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Drawn from the famous Space Opera role playing game, SPACE MARINES was created to simulate tactical ground battles in a far future on very far planets. Published by FGU in 1980 it had been written by A. Mark Ratner who was one of the hellish band  that created Space Opera. The book is a  80 pages A4 format with severe illustrations. But let's see now in details what's up...

· Background

· Scales

· A round

· Movement

· The observation

· Weapons

· Penetration

· Wounds

· Cover and indirect hits

· Explosions and Nuclear Warheads

· The battle

· The Moral

· Equipment

· The troops

· Conclusion

Background

"At the beginning of the interstellar contact period, some philosophers and naive scientists thought a time of pacific cooperation between species had come, After all, any society sufficiently evolved to manage space voyage should be advanced enough to put aside barbaric tendencies of its species in respect to combat. - so they stated at least.

...

The most realistic philosophers who predicted the interstellar conflict were as mistaken in their speculation as the naive beings who predicted interstellar peace and the will. Almost without exception, they predicted the battle between spacecrafts were the unique important factor in such wars. The spacecrafts (so they were convinced) could tame any planet where they were orbiting. The ground troops should only be there to control primitive worlds, to act as a security force and to carry out small scale raids.

As we know, this was not what happened. The development of the Xenon screen / shield (also called nuclear shield) changed for ever the face of the war. Without weapons of mass destruction and with cities protected with force fields, to control a planet requires the landing of groundtroops."

extract of a speech by Grachper Lurus on

"the coming of the current interstellar civilisation"

Fellow of the royal society of Blarad

Scales

The normal scale of distances is an inch (2.54cm) for 25 metres ie 1mm for 1 m (1/1000). The round is worth 20 seconds and a moulded soldier represents a man. We can therefore see that it is a wargame on a small scale like WarHammer.

A round

Each round falls into several sequences as described:

· throw for the move and counter-move. Each player throws two 2d6. the one achieving the highest score then decides first (move) or second(counter-move). The players can also decide the simultaneous moves.Indirect shoys and units of cover shots are designated (in secret).

· Move.

· Counter-move (if the players don't move simultaneaously).

· Each army makes a cover shot and the other units not involved in the round can observe.

· Each army makes an observation and a regular shot.

· The effects of indirect shots are applied.

· Close combat

· Back to top

Movement

As usual, a table shows according to the race (human, pythecine etc...) the shield, the jump belt and the vehicle used the number of inches (25m) of move according to the type of ground (road, wood, marsh...).

The observation

The best defence with modern weapons is to avoid being seen. Thus, the units will have to make the best use of the ground to get closer to the enemy and to have a good cover.

Hence the need for avant gards or to take a round of observation in order not not to be under the fire of a heavy laser hidden by the forest. Don't forget that this wargane takes place on a small scale and that a mistake can prove leathal for a unit.

Weapons

Like in Space Opera, weapon have a variable effect according to the distance to the target (close range, short range, medium, far, extreme) this probability in percentage is modified by the position and the speed of the target or of the shooter.

A table gives the distance in inches for the various ranges associated to each weapon, whether it is beam weapons (laser, blaster...) with projectiles or missiles.

range

ROF

remark

blank

short

aver.

long ext.

laser rifle

1

4

20

40

2 or auto

penetration+1

laser *

1

6

20

60

2 or auto

penetration+1

medium laser *

1

8

24

80

2 or auto

penetration+3

heavy laser *

1

12

40

100

2 or auto

penetration+6

* on tripod

Penetration

To cause damage to a soldier or a vehicle, we must penetrate its shield. Each weapon has again a power of penetration specific and a second table gives the minimum number to be achieved on 1d10 to drill the oponent's shield.

F

E

D

C

B

A

vehicule

screens

Blaster*

3

5

6

7

9

10

11

12

Flamer*

2

4

6

8

9

10

12

12

Fusion*

0

1

2

3

4

5

7

10

Laser*

5

6

7

8

9

10

12

12

* rifle or pistol

As opposed to the rules in Space Opera, there is no difference between the drilling of a shotgun or a pistol.

Wounds

Once the soldier is penetrated (naughty naughty), it's regarded as wounded and discarded. Yet, if you want to develop the realism, you can use the table of wounds which will indicate the extent of the damage and if it's possible for the soldier to continue fighting.

wound (Throw 1d10)

slight

serious

critical

death

light weapons

3-

4-7

8-9

10

flamer

2-

3-5

6-9

10

fusion - direct hit

1-

2-4

5-7

8+

nuke - CZ

2-

3-5

6-7

8+

I only use this table at the end of the battleto find the number of wounded and casualties.

