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WELLCOME TO
STAR SQUADRON

Starfighters becomes more than machines of war the instant a pilot enters
the cockpit. Together, they fuse into an fearsome force, wielding fantastic
energy weapons capable of obliterating cities. The ship’s perpetual energy
core funnels pure power through ship systems like a gladiator’s heart pumps
blood through steely muscle. With reflexes honed over years of battle and
augmented with myriad advanced technologies, these warriors are capable
of feats of combat aeronautics that border on the impossible.

You command a squadron of these impossible warriors. Whether it will be
to victory or defeat depends on your tactics, your luck, and your ability to
outwit your opponent - an opponent trying to do the same to you. Good

luck, Commander.
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1 Double-sided Game Board
Playing surface that represents

the worlds of Star Squadron. The
difference between sides is purely
thematic. They measure 20 x 29 full
hexes.

5 Double-sided Terrain Tiles

Tiles that are placed on the game board
before playing. They have various effects
when moved over as described later in this
manual.

6 Ship Minis with Stands

Playing pieces representing the
various fighter craft of Star Squadron
aka “ships”. While playing, the nose
of a ship should always point the
direction it is flying.
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12 Six-Sided Dice

If a game effect refers to dice or
a roll, use these to determine the
outcome.

2 Screens

Each player uses a screen to hide
their flight control panel from their
opponents. It also has a handy
gameplay guide.

2 Flight Control Panels & 6 Ship
Maneuver Tokens

Each player places their
corresponding ship maneuver tokens
on their flight control panels to plan
the maneuvers their squadron will
take in the coming action phase.



Faction Ability Cards & Ability/
Equipment Tokens

Some game modes use additional,
faction-specific abilities and tokens.
These cards explain those abilities
and tokens.

24 Plastic Cubes

These cubes are used to track various
ship energy (%) levels, as well as Hull
Points (# or HP for short). Slide
them left to reduce a meter, and right
to increase it.

Objective Tokens

Several game obijectives use these
tokens to track important information,
such as Victory Points ({12 or VP for
short). Obijectives are explained later
in this manual.

Various Cards

The 8 pilot cards, 6 ship cards, and 9
special weapon cards combine with
the 6 dual-layer ship boards to create
starfighters, as shown on the next page.

conTENTS / 4 Z



Card Name,
Faction, & Type

LT. RACHEL FE TERSON

Accuracy (&)

The pilot’s ability to shoot a target at a given
range. From left to right, they are short,
medium, and long range. Lower accuracy
numbers mean more damage when firing.

Pilot Ability
. A Only used in some game modes,
Skill (-_Q_- : ‘ [/ -4 each pilot has a unique ability on
How efficiently a pilot maneuvers their ship. | 2 one side of their card.
Pilots with lower skill numbers are better at 1
conserving energy while dogfighting.

Special Maneuver
Each pilot knows a maneuver
available only to them. These
Whenrolling © . e .
 tural 6's count often push a s'forflghter to its limits
for a tactical advantage.

incoming enemy fire. By jinking and rolling, o as

pilot with a lower evasion number will take less
damage from enemy attacks.

@ 3 Power Slide

—= e F5-2z VELOCIRAPTO)
Card Nam e, | Ship: FS-22 VELOCIRAPTOR

Faction, & Type

) : Maneuver Cost(s)
Main Blasters = ¢ Different starfighters perform better at different
All ships come equipped with onboard ¥ P { maneuvers speeds, shown here in order of:
weaponry, which is described here. For more slow (»), standard (3»), and fast (39»). The
info, see ATTACKING, later in this manual. higher the cost, the more energy a maneuver

8 of the corresponding speed will likely cost.

£ A
i

‘ . = A% .
Ship Ability 24:8%:1-3 4-6 7-9 .
In some game modes, ships may = S The FS-22 Velociraptor is the premi Sfari!ng HP ( .
gain special abilities and tokens = e :fo:;’“;‘°;'he€isenkse§§,"s':$fgr Short for Hull Pom‘rs.. The higher a sh|p’§ HP,
that will be listed here. They are e excepti:n:lragsiIli':;:nsduz::doll;?r.n\:vai;?ei;: »2 3 4 the more damage it can take before being
destroyed. Higher # (HP) often comes at the

described in more detail on the
cost of better maneuverability or loadouts.

faction ability card. @ Lock On ®I3



Pilot Card Slot

Place the pilot card here.

Special Weapon
Card Slot

Choose a special weapon for
Shlp Card this ship and place it here.

