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f
, V8Ii-t NEW RULE #2: Spaceports have a ground to air defense and a
l ground to space defense. Any MI unit that drifts within 10 hexes of.a
l AND WHA T spaceport hex is attacked at 3 to 1 odds at the start of the Humanoid
~ turn by the space defense. T erran Retrieval Boats suffer a 2 to 1 attack.
: 0 F THE SKINNIES? Any Air Car that flys within 3 hexe~ of a spaceport hex is attacked at 4to
~ 1 odds by the air defense.. Note: NUCed spaceport hexes do not count as spaceport hexes.
r . A Starship Troopers Van ant NEW RULE #3: In Scenario 1 and in all other scenarios where the
f T erran player gets -1 victory points for eliminating a worker, the T e~an
! is awarded -3 points for each spaceport hex they NUC, and -10 points
~ by John W.S. Marvin for each city hex they NUC.
; How many of these new units should be used? There are two

Ed Note: The author play-tested the game in question for AH and so is answers: number one and number two. The first adds Humanoid units
. eminently qualified to write this. to each scenario thusly:
, S h. T (AH). f th t I S . Fiction SCENARIO ONE: 1 NML~ tars IP roopers IS one.o e mos popu ar clence SCENARIO THREE: 1 NML, 1 GEV, and 1 WRSP (full to capacity)
, games on the market now, .and with good reason. G~ rule~, great SCENARIO FOUR' 1 TRSP (halved capacity) and delay Terran entry
! graphics, and a large uncel;"tamty factor keep every game InterestIng and b .

fun. The Arach~ids and Hum~noids (known. as Skinnies to you Earth T~: ~~~nd Wa : For each scenario with the Humalloids roll for extra
... folks) present alien psychologies as well as alien names and shapes.. In . h rt y f th 1 t H . d t it r Initial Drop. Any space
, the game, as in the Robert Heinlein book of the same name, the major Units at testa 0 e s umanol urn a e

battles are between the Terrans and Arachnids, with the Humanoids defense attacks are then rolled. .
being a pushover for an experienced T erran player. While this was the Die UNrrS ~:,il SHIPS
case in the overall strategic conflict, there must have been some cases ~01l 1 GEV & 3 W . 1. Scout Ship

i where the T errans got more than they bargained for on a Skl~~y p~anet. 2: 1 NML amors 2. Scout

I dedicate this variant to all you eight foot tall yellow nudists liVIng m the 3. 1 NML & a GEV & 3 Warriors 3. Scout
interstellar commune. . . 4. 1 Ship 4. Warship

, First, some additional Humanoid units, then rules to cover them In 5. 1 Ship 5. Warship
existing scenarios as well as a scenario designed just for them. 6. 2 Ships (separate rolls) 6. Transport

1. HeavY Weapon - Nuclear Missile Launcher (NML) AND NOW "EAT DIRT EARTHMAN," THE NEW SCENARIO!
Attack: six missiles with a range of 10 and an effectofa Terran Terrans tried to forget the day when 1st Platoon, C Company, 1st Bat-
NUC rocket launcher talion, 2nd Regiment hit Skinny - 8 in the Terran offensive vs. the. Defense: 6 Movement: 4 inner Humanoid systems. They were forever known as The Lost Pla-

2. Ground Effects Troop Transport (GEV) - may carry three toon.
Humanoid Warriors or Workers. Loads and unloads as a Ter- TERRAN FORCES: 1 Platoon of ~()bile Infantry with 12 DAPs, 6
ran Air Car. (See New Rule #1) DARs, 12 HE launchers, and 4NUC launchers
Attack: 0 Defense: 7 (May be attacked by DAPs and HUMANOID FORCES: Force A: 24 Warriors, 6 HW-beams, 6
DARs) HW-missiles 2 NRLs 9 Workers, 12 Strong Points, 8 Decoys, all six, ,
Movement: 15 Critical Installations, and 3 GEVs

3. Scout Ship (SCT) - must start game on spaceport hex, and Force B: 1 Warship and 1 Transport (both full to capacity)
may not attack until after leaving spaceport. SET UP: Humanoid - first, Force A: anywhere on board Force B:

~ Attacks: Beam (as in Humanoid Heavy Weapon) or ONE Nuc- spaceport, move second.
! lear Missile (range: 15, effect: as Arachnid Scale 3 NUC demo) T erran - second via Initial Drop. Move First, must be retrieved by end

