 SEQ CHAPTER \h \r 1WELCOME TO CAV
 
The Solaris Sentinel is proud to bring you Reaper Miniatures new Mecha game CAV.  Each month at the Solaris Sentinel we plan to bring you the latest in CAV news and information on the game.  In the tradition of the Sentinel we also hope to bring you fan made scenarios and fan fiction for CAV.  We are hope to be able to bring you interviews from those involved in creating CAV.  This month we start that with an interview with Ed Pugh CEO of Reaper Miniatures.  I also hope to start having some fan artwork.  This is but an EFANZINE but I hope we keep you coming back for more.  If you have a piece, you would like to put in the Sentinel especially of fan art or short stories’ email me.  You guys really don’t want to see me attempt to do a drawing believe me.


 I can only hope to live up to the same level of work Ross has done for BattleTech with the Sentinel. I  personally haven’t tried to do any serious writhing in years.  So this could be a wild rid starting out, but I hope you enjoy.





Kevin Shirey






A.K.A.: General308





Solaris Sentinal CAV Editor

Introduction TO CAV


So what is CAV you ask?  CAV (Combat Assault Vehicle) is Reaper Miniatures new Mecha game.  This great new game is set in the 23rd century, the Galaxy is recovering from a brutal war and the factions and governments in the CAV Universe are trying to learn to coexist.  But the peace is a very fragile one.
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CAV Cover courtesy of Ed Pugh and Reaper Miniatures.  

CAV is more than just a Mecha game. CAV is a true combined arms game.  Yes there are CAV massive war machines that currently way as much as 110 tons.  But in CAV combined arms will carry the day.  So a balanced force is a must for victory.


There are many types of units already in the game.  You get vehicles, infantry, gun ships and of course CAV’s all in the core rule book.  You have factions galore with your 6 main powers, 9 UCORs, mercs, pirates and the mysterious Psyros.  


Total fluff before you get to the rules 83 pages. 


How does the game play you ask?  How hard is it to learn?   Well I must say the game plays extremely fast it was designed with the ideal that you can play a game with 60 models in about 3-4 hours.  The game is extremely easy to play.  The rules are only 15 pages long.  So You don’t have to sit down and read for an hour just to have seen all the rules.  I read the rules once and had minimal questions, sat down and played and was able to work throw the rules, and have the basics down in about 10 minutes.  The first battle ran was a Rhino VS 2 Dictators it as a very fast game.  Have played that battle many times.  Just a warning to all you out there so far the 2 Dictators have beat the Rhino every time I have tried it, but the Rhino if he gets a lock on you and opens up with his main guns his target tends to go down.  I have had a blast playing CAV and so have my friends that I have introduced the game too.   I have no doubt just about anyone can pick up the rules and learn to play without having to have someone teach them.  


Basically for play you will need something to represent your CAV.  The CAV minis work best but if you are learning anything will do.  You can copy the Data Cards in the back of the book for each unit.  If you don’t feel like going to the store to make copies well that is OK too.  If you have the Army Builder Program, you can download the official Data files where you cannot only print the Data Cards but modify them as well.  You don’t have the program you say?  No problem because you can just go too http://www.wolflair.com/ go too, downloads and download the Army Builder program Demo version or Army Builder light and try the program before you buy it.  They’re a few limitations but you will still be able to print the Data Cards and modify the cards as long as the unit doesn’t go over 500 points.  Then if you like the program you can buy it online or have your game store order the program for you or it cost 30 bucks if you register on line 37 if you buy the CD.  I know it sounds like it cost a lot but it works for dozens of game systems you will notice on their site.  Compared to the cost of other similar products for other games this is a steal.  Even if you use it just for CAV it gives you the ability to modify all the units in the game not just one type.


Once you get your Data Cards then you will need your dice.  You will need 2 D10 if you are using a monster CAV like the Rhino some D8's and some D6 for the other units in the game.   The D6 and D8 are used as damage markers for your CAV.  Each person needs one D10 those are rolled for damage which is an opposing roll.  Also you will need a deck of regular playing cards which are used for initiative. 


The initiative system is different from what you may be use too playing.  Your units are broke into sections.  Each section has 4 units in it.  For the initiative deck each side gets one card per section.  So if you have 5 sections and your opponent has 4 sections.  Then in the deck you would have 5 cards of your color or suit and he would have 4 of his color or suit.   You then of shuffle the cards together and flip over the first card.  Whichever side comes up gets to take his actions with one section.  After that section is done with its actions you flip over the next card and whichever sides card comes up moves a section.  You go throw the deck this way till everyone has taken their actions or passed.  Note that means it is possible that one side may get to move more than one section in a row.  Which means you have to use different strategies than you would use in  other Mecha games.  You can’t count on being able to cover  yourself with the CAV from the other section cause his units may get there and destroy you before they arrive.


When your card comes up as mentioned before you get to choice one section and take your actions.  You have a number of options.  You can Pass(do nothing).  You can move.  You can Move and then conduct and activity.  You can  move conduct an activity and then move again.  You can conduct an activity and then mov or just conduct an activity.  If you have infantry and an APC you can have the infantry mount or dismount.  So as an example you could have your CAV move the shot and then move the rest your movement points.