Place the ship card here.
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SHIPF CARD

Boost Energy (%)
System Meter

Tracks the current level of the 4
that powers the thrusters used to
maneuver the ship.

AL 1 Weapon Energy (4)

- System Meter
—=b: N
| R

Tracks the current 4 that can be
spent to fire the Main Blasters
and Special Weapon of the ship.

HP (&) Meter Shield Energy (%)
Short for Hull Points. Track System Meter
the current level of the ship’s Tracks ’rhe. current 4 level of
# here. the protective deflector shield

enveloping the ship.



SET UP

When making your own layout,
it is recommended that it be
symmetrical along the longer
axis of the board.  Terrain
tiles should block direct paths
between opposing ship’s starting
spaces. If both players agree,
you can mix and match terrain
types or use one of the terrain
variant rules later in this book.

1. The players jointly select a layout from those shown here, or create their
own together (see sidebar).

2. Players jointly choose a terrain type. Take 1 large and 4 small tiles
that match the chosen type and place them according to the layout. (For
assitance, the green lines mark the center row and column of the board.)

3. The players jointly choose an objective for the mission from those at the
end of this manual. This will determine the end conditions of the game,
as well as how it is won or lost. If the objective has any special setup
instructions, perform them now.

4. Each player chooses a faction and assembles their squadron of ships:
in each of three ship boards, that player combines a ship card from their
faction, a pilot card from their faction, and any special weapon card (they are
not faction specific) as seen on the previous page. Be sure to place ship cards
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with the “Heavy Armor” side face-up and pilot cards with the side WITHOUT
ability text face-up. (See the sidebar for how to use the other sides.)

5. Place a plastic cube in each ship’s matching-color energy (4) system meter,
setting them to maximum 4 (5). Place a dark plastic cube in each ships’ HP

: : : _ _ This setup is for the symmetrical
(#) meter, and set it to that ship’s starting #, as shown on its ship card.

game mode. For asymmetrical

6. Each player grabs the miniatures matching their ships and places one and other game modes, see
(on a ship stand) in each of the starting spaces along one side of the map GAME MODES, later in this
(according to the chosen layout) while their opponent does the same along manual. Some of these game
the opposite side. Each ship’s orientation must match their starting space’s modes use the other sides of the
arrow as shown. pilot and ship cards.

7. Each player takes a screen, a control panel, and the maneuver tokens
matching their ships. Place the dice and terrain rules card within reach of
both players. Now you’re ready to play!
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FLAYINL
THE LAME

Games of Star Squadron are designed to replicate lightning-fast
starfighter dogfights in strange cosmic locales. They are quick, violent, and
spectacular. In this chapter, you will learn the overall flow of the game
(Rounds, Phases, and Steps), how to plan, power, and perform your ship’s
aeronatuic maneuvers (Maneuvering) and, possibly most exciting of all,
how to devesate your foes with an arsenal of fearsome energy weaponry
(Attacking).

To simulate these high-octane battles, several phases are (or can be)

performed siultaeneously with your opponent. You will not be reacting to
your enemy - you will be actively trying to predict their tactics and directly
counteract them. Don‘t be predicatble! That’s a one-way ticket to defeat.



ROUNDS, PHASES, + STEPS

Star Squadron is played over a series of rounds. Rounds are divided into 3 phases: the tactics phase, the action
phase, and the recharge phase. The action phase is broken up into 3 steps, which must be completed in order.
Once all the phases have been completed, a new round is started. Rounds continue until the end condition of the
chosen obijective is achieved, at which point winners and losers are immediately declared and the game is over.

TALTICS PHASE

In this phase, players secretly plan their maneuvers and
seek to outwit their opponent:

First, each player conceals their flight control panel with
their screen.

Then, for each ship, its controlling player places the
corresponding ship maneuver token on any maneuver on
their flight control panel - this is the maneuver that ship
will perform in the next phase. The same maneuver may
be chosen by multiple ships.

Finally, once all maneuvers have been chosen, the players
reveal their flight control panels by lowering their screen
and setting them aside.

This player wants their interceptor to perform a Bank Right 5 maneuver in the
upcoming action phase. So they place the maneuver token that matches their
interceptor on the Bank Right 5 maneuver space of the flight control panel.

ROUNDS, FHASES. + STERPS /7 1



ALTION PHASE

In this phase, players resolve their chosen maneuvers and fire devastating attacks on each other.

