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Warning!
Violence and War

This book may be inappropriate for young readers.

The fictional world of Macross Il takes place in the science fiction setting of future Earth.
It is effectively a war story. Alien life forms, giant robots, violence, combat and death are all

elements in this book.
Macross II™ is a work of fiction! The robots, weapons, aliens, monsters, characters and

places are not real. None of us at Palladium Books condone or encourage the use of guns or

violence.
Some parents may find the violence and war elements of the game inappropriate foryoung

readers/players. We suggest parental discretion.
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A supplement for the Macross Il Role-Playing Game.
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e AN AVENUE TO ADVENTURE

BY KEVIN SIEMBIEDA

What you hold in your hands is the first of three
volumes of Macross Il deck plans. These books will
present never before seen information and floor plans
for the various spaceships under the command of the
U.N. Spacy and Marduk invasion force. Of course,
some of the information is pure conjecture on our part,
based on analysis of the weapons and action in the
animated series. Other elements were gleaned from
Japanese translations and animation model sheets.
The end result is a graphically powerful look at the
inner workings of the giant spaceships.

From a role-playing point of view, the deck plan books
with details regarding mega-damage, weapons,
firepower, maps, and floor plans, will give the gamer a
wealth of information that can be incorporated in a
variety of ways in Macross Il role-playing adventures.

One application is that players can depart from their
usual one on one combat adventures to play the bridge
crew of one of the massive space battleships! They
can pilot the big ships into brutal and deadly, large
scale, ship to ship combat. The powerful ship may
stretch for miles and contain an arsenal that can
obliterate a world. At the players’ command are hun-
dreds, even thousands of mechanized troops and at
their fingertips weapons powerful enough to atomize a
small moon or decimate the surface of a planet. Of
course, in this high-powered combat, when death
comes it is likely to arrive in a blinding flash of light.
Crew and vessel are engulfed in a blaze that, for a few
seconds, burns with the intensity of a sun, fades and
vanishes in the blackness of space with only a cloud of
debris to mark their passing. | wouldn’t recommend
using long running campaign characters in these
titanic battles because a character can be lost in an
instant. Still, the magnitude of the conflict between
these big ships can be fun and a nice change of pace.
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The deck plans open up other areas for adventure
opportunities. Having the floor plans means a small
group of Valkyries or other armored troops could
penetrate the hull or one of the hatches and enter the
gargantuan spaceship! Their objective could be many
things: rescue civilians or fellow soldiers from the
clutches of the enemy, or perhaps to capture a Marduk
commander or emulator. Maybe they are sent on a
mission of sabotage — perhaps the ship’s engines are
more vulnerable to attack by small fighters from inside
the vessel than from outside through the mega-dam-
age plates of armor. Or our heroes could have been
sent inside the belly of the giant battleship to cause a
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distraction and create confusion. Another possibility is
that the characters get captured and must escape,
sneak through the vessel, find their vehicles and get
the heck out of there! Along the way they make a
startling discovery or uncover an enemy plot or plans
of attack. They may also have severalfire fights and be
on the run.

Similarly, the player characters may be sent to inves-
tigate or salvage a derelict spacecraft which may or
may not be booby trapped and/or contain some crew-
men/defenders. And so on.

The presentation of the big ships offer other possibili-
ties as well. Perhaps the player characters are crew
members on a battleship sent to guard some deep
space perimeter, or are stationed above Mars, or at a
mining operation in an asteroid belt. They mustbe ever
alert for infiltrators, spies, saboteurs, enemy strike
forces, enemy spaceships and other dangers.

An even bolder opportunity (requiring some work on
the part of the Game Master) is to take one or more of
the big ships and player characters on a mission of
space exploration. A similar setting might occuraround
an unexplained anomaly in outer space. Perhaps the
vessel was originally in pursuit of an enemy ship, when
both spaceships are caught in some sort of space or
dimensional flux and are hurled into a distant part of
the universe. The crew may try to find their way home
or be hopelessly lost. If lost, they may dedicate them-
selves to exploring that area of the universe or build
themselves a new life. Perhaps they even join forces
with some of the Marduk to survive, while other Marduk
and enemy forces are bent on their destruction at any
cost.

Remember, the magic of role-playing is that the pos-
sibilities are endless — limited only by your imagina-
tion. Enjoy the adventure.

1st row: Pierre Quellette, Claude J. Pelletier, Ghislain Barbe, 2nd row: Ben Miller,
Jeff Fortier, Totoro, Robert Dubois, 3rd row: Dominique Durocher, Jimmy Mah,
Marc-Alexandre Vézina, Jean Carriéres, Martin Ouellette

Fans of Palladium Books Inc. will see a number
of new names in the credits of this book. No, they
aren’t new Palladium staffers, but talented free-
lancers. Most of these people are the creative
talent behind lanus Publications Inc. and Dream
Pod 9 Design Group. In addition to producing a
pair of regular magazines known as Protoculture
Addicts and Mecha Press (both worth taking a
look at), the folks at lanus created the Dream Pod
9 Design Group. The idea behind this organiza-
tion is to develop role-playing products for them-
selves as well as to create complete game pack-
ages for other role-playing companies like Palla-
dium Books Inc.

Although Palladium had complete approval and
control over the content of the entire book, we let
the Dream Pod 9 team cut loose on presentation
and graphic design of the interiors. We were not
disappointed. The graphics, deck plans, and art-
work are super —and give the Macross Il Deck
Plans Volume One a unique look of its own. Of
course, Palladium had Kevin Long whip up another
great cover to complete a terrific looking product. |
hope Palladium fans are as pleased with this book
as we are.

Two more deck plans books are planned for 1994,
so hangin there. The next two volumes will also be
designed by the Dream Pod 9 people and, if these
talented Canadians have the time, there may be
other projects developed by them.

s
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The massive firepower and damage capacity of the ships in
Macross Il require special rules and considerations. It must be
understood that the main ship weapons are intended for long
range bombardment of incredible force. They are designed to
smash large targets such as enemy ships, space stations,
moons and even planets!

As a result, none of the ships possess any built-in, short range
weapon system. Although some weapons, like the Forward
Light Lasers or the Missile Turrets, have a comparatively short
range, they are still classified as long range weapons. Mecha
are deployed against small hard to hit enemy fighters, space-
craft and targets. They are also sent against the enemy during
close combat (50 mile/80 km radius) as well as for reconnais-
sance, seek and destroy missions and precision strikes.

Note: The big ships are so heavily armored that the enemy
mecha rarely inflict significant damage, let alone destroy a
whole vessel. However, they can destroy communication tow-
ers, individual weapon turrets and engage mecha defenders.
This leaves us with ship vs ship combat and mecha vs mecha or
mecha vs ship system (turret, airlock) combat.

Most of the weapons mounted on ships are energy-based. They are
designed for long range attacks against large targets — the bigger, the
better. Small targets such as Valkyrie fighters or the Battle Pods are
almostimpossible to hitand can easily evade the beams of the big guns.
Such closerange attacks are usually taken care of by the defender's own
mecha force.

VOLLEY ATTACKS:

All ships in Macross Il carry hundreds of lasers. To roll to determine
strikes and damage for each weapon would probably take hours for a
single ship! It becomes impossible when dealing with normal multi-
ship combat,

Instead, the weapons are fired in volleys. This is true to what is seen in
the animation: massive blasts of concentrated firepower on one target
at a time.

WHAT IS A VOLLEY?

A volley is the simultaneous firing/launching of several energy blasts
or missiles at the same, specific target. All the blasts in the volley,
whether it be 3 or 40, are directed at that one target and CANNOT be
divided to strike several targets.

This greatly reduces the number of dice rolls needed and helps speed
up play. They are some restrictions when grouping the weapons into
volleys for firing:

MAXIMUM VOLLEYS PER MELEE PER WEAPON SYSTEM:
®  Main Laser Cannon........................ One blast every other melee.
e Light Forward Lasers........ Total number of Lasers divided by 3.

® LaserTurrets .................. Total number of Turrets divided by 3.

e  Missile Turrets................ Total number of Turrets divided by 10,
or Random Assault (see Missile
Weapons).

e Heavy Particle Cannon ............occoovr...., ..Once every 8 melees

HOW TO STRIKE:

The attacker rolls to strike for the entire volley of energy
blasts as if it were one unit. This means that the entire volley strikes
and does multiple damage or it misses and does no damage at all.

The procedure to strike is unchanged: the attacker rolls a twenty-sided
die (1D20) and adds the bonuses or penalties. A roll of four or less is
an automatic miss; a roll of five and above is a strike/hit. Unless a
specific target area was called before the dice was rolled, the damage
is subtracted from the main body.

The only way to avoid being struck is to dodge out of the way. Large
ships cannotdodge, but they can maneuver to reduce the effect of a blow
(see page 9 for details).

BONUSES AND PENALTIES TO STRIKE:

Bonuses to strike apply when the target is especially large — 1000 feet
(350m) or bigger. The skill and expertise of the weapon operator does
not apply to heavy ship armament!

Penalties to strike apply when the target is small — 990 feet (301m) or
smaller — or very agile. The large weapons of the big ships are not
designedtoengagetiny adversaries: theirweapon systems aretoo large
and too cumbersome against small attackers.

BONUSES OR PENALTIES:

To Strike Target Approximate Size
T 20,000 ft (6096m) or larger
10 .. 10,000 1t (3048m) to 19,999 ft (6093m)
T RRR— | = 5000 ft (1524m) to 9,999 ft (3048m)
7 SR 2000 ft (609m) to 4999 ft (1523m)
H ..., 1000 ft (304.8m) to 1999 ft (603m)




<SP ) \J ¥ 400 ft (122m) to 999 ft (304m)
B 150 ft (45.7m) to 399 ft (122m)
3 AL A ] R S e 140 ft (42.6m) or smaller

Note: All small spacecraft/mecha/vehicles (990 ft or smaller) get an
automatic dodge against large energy blasts/volleys.

MODIFIED DODGE FOR LARGE VESSELS:

Large vessels — 1000 ft or bigger — are too massive and slow to
dodge or move completely out of harm’s way. They can, however,
maneuver so that they receive only a glancing blow instead of the full
attack.

The roll to dodge is unchanged: the defender must roll a twenty-sided
die (1D20) and match or better his attacker's roll to strike. A failed roll
means the ship takes full damage. A successful roll means the ship has
completed the maneuver and takes only one thirdof the normal damage.

DAMAGE FROM A VOLLEY:

Ifatarget is hit by a volley, the attacker rolls the appropriate damage for
each energy blast contained in the volley.

This can lead to rolling buckets of dice, so an alternate method can be
used when dealing with volleys composed of more than ten blasts. Total
the maximum damage possible caused by the volley, then apply 60%
of that total as the damage caused by the volley. Remember that, when
rolling lots of dice, the results tend to average out; we chose 60%
instead of 50% to better represent the awesome firepower of the
Macross |l ships while still keeping dice rolls to a minimum.

0f course, if the amount of damage received by a vessel would
obviously destroy it, then by all means forego the rolls and declare the
ship destroyed! The Game Master is the final judge in such a situation.

- MISSILE WEAPONS

Missiles are handled in a slightly different way than energy weapons.
Although they are also launched in volleys, the minimum number of
missiles per volley is TEN (10). Volleys can be made of any number of

o SPACESHIP COMBAT e—————OZAUGORUEZ UVORRA e

missiles — respecting the above minimum —as long as each Missile
Turrets fires only one missile per melee.

The procedure to strike is exactly the same as for energy weapons, as
are the basic rules for volleys.

BONUSES AND PENALTIES:

These are somewhat different because we are now dealing with guided
projectiles instead of streams of energy. Each missile can be pro-
grammed for a specific target and can correct its trajectory during flight.
Depending on the type of missile, the targeting system can be heat,
radar, laser or video-based.

Once a volley of missiles has locked in on a target, they will strike and
detonate. Large vessels cannot dodge them; the only option is to shoot
the missiles down before they hit (see p.38 of Macross 11I™: the RPG).

BONUSES OR PENALTIES:

To Strike Target Approximate Size
FM R e R 10,000 ft (3048m) or larger
=% | O S LT PO = 5000 ft (1524m) to 9,999 ft (3048m)
BB Rl andeaniiset 2000 ft (609m) to 4999 ft (1523m)
L S o 411 t (126m) to 1999 ft (603m)
R N S ——— R 410 ft (124m) and smaller.

*  +5ifa Smart Bomb

RANDOM MISSILE ASSAULT:

Missiles have a unique attack capacity called Random Assaulf. Instead
of being launched as a volley toward one target, each missile speeds off
in search of its own target. Note that at least ten missiles must be
launched, just like a volley.

Because of the missile's random seek-and-destroy program, more than
one missile is likely to home in on one target, even if there are other
targets available. Missiles have extremely simple computers, so they
lock on the first target available. Bright, they're not.

Unlike the usual directed volley, any number of missiles can link up to
forma volley against a single target. Furthermore, they are more likely
to single out smaller objects like Valkyrie fighters or Mecha.

e  Roll 1D4 pertarget, per twenty — or part of —missiles launched.

e Roll at least once for each available target, beginning with the
closest, until most of the missiles are accounted for. If less than
four missiles are not accounted for, consider them lost as some
are bound to stray off. If not, start again with the first arget.

Note: Ifonlyonetargetisavailable, 50% of all missiles will automati-
cally home in on it; the remainder will stray off.

The usual methods of dealing with missiles, such as dodges, shooting
back, outrunning and so on, are all applicable. See p.38 of Macross
Il: the RPG for more details.
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e SHIP TO SHIP
COMBAT SUMMARY

Macross Il ships are powerhouses: they have incredible weapons as
well as incredible armor. Mecha don't have a ghost of a chance of
destroying these behemoths — although they CAN inflict significant
amounts of damage to their individual systems. The best way to do this
is by close assault and hit-and-run tactics: get in, cause as much
damage as possible, and get out faster than you came in.

The only sure way of destroying these monstrosities is to attack them
with an equally powerful vessel. A typical ship-to-ship combat lasts
around 6 melees, provided no one backs out of the fight.

e STEP 1: ATTACKS PER MELEE:

Each ship can attack according to the capacities of its particular
weapon systems. Each player can now group the weapons in volleys,
taking into account the limitation of each system. Some weapons will
not be able to fire every melee! The only weapon systems capable of
firing twice are the Laser Turrets. The order in which the weapons are
fired is entirely left to the player's discretion.

The release of combat vehicles (Valkyrie fighters, Battle Pods,
etc.) counts as one attack, so one weapon system (player's choice)
will not be able to fire that turn.

e  STEP 2: INITIATIVE:

Each of the commanders of the two vessels rolls for the initiative.
If there is no player character in command, the players take turns
rolling for their allied vessels.

As usual, a twenty-sided die (1D20) is used, highest roll wins.
Playersand their allies have a +2 bonus to this roll and they always
winties. If outnumbered, the players and their allies autoratically
win the initiative.

e STEP 3: ROLLING TO STRIKE:

The procedure to strike is explained in the text above (see How to
strike), Remember to add applicable bonuses. Only the described
bonusesapply, NEVER those of the commander or pilot or gunner.

e STEP 4: DODGE AND PARRY:

Only small vessels can dodge the large beams of the warships.
Large vessels can attempt to maneuver to receive only a glancing
blow (see Modified Dodge for Large Vessel).

e STEP5: RECORD DAMAGE:
Record any damage taken by the ship during the melee.

