TYRANNIDS

Techs I can do.  Rules I can do.  Ship design lines are HTL dependant,

and I only have a set of HTL 6 designs.

Techs:

Item



HS

Cost

Code

Engine spiker


5%

20/HS

(Ds)

Generator*


21-HTL
1000

(Gen)

Hive Control**

5%(FRU)
500/HS
(HC)

Hull Grinder


5

80

Gh

Hull Grinder(one shot)
1

20

Gh1

Independent Control

1

50

(IC)

Local Control


2

50

(LC)

Mind Sensors


2

50

Xrm

Mycetic Spore Quarters
1

15

Qm

Overthruster


3

30

Io

Prow Ram


6

100

(Prow)

Psychic Ripper

(21-HTL)/3
100

(PR)

Spore Gun


5

80

Gs

Spore Rider


4

100

(Sro)

Ground units

Dominatrix


n/a

200

Dom

Plasma Defense Critter
n/a

500

PCF-Pla

Shield Critter


n/a

500

PCF-Shd

*Size is 21 hull spaces minus the tech level. So at TL1 it would be 20hs in size, at TL2 it would be 19hs in size, etc. Note it has a minimum size of one!

**That is 500MCr per hull space. 

RULES

Engine Spiker: Modifies the ship's drive field so instead of looking like a sphere, it looks like a hedge hog.  With the various spikes pointing out of it, it automatically intercepts missiles and can never get overwhelmed.  The roll number is two+HTL/3 to defeat each missile. TL7. 

Generator: Deploys new ships. Uses MCr from on-board H or Hs to create new ships according to the following table:


Roll
Effect


1
ship takes 2D10 damage inside armor


2
no effect


3-4
can deploy 1 ship


5-7
can deploy 2 ships


8-10
can deploy 3 ships


All ships generated in this fashion last a number of tactical

turns equal to three times the HTL.  Can only deploy ships if 

sufficient MCr is on board.  The deploy numbers are maximum allowed.  The

controller can always deploy less.

Hive Control: Has inherent Capability of Psychic Ripper.  For every 5 HS or fraction thereof, it gets one shot on the Psychic Ripper table.  It also gets one shot for every HTL the ship possesses.  So a 20 HS HTL 3 Hive Control would get (20/5 + 3) => (4+3) = 7 shots. Needed on at least one ship in a fleet. Controls up to 10+3*HTL ships per Hull Space.  Range of control is 20 tactical hexes per HTL. 

Hull Grinder: To-hit roll is the beam table. Damage per shot is as the following table:

((10+HTL-range)/10)*HTL (FRD).  

At maximum range though, it can still do one point of damage, unless the range equals 10+HTL, where it does 0 points of damage. Follows all the to-hit and damage rules of a Hull grinder, but only carries one shot.  It is reloaded by having a hull Grinder not 

fire one turn, and the creature normally fired is instead loaded into the Gh1.

Independent Control: Allows independent operations. Does not need to be connected to a (HC).  Can control ships without (xC), but only in non-combat roles. I.e. shipyards, mining ships, and transports.  It cannot direct them in combat, and is mainly used by independent survey creatures.  Can control up to 5+3*HTL ships in this fashion.  It can fight, but it cannot give the necessary orders. Gets one shot on Psychic Ripper Table, plus one per three HTL, rounded down.  So HTL 1-2 would be one shot, HTL 3-5 would get 2, etc.

Local Control: Has to be controlled by a (HC).  Can redo links during a battle. Allows a single (HC) to control multiple ships far in excess of normal. The (LC can control up to 5+HTL ships.  I.e. a HC can only control 13 ships, but each of those 13 possesses a (LC).  With each (LC) controlling 6 ships, the total fleet size is (1+13+13*6) => (14+78) = 

92 ships, versus only 14 before.  Nice force multiplier. It gets Psychic Ripper shots, and starts with one base shot, and gets an additional shot per 2 HTL gained.  So HTL 1 is 1 shot, HTL 2-3 is 2 shots, HTL 4-5 is 3 shots, etc.

Mind Sensors: Detects conscious thought instead of ship drive fields. Has (20+HTL*3)% the range of Xr for detecting minds only.  Use Presence and

Quantity columns on the active scanner section on the scanner chart for its ranges.  It cannot detect MF, IDEW, SBMHAWKs, DSB, pods, or anything automated with these sensors.  So Machine ships cannot be detected, nor can J'Rill ground troops.  However the population of a planet that has gone native will be spotted when the Mind Sensors are in range.

