Ground Combat

Ground combat al ows you to win control of other player’s pasitions through force of arms, without having to reducing
them to debris first. It is combined with space cmbat on a day-to-day basis. Ground combat is not supposed to be
instant and will most likely take days if nat weeks of pounding before one side wins.

The am of ground combat is usually to take @ntrol of a Starbase. When a Ground Party docks with a Starbaseiit is able
to enter ‘ Short Range Combat’ for control of that Starbase. This takes a number of days, during which the attadker can
slowly gain control of the Starbase. It is unlikely that control of a Starbase can be taken in one day unlessit is
undefended.

Every vehicle or troopinvolved haes an asociated acarracy and damage (as in space mwmbat) and their fireis direded at
targets dedded by their enemy lists. Ground vehicles generaly do more damage that spacewegpors but are limited by
their range and defence Ground Parties are the eaiest way to move mohil e ground units but they are quite susceptible
to spacebombardment until they engage with a Starbase

Boarding adions are aspeda form of ground combat. They are aquick and bloody adion to take cntrol of a Ship o
Platform. Boarding adions are fought during a turn and rot during the end o day battle. It is possble to board a Ship
whileit isstill moving or armed but this is not as eay asattadking one when it islanded, docked or disabed.

Weapon Range

All wegors have arange (spedfied in their Tech Manuals), and these are:

« Space All spacewegpons have this stting and can hit anything that they see Energy wegons can only target
things in line of sight, while missles can fire indiredly. Rail guns cannot be used to fire & other planetary
targets from the ground but can be used to fire indiredly at planetary targets from space Spacewegors aso
have aminimum fire range and cannot fire at docked positions.

e Orbital: This means that a wegoon is to all intents and purposes the same & a spacewegonwhile close to a
planetary body BUT does not have the extended range for combat in open space

e Planetary: Thiswegon can fire from anywhere on a planet to any other location, but not into orbit

e Sector: Thiswegon can orly hit things inside its current sedor.

e Short: Thiswegonisonly useful in short range combat for control of aposition.

When a allection of wegors have different ranges there is a posshility that atarget is picked that cannot be fired on
by al of your wegrors. Ground combat wegpons will generaly have arange lessthan spacewegons.

Position Spread

The Spread o a position determines how wegpon damage hits vital items and how groundbattlesare fought for control

of the position. Only Starbases and Ground Parties have avariable Spread. Ground Parties can dter theirs immediately
with an order. Starbases can set atarget Spread but the red Spreal of the Starbase only changes when they build more
complexes (new complexes are built at target Spread so the red Spread will tend towards the target as more wmplexes
are buil t).

Spread has 5set values:

Spread Percentage of Vital Damage | Starbase Scan Profile
Packed 100% 100%

Close 80% 166%

Normal 60% 277%

Open 40% 625%

Disperse 20% 2500%

The paositions Spreal affeds how much actual damage is done to its vital item (both for Starbase aad Ground Parties),
shown in the @ove table. This percentage damage done is increased for explosive wegoons (AR modifiers greaer than
1) such as missles, torpedoes and High Explosive ammunition.

For a Starbase the Spread aso affeds the scan profile it has (remember that at conversion all Starbases are paded). A
Starbase's adua Spreal may be between these values if it is changing it’s target Spread. For Ground Parties, Sprea is
set immediacy after the order is recaved and controls bath surface aea and damage that hits the items in the Ground
Party (as with a Starbase). The Spread of Ships and Platforms is fixed as padked.



Spread doesseveral thingsfor Ground Parties and Starbases:

e The anount of damage that hits items reduces as the Spreal incresse. When the position is paded dl the
incoming damage hits items, when it is disperse only 20% of the damage hits items. Using explosive wegors
such as massdrivers, proximity torpedoes etc. can counter the effects of Spread.

e The Spread determines the surface aeaof a position. The tighter the position is paded the smaller its surface
area This makes it easier to defend and harder to see. The surface area of the pasition is what determines the
Shield Thickness Scintillator Effect and Scan Profile.

