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DISCLAIMER

AT-43 is a work of fiction. It is a game.
None of this ever happened and,
hopefully, never will ...
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AT-43 Tactics

AT-43 Tactics is tactical game in the universe of AT-43 played
by four to seven players.

One of the players is called the game leader (GL). Impartial,
the GL is the only one to already know the details of the mis-
sion or scenario and the surprises awaiting the players. He
plays all the enemies (the NPCs: non-player characters). He is
also in charge of the proper unfolding of the game and is the
arbitrator if there is any problem.

The other players each play a player character (PC), a mem-
ber of the unit they invent together unit. Throughout the mis-
sions, the players cooperate to reach their objectives and sur-
vive their thrilling adventures. In between missions, thanks to
the experience gained, they improve their PC to achieve the
final victory!

THE CHARACTERS

The characters of AT-43 Tactics are defined by characteris-
tics noted on “character sheets”. They can improve from one
game to the next with experience. In addition, the characters

- controlled by the GL obey special rules.

Player characters

Each member of the unit has a specialty and his own char-
acter sheet. At the beginning of the game each player, except
the GL, chooses the character he controls. One of them must
choose to be the officer, another will be the mechanic and a
third one will be the medic. Players should make copies of
pages 14-49 and cut out their character sheet.




START WRITING!

AT-43 Tactics character sheets show several tick boxes
that are used to track information. These boxes are empty
when the character has the corresponding number of
points and ammo. Each time a character uses an ammo
point or loses any other point, the player ticks one of the
corresponding boxes.

Each weapon line has a box that allows the player to
indicate which weapon the character has in hand. At the
beginning of each mission, the players choose freely from
their weapons which one their character has in hand.
They then tick the corresponding box.

Characteristics

Designation: The character’s role in the unit. Each player
can add the name and/or the nickname of their character.

Movement (g: The base value used to calculate the dis-
tance in cm the character can cover when he moves.

Morale ¥: The character’s willpower and cool.

Protection ﬁ: The protection offered by the character’s
combat gear.

Combat §): The character’s ability to defend himself in
close combat.

Endurance: The character’s physical and psychological re-
serves. In contrast to other characteristics, Endurance is not a
set value. It is a pool of points that changes during the game:

= A character loses one Endurance point for each Damage
points he receives;

* The player can also spend one of his character’s Endu-
rance points to re-roll a test.

A character can regain Endurance points, but cannot have
more than the number indicated on his sheet. At the beginning
of the first mission each member of the unit has six Endurance
points.

COMBAT DRILL

Overwatch!

When a character ends his activation, the Officer may
spend 1 LP to issue him the «Overwatch!» combat drill.
This is only possible if the PC did not shoot during his
activation. He can now shoot at an enemy character or
enemy unit after it moved. This combat drill remains acti-
ve until the character shoots or is activated once again.

The GL can do the same to put an NPC or a unit in
overwatch.

Take cover!

When a character ends his activation, the officer can
spend 1 LP to issue him the «Take cover!» combat drill.
The character’s cover tests are successful on a result of
3 or more until the next activation. :

The GL can do the same to tell an NPC or a unlt {044

ﬁa&e coverly, _ ﬁ

ISRGITEG ¥ X X X X )

“Where did that hole come from?”

First aid: The character can restore 1 Endurance
point to himself or to an ally in contact.

CPR: The character can give back all Endurance
points to himself or to an ally in contact. This requires the
use of one medpack.

Range weapons
LASER RIFLE
Ik X X X X X X X X X J
GRENADES
AMMIOOO®O® O
Melee weapon
' COMBATKNIFE

OPTIONAL EQUIPMENT EXPERIENCE

When a character has no more Endurance points left he falls
to the ground (the miniature is laid down). He has lost the will
to fight or is too wounded to carry on.

A grounded character cannot perform any actions and all
his tests are automatic failures. He can only regain Endurance
points when the medic uses his “CPR” ability or when a me-
dpack is used on the character. In both cases he regains one
Endurance point, his miniature is put back up on its feet and
the character can start playing normally again.