What is an activity?  Well an activity is basically the actions you can make other than moving.  For example you could choice to use your activity to repair.  You could Choice to fire your direct fire weapons or your indirect fire weapons depending on the situation.  So you have some choices but your weapon fire choices are limited bye your power.


How am I limited?  Well in CAV when you take damage your states on all of your systems begin to drop so you weapons get weaker, your units get slower, your TL system and ECM’s get weaker.  Your weapons begin to lose punch and more importantly your engine begins to lose power and that loss of power can limit what you can and can’t do.  If you don’t have the power to move and fire all your weapons you have to make a choice.  Do I move and fire what I can?  Do I just fire everything and stay were I am at?  Do I only have the power to fire my secondary weapons?  Do I try and activate the nanobots to repair my self?  All of these are some of the important questions when you have to start asking as you become damaged.  So as you take damage all your systems get weaker until you get destroyed.


Now when you fire on your opponent he just doesn’t sit there and take it.  He gets a defensive fire against you.  For every section or part of a section that fires on a CAV he gets one Defensive Fire against one unit in that section.  So if units from two sections fire at a CAV the CAV will get two Defensive fires at one unit that fired on it from each of those sections.  So it is very important to have your sections group up on your opponent or not have 4 units all from different sections firing at your opponent.  Believe me.  You want to allow the Rhino as few Defensive Fires as possible.


One of the things I love about CAV is the way damage resolution works.  You first have the option of trying to get a target lock on your opponent.  If successful you will get a bonus on your attack which depends on the ability of your target lock system usually it is between a +2 to a +4.   To get the target lock you roll your d10 adding your TL bonus and any Weapons Officer Modifier if any.  Your opponent rolls a d10 adds his ECM bonus and any Weapons Officer Modifier to his roll.  If the attacker beats his opponent bye one, he gains a successful Target Lock.  


Next you fire your weapons.  You choice what weapon you want to fire.  You add that weapon’s bonus to your roll plus the target lock if you successfully got the lock and any other Attack situation modifiers that may exist and add that total to your D10 roll.  The defender rolls a d10 and adds his Armor bonus and his pilot skill modifier if any and any direct fire Defense situation modifiers.  If the attacker beats his opponent bye one, he gets a hit.  However to do damage you must at lest beat the defender bye 4.  Your damage will depend on the Margin of success.  It can be anywhere from 1 point to 4 points or a critical hit.  The damage varies on that critical hit from 3 points of damage to the complete destruction of your unit.


You also have the ability to do Indirect fire which I mentioned earlier.  The basics are the same.  The differences are Indirect Fire weapons you do not have to have LOS to fire and your opponent does not get to do a defensive fire at a unit that does an indirect fire.  However even though you do not have to have los and indirect fire weapons are area effect weapons they are no were near as powerful as their direct fire cousins.


There is one other type of attack you can do which I did not mention before.  It is called Close assault.  Close Assault is a close quarter attempt to finish an opponent off.  You must come in base to base contact and you may bring in other units in your section help out in the Assault.  Close assault however is a dangerous endeavor.  You may go in and if you hit a fresh opponent come out of it with you taking the damage.  So use this option with care.


Currently the official CAV page is under construction however it may be up bye the time you read this.  The official page is www.cavhq.com.   Well it was under construction it still is.  However if you go to  http://www.cavhq.com/demorules.htm they have put updated demo rules even if you have the old demo rules check it out because these rules are the same as in the book. That is right full rules minus the fluff and modification system.  However you will get all the models that are out to play with.   So don’t take my word for it TRY IT!!!!

CAV WEB PAGES

Lets look at some of the CAV web pages out there.  There is of course the official page mentioned above www.cavhq.com.  Lets look at some of the others


First there is Mil-net at http://cav.steelcommand.com/.  Yeap, It is done bye the people Steel Command.  Many of you may know of Steel Command from it’s Battletech pages. Their CAV page is in my opinion Awesome.  They have news updates a list of products that or out and release dates.  They have a Fan Fiction section, articles and more.  In fact you can see the results of the CAV paint contest that was sponsored bye Jacketboss.  The best thing I think is their Message board.  The Message board on Steel Command CAV page Is just fabulous.  It already has a good following and you will see people that work with and for Reaper very frequently on that board..  

There is also on the CAVHQ page under the links a CAV yahoo group at http://groups.yahoo.com/group/CAVHQ.  I highly recommend it.   Reaper’s people also participate there with the fans probably more so than anywhere else.  I would recommend

when you select your options for receiving the messages for the group if you don’t want a lot of

email’s select the daily digest.  If you don’t mind a lot of email, you can have the messages all come straight to your e-mail box or you can get a daily digest of the post on the group.  If you don’t want to get the massages on your email from the group at all, you can select the option to just read from the Yahoo Group page.  I bring this up because the group usually is quite active and I would hate for the number of email’s to scare anybody off of a great CAV group page.

 
There are a few others most of them are general war gaming sites.  You can find them on CAV’s official page.  There is also the link for the Army Builder page their as well.                                                                                                                                       


Interview with Ed Pugh.


Ed Pugh was kind enough to give the Sentinal a Email interview.  Hopeful this will answer some of you questions about CAV. 