Defense: 17 Movement: 25 of game.
, but not less than 10 PLUS a second movement of 12 and not GAME LENGTH: 14 Turnsr less than 5 at the end of the turn as in T erran Extended Jump VICTORY CONDITIONS: T erran: destroy all Critical Installations

: Phase. May carry one Warrior or Worker as GEV. Not subject Humanoid: Prevent more than 10 Terran units from being retrieved
, to DAPs or DARs unless loading or unloading. NOTE: If neither or both of these conditions are met victory is awarded

4. Warship (WRSP) - in spaceport hex only. Increases odds to the player with the most points. Tie goes to the Terran.
ratio by one for space defenses (New Rule #2). Humanoid Victory Points:
Attack: 0 Defense: 41 Movement: 0 HVY Damage WINKIA
Each Warship contains 2 Scout Ships, 1 GEV, and 12 War- Scout 1 2
riors. Any or all of these units may be released at any time. Marauder 2 ': 4[.

, 5. Transport Ship (TRSP) - in spaceport hex only. Commander 3 7
Attack: 0 Defense: 34 Movement: 0 for each unit so damaged at the game's end.
Each Transport Ship holds 1 Scout Ship, 8 Warriors, 16 Terran Victory Points:
Workers, 1 GEV, 1 NML, 1 Heavy Weapon - Beam..and 1 Eliminated Not Eliminated
Heavy Weapon - Missile. They release as in the Warsl'llp. Warriors 1-

Note: Spaceships take damage as Terran Retrieval Boats and are Heavy Weapon 3 -
worth twice the victory points as heavy weapon units. GEVs are consi- Ship 6-
dered Heavy Weapons for victory points. Power Source 5-5
Transports and Warships may unload GEVs and/or Scout Ships loaded Communications Center 7 -7
with Warriors or Workers. There is a 1 in 6 chance that they are holding Water Supply 15 -15
only half the normal amount of Humanoids and equipment (if only one ~ ;'. ~ ~type of unit is called for, there is a 50% chance it is there). Roll separate GEV 6 SCT ~ML

die rolls for each ship. . 4
NEW RULE #1: Humanoid Workers and Warriors may capture an 0-7-15 ~ 9-17-25 ~ .-6- immobilized MI and load the captured unit into a GEV. Onl~ two Ground Effect TRSP Scout Ship WRSP Nuclear

Humanoids may be canied with the captive. The MI may be kept m the Troop 0-34-0 0-41-0 Missile
GEV or unloaded in any hex. If the GEV is eliminated in close combat, Transport Launcher
the MI is rescued on a roll of ~ 1 or a 2, otherwise it is destroyed with the Transport Ship Warship
GEV. Subtract 1 for each odds ratio over 6 to 1 (ex. 8 - 1: subtract 2).
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ASSAULTONAQUEEN
Cellular Destruction in SST

By Wesley L. Doody

BB-19, BB-27, DD-19, EE-17 and JI-17. The Brain
Complex must be constructed according to the cir-
cular pattern, but may be labeled in any order so
long as the Queen is located in the central cell.

Arachnid forces move;first. The Arachnid com-
mander has 25 Warriors, 25 Workers, 5 Heavy
Beam Weapons and 13 Demo Points. In addition
to this compliment of warriors, workers and beams,
he may also have several "old bugs" (use the second
set of Arachnid counters).

Terran: Force A consists of one M.L Platoon
equipped with four Listening Devices, six DAP,
eight HNG, six Nuclear Launchers, six DAR, 12
HE and one BOS (see below, Rule 3). Force B con-
sists ofall Engineers and one Special Talent, nine
HE, nine NUC charges, one BOS, two beacons and
two retrieval boats.

Force A sets up second as per the Initial Drop
Procedures. Force B may enter any time after Turn
I via Soft-l:nding Procedures. Beacon location and
turn of arrival must be pre-recorded on paper (to
be shown to the Arachnid player when the game
is over).

Game Length:
20 Turns. All normal rules of SSIare applicable
unless otherwise stated in the Special Rules or modi-
fied by chosen Optional Rules.

Victory Conditions:
Arachnid: Prevent Terran victory conditions from
being reached and acatmllate 20 or more victory
points as per S,SZ Rules of Scenario 5,{.

