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NTRODUCT IO RS

JHAVANGO BLUES
. ilFi'e!ll
@ _ The Hun rocked in the fetid swamp water as its 60 mm gun fired. A fraction of a

second later, the high-explosive shell ripped through light foliage and into a skim-
mer that had been harassing the convoy. Cheers came over the comm system for the
skillful hit.

“| hate this duty,” Sergent Boz Walgon said to the Hun’s pilot. “I don’t even know if
that was a rebel unit.”

Walgon was guiding a convoy of MILICIAmen through the Okavango Swamp, Terra
Nova’s largest and most dangerous bog. Natural hazards were of only mild concern
to amphibious armored units like the Hun tanks and Alligator APCs that made up the
convoy, but man-made threats were plentiful as well. Indeed, the whole region was
caught up in a bloody civil war between a mad Patriarch and desperate locals. Mean-
while the MILICIA’s main aquatic combat training facility — Camp Blackwater —
was located smack-dab in the middle of the combat zone. Walgon had to get a bunch
of troops to Blackwater safely.

“Sergeant,” asked the pilot Mathieuz, “I don’t understand why they don’t let us
clean up this whole mess. | mean we’re supposed to be a counter-insurgency force,
aren’t we?”

“It’s all political games, Caporal. Some politician thinks it’s better for his career if
we can only engage when fired upon. So we end up hamstrung as usual.” Walgon
looked down at his main monitor for a few seconds before continuing. “Capo, what's
our position?”

“Just passed way point beta, Sergeant. Looks like we’re heading into a zone with
deeper water.”

“That’s what I've got too.” Walgon opened up a comm channel to the other dozen
vehicles in the convoy. “Okay, everyone. Get into a diamond position and watch for
ships. Intel reports that the locals like to use fast attack craft. Open up to three-
quarter throttle.”

As if on cue, blips appeared on the sensor screen at Walgon’s left. Identification
sub-routines in the Hun’s computer system brought back a tentative ID of small boats,
coming in fast in an attack formation. Walgon punched up a few commands on his
targeting computer and the small laser turret on the Hun tracked the lead vessel and
opened fire. The boat jerked wildly and the laser beam missed, boiling water to
steam as the targeting solution chosen by the fire control proved inadequate.

The other Huns opened fire and the Alligators’ machineguns joined in, but the boats
were just too agile. Only glancing blows connected and they barely slowed the at-
tackers down. Once the vessels got within striking range they opened up with rock-
ets and one of the Alligators took a salvo hard.

“Damn it!” Walgon tried to get his turret oriented as the vessels came around for
another pass. They would be slowing to make a turn and that would be his opportu-
nity. They were smart through and they launched rear-facing rockets to cover the
turn. The lead craft was bearing down on him again, but Welgon was ready; he reached
for the trigger — and the ship exploded before he could fire.

When the smoke cleared, he saw the great mass of a Water Dragon amphibious
strider just risen from the water that had been concealing it. Its massive snub can-
non fired at a second craft and ripped the hull asunder.

“Welcome to Camp Blackwater,” came a voice over Welgon’s radio. “Hope you can
stay a while.”

ALl
i

A
i

LR T



LN TRODUCTION

I 1T NTRonUCTIoN % ——

The Terra Nova Vehicle Compendium series aims at providing a set of quick reference manuals for students of
military history on Terra Nova. This second volume of the Southern Vehicle Compendium contains all the basic
tank and artiflery vehicle chassis and variants which previously appeared in such publications as the highly
popular Tactical Support series and the now out-of-print Southern Field Guides. The only models listed here are
those that are common to several leagues, city-states or other paramilitary organizations. In some cases, only
certain leagues still use a given model or variant, but they are all widely available throughout the hemisphere.
League-specific vehicles, which were designed for the exclusive use of individual leagues, will be examined at
a later date in other manuals.

While meticulous care was faken to ensure that these volumes are accurate and up-to-date, the ever-changing
nature of the vehicles and the secrecy of military-related designs makes this task Herculean at best. We ask the
reader to keep in mind that much of the information within these pages was provided by the manufacturers
themselves and reflects generic, minimally trained Gears. Depending on indivdual machines and maintenance
records, field performance might differ from what is published here. Since the last edition, some specifications
and statistics may have been modified to reflect newer, more accurate information. Our editors are hard at work
revising these statistics on a constant basis, ensuring that you get nothing but the most accurate information
available on these war machines.

The present volume, like its predecessors, covers some of the manufacturers which are involved in the design
and production of combat vehicles. While these companies are listed in a book dedicated to tanks and artillery
vehicles, we do not imply that they are limited to the production of the latter but rather that they have either
specialized in that field or have greatly contributed to it. In this particular case, we focus on Dynamic Systems,
Republican Heavy Industries, Rucker Group and Windhill Engines.

This book also covers a number of vehicles which are presented by category: personnel carriers, tanks, special-
ized vehicles, single infantry vehicles and artillery pieces. More specifically, we provide full specifications for
the Caiman and its variants (Crocodile, Support Crocodile and Alligator), the Elan (and its Evil Eye variant), the
Hun (plus the Ballista, the Hittite, the Ostrogoth, the Celt and the Recon Hun), the Visigoth (including the Vandal,
the Blitz Visigoth and the Visigoth KHAN), the Barnaby (and the Mather Barnaby), the Artemis (and its variant,
the Laser Artemis), the Nightingale (plus the NBC Nightingale), the Jackrabbit (with one of its variants, the
Jackrabbit B) and the standard AST Field Artillery gun.

Wealso include at the end of the book a series of technical data sheets that can be used during tactical play. The
chassis presented within are accompanied by several of the more popular variants. Each vehicle is fully detailed
both in terms of background and game statistics. Lastly, we provide a clear and concise recognition chart for all
vehicles within these pages. It contains carefully detailed illustrations to scale which are regularly used by foot
soldiers and various combatants to identify the enemy they are fighting at a glance and to determine what his
weaknesses are.

| I CHASSIS AND VARIANTS g

For the reader’s convenience, the vehicles in this book have been divided into two general categories: chassis and variants. For the

purposes of the game and ifs background, there is no practical difference between the two. The division has been made purely to

maximize the page confent of this book and to indicate the origins of each vehicle. Both categories feature vehicles that are in full-fledged
, production (unless specified otherwise) or have been permanently modified into their current configuration.

A chassis is the basic production model of a certain vehicle type, often the first one of a series of derivative designs. The Visigoth Main Battle 1
Tank is a prime example of this. Chassis are often mass produced and easily recognizable in shape and function; they also form the core of the .
armies. Because chassis are so common, three full pages have been dedicated to each one, alonw with a listing of their full gaming statistics
Variants based on a particular chassis will use this set of game statistics as a base for their own, through a set of modifications. The full
explanation of the various sub-sections of the chassis section can be found in the Southern Vehicle Compendium 1.

Variants are vehicles derived from a basic chassis. In general variants involve small modifications to the mass-produced chassis to

answer a specific need. They can differ in terms of operational role, performance, equipment or weapon payload, but they tend to share

the same basic structure as the design on which they are based. Variants can either originate from the factory or the field — unless E

specified otherwise, no distinction is made within this book. To save on space, the statistics of each variant are given only as modificationsto :

! the staistics of the original chassis. The Threat Values supplied have been calculated after the modifications were applied to the basic
game statistics and can be used as /s to evaluate the strength of a combat group.

Unlike Gears, tanks and most artillery vehicles do not follow a strict identification code, often due to more modern code attribution
procedures that were not in place when tanks and armored personnel carriers were first developed on Terra Nova. In general, Gears
receive their identification code from the group which commissioned its design whereas tanks, APCs, all-terrain vehicles and bikes
receive their D code from the engineers and designers which worked on them,

| ’ ; S
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I 12 DYWRHIC SHSTENS i

Founded in TN 1794 by a group of individuals concerned by the South’s lag behind the North in the field of Gear

design and use, Dynamic Systems was, during the early stages of its existence, operating as a think fank,
identifying new roles and ways of using Heavy Gears in both civilian and military applications. Much of South-
ern Gear military doctrine is based on work originally done by Dynamic Systems. Eventually, Dynamic Systems
began looking at ways to improve the Gear itself, leading to the establishment of a research and development
section. The company began to set standards for the performance of Gear components, which eventually be-
came known as the Dynamic System Standards (DSS). The DSS are renowned across Terra Nova as the strictest
standards for Gears on the planet. After the introduction of the Territorial Arms Anolis and widespread com-

SRR e plaints from its pilots, both the Southern Republic and the Allied Southern Territories decried that all new Gear
5 . designs for their militaries must conform to the DSS. This has led to a profitable sideline for Dynamic Systems

o s | in testing other companies’ products for them to ensure they comply with the DSS. Other companies eventually

. §TEM§ | began to ask for Dynamic Systems' input during the preliminary design stage of new Gears. The first model to

M ————1 : benefit from such a partnership was the Silverscale, a reliable recon Gear which later went on to inspire the well-

that became very popular because of the extra protection it afforded its pilot. Dynamic Systems’ involvement in

f I == 1 known Iguana. One of the greatest success stories was that of the Sidewinder, a reliable general purpose vehicle
|

Gear design culminated in the Black Adder which, although manufactured by Territorial Arms, was entirely

designed by DS's engineers.

During the War of the Alliance, Dynamic Systems was involved in the development of new tactics to defeat the

I Colonial Expeditionary Forces' new vehicles and troops, and had a hand in the design of several Gear variants

e developed during the war. Since then, Dynamic has been contracted by the Republican government to study

- ‘what-if’ scenarios involving the return of CEF forces to Terra Nova. This has lead to public announcements by

[T 11 Dynamicstrategists that the current tensions between North and South could ruin chances of mounting a suc-

' | cessful defense in the case of a renewed invasion, something that has not endeared the company to its employer.

e Dynamic Systems maintains several research and testing laboratories in Newtown as well s a field lesting

] facility outside the city and sponsors research by the engineering departments of Newton's universities. Re-

NN cently, the company has begun research into “smartnets,” neural nets with increased learning abilities, based
B partly on the highly advanced neural nets introduced to Terra Nova by the CEF.

S Manufacturer Description

A Legal Appellation: Dynamic Systems. Inc.

54 s Headquarters: Newton, Southern Republic

i ! e - Directing Executive: MD Katherine Buhaj
| 1_| P [ Major Products: Systems standards and testing, neural nets

I 1.2 ORGANIZATION . o

Dynamic Systems has several departments including Systems Testing, Design, Research and Strategy. Strategy, the oldest department of
the four, is involved in developing and testing military doctrine. It also advises other companies in the industrial use of Gears and tracks
trends in Gear sales, Systems Testing ensures quality control of Gears and components made by competitors to see if they comply with
the Dynamic Systems Standards. The Design and Research departments develop new Gears and parts in conjunction with other compa-
nies and research pariners. While these sections operate refatively independently from one another, personnel are frequently transferred
between them to keep them in touch with the work of the other sections, consequently increasing the companies cohesiveness.

While the Strategy and Systems Testing departments are mainly confined to Dynamic Systems' Newton facilities, the Design department
maintains offices in cities where its partners are located. The Research department has joint projects with other companies and universi-
ties all over the AST.

I 1.2.2 AREA OF EXPERTISE e

Testing systems for other companies has become Dynamic Systems' main source of income for some time, and Dynamic plans to extend
the DSS testing programme to cover other military vehicles and aircraft in the near future. The company, however, has also gained, almost
by accident, a reputation for excellence in Gear design. This has become an increasingly important role for the corporation, although it
has no actual production capabilities of its own. Rumors in the industry indicate that Dynamic Systems and Mandeers Heavy Induslries
are have embarked on a joint venture to design a group of revolutionary new Gears to replace the current standard battlefield models, with
improved performances across the board and a marked modularity for ease of maintenance and upgrade. Dynamic's repulation means
that many people are taking this seriously, despite Territorial Arms' current d_ominahign of the market. Dynamic’s research into the tactical
use of Gears has led its involvement in strategic military planning and it is beginning to speak out on political and social issues as well.
As it stands, if this keeps up, Dynamic Systems may develop into a more general political and social think tank.
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I 13 REPUBLICAN HEAVY INDUSTRIES

Republican Heavy Industries was founded by a group of engineering graduates in Marabou in TN 1634, Marabou's EEEEERET
location on the Gamma maglev line and the northern shore of Lake Esperance made it ideal for the production of | | Jia] W
heavy vehicles, and the location of the central MILICIA barracks there in TN 1681 and the construction of the ol : =l e
nearby landship docks in TN 1884 only improved the situation. = ey T

RHI began its operations building carriages for the maglev railway lines and soon branched out into the small 1 S
amount of shipping that existed on Lake Esperance, producing cargo transports and a wide variety of pleasure
craft. This led to the production of military vessels, consisting mainly of small VTOL aircraft carriers and patrol
hovercrafts. This was RHI's introduction to the military market, which led to a shake-up of the corporation.
Several thousand shares had been secretly bought by ex-military personnel who favored military contracts. | i
Many of the original founders, who said that the production of military vehicles went against the original aims of S| o i 1||
the company, discovered they no longer had any real say in its direction and resigned in protest. Wl BAER

Rather than destroying the company, this actually encouraged RHI's embrace of the military market and led to & i n B\ IR :
another internal shake-up that cleared the floors of all undesirable elements. By TN 1667, RHI had produced its = w1 4
first military strider, which was an immediate success. The Republican Army placed a large order and has relied HEAW { BB

on RHI striders almost exclusively ever since. Striders became a major product line for Republican in the civilian B |
as well as the military market, with the manufacture of a variety of construction and mining striders. The best I [
known model was the Ankara prospecting strider, a six-leqged design made for long-ranged independent opera- A B i
tions in difficult terrain that became popular throughout the AST and the Badlands. gl = |

RHI became a minor partner in the consortium that produced landships for the Republican Army in TN 1720, —t L. .
producing the main turret assemblies for the ships. When the landship docks were relocated in TN 1884, it T i S= it
increased its involvement and became the main manufacturer of landship superstructures and armor. RHleven- | ]| B mE e
tually built its own commercial landship docks. The latter required a large investment from RHI, and the com- Lt % 2 >
pany faced financial difficulties when the docks were seriously damaged early on in the War of the Alliance, |
Luckily, the need for heavy transports to carry out reconstruction work after the war meant that RHI was able to e
quickly rebuild the docks with government assistance and the construction of cargo landships revitalised the ks
company's accounts, allowing it to rapidly resume full operations. "y

Manufacturer Description v 4

Legal Appellation: Republican Heavy Industries, Inc. £ ——
Headquarters: Marabou, Southern Republic ; ; e
Directing Executive: MD Laurence Utzon = .
Major Products: Striders, ships, landships, trains g ==t } :

I 131 ORGANIZATION L P

Republican Heavy Industries has four divisions manufacturing divisions, the Landship division; the “Wetship” division, producing
walercraft (including hovercraft); the Rail division, producing carriages for the main maglev lines as well as smaller intercity and public
transport systems; and the General division, producing striders and more conventional vehicles, mostly trucks and construction vehi-
cles. As befitting the size of the vehicles it produces the Landship division is the largest, while the "Wetship” division is the smallest.

No differentiation is made in any of these division between the construction of military and civilian vehicles, with personnel switching
between working on the two frequently and several military and civilian models sharing the same basic chassis. Extra security protects
the military production lines, with particular emphasis onthe landships". Only the Rail division does not produce any military vehicles,
although the maglev carriages it produces are heavily armored to withstand Badlands tempests. -

I 1.3.2 ARER OF EXPEATISE e

Republican Heavy Indusiries produces heavy vehicles of all types, but it is best known for its involvement in landship construction — mostly
as a subcontractor, but sometimes as the prime builder — and for its Naga class striders. The Naga, a solid bipedal design with a fierce
reputation, is commonly used in both the Republican Army and the Southern MILICIA, where it fills a large number of fire support units. The
sleek lines of the strider is also a boon fo the Southern Republic's government: the machine is frequently featured in propaganda films
throughout the AST, symbolizing the Republic's military and industrial might. e
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As well as being a major contributor to the military landship consortium, RHI also has its own facilities for the manufacturing and
maintenance of the few existing commercial landships. The docks are expensive to maintain and contracts for the construction of new
passenger and cargo landships are few and far between, but RHI manages to make a profit from them. Its docks are one of only a few
facilities for non-military landships in the South that can service the large vehicles' fusion powerplants and repulsor systems, both of
which require extensive maintenance. The docks are in constant use and constitute one of the corporation's main assets.

i
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'i [] [1] ] i | In TN 1898, Dysan Rucker inherited a failing military arms manufacturer from his father. Dysan was faced with
B | 1B I the daunting task of making something from a company that was nearing its deathbed. He quickly decided to cut
g"%@g& S = ' ~— = his losses and sell off all of the company's manufacturing facilities, keeping the research and development
= ST | branch only. With the money he raised, Dysan paid off the company’s remaining debts and with the rest he went

S & about rebuilding his father's dream.
= His first step was to approach Garamond University with a proposal. Dysan contributed a very large sum of

money to the university’s engineering department for the right to establish the Rucker Scholarship for the “less
than affluent, middle-class students” who can not afford the high tuition fees at Garamond. Students who receive
the Rucker Scholarship, most of whom would not normally be accepted into the elite private school because of
their low social standing, are welcome there. Their tuition fees are completely paid by the Rucker Group. Peri-
odically, one of Garamond's wealthier alumni complains about the “rabble” being accepted into their elite school,
though these complaints are often answered by an “anonymous” donation to the school's alumni fund.

The students who attend Garamond under the Rucker Scholarship agree to work for the Rucker Group upon
graduation for a period of ten cycles, after which they may leave if they choose. Of those few that leave after
serving their time, 45% return to the Rucker Group since few other companies are prepared to take care of their
engineers like the Rucker Group does. The engineers begin al the lower rung of the pay scale, but over time,
their pay grows quickly, accompanied by an increasing number of perks, eventually leading up to stock options.
This has developed a strong sense of loyalty within the company and while the Rucker Group has some of the
highest paid engineers on Terra Nova, it also has the hardest working employees.

Dysan learned from his father's failure and decided to alter the company's facus from design and production to
simple design. He began by establishing a reserve of design engineers to accomplish this goal. Over the follow-
ing 35 cycles the Rucker group grew steadily into one of the premier weapons designers in the South, many of
their designs being sold to Territorial Arms for production in their facilities. Recently, however, Rucker has
purchased two small productions facilities and is presently gearing up to produce the soon-to-be-released
18mm |AU-X7 Infantry Field Gun, commonly thought to be the next Anti-Gear Rifle. The success or failure of
this new field gun could determine whether or not Rucker continues to expand their production facilities.

v Manufacturer Description

Legal Appellation; Rucker Armament Design Group, Inc.
Headquarters: Rucker Design Office, Newton, Southem Republic
Directing Executive: CEQ Dysan Rucker
Major Products: military armament designs

I 147 ORGANIZATION i gk

Dysan Rucker is the CEQ of the Rucker Group. Its Board of Directors is formed by the senior designers, those who have been with the
- company for over 10 cycles. Sylvia Forte is the Chairman of the Board, having been with the company for 45 cycles. Though she fully
Ll supports Dysan's decision to focus on design, it is at her benest that Dysan has begun to develop production facilities for the Rucker

T Group. Sylvia is also the Director of Operations of the Damon Rucker Production Facilities (named after Dysan’s father), the facility that is
set to begin the production of the infantry field gun. The RG production facility, which turns out the LAU-44 figld gun, is controlled by the
. ambitious Carol Wolfe, a recent addition to the Board of Directors. Carol, along with a few others on the Board of Directors, is attempting
to convince Dysan to develop a Gear design, an idea that Dysan is warming up to.

i oY I 142 ARER OF EXPERTISE 3

The Rucker Group is a premier weapons designer, engineering among others several of Territorial Arms’ more popular Gear armaments.

At present, the Rucker Group has kept its dgsigns focused on light tank weapons, artillery and Gear armaments, although they have

designed a Super Heavy Field Gun for use on landships or ground-based defense installations. The design, however, will probably not

enter production since the company which purchased it, Webster Corp., is experiencing severe financial difficulties. The Rucker Group's

most popular and sought-after designs are their medium to large projectile weapons, such as heavy autocannons, field guns and, more

g recently, railguns. Their energy weapons and explosive weapons divisions, while successful, have yet to achieve the popularity of their
=S other designs. Regardless, funds are still reqularly assigned for advanced research.