Hello ED. Before we get started I want to thank you for this Interview. Many 
of the Solaris Sentinal Readers may have never heard of CAV so forgive me if 
some of these questions you have been asked before. So lets start with some 
intro Questions.

For those that don't know what is Reaper Miniatures?

We are a pewter miniature manufacturer. We are known primarily for our 
fantasy 25mm Dark Heaven Legends (DHL) line. We also have a 15mm fantasy line 
(Shadow Corps) and produce a series of CCG counters (Pro Counters) for 
tracking life/power points. Last year we released a line of paints 
specifically designed for painting metal miniatures. (Pro Paints) 

What is your position at Reaper and what is your involvement with CAV?

I am the CEO of Reaper Miniatures so I get to wear a lot of hats. For CAV, I 
am the creator, designing the technology, galaxy, factions and Damage Track 
system that the rules incorporate. At present I serve as the brand manager of 
the line but will most likely cede that position within a year or two. CAV 
development will follow the same course that (DHL) has. Currently, Ron 
Hawkins is the brand manager of DHL and has continued where I left off few 
years ago. This allows both new blood and vision to keep the line from 
becoming boring or stagnant.

What other game systems has Reaper done?

Our only other game release was Dark Heaven Apocalypse (DHA) several years 
ago. DHA is a skirmish level 25mm fantasy game.

What was the inspiration behind CAV? Why even do a Sci-FI game when you have 
been doing Fantasy for so long?
The inspiration of CAV would have to be all of the science fiction I have 
seen through the years on the big screen. We decided to move into sci-fi for 
several reasons. The primary reason was to simply expand our customer base 
and balance our product mix. The fantasy miniatures market is very crowded 
and when WOTC announced, years back, that they were moving into the market we 
decided it was time to add a sci-fi product to counter an expected loss in 
market share.

There are many other Mecha games and War games out there. What makes CAV 
different?

It's by Reaper! :) Seriously though, for me it's the high tech feeling and 
fast play that I believe helps CAV stand out. The main reason I hear people 
say that they have embraced CAV is for the large-scale battles that can be 
fought on the tabletop; allowing them to recreate battles they had only 
dreamed about before.


What does Reaper have planed for CAV in the future? What type of products? Do 
you plan on doing a fiction line? Can we expect to see books on the many 
different factions in CAV?

[image: image3.wmf]Wow, a 4 for 1 question! We do plan on a fiction line and two novellas are in 
the works. One written by me (Red Spades) and a second by Matt Forbeck 
(Warmaster 2270). Additional novellas are in the works but nothing official 
yet.

This early in the line individual faction books are not practical so for the 
second source book we will be doing Syde's Guide to the Galaxy, a single 
source book focused on just the factions. 

The types of products for CAV that we will produce will be minis and books. 
We do plan on the release of two CAV card decks, but more on that later. 
Currently we are talking to several companies that wish to license CAV 
product production. The only one that has been approved and will be on the 
streets soon is a series of CAV decal sheets produced Griffon Games.

What do we have planned for CAV? Oh I tell you, then you tell the Solaris 
readers and there goes any surprises :) At present the future is very open 
and will be decided by fan input based on fan fiction we see, interest in 
particular factions, fan participation in the Operations Group etc. 

Reading the through the Fluff there seems to be two logical extensions to CAV 
on the horizon. One would be some sort of space combat game. The other would be a roleplaying system. The universe begs for roleplaying. Do you have 
future plans to do these type of products?

Yes, currently a spaceship combat game set in the CAV galaxy (Imperator) is 
in development and will go to play test early next year. An RPG is in 
discussion but nothing firm on that at this time.

What do you have planed for the Universe in terms of storyline? One of the 
things that has impressed me in CAV is the Vast universe. Where can we expect 
it ago with out giving anything away?

At present only the first few years are actually planned out. War is a 
distinct possibility in the near future but unlikely to occur all to quickly. 
The galaxy is currently settling into a cold war of sorts where the major 
factions are executing their agendas through the use of pawns such as 
mercenaries, pirates and UCORs. The economics of the galaxy are important to 
all concerned so the leverage of, and accumulation of resources with minimum 
risk is the highest priority at the moment. 


One of the things about CAV that has impressed ever one I have come across. 
Is the detail of the minis. How do you get the type detail and what scale do 
you use for the Minis?

The scale is N-Scale or 1/160 or 10mm. The detail, symmetry, and sharp edges 
on the latest CAV come from our use of CAD designs coupled with 3d Printing 
for original master models. 

I know that you have gone to using a 3D Auto Cad and a Rapid proto Typing to 
make the CAV minis. It is very exciting can you explain a little about how 
that works and some of the advantages of going that route instead of the 
traditional sculpting method?

The main advantages are the accuracy and detail that can be incorporated into 
a model coupled with the ability to change/tweak a design before it goes into 
production. A drawing of a CAV takes on a whole new look in 3d. Several 
factors and issues that are not usually addressed in a drawing become all too 
real when a design is rendered in 3d. The use of CAD and 3d printing allows 
us to design and produce the best mecha miniatures possible today. The main 
disadvantage to the process is the cost. 

What type of plans do you have for a CAV fan club and what can we expect from 
it?

CAV Operations Group (COG) will be implemented to allow for fan participation through fiction, scenario play and feedback, mercenary name registration and 
focused play programs.