Terran: record biological/behavioral data and de-
stroy the Queen cell anl prevent the Arachnid player
from attaining his victory conditions.

Any other result is considered a draw.

Special Rules:
Though most of the Bug warriors and workers

were destroyed in the previous Terran encounter,
some cells (even though severely damaged) were
still functioning. Combat cells which were damaged
or destroyed would eventually be replaced by the

Queen by reproduction ifshe is left alive. The Queen
cell, therefore, is central to the future existence of
the hive. Additionally, "brain cell replacement" al-
lows for the retention of the "old Bugs" along with
the "new Bugs", provided that the "old Bugs" live
through the transition.

1. To simulate Bug survivorship from previous M.I.
raids. a die is rolled three times for each Combat
Brain in order to determine the number of Bugs left
to that Brain. fSubstituting numbered chits for die
rolls will provide a more pernwnent record.f

A. Workers: One die per Combat Brain. The
number rolled is the number of Workers that sur-
vived for that cell. A "6" means no "old"

Workers survived.

B. Warriors: Follow the same procedure as in
A. above.

C. Heavy Beam Weapons: A die roll of "1"

or "2" indicates that the old beam is still func-
tional; any other result means the weapon was
destroyed. (If you feel that 33Vo is too high,
change the survival number to "1".)

2. "New Bugs" enter the fray as they hatch. They
hatch in the following order:

39

STARSHIP TROOPERS, to the distain of many
wargaming purists, was Avalon Hill's first major
step into the science fiction/fantasy realm-and a
successful one at that. Unlike the then traditional
games, SSlrecreates battles that have not yet hap-
pened and therefore does not have a broad "history"

to fall back on for those fans wishing to simulate
the other battles of this interstellar conflict.
Heinlein's book, though thoroughly entertaining,
is fuzzy at best when one wants to research for a
new scenario. Fortunately, TheGENERAL has pub-
lished a number of excellent DYO scenarios. This
is intended as another.

This scenario has been designed to explore an
aspect of SSI which is only hinted at by the game
andthe GENERAL addenda. With the exception of
Mr. Mclaren's "SST Expansion" (Vol. 15, No.
5), the Arachnid Brain Complex includes a Queen
and a Master Brain cell which seem to serve mostly
as decoration in all previous scenarios. Assault on
a Queen gives both of these cells a specific (and
sometimes devastating) function. This scenario is
essentially a search and destroy mission based on
modifications drawn from earlier published SST
articles in these pages. An optional rules section is
also included which noticeably alters the play ofthe
game.

The Situation
2157.12.21 (UC): The Terran High Command
desperately needed information about the biology
and behavior of the Arachnids in order to formu-
late more effecient battle plans and bio-chemical
weaponry. fihe M.I. already knew "Bugs" were
deadly and skilled warriors, but little else.) Estab-
lished outposts were reporting that previously
"wasted" hive complexes were becoming active.
Since the Terran Navy has prevented re-invasion
ofthese planetoids by Arachnid forces, it could only
mean one thing-the "Queens" must be reproduc-
ing! This could be disastrous to the Terran strategy
if such growth went unchecked. ("it takes a mini-
mum of a year to train a private to fight . . . a Bug
warrior is hatched able to do this.")

This scenario depicts the attempt by the First
Platoon, C Company, Second Battalion, Third Regi-
ment, First Mobile Infantry Division (known as
"Warren's Wolverines") to study and destroy a

Queen cell on an isolated Arachnid planetoid. Fol-
lowing a previous raid made the da1' before which
had been turned back by excessive casualties, War-
ren hoped to fulfill his mission by utilizing un-
repaired breaches to reach the hive center.

The Scenario

Set Up:
Arachnid: Construct a tunnel complex such that all
the breaches listed below are connected by tunnel
segments (the listed hexes represent known breaches
from a prior Terran raid). In addition to the standard
hive complex, a total of30 additional tunnel hexes
may be added to the complex providing that these
additional segments are connected via legal Tunnel
Construction Procedures. These 9ew segments may
be divided in any manner amoqf the Combat Cells
and may be used to connecfhe listed breaches to
the complex.

