MILITARY UNITS

\*GCUTArmr P21 Ground Armor
\*GCUDArmr Armored Divisions designed to control large areas with a minimum of personnel. Armored units are approximately ten times stronger than an Infantry unit.

\*GCUTBatl P30 Battleoids
\*GCUDBatl These guys kick butt and take prisoners. They are the elite. Use them well. They are roughly fourteen times the effectiveness of a single Infantry Unit.

\*GCUTCmdo P22 Commandos
\*GCUDCmdo These behind the scenes soldiers increase the effectiveness of other forces in the area by supplying information, target painting and other services. An Army with commandos can be up to 50% more effective in the field. 

\*GCUTCmCt S10 Command Center
\*GCUDCmCt A unified Command Center directs the war effort and prevents miscommunication. They largely eliminate the bonuses given to enemies by Commandos, Hackers or PsyOps./p

\*GCUTHack M14 Hackers
\*GCUDHack Have computer will hack. These guys use state of the art computers and communication devices to disrupt the flow of information in the enemy hierarchy. Be glad they are on your team. An army that utilizes Hackers can be up to 30% more effective in the field than otherwise.

\*GCUTInfn Infantry 

\*GCUDInfn Show very high initiative and move when told and best of all they will run for cover but only as a last resort. These are the baseline troops for ground warfare, they are cheap and efficient police troops, though of lesser value for assaults.

\*GCUTMgzn P10 Magazine 

\*GCUDMgzn Allows isolated troops to fight at full effectiveness. Prevents the penalties that accrue when fighting on a planet that is blockaded.

\*GCUTMili Militia 

\*GCUDMili A good first line of defense, but many will die in the process. Militia units are created automatically in some circumstances to provide additional defense for a planet. They are poor troops though, roughly 1/3 as strong as an Infantry unit.

\*GCUTMobl P09 Mobile 

\*GCUDMobl APC's, Fast Tracks and other armored personnel carriers get the troops to the battles quickly and efficiently. These units are about six times as effective in the field as an Infantry unit.

\*GCUTPart Partisan 

\*GCUDPart Motivated, accurate these guys are you personal hit squad. They get the job done then get the hell out. 

\*GCUTPsyo S05 PsyOps
\*GCUDPsyo Using Psychological Warfare to break the morale of enemy troops in the job of these specialists. An army that utilizes these units can be up to 30% more effective. /p 

\*GCUTSpcM P05 Space Marines
\*GCUDSpcM Can move easily and have strong initiative. You will get a well-rounded performance from these soldiers. Each unit of Marines is approximately equivalent to three units of Infantry.

Unit Weapons
\*GCWPAbls E24 Chemical Blaster 

\*GDWPAbls High powered beam weapon that can inflict damage. A good solid choice. /p/p

  Initative: +7 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +8 /p

  To-Hit Bonus: +67

\*GCWPAssR Assault Rifle
\*GDWPAssR Has good initiative but lacks any other strengths. /p/p

  Initative: +10 /p

  To-Hit Bonus: +3

\*GCWPBlsR E14 Blaster Rifle 

\*GDWPBlsR A good weapon. Nothing extraordinary but it can get the job done. /p/p

  Initative: +5 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +7 /p

  To-Hit Bonus: +50

\*GCWPFsnA E16 Fusion Accelerator 

\*GDWPFsnA High attack strength but low accuracy. If you're a good shot this is your baby. /p/p

  Initative: +3 /p

  Bonus Number of Attacks: +1 /p

  Strength Versus Armor: +9 /p

  To-Hit Bonus: +45 

\*GCWPFsnG E06 Fusion Gun 

\*GDWPFsnG High intensity beam weapon that really leaves it mark but is not very accurate, so be careful. /p/p

  Initative: +2 /p

  Strength Versus Armor: +8 /p

  To-Hit Bonus: +27

\*GCWPFuCL E36 Fusion Core Launcher 

\*GDWPFuCL One of the most powerful weapons at your disposal. /p/p

  Initative: +8 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +11 /p

  To-Hit Bonus: +90

\*GCWPGsAR P24 Gauss Automatic Rifle 

\*GDWPGsAR The highest level of initiative with better than average accuracy. Not a bad choice, not bad at all. /p/p

