
Introduction  – Sea oF Stars, 
a game by Raymond Webster

This is Sea of Stars, a miniatures game focusing on epic battles between fleets of warships; a future of 
daring manoeuvres, all-powerful prototypes, and mankind on the edge of destruction. Take command 
either of the heroic forces of humanity, or one of their many enemies, and set sail upon the sea of 
stars!

This rulebook is divided into several sections; the first explains how to play the game, while subsequent 
chapters focus on the different fleets available to choose from, scenarios to fight and information 
about how to pick a fleet.

New players should, once they've had a read through the base rules, skip straight to the Mock Battle 
section of the Scenarios chapter, where a simple scenario is described in order to introduce the basic 
game concepts; the best technique is to learn by doing, after all!

The barest minimum needed to play the game is an understanding of the turn sequence; within the 
Overviews of each phase, you will find most of the information you need. For most games, a 
combination of the phase overviews and the reference sheet will be enough – as you expand your 
fleets and introduce new game mechanics, they will build on the basic rules you have learned.

What You Need To Play

Sea of Stars is a miniatures game for two or more players, played with a number of miniatures per side 
on a game board generally about 24-48” across and 24-48” long. What models you use to represent 
your fleets doesn't really matter, as long as they are mounted on bases 0.75” in diameter (for Light 
ships), 1” in diameter (for Medium ships) and 1.5” in diameter (for Heavy ships), and the bases are 
clearly labelled with the ship's facings and centre (see Basic Concepts).

As well as a board and miniatures, each player will need some kind of measuring device marked in 
inches, a set of dice comprising a 4-, 6-, 8-, 10- and 12- sided dice (described from this point on as a d4, 
d6, d8, d10 and d12), a set of Order Cards, and a Ship Stat Card for each ship in their fleet.

Basic Concepts

 In this section, a few basic pieces of terminology and concepts central to Sea of Stars will be explained.

1. Abstraction

1.1 - Each ship in Sea of Stars is represented by its circular base; the centre point (or centre) represents 
the ship itself, while the base's area represents the area of space within which the ship can be affected 
by attacks. Ranges are measured from the centre of the attacking ship's base to the edge of the 
target's. 

1.2 – Weapons listed on a ship's Stat Card may not exactly match a ship's model; a weapon which fires 
only one shot might represent three or four smaller turrets firing, with the weapon stats depicting the 
combined effects of the barrage.

1.3 – A single base represents an entire Wing of Attack Craft; measure ranges from the edge of this 
base. Attack Craft Wings should be mounted on a 3/4” base as if they were a Light Ship. (See I.1.4)
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1. Abstraction (Continued)

1.4 – There is no 3D movement; for the purposes of abstraction, ships move and fight as if they were on 
a flat plane.

1.5 – There is no Newtonian movement; this decision has been made for thematic purposes, in order to 
better evoke its pulp science fiction inspiration (which largely resembles 2nd World War Pacific theatre 
naval warfare). Ships manoeuvre like high-seas vessels, not spacecraft.

2. Dice

2.1 – Sea of Stars uses a set of different dice; as explained above, this comprises a d4, d6, d8, d10 and d12 
(available from most board- and wargame shops). Some d10s have a 0 instead of a 10.

2.2 – If a dice roll is modified, it is written with a +/- sign then the number to be added or subtracted, e.g. 
d6+1 or d8-2

2.3 – If multiple dice of the same type are to be rolled and the results added together, it is written as 
Xdy, e.g. 3d10 is three 10-sided dice.

2.4 – If different types of dice are to be added together, it is written as Xdy+ Wdz, e.g. 2d4+3d6

2.5 – Some Stat Cards or rules call for a d2, d3, or d5 – in this case, roll a d4, d6 or d10 respectively and 
halve the result (rounding up), e.g. for a d5, a 1 or 2 = 1, 3 or 4 = 2, 5 or 6 = 3, 7 or 8 = 4 and 9 or 10 = 5

2.6 – Some rules call for a dice to be re-rolled; in this situation, the player may choose to roll all of the 
dice they have just rolled again, and must accept the second result.

3. Facings

3.1 – The concept of Facings is key to the rules of Sea of Stars; every ship must have marked on its base 
its four facings. The image to the right illustrates these: 

3.2 – Each of a ship's weapons will have a number of Facings in which
it can fire.

3.3 – When attacking a ship, after declaring the attack, determine
which facing the ship is attacking from, and which facing of the target
ship is being attacked. For more information see the Activation Phase
rules.
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Rules

In this chapter, the rules of the game will be explained; ship statistics, the phases of the turn and 
more. Each section will comprise an Overview and more detailed rules explaining individual elements.

