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Advent Scenarios

With both Kalium and the Vega Scrapfleet emerging, the tide of war has been irrevocably changed. Small fleets 
are emerging from star sytems long thought uninhabited, and a shaky alliance with the UCM and PHR is only 
going to last so long. With massive Dreadnoughts escalating the scale of war and heavy-set defensive positions 
increasingly held by Monitors, the battlefield is changing on a daily basis. It will take the greatest admirals to keep 
up with this shafting state of war.

Welcome to the 2019 Advent Scenario pack! These scenarios have been designed to make the most of your 
new miniatures, from Dreadnoughts to a full Resistance fleet, and Monitors in between.

Inside you’ll find three scenarios, each focused on a particular new gameplay element. While not intended 
for tournament play, these narrative scenarions will find admirals using their fleets in new ways, even 
organising fleets in a specific manner.

With that in mind, make sure that you agree with your opponent on the scenario you’re playing before you 
start, as each has a very specific way of playing and achieving victory. They’re made for a bit of fun, so feel 
free to make adjustments and let us know how you get on.
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Resistance Spearhead
The forces of the Resistance have rallied against the enemy. They’ve jumped into system with barely a 
moment’s notice, and are on the way to make planetfall. The gung-ho approach is shocking, but their 
limited resources will be their downfall.

Players
• 2.
• Resistance player is Attacker.
• Other player is Defender.

Fleet List
• Standard.

Suggested Approach
• Battleline (opposing edges shown in 

blue).

Duration
• 6 turns.

Variant: “Turf War”

In this alternate scenario, both players play as Resistance, and all Clusters are swapped for Space 
Stations. Someone will own this little patch of space at the end of the fight!

Orbital Debris
• Debris Fields (2-5 Fine, 4-6 Dense).

Victory Conditions
• Attacker: each Medium Cluster scored as Standard Scoring.
• Defender: can only contest Clusters, even when holding them, counting all as Medium. Scores 1VP for 

every enemy group destroyed. Loses 1VP for every Sector destroyed.
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Heavy Convoy
There’s little that can attract an enemy fleet to an empty area of space quite like the prize of a planet’s 
worth of resources. The enemy are trying to move a massive convoy, spearheaded by 2 Dreadnoughts. 
Destroying them will cripple the fleet, and leave plenty of supplies for the victors.

Players
• 2.

Fleet List
• Standard.
• Defender must take 2 Dreadnoughts, 

Attacker cannot take any.
• Recommended 1300 points.

Suggested Approach
• Column (opposing edges shown 

in blue). Both Dreadnought’s 
Battlegroups must deploy first turn.

Duration
• 6 turns.

Variant: “David & Goliath”

To have a really strange game, the Attacker cannot take any ships with a Tonnage of Heavy or 
Super Heavy.

Orbital Debris
• Debris Fields (2-5 Fine, 4-6 Dense).

Victory Conditions
• Each Dreadnought that touches the opposing table edge is removed from the game and scores 3VP to 

the Defender.
• Each Dreadnought still on the board at the end of the game scores 1VP to the Defender.
• Each Dreadnought destroyed scores 3VP to the Attacker.
• Each other Battlegroup destroyed by either side scores 1VP.
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Monitoring the Situation
A well defended country is the best place to make planetfall. Although the opposition is proving to be 
strong, this critical point on the map will make an excellent beach head for the incoming assault. Break 
through the defences and secure the location. If the entrenched orbital batteries can be turned on the 
defenders, all the better for a swift victory.

Players
• 2.

Fleet List
• Standard.
• Defender must take 3 groups of 

Monitors in a Skirmish or Clash, and 
5 in a Battle.

Suggested Approach
• Battleline (Attacker shown in blue, 

Defender shown in orange).
• All Defending Monitors are Directly 

Deployed within 6” of a Cluster.

Duration
• 6 turns.

Variant: “Defensive Station”

In this alternate scenario, place 2 Space Stations 18” away from the Defender’s board edge. Both 
are armed with Laser Armaments and score in the same way as the Clusters.

Orbital Debris
• Debris Fields (4 Fine, 4 Dense), Planetary Ring in Low Orbit (shown in green).

Victory Conditions
• Blue marked Clusters are only used in Battles.
• Attacker: Standard Scoring, plus 1VP for every group of Monitors destroyed.
• Defender: 1VP for every Sector not Held by the Attacker, plus 1VP for every group of Monitors that 

survives until the end of the game.

Special Rules
• Every turn, one single group of Defending Monitors may make one additional order at the start of the 

Roundup Phase before resolving Ground Combat.


