TACTICAL GAME SCENARIOS

[1] Battle of Pluto: August 6, 2199
Earth Forces: Introductory Game

18 x TDC Gearing Class 1044
1 x SCG Mogami Class 77
Gamilon Forces: Introductory Game

12 x SDD Exterminator Ctass 1524

Starting Speeds: 6 for both fleets

Starting Special Power levels: zero

Starting Positions: Forces should be set up on opposite ends of
the tactical map, 1-2 hexes inside the map edge.

Victory Conditions: The first side that destroys 50% of the
opposite force is considered the victor.

[2] SBB YAMATO vs the Gamilon Piuto Base Defense Flast:
MNovember 30, 2159
Earth Forces: Introductory Gama

SBB YAMATO 807
Earth Forees: Intermediate/Advanced Game
SBB YAMATO 607

battlacraft component: 55 B.C. & 25 S.C. [54 black Tiger
fightars (BT} and 1 Cosmo Zero (CZ) plus support craft

Gamilen Farces: introductory Game

SBB Conqueror Class 37

4 x SDD Exterminator Class 508
Gamilon Forces: Intermediate/Advanced Game
SBB Conquercr Class 370

8 x 5DD Exterminator Class 1016

Starting Speeds all ships: 3

Starting Special Power Levels: 4 YAMATO only, zero for Gamilons
Starting Positions: Forces should be set up on opposite ends of
the tactical map, 1-2 hexes inside map edge.

Space Tarrain: Intermediate Game only. Thras asteroid fields
should be placed on the tactical map before play bagins, Roil
for starting position, spead and direction. The fields could be
positionad on any central area of tha map, or along map edges
per player agreemant.

Victory conditions: The Gamilon fleet must destroy the YAMATO
The Star Force must destroy the Gamilon fiagship and exit off

the tactical map, aleng any of the Gamiion sst up hexes.

[3) Desslok's Revenge

Earth Forces: Introductary Game

SBB YAMATO Class 607
2 x SBB Borodino Class 1026
1 x SCG-P Konigsberg Class 270

4 x 30D Gearing Class 604 total: 2507
Gamilon Forces: Introductory Game

1 x SBB Audacious Class 381

2 x SBB Conqueror Class 740

1 x FCCIl Spint of Gamilon 484

4 x SDD Exterminator 508

4 x HSS5CG Eliminator 468

3 x HSSDD Dominator 402 total; 2983
Intermediate/Advanced Game

Earth Forces:

Add batecraft:

YAMATO (55 B.C.+25 S.C.] 80
Borodino {2) [54 B.C.+6 S.C. each] 120 =200
Add 2 SFFG Airone class 310
Gamilon Forces:

Add 1 HS5CV Vengetul {48 B.C.+6 5.C)] 54

Add 2 SBCV Hailstorm [60 B.C.+12 S.C.,1HB each)150 =204

Starting Speeds: 3 for each fleet

Starting Spacial Power Points: zero

Starting Positions: Forces should be placed on opposits edges
of the tactical map, 1-4 hexes in from the edge.

Space Terrain: none

Victory Conditions: The Gamilons must destroy the three
battleships in the Earth Task Force. The Earth Task Force
must destroy at least four of the Gamilon battleships or carrers.
Special NOTE: Ramming and boarding combat is allowed in the
Advanced Game Scenario.

Convoy Defense

Earth Forces: Infroductory Game

3 SDOD Gearing Class 604
3 SFFG Airone Class 620
1 SCG-P Konigsberg 270
Gamilon Forces: Introductory Game

4 5DD Exterminator £08
4 HSCSG Eliminator 468
4 HSSDD Dominator 536
4 SPT Tankar 476

Starting Speed: Earth ships 6, Gamilon ships 3

Starting Special Power Lovels: zero

Starting Positions: Earth forces on one end of the tactical map,
1-2 hexes in from the map edge, Gamilon forces should be set
up in formation, 5-6 hexas in from the cpposite map edge.
Space Terrain: none

Victory conditions: The Gamilons must get at least one of the
tankers off the opposite sdge of the tacticai map by game turn
15. The Earth Force must destroy all four of the tankers by
game tum 15

Spacial Rule: The Gamilon escorts will fight to the death and will
ignore any morale rolls. The cargo they are escorting is Royal
Honey from the pianet Beemera, destined for Emperor Desslok.
Any Gamilon captain failing in his duties while on a parsonal
mission for Desslok knows what conseqguences await him on his
retum to Gamilon.



Breaching The Mine Field

Earth Force: Introductory Game

i x SBB YAMATO Class 607
1 x 5BB Andromeda | Class 748
2 x SBB Borodine Class 1026
1 x SBCV Lexington Class 530
1 x SBC Hood Class 283
& x SDD Gearing Class 806
6 x SFFG Airone Class 930 total: 5031
Gamilon Force: Introductory Game

1 x FCCII Spirit ot Gamilon Ctass 486
2 x SBB Congueror Class 740
2 x SBB Audacious Class 782
$2 x SDD Dominatar Class 1608

3 x SBCV Revenge Class 1566 totat:5162

Two barder mine factors per hex across the width of the tactical
map. Cne control mine counter must be added for every 20
mine factoss.

Intermediate Game/Advanced Game
Add battlecraft and support craft components to the Earth and

Gamiion fleats.

Earth Forces:

Add battlacraft:

YAMATO {55 B.C.+25 5.C] 80
Andromeda | {72 B.C+8 8.C] 80
Borodino {54 B.C.+6 S.C] o
Lexington {90 B.C.+5 8.C.] 95 total:335 -395

"*Fer one or both ships. Do not necessarily have to be camying
a full strength batflecraft component, or any battecraft at all.