I. Ships and Wings - Overview

Sea of Stars is all about thrilling space battles; cruisers trade beam fire at long range while fighters 
dance between them and in the centre of formations, experimental battleships with wizened old 
captains take position and unleash deadly superweapons, cutting apart entire enemy lines in one shot.

Each miniature in Sea of Stars represents either one ship or one Wing of Attack Craft. There are three 
main types of ship, detailed below.

I.1 Types of Ship

I.1.1 – Heavy Ships are mounted on 1.5” bases and represent the largest, most deadly vessels that a fleet 
can bring to bear – Space Battleships, Super Space Fortresses, High Mobility Warships, whatever name 
they go by, Heavy Ships are typically slow-moving, resilient and capable of laying down massive 
amounts of firepower – often with experimental Signature Weapons (See I.5.3)

I.1.2 – Medium Ships are mounted on 1” bases and represent the main ships of the line – cruisers, lighter 
carriers and similar. Sometimes the job of Medium ships is just to buy time for the Heavy ships to get 
into position, but on the whole they are entirely average in capacity; average armour, firepower and 
speed.

I.1.3 – Light Ships are mounted on 3/4” bases and represent smaller scout vessels – from destroyers and 
frigates through to system defence monitors, Light ships are rarely as tough as their bigger cousins but 
often make up for it by bringing plenty of guns and speed to the fight in large numbers.

I.1.4 – Attack Craft are mounted on 3/4” bases like Light Ships, and can be anything from melee-focused 
giant robots to sleek space fighters; often heavily armed but highly limited in how they can move and 
act, tactical use of Attack Craft is key to victory.
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I. Ships and Wings – Overview (Continued)

I.2 Ship Stat Cards

I.2.1 – Every ship in Sea of Stars has a stat card which explains its capabilities. Below is provided an 
example ship stat card, and an explanation of the ships' statistics.

ARM: 5/4/4/3 SPEED: 6/9

DAMAGE: [ ][ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ]

WEAPONS
F/L/R (M) Plasma Cannon d4/d6/d4 0/1/1 (x2)
L (M) Proton Cannon d4/d3/- 1/-/- (x2)
R (M) Proton Cannon d4/d3/- 1/-/- (x2)
F (D) AAA Guns d4/-/- 2/-/-
B (D) AAA Guns d4/-/- 2/-/-

Super dimension Cruiser

I.3 Ship Statistics

I.3.1 – ARM is the ship's Armour value; how resistant to damage it is. The four values given are its 
armour ratings in the Front, Left, Right and Back facings respectively.

I.3.2 – SPEED is the ship's Speed value; how fast it moves. The two values given are its maximum 
movement values at Cruising and Flank speed respectively.

I.3.3 – DAMAGE is the ship's Damage Track; how long it can stay in the fight. Each time a ship is 
attacked it may take damage, which is marked by filling in the boxes from left to right. Each divider 
represents a Damage Level (See X.x.x).

I.3.4 – WEAPONS details the ship's weaponry, with its own set of statistics (See I.4)

I.4 – Weapon Statistics

I.4.1 – The first set of letters denotes which facings (Front, Left, Right or Back) the weapon may fire in.

I.4.2 – The weapon's Type and Name. The Types of weapons are Defensive, Main and Signature (See I.5)

I.4.3 – The weapon's Dice that it rolls to attack. The three values given are the dice used at 0-6”, 7-12” 
and 13-18” ranges respectively.

I.4.4 – The weapon's Additional Damage (ADD). The three values given are the ADD at 0-6”, 7-12” and 
13-18” ranges respectively.

I.4.5 – The weapon's Shots. This is how many times it may fire in a single attack.
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I.5 Weapon Classes

I.5.1 – Defensive Weapons are intended to engage enemy Attack Craft and, in desperate situations, 
deter ships which get too close. They inflict damage as normal against Attack Craft, but will never inflict 
more than a single point of damage per hit to enemy Ships. Defensive Weapons never have a range of 
more than 6” and as a result may not fire if a ship is suffering any Range Penalties (see X.x.x)

I.5.2 – Main Weapons are the most common armaments for ships; they are designed to be used against 
other ships and tend to be too inaccurate to be effective against Attack Craft. They never inflict more 
than a single point of damage per hit to Attack Craft, but inflict full damage to enemy Ships. 

I.5.3 – Signature Weapons are the most powerful armaments a fleet can possess. So great is their 
power that a ship which fires one requires special clearance to do so (See III.2.6.i), and the ship 
sacrifices many of its other capabilities that turn.

I.5.3.i – Any Attack Craft hit by a Signature Weapon are instantly destroyed.
I.5.3.ii – If a Signature Weapon rolls the maximum possible on its dice, roll another dice of that 

type and add it to the total.

