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SUMMARY OF RULES
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TURN SEQUENCE

1.
Movement Phase


2.
Shooting Phase


3.
Ordnance Phase


4.
End Phase
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MOVEMENT PHASE
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· Special Orders

( Declare special order for ship or squadron and make command check




( Repeat for each ship (or squadron) until a command check is failed




( Once a command check is failed, no more special orders allowed that turn





( Fleet re-rolls may be used to re-roll a failed command check
· Minimum move distance 
( Ships must move at least half of their speed (unless on Burn Retros)
· Turning


( Ships may make one turn in their turn (unless on Come to New Heading)





( Ships must move a minimum distance before turning even if on Come to New 




    Heading (see table below for details)

	Class of Ship
	Minimum move before turn
	Maximum angle of turn

	Battleship
	15 cm
	45º

	Cruiser
	10 cm
	45º

	Escort
	0 cm
	90º


· Blast markers

( One time penalty of – 5 cm to speed if ship moves through blast marker(s)





( Ship with shield strength 0 moving through takes a hit on D6 roll of 6





( Ordnance marker is removed on D6 roll of 6 if it moves over a blast marker
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SHOOTING PHASE 
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· Range


( Measure range from stem of ship
· Target Priority

( Ships must target nearest enemy




( Ships must pass Ld test to target distant ships
· Direct Fire


( Lances always hit on an unmodified roll of 4+ (on a 6 against ordnance)




( Refer to gunnery table for weapons batteries. Gunnery modifiers as follows : 





(
Target within 15 cm

-   One column shift left






(
Target more than 30 cm away
-   One column shift right






(
Blast marker in line of fire
-   One column shift right

· Splitting Fire

( Weapons fire may be split. Remember to make Ld test to target distant targets
· Nova Cannon

( Minimum range of 30 cm




( Guess range and place template with outer edge at guessed range





( Ships in central hole take D6 hits, ships touched by template take 1 hit





( May not be fired in any situation when firepower is halved
· Shields


( In shooting phase, each shield will block one point of damage and a blast 




     marker will be placed facing the direction the fire came from




( Further hits will hit ship once blast markers in contact equals shield strength





( Attacks made by bombers, assault boats and torpedoes ignore shields

· Blast markers

( Blast markers remain in place once placed





( A blast marker is placed in the following situations :






(
Missed Nova Cannon attacks






(
Each hit blocked by a shield




( Each hit on a ship causes a critical hit on a D6 roll of 6. Refer to BFG, pg 24

· Crippled


( Ships are crippled when they lose half its damage points




( Crippled ships halve (round up) their weapon strength, firepower, turrets, 




     shields and reduce speed by 5 cm

· Zero damage points
( Escort ships are removed from play and replaced with a blast marker




( Capital ships roll on Catastrophic damage table on BFG, pg 26

ORDNANCE PHASE


· Movement sequence
( The player whose turn it is moves all their ordnance first
· Blast markers

( An ordnance marker is removed on a D6 roll of 6 if it passes any blast marker
· Targeting ordnance
( Lances and weapon batteries need a 6 to hit




( Weapons batteries use Ordnance column and suffer the usual column shifts 




     except for target aspects (ordnance have no target aspect)
· Torpedoes


( Torpedoes travel in a straight line once fired




( Ships in a squadron in base contact may fire a wave of torpedoes




( Torpedoes always travel at maximum speed





( Torpedoes ignore shields





( Torpedoes make one attack roll (vs armour) per torpedo, continuing to move 




     after resolving attacks (reduce strength by 1 for each hit)




( Torpedoes are triggered prematurely and removed from play by :






(
A D6 roll of 6 if it moves through any blast markers






(
A hit is scored by direct fire weapons






(
If it hits another torpedo marker

· Turrets


( Turrets on a ship may make a D6 roll per turret on ship per wave, hitting on 4+





( Each hit scored by a turret removes one ordnance marker

· Boarding torpedoes
( They can turn up to 45º at the start of the ordnance phase




( Conduct a hit-and-run attack against ship in contact during the end phase

· Attack craft

( Attack craft move in any direction, up to distance indicated





( Any launch can include fighters and bombers or made exclusively of one type





( Fighters






(
vs ordnance
- remove both attacking and defending markers






(
vs ships
- no effect. Leave marker in play





( Bombers






(
vs fighters
- remove defending and attacking markers






(
vs other ord.
- they get out of way. Leave marker in play






(
vs ships
- each marker makes D6 rolls to hit reduced by 








  one for each turret on the ship. Remove marker





( Assault boats






(
vs fighters
- remove both defending and attacking markers






(
vs other ord.
- they get out of way. Leave marker in play






(
vs ships
- each marker makes a hit-and-run attack. 