The number of Laser Turrets, Missile Turrets and Forward Light
Lasers decreases with the M.D.C. of the ship itself: remove one
quarter of the ship's Turrets or Lasers for each quarter M.D.C.
COMPLETELY destroyed, in addition to any weapon destroyed by
close assaults. The big weapons such as the Main Laser Cannon
or the Heavy Particle Cannon are NEVER destroyed unless specifi-
cally targeted!

SOME COMBAT TACTICS:

- The Forward Light Lasers, the Main Laser Cannon and the Heavy
Particle Cannon are all located in the front of the ship and can only
fire forward.

- Only Laser and Missile Turrets can fire at all angles.

- The engines are fairly vulnerable.
- The auxiliary engines are VERY vulnerable.
- TheMain Laser Cannon is fairly easy to destroy (only 1000 M.D.C.).

« MARDUK & ZENTRAN
\WEAPON SYSTEMS

All Marduk and Zentran spaceships are equipped with very similar
weapon systems. In order to save space, they are presented here
together: unless so noted, all characteristics are the same, regardless
of the ship's design.

1. MAIN LASER CANNON:

e This is an array of laser weapons located in the front section of the
main hull of the ship. The large number of lenses and their small size
means the Main Laser Cannon has no apparent nozzle or opening.




PrMArY PUIDOSE: .....cvvvervvvvseseressssssnissnsssssssenssnsssssinens Assault
Secondary PUIPOSE: .....cc.vvverieiinrias Anti-Warship/Anti-Planet
MBQA-DAMAGE: .......ooovvrvrriarsressenirsassessiessenseesiesins 1D8 x 1000
BARGEE...cohstinnsnrs i 200,000 miles (half in atmosphere)
RAE ORI Y o e fuskomenin frais Once every other melee
BRVIGRE. | - or s s R R R S Unlimited

2. FORWARD LIGHT LASERS:

The Light Lasers are mounted in batteries along the front and side
ofallMarduk and Zentranvessels. They are notvery powerful, but
if fired in large numbers they can be devastating.

Prmny PUIROSE. ovccissisemmiscsonississsissssassasssons Assault/Defense
Secondary PUIPOSE: ........vweveeriemrrrsssssessisseasensens Anti-Warship

Mega-Damage: ....... 1D6x 30 per Laser. ALWAYS fired in volleys
of three or more (mega-damage is per vol-
ley: 306 x 30 for three beams, 6D6 x 30 for
six beams, and so on).

BANGE: ...ovvveervienrrnnesssreessssasiens 60 miles (half in atmosphere)
Rate of Fire; ............Each individual Laser can fire once per me-

lee. Lasers can be combined in any volley
combination, as long as each Laser fires
only once per melee round.

PAVIOAM: «..secrmssimmmmsernsonsaepmsemssomasussimsmnsstanmansosssorsss Unlimited

3. RETRACTABLE LASER TURRET:

Scattered through the hull of every warship, the Laser Turrets
stand ready to pop out from under their sliding hatches to attack
any vessel which dared come too near. Each turret is capable of
360° rotation with a 180° arc of fire.

PUMATY PUIDOSEL . s s it Assault
Second R A 2 Anti-Warship
MEBADAITAGET. ..o o WP nerassomrEs b aie s ik 1D4 x 1000
371111 - K e T 200,000 miles (half in atmosphere)
Rate of Fire; ............ Each individual turret can fire twice per me-

lee. Turrets can be combined in any volley
combination, as long as each fires only twice
per melee round. Minimum number of tur-
rets per volley is 3.

BAUIDAML ... oncneomsresmesmmeronsemssoms bR aARS Unlimited

4. RETRACTABLE MISSILE TURRET:

These are very similar to the Laser Turrets except that they fire
missiles instead of laser beams. They can use several types of
missiles according to the mission at hand, but they generally use
HE warheads. Each turret is capable of 360°rotation witha 180°arc
of fire.

Primary PUIDOSE: .......cvveerenreerrersmsserenssnescessnssninss v AsSAUIE
Secondary PUIDOSE: ......vvvvveeecererracriirsssnessseneer ANL-WarSHIp
Mega-Damage: ...........oouveee.

s Varies with warhead used:

o SPACESHIP COMBAT e——UOZRUGORUEZ UVOKRL®

Medium Range Missiles

1. High Explosive: .....2D6 x 10 M.D.; range is 60 miles (80km)
2. Plasma; s 306 x 10 M.D.; range is 60 miles (80km)

Long Range Missiles

1. High Explosive: ... 3D6x 10M.D.;range is 1800 miles (2895km)

2. Plastias, i oo 4D6x10M.D.;rangeis 1800 miles (2895km)
3. Smart Bomb:........4D6 x M.D.; range is 2000 miles (3215km)
Rlast Badilis: ...ccoomicinmmmmsisisaios medium — 50 ft (15.2m);
long range — 80 ft (24.4m)
Balge: e s see above (about half the given range if fired
in atmosphere). Typical missile speed is

around 1800 mph.
Rate of Fire: ............ Each individual turret can fire once per me-

lee. Turrets can be combined in any volley
combination, as longas each fires only once
per melee. Minimum number of missiles per
volley is 10. Missiles can also be launched
as a randomly fired barrage (see Missile
Weapons, p. 9), but NEVER individually.

Payload:.................. Effectively unlimited due to the large supply
available

5. HEAVY PARTICLE CANNON:

The Heavy Particle Cannon is the most powerful weapon Marduk
and Zentran ships mount, and they can devastate whole fleets of
enemy vessels given half a chance.

The Cannon is hidden in the core of the ship along the main axis.
It needs five full minutes (20 melees) to power up its enormous
capacitors, then another minute (4 melees) to get ready to fire.
During this last minute, the ship’s hull seems to separate in half,
bolts of lightning jumping from top to bottom in an awesome
display of power.

Only then does the ship release the mighty beam. The beam lasts
for 15 seconds (one full melee!), destroying EVERYTHING in an
area one-mile wide by 100,000 miles long!

Primary PUIDOSE: .....cvvvvveerreeresiscmnsssnirssenes Assault/Anti-Planet
Seconaany PUMOSE. ..o, Anti-Warship

Mega-Damage: ......... Destroys EVERYTHING in its path, regardless
of M.D.C. and movement. The only way to
avoid the damage is to avoid being in the path
of the beam! If used against a planet, it causes
206 x ONE MILLION M.D. (1), leaving a crater
measuring 106 x 10 miles round and 3D6 x
100 feet deep. The resulting shockwave will
probably causes a fair amount of damage, too.

BANGE: ....covvvvvrerinirareiens 200,000 miles (half in atmosphere)

Rate of Fire: ............Once every eight minutes (32 melees), but
limited to 5 blasts per hour because of
energy requirements.

BAVIOAN. ..occomrsnsmmssommonssssmassesiwibbiniissiiimsn oo Unlimited
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* MARDUK FLAGSHIP (4000 m)

e ZENTRAN COMMAND SHIP (3000 m)

e MARDUK BATTLESHIP (2500 m)

* ZENTRAN DESTROYER (2000 m)
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Zentran Alphabet

ARUCOBRRUYQ AN

A BCDEFGHIJKLM

JUZBQOABH 5 ABG

NOPQRSTUVWXVY Z

Zentran Alphabet Examples

o € OV 4 DS
sncene- 0 7%, 0O QU7

Zentran Numbers

Ov & Y%\ >3 &

0O 1 23 456 7 89

Zentran Numbers Examples
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Front View (Prone) b’*

Firing Configuration

Bridge Station [

Transformation

OVERVIEW:

The Macross Cannonsare largetransformable battleships similar in design to the original
Macross Super Dimensional Fortress. They are only half the size, though, and much of
their interior is filled with complex systems, leaving little room for the crew. They are, in
effect, giant mabile artillery stations. Eleven Macross Cannons were built; ten are
stationed around the Earth and one orbits the Moon.

The Macross Cannons were not intended for deep space travel, so they are not equipped
with a fold system. They were built in space to form a defense network around the Earth
to repel any enemy attacks. Their transformation ability is a throwback to the old Macross
Fortress design, but it also serves to broaden the ship's main guns arc of fire.

The crew quarters are located in
the main body of the ship. The
“arms” and the “legs” have only
engineering catwalks in them,
and even those are pretty
cramped. The mecha are also
slored in the main body, with a
flight deck extending out of the
back.

More information about the
Macross Cannons can be found
inMacross|i:Sourcebook One.

AIRLOCK

VEHICLE TYPE:
Macross space battleship (transformable)

CREW:
ASSIGNET PEISONEL ....oovevceeossicrersessiosesesscssscessisssesessesessaeseesssssessssssessssssenes 12
Mechanized combat troops (Mostly VaIKYTies) .........c..ccovrvreronierrviivisnrriiinns 98
Al EROW . s ria ) o shew s sy s Py v v s vosn aoigs 96 + 58 combat troops
M.D.C. PER LOCATION:
Observation bubble (1, BriAge) .........eerreereersemmmssssmssessasscssiessienee 100
Communication antennae (3, bridge) ........ccoooccvvvcvecicnciic. 2000 €2CH
Bridge:fower* (1 o)t snmiiimmmimmmbmimimmmiom 2000
Leg thrusters*™ (2) .......cccoevee. ....8000 each
Small guidance thrusters (36) .........ccoweerrernccsisssssiiensmsnniennn 200 €3N
Main cannons (2, 1arge arms) .........cc.cveecrersmnessiosessessseneennenne. 4000 €2CH
Secondary cannons (2, smaller arms) ..........ccccccconciererrnennnnnnn. 2000 €3CH

e S



oN SPACY MACROSS CANNON e——0RU0V00 TRV e

Long range rocket launcher bays (8) .......ccoemiicsisiciiiniienn. 600 €ACH
Medium range rocket launcher bays (4, bridge) ...........cooveevvrrvncens 300 each
MR DA™ o snannmissmim aas s sssnmsmie ooa0

* Destroying the Bridge will deprive the ship of all form of long range communica-
tions, radar and targeting. The range and targeting capabilities are now equal toa
Valkyrie. The ship can still operate, but is -3 on initiative, -3 to sirike and and the
number of attacks per melee of the weapons is reduced by half.

**  If both leg thrusters are put out of commission, the ship will be floating dead in
space. The loss of one leg thruster alone will not impair the ship in any way.

*** Depleting the M.D.C. of the main body will put the ship out of commission. It will
explode in a fiery blast causing 204 x 1000 M.D. to a 2000 (610m) it area.

SPEED:
Mach 12.6 in space. The Macross Cannons are not designed for atmospheric use.

DIMENSIONS:
LBt (DRONEYS cisrscouprssisisssssisimpmsarns bomisiosnissimmssrmssissiesisssaiissivis AOUITIGLELS
Length (soldier combat pOSItION); ........vvvveveerincrreniiinienernsnneens. 249 MELETS
WVBIGITES ... cctinsmmaioessssnssnas shmmapmson trshtesmtessse ennssssesmnss i ter v O, DD [ORYS
Power System: ......................Combination nuclear, with 25 year life, and solar power
(indefinite life)
Gravity Control SySIem: ... INERINA
FOI SYBROMN: ....o...comminmimmimsniansiinsiiminsms oz None

WEAPON SYSTEMS:

o The following are abbreviated versions of the statistics of the Macross Cannon's
weapaons — just enough to actually use the Cannon in a scenario. Full statistics
ofthearmament can befound in Macross li: Sourcebook One.

The Macross Cannon has a total of 26 attacks per melee round (including missile
volleys), plus the main cannon ance every fourth melee, and the deployment of the
mechanized troops.

1. MAIN DISINTEGRATION CANNONS (2):

e Thesearethelarge cannons mounted on the shoulders of the soldier configuration,
They can be fired in either mode and are the most powerful weapon carried by the
ship. Note that both cannons are needed to fire the mighty beam:; if one is
destroyed, the other can fire a beam similar o the one of the secondary cannons

(see below).

SBOONMANY PUIBOSE: -vvcoviiisssicrivsssiiseesssavsstisrsiin ... Anti-Spacecraft
BARGE: <icsimsssnssomssmsmermnmmmmmiimamsonsss ...20,000 miles (32,000 km)
Mega-Damage: ............... Absolutly atomizes EVERYTHING in its path of fire!

That's an energy beam one mile (1.6 km) wide and
20,000 miles long. Nothing can survive in this beam.

..0nce every minute or four melee rounds.
... Effectively unlimited.

2. SECONDARY BEAM CANNONS (2):
»  These provide support fire for the big guns and defend them while they are

recharging.

Py PUTHOSES .o vvovsemmmmiisst st smssmmmicosssnissamessses misspsssssossmnper NSSAUN
ndary Pur ... Defense

211111 ... 16 miles (25.6 km)

Mega-Damage: ... .. 106 X 1000 M.D. or 206 X 1000 if both guns are fired

Simultaneously at the same target.

R ire: .......oconee........ Effectively 10 attacks per melee (5 per cannon). Each

cannon can fire at different targets.
PAYIOAD: ... snssesessssssseses s enssnssenneeen EHECHVEY Unlimited
3. LONG RANGE MISSILE LAUNCHERS (8):

e These launchers are scattered throughout the outer hull of the ship, ready to ward
off any attack.

Primary Purpose: Anti-Spaceship and Space Fighter
Secondary Purpose: Defense

Range: ..........cccooooooo..... Varies with missile type, but typically around 1000
miles (1600 km) in space.
Mega-Damage: ............... Varies with missile type, but typically 3 or 406 X10

M.D. per missile.

Rate of fire; ... ... Each launcher can fire once per melee, unleashing a
volley of four, six, eight or twelve missiles. One volley
counts as one attack, regardless of the number of
missiles fired.

Pavload: .........................640 missiles per launcher; 5120 fotal.

4. MEDIUM RANGE MISSILE LAUNCHERS (4):

e These launchers are located near the bridge and mostly serve to protect it against
attack.

... Anti-Spaceship and Space Fighter
... Defense

Varies with missile type, but typically around 80 miles
(120 km) in space.

.... Varies with missile type, but typically 206 X10 M.D. per
missile.

Each launcher can fire twice per melee, unleashing a
volley of four or eight missiles. One volley counts as
one attack, regardless of the number of missiles fired.

Pavload: ... 320 Missiles per launcher; 1280 total.

MOBILE WEAPON SYSTEMS:
VER2ES st b s sl
RABEIEAILL o R S et s
VF-25S SAP SPBCIAL .......ooreveeeeervvosisesssesensssssessssssassssensess osssssssssssssssssssnese
VE-TMS MELAI SITBN ..ot s
Delendar=EX MR Ml i i s S s essssbidsse s b s ot
Total number of combat-ready mecha: ...........cocevveeiiiiiineniiinnnnen. 58

[R5 =2 B = R = = R = -]

ADDITIONAL VEHICLES:
BEAEE SRR oo s R A e S S R B
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o SIDE VIEW/CUTAWAY
‘o AP KEY o

@ ... Elevator (human sized)
’A s Waste disposal

s paiwalk

e LI
. ElRvatOr (mecha)
USSR 11111114}

cooenn irlOCK

' s At
I. srmnawis i EYGADe Fod
@ ... Stasis/Computer tower

* LEVELS ONE A, ONE B AND ONE C:

eennsnasarersuensssnnassrarsresaenss SONSOF ANTEY
.................... Communication equipment

+esssseessss. GOMputer consoles

ISR S
vernensnarsesnnsnerssennsasnsess SPACESUIL locker
veesessesensess. Megting room/Dfficer lounge
Kitchen & food storage

cereeennnansnns GAptain’s office

[T I - R R
il ity e et e ph

e DRUOVOQ URUUY @

" » Macross Cannon Bridge =




oUN SPACY MACROSS CANNON e«——0RuyQU00 Ulbreisefe

%

o | EVEL THREE: LIVING SPAGE:
... Service corridor 2
veeneness- MESS Hall .
... Washroom |
Kitchen 2

.

