5th Frontier War – Miscellaneous Notes

I tried to keep the gameset pieces and map as close to the original as possible, but changes were made through circumstance, design, or stupidity.  

I lost several of the original pieces, and was creative in filling in the blanks.  I don’t think the difference between a 5c-15 lift infantry army #242 being supplanted by a 5c-15 grav tank army #16 is going to make a major difference in the overall game.  However, please be aware that some changes have been made.  Also, the game might be short a few necessary pieces at some point.  If I haven’t made a piece you need – by all means – go ahead and make it.
The System Defense Boats(SDB),  defense battalions, and technology levels of world are shown to the upper right of their location.  The counters are color coded according to the owning player.  The values are:  #SDBs,  #Battalions, TechLevel#

There are holding boxes to the left of the game board for fleets (perhaps use a random value on the fleet markers to show the overall maximum movement of the fleet). 

Squadrons show their value on their classes – they are flip defined already.  Just flip them as necessary for battle losses, remove to the appropriate force box when they are removed from the game.  Values are:  Attack (combat factor) – bombardment – defense – movement.  Check the class and the piece symbol to see if the squadron is unstreamlined, streamlined, or partially streamlined.

Troops have their value shown both on the class and on the piece.  As the piece takes damage change the piece value – the class value will show what you started with.  Values are:  Combat Factor,  Tech Level.

When picking a piece that requires a random choice – I set up a “randomizer” force pool”.  For example, if I need three Zhodani BB sqns – I get all the Zhodani BB squadrons and transfer them to the randomizer force pool – randomly pick the three I need, then return the remaining pieces to the Zhodani troop force pool.

Unless the troops are being transported somehow – they should be show in a world box.  Otherwise they are in the fleet holding box or with a squadron.  I use the “sort” command to determine which troops go with which squadron.

Reinforcements and replacements are in the info pages.  Placement is noted here.

Imperial forces


Initial-Mercenary PSG (20-14), 1x 1c, 1x Asslt Carrier at Efate

Mercenary SPL (10-12) at Ruie.  Duke of Regina at Regina.  Named Col forces at corresponding locations.  


Marines may be on any world box with an Imperial naval base (including Quar).


Scout squadrons with any world having a scout base (including Zircon)


BB and CR squadrons in any system with a naval base.

Huscarles and mercenaries on any world box in the Imperium, Ruie, Quar, or Zircon.

Troops may be placed on any world box in the Imperium


Fleets can be made up of any squadrons or admirals.

Zhodani set up


Named colonial sqns and troops on appropriate world boxes or system hexes


Numbered colonial units can be put on the same worlds as named units


Fulacin battalion uses the secret base rule (any Imperial world)


Provincial governor at Cronor


Other units in Zhodani territory (on worlds, systems, on troops with squadrons)

Sword worlds set up


On any Sword World systems

Vargr


On any Vargr system