Abilities

In addition to his characteristics each character has one or
more abilities. These are described on the character’s sheet.
Using an ability counts as an action, except when it affects
another action, such as shooting for instance. In this case its
use is simultaneous with the action it affects.
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Equipment

No soldier would head into battle without his gear. Each
member of the PC unit has his own equipment.

Equipment is split into two categories: standard equipment
and optional equipment.

» Standard equipment is specific to each character. It re-
quires special training to be used and cannot be handed to
another character. These are the weapons indicated on the
character sheets. They have their own characteristics:

Accuracy Q: The weapon’s accuracy; this also takes into
account the shooter’s skill;

Rate of attack/Re-roll €: Number of dice rolled for each
attack or shot/Number of times the player can re-roll all failed
attack or shot dice;

Area of effect @: Radius in cm of the blast caused by the
weapon. All the fighters within this distance of the target suffer
an impact.

Weapons with an Area of effect are “indirect fire weapons”.
They ignore cover. If the shooting test is missed, the ammo
explodes away from the target and causes no damage.

Penetration/Damage @: The weapon’s ability to pierce
the target’s protection/Number of Damage points inflicted for
each success on the damage test.

Ammo: Each weapon has a limited amount of ammo. Each
shot uses as much ammo as the number of dice rolled (re-
rolled dice do not count). When all the boxes are ticked the
character cannot use this weapon until he finds more ammo.

e Optional equipment is collected as the missions go. It
allows the character who carries it or uses it to benefit from
specific game effects. A character cannot carry more than two
items of optional equipment.

For the cost of an action, it is possible to hand an item of
optional equipment to another character that is in contact.

Jetpack: Fighters equipped with Jet-
packs get the “Rocket jump” ability. They
can jump over miniatures and terrain ele-
ments during their movement.

G-Pack: Fighters equipped with G-Packs
get the “Rocket jump” ability. They can jump
over miniatures and terrain elements during
their movement.

Optical camo module: This equipment
gives the unit the “Stealth” ability. Any shot
targeting the unit from beyond range 1 is
an automatic failure. This ability also works
against lock shots.

Info!: this token gives you access to
information concerning the storyline. Most
of the time it will influence a mission’s en-
ding no matter if the players were successful
or not.
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Ammo crate:
The player can use this equipment to reload
all the ammo boxes of one weapon.

Combat drugs:

A character may use this equipment to inject
drugs either to himself or to an ally he is in
contact with. The effects of these drugs last
till the end of the mission. The beneficiary may
spend an Endurance point before resolving a
close combat damage test. The Penetration of his combat knife
is then equal to 7.

Explosive charge:

When using this equipment, the character
may lay an explosive. The player places the
“Explosive Charge” marker in contact with
the miniature. In any of the following rounds,
the character may use this equipment again
to trigger the explosive, regardless of distance. A damage test
@ is resolved rolling one die for each fighter within 5 cm of the
explosive charge. Each success inflicts one Damage point.

Medpack:

The player can use this equipment to restore
one Endurance point to his character or to
an ally in contact.

Smoke grenades:

As long as he carries this equipment, the
character can throw a smoke grenade in-
stead of a normal grenade. The blast cre-
ates a smoke cloud, represented by any AT-
43 card. Until the end of the round, all shots
going through this cloud allow their target a cover roll. Using a
smoke grenade costs one grenade ammao.

Triple lense helmet:

As long as the character
wears this equipment, all
his weapons gain +1 in Ac-

curacy @.

VHF Radio:

As long as a character carries this equip-
ment, the officer gets +1 LP at the beginning
of each round.

Each of these items, except for the G-pack, jetpack, optical
camo module, is represented by a token. Otherwise, it fea-
tures on the miniature.




Experience

It is possible to play each mission of AT-43 Tactics indepen-
dently from each other. However, it is even more fun to play them
in order and keep track of each character’s development.

At the end of each mission, the players note the Endurance
points, ammo and equipment their character has left. The
character begins the next mission with these same amounts.
However, the PCs can exchange optional equipment in be-
tween missions.

At the end of each successful mission, grounded characters
automatically recover one Endurance point. The others are
rewarded for having fought so fiercely: the player chooses a
bonus from the following list and writes it down on his charac-
ter sheet. Bonuses followed by an asterisk (*) can be chosen
several times:

Lethal weapon*: The Re-roll &) value of the character’s
mélée weapons is increased one point.

