The Zuraq

Strike Back!

Alien starships for STAR FRONTIERS®
Knight Hawks gaming

by Brian Valentine

Knight Hawks, like any other game,
needs variety to keep it exciting. This
article can add some of that needed
variety by reintroducing the Zuraqqor,
one of the Sathar’s allies. The Zuraqqor
first appeared in the STAR FRONTIERS®
mini-module Assault on Starship Omi-
cron. They are a race of intelligent,
bipedal insects, each having small, ves-
tigial wings, two compound eyes, and
two antennae. Zuraqqor are thought to
originate from a world near Zebulon, as
all assaults on Federation shipping have
been made in that area since the new
trade route was opened.

Zuraqqor culture was well described
in Assault on Starship Omicron. Only a
few relevant details will be repeated
here, Zuraqqor society has five classes:
worker, warrior, technician, king, and
queen. Technicians perform all techno-
logical labor, and their political power
rivals that of the Zuraqqor kings and
queens.

The kings rule the warriors, each
Zuraqqor hive having one king. All hive
kings vote on a district king, and district
kings vote on a planetary king. All plane-
tary kings vote onolitical organization
that the kings have. Zuraqqor are very

group oriented and will rarely, if ever,
be found alone or acting individually.

Zuraqqor warships consist of two
main types: battle cruisers and fighters.
Four classes of cruisers are known to
exist and are classified as classes A, B, C,
and D (class A being the largest).
Zuraqqor fighters are also known as
“ground strafers” because of their fre-
quent use in planetary assaults.

All cruisers are built large and slow:
large because the Zuraqqor believe that
their shipboard crew organization
should resemble the hive organization as
closely as possible, making the cruisers
resemble huge, floating fortresses; and
slow because the Zuraqqor see no need
for speed. Cruisers use ion engines,
while all fighters use small atomic
engines.

Though slow, cruisers are nonetheless
very maneuverable. They usually travel
in groups of four, except during certain
war situations in which much larger
groups have been used. Because no
space stations have been detected
around Zuraqqor worlds, these war-
ships are assumed to be built on small

| moons or asteroids. Ships the size of

their cruisers could never lift off from a
planet of any major size. Cruisers are
thought to take several years to build.
Class A cruisers are each equipped
with a mine-neutralizing mechanism
that deactivates all mines within 30,000

| kilometers (three hexes) of the ship. This

device cannot be duplicated by any
other race at this time. Class A cruisers
also each have one fighter bay that can
carry one to five fighters.

Zuraqqor ship
statistics

Zuraqqor Battle Cruiser, Class A
HS15 HP 80 ADF1 MR 2 DCR 150
lon engine type A (x4)
Weapons: 2 LC, LB, EB, PB, DC, S (x2),
T (x4), RB (x8)
Defenses: RH, EPS, SS, MS (x2),
ICM (x8)

Zuraqqor Battle Cruiser, Class B
HS13 HP75 ADF1 MR 3 DCR 120
lon engine type B (x4)
Weapons: 2 LC, LB, EB, PB, DC, T(4),
RB (x6)
Defenses: RH, ES, PS, MS (x2), ICM (x6)

Zuraqqor Battle Cruiser, Class C
HS11 HP70 ADF1 MR3 DCR 100
Ion engine type B (x3)
Weapons: LC, LB, EB, PB, T (x2),
RB (x4)
Defenses: RH, ES, MS (x2), ICM (x6)
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Zuraqqor Battle Cruiser, Class D Scenario 2: The Volturnus Location: hex 1519
HS9 HP 65 ADF1 MR4 DCR 75 Incident Speed: 0 (docked at space station, in
Ion engine type B (x2) orbit, moving counterclockwise)
Weapons: LC, LB, EB, T (x2), RB (x4)
Defenses: RH, MS (x4), ICM (x4)

This battle occurs a month after the
Zebulon Raid. The Zuraqqor are attack- ~ PGSS Drag Net (Thruster-class privateer)

ing the only station in orbit around HS2 HP 10 ADF4 MR 5 DCR 26
Zuraqqor Fighter Volturnus, effectively cutting off the on- Weapons: AR (x4)
HS2 HP 10 ADF5 MR 5 DCR 50 planet mines and military installations Defenses: RH
Atomic engine type C (x1) from the PGC and Galactic Task Force. Location: hex 1519
Weapons: AR (x4), LB The statistics for the Pan-Galactic ships Speed: 0 (docked at space station, in
Defenses: RH were previously given in the DRAGON® orbit, moving counterclockwise)

Magazine issue #88 (“Yachts and Priva- .
Scenario 1: The Zebulon Raid teers Return”), but are repeated here for PGSS Miner's Central (PGC-owned space

