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4. COMBAT (GENERAL)

4.1 INTRODUCTION

a. Combat Categories: Combat for all kinds of units is resolved using basically the same procedure, but combat between different unit types cannot happen. The types of units in the game, each with its own combat category, are defined in the table below. Details of each category that differ from the generic rules presented in this section can be found in the sections describing the unit types (also given in the table).

COMBAT CATEGORIES

UNIT TYPE
DEFINING COLOR
COMBAT CATEGORY
DETAILS

Character
White
Character Combat
Section 5

Character Spaceship
Orange
Character Spaceship Combat
Section 6

Starship
Blue
Space Combat
Section 7

Ground Military
Green
Environs Combat
Section 8

b. Combat Values: Every unit has an attack factor (AF) which indicates the basic number of d6 it rolls when attacking an enemy. This value can be modified (increased or decreased) by several circumstances in the game. Reductions and increases are all cumulative. However, a unit in battle always gets to roll at least one die, regardless of AF reductions. If modifiers reduce an AF to zero or less, the unit can still roll one d6 (unless its AF was zero to begin with(units with zero AF never fire), but its effects are reduced; a direct hit becomes a near miss; a near miss becomes a plain miss (i.e., no effect).

A unit can apply its entire AF against a single target, or split it between two or more targets. 

The endurance factor (EF) represents a unit’s toughness and durability in the face of enemy attacks. Generally, a unit will be destroyed if it receives or accumulates hits equal to or greater than its EF. If it receives or accumulates hits equal to or greater than half its EF, but less than the full EF value, the unit will be damaged (a.k.a. “damaged status”) and the counter is flipped over to its reverse side (“damaged side”) to represent this. Damaged units have decreased AF values and other disadvantages in the game.

{More properly, characters are said to be “wounded” when they reach this state, and ground military units are “decimated”. However, throughout the rules we will frequently used the term “damaged” to encompass this concept whatever the unit type.}

c. Attacker and Defender: The player that initiates or provokes a battle is termed “the attacker”. This is usually the phasing player, but not always. The other player is “the defender”. Sometimes in the rules a defender’s unit is said to “make attacks”. This refers to his unit firing at the enemy and does not affect his status as “the defender”.

4.2 COMBAT PROCEDURE

a. Set Up and Target Designation: Whenever a battle will occur, players must set up their pieces on any convenient flat surface. The defender sets up first. He may place his units in one line, if all will fight, or create a second line behind the “front” line with units that he wishes to protect because they are weak or valuable. This second line is called the “screened” line, and the units therein are said to be screened by those in the front. In other terms, the units in the front are said to be “active”, while those in the screened line are “inactive”.

The attacker then places all his units in the line; he cannot have screened units. He announces the attacks that each of his units will make, placing them if possible adjacent to their declared targets. This may be complicated in the case of units splitting their AF between two or more targets, and it may be necessary to make mental or written notes regarding the announced attacks. If there are screened defending units, the attacker may not declare them as targets now, but he can hold the fire of one or more of his units in hopes of breaking through to them later. 

The defender then announces his units’ attacks. First, each unit that is the target of one or more attackers must attempt to match their AF by firing back at them with at least the same attack factors. The unit does need to match each individual enemy’s AF on a unit-per-unit basis, but only as a group.  If after matching the attackers’ AF the unit still has surplus AF, it can be used to fire at other enemy units in the battle. Of course, the player has the choice of using the surplus AF on the same attackers. Defenders that are not targeted by any attacker unit are free to fire at any target available. Inactive (screened) units may not fire (Exception: If a breakthrough occurs). 

{Example: Three Rebel corvettes (AF 1 each, total 3) attack An Imperial heavy cruiser (AF 4). There are other ships of both players in the battle as well. The cruiser must at least match the three AF, but it need not fire one AF at each corvette (although it may do so if the player wishes). Instead it could fire all three AF at a single corvette, or two at one corvette and one at another. The cruiser has one surplus AF, which could be directed at some other Rebel starship in the battle. Or, if the Imperial player wishes, it could be added to the attack on the corvettes instead.}

b.  Attack Resolution: After all attacks by both sides have been designated, they are resolved in any convenient order, attacker first. Combat is considered to be simultaneous, so every unit gets to roll its attacks regardless of hits it receives in that round. All the AF that apply to a given target are added and a single dice roll is made. Every ‘six’ (6) that is rolled is a direct hit and causes two hit points to the target. Every ‘five’ (5) rolled is a near miss and causes one hit point to the target. All the direct hits and near misses rolled against a unit are added together. 

{A suggested system to avoid confusion is to mark all the hits that the attacker causes, but without flipping over those targets that reach damaged status nor removing eliminated units until after they have fired.}

c. Hits: If the hits equal or exceed the unit’s EF, it is destroyed. If the hits equal or exceed half the EF, but less than the full EF, the unit is damaged (see 4.1.b).  If a unit is not destroyed by hits, a marker with the number of hits suffered is placed upon it. A marker with the total hit tally is kept on it even if it is flipped over to its damaged side. 

Hits are cumulative. If a unit already has a hit marker when it receives more hits, they are added and a new hit marker reflecting the new total is placed.

The hit markers of all units of both sides are removed in each of the two interphases of the game turn. This can be ascribed to field repairs of minor damage, ground units receiving replacements, and characters bandaging minor scratches. Damaged status, however, cannot be removed for free in the interphases, and damaged units can only remove those hits that exceed half of their EF.

{Damaged status represents major problems that need some special efforts to repair.}

d. Break-Off: When combat is going against a player’s forces, or if he simply isn’t in the mood to fight, he can attempt to disengage with part of his forces or all of them. Break-off is handled differently for each Combat Category and therefore is treated in detail in each unit type’s chapter.

e. Combat Rounds: If after the first round of combat units of both sides remain in the battlefield, a new combat round can be fought. There is no limit to the number of rounds that can be fought as long as both players have forces willing or forced to fight.

f. Breakthrough: If every unit in the defender’s front line is wiped out (destroyed), the attacker may use his units that had held back their fire before to attack the defenders of the screened line. The defenders may fire back. If a breakthrough is not achieved, those units that had withheld their attacks lose them. They may not switch targets.