Tough guy: Each game effect that restores Endurance
points gives back twice the number to the character.

Demolition man*: Once per round, when he resolves a
shot, the character may have an extra re-roll on the damage
test without having to spend any Endurance points.

Disciplined: The character gives an extra 1 LP to the Offi-
cer during the tactical phase (as long as he can see him).

Hard boiled*: The character can re-roll each Morale test
once, without spending any Endurance points.

Heavy carrier*: The character can carry one additional
item of optional equipment.

Eagle eye*: The Re-roll 9 value of the character’s ranged
weapons is increased one point.

Rapid reloading: Using an Ammo crate does not cost an
action.

Dasher: The character can shoot or fight immediately after
or before performing a rush move.

The GL's characters

The GL controls all the NPCs, meaning all the characters the
PC will fight or encounter in the course of their mission.

Characteristics

Some NPCs have Endurance points like the PC and use
the same rules as them.

The NPCs that do not have any Endurance are eliminated
when they suffer one Damage point. They do not have a char-
acter sheet, but their characteristics are indicated on the cards
included in the miniatures boxes. All Therian weapons hold 10
ammo. They are immediately reloaded when the character is
in contact with a nanogenerator; this costs one action. Some
NPCs have Structure points, like terrain elements. Each part
of an armored fighting vehicle (frame, propulsion and weap-
ons) has a certain number of Structure points (identified by
white boxes on the card’s illustration). A part is destroyed
when all its Structure points fall to O.

-
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Units

Some NPCs are part of units. Each unit includes a leader.
The leader has the same characteristics as the other members
of his unit, but his miniature is different. He will be the referen-
ce point for all distance measurements. When a unit’s leader
is eliminated, the closest standard character who is part of the
same unit becomes the leader. His miniature is replaced by
the leader’s.

A unit must respect its cohesion at all times:

« All the members of a unit must be within 10 cm of the
leader;

= Each member of the unit must be within 2.5 cm of another
member of the unit.

Important: PC unit members are not required to respect
unit cohesion.

A unit is considered behind cover if at least half of its mem-
bers are either behind cover or totally hidden.

When the unit is behind cover, all of its members get cover
tests.

When a unit performs an action, all its members resolve it
at the same time. The GL rolls as many dice as there are cha-
racters multiplied by the Attack rate e of the weapon or the
number of impacts. If an indirect fire weapon is shot, the Area
of effect @ is multiplied by the number of successful shots
that the unit rolled.
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ESSENTIAL RULES

Measuring distances

Distances have a determining role. Just like when playing
AT-43, an action must be declared before measuring any dis-
tances.

Distances are measured in cm or in range bands. Range
is used for distances when shooting. Range is measured in
blocks of 10 cm: 0 to 10 cm is range 0, 10 to 20 cm is range
1, and so on.

All distances are measured with a tape measure, from the
edge of an element to the edge of another. It may be the base
of a miniature or the edge of a terrain element. In the case of a
unit made up of several miniatures, measurements are taken
from the edge of the unit leader’s base.

Being in contact

Two characters, or a character and a terrain element, are in
contact when there is less than 2.5 cm between the edges

of their bases.
Lavy

g
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Who can see whom?

Characters can see in all directions. However, an obstacle
can prevent one character from seeing another. Lines of sight
then need to be checked: if there is a line of sight, the charac-
ters see each other. When 2D terrain is used, the characters
can see each other if an imaginary line can be drawn from
the edge of the character’s base and the base of the targeted
character without crossing any obstacle. When 3D terrain is
used, the player should bend down to adopt the point of view
of the miniature representing the character to determine if he
can see the target or not.

HOW THE GAME
ROUND GOES

An AT-43 Tactics mission is played over several rounds.
Each round is divided into phases. The GL makes sure all the
phases have been played and that each player was able to
make his character act!



Tactical phase

It is during the tactical phase that the game
round is organized and whether the PCs or the GL
go first is determined.

= First, the GL and the player playing the Officer
calculate their Leadership points (LP) pool for the
round.

For the GL, this pool is that of the NPC com-
mander indicated in the description of the mis-
sion.

