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Marine Corps Planetary Assault

Introduction
This battle report sees the Marine Corps carry out the assault phase of colonisation on a planet already occupied 
by Andrayadan cyborgs. The objective for the Marine Corps is simple: obtain a foothold on the planet, whilst the 
Andrayadans have to prevent this! The game is limited to 10 turns, with the Marine Corps taking the ý rst turn.

10th Marine Corps Regiment
The attacking battlegroup is composed of the following formations:
Battlegroup HQBattlegroup HQ
CO
2 x Infantry Units (M6A2 Grav Bike)
2 x Support Units (M6A4 Grav Bike)
2 x Gunship Units (A51B Marine Gunship) with one FAO in each
6 x Light Orbital Strikes
2 x Heavy Orbital Strikes

Formation A1
HQ
6 x Infantry Units (Regular Marines)
2 x Support Units (Support Marines)
4 x IFV Units (M1 óBig Mamaô Assault Vehicle)
2 x Tank Units (M18 Support Tank)
2 x Tank Units (M19 Tank Destroyer)
1 x Air Defence Unit (M13 óNight Owlô)

Formation A2
HQ
6 x Infantry Units (Regular Marines)
2 x Support Units (Support Marines)
4 x IFV Units (M1 óBig Mamaô Assault Vehicle)
2 x Tank Units (M18 Support Tank)
2 x Tank Units (M19 Tank Destroyer)
1 x Air Defence Unit (M13 óNight Owlô)

Formation A3Formation A3
HQ
2 x Walker Units (M1A5 óCoyoteô)

The tactical doctrine of the Marine Corps battlegroup is Flexible and the Breakpoint is 20. Total points spent is 6020 Breakpoint is 20. Total points spent is 6020 Breakpoint
of 6000. The Marine player must add 20 to the casualty points at the end of the game.
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