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If THERE ARE MORE THAN A few space sHips in A fight, THE best way 10 do it is 1O
GET ouT THe Hexagon bartle-mar. THese are THE Rules for doing iT.

ONlE-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.

Aout the space combuat dydtcm
e Use A HexagoN baTTle-mAT AT LeasT 12 Hexes by 12 Hexes. BiGGER is DETTER.
* YOU CAN USE SPACE-SHip MINIATURES, side-view cARdboard standups, orR TOp-
View cARdAboArRd pieces THAT lay flar. SOME TOp-view pieces come with THE
GAME. NUMbEeRr THE sHips so you can Tell THEM ApART.
*  START OppoOsSING 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 iNn A Hex.
Tactical space combat uses 12-point (70 degree) Turns: THe Nose of THe
ship caN face A Hex side OR CORNER.

Tunn otrden
1. Roll for movement iniTiaTive (all players AT ONCE)
2. Move All space sHips in iniTiaTive ORderR (low TO HigH)
%. Shoot iN DEX order (High 10 low)

Initiative

e Compute THe IniTiaTive poTential for each ship before THE Game.
IniTiaTiVE pOTENTIAL = 6 + piloTt skill D ship size

* Fach player rolls one iniTiative die for His space-sHips every TURN. THe die
applies 10 All His space sHips. Keep THe die in fRonT of THE player so
EVERYONE CAN SEE THE Roll.

e Subtract THe die frRom THe IniTiaTive poTential of all shHips 1o qer THEIR
iNiTIATIVE ORdER. As always, low die rolls and High values ArRe good.

* LowesT iniTiaTivE ORdAER MOVEs firsT (low is bad). THe HigHesT possible
iNiTIATIVE ORdER is 10 and THE lowesT is O.

e WHhen iniTiaTive ORders AREe Tied: Side 1 moves first oN odd TUrNnS, side 2
ON EVEN TURNS.

e For IARGE GAMES: Do not Roll A die. Just MOVE EVERYTHING iN iNiTIATIVE ORAER.
A legendary admiral Gives A -1 bonus 10 THE iniTiaTive die. THEY ARE RARE.



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 shHips MOVE 1, 2, OR % HEXES PER TURN.
Most ships can speed up OR slow downN by 1 HEX/TURN EVERY TURN.
Sluggish & Vvery sluggish ships may only do ThHis on odd GAME-TURNS.
If THe sHip ends its move oN A ling, slide it iNtO THE Hex ON iTs RiGHT.
THe overdRrive Takes 7 TURNS TO TURN ON OR Off, ANd THE sHip cAaNNOT TURN
OR USE WEAPONS WHEN doiNG so. IT TaAkes AN EXTRA TURN fOR EACH OVERRIVE
Hit. Once engaged, ThHe ship qoes speed 10 THe first TURN, 20 THE NexT,
aNd so forTH unTil it escapes off THe edge of THe batTle-mar.




Junning
* Turn (ROTATE) THE SHip before moving iT.

Very sluggisH space sHips can make 1-point (50 deGREE) TURNS, but only
ON odd GAME-TURNS.
SluggisH ships can mMake 1-poiNT (30 dEGREE) TURNS.
NormAl maneuverability sHips can mMake up TO 2-poinT (60 deGRee) TURNs. If
MANEUVERADIlITY is NOT specified, iT is NORMAL
MaNEuVERADLE sHips caN MAKE up TO %-poinT (90 dEGREE) TURNS.
Very MANEUVERADIE sHips can TURN up TOo 2 points (60 degrees) before THey
MOVE ANd MAKe ANOTHER such TURN AffER ANy moOVE. NO TURNiNG Allowed
WHEN ON A ling, so slide To THe RigHT To GeT oOff THE liNe

2-pOoinT (60 quRE) TURN,
THEN MOVE 2 HEexes

1-poiNT (30 dEGREE) TURN,
THEN MOVE 2 HEexes

%-point (90 quRE) TURN,
THEN MOVE 2 HEexes
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Shooting

Use THe vehicle combar chear sheer 1o see if you Hit ANd WHERE.

Re-rOll NON-exiSTENT HiT locations WHEN usiNG THESE Rules.

WEAPONS GET A bonus OR penalty 10 sHooTing for RANGE, jusT like THE skill bonus.
LARGE GAMES: FiRe WEAPONS iN batcHes; use one die Roll 1o see if multiple weapons Hir.

SHORT RANGE WEAPONS (like quns & TORpPEOES)
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 3]

Bonus: 1 0 0 -1 4

LONG RANGE WEAPONS (Missile |AUNCHERS)
Range: 0-1 2 3 4 S 6
Bonus: -3 -1 0 0 0 0

Missiles RUN ouT of fuel Affer 6 Hexes, aNd THEN can NO LONGER STEER OR HiT.