I think one thing that has many gamers worried today with companies going 
down left and right is well the product be supported. Does Reaper plan to put 
together some sort of demo team?

Black Lighting is the Reaper demo team program. Black Lightning members 
(Assault Officers) will organize, administer and execute demonstrations of 
CAV in stores and conventions. Membership will be free but certain 
qualifications will have to be met for membership.

Will we see official CAV tournaments? If yes what will they be like?

The grand tournament will be the annual Warmaster competition. This year it 
will be held at Origins in Columbus, Ohio. During the year several Warmaster 
Shakedown tournaments will be held wherever organized by Black Lightning 
members. Both tournaments will have official prizes in the form of custom 
"factory" weapons and equipment that can only be used in official play by the 
actual winners.

Reaper Has a paint line. I must say from my use a very good one at that. Will 
you be doing any official paint scheme's for CAV and/or putting out more 
military colors for CAV?

Thanks! And yes, with the release of CAV we are now planning on several more 
traditional military colors for the paint line.

I know CAV has only been out a short amount of time how does it appear to be 
doing so far?

Awesome! CAV has gone into a second printing!

What would you suggest for new players getting into the game or looking at 
getting into the game? What should they start with?

First I would recommend they download the rules PDF on the website and ask 
them to make sure it's something they are even interested in. At that point 
their only cost is some of their time. When it comes to choosing what 
miniatures to buy I would recommend they study the game mechanics and flow 
using coins or minis they already own. This would allow them to determine 
which minis would suite their style of play.

Ed I would again like to thank you for your time for this interview and all 
the time you have shown CAV fan's already. 

Thank you again Ed

  
Kevin Shirey

Breaking News the Decals are know out.  They are done bye Griffon Games and can be found at www.griffongames.com/ . The demo rules are also out as mentioned above on the CAVHQ web page www.cavhq.com .


THE MYTH OF HIGH CAV MINI COST


Many people, myself included, at first glance think the CAV minis are very expensive.  Is this really the case or is it a myth?  I am here to tell you in reality it is a myth.  Yeap, that is correct it is a myth.  In fact Battletech players have payed this much money for minis before and not probably not realized it.  You say prove it?  I say fine.
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CAV Dictator next to BT Naga

First it is important to point out that CAV is N-Gauge scale.  That is larger than Battletech’s scale. I think it also important to know that the CAV’s is in scale with each other, sadly some of the Battletech minis or not. That means several things one the minis are larger than their Battletech counterparts.  Second and maybe more importantly the detail in my opinion and ever person I have talked to is much, much better than the Battletech minis.  That isn’t saying that there are not some really good looking Battletech minis out their cause there are.  But all of the CAV’s have a very high level of detail.  Third all the models in CAV come with Hex bases.  I love that for two reasons.  First no having to order or hunt for hex bases cause the store is out of stock or never seems to order them.  Second I don’t have to bye a pack of four bases if I only need the one.


Let us take an even closer look at the minis.  First I am going to look at a couple of Battletech minis.  I am going to be looking at Assault Mechs for a very important reason.  That reason is they are the closest to the size of the CAV minis.


I will start with the BattleTech mini the Longbow.  This particular piece is $9.95 with no Hex base!  Don’t believe me go to the FASA web page.  So here we have a piece that is $9.95 with no hex base.  So let us add on the cost of the Hex base to get the true cost of this mini.  It is $4.25 for a pack of four hex bases.  That comes to about $1.06 for the cost of one hex base.  You add the total up and the cost for a longbow with a hex base cost $11.01.  That is right that piece totals 11 bucks once you get your base.


Why does that matter?  Well the average CAV with hex base is only $9.99.  Lets look at one of those units the Dictator. This unit would be slightly shorter but because of its missile pack is actually just slightly taller.  The Rhino is also thicker and much longer with its massive guns sticking out.  The Dictator is just a bigger and more detailed piece and is even cheaper than the Longbow from Battletech. 


Let us compare it with another CAV, the Starhawk V.  This mini is above average cost at $10.95 with hex base.  Guess what again it is a bigger mini than the Longbow all the way around and has better detail.  The Starhawk V happens to be the tallest piece currently.  Now this mini may be a buck more than average CAV but is still slightly less than the most expensive BT minis.
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The Most expensive CAV is the Rhino coming in at a cost of 11.95 that is only $0.94 more than they Longbow.  However you look at this monster put together and you will know why.  This CAV comes in 6 pieces, the Body, the legs, the right and left arm, and two missile packs.  This piece slightly shorter than the Starhawk, but is an extremely thick piece with just massive guns.  It truly looks like a monster when you look at this piece.
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Notice the Atlas is taller but not wider.  They Tyrant is wider.  The Atlas with cost of hex base is $11.01.  The Tyrant is only $9.99 with the hex base.
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Ok well lets look at some of the other BattleTech minis.   Let’s start with the Dashi it happens to cost $8.25 without a hex base.  So let us add another $1.06 for the hex base that gives us a total cost of a Dashi with a hex base of $9.31.  I will admit freely that this is $0.68 cheaper than the average CAV.  However when you put it next to any of the average cost CAV’s the Dashi looks flat out small. Once again there is not the as much detail in the BT mini as well.  So you pay a little bit more $0.68 more to be exact but you are getting a lot more as well.