For the officer, it is equal to his LP score (5) add-
ed to the number of PC he can see.

= Then the GL and the player playing the Officer
both secretly wager a number of LP (0 to 6). It is
impossible to wager more LP than you have.

« Both reveal how much they wagered and roll

an Authority test. Both roll a die; the score of the
die is added to the Authority and the number of LP
wagered (These LP are removed from the pool).

The one who gets the highest total chooses who will be the
first active player of the activation phase.

In case of a tie, the Officer wins the initiative.

If the Officer is grounded, the result of his Authority test is
always equal to 0.

Activation phase

The active player (the one whose turn it is) activates one
of the characters or units under his control. Activating a lone
character is free. Activating a unit costs 1 LP.

The active player resolves the actions of the activated char-
acter or unit. Each character or unit can only be activated once
per round.

During his activation, a character can:

e Either perform a combat move (@ cm) and one
action;
* Or perform a rush move (@ + 6 cm).

Important: A character in contact with an opponent at the
beginning of his activation can only perform a combat move
and can only move half of his Movement Q he may still per-
form an action.

A character can move in any direction and is free to change
direction whenever he wants to during his movement. He must
go around obstacles and can pass between two obstacles
if his base can. Enemy characters are considered obstacles.
Characters on the same side are ignored.

Moving around obstacles is easy: the player lets the tape
measure run around the obstacle when he measures his char-
acter’s movement.

During a combat movement it is also possible to climb on
top of a terrain element or clamber over it. In this case, the
character moves only half of his Movement @ If the terrain
element is taller than him, he ends his movement on top of it.
Otherwise, he jumps over it and continues his movement.

A character can perform one of the following actions either
before or after a combat move:

* Hand over equipment: The character gives one of his
items of optional equipment to a visible ally who is in contact
and who can carry it;

e Open/Close: The character opens or closes a visible
door or container in contact. It is possible to enter an open
container;

* Pick up an item: The character picks up a piece of equip-
ment. This action is only possible if he is inside the container
containing the object;

* Equip: The character swaps the weapon he has in hand;

* Fight: The character attacks a visible enemy in contact
with a mélée weapon;

= Shoot: The character indicates a target and shoots at it
with one of his ranged weapons;

« Use an ability: The character uses one of his abilities. If
this ability is associated with a ranged weapon, the character
shoots at the same time;

« Use an item of equipment: The character uses an item
of optional equipment and solves its effect. The equipment is
then discarded.

Once the character has finished acting his activation ends
and another player becomes active:

 Ifitis a PC who has just played, the GL becomes the ac-
tive player;

« Ifitis the GL who has just played, another player becomes
the active player. It is the Officer who chooses whose turn it
is from among the characters who have not yet activated in
this round.

Control phase

This phase allows the players to evaluate the situation. The
GL checks if the objectives have been fulfilled by the PC or
if an event specific to the mission occurs (reinforcements for
instance).

A new round then begins.
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Shooting
C .-:!':I -

TOR'SECRET

Important: missions should only be read by the GL!
Each mission briefing details what information the GL
should give to the players and when to do it. If a rules
question arises it is up to the GL to arbitrate the prob-
-~ lem. However, he plays without a screen and his charac-
ters are subject to normal rules: when he manages the
@-the GL is a player (almost) like the others! =
LRI = L%

ROLLING A TEST

Universal table of resolution

When a character shoots, fights or uses certain abilities, it
requires a test to find out if the action succeeded or not. For
each test, the GL defines an action value and a difficulty.
The calculation “action value - difficulty” is then done. The
result determines the column to read in the universal table of
resolution. This column gives the minimum result needed on
a die for the action to succeed. The number of dice rolled de-
pends on the type of test.

Universal table of resolution

Each die whose result is greater than or equal to the one
indicated in the column is a success. Any other result is a
miss.

@ Automatic miss. No dice are rolled.

Automatic success. No dice are rolled.

4

There are several special cases:

Combat: A character can fight with any visible opponent in
contact. Each success on this test gives one impact.

Shooting: A character can shoot at a visible target. The
distance separating the marksman from target is measured in
ranges. This value is the difficulty of the action.

Each success on this test gives one impact.