The Rucker Group's production facilities are limited but growing slowing. At Sylvia's encouragements, Dysan has continued to develop

% some of the company’s more leading edge designs for themselves rather then selling the design to an outside producer. This is the case

* 4 eﬁ 3 for the new 18mm IAU-X7 Infantry Field Gun, one of the products of the advanced R&D put into place by the current administration. The
. success or failure of this new venture will decide if the company maintains its primarily focus on design alone.
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I 1.5 WINDHILL ENGINES - 241

Formed in TN 1978, Windhill Engines has grown steadily until recently. Their patented V-engine design was [ A 0
widely considered one of the more reliable motor designs with excellent cooling systems (vitally important on i .
Terra Nova). Recently, however, with the trusted and reliable but much older WE-600 model being phased out of : e
praduction to be replaced by newer designs, Windhill's reputation has begun to suffer alarmingly. The WE-1100 . .

and WE-1110 models, which were both quickly discontinued, were highly criticized for being fuel hungry mon- F—t—— PR S
sters that had too many design flaws to be worth their dinar. Shortly after the minor disaster with their failed
releases, Windhill's newly assigned chairwoman, Sylvie Del.aRochelle, assured the industry that the new WE-
1200-series would make everyone forget the problems of the 1100 and 1110 models. She promised that the new
1200-series would become the standard that other V-engines would be measured against., i

DeLaRochelle announced that Windhill would use the TN 1933 Republican Federation of Duelist's All-Rookie
Showdown to launch their new design amidst a massive advertising campaign aimed at both the industry and
consumers. The RFD Showdown is a promotional event which allows rookie duelists the opportunity to strut
their stuff and attract sponsors. Windhill, with a great deal of media hype, sponsored the Windrunners, a prom-
ising group that appeared last cycle.

et

g

The team of six Gears, piloted by some of the leading rookies, were all equipped with Windhill's 1200 series V-

engines. Windhill promised a smashing success, predicting medals for all the Windrunners, bul disaster struck 1 =

as soon as the Showdown began. One engine refused to start while another was unable to change gears, stuck BEEEDE

in first. Two other engines overheated while their pilots participated in the Block and Run event, and the fifth i R

engine exploded mysteriously when its pilot attempted to avoid his opponents in the Lone Wolf event, fatally e L g
|

wounding the young pilol. The last Gear equipped with the 1200 series V-engine ran out of fuel 200 meters away ! 1 | 4
from the pit stop on the 10th lap of the ThunderRun 200, a race similar to the Innsbruck Death Track 2000. ' . € 5 =

Humiliated, Windhill has already canceled production of the 1200 series, refunding all prepaid advance orders. i e
At present, the Board of Directors is demanding the resignation of DeLaRochelle though the media has pointed -
out that the problem may lie far deeper than the Chairman of the Board. Del.aRochelle has refused to meet with
the media so far and her office has maintained that she will correct the problem immediately. This statement has
many of Windhill's engineers concerned for their jobs.

Manufacturer Description v

Legal Appellation Windhill Engines Inc. 3 ~

Headquarters: Windhill Production Facility, Timbuktu, Southern Republic = A ¢
Directing Executive: Chairman Sylvie DeLaRochelle -} !

Major Products: V-Engines SREE -

I 15,1 ORGANIZATION g

Windhill is structured like most other corporations, with a Board of Directors and Chairman of the Board. With the recent upheaval,

however, it remains to be seen how many of these positions will stay in the hands of those who presently occupy them. It is expected that !
DeLaRochelle will not be able to hold on to her position and that several board members who strongly supported her will be the next to %
go. Southern financial experts believe that the banks will step in and make it known that changes in management must be made or they :
will foreclose on the outstanding loans that Windhill has amassed in the past cycle, possibly bringing about a bankruptcy. One thing may

possibly save Windhill, however. Their WE-600 V-engine is still a highly respected design that several companies rely on. Whether the

600-series can keep Windhill afloat remains to be seen.

I 1:5.2 ARER OF EXPERTISE il

Windhill Engines has long been considered a leader in the production of V-engines, although that reputation has almost vanished. Until

recently, the company's V-engines accounted for close to 30% of the total number of engines used in Southern Gears and other military

vehicles, along with several expensive off-road civilian vehicles. This number has begun to drop since the 600-series has had its

production cut in half over the past two cycles without @ new product to fill the void. The drop has hurt the production of Gear-based

! engines the most, but new companies have leaped in to fill the void in the marketplace. Also, Windhill has failed to deliver on no less than
three contracts with the MILICIA for their new engine models, a failure which has strained their military contacts greatly, possibly
Jeopardizing future contracts. Their civilian contracts have continued to be met with the 600-series, although a few of their clients have
reportedly begun looking into alternate possibilities.

Further complicating the matter, a relatively new company, Chimera Engines, has just announced the upcoming release of a revolutionary
V-engine design, said to be 3/4 the weight of Windhill's previous designs with a boost in performance of 10% to 25% in virtually all
areas. There is speculation about whether Windhill will be able to weather the coming storm. -
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SOUTHERN COMBAT VEHICLES
DBSTACLES

: The village of Barrus Gulch was being invaded. Locals watched on with a mixture of
e awe and resignation as a line of mighty Visigoth tanks rolled down the town main
road — main, because it was the only road. Gears and infantry on Jackrabbits flanked
the huge armored vehicles, adding to the cacophony of armoplast and steel. Treads
dug into the packed sand and soldiers took positions around the low stone build-
ings. There was nothing anyone could do —

“Stop!” The order came from a withered stick of a man, standing in the middle of the
: road. The lead tank was bearing down on him and his only defense was to hold up his
. P hand and scream his command once more. To the surprise of some, the tank obeyed.

L) . s s Soon the whole column was at a standstill, the tanks unable to get around the old
oy man hecause of the buildings flanking them. For several moments, no one spoke
over the din of the vehicle’s motors.

“Get that man out of the way.” Sous-Commandant Pierre Moz was not known for his
patience or his diplomatic attitudes. “Charon, snap to it!”

Caporal Luc Charon hopped out of the sous-commandant’s Elan staff car and ran up
to the old man. Wearing heavy flak armor and brandishing an assault rifle, he made
an impressive sight. But even before he got within spitting distance, the civilian
was yelling again.

“Don’t try to intimidate me, you whipper-snapper.” He was brandishing a walking
stick not half as gnarled as his own legs. “I'm Balthazar Onesime Caro, the oldest
man on this whole planet. | was here before the stoneheads went into hibernation,
so don’t think you can push me around.”

Charon put on his best hard-nosed expression. “You're going to have to move, sir.”

“I’Il move when I’'m good and ready. Anyway, you fools obviously don’t know any-
thing about the Badlands or you wouldn’t be driving those monstrosities through
here. Don’t you know that this was once a great ocean? | remember sailing that sea
when | was a child and—"

“Charon!” Somehow the Sous-Lieutenant’s voice carried just fine over the Visigoths’
engines. “Get him the hell out of the way or we’re going over him!”

“Yes, sir!” Charon took another step toward Caro and was rewarded with a swift
whack across the head. His helmet took all the force out of the blow and he was able
to grab the man’s arm. “This way, sir.”

“You don’t know what you’re doing, you fool! You're just like that Harris brat. He
wouldn’t listen to me either and he ended up viper food. Now there was a case —”

Even Caro’s shrill voice was drowned out as the Visigoth’s went into gear and rum-
bled past, kicking up dust. Charon couldn’t hear anything else until the terrible
cracking sound started a minute later.

He looked on in horror through the dust as the ground cracked and gave way under
the lead tank. The front dipped first, sending the read up into the air as the treads
tried to dig into ground that was no longer there. After a interminable second, the
massive war machine went nose first into the deep underground cave and a terrible
crashing sound followed. The Southern forces had just created a new opening to the
MacAllen cave network that ran under the Badlands.

“| tried to tell you about the well cave, but would you listen? No. That’s what you get
when you ignore Balthazar Caro, you little runt. Now listen here...”

Charon didn’t know if he should hit himself or the old codger first.

———
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BACHGROUND

Unlike the Northern gavernments, the South in general and the Southern Republic more specifically never
rejected the use of tanks, even after the Gears had proven their value on the battlefield. Tanks and artillery pieces
have always been a precious resource of the Republic, and the coming of the Gears only reinforced the need for
tanks to act as their support. While the North thought of the Gears as walking fanks, the South thought of them
as enhanced infantry — dbermensch, as they said in 47th century Imperia Germania. Powerful infantry called
for powerful support artillery, not the contrary. When the Jéger was introduced in TN 1681, the Republic imme-
diately realized its potential and quickly developed a tank that would support it appropriately. Released in 1699,
the NH-07S-MBT Fischer was the first of a series of brutal and powerful tanks. It was a heavily armored treaded
crawler with massive field guns and good sensors. Standing far away from the battlefield, it relied on forward
observers (most of the time, Jégers or Jager Recons) to accurately strike incoming enemy forces. While the
Fischer was an easy target for Gears that wormed their way through Southern defense lines, the Republic quickly
protected them with squadrons of anti-Gear infantry riding on Jackrabbit bikes.

Over time, however, heavy tanks such as the Fischer fell out of favor, mostly because they required too much
resources to be properly defended. Lighter and faster tanks came to replace these powerful dinosaurs, most of
which were equipped with a polyvalent array of weapons: rocket packs to use against Gears, anti-personnel
mortars to use against infantry, and artillery guns to use against other tanks. For some time, mostly between TN
1730and TN 1785, these tanks worked well enough and resulted in designs such as the PZ-201V Simmons, the
HR-66 Gallois and the well-known UZ-M48C Shergund, an electronic warfare stealth tank that usually spelled
doom for Northern forces. The UZ-series that followed the Shergund was never quite as successful as the
original vehicle, however, and was retired in 1845 when general improvements in sensors made its stealth
abilities obsolete.

In the early 19th century, a new tank philosophy emerged, once more favoring specialization over general pur-
pose. Having more impressive-looking tanks — regardless of their performance — was deemed more impor-
tant than having a few powerful vehicles. For one thing, the Southern Republic's military doctrine was revised
and called for tanks and artillery that would overwhelm the opponent through sheer number and destroy enemy
morale. Great emphasis was put on designing vehicles whose mere looks would convey the might of the South-
ern army and act as a deferrent against attacks. The fearsome VXL-99Z DeGarmo main battle tank, introduced in
1827, was both impressive to look at and performed admirably on the battlefield, combining light field mortars
with linked rocket packs. In the Battle of Marble Cliff in 1841, the 23rd cavalry regiment, using only half a
company of DeGarmo MBTs, routed a superior Northern force while on mission in the Badlands — the advan-
tage of surprise combined with the sustained artillery fire caused panic among the Northern forces, giving
Republican forces an easy victory.

fAbout the Author

The second volume in the Shields of Honors series, this book features
several typical examples of the state-of-the-art vehicles which have given
the Southern Republic — and, by extension, all of the southern hemi-
sphere — its superior military might over the North. Southern tanks and
artillery vehicles stand near-unchallenged by hostile forces due to a com-
bination of innovative strategies and |low-maintenance, high-engineered,
mass-produced weapanry. This volume lists the most important tanks and
artillery pieces which are vital to the defense of the southern hemisphere.
Unless otherwise specified, all vehicles in this book are still in use in
either the Southern Republic Army or the Southern MILICIA. The author of
this book took great pains to ensure the accuracy of the material within,
traveling throughout the southern leagues to examine a great number of
the vehicles herself

While the Shields of Honor series is a collective effort, it would not have
been possible without the invaluable contribution of author Adjudant-Chef
Kyrstanne Delacroix. She enlisted in the Southern Republic Cavalry at the
age of eighteen and stayed there for ten cycles. Upon reaching the rank of
Sous-Sergent, she enrolled in the Collége Militaire in Réunion and gradu-
ated five cycles later, in TN 1911, at the age of thirty-four. When the War of
the Alliance began, she was still a sous-commandant, but was field pro-
moted to full commandant status when her superior officer died in battle.
Her rank was confirmed upon her return to base. She was offered two
more promotions after the War, but refused the second categorically, pre-
ferring to stay as commandant of her regiment, the 19th Armored Cavalry
fed Glare. She Ieft the Southern Republican Army in TN 1922, much to
the chagrin of her regiment, to focus on her family and pursue a career in
advertisement. Her enthusiasm for the first volume of the Shields of Honor
serles spurred her to submit a manuscript for a book on tanks and artillery

vehicles, which she admits are her only true passion next to her family.
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SOUTHERN COMBAT VEHICLES

I BE-8645 CAIMAN APC RO

The Caiman represents a different concept in APC design which is popular with the Southern MILICIA forcesin TN 1829, the Southern
Republic issued a requirement for a new type of armored personnel carrier which could withstand a great deal of damage, go almost
anywhere (including swamps), mow down enemy infantry and perform some reconnaissance if necessary, all this for under 50,000
dinars. Brok's initial bid met all these requirements for 48,000 dinars, something none of its competitors could even approach. It was not
until the contract was awarded that someone in the Southern Republic Army finally realized that the Caiman could only carry ten infantry,
not twenty as was expected (but not clearly specified in the call for bids). Also, some hidden costs emerged during the design, and the
SRA, having already sunk too much money into the project, could only further invest into the development. In the end, however, the
Caiman turned out to be an excellent APC. In order to recuperate some of its initial investment, the Southern Republic arranged for
several thousand Caimans to be bought by the Southern MILICIA, thus forcing the other Southern leagues to finance most of the project,
then had most of the APCs "loaned” to Republican Army units.

The Caiman is a low, sturdy, tracked vehirle equipped with a turret-mounted autocannon and good overall armor protection. A hybrid
electric/internal combustion system powers the two tracks of the vehicle. The Caiman was not designed so much for speed or range as for
reliability and durability. It sports thicker armor and better armament than its best-known Northern counterpart, the Badger APC, and is

<A substantially cheaper. In addition, its weapon system can take a considerable beating due to a rugged, no-nonsense design. Often
mistaken for a light tank because of its treads, shape and turreted autocannon, the Caiman's limitations are compensated by its refative
ease of maintenance and by the great number of them produced for the Southern MILICIA.

v Vehicle Specifications
Code Name: Caiman Production Code: BE-8645
Praduction Type: Mass Production Cost: 70,500 dinars
Manufaclurer: Brok Enterprises Use: Armored Personnel Carrier
Height: 2.71 melers Length: 5.23 meters
Average Armor Thickness: 37 mm Armor Malerial: Ceramic composites
Standard Operational Weight: 14,210kg Primary Movement Mode: Ground
Secondary Movement Mode: NfA Deployment Range: 460 km
Sensor Range: 1.5km Communication Range: 8km
Powerplant: Electric (x2) w/gas turbine Horsepower. 320 hp (x2), 140 hp
v Weapon Payload
Name Ammunition Payload
SR Weapons Ind. 30 mm Cannon 40
SRWI-7M Machinegun 800
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SOUTHERN COMBAT VERICLES

o SEAVICE RECORD s

While slower than most other APCs, the Caiman has a very good lrac}wcord on the field. Ever since it was first produced in TN 1829, it
was used in almost every conflict the South was involved in, and its distribution to freedom-seeking northern Badlanders ensured that it
was used next to the CNCS borders. It greatly confused the Northern forces during the Sandstorm Strikes, giving them the impression
that numerous columns of small cavalry vehicles were approaching Northern positions. CNCS forces sent several units to intercept them,
only to realize their mistake while some of their own positions were being overrun by discreet cavalry convoys that had escape their
notice. The Caiman was also solidly tested during the War of the Alliance, where infantry losses were minimized thanks to the fewer
numiber of soldiers they carried — it required the Colonial Expeditionary Forces greater effort (and more ammo) to shoot down all the
Caimans that were sent against them. Northern forces suffered greater losses, something they could ill afford since their army was already
composed of fewer soldiers than the South’s. While the CNCS witnessed the Caiman's superior performance, it still chose not to imitate
the design and still uses inferior and more expensive APCs.
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SOUTHEAN COMBAT VERICLES

v Weapons Summary
Name Code Fire Arc Qty Ammo
Medium Autocannon MAC Turreted 1 40
Light Machinegun LMG Turreted 1 800
v Perks
Name Rating Game Effects
Hostile Environment Protection - Desert
Passenger Sealing = 10 Infantry
Reinforced Crew Compartment - Absorbs first “Crew” hit
Shielded Weapons " Absorbs first "Weapons® hit
v Flaws
Name Rating Game Effects
Annoyance - Minimal passenger headroom because of armor
v Defects
Name Rating Game Effects
None
v Opfional Equipment
Name Modified Threat Value
Add pintle mount w/3 mm machinegun 0S+3
Add pintle mount w/37 mm grenade rifle 0S+8
Add APGL (6 shots; F) 0S+296
Add smoke launchers (10 shots) MS + 28
Add extrra armor (Reinforced Armor 1, Front) MS +28
Command vehicle (add ECM 2, +1 Crew, +1 Communication) 243
v Typical Camouflage v Weapons Location Diagram
! 3 [ A MAC
B LMG
Desert 2 Desert 1 Jungle 2 (41
1]
J— =
( Yo
e 1
/ B
/ =I—) =
/ =
[
[ |

e R




 SOUTHERN COMBAT VERICLES

SR-230 CROCODILE AFV

v

When Brok Enterprises designed the Caiman APC in TN 1877, the vehicle was answering a need for a relatively fast transport with some
bite that would deliver its infantry rapidly and safely. Unfortunately, while the design was more than valid prior to the War of the Alliance,
and despite its good performance even during the War, it was ill equipped to deal with the GREL threat. The arrival of the Colonial
Expeditionary Forces in TN 1913 made military commander realize they needed more than an APC; they needed an armored fighting
vehicle that could survive and perhaps defeat a hovertank. There was little time to create a new design, so the engineers recycled the
Caiman APC and came up with the Crocodile AFV. The Crocodile fared well against GRELS, and while outmatched it could even hold its
own against some of the lighter colonial tanks. Some did even better and occasionally came back unscathed from the battlefield. Sadly,
too many units equipped with Crocodile fared poorly. By the end of the War, they were staffed by mostly combat-inexperienced personnel
and most were destroyed piece-meal.

Vehicle Specifications v
Code Name: Crocodile AFV Production Code: SA-230
Production Type; Mass Production Cost: 138,250 dinars
Manufacturer: Brok Enterprises Use: Armared Fighting Vehicle
Height: 2,66 melers Length: 5.23 maters
Average Armor Thickness: 37 mm Armor Material: Ceramic composile
Standard Operational Weight: 14,732 kg Primary Movemen! Mode: Ground
Secondary Movement Mode: NfA Deployment Range: 460 km
Sensor Range: 1.5km Communicalion Range: 8km
Powerplant: Electric (x2) w/gas turbine Horsepower 320 hp (x2), 140 hp
. . A 4
Modifications
Add: HRP/48 (T, 48 amma)
Remove: MAC, LMG
Change: -
Modified Threat Value: 316
Offensive: 602
Defensive; 73
Miscellaneous: 273
Vehicle Availability 9y
Availability Threshold: 4 l Maximum Number of Units in the Figld 3
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SOUTHERN COMBAT VEHICLES

I 58231 SUPPORT CROCODILE AFV

—~—

Armored fighting vehicles, while they may look like tanks, are actually very different. They are equipped to carry infantry personnel fo the
battle position and back, not slug it out with heavy weaponry. In the case of the Support Crocodile, however, the mission of the vehicle
was ill defined from its inception and several political intrigues weakened the result of what would have been an excellent support vehicle.
Initially commissioned to be a dedicated field support vehicle, the Support Crocodile evolved into a combat-oriented mobile repair shop.
Unfortunately, it was staffed with non-combat personnel and sent into hotspots with little to no preparation. The lack of preparedness and
the misuse of the vehicle during the War led to countless deaths. It was finally decided not to waste any more technicians in the field,
especially considering the morale problems which ensued. Of the thousand Support Crocadiles which the Republic fielded during the
days of the War of the Alliance, only four hundred survived; most of them were later retrofitied to become standard Caiman APCs.

v

Vehicle Specifications
Code Name: Support Crocodile AFV Production Code: SA-231
Production Type: Mass Production Cost: 305,000 dinars
Manufacturer: Brok Enterprises Lse: Field Repairs Vehicle
Height: 2.66 meters Length; 5.23 meters
Average Armor Thickness: 37 mm Armor Material: Ceramic composites
Standard Operational Weight: 15,855 kg Primary Movement Mode: Ground
Secondary Movemen! Mode: N/A Deployment Range: 460 km
Sensor Range: 1.5km Communicalion Range B km
Powerplant: Electric (x2) w/gas turbine Horsepower: 320 hp (x2), 140 hp
v Modifications
Add: HRP/48 (T, 48 amma), Laboratory (Tech, rating 1)
Remove: MAC, LMG
Change: Passenger Seating from 1010 5
Madified Threat Value: 610
Offensive: 601
Defensive: 3
Miscellaneous: 1156
b, 4 Vehicle Availabiliry
Availability Threshold: 6 | Maximum Number of Units in the Field: 2
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SOUTHEAN COMBAT VEHICLES

I SB-255 ALLIGATOR

el

The Southern Underwater and Swamp Training Center in Port Oasis does more than train Sea Naga pilots. It also produces the best and
most versatile mechanized infantry in the southern hemisphere. These infantry are trained for both fand and sea warfare. In order for these
troops to get to the theater of operations, they need a special vehicle that can navigate without difficulty through even the thickest bags.
The Alligator is such a vehicle. Based on the proven Caiman chassis, it can transport up to ten infaniry through almost any swamp with
areat ease. It is somewhat slower than the reqular Caiman, but can cut travel time by crossing rivers, swamps and lakes.The Alligator did
not appear until after the War of the Alliance, but was still involved with the mop up of tenacious GREL rebels roaming the southern
hemisphere. Even today, a platoon of Alligators are deployed along the White River and hunt in the area. It is known as the “White Death,”
and while it is believed that no more GRELS operate in that sector, they still maintain their vigil in case they return.