+ess... Cold storage
Spacesuit locker &

i

.

o

o

aenenasenss PEISONNEl gquarter "‘
Officer quarter g

.... Space suit locker :
s

&
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o LEVEL SIX: MECHA HANGAR "
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«esssnsssanes REfueling and service point
«.«. Service hangar
Heavy lift

Flight deck
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Metal Siren |

OVERVIEW:

The Escort Carrier is a medium-sized ship often used by the UN Spacy to carry Valkyrie
fighters to the front. It is also assigned to patrol duty, where it is used as a mobile base
forfighter squadrons, reconnaissance and for rescue operations. The Escort Carrier'srole
is similar to the one fulfilled by the old Armed Platforms, but with added mobility; large
maneuver thrusters make the ship quite nimble for its size.

Most of the internal space of the ship is taken up by two large hangars, the lower one
serving almost exclusively for maintenance and resupply. The vessel has a crew of 130,
but can be operated by as few as 20 crewmen if necessary.

The Escort Carrier does not usually transport ground mecha, but when it does, all are
equipped with the space propulsion system.

VEHICLE TYPE:
Escort carrier

CREW:
TS e T R Tl
PHOS i i ascnsmssasammmissssssmsssioam s s s s g
TOMBLRIOWE cicanvisininisisimiviamabomsnasisioncvnasavonsovabvnsoien simernavasss 130*

2 Can also support an additional 40 crewmembers or passengers.

M.D.C. PER LOCATION:
Forward Laser Mounts (2) .........ccoveevecerverescrsssissscssssssssesssseneeeens 100 83CH
Missile LAUNCRETS (B) .......covvevrerrvreensrrirssssssssssenssssssrsresssssssssreseenss €00 83CH
150  each
Communication Antennae (2, Sensor TOWEr) .........cc..ccccevnniiieinn. 30 £2CH

Airlock/ACCesS NACHES (3) ......ovviiiirisisiiiiiisisssnisisssssssissseseness

SENEDFTOWEI™ it s s s
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Main Bogy™* .oz iismamiasonaiiie 1000
Main Enging™™ ™ (f6ar) .cciinimsinmmniimmmiiie 2900
Auxiliary ENgines™ ™ ** (2) ..cocvvvivvereeiienssiissnssiississnsnsiiensnenen. 1000 €8CH

* Destroying the Sensor Tower or the Bridge will deprive the ship of all forms of long
range communications, radar and targeting. The range and targeting capabilities
are now equal to a Valkyrie. The ship can still operate, but is -3 on initiative, -3 to
strike and and the number of attacks per melee of the weapons is reduced by half.

** Depleting the M.D.C. of the main body will put the ship out of commission. It will
explode in a fiery blast causing 104 x 1000 M.D. to a 1000 (305m) ft area.

*** Depleting the M.D.C. of the main engine will severely impair the ship, forcing it to
rely on its auxiliary engine.

****If both main and auxiliary engines are put out of commission, the ship will be
floating dead in space or will crash if the damage occurs in atmosphere. The loss
of the auxiliary engines alone will not impair the ship in any way.

The main engine is capable of sub-light speed: .10C or 16,000 miles per second
(in space only). Typical speed is only Mach 12.6, though. Auxiliary engines can
propel the ship at the relatively low speed of Mach 2.

BONUSES: .............cccooovvvvvricicsininnnennncen +4 ON iNitiative, +3 to strike, +4 to dodge
DIMENSIONS:
LBAGHNG seniimmasiusimesiamsiaswaEmTmshmsn 225 melels
HBIONE: <..ooooe e, D2.5 Meters excluding radar tower
WIAIN: i, 47.2 melers at maximum cross-section
WEIHE s cmmsrmmsamimmmmmamaspmwassms s 000000 1078
Power System: ...................... Combination nuclear, with 25 year life, and solar power
Gravity Control System: ..., InteMNG
Fold system: ....................... ceeneeeennn NONE

WEAPON SYSTEMS:
1. FORWARD LASERS (2, FRONT OF THE SHIP)

¢ Theseare two powerful laser cannons mounted in the front of the ship, just below
the main launch bay door. Their small size belies their power — when fired
together, they pose a threat to any small to medium sized ships. The Forward
Lasers are fixed and can only fire to the front.

rimary Purpose: .......... daanosallt

-Damage: ............... 104 x 100 M.D. or 2D4 x 100 if both cannons fire
simultaneously at the same target.

Range: ........c.ccoccooovcvrivirnrinnnnennneenn.. 80 Miles (106.4km: half in atmosphere).

Bate of Fire: .................... The lasers can fire five times per melee (15 seconds).

Payload: ..... eeerereneenns NiMited

2. MISSILE LAUNCHERS (6, TOP OF THE SHIP)

®  These launchers are lined up on top of the ship behind armored covers, three on
eachside. They can use several types of missiles according to the mission at hand,
but they generally use HE warheads. Each bay has a 90 degree arc of fire in all

directions.
ndary Pur| s sessssssesseeeess JEIENSE
Me0a-Damage: .........cccvvrriiiinnnns coreesiennenn, VAries with warhead used:

1. High EXpIOSIVE: ...........ooovcce e 206 X 10 MLD.
2. PIASMA: ... ssssssessssseenens 300 X 10 M.D:
SERAIUS: .........ooovvvvvenrrrrrreesssismsssnsseesesssssssssssessssssessseassessnnees 930 f (15.2)
Range: ............................ B0 miles (106km; half in atmosphere). Typical missile

speed is around 1800 mph.
Rate of Fire: .................... Each individual launcher can fire twice per melee. Each
launcher unleashes a volley of two or five missiles.
Missiles can also be launched as a randomly fired
barrage (see Missile Combat, p. 9), but NEVER indi-

vidually.

Payload ..., 200 missiles per launcher, for a total of 1200.

MOBILE WEAPON SYSTEMS:

M2 s R LI
VE-1MS Metal Siren (When available) ... 2
SPBBESNINIE o R S nasrirt]

DESIGN NOTES:

e On the bridge; the commander's section is located on a small ledge above the
general bridge area (indicated on map).

e Thearmory contains enough weapons and spacesuits to equip the crew.
*  The missile bays are normally not accessible from the inside.
e The passive sensors are not accessible from inside the ship.

*  Each lift in the main hangar measures 15 x 15 meters. A small tower near the lift
contains an airlock and the personnel elevator.

e The main bulkhead has a reinforced airlock door (100 M.D.C.)
e Service hall contains elevators, waste disposal, life support, etc.

~r

-
ik

CoEAQl e
Al Tl

i

T T

e

A

e

T

n—

e T e




o UN $PACY ESCORT CARRIER e——0yU04 UR0DUGDS
o NAP KEY o

@ ... Elevator (human sized)

o | EVEL ONE: COMMAND AND CREW SECTION:

coreemrennenenns WASIE diSposal

ceersveesnenens GAtWAIK

ssammeasssisissss LIIE

IRS— 1 TR

esssanssessssseresss ATTIONY
Bridge; commander’s section
Outer airlock

Airlock entrance and equipment locker Bl ...ooiieeenennna. Officers’ quarters & lounge

Elevator airlock - Missile launchers’ fire controls

Passageways to rear section

Duter Airlock

Engineering

Main engine

versmiessrssrrens PTIOCK
SO ; - v

. cscisniies E5CEPE PO

... Stasis/Computer tower

P m—. - [0 F

Main engine

Auxiliary engines' maintenance rooms
Auxiliary engines

Sensor blisters

Launch bay door system
Maintenance room

Ammunition storage
Maintenance hangar w/lifts
Maintenance catwalk

Airlock X
Service hall Ty 3
Main engine =1
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U.N. Spacy Fieet > U.N. Spacy Fleet > VF-2SS / SAP Launch Exterior Airlock

OVERVIEW:

Although it is the smallest of the Zentran designs, the Scout Cruiser is still huge when
compared to the present Earth-built UN Spacy vessels. Fastand agile—at least foraship
of its size — it is used for reconnaissance, light assault and support duty.

Assignment to one of these vessels is unpopular because its small size does not allow
for the presence of many of the usual luxuries installed on larger ships. Nonetheless, il
is a rugged design which tends to see much action.

CONTROL ROOM

VEHICLE TYPE:

Cruiser
CREW:

Zentran & MBItran (TUN-SIZ8) v.ouuusmrsmmsmisssmsssssssmressmmssssssssssssansisssssssssssss GO0
L 5L sy i e R Lt A -yl UG 5o/ )5 SRS 320
M.D.C. PER LOCATION:

Forward Laser MOUNS (8) .......rvrerercrvvemsvsiecssessssssnssessrermnemeinieins 00 €2CH

Laser Turrets (4) each

DA TOEEIS 16) it sesaivameis et hianizioe..- 00, 880R

MiSSHETUIBIEIRD) - cosessrsimimiisinssimsensssamsisisnsimsuasmsssnssinssss 1007 88CH

NI L AEET CATON s oot issss s ssssmmsssbssvvon OO

Airlock/Access hatEhes (22) ......cvmeeeremsmeermssesesisssssesensessernnees 100 €ACH

Retractable Weapon hatches (20) ......c...covveceeimmsrecesseecsssceecceernnners 80 BACH

Hull per 40 ft area* (12.2 MELers) ...........cocwowvvussisimmeeereseacssssnisinnsn: 60
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Hull per 500 ft area* (152.5 MBLEIS) .......eeiicerierevsimsseeseiesscesseesenss 190
Forward 1/3 of the ship** (main body) .......ccorvevererreerrreriiennnn 20,000
Main Engings™™™ (2, UPPBI TBAI) ........ovvvvvrrreersreeesssnnesmnermssanseees 9,000
Augiliary Engines**** (lower rear, main body) ...........ccoceervivineene.. 3,000

*  Punching a hole into a specific area of the hull — by completely depleting its
M.D.C. — will only give access to the weapon turrets access corridor (approxi-
mately 200 ft/31 meters wide). To gain access to the inside of the ship, one must
go through the second hull.

** Depletingthe M.D.C. of the front third of the ship will put the command bridge and
auxiliary command bridge out of commission. Itwill also shut down the entire ship,
including the following systems: life support, gravify control, communications,
weapons and engines.

***  Depleting the M.D.C. of the main engines will severely impair the ship, forcing it
to rely on its auxiliary engines.

**** |f both main and auxiliary engines are put out of commission, the ship will be
floating dead in space or will crash if the damage occurs in atmosphere. The loss
of the auxiliary engines alone will not impair the ship in any way. If both engines
are shut down, all other systems, except the fold drive, will continue to work.

The main engines are capable of sub-light speed: .16C. Auxiliary engines can only
propel the ship at Mach 5.

DIMENSIONS:
Height: ..... ... 170 meters at maximum cross-section
WIGHN: oo 355 MEtErs at maximum cross-section
WBIGHE: ..o sesenssssssssnisesssessenssssssssenennnne: 90,000,000 tONS
s AULO Heat Pile System

cereerienens: D00 MeteErs

Main Engine: .........ccooovcnmmicciiiminninisssisinnnes
Auxiliary ENGIne: ..................ocooccoomnmmciiiiniicinniiiicccnsecicssiceneensnssss FUSION TEACLOT typE
Gravity Control System: ...

Fold SYSIBM: ... AULD Hyperspace Navigational System

ceeenennns INtEPNAN inertia drive

WEAPON SYSTEMS:
Main Laser Cannon .......

T T L o A I o i I M e oo

MOBILE WEAPON SYSTEMS:
NAIRVOBVE28S i s R s i
Valkyrie: V-G8 SAP SPRBIAN ucciiin.coimisiaaiuississsnmmsiviieseissssssssernasiss
VF-XX Zentran Fighter
Zentran Powered ArmOr (010 EYPB) .....vvvvvveveresrrrreeeisesemsssesisssissssssssiiiens

Meltran Powered Armor (01d tYP) ...t siiseamsinnias

Standard Battiepod (01d YP.) .......c...reevvviererieiieeieece it ssisssnas

Officer Battlepod (01d tYPe) ......cccvrvinnrcmnmmsiissisesisssasnsssisansassens
Total number of combat-ready mecha: ..........ccociivivciiiiniinnnnnnn.

ADDITIONAL VEHICLES:

HUMAN S D08 SHUMIE o.corssoressimsmsssessssissmsirscsiissasmesntsssrersonsassit srssaeessestonasssa]
VF-2UA (N SLOTA0R) 1...vvvvevcveverrvseereemsssssrssssesesssssssssssmsssssssssesssssssssssecssssessesss &
Civilian Valkyrie (TeCON VEISION) .......vrvvvreermsssrscemssrsssessismssssssssssssssssssncs
Zentran Hover PIaHOM .cciiimammnnuiimmiinwimsinniimicsmsmmie 10
HUET HOVEE PIBEIOTITI < vvvvisiicstisriansasasonsnscssisbabisssosionsssssissiamisssssssssansrsnissiscas A0

DESIGN NOTES:

e Thenumberof mechaaboard has drastically dropped compared to the old Zentran
days for the same reason as the other reconverted Zentran vessels: space for decent
living quarters and maintenance bays.

*  The55mm “Phalanx" turrets are the same as the ones mounted on the hull of all
UN Spacy Zentran ships. "Phalanx” turrets get a +3 when firing on missiles.

ceevernennnenens DEIENSE

Primary Pur

ceenrrnseeeneennees AN=MisSile
wressnsereennser: 104 X 10 per burst

cerennne 10 miles (half in atmosphere)

... Each individual turret can fire two bursts per melee.
Turrets can be combined in any volley combination, as
long as each fires only twice per melee. Minimum
number of turrets per volley is 3.

.... Effectively unlimited due to the large ammo supply
available.

e Allmecha hangars and Zentran sections have human-size catwalks at half-height
running along the walls.

e The park is a much smaller version of the ones found in all UN Spacy ships.
e The human-size living quarters are small, but cozy and comfortable.

e The human mecha hangar is equipped with a large lift for rapid deployment
e The combat drop bay is equipped with a large lift for rapid deployment

e The shuttle bay only services small shuttles and civilian-type Valkyries.