Terrain elements may provide cover: when a character is
partially hidden by a terrain element he benefits from a cover
roll. To resolve it, the character rolls one die per impact suf-
fered. Each die showing a result greater than or equal to 5
cancels an impact.

Cover is ignored if the marksman is within 10 cm of the edge
of the cover closest to the target. It is impossible to shoot at a
target partially hidden by another character.

Damage: Each success on this test inflicts on the target a
number of Damage points equal to the Damage value @ of
the weapon used. If the character loses all his Endurance
points if he has any.

Re-roll: Some game effects give one or more re-rolls to the
characters. Each re-roll allows the player to re-roll all the dice
that showed a miss. The successes obtained on the first roll
are added to those obtained after the re-roll.

Shooting the terrain
STRUCTURE SIZE
POINTS*
R

* Equivalent of the PCs’ Endurance points.
** When a container is destroyed, the materiel it contains is
lost and all the characters inside suffer one Damage point.

Action value, difficulties and number of dice

TEST ACTION VALUE DIFFICULTY NUMBER OF DICE

See the description
of the ability

Ability

.= of the weapon used

# of the weapon used

i=" of the weapon used

See the description

of the mission 1 per character activated

.~ of the weapon for every

(Y L character activated.

. of the target 1 per impact inflicted

8

=" of the weapon for every
character activated.

Range of the shot




War forces fighters into extreme situations, sometimes
driving them to ally with former enemies to deal with a com-
mon threat. Such situations happen when unscrupulous indi-
viduals seek to profit from the divisions separating the sides
involved. If there is any problem with one of the armies, they
find refuge in the opponent’s territory... Until the various an-
tagonists agree to collaborate.

These missions, organized by military forces engaged in
some of the most brutal conflicts in the universe, don’t bother
with any finesse: everything goes as long as the objective is
reached.

On some occasions, rag-tag groups of fighters might find
themselves cornered by a common enemy who outclasses
them individually but not as a group. Yet circumstantial alliance
generally only last the time of a battle.

Finally, individual fighters are sometimes made prisoners.
When their jailers find themselves caught in a tight spot, which
is often the case on many theatres of operation, they do not
hesitate to arm their prisoners and have them participate to
the fighting.

COMPOSITION OF A GROUP

Mixed groups gather fighters from at least two different
armies. Yet they can only include one officer, no matter his
rank (see p. 29).

It is greatly advised, but not required, that it includes a
character with the “Intrusion” ability. In addition, it is also pref-
erable to also have a medic or any other fighter with the “CPR”
and “First aid” abilities.

The GL should also bear in mind that a Karman fighter is
worth almost two fighters from any other army. Authorizing
more than one means the difficulty of the scenario will have to
be increased a notch!

ABILITY COMPATIBILITY

Any ability may influence any member of any army except
the Therians who may never benefit from abilities used on
them by non-Therian allies.

However, Therians may use their routines on any non-The-
rian member of their group as long as the text of the routine
doesn’t explicitly read that it may only influence Therians.

MATERIEL

Therians cannot use optional equipment. However, all the
other characters may use it no matter their origin.
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A CAREER

The PCs have enrolled to defend ideals they believe in, but
also to have a career. They intend to advance among the mili-
tary to more prestigious units, to gain access to better equip-
ment, and, why not, to become the pilot of a prestigious bat-
tlesuit.

AVANS AND KARMANS

The following rules apply to all armies except the Therian
project.

Each time he finishes a mission with at least one Endurance
point left, a PC may choose to be promoted rather than gain
a bonus. In this case, he may become the member of another
unit of either identical Type, or immediately higher or lesser

Type.

Example: A kaptar (typel) may become an anakonga
(same type unit as his), a wendigo or a yeti (unit one type
higher than his) but he may not directly become a K-warrior,
since this unit is two types above the kaptars.

The PC uses a new character sheet corresponding to his
new unit. He acquires the equipment of his new posting; he
keeps the bonuses and optional equipment accumulated over
the missions, except what was provided by his former unit.

Example: A kaptar transferred to the wendigos loses his
jetpack.

The evolution in an army is not free. In obeys the following
rules:

» Soldiers without abilities cannot gain abilities. You don’t
learn to become a doctor on the go.