. . station at Volturnus)
0 it TG, e WSS Sl fie the benefit of those who lack that issue. HP 30 DCR 23

. o The planet Volturnus is located in hex .
making a run to a military base on 1520 on the star map and does not move Weapons: 2 LB
Volturnus (off the right side of the star duri P Defenses: RH, MS (x4), ICM (x4)
. ) uring the course of the game. The . . . :
map), and they begin the game in forma- T, .. - . Location: hex 1519 (in orbit, moving
. . arnagis just leaving Volturnus, having .
tion near the left-hand side of the star . counterclockwise)
undocked from the space station and
map. They only want to get to Volturnus lled .
. pulled out of orbit.

and will try to escape any attacks. On Zuraqqor Forces
the other hand, the Zuraqqor’s orders
are not to return until the UPFS ships
are destroyed. Ship statistics for most of =~ PGSS Tarnag (Nova-class yacht)

Pan-Galactic Forces ZMS Ktr-Bltz (class-B cruiser)
Location: hex 5420

the UPFS forces may be found in the HS5 HP 25 ADF2 MR 2 DCR 35 Speed: 8 (heading toward hex 5320)
boardgame rules for the Knight Hawks Weapons: LC, LB, RB ZMS Drlp’'mrztd (class-C cruiser)
game. Defenses: RH Location: hex 5523

UPFS Forces Location: hex 1921 Speed: 8 (heading toward hex 5423)

Speed: 1 (heading toward hex 2021)

UPFS Arcturon (destroyer) The first side that destroys or inflicts

. PGSS Brigadoon (Condor-class privateer)  over 50% damage on all of the other
égzzz"‘s‘ hex 0618 HS 13 HP 65 ADF3 MR 3 DCR59  side’s ships wins, with the PGC station
Weapons: 2 LB, EB, PB, DC, T (x4) counting as a ship. Neither side can
UPFES Arrow (assault scout) Defenses: RH, SS, ICM (x8) retreat from the star map.
Location: hex 0821
Speed: 5

UPFS Remora (assault scout)
Location: hex 0522
Speed: 5

UPFS Anaconda (freighter)
HS 17 HP 8 ADF2 MR 1 DCR 71
Weapons: T (x4)
Defenses: RH, MS (x2)
Location: hex 0521
Speed: 5

Zuraqqor Forces A . 1
ROLE PLAYING GAME OF PSIONIC POWERS

An exciting new role playing game in which characters use or deal with awesome psionic powers in

ZMS (Zuraqqor Military Ship) Britz'krgr

(class-B  cruiser) a near future setting. PSI WORLD offers over seventy-five different skills, twenty-five psionic disct-
Location: hex 3439 plines, and over ninety specific psionic abilities.
’ . The Gamemaster chooses the narure of the near future society, and with the input of the players.
Speed' 7 (headlng toward hex 3338) selects che style for their campaign, There are two options:
All UPFS ships are heading horizon- e The Government has attempted ro gain dictarorial powers and uses the Psis as scapegoats to distract
tall th heet. The Z public attention from the Government's illegal grab for power.

a 'y ‘across. € maps ee. o € uljaqqor & The Psis are 4 true threat to democratic rule as they use their powers to gain unfair advantages in
Shlp 1s moving along a dlagonal to inter- business. politics, and all aspects of daily life. Players take the roles of members of the Psi Police
Cept the UPF convoy. to protecr the public from this psionic menace

Any UPFS Ship that makes it off the Be a Psi and contral awesome powers of the mind! Protece the innocent from those with great
I'lght side of the map is assumed to have powers as a member of the Psi Police! The choice is yours. Seck adventurc in this fast paced game of
safely o — Zuraqqor et The action and excitement in a nar future scteing. The only limits are your own imagination!

. . . . A P3| WORLD includes complete and easily understandable rules, the PSI

Zuraqqor Shlp wins if all UPFS ShlpS are FA?_J%AL?PY{IEI;'AE%ES | WORLD ADVENTURE with introductory adventures to get your campaign
destroyed or suffer over 50% loss of T — started, Gamemaster’s Screen, and master character sheet suitahle for photo-
h . 1’1 11 . 1’1 > il copying. Everything needed to begin your PSI WORLD campaign is included
their hull points. The Anaconda and at - in the boxed set. All of this is yours far only §12.00,
least one other ship must survive for the b _kak 4

p .. N , Available fram better shops or direct from Fantasy Games Unlimited at
UPFS player to win. Note that it is possi- {1 P.0.Box 182, Roslyn, New York 11576.

ble for both sides to win in this scenario. - Prease add 82 tor postage and hanoling. N. Y. residients piease 800 saies tex.
(Such are the fortunes of war.)
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