1. Maneuver Step: Simultaneously, the players perform the selected maneuvers for each of their ships, exactly
as shown on the flight control panel. Performing a maneuver consists of paying for the maneuver and moving its

miniature. See MANEUVERING, later in this manual.

2. Attack Step: The players each roll a dice. Whoever rolls higher (reroll ties) chooses a ship they control to
make any number of attacks. Then the other player chooses one. The players do this back-and-forth until they
both cannot, or choose not to, make any more attacks. See ATTACKING, later in this manual.

3. Destroy Step: All ships with zero HP (#) are destroyed. When a ship is destroyed, remove its miniature, ship
board, cards, and tokens from the game. They are no longer part of the game. Any of your opponent’s tokens

on or beside that ship are returned.

RELHARLGE PHASE

In this phase, players make difficult decisions about how to direct their ships
power.

Simultaneously, each ship recharges three total energy (#44). For each
recharging 4, the player controling that ship increases one of that ship’s three
energy systems by one 4. If all three systems are at maximum (5), any remaining
recharge 4 is lost.

Sometimes a player may wish
to see how their opponent
recharges before they decide
how to. In this case, each player
rolls a dice. Whoever rolls higher
(reroll ties) recharges a ship first,
then the players go back and
forth recharging ships until all
ships have been recharged.



MANEUVERINL

Ship wheel and careen in a deadly dance, channeling huge amounts of
power through massive engines. The pilot who outwits their opponent and
finds the superior angle of attack will surely take victory.

Performing a maneuver consists of two parts: paying the maneuver cost,
and moving the ship miniature. Each maneuver has a speed: slow (»),
standard (3®), or fast (DY), as shown on the control panel. For each
speed, there is a corresponding maneuver cost on the ship’s card. To pay
this maneuver cost, roll that many dice. Each dice that rolls lower than the
maneuvering ship’s skill (2@=) reduces that ship’s boost energy () by 1.

After paying for a ship’s maneuver, move that ship miniature exactly as
shown in the selected maneuver’s diagram. The light hex with a dark arrow
shows the ships starting hex and orientation, the dark hex with a light arrow
shows the final hex and orientation. The ship moves through every hex
along the way. If a ship moves off the board or onto one of the half-hexes
along the border of the game board, it is immedietly destroyed (do not wait
for the destroy step). Ships may freely move through other ships and may
even share hexes. In this case, it helps to replace one of the ships with its
maneuver token and use its miniature on the command board until they no
longer share a space.

Each pilot has access to one or two special maneuvers, as shown on their
card. These can be performed by selecting the matching “PILOT SPECIAL”
space on the control panel (pilots with only one special maneuver can

use either space). Special maneuvers do not have a speed; when paying
for one, roll a number of dice equal to the number shown by the special
maneuver.

If the energy (%) in a ship’s system
would ever go below zero, that

ship loses HP (#) equal to the
difference.

In addition, if it is the boost system
going below zero, they “flame-
out”. When a ship flames-out,
it will automatically select and
perform the “ahead 4” maneuver
(lobeled FLAME-OUT on the
control board) in the next round
and no others. Keep the ship’s
maneuver token, “FLAME-OUT”
side up, next to its miniature
as a reminder to you and your
opponent. When performed this
way, the maneuver has a cost of
zero.



In the example to the right, the superiority
fighter has chosen to perform a bank left
5 maneuver (a). ——

The player notes that maneuver is a
standard (3») maneuver on the control
board (b). The player references the 3»
maneuver cost on the maneuvering ship’s
card (c) which is 3. The player then rolls
that many dice and compares them to
the maneuvering pilot’s skill (==) (d),
which is a 4+. The player rolled a [e],
(], and [{f. Only the (o] is lower than
the pilot’s =@=, so the player reduces the
maneuvering ship’s boost 4 by one.

Then the superiority fighter moves forward
3 hexes, rotates 60 degrees to the left, and
continues another 2 hex, for a total of 5
hexes of movement.

In the example to the left, the interceptor
has chosen to perfrom its pilot’s special
maneuver: the inside loop aka “Loop*(al).

The loop has a static maneuver cost of 4
(b). So, the player rolls 4 dice and all of
them roll lower than the pilot’s skill (=@Q=).
The ship only has 2 boost energy (4)
currently, so it loses 2 HP (#) and places
its maneuver token, “FLAME-OUT” side up
(c), next to its miniature.

Then the interceptor moves backward

1 hex, while maintaining its orientation,
simulating performing a spectacular loop-
de-loop. Let's hope it was worth flaming-
out for!



