Bosconian-D


by James Catalano (litterboxx@mychi.com)








INTRODUCTION


Solo dice game based on the arcade game Bosconian by Namco.





MATERIALS


Paper, pencil, 2 or more six sided dice, nobody to play with.





OBJECTIVE


As in the arcade game, the objective of the game is to attack and destroy the enemy's bases. You must also shootdown enemy missiles, space mines, and asteroids that get in your way.





MISSION


The mission takes place in a quadrant of space that consists of 36 sectors. Draw the quadrant as a 4 x 9 square grid on a piece of paper, or print out the included play sheet in HTML format. Be sure to print it in landscape mode. You may number the sectors if you like, with the first sector drawn being number 1, and the last sector drawn being number 36. There are 2d6 enemy bases in a mission. The first enemy base is located 1d6 sectors from the first or starting sector. The next enemy base will be located 1d6 sectors from the last base, and so on until all enemy bases are placed. If there are any bases left for placement beyond sector 36, go back to sector 1 and continue placing any remaining bases as indicated. If a sector already contains a enemy base, roll 1d6 again. A sector can only have one (1) enemy base in it. Mark the sectors that contain an enemy base or use the included enemy base counters.





BEGINNING PLAY


The player starts the game with his/her ship in sector 1, and moves on in the numbered sequence towards sector 36. The game ends when all the enemy bases are destroyed, or when the player's ship is destroyed. The player's ship can only sustain 100 points of damage before it is destroyed.





ENEMY ENCOUNTER


On every sector the player enters that does not contain an enemy base, roll 1d6 on the enemy encounter table to determine the enemy encounter in that sector.





Roll: Encounter:


1     I-Type Missile


2     Cosmo-Mine


3     P-Type Missile


4     Asteroid


5     5 Missile Formation Attack


6     Spy Ship





I-TYPE MISSILE


Roll 1d6. On a roll of 1, 3,4, or 6, the player destroys the missile. If the missile hits the player's ship, the ship takes 2d6 points of damage.





COSMO-MINE


Roll 1d6. On a roll of 2-5, the player destroys the mine. If the mine hits the player's ship, the ship takes 4d6 points of damage.





P-TYPE MISSILE


Roll 1d6. On a roll of 1-2 or 5-6, the player destroys the missile. If the missile hits the player's ship, the ship takes 3d6 points of damage.





ASTEROID


Roll 1 d6. On a roll of 2, 4, or 6, the player destroys the asteroid. If the asteroid hits the player's ship, the ship takes 1d6 points of damage.





5 MISSILE FORMATION ATTACK


Roll 1d6 to determine missile type.


On a roll of 1-3, a I-Type Missile formation is encountered.


On a roll of 4-6, a P-Type Missile formation is encountered.


Roll 1d6 to determine which of the 5 missiles is the leader missile. Re-roll on a 6.





* Before making hit roll, roll 1d6. If roll matches the number of the leader missile, then the leader missile is targeted.





Roll 1d6 for hit roll. Formation missile attacks are resolved the same way as single missile attacks. Follow the hit results for the type of missile attacking.





If the leader missile is destroyed, the missile tracking lock on the player's ship will be lost, and any remaining missiles in the formation will scatter.





If the missile destroyed was not the leader missile, go back to * and repeat the sequence until either all 5 missiles are destroyed, or the leader missile is destroyed.





SPY SHIP


Roll 1d6. On a roll of 3-4, the player destroys the spy ship. If the spy ship escapes the player's attack, more enemy forces will be alerted to the player. The player will now have 2 enemy encounters per sector for 1d6 sectors. If another spy ship alert happens during this time, the alert will be extended and added to the last one. Double encounters do not apply to sectors containing an enemy base.





BASE COMBAT SEQUENCE


Roll 1d6. On a roll of 1, 3, or 5, a base cannon is destroyed. On a roll of 2, 4, or 6, the base will fire at the player.





BASE ATTACK


Roll 1d6. On a roll of 1, 3, or 5, the base will fire a E-Type missile at the player. On a roll of 2, 4, or 6, the base will fire all it's active cannons at the player.





E-TYPE MISSILE


Roll 1d6. On a roll of 3-4, the player destroys the missile. If the missile hits the player's ship, the ship takes 4d6 points of damage.





CANNON FIRE


Roll 1d6 for each active cannon on the base. This equals the total number of shots fired at the player. The player then rolls 1d6 for each cannon fired. This equals the total number of shots the player was able to evade. Subtract the number of shots evaded from the number of total shots fired. The remaining number is the amount of damage the player's ship takes from the attack.





Repeat base combat sequence until either the enemy base or player's ship is destroyed.