Cover and indirect hits

A cover hit designates a unit who has decided to cover some grounds instead of moving. We place a landmark up to 6" (150m) of the soldiers of every unit and every unit going through this zone will be hotly received. On the contrary, beyond the 150 metres you can therefore see why the cover shots are called in secret.

An indirect hit mostly refers to everything such as morter, missile, rocket etc... Once the target is detected and localised, the player throws 1d6. On a throw of 3 and less (modifiable by a table of malus and bonus the point targeted is correct if not the explosion takes place around 50 to 1000 metres (d20X50) of the spot desired. As you will see the target can be badly hit.

Explosions and Nuclear Warheads

When an explosion occurs, we can generally distinguish three zones:

zone DH for Direct Hit. This is the spot where the bomb falls.

zone KZ for killing zone. This is the area where the effect of the bomb cause the most casualties.

zone CZ for casualty zone. It is the zone of the explosion blow where all the fall outs of the explosion are dragged. 

Several types of explosive heads coded AA (used in rocket launchers) exist up to J (for mini offensive grenades). Each of those are defined by the power of fire and its power of penetration.

type of explosive warheads

KZ diametre *

CZ diametre *

High Explosive A

6

12

High Explosive B

5

10

High Explosive C

4

8

* in inch

type of explosive warheads

Zone

F

E

D

C

B

A

vehicule

Screen

HE type A

DH

A

A

A

A

A

A

-3

-1

KZ

A

A

A

A

A

A

2

1

CZ

2

3

4

4

5

5

7

4

HE type B

DH

A

A

A

A

A

A

-2

0

KZ

2

2

2

2

2

2

3

3

CZ

3

4

5

5

6

6

8

6

NB: May I remind you these are the minimum targets to be achieved on 1d10 to penetrate shields and  that A means automatic !

For nuclear warheads (great eh!) the same principle applies except that we add up a fourth zone called GZ for Group Zero, no need to translate that.

GZ is situated closed to DH and indicates you an ideal spot for roller blades on a vitrified surface.

The battle

We come back on the source of the wargame where plastic soldiers meet each other. They don't generally tell each other lulabies but kick the shit out of each other. To solve that type of conflict, the author has reused the rules applying to the face to face combat of Space opera. Each race possess an initial factor of face to face modified by the weapon used. We substract the two factors and we add to the result 1d100. Over 70 the soldier is wounded, 100 and the soldier is out.

factor

Human

40

Irsol

1

Blarad

90

adjustment

axe

+10

force blade

+30

neuronic whip

+15

The Moral

Once again,the troops under your command won't always obey. If they find themselves in a difficult situation (high number of casualties, unsustainable position...) you have to add a moral throw to assess their behaviour..

The result can be from unit OK or the unit flees or surrenders if the flight is not possible". 

I took as an example all these cowards in lead.

Equipment

For those not having Space Opera (those that the breath of Hastur does not leave petrified on the spot), a whole chapter describes the shields, the weapons and the equipment used. The author also gives the war equipment used by race and nationality. By the way, we can notice the Terran Union has a wider range of weapons than its counterparts.

Even if the gap is small, this seems unfair and unjustified.

The troops

To finish up with the book of the rules, the military organisation in presence (the Eathling Union, the merchand league, the RPG, the Azuriach Empire, the Ranan Herd, the Hissss-ist, the Irsol Confederation, the Klackons, the Blarads, the Rauwoofs, the whisstlers, the cockcroaches, the Mekkpurrs and the Mertuns) who battle it out at the time of the space marines is quite well described.

The collectors of soldiers will be happy with it as we can also find the description of the uniforms and the flags with their exact colours.

Conclusion

So I think this overview has given you a more precise idea of what space marine is : a small scale sci fi wargame where two combat sections composed of 20 men meet you have to throw 40 die of % to know who touches and then as many of d10 to know who enters. You can find this system a bit heavy at that level those who like  Warhammer will not be on unknown territory. Anyway, the game benefits from assets of borrowed from its predecessor (space opera - shortened space op - ie it is very well documented and you can find a  comprehensive overview of sci fi.

Complexity : 6/10

Presentation : 5/10

Playability: 7/10

Ambiance : 7/10