II. The Turn Sequence – Overview.

II.1 - A single turn in Sea of Stars is divided into four Phases; each player fully completes all possible 
actions within one phase before moving on to the next.

II.2 - The first phase is the Orders Phase (see III) in which the players decide in which order their ships 
will activate, and whether they are using any special orders that turn.

II.3 - The second phase is the Initiative Phase (see IV) in which the players reveal the orders placed in 
the Orders Phase and test Squadron Coherency and Priority.

II.4 – The third phase is the Activation Phase (see V) in which the players move and attack with their 
ships and Attack Craft.

II.5 – The fourth phase is the Damage Phase (see VI) in which the players resolve the effects of damage 
sustained in the Activation Phase.
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III. The Orders Phase

III.1 Overview

III.1.1 – The Orders Phase is where players assign orders to their ships in the form of Initiative Tokens 
and Order Cards. The former determine the order in which ships activate, while the latter determine 
which special orders the ship (or its attack craft) use.

III.1.2 – During the Orders Phase, the players take a numbered Initiative Token for each ship that they 
have in play, and allocate one, face down, to each ship.

III.1.3 – A player may play one Order Card from their deck face down with each Initiative Token they 
play. This is not mandatory. For more information about Orders, see III.2.

III.1.4 – During the Orders Phase, a player may declare he is attempting to form one or more Squadrons. 
If so, they place Squadron Tokens on up to three ships that will form the Squadron. For more 
information about Squadrons, see III.3.

III.2 Orders

III.2.1 - Each player begins the game with an Order Deck, containing a number of Order Cards. These 
cards allow a ship to carry out Orders, powerful abilities which give it a significant advantage. An Order 
Deck comprises the Six Basic Orders, one set of Attack Craft Orders for each ship with Attack Craft, 
one “Wait!” order and one “Main Gun Fire!” order for each ship with a Signature Weapon.

III.2.2 - Once an Order Card is played, it is placed in a discard pile and may not be used again until the 
player has used all of their Basic Orders (if it is a Basic Order) or all of their Attack Craft Orders (if it is a 
Attack Craft Order).

III.2.3 – Special Orders (“Main Gun Fire!” and “Wait!”) are never returned to a player's deck unless an 
ability specifically allows this.

III.2.4 – There are Six Basic Orders in Sea of Stars, as follows:

III.2.4.i – Full Speed Ahead! - The ship doubles its movement speeds for one Activation, but takes 
an additional Range Penalty when it attacks.

III.2.4.ii – Course Change! - The ship may make a free turn at the beginning or end of its move, 
but takes an additional Range Penalty when it attacks.

III.2.4.iii – Reverse Thrust! - The ship may choose not to move at all for one Activation, but takes 
an additional Range Penalty when it attacks.

III.2.4.iv – All Batteries Fire! - The ship may fire at every ship that enters its range, ignoring the 
usual limitations on only firing each weapon once in an activation. However, its weapons lose 1 ADD 
each time they are fired after the first.

III.2.4.v – Focus Fire! - The ship may fire one complete Facing's worth of weapons twice, but 
must pick another facing to not fire at all that activation. Both facings must contain at least one Main 
weapon. If a weapon is eligible to fire in both facings, it may not be fired as part of this order.

III.2.4.vi – Damage Control! - The ship gains +2ARM for its next Activation Phase, but may only 
fire Defensive Weapons. If it is not attacked at all, it regains 2 boxes of damage in the Damage Phase, or 
1 if it is attacked but takes no damage. This damage recovery may not be used to remove damage from 
a filled Damage Level.
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III.2 Orders (Continued)

III.2.5 – There are Three Attack Craft Orders in Sea of Stars, as follows. Attack Craft Orders may be 
played on any Ship capable of launching Attack Craft; however, the total number of Attack Craft, Basic 
and Special Orders played may never exceed the number of Initiative Tokens played that phase:

III.2.5.i – Scatter! - The Attack Craft Wing may not attack, but may move as usual. It will not take 
more than one point of damage from any single attack this turn, regardless of the number of Shots 
fired (Including Signature Weapons!)

III.2.5.ii – Follow My Lead! - The Attack Craft Wing moves and attacks normally, as if it were a 
Ship. Its Initiative Value is the same as the Ship on which this order was played.

III.2.5.iii – Intercept! - Nominate an enemy Attack Craft Wing; when it activates the player may 
activate one Attack Craft Wing of their choice.

III.2.6 – There are Two Special Orders in Sea of Stars, as follows:

III.2.6.i – Main Gun Fire! - When this order is played, the ship may only fire its Signature Weapon 
and any Defensive Weapons it has.

III.2.6.ii – Wait! - When this order is played, the player may immediately switch the Initiative 
Tokens of the ship or squadron using the order and any other ship or squadron in their fleet.