ATTALKINL

The time for tactics has passed, now the pilots that have opponents
in their sights pull their triggers and fire off all manner of
spectacular weapons.

Each attack follows this sequence:
1. Target Enemy (arc, range, LOY)
2. Pay 4 cost .
3. Attacker Rolls =& (4°° x 2¢E = hits)
4. Target Rolls =@= (Hits x =@= = damage)
5. Deal damage

Target Enemy: To make an attack, a ship chooses Main Blasters
or its Special Weapon and an enemy ship it can target. An enemy
can be targeted if it is within the chosen weapon’s:

1. Firing arc, relative to the attacking ship (see right).

2. Short, medium, or long range.

3. Line-of-Sight (LOS).

To determine LOS, draw an imaginary line from the center of the
attacking miniature’s hex to the center of the target ship’s. If this
line does not cross any terrain tiles then the target is within LOS. If
it goes exactly along the edge, LOS is not blocked.

Pay energy (%) Cost: In order to fire a weapon, a ship must first
spend one weapon 4 for each “4" symbol in the chosen weapon’s
profile. A ship may attack as many times as it wants each attack
step, but a player cannot choose to fire a weapon if doing so would
cause that ship’s weapon 4 to go below zero.

Front 180°

In addition to the number of dice
it rolls, a weapon’s 4°*® (shots)
symbol indicates what firing
arc it uses. Above, the green
areas show the fighter-bomber’s
various firing arcs (they continue
indefinetly).  This manual uses
“4** “ to mean any of these.



Attacker Rolls Accuracy (2XE): Count the number of hexes from the attacker
to the target; this number will fall within one of the chosen weapon’s ranges (see
right). The aftacking pilot rolls an amount of dice equal to the chosen weapon’s

shots (4 “) and consults their =& number that corresponds to the current range.

Each dice that rolls equal to or higher than that =& number is a “hit”.

Target Rolls Evasion (=@=): Then, the player who controls the target rolls a
number of dice equal to the number of hits. Each dice that rolls equal to or
higher than the target’'s <@= “evades” one hit.

Deal Damage: Each hit that was not evaded deals T damage to the target. For
each damage, reduce the target’s shields 4 by one. (Remember, if a ship would
lose 4 but cannot because that system is at zero, it loses HP (#) equal to the
remainder.) NOTE: If a ship’s goes to zero or lower, DO NOT immedietly
remove it, those ships are removed, simultaneously, in the next destroy step.

In the practice simulation to the right, the pilot
of the red superiority fighter is scanning for
targets with their main blasters. They cannot
target the blue interceptor on the left because
it is out of their weapon’s arc (4**) nor the one
on the right, as the asteroid tile blocks LOS.

lt's a tricky shot, but they can target the green
fighter-bomber, as it is in their weapon'’s arc,
range, and LOS (shown as the green line).
The target is 4 hexes away, which is medium
range for the main blasters.

They elect to fire, spending 2 weapons energy
(4%) and grabbing dice equal to the weapons
shots (4°*®) value. In this case, it is 8. They
squeeze the trigger, and roll the dice!

Left to Right: Short, Medium, and Long Range

If a ship attacks while in the
target’'s rear 60° arc, it is said
to be “on the target’s six”. This
means, for that attack, when the
target rolls ==, dice that rolled
exactly 3 do not evade any hits.

They rolled: (¢], (o], (.7, (7, (3, (3, (&, B3

Looking at their pilot’s medium range accuracy

(2E) they see it is 4+. So 4 of the dice are
hits.

The target has an evasion (s@=) of 5+. They
roll a number of dice equal to the number of
hits, in this case, 4. They roll .7, [, [, E3.
Normally that would evade 2 of the 4 hits, but
the attacker is on their six] That cancels the (3,
meaning they take 3 damage (4 hits minus 1
evade).

They have 1 shields 4. They reduce that to
zero, and the remainder lowers their HP (#)
by 2. They only had 1 left, so they will be
destroyed in the coming destroy step. Luckily
this was only a training simulation!






LUSTOMISEE
YOUR LAME

This is your game! In addition to a balanced, competative battle game,

this box is meant to be a game system toolkit, allowing your to create your
own battlefields, squadrons, scenarios ... really anything you want! In this
chapter, we give several variants for terrain, objectives, and gameplay - but
don't feel limited to this list! Crafting a battle based on a specific narrative,
an innovative game mechanic, or a wacky science-fiction idea can really
spice up the way the game is played. We sincerely hope Star Squadron
sparks your inner game designer as well as your imagination ...