ARMORY
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MAP KEY o Y o SIDE VIEW/CUTAWAY

& .....Elevator (human sized)

.................. Waste disposal
sivsnssessensesnisnnns GAIWEIK
R |
rivennnnnnns ElEVALOT (MECHA)

U .\ (1114}

260 ]

cevvennnnasrensennerees NTIOCK

iata HaTEN

teassssannensseess FOrWard weapon system
Zentran mecha hangar

+eeneesss LEALran and Meltran living quarters
Main engines

Main engine nozzle

Auxiliary engine

Auxiliary engine nozzle

Forward weapon system
Service hall

Fold system
Auxiliary engines
Auxiliary engines nozzle
Main engines

Main engines nozzle
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o | EVEL THREE: MEGHA HANGAR:

Service hall
esnnnnnsss Medical facilities
Supplies and storage

veenensses AUXiliary engines
«essssssneess AUXiliary engine nozzles

R R

versensennseneas WEApON bay for mecha
.......................... Human mecha hangar
............. Service hall

wesennnnnssssss Medical facilities

........ Supplies and storage

+ess--20-. Alixiliary engines

S
o

..... chadasinhussnsdus easheniond DY SOOS
......................... Weapon bay for mecha
rerseenensnenss SHUttle bay
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oJENTRAN COMMAND SHIP &————0V00RYT

U.N. Spacy Fleet

iy

™

Outer Hull

»AUVH560 Q6RO BBROLED
- > U560 0UCo oS
e A__—‘

Exterior Airlock

OVERVIEW:

The Zentran Command Ship was the second most powerful ship in the original Zentran
armada. It was placed under the command of low-ranking officers or commanders and
was used as a flagship for groups of a dozen ships up to small fleets of thirty vessels.

The Command Ship is remarkable because it possesses a characteristic which no other
Zentran designs share: it can separate into two ships. The bow section, which contains
all the heavy weaponry, can detach and descend in a planetary atmosphere to lead the
assault, while the larger hull remains in orbit with the main bridge and engines. Even if
the bow section is damaged or destroyed, its larger brother remains fully operational.

The Zentran Command Ship is

now a full part of the UN Spacy JHRIDUR & B AL
fleet. Itis still mostly managed by
full-size Zentrans, although the
fourth deck has been transformed /4
into human-sized living quarters.
Catwalks and additional waste Y
disposalfacilities werealsoadded = ) B"' G
throughoutthe levels (see plans). i e
VAR LAY

The UN Spacy has only a few of
these ships since they were al-
ready rare to begin with.

VEHICLE TYPE:
Command ship
CREW:
Human-size assigned PrSonel ..............cmisisosmsmennssissssessansressessess €390
Human-size combat trO0PS .......covivimmvicmrimererssvinisensiessiesssesssesnssenssarenss: 3000
Zentran Size asSigned PErSONE! ...........coooevereeeeermrmeessisseermsssssessseanecrssses 1990
Zenfran size combat troops ... T TATE RN TTIINU WL <. { |
TORLEFOW: o nssvisvmsmmimsassassaissassomessssssrsshons aravsswysnyoragus 12600

M.D.C. PER LOCATION:

Forward Laser Mounts (64) ...........ccoccevmvmmmonmnenicssnssssionnn 80 €3CH
Laser TUITEES (48) ... iessesensissesenssesisenssesnees 10 €2CH
MIiSSile TUTBLS (B8) .....voooveeerieriisirirsieeeseenieiesi e 120 each
“Phalanx” TUTELS (46) ......o..oovorcrreecrcesisseise e 90 €ACH
Main Laser Camnon. ..cxismmimssrmmsiimmasmmaimas Lo

Airlock/Access hatches (120) ........cocooneiisicicceiccneccnsiieneneen 170 €3CH




o [ENTRAN COMMAND SHIP e————tUooieC 0@U[Ze

Retractable Weapon hatches (160) ... ....100  each
Bomb bay-style Hatch (main ull) .........ccooovvevrvvensvccssecssrersssnenees 1000
Hull per 40 ft area* (12.2 meters) ............. ; .50
Hull per 500 ft area™ (152.5 MELrs) ...........cccccemvvvnrcrevensisiierenrennnn. 900
Bow ship** (forward 1/3 of the hUll) .....covevoceioceecricic e, 90,000
Main Engine™** (Dow SHip, 3) .....ovvveirsreeiersrsneersmnsiisisnninenns 11,000
Auxiliary Engine™ ™™ (DOW ShiP, 2) ....vvvvrererremnrsesiississiensnenes 6,000
Main Engine*** (main hull, 2) .......cooccvevcenrennnricnrieccerinereieeenn. 23,000
Augxiliary Engine™** (main AUl 2) oooovvovvcveressreeseseieiinen. 11,000

Internal surface of Heavy Particle Cannon

*  Punching a hole into a specific area of the hull — by completely depleting its
M.D.C. — will only give access to the weapon turret access corridor (approxi-
mately 200 ft/31 mefers wide). To gain access to the inside of the ship, one must
go through the second hull.

** Depleting the M.D.C. of the bow ship will put the command bridge out of
commission. It will also shut down the entire ship, including the following
systems: life support, gravity control, communications, weapons and engines.

*** Depleting the M.D.C. of the main engines will severely impair the ship, forcing it
to rely on its auxiliary engines.

**** | both main and auxiliary engines are put out of commission, the ship will be
floating dead in space or will crash if the damage occurs in an atmosphere. The loss
of the ausiliary engines alone will not impair the ship in any way. If both engines
are shut down, all other systems, except the fold drive, will continue to work.

Bow ship's engines are limited to Mach 6. Auxiliary engines can only propel the
ship at Mach 3. Note that only the main hull is equipped with the fold system: the
bow ship cannot fold by itself.

Main hull's engines are capable of sub-light speed: .16C or 32,000 miles per
second. Auxiliary engines can only propel the ship at Mach 1.5.

DIMENSIONS:
Bow ship Main hull
T e 1200 meters” ... 1800 meters**
Height at maximum cross-section: ..................... 550 meters.......... 750 meters
Width at maximum cross-section: ...................... 350 meters ....... 1000 meters
"250 meters are concealed under main hull / **without bow ship
Total length: ........ SeEN b AR N FAR AR TS SR AR A R daiauws b 3000 meters
NVRIOR e 180,000,000 tons (bow ship alone: 65,000,000 tons)
Main Engine: ... AlLO Heat Pile System
Auxiliary ENQine: ..............ccocooooovmveevnsomomrerernensiiovessssneessnneneenneno. 1USION ré3CHOT type
Gravity Control System: .............cccoooccovrevvvvenrivocssriseneenen iNternal inertia drive
Fold system: ...l o Auto Hyperspace Navigational System

WEAPON SYSTEMS:

Bow ship Main hull
Heavy Particle Beam Cannon ............cccooooioiciicoonncriieniinns | 0
Main Laser CaNNON .c..sississmimtminimini i Vst
FOWARD: LIONEEASET .ovvisiiimsmisiamim it s oL 1
SO P TUITRLS it remssensonsmtmnsssavasisives [V — .
L ) e I e N R ST B Al et O

T e el e . 0 48

MOBILE WEAPON SYSTEMS:

Bow ship Main hull
Valkyrie VF-2SS ...........oiencccnniceniccensicenenscseeneeeen 184 v, 1200
Valkyrie VF-2SS SAP ..........cooovvinicesesienecesseseeceeseseceens 39 veveeesvesssennnns 165
Valkyrie VF2-SS SAP Special ... 10 . 80
Melab ST VE=IMS ccihimimsimsaimmmitamisnn e v
VF-XX Zentran Fighter S T80

TamalEWE MR iy mm e s

Defender -EX MK. Ml c.oo.vveeeeeeeervevcessieeeeenerececcnsiscsessneens 10 oo, 24
Zentran Powered Armor (0ld type) ........o.cooovvvcereeeccernneen. 600 1. 900
Meltran Powered Armor (01d type) .........cevvvvevveeesvevcrrre. 540 oo 1977
Standard Battlepod (01d typPe) ........ocvocesecvverrieesevcerisrieennes 5 oo, 600
Officer Battlepod (old type)........ st 180
Fighter Pod (01d tYPE) ...coveevcersccerercecerrrn .85
Total number of combat-ready Mecha: ............cccccoovvvvirer. 625 oooovovce..... 6081
Total number of combat-ready mecha for the entire ship: ............. 6706
ADDITIONAL VEHICLES:
o [T b ] e R ey 8 SO S, 1
VR AT R O e, e ccciFtashimmiinmnsiises s st D
Zontran Haver PlaHOMMY ........o v ethessresissaberer Bt bssbssasssissssssssssmssinsansiss TOO
Human HOVer PIATOIM ..........oocooermrcieisnnressccssnssissesscsssessseeesesseessens 150

DESIGN NOTES:

*  Thenumber of mecha aboard has drastically dropped compared to the old Zentran
days for two reasons: one, reasonable living quarters had to be installed for all
Zentrans (even full-size) who had learned about comfort and liked it, and two,
space for maintenance had to be taken into consideration.

e The55mm “Phalanx” turrets are very similar to the ones mounted on military ships
atthe end of the twentieth century. The UN Spacy has learned to appreciate the low
cost/high efficiency performance of that weapon system, and so added them to the
hull of the Zentran ships to give them additional close-in protection. “Phalanx”
turrets get a +3 when firing on missiles.

Primary Purpose: ..... cosserennenens: DEfENSE
Secondary Purpose: ...... SRR )| {5 " [R511
Mega-Damage: ...... cvveeennnnereen 106 % 10 per burst
BANGE: ......oooovviiiiivicnnnemnnnnenssssnsssesseesnsnnennenn 10 MilES (half in atmosphere)
Rate of Fire: ... ... Each individual turret can fire two bursts per melee.

Turrets can be combined in any volley combination, as
long as each fires only twice per melee. Minimum
number of turrets per volley is 3.

Pavload: .............. Effectively unlimited due to the large ammo supply available.

e Thereare less mecha than actual combat personnel. This is intentional: it ensures
the rotation of the flight crew, enabling them to rest and making sure there are
enough soldiers on board. Typical schedule is two weeks on the flight roster and
one week on guard and stand-by duties. Everybody gets to fly and rest.

®  Allmecha hangars and Zentran sections have human-size catwalks at half-height
running along the walls.

®  Unlessotherwise noted, all ceilings are 60 meters high with a catwalk at 30 meters.
e Forall special facilities, refer to the Destroyer (p.34).
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ATIEE

@ .....Elevator (human sized)

g ceeeerrneneeen. WaSHE disposal

BB Cavalk

o SIDE VIEW/GUTAWAY

.............. Elevator (mecha)

cosmsssmssesssssnerasess MITIONY

RO .11111.1 1

I ................... Escape Pod
... Stasis/Computer tower

Human-size mecha hangar
Weapon bay for mecha
Repair shop

» Phalanx Mk. IV« B |

Communication/sensor blister
Human-size mecha hangar
Weapon bay for mecha

Repair shop
Spare parts hold
Top auxiliary engine

« Tomahawk MK. 11 and Phalanx Mk. IV < B I




Elevator hall
Bow ship's secondary hridge
.Service corridor

Human-size living quarters
--.... Human-size living quarters
“The Seven Mile High Club”

.... "Le Doux Palais”

Bow ship's park

Human-size living quarters
Connecting corridor
Connecting corridor's airlock
o A .. Repair shop
Human slm nel:ha hangar
Weapon bay for mecha

Spare parts hold

...... Communication/visual systems

Bow ship's main bridge
Elevator/service hall
Connecting corridor
Connecting corridor’s airlock

cesesenssa. COMmunication/visual systems
+.+... Main ship’s bridge service hall

Main ship's bridge

55 (5]
@”E_Bpsm (3] (5]

Human-size living quarters
Level four’s park

Repair shop

Human-size mecha hangar
Top auxiliary engines

.... Heat vents

Heat vents nozzle

«eussx. TOP auxiliary engines nozzle

A
Gnmm;ntl platform
Elevator/service hall
Medical facilities
Medical/scientific facilities

«eeo. Human-size mecha hangar

Weapon bay for mecha
«++... TOp Main engines
Top auxiliary engines

oo
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° LEVEI. THREE: LIVING QUARTERS:

o [ENTRAN COMMAND SHIPe
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o | EVEL SIX: ZENTRAN QUARTERS AND FOLD SYSTEM:

a;

Service hall -

Zentran living quarters - Fold system

Elevator/service hall - Lower auxiliary engines

Medical facilities > Top main engines

Top main engines (bow ship) - Top main engines nozzles

... Bow ship/main hull coupling mechanism o Lower auxiliary engines nozzles
weresssnsnnannnnsssnsaess LENETAN living quarters
Service corridor

L
i

A

Forward weapon systems y Service hall (Zentran quarters) * NOTE: ceiling of bow ship
Service corridor B ..oooreecersseensnseneen. Medical facilities is at 40 meters on levels 7
Zentran living quarters and 8, while main hull is at
Lower main engines the ’““d:‘::h f" .Ils“'l!h's
.. Bow ship’s main engines service corridor - Lower auxiliary engines  "c/nt on both levels. The
Bow ship’s main engi ; Lower auxiliary engi ? 49 iz yag i the how
ow ship’s main eagines wer auxiliary engines NOZZIes  gpy;0 hyll is filled with the
... Connecting corridor’s airlock (bow ship) - Lower main engines nozles systems of the Heavy Parti-

Connecting corridor (main hull) cle Cannon.

Forward Weapon Systems -
Zentran mecha hangar - Food storage
Bow ship’s engines service corridor - Water storage
Connecting corridor airlock (bow ship) - Recycling system
Bow ship's main engines - Food storage systems
Connecting corridor airlock (main hull) - Main ship’s lower main engines
Zentran mecha hangar - Lower auxiliary engines
Weapon bay for mecha - Lower main engines nozzles

e JULOIYT QQUY[Ze
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o | EVEL NINE: MEGHA HANGARS:

...................... Forward weapon systems -
< e e e e Zentran mecha hangar - | P e o | Lower main engines
- | AT T T A0t Weapon bay for mecha - | BRI Lower auxiliary engines

Bow ship’s auxiliary engines B} et aedennnshasgavduaipanss Armored trailing edge
- (R SRR T A S Coupling mechanism B il vesaiass Lower main engine nozzles
Bl #5 = qesannchasennncanrauhunnana Main bow support Lower auxiliary engine nozzles

- RS T Zentran mecha hangar
- | B R S L Weapon bay for mecha

i

e

Forward weapon systems
Zentran mecha hangar
Weapon bay for mecha

Bow ship’s auxiliary engines

Coupling mechanism
Main bow support
Zentran mecha hangar
Weapon bay for mecha

B A

L8
DJET

Communication equipment
Small bomb bay
Shuttle hangar

oJENTRAN COMMAND SHIPe
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Computer Display B> U.N. Spacy Fleet

£ ) »AUsse0 R84 GU6S

Quter Airlock

U.N. Spacy Fleet

Defender-EX Mk. IlI

Ground Mecha

VF-28S / SAP

OVERVIEW:

The Zentran Destroyer-class ships formed a large portion of their original invasion fleet.
The vessel's rugged design and even blend of weaponry and infantry made it extremely
popular with the Zentran High Command.