  Initative: +16 /p

  Strength Versus Armor: +3 /p

  To-Hit Bonus: +54

\*GCWPGssR P20 Gauss Rifle 

\*GDWPGssR Good hand held weapon with a very high initiative and average accuracy. /p/p

  Initative: +13 /p

  Strength Versus Armor: +2 /p

  To-Hit Bonus: +34

\*GCWPGtLs E21 Gatling Laser 

\*GDWPGtLs An advanced laser with a rapid-fire capability that has a high initiative and excellent accuracy but not a whole lot of power. /p/p

  Initative: +12 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +4 /p

  To-Hit Bonus: +55

\*GCWPHndB E04 Hand Blaster 

\*GDWPHndB A hand held energy weapon with moderate accuracy and minimal strength. /p/p

  Initative: +4 /p

  Bonus Number of Attacks: +1 /p

  Strength Versus Armor: +6 /p

  To-Hit Bonus: +36

\*GCWPLsAR E10 Laser Assault Rifle 

\*GDWPLsAR Reliable accuracy but has low strength and initiative. /p/p

  Initative: +9 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +3 /p

  To-Hit Bonus: +38

\*GCWPLsrR Laser Rifle 

\*GDWPLsrR A direct fire beam weapon with minimal strength and average initiative. /p/p

  Initative: +8 /p

  Bonus Number of Attacks: +1 /p

  Strength Versus Armor: +2 /p

  To-Hit Bonus: +24

\*GCWPMlFR E27 Multi Fusion Rifle 

\*GDWPMlFR One of the highest-powered weapons at your disposal, it has average accuracy. Don't go to battle without it. /p/p

  Initative: +5 /p

  Bonus Number of Attacks: +3 /p

  Strength Versus Armor: +10 /p

  To-Hit Bonus: +66

\*GCWPMltB E34 Multi Blaster 

\*GDWPMltB Good initiative, high accuracy and excellent strength. This one is a keeper. /p/p

  Initative: +10 /p

  Bonus Number of Attacks: +3 /p

  Strength Versus Armor: +9 /p

  To-Hit Bonus: +87

\*GCWPMSPR E22 Multi-Sync Phaser Rifle 

\*GDWPMSPR An effective weapon, not the best but far from the worst. /p/p

  Initative: +9 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +6 /p

  To-Hit Bonus: +60

\*GCWPNdlG P13 Needle Gun 

\*GDWPNdlG High initiative with pitiful accuracy. Good in a pinch but make sure you've got a good escape route. /p/p

  Initative: +11 /p

  Strength Versus Armor: +1 /p

  To-Hit Bonus: +17

\*GCWPPhAR E12 Phaser Assault Rifle 

\*GDWPPhAR A solid weapon, not a big stand out but a well-rounded choice. /p/p

  Initative: +7 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +5 /p

  To-Hit Bonus: +41

\*GCWPPhsR E02 Phaser Rifle 

\*GDWPPhsR Adequate when it comes to initiative and accuracy, but when it comes to strength it is sub-par. /p/p

  Initative: +6 /p

  Bonus Number of Attacks: +1 /p

  Strength Versus Armor: +4 /p

  To-Hit Bonus: +25

\*GCWPPlsE E18 Plasma Enveloper 

\*GDWPPlsE A multiple fire weapon with above average strength. /p/p

  Initative: +1 /p

  Bonus Number of Attacks: +4 /p

  Strength Versus Armor: +11 /p

  To-Hit Bonus: +49

\*GCWPPlsG E28 Plasma Gun 

\*GDWPPlsG Most devastating of all the hand held multiple-fire weapons, the Plasma Gun really packs a wallop. /p/p

  Initative: +3 /p

  Bonus Number of Attacks: +4 /p

  Strength Versus Armor: +12 /p

  To-Hit Bonus: +68

\*GCWPPlsL E32 Pulse Laser 

\*GDWPPlsL An advanced phaser capable of firing multiple bursts with superb accuracy and very high initiative. /p/p

  Initative: +14 /p

  Bonus Number of Attacks: +2 /p

  Strength Versus Armor: +5 /p

  To-Hit Bonus: +75

\*GCWPPlsP E06 Plasma Projector 

\*GDWPPlsP Fires intense bolts of energy, inflicting considerable damage with excellent accuracy. /p/p