If not, that's great too! There’s no wrong way to play, after all, this is your
gamel!



OBIELTIVES

Obijectives determine how the game is ended and who wins and who loses. Keep this in mind while playing, this

is your ultimate goal! In the case that multiple players would win or lose at the same time, the player with the most
total HP (#) on their remaining ships is the victor. If this amount is the same for all players, play an additional
round. If it is still the same after that round, the game is a draw. A player or team immediately wins if they destroy
all their opponents ships. A player is said to “control” a terrain tile if that player has more of their ships on or within
2 hex of that tile than their opponent.

Battle: A player is immediately eliminated once 2 or 3 of their ships have been destroyed. In a team game, a team
is eliminated once 4 (or more) of their ships have been destroyed.

VIP Battle: At the start of the game, each player designates one of their ships a VIP by placing a VP ({1.) token on its
ship board. If all the VIPs of a player/team are destroyed, then that player/team is eliminated. If, at any time, only
VIPs remain, the game ends and the side with more remaining wins.

Conquest: At the end of each round, each side scores 1 {1 tokens for each small terrain tile they control and

2 {1 tokens for each large tile. For a medium length game, the first side to obtain 18 €12 tokens (double for a
team game) wins. You can set it to 12 €12 for a shorter game or 24 {1} for a longer one. If all the terrain tiles are
somehow destroyed, the side with the most €1} tokens immediately wins. If, at the end of a round, both sides have
surpassed the required number, the side with more overall 1.} tokens wins. If both have the same, it is a draw.
Acquisition: At the start of the game, place 3 €1} tokens on each small terrain tile and 5 on each large tile. At the
end of a round, if a side controls a tile, that side takes 1 {1} token from that tile. Once a tile has no {1} tokens on it,
destroy it. The game ends when there are no terrain tiles remaining and the side with more €12 tokens wins.



TERRAIN VARIANTS

If all players agree, they can choose a terrain variant rule to play with, from those listed below:

Explosive: Terrain may be attacked like an enemy ship. Terrain has an evasion (<@=) of 6+ and 6 HP (#) (Use
a dice to track.) When a tile’s # reaches zero, it is destroyed and removed during the destroy step. Any ships that
were on or within 2 hex of that tile take 9 damage.

Chaotic: After the recharge phase, terrain moves randomly. For each tile, roll a dice twice. The first number
determines the direction it will move, use the numbered arrows on the large terrain tile as a guide. The second
determines the distance in hexes: move it half the number rolled, rounding down. Tiles may overlap; overlapping
hexes count as one hex of that terrain type. If a tile moves completely off the map, it is immediately destroyed. For
each terrain tile hex that moves under a ship, treat it as if that ship moved onto that hex.

Orbital: After the recharge phase, all terrain tiles move 4 hexes towards one of the shorter edges of the map.
(Randomly determine which at the start of the game.) When the center hex of a tile moves off the map, place that
center hex on the opposing hex (in the same row) along the other short end of the map, and it continues moving.
For each hex that moves under a ship, treat it as if that ship moved onto that hex.

Translucent: If this terrain tile blocks LOS for a ship, that ship may still attack, as if the terrain tile was not there. If
they attack in this way, they subtract 1 from all dice rolled in the =X¢& roll.



LAME MODES

The above rules explain how to set up and play Star Squadron in symmetrical mode. Symmetrical mode is a full,
robust, and balanced play mode, and is not considered “basic” or “beginner”. For players who want a different
experience, here are several other game modes. Note, most of these will increase the play time.

Asymmetrical: In this mode, each faction has unique abilities and resources. During setup, place your pilots with
their ability text side up; these abilities are always active. When placing your ship cards, you may choose which side
is placed up. The “Heavy Armor” side has more starting HP (#), while the other side gets an ability token. (Find
the matching token and place it on the ship card.) In addition, each ship gains one of their faction’s equipment
tokens. Explanations and clarifications for these abilities and tokens are on the faction ability guide cards.

Draft: In this mode, faction loyalties have been lost to the ravages of war, and players take turns drafting their
squadron. Roll off to determine whose turn is first. When it is a player’s turn, they choose one ship, pilot, or special
weapon card, and add it to their squadron. They may choose any, regardless of type or faction, however, a player
may not draft a fourth ship card, a sixth pilot card, or a seventh special weapon card. After all the cards have been
drafted, they assemble their squadron from their drafted cards and play.