Now that the remnants of the Zentran fleet have been incorporated in the UN Spacy, the
Destroyer is a common sight to Spacy personnel. Most of the vessels have been modified
so that humans can serve along with the giant Zentran crew, although about one in five
ships remains in its original — giants only — state. The ship presented here is one of
the modified ones.

e CONLQUBGD @

VEHICLE TYPE:

Destroyer
CREW:

Zentran & Meltran (TUll-SIZe) .......c..ooveeemrsrercrsrereressenssceisessseesssessiseennes 000
L e R e e s L R W S Pee 5800
M.D.C. PER LOCATION:

Forward Laser Mounts (18) ........ccevviuieisrisiecsiiisnnesiionseeeiessnnees 90 €2CH

Laser TUMRS (12) i it 1007 6360

“Phalanx" TUITBES (28) ......cc.omvmmemmsissessssrsssssssssssissssssmsssssssssssceers 00 €GN

MISSHRTUNBLS (98)\..oaiimummmmnimnnmanmamssisnien 110, 6AGH

Main LaSET CANNON wvvvvrrevveeeeeersssisreeeesssessssssssseessssiessesnssssesessensen: 800

Airlock/Access hatehes (70) ......ccovvveecreeneesriosmressssssscssssneeeee 1000 88CH

Retractable Weapon hatches (136) .........cc..... each

Hull per 40 ft area (12.2 MELEIS) .....vivevecvierieiessiesssissssiesserarenss

Hull per 500 ft area (152.5 MELErS) ......c.ocoverirrrisniierirnsernserins

750

R e




Forward 1/3 of the ship** (main body) ...........rerrrererrecerreennenn 90,000
Main Enging*** (2, UPPET TBAT) ......cceumervceemmmmmssnsssessarsssensesass 10,000
Auiliary Engine**** (lower rear, main body) .................

Internal surface of Heavy Particle Cannon (when opened) ............. 1000

Punching a hole into a specific area of the hull — by completely depleting its
M.D.C. — will only give access to the weapon turrets access corridor (approxi-
mately 200 ft/31 meters wide). To gain access to the inside of the ship, one must
go through the second hull.

** Depleting the M.D.C. of the front third of the ship will put the command bridge and
auxiliary command bridge out of commission. ltwill also shut down the entire ship,
including the following systems: life support, gravity control, communications,
weapons and engines.

*** Depleting the M.D.C. of the main engines will severely impair the ship, forcing it
to rely on its auxiliary engines.

**** |f hoth main and auxiliary engines are put out of commission, the ship will be
floating dead in space or will crash if the damage occurs in atmosphere. The loss
of the auxiliary engines alone will not impair the ship in any way. If both engines
are shut down, all other systems, except the fold drive, will continue to work.

SPEED:

Main engineis capable of sub-light speed: .16C. Auxiliary engines can only propel
the ship at the speed of Mach 5.
DIMENSIONS:
LRGN il it ciinsssisssossicsdianceses wvssatsdassmininnessnsiossos 000 THEHOFS
BTG it siesss s ovaimadie 510 meters at maximum cross-section
e s s 750 meters at maximum cross-section
Weight: ... covereereninneenn 80,000,000 tons

Main ERGINE: ....oooocooceooeveeesceneenness s sssecenennsesss oo AULD He Pile System

Auxiliary ERGINE: ...........ccooovoovviivcnnorcscsssissicsnnsensssssssss. [USION EACHOT tYPE

Gravity Control SYSIBM: _.........ccoccoocccviiccsiiissicnncinnn. iNtRIMAL inertia drive

EOM SYSIBNN . - Svv s Auto Hyperspace Navigational System

WEAPON SYSTEMS:

Heavy Particle Beam Cannon ..........eeeceecemsieusieseimssisrmensessssssssssssssissssssensns |
RN LASET CANDON <vsromsmmiissiiibiisiinsiiastinssn ssrisitedsssiihithamensbis s Saassen ¥
Forward Light LASBr ... wemviiinniiasins

Laser Turret .........

B AL TR s vosvictsscommsisessssssiniinsimapioss s bevpspeisossaoresvpmasissssnms O

MOBILE WEAPON SYSTEMS:

VAV MF228S cocsrnsinsisamsssssrsvmmsssissssbssipmisiiisigieaer ey ssssessronsd S0
VAIRYHE VFRSBISAP onsrsssamsmsmmssmssssmsmsrsbsmstersssmsen st 90
Valkyrie VF2-SS SAP SPECIAl ..........ccccccccvmmsvssssssmissnemsesssssssssssenessenesssssssss £9
Metal SITEN VF-TMS ......oorieresennnrsissesssssississsssessssssssesssssssssssssessansiecessssssss O
VEXXZRANAN FIGIEE ...ooovserssmmoresssssorsssommampesisiisssisisiisiiisissmmmsaisioncioidsi 350
AGA Jet .12
TOmanaWR MKl it it icimsisisstivs st s
DSIENABEEN MK M camsmmmmimmmssaimesies s 0

oIENTRAN DESTROYERe——L0ULQUBOD®

Zentran Powered Armor (old type) PR m— {1
Meltran Powered Armor (01d YD) .......ceeereimriscisssrersisssssscssenececeesesenees: 090
Standard Battlepad (010 tYP.) ....vveeurrvermmmremsrrsranesssssssessssasssssssassssisssnssissss 19
Officer Battlepad (010 TYPE) .....vvvvvveeeeeseceseeeeesssssecissssissssessssssseessssecesessenes £0
Total number of combat-ready mecha: .........cceeveeiinnrinneinnnnnnnn. 1890

ADDITIONAL VEHICLES:

HUMAN SPACE SNUILIE ......ovooecereierreeesssvssaisassesssssssssssssssssssssssessssssecesssssssssess B
V2R I SI0IA08) oo cirermbermmmmsstisssrss epemmses s sestmpsrmms s sl
Civilian Valkyrie (0N VEISION) ........cceevrrvessssssssssssivesseseessssssssssinnsessessssssss 8

Zentran Hover Platform

Human Hover PIBHOMM .......cviiiccsicisissiiesssssssssssssssssssisssssssnsssssasesssies 100

DESIGN NOTES:

The number of mecha aboard has drastically dropped compared to the old Zentran
days. The hangars are replaced by reasonable living quarters for all Zentrans (even
full-size) wha have learned about comfort. Additional space is also used for
maintenance.

The 55mm “Phalanx” turrets are the same as the ones mounted on the hull of all
UN Spacy Zentran ships. These were added to give the vessels additional close-
combat protection while keeping the cost low and the complexity down. “Phalanx”
turrets get a +3 when firing an missiles.

o ANti-Missile
e 104 % 10 per burst

Range: ..... werreenmenene 10 iles (half in atmosphere)

R Fi ... Each individual turret can fire two bursts per melee.
Turrets can be combined in any volley combination, as
long as each fires only twice per melee. Minimum
number of turrets per volley is 3.

Payload: ...................... Effectively unlimiled due to the large ammo supply

available.

There are less mecha than actual combat personnel. Again, this is to ensure the
rotation of the flight crew and to make sure there are always enough fresh pilots
ready for combat.

The park: this park is different on every ship of the fleel, The human-size quarters
are built inside and around the park, making for a cozy and comfortable atmos-
phere. It covers nearly 90% of this level.

Human-size living quarters. These are eight stories-tall (about 40 meters) build-
ings containing up to a hundred small rooms/apartments of about 5x5 meters,
equipped with very compact utilities. Small, but comfortable.

“Le Doux Palais": this is a collection of very small stands, each offering delicacies
from many old Earth countries. Very popular for its low prices and delightful
atmosphere; the perfect place for that romantic encounter.

“The Seven Mile High Club": this club offers a good selection of low-priced food
and non-alcoholic drinks, with great music to boot. The seventh floor is reserved
for officers only.

“Stand-by" room: fifty full-size Zentrans and Meltrans are ready at all times to
scramble. They mainly serve to prevent boarding assaults and provide cover for
other scrambling unils.

All mecha hangars and Zentran sections have human-size catwalks at half-height
running along the walls.
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MAP KEY W e SIDE VIEW/CUTAWAY

® ......Elevator (human sized)

Waste disposal

Catwalk

s ElBVELOF (Mecha)

FR—— (1111

Airlock

= P Escape Pod
o StaSIS/Computer tower

o | FVEL ONE: MECHA HANGAR:

Human-size mecha hangar

Weapon bay for mecha
.. Main engines
Main engines nozzle

R

S

R

G

e

o | EVEL TWO: GOMMAND DECK:

Service hall
.Main bridge
Main bridge command platform
Communication equipment room
Human-size mecha hangar
Weapon bay for mecha

Main engines

Main engines nozzle

* LOLLOUBOD @
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o | EVEL THREE: LIVING QUARTERS:

............ «esesees HUman-size living quarters
“Le Doux Palais”
.......... vveeesss “The Seven Mile High Club”
g Yoyl o W ot ST Medical facilities
.............. veeenennnee. TECHNICE! crew office

..... Fold system service hall
ceessenansanannnnens FOID SYStEM

.............. 1essnsnneensns Main engines nozzle

R e e e e R

.. The park (similar to level three)
;e Full-size Zentran living quarters
Medical facilities
g .. Main engines
....... veersasnsnsssnssssaae Main engines nozzle

—
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e
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&
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ceesesessannannaassesss FOIWard weapon system
.. Service hall
................. cesnenannansss SECONdary bridge
..... veseeennss Secondary bridge service hall
.. Communication equipment

a «eenees Life support

Full-size Zentran living quarters

Zentran mecha hangar

........... resensesnensss Weapon bay for mecha
Storage maintenance equipment
.... Food storage

Main engines
....................... «ex222+. Auxiliary engines
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ié: o LEVEL SIX: MECHA HANGAR:

i

| wesersen. LeNtran and Meltran mecha hangar

? “Stand-by" room

b S R S O 1 T Weapon bay for mecha

0 ressarsnnaseessassennsns. WEGpON bay for mecha

g Ammunition and spare parts for mecha " AAAA

i Main engines AR LAAAL

g erssssesssnnsass Main engines nozzie
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o | EVEL SEVEN: ZENTRAN MECHA HANGAR:

censseenaannaass LONtran mecha hangar
Weapon bay for mecha — forward
... Weapon bay for mecha — midship
Weapon bay for mecha — stern
Main engines

Main engines nozzie

S

ot e T T S T

wensnsnsanananss SHUttle bay
Combat drop bay
weensnnssansss Weapon bay for mecha

o CONLQUBGD o

* NOTE: levels 6 to 8 are equipped with large lifts for rapid access to main hatch.
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> 00R0 GlV6D

i Marduk Bridge

B> Instrumentation Tower

» V560 [Z0UH BU6D

e0R0CEe FARHOQUY[Ze

Emulator Chamber >

Zentran Soldiers

B Marduk Corridor

Zentran Stasis Pods [ Exterior Airlock

OVERVIEW:

Themostimpressive weapon inthe Marduk's war arsenal is the Flagship— the Marduk's
version of the Zentrans' class vessel. Just like the Zentrans® ship, it serves as command
base for its space fleets. The Flagship is a rare sight, approximately one Flagship per two
hundred Marduk ships.

Flagships often direct planetary assaults. To handle such massive military operations,
they are equipped with an extensive array of communications gear as well as extremely
powerful weapon systems. They also carry thousands of battle pods and powered armors
of all types. These man-to-man fighting units can be deployed for "blitzkrieg" attacks.
Since the Flagship serves as a mobile command base/command post, they are also
equipped with the latest defensive weaponry,

Only the old Zentran
Landing Ships carried EMULATOR CHAMBER

more crew and mecha.
Asamatter of course, hu-
man-size quarters are
present to accommodate
the Marduk crew. The
Zentrans and Meltrans
have practically no need
for crew quarters, as they
spend their time in stasis
withtheir battle machines.

VEHICLE TYPE:
Combat/command flagship

CREW:
Zentran ............oocoe..en.. 5000 Combat-ready soldiers/15,000 Soldiers in Stasis
Meltran ..............ccooeerener. 1000 Combat-ready soldiers/1500 Soldiers in Stasis
Marduk ...................... 1000 Combat-ready officers/4000 Combat-ready soldiers
1000 Soldiers in Stasis/4 active Emulators + 12 in stasis
1L T R N SR PPN . ol S, . o 28,516

M.D.C. PER LOCATION:

Forward Laser Mounts (60) ..........cccounermiionitiosiinnsissiisscsiesisnsiene 50 22CH
oS LTS B e e st pnsesssnsasgssassssmspastgsossingsssosparces: 1O, BARTE
R TR AT et e M O oo o LS | (1
Main daserGanmon: ..l miinsnimdisaiaamai o0
Airlock/Access hatches (180) ..o, 2000 £2CH
Retractable Weapon hatches (378) .........coovvnvininiinnninniieseenninnns, 1000 83CH
Hull per 40 ft area™ (12.2 MEers) .....coveveevceeceriecesesiseseieneresniiinnene. 80
Hull per 500 ft area™ (152.5 MELErS) ......oovovvvvvrrecevecrreciinsriseeenin. 850

Forward 1/3 of the ship™ (main body) .........cooceveevereeerrnnrenee.., 400,000
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Main Engine*** (upper rear, main Body) .....c.iermemmessninines 100,000
Auxiliary Engine™** (lower rear, main body) .......ccummmnnnen: 20,000
Special Systems (Deck 9, BOMOM) .....ovecvcrcnicnissmiismssssnssssssass 12,000

*  Punchingaholeintoaspecificarea of the hull - by completely depleting its M.D.C.
- will only give access to the weapon turret access corridor (approximately 200 ft/
31 meters wide). To gain access to the inside of the ship, one must go through the
second hull. On levels 1,4, and 7, a third hull blocks the way! These interior hulls
have the same strength as the exterior one. They do NOT count as interior
bulkheads.

** Depleting the incredible M.D.C. of the front third of the ship will put the command
bridge and auxiliary command bridge out of commission. Itwill also shut down the
entire ship, including the following systems: stasis, life support, gravity contral,
communications, weapons and engines. The Emulator chamber will also shut
down, making the Zentran warriors sluggish and uncontrollable.

*** Depleting the M.D.C. of the main engine will severely impair the ship, forcing it to
rely on its auxiliary engine.

**** |t both main and auxiliary engines are put out of commission, the ship will be floating
dead in space or will crash if the damage occurs in an atmosphere. The loss of the
auxiliary engine alone will not impair the ship in any way. If both engines are shut
down, all other systems, except the fold drive, will continue to work. Should this
situation occur, the Marduk will attack with even greater audacity to protect the ship.

SPEED:

main engine is capable of sub-light speed: .20C or 32,000 miles per second.
Auxiliary engine can only propel the ship at a relatively low speed of Mach 3.

DIMENSIONS:
EBAOI, oo D s e R ceenreennnennnns. 4000 Meters
HEIGNE: oo 806 Meters at maximum cross-section
WILH: oo seenessinnnnne. 600 Meters at maximum cross-section
WBIGNE 1.ovvvciiriemesiicisssisessicssiissnsssioisssssssissnsssasssssnmissssssss 190,000,000 tons
Main Engine: ...... rrvveenneen. AULO Heat Pile System
BUXIITATY ENGINGY covocisicemsmsosiriicisssis simsssniissspmmmsssmizstsrsssss Fusion reactor type
Gravity Control SYStem: .................ccccovrvveviiivcvnnnnsnrn INtEMNAL inertia drive

FOld SYSEM: ..........occcccreressnennnennn: AULO Hyperspace Navigational System

WEAPON SYSTEMS:

Heavy Particle Beam CanMON .......isimmmmmmmsssssessissssiscasssssssisipsssss |
MaimLaseriCannon:. . o s nns s s s
FOrward LASEIS ........oeeemeirensmmiemsessssssnsssseasnnans

L 1 - P e e A p R s s et o o T

MOBILE WEAPON SYSTEMS:

Tl AN B DS e s e L e 1D U0

Zentran Officer Pods ...........ccc.cc... ... 5000
Zentran POWETE AMMONS ........oosrmsscsssmsssssssssssmrsssssssssssesssssssessiassansis 9000
Meltran POWEIEd ATMOIS .......ouervoveesemmeesemmsmseesssssssssessissessssesssssssmsssssssrsnse. 2000
BilQamTesh VIR v cncisscrriissssisisicsiimiusssss i oitissiess scassassisiassssss |00
GIlGAMESN TYP I oo ssssissssssssssssssmssssssssesssssssssisssesss 900
P11 111 1] O ——————— . 1000
Total number of combat-ready mecha: ..........cc.cvvenieniininnnnns 31,500

The ship also carries some spare machines in storage, should they ever be needed to
replace damaged or destroyed units. Theseare NOT combat-ready: they must be prepared
and readied (6 hours) before being used.