» Tightly packed pasitions provide better defence for both attackers and defenders in a short range combat. This
makes casualti es lighter and means that the enemy can not easily plan on taking the Starbase by killing all the
defenders using vehicles, and troops will have to be deployed to do the job.

All ground pasitions fight best at a certain Sprea, if your position is matched to your troops’ ability to contral it, then
you will stand a better chance Ground bettles are only ever foucht over Starbases, Ships and Platforms and the
defending pasition sets the Sprea for the battle. Attading a Starbase with your Spreal set to the optimal spread for
your troops makes no differenceif the target’s Spread is different. For example, one should always use marines to board
Ships and Platforms (if you want to take control) as they perform best in packed onditions.

Note: Thereis an order ‘Change Soread (Once)’ for a Sarbase that all ows it to define its Spread once to acoount for
the ground combat changes. All Starbase havethis option astheyall start with a‘Packed Spread'.

Thingsto consider when choosing Starbase Spread:

e Marinesarethebest troop a controlling or taking control of positions. However theywork best under Packed
conditions, and ather troops may outperform them at different Spreads.

e Currently all Sarbases and outposts ae packed 0 increasing your Spread will decrease shield thicknesskcint
effed and increase you sensor profile.

+ Damage doneto your Sarbasewill depend on your defenceand your Spread. If you are too thiny Spread your
shields will have no real effed, while if you ae too tightly packed then all the damage that penetrates your
shield wil | destroy Starbases items.

e Outposts may not want to be seen and increasing Sread does increase \sibility. If a position is completely
hidden by caves increasing the Spread will not change anything, but any items that overflow from the aves
will be ‘more’ visible.

» Generally outposts should have Packed Spead and Sarbases sould have Close or Normal Spread
(depending onhow manymarines are avail able).

Casualties

When a Ground Party attacks a position from a distance the atadks are dedt with in the same way as spacecombat. The
damage caused is nat very discriminatory and will be blocked by armour, shields and other defences in the normal way.
It is considered the dtadkers are & least over the horizon for this kind of combat and hence it is difficult to pin point
individual items. The attackers will also have a tange of hitting nothing due to the Spread o thetarget .

When a Ground Party closes to ‘ Short Range' the attadks are only targeted at military equipment. All attacks will hit the
target and none will hit open space There will be more wllateral damage & bath forces can hide behind Starbase
structure. A tightly padked Starbase will take more llatera damage but bath defenders and attadkers will take less
damage and casualties. Most troops cause no collateral damage but tanks and other vehicles can make areal messof the
Starbase' s infrastructure. The amount of cover that a starbase gives attackers will depend on how much o the cntrol of
the starbase has been taken from the defenders.

Being docked with a Starbase is no protedion from a full ‘board side’ from the positions ground wegpors (although it
does mean it can not target you with spacewegons). It is necessary to be in ‘ Short Range Combat’ with the position
before you get additional protection from the Starbase structure.

Note: Defenders do no collateral damage to their own Starbase. Attacke's get the same chares of being hit in ground
combat as the defenders. This prevents a Sarbase's overwhe ming force destroying their own structure to wipe out
laughabl e attacks.



Short Range Combat

Short Range Combat is fought for the sole purpose of gaining control of an enemy pasition. It occurs when an attadker
is under a position’s external defences (shieds armour etc). This usually occurs when a Ship o Platform is boarded or
when a Ground Party docks with a Starbase to take ntrol of it. There ae only ever two sides in a Short Range
Combat, the attackers and the difenders. The group apasition falls into isbased on the original target of the battle.

There are two aspeds to Short Range Combat:
e Damage — This determines how many casualties the enemy has and is similar to pacecombat
*  Control — Thisisastrugde between both sides to dedde who gains control of the farget position.

Pasitions in Short Range Combat with a Starbase ae mnsidered to ke Spread within that Starbase and can nolonger be
targeted by spacerange wegpons from other Starbases, Ships or Platforms.

