Basic troop

The “basic troop” is not a accurate definition. The Terran Mobile Infantry are fierce warriors with highly advanced technologies and tactical aids. Revival technologies are at a peak, so troops have more hope of recovering from wounds. Troops are dropped from high orbit in basically plain large containers, where the shrapnel can do some hurtin’ on anyone below. Officers have pods with more material, so more smashing! 

Rank            Hurtin??       Pod damage  Armor         pack

	Regular
	3d6
	2d6
	3d6
	Scuba tank jetpack, shoulder pads

	Officer
	3d6
	2d6+2
	4d6-2
	Space suit


“Snoops”

Snoops are lock- on systems in the mobile infantry helmets and represented with black, non- transparent visors. Lock- on can only happen when the soldier is focused on the target

Represented     lock- on time                    weapon                bonus

	Transparent
	1 turn
	
	rifle
	+2 attack

	Transparent
	1 turn
	
	Rocket launcher
	+2 to the roll, missile can circle back if it missed

	Solid
	1 turn
	
	any ranged
	+3 attack

	
	
	
	
	


Jump Jets

Standard issue for MI soldiers, the jump jets are crucial to many missions. The jump jets are represented by scuba tanks or space suits. To go farther than normal run, the unit must stay in the air for a turn. Can be used to jump obstacles. Anyone within a 1- inch radius of a jumping person will have to roll a save higher than a 3 if regular, or 2 or higher if hero or armored.

Represented    run                  rise                attack/ defense cuts   

	One- tube tank
	10 in., max
	5 in., max
	-2 for attack, -2 if tried to be shot down

	Two- tube tank
	12 in., max
	6in. max


	-3 for attack, -3 if tried to be shot down

	Space suit
	14 in., max
	7 in. max
	-2 for attack, -3 if tried to be shot down

	
	
	
	