This pattern holds true for the other $8.25 BattleTech minis without hex bases.  With the base they will cost you $9.31 but they just don’t compare.  Neither do the couple of BattleTech minis that cost $8.75 without a hex base.  So the two I found that cost the Naga, the Kingfisher and Sunder with the hex base would be $9.81.  
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CAV Tyrant next to BT Masikari.

Granted not, all BattleTech minis cost this much.  The average cost for the BattleTech minis is less of course to get the real cost you always need to add the cost of the hex base.  So the BattleTech mini’s bye not having the hex base appears much cheaper then they are. The lake of a hex base on the BT minis make CAV minis in some Cases look like they cost much more.  However when push comes to shove the CAV minis compared to other BattleTech units around the same size as a CAV are in the same cost range even cheaper than a few BattleMechs.  This does not mean there is anything wrong with the cost of the BattleTech minis.  But it does show that for what you are getting it is a myth that CAV minis are much more expensive than other minis of the same kind out there.  I hope this article has helped shed some of your fear of the cost of the CAV minis.  I honestly think the best way to truly appreciate the CAV minis and what you are really getting is to just bye one of the CAV minis.  I then think you will see exactly what I mean on the CAV minis.

CAV FAN FICTION
Red Sixes 
By:Nadin Brzezinski

To: Saikoan Gharl, District Five. Rach Military District

From:  Plant Manager Millin


 Koda Works Mining Extraction


 Asteroid AZ-0809

With great trepidation and reverence I fear I have to present this report. It is holo-record form a post action report filed by a Mercenary Unit, mostly Terran, The Red Six. They are now dead, almost to a soldier. They died as Warriors defending this mining facility as their contract called for. They were the first defenders to respond to a raid by the Sir Hawkins Royal Society. The pirates landed in system, we think to steal some equipment from our satellite facility, but the Mercenaries fought them off until KODA Works security showed up and for once drove them away, before they were able to steal anything of significance.

Only one survivor, Captain Mark Yankovich remains of the unit. He was the pilot at the controls of a BS-21 Scorpion. His WSO died hours after they were recovered in the field. 

As requested, we are forwarding this report, for the pirate database. May the Season of Storms find you purified and once again ready for battle.

Head Administrator Itin  

Captain Yancovich: We were patrolling as ordered. My WSO, Sergeant Dan McFarlane, he left his sweetheart behind in Texas. (The man cleans a tear from his eye) Anyway, he was working sensors, while I concentrated on piloting. Don’t get me wrong, the SB-21 is one of the most stable CAVs  in anybody’s service. But still, that terrain was giving us all kinds of trouble.  Lieutenant Marco Donatelli had already lost his footing twice, on board his Vanquisher. Not that any of us could do much, you see. The loose ground is just murder. The low gravity does not help either. One false step and you find a massive war machine jumping higher than anybody meant it to. I mean, my Lord, it is eerie to see a one hundred and ten-ton Rhino flying. Then as usual I noticed, Lt., Parker… our other Vanquisher pilot, was leaving our defensive perimeter. That kid, he always was a tad hot, if you know what I mean. (Sniffing in the background)

Interviewer: Please leave your human emotions to the side Captain. Stick to the debriefing. 

Captain Yancovich: Right. I forgot you guys have no feelings. Anyway, here is some of the tape I recovered from my Scorpion, or rather what remains of it.: “Red One Red five, get back into the line. Metal content is interfering with active radar.” You must understand this malfing duty station has so much metal that our sensors are almost useless… yeah right not that you care. We had a job to do.

Here is more for you. “Red Five, Red One copy that. Contact bearing 014, range two thousand meters.” We had no idea what we had at that moment. It could have been a breeder, but then again, with all the smelters going sensors spike on heat sources anyway. I needed to get my boys and girls closer and find out what that was. I fear that was a mistake.

“Red five go active.” I ordered. I had seen too many contacts on this rock that were nothing more than metal returns from the small gorge we were entering. I also knew that if any of the cockpits was breached, life support should keep us alive. I turned once again to visuals. What I saw were pure contrasts of light and shadows. There was no atmosphere to speak off, that would ease those contrasts. Well KODA promised an easy duty station. I took it. I needed an easy duty station to recover from the last contract. I was starting to doubt it would be. Never thought it would be my last station either! (The sound of a pounding fist on a table, the holo shakes slightly)

When the kid came on the radio, with a burst transmission I wanted to kill him. I have ordered him plenty of times to use direct Lascom when in LOS. Did he listen, or for that matter his WSO? No! Why should he? He knew better, right!  Anyway, here it is. “Red Five, Red One, contact is positive. I repeat, contact is positive.”  

Well to the credit of Sergeant Hernandez, his WSO, he was not showing fear in his voice. “Copy that, pull back to RP Alpha-Two and hold until we get there.” What you hear in the background. Yes those explosions, well those are the last moments of their lives.  Well at that moment I knew we were in trouble.

Interviewer: That is when you sent the request, correct?

Captain Yancovitch: Yes. My sensors came alive. Next thing I see was the searing energy of a Particle Bolt Gun. Only reason why it missed us… I had just skidded into a depression. Not that I mind being alive for a couple seconds more, mind you. When I recovered my bearings half of my command was dead. I knew that the CAVs could always be replaced, it’s the pilots and WSOs that cannot.