The battle for control of a position can take days to win, weeks with bigger Starbases. There are two ways to win a short
Range Combat:

By killing al or most of the defenders it is possble take control of a paosition. This relies on doing large
amounts of damage through tanks and the like. This ort of tadic will only work if you can kill the defenders
before they can kill you and will cause alot of collateral damage (especidly in packel Starbases).

e By having large numbers of troops it is posshble to take cntrol of a position possessing all strategic points
within that position. When a battle starts the owner has 100% control of the target position but as the battle
progresss it is posshble for the dtadker to gadualy take this control away from the owner. Each ground
combat vehicle or item has a number of control paints (troops have the most) and these are matched against the
enemies control points to dedde whom gains or |oses a percentage control of the paosition.

Control Factorsand Damage
Ground combat units have bath control fadors and damagevalues to represent how they perform in ground combat.

The ontrol fadors represent the aility of a ground unit to take a fortified locaion, without necessrily destroying
anything. All ground urits have apreferred Spread. When the targets Spread is different to this then the item will have
less effedive @ntrol fadors. For ead step away from their preferred Spreal an item loses half its control fadors. For
example, marines have 8 control fadors at their preferred Spread, which is paded. If they are used in a battle for a
Starbase with ‘Close Spread’ then they will only have 4 fadors ead but they will do the same damage. The tota
control factors of a position are the sum of al theindividual ground units, modified for the Spread of the target position.

The damage represents how effedive aground unit is at destroying the enemy. The damage done is unaffeded by the
preferred Spread of the units firing but it is affeded by the Spread o the target. All damage in Short Range Combat
either hitsthe enemy unitsor is collateral damage to the starbases gructure.

If your side has superior control fadors to the enemy you will push them badk and gain control of a portion of the
position you are fighting over. The more control fadors your side has the quicker contral of the target position will fall
to you. The odds of the battle are shown on the report eat round, asis the likelihoad of gaining control of the pasition.
It should be noted that there is arandom fador in the amount of control fadors that an attadker can bring to bea during
ead round of the battle and if the cntrol fadtor odds are even then the defender will eventually win. In this way battles
do favour the defender, but only slightly and only when the forces are simil ar.



Ground Combat Tactic

There are ®veral settings for ground combat tacte. It determines how you ad in Short Range Combat. Thes ae:

Combat Tactic Control Factors (%) Casualties (%) Damage Dealt (%)
Normal 100 100 100
Retred 0 100 0

Give ground 50 50 50
Defensive 75 75 75

Assault Position 150 200 100

Storm Position 200 400 100
Boarding 100 800 100

For a quick victory you should storm a position, however your losses will be grea and if you do not have an
overwhelming force you will be held badk. Defensive actions will prolong ground combat where you have sufficient
cortrol and the enemy have lots of heavy suppat. This can be useful when waiting for reinforcements. Retred is used
to gve up control of a Starbase. You do not lose ay prisoners to an ordered retrea (You do lose aound 20% when
thereis an automatic transfer of cortrol)

The first six combat tadics can be set using the ‘Ground Combat Tadic' order for Starbases and ground parties. The
boarding tadic is used when you board a Ship or Platform.

L oss of control

At the start of any ground battle the defender has 100% control of his position. Each round of the ground battle is
posshbleto lose or gain a percentage of this control to or from the atader.

The actual cortrol gained per rourd depgends on the control fadors of the dtaders comparedto the deferders. If the
battleisin favour of the attadkersthey will gain control of sedions of the Starbase. While the defender till holds at
least 75% control of the position it isvery difficult for the dtacker to gain grourd

The maximum control gained per combat round is mus of the dtadkers compared the mus of the Starbases complexes
(expressd as a percentage). So 1000mus of attadker vs. a 20 complex Starbase (20000mus) can only gain 5% control of
the Starbase per round. It is never posshle to take more than 10% control per round and the a¢ual amount gained wil |
depend of the number of control factors ead side has.

The table below shows the odds the attaders have in their favour vs. how much of the maximum control can be taken
of the position per combat round

Odds (in favour of attacker) | Lessthan 75% control | Morethan 75% control
2:1 33% 11%
4:1 60% 36%
10:1 81% 66%
20:1 90% 80%

For example, if the atadkers can gain potentially 6% control in a round and the odds of the battle ae 2:1 in favour of
the attacker then they are likely to take 2% adual control of that position.

