
Tactical Space Combat Page 1 of 6

Roaring Rockets
Tactical Space Combat

Version 3.1 (Booster). Copyright Ken Young 2019-2025. All rights reserved. http://www.roaringrockets.org/

If there are more than a few space ships in a fight, the best way to do it is to
get out the hexagon battle-mat. These are the rules for doing it.
One-on-one fights are best done with the quicker abstract method in the basic
rules.
The English language uses the same word for turning (rotation) as it does for
alternating game turns. Keep the context of the word “turn” in mind when
reading rules.

About the space combat system
• Use a hexagon battle-mat at least 12 hexes by 12 hexes. Bigger is better.
• You can use space-ship miniatures, side-view cardboard standups, or top-

view cardboard pieces that lay flat. Some top-view pieces come with the
game. Number the ships so you can tell them apart.

• Start opposing space ships about 8-10 hexes apart, unless they are
already in shooting range when the fight starts.

• Space is really big, and so are the hexagons. There is no limit to the
number of space ships that can be in a hex.

• Tactical space combat uses 12-point (30 degree) turns: The nose of the
ship can face a hex side or corner.

Turn order
1. Roll for movement initiative (all players at once)
2. Move all space ships in initiative order (low to high)
3. Shoot in DEX order (high to low)

Initiative
• Compute the Initiative potential for each ship before the game.
• Initiative potential = 6 + pilot skill Ð ship size
• Each player rolls one initiative die for his space-ships every turn. The die

applies to all his space ships. Keep the die in front of the player so
everyone can see the roll.

• Subtract the die from the Initiative potential of all ships to get their
initiative order. As always, low die rolls and high values are good.

• Lowest initiative order moves first (low is bad). The highest possible
initiative order is 10 and the lowest is 0.

• When initiative orders are tied: Side 1 moves first on odd turns, side 2
on even turns.

• For large games: Do not roll a die. Just move everything in initiative order.
• A legendary admiral gives a -1 bonus to the initiative die. They are rare.
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Movement
• Slow space ships move 1 hex per turn.
• Normal speed ships move 1 or 2 hexes per turn. If speed is not specified,

it is normal.
• Fast ships move 1, 2, or 3 hexes per turn.
• Most ships can speed up or slow down by 1 hex/turn every turn.

Sluggish & very sluggish ships may only do this on odd game-turns.
• If the ship ends its move on a line, slide it into the hex on its right.
• The overdrive takes 3 turns to turn on or off, and the ship cannot turn

or use weapons when doing so. It takes an extra turn for each overdrive
hit. Once engaged, the ship goes speed 10 the first turn, 20 the next,
and so forth until it escapes off the edge of the battle-mat.
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Turning
• Turn (rotate) the ship before moving it.
• Very sluggish space ships can make 1-point (30 degree) turns, but only

on odd game-turns.
• Sluggish ships can make 1-point (30 degree) turns.
• Normal maneuverability ships can make up to 2-point (60 degree) turns. If

maneuverability is not specified, it is normal.
• Maneuverable ships can make up to 3-point (90 degree) turns.
• Very maneuverable ships can turn up to 2 points (60 degrees) before they

move and make another such turn after any move. No turning allowed
when on a line, so slide to the right to get off the line.

1-point (30 degree) turn,
then move 2 hexes

2-point (60 degree) turn,
then move 2 hexes

3-point (90 degree) turn,
then move 2 hexes
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Shooting
Use the vehicle combat cheat sheet to see if you hit and where.
Re-roll non-existent hit locations when using these rules.
Weapons get a bonus or penalty to shooting for range, just like the skill bonus.
Large games: Fire weapons in batches; use one die roll to see if multiple weapons hit.

Short range weapons (like guns & torpedoes)
Range: 0-1 2 3
Bonus: �1 -1 -4
A Psio confuser has a range of 0-2 and always hits

Medium range weapons (like rays)
Range: 0-1 2 3 4 5
Bonus: �1 0 0 -1 -4

Long range weapons (missile launchers)
Range: 0-1 2 3 4 5 6
Bonus: -3 -1 0 0 0 0
Missiles run out of fuel after 6 hexes, and then can no longer steer or hit.

When DEX is tied: Side 1 shoots first on odd turns, side 2 on even turns.
If a weapon is hit: Side 1 chooses which one on odd turns, side 2 on even turns.
A destroyed or non-existent system is hit: Reroll hit location, or the game master picks
a location.
Rule for ships with no player characters or key NPCs on them: If a ships engines,
power plant, crew, or weapons are completely destroyed, the game master should
remove it from the board.

Nose-mounted guns are bolted to the ship. The pilot aims them by aiming the
ship with his pilot skill. Give them a 60-degree field of fire on the battle mat.
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Tail-guns are swivel mounted and fired by a gunner with his shooting skill.
Give them a 120-degree field of fire on the battle-mat.

Space monsters
• Most space monsters cannot shoot, but can attack a ship in the same

hex. They can speed up or slow down as much as they want in a turn,
and have +3 initiative roll bonus.

• Void sharks are very maneuverable, have a speed of 5 hexes/turn, and can
go at overdrive speeds without preparation. You cannot escape by
running away.
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Example battle for practicing this
Humans (int4 / str4 / dex4 / skill 2):

One Warden class missile frigate, size 3, 2 ECMs, 3 missile launchers in turrets (10
missiles each), Initiative potential 5. Pounds the enemy ships with missiles
from a distance, vulnerable up close.

Two Kaze class fast maneuverable torpedo boats, size 2, ECM, ray gun turret, 6
nose torpedoes, Initiative potential 6. Has one devastating short-range
torpedo attack, and also pecks away with the ray gun.

Salamanders (int3 / str4 / dex3 / skill 1):
Two Poison fang class fast destroyers, Size 4, nose-mounted size 2 autocannon,

ray gun turret, Initiative potential 3. Absorbs a lot of damage. The
cannon does a lot of damage if you can use it. Pecks away with the ray
gun.

Two Mudpuppy class slow sluggish escort battle carrier, Size 6, two fighters,
two ray gun turrets. If it takes a cargo hit, it will explode like in the
movies (it holds lots of munitions), Initiative potential 1. Only the
Salamanders would field a ridiculous ship like this: It is a carrier, a
battle ship, and lands troops. It does not do any of these things well.

The mudpuppies have a total of four Terpicua type fast & very maneuverable
fighters, nose ion gun, Initiative potential 6. Ion guns burn out if you
roll a 12 when shooting them. These are effective fighters, but any hit
takes them out of the game.

Give the human fleet to the least experienced player and advise him not to
charge with the missile frigate. The Salamander fleet is much bigger, but requires
more skill to coordinate the ships and achieve victory. This will take about 20
minutes (30 if nobody has done this before).

More task forces
Human #2 (hit & run): Cyrano prowler with 4 F-2 Lightning fighters
Insectoid: Brood tender with 3 Chinche gunboats and 6 Bumblebee bakabombs
Kraken #1 (gunboats): Anathema attack boat, Specter gunboat
Kraken #2 (obfuscated): Defender escort, Specter gunboat
Kraken #3 (cruiser): Reaper cruiser
Mollizoon: Astrohunger frigate, Galaxy escort
Orc: Crossbow destroyer, Battering ram gunboat
Psio: Type 33 disruptor, Type 27 frigate
Shelk #1 (frigates): Two Protector frigates
Shelk #2 (cruiser): Helper cruiser
Tigerman: Two terror warcats
Wanderer: Galaxy escort, Nebula cutter