Breach counters are to be placed on the board for
all the following : I- I 5, I - I 6, K-24, O-2O, O-21, 0-26,
p-10, p-15, R-16, T-28, T-30, V-10, w-22,2-r2,

A. All new Workers hatch on Turn 2.

B. All new Warriors hatch on Turn 3.

C. All new Heavy Beam Weapons (completed
by the new Workers) are ready on Turn 5.

D. New engineer units hatch on Turn 6 (there
were no surviving engineers). Engineers can
begin tunnel repairs immediately upon hatching.
On Turn 6, engineers may repair/constmct any
one main tunnel segment connected to the Com-
bat Brain. The engineer may not pass through
a damaged tunnel segment in order to perform
this activity. Starting with Turn 7, tunnel con-
stnrction proceeds normally. Starting with Turn
8, new breaches may be constructed.

3. Terrans hope to study the biology and behavior
of Bugs using the Biological Obsemation System
(BOS). BOS emplacement requires two undisturbed
turns (not necessarily sequential) in order for BOS
to be successful. BOS records data when emplaced
above the Queen's cell ozly, and remain functional
depending upon the status of the M.L unit operat-
ing it. (Any convenient marker is used to represent
a BOS; when BOS is not in use, the marker is re-
moved from the board.) BOS is not functional if the
operating M.I. unit is "stunned". Further, if the
operating unit suffers severe damage, the effects on
the BOS is determined as per the SW&E Chart. Only
one BOS may be deployed at a time.

A. During the first turn of emplacement, dur-
ing the Arachnid Player Phase the Arachnid
Player must identif what-if anything-the BOS
is showing (engineer, Combat Brain, Queen,
Master Brain, nothing). Remember that BOS
recordings of the Queen only serve for Victory
Conditions.

B. BOS must be deployed for two complete turns
(not necessarily consecutive) without being
moved, nor the operator disturbed (as indicat-
ed above).

C. Each M.I. may carry only one BOS; pos-
session is indicated on the M.I. Control Sheet.
BOS may be exchanged with other M.I. units
as per the usual SW&E rules.

4. After biological/behavior data has been record-
ed, the Queen cell may be destroyed as per normal
procedures. Destruction of the Queen still allows
other Arachnid units to function normally.

5. Terran Player is not required to execute retrieval
of forces before the end of the scenario. The
retrieval boat may rescue casualties at the Terran
Player's option, however, when it lands with Force
B .

The Optional Rules
The following optional rules, adapted from previ-

ous SSlarticles published inThe GENEML, may
be used to add additional flavor and excitement.
These rules may be used separately or in any com-
bination desired.

l. Terran Force B may use the Spaceport Landing
Rules (found in "Mission Scenarios" in Vol. 15,
No. 1). Force B would be allowed to land without
the use of a beacon in hex FF5 or EE7. Only the
turn of arrival need be specified. The retrieval boat
must still remain on the ground for one complete
turn after arrival. after which it rnust lift off.



n
Ifthis option is exercised, Force B may not arrive

before Turn 3. Spaceport hexes are subject to
destruction by Arachnid Demo Charges; a space-
port hex is considered destroyed if a Terran or
Arachnid Demo Charge or nuclear warhead has ex-
ploded in the hex. If both spaceport hexes are
destroyed, Force B must resort to soft-landing
procedures. landings at operational spaceport hexes
are not subject to drift or direction of launch.

2. Arachnids may use offensive Demo Charges (also
from "Mission Scenarios"). If this option is used,
consider the Arachnid complex to have a "store"

of 10 additional unused demo points. Brain
engineers may emplace them in any tunnel hex or
adjacent hex (except in a Queen or Brain hex) dur-
ing the Special Function Phase. This is a "special

function" and would prevent the engineer from
operating in any other capacity. Only one charge,
regardless of size, may be laid each turn. A charge
is considered active at the end of the Special Func-
tion Phase during which it was emplaced and may
be set offin accordance with usual demo procedures.
(If this option is exercised for this scenario, give
the Terran Player one additional NUC launcher in
Force A.)

3. Contrary to Mr. McLaren's ideas in "SST Ex-
pansion", the Arachnid Queen, like any social
anthropod queen, is solely a reproductive unit. The
rest ofthe hive functions to protect her and thus to
insure its continued survival. Destruction of a Queen
would result in the gradual death of the hive. The
Queen has no other function.