While you control a Starbase you can till produce items and run complexes even though you are under attack. Your
efficiency will be reduced due to combat and how much control you haeve left over the Starbase. The attadker does not
gain production cgpadty until he takesfull control of the installation.

The more @ntrol an attadker takes from the defenders (on the contested position) they can explait the defensive vaue
of the starbases structure Letter, until finally they have the same berfits a the defender.

Defender Control Attacker Defence bonus
100% 0%

95% 36%

90% 64%

85% 84%

80% 100%




Capturing a Position

In ead round of a battle there is a thance that the position may fal to the atadkers. This can happen when al the
defenders are kil led, but it still takestime to control the installation.

The percentage chance that a Starbase will fall is based on the anount of control that the owner has, how big the
Starbase is and what seaurity it hasin place It isavalid tadic to crackdown on seaurity whil st in a battle - it reduces the
chance of losing o control BUT increases the dfect of the attad (lossof production). It is quite unlikely that a Starbase
will fal until you have lost over 50% control; more for larger or more seaure Starbases.

Current Control Level | Base Chance of L osing Pasition
90% 0.1%
80% 0.8%
70% 2.7%
60% 6.4%
50% 12.5%
40% 21.6%
30% 34.3%
20% 51.2%
10% 72.9%
0% 100%

The dance of losing the starbase (except when you have completely lost control a 0%) can be reduced by up to a
fador of four for a very seaure or large Starbase. The cance of losing dher paositions (Ship and Platforms) is naot
modified.

When control of the pasitionis|lost the following happens:
e The remaining mobile defenders retrea into a Ground Party. This GP will be placed in combat with attadkers.
10-20% of the retreaing vehicles and troops are captured.
«  All troops, officers and pditicds captured are cnverted to prisoners
* All enemy lists, pending orders, standing orders, authorisations and spacecombat targets are deaed.
e Theposition is transferred to the attading player with the most control factors. It isflagged as player owned.
e Theposition control is set to 100-(previous control) e.g. 10% control = 90% control after the transfer.

The battle continues, with the retreaing forcesattading the rew defencers at the Starbase the rext day.
No Defending For ce

When there ae no forces in a position you will gain control of it quickly providing you have sufficient troops and
control fadors to take antrol. It is nat posshle to take mntrol of an installation without control fadors. The speed of
the take over will depend on the size of the install ation compared to the cntrol fadors you have awailable. For example
100 marines $ould be dle to take a50 complex outpost in aday but 1 marine will t ake a week or so (50 complexes is a
big placeto search and seaire).

Boarding

Boarding is used to capture Ships and Platforms. Boarding is done in the orders part of a turn and not in standard
combat. Y ou can have multiple boarding in a day. There are two types of boarding:

» Active— These are initiated by using the ‘Board Position’ Order. The target pasition has to be caight before it
can be boarded. To do this you neel to have afast Ship with trador beans. You are dso subjeded to space
wegpors fire when you attempt to board the position.

* Passve—When apasition lands at ahostile Starbase it is autometicdly boarded.

When you bard a pasition the forces ent to do the job are defined by your boarding party report. If there ae no
boarding party items set thenyou will not bealde to board en emy positions (this is espedally important for Starbases).



Boarding Parties

Boarding perties are defined on your position showing what forces will be sent to baard. This does not effed how you
defend yourself againgt attadk, only what you send against others. Being able to seled a boarding party will prevent
incidents where you wipe out all your crew or your ground forces by sending everything against avery hard target.

Boarding parties are set-up by using the ‘ Set Boarding Party’ Order. This allows you to seled an item and how much of
that item you wish to send on boarding adions. You can spedfy boarding parties with items that you do not currently
have in your position. This means you do not have to resize your boarding perty when you get low on one item or
receave reinforcements. When the boarding occurs you will only send items available & the time. Only certain items can
take part in boarding a position due to the limited space involved. Generaly only 1 mu items and troops are dlowed to
board positions. Thisis not dways the cae axd exceptions to the rule will be explained in individua tech manuals. If
you cannot use an item to baard positions then the ‘ Set boarding Party’ order will tell you.