III.3 Squadrons

III.3.1 – A Squadron is a group of up to three ships that activate using the same Initiative Token and the 
same Order Card. Squadrons are formed during the Orders Phase by placing Squadron Tokens on up to 
three ships within 6” of the ship designated as Leader.

III.3.2 – While a Squadron can only be formed between ships within 6” of the Leader, a player may not 
measure this range until the Initiative Phase; they may attempt to form a squadron even if the ships 
may be out of range (See IV.3).

III.4 Summary

III.4.1 – Before moving on to the Initiative Phase, ensure that all the following have been completed:

III.4.1.i – Each player has placed an Initiative Token on each ship they control.
III.4.1.ii – Each player has not placed more Order Cards than Initiative Tokens.
III.4.1.iii – Each player has placed any Squadron Tokens they want to.

III.4.2 – If every player is happy with the placement of all Tokens and Order Cards, move on to Phase 2, 
the Initiative Phase (See IV).
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IV.1 Overview

IV.1.1 – The Initiative Phase is where the tokens and cards played in the Orders Phase are resolved, and 
players test for Priority.

IV.1.2 – In the Initiative Phase, each player rolls their Command Dice to determine Priority, and then 
tests Squadron Coherency.

IV.1.3 – Finally, Initiative Tokens are revealed.

IV.2 Priority

IV.2.1 – Priority is determined at the start of the Initiative Phase by each player rolling their Command 
Dice and applying modifiers.

IV.2.2 – The Command Dice is by default a d6, but certain Captains or Flagships may adjust this.

IV.2.3 – Subtract 1 from the dice roll for each squadron token in play and add 1 to the dice roll for each 
Order Card played.

IV.2.4 – The player with the higher result has Priority and may choose whether to move his ships before 
or after his opponent during the Activation Phase.

IV.2.5 – In games with more than 2 players, the player who wins Priority may choose the order in which 
the players will act.

IV.3 Squadron Coherency

IV.3.1 – After the Priority Test, players reveal Squadron Tokens and test Squadron Coherency.

IV.3.2 – During the Orders Phase, each squadron must have a Leader nominated. During the Squadron 
Coherency Test, players must measure the distance between each member of a squadron and its 
leader; all ships must be within 6” of the Leader for the squadron to form.

IV.3.3 – If the ships are within range, the squadron forms and the ships will activate simultaneously, all 
receiving the benefit of any Order Card played on the squadron.

IV.3.4 – If any ships are more than 6” away, the squadron has failed to form; during the subsequent 
Activation Phase, the ships may only fire Defensive Weapons and lose the benefit of any Order Cards 
played on the squadron.

IV.4 Summary

IV.4.1 – Before moving on to the Activation Phase, ensure all the following steps have been completed:

IV.4.1.i – The Priority Test has been taken.
IV.4.1.ii – All Squadrons have tested coherency.
IV.4.1.iii – All Initiative Tokens and Order Cards have been revealed.
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V – The Activation Phase

V.1 Overview

V.1.1 – In the Activation Phase, players take it in turns (in an order determined by their Priority test) to 
activate their ships, in the order defined by their Initiative Tokens.

V.1.2 – Activating a ship allows it to move and attack, as well as launch attack craft if able.

V.1.3 – After a player completes a ship activation, their opponent activates one ship, and play passes 
between the players in this way. If one player has more ships than the other, he activates the remainder 
one after the other in Initiative Token order.

V.1.4 – A ship may fire each of its Main and Defensive weapons once during its activation, and may 
attack any number of targets over the course of its activation.

V.2 Movement

V.2.1 – A ship may choose to move at either Cruising or Flank speed; if it moves at Cruising Speed, it 
moves up to its first movement value on its Stat Card, while if it moves at Flank Speed it may move up 
to its second movement value but takes a Range Penalty.

V.2.2 – Some ships do not have a Flank Speed and so, obviously, may never use it.

V.2.3 – A ship must always move a minimum of two thirds of its Cruising Speed in its turn.

V.2.4 – A ship may make one turn of up to 45 degrees during its activation, provided it has already 
moved at least one third of its movement allowance. The turn uses a further third of its movement 
allowance.

V.2.4.i Example: A ship has a movement allowance of 6”. It must move at least 4”, and may make a 
45 degree turn after moving 2”, which uses up 2” of its remaining movement.

V.3 Attacking

V.3.1 – A ship may attack once with each Main and Defensive weapon during its activation; these 
attacks may take place at any point during its movement.

V.3.2 – It may attack any number of different targets (e.g. fire its Defensive weapons at Attack Craft, 
and its Main Weapons at ships).

V.3.3 – To make an attack, the active player declares a target and then measures the distance from the 
attacking ship's centre to the edge of the target's base. The range is measured in a straight line which 
must remain at all times within the weapon's facing.