Interviewer: Silly Terran, leave your sentimentalities. What happened next?

Captain Yancovitch:  Well, we found ourselves in the middle of hell. Two Warlords and a Sovereign crested the hill, while missiles rained down on our position. Most likely those were Specters. Of course they probably had a Panther or two feeding targeting information to the Specters. We were being torn to shreds. I was in that depression. I lowered my targeting reticule over the fat form of the Dictator and let go with my Naftan Gauss Canon. The Dictator stood there for a second or two, Then it tottered to the side and fell. I guess I was lucky that day.

Next thing I know I hear you boys over the Mil-Net. I see your Corporate Security coming in, and mopping out. As I piloted my Scorpion out, the right forward leg was not responsive, and my cannon, was gone. I still had a full load of missiles. When I turned, I saw my WSO barely alive. Well I guess I have to thank you for the space to bury my comrades. They now lay under an Alien Sun, on an Alien rock.

End of Transcript.

Our Security Specialists admit that these Terran Warriors bought them the time, to use the Terran phrase, for them to get there. The Pirates only got some spare parts from some of the CAVs but they never got to the smelters. 

I recommend that the Captain is fully paid. They fulfilled their contract to the ultimate meaning of being a Warrior. They died a Warrior’s death. One could even say, they died a death fit for a Rach Warrior, well almost. 

With all due Respect

Head Administrator Itin.


I would like to thank Nadin for her great short story and for all her help and support while working I have been working on the Sentinel.  Thank you Nadin I appreciate your support.


I am hoping to add more CAV fan fiction to the Sentinel.  I would like to do at lest one short story an issue.  I will be looking for stories between 2-5 pages for the Sentinel.  If you have a short story that you would like us to put in the Sentinel Email me.  Same for fan artwork I would love to put some fan artwork in as well.  My Email is kevin308@swbell.net fell free to email me anytime.

GENERAL’S TACTICAL OVERVIEW


Each month we plan to bring to you what I call the General’s Tactical Overview.   The overview is designed to give you a clearer ideal of the capabilities and effectiveness of a given unit.    Each month will we will give you our overview of at lest one CAV and at lest one non CAV units.  Each Overview will give as many strengths and weakness of a given unit as I can find.  So some will be longer than others.  The goal is to give you a truer picture of what a unit can do and what its weakness is so you can take the unit out easier and so if using the unit compensate for the units weakness with other units.


This month’s over view will give an analysis of the Rhino and of the standard and Heavy infantry along with the lowly APC.

GENERALS TACTICAL OVERVIEW OF THE RHINO


The Rhino Big bad mean and Ugly.  Weighing in at 110 tons with a height of 31 feet, the Rhino can truly gore its opponent to death in a single turn.  At first glance the KMD Rhino would seem to be the ultimate CAV.  But is it?  Let us take a closer look at this monster


What makes this thing a monster?  The first thing you will know notices about this killer machine is that it can take more damage than any other unit in the game.  It can take 8 points of damage and still be standing.  It has a starting Armor (Arm) of a +4 giving it the strongest armor of any unit in the game.  The Rhino has a +7 starting out for its Defensive close assault (DCA) modifier, making an attempt to Close assault a fresh Rhino act of suicide.


The Rhino’s Firepower is unrivaled.  It has two Maxim 1 Gauss Rotary cannons give you a +8 against hard targets and a +3 against soft targets.  In fact even at 6 damage points it’s Maxim 1's give it a +5 making, giving it as much punch as the Assassin’s main guns fress.  The Maxim 1's in fact never drop below a +3.  It has two Model 7 Direct fire missile packs that give it some great range and a +3 it’s missiles on hard targets make them one of the more powerful missile packs against your hard targets.  This combined with its average TL system.  Makes the Rhino appear to be an unbeatable unit.


However, all of this comes at a cost.  The Rhino is extremely slow.  It moves at a crawl and can’t even out run heavy infantry.  With a Max movement of only an 8 only standard infantry is slower.  That lack of speed is a major flaw.  That flaw becomes fatal against a smart opponent for two reasons.  


The first is The Rhino has no indirect fire weapons.  Meaning that the Rhino must have some sort of indirect fire support unit or risk getting pounded down enough where another unit can come in and finish it off with minimal fear.   In fact if a Rhino was getting hit bye Heavy Infantry using SAG heavy mortars the Rhino would never be able to run down the infantry to put a stop to their deadly indirect fire bombardment.


The second problem is actually its might Maxim 1 Gauss Rotary Cannons.  It has the ability to do unbelievable damage against hard targets but it comes at a cost.  The ranges on those Cannons are only 32 inches/hexes.  That means that a smart Dictator, Assassin, or Gladiator can move in and strike at long range and retreat out of range of the range of the main guns of the massive cannons.  If done correctly the Rhino will only get a Defensive fire with its Direct fire missiles that have only a small chance to hit on a defensive fire but you should still be out of range of the Rhino.  If your opponent calculates his movement correctly, they should then be able to back away far enough that when your Rhino moves it will still not have range with the Cannons or they should be able to run to cover. This tactic can really frustrate a Rhino pilot.  Granted this, leaves little room for error for the side attacking the Rhino.  But is a very viable tactic.  


