STARGATE COMMAND (THE "TAURI")

TypPiCAL HUMAN
Your typical human represents the baseline for standard SG troops.
SGC Personnel typically stay at Stargate Command at the bottom of
the Cheyenne Mountain Complex, but other humans can be found
throughout the Galaxy.
Special Rule(s): none

SG-TEAM SCIENTIST
From Archeologists to Astrophysicists, the scientists of the Tauri are
highly educated and a valuable intelligence gathering element to
any off-world operation.
Special Rule(s): Learned.

SG-TEAM MISSION SPECIALIST
From Heavy Weapons, to Demolitions, to Sniper, the MOS of these
field personnel make them a combat asset to any military operation.
Special Rule(s): Melee Combat or Heavy Weapons

SG-TEAM LEADER
The SG-Team leader is the heart and soul of the team. His (or her)
decisions will dictate the team's style and experience. Being an SG-
Team leader requires years of Special Operations employment, and
therefore these field personnel are some of the greatest warriors the
Tauri have to offer.
Special Rule(s): Melee Combat, Tactics.

ALLIES

ToK'RA
A member of the same species as the Goa'uld, the Tok'ra despise
the methods and practices of the Goa'uld and therefore ally with the
Tauri against the System Lords.
Special Rule(s): Healing, Learned, Infiltration.

SHOL'VA
Jaffa that have betrayed their System Lord and sided with the Tauri
do so at great sacrifice and in the name of Freedom. The Jaffa
Resistance movement has grown larger and larger, with some
Shol'va even serving on SG-Teams.
Special Rule(s): Melee Combat, Learned.

ASGARD
From Fleet Commanders to Protected World Enforcers, the Asgard
have become the Tauri's greatest and least seen ally. While their
technology far surpasses anything in this galaxy, they have to deal
with their own problems with the Replicators before they can travel
to assist here.
Special Rule(s): No-Gun, (Treaty Enforcement).

THE SYSTEM LORDS ("THE GoA'uLD")

JAFFA
Your typical Jaffa represents the baseline for Goa'uld troops on the
battlefield. While Jaffa, incubators for immature Goa'uld, are
renowned for their strength and toughness, they fall prey to the
Tauri's "primitive" weaponry.
Special Rule(s): Melee Combat, Great Numbers

FIRsT PRIME
The leader of a System Lord's Jaffa forces, the First Prime is cho-
sen only after decades of loyalty in the name of the Goa'uld they
serve.
Special Rule(s): Melee Combat, Learned, Tactics.

GOA'ULD UNDERLING
While the System Lords themselves rarely dirty their hands with the
bloodshed they order, there are innumerable other Goa'uld of lesser
status that serve on and off the battlefield.
Special Rule(s): Healing, Learned, Sarcophagus.

OTHER DANGERS

UNAs
The first hosts to Goa'uld symbiotes, the Unas were thought to be
extinct. In recent years, however, both single Unas and entire
colonies have been found around the galaxy. The large, reptilian
creatures are still very primitive in their culture, having been sup-
pressed for millennia by the Goa'uld. If found, even one Unas is a
danger to both SG-Teams and the System Lord's forces.
Special Rule(s): No-Gun, Touch-kill.

ZA'TARK
The Goa'uld have perfected their brainwashing techniques and have
seeded traitors that have no knowledge of their own brainwashing
and no idea of the trigger that will turn them against their own.
Special Rule(s): (Za'tark Creation)

MEeLEE RuLEs: Those with Melee Combat training have the
option of engaging in "hand to hand combat" with an enemy
troop. This is called a "touch-kill" where the Elite Troop only
has to lightly touch the opponent (much like in touch football)
for the opponent to be killed, regardless of any remaining hits
on their sensor. If two trained combatants meet on the battle-
field, they announce their Melee Combat ability to each other
and must disengage back to ranged combat.

SPECIAL RULES DEFINITIONS

(Prot DEvice): Special rules in parenthesis "( )" are used by Moderators
as a goal, complication, or resolution to a battle.

LEARNED: may decipher on-field clues via a "Knowledge Card" given by
the Moderators. The Knowledge Card is a code key given to
decode messages found on the battlefield.

MEeLEE COMBAT: may engage in personal combat as per Melee Rules
(above).

HeAavy WEAPONS: may reset gun in order to gain more Max Blasts.

TacTics: The ability to call a "Fall Back" or "Push”. Fall Back ignores
any secondary objectives and ends the game preventing further loss
of life. Push extends the game by five (5) minutes after a Fall Back
is called, allowing the Pushing side one last chance to deal a blow
to the opposition.

HEALING: may reset own sensor while still "alive" and not in combat (still
taking hits).

INFILTRATION: May start the game at any approved location on the
Battlefield.

No-Gun: Cannot use a gun or other ranged weapon.

(TREATY ENFORCEMENT): The use of Asgard technology as a means of
instant Goa'uld death.

GREAT NUMBERS: Represents large numbers of manpower resources.
Mechanically, it grants "Infinite Respawn @ base" to the character
type having this Special Rule.

SARcoPHAGUS: If the Goa'uld falls on the battlefield, his Jaffa may bring
him back to the Goa'uld base for an instant respawn, provided it is
done no more than five minutes after death. If the Goa'uld is never
escorted, he dies where he falls. If the SG-Team discovers the
Goa'uld base, they may also employ this special rule on their own
people. Jaffa - and even First Prime - are not allowed to use the
Sarcophagus, and so any that do are killed for insubordination and
replaced with a new Jaffa after the battle has concluded.

ToucH-KiLL: May engage in personal combat as per Melee Rules
(above) and kill regardless if the opponent has Melee Combat train-
ing or not.

(ZA'Tark CREATION): Typically a plot device, a Za'tark may be created by
a Goa'uld who captures an enemy (through Melee Combat and
announcing "unconscious" instead of "dead") and brings them back
to the Goa'uld base for no less than five minutes. The new Za'tark
is then given a trigger (action, phrase, image, etc.) that initiates his
Za'tark betrayal (kill someone, destroy something, warn the Goa'uld,
etc). The Za'tark may then be released back to the battlefield, obliv-
ious of their hidden nature.
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