V.3.4 – If the target is not within range or the correct facings, the attack fails; otherwise, it is a 
successful attack and the player rolls the appropriate dice.
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V.3 Attacking (Continued)

V.3.5 – Each weapon has three range bands, 6”, 12” and 18”; when making an attack, the dice which are 
rolled vary depending on which range band the target is in. If an attack is successful (the target is within 
18” and within a range band in which the attacker rolls dice), then identify which dice should be rolled 
by looking at the Stat Card.

V.3.6 – Some situations (Orders, moving at Flank Speed) require the player to take one or more Range 
Penalties; if this is the case, add 6” to the measured range for each and then re-check whether the 
attack will be successful.

V.3.6.i – Some weapons perform better at longer ranges, or when a ship is moving fast; be aware 
of how you can in some cases use Range Penalties to improve your chances of hitting!

V.3.7 – If an attack is successful, roll the required dice and add the weapon's ADD statistic for that range 
band; compare the end result to the ARM of the facing of the target being attacked. If the result 
matches or beats the ARM, the attack has hit, otherwise it has missed.

V.3.8 – If the attack hits and beats the target's ARM, it inflicts damage equal to the amount it beat the 
ARM value by. If the results are equal, the attack has hit but failed to inflict any damage.

V.3.9 – If the weapon has a Shots value, it may keep firing until it has fired that number of times, 
regardless of whether the initial attack hit or missed. These attacks may be divided between any 
number of targets.

V.3.10 – If a multiple shot weapon attacks the same target multiple times, it gains 1 ADD for each time it 
has attacked that target.

V.3.11 – Once a weapon has made all its attacks, the controller of the target ship or ships notes down all 
damage sustained on their Stat Cards – however, this damage has no effect on gameplay until the 
Damage Phase.

V.3.11.i – Example of an Attack: The Super Dimension Cruiser attempts to fire its Proton Cannons at 
a Vostok-Class destroyer; when the attack is declared, it is 8” away and within the Vostok's front arc. At 8”, 
the Proton Cannon rolls 1d3 and has two shots, with no ADD. The Vostok has ARM 2 in its front arc. The first 
roll is a 2, which hits but fails to inflict any damage. The controller of the Super Dimension Cruiser takes the 
weapon's second shot against the Vostok, giving it +1 to its ADD, and rolls a 3; the weapon hits, and deals 2 
damage (3+1 = 4 damage -2 ARM = 2) which the Vostok's controlling player notes down.

V.3.11.ii – Example of an Attack: The Super Dimension Cruiser attempts to fire its Plasma Cannon at 
a Progress Class Cruiser, while moving at Flank Speed; when the attack is declared, it is 4” away and within 
the Progress's Left arc - but owing to the range penalty incurred from using Flank Speed the total range is 
10”. The Progress has 4 ARM in its left arc. Normally a Plasma Cannon would roll 1d4 with no ADD at 4” 
range, but owing to the Range Penalty this becomes 1d6 and 1 ADD. The first roll is a 5, which inflicts 2 
damage (5+1 = 6 damage -4 ARM = 2). However the second shot, now at ADD 2, rolls a 1, which misses.
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V.4 Summary

V.4.1 – Each ship activation contains the following steps:

V.4.1.i – A ship must move at least 2/3 of its Cruising speed in a straight line
V.4.1.ii – It may make a 45 degree turn after moving at least 1/3 of its total movement allowance 

for the turn, which takes 1/3 of its movement allowance.
V.4.1.iii – During its movement it may attack with each of its weapons. These attacks may be 

made at any point during the movement.

V.4.2 – Each attack contains the following steps:

V.4.2.i – Declare a target.
V.4.2.ii – Measure the range from the centre of the attacking ship to the edge of the base of the 

target ship, and check if the attack is successful (in range and facing).
V.4.2.iii – Roll the appropriate dice, add the weapon's ADD, and compare to the target's ARM. 

The target takes damage equal to the amount its ARM is beaten by.
V.4.2.iv – Repeat this until the weapon has fired a number of times equal to its Shots value.

V.4.3 – Any damage sustained has no effect until the Damage Phase.

V.4.4 – Players alternate activating ships in Initiative Token order, resolving the effects of Order cards, 
until all ships have been activated.

V.4.5 – After all ships have been activated, move on to the Damage Phase.
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VI – The Damage Phase

VI.1 Overview

VI.1.1 – In the Damage Phase, the effects of attacks are resolved. For each ship that sustained damage in 
the Activation Phase, check to see if one of its Damage Levels is full; if so, that ship will, for the 
remainder of the game, suffer a handicap as follows:

VI.1.1.i – Light Damage (first set of boxes filled) – The ship has sustained minor damage, which 
has no additional in-game effect.

