Von Schmitt’s Austrian Mars Expeditionary Force
Tech Level: 3
Strategy Rating: 20 
Victory Point Advantage (tournament rules only)

Glory
Tactical Rating: 
Tactical Aspect



Value

TR Cost



Maximum Unit Size


11

+2
Maximum Ad Hoc Units


25%

0
Maximum Elite Units


50%

+3
Maximum Vehicle Units


50%

+3
Initial ADR



10

0
Failed Figure Morale Test


Cower 

0 
Failed Unit Morale Test


Know no Fear
+2
Tactical Advantage


Precision 
+2

+2
Frame Rating: 
Frame Aspect



Limitation
FR Cost



Maximum Frames


25

2
Maximum SI Weapon Cost

40

1
Maximum PI Weapon Cost

40

0
Maximum VE Weapon Cost

80

0
Maximum Phase Weapon Cost

No Phase Weapons
Minimum Armor Rating


-2

2
Maximum PI Speed


5+

1
Minimum Field Save


8+

1
Maximum HTH Cost


10/15

0
Maximum IF Area of Effect 

AOE 4”

1
Augmentations

General:

Access to Enemy Weaponry (Multiply weapon cost by 2)




- replaces any one standard weapon per game 



Access to Non-standard Weaponry (Multiply weapon cost by 1.5)




- replaces any one standard weapon per game
Army:


Infantry Indi:


Infantry Unit:

Vehicle:



STANDARD INFANTRY

SI TROOPER – EXPEDITIONARY INFANTRY  





COST  13
Type


SI

Size


2




Quality


Regular


Move


5
Armor Rating

+4
Damage Capacity

1
Field Save

0
HTH Rating

1@7+
Reflex


4
Agility


11
Officer


1C/1L +95 or 2L +50
Hero Cost

None
Covert Operations
0
Primary Weapon:  Repeater Rifle (+11)
Support Weapon:  Maxim Machine Gun (+34)
Side Arm:  Stick Grenade (4) or Lugar Pistol (4)
Augmentation: 
POWERED INFANTRY

PI TROOPER –  GYRO TROOPERS 






COST 31
Type


PI


Size


2




Quality


Veteran


Move


5F



Armor Rating

+1


Damage Capacity

1


Field Save

0

HTH Rating

1@7+

Reflex


4
Agility


10
Officer


2C/1L +130 or 2L +50

Hero Cost

+29
Covert Operations
0
Primary Weapon: SMG (6)
Support Weapon:  

Side Arm: Luger Pistol (4), AV charge (9) or stick grenade (4)
Augmentation: 
PI TROOPER – CLOCKWORK BATTLESUITS 





COST 77
Type


PI



Size


2




Quality


Elite



Move


5



Armor Rating

-1


Damage Capacity

1



Field Save

8+


HTH Rating

2@5+A


Reflex


3

Agility


8

Officer


2C/1L +130 or 2L +50


Hero Cost

+25
Covert Operations
0

Primary Weapon: Rotary Gun (36)
Support Weapon:  Arm Mortar (40)
Side Arm: , AV charge (9) or stick grenade (4)
Augmentation: 
VEHICLES

VEHICLE – TURTLE WAR CARRIAGE




COST 214
Type


AFV
Size


5



Quality


Vehicle
Move


6
Armor Rating

-1
Damage Capacity

5
Field Save

8+
HTH Rating


Reflex



Fire Actions

3
Passengers


Entry Arcs


Primary Weapon: Turtle Gun (F) ()
Secondary Weapon: Maxim (turret) (68)
Tertiary Weapon: Repeating rifles from window ports *2 (Turret) (44)
Augmentation: 
STANDARD INFANTRY WEAPONS

SI WEAPON – REPEATING RIFLE 0.300”         




        COST   11
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

41
AI
1
-
-
20
40
60
-
-
-
-
SI WEAPON – SINGLE ACTION RIFLE 0.450”     



        COST   5

Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

41
AI
1K
-
-
20
30
40
-
-
-
-
Slow to Load
SI WEAPON – HEAVY MACHINE GUN (MAXIM) 



        COST 34
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

27
AI
1(3)K
-
15
30
45
60
-
-
-
UN
Bracing, Loader

SI WEAPON –  MACHINE PISTOL (SMG)




        COST 6

Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

9
AI
3
-
-
5
15
25
-
-
-
UN
SI WEAPON –  LUGER PISTOL 





        COST 4
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

-
-
-
-
-
-
20
40
-
-
-
UN
POWERED INFANTRY WEAPONS

PI WEAPON – 
ROTARY GUN






          COST 36
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

15
AI
1(3)
-
20
30
40

-
-
-
UN
PI WEAPON – 
ARM MORTAR
 (PARALLEL COMBO)



          COST 40
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo


AI
1
5
15
25
35

3”5+

Yes
4
              
AV 
1A
15
20
25



3

UN
VEHICLE WEAPONS

VE WEAPON – TURTLE GUN 
(PARALLEL COMBO)



          COST 67
Type   Target
FR
3+
5+
7+
9+
11+
AOE
IR
IF
Ammo

-
AV
1A
-
30
45
60
-
-
2
-
UL

AI
1

30
45
60

3”@5+

No
4
GRENADES AND CLOSE DEFENSE WEAPONS

GRENADE – STICK GRENADE 




                         COST 4
Grenade: 2”, 1@7+
GRENADE – AV CHARGE 




    
                         COST 9

Grenade: 0”, 2@7+

INFANTRY CDW – COST/COST
Infantry CDW: -”, -
VEHICLE CDW – COST/COST
Vehicle CDW: -”, -
STANDARD UNITS

At least -% of an ARMY’s point value must be made up of units purchased from the following list.
UNIT
5-11Expeditionary Infantry
UNIT (EXCLUSIVE)
5-9 Gyro
2-4 Turtles

UNIT (ELITE)
4-9 Clockwork Battlesuits (Exclusive)