A typicd boarding party report is own below. It shows how many units you have available to fill the boarding perty
roster and the maximum (MAX) units you would like to send. It aso lists the damage and control fadors you have for a
boarding.

-Boardin g Party Re port -- - - ----- ceen coeen o i i e o

Qry UNITS MA X DM G FA CTORS |

10 Human Crew (5 05) 10 10 10 |
100 Human Marine (506 ) 10 00 20 0 80 0 |
6 |

|

25 4 98 6 |

|

|

|

|

| 11 Human Veteran Marine (5 12) 1000 44 17
[ — -

|

|

|

Active Boarding

Active boarding occurs when you try to baard a position that is cgpable of either fighting bad< or running away. Active
boarding isinitiated during your positions turn, and is done & $on asyou have the TUsavailable o perform it. If ther e
are other positions that support or defend your target at the same locaion (when you issue the board order) then a full -
blown spacebattle will beinitiated and your boarding will be performed the next day (if you survive).

If the pasition you are boarding can move then you reed the foll owing to attempt aboarding action:
* Youned to be &le to scan the position; justsedng it once is not enoudh, howewver knowing it is at the arrent
location does improveyour charces of scanning it.
* You ned to betwice asfast as the target Ship after tractor beansfrom both sidesare acounted for.
* Youned to hawe atleast one tractor beam.
If the position cannot move, islanded or docked then you can aways attempt to board it.

If you are @le to board a position then you need to approadch it and during this approach the target can attempt to
destroy you. If the target is landed or docked then it does not have ay time to read to your approach and cannot target
you with spacewegpons.

If atarget isableto fire on you it is allowed four round of space ombat with al its wegpons against you, while you do
nothing but close the range to the target. In this gpace ombat the eitire volley of enemy wegoons will hit and the
damage done by ead weagpon is doubled (as you are gproaching to a range where the enemy can spat wesk pants on
you position). If you survive you will proceal to baard the position. Generaly it is best only to baard crippled targets
as heavy armed Platforms reduceincoming boarders to atoms.

Starbase Auto Boarding

When a Ship lands in a hostile Starbase it can either be automaticdly boarded or blasted with the full ground force of
the Starbase (or bath) depending on how the Starbase governor sets his options. The options for boarding are set
through the ‘Boarding Options' order and are displayed on the ‘ Boarding Party Report’ for a Starbase. The default for a
Starbase is to attempt to board a Ship that lands and then blow it up if the boarding fails. A large Starbase should have
enough tanks etc. to completely destroy a landed Ship and the Ship will not be ale to respond with spacewegons due
tothe doserange.

Note: Until a boarding party is st all Starbases will board Ships but it will fail. The ship will then be blasted in ground
combat. Also baarding paties iould be large (1000 marines will most likdy capture a Shp with 100 marines) but



making themtoo large will open the Starbase to massvelosses. For instance Ships landing with a 10® soldiers will be
very difficult to board and it may be better to lose a small force and then leave it rather than boarding with alarge
number which are all destroyed.

Boarding Combat

The short-range part of ground combat for boarding is similar to normal combat, except:

e There aeonly ever two sides (attadker/boarder and defender).

e Theattadker usesthe ‘Boarding’ ground combat tadic with the heavy | osses that incurs.

e Thedefender usesthe ‘Normal’ ground combat tadic.

e Thedefender can lose up to a maximum of 25% control per round o combat (rather than 10%).
The rulesfor ‘Lossof Control’ are the same but there are no modifiersfor positions size dc.

Promotion and Veterans

In bath boarding and standard short range cwmbat the number of troops promoted from the surviving troops is 10%-
30% of the caudties. Veterans are esentialy bought with the blood of normal troops, this makes their effedive st ~
50 stellars (as you have to lose 5 trogps at 10 stellars ead to oldain one). Their advantage is that they areroughly twice
as effedive as a basic trogp of the same type and 0 after a yea they pay for themselves.

