INTSA

International Terrorist Suppression Agency

History

This game is set in the future of 2030, during the Terrorist War. After World War 3, the dissolution of the American presidency led to the restoration of America as a colony of England, albeit a rather more sophisticated and widespread one. However, dissent was high amongst the old American population. Many sought to gain independence. However, rather than create a second War for Independence, the rebels created a widespread terrorist network known as the Children of Lincoln. They idolised President Lincoln as the first man to break America away from the English, and support for Lincolnism grew across the world. Finally, in May 2030, the Children of Lincoln usurped government installations in several parts of the world and launched a massive war between England, America and, through association, Russia.

Game synopsis

In this game, you take control of either a force of INTSA Operatives, deployed covertly to infiltrate and destroy from within; a force of armed police and SAS to overtly break sieges with military force; a band of Russian Mafiya Gangsters, who supply the Lincolnists with weapons; or a group of Lincolnist rebels intent of a terror mission only they know of.

The characters

Each character has a number of values that show how good he is. They are:

· Movement (M) – used to make tests to jump obstacles, climb walls, etc.

· Accuracy factor (Ac) – used to determine the effectiveness of your shooting

· Armour factor (Ar) – used to reduce the effectiveness of enemy shooting

· Negotiation factor (N) – used to negotiate the surrender of enemy troops

· Technical factor (T) – used in tests to defuse bombs, hack computers, etc.

· Language factor (L) – used to understand foreign languages

They also have a variety of equipment depending on what type of character he is (more on this in the force selection lists – see the section entitled Force Selection).

Moving

Each character can normally move six inches if models are 20mm to 30mm in size, six centimetres if models are 15mm in size, or 12” if over 30mm in size (not recommended). For measurements, these rules will refer to ‘units’. One unit equates to 1cm in 15mm scale, 1” in 20-30mm scale, and 2” in +30mm scale.

To make special movement, such as climbing or jumping, you must take a Movement test. To take a Movement test, roll a D10, apply any of the following factors that are appropriate, and compare the score to your Movement value. Success is indicated by the total being less than or equal to your M. If the number is equal, this counts as a partial success, and may affect some things.

· Distance is two units or less: +1

· Jumping to a lower level: +1

· Combined action
: -1

· Jumping to a higher level: -1

· Distance is five units or more: -1

Combat

Combat is mostly conducted at range, with firearms or other weapons. This type of combat will be dealt with first. Each weapon that a character carries has its own Firepower factor and a Range factor. The Range factor is simply the number of units the weapon may shoot. To hit a target, the firing warrior must first make an accuracy check. Roll a D10, apply the following modifiers, and compare the result to the Ac factor as described for climbing/jumping.

· Target did not move last turn: +2

· Target within quarter range: +1

· Target climbing: +1

· Target outside three-quarter range: -1

· Target moved full distance last turn: -1

If you hit, next subtract the enemy’s armour factor from the weapon’s firepower factor. Add this number to the roll of a D6 and compare with the table below to determine the effect of the shot
.

Modified Dice Score
Wound Effect

1 or 2
Flesh wound: no effect.

3 to 5
Light hit: stunned once and –1 to all factors permanently.

6 or 7
Heavy hit: stunned twice and –2 to all factors permanently.

8 or more
Critical hit: character will die in 3 turns unless seen to by a doctor
. Counts as permanently stunned.

A stunned character falls to the floor and may do nothing for one turn per time stunned. They will also be at –1 to all stats for the turn after recovering. A partial success indicates a slight error with the gun, so apply a –1 modifier in this case.

Hand-to-hand combat should not occur very often, so simply roll a D6 for each character, highest score wins. The winner rolls on the above table, applying a minus 2 modifier (i.e. you cannot kill with a hand-to-hand attack). If you roll a 6, roll again. On a 4+, it counts as a heavy hit, otherwise it is a normal light hit.

Game Turn Procedure

Each force has its own Reaction Factor. At the start of each turn, both players should roll a D6 and add their side’s reaction factor. The highest score gets to go first in each of the phases of that turn.

Each turn is split into a number of phases, that must be followed in a strict order. You cannot go back on yourself, once you move on to the next phase you cannot do something that was for the previous phase. The phase order is:

1) Reactions (described above)

2) Moving

3) Technical actions (mobile phones, computers, medical aid, etc.)

4) Combat

5) End (some items cause effects in the End phase of the turn)

Force Selection

There are four other files that accompany this rule set, detailing the background of each of the four groups involved in the Terrorist War. The four groups are:

· The INTSA Field Operations Unit

· Armed Police units (including the SAS and CRCW (Counter-revolutionary Combat Wing))

· Russian Mafiya arms dealers (including Mercenaries)

· Children of Lincoln terrorist cells (including Mercenaries)

These files are available on the Gaming Supplement section of my website as well as by e-mailed request.

ChargerNet – Ian Knight’s Online Wargames Bunker

The above website is the homepage of all my rules sets. Only one or two of my games will be posted on www.freewargamesrules.net, so check the website for other games made by me. If you would like to join the Tactical Corps, a network of voluntary play-testers for my games systems and suggestors of new ones, then fill out the webform on the Tactical Corps page of ChargerNet. You will be required to provide your name, code-name (which will be used to refer to you in the public domain) and e-mail address, along with a confirmation that you are OK with allowing me to keep these details.

� E.g. climbing a ladder whilst firing a gun or diving forwards to grab the chain of a wrecking ball to land on the building below.


� Remember, if you add a minus number you are in effect subtracting, e.g. 3 + -2 = 1.


� A doctor is classed as someone with either the Field Aid, Medical Aid or Surgical Aid special rule.