WHen DEX is Tied: Side 1 shoots first on odd TUurRNs, SidE 2 ON EVEN TURNS.

IF A weapon is Hit: Side 1 cHooses wHich oNe ON odd TurNs, Side 2 ON EVEN TURNS.

A destTROyeEd OR NON-EXiSTENT SsysTem is HiT: Reroll Hit location, orR THE GAME MaASTER picks
A location.

Rule for sHips with No player cHArRACTERs OR key NPCs oN THem: If A sHips eNnGiNes,
POWER pIANT, CREW, OR WEAPONS ARE coMpletely destroyed, THE game master should
REMOVE iT fRom THE board.

Nose-MOUNTEd GUNs ARE bolted 1o THe sHip. TE piloT Aims THEm by aiming THE
ship with His pilot skill. Give THem A 60-degree field of fiRe on THE baTTle mart.



TAil—qUNS ARE swivel MounTed and fired by A qunner with His sHooTing skill.
Give THem A 120-degree field of fiRe on THE baTTle-mar.

crh.a.ce monitenid
*  MOST SPACE MONSTERS CANNOT SHOOT, but can Attack A sHip iN THE same
Hex. THey can speed up OR slow down As mMuch As THEy WANT iN A TURN,
and Have +7 iniTiaTive Roll bonus.
* Void sHarks ARe VERy MaNeuverAble, HAVE A speed of % Hexes/TURN, and can
GO AT OVERdRIVE Speeds WIiTHOUT PREPARATION. YOU CANNOT ESCAPE by
RUNNING AWAY.
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Humans (int4 / strR4 / dex4 / skill 2):

ONE WARdEN class missile [RIGATE, size 7, 2 ECMs, % missile [auncHERs iN TURRETS (10
wmissiles each), INiTiative poTential ». Pounds THE enemy sHips with missiles
frRom A distance, vulNerable up close.

Two Kaze class fast maneuverable TOrRpedo boarts, size 2, ECM, RAy GUN TURRET, 6
NOSE TORPEAOEs, INiTiATiVE pOTENTIAL 6. HAS ONE dEVASTATING SHORT-RANGE
TORpedo ATTAck, ANd Also pecks away with THE RAy GUN.

Salamanders (inT7 / sTR4 / dexZ / skill 1):

Two PoisoN fang class fast desTROYERS, Size 4, NOSE-MOUNTEd SiZE 2 AUTOCANNON,
RAY GUN TURRET, INiTiATIVE pOTENTIAL 7. Absorbs A loT of damage. THe
cANNON does A loT of damage if you can use it. Pecks away with THE rRay
GUN.

Two Mudpuppy class slow sluggish escort batTle carrier, Size 6, Two figHTERs,
TWO RAYy GUN TURRETS. If it TAkes A cargo HiT, it will explode like in ThE
movies (it Holds lots of munitions), IniTiaTive portential 1. Only THE
Salamanders would field a ridiculous ship like This: It is A CARRIER, A
bartle ship, and lands TRoOps. It does NoT do ANy of THese THings well.

THe mudpuppies have A ToTAl Of four Terpicua TypEe fasT & VERY MANEUVERADLE
figHTERS, NOSE ION GUN, INiTiATIVE pOTENTIAL 6. ION GUNS burn our if you
ROIlL A 12 WHen shooTting THEm. THese ARe effective figHTers, but any Hit
1Akes THEm out of THE GAME.

Give THE Human fleer 1O THe least experienced player and advise Him NOT TO
charge with THe missile [RiGaTE. THE Salamander fleer is much bigGer, but ReEqUiRes
MORE skill To coordinate THe sHips and Achieve victory. ThHis will Take About 20
minuTtes (0 if Nobody Has done This before).

Monec tash forces

Human #2 (HiT & RUN): CyRANO pROWIER WiTH 4 F-2 LigHmNing figHTERS
Insectoid: BRood T1ender WiTH 7 CHinche qunboats and 6 Bumblebee bakabombs
KRAkeN #1 (GunboATs): ANaTHEMA ATTACK bOAT, SpeECTER Gqunboat

Kraken #2 (obfuscated): Defender eSCORT, SPECTER GUNDOAT

KRAKEN #7 (CRUISER): READER CRUISER

Mollizoon: ASTROHUNGER [RIGATE, Galaxy ESCORT

ORrc: CrOSsbow dESTROYER, BATTERING RAM GUNDOAT

Psio: Type %7 disrupToRr, Type 27 [RiGATE

SHelk #1 ([RigaTes): Two PROTECTOR [RiGATES

SHelk #2 (cruiser): Helper CRUiSER

TIGERMAN: TWO TERROR WARCATS

Wanderer: Galaxy escort, Nebula cutter
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