a damage roll has no effect (ie: if the Landship is already immobilised and a 2 is rolled), roll again. 

Armoured Cars

    Considered cavalry for movement.

    Move: 4d, Morale and To-hit: dependant on quality. 

    Weapons: 1x MG

    Armoured cars are not immune to Black Gas.

    When hit roll a d6:

            1-2    Tyres, engine and driver melted - immobilised

            3       Weapon destroyed

            4-6    Car explodes in a fireball - destroyed!     

    If a damage roll has no effect (ie: if the Car is already immobilised and a 2 is rolled), roll again.

