DREAM TICKET – 6mm FUBAR adaptation set in the Classic Traveller Universe
(unplaytested 1st draught)
GENERAL RULES
A roll of 1 is always a miss.
All fractions are rounded to the nearest whole number.
The basic unit of activation is the “Fire Team”. Fire teams can be made up of two, three or four men with the four man team being considered standard. One vehicle or crew served weapon also counts as a fire team. A commissioned officer may act as a one man team or may join a team as he wishes. A team that has members of different levels will be awarded a single level which is determined by averaging.
Each player rolls 2d6 to determine turn order. Order is highest to lowest, reroll ties.
In his go the player selects a fire team and rolls 1d6 to activate it. If successful he gives the team an order and then enacts it, he then picks another team and rolls to activate them. This is done until the player fails an activation or runs out of fire teams. A failed activation places the fire team on overwatch and hands the initiative over to the next player. One TURN is complete when all players have given orders to all their fire teams.

 (
A
 team that fails to activate and that has had50% or more 
of its 
members killed is driven back up to 20cm to or towards the nearest cover and away from the enemy if possible.
)Activation is based on Level:
	LEVEL
	ACTIVATION
	EXPERTISE
	SUPPRESS
	EXPERIENCE

	Recruit
	5+
	6+
	1
	3

	Regular
	4+
	5+
	2
	4

	Veteran
	3+
	4+
	3
	5

	Elite
	2+
	3+
	4
	N/a

	Each suppression marker increases activation number by 1
Remove all suppression after rolling for activation
A team with an officer uses his level for activation
	Experience is the number of battles the figure must take an active part in to go up one level



Permissible fire team orders are:
 (
MOVE
Normal: 10cm and can fire weapons
. Crew served weapons cannot move and fire.
Run: 
20cm and may not fire weapons. C
annot run for two consecutive activat
ions unless wearing battledress. Can only run in good going.
Grav Belt: 40cm (may not fire weapons if moved more than 20cm)
.
A suppressed figure cannot move.
GO TO GROUND
The team cannot 
move, 
fire weapons or act as spotters, they can only be shot at by using sustained fire
.
ASSAULT
The team may move up to 20cm and must engage in melee
 by making base to base contact with an enemy. The enemy may refuse the assault by immediately flee
ing
 any team 
contacted 
by 20cm
, this can only be done 
once per turn.
SUSTAINED FIRE
The team adds +1 to 
their to
 hit rolls
 when shooting
.
OVERWATCH
The team c
an react once by firing at an enemy t
eam that moves across their
 field of fire, or, to return fire if shot at
.
A team that fails to activate goes on overwatch
.
PERFO
RM TASK
E.G. destroying a vehicle to prevent the enemy salvaging it
. Conducting a repair to a damaged vehicle.
)












 (
SHOOTING
Arc of fire is 180 degrees forward
Each man or weapon rolls the appropriate number of attack dice
Each score
 equal or greater than the firer’s expertise score
s
 one hit
Slug throwers shooting at over half range half the number of hits
A suppressed figure cannot fire
The target then makes an ARMOUR SAVE against all hits
Jack
. Or, mesh/cloth vs laser
6+
Mesh. O
r
,
 Ablat vs laser
5+
Cloth. O
r
,
 Reflec vs laser
4+
Combat Armour
3+
Battledress
2+
A target in COVER may elect to take a cover save instead of an armour save
Class 1
6+
Light, mainly visual cover
: wooden fences, hedgerows
Class 2
4+
Moderate: buildings, trenches
, boulder field
Class 3
2+
Heavy: concrete bunkers
, prepared ruins
Each unsaved hit puts one SUPPRESSION marker on a team member
 or drives the whole team back by 10cm
 (player’s choice)
. When suppression limit is reached each additional hit kills one team member.
A figure cannot be suppressed and killed from the same batch of fire
 but it can be suppressed and driven back.
)
	WEAPON TYPE
	RANGE
	ATTACK DICE

	SLUG THROWERS

	Pistol/Revolver
	20
	1

	Carbine
	40
	1

	Rifle
	60
	1

	Assault Rifle
	60
	1 (2 at 30 or less)

	Advanced Combat Rifle
	60
	2

	Gauss Rifle
	80
	2

	Shotgun
	20
	3

	SMG
	40
	3

	Under slung GL
	40
	3

	HIGH ENERGY WEAPONS

	Laser Carbine
	60
	3

	Laser Rifle
	80
	3

	PGMP – 12
	40
	4

	PGMP – 13/14
	60
	4

	FGMP – 14/15
	80
	4

	SUPPORT WEAPONS

	Light Assault Gun
	60
	4

	LMG
	80
	3

	HMG
	80
	4

	Auto-Cannon
	80
	4 (HEAP)

	Gatling Gun
	60
	5 (HEAP)

	VRF Gauss Gun
	80
	5 (HEAP)

	4cm RAM Grenade Auto-Launcher
	60
	4 (HE)

	Mortar (indirect)
	100
	 (
MELEE
Each participant rolls against their expertise to hit the target. Participants strike in level order highest to lowest
 except that an outnumbered participant always strikes last
. Armour saves are allowed against all hits. A su
ccessful hit kills the
 opponent, however a player may 
elect for non-lethal combat in which case a hit renders the target unconscious for 1d6 turns.
)3 (HE or Top Attack)

	ATRL
	60
	3 (HE)

	Tac Missile (indirect)
	120
	6 (KEAP)

	Tank Main Gun
	120
	6 (KEAP)

	Artillery (indirect)
	unlimited
	6 (HE or Top Attack)

	Indirect fire, if used, must have the target designated by a spotter who must roll against expertise to be successful





VEHICLE RULES

MOVEMENT
Grav			50cm
High Mobility		40cm if in good going. Pays 2cm for each 1cm if not
Average Mobility		30cm if in good going. Pays 3cm for each 1cm if not
Low Mobility		20cm in good going. Pays 4cm for each 1cm if not
With the exception of Grav all vehicles must face the direction they were moved in. Vehicles may reverse at one quarter speed.
Vehicular mounted weaponry may move and fire. Arc of fire is 360 degrees if turreted 90 degrees if not.