Zentran Battle Pods .. 200
ZEnaAn O P05 s conardinstainrreintonnnes st s b ittt 1)

Zentran POWSTE0ATMDISSE 2 cunsimsn s fenvvssesssisits 100
Meltran POWBIE AMTOTS ........vvoviiecsiiississsssssssssssissssissssnsssssssssessssiesess. 19
GHGAMESH TYPE | .eoerrrrserssmmenssssessscssssmsssssssssssssspsnssssssssisinssnss. 19

GlGATTESN THDE osscmmraonssimsimssmpmmamsmsss oy 30

B L L e ey N U e SR iy NP
Total number of spare mecha: .............. .

ADDITIONAL VEHICLES:
Marduk SPaCe SRULES .........cvvveveerrvemmeesesersresecesssssssssasssesssssssecssssssssssaiesss 20
O SPaB S NIHES oo sttt s A s oo it &
Marduk Hover PIBHOMMS .......cccciinrinsmmsmmmissssnesssessssssssssssssssssseoseeses 490
Zentran Hover Platforms.... w15

OUTER HULL:

The exterior of all Marduk battleships is dotted with hatches for airlocks and weapon
turrets. All deck levels have two hulls, the space in-between being used as access tunnels
for mecha and housing for the turrets. The access tunnels can measure up to 40 meters
tall and 20 meters wide.

TOP OUTER HULL:
RELTACADIE LASET TUITELS .-...oocusumsissssnnsonsmesssssiessssnsesisssmmsiusssensmssassepnsssrasss | 00
Retractable MiSSIE TUITELS ..........ocooeemrresisseessnmssssssssessssisissssssessisssnsnessssess 00
A OCKS ACCES S HAMENES . e e sl esm seimsssis s ki Lo 200
COMMUNICALON ANLENNGE .....ooovvvveveeiesseeeessssi s ssisssssseesssssssscsssesss O

SIDE OUTER HULL:
Forward LighELASETS: susisiinmmiiaiissmmmmiisa. 60 (30 on each side)

Retractable Laser TUITBLS .......o..ovvcreveeseeimssssssssnseeennennnennns 00 (28 0N €2CH SidE)

Retractable Missile TUITELS .........cocceecavemiienniicinnnenn. 190 (65 0N g8CH SidE)

Airlocks/Access HalChES .......oo.ccovvvivcsnniesicaninnsieennens 130 (65 0N €aCH Side)
BOTTOM OUTER HULL:

Ratractable Easar TUIEBE . o ms s msssinsiision 20

Retractable:Missile TUIRES ..ssimiiostibtmamnatn smiaiaitaiy Do

AITIOCKS/ACCEESS HACNES .....ovevveerssseossonssrmmssassmspmsesssmsssspsessasssspessassasssssssssssse 90

ComMUNICAtION ANBNNAR s sesssisrmsssmmsmssissssssissarsssssinssssasisssssrasssasernseon, 0
FRONT:

Heavy Particle Beam CamMON ................cccemmmmmessesmmssnsemmemesmmmssssssssiessssssesssisions. |

RotrAe B S T UITOIS st et rosenas i ismssimnsseivis remmssussspasssnsnsnasrions:| 10

Retractable Nissile TUIBL . tinmisimiminm st aias NONE
Main LaSer CanMON ...........ceevressecerssesmsssseensesseseresssssssensnsinsenees 1 (1OWET front)
AIrIOCKS/ACCESS HAICNES .....ovvsvvcrvesiessrncersrsssnsesssmsssesnsssssssssssssssssaseeess NONE

DESIGN NOTES:
The Flagships present some additional features not present on most of the other ships:

1-  Hyperspace communication: these powerful broadcast arrays are used to commu-
nicate with bases and flagships in far away solar systems. Range is unknown,
though it must be rated in light-years. Very useful to call for reinforcements if the
enemy proves tougher than expected.

2- Mechanavigational override: this system serves to instantly abort a mission if the
fleet commander so wishes. All mecha are automatically returned to their respec-
tive mother ships.

3-  Bio-scan chamber: a special laboratory equipped with a multitude of apparatus to
studyalien lifeforms. It provides all pertinent data on physiology and chemical and
genetic structure. Only Marduk Science Officers, Interrogators and High Officers
are allowed in this room.

4-  Emulator chambers: these large rooms contain the ship's Emulators during battle.
The walls are covered by special sensors which pick-up and amplify the emulator's
voice. Heavily armored, they are also equipped with a large array of viewscreens.

The Marduk Flagship possesses larger and better medical facilities and laboratories than
any other ship in the fleet.
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... Elevalor (human sized)

1o Waste disposal

voeere Gatwalk

ceeenne LMt
Elevator (mecha)
voeeeses ATMOTY

voreeree AirlOCK

Observation bubble - Weapon bay (guns, missiles, etc.) for mecha
Navigation equipment - Elevator hall
Secondary navigation equipment - High officers guarters/stasis facilities (two levels)
Mavigation level corridor Main bridge hall
Elevator/navigation bridge hall Main bridge systems
Communication equipment - Main bridge
Marduk shuttle/mecha launch bay - Service hall (elevator, waste disposal, etc.)
Marduk shuttie/mecha hangar Bl .. ssess s esenseess. M3IN cOMmunication equipment

Forward weapon systems - Emulators stasis chamber

. Open area around forward elevators - Stasis system for Emulators chamber
Service(patrol area around Emulator song rooms)

Emulator song rooms
Antechamber to Emulator song rooms
Song room systems
Main engine

e DROCURY BARHOQU[Ze




eMARDUK FLAGSHIP e—————0R0CBO BARGOQUL®

o LEVEL FOUR: MARDUK STASIS CHAMBERS/LABORATORY:

1 f_

Forward Weapon Systems - el vl kel Laboratories (bio-scan chamber, scientific facilities)
Open area around forward elevator vessseseeennannss: LADOratories (bio-scan chamber, scientific facilities)

Floor of hangar on Level Five; only catwalk is part of Level Four - ... Laboratories (interrogation chamber, scientific facilities)
......... PRI —————. 1" 11/ F 1 s b radundenrhaslundnadensbundun srnshangandinanaassass MEGICHI facilities

Main engine

........................................... +eeuessss FOrward Weapon Systems
... Open area around forward elevators
..Mecha hangar

... Weapon bay {guns, mlsilss, m ] m menha — forward
... Weapon bay (guns, missiles, etc.) for mecha — midship
.... Weapon bay (guns, missiles, etc.) for mecha — stern
... Ammunition storage
S IR R A e Main engine

T R e

R

Forward weapon systems bt hst i sanssbungusievapusy o4 LAROratory

Opan area around the forward elevators ... Storage rooms (40)

Zentran stasis/mecha hangar e e et s bandes donabacbosdanabustusdunpnnss, MAIN: GRGING
menn bay (guns, missiles, etc.) for mecha — forward
v weapnn bay [guns. missiles, etc.) for mecha — midship
d i .. Reinforced corridors
........................................................ ......Glonlnn facilities
rerssssesesnssssesnansnsenessanes INEITOGAtion/bio-scan facilities
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o | EVEL SEVEN: ZENTRAN HANGARS/FOLD DRIVE

ot )

. Forward weapon systems - Fold drive system shielding
Open area around elevators - Fold drive
Zentran stasis/mecha hangars - Main engine
Weapon bay (guns, missiles, etc.) for mecha — forward
Weapon bay (guns, missiles, etc.) for mecha — midship
Fold drive housing
Fold drive service corridor

# ——

| This is the level where the ship separates to fire its heavy particle Forward Weapon Systems
cannon. Sections 1, 2 and 3 are attached to Level Seven; 4 and above Open area around elevators
are attached to Level Nine. Small shuttle hangar
. Heavy particle cannon system

Heavy particle cannon targeting systems

Articulation systems to open ship for firing

SR S e L e e

i E g J
—=: l&x TJ>

Meltran stasis/mecha hangars - Weapon bay (guns, missiles, etc.) for mecha — stern

Weapon bay (guns, missiles, etc.) for mecha — forward - Main engine
- Auxiliary engines
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o LEVEL TEN: MARDUK STASIS FACILITIES, MECHA & MELTRAN HANGAR

Weapon bay (guns, missiles, etc.) for mecha — forward
Marduk stasis facilities

Communication equipment elevator hall
Communication equipment

Weapon bay (guns, missiles, etc.) for mecha — stern
Spare mecha/small shuttle hangar
Main engine

... Auxiliary engines

o LEVEL TWELVE: HEAVY SHUTTLE BAY

o MARDUK FLAGSHIP e
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e DROTRQ RRLLAGORUL o

Emulator Chamber

FrontView [

Marduk Fleet

B Zentran Soldier

Zentran Soldier

Zentran Power Armor

Emulator Chamber

OVERVIEW: VEHICLE TYPE:

These powerful vessels are a development of the old Zentran Landing Ship Tanks. Like Battleship

their forebears, they can carry an enormous amount of troops into battle. They are

assigned to high Marduk officers and commonly serve as flagships for small fleets.

Like most Marduk vessels, the Battleship's Marduk crew reside in the upper levels of the CREW:

hull. The Zentran and Meltran slave soldiers are kept in stasis on the lower decks. Zentran ......................6000 Combat-ready soldiers/15,000 Soldiers in Stasis

The Battleship possesses some special features: Meltran ............................ 2500 Combat-ready soldiers/6500 Soldiers in Stasis

1= Hyperspace communication: these powerful broadcastarrays are used to commu- Marduk.........cc...ooc.cve...... 784 Combat-ready officers/1600 Combat-ready
nicate with bases and flagships in far away solar systems. Range is unknown, soldiers/500 Soldiers in Stasis/4 active Emulators
though it must be rated in light-years. + 12 in stasis

2-  Emulator chambers: 2 e e el L 32,900
these large rooms
contain the ship's
Emulators during bat- M.D.C. PER LOCATION:
tle. The walls are cov-
ered by special sen- Forward Laser Mounts (30) ...........ccccooviinneriossnsissssssessnseenenn. 60 88CH
sors which pick-up LASBCTUMBIS (28) cuioscissmimanassimmisimmaimmemrc00: 8ach
and amplify the Emu- ool
lator's voice. Heavily Missile Torels (110) e cinimnmmsammasmssmsmma s 180 8300
armored, they arealso AN BB CANNON susverresssucorsssmmerssaressiis imatiamsmseinizssnso LB
equipped with a large :
array of viewscreens. Airlock/Access hatChes (82) ..........coeierssrmmresesissssnsenenneen 220 3CH

Rear AtChES () .o sesssesercsnsressessssesssssssssseesmnsseeeeneenee. 420 BACH
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Retractable Weapon hatehes (113) ..eeeermeccnsisiccsisssisnsssssns 100 each
COMMUNIGALON ANENNEE (7) cvvvrcisssrssssssssssrmsesssmsessssssonsiessss 290 63CH
Hull per 40 ft area* (12.2 MELBS) ....ccovvveossssccissmmimmissssssssssssssssies 100
Hull per 500 ft area* (152.5 MBLETS) ......ccccvccersismmmmssssmssssssnnes 1200
Forward 1/3 of the ship** (Main body) ......cccoviemrreriisnisinenns 210,000
Main Engines™™* (upper rear, Main body) ..............owewemsesnsssssss 60,000
Auxiliary Engines™*** (lower rear, main body) ..........ceeweeeneii 12,000

*  Punching a hole into a specific area of the hull — by completely depleting its
M.D.C. — will only give access to the weapon turrets access corridor (approxi-
mately 200 ft/31 meters wide). To gain access to the inside of the ship, one must
gothrough thesecond hull. On levels 1,4,and 7, athird hull blocks the way! These
interior hulls have the same strength as the exterior one. They do NOT count as
interior bulkheads.

** Depleting the M.D.C. of the front third of the ship will putthe command bridge and
auxiliary command bridge out of commission. Itwillalso shutdown theentireship,
including the following systems: stasis, life support, gravity control, communica-
tions, weapons and engines. The Emulator chambers will also shut down.

**+  Depleting the M.D.C. of the main engines will severely impair the ship, forcing it
to rely on its auxiliary engines.

«*** |i both main and auxiliary engines are put out of commission, the ship will be
floating dead in space or will crash if the damage occurs in atmosphere. The loss
of the auxiliary engines alone will not impair the ship in any way. If both engines
are shut down, all other systems, except the fold drive, will continue to work.

SPEED:

The main engines are capable of sub-light speed: .16C. Auxiliary engines can only
propel the ship at the relatively low speed of Mach 2.

DIMENSIONS:
LB v i tlisassisisanvitirs bk AR
Heightscvmasmamain
Width: ..
Weight: ..
Main Engine: ...

—.11 1] ) 1-1{-1¢
oo 714 meters at maximum cross-section
....610 meters at maximum cross-section

reereeeennennne. 150,000,000 tons
rerereneennenen UL Heat Pile System

Auxiliary Engine: e i FUSTOR TedCtOr Type

Gravity Control SYSIeM: .........ccoocciocsimmrinnnnen INBMNAL iNEIA drive

Fold SYSTBM: ... AULD HypETSDECE Navigational System

WEAPON SYSTEMS:

Main Laser Cannon S S, .|
Forward Light Laser .30

MOBILE WEAPON SYSTEMS:
TN BB O ....ooos e ctersrmemmenmarmoe st rommeitiit oo nen 14,200
ZENtaN OMICEE POO oooovvvooveesessccsemsmssmssseensssssssssssssssssssnnenscssnssanneesics 4800
7entran POWBTEH ATON .....oooocvcccerrcccssinneniemssssnssssnssssessessssssnsensesssssssnnss 4600
MEltran POWETEE ATMNOT —..ovovveeoeeresssssesssssssssssssesssssssssessssssssssssssssmsnnnnessss 4900
GIIGAMESI TYPE | .ooveoereessivmcasssanmsmmsssimsssssssssssssssssssssssssssssssssssss s 1400
GHGAMESN TYPE 11 .o rsscerncssssssmsmsnssssmssssssssssssssssinsnsss 200

Total number of combat-ready mecha: .........coevviiniiiiiinninnnnes 30,650

ADDITIONAL VEHICLES:
MATAUK SPACE: SHURIE o coivssisisimsssossiossit usicssvisisisssiviesisrassatisbissiciisns 10
Zntran Space SHUMIE i.uuivuisssusssmsiniassiomissomsisssmibibsiismsisisssssmssacnssss &
Marduk HOVEE PTRHOIM v imssicinsscnmsiisssssssimssisssssssnampsssssssssmmssgsessssns 400
Z8Ntran HOVET PIAHOMM ..oovvovvvoomennnensss s sssssssssssssssssssssssssssssesesss 19

OUTER HULL:

The exterior of all Marduk battleships is dotted with hatches for airlocks and weapon
turrets. All deck levels have two hulls, the space in-between being used as access tunnels
for mecha and housing for the turrets. The access tunnels can measure up to 40 meters
tall and 20 meters wide.