Vehicle Specifications i
Code Name: Alligator Production Code: SB-255
Production Type: Mass Production Cost: 90,750 dinars
Manutacturer: Brok Enterprises Use: Amphibious Troop Transport
Height: 2.71 meters Length: 5.23 melers
Average Armor Thickness: 37 mm Armor Material: Ceramic composites
Slandard Operational Weight: 14,890 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 460 km
Sensor Range: 1.5km Communication Range: 8 km
Powerplant: Electric (x2) w/gas turbine Horsepower: 320 hp (x2), 140 hp
Modifications v
Add. Amphibious
Remaove: -
Change: Ground Speed from 8/16 to 6/12
Modified Threat Value: 242
Offensive: 224
Defensive: 70
Miscellaneous: 432
Yehicle Availability v
Availability Threshold: 5 [ Maximum Number of Units in the Figld: 3
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SOUTHERN COMBAT VERICLES

I MPV-X4 ELAN B

The Elan is a derivative vehicle of the Rover 12 jeep, a throwback to the late colonial days of Terra Nova. The Rover 12 had thinner lires
and a less aerodynamic frame, obviously a vehicle which had not been designed for the rigors of the desert. This typical Earth design was
abandoned when the Southern Republic decided it needed a true desert vehicle capable of sustaining damage and surviving the difficult
Terranovan conditions. Several designs were proposed, but the Elan won the contest by a strong margin. Its slick appearance was not the
main reason for ifs success: rather, it was simply an extremely versatile vehicle, with great potential for variants and capable of handling
almost any terrain. The vehicle was developed by Octopus Motarworks and first fitted with a small fuel engine which was later replaced
by the standard four-wheel electric motors. Octopus Motorworks was |ater absorbed into Republican Heavy Industries. The Elan design
yielded substantial amounts in royalties before a drop in sales forced RHI to start production of a civilian model (named Elegant). This
high-price classy black vehicle earned the award for Hottest Car two cycles in a row (TN 1805 and 1806) and became a classis that is still
used to this day.

Built on  light alloy frame and powered by four independent motors, the military version of the Elan can take a beating and keep on
going. The vehicle can seat one driver plus four passengers comfortably. Although the Elan has no dedicated sensor system, a built-in
i low-power radio was incorporated to make it viable as a scouting and reconnaissance vehicle. It is often updated by military technicians
: using better comm systems salvaged from wrecked Gears. One of the inherent drawbacks of the Elan is its low cargo or troop capacity,
limiting its use to rapid transport of VIP or light equipment. It is occasionally armored and equipped with light weaponry, especially in the
Badlands, where it is used to patrol regions where Rovers may cause some damage. Most infantry regiments make extensive use of the
Elan to carry some medical equipment or wounded personnel to mobile hospitals.

b v Vehicle Specificafions
Code Name: Elan Production Code: MPV-X4
Production Type: Mass Production Cost: 29,000 dinars
Manufaclurer. Various Use: All-Purpose Vehicle
Height: 2.13 meters Length: 3.96 meters
Average Armor Thickness: 6 mm Armar Material: Durashest w/alloy
Standard Operational Weight: 1,630 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 575 km
Sensor Range: N/A Communication Range: 5km
Powerplant: Electric (x4) Horsepower: 90 hp (x4)
v Weapon Payload
Name Ammunition Payload
None
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- SOUTHERN COMBAT VEHICLES

® SERVICE RECORD -

The first three generations of Elans lasted for decades before rust and abuse forced the Republican Army to retire them. The next
aenerations were built to last somewhat longer, but the St. Vincent's War occured and destroyed most of them. The vehicle was further
modified during the 19th century and participated to all of the conflicts against the belligerent North which plagued that century. Again,
a great number of Elans did not survive the wars and were either retired or recycled for spare parts. When the civilian model came out, it -
was used in split recruitment posters showing on one side a young fop standing in front of the civilian Elan and on the other side a .
responsible-looking all-Republican soldier at the command of his Elan. The recruitment campaign was a success; young men and
women looking for a purpose in life enrolled in the Southern Republican Army and became true patriots. The Elan has another claim to
fame: it is the oldest vehicle still being produced on Terra Nova. While there are no more first-generation Elans in existence, there exists
six second-gen models that are on display in the Republican Museum of Terranovan Military History. They are no longer functional, but
have otherwise been remarkably maintained — they are now over two hundred cycles old.
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Fire Conlrol: SRS \SEEEREEEE SRS T e B = i) )
= i
. - A
e 2
fArmor 2 4 "
Light Damage: 5 , =
Heavy Damage: 10 b h
Overkill: 15 :
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SOUTHERN COMBAT VEHICLES

|5
4 A
v Weapons Summary
. _; Name Code Fire Arc Qty Ammo
None
-
sl
T 4 Perks
2 Name Rating Game Effects
: - Hostile Environment Protection = Desert
N = Passenger Seating = 4 passengers
¥ Searchlight 1 50 m, Fixed Forward
" v Flaws
Name Rating Game Effects
= Exposed Crew Compartment - “Crew” hits are one step higher
T No Sensor - Cannol use Active Sensors
v Defects
Name Rating Game Effects
None
W Optional Equipment
a Name Modified Threal Value
W Add pintle mount w/3 mm machinegun 0S+3
: Add pintle mount w/9 mm chaingun 05+3
e 9s e, Add pintle mount w/37 mm grenade rifle 05+8
B O Add smoke launchers (10 shots) M +1
e/ R Add roof (remove Exposed Crew Compartment) 60
'A.-‘g_.?:;'. . = S
% ;m{% Lt Field Observer (Communication 0/15 km) 60
i ,&'\-\.ﬁ L
e 3
B : v Typical Camoufiage v Weapons Locafion Diagram
Lt = i2 W = = None
&




CSOUTHERN COMBAT VEHICLES

I FOv-4X EVIL EYE

.

Forward observers have the thankless job of exposing themselves to enemy fire to spot for friendly artillery. To increase both their
efficiency and their survival rate, they are often assigned a lightly armored vehicle such as a Gear or an all-terrain armored car like the Evil
Eye. The latter is built on the sturdy Elan chassis. The entire hull has been covered with light steel alloy plates. The rear passenger seats
are removed to make room for the electronic suites of the radio and sensor systems, leaving minimal room for the electronic system
operator. The four eleclric engines are supplemented by a standard diesel burner for increased autonomy and power to haul around all the
extra mass of the armor and additional equipment. The Evil Eye is only lightly armed with a small autocannon, which is often only used
to mark targets. The gun is placed on a restricted travel mount just above and to the right of the driver, who directs it with a small set of
controls placed on the wheel. The roof-mounted target designator illuminates targets for the kill by suppart units, giving its name to the
vehicle. A deployable antenna mast located at the rear right side transmits the data back to the waiting artillery unit.

Vehicle Specifications ’
Code Name: Evil Eye Production Code: FOV-4X
Production Type Mass Production Cost 97,500 dinars
Manufaciurer: Various Use: Forward Observer
Height: 2.43 melers Length: 4.10 meters
Average Armor Thickness: 20 mm Armor Material: Steel w/composite
Standard Operational Weight: 1,800 kg Primary Movement Mode; Ground
Secondary Movement Mode: N/A Deployment Range: 650 km
Sensor Range: 2 km Communication Range: 30 km
Powerplant: Diesel/Electric Horsepower: 90 hp
Modifications Y
Add: Sensors +1/2, Backup Sensors, ECCM (r1), Target Designator (13), Exposed Aux. Systems, Annoyance (Defect: cramped op. seat), VLAC (F, 100 ammo)
Remove: Hostile Environment Protection (Desert), Passenger Seating, Searchlight, Annoyance (Flaw), Exposed Crew, No Sensors
Change: Ground Speed from 11/22 to 10/20, Communications from -2/5 to +1/30, Fire Control from -3 to -1, Base Armor from 510 7
Modified Threat Value: 156
Dffensive: 44
Delensive: 50
Miscellaneous: 374
Vehicle Availabily v
Availability Threshold: 6 [ Maximum Number of Units in the Field: 1
I I | I | I | I |

0 | 2 3 4

i = =]
A ks
b J SIS W iy
=] o (
L} i
] - {
3 s l]] ﬁ d I:[
i G i {

-
iz

-
[ T
_.-4...-—-—-..\

"i-..l.___‘_
ol

ZE
e
o i
R Y
§§‘\ ‘&.\-
§ 18 .'§‘-_ P
S !
‘?,“-' %
-
i
- o o
'§? f ¥
i
sl = -
.
ty




SOUTHEAN COMBAT VERICLES

[ ST-79 HON T o

The Hun is the premier Southern light battle tank. Named after a mythical barbarian tribe of ancient Earth, it serves the Republic and its
allies s a light assault and patrol vehicle. Officially, it was developed over a century ago to put a definitive end to the Saragossan People’s
Front for Independence’s terrorist acts against the Allied Southern Territories in general and the Southern Republic in particular. The
backroom political intrigues which led to the development of the Hun are too complex and intricate for the scope of this volume, but it
should be emphasized that the Hun was in no way the best design which was proposed to the committee, but the one which would provide
the most employment positions for Republicans. The ACV-80S-VX Champion was by far a more modern and powerful design but was
less suited to Republican interests. Regardless of the politics behind the decision, the Hun remains a viable vehicle and was produced in
the tens of thousands by the end of the 19th century, Several thousands were later sold to the ESE and the Humanist Alliance.

The Hun is well adapted to the various environmental conditions of the southern hemisphere.The entire hull is water-tight and features
twin “caterpillar” drive allowing the tank to propel itself over water at a speed of up to 12 kph. It sports a turreted light tank gun as its main
weapon. A turreted laser unit provides additional ranged punch and serves as an anti-aircraft defense by virtue of its high accuracy. The
rear deck of the vehicle is equipped with hardpoints to carry @ boxy Vogel-N 71 mm rocket fauncher, allowing the tank to provide limited
fire support on the battlefield. To reduce the overall height of the vehicle, the crew compartment was designed with a low ceiling and
cramped elbow room. The communication system is a CHuM89 array from Devon-Holland Systems, which is a great improvement over
the short-range SKP-74 radios which were first installed on the initial production runs of the Hun.

b 4 Vehicle Specifications
Code Name: Hun Production Code: ST-79
Production Type: Mass Production Cost: 463,500 dinars
Manufacturer: Various Use: Light Battle Tank
Height: 2.65 meters Length: 6.08 meters
Average Armor Thickness: 97 mm Armor Material: Armoplast w/ceramite
Standard Operational Weight: 24,500 kg Primary Movement Mode: Ground
Secondary Movemen! Mode: NfA Deployment Range: 460 km
Sensor Range: 2km Communication Range: 15 km
Powerplant: Gas turbine (x2) Horsepower: 670 hp (x2)
v Weapon Payload
Name Ammunition Payload
SRWI 60 mm tank gun 40
Vogel-N 71 mm rockel launcher 32
Obelisk Technologies 0-65 8 mm laser 10
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~ SOUTHERN COMBAT VEHICLES

© SERVICE RECORD )

The Hun is used extensively by armored regiments in the MILICIA and the Republican army. Many were engaged (and lost) in desperate
holding action during the War of the Alliance, giving the tank and its crews a reputation for steadfastness. After the War of the Alliance,
over twelve thousand of them had been destroyed and, according to Republican statistics, over half the remaining Huns were too dam-
aged to repair (most of them were either sold to Badlands counties or recycled for parts). The remaining tanks are still in service today in
strategic locations, ready to defend the South at a moment's notice. It should be mentioned that Huns are currently very active in the
Eastern Sun Emirates, working under AST supervision to quell the rebellions that have plagued that league for several cycles now. Their
peacekeeping mission has already served to preserve the lives of thousands of civilians in Okavango and has prevented the rebel forces
from crossing the Swamps west of the city-state. Countless citizens from Bangweuleu, Javari and Skavara have expressed their gratitude
to the Southern Republic for its much-needed intervention. Overall, the Hun is probably the most successful light armored vehicle ever
fielded by a Southern army and it has given rise to an entire series of specialized combalt vehicles — the so-called "80" series.

General Stafs v — .
L e T {
Threat Value: 927 ! .
Dffensive: 1638
Defensive: 421 - fie]
Miscellaneous: 722 L :
Size: 10 e - ||
Original Default Size: 10 &
Individual Lemon Dice: 3 8 )
Crew: 2 g.
Bonus Actions: 1 ;
=
Movement v V| I
Primary Movement Mode: Ground . P t
Combat Speed: 6 X 4
Top Speed: 12 :
Secondary Movement Modg: N/A X [
Combat Speed: / / —
Top Speed: - 3 g =1
Maneuver. -1 e, ANE
e @, .. e
G & '

- € i E B
Electronics v f 8
Sensors: 0 . :
Communications; 0 1 =
Fire Control: 0 . ﬁ =
frmor ’ &l
Light Damage: 2 (3]

Heavy Damage: 50 = i
Overkill; 75
Vehicle Availabilify .

Availability Threshold: 4

Maximum Number of Units in the Field: 3
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.- Weapons Summary
: Name Code Fire Arc Qty Ammo
Heavy Rifle HRF Turreted 1 40
Light Laser Cannon LLC Turreted 1 10
Medium Rocket Pack MRP/36 Fixed Forward 1 32
v Perks
Name Rating Game Effects
. Amphibious 5 Can travel across waler hexes
Autopilot = Acts as level 1 driver
HEAT-resistant Armor 6 Add to Armor against HEAT weapons
Hostile Environment Protection - Desert
Reinforced Armor 3 Front
Shielded Weapons ~ Absorbs first “Weapons™ hit
w . Flaws
Name Rating Game Effects
Annoyance - Low ceiling; maximum Build is 0
v Defects
Name Rating Game Effects
None
v Optional Equipment
P " Mame Modified Threat Value
: Add APGL (6 shats, F) 0S+296
e Add smoke launchers (10 shots) MS +51
s
s Add Light Mining Equipment (dozer blade, digging charges, winches) MS +275
v Tupical Camoufiage. ¥ Weapons Location Diagram
: : : Heavy Rifle
Light Laser Cannon

Medium Rocket Pack
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oOUTHEAN COMBAT VERICLES

51-80 BALLISTA »

The Ballista is a light armored vehicle based upon the successful Hun light tank chassis. The first machine in the “80" series, the Ballista
is a close support vehicle capable of launching a swarm of unguided rockets equipped with various warheads. Its layout is conventional,
with the driver in the front and the weapons officer's station at the rear under the large missile launcher. A sophisticated millimeter wave
radar transmits target and flight data fo the rocket fauncher's drive computer for extra accuracy at long range. The Ballista’s main arma-
ment is the Southern Republic Weapon Industries' Dart-IV rocket launcher, an ingenious weapon composed of eight clusters of launching
rails. Each cluster contains eight rockets and is automatically reloaded from an internal magazine. Thus, the Dart-IV can faunch up to 64
rockets at once and contains enough ammo in its magazine for 3 more salvoes of 64 projectiles The Ballista was manufactured in large
numbers during the War of the Alliance. Terranovan commanders routinely created “death zones” with hidden Ballistas to trap unsuspect-

ing CEF hovertanks. Even with their speed, the hovertanks could not hope to avoid the massive barrage or rockets heading their way.

Vehicle Specifications v

Code Name: Ballista Production Code: ST-80
Production Type: Mass Production Cost: 236,600 dinars
Manufacturer: SRWI Motor Division Use: Light Support Tank
Height: 2.85 meters Length: 6.09 meters

Average Armor Thickness:

97 mm Armor Material:

Armaplast wyceramite

Standard Operational Weight: 24,600 kg Primary Movement Mode: Ground
Secondary Movement Mode: NfA Deployment Range: 460 km
Sensor Range: 2 km Communication Range: 15 km
Powerplant: Gas turbine (x2) Horsepower: 670 hp (x2)
Modificafions y
Add: Sniper System (VLRP/128), VLRP/128 (256 ammo)
Remove: HRF, LLC, MRP/36
Change: =
Modified Threat Value: 590
Offensive: 364
Defensive: 421
Miscellaneous: 985
Vehicle Availability v
Availability Threshoid: 5 | Maximum Number of Units in the Field: 3
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I ST-84 HiTTiTe —~——

Infantry is the bane of most modern tankers. After losing entire armored columns to infantry units, the Republican high command
commissioned a new light tank designed specifically to clear cities and other conquered territories of infantry before the rest of the forces
moved in. It was decided early on that the anti-vehicular capacity would be reduced or even eliminated in the quest for the perfect anti-
personnel machine. The Hittite is equipped with a wicked BURN-9p heavy flamer mounted in a large turret up front. Two heavy machineguns
in articulated mounts are placed on either side of the hull, each capable of independently largeting a foe in a 180° arc on its side. The rear
chassis has been extensively modified to accomodate a cramped infantry compartment. The tank’s defense has also been beefed up, with
additional layers of ceramite being bonded to the armor for protection against the HEAT warheads often used by infantry units. Plates of
armor are also bolted onto vulnerable spots such as the treads, a favorite farget. The Hittite was particularly lethal to the Mordred-class
GRELs. which learned to fear that particular vehicle during the War.

v Yehicle Specificafions
Code Name: Hittite Production Code: ST-84
Production Type: Mass Production Cost: 225,200 dinars
Manutacturer: SRWI Motor Division Use: Light/Urban Battle Tank
Height: 2.92 meters Length: 6.33 melers
Average Armor Thickness: 97 mm Armor Material: Armoplast w/ceramile
Standard Operational Weight: 24,600 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 420 km
Sensor Range: 2km Communication Range: 15 km
Powerplant: Gas turbine (x2) Horsepower: 670 hp (x2)

’ Modificafions
Add: Reinforced Location Armor (2, Movement Systems), HFL (T, 260 ammo), HMG (x2, L and Rt arcs, 500 ammo each)
Remaove: Shielded Weapons, HRF, LLC, MRP/36
Change: Ground Speed from 6/12 to 6/11, Deployment Range from 460 to 420
Modified Threat Value: 563
Dffensive: et
Defensive: 420
Miscellaneous: 541
v Vehicle Availability
Availability Threshold: 6 | Maximum Number of Units in the Field: 3
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I ST=791 OSTROGOTH gty

The Ostrogath is a light self-propelled gun designed to provide fire support to units in small engagements or skirmishes. Unlike the
northern Tyburr design, which uses a field gun that allows it o act as a direct fire unit, the Ostrogoth is purely a fire support vehicle and
is not intended for direct confrontation with the enemy. The principal objective of the design team was to preserve the mobility of the
vehicle since it needed to operate near the battlefield and would have to frequently change positions. The lower chassis and drive train
share many parts with the standard Hun light tank, making it easier to maintain in the field. The addition of slightly more powerful turbines
allow the Ostrogoth to carry the increased weight of its gun with relative ease. The main gun is a 75 mm electro-thermal cannon capable
offiring a large variety of ammunition. The ammunition is partially stored in the turret itself to ensure fast reloading during salvo firing.
Large armored doors at the rear of the vehicle allow a few able men to resupply the unit with shells in only a few minutes.