HITS AGAINST VEHICLES
Slug Throwers, LAG and LMG cannot penetrate armoured vehicles.
HMG and lasers can penetrate light armoured and unarmoured vehicles.
Hits from PGMP, FGMP, HE or HEAP weapons must be rolled for separately on the penetration table.
Hits from KEAP, Top Attack or Mines weapons are rolled for once with each additional hit after the first adding +1 to the penetration score.
Heavy and Medium vehicles drop one armour class when hit from the rear.

PENETRATION TABLE
	SCORE (Roll 1d6)
	ARMOUR CLASS OF TARGET

	
	HEAVY
	MEDIUM
	LIGHT
	UNARMOURED

	8+
	Major Penetration
	Catastrophic
	Catastrophic
	Catastrophic

	7
	Minor Penetration
	Major Penetration
	Catastrophic
	Catastrophic

	6
	Minor Penetration
	Minor Penetration
	Major Penetration
	Catastrophic

	5
	Surface Damage
	Minor Penetration
	Minor Penetration
	Major Penetration

	4
	Surface Damage
	Surface Damage
	Minor Penetration
	Minor Penetration

	3
	Surface Damage
	Surface Damage
	Surface Damage
	Minor Penetration

	2
	Surface Damage
	Surface Damage
	Surface Damage
	Surface Damage

	1
	Surface Damage
	Surface Damage
	Surface Damage
	Surface Damage



DAMAGE RESULTS TABLE
	SCORE
	PENETRATION RESULT

	
	MAJOR
	MINOR
	SURFACE

	6
	Catastrophic
Vehicle and all occupants destroyed
	Cascade Effect
Roll on the Major Penetration table
	Cascade Effect
Roll on the Minor Penetration table

	5
	Catastrophic
Vehicle destroyed, occupants make armour save to survive
	Fire Control
One weapon system (owner’s choice) permanently reduced by 1FP
	Weapon Jammed
Owner’s choice, for one full activation

	4
	Catastrophic
Vehicle destroyed, occupants make armour save to survive
	Chassis
Vehicles current top speed reduced by half
	Vision/Sensors Overcome
All shooting is at half FP for one full activation

	3
	Weapon Destroyed
One weapon system destroyed (enemy’s choice)
	Weapon Hit
Owner’s choice, stops working. Repairable.
	Power Plant Stalls
Vehicle immobile for one full activation

	2
	Chassis
Vehicle immobilised permanently
	Power Plant
Shuts down. Repairable.
	Crew Stunned
Increase next activation by +2

	1
	Occupants Hit
1d6 occupants (enemy’s choice) are killed
	Crew Stunned
Increase next activation by +2
	Crew Stunned
Increase next activation by +2

	Repairable effects require that the relevant crew member make a successful expertise roll to fix the problem
A result that cannot be applied (for whatever reason) has its score increased by 1



CAMPAIGN RULES
 (
Fate
After the battle roll for each team member “killed”
6
Killed
5
Incapacitated and invalided out of the army
. Is awarded a Purple Heart
4
Wounded. Must miss next battle
. 
Is awarded a Purple Heart
1 –
 3
Flesh Wound.
 F
igure
 recovers in time for the next battle.
) (
Replacements
A
re not guaranteed and must be rolled for:
Lost Figure Was:
Replaced by:
Recruit
4+ Rec
Regular
6 Vet / 5 Reg / 4 Rec
Veteran
5
+
 Vet / 4 Reg
Elite
5
+
 El / 4 Vet
Unit is in a “Quiet” Sector -1
Unit is in Rest & Refit +1
Replacements are rolled for after the game. Putting a team in R&R means it cannot take part in the next battle.
)

 (
Decorations
 (roll 2d6)
 
Medals can be awarded posthumously 
Any team that is judged to have played a pivotal part in the battle may be decorated
. Note
,
 
an officer with the team 
will get the next higher result
:
12
awarded Starburst for Extreme Heroism
10
 – 11
awarded Medal for Conspicuous Gallantry
8
 –
 9
awarded Meritorious Conduct 
Under
 Fire
6
 –
 7
m
entioned in dispatches
 
2
 – 5
not decorated, they were just doing their duty
) (
Vehicles
A vehicle th
at suffered catastr
ophic damage must be replaced, roll 4+ for replacement with -1 for a QS and +1 if R&R.
All other damage can be repaired after the battle providing the vehicle can be salvaged
 (with each separate penetration result requiring a repair throw)
. At the end of the game 
the losing side must throw 5+ for each of its vehicles, if successful it can be salvaged and repaired, ALL other vehicles can be salvaged and repaired by the victor
 . Parts/tools for an enemy vehicle will be available on a 5+
,
 however any crew operating an enemy vehicle does so at one 
expertise 
level lower than normal.
)
