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vance, ready to take the fight to the enemy on the surface 3
etermined to hold the key strategic areas on this war-

torn pl
s and destroy their ships before they do the same to you! @
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GQ PLAYERS
2 players.

1R play

FLEET LIST
+ Standard.

SUGGESTED APPROACF

- Column (opposing edges shown in
blue).

DURATION

6 turns.

«¢
"’ ORBITAL DEBRIS

- Debris Fields (2-5 Fine, 4-6 Dense).
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VICTORY CONDITIONS

O ’Q/ Clusters (Standard Scoring, Critical Locations).
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Variant: “Double Down”
The two clusters (and their Critical Locations) either side of the centre cluster are worth double victory
points.
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ENGAGEMENT

r this world are centred around militarily significant space sta
y clusters. Capture these stations and their support cl

usters bEfOF
ions’ guns on the enemy fleet. kil e

PLAYERS
2 players.

FLEET LIST
+ Standard.

SUGGESTED APPROACF

- Distant (opposing edges shown in
blue).

DURATION

6 turns.

ORBITAL DEBRIS
- Debris Fields (2-5 Fine, 4-6 Dense).
\ \ v \I/"
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VICTORY CONDITIONS

L O ‘
ol i@ »~ Clusters (Standard Scoring, Critical Locations), Space Stations (Critical Locations). The Space Stations
o] bt are all armed with 1 x Burnthrough armament and 1 x Close Action armament. u‘ 2

.‘ 4<) ‘.

Variant: “Valuable Supplies”
The two Critical Locations in the clusters are worth double Victory Points.
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emed like a Recon skirmish was in reality the prelude to a fleet sized engagement, with

makinga play for key sectors on the surface. Capture and hold thwu
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PLAYERS
2 players.

FLEET LIST
+ Standard.

SUGGESTED APPROACF

- Rapid Reaction (opposing edges
shown in blue).

DURATION

6 turns.

ORBITAL DEBRIS
Planetary Ring.

VICTORY CONDITIONS

| o ,LO o Player 1: Gains 1vp for each Sector in B Clusters destroyed, B Clusters are Critical Locations and A
[~ Clusters follow standard scoring. “

.+ Player2: Gains 1vp for each Sector in A Clusters destroyed, A Clusters are also Critical Locationsand B -,

N7

Clusters follow standard scoring.
«  Both Players: C Clusters and Space Stations (Standard Scoring, Critical Locations).

Variant: “Punching Up”
Replace 2 of the Sectors in the central Cluster with Orbital Guns.
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A
O SUGGESTED APPROACF

- Battle Line (12" along opposing
board corners shown in blue).

K ¢ s ' ‘ PLAYERS
: 2 players.
‘ 187 FLEET LIST
: a4 . Standard.
3 ST

DURATION

6 turns.

ORBITAL DEBRIS
Debris Fields (2-5 Fine, 4-6 Dense).
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VICTORY CONDITIONS

o) lC’ Space Stations score as Medium Clusters, B Space Stations Score as Medium Clusters and Critical |
[° Locations. |

O

Variant: “Armed Space Stations!”
All A Space Stations are armed with 1 Mass Driver armament and 1 Close Action armament. All B
Space Stations are armed with 1 Burnthrough armament and 1 Close Action armament.
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trategically useful cities on the ground have be hampered by the PRI
ng light enemy fleets to engage in hit and run attacks and use piratical t
orbital combat must not be used by the enemy to delay conquést of the surface.

old the space station 1

round support clusters close to it to deny the adversary this advantéi‘gé.

& K ' ' ' PLAYERS

2 players.
N play
FLEET LIST
. Standard.
SUGGESTED APPROACF
- Battle Line (12" along opposing
e i _.i_o. S board corners shown in blue).
B DURATION
s
6 turns.
<, Y ORBITAL DEBRIS
/C 2 (Y Debris Fields (0-2 Fine, 2-4 Dense),
" LSO (12" Diameter). o

VICTORY CONDITIONS |

© Clusters (Standard Scoring, Critical Locations), Space Stations (Score as Medium Clusters and Critical H
\ Locations). In addition, players are awarded Victory Points for the following Kill Points. |

KiLL POINTS VICTORY POINTS

Variant: “Extra Large Solid Object”
Make the LSO 18” in diameter.




mand’s plan for the region and holding onto this planet isa
anufacturing areas and military complexes. Approach ﬁse

PLAYERS
2 players.

FLEET LIST
+ Standard.

SUGGESTED APPROACF

- Column (opposing edges shown in
blue).

DURATION

6 turns.

ORBITAL DEBRIS
- Debris Fields (2-5 Fine, 4-6 Dense).
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| VICTORY CONDITIONS [
© / Clusters (Standard Scoring, Critical Locations), Clash and Battle Clusters (Score double as Clusters and “
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o] bt Critical Locations).
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Variant: “Orbital Installation”
Replace Central Cluster with a Large Space Station with 4 Burnthrough Armaments. Additionally,
replace Clash and Battle Clusters with Medium Space Stations with 2 Mass Driver armaments.
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PLAYERS
2 players.

FLEET LIST
. Standard.

SUGGESTED APPROACF

- Column (12" along opposing board
corners shown in blue).

DURATION

6 turns.

ORBITAL DEBRIS
Debris Fields (2-8 Fine, 6-10 Dense).

~
=

VICTORY CONDITIONS

| o 1© .+ Clusters (Standard Scoring, Critical Locations). Clusters Containing Power Plants are worth double
\ Victory Points but nothing if the Power Plant is Destroyed.

Variant: “Bifuricate”
Remove the Debris Fields and place a Planetary Ring Vertically through the centre of the table.




fended Defence Relay in the area grants a huge advantage
e highly advanced comms sectors interlinked with its systems
space stations to gain the upper hand in this region of space % the planet

i
PLAYERS
2 players.

FLEET LIST
+ Standard.

SUGGESTED APPROACF

- Column (opposing edges shown in
blue).

DURATION

6 turns.

ORBITAL DEBRIS
Debris Fields (2-5 Fine, 4-6 Dense).

VICTORY CONDITIONS

o) lO »~ Clusters (Standard Scoring, Critical Locations), Space Stations (Score as Medium Clusters, Critical
o] bt Locations). You lose 4 Victory Points for destroying a Comms Station Sector, however if you control a ‘1

. Comms Station Sector on turn 6 then you gain an additional 5 Victory Points for each one you control. .
b The Space Stations are each armed with 1 Burnthough armament, 1 Mass Driver armament and 1 Close”
Action Armament.

Variant: “Surface to Space”
Replace the Space Stations with Medium Clusters, each containing 1 Orbital Defence Sector and 2
Military Sectors.
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