Gamilon Forces:
3 x SBCV [60 B.C.+12 8.C.,1HB each] 225

Starting speeds: 3 for each fleet

Starting special Power Power; zero for each flest

Starting positions: Gamilon mineg field across the center of the
tactical map, Earth forces on one edge of the tactical map, 2-3
hexes in from the edge. Gamilon forces are irese to set up
behind their mine field.

Victory Conditions: Earth forces must cross mine field and exit
the opposite map edge within 15 turns with at least 6 ships,
including 1 batfleship. Gamilen forces must prevent the exiting
of no more than 5 enemy ships by tum 15.

Special NOTE: Gamilon ships may pass through barrier ming
hexes with no penalties.

Comet Probing Attack against Earth’s Satellite Defense Line:
2201

Earth Forces: Introductary Game

2 x SBB Borodina Class 1026
3 s SBC Hood Class 849
1 x S8CG-P Konigskberg Class 270
12 x 8D Gearing Class 1812

4 x OBS 272 total:4229
Comet Forces: Introductory Game
2 x SBB Victory Class
15 x SDD Storrm Class

1863
2265 total=4128

Earth Farces: Intermediate/Advanced Game
Add battlecratt component 2 x SBB Borodino Class
{54 B.C.+8 S.C. each] 120

Comet Forees:
add 2 x HSSACV Hailstorm 884
add B.C. component [60 B.C.+15 S.C. each] 180

Starting speeds; 3 for each fleet

Starting Special Power Levels: zero for each flest

Starting positions: Comet Force on opposite edge of tactical
map, 2-3 hexas in from edgse. Earth satellite line along center
width of map. Each satsllits separated by an equal number of
hexes from each other. Earth Force has a free set up behind
thair satellite line.

Victory Conditions: The Comet Force must destroy the 4 Earth
Orbital Battle Satsllites and exit the opposite edge of the map
with at least 1 battleship and 3 destroyers by the end of the
scenarnio. The scenario ends after 15 tums. Earth Forces must
prevent the Comet Force frem destroying the OBS line and
getting more than 3 ships off the tactical map.

Defeat the Carrier Force: Saturn, 2201

Earth Forces: Intermediate/Advanced Game

1 SBB YAMATO Class 607
5 SBCV Lexington Class 2650
6 SDD Gearing Class 806
6 SFFG Aircne Class 930

5093 + 585 B.C. = 5648

SBB YAMATO [55 B.C.+25 5.C] 80
SBCV Lexington [90 B.C.4+5 S.C. each]
total=  [450 B.C.+25 B.C.] 475

Comet Forces: Intermediate/Advanced Game

2 x SACV Vengeful Class 1380
4 x HSSACV Hailstorm Class 1768
15 x SDD Storm Class 2265

5413 + 1048 B.C. = 6461



SACV Vengeful
HSSACY

[180 B.C.+28 5.C.] x3 = 688
[60 B.C+15 5.C.] x4 = 360

Starting Speads: 3 for each fleet

Starting Special Power Points: zero for Comet, 4 for each Earth
ship.

Starting Positions:

[first wurn] Place Comat Flast in formation on one end of the
tactical map, 5-6 haxas in from the edge. A maximum of 12
flights of B.C. may be on CAP. No other B.C. may be
deployed until tum 4. Place Earth battlecraft: first wave can be
placad on any edge of the tactical map, on the first hex only. A
total of 29 flight counters (each of 6 B.C.) may be placed on
the map edge.

[2nd and 3rd turn] No Earth ships or additonal B.C. may be
placed on the tactical map. The Comet player may not launch
any additional B.C. or S5.C.

[4th tum] The Earth Force must now be placed on the opposite
edge of the tactical map. The Earth player may now launch
additional battecraft (2nd wave). The Comet player may now
launch additional battecraft.

Special NOTE: The Earth player may confinue to roll for the
accurnulation of special power points, sven while his ships are
not present on the tactical map.

Victory Conditions: The Earth player must destroy the 6 Comet
Carriers by the and of the scenario- 15 turns. The Comet
player must have at least cne carrier left at the end of the
battle to win. The Comet player can also win if he destroys the
YAMATQ and three of the Earth SBCV's by turn 15.

Earth Counterattack at the Cassini Gap: Saturn, 2201
Earth Forces: Intreductory Game

1 x SBB Andromeda | Class 749
1 x SBB Andromeda |l Class 752
5 x SBB Borodino Class 2565
3 x SBC Hood Class 849
3 x SCG-P Konigsberg Class 810
12 x SDD Gearing Class 1812

12 x SFFG Airone Class 1860 totah:9397

Comet Force: Introductory Game

1 x SBB Medaruusa Class 596

6 x SBB Victory Class 3726
2 x SCG(AM) Exterminator Class 1578
24 x SDD Storm Class 3624

Starling Speeds: 3 for each fleet

Starting Speciai Powar Points. 2ero

Starling Positions: Earth forces on opposite edge of the tactical
map, 3-4 hexes in from the edge. Comet forces begin on the
opposite edge of the tacticat map 3-4 hexes in from the edge.
Victory Conditions: The Earth Forces must destroy 6 of the
Comet batlleships or missile cruisers by the end of the scenario

(15 tumns) to win. The Comet forces must destroy all 7 of the
Earth battieships to win this scenario.

Special NOTE: No battlecraft are carried on the Earth Batleships.
These squadrons ware transferred to the Earth Batlle Carrier
foree to biing those sguadrons up te full strength in order to
deliver the planned surprise attack against the Cometine Carrier
Flaet.