The situation regarding the Master Brain is differ-
ent. If a Combat Brain is destroyed, the Master
Brain may control any three units of that Combat
Brain (one ofthese units, ofcourse, may be a heavy
beam weapon). A1l excess units are considered func-
tionless and therefore destroyed and removed from
play. The Master Brain may switch its control from
one destroyed Combat Brain to another during play.
However, switching in this manner will result in
the immediate death of any surviving Bugs within
'Jre abandoned Combat Brain complex. If the Master
Brain itself is destroyed, the attack factor of all units
of the hive (except the heavy beam weapons) is
reduced by two.

4. To fit the "Recruits Option" into the campaign
designed by Richard Hamblen ("Saga of the Bug
Wars" in Vol. 13, No. 6), this scenario should fol-
low Scenario 85 and preceed Scenario 6. In so do-
ing, the Casualties and Recruits Rules and Replaced
Commanders Rule can now be used. If however,
this scenario (or any other) is to be played out of
sequence, the Recruits option can still be used by
simulating casualties in previous actions. To deter-
mine the number of casualties, roll one die for each
M.I. unit: if a "6" is rolled. that unit is considered
to have been a casualty. Each "casualty" must then
be replaced with a recruit counter which is subject
to Mr. Hamblen's rules.

Final Comments
Die rolls for setting up the Arachnid OOB should

be made and recorded in secrecy. As an alterna-
tive, a series of numbered chits (1-6) can be sub-
stituted for these die rolls-being an easier and more
perrnanent method of record keeping. These chits
should be inverted and maintained in the original
order of selection and then revealed to the Terran
Player only at the end ofplay. Following this pro-
cedure will result in a tactical guessing game for the
Terran Player.

Since chance will heavily determine the available
Arachnid forces, it is difficult to suggest a Terran
battle plan that will be successful in every play of
this scenario. One certainty, though, is that by the
eighth turn the Terran will be facing at least one

fully operational hive. Given the best of Arachnid
luck, in terms of enemy counters this could be the
equivalent ofrwo full hives. It is quite possible that
the "luck of the die" may be the foundation for a
Terran disaster. As a general tactic, get the I.D.s
into action before Turn 4, since you will only have
to worry about "old Bugs" for the first three turns.
Additionally, HNG can be dropped in existing
breaches to hamper early Arachnid tunnel move-
ment, forcing the engineers to reconnect routes in-
stead of allowing them to build new ones.

Whatever your plan, do it quickly because time
is on the Arachnid's side. When Turn 10 has ended
and the Terrans have fried only ten old workers and
have not located the Brain complex, you are in
trouble. Remember, your mission is to record and
destroy the Queen and depart as soon as possible.
Destroy Bugs when you can, but don't be mislead
into hunting for every one of them.

Due to the fluctuations in the Arachnid OOB, the
Terran Player cannot sit back and expect to win;
aggressive play is a prerequisite to victory. The
Arachnid Player, on the other hand, can afford to
be patient. Take time in designing the tunnel com-
plex. Its early discovery by the Terran player could
lead to a very short game. Variations offered by the
listed breaches and additionat tunnel segments will
allow placement of the Brain complex almost any-
where on the board. The stronger the Arachnid
OOB, the longer Arachnid attacks can be delayed.
However, if the Terran Player locates the Brain
complex on the first turn, it is time to throw
caution to the winds. Generally, the Arachnid Player
should play to achieve his twenty victory points and
then adopt a strong defensive strategy. Slugging it
out with the M.I. on the surface can be very costly
and may result in a draw or a loss.

SO THAT'S WHAT
YOU'VE BEEN PLAYING
Tttles Llsted: 102

Rank: Titlc

l. Russian Front
2. Squad L,eader
3. Third Reich
4. Advanced SL
5. Up Front
6. Russian Carnpaign
7. Diplomacy
8. Panzer Leader
9. War & Peacc

10. Cross of lron
ll. Flat Top
12. Firepower
13. G.I.
14. Napoleon
15. Titan
16. Ambush
17. Devil's Den
lE. ws&rM
19 .  Bu lge ' 81
20. Guns of August

