The Imperial Martian Armed Forces
The Martian peoples seems to consist of  two races The City Dwellers and the Celaphids. Both seem to be part of a very old civilisation but whether these races were once related is still a mystery. 
The City Dwellers are a the most numerous. They are a bipedal humanoid race with a wiry frame. Their skin is tough and varies in colour from albino through yellows and browns to dark red. Their technology seems to be a mix of relatively low technology by Earth standards to some equipment that is beyond us.  

Any description of the Celaphids always draws comparison with the Terra’s octopus. Celaphids are bulbous headed/bodied creatures with six tentacles. Evolution has seemed to favour brain power over physic and the resultant creature seems extremely clumsy. They seem to have a distasteful need for directly taking the fluid from living creatures for sustenance. Their technology all seems beyond ours.
Socially the City Dwellers operate a feudal like city state governance. There is often evidence of recent border conflicts with other cities. The cities are ruled by an elite whom seem similar in status to royalty. However it appears the real power on Mars rests with the Celaphids. They are revered by the City Dwellers and seem to control the planetary society from behind the scenes. They are rarely see without their machines.
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Neo-Tech Level

Strategic Rating:

20 20

Facet Option TR Cost

Unit Size 11 2

Mob Option Yes 2

Maximum "Ad Hoc" Units 50% 3

Maximum Elite Units 25% 0

Maximum Vehicles 50% 3

Initial Army Discipline Rating (ADR) 10 0

Failed Individual Morale Test War Cry 1

Failed Unit Morale Test

Regroup

0

Tactical Advantage Terrain Mastery 3

Tactical Rating:

14

Facet Option FR Cost

Figure & Weapon Variety Standard 0 15 Frame Maximum for Unique Infantry and Weapons

Weapon Power (Standard Infantry) Standard 0 20 PV maximum cost for infantry weapons

Weapon Power (Powered Infantry) Standard 0 40 PV maximum cost for powered infantry weapons

Weapon Power (Vehicles) Level 2 2 160 PV maximum cost for vehicle weapons (TL 2 or 3 only)

Weapon Power (Phase) Standard 0 No phase weapons may be purchased

Infantry Armor (Powered Infantry) Standard 0 Armor Rating (AR) for Powered Infantry may not be less than 0

Infantry Speed (Powered Infantry) Standard 0 Move (MV) for Powered Infantry may not be more than 5

Field Saves Level 2 2 Vehicle or Infantry saves may be 10+, 9+, 8+, 7+, or 6+ (TL 3 only)

Hand-to-Hand (HTH) Rating Level 1 1 20 PV (30 PV for Mecha) maximum cost for HTH rating (TL 2 or 3 only)

Indirect Fire Area-of-Effect (AOE) Level 1 1 Indirect fire AOE template may be up to 4"

Frame Rating:

6

Tactical Rating + Frame Rating:

20



Strategic Rating 

Tactical Rating 

Frame Rating 

Limitation
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General

Access to enemy weaponry Weapon Cost x2

Access to non-standard weaponry  Weapon cost x1.5

Army

Extra CDWs

Included in CDW 

costs

Individual

Data Net +30 per Primary 

Commander

Unit

Honed blade +2 per figure

Extra weapon training +10 per figure

After Burst AI 3" 7+  +17 per figure

Refractive cloak +15 per figure

Weapon Immunity terror +1 per figure

Vehicle

Wepon stabilizers +10 per weapon
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At least 50% of the army's point value must be made up from units in this list

Citizen Infantry  5 to 11

Royal Guard 4 to 11

Death Seekers

[Exclusive]

5 to 11

Nomad Cavalry

[Exclusive]

5 to 11

Celiphid Tripods

[Exclusive]

2 to 4

Royal Artillery 5 to 11
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Type: SI

Size: 2

Quality: Regular

Move: 5 Sprint

Armor Rating: +4

Damage Capacity: 1

Field Save: n/a

HTH Rating: 1@7+

Reflex: +2

Agility: 10

Officer: 2L [+50]

Hero Cost:

Covert Ops: 2 [+4]

INTEL

Equipment

Primary:  

Bore Musket [5] or

Repeating Rifle [7]

Support:

Electric Gun [133]

Secondary

Unit Augmentation:

Honed Blade [+2]

Refractive cloak [+15]

Citizen Infantry

Lob Bomb

Notes:


The Royal Guard are the elite. They are carefully picked from the massed core troops of the Citizen Army Battalions. The Royal Guard are used to protect the royal palaces and ancient libraries as well as shock troops in ground conflicts.
Unlike the Citizen Infantry the Royal Guard are always armoured. Although this provides them with significant protection it does limit their ability to hide and manoeuvre. This somewhat reduces their utility in the present guerrilla warfare approach to dealing with the Earthmen Invasion. 
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Type: SI

Size: 2

Quality: Veteran

Move: 5

Armor Rating: +2

Damage Capacity: 1

Field Save: n/a

HTH Rating: 1@7+

Reflex: 2

Agility: 9

Officer: 2L [+50]

2L-1C [+110]

Hero Cost: +17

Covert Ops: 0 [0]

INTEL

Equipment

Primary:  

Bore Musket [5] or

Repeating Rifle [7]

Support:

Secondary

Honed Blade [+2]

Weapon Imm (Terror) [+1]

Notes:



Extra Weapon Training [+10]

Royal Guard

Individual Augmentation:

Data Net [+30]