Vehicle Specifications .
Code Name Ostrogath Production Code: ST-779
Production Type Mass Production Cost: 462,000 dinars
Manufacturer: Various Use: Light Self-Propelled Artillery
Height: 3.21 meters Length: 7.22 meters
Average Armor Thickness: 97 mm Armor Material: Armoplast w/ceramite
Standard Operational Weight: 24,600 ka Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 400 km
Sensor Range: Skm Communication Range: 20 km
Powerplant: (Gas turbine (x2) Horsepower: 690 hp (x2)
s .
Modifications b
Add: LAG (T, 12 ammo)
Remove: Amphibious, HRF, LLC, MRP/36
Change: Crew from 2 fo 3, Ground Speed from 6/12 to 6/11, Maneuver from -1 to -2, Deployment Range from 460 to 400, Sensor from
0/2 to 0/5, Communication from 0/15 to 0/20, HEAT Armor from 6 to 5, Reinforced Armor from 3 to 2 (Front)
Modified Threat Value: 924
Offensive: 2045
Defensive: 315
Miscellaneous: 412
Vehicle Availability v
Availability Threshold 6 | Maximum Number of Units in the Field: 3
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I EsT-89 CELT il

Minesweeping is a dangerous task, best handled by specialist units. The Celt has been designed especially for this purpose. The lower
hull and drive train are based on the Hun, though considerable modifications have been made to reinforce the structure to face the
requirements of the new operation role. The entire front section of the tank is occupied by a large armored mine plow. The sensor pods,
which contain the highly sensitive mine detectors, are placed in blisters located on either side of the chassis. Extraarmor is bonded to the
bottom of the hull, providing extra protection against exploding mines. In addition, the low fuel capacity and the improved self-sealing
tanks further reduce the chances of catastrophic detonation in case a mine slips by. The turret is replaced by a det-cord launcher which
uses plastic explosive hoses carried by small rockets fo clear a path through the suspected minefield area. Celts and other minesweepers
are rarely encountered by grunts. The fluid battlefield and skirmish tactics used nowadays don't mix well with extensive minefields.

e

v Vehicle Specifications
Code Name: Cell Production Code: EST-89
Production Type: Mass Production Cost: 291,150 dinars
3 Manufacturer: Various Use: Light Engineering Tank
L Height: 2.85 melers Length: 7.92 melers
Average Armor Thickness: 97 mm Armor Material: Armoplast w/ceramite
Standard Operational Weight: 24,600 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 200 km
Sensor Range: 1km Communication Range: 10 km
Powerplant: Gas turbine (x2) Horsepower: 670 hp (x2)
s ' Modifications
£ Add: Ammoj/Fuel Containment System, Mine Detectors, Minesweeping Equipment (2)
Remove: Amphibious, Shielded Weapons, all weapons
Change: Crew from 2 1o 3, Ground Speed from 6/12 1o 5/10, Manever from -1 to -3, Deployment Range from 460 to 200, Sensors from
0/2 to +2/1, Communication from 0/15 ta 0/10, HEAT Armor from 6 to 10, Reinfored Armor from 3/Front to 5/Bottom
Modified Threat Value: 647
Dffensive: 0
Defensive: 251
Miscellaneous: 1690
v Vehicle Availability
Avallability Threshold: il | Maximum Number of Units in the Field: 2
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5T-B8R RECON HUN "

When drone usage became more popular and widespread in the late 19th century, most field commanders felt a strong need for a unit
capable of supporting a cluster of drones. Southern high command turned once more towards the popular 80-series of vehicles and
opted to modify it to get faster results and start production quickly. Specifications called for the ability to operate and repair multiple
drone types. Replacing the rear missile bed of the Hun, a maintenance facility allows the Recon Hun to repair damaged drones in the field.
A mechanical arm was also installed for the safe recovery of damaged units. The Recon Hun mostly carries Wasps, Ovnis and Fire Eggs.
On certain occasions, however, especially in the case of missions set in unknown territory, the drones can be replaced by Jackrabbit
bikes. The Recon Hun can carry up to four such bikes, but unfortunately does not have the room to transport as many drivers. One bike
is often removed to allow the drivers to stay on their bikes during transport and not exceed the Recon Hun's safe weight limit. Overall, the
vehicle's abilities met the brass' expeclations and is often used along with Caimans and Jéger Recons on patrol missions.

Vehicle Specifications v
Code Name: Recon Hun Production Code: ST-88R
Production Type: Mass Production Cost: 432,000 dinars
Manufaciurer: Various Use: Light Reconnaissance Tank
Height: 2.69 meters Length: 6.21 meters
Average Armor Thickness: 97 mm Armor Material: Armoplast w/ceramite
Standard Operational Weight: 24,600 kg Primary Movement Mode: Ground
Secondary Movement Made: N/A Deployment Range: 460 km
Sensor Range: 2km Communication Range: 30 km
Powerplant; (Gas turbine (x2) Horsepower: 670 hp (x2)
Modifications

Add: Smoke Launchers {10 shots), Tool Arm (r2, cannot punch), Vehicle Bay (Size 3)
Remove: MPR/36
Change: Communication from 0/15 to +1/30
Modified Threat Value: 864
Offensive: 1101
Defensive; 421
Miscellanegus: 1069
Vehicle Availabiliry v
Availability Threshold: 6 Maximum Number of Units in the Field 1
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SOUTHEAN COMBAT VEHICLES

[ ST-T2 VISIGOTH MAIN BATTLE TANK VT

The Visigoth has been the Southern Republic's mainstay workhouse for close to three aenerations. The tank is well liked by all who serve
with it and has been part of almost all the major battles fought by the Republic since it entered service in TN 1786. Commissioned in
1779, its history is fraught with political battles and backroom power plays. Military historians will remember the Erbenstein Scandal,
which resulted in the dishonorable discharge of Consul Joseph-Frengoix Erbenstein for fraud, treason and conflict of interest in the
weapons contracts surronding the Visigoth. The Consul had exerted political muscle to ensure that the contract for the main gun on the
Visigoth would be assigned to a company in which he had invested a great deal of his fortune. Unfortunately, due to counter-machina-
tions from his political enemies, Compact Weaponry was revealed to be a company partially owned by several Norlight investors.

Most of the Visigoth's lower functions are processed by its automated systems, leaving the impartant decision-making lo the two-man
crew. The wide and low hull is carried on independently powered twin sets of treads. The driver compartment is completely armored and
information about the vehicle's surroundings are sensor-fed to the driver. The tank's main armament is composed of the 140 mm MAG-
ISTER Il soft-recoil heavy field qun and a RFC-097 40 mm rapid-fire autocannon for use against small targets. A sub-turret placed on the
main turret houses a 15 MW laser gun for area and anti-aircraft defense. The Visigoth's main weakness, aside from its dependency on
electronic sensors, is its large signature on the radar.

A Vehicle Specifications
Code Name: Visigoth Production Code: ST-12
Production Type: Mass Production Cost: 1,391,923 dinars
Manufacturer. Republican Tank Arsenal Use: Main Battle Tank
Height: 3.45 melers Length: B.94 melers
Average Armor Thickness: 325 mm Armor Material: Armoplast w/alloy webbing
Standard Operational Weight: 58,300 kg Primary Movemenl Mode: Ground
Secondary Movement Mode: NfA Deployment Range: 550 km
Sensor Range: 2km Communication Range: 20 km
Powerplant: Electric motors (xd), gas turbines (x2) Horsepower 500 hp (x4), 1000 hp (x)
v Weapon Payload
Name Ammunition Payload
Ebirus Co. 140 mm MAGISTER Il Cannan %
Rucker Group RFC-097 40 mm Autocannon 300
Republic Optics 15 mW Laser Cannon 30
Territorial Arms HARGON-C Rocket Launcher g
Territorial Arms HARGON-C Rocket Launcher 9
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SOUTHERN COMBAT VEHICLES

®  SERVICE RECORD ’

The Visigoth saw its finest hour during the so-called *pacification cycles” that followed the formation of the Allied Southern Territories.
The vehicle often prevented battles simply by its presence with the occupation forces. It was also present in several of the conflicts which
plagued the 19th century, more particularly during the Two Week War around Saragossa. The SPFI rebels, having become particularly
brutal against the 5th Republican Cavalry Legion, suddenly declared the independence of the city-state and claimed that the Saragossan
Conclave was restored. The Knights quickly deployed the tanks inside and outside the city-state, many of which were Visigoths and
Visigoth KHANSs. The intimidating effect quickly tamed the riots which had erupted throughout Saragossa. The rebels attempted one
organized offensive against the Knights, only to be repelled after three days. The remaining days of the “war” were spent mopping up the
city and unearthing the remaining SPFI nests. The Visigoth also fared very well during the War of the Alliance, although it needed light
and nimble vehicles as support against GREL infantry, which could easily outmaneuver it. Its thick armor and the power of its main gun
prevailed nonetheless.

General Stats y T A
Threat Value: 2585 =~ g A I \
Offensive: 5660 =
Delensive: 802
Miscellaneous: 1294 . i
Size: 13 . L
Original Default Size: 14 —
Individual Lemon Dice: 3 il
Crew: 2 ]
Bonus Actions: 2 ; | |
Movement .4 . o' -
Primary Movement Mode: Ground 4 o |
Combat Speed: 5 B
Top Speed: 10 ]
Secondary Movement Mode: NfA \ A m 1]
Combat Speed: - - Py
Top Speed: o :
Maneuver: -2 7 B B
Cechronics v §S i
Sensors: 0 . ."’; :
Communications: 0 |2 L
Fire Control: 0 ;s ' . C
@ g 4 L] —
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v 3 e l_
frmor 2 ¢ 5
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Light Damage: 40 i 4 B
Heavy Damage: B0 - LT T T e el
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SOUTHERN COMBAT VERICLES

v Weapons Summary
Name Code Fire Arc Ammo
Heavy Field Gun HFG Turreted 1 25
Heavy Autocannon HAC Turreted 1 300
Light Laser Cannon LLC Turreted 1 30
Medium Rocket Pack MRP/9 Farward 2 9 each
v Perks
Name Rating Game Effects
Autopilot 3 Acts as level 1 pilot
Automation 2 Acts as two crewmen
Backup Sensors - Absorbs first *Sensor™ hit
HEAT-resistant Armor 10 Added to Base Armaor vs HEAT weapons
Hostile Environment Prolection Desert
Pintle Mount = Can hold one infanlry weapon
Reinforced Armor 5 Front
Rugged Movement System - Absorbs first *Movement” hit
Smoke launchers - 10 shots
v Flaws
Name Rating Game Effects
Large Sensor Profile 2 Easier to detect
Sensor Dependent - Must rely on sensors during combat

v Defects
Name Rating Game Effects
None

Typical Camouflage v Weapons Locafion Diagram
e - A Heavy Field Gun
B Heavy Autocannon
. C Light Laser Cannon
Woodlznd Faltem-freaker | D Medium Rocket Packs
==
+ o AT R —tt

e TR




~ SOUTHERN COMBAT VERICLES

I S-16 VANDAL Bismcciin]

The Vandal is the proverbial “big gun” unit. Designed to provide heavy tactical artillery support, it is based on the chassis of the Visigoth
main battle tank. Both vehicles share the same engine and drive train, allowing for simplified maintenance in the field. The driver is seated
forward in the hull while the system operator sits in the rear, just under and forward of the missile launcher. The turret has been removed
and replaced by twin launching rails for Hellbringer factical artillery missiles. The twin hypervelocity missiles are carried externally,
which makes them somewhat vulnerable to enemy fire. This is usually not a problem because the Vandal operates far from the action. The
Vandal is usually found parked at the extreme limit of the combat zone, its crew ever attentive to requests from the forward observers. The
Vandal is currently only found in the ranks of the Southern Repubtican Army. Other Southern leagues consider it too inefficient for the
cost and too limited because of its ammunition load. Many argue that the tactical advantage afforded by the incredible acceleration of the
missile (and thus its short flight time and reduced vulnerability to enemy defensive fire) is not worth the increased cost.

Vehicle Specifications i
Code Name: Vandal Production Code: ST-18
Production Type: Mass Production Cost: 898,615 dinars
Manufacturer: Republican Tank Arsenal Use: Heavy Tactical Missile Transport
Height: 4.73 melers Length: 9.23 meters
Average Armor Thickness: 325 mm Amor Material: Armoplast w/alloy webbing
Standard Operational Weight: 56,200 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deploymenl Range 310 km
Sensor Range: 5km Communication Range: 30 km
Powerplant: Electric motors (x4), gas turbines (x2) Horsepower; 500 hp (x4), 1000 hp (x2) i
==
= L
Modifications -
Add; Backup Communications, MAM (FF, 2 ammao)
Remove: Automation, Reinforced Armor, HFG, HAC, LLC, both MRP/9
Change:  Ground Speed from 5/10 to 5/9, Maneuver from -2 to -3, Deployment Range from 550 to 310, Sensors from 0/2 to 1/5, Communication from /20 to 0/30
Modified Threat Value: 1947
Offensive: 4628
Defensive: 641
Miscellaneous: 573
Vehicle Availabilify y
Availability Threshold 6 | Maximum Number of Unis in the Field: 3 :
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SOUTHERN COMBAT VEHICLES

5T-22 BLITZ VISIGOTH

e

During the Battle of Baja, fierce close quaters fighting became the norm. Pressed to the narrow confines of city streets, the Visigoth
developed problems with traversing the long barrel of the MAGISTER Il cannon, GREL infantry units were quick to pick up on the
Visigoth's weakness and exploit it to the fullest, resulting in severe tank casualties. A new turret, mounting a LTV-28 Cannons above two
ssawed-off” MAGISTER IIBs, was rapidly designed. Ammunition did not change, allowing for the use of existing supplies of 140 mm
shells with the new cannon. Explosive charges were bolted on the outsides of the turret to “deplete hostile infantry assets.” Unfortunately,
despite the best efforts of the Alliance, the new turret could not be designed, manufactured and sent to the remaining Visigoth units in
time to save Baja. While it is evident that Baja was doomed and no amount of reinforcements could have saved the city, many Republicans
still firmly believe that the Blitz Visigoth would have saved the day if Northern air transports had delivered the new turrets more guickly.

v Vehicle Specifications
Code Name: Blitz Visigoth Production Code: ST-22
Production Type: Mass Production Cost: 1,153,000 dinars
Manufacturer: Republican Tank Arsenal Use: Urban Warfare Battle Tank
Height: 3.93 melers Length: 8.94 melers
Average Armor Thickness: 325 mm Armor Material: Armaoplas! w/alloy webbing
Standard Operational Weight: 57,450 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 550 km
Sensor Range: 2km Communication Range: 20 km
Powerplant: Electric motors (x4), gas turbines (x2) Horsepower: 500 hp (x4), 1000 hp (x2)
v Modifications
Add: SC (x2, T, 50 ammo), VHAC (T, 200 ammo), Anti-Personnel Charges (1, 20 charges)
Remaove: HFG, HAC
Change: -
Modified Threat Value: 2306
Offensive: 4578
Delensive: 802
Miscellaneous: 1537
o Vehicle Availability
Availability Threshold: 5 | Maximum Number of Units in the Field: 3
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51-15 VISIGOTH HHAN

When the Visigoth was introduced in TN 1786, it was replacing the Mongol, a main battle tank that had had more success as a command
vehicle than as a battlefield unit. Mongols were faded out of service over the following 75 cycles and in 1850, the venerable vehicle
belonged in museums or in training camps. The Visigoth, however, was not as good as a command vehicle. Its communication and
sensor ranges were fine, but it lacked the electronic warfare capacities of the Mongol KHAN, a stripped-down command Mongo! with
improved electronics. It was decided to refit the Visigoth and create a command version of the vehicle that would bring back some of the
Mongol KHAN's electronic warfare abilities. The Visigoth KHAN was first fielded in TN 1871. The design bore only a few external
differences to make it less recognizable by enemy units. The side armor plates were incorporated in a later version because the treads and
wheels had been replaced by lighter and more fragile versions to compensate for the added weight of the vehicle.

Vehicle Specifications .
Code Name: Visigoth KHAN Production Code: ST-15
Production Type: Limited Production | Cost: 1,480,46inars
Manufacturer: Republican Tank Arsenal Use: Command Battle Tank
Height: 3.45 melers Length: 8.94 melers
Average Armor Thickness: 325 mm Armor Material; Armaoplast w/ceramic alloy
Standard Operational Weight: 59,250 kg Primary Movement Mode: Ground
Secondary Movemen! Mode: N/A Deployment Range: 600 km
Sensor Range: 2km Communication Range: 20 km
Powerplant: Electric motors (x4), gas turbines (x2) Horsepower: 500 hp (x4), 1000 hp (x2)
Modificafions '
Add: ECM (r2), ECCM (r2), Reinforced Location Armor (2, Movement System)
Remove: Rugged Movement System
Change: Ground Speed from 5/10 to 6/11, Deployment Range from 550 to 600, Communication from 0720 to 1/20, Large Sensor Profile from 2 to 1
Maodified Threat Value: 2768
Offensive; 5660
Defensive: 802
Miscellaneous: 1842
Vehicle Availability y
Availability Threshold: 7 | Maximum Number of Unils in the Field: 1
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5V-868 BAANABY

Created during the War of the Alliance to replace the then-obsolete Mother Springer, the Barnaby was noticeably sturdier and faster than
its predecessor. Its tempered steel armor, while extremely cheap and cost efficient, was replaced with the more standard durasheet plating
that is the trademark of the late 19th and 20th century military vehicles. Many of the engineers who worked on the model were inspired
by the northern Behemoth and copied most of its flaws along with its advantages. For instance. the Barnaby has cramped passenger seats
and a poor ventilation system which does little to improve morale of the crew. The Barnaby also has a very large radar signature and
attracts a great deal more attention than it should, sometimes jeopardizing missions of a more discreet nature. Compared fo the Behe-
moth, however, the Barnaby has benefitted from several improvements, mostly on its movement system. It is substantially faster and
handles rough terrain more easily than the Behemoth. lts wheels and axles have been reinforced to withstand greater damage, and its
diesel engine generates twice as much power as the Northern transport. Better yet, the Barnaby is slightly cheaper than the Behemoth,
demonstrating once more the superior skill and efficiency of Southern engineers.

