Space Fleet - Rules for Fleet Actions in Space 

Ship Types

The table below gives the basic stats. for the normal ship classes.  Ships may be customised – see additional rules. 

	Ship Class
	Shields
	Speed
	Shots

	Dreadnought
	15
	1
	8

	Battleship
	10
	2
	5

	Heavy Cruiser
	6
	3
	3

	Light Cruiser
	4
	4
	2

	Destroyer
	2
	5
	1


Movement

Ships may either be moved freely on a table surface, or on a hex grid.  Speed (and ranges) are given as units, which may be hexes, or any scale to fit the models used.  Slowest ships move first, either roll for initiative or alternate first move.  The first player moves any DN, the second then moves any DN or BB, the first player then moves any BB or HC, and so on.  
An alternative to this is to move by squadron.  Ships are organised into squadrons of 2-6 ships.  Each squadron has an initiative level, which is normally the average speed of the ships rounded down.  Each squadron rolls a d6 and adds their initiative level, squadrons with the lowest scores then move first.  Draws re-roll against each other, but remain in sequence with other scores.  
Ships must initially move 1 forward, after which a ship may turn 60o (one hex face) before moving again, and may turn once for each 1 moved except for the last (DN only may turn after all move completed, as may ships not making a full move).  Ships do not have to move their full move, and may pivot any amount if stationary.

Firing

Smallest ships fire first, all fire from one class (e.g. destroyer) is simultaneous, but occurs before the next class up.  The ranges given in the table are hexes/units. Roll one d6 per shot.
Table gives score to hit on a d6

	Range
	Short

0-4
	Medium

5-8
	Long

9-12

	Beam
	456
	56
	6

	Missile
	456
	   -
	  -


-1 for firing at Destroyer at long, or with plasma cannon at medium range
-1 if other ship firing plasma weapon in adjacent hex
-1 Missile at Destroyer or Lt Cr.
-1 firing at long range missile
No vessel may fire in the rear 900 arc.  Destroyers and Lt Cruisers cannot fire at long range.  Shots may be split between different targets.  Short range missile launchers can replace beam weapons and roll as beam weapons to hit, 1d6 per salvo at short range only.  Each hit then causes 1d6 hits.  They should have limited ammunition, normally 2-4 shots/launcher.

Effect of hits

Each hit destroys one shield, shields may regenerate at one per move, but only if ship does not fire a beam weapon.  When all shields gone, roll 1d6 per further hit, apply the following modifiers and then read result on table below:

	-2 to die if Destroyer

-1 to die if Lt Cruiser

-1 to die if missile hit
	+1 to die if Battleship
+2 to die if DN




	Score
	Damage
	Shields

	<2
	Ship destroyed
	

	3-4
	Major damage,

½ speed, weapons destroyed
	Shields cannot regenerate

	5
	Damage, ½ speed
	Shields can still regenerate

	6
	Damage, weapons KO
	

	7+
	Minor damage, no effect
	


Each damage counts as one point, major damage as three points. Ships can take 4 points before being destroyed.  Damage may be repaired (i.e. regain engines/weapons) by rolling a 5-6 on a D6.  Major damage is not repairable.

Crippled ships (shields down, no weapons able to fire) surrender on 5,6 if fired on.
Asteroids, planets and lesser space debris

The ground scale for these rules is considered to be such that even planets will only occupy 1 hex.  Significant asteroids and planets may be placed on the board and may be stationary, or move at a set rate (usually 1 or 2 hex) per turn.  They move first, before all ships.  Any ship in a hex into which the asteroid/planet moves must roll less than its move, minus the speed of the asteroid, on a D6 to avoid destruction.  If the ship escapes it is placed into a random hex adjacent to the asteroid, with a random facing.  Note that if after moving the asteroids a ship is adjacent and facing the object, it will not be able to move without the risk of collision (as above) – it can of course remain stationary, or pivot in place.  Asteroids/planets block fire if a line between the two ships (centre of hex) passes anywhere through the hex the asteroid is in.  