Power-Up: In this mode, scattered around the board are new abilities and equipment that players can gain. When
setting up the board, take 2 random equipment tokens, 2 random ability tokens, and 2 €2} tokens. Shuffle them and
place them, face down, along the center row (longer line of hexes) of the game board. When a ship moves onto a
token, reveal it, and that ship immedietly gains that equipment or ability. If it is a £33 token, discard it and flip that
ship’s pilot card over; it immedietly gains its pilot ability.

Point-buy: In this mode, players start with a set number of upgrade points (UP) and may spend them when
assembling their squadron, as shown on the upgrade chart to the right. Players jointly decide how many UP to begin

with. Alternatively, players could decide randomly, rolling three dice and adding them together for the total.

Campaign: In this mode, squadrons keep some abilities and resources from game-to-game, growing in power as



you play. For your first game, setup as if playing symmetrical. After each game, players earn upgrade points (UP).
If you won the game, gain 3 UP, otherwise, gain 2. Record these UP, they persist until you spend them. You can
spend them on upgrades as shown on the upgrade chart. These upgrades are permanent. If they are somehow
removed (like from the system damage variant) they are healed/repaired at the start of the next game.

UPGRADE CHART

3 UP: Flip a pilot card, activating
its ability.

2 UP: Flip a ship card, activating
and gaining its ability token. This
does not lower the ship’s starting
HP (#) When setting up future
games, use this ship’s Heavy
Armor starting # amount.

1 UP: Increase the total number
of equipment tokens your
squadron can equip before a
game by 1, to a maximum of
6. These tokens refresh between
games and may be equipped to
any ship(s) between games.



MIORE THAN & PLAYERS

With multiple sets of Star Squadron, it is possible for 4, 6, or any even number of players to play together, either in
a free-for-all or in teams. For each additional pair of players, add an additional game board adjacent to another,
so they share one of the shorter edges. This will form a new column of hexes along the shared border. You can
set up the same or different layouts on each board. When playing teams, teammates should start on the same
side of the game board, so they can see each other’s planned maneuvers. Teams perform their phases and steps
simuntaneaously.

SYSTEM DAMALE

A ship’s HP (#) is an abstraction of the damage it takes from attacks and terrain - and when it loses enough, it
explodes. If you'd like to introduce a rule that represents the actual damage/destruction of the various ship systems
and equipment, simply do the following. When any ship’s current # goes below 50% of its starting #, turn its ship
card sideways in its ship board. This is to remind you that in the next destroy phase that ship must roll on the system
damage chart below, perform the result, then upright their ship card. A ship only rolls on this chart once per game,
even if they manage to go above 50% # and then back below.

(¢): Weapons Hit! - Remove this ship’s special weapon card, it cannot be used this game.

.7: Engines Hit! - This ship immedietly flames-out. If it was already flaming-out, there is no effect.

): Energy Conduit Hit! - Roll a dice. This ship loses 2 4 of: (¢), [.7): Weapons. (7, [3J: Boost. [, (3: Shields.

£3J: Injured Pilot! - Flip this ship’s pilot card ability side down. It cannot use its ability for the remainder of this game.
If it was already ability side down, roll again.

): Computer Malfunction! - Flip this ship’s ship card to its Heavy Armor side. It loses its ship ability token and
cannot use it for the remainder of the game. If this ship was already Heavy Armor side up, it instead loses 2 #
£3: Lucky! - There is no effect.



FAaLg

What if two abilities would happen at the same time? The players involved roll a dice. Whoever rolls higher
(reroll ties) uses any abilities first, then their opponent has an oppurtunity to do the same.

What if | run out of dice? If you need to roll more dice than are available, roll as many as you can and record the

results (like the number of hits or evades). Then roll the remaining needed dice and add thier results to the recorded
results.

Do modifiers affect things like “on you six!”? No. If a rule uses an image of a dice face (ie £3)) then only rolls of
exactly that face will trigger it. For example, a ship with a +1 bonus to == rolls a (<. This counts as a 6, meaning

it is an evade. If the attacker was on their six, it would still count as an evade, because it did not roll exactly a
face.

Can a dice be rerolled more than once? Yes, once per ability that says to.
Do | flame-out if | “go negative” on boost 4 from something other than performing a maneuve?: Yes.

How does attacking multiple targets at once work? The attacker rolls =X¢& only once and applies the results to

all targets. Note, some results may hit some targets and not others, due to differing ranges. Then, each target rolls
=@= against the number of hits they received.