  Remove marker




( Waves of attack craft






(
Ships may launch individual squadrons or combine into waves






(
Attack craft squadrons in waves must be touching






(
Waves of attack craft may be split up during their move






(
If enemy fighters/turrets attack a wave,







(
They must first remove any fighter squadrons







(
Defending ships turrets only fire once at the whole wave





(
If a wave is hit by long-range gunnery or lances, whole wave is 






destroyed
END PHASE


· Damage Control

( Capital ships roll 1D6 per Damage point remaining, each 6 rolled enables ship




     to repair one critically damaged system or put out one fire






(
If the ship has any blast markers in contact, player rolls half as 






many dice as usual (rounding up)

· Blast markers removal
( After attempting to repair critical damage, player removes D6 blast markers of 




     his choice

ADVANCED RULES

· Hit-and-run attacks
( 2+ to hit for each hit-and-run attack





( For each 2 or more rolled, look up score on the Critical Hits table

· Teleport attacks

( Such attacks may only be made against ships whose shields are down





( Ships on special orders or are crippled may not make teleport attacks





( Escorts and defences with only one remaining damage point may not do so





( Ships may not make teleport attacks against a target with more hits at that point





( A ship may only make one teleport attack in the enemy phase (10 cm range)





( Count each teleport attack as a hit-and-run attack

For more advanced rules (eg. Ramming, boarding), see BFG, pg 32+
ANNEX
CELESTIAL PHENOMENA

Sunward Edge


Fighting sunward

· Any firing conducted towards the sunward edge doubles column shifts for long and short range

Gas and Dust Clouds
· Treat them as a single blast marker in all aspects
Asteroid Fields
· Blocks line of fire

· Torpedoes are detonated

· Hulks are destroyed

· Attack craft squadrons destroyed on D6 roll of 6

· Ships suffer D6 damage (shields block as normal) if failed Ld test


(
Ships on All Ahead Full make test on 3D6 instead. Escort ships may reroll
Warp Rifts

· Blocks line of fire

· Torpedoes are detonated

· Hulks disappear (poof!)

· Attack craft squadrons destroyed

· Ships repositioned 2D6 x 10 cm away (pointing any direction) if pass Ld test on 3D6

· Ships disappear (poof!) if Ld test on 3D6 is failed

· Roll D6 for each lost ship in the warp at end of battle :        1 ( Lost for good!     2 – 6 ( Ships find way back
Planets

· Blocks line of fire

· Torpedoes are detonated

· Hulks are destroyed

· Ships may move “through” it

· Gravity well size : Small ( 10 cm,  Medium ( 15 cm,  Large ( 30 cm from edge of template

· Ships within gravity well may make a free 45º turn at beginning and end of their move but must be made towards the planet

· Ships do not have to move its minimum distance before it is able to make its free turn

· Ships do not have to move and may remain stationary

· Ships may enter low orbit and be removed from play for certain scenarios

Ringed Planets

· D3 rings occur on a 5 or 6 on a D6 roll for a large planet

· Each ring is :   1 – 4 ( gas/dust,  5 – 6 ( asteroid
· Follow rules for each type of celestial phenomena

Solar Flares

· Roll D6 at start of each turn for each flare generated

· On a roll of 6, a flare occurs. 


(
Each ship on tabletop has one Blast marker placed sunward of them


(
Ships without shields will suffer one hit (critical on 4+)


(
Roll a D6 for each ordnance marker. It is removed on a 4+
Radiation Bursts 

· Roll D6 at start of each turn for each radiation burst generated
· On a roll of 5 or 6, a radiation burst occurs

· Roll a D6 to see what the interference level is. All ships reduce leadership by this D6 roll

· In addition to reduced leadership, fleet commanders may only use their re-rolls for command checks for their own ship or squadron during radiation bursts

STARTING LEADERSHIP

Roll a D6 for each ship. Squadrons use highest leadership value in squadron.
	D6 Roll
	Crew Experience Level
	Leadership

	1
	Untried
	Ld 6

	2-3
	Experienced
	Ld 7

	4-5
	Veteran
	Ld 8

	6
	Crack
	Ld 9


SPECIAL ORDERS

· Choose a special order before moving ship and make a Ld test, modified as follows:-

– 1 

Under fire

If ship has any blast markers in contact

+ 1

Enemy Contacts
If there are any enemy ships on special orders

	Special Order
	Speed
	Turns
	Armament
	Remarks

	All ahead full


	+4D6 cm
	None
	Half
(round up)
	

	Come to new heading


	Half to full
	Up to two
	Half
(round up)
	

	Burn Retros


	Zero to half
	Up to one
	Half
(round up)
	

	Lock on


	Half to full
	None
	Full

	Reroll misses for direct fire

	Reload Ordnance
	Half to full
	Up to one
	Full
	A double depletes all ordnance (result still stands)

	Brace for Impact


	Half to full
	Up to one
	Half
(round up)
	May be made in any player’s turn

4+ save vs all hits
Lasts till end phase of next turn

No other special orders till next turn



2-3





6





4-5





1





D6 roll