Unit Augmentation:

Lob Bomb
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Type: SI

Size: 3

Quality: Veteran

Move: 5 Sprint

Armor Rating: +1

Damage Capacity: 2

Field Save: n/a

HTH Rating: 2@5+K

Reflex: +1

Agility: 9

Officer: 2L [+50]

2L-1C [+110]

Hero Cost: +36

Covert Ops: 0 [+2]

INTEL

Equipment

Primary:  

Hunting Carbine [2]

Secondary

Notes:



Unit Augmentation:

Honed Blade [+2]



Nomad Riders

Individual Augmentation:

Lob Bomb


Citizen Infantry are the core of the Martian Royal Armed Forces. 
The feudal nature of the Martian City States and the roaming traditions of the Citizen youth have equipped every member of a city’s army with detailed knowledge of the local terrain and how to manipulate the lie of the land to their best advantage. There have been several anecdotal reports form Earth soldiers of Martian units literally disappearing “like ghosts”.

Unencumbered and with their remarkable Martian physic they are said to be able to move with inhuman speed, sometimes covering great distances in an unbelievably short time, making comparisons with some of the Massai tribes in Africa inevitable. 
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Not much is known about the relationship between the City Dwellers and the nomad tribes. They seem to be of the same race but have significantly differing physical characteristics. This may be due to their harsher lifestyle without the protection of the city walls.

Whatever their relationship the nomads are often employed as high mobility shock troops in Martian forces. 
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Type:

SI

Size:

2

Quality:

Fanatic

Move:

5 Sprint

Armor Rating:

+4

Damage Capacity:

1

Field Save:

n/a

HTH Rating:

2@7+K

Reflex:

+2

Agility:

10

Officer: 2L [+50]

Hero Cost: +21

Covert Ops: 2 [+4]

INTEL

Equipment

Primary:  

Hunting Carbine [2]

Side:

Death Giver CDW [11]

Unit Augmentation:

Honed Blade [+2]

Refractive cloak [+15]



Notes:

Death Seekers

Individual Augmentation:


Death Seekers are religious fanatics with no regard for their own lives. Worked up into a frenzy their preferred form of combat is melee. There have been several accounts reported of these devils leaping over defences carrying large explosive devices which they use in suicide attacks with great effect. 
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Equipment:

Type: Mecha

Size: 4 Primary Weapon: Heat Ray [147]

Quality: Vehicle

Move: 8 Secondary Weapon: CDW Black Smoke [40]

Armor Rating: 0 Tertiary Weapon:

Damage Capacity: 3

Field Save: Quaternary Weapon:

HTH Rating: 2@ 4+ Augmentation: Weapon Stabilizers [+40]

Reflex: +1

NOTES

Fire Actions: 2

Passengers: n/a

Entry Arcs: n/a

DAMAGE CHART



N/A



Tripod



CDW Matian Cry [38]


The city dweller army uses a number of easily portable light field guns to support its infantry on the field. 
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The Celaphids are rarely seen outside their machines. The most common war machine is their tripod. Towering over the field of battle the devices of high technology can strike fear in any enemy.
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Type:

SI

Size:

2

Quality:

Regular

Move:

5

Armor Rating:

+4

Damage Capacity:

1

Field Save:

n/a

HTH Rating:

1@7+

Reflex:

0

Agility:

7

Officer: 2L [+50]

Hero Cost: +15

Covert Ops: 0

INTEL

Primary:  

Bore Musket [5] 

Support:

Field Gun [41]

Side:

Duelists Pistol [6]

Notes:



Royal Artillery

Individual Augmentation:

Unit Augmentation:

After-Burst: 3"/7+  [+17]
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This rifled 0.6” gun is the most common weapon of the Martians. It is a breach loading single action weapon needing time to load a new round between shots. This makes it a formidable weapon but less flexible than the modern Terran bolt action rifles.  
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This is a direct copy of the Terran bolt action rifle modelled to use Martian style cartridges. Out of necessity the calibre needed reducing to facilitate a magazine. 
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Bore Musket
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This weapon seems to fire a bolt of focused lightning. Usually mounted on a light carriage these are the primary support weapon of the Citizen units.
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Hunting Carbine

- / - / 5 / 15 / 25


This is a shorter version of the Bore musket with a larger calibre of 0.75”. The weapon beaks similarly to a shotgun for easier loading whilst mounted.  
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Duelists Pistol

- / 5 / 10 / 15 / 20


A traditional weapon firing a finned heavy dart designed for punching through Martian metal plate.
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The Martian light portable Smoothbore field gun. The AV round may be solid or have an explosive casement.
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This is the classic Martian tripod heat ray. This heavy weapon may fire a broad sweeping beam or a concentrated burst of energy. 

Grenades and CDW
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This is a ceramic grenade common to the martian military

GRENADE: 2", 1@7+
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An Explosive charge designed to be used as a suicide device

Infantry CDW: Single Use (Kamikaze) ▪ Heavy Shrapnel ▪3" 2@5+


[image: image9.emf]Black Smoke PV - 40



A thick black choking smoke that smothers and kills all those whom it 

engulfs.

Vehicle CDW: Single Use ▪ Smoke Burst 2" -2 LOS                      Poison-

burst 2" 1@5+B
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The scream of the Martian machines seems to fill your head causing all 

those close to scatter in panic 

Vehicle CDW: Multi Use ▪ Mega Terror 4" 2@5+T