Mycetic Spore Quarters: Stores PCF, RCP, MCP, and or population at 10+HTL times normal Q storage rates.  All units stored in this way are in a sleep mode.  If ejected while the main ship is still functioning, the units fired have the following survival rates:


Unit

Survival (T/ST)
O1/O2/AF


PCF/MCP
(1D10/2+HTL)*10%
((1D10+HTL)*3)%


RCP

half PCF rate
half PCF rate


Population
half RCP rate
half RCP rate

   If the main ship is destroyed, all the pods are ejected by the ship's death spasms.  All survival rolls from above are halved again. If less than one of that type of unit survives, tat whole group is lost. Percentages cannot wind up being greater than 100%.  This is if they are ejected, if they are awakened (taking 2 tactical turns), they are fully

awake and functional.

Overthruster: The organic overthrusters allow an I or J engined ship to get

+(3*HTL)% to its tactical speed.  Lasts for HTL*5 turns per week.

Prow Ram: Mounted after armor. Allows a special range 0 ram attack. Can absorb 100*HTL points of RAM damage (when mounting ship is the rammer) without affecting the mounting ship.  Allows up to 20*1D10 BP per tactical turn to exit into the target while the two ships are rammed. Delivers HTL*2 damage when it rams, directly to the armor.

Psychic Ripper: Has 10+HTL*2 tactical hex range.  Uses beam table for to-hits.

Must have a control organ on board to use.  Does not do normal damage,

use the following table:


Roll(1D10/2, FRU)
Effect


1
no action for one turn


2
-1 initiative for that ship, kills highest ranking being(very nasty vs. J'Rill)


3
knocks out 20 RCP/MCP for 10 tactical turns


4
2 point penalty on all rolls


5
-1 crew grade for 2 turns (not effective against Machine or J'Rill)

Spore Gun: Subtract HTL from range, then look on the CAM table for to-hit. All ranges less than 0 are treated as 0.  Damage is HTL/2 (FRU).  If damage only hits the shields, the damage is recorded as normal.  If the damage hits the armor or internals, record how much spore damage was taken that turn from all sources.  At the end of each turn, add 

together all the spore damage caused on the previous turn, divide that by 2, and apply that damage to the ship, marking this new number, plus all spore damage taken this turn as spore damage.  So if a ship took five 3 point hits inside the armor last turn, and 2 more points of spore damage this turn, it would take an additional 7 points of damage (15/2, FRD), and the total spore damage inflicted this turn would be 9 (7+2).  So even f

nothing happened to the ship next turn, it would take 4 points of spore damage.

Spore Rider: Does HTL*10 points of spore damage in a successful ramming or

detonation roll.  If a detonation roll, then it only does 1/2 damage. Has the same residual effect as Spore Guns.  For small craft loaded with this stuff, damage is HTL*csp/10.

GROUND UNITS

Tyranid PCF: These troops are not only assault troops, but are also capable of reproducing. Each Tyranid PCF has the ability to be converted into a Hive, where materials are gathered to make new troops.  A new Tyranid PCF can be grown in 2.5 days, and a new large unit (below) can be grown in 5 days.

Dominatrix: Is not carried on board ship.  Is grown on-planet from stripping operations performed by PCF.  Can eat any number of MCr per ground combat turn and convert it into Tyranid PCF. Combat power is as a regular Tyranid PCF.

Plasma Defense Critter: Is not carried on board ship.  Is grown on-planet from stripped

resources.  Each tactical turn it can fire a plasma blast that does HTL/6 * Cb damage.  Not affected by atmosphere.  Semi-mobile.  It is not mobile for purposes of tactical combat, but can move between combats, preventing rescue forces from nailing it from long-range. (that is DIVIDE by six. It does its TL, divided by six, then multiply that by the Cb damage for the appropriate range). 

Shield Critter: Is not carried on board ship.  Is grown on-planet from stripped resources. It creates a shield around 1/6 of the planet (1 hex side) with a strength of HTL*10 points.  Each tactical turn it regenerates HTL shield points.  Multiple shield critters can combine their shields onto one side of a planet. Nonmobile.

TYRANID RULES


J'Rill maintenance


J'Rill factory ships and their abilities


Hive Mind growth (for non-stripped planets)


Hive Mind research


Hive Mind production


Can colonize any T or ST world as benign

Does not need H supplies for colonization, but colony only produces 1/2 production until paid for.


All ships with active I or J get +25% to their tactical speeds


-1 TM all ships


+4 HTL benefit for any ship mounting (HC)


Regenerate HTL/2 HS for every 100 HS (or fraction thereof) every tactical turn


Hive Research:  Can dedicate a single project to Hive Research.

Topic only gains 1 point in research each strategic turn, but the cost

is free.


Todd Kes