VI.1.1.ii – Medium Damage (first two sets of boxes filled) – The ship suffers a range penalty every 
activation phase, in addition to any others it would suffer.

VI.1.1.iii – Heavy Damage (first 3 sets of boxes filled) – The ship may not have Order Cards played 
on it.

VI.1.1.iv – Destroyed (all boxes filled) – Remove the ship from the game.

VI.1.2 – Damage is cumulative, so a Heavily Damaged ship still suffers the penalties for Medium Damage.

VI.1.3 – Each level of damage a ship sustains also reduces its ARM by 1 on all facings.

VI.1.4 – During the Damage Phase, any ships on Damage Control orders which sustained no damage 
may remove a box of damage from their Stat Card. Any ships on Damage Control orders which were 
not attacked may remove an additional box. This repaired damage may not be used to remove boxes 
from a filled damage level.

VI.1.5 – Once all damage has been resolved, and destroyed ships removed, begin a new turn at the 
Orders Phase.
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VII – Attack Craft

VI.1 Overview

VII.1.1 – Attack Craft are light, limited-range units launched from larger ships to either defend against 
enemy attack craft or to engage enemy ships. In game terms, they operate autonomously unless given 
specific orders via an Attack Craft Order Card.

VII.1.2 – Broadly speaking there are two kinds of Attack Craft Wings, Fighters and Bombers. While 
individual factions may blur this distinction, all Attack Craft will fall into one of those categories.

VII.1.2.i – Fighters specialise in attacking other Attack Craft and will only engage Ships if 
specifically ordered to.

VII.1.2.ii – Bombers specialise in attacking other Ships and will only engage Attack Craft if 
specifically ordered to.

VII.1.3 – Ships that can carry Attack Craft will have listed on their Stat Card what kinds, and how many of 
each, they can take. 

VII.1.4 – Each player may never have in play more Attack Craft than their ships' total capacity.

VII.2 – Attack Craft Statistics

VII.2.1 – ARM and SPEED are the same as other ships; Attack Craft do not have Flank Speed.

VII.2.2 – Wing Members is a measure of how much “damage” the Attack Craft have taken; if a Wing has 
not lost half its damage boxes (rounding down) its weapons gain +1 Shots.

VII.3 – Attack Craft Activation

VII.2.1 – Unless given an Attack Craft Order, attack craft will act independently when the ship which 
launched them activates. It is vital that players keep track of which ships have launched which Wings.

VII.2.2 – Fighters will always move towards the nearest Attack Craft in play, and attack if able. They will 
prioritise Fighters over Bombers if both are the same distance away. If there are no Attack Craft in play, 
they will remain within 6” of the ship which launched them.

VII.2.3 – Bombers will always move towards the nearest Enemy Ship, and attack if able.

ARM: 2 SPEED: 12

WING MEMBERS: [ ][ ] - [ ][ ]

WEAPONS
F – Gatling Laser (D) d2/-/- 2/-/- (x2)

Trinity Fighter



Fleet Lists
1 – Roskosmos

1.1 Overview

1.1.1 – Roskosmos, or the Russian Space Ministry, oversees all Neo-Russian Federation space fleets. The 
NRF's ships are designed around heavy belt armour and modular, easily-repaired hulls which are fitted 
with massive numbers of cheaply-built railguns and missile launchers. While the ships of Roskosmos are 
primitive compared to the Japan Space Self-Defence Force or the NATO Rocketry Division, their 
firepower is bolstered by their willingness to use Reaction Warheads on their heaviest ships.

1.2 Heavy Ships

ARM: 6/7/7/5 SPEED: 3

DAMAGE: [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ]

WEAPONS
F/L/R (M) KKV Launcher d6/d3/- 2/-/- (x3)
F/L (M) KKV Launcher d6/d3/- 2/-/- (x2)
F/R (M) KKV Launcher d6/d3/- 2/-/- (x2)
L (M) KKV Launcher d6/d3/- 2/-/- (x2)
R (M) KKV Launcher d6/d3/- 2/-/- (x2)
F/L/R (D) Shrapnel Dispenser d10/-/- -/-/-
L/R/B (D) Shrapnel Dispenser d10/-/- -/-/-

Molniya Class Battleship

ARM: 6/7/7/5 SPEED: 3

DAMAGE: [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ]

WEAPONS
F (S) Reaction Missile 3d8/4d8/2d8 -/-/-
F (M) Massed Missiles -/d4/d6 -/1/d3 (x2)
F/L (M) Massed Missiles -/d4/d6 -/1/d3 (x2)
F/R (M) Massed Missiles -/d4/d6 -/1/d3 (x2)
F/B (M) Torpedo Silos d4/d6/d8 -/-/-
F/L/R/B (D) Anti-Air Guns d3/-/- -/-/- (x3)

astron Class Battleship



Fleet Lists
1 – Roskosmos (Continued)