At the time of its creation, there was much debate about the need to put heavy weaponry (or, for that matter, any weaponry at all) on the
fransport, but it was finally decided that the Gears carried inside the vehicle should provide sufficient defense. lts success in the south
was also due to its superior electronics, which allowed the Barnaby to detect an approaching force from a better distance than most other
Gear transports. The initial engine was a combination of a WV-150TC/A V-engine and a high-efficiency gas turbine. The engineers had
designed the transport to run on the turbine alone and had added the V-engine for greater efficiency as well as to provide a backup incase
of irreparable Gear powerplant damage. Unfortunately, this proved to be too expensive and the whole powerpant was eventually replaced
with a simple MD-22 high efficiency diesel engine from Prynz Metalworks.

v Vehicle Specificafions
Code Name: Barnaby Praduction Code: SV-B88
Production Type: Mass Production Cost: 294,750 dinars
Manutacturer; Territorial Arms Use: Gear/Personnel Transport
Height: 9.74 meters Length: 16.47 melers
Average Armor Thickness: 51 mm Armor Material: Durasheet w/ceramic alloy
Standard Operational Weight: 51,845 kg Primary Movement Mode: Ground
Secondary Movement Made: N/A Deployment Range: 1000 km
Sensor Range: 5km Communication Range: 10km
Powerplant: Diesel Horsepower: 2225 hp
v Weapon Payload
Name Ammunition Payload
None -
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SOUTHERN COMBAT VEHICLES

® SERVICE RECORD »

The Barnaby began service early during TN 1914 and is still in production to this day. Because it was designed and produced during the
War of the Alliance, it underwent its testing phase on the battlefield (much to the displeasure of the Gear pilots, who repeatedly cursed the
flaws of the original Northern design). By the time it was thoroughly tested and fine tuned, the War was over and there was no need for a
variant of the model. Regardless of its roller-coaster performance, the Barnaby was assigned to important missions during the War of the ,,
Alliance, bringing relief forces to the front lines, and returning with as many wounded pilots and damaged Gears as they could carry. g
Because they were available in such limited numbers (the first official production run only yielded six hundred Barnabies, 10% of which
were seriously defective), Barnabies were in high demand throughout the Southern forces, which otherwise had to rely on Northern
generosity to carry their Gears to remote battlefields. The transport was mostly perfected by the end of the War of the Alliance, but its
reputation remained unenviable for several cycles after that. It took the military a great deal of effort to convince veterans that the Barnaby
was finally safe.
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v Weapons Summary
Name Code Fire Arc Qty Ammo
None

. Perks
Name Rating Game Effecls
Crew Accomodations 2 Military-style bunks
Hostile Environment Protection - Desert
Improved Off-Road Capabililies - -1 fo terrain in MP, min. cost 1
Reinforced Chassis - Absorbs first “Structure” hit
Rugged Movement System - Absorbs first "Movement” hit
Passenger Seating - 5 seals
Searchlight = 100 m, FF
Vehicle Bay 13 Carry up to 65 tons in Gears
v Flaws
Name Rating Game Effects
Annoyance = Cramped passenger sealing
Annoyance = Deficient ventilation system
Large Sensor Profile 2 Easier to detect
v Defects
Name Rating Game Effects
Nane

v Optional Equipment
Name Modified Threal Value
Spiked Bamaby (+2 Armor, add LRP/32, T, 32 rockels w/Fire Control -1) 930

v Tupical Camoufiage v Weapons Locaion Diagram

None
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5V-330 MOTHER BARNABY

An important development in strategic thought is the use of mobile hunter-killer groups. Deployed along the Weslridge Range, these
forces nedd to operate independently for long periods of time, hunting down fast-moving rebel groups and rovers. While existing
Barnaby carriers could transport and maintain the Gears in these forces, most other vehicles did not have the range and autonomy of the
Barnaby and needed to return to base for maintenance. This greatly reduced the efficiency of the hunter-killer units, forcing high com-
mand to invest into a vehicle that could solve this problem. Mother Barnabies fill the need for mobile vehicle repairs. Outwardly, they
appear similar to the regular Barnabies, but the sides of the vehicle fold down to create a large flatbed area. The latter can be used to repair
air or ground vehicles, including most tanks and even some VTOL aircraft. The two sturdy cranes can be used for moving vehicles onto
the flatbed, lifting engine blocks or other heavy tasks.

Vehicle Specifications v
Code Name: Mother Barnaby Production Code: Sv-990
Production Type: Mass Production Cost: 643,042 dinars
Manufacturer: Territorial Arms Use: Technical Field Repairs
Height: 12.10 meters Length: 19.37 meters
Average Armor Thickness: 51 mm Armor Material: Durasheet w/ceramic alloy
Standard Operational Weight: 49,990 kg Primary Movement Mode: Ground
Secondary Movement Mode: NfA Deployment Range: 1000 km
Sensor Range: 5km Communication Range: 10 km
Powerplant: Diesel Horsepower: 2225 hp
Modifications W
Add: Laboratory (1, Mechanics), Tool Arm (7, cannot punch), Too! Amm (13, cannot punch), Exposed AUX, Systems, Weak Facing (Top)
Remove: -
Change: -
Modified Threat Value: 1403
Offensive: : 0
Defensive: ( 135
Miscellaneous: 4073
Vehicle Availability . 46

Availability Threshold: 5 [ Maximum Number of Units in the Figld: 1
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SOUTHERN COMBAT VEHICLES

I AR-64 ARTEMIS TR

Modern anti-aircraft duties are usually handled by a dedicated laser or particle beam weapon system. Their direct line-of-sight and
practically instantaneous response time generally mean that once a target is acquired, it is shot down. Energy weapons are lemperamen-
tal beasts, however, require more maintenance and specialized training than standard projectile weapons. The Artemis anti-aircraft
vehicle has been designed to address this problem. It was commissioned in TN 1888 by the Southern MILICIA itself (with the always-
benevolent advice of the Republic) to prepare for the chaos and tensions which would eventually lead to the Judas Syndrome. Instead of
assigning the contract to an independent company, however, the MILICIA formed a group of specialized military engineers working under
its command and ensured the Artemis would be designed following their specifications. The vehicles would then be assembled by proven
sub-contractors. The Artemnis was finalized in TN 1892 and entered production early Spring 1893. Several thousand Artemises were built
and deployed near Badlands borders, where Northern operations were disturbing the peaceful relationship of the Republic with the
neighboring Badlanders. The Artemises served as a reminder that the South was ever vigilant and would not be challenged, either on the
ground or in the air.

The Artemis is intended to serve as a rugged field air interdiction platform, relying on the relatively simple Buzzsaw Mk Il 20 mm liquid-

cooled chainguns rather than laser arrays. The four autocannons, each of which is fed ammo from four drums of 500 rounds each, are

- turret mounted and slaved to the same fire control computer, allowing them to saturate entire areas of the sky with deadly shrapnel. The
ammunition feed process is fully automated, leaving the gunner to concentrate on acquiring largets and pressing the trigger.. The
addition of an enhanced, computer-controlled suspension allows the Artemis to lay down covering fire even on the move, increasing its
survival rate against strafing runs and long-range artillery fire.

v Vehicle Specifications
Caode Name: Artemis Production Code: AA-64
Production Type: Mass Production Cost: 867,167 dinars
Manufaclurer: Various Use: Anti-Aircraft Weapon Platform
Height: 2.81 melers Length: 7.34 meters
Average Armor Thickness: 120 mm Armor Material: Alloy plating w/Armoplast
Standard Operational Weight: 17,870 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 500 km
Sensor Range: 5km Communication Range: 15km
Powerplant: Gas lurbines (x2) Hdrsepower: 800 hp (x2)
v Weapon Payload
Name Ammunition Payload
20 mm Buzzsaw Mk Il chaingns (x4) 500 (x4)
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® SERVICE RECORD et

Artemises are presently found in most Southern armies thanks to the licenses sold to various armored vehicle manufacturers throughout
the hemisphere. The vehicle's relative simplicity and low cost for its capabilities has made it popular with foreign buyers and even small
town militias. The Artemis” one main defect is its ravenous apetite for ammunition, which can prove to be a strain for a force's budget as
well as its supply lines. During the War of the Alliance, the Arlemis was instrumental in drawing interdiction lines against incoming
hovertanks and CEF armored cavalry vehicles, often slowing down Earth’s advance and giving the troops mare time to set up their
defenses. They also ensured the survival of various headquarters near which they were stationed.
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SOUTHERN COMBAT VEHICLES

v Weapons Summary
Name Code Fire Arc Qty Ammo
Light Anti-Aircraft Cannon LAAC Turreted 4 500 ea.
\ 4 Perks
Name Rating Game Effects
Automation 2 Autoloader; replaces 2 crewmembers
Sniper System - 4 chainguns; +1 lo L and Ex attacks
Weapon Link - Links all chainguns (4)
v Flaws
Name Rating Game Effects
Exposed Fire Control - “Fire Control” hils are one level worse
v Defects
Name Rating Game Effects

None i

i o
¥ v Optional Equipment
Name Modified Threat Value
Add Frag ammunition to all chainguns 0S + 7840
Add pintle mount w/9 mm chaingun 0S+3
Add pintle mount w/9 mm machinegun 0S+3
Add pintle mount w/37 mm grenade rifle 05+8
Add smoke launchers (10 shols) MS + 65
Add chafi/flare launchers (Rating 1, 10 shols) MS + 382
4 Tupical Camouflage > Weapons Locafion Diagram
. A Light Anti-Aircraft Cannons
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I AR-85 LASER ARTEMIS T |

Some ambitious commanders asked their technicians to refit some Artemises to give them superior defense against aircraft. The techs
simply requisitioned a few damaged laser cannons, repaired them and fixed them on an old Artemis instead of the anti-aircraft cannons.
The technicians, while skilled af their work, could not handle all the engineering problems which resulted from having so much electronic
equipment in such a small space. The free electron lasers were easier to adjust, but caused strong magnetic fields which interfered with
the sensors and other field-sensitive devices. The vehicles battery was also too weak to properly power the weapons and the sensors,
resulting in frequent shutdowns and various other problems. While the Laser Artemis was inexpensive and had some value on the
battlefield, its inherent flaws and defects and its unpredictability made it a liability more than an advantage, and it never had the success
it deserved. Despite its flaws, the refit package was passed from technician to technician and found its way into Several units.

Vehicle Specifications v
Code Name: Shaman Production Code: AA-85
Production Type: Scratch-Built Cost: 226,556 dinars
Manufacturer: N/A Use: Anti-Aircraft/Gear Killer
Height: 3.28 melers Length; 7.34 meters
Average Armor Thickness: 120 mm Armor Material; Alloy plating w/Armoplast
Standard Operational Weight: 18,950 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 500 km
Sensor Range: 5 km Communication Range: 10 km
Powerplant: Gas turbines (x2) Horsepower: 800 hp (x2)
Modificafions v ;
Add: LLC (x2, T, 40 ea.), Target Designatar (2)
Remove: all LAACS
Change: Communication from 0/15 to 0/10, Lemon Dice from 310 10
Modified Threat Value: 1015
Offensive: 1893
Defensive: 244
Miscellaneous: 909
Vehicle Availabilify v
\
Availability Threshold: 7 I Maximum Number of Units in the Field: 1
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[ MOU-15 NIGHTINGALE U

Mobile Army Surgical Hospitals (MASH) have been around for many centuries. They are generally assigned to the regimental level,
though units engaged in long and difficult campaigns have been known to bring more MASHes with them. Although most designs are
made of modular structures that are brought by trucks and assembled near the front, few truly mobile MASH designs have been devel-
oped by the military, Casualty Evacuation (Cas-Evac) vehicles, both on the ground and in the air, are used to bring patients back to bases
where they can receive better treatment for their wounds. The Nightingale is a typical example of one such vehicle. It was commissioned
in TN 1881, right after the Sand War, and produced by the thousands before the Sandstorm Strikes began. Republican high command had
realized the deficiency of the old MASHes vehicles (the Medic Sparrow, for instance, was not an original MASH design but a quick-fix
refit of the Sparrow APC and could not match the power requirements of a true MASH vehicle), and decided it was time to built a true
medical emergency vehicle. This proved invaluable during the cycles of the Judas Syndrome and the War of the Alliance which followed.

Lt

The Nightingale is a cross between an armored ambulance and a full-fledged mobile surgical center. Because it places the emphasis on
mobility, it can care for only a few patients at a time and then only for a short period of time. The steel/composite armor ensures the
relative safety of the wounded should the Nightingale find itself under fire. The vehicle is built around a large, sturdy hydraulic suspen-
sion to minimize jarring the patients. Twin gas turbines placed side by side undemeath the chassis power both the drive train and the
generators providing power to the medical equipment inside. The medical compartment contains four beds and one complete operating
theater. The vehicle is also equipped with a micro-lab featuring the latest biological research equipment, allowing medics to perform
advanced medical analysis on the spot. Despite its high-end equipment and great performance, the Nightingale is surprisingly inexpen-
sive, costing below 50,000 dinars.

v Vehicle Specifications
Code Name: Nightingale Production Code: MDU-15
Production Type: Mass Production Cast: 46,667 dinars
Manufacturer: Various Use: MASH Vehicle
Height: 6.23 melers Length: 10.04 melers
Average Armor Thickness: 45 mm Armor Material: Steel w/bonded composite
Standard Operational Weight: 5400 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 500 km
Sensor Range: N/A Communication Range: 10 km
Powerplant (Gas turbines (x2) Horsepower: 800 hp (x2)

v Weapon Payload
Name Ammunition Payload
None

Vi
....3

4
|
=




i
A
%
5
A

SO0UTHERN COMBAT VEHICLES

o SERVICE RECORD il

The Nightingale was a common sight on the battlefield during the Sandstorm Strikes, doing shuttle work between the front lines and the
MASH camps where they were stationed, ransporting field medics one way and wounded personnel the other. The tales told by critically
injured soldiers who despaired on the battlefield then saw the Nightingale emerge near them from the fog of war have inspired countless
dramatic scenes in war movies throughout the Southern Republic. Almost all of the Nightingales which participated to the War of the
Alliance suffered some damage, and over a quarter of them were wrecked beyond repairs. They were eventually salvaged for parts. The
Nightingale also served its purpose during the mop-up operations following the War. A great number of border cities and Badlands
counties were in dire need of medical assistance after the War, and legions of Nightingales were sent out to provide some relief to the
needy — something which no Northern government did. Nowadays, there are fewer Nightingales in service — several along them have
been converted into equipment transports because of the limited need for mobile medical vehicles — but a new retrofit programme has
been instigated by the Republican government to bring many of them back in service,
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v Weapons Summary
Name Code Fire Arc Oty Ammo
None
v Perks
Name Rating Game Effects
Emergency Medical - Absorbs one “Crew Stunned” result (5 people)
Micro-Lab - No penalty for Life Sciences rolls
Passenger Accomodations - Medical beds for two patients
Passenger Seating - 4 seats for medical personnel and patients
)\ 4 Flaws
f Name Rating Game Effects
No Sensors - Cannot use Aclive Sensors
v Defects
Name Rating Game Effects
s None
o Optional Equipment
Name ' Modified Threat Value
Add extra armor (+1 Armor) DS+7
Add heavy armor (+2 Armor, reduce Ground speed to 6/11) DS+ 15
Add chaff/flare launchers (1, 10 shols) MS + 185
Add smoke launchers (10 shots) MS + 29
Add HEP: Deserl MS +29
*K* variant (add Haywire Resistant) 239

S Tupical Camoufiage ¥ Weapons Locafion Diagram
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MOU-21 NBC NIGHTINGALE

While Terranovans may have had their differences, it simply went against the cultural makeup of both hemispheres to make use of
environmentally damaging weapons. The Colonial Expeditionary Forces, however, felt no such compunction, and their use of nuclear/
biological/chemical warfare displayed the extent of their ruthlessness. The southern hemisphere was particularly concerned by these
attacks, which were conducted mainly near their borders, and the MILICIA quickly had the standard Nightingale converted into an NBC
evacuation vehicle. The entire chassis of the Nightingale had its seals reinforced to prevent gases from entering into the vehicle.The
resulting vehicle bore almost no visible differences with the original Nightingale except for the few extra air tanks attached on top. The
crew all wore NBC suits and almost invariably carried a few spares for their patients. The interventions of the NBC Nightingale, while they
began late during the War, were often performed during tragic circumstances and conferred to its crew an aura of heroism.

-

Vehicle Specifications y
Code Name: NBC Nightingale Production Code: MDU-21
Production Type: Mass Production Cost: 69,167 dinars
Manufacturer: Various Use: NBC Cas-Evac Vehicle
Height: 6.90 meters Length: 10.04 melers
Average Armor Thickness: 45 mm Armor Material: Steel w/bonded compaosite
Standard Operational Weight: 5800 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 500 km
Sensor Range: N/A Communication Range: 10 km
Powerplant: Gas turbines (x2) Horsepower: 800 hp (x2)
Modificafions :
Add: Life Support (Full), Sick Bay (4 patients), Exposed Auxiliary Systems
Remove: Emergency Medical, Passenger Seating
Change: -
Modified Threal Value: 166
Offensive: 0
Defensive: 35
Miscellaneous: 463
Vehicle Availability
Availability Threshold: T | Maximum Number of Units in the Field: 1
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SOUTHERN COMBAT VERICLES

I JACHRABEIT B AT

The Jackrabbit is a typical example of the various models of combat bikes used by motorized infantry forces around the world. It was
designed during the second half of the 19th century and drew much inspiration from Paxton’s well-established Random IX patrol/combal
bike. The similarities, however, are mostly of a cosmetic nature, and the Jackrabbit's performance surpasses by far that of the Random:
greater speed and acceleration, superior armor and improved maneuverability. It was first designed by Republic Industries, then sub-
contracted to half a dozen private manufactueres for a hefty licensing fee. This allowed Republic Heavy Industries the leisure 1o focus on
several improvements for the Jackrabbit, which it plans to release in the coming cycle(s?) under the new name of Jumpspider. it is
expected, however, that the Jumpspider may cost over twice the Jackrabbit.

The Jackrabbit was designed with several potential attachments in mind, so hardpoints were fixed on the front, between the handles and
on the rear sides of the bike. There were some attempts at equipping the Jackrabbit with some vehicular weaponry, such as light
autocannons or anti-personnel grenade launchers, but this made the vehicle too heavy and unwieldy, and was quickly abandoned. It was
not before the Sandstorm strikes that some light machineguns like the P12 light gatling were produced and put on the Jackrabbit. This
niever became a standard, however, and the vehicle seems to only perform at peak when used in its basic form. The original tranmission,
considered unnecessarily heavy, was replaced in TN 1908 by a new design from RHI, shaving off ten kilograms from the bike. The
Jackrabbit is light enough to be lifted (with some effort) by one persan and nimble enough to go almost anywhere. Its small size and great
agility combine to make the bike a very difficult targel. Some models have been modified to accept a sidecar equipped with a pintle
mount, increasing the firepower of the unit at the cost of some maneuverability. The sidecar also allows more cargo to be carried,
although the space could be occupied (uncomfortably) by a passenger.

Vehicle Specificafions
Code Name: Jackrabbit Production Code: Various
Production Type: Mass Production Cost: 20,250 dinars
Manufacturer: Various Use: Motorized Infantry Bike
Height: 1.21 meter Length 2.52 meters
Average Armor Thickness: 2mm Armor Material Steel w/composite
Standard Operational Weight: 275 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 250 km
Sensor Range: N/A Communication Range: 10 km
Powerplant: (Gas engine Horsepower: 40 hp

Weapon Payload

Name Ammunition Payload
None
i | | | | 1
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- SOUTHERN COMBAT VEHICLES

®  SERVICE RECORD .

This original Jackrabbit model was designed during the Sand War to provide Southern infantry with much-needed mobility in its Badlands
operations against the Northern invaders in the Eastern Desert. While the skirmishes were light and there were no more than a few
casualties during the first season, it is widely believed that the rapid interventions of the Jackrabbit-mounted infantry were vital in
containing the Northern threat. The famous combat bike was also used as scouting vehicle to patrol the streets of Bangweuleu during the
1880 Bangweuleu Uprisings. Interestingly enough, the rebellious youths from the city took a liking to the bike, either because of its slick
appearance or because of its Badlandish design, and would often steal it from careless infantrymen. It is estimated that over a hundred
such bikes were reported stolen in Bangweuleu alone. It took several cycles before they re-emerged (after the authorities had stopped
looking or even caring), and nowadays some of the rebels’ descendants ride them to show their support for the cause their parents fought
for some forly cycles ago. Over time, the Jackrabbits have become symbols of freedom and resistance against the Republic. Fortunately,
most of the stolen Jackrabbits are falling in disrepair and their appearances are becoming less frequent.

General Stafs v
Threat Value; 27 Ll =
Offensive: 0 : 1
Defensive: 53
Miscellaneous: 2 T T . ||
Size: 2 F
Original Default Size: 3 [ 1
Individual Lemon Dice; 3 = :
Crew: 1 g E
Bonus Actions: 0 | g »
Movement T z ¥
Primary Movement Mode: Ground . . “
Combatl Speed: 8 - ok
Top Speed: 16 | . x
Secondary Movement Mode: N/A | Lol e
Combat Speed: 2 S ’-'f‘ ;
Top Speed: P : i .
Maneuver: +2 S » v
Electronics I=4ist e

31 2 . 1)
Sensors: N/A ; = L :
Communications: -2
Fire Control: -5 T m o B
frmor Y I 9
Light Damage. 2 B ERED TR Dl
Heavy Damage: 4 o (I I |
Overkill: )
Yehicle H\'ﬂl]ﬁllllll'll v
Availability Threshold: 1
Maximum Number of Units in the Field: Unlimited
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SOUTHERN COMBAT VERICLES

¥ Weapons Summary
Name Code Fire Arc Qty Ammo
None
v Perks
Name Rating Game Effects
Cargo Bay - Saddle bags, lotal space 1 m3
Passenger Sealing B Seat for one passenger

v Flalws
Name Rating Game Effects
Exposed Crew Compartment - All “Crew" hits are one level higher

i Exposed Movement Systems - All "Movement” hils are one level higher
No Sensors - Cannot perform Active Sensor checks

v Oefects
Name Rating Game Effects
None

_&%

v Optional Equipment
Name Modified Threat Value
Add APGL (FF, 6 shots), Fire Cantrol 0 0S+18
Add VLMG (FF, 50 shots), Fire Control 0 0S+16
Mountain Bike (add HEP: Extreme Cold) 27
Desert Bike (add HEP: Desert) 27
Tracker (remove No Sensor, Sensors 0/2 km) 27

' 4 Tupical Camoulage. ¥ Weapons Locafion Diagram

None
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oOUTHERN COMBAT VEHICLES

JACHRABAIT B BT

A rather popular variant of the standard Jackrabbit, the Jackrabbit B features a sidecar that can carry one additional passenger or some
equipment. The “B" was developed during the St. Vincent's War, when a flood of volunteers caused the southern armies to swell in
numbers. Engineers from the original team which created the Jackrabbit — a small company named Motoram which became bankrupt
after the war — submitted variant of the Jackrabbit which was a strange combination between the standard bike and several lateral
sidecars attached to the bike and to each other. This soon proved impractical, however. In the end, the current version is the only one
which remained, although Jackrabbits with one sidecar on each side are still available in some regiments. During the War of the Alliance,
a great number of Jackrabbits B were used by Badlands volunteers, who had no military training and were not cleared to handle larger
vehicles. In typical Badlanders fashion, they operated as decoys against hovertanks while larger artillery units shot them down.