Example: An RPG soldat cannot become a medic. Simple
soldier he is, simple soldier he will remain.

= Soldiers with a specialty may only move to a unit that has
access to the same specialty.

Example: A star trooper medic may become a steel troo-
per medic. However, he will never become a shock trooper
since the latter have no medics. Only wusses go whining to
the doc when they have a booboo.

= Along his career, an officer may go back from lieutenant to
sergeant in order to join a more prestigious unit.

Example: A star trooper lieutenant transferred to the shock
troopers will be ranked as sergeant. What did ya expect? Be-
coming a war beast always cost ya a little something.

= A gunner will have to change weapon according to those
available in his new army corps.

Example: A krasny soldat grenade launcher transferred
to the spetsnatz kommandos will have to give up his favorite
weapon for a flamer or a rocket launcher. The revolution so-
metimes requires sacrifices to be made, comrade!

THERIANS

As quasi artificial life forms, Therians do not have “career
plans” but rather a personal development program.

At the end of any mission, a Therian may “erase” from his
memory one of his routines to change to a new function or
new army corps. Therian nanoscience can still be perfected
and is subjected to the following technical limitations:

e Therian fighters (save for overseers) may either change
function as part of the same army corps, or become member
of any other army corps with the same function.

Example: A storm golem nucleus gun may become an as-
sault golem nucleus gun or a storm golem sonic gun. How-
ever, he may not become a bane goliath relay. To do so, he
would need to be a relay himself.

< An overseer remains overseer.
Example: A storm golem overseer may not transform into a

storm golem relay or a storm golem gunner. However, he may
become an assault golem overseer.




Somewhere on Damocles, inside an empty hangar in
Camp Charlie.

The lieutenant pointed at a map pinned to the wall.

“This is one of the Salamander’s stocking areas. We already
know that this dangerous criminal is borrowing troops from
corrupt officers, probably steel troopers but we cannot be
sure. What we do know is that they are all well trained and well
equipped. We are unable to predict the security measures in
place around the Salamander’s warehouse. In any case, avoid
triggering the alarm. Prepare for anything. The Salamander
deals military materiel. There are countless branches to his
organization and he has accomplices on all sides.”

The lieutenant paused to observe the room. A chill ran down
his spine as he gazed upon these beings who were still his fier-
cest enemies only forty eight hours ago. There was no doubt
they felt the same about him. It was crucial to put aside any
resentment if this team was to work out. It was time to tell them
who was here and why so everyone understood they were
facing a common enemy. Intelligence officers had strongly
advised him not to, yet the lieutenant overlooked the recom-
mendation.

“He steals Therian bodies, diverts large quantities of nano-
machines, hacks into attack systems... That is why we have
Therians with us. It is their information that allowed us to trace
the network set up by the Salamander.”

“The situation is no better for the Red Blok,” he resumed.
“The Salamander diverts materiel, snatches soldiers, and sells
contraband alcohol and spiked combat drugs. Their piece of
the puzzle allowed us to dig a bit further and discover that the
Salamander does not only smuggle goods out of Damocles.
He also sells them to every corrupt piece of filth on this pla-
net. Finally, we have learned from trusted sources that he has
already captured a dozen Karmans. He is selling them bit by
bit to clandestine U.N. research labs. We believe there are also
such organizations hiding in everybody’s back. The Karmans
have provided precise space traffic observations most likely
associated with the Salamander’s activities.”

The lieutenant stopped talking to watch the effect his speech
had on his audience. The revolutionary soldiers remained im-
passive, but a dangerous gleam in their eyes said that they
had personally seen their comrades fall victim of the junk the
Salamander was dealing.

The overseer’s mask had shifted to the face of a furious
demon. The lieutenant knew, for having examined the files
supplied by U.N. intelligence, that the overseer had personal-
ly been a victim of the Salamander. Fangs showing and hair
standing on end, the Karmans were on the verge of fury.

No matter the elements selected for the next mission, the
team was solidly united in hate by these common goals. The
lieutenant was reassured and began exposing facts known to
the U.N.A.
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“We are just the best!”

Authority: The character has a value of 2 to solve
Authority tests.

Leadership: The character has a minimum of 5 LP for
each round. Each poin