1.3 Medium Ships

ARM: 5/6/6/4 SPEED: 3/6

DAMAGE: [ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ]

WEAPONS
F (S) Reaction Missile 3d8/4d8/2d8 -/-/-
F (M) Railgun d8/d8/d8 -/-/- (x2)
L (M) Kinetic Battery d4/d4/d4 -/1/- (x2)
R (M) Kinetic Battery d4/d4/d4 -/1/- (x2)
L/R (D) Shrapnel Dispenser d10/-/- -/-/-

Proton Class BattleCruiser

ARM: 3/4/4/2 SPEED: 6

DAMAGE: [ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ]

WEAPONS
F/L (M) KKV Launcher d6/d3/- 2/-/-
F/R (M) KKV Launcher d6/d3/- 2/-/-
F (M) Kinetic Battery d4/d4/d4 -/1/- (x2)

Progress Class Cruiser

ARM: 3/4/4/2 SPEED: 6

DAMAGE: [ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ]

WEAPONS
L (M) Kinetic Battery d4/d4/d4 -/1/-
R (M) Kinetic Battery d4/d4/d4 -/1/-
F/L (D) Shrapnel Dispenser d10/-/- -/-/-
F/R (D) Shrapnel Dispenser d10/-/- -/-/-

(AC) 2x Fighters (Sputnik) OR 2x Bombers (Voskhod)

Soyuz Class Carrier



Fleet Lists
1 – Roskosmos (Continued)

1.3 Medium Ships

ARM: 5/6/6/4 SPEED: 3/6

DAMAGE: [ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ]

WEAPONS
F/L (M) KKV Launcher d6/d3/- 2/-/- (x2)
F/L (M) KKV Launcher d6/d3/- 2/-/- (x2)
L/B (M) Kinetic Battery d4/d4/d4 -/1/-
R/B (M) Kinetic Battery d4/d4/d4 -/1/-
L/R (D) Shrapnel Dispenser d10/-/- -/-/-

Relikt Class BattleCruiser

ARM: 3/4/4/2 SPEED: 6

DAMAGE: [ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ]

WEAPONS
F (M) Railgun  d8/d8/d8 -/-/- (x2)
F/B (M) Torpedo Silos d4/d6/d8 -/-/-
F/L/R/B (D) Anti-Air Guns d3/-/- -/-/- (x3)
L/R (D) Shrapnel Dispenser d10/-/- -/-/-

Zond Class Cruiser



Fleet Lists
1 – Roskosmos (Continued)

1.4 Light Ships & Attack Craft

ARM: 2/3/3/1 SPEED: 6/9

DAMAGE: [ ][ ] - [ ][ ][ ] - [ ][ ][ ] - [ ]

WEAPONS
F/L/R/B (D) Anti-Air Guns d3/-/- -/-/- (x3)
L/R (D) Shrapnel Dispenser d10/-/- -/-/-
L/R (D) Shrapnel Dispenser d10/-/- -/-/-

Rokot Class Destroyer

ARM: 2/3/3/1 SPEED: 6

DAMAGE: [ ][ ] - [ ][ ][ ] - [ ][ ][ ] - [ ]

WEAPONS
F (M) Kinetic Battery d4/d4/d4 -/1/- (x2)
F/L/R/B (D) Anti-Air Guns d3/-/- -/-/- (x3)

Vostok Class Destroyer

ARM: 2 SPEED: 12

WING MEMBERS: [ ][ ] - [ ][ ]

WEAPONS
F  (D) Anti-Air Guns d3/-/-    -/-/-    (x3)

Sputnik Fighter
ARM: 2 SPEED: 12

WING MEMBERS: [ ][ ] - [ ][ ][ ]

WEAPONS
F  (M) Anti-Ship Missile    d4/d6/d8    -/1/d3

Voskhod Bomber



Fleet Lists
2 – Japan Space Self-Defence Force

2.1 Overview

2.1.1 – The JSSDF is a patchwork fleet of unpredictable experimental ships, used as test-beds for any 
kind of weapon their scientists dream up. The full spectrum of subatomic particles and energy sources 
have been tested, culminating in the invention of the devastating Graviton Blast, mounted in the 
phenomenally expensive and completely untested Dianthus class battleship. The first Dianthus ever built 
vanished without a trace, although it is suspected this is more to do with its untested captain than its 
untested weapon.