TOP OUTER HULL:
RetrACtaDIe LASET TUIEL ...oovvovr oo vvsscseenenmsssesssssssssssssssssssnesessssssssssosesenees 12
Retractable MISSIE TUMEL..vocccocoereeeesseceneeeessssscsssesssssssssesssmssssesssisssss 00
AI1OCKS/ACCESS HAICNBS ..o veveeesenmsssssessssesesssssssssssssssss s ssasnseeeenssss 12
COMTIUIYCALION ATTIETIMBE, .ocrrreessisitisucssessiswessasbesionssididisssmasdisiinasssvsseissusmsse B

SIDE OUTER HULL:

Forward Light LaSer .......ovvvvumerrimessesssissasssansisssiisans 30 (12 on each side)
v, B (4 0N each side)
...50 (25 on each side)

coeennennes 10 (35 ON gACH SidE)

Retractable Laser TUIBL ..o iisissmnisssnenns
Retractable Missile TUFTBL ..o
Airlocks/AcCess HatCheS .......ocvervisiscmommsimanernnns

BOTTOM OUTER HULL:
Retractable Laser TUMeL ......coemvininneniiienns
Retractable Missile Turret
Airlocks/Access Hatches ..
COMMUNTCATION AMIBINGE ..v...oovevessesesaesssssssssssssssssssssmanssmssssssssssssissssssessssssssesens 3

FRONT:
Retractable LASEr TUIBL ...rrcsmsmsmmsmrssarscesesssassssmmmessasssssasessissees
e NONE

seenieeeeee: NONE
Retractable Missile TUBE ...
Forward Light Laser e e s O
Main LaSer CANMOM ..ovvvvvoreeiecensnsssessssssssssssisssssessssssssssesssns 1 (IOWER froNt)

AIrlOCKS/ACEESS HALEHES ..........coovessosrssssessssssssiesssnssessssssssssseneesssesssssss NONE
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MAP KEY W o SIDE VIEW/CUTAMAY

® ... Flevator (human sized)

}Z‘ ceveenennnnnnee. WaSIE disposal

disssismiiaiss Galwalk

s LI

PP —— 1T
Service hall

Communication bridge
Service hall

Stasis hall

Lords stasis chamber
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o LEVEL THREE: MAIN BRIDGE, EMULATOR CHAMBER: :
|
.
|
i
1- Service hall .... Individual Emulator stasis chamber (16)
2- Floor of main bridge
3- Main bridge (catwalks at 20 meters) §
4- Service hall i
5- :
6- Emulator stasis chamber equipment
1- Emulator stasis chamber hall
8- Emulator stasis chambers
.
ol ..:Q
®| i

3
g
:
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i
.

Service hall
Marduk stasis chamber
Marduk stasis chamber equipement

il B o o i

Forward weapon system blister
Forward weapon system

Marduk mecha hangar

Weapon bay for mecha — forward
Weapon bay for mecha — midship
Main engines

Main engines nozzle

Auxiliary engines
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o | EVEL SIX: ZENTRAN STASIS EHAMBERS/ MECHA HANBAHS FOLD SYSTEN:

...... Forward weapon system blister - Main engines
Forward weapon system - Main engines nozle
.... Lentran stasis chambers/mecha hangar S -............Secondary main engines nozzles
Weapon bay for mecha — forward - Auxiliary engines nozzles

Fold system service hall

Fold system room

Fold system

.«.... Fold system peripheric equipment

.. Forward weapon system blister

v .. Forward weapon system
antran stas}s chambers/mecha hangar
Weapon bay for mecha — midship

++1000. Main engines

Main engines nozzle

..-... SECONdary main engines nozzles
Auxiliary engines

L ]
=
=
=3
g R
B
L. s
NG
Sl
od
2=
=
=30 BN . Forward weapon system blister " T —— —
T I EN ... Forward weapon system i
2 .... Zentran stasis chambers/mecha hangar
felll | K@ Weapon bay for mecha — midship
e B B O ECCUCEE Main engines
X B 5-oiicdeschariardundsnpints Main engines nozzle

.............. Secondary main engines nozzle
Auxiliary engines m -




S

.............. Forward weapon system blister

T e

i 0 o I gt S 3 Forward weapon system
.... Zentran stasis chambers/mecha hangar
L B Weapon bay for mecha — midship
Sy P TS Main engines
S A S P AT P ... Main engines nozzle

............. Secondary main engines nozzles e Braached Corridor « Bt
17 T P s A e ... Auxiliary engines

G

Vi

... Mecha spare parts and ammunition

g weeenennenss FOOU Storage

Water supply hangar

weenseanneanannesss Water storage

Water distribution system

Main engines

........................ .... Main engines nozzle
...... Secondary main engines nozzles
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Forward combat drop hangar
ceenenssensnannss Midship combat drop hangar
.............. cesssssnsnenssss GOMbat drop doors
rennnnneenenss SMAll mecha/shuttle bay

o Main engines
+essessee0. Main engines nozzle
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o MARDUK SHUTTLE®

ROCKO 0RBLLNGe

> BOUUL VoD

e

eDROUBE VOBLLNAG e

OVERVIEW:

This small shuttle ship is used by the Marduks to transport important personnel — such
as commanding officers and Emulators — from one ship of the fleet to another. Rapid and
efficient, it rivals the Marduk mecha in maneuverability and surpasses them all in pure
speed. Althoughits usefulness s limited, itis extensively used throughout Marduk sociely.

VEHICLE TYPE:

Heavy Shuttle
CREW:
Total crew: .................. P LR s RS T 1

* (but can support an additional 30)

M.D.C. PER LOCATION:
Forward: Lasers (2) st msisimiimimissis 100

Airlock/Access hatches (3) ... s 100 €ACH
Dar00- Bay-AITIOKE ... oo stekeeionstebesssssssmssssmspassessssssssssseassersrsmsaser GO
Communication Antennae (7) .......cccceeviiicciiiienmnsiisneneneensn. 40 €2CH
Sensor SPhere™ .. s 100
Y T e R T e e e e 1000
Main EAGINES™** (BAM vusumismmmmmn st edd

y Destroying the Sensor Sphere or the Bridge will deprive the ship of all form of long
range communications, radar and targeting. The range and targeting capabilities
are now equal to a Valkyrie. The ship can still operate, but is -3 on initiative, -3 to
strike and and the number of attacks per melee of the Lasers is reduced by half.

** Depletingthe M.D.C. ofthe mainwill putthe ship out of cornmission. It will explode
in a fiery blast causing 1D6 x 100 M.D. to a 1000 (305m) ft area.

*** |l the main engines are put out of commission, the ship will be floating dead in
space or will crash if the damage occurs in an atmosphere.

SPEED:

The main engines are capable of sub-light speed: .20C or 32000 miles per second
(in space only). Typical speed is only Mach 16, though.

BONUSES:
+5 on initiative, +6 to dodge

DIMENSIONS: P
Lo st w180 meters
HRIGL: .ococei s 00 MELErS excluding antennae
Width: ... 42 meters at maximum cross-section
VRIONE e o st a0 1oNs

Main Engine: ..........ccooooovcieveciniinisssnnennnnn AULO Heat Pile System

WEAPON SYSTEMS:

Two laser cannons are mounted near the front of the ship. Although they are
relatively weak, they can cause significant damage to a small target. The Forward
Lasers are fixed and can only fire to the front.

Primaiy PUIDDSE: ittt et nisinmnatsicianmiins DElONSE

SECONMANY PUIDOSE: ......ovvveveeircnissnsessssisnissssssssssesssnssessssesseneenes ANT-MISSIlE
..106 x 10 M.D. or 2D6 x 10 if both cannons fire

simultaneously at the same target.
RANGE: ..., 80 MilES (106.4km; half in atmosphere).
Rate of Fire; .... .... The lasers can fire five times per melee (15 seconds).
PAVIOAHE s mnssssssivssssissrameis oo e s et s s i Unlimited

Tt
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o [IAP KEY o W o LEVEL ONEAND LEVEL TWO

@ ... Elevator (human sized)

Waste disposal
Catwalk

Elevator (mecha)

rererresmmresssesserenss ATTORY
T T L o0 T T IO Tt T T Tl L s 3 - BN Or IO T O Main airlock
Airdock B B @ [IRZE ........cooee.. Elevator and equipment locker Equipment locker
.................. (elevator services all levels) rereennnsennnnes ElEVAtOr

................................... Sensor Sphere

Laser Cannons
vessssssssssssesensessss ENGiNEETiNG
Passenger quarters

Emulator room

Armory: weapons & spacesuits
; ... Mess hall

Food storage and processing
; Crew quarters
Dfficers' lounge and meeting room

.... Elevator
Engineering
Main engines

Main cargo bay
Cargo bay airlock
Engineering
Main engines

oMARDUK SHUTTLEe
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The Marduk base is without contest one of the most powerful ships in the universe, rivaling and
perhaps surpassing the famed ship of Alus in raw energy output and defanses. However, that is not
its most distinguishing characteristic. Indeed, the Marduk base is different in that it is, in technical
jargon, a sound sensitive, silicone based semi-living mothership. This means the following:

. The base responds to sound modulation (read: singing);
. It is half organic, half inorganic;
. It can “reproduce”.

The Marduk base seldom gets involved in direct combat. Itis the remote headquarters fromwhich Lord
Ingues rules and is much too precious to risk. There must be a major threat for the base to become
involved in any siluation, such as the discovery of a dangerous culture which takes too long (o be
exterminated or which has particularly “contagious” characleristics — or the presence of the "ship
of Alus” on a planet.

There are a few million mecha and over 125 million Zentran and Meltran warriors aboard the base,
though most of them are frozen in stasis right after coming out of the cloning chambers until needed
1o staff a “newborn” ship. Of all the fighting personnel aboard the base, less than 10% are on active
duty; the rest are waiting in cryosleep to be awakened to do Lord Ingues' bidding. The ship is also
populated by about five million Marduk warriors, Emulators, scientists and support personnel.

Also, in addition o all the special features already available on the Marduk flagship (p. 32), the base
has the following characteristics:

1~ Ship production bay: this bay is of titanic proportions. It fills, s0 to speak, most of the upper
section of the baseand produces ships of various sizes and power. The ships startas ovoid blobs
of rough silicone-based matter and gradually take form as the base turns them into the final
product. All through their shaping, the ships-to-be are entangled in a thick web of hall-living
crystalling threads which transmit the vocal modulations from the dedicated Emulator cham-
bers. There are only twelve Emulator chambers dedicated to ship production.

2-  Emulator temple: the temple is the most sacred location of the Marduk base. It was built where
the base is most sensitive to the sound modulations sung by the Emulators, which is one of the
teasons why no one but Emulators can enter it. It is where they are trained in their skills and
duties, and where resides what could be called the “soul” of the Marduk’s half-living base.
During their apprenticeship, the Emulators are often taken to the Emulator temple and “attuned”
to the base, which they feed with a “feeling” for their culture, and which feeds them their culture
in return. Thus is the Marduk culture maintained and updated at the same time. The only non-
Emulator Marduk who is attuned to the base is the god-like Lord Ingues himself, wha can only
do it from his throne room. However, he may only receive what is “stored” in the base by the
Emulators, not the other way around.

When three or more Emulators sing in the temple, it makes the base nearly immune (o any
Marduk ship weapons (divide any damage taken froma Marduk ship weapon by 100). Their song
makes the attacking ship recognize them and “hold back” its attack, This is what happened when
the Macross fired on the mothership in the last episode of the series.

Lord Ingues

Marduk Fleet

3- Lord Ingues'throne room: from this location, the mighty Lord Ingues can control his base and
his troops like an omnipotent puppeteer. It is not by luck that Ingues’ throne bears some
resemblance with an Emulator chamber. Some of the throne’s functions are somewhat similar
1o those of the chamber's and allow Ingues to “feel” his whole base and direct its movements
from there. He can also remote-control any unnamed ship in his fleet.

4- LostMardukcity: itis rumored that somewhere deep within the ship lies hidden a strange Escher-
style city where the Marduk once lived before their civilization became warlike. Because the base
can provide gravity in whichever direction it chooses, the city was built chaatically, with stairs
going up or down, right or left, and the buildings sometimes being upside down in relation with
one another. It was a paradoxal city for a paradoxal people, but its location is unknown to all
except, of course, Lord Ingues himself.

5-  Emulator throne: This throne has been empty for eons, now, and no one but Lord Ingues knows
of its existence {although Lady Elensh may suspect it). It seems to have powers similar to that
of Inques', but has not been used since a lime when both Marduk genders ruled their people
logether.

6- Tentacle Sealing System: Like most living (or at least half-living) creatures, the ship has an
innate ability to seal and heal any wound it takes. Fluid-like tentacles sprout from all around the
breachand rapidly connect and fuse with each other, effectively sealing any breach that may have
been done by external damage. Once the sealing is done, the ship then begins regenerating at
a slower rate.

VEHICLE TYPE:
Mothership/Headquarters

CREW:
Zentran Soldiers: .......o.ooccmiencnicismissinsisinns 5,000,000 combat-ready/85,000,000 in stasis
2B DMOBISL s mmnsiswsimierasissmiess 50,000 combat-ready/750,000 in stasis
Meltran: ..... 3,750,000 combat-ready/25,000,000 in stasis

Marduk Soldiers: 1,000,000 combat-ready/2,500,000 in stasis
Mardiik DIRES: wismmmmamimanamnssi 50,000 combat-ready/50,000 in stasis
EMUIBLOTS: ooovevoosveseissssanesessssssessnsssesssssssassssssssassassssnses 250 aclive/750 in stasis
500,000 active/1,000,000 in slasis
125,101,000

Support personnel:
TOMR CYOW: civunsasssnsonsesanssnncainnsnsanssnsvnssssnsssnsnsnes
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M.D.C. PER LOCATION:

“Eye” Heavy Particle Cannon (IonWard) ........c.ccccceviriovseiivscssissscnensssersnans 200,000

“Eye” Heavy Particle Cannons (starboard and port rear) ............cc..cooccoee.e. 200,000 each

Heavy Laser GUNS (100) ....veuveriiiscssssssssssssssssssssssisssssssssssiosseens 15,000 each

Laser Turrets (4,500) L e S vl 150 each

Torpedo Tubes* (180)  (open) ............ » 750 each
(elosed)-smsm b 1250 each

Airlock/Access Hatehes™ ™ (10,000) .ovvv.vovevvoveecvceeessosessescsssesmsessessesesesesesssssnes 500 each

Hangar Bay Doors™ (1000) i 2000 each

Upper Hull per 5,000 ft (1.5 kM) area*** ........oooovoooe e eese s 5000

Lower Hull per 5,000 1 (1.5 KM alea™** .., 7500

Forward 1/3 section (Upper Hull)™™" ......
Forward 1/3 section (Lower Hull)**** ..o

Rear 1/3 sections (Upper Hull, starboard and port)*** ..., 750,000 each
Rear 1/3 sections (Lower Hull, starboard and port)**** ......cooocvovvrvvrvernene. 1,000,000 each
Attitude Thrusters/Rotation Verniers.... 5000 each

Torpedo tubes provide a direct access through the base's lower hull. The "closed” value is the
M.D. required to get inside a closed tube. The “open” value is what it takes lo go from the tube
into the base. Going to the end of the tube will lead to another closed hatch (10,000 M.D.C.)
and then right into the base's Plasma Furnace (instantaneous destruction of any mass below
200,000 tons; anything else melts at a rate of 1,000 M.D.C. per meleg).