  Bonus Number of Attacks: +4 /p

  Strength Versus Armor: +10 /p

  To-Hit Bonus: +33

\*GCWPPlsR E38 Plasma Pod 

\*GDWPPlsR This rapid-fire weapon provides the most bang per blast. /p/p

  Initative: +6 /p

  Bonus Number of Attacks: +4 /p

  Strength Versus Armor: +13 /p

  To-Hit Bonus: +90

\*GCWPTSPR E32 Tri-Sequence Phaser Rifle 

\*GDWPTSPR No other weapon can hold a candle to the Tri-Sequence Phaser Rifle. When the enemy sees you coming with this all they can hope for is that they can run faster than you can. /p/p

  Initative: +12 /p

  Bonus Number of Attacks: +3 /p

  Strength Versus Armor: +7 /p

  To-Hit Bonus: +82

UNIT ARMOUR

\*GCCSNone None
\*GDCSNone Your troops do not have access to Shield Technology

\*GCCSDefl E05 Personal Deflector
\*GDCSDefl A Personal Deflector uses portable force field technology to aid in the defense of your ground troops by adding 30 to Evade and 10 to Armor Value.

\*GCCSAbsr E18 Personal Absorption
\*GDCSAbsr A Personal Absorption Field is a step ahead of standard Deflector technology, actually absorbing incoming energies and using them to power the force field. It adds 60 to Evade and 20 to Armor Value.

\*GCCSBarr E37 Personal Barrier
\*GDCSBarr A Personal Barrier Not only deflects and absorbs incoming energy, it also acts to partially conceal the soldiers using it, making it harder to target them. It adds 90 to Evade and 30 to Armor Value.

\*GCAMNone None
\*GDAMNone Your troops are not equipped with armor.

\*GCAMTitn P03 Titanium
\*GDAMTitn Titanium Armor is now standard issue with all ground forces. It adds 10 to their Armor Value.

\*GCALDura P09 Duralloy
\*GDALDura Duralloy Armor is now standard issue with all ground forces. It adds 20 to their Armor Value.

\*GCAMTrit P15 Tritanium
\*GDAMTrit Tritanium Armor is now standard issue with all ground forces. It adds 30 to their Armor Value.

\*GCAMZort P21 Zortium
\*GDAMZort Zortium Armor is now standard issue with all ground forces. It adds 40 to their Armor Value.

\*GCAMNeut P27 Neutronium
\*GDAMNeut Neutronium Armor is now standard issue with all ground forces. It adds 50 to their Armor Value.

\*GCAMAdam P33 Adamantium
\*GDAMAdam Adamantium Armor is now standard issue with all ground forces. It adds 60 to their Armor Value.

\*GCAMXint P39 Xintium
\*GDAMXint Xintium Armor is now standard issue with all ground forces. It adds 70 to their Armor Value.

\*GCALNone None
\*GDALNone Your Troops are not equipped with exoskeleton technology.

\*GCALEnSt P10 Enviro Suits
\*GDALEnSt Enviro Suits are an excellent defensive measure for your ground troops. Not only do they at 1 to Attack Strength and 5 to Armor Value and Evade, they also eliminate any damage which may be caused by Nuclear, Biological or Chemical weapons.

\*GCALBtSt P23/E15 Battle Suits
\*GDALBtSt Battle Suits are an upgrade to Enviro suits. The add 2 to attack strength, 10 to Armor Value and allow the unit to live through one additional Hit in combat. It also protects vs. NBC attacks.

\*GCALEAEx P34/M22 Armored Exoskeleton
\*GDALEAEx The ExoArmored Exoskeleton is an excellent upgrade from Battle Suits. It adds 3 to Attack Strength, 15 to Armor Value and 20 to Evade, gives one additional Hit and protects vs. NBC attacks.

\*GCALPwrA E42/P40 Powered Armor
\*GDALPwrA Powered Armor is the ultimate ground force protective system. It increases Initiative, eliminates gravity penalties, adds 7 to Attack Value, adds 30 to Evade and 20 to Armor Value, adds one Hit to the unit and protects vs NBC attacks.

PLUS ROBOTS