Yehicle Specificafions
Code Name: Jackrabbit B Production Code: Various
Production Type: Mass Production Cost: 7,500 dinars
Manufacturer. Various Use: Moatorized Infantry Bike
Height: 1.21 meter Length 2.52 meters
Average Armor Thickness: 2mm Armar Material: Steel w/composite
Slandard Operational Weight: 275 kg Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 200 km
Sensor Range: /A Communication Range: 10 km
Powerplant: Gas engine Horsepower: 40hp
Modifications '
Add: 1
Remove: Cargo Bay
Change: Maneuver from +2 ta +1, Deployment Range from 250 to 200, Passenger Sealing from 1 to 2 passengers
Modified Threal Value: 15
Offensive: 0
Delensive: 27
Miscellaneous: 18
Vehicle Availability
Availability Threshold: 2 Maximum Number of Units in the Field: Unlimited
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SOUTHEAN COMBAT VERICLES

—__*"

SOUTHERN FIELD ARTILLERY

Towed artillery, while being substantially cheaper than seli-propelled guns, is fading fast from the Southern armies, even in the most
backwater regions of the Emirates. The problem comes from the rapid response time which Northerners and other enemies have devel-
oped. These carriages require some preparation time to be stabilized before firing and need to move quickly after shooting. Unfortunately,
this often means the artillery crew has no more than thirty seconds before counter-fire hits their current position, and the high casualty
rate outweighs by far the advantages procured by cheaper artillery carriages.

The standard 122-mm M1882 light artillery carriage shown below is very similar to its Northern cousin, the 130 mm DK-12. It may well
have inspired it, for it was produced before the DK-12. The M1882, however, fealures a more rounded appearance and has different
design characteristics. For instance, it carries extra armor on the gun to soak up more damage in combat. The M1882 was also built to be
afield artillery gun and was not salvaged from useless and obsolete equipment, like the Northern DK-12. There were tens of thousands
M1882 built during the later half of the 19th century, but they were massively destroyed during the Sandstorm Strikes and the War of the
Alliance. Many have been sold to military museums, to loyal Republican collectors or fo small Badlands counties in need of inexpensive
protection against Rovers.

v Vehicle Specifications
Code Name: Southern Field Artillery Praduction Code: Various
Production Type: Mass Production Cost: 267,200 dinars
Manufacturer: Various Use: Field Artillery
Width: 4.1 melers Length: 4.7 meters (7.47 m wilh weapon)
Average Armor Thickness: 11 mm Armor Malerial; Steel w/composite
Standard Operational Weight: 3500 ko Primary Movement Mode: Ground
Secondary Movement Mode: N/A Deployment Range: 0
Sensor Range: N/A Communication Range: N/A
Powerplant: N/A Horsepower: N/A

\ 4 Weapon Payload
Name Ammunition Payload
Main Gun 12
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SOUTHERN COMBRT VERI

beneral Stafs

Threat Value:

Offensive:

Defensive:

Miscellaneous: 0
Size: 5(10)
Original Defaull Size )
Individual Lemon Dice: 3
Crew: 0
Bonus Actions: 0
Movement

Primary Movement Mode: Ground
Combat Speed: 0
Top Speed: 0
Secondary Movement Mode: N/A
Combat Speed:

Top Speed:

Maneuver: -1
Elecfronics ‘
Sensors: -
Communications:

Fire Control: 0
firmor v
Light Damage: 8
Heavy Damage: 16
Overkill: 24
Vehicle Availabilify

Availability Threshold: 3
Maximum Number of Units in the Figld 5
Weapons Summary -
Name Code Fire Arc Qty Ammo
Light Field Gun LFG Forward 1 12
Perks v
Name Rating Game Effects
Hostile Environment Protection Deser
Reinforced Armor 2 Front
Shielded Weapon Absorbs first “Fire Control™ hit
Flaws v
Name Rating Game Effects
Exposed Movement System - “Movement” hils are one step higher
No Sensor 1 Cannot use Active Sensors
No Communication 1 Cannol communicale
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NAME

CODE

FIRE ARC 5 M L EX

Dam

JRMATID
* PILOT NAME:
* RANK:

» SQUADRON:

* AFFILIATION:

PILOT (LV/AT) cunnery (Lv/an): Il eLec war. (wyan: B

VEHICLE CREW

* CREW:
* BONUS ACTIONS:

VEHICLE CREW
CREW =
BONUS ACTIONS *

v
E=x
=

MOVEMENT

COMBAT SPD »
TOP SPD =
COMBAT SPD

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

= SECONDARY COMBAT SPD:
= SECONDARY TOP S5PD:

* MANEUVER:

* DEPLOYMENT RANGE:

TOP SPD »
MANEUVER

FUEL SPENT »
ELECTRONICS

* SENSORS: SENSORS *
= COMMUNICATION: COMM =
FIRE CONTROL *

w  ARMOR

LIGHT DAMAGE =

= FIRE CONTROL:

AiRMOR
* LIGHT DAMAGE:

* HEAVY DAMAGE: HEAVY DAMAGE =

v

i

e
* OVERKILL: - OVERKILL =

v WERPONS

Special

SRWI 30mm Cannon

MAC

Turret 3 & 12 | 24

x10)1 |1

WEAPON 01 »

SAWI-7M Machinegun

LMG

Turreted

Al 3 WEAPON 02 =

WEAPON 03 =

WEAPON 04

WEAPON 05

WEAPON 06

WEAPON 07

WEAPON 08 =

WEAPON 09

NAME

RATING

GAME EFFECT

WEAFON 10 =

RHS

Hostile Environment Protection

Desert

PERK 01 =

Passenger Seating

Seating for 10 infantrymen

PERK 02 =

Reinforced Crew Compartment

Absorbs first “Crew” hit

PERK 03

Shielded Weapons

Absorbs first “Weapon” hit

PERK 04

PERK 05

PERK 06

PERK 07

PERK 08

PERK 09

PERK 10 =

NAME

RATING

GAME EFFECT

PERK 11 »

Annoyance

- Minimal passenger headroom

NAME

RATING

GAME EFFECT

None

54 Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.




« THREAT VALUE: - 51z

] |
* PILOT NAME:

* RANK:

» SQUADRON:

o AFFILIATION:
PILOT (LV/A

VEHICLE CREW

= CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:

= PRIMARY TOP SPD:

= SECONDARY COMBAT 5PD:
SECONDARY TOP SPD:
MANEUVER:

* DEPLOYMENT RANGE:

ELECTRONICS
= SENSORS:
= COMMUNICATION:

= FIRE CONTROL:
= LIGHT DAMAGE:
* HEAVY DAMAGE:
* OVERKILL:

[ Gunnery (Lv/an):

NAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special
SCRP-II Launcher HRP/48 Turreted 3 (] 12| 24| -1 |x@0|1]0 IF
OCR
NAME RATING GAME EFFECT AUX
Hostile Environment Protection Desert
Passenger Seating Seating for 10 infantrymen
Reinforced Crew Compartment Absorbs first “Crew” hit
Shielded Weapons Absorbs first “Weapon® hit
T
NAME RATING GAME EFFECT
Annoyance Minimal passenger headroom
|
NAME RATING GAME EFFECT
None

v VEHICLE CAEW
- CREW =
=]

BONUS ACTIONS =

MOVEMENT

COMBAT SPD »
TOP SPD =
COMBAT SPD =
TOP SPD =
MANEUVER =

L)

FUEL SPENT =
ELECTRONICS
SENSORS »
COMM =

FIRE CONTROL *
ARMOR

LIGHT DAMAGE »
HEAVY DAMAGE »
OVERKILL *

WERPONS

WEAFON D1 =

N )

WEAPON 02 »
WEAFON 03 »
WEAPON 04 »
WEAFON 05 =
WEAPON 06 =
WEAFON 07 =
WEAPON O

WEAPON 09 »
WEAPON 10 =

~ PERHS

PERK 01
PERK 02
PERK 03
PERK 04 =

PERK 05 »
PERK 06 *
PERK 07 »
PERK 08 » .
PERK 09 »
PERK 10 =
PERK 11 =

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use, 55



WERPONS

NAME

CODE

AFV SA-231 SUPPORT CROCODILE v

* PILOT NAME:

ARMOR DAMAGE « RANK:

FIRE ARC

* SQUADRON:

* AFFILTATION:
PILOT (

VEHICLE CREW
* CREW:
« BONUS ACTIONS:

SYSTEMS DATA ;
MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:

= SECONDARY TOP SPD:
* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

* COMMUNICATION:

* FIRE CONTROL:

ARMOR

* LIGHT DAMAGE:
* HEAVY DAMAGE:
* OVERKILL:

Special

SCRP-I1 Launcher

HRP/48

Turreted

IF

v VEHICLE CREW
[ CREW »
I covus acrions

MOVEMENT

COMBAT SPD =
TOP SPD
COMBAT SPD =
TOP SPD »
MANEUVER »
FUEL SPENT =
ELECTRONICS
SENSORS =
COMM =

FIRE CONTROL =
ARMOR

LIGHT DAMAGE »
HEAVY DAMAGE »
OVERKILL =

WERPONS

WEAPON 01 »

WEAPON 02 »

WEAPON 03 =

NAME

GAME EFFECT

Hostile Environment Protection

Desert

WEAPON 04 »
WEAFON 05 »
WEAPON 06 =
WEAPON 07 »
WEAPON OB =
WEAPON 09 =
WEAPON 10 =

PERKS

PERK D1 =

Laboratory

Tech Lab

PERK D2 =

Passenger Seating

Seating for 5 infantrymen

PERK 03 »

Reinforced Crew Compartment

Absorbs first “Crew” hit

PERK D4 »

Shielded Weapons

Absorbs first "Weapon” hit

GAME EFFECT

Annoyance

Minimal passenger headroom

i

DEFECTS

GAME EFFECT

55 Lopyrights 1998 Dream Pod 8, Inc. Permission to photocopy for personal use.

PERK 05 =
PERK 06 =
PERK 07 »
PERK 08 =
PERK 09 =
PERK 10 =
PERK 11 =




NAME

CODE

FIRE ARC 5 M E EX

I 'i"i

* PILOT NAME:

- RANK:
* SOUADRON:
* AFFILIATION:

GLUINNERY (LV/AT)

ELEC. WAR. (LV/AT

VEHICLE CREW

CREW »
BONUS ACTIONS =

VEHICLE CREW

= CREW:
* BONUS ACTIONS:

MOVEMENT

COMBAT SPD =
TOP SPD »

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

« SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:

COMBAT SPD =
TOP SPD =

* MANEUVER: MANEUVER =

SHEREE

FUEL SPENT =

ELECTRONICS
SENSORS =
COMM =

* DEPLOYMENT RANGE:

ELECTRONICS

* SENSORS:

* COMMUNICATION:
* FIRE CONTROL:

ARMOR

* LIGHT DAMAGE:

=3 FIRE CONTROL =

v

ARMOR

LIGHT DAMAGE =
HEAVY DAMAGE =
OVERKILL =

* HEAVY DAMAGE: 6

* OVERKILL:

~ WERPONS

Acc | Dam

SRWI 30mm Cannon

MAC

Turreted 3 6 12 | 24

0 x10 | 1 1 WEAFPON 01

SRWI-7M Machinegun

LMG

Turreted 1 2 4 8

WEAPON 02

o
»

()
>
=

WEAPON 03

WEAPON 04

WEAPON 05

WEAPON 06

WEAPON 07

WEAPON 08

WEAPON 09

NAME

RATING

WEAPON 10

PERHS

GAME EFFECT AUX

Amphibious

Can traverse Water hexes

PERK 01 =

Hostile Environment Frotection

Desert

PERK 02 =

Passenger Seating

Seating for 10 infantrymen

PERK 03 »

Reinforced Craw Compartment

Absorbs first “Crew” hit

PERK D& =

Shielded Weapons

Absorbs first “Weapon™ hit

PERK 05 =

PERK 06 *

PERK 07

PERK 08 =

PERK 09 =

PERK 10

NAME

RATING

PERK 11

GAME EFFECT

Annoyance

Minimal passenger headroom

NAME

RATING

GAME EFFECT

None
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» PILOT NAME:
* RANK:

* SOUADRON:
* AFFILIATION:

B e war. (/an):

VEHICLE CREW VEHICLE CREW

* CREW: CREW =
“ * BONUS ACTIONS: BONUS ACTIONS

MOVEMENT MOVEMENT

* PRIMARY COMBAT SPD: 1 COMBAT SPD =
* PRIMARY TOP SPD: TOP SPD »
* SECONDARY COMBAT SPD: B COMBAT SFD »
= SECONDARY TOP 5PD: TOP SPD »

* MANEUVER: - MANEUVER =

« DEPLOYMENT RANGE: FUEL SPENT »

ELECTRONICS ELECTRONICS

* SENSORS: SENSORS

* COMMUNICATION: COMM »

0 n " = FIRE CONTROL: -3 FIRE CONTROL

ARMOR L & ARMOR

* LIGHT DAMAGE: LIGHT DAMAGE =

* HEAVY DAMAGE: HEAVY DAMAGE =
* OVERKILL: OVERKILL =

WEAPONS
NAME CODE FIRE ARC 5 M L | EX | Acc | Dam |Qty|ROF Special

None as standard - 3 - -

WEAPON D1

WEAPON 02

WEAPON 03

WEAPON 04 »

WEAPON 05 »

WEAPON 06 »

WEAPON 07 »

WEAPON 08 »
WEAPON 09 »
WEAPON 10 »
T PERHS
NAME RATING GAME EFFECT AUX
Hostile Environment Protection - Desert PERK 01 =
Passenger Seating - Room for 4 passengers PERK 02 =
Searchlight - Fixed Forward, 50 meters range Yes PERK 03 »
PERK 04 =
PERK 05 =
PERK 06 =
PERK 07 =
PERK D8 »
PERK 09 =
PERK 10 »
PERK 11 »
L}
NAME RATING GAME EFFECT
Exposed Crew Compartmant - “Crew” hits are one step worse R ’
No Sensor = Cannot use Active Sensors
| "
NAME RATING GAME EFFECT
None i : . y
ﬁ{o o y :,3 \ Q
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* THREAT VALUE: m * SIZE: -

URMATID
* PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:
PILOT (LV/AT):

VEHICLE CREW

s CREW:
* BONUS ACTIONS:

MOVEMENT

= PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

= SECONDARY COMBAT SPD:
SECONDARY TOP SPD:

* MANEUVER:

= DEPLOYMENT RANGE:

ELECTRONICS

* SENSORS:

* COMMUNICATION:

* FIRE CONTROL:

ARMOR

= LIGHT DAMAGE:

* HEAVY DAMAGE:

GUNNERY (LV/A

ELEC. WAR. (LV/A

v VEHICLECAEW
- CREW =
Ly

BONUS ACTIONS =

MOVEMENT

COMBAT SPD
TOP SPD =
COMBAT SPD »
TOP SPD »
MANEUVER »
FUEL SPENT
ELECTRONICS
SENSORS »
COMM =

FIRE CONTROL
ARMOR

LIGHT DAMAGE =

=
=
=

OVERKILL =

WERPONS

)

WEAPON 01
WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAPON 07
WEAFPON 08
WEAPON 09
WEAPON 10

AT PERHS

PERK 01

PERK 02

PERK 03

PERK 04
PERK D5
PERK 06
PERK 07
PERK 08
PERK 09
PERK 10

PERK 11

* DVERKILL:
il
NAME CODE FIRE ARC 5 M L EX | Acc | Dam |Qty|ROF| Special

OV-875 15mm Autocannon VLAC Forward 2 4 8 16 0 | x16] 3
b

NAME RATING GAME EFFECT
Backup Communication Absorbs first "Communication™ hit
ECCM 1 Defensive electronic warfare equipment
Hostile Environment Protection Desert
Target Designator 3 Used to target Guided weapons
0

NAME RATING GAME EFFECT
Exposed Aux. Systems “Aux.” hits are one step worse

i

NAME RATING GAME EFFECT

Annoyance System operator seat is cramped
L
i o
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RMATIO
» PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:

GLNNERY (LV/AT

VEHICLE CAEW v
* CREW:
[Tecz]

* BONUS ACTIONS:

MOVEMENT

= PRIMARY COMBAT SPD:

= PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:

* MANEUVER:

» DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

= COMMUNICATION:

* FIRE CONTROL:

ARMOR

* LIGHT DAMAGE:

ELEC. WAR.