Totel Reeponscs: 365

Rank Tlmes
Last On

hrb Tlne

A H l 2 4 . 0
AH 3 32 3.2
AH 2 32 2.7
A H 7 3 2 . 4
AH 4 14 2.3
AH 6 32 2.2
A H n 4 2 . 0
AH 5  3  1 .9
A H m  2 l . t
A H 8 7 t . 7
AH l  1 . 6
AH t3  6  1 .5
AH l  r .5
AH I 1.4
AH I  1 .3
vG  12  4  1 .2
AH I  1 .1
AH 16 2 r . r
AH 10 3 1.0
AH l  1.0

Continuing strong, RUSSUN FRONT again tops our
polling ofplaycr preferences while lDVANCED SL
climbs. And, as usual, a numbcr of titles slipped frorn
the poll due to our a$itrary cut-off in listing the top
20 only. Most notable of these must be B-1Z which
for the flst time in two rnd a halfyears does not appear,
Surprisingly, out of nowhere z@rc NAPOLEON to
help displace it; we must havc nisscd something for
there was no usugl indication ofa growing popularity
for this old warhorse. Besides NAPOLEON, FIAT
TOP, G.1., TITAN, DEVIL'S DEIVand GITNS OF
AUGUST again appear in this attempt at reporthg
current favorites.





STARSHIP TROOPERS FAQ (from The General) 
 
Movement: 
 
Q: May Alien units always move a minimum of one hex per turn on rough and/or barren terrain?  
A: No. See Scenario I, C.9., p.4. 
 
Q: Can Arachnid Engineers move in the same player segment in which they create a breach?  
A: Yes. 
 
Q: Does the presence of Alien units in the same hex inhibit one- or two-man carries of WIA's?  
A: No. 
 
Q: Can a unit making a one-man carry use extended jump? Two-man carry?  
A: Yes, in both cases (at half movement allowance, of course, for the two-man carry.) 
 
Q: When is a unit unloaded from an Air Car?  
A: During the special function phase. 
 
Q: What happens to a Retrieval Boat if its beacon is destroyed? 
A: On the turn of landing, the Terran player immediately rolls again for Direction of Launch and Drift using the original 
location of the Beacon as the reference point. This determines a new landing hex. If the new landing hex is a RAD area, 
the Boat is considered destroyed and the Terrans non-retrieved. 
 
Q: Since Heavy Damaged Terran units cannot engage in close combat, can they enter Tunnel hexes? 
A: Yes, since they cannot attack, they simply stop whenever they enter a tunnel hex containing enemy units. 
 
Tunnels: 
 
Q: Must primary tunnels extend from the cell hexside opposite the Queen cell or may it extend from any of the three 
possible hexsides?  
A: It may extend from any of the three possible hexsides if it does not intersect another primary tunnel. 
 
Q: May two different tunnels intersect without connecting in a hex? 
A: NO!! 
 
Q: Can tunnel segments be positioned to form a loop within one tunnel system?  
A: Yes. 
 
Q: Do all segments of a tunnel complex have to be drawn within the confines of the Alien map pad? Could a primary 
segment extend off of the mapboard? 
A: ALL tunnel segments must be drawn on the mapboard. 
 
Q: Must the cells in an Arachnid complex be labeled 'A' through ‘E' consecutively?  
A: No, they may be labeled in any order. 
 
Q: Can an Arachnid engineer both make a breach and build a new tunnel segment in the same turn'?  
A: No. 
 
Q: Can HNG be used in any tunnel hexes or only in breach hexes? 
A: It can be used in any tunnel hex, including those occupied by Terran units.  
 
Q: Is a M.I. casualty captured when the Arachnid unit carrying it enters the breach hex or when it actually enters the 
tunnel system?  
A: When it actually enters the tunnel system. 
 
Q: Must M.I. units that enter a prisoner cell or Brain cell stop movement or may they continue on? 
A: They must stop movement as though they reached the end of a tunnel. 
 
Hidden Functions: 
 
Q: Are Alien units inverted in all scenarios or just scenario one? 



A: All. 
 
Q: Are inverted Alien units turned face-up if Terran units enter their hex at the end of the extended jump phase? 
A: Yes. 
 
Q: Are Alien heavy weapon units that fire turned face-up? 
A: Yes. 
 
Q: If Alien units are fired upon, are they turned face up? 
A: Yes. 
 
Q: Can an empty or loaded Air Car cause inverted enemy units to turn face-up?  
A: Yes. 
 