2.2 Heavy Ships

ARM: 6/5/5/5 SPEED: 3/6

DAMAGE: [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ]

WEAPONS
F (S) Graviton Blast d12/d10/d8 4/2/1
F/L (M) Heavy Meson Gun d4/d6/d8 3/2/1 (x2)
F/R (M) Heavy Meson Gun d4/d6/d8 3/2/1 (x2)
L/B (M) Meson Cannon d2/d3/d4 2/1/0 (x2)
R/B (M) Meson Cannon d2/d3/d4 2/1/0 (x2)

NOTE: When firing the Graviton Blast, measure a line 18” long out from the Dianthus. 
Each ship touched by this line is hit by the weapon.

Recon Battleship “Dianthus”

ARM: 7/7/7/6 SPEED: 3

DAMAGE: [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ]

WEAPONS
F (M) Heavy Proton Gun d8/d4/d2 2/1/- (x2)
F/L (M) Proton Cannon d4/d3/- 1/-/- (x3)
F/R (M) Proton Cannon d4/d3/- 1/-/- (x3)
L/RB (M) Proton Cannon d4/d3/- 1/-/- (x2)
F/L/R/B (D) Gatling Lasers d2/-/- 2/-/- (x2)

Super Space Fortress Mark X



Fleet Lists
2 – JSSDF (Continued)

2.3 Medium Ships

ARM: 4/4/4/2 SPEED: 6/9

DAMAGE: [ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ][ ][ ] - [ ][ ][ ][ ]

WEAPONS
F/R (M) Plasma Cannon d4/d6/d4 0/1/1
F/L (M) Plasma Cannon d4/d6/d4 0/1/1
L (M) Plasma Cannon d4/d6/d4 0/1/1
R (M) Plasma Cannon d4/d6/d4 0/1/1
B (M) Proton Cannon d4/d3/- 1/-/- (x2)

Chrysanthemum Class Cruiser

ARM: 3/3/3/1 SPEED: 9

DAMAGE: [ ][ ][ ] - [ ][ ][ ] - [ ][ ][ ] - [ ]

WEAPONS
F/B (M) Torpedo Silos d4/d6/d8 -/-/-
L/R (M) Torpedo Silos d4/d6/d8 -/-/-
F (M) Meson Cannon d2/d3/d4 2/1/-

Pegasus Class Cruiser

ARM: 2/3/3/2 SPEED: 6

DAMAGE: [ ][ ] - [ ][ ][ ] - [ ][ ][ ] - [ ][ ]

WEAPONS
L (M) Proton Cannon d4/d3/- 1/-/-
R (M) Proton Cannon d4/d3/- 1/-/-
F/L (D) Gatling Lasers d2/-/- 2/-/- (x2)
F/R (D) Gatling Lasers d2/-/- 2/-/- (x2)

(AC) 2x Fighters (Trinity) OR 2x Bombers (Pulsar)

Noah Class Carrier



Fleet Lists
2 – JSSDF (Continued)

2.3 Medium Ships

ARM: 4/4/4/2 SPEED: 6

DAMAGE: [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ]

WEAPONS
F (M) Heavy Meson Gun d4/d6/d8 3/2/1 (x2)
L/R/B (M) Meson Cannon d2/d3/d4 2/1/-
F/L/R/B (D) Gatling Lasers d2/-/- 2/-/- (x2)

Cosmo Cruiser

ARM: 5/4/4/3 SPEED: 6/9

DAMAGE: [ ][ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ]

WEAPONS
F/L/R (M) Plasma Cannon d4/d6/d4 0/1/1 (x2)
L (M) Proton Cannon d4/d3/- 1/-/- (x2)
R (M) Proton Cannon d4/d3/- 1/-/- (x2)
F (D) Dispersed Lasers d4/-/- 2/-/-
B (D) Dispersed Lasers d4/-/- 2/-/-

Super dimension Cruiser



Fleet Lists
2 – JSSDF (Continued)

2.4 Light Ships & Attack Craft

ARM: 2/2/2/2 SPEED: 9/12

DAMAGE: [ ][ ] - [ ][ ] - [ ][ ] - [ ][ ]

WEAPONS
F/L/R/B (D) Gatling Laser d2/-/- 2/-/- (x2)
F/L/R (M) Proton Cannon d4/d3/- 1/-/-

Recon Frigate

ARM: 3/2/2/1 SPEED: 9

DAMAGE: [ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ][ ][ ] - [ ][ ]

WEAPONS
F (M) Meson Cannon d2/d3/d4 2/1/- 

(AC) 1x Fighters (Trinity)

Armed Science Ship

ARM: 2 SPEED: 12

WING MEMBERS: [ ][ ] - [ ][ ]

WEAPONS
F  (D) Gatling Laser d2/-/-    2/-/-    (x2)

Trinity Fighter
ARM: 2 SPEED: 6

WING MEMBERS: [ ] - [ ]

WEAPONS
F  (M) Proton Bomb    -/d4/-    -/d4/-

Pulsar Bomber
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