YEHICLE CREW

CREW =
BONUS ACTIONS =

MOVEMENT

COMBAT SPD »
TOP SPD
COMBAT SPD
TOP SPD
MANEUVER

FUEL SPENT »

w___ ELECTRONICS

SENSORS
COMM =

FIRE CONTROL *
ARMOR

LIGHT DAMAGE
HEAVY DAMAGE »
OVERKILL »

WERPONS

WEAPON 01
WEAPON 02

WEAPON 03

WEAPON 04

WEAPON 05 »
WEAPON 06 =
WEAPON 07 =
WEAPON 0B =
WEAPON 09 »
WEAFON 10 »

ERHS

PERK 01

PERK 02
PERK 03
PERK 04

nn 1 v
* HEAVY DAMAGE:
927 10 463,500 dinars * OVERKILL:
np
NAME CODE FIRE ARC S M E EX | Acc | Dam |Qty|ROF Special
SRWI 60 mm tank gun HRF Turreted & 8 16 | 32 0 |x12|1]|0
0-65 8 MW Laser LLC Turreted 5 10 20 40 +1 |x16 | 1] 0 -2 per RB
Vogel-N 71 mm rocket launcher MRP/36 Fixed F. 2 4 8 16 1 |x18 | 1| 4 IF
DLH

NAME RATING GAME EFFECT AUX
Amphibious Can travel across water hexes
Autopilot Acts as Level 1 pilot Yes
HEAT-resistant Armor 6 Add to Base Armor vs. HEAT weapons
Hostile Environment Protection - Desert
Reinforced Armor 3 Front; add to Base Armor
Shielded Weapons Absorbs first “Weapon® hit
0

NAME RATING GAME EFFECT
Annoyance = Low ceiling; max. Build is 0
Sensor Dependent Must rely on sensors during combat

|

NAME RATING GAME EFFECT

None
.
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PERK 05 =
PERK 06
PERK 07
PERK 08 =
PERK 09 =
PERK 10 =
PERK 11
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JRMATIC
= PILOT NAME:

* RANK:

* SQUADRON:

= AFFILIATION:
pior (wv/an): ]l cunnery (v/an

VEHICLE CREW

= CREW:
= BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:

* MANEUVER:

* DEPLOYMENT RANGE:

ELECTRONICS

* SENSORS:
* COMMUNICATION:
* FIRE CONTROL:

AAMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:
* OVERKILL:

ELEC. WAR. (LV/AT

VEHICLE CREW

CREW =
BONUS ACTIONS =

v
(Ew
s

MOVEMENT

COMBAT SPD =
TOP SPD =
COMBAT SPD »
TOP SPD =
MANEUVER »
FUEL SPENT =
ELECTRONICS
SENSORS =
COMM »

FIRE CONTROL =
ARMOR

LIGHT DAMAGE =
HEAVY DAMAGE =
OVERKILL »

EAPONS

WEAPON 01 =
WEAPON 02 =
WEAPON 03

WEAPON 04 »
WEAPON 05 »
WEAPON 06 »
WEAPON 07 »
WEAPON 08 =
WEAPON 09

WEAPON 10

PERHS

PERK 01

PERK 02

PERK 03

PERK D&

PERK 05

PERK 06

PERK 07

PERK 08 =
PERK 09 »
PERK 10 =
PERK 11+

MAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special

Dart-IV 40 mm Rocket Launcher VLRP/128 Turreted 1 2 4 8 -1 x8 |1]|6 IF
Sergon 9 MW Laser Cannan SLC Turret 5 10 | 20| 40 | #1 |x12| 1|0 -1 per RB
]

NAME RATING GAME EFFECT
Amphibious Can travel across water hexes
Autopilot Acts as Level 1 pilot
HEAT-resistant Armor b Add to Base Armor vs. HEAT weapons
Hostile Environment Protection Desert
Reinforced Armor 3 Front; add to Base Armor
Shielded Weapons Absorbs first "Weapon” hit
Sniper System +1 to VLRP/128 at Long and Extreme range
)

NAME RATING GAME EFFECT
Annoyance Low ceiling; max. Build is 0

y

NAME RATING GAME EFFECT

None

Copyrights 1998 Dream Pod 9. Inc. Permission to photocopy for personal use. E]




) N/ i DAMATIC
i o PILOT NAME:

= RANK:

* SQUADRON:

= AFFILIATION:

GUNNERY (LV/, ELEC. WAR. (LV/AT):

VEHICLE CREW v VEHICLE CREW
« CREW: jirsEad) CREW »
g

* BONUS ACTIONS: BONUS ACTIONS =

MOVEMENT MOVEMENT
* PRIMARY COMBAT SPD: COMBAT SPD =
* PRIMARY TOP SPD: TOP SFD »
* SECONDARY COMBAT SPD: - COMBAT SFD »
» SECONDARY TOP SPD: TOP SPD =
- * MANEUVER: - MANEUVER *
. * DEPLOYMENT RANGE: FUEL SPENT =
ELECTRONICS ELECTRONICS
* SENSORS: SENSORS *
* COMMUNICATION: COMM «
* FIRE CONTROL: FIRE CONTROL »
ARMOR ARMOR
* LIGHT DAMAGE: LIGHT DAMAGE *
- * HEAVY DAMAGE: HEAVY DAMAGE »
. i * THREAT VALUE: * OVERKILL: OVERKILL =
o WERPONS
NAME CODE FIRE ARC S M L | EX | Acc | Dam |Qty|ROF Special
BURN-9p Heavy Flamer HFL Turreted 0 0 1 2 +1 x9 112 SB.IF WEAPON 01
SRWI 10mm Gatling Gun HMG Left 1 2 4 8 0 x4 | 113 Al WEAPON 02
SRWI 10mm Gatling Gun HMG Laft 1 2 4 8 0 x6 | 1] 3 Al WEAPON 03
SRWI 10mm Gatling Gun HMG Right 1 2 4 8 0 x4 | 1] 3 AL WEAPON 04
SRWI 10mm Gatling Gun HMG Right 1 2 [ 8 0 | x6 |1]3 AT WEAPON 05
WEAFON 06
WEAPDN 07
WEAPDN 08
WEAPON 09
WEAPON 10 »
DER W PERKS
NAME RATING GAME EFFECT AUX
Autopilot - Acts as Level 1 pilot Yes PERK D1
HEAT-resistant Armor 8 Add to Base Armor vs. HEAT weapons PERK 02
Hostile Environment Protection - Desert PERK 03
Passenger Seating - 10 seats fro infantrymen PERK 04
Reinforced Armar 3 Front; add to Base Armar PERK 05
Reinforced Location Armor 2 Movement System, add to Base Armar PERK 06
PERK OF
PERK 08
PERK 09
PERK 10 =
PERK 11 =
[
NAME RATING GAME EFFECT
Annoyance - Low ceiling; max. Build is 0 o ihy
I
|
NAME RATING GAME EFFECT
None
e =

&\Cepyﬁghts 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.



* PILOT NAME:
ARMOR DAMA * RANK:

* SQUADRON:
* AFFILIATION:
PILOT (LV/. GUNMERY (LV/A ELEC. WAR. (LV/AT)

VEHICLECREW | [

v
=iy CREW »
=

BONUS ACTIONS =

MOVEMENT MOVEMENT

* PRIMARY COMBAT SPD: COMBAT SPD =
* PRIMARY TOP SPD: TOF 5FD »
* SECONDARY COMBAT SPD: COMBAT SPD =
* SECONDARY TOP SPD: TOP SPD =
* MANEUVER: MANEUVER =

» DEPLOYMENT RANGE: FUEL SPENT »
ELECTRONICS ELECTRONICS
» SENSORS: SENSORS *
* COMMUNICATION: COMM »
» FIRE CONTROL: FIRE CONTROL
ARMOR : ARMOR
* LIGHT DAMAGE: LIGHT DAMAGE *
» HEAVY DAMAGE: HEAVY DAMAGE »
* OVERKILL: OVERKILL = .

- rreat vave: [EERY - size: [
fiPD WERPONS

NAME CODE FIRE ARC S M L EX | Acc |Dam |Qty|ROF Special

o

AEQ,ART,MR10 WEAPON 01 »
WEAPON 02 »

75 mm Artillery Gun LAG Turreted 25 | 50 |100f 200 -2 |x12 |1

WEAFON 03 »
WEAPON 04 =
WEAPON 05 =
WEAPON 06 =
WEAPON 07

WEAPON 08 »

WEAPON 09 =

WEAPON 10 »

PEN PERHS

NAME RATING GAME EFFECT
Autopilot - Acts as Level 1 pilot PERK 01 =

HEAT-resistant Armor 5 Add to Base Armor vs. HEAT weapons PERK 02

Hostile Environment Protection - Desert PERK 03

Reinforced Armor 2 Front; add to Base Armor PERK 04

Shielded Weapons - Absorbs first “"Weapon™ hit PERK 05
PERK 06
PERK 07
PERK 08
PERK 09

PERK 10

PERK 11

NAME RATING GAME EFFECT

Annoyance - Low ceiling; max. Build is 0

NAME RATING GAME EFFECT

None

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use, 53



e

IRMATIC
* PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:
PILOT (LV/

VEHICLE CREW
* CREW:
« BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:

» PRIMARY TOP 5PD:

* SECONDARY COMBAT SPD:

* SECONDARY TOP SPD:

= MANEUVER:

» DEPLOYMENT RANGE:

ELECTRONICS

» SENSORS:

* COMMUNICATION:
NTROL:

RRMOR

» LIGHT DAMAGE:

» HEAVY DAMAGE:

= OVERKILL:

ELEC. WAR. (LV/A

v VENICLE CAER
—_— s
==

BONUS ACTIONS »

MOVEMENT

COMBAT SPD =
TOF 5PD =
COMBAT 5PD =
TOP SPD »
MANEUVER =
FUEL SPENT =

SENSORS »
COMM =

FIRE CONTROL =
ARMOR

LIGHT DAMAGE
HEAVY DAMAGE »
OVERKILL =

WERPONS

WEAPON 01
WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09
WEAPON 10 »

W - PEBIS

PERK 01
PERK 02
PERK 03

PERK 04 =

PERK 05

PD
NAME CODE FIRE ARC S M L EX | Acc |Dam |Qty|ROF Special
None as standard
1 1
NAME RATING GAME EFFECT AUX
Ammo,/Fuel Containment System -2 on Ammo/Fuel damage roll
Autopilot - Acts as Level 1 pilot Yes
- HEAT-resistant Armor 10 Add to Base Armor vs. HEAT weapons
Hostile Environment Protection Desert
Mine Detectors Used to detect mines Yes
Minesweeping Equipment 2 Used to destroy mines
Reinfarced Armar 5 Bottom; add to Base Armor
i
NAME RATING GAME EFFECT
Annoyance Low ceiling; max. Build is 0
&
e
|
NAME RATING GAME EFFECT
Naone

Aa@{nwﬂghu 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.

PERK 06
PERK 07
PERK 08
PERK 09
PERK 10
PERK 11




JRMATIO
* PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:
PILOT (LV/AT):

VEHICLE CREW

* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
= PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:
* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

= SENSORS:

* COMMUNICATION:

* FIRE CONTROL:
ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

* OVERKILL:

v
Bl

ELEC. WAR, (

VEHICLE CREMW

CREW =
BONUS ACTIONS =

hd
-4
vl

COMBAT SPD »
TOP SPD
COMBAT SPD »
TOP SPD =
MANEUVER »
FUEL SPENT »
ELECTRONICS
SENSORS »
COMM =

FIRE CONTROL =
ARMOR

LIGHT DAMAGE =

v

i

- HEAVY DAMAGE =
[ B

OVERKILL =

v WEAPONS

WEAPON 01

WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAFPON 07
WEAPON 08
WEAPON 09
WEAPON 10

PERNS

PERK 01

PERK 02

PERK 03
PERK 04

PERK 05

PERK 06

PERK 07

PERK 08

PERK 09
PERK 10
PERK 11

NAME CODE FIRE ARC S M K EX | Acc | Dam |Qty|ROF| Special

SRWI 60 mm tank gun HRF Turreted 4 8 16 32 o x12|1]0 -
0-65 & MW Laser LLC Turreted 5 10 |20 | 40 | +1 |x16| 1| O -2 per RB
[}

NAME RATING GAME EFFECT
Amphibious Can travel across water hexes
Autopilot Acts as Lovel 1 pilot
HEAT-resistant Armor 6 Add to Base Armor vs. HEAT weapons
Hostile Environment Protection Desert
Reinforced Armor 3 Front; add to Base Armor
Shielded Weapons Absorbs first "Weapon” hit
Smoke Launchers 10 shots
Tool Arm 2 Cannot punch
Vehicle Bay 3 Carry up to 1.1 tons of drones
[}

NAME RATING GAME EFFECT
Annoyance Low ceiling; max. Build is 0

i&;&
i

NAME RATING GAME EFFECT

None
o
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* THREAT VALUE:

. SIZE: . COST:

URMATID
* PILOT NAME:

* RANK:

* SQUADRON:

* AFFILIATION:

VEHICLE C

* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
PRIMARY TOP SPD:
SECONDARY COMBAT SPD:
SECONDARY TOP SPD:

MANEUVER:

-2
* DEPLOYMENT RANGE: m
ELECTRONICS

* SENSORS:
* COMMUNICATION:

* FIRE CONTROL
* LIGHT DAMAGE:
* HEAVY DAMAGE:
* OVERKILL:

VEHICLE CREW

CREW »
BONUS ACTIONS »

_ )

MOVEMENT

COMBAT 5PD =
TOP SPD =
COMBAT SFD =
TOP SPD =
MANEUVER »
FUEL SPENT »
ELECTRONICS

SENSORS
COMM =

FIRE CONTROL =
ARMOR

LIGHT DAMAGE =
HEAVY DAMAGE »
OVERKILL =

TIRED N

NAME CODE FIRE ARC S M L EX | Acc
MAGISTER II Cannon HFG Turret 8 16 | 32 | 64 0 WEAPON 01
RFC-097 40 mm Autocannon HAC Turret 3] 6 |12]2)]0 I WEAPON 02
Rep. Optics 15 MW Laser Cannon LLC Turret 5 10 | 20 | 40 | +1 WEAPON 03
HARGON-C Rocker Launcher MRP/9 Forward 2 4 8 16 | -1 WEAPON 04
HARGON-C Rocker Launcher MRP/9 Forward 2 4 8 16 1 WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09
WEAFPON 10
T PERHS
NAME RATING GAME EFFECT AUX
Automation 2 Acts as 2 crewmen PERK 01
Autopilot Acts as Level 1 pilot Yes PERK 02 =
Backup Sensors - Absorbs first “Sensors” hit PERK 03 =
HEAT-Resistant Armor 10 Add to Base Armor vs. HEAT weapons PERK 04 »
Hostile Environment Protection Desert PERK 05 »
Pintle Mount Can mount one infantry weapon PERK 06 »
Reinforced Armor 5 Front; add to Base Armar PERK 07 »
Rugged Movement System Absorbs first "Movement” hit PERK 08 »
Smoke Launchers 10 shots PERK 09 »
PERK 10 =
PERK 11 =
H
NAME RATING GAME EFFECT
Large Sensor Profile 2 Subtract from Concealment
Sensor Dependent Must rely on sensors during combat
| &
NAME RATING GAME EFFECT
None < C
2’; $ e —Y" =
e =

g
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ORMATIO
* PILOT NAME:

* RANK:

* SQUADRON:

VEHICLE CREW

* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:
* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

* COMMUNICATION:

* FIRE CONTROL:
ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

VEHICLE CREW

v
- CREW »
==

BONUS ACTIONS =

MOVEMENT

COMBAT SPD =
TOP SPD =
COMBAT SPD =
TOP SFPD =
MANEUVER =
FUEL SPENT »
ELECTRONICS
SENSORS »
COMM =

FIRE CONTROL =
ARMOA

LIGHT DAMAGE =
HEAVY DAMAGE =

= THREAT VALUE: * OVERKILL: OVERKILL ;%( }:;
S
AP i WEAPONS
NAME CODE FIRE ARC H M L EX | Acc | Dam |Qty|ROF Special
Hellbringer Missiles MAM Fixed F., 60 | 120 | 240| 480 -3 |x18| 1] 0 G, AED, MR40 WEAPON 01
WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAFPON 07
WEAPON 08
WEAPON 09
WEAPON 10 4
plh o OEN RS, &
PER PERKS *
NAME RATING GAME EFFECT AUX 3
Autopilot Acts as Level 1 pilot Yes PERK 01 % !
Backup Communications Absorbs first “Communication” hit PERK 02 . .
Backup Sensors Absorbs first "Sensors” hit PERK 03
HEAT-Resistant Armor 10 Add to Base Armor vs. HEAT weapons PERK 04
Hostile Environment Protection Desert
Pintle Mount Can mount one infantry weapon
Rugged Movement System Absorbs first “Movement” hit
Smoke Launchers 10 shots
PERK 09 =
PERK 10 =
PERK 11 =
1
NAME RATING GAME EFFECT
Large Sensor Profile 2 Subtract from Concealment
Sensor Dependent Must rely on sensors during combat
NAME RATING GAME EFFECT
None

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal I.E!,Egg“
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=%

« THREAT VALUE: -sue: [

JRMATIC
* PILOT NAME:

* RANK:

* SQUADRON:

* AFFILIATION:

cunnery (Lv/an): Il ecec war. (At

VEHICLE CREW
* CREW:
» BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
= PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:
* MANEUVER:

= DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

* COMMUNICATION:

= FIRE CONTROL:
ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

* OVERKILL:

CREW
BONUS ACTIONS

v
|
s

COMBAT SPD
TOP 5PD
COMBAT 5PD
TOP SPD
MANEUVER
FUEL SPENT

VEHICLE CREW

MOVEMENT

ELECTRONICS

SENSORS
COMM
FIRE CONTROL

LIGHT DAMAGE
HEAVY DAMAGE
OVERKILL

ARMOR

.

v WEAPONS

WEAPON 01

WEAPON 02

WEAPON 03

WEAPON 04

NNEEE N

WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09
WEAPON 10

.

.

~ PERKS

PERK 01

PERK 02

PERK 03

PERK 04

PERK 05

PERK 06
PERK 07

PERK 08

HPL
NAME CODE FIRE ARC S M L | EX | Acc | Dam |Qty|ROF Special
MAGISTER II-B 5C Turreted 1 2 4 B -1 x| 2|0
LTV-28 Autocannon VHAC Turreted 3 6 12 | 24 0 |x15]1]1
Rep. Optics 15 MW Laser Cannon LLC Turreted 5 10 | 20| 40 | #1 [x16) 1] 0 Z per RB
% HARGON-C Rocker Launcher MRF/9 Forward 2 4 B 16 1 |xi8]1]0 IF
HARGON-C Rocker Launcher MRP/9 Forward 2 4 B 16 1 x18]110 IF
VN

NAME RATING GAME EFFECT AUX
Anti-Personnel Charges 1 20 charges Yes
Automation 2 Acts as 2 crewmen
Autopilot - Acts as Level 1 pilot Yes
Backup Sensors Absorbs first “Sensors” hit
HEAT-Resistant Armor 10 Add to Base Armor vs. HEAT weapons
Hostile Environment Protection Desert
Pintle Mount Can mount one infantry weapon

o Reinforced Armor 5 Front; add to Base Armor

Rugged Movement System Absorbs first “Movement” hit
Smoke Launchers 10 shots
L)

NAME RATING GAME EFFECT
Large Sensor Profile 2 Subtract from Concealment
Sensor Dependent Must rely on sensors during combat

|

NAME RATING GAME EFFECT

None
i

g Copyrights 1998 Dream Pod 8, Inc. Permission to photocopy for personal use.
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PERK 09
PERK 10
PERK 11




IAMATID
* PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:

VEHICLE CREW

* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:
= MANEUVER:

= DEPLOYMENT RANGE:
ELECTRONICS

» SENSORS:

* COMMUNICATION:

* FIRE CONTROL:
ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

* OVERKILL:

VEHICLE CREW

CREW
BONUS ACTIONS *

MOVEMENT

COMBAT SPD
TOP SPD »
COMBAT SPD
TOP SPD »
MANEUVER
FUEL SPENT »
ELECTRONICS

SENSORS »
COMM »

FIRE CONTROL
ARMOR

LIGHT DAMAGE »
HEAVY DAMAGE
OVERKILL =

WEAPONS

WEAFPON 01 »

WEAPON 02 =

WEAPON 03

WEAFON 04

WEAFON 05

LNy )

WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09 »
WEAPON 10 »

~ PERHS

PERK D1 =

PERK 02 =

PERK 03 »

PERK 04 =

PERK 05 =

PERK 06 *
PERK 07 =
PERK 08 »

PERK 09 =

NAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special

MAGISTER II Cannon HFG Turret 8 16 32 64 i} x28 | 1|0 IF
RFC-097 40 mm Autocannon HAC Turret 3 [ 12 24 TN 5 - I A
Rep. Optics 15 MW Laser Cannon LLC Turret 5 10 20 | 40 +1 [ %16 | 1] O -2 per RB
HARGON-C Rocker Launcher MRP/9 Forward 2 [ 8 16 1 |x18]1]|0 IF
HARGON-C Rocker Launcher MRP/9 Farward 2 [ 8 16 -1 |x18|1]0 1F
[}

NAME RATING GAME EFFECT
Automation 2 Acts as 2 crewmen
Autopilot Acts as Level 1 pilot
Backup Sensors Absorbs first “Sensors” hit
ECM 2 Offensive Electronic Warfare Equipment
ECCM 2 Defensive Electronic Warfare Equipment
HEAT-Resistant Armor 10 Add to Base Armor vs. HEAT weapons
Hostile Environment Protection Desert
Pintle Mount Can mount one infantry weapon
Reinforced Armor 5 Front; add to Base Armor
Reinforced Location Armor 2 Movement Systems
Smoke Launchers 10 shots
{]

NAME RATING GAME EFFECT
Large Sensor Profile Subtract from Concealment
Sensor Dependent Must rely on sensors during combat

NAME RATING GAME EFFECT
Nane

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use, ss

PERK 10 »
PERK 11 =




* THREAT VALUE:

DRMATIO
* PILOT NAME:

* RANK:

* SQUADRON:

* AFFILIATION:

VEHICLE CREW
* CREW:
+ BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:

« PRIMARY TOP SPD:
SECONDARY COMBAT SPD:
SECONDARY TOP SPD:
MANEUVER:

* DEPLOYMENT RANGE:

ELECTRONICS

* SENSORS:

* COMMUNICATION:

= FIRE CONTROL:

AAMOR

* LIGHT DAMAGE:

= HEAVY DAMAGE:

* OVERKILL:

ELEC. WAR. (LV/AT):

VEHICLE CREW
CREW »
BONUS ACTIONS »

v
s
EL2d]

MOVEMENT

COMBAT SPD =
TOP SPD *
COMBAT SPD
TOP SPD *
MANEUVER
FUEL SPENT »
ELECTRONICS

SENSORS »
COMM =

FIRE CONTROL *
ARMOR

LIGHT DAMAGE =

N )

HEAVY DAMAGE =
OVERKILL =

~ WERPONS

WEAFON 01
WEAPON 02
WEAFON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09 »
WEAPON 10 =

PERK 01
PERK 02
PERK 03

PERK 04

PERK 05

PERK 06

PERK 07 =
PERK 08 =
PERK 09 =
PERK 10 =
PERK 11 =

NAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special

None as standard
[

NAME RATING GAME EFFECT AUX
Craw Acc dation 2 Military-style bunks
Hostile Environment Protection - Desert
Improved Off-Road Ability - -1 MP per hex; min. cost is 1
Reinforced Chassis - Absorbs first “Structure” hit
Rugged Movement System - Absorbs first “Movement” hit
Passenger Seating - Seating for 5
Searchlight - Fixed Forward; 100 meter range Yes
Vehicle Bay 13 Carry up to 65 tons of vehicles (Gears)
1)

NAME RATING GAME EFFECT
Annoyance Cramped passenger seating
Annayance Deficient ventilation system
Large Sensor Profile 2 Subtract from concealment

NAME RATING GAME EFFECT

None

m “Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.