Scouting

Before entering into Ground Combat you may want to scout a paosition to find aut what kind of forces it has. The ‘ Scout
Locaion Order gives you information on the position at your current locaion. The acarracy of the information
depends on how many scout factorsyou haveonyour pasition (all trogps have 1 scout fador but scouts have 4). Below
is an exampl e of ascout order

Scout A ccura cy: + -24% (15 6 Scout Fa ctors )
Scouting | ND STARB/ASE Sal amander ( XXXX):
Spread: Packe d

Control Factors: 69 378 Damage: 110254
XLight Vehicles: 45 51 Lig ht Ve hicle s:12 144
Medium Vehicles: 53 6 Heavy Ve hicle s:73 8
Turr ets: 140
Troo ps: 60 Basics

199 C rew

429 0 M arin es

125 3 S oldi ers

123 S tart roopers

Control fadors acount for the Spread of the paosition and hencedo nd aways reflect its offensive apaility. The
report gives you indicaions of the number of troops, turrets (anything that can fire but not move) and vehicles. The
vehicles are grouped as follows:

Type M ass (mus)
Xlight 1

Light 2-25
Medium 26-50
Heary 50+

Entering Range Combat

Before aGround Party can dock with a Starbase to enter Short Range Combat it has to enter the Starbase’ sground
sedor and thiswill initiate afull space and ground bettle if the Starbase is hostile. To avoid complete destruction the
ground party will need to be st to a ‘ Disperse Spread’ (default for a nrew groundparty), this will reduce the camage
donre by the hostil e Starbase. The small items (such as trogps) will soak incoming damage when the Spread is set to
disperse, as eat wegpon will only take out 1 or 2 items and the rest of it's damage will be wasted.



Ground Combat Related Orders

»  Ground Combat Tadic (GP/Starbase)

»  Set Boarding Party (Ship/GP/Starbase)

»  Clear Boarding Party (Ship/GP/Starbase)
*  Board Position (Ship/GP/Starbase)

* Boarding Options (Starbase Only)
Examples

Ground Combat

Ground Combat tac tic: Stand ard
Launched 3088 Space Fi ghter s
Targets : None

Ground Battl e for the Contr olof IND Starb ase ( XXXX)

Round 1 : Battleis 11: 8in favou rof Attac ker

Defe nder |ost 0.14% control [99.86% ]
Round 2 :  Battle is 4:3 in favour of Attack er

Defender lost 0.06 % control  [99. 8%]
Round 3 :  Battle is 4:3 in favour of Attack er

Defender gained 0.54% c ontr ol [1 00%)]
Round 4 :  Battle is 4:3 in favour of Attack er

Defender lost 0.05 % control  [99. 95%)]

Attacki ng Pl R Bruiser (YYYY)

Round 1 : 451 Battle Ta nk - 244 da nmage
754 Batt leT ankmkll - 500 da mage
140 Heav yBa ttle Tank - 360 da mage
2452 Human Mari ne - 106 da nage
26006 Hu man Soldi er - 2008 d amage
5465 Human Ve tera n Mari ne - 396 da nage

47 Light Tank - O damage
Round 2 : 450 Battle Ta nk - 284 da mage

747 Batt leT ankmkll - 809 da mage
14 0 Heavy Battle T ank - 0 damage
2442 Human Marine - 106 da nmage

25850 Hu man Soldi er - 1996 d amage
5421 Human Ve tera n Mari ne - 452 da nage
46 Light Tank - 11 damage
Round 3 : 445 Battle Ta nk - 335da mage

74 1 Battle Tankmkll - 603da nage
137 Heav yBattle Tank - 270 da mage
2429 Human Marine - 108 da nmage

25685 Hu man Soldi er - 2192 d amage
5390 Human Ve tera n Marine - 476 da nage
45 Light Tank - 11 damage
Round 4 : 441 Battl e Tank - 289 da nage
739 Batt leT ankmkll - 627 da mage
137 Heav yBattle Tank - 180 da mage
2414 Human Marine - 94 damage
25546 Hu man Soldi er - 2052 d amage
5345 Human Ve tera n Mari ne - 360 da nage
44 Light Tank - 31 damage