Q: When is the Terran SW&E carried by an M.I. unit revealed to the opposing player?  
A: Only when it is used, or detonated. It is not revealed when a unit is attacked, nor when it is in the same hex as an 
enemy unit, nor when the M.I. unit suffers damage, nor when the SW&E is destroyed. Only when used! 
 
Combat: 
 
Q: Can a damaged M.I. unit (HVY, WIA, or KIA damage) carrying SW&E be attacked again to attempt to destroy its 
SW&E? 
A: Yes. 
 
Q: In scenario four, may Humanoid ranged weapons fire at a hex containing Terran units and may Terran SW&E attack a 
hex containing Humanoid units? 
A: Yes, in both cases. 
 
Q: Can an Air Car which hasn't loaded/ unloaded he attacked by enemy heavy weapons or by enemy Close Combat? 
A: Yes, to both cases. 
 
Q: In scenario 4, can Arachnid units destroy abandoned strongpoints?  
A: No. 
 
Q: May an Arachnid Heavy Weapon unit fire in the same turn in which it exits from a breach?  
A: Yes. 
 
 
Special Weapons and Equipment: 
 
Q: Can Arachnid Demo charges be detonated after Close Combat, but before any Terran unit moves in the extended 
jump phase? 
A: No. T he extended jump phase commences after the first Terran unit moves for the purposes of detonation. If no 
Terran units move, then there is no extended jump phase. 
 
Q: How do Terran Combat Engineers destroy Arachnid cells? 
A: By placing a Demo charge next to or in the same hex as a cell. Section V1.F.1.6. on page 12 is incomplete as stated. 
 
Q: How is Heavy Nerve Gas activated in tunnels that are not breach hexes?  
A: In the same way as if it was being activated in a breach hex. The M.I. unit can activate it in the hex it occupies since it 
has no effect on Terran units. 
 
Q: May DAP/ DAR be activated against Arachnid units emerging from breaches during the Arachnid special function 
phase?  
A: No, only during the Arachnid and Terran movement phases. 
 
Q: Is the Alien player informed of which M.I. units are carrying SW&E? 
A: No, only when the SW&E is used. 
 
Q: Does RAD radiation affect subterranean units or only those on the surface?  
A: Surface units only. 
 



Q: May Arachnid Demo charges be detonated as the M.I. units are scattering on the initial drop?  
A: No, only after all M.I. units have been scattered. 
 
Q: When a C. E. Demo charge is detonated, must the Arachnid player announce what, if anything has been destroyed? 
A: NO. 
 
Q: Can Combat Engineer units exchange SW&E with each other in the same manner as M.I. units?  
A: Yes. 
 
Q: In the scenario 6 addenda, are the 21 Arachnid Demo Points for each complex or for both complexes combined? 
A: Each complex receives 21 Demo Points. 
 
Q: When using the scenario addenda, are Demo Points used in place of the Demo charges listed in the regular scenarios 
or are they added to them?  
A: They are used in place of the information listed in the regular rules. 
 
Q: If an Air Car loads; unloads and then moves in the same turn, it is subject to Arachnid Demo charges in the following 
Arachnid special function phase? 
 
A: YES. The Air Car is returned to the hex it occupied and the Demo combat resolved. If there is no effect, the Car is 
returned to the hex in which it ended movement. 
 
Miscellaneous: 
 
Q: Do critical installation counters count towards stacking? May they be stacked together? 
A: They do not count for stacking and they may be stacked together. 
 
Q: Can a Special Talent both unload and function in the same special function phase?  
A: Yes. 
 
Q: In scenario 3 addenda, do non-retrieved M.I. units each count as 3 of the 25 Terran casualties required for Alien 
victory? 
A: Yes. The entire beacon-Retrieval Boat recovery cycle is used with scenario 3 addenda. 
 
Q: In the Examples of Play, are there errors on the placement of the Arachnid Demo charges?  
A: YES! The one demo charge is too close to a prisoner cell and one of the HE charges is not adjacent to a tunnel hex. 
 
Q: Does the presence of functional M.I. units in the same hex inhibit Arachnid capture of wounded M.I. units? 
A: NO. The Arachnid unit is simply ‘grabbing’ the WIA unit. Note that WIA's that are being carried by other M.I. units may 
not be captured. 
 