1 IAMATIO
* PILOT NAME:

R DAMA * RANK:

* SQUADRON:

GUMNNERY (LV/AT):

VEHICLE CREW
* CREW:
« BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:

* MANEUVER:

= DEPLOYMENT RANGE:

= SENSORS:

* COMMUNICATION:
* FIRE CO

ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:
= OVERKILL:

VEHICLE CREW

CREW =
BONUS ACTIONS =

MOVEMENT

COMBAT SPD »
TOP SPD »
COMBAT SPD »
TOP SPD *
MANEUVER »
FUEL SPENT »
ELECTRONICS
SENSORS *
COMM »

FIRE CONTROL
HAMOR

LIGHT DAMAGE »
HEAVY DAMAGE »
OVERKILL »

WEAPONS

WEAPON 01
WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08
WEAPON 09 =
WEAPON 10 =

PERHS

PERK 01
PERK 02

PERK 03

PERK 04

PERK O

PERK 06 =
PERK 07 =

PERK 08 =

PERK 09 =

PERK 10 =

NAME CODE FIRE ARC ] M L EX | Acc | Dam |Qty|ROF Special
None as standard
) v
NAME RATING GAME EFFECT
Crew Accommadations 2 Military-style bunks -
Hostile Environment Protection Desert
Improved Off-Road Ability -1 MP per hex; min. cost is 1
Laboratory 1 Mechanics
Passenger Seating Seating for 5
Reinforced Chassis = Absorbs first “Structure” hit
Rugged Movement System Absorbs first “Movement” hit
Searchlight - Fixed Forward; 100 meter range
Tool Arm 7 Light crane; cannot punch
Tool Arm 13 Heavy crane; cannot punch
Vehicle Bay 13 Up to 65 tons of ground vehicles (Mother Barnaby A) OR aircraft (Mother Barnaby B)
)
NAME RATING GAME EFFECT
Annoyance Cramped passenger seating
Annoyance Deficient ventilation system
Exposed Auxiliary Systems “AUX" hits are one step worse
Large Sensor Profile 2 Subtract from concealment
Weak Facing Top
|
NAME RATING GAME EFFECT

None

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use,. n
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ORMATION
* PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:

GUNNERY (LV/AT)

VEHICLE CREW

* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

= SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:
* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

= SENSORS:

= COMMUNICATION:

* FIRE CONTROL:
ARMOR

= LIGHT DAMAGE:

* HEAVY DAMAGE:

* OVERKILL:

B cec war. (Lv/an:

w___ VENICLE CAEW
E53(] Chew o
=1

BONUS ACTIONS =

MOVEMENT

COMBAT SPD »

TOP 5FPD =

COMBAT SFD »
TOP 5PD »
MANEUVER =

ELECTRONICS

SENSORS =
COMM =

FIRE CONTROL
v ARMOR
LIGHT DAMAGE »
HEAVY DAMAGE »
OVERKILL

-
i &
.
- FUEL SPENT »
[
[
LY
[
-
=

v WEAPONS

WEAPON 01
1 WEAPON 02
WEAPON 03
WEAFON 04
WEAPON 05
WEAPON 06
WEAFON 07
WEAPON 038 »
WEAFON 09 «
WEAPON 10 =

 PERHS

PERK 01

PERK 02

PERK 03

NAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special
Buzzsaw MkKII Chaingun LAAC Turreted 2 4 8 16 0 xB | 4] 6 -
OCH
o NAME RATING GAME EFFECT
Automation 2 Autoloader, acts as 2 crewmen
Sniper System +1 to LAACs at Long and Extreme range
Weapon Link Links all 4 LAACs
1
NAME RATING GAME EFFECT
Exposed Fire Control “Fire Control” hits are one step worse
|
NAME RATING GAME EFFECT

None

?go Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.
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PERK 04

PERK 05

PERK 06 =
PERK 07 =
PERK 08 =
PERK 09 =
PERK 10
PERK 11 =




CII

= THREAT VALUE: - size: [N

JHMATIO
« PILOT NAME:

* RANK:

* SOUADRON:

* AFFILIATION:

VEHICLE CREW
* CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:
* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

* COMMUNICATION:

* FIRE CONTROL:
AAMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

* OVERKILL:

VEHICLE CREW

CREW »
BONUS ACTIONS =

v
-]
-

MOVEMENT

COMBAT SPD »
TOP SPD =
COMBAT SPD »
TOP SPD =
MANEUVER »
FUEL SPENT
ELECTRONICS
SENSORS »
COMM »

FIRE CONTROL »
ARMOR

LIGHT DAMAGE »
HEAVY DAMAGE »
OVERKILL »

y — WEAPONS

WEAPON 01 =
WEAPON 02 »
WEAPON 03 =
WEAPON 04 »
WEAPON 05 =
WEAFPON 06 »
WEAFON 07 »
WEAPON 08 =
WEAPON 09 =
WEAPON 10 »

R

PERK 01 =

PERK 02 =

PERK 03 »

PERK 04 =
FPERK 05 =
PERK 06 =
PERK 07 »
PERK 08 =
PERK 09 »
PERK 10 =
PERK 11 =

NAME CODE FIRE ARC S M 2 EX | Acc | Dam |Qty|ROF Special
Sergon 8 MW Laser Cannan LLC Turreted 5 10 | 20 | 40 | +1 | x16| 2 | O | -2 Dam. per R.B.
1 1
NAME RATING GAME EFFECT
Automation 2 Autoloader, acts as 2 crewmen
Sniper System - +1 to LLCs at Long and Extreme range
Target Designator 2 Designates targets for Guided weapons
Weapon Link - Links both LLCs
1
NAME RATING GAME EFFECT
Exposed Fire Control “Fire Control” hits are one step worse
i e
NAME RATING GAME EFFECT
Naone : 2
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ORMATIC
* PILOT NAME:

* RANK:

= SQUADRON:

* AFFILIATION:

VEHICLE
= CREW:
* BONUS ACTIONS:

MOVEMENT

* PRIMARY COMBAT SPD:
* PRIMARY TOP SPD:

» SECONDARY COMBAT SPD:
* SECONDARY TOP SPD:

* MANEUVER:

* DEPLOYMENT RANGE:
ELECTRONICS

= SENSORS:

« COMMUNICATION:

* FIRE CONTROL:
ARMOR

» LIGHT DAMAGE:

B oeiec war. qv/a

VEHICLE CREM

CREW =
BONUS ACTIONS =

MOVEMENT

COMBAT SFD »
TOP SPD »
COMBAT SPD »
TOP SPD =
MANEUVER =
FUEL SPENT »

ELECTRONICS

SENSORS =
COMM =

FIRE CONTROL *

e
B « HEAVY DAMAGE:
e * OVERKILL:
NAME CODE FIRE ARC s M L EX | Acc | Dam |Qty|ROF Special
None as standard
o
: OER
NAME RATING GAME EFFECT
Emergency Medical Absorbs one “Crew Stunned” result (5 people)
Hostile Environment Protection Desert
Micro-lab 1 No penalty for Life Sciences rolls
Passenger Accommodations Medical beds for 2 patients (Military)
Passenger Seating 4 seats for medical personnel and patients
il
NAME RATING GAME EFFECT
No Sensors Cannot use Active Sensors
|
NAME RATING GAME EFFECT
None
| i,
E If Lopyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.
: e =

ARMOR

LIGHT DAMAGE =
HEAVY DAMAGE »
OVERKILL =

WEAPONS
WEAPON 01
WEAPON 02
WEAPON 03
WEAFPON 04
WEAFON 05
WEAPON 06
WEAPON 07
WEAPON 08

WEAPON 09 »
WEAPON 10 »

PERK 01
PERK 02
PERK 03
PERK 04
PERK 05
PERK 06
PERK 07
PERK 08
PERK 09
PERK 10
PERK 11




NAME

CODE

FIRE ARC S M L

Acc

1 NRAMATIO
* PILOT NAME:

* RANK:

* SOUADRON:

VEHICLE CREW
* CREW:
+ BONUS ACTIONS:

v
=
eric]

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:

* MANEUVER:

* DEPLOYMENT RANGE:

ELECTRONICS
* SENSORS:
» COMMUNICATION:

* FIRE CONTROL:

* LIGHT DAMAGE:
= HEAVY DAMAGE:
* OVERKILL:

Dam |Qty|ROF Special

None as standard

NAME

RATING

GAME EFFECT AUX

GUMNERY (LV/AT):

Hostile Environment Protection

Desert

ELEC. WAR. (LV/AT):

VEHICLE CREW

CREW »
ONUS ACTIONS =

v
s
[ £

MOVEMENT

COMBAT SPD =
TOP SFD =
COMBAT SPD =
TOP SPD =
MANEUVER =
FUEL SPENT =
ELECTRONICS

SENSORS =

COMM =

FIRE CONTROL »
ARMOR

LIGHT DAMAGE »
HEAVY DAMAGE =
OVERKILL =

NN )

~ WEAPONS

<

WEAFON 01
WEAPON 02
WEAPON 03
WEAPON 04
WEAPON 05
WEAPON 06
WEAPON 07
WEAPON 08 »
WEAPON 09 »
WEAPON 10 *

~ PERHS

PERK 01 =

Life Support

Full

PERK 02 =

Micro-lab

No penalty for Life Sciences rolls

PERK 03 =

Passenger Seating

4 seats for medical personnel and patients

PERK 04 =

Sick Bay

4 patients

NAME

RATING

GAME EFFECT

Exposed Auxiliary Systems

“Auxiliary Systems” hits are one step worse

No Sensors

Cannot use Active Sensors

NAME

RATING

GAME EFFECT

None

PERK 05 =
PERK 06 =
PERK 07 =
PERK 08 »
PERK D9 =
PERK 10 =
PERK 11 »

T

G
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* VEHICLE TYPE:

* THREAT VALUE:
* OFFENSIVE:
* DEFFENSIVE:

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TOP SPD:

* SECONDARY COMBAT 5PD:
« SECONDARY TOP SPD:

* MANEUVER:

* DEPLOYMENT RANGE:

AP0
NAME

Ground

Ground 16,/96
/! » FIRE CONTROL:
/!

CODE FIRE

ELECTRONICS

B * SENSORS:
* COMMUNICATION:

ARMOR

* LIGHT DAMAGE:
* HEAVY DAMAGE:
* OVERKILL:

ARC S M L | EX | Acc |Dam |Qty|ROF|

v
nfa
i
., e

Special

None as standard

* MISCELLANEOUS:

 SIZE:

* ORGINAL DEFAULT SIZE:
* CREW:
* BONUS ACTION:

= COST:

* PRODUCTION TYPE:

NAME RATING GAME EFFECT
Cargo Bay 1 m3; saddle bags
Hostile Environment protection Desert
Passenger Seating Seat for one passenger
0
NAME RATING GAME EFFECT
Exposed Crew Compartment “Crew” hits are one step worse
Exposed Movement System “Movement” hits are one step worse
No Sensor - Cannot perform Active Sensor checks
NAME RATING GAME EFFECT
20,250 dinars None -
Mass Production

= INDV. LEMON DICE: 3

* VEHICLE TYPE:
= THREAT VALUE:
= OFFENSIVE:
* DEFFENSIVE:

MOVEMENT

* PRIMARY COMBAT SPD:

* PRIMARY TUF‘ISPD:

* SECONDARY COMBAT SPD:
« SECONDARY TOP SPD:

* MANEUVER:

* DEPLOYMENT RANGE:

NAME

Ground 8

Ground 16 / 96 kph

n/a

n/i

CODE FIRE

ELECTRONICS

* SENSORS:
* COMMUNICATION:
= FIRE CONTROL:

ARMOR

» LIGHT DAMAGE:
* HEAVY DAMAGE:
* OVERKILL:

a

ARC 5 M L EX | Acc | Dam |Qty|ROF

nfa fnfa
-2/10

Special

None as standard

» MISCELLANEOUS:

= SIZE:

* ORGINAL DEFAULT SIZE:
* CREW:

* BONUS ACTION:

* (OST:

* PRODUCTION TYPE:

NAME RATING GAME EFFECT
Hostile Environment protection Desert
Passenger Seating Seat for two passengers
)
NAME RATING GAME EFFECT
Exposed Crew Compartment “Crew” hits are one step worse
Exposed Movement System s “Movement” hits are one step worse
No Sensor Cannot perform Active Sensor checks
NAME RATING GAME EFFECT
7,500 dinars None -
Mass Produced

« INDV. LEMON DICE: 3

?s Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.




o FIELO AR R Y T e

* PRIMARY COMBAT SPD: * SENSORS:
* PRIMARY TOP SPD: * COMMUNICATION:
* SECONDARY COMBAT SPD: * FIRE CONTROL:
SECONDARY TOP SPD: RRMOR
MANEUVER: : * LIGHT DAMAGE:
DEPLOYMENT RANGE: * HEAVY DAMAGE:
* OVERKILL:

WEAPONS

NAME FIRE ARC Special

Main Gun FG Forward : ' IF

Ammo (Main Gun)

NAME GAME EFFECT

Hostile Enviranment Protection - Desert

Reinforced Armor Front; add to Base Armaor

vEHIELE BESEHIP“[IH Shielded Weapons - Absorbs first “Fire Control” hit

* VEHICLE TYPE:

* THREAT VALUE:
* OFFENSIVE: E NAME GAME EFFECT

» DEFFENSIVE: Exposed Movement System - "Movement” hits are one step worse

* MISCELLANEOUS: No Sensors - Cannot use Active Sensors

= SIZE: No Communication - Cannot communicate
* ORGINAL DEFAULT SIZE:

- CREW: DEFECTS
* BONUS ACTION: RATING GAME EFFECT
* COST: 267,200 dinars

* PRODUCTION TYPE: Mass Production

* INDV. LEMON DICE: 3

MOVEMENT ELECTRONICS

* PRIMARY COMBAT SPD: * SENSORS:

* PRIMARY TOP SPD: * COMMUNICATION:

* SECONDARY COMBAT SPD: * FIRE CONTROL:

= SECONDARY TOP SPD: ARMOR

* MANEUVER: * LIGHT DAMAGE:

* DEPLOYMENT RANGE: = HEAVY DAMAGE:
» OVERKILL:

NAME CODE FIRE ARC 5 M L EX | Acc | Dam |Qty|ROF| Special

NAME RATING GAME EFFECT

* VEHICLE TYPE:

* THREAT VALUE: H
* OFFENSIVE: NAME RATING GAME EFFECT
» DEFFENSIVE:

* MISCELLANEOUS:
» SIZE:

* ORGINAL DEFAULT SIZE:

* CREW: |
* BONUS ACTION: NAME RATING GAME EFFECT
= COST:

« PRODUCTION TYPE:
* INDV. LEMON DICE:

Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use,, ?7



VEHICLE RECOGNITI
I VEHICLE RECOGNITION CHART

Vehicles Recognition

| b

{
NV 65 |
Caiman APC Support Crocodile AFY
BE-B645 SA-230 58-255 SA-231 i
|
South Field Arfillery .
Varigus Codes |
4
Hun Light Battle Tank |
ST-79 ST-87 ST-88R
|
|
Cell Engineeing Tank |
EST-80 ST-84 ST-80

§T-12 ST-18

Blitz Visigoth Visigoth HHRN
5T-22 ST-15

o ——

4



—v_

Nightingale Nightingale NBC
MDU-15 MOU-21

Jackrabbit Combal Bike
Various Codes

Jachrabbit 8 Support Bike
Various Codes

Barnaby Transport
5V-688

* s = ‘ |
;= |

A= |
|| . ‘

=SS Lf“‘f". A=

Evil Eye FO Vehicle
FOV-4X

e



F T SR

= PILOT NAME:

* RANK:
* SQUADROM:

* AFFILIATION:

I cunnery vy IR ecec wag. (wyan: IR

VEHICLE CREW VEHICLE CREW

= CREW: CREW =
* BONUS ACTIONS: BONUS ACTIONS =

MOVEMENT

= PRIMARY COMBAT 5PD:

* PRIMARY TOP SPD:

* SECONDARY COMBAT SPD:
= SECONDARY TOP SPD:

MOVEMENT

COMBAT SPD =

TOP SPD =
COMBAT 5PD =
TOP SFD =

* MANEUVER: MANEUVER =

* DEPLOYMENT RANGE:
ELECTRONICS

* SENSORS:

* COMMUNICATION:

= FIRE CONTROL:

ARMOR

* LIGHT DAMAGE:

* HEAVY DAMAGE:

FUEL SPENT »
ELECTRONICS

SENSORS =
COMM =

FIRE CONTROL =

ARMOR

LIGHT DAMAGE *

on D ATI0
HEAVY DAMAGE »

OVERKILL =

WERPONS

NAME CODE FIRE ARC S M L EX | Acc | Dam |Qty|ROF Special

WEAPON 01 =
WEAPON 02 »
WEAPON 03 =
WEAPON 04 =
WEAPON 05 =
WEAPON 06 =
WEAPON 07 »
WEAPON 08 »
WEAPON 09 =
WEAPON 10 =

PERHS

NAME RATING GAME EFFECT AUX

PERK 01 =

PERK 02 =

PERK 03 =

PERK 04 =

PERK 05 =

PERK 06 =
PERK 07 =

PERK 08 =

PERK 09 =

PERK 10 =

NRRRNNNNAED * NUNNNNEEEN AN AN HEENNY

PERK 11

NAME RATING GAME EFFECT

NAME RATING GAME EFFECT

”‘ Copyrights 1998 Dream Pod 9, Inc. Permission to photocopy for personal use.
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SOUTHERN VEHICLES COMPENDIUN THONS

AR ARTILLERY

Caporal Nadia Venier positioned herself af the fop of the dune and removed the cap
onher rifle’s sight. Low-light amplification and a digifal felescopiclens trought her -
within spitting distance of the Northern formation; This was a big advance —Aller (B 15 a
MBTs. Hlemm and Tyburr fanks. it was an impressive display. But she was inferested 5 '
in the vehicle protected by a squadron of Jaguar Gears. Clustered with antennae, it |
was a Murdoch command vehicle, most likely carrying the regimental commander. \ i

Breathing evenly, she squeezed the trigger. Instantaneously, @ low-energy laser
heam reached ouf to the vehicle and bounced bach. R microchip calculated exact
coordinates from the infinitesimal lag time and & backpack comm system relauatl
those o the unit waiting on her.

Five hilometers away, @ massive Vandal arfillery platform downloaded the coordi-
nates and lef loose one of its Hellbringer missiles. The hupervelocity rocker hrtugeﬂ
fhe gap between attacker and farget in seconds. ;

Caporal Venier had just slid down the back of the dune when the Hellbringer hit.
The North was about fo have @ bad day.

The Vehicle Compendium series showcases the most common pieces of vehicular equipment used
by the armed forces of Terra Nova in the 62nd century. This second volume confains He fanks and
arillery pieces originally found in e Field Guide S2 and the Tactical Field Suppor. along with a
defailed recognition chart and ready-fo-play record sheets. In all, fhis second volume includes:

= [giman and its variants (Crocodile. Support Crocodile and Alligator)

= Elan [and its Evil Eye variant]

= Hun [plus the Ballista, the Hitfire. the Dstrogoth. the Celt and the Recon Hun)
= Visigath [including the Vandal. the Biitz Visigath and the _'l'rsiqu!iﬁ HHAR)

= Barnaby [and the Mother Barnaby)

= firtemis [and {ts variant. the Laser Arfemis]

= Nightingale [plus fhe NBC Nightingale]

= Jachrahbil [wifh one of ifs varianfs. the Jackrabbit 8)
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