In coming Fir e fro m PIR Bruiser (Y  YYY)
Round 1 :
1000 De wiek Marin e - 52 damage
20000 H uman Marin e - 780 da nmage
20000 Hu man Soldi er - 1448 damage
Round 2 : 97 Batt |eTank - 110 da nage
980 Dew ek Marine - 54 damage
19598 H uman Marin e - 726 da nmage
19568 Hu man Soldi er - 1552 d amage
Round 3 : 90Batt |eTank - 201da nage
965 Dew ek Marine - 46 damage
19183 Human Mari ne - 752 da nmage
19137 Hu man Soldi er - 1396 d amage
Round 4 : 88Batt |eTank - 30 damage

Ground Combat run s at the
sanet i me as space comb ata nd
fi ghter s are | aunc hed as
normal e ven t hough they are
not used.

The control bat tle in this
case is ve ry clo se and ea ch
round ther e i s the chan ce
thatt he attac ker ord efend er
will gain g round e ven thou gh
the attack er has a slig ht

advantage. If t he odds are
mwch more in favour of t he
attacker then much more

control  is gained.

The Short Ra nge Combat is
di ffere nt to spa ce combat in
th at all the at tacks hi t but
the actual d anage done is
si gnifi cantl y less t han t he
it ems ar e capable o f doin g.
This is due to the sh ieldi ng
nature o f the st arbas es
structu re and this shows up
in the damage rep ort.

ltca nbe seemthat soldie rs
do nmuch more da nage th an
ma ines but  they are not
contrib uting as much to
ta king co ntrol o f t he
starbas e as t hat hav e far
fe werc ontro | fac tors.



939 Dew ek Marine - 40 damage
18743 H uman Marin e - 702 da nmage
18698 Hu man Soldi er - 1612 d amage

PostBa ttle Summay
136 tro opsp romotedto vete ran.
Naval D amage: 3 Gatling Laser s (215)
1 OLi ghtP hoton Guns (300)
3 Sci ntill  ators (125
1 ShieldG enerators (119)
2 Shields (1 15)
Mil itar y Damage: 12Battle Tanks (825)
2 1Battle Tank nklls (826)
3 6 Gr ound Fight ers( 816)
3 HeavyBattle Tanks (829)
4 8 Hu man Marine s (50 6)
1 Hunan Mercenary (5 04)
6 03 Human Soldi ers( 507)

156 H uman Veter an Marines (512)

3 Lig htTa nks( 821)
Civilia n Danage: 2 Ali enPets (3 0139)
7 BasicEl ements (2)
6 Basi c Modules (410)
1 Fighter Bay (238)
1 ISR Type 4 Engines (155)
3 Ind ustri al Mo dules (400 )
5 Lig htHu lls( 60)
3 Metals (1)
2 Mine (10 02)
4 Pat ches (45)
1 Structural module ( 420)

Boarding Example

>TU 165: Board Ship{2 3761}

Attemptin  gto board IND SHIP Happy Chicken (23761):

Round 1: 10 Photon Gun - 10 hit s - 1040[ 1200] damage - 100%
Round 2: 10 Photon Gun - 10 hit s - 1026 [ 1200] damage - 100%
Round 3: 10 Photon G un - 10 hit s - 1043[ 1200] damage - 100%
Round 4: 10 Photon Gun - 10 hit s - 1031[ 1200] damage - 100%

Post Battle Summar 'y
Naval Dam age: 4 Gatl ingL asers (215)
7 Shie | ds ( 115)
3S pace Fight ers( 246)
1 5 Tractor Beams (340)
Military Dama  ge: 2 Huma Crew (50 5)
5 Human Mari nes (506)

2 Huma Veteran Marin es(5 12)

Civiian Dama ge:1 Brid ge (1 00)
4 1 CargoBays (1l 34)
6 Thru st En gines (160 )
Ship hulls have taken 8000 damage (80%)

Boarding Acti onfo r the Control of DTR Happ y Chicken (23761)

Round 1: Battle is 38:7 in favour of Attack

Defe nder lost 12.3 2% control [87. 68%]

0.19% chance o flo sing contr ol
Round 2: Battle is 49:9 in favour of Attack

Defe nder lost 12.6 5% control [75. 03 %]

1.56% chanceo flo sing contr ol
Round 3: Battle is 43:8 in favour of Attack

er

Defe nder lost 12.1 1% control  [62. 91%)]

5.1% chanceo f los ingc ontro |
Round 4: Battle is 27:5 in favour of Attack
Defender lost 17.03% con trol

er
[45. 88%]

15.85% ch ance ofl osing cont rol

IND Happ y Chicken (23761)ha s fal lent o

the atta ckers .

