
In the weeks following the famed Battle
for  V oltur nus (detailed in module S F  2 ,
Starspawn of Volturnus), the S athar
made no thr eatening mov es against the
F r ontier .  The atmospher e in the U P F
was tense for  weeks, but gr adually c alm
r etur ned and militar y for c es wer e taken
off their  heightened aler t status.  J ust as

the r ac es of the U P F  wer e feeling safe
again, the S athar  initiated a new attac k.

W hile an assault sc out fr om S c r ee
F r on was on patr ol on the outer  edge of

that star  system, the sc out c ame under
attac k fr om a gigantic  ship that had j ust
exited the V oid near by.  The sc out was

able to send out a distr ess c all befor e
being destr oyed, and it r epor ted that the
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huge ship was heading for  the inhabited
wor ld of H akosoar .

W hether  by pur e good for tune or
with the knowledge of the S athar  (who
may hav e seen this as a test of their
fighting v essel), a r ec ently r eor ganiz ed
S tr ike F or c e N O V A  was pr esent at H ako-
soar .  Instantly, the for c e admir al

or der ed his fleet to defend the planet at
all c osts, and the fight was j oined.

U nknown to the U P F , the gigantic  ship

was an exper imental S athar  war
mac hine, a pr ototype c ompletely auto-
mated and c ommanded by onboar d
c omputer  systems and r obots.  Its mis-
sion was to r eac h H akosoar  and or bit
the planet thr ee times, bombar ding the

maj or  c ities with spac e-to-gr ound mis-
siles.  Though of hor r ifying siz e, the war
mac hine was the only one of its kind.
The S athar  had built only one J ug g e r-
naut, sinc e the c ost was enor mous, but
they wer e willing to c onsider  building
other  r obot ships if this one pr ov ed
itself against the F eder ation� s best.

Sathar forces

S A V  J ug g e rnaut (r obot war ship)
H P  4 8 0  A D F  1  M R  1  D C R  3 0 0
W eapons: D C , L B (x8 ), P B (x2 ), E B (x4 ),

T (spac e-to-gr ound missiles) (x1 6 ),
R B (x2 0 )

D efenses: R H , E S , P S , S S , IC M  (x2 4 )



The Juggernaut carried a new type of
robotic short-range fighter, known to
the Federation as the Sc orpi on (hull size
2). The fighters were programmed for
launch the moment a UPFS vessel came
within 100,000 km (10 hexes) of the
Juggernaut.

2 0  Sc orpi ons
HP 10 ADF 3 MR 3 DCR 29
Weapons: LB

Defenses: RH

UPFS forces (Strike Force
N O V A )

UPFS A d m i ral C li nton (battleship)
HP 120 ADF 2 MR 2 DCR 200
Weapons: DC, LB (x3), PB, EB (x2),

S (x4), T (x8), RB (x10)
Defenses: RH, ES, PS, SS, ICM (x12)

UPFS Z am ra and G rak  (heavy cruisers)
HP 80 ADF 2 MR 1 DCR 120
Weapons: LB (x2), PB, EB, DC, S (x2),

T (x4), RB (x8)
Defenses: RH, ES, PS, SS, ICM (x8)

UPFS C ourage and G lory  (light cruisers)
HP 7 0 ADF 3 MR 2 DCR 7 0
Weapons: DC, LB, EB, PB, RB (x6),

T (x4)
Defenses: RH, ES, SS, ICM (x8)

UPFS Sh i m m er, Z z � N ak k , Z � G ata, and
D ri ad i a (frigates)

HP 40 ADF 4 MR 3 DCR 7 0
Weapons: LC, RB (x4), LB, T (x2)
Defenses: RH, MS (x2), ICM (x4)

UPFS Sc i m i tar, D agger, R api er, L anc et,
and R az or (assault scouts)

HP 15 ADF 5  MR 4 DCR 5 0
Weapons: AR (x4), LB
Defenses: RH

Scen ario set- u p

A planet counter should be placed in
hex 2819 , in the center of the K night
Hawks space map;  this is the planet
Hakosoar. [ E d i tor� s note:  H ak osoar h as
fi v e natural satelli tes, b ut for th e pur-
poses of th i s sc enari o th ey  need  not b e

plac ed  on th e m apb oard . ]
The Juggernaut, with all fighters

aboard it, will enter the game map from
either of the � shorter�  sides of the rec-
tangular map. Initially, it will have a

speed of 5  hexes/ turn, and will be decel-
erating so that it may enter orbit around
Hakosoar. Once a spacecraft has reached
a speed of 1 hex/ turn and moves into a
hex adjacent to Hakosoar (without head-
ing directly into the planet), it may take

up orbit around that world at a constant
speed of 1 hex/ turn (see diagram).

The upper ships may enter counterclockwise
orbits; the lower one may go either way.

and clockwise

The UPFS player may place his star-
ships anywhere on the game map;  the
ships may start the game traveling at

any speed up to 5  hexes/ turn, facing in
any direction. The UPFS player automat-
ically knows in which direction the
Juggernaut is approaching and may
arrange his forces accordingly.

T actics a n d  v ictor y  co n d itio n s

The Juggernaut will head immediately
for Hakosoar, and will (initially, at least)
let its Sc orpi ons take care of the UPFS

ships. It will not fire any of its space-to-
ground missiles until it reaches the
planet, then will fire 1 missile per turn
at the planet as it orbits the world, bom-
barding the major residential and indus-
trial centers. The ship may, of course,
fire any of its weapons systems at

attacking UPFS ships while bombing the
planet.

Once it finishes firing all of its missiles,
the Juggernaut will attempt to flee. If it
leaves the mapboard, regardless of how
many UPFS ships are chasing it, it is
assumed to have escaped and made it
into the Void without further damage. If
the Juggernaut is destroyed or leaves
the map at any time, the Sc orpi ons will
self-destruct and will not attempt to be
picked up by their parent ship.

If the UPFS ships destroy the Jugger-
naut before it reaches Hakosoar to begin
its bombardment, the Federation wins
the battle. If the Juggernaut is able to
orbit the planet but fires fewer than six
missiles before it is destroyed, the Feder-
ation wins a marginal victory. If the
UPFS ships cannot stop the Juggernaut
from bombing the planet six or more
times, but destroy the war machine
before it can leave the map, the game is
a draw. If the Juggernaut can escape
from the mapsheet, the Sathar have
won.
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