Next the Rhino is not very good against soft targets.  The +3 for the maxims are not bad but they are not good either.  The Rhino will have real trouble taking out Gun ships and infantry as fast as other units.  It also faces another real problem.  The Whisper Missile!  The Whisper is a powerful missile that is fired from a launcher truck.  This gigantic missile does massive damage to anything it hits.  It is considered a soft target which means the Rhino will have trouble taking down the missile.  The missile much cheaper than the Rhino so bring in a Whisper or two is a quick way to do massive damage to the Rhino.


The Rhino creates one other potential problem: over confidence.  The machine is so powerful and can take so much damage that many will get Cocky believing they can survive anything.  They will say well I only have 3 or 4 points of damage no need to repair now.  I can do it later.  Think again the Rhino can take 8 points of damage but starting at 5 points it becomes very hard to repair.  At 5 points of damage the repair number is 7 meaning you have to roll a 7 or better on 1D10 to get one point damage repaired and that is if you don’t move at all.  At 8 points you have to roll a 10 on a 1D10 and can’t move at all to attempt to repair.  That means you not only can’t fire that turn cause you can’t shoot and repair.  But you can’t run for cover either.


So you have to ask is the Rhino worth it at 549 points considering you can take 2 dictators for less than that. Try taking two Dictators verses one Rhino to see if you can master this tactic against the Rhino.  You can get two Dictators for the cost of one Rhino.  So far I have run this scenario about 5 times in different terrain the Dictators have so far always won.  Beware the Rhino has the ability to take out the weakly armored Dictator in one turn so be careful and patient. 


In conclusion the Rhino is a deadly expensive piece.  But, having so many flaws that without having other units to support the Rhino, it will have major problems on the battlefield alone.  My advice would be in most games to have no more than one Rhino on my side unless it was a really large battle.
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Two Pics of a Rhino hunting for its next target
General’s Tactical Overview of Infantry


Standard infantry your everyday grunt.  All armies must have some sort of force to hold places CAV’s and other Vehicles just can’t do.  One option is the Infantry


Your standard infantry have many useful options in fact infantry used correctly can be a major threat to enemy CAV’s and vehicles.  They are extremely cheap at 34 points for the standard infantry.  They are best used in a defensive situation and with APC’s.  Used in numbers they can be very effective in Close Assault’s against other units.  There standard weapons are mainly effective against soft targets.  But infantry have a number of options to make them real threats to anything on the field.


Infantry used in a defensive position has several options to make them great Indirect fire units.  You have two indirect fire options for them first is the SAG light mortar.  The light mortar is very effective against soft targets but not much good against hard target.  The main problem with the light mortar is it’s 36 inch/hex range is limited compared to other Indirect fire weapons.  It also only has a area effect of 1 Inch/hex.   But they can be added for a very cheap cost.  Making the use full for a army on a budget.


The next indirect fire option is the SAG Heavy Mortar.  This Mortar is one of the best Indirect fire weapons in the game.  It gives you a range of 40 and a Area effect of two.  You add this with it’s +3 against hard targets and a +6 against soft targets for a fresh unit.  You have one of the best Indirect Fire weapons in the game.  In fact no Indirect fire weapon is more deadly against hard targets.  You can put one or two of these effective weapons on your infantry it will greatly add to the cost but still be cheaper than any CAV out there and you will not find a unit with more Indirect Fire punch against hard targets.  Making it very effective


Your options are not just limited two indirect fire weapons you have a number of other Direct fire weapons you can choice from.  The Best being the AT-23 Direct Fire Missile Pack.  This missile pack can really reach out there with a range of 36 inches/hexes.  Coupled with it’s +4 against hard targets gives it a real chance to do damage hard targets in the game even a CAV.  Again if you choice you can carry two of them or you carry one and mix it with another weapon even a SAG Heavy Mortar.  That combination is one of the best giving you a great multi role infantry unit with major punch.


Now although you can carry two of any one type unit it is not always advisable.  If you carry 2 Indirect fire weapons you lose the ability to take Defensive Fire shots if your opponent closes in and gets to fire with it’s direct fire weapons.  Carrying two AT-23 Direct Fire missile packs sound great till you realize they only have a +2 against soft targets.  A better strategy would be to take one AT-23 and a standard FA 45 MG which gives a +6 against soft targets.  So the key for weapons is Balance.  It is important to never forget that CAV is about combined arms and a balanced force will usually rule the day.


Other problems the standard infantry have is they are slow.  Only 4 inches/hexes a turn.  That limits there offensive capabilities if they do not have a APC.  You also have little chance to run away with infantry once you get in trouble.  The can only take two points of damage so use them wisely because there Armor bonus is zero.  That means if your opponent gets a target lock you will probably go down fast with infantry a unit like the Vanquisher can literally eat infantry for lunch.


Over all I consider infantry primary for defensive situation but also very useful to go in large numbers for Close Assaults however it is vital to have a APC to use them in this role.

General’s Tactical Overview of Heavy Infantry


You say you need infantry that are a better in offensive positions and don’t have to 100% rely on a APC to get into the thick of things.  Then the Heavy infantry find the bill.  They only cost 59.  But have many advantages over standard infantry.


