Intercontinental missiles
Area Control ObjectiveWho holds this objective deals exclusively with any of its formation the area inside the walled fortification same or adjacent silos, if an enemy formation is within the area any of the silos or fortifications, the goal is disputed and can not be used.
The gate of the fortificatato start the game open, when the area is controlled by a player at the end of turn, can close them and open them as normal. (See sect. Fortress) In this scenario, the gate does not have shields.
A battery of 3 missile silo, form a formation of 3 engine of war.
Type: War engine C / C and F / F - zero.
DC: 3 armor: 4 + reinforced, tick rear armor
Critic: 1-4: a structure point less, 5: detonation in santa barbara, pull the critic on the table of the other remaining silo, a structure point less, 6: santa barbara detonates. remove the silo and the whole fortification remaining. All formations included in the scope of the silo and the adjacent fortifications are swept away by an explosion comparable to a tactical nuclear weapon, or a weapon are all affected by TK. The fortress is vaporized by a glowing ball of plasma zone. The present war engine shields if they lose them all and immediately under attack TKD6 +1. Remove the silos and the fortifications and put in place the model of the giant crater.
Who holds for 2 Consecutive end of the shift the control building of intercontinental missiles can carry a roll with a header in the following ways: That is, the weapon system is activated every 2 rounds as above, eg if a player holds 4 rounds will be carried out 2 launches
- Plasma warhead. Launch a short distance: Perform an attack of 18 BP, MW, use template 12 cm anywhere on the field.
- Earthshake warhead, launched a short distance: 1D3 player's choice of buildings are affected by a head vibrating "Earthshaker" and collapse to the ground. Select a first building, Solve the outcome of any troops inside as regulation after the collapse, and if the collapsed buildings are 2, select the next building that you have to find 20 cm from the first. If you are 3, select the third building that is to be found also at 20 cm from the first. They are immune to this type of weapon, for prevention of manufacture, the giant bridge, the governor's palace, the tower of psychic attack of the spaceport and the platforms that are indestructible.
- Biological warhead, launched from a distance: An education which is not completely transported into a war engine (in which case it will only save the / the war engine) is not loaded on the flyer, not a flyer, in orbit, nor a war or training for war engine engine, a choice of enemy formations will be working as reinforcements in the coming rounds is destroyed. Will then be deleted in this way.
- Warp twin vortex warhead, launched from a distance: A warengine enemy is attacked by 2 missiles that contains a header warp vortex. Skip the shields, the single engine suffers 2D3 +2 TK war, or war 2 engine of the same training 1D3 +1 TK each. Do not pull the critic. Is supposed to have time and opportunity to reorganize. If the engine is destroyed war and transports these troops survive the destruction.
