Here are some of my thoughts on how to play: 





1.	Simultaneous movement:  Both players move their tanks.  They send each other the move files and see what's what.  This will do away with the Initiative phase. 


A.	Centurion Bonuses:  Here are some ideas.


i.	The Centurion bonus will allow a player to delay movement only.  The player may delay the movement of a full platoon only.  Players may carry over points equivalent to the remainder of the division of the total points and 3.  For example,  a player has 1 advantage point.  On turn 1, he can do nothing with it.  1/3 = 0 with a remainder of 1.  He can carry over 1 point.  On turn 2, he has 2 advantage points.  Again, he can do nothing with them.  2/3=0 with a remainder of 2.  He can carry over 2 points.  On turn 3, he has 3 advantage points.  He can now delay a platoon.  If he chooses not to delay a platoon, he will not be able to carry over any advantage points:  3/3=1 with a remainder of 0.  He can carry over 0 advantage points.  2 Advantage points works the same way.  Turn 1 nothing.  Carry 2.  Turn 2, 4 advantage points.  Delay one platoon carry 1.  Turn 3, 3 advantage points.  Delay one platoon.  Carry 0.  This would make the movement phase take at least 2 emails.


ii.	Advantage points that cannont be used to delay a platoon can be used to modify a die roll.  2 advantage points can be used to add or subtract from any die roll per turn, i.e. –2 from a painting roll or –1 from a piloting roll and a –1 from a Vulcan roll.


iii.	Advantage points that cannont be used to delay a platoon can be used to "double roll" any single die roll, i.e. you would roll two dice and choose the better roll.  For example, a Romulus need a 2 to hit the Spartius with its laser.  The player could use one advantage point to "double roll."  The player would then roll two dice and choose the lower value.  If you had two advantage points you could "triple roll" one die roll or "double roll" two die rolls.


B.	Hidden Minefields/Units:  If a platoon stumbles onto a hidden minefield or unit, that platoon and that platoon ONLY may change its movement ONLY from the point of contact.  For example, a player moves a platoon across open terrain in a straight line.  A hidden minefield is right in their path at about the mid-point of the movement.  When the first tank hits the minefield the player may now change his movement, but must still expend all VPs as normal.  This would require more emails for the movement phase but only when the units or minefields are detected.


2.  Combined Painting Declaration and Resolution phase:  You first send a message declaring ALL painting attempts.  If it's not in the first declaration, it doesn't happen.  The next messages will have painting resolution. This will be simultaneous as well. 





3.  Combined Fire Declaration and Resolution phase:  Same as the Painting Phase.





4.	End phase:  Unchanged.