Your weapon options are the same you have access to all the same weapons and can mix and match them in the same manor.  However it is worth noting that the Heavy infantry instead of just giving you2 G11 AP Rifles gives you 1 G11 AP Rifle and 1 FA-45 MG which has slightly more range and is better against soft targets with a +6.  So what you get straight out firepower wise is better.  However just like infantry what makes the Heavy truly deadly is the other weapon options I will not go into them because you can read the Infantry overview to get a good look at your different options.


So what else makes the Heavy infantry better.  Well First speed.  The Heavy Infantry are twice as fast as standard infantry giving them a movement of 8.  This isn’t a lot compared to some units, but it is enough to be able to keep up with or stay out of range of a unit like a Rhino.  They are actually quiet good used in either roll.  Paired with the rhino you can use the Heavy Infantry with SAG Heavy Mortars to give the Rhino the indirect fire support it needs to survive verse a force with indirect fire weapons for the fraction of the cost of a unit like the Specter other support CAV’s.  In the offensive roll they are again very dangerous with the SAG Heavy Mortars.  They can hit a big unit like a Rhino and retreat as fast as a Rhino can come after them.  Which one of the reasons the Rhino must have support.    Because of the offensive threat that they heavy infantry pose they are one of the first target units like the Vanquisher will go hunt.  So when you are choosing what weapons to use remember again that balance is so important.


Heavy infantry have a couple of more advantages over the Standard Infantry as well.  First they get a +1 Armor bonus. It may not be a lot compared to a Rhino but it makes a big difference.   Heavy infantry also are better at Close Assault attacks there added speed means they are not completely dependent on APCs to get there.  However the APC does make it a lot easier some units just can’t be effectively ran down with out them.  Probably the only draw back for the Heavy infantry over the infantry is not as many can be carried in a APC meaning you need more APCs to get the same number of infantry squads around the field.


Heavy Infantry used correctly can be one of the most deadly units in the game.  They can effectively support larger units in a Offensive or Defensive roll for only a slight increase in cost over the standard Infantry.  Of course you will want other units with them cause again they can only take two points of damage.  So balance as always is key.

General’s tactical Overview of the MIV-5E Hedgehog APC

The APC (Armored Personal Carrier) is a age old concept to get infantry into the battlefield faster and deployed were they need to be.  A few APC rapidly deploying a few squads of infantry in the right place can be the difference between victory and defeat.  The Hedgehog is the APC that will discuss today.


The Hedgehog, which form this point on I will refer to as the APC, is a extremely fast design.  It has a max movement when fresh of 28 inches/hexes and even at it’s max damage still can move 16 inches/hexes.  This gives it the ability to get infantry across the field were the need to go fast.  The APC can carry 3 squads of standard infantry or 1 squad of heavy infantry, or one of any type of infantry with a Mortar.   Making it most effective at carrying large numbers of standard Infantry since one APC can care more than one unit.  However it is limited on Mortar and Heavy Infantry use.  Not that it doesn’t do the job with those units just that you are limited to one unit per APC .


The APC also has more power than it will ever need.  No matter how bad off you are you will always have the power to move and fire your weapons.  It’s weapons are great against soft targets but not very effective against soft targets.  The APC also is a great unit to add a Chain Lock with it is extremely fast so adding this makes it a good cheap unit to coordinate indirect fire weapons.  But to do this you will probably want to upgrade your Target Lock System.  However couple of APC’s teamed with a couple of squads of Mortar Infantry or Mortar Heavy Infantry can be a really dangerous section used in this manor.


The APC does have plenty of weaknesses.  First it’s weapons have limited range which is O.K. since it isn’t built to fight.  But if it does have to fight it is weak against hard targets.    It also has a pitiful Target Lock system.  You only get a +1 for your Target Lock bonus not good bye any standards making it really hard to get a lock.  It also has below average ECM with only a +2.  Add it’s Armor bonus of only a +1 and you have a real problem if you get attacked.  You also have to hope that your APC doesn’t ever get involved in a Close Assault cause it will be in trouble.  Don’t dare initiate a close assault with it cause you get a -1 bonus to start out with and it only gets worse.  It doesn’t get much better if you are on the Defensive side of the close assault with a +0 to start with and negatives once damaged and you can only take two points of damage so try to avoid combat.


Even with the problems the APC is a invaluable unit on the field.  It isn’t much of a fighter but it isn’t designed to be.  For it’s function of getting infantry into the field and to places that would take them to long to get to on there own there is no way to not justify having them at only 67 points.

 
I hope you have enjoyed this month’s addition of the General’s Tactical Overview.  Next month we will give a overview of the Poltergeist and the Whisper. You will also get a look at  two CAV’s the Dictator and the Assassin and we will debate the which is truly better the Dictator or it’s clone the Assassin.  But is it as much a clone as it seems.  Plus we will go in-depth on the Shoot and Scoot method to help deal with the Rhino.  Find out Next month.

 I know this has been a long issue but I hope you have all enjoyed it.  Till next time have a great time.






Kevin Shirey






CAV Editor 
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New Atlas takes on a CAV Dictator… (Mini by Ross Koga)
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From left to right: (b) Starhawk V, new Atlas, Dictator, (f) old Centurion, Archer minis by Ross Koga
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