From the fi nal r ound of
conbat it ca n be s een th at
th e atta cker has lo st abo ut
4000 t roops co npare d to few er
than 1000 tr oop lose s on the
Starbas es side . T his mea ns
th at alth ough th e attack er
has t he adv antag e i n contr ol
fa ctors the def ender s tan ks
will e ventu ally eat int o this
and th e ground combatw ill be
prolong bu t generally neith er
si de wi |1 wi n unle ss
re i nfor cementsar rive.

Due t oth elo wloseson the
defenders s ide ther e are very
fe w pro notio ns.

The Dbattle is also  causi ng
danage to the struc ture of
the sta r base as ma e

col late rald amage occur s.

Initial ly it is dec ided if
you can board the p ositi on
due t o spee ditra ctor bea ns
location etc. You can then
approac h the posi tion a nd
during th is appr oach the re
are 4 r ounds of space weap on
fi reagainst your ship (at x2

danage) wit h all its s pace
weapons .
If yo wur ship survive s the

approac h a b oarding par ty is
formed (as defi ned in yo ur
‘Boardi ng Party Re port’ ). T he
boardin g has 2 p arts, a

control bat tle a nd
in comin g/out going dama ge
part.

You need t o take ¢ ontro | o f
the ship in 1 day and you
have 4 rounds to do th ison.
If yo uf ail the ship retur ns
to 10 0% contr ol of t he
defender as y ou have been
driven off.

Each roun d ther e i s a
increasing cha nce tha t you
will take co ntrol as yo ur
overall con trol of t he
positio n i ncre ases [% ]. If
the positio n fallstoy out he
battle stop s. | n this ca se
the attack er was luc ky to
ta ke the posit ion in th e

fi nalr ound (15%)



98 Warbot - O damage
95 Human Mari ne - 2 damage

Round 2: 96 Human Vete ran Marine - 4 damage
94 Warbot - 4 damage
88 Human Mari ne - 0 damage

Round 3: 93 Human Veteran Marin e - 12 damage
87 Warbot - 2 damage
84  Human Mari ne - 4 damage

Round 4: 89 Human Vete ran Marine - 8 damage
81 Warbot - O damage
80 Human Mari ne - 8 damage

Round 1: 34 Human Crew - 7 damage
50 Human Mari ne - 18 damage
Round 2: 32 Human Crew - 4 damage
48 Human Mari ne - 20 damage
Round 3: 30 Human Crew - 8 damage
47  Human Mari ne - 20 damage
Round 4: 26 Human Crew - 6 damage
45 Human Mari ne - 10 damage

Post Battle Summar 'y
2 troops prom oted tove teran.
Military Dama  ge: 1 5 Human Mari nes (506)
1 5 Hunman Ve teran Mari nes( 512)
2 1 Warbots (850)

Boarding Succ essfu | - Positi onno w underyo urco ntrol

Although t his bo ardin g was

success ful it was not
guarant eed as the ¢ hance of
lo sing cont rol shows -

Success i s only as sured wh en
100% of the defenders ha ve
beenki I led.

Bot h the attacker and
defender do damage to each
other ov ert he 4 r ounds BUT
th e att acker is at a lar ge
di sadvantage in ca sualt ies as
they are taki ng lar ge ris ks
to board the p ositi on. Ev en
th ough the defenders are
badly ou tnumbered, t he
attacker take s far mo re
casualt ies.

This ex ample show s mainly
maines bei ng used toboa rd -
fi ghtin g mainly for t he
control of th e posi tion b ut
it is possib le to kil a 11
the defenders tot ake contr ol
but u sing h igh dama ge
boarder s lik e sol diers or
ot herc reatu res.

During the bat tle some troo ps
will be promoted to  veter an
if the f ight was i ntens e
enough.



