INTERCEPTORS AND INTRUDERS
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1.0 INTRODUCTION

Here is a set of rules written for fighter combat 1in the
year 2222AD. The actions covered by these rules are intended to
be short and decisive. Up to 3 players a side will give a nice
game with more possible if it iIs to be a club night game or
similar. The rules are specifically designed to cover fighter
combat in the hope of capturing the speed of the combat by
excluding too many tables and other ship types.

Some of the systems included may be a little difficult to
Justify in terms of 20th century science, but then this is a game
and it is science fiction, who knows what may come about?

The models used are assumed to be 1/300th scale with figures
assumed to be about 5.5mm tall. The actual game scale 1s assumed
to be about 1/1000th. This mix is Jjustified by the need to have
reasonably sized models to handle whilst still preserving some
plausibility in proportion.

2.0 HISTORY

These rules accompany the "Company Rules' rules published by
RFCM in association with PETER PIG.

The background is one of large corporations fighting each
other whilst denying same. By using space fighters companies
intend to attack the merchant ships or space stations of others
and thus damage their business success. A case of market forces.

The fighters are often launched from large freighters or
from the surface of some planet/asteroid. Energy 1is the limiting
factor for these ships. Pilots who operate at high energy levels
will burn out their supplies more quickly although they can also
fight with greater effect. Once a fighter's energy has beeéen
expended the fighter goes into '"free flight"” which means gliding
out of the zone with life support systems only.
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Fach fighter has a crew of two humans . One crewperson 13
in command and carries out flight and fire whilst the second
carries out energy and repair details.

Fighters have their main armament forward mounted. The
armament is of laser type. :

It is possible for the fighters to carry out close attack
missions and even ground attack missions in gravity situations.

Fighters cannot carry out deep space missions but can carry
extra energy for protracted fighting.

Fighters can be named as player's wish. Famous fighter
designs of this period include the American indian series(souix,
Arapaho, Pontiac etc.), weapon series(assegai,kontos, sabre etc)
and the cat series( tiger, lynx, bobcat etc.).

3.0 MODELS

It is intended that players use the 1/300th spacefighter
models manufactured by PETER PIG. Alternatively other
manufacturer's models could be used if prefered. Fighters
should be painted in bright colour schemes as visual agquisition
is rare in this type of combat.

4.0 SCENERY

There are three types of scenery in use for this game. All
the types should be represented by squares of card 6" by 6" .
The scenic item can be placed on top of the card to enhance the
look of the game.

Type A
This type of scenic 15 a large single piece of solid matter

such as an asteroid.

Type B
This type of scenic is a cluster of smaller pieces moving 1in

unison such as a meteor shower or mass of debris.
Type C

This type of scenic consists of single items such as
satellites or space junk.

The amount of scenery is determined in part by the size of

the playing area. Each ten square feet or part thereof of playing
surface will cause the scenery table to be used once.

SCENERY TABLE

Score Type of Scenery to be Used
.2 ix B

3,4 IxA + 1xB

5,6 izB  #+ 1xB + JxC

The die rolls are carried out for each use of the table.

Example. A Six foot by four foot board gives an area of 24 square
feet. Thuis the table above is used 3 times. If the die scores
are 3,4 and a 6 the there will be 2xA, 2xB and 1xC terrain
pleces.
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