Airlocks, hatches and bay doors all have a secondary backup unit at 1/2 M.D.C. value which
immediately falls into place 15 seconds (1 melee) after the primary unit has been destroyed
or rendered useless. In the case of airlocks and hatches, the sealing system will permanently
seal off the entrance after the secondary unit has been destroyed. However, in the case of bay
doors, a secondary door will not be replaced or sealed and will remain agape.

The upper section of the base is the most fragile, but also the one which “heals” the fastest.
It has no secondary hull, but the sealing system will seal slices of 10% of a 5,000 ft (1.5 km)
breach per melee, starling one melee after the breach has been made and up to 50% of the
original M.D.C. During those five melees, a mecha can fly ils way through without being
entangled on a successful Piloting roll at -15% (cumulative) per melee of sealing that has
passed. After that, the breach is considered completely sealed. It will keep on regenerating at
arate of 15% per hour (thus taking less than 4 hours to return to full M.D.C. again). This does
NOTapply it 1/3 of the hull has been destroyed. A breach leads directly into the ship production
bay.

This section of the base has a secondary mobile wall at equal M.D.C. value which can
immediately fall into place in case of breach, and a tertiary wall at 1/2 M.D.C. value to replace
the secondary wall in case of failure. However, only 200 secondary and 50 tertiary walls are
available throughout the lower hull. After that, the sealing system must intervene, albeit much
more slowly than for the upper hull: 5% M.D.C. per minute for the first 10 minutes (Piloting
checks o go throughare at -5% cumulative per minute of sealing that has passed), 5% M.D.C.
per hour for the next 5 hours, and 5% M.D.C. per day for the next five days. This does NOT
apply if 1/3 of the hull has been destroyed.

The base can fold and defold anywhere in the universe in one single leap (though it always takes 10
minuites to prepare), but cannot move faster than Mach 2 in normal space.

DIMENSIONS:

LOWEF HUN GIAMBIBIAWION: ..vveovisoscessiossississsinnisisssisssmssssinsensiassssiedsusinssnssniaisie up to 50 km
Lower Hull height: ...... corrererenneneesse: UP 10 20 km
Upper Hull diameter/width: top: ...

]103]) | e S R

s e 1] 20y e SR R s s 30 km
L L 500,000 million tons
Main ENQING: .......ouiireerienerrininrarrieieseeiiieseeeeeeesssenesensseenensss PIASTIA FUMACE

Gravity Control System: ........

Dedicated Emulator Chamber

DI YN R e e T s Hyperspace Navigational System

WEAPON SYSTEMS:

“Eye” Heavy Particle Cannon (FOrward) ...............cocoooo oo 1
“Eye" Heavy Particle Cannons (starboard and port r8ar} ........cooe.ovoeeeseoeeovssssesssessesosisss 2

AR T e O e o S L e 100
L asBr TS e e e e S R R S s B 4500
TOMPEAD TUDBS ¢.vevvrerrre e st sse s sessesesesse s s 180
MOBILE WEAPON SYSTEMS:
Zentran Battle Pods e 3,000,000
Zentran Officer Pods ................. . 750,000
Z8NrAN POWBTEA AMMONS ..........oovvuveivnimscisssscassessassesesesseess s sossssessesssesresesssseses 750,000
MBI POWRIBH, ATTIONS cvvcsminitsbonsopsemasmsenssimmismmisisssoisossisiiisssssisssssissssinins 500,000
GOBMESRAYPRL vt R i 500,000
GIIGAMESI IYPR 11 ..ovevee e s s s ssssssssssssissasesssassasssssssasssssieenes 100,000
Annihilators . i 250,000
Total number of combat-ready mecha: ...........cceeeveeeene .... 5,850,000

ADDITIONAL VEHICLES:
Nearly 2000 unfinished ships in the main production bay. These ships have not yet successfully

passed inspection and are not fully staffed. It will take anywhere between 1 day and two weeks
(GM's decision) before they are combat-ready.

In addition lo the standard weaponry included in the Ship Combat section, the Marduk base has the
following weapons :

HEAVY LASER GUNS

Since the "Eye” Cannons have a limited mability, these heavy quns have been installed on the
lop of the Upper Hull (40) and below the Lower Hull (60) in order to prevent the base from
having a "dead"” angle. They each have a limited arc of fire (+10°), but that inherent flaw is
compensated by their number,

i D s R G R s Assault
SECONGAIY PUIDOSES .v.evvovecreevenss e eeecssmssssssmsssassssseeesseessesssseeseesessensiamseess Anti-Warship
MBOR-DATEIERE .. icosimnsssssiiaesirti e s sesseassavisadsiss s i 104 % 10,000
I e e ettt matsstrmmsseprees i isadel 200,000 miles
Bl af BS. coiasnssamesians Each individual gun can fire once per melee. They can be

combined in any volley combination, as long as each only fires
once per melee. Minimum number of lasers per volley is 3.
T T L O 8. R e, T SO L e DO i, Unlimited
TORPEDO TUBES

To fully complement the already powerful array of laser weaponry of the base, these straight-
trajectory torpedoes of hypercharged plasma particles are guaranteed to finish what the “Eye”
cannons did not completely destroy. They also fire faster (twice per melee). The Tubes are
located on the outer rim of the Lower Hull section.

......................................... Assault
Anti-Warship
Mega-Damage: ...........c..... varies according to number of melees of “charging up"
;] e, 104 x 1000
2MBIEES. i 106 x 2000
| ey 108 x 5000
4 melees 1010 x 10,000
varies according to number of melees of “charging up”
100 ft (30.4 m)
2 MEIEES .................. 200 ft (60.8 m)
Imelees ... 400 ft (121.6 m)
L1 1000 ft (304 m)
BRIGE, o S 200,000 km
/ Typical torpedo speed is around 2500 mph.
Bate ol Fitg: ......oevivoviiaierinns Each individual tube can fire twice per melee. Tubes can be

combined in any volley combinalion, as long as each only fire
twice per melee (maximum). Minimum number of torpedoes
per volley is 10. Torpedoes cannot be launched as a randomly
fired barrage.

PavIOaR: sz Effectively unlimited due to the size of the Plasma Furnace that
powers the base.
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o SIDE VIEW / GUTAWAY: \
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Cross-section one: Laser cannons & transmission towers
Cross-section two: Ship production bay
Cross-section three: living & stasis quarters
Cross-section four: Plasma furnace |
Cross-Section five: Hangars i
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....................... ... Mid-range laser guns
............. : Transmission towers
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o (ROSS-SECTION TWO: SHIP PRODUCTION BAY:
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Ship-outfitting docks
......................................... Emulator song broadcast spokes
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Emulator chambers + throne
. Marduk stasis chambers & living quarters
Meltran stasis chambers
Zentran stasis chambers
... Forward "eye" cannon
Secondary "eye” cannons
................. seerssssssnansnsnenasss GANNON cOnduit (to cross-section 4)
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o GROSS-SECTION FOUR: PLASMA FURNAGE:
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“MC-1, this is UN Spacy Headquarters. We have located an
incoming Marduk attack force closing in rapidly on Anik
Station Ill. The attacking force includes the enemy Flagship.
You are the only Macross Cannon in the vicinity. You are to
lead an interception defense force against them. You will be
joined shortly by the Gaia, the Demeter, the Persephone and
the Athena command ships, as well as their escort carriers
and every other ship we can muster by then. We are trans-
mitting the battle plan now. Good luck. Headquarters out.”

e BACKGROUND INFORMATION

There are four Anik Stations around Earth. They are all super commu-

nication stations which are used by the UN Spacy in ship-to-ship

transmissions and combat coordination, as well as for long and mid- e —

range detection. Their functions are vital to the UN Spacy's tactics and

efficiency. Should even one of them be destroyed or rendered ineffec- BATTI'E P"AN

tive, it would put the UN Spacy at a great disavantage (it is, after all,

facing a very well coordinated enemy force). STAGE 1
This is the battle which should occur at IP1 (diagram A). It begins with
Round 0 and ends with Round X+10 (see Timeline below).

e UN SPACY INFORMATION

You will form up according to diagram A. Flight 1 (F1: 2 destroyers) and
2 (F2: 4 destroyers) are the first flights to attack the enemy at Intercep-
tion Point 1 (IP1). They are expected to proceed following the courses
provided in diagram B. Flight 3 (MC-1 and the four command ships,
including all the escort ships) will not commit to ship-to-ship battle

i

e

:

:
e 1 |

\\\;_};

([ UN Spacy] Diagram A
LA S Marduk Fleet : .

=== Flagship

Bl Battleship

e QUOUROYY ®

UNSpacy Fleet. _

4 Escort Carrier

| 4 Destroyer
Al Command Ship

M \across Cannon
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until the first two flights have come in close and the outcome of their
battle is determined. The captain of MC-1 will be the sole judge of the
course of action to follow. We provide three optional attack paths to
follow, all depending on how F1 and F2 fare during their engagement.

If F1 and F2 are going toward a decisive victory, F3 is expected to go
rightin (diagram C) and finish the enmy off. If F1 and F2 are experienc-
ing difficulties and many casualties, we recommend F3 takes advantage
of the diversion created by F1 and F2 and moves behind the attacking
force in hope of tackling their Flagship (diagram D). Lastly, if F1 and F2
are nearly eliminated, F3 should break off and plot a trajectory that will
allow it to lead a last stand attack right before Anik |1l becomes a target
(diagram E).

Remember that F1and F2are expendable. They will serveto determine how
strong your enemy is. If you feel you are no match, follow diagram E and
ask for reinforcements. We will attempt to gather as many ships as we can
and will risk an Emerson Fold to Interception Point 2 (diagram E).

The interception force is very weak. Adopt Kardak formation and
commit only Sections 1.and 2 (S1, S2 - Diagram A), following tactical
patterns described in patterns P1 and P2, Section 3 should remain on
course toward target T while firing at the interception units. As soon as
S$1 and S2 have committed to combat and S3 is clear out, the latter
should adopta Surkan formation to insure there are no surprise attacks
from any direction.

Should the interception force not commit its entire contingent right
away and attempt to catch up and intercept S3, all Battleships are to
engage the enemy forceand buy enough time for the Flagship to destroy
the target.

& Il - e
Course Change/First
Flight (side view)

Diagram B

STAGE 2

This is the battle which should occur at IP2 (diagram E) between F3and S3
should the battle go wrong for F1 and F2 at IP1 (which is the most likely
course of events). It begins at Round X+10 and should end with one of the
sides winning. Because Stage 2 occurs late in the combat, there is no
recommended attack plan. The captain of the MC-1 will be left entirely free
to do what he feels is necessary to stop the Marduk attack.

EMERSON FOLD

The Emerson Fold is a risky maneuver first attempted by a now-retired
commander. It consists of folding and defolding very close to a gravity
well, with all the risks it entails (such as being destroyed or defolding
near Pluto). If a successful Emerson Fold is performed (see Timeline
below), roll onthe table belowto see how many ships appearat P2 (they
should be facing the enemy).

1d100 Number of ships*
TSy CTL O PE =, L W S 1D4 Escort Carriers, 1 Destroyer
BB o e +1D4 Escort Carriers, +1 Destroyer

91-75 ......+1D4 Escort Carriers, +1D3 Destroyers, 1 Command Ship
76-90 ....+2D4 Escort Carriers, +1D4 Destroyers, +1 Command Ship
2[00 HEE T et L I e o L) 1 Macross Cannon (MC-3)

* Results are cumulative. A roll includes all of the ships listed for all lower rolls.

Course Change/Second |
3 _ | Flight (side view)

o SCENARID
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ANIK STATION Il

This station is weaponless, but its Main Body can take about 5000
M.D.C. before it is considered destroyed. It is also protected by a
“regenerative” field which can sustain up to 2000 M.D.C. per hit,
whatever the weapon, no matter how many attacks per round. Any hit of
5,000M.D.C. ormorewill permanently destroy thatforce field and leave
the station vulnerable.

This is a tentative timeline of events in the battle as it is expected to
occur, assuming both commanders follow their orders to the letter. We
describe the fight in melees instead of distances or hexes because it
requires less bookkeeping, but GMs may wishto gofor the good old hex
map and work it out by themselves. While we do not discourage such
a way of doing things, we wish to insist on the fact that Macross Il has
more to do with anime than with wargames and should be as much fun
and as little hassle as possible.

Remember thatthe timeline is primarily intended to serve asa guide, not
as a fixed plan which should be followed to the letter. The unexpected
can, and should, happen during the course of the battle.

: Diagram C

.. |] Mok

: F 3 o a 7 . j:x 5 :

e, ' Initial Plan

‘ Lo o FLERR

UN Spacy UN Spacy

Diagram D

e QTOUROYY @

#—— UNSpacy F3 Back-up Plan
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X+1

X+3

10
X+10

X412

25

Event

Formations are ready to begin combat and are positioned
according to diagram A.

Formations meet at IP1 (diagram B).

Sometime before round 10, the MC-1 captain should decide
what optional plan of attack he's going to adopt. This round
shall be referred to as round X.

According to diagram C, F3 engages the Marduk attack force
in close ship-to-ship combat.

According to diagram D, F3 is now positioned behind the
Marduk attacking force and may begin its attack immedi-
ately.

The Marduk force should adopt its Surkan formation.

According to diagram E, F3 is now intercepting the Marduk
attacking force at IP2.

Starting this round, and rolled every round after, there is a
5% cumulative chance that an Emerson Fold is attempted
(see Emerson Fold page 61).

Anik Il is now in sight and whatever ships are left from the
Marduk attacking force will attack to destroy it (see Anik
Station left).

If the GM deems that things are really taking a turn for the worse for the
UN Spacy, he can use this wild card to help out. This should be done
only if the battle is being lost. Do not use this if it doesn't fit the story!

In the midst of the battle, the player(s) intercept the following coded
message (in Zentran/Marduk alphabet):

"If you can decypher this coded message, you have successfully
intercepted the Marduk battle plan and can counter their tactics. Tell the
GM that you are now at +10 to hit, +10 to dodge and that you always do
75% of maximum damage instead of only 60%. Good luck!”

0Of course, the player(s) have no idea what the transmission is about.
They just stumbled upon it while it was transmitted from one Marduk
ship to another.

The GM does not have to actually write the message in Marduk, of
course. He hands the player(s) a piece of paper with dots instead of
letters, all in the proper position. He may allow ONE player a Crypto-
graphy roll and give away the position(s) of one letter (player's choice)
for every 5% of success. If the player speaks Zentran, just add 10% to
his skill for the purpose of this roll — the Marduk and Zentran
language, while very similar, are not exactly the same.

Ressourceful player(s) will want to beam the message to their base to
have them translate it. This will work — except that the answer will
arrive approximatly 10 melees after the battle has ended. They have to
do it themselves or else it doesn't count!
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