Lesser debris should be deployed as an area, and forces ships (and missiles) to slow to half speed, and doubles the distance measured (each hex of debris counts as 2) for detection.  Debris can be mobile or stationary, as for asteroids.  Ships exceeding half speed suffer 1D2 hits per hex of debris travelled through.  All fire is at -1 if the line of fire passes through a debris field, or if missiles are attacking in a field.  
Ship design

	Ship Class
	Hull points
	Max Speed
	Max Shots

	Dreadnought
	14- 20
	2
	n/a

	Battleship
	11-13
	3
	8

	Heavy Cruiser
	9-10
	4
	5

	Light Cruiser
	8
	5
	4

	Destroyer
	6-7
	5
	3


The table above gives the basic constraints for ship design.  Each hull point can be filled by 2 shields, one speed, or one shot.  However dreadnoughts pay 2 hull points for a second speed, and battleships pay 2 points for a third speed.  The table gives maximum speeds and numbers of shots for the different hull classes.  E.g. a standard destroyer is 7 points – 5 speed +1 shot + 2 shields.  This could be modified to 4 speed +2 shots + 2 shields, or even 3-3-2 or 4-3-0.  Note, ships with no shields won’t last long!  Mines cost 1 shield or half a shot/speed per hex covered.  Missile launchers replace shots 1 for 1, but should have limited ammunition – 2-4 shots maximum.
Campaign Costs
For campaigns, one way of calculating construction cost is total payload (hull points spent on shots and shields) x a factor, + the payload.  Suggested factors are:
	Speed
	Factor

	5
	3

	4
	2

	3
	1.5

	2
	1

	1
	0.75


So for example, a heavy cruiser (3 shots, 6 shields, speed 3) = (6x1.5)+6 = 15, and a destroyer (1-1-5) = (2x3)+2 = 8.  This increases the cost of high speed (i.e. faster ships need to spend a lot more on engines) and increases the points difference between the lighter and heavier ships (compared to just using hull points), but if used as a points system for matching up ships probably overrates the tactical advantages of high speed.
Additional Rules

These additional rules add complexity to the game, but may slow play, especially the hidden movement and EW rules, and are not all fully play-tested.

Shield Regenerators

Larger ships (not Destroyer or Lt Cr.) may have additional energy generators fitted, taking up one hull point.  These allow ships to regenerate 1 shield per move and fire beam weapons, or regenerate 2 shields per move if they do not fire.
Ship damage capacity
Rather than giving all ships 4 damage points, ships have ½ their hull points (rounded down) as damage capacity.

Advanced Armour and damage control
Armour allows a ship with no shields to disregard the first damaging hit in any turn, repair damage on 4-6, and increases damage capacity to 2/3 hull points.  It costs ¼ total hull points (rounded to the nearest ½ point). 
Limited sensors
Rather than simply putting the ships on the table, squadrons and ships can be represented by markers until fully detected.  Beyond 18 hexes, only mark the position of the squadron, not individual ships.  Between 18 and 12 hexes,   replace squadron counters with individual ship counters, but type should not be shown.  Ships are considered fully detected at 12 hex or less, or at 18 hexes if they fire beam weapons or short range missiles.  Dummy counters should be allowed at a rate according to the scenario, but generally 1 for every 3 squadrons.  Dummy counters are removed only when fully detected, squadron counters being replaced by a number of ship counters as the owner wishes between 18 and 12 hexes, and they are moved as the owner wishes, even if such moves would normally be illegal/impossible.  Counters representing actual ships/squadrons must move legally, squadron counters moving at the speed of the slowest ship in the sqdn.  Dummy counters cannot detect enemy ships.

EW
Ships may buy EW suites/drones at a cost of 1 hull point.  When active these generate an additional dummy squadron counter within 12 hex of the ship, which is replaced by dummy ship counters as normal when enemy ships are close enough.  Ships in a squadron with EW are only fully detected at 9 hexes, or 12 hexes if they fire.  Squadrons with active EW must declare this at any range.  Any damage to an EW equipped ship destroys its EW capability (all those aerials are very vulnerable).
Additional weapons
Mines

Roll 1d6 when move into area of effect (usually a specific hex), 4,5,6 indicates 1d3 hits.  Minelayers may lay one pattern (hex) per move.  Mines may make any number of attacks, but a beam armed ship may sweep the field by stopping in the pattern for a move (it is still attacked).  Mines are only detected when moved into.
Short range missile salvoes
Any beam weapon can be replaced by a SR missile launcher with a limited number (2-4) of salvos.  These fire only at short range, needing 4-6 to hit, one salvo per turn per launcher.  If a hit is achieved, 1D6 hits are then applied to the target.  SRM fire at the same point in the turn as beam weapons, cannot be shot down, and are not represented on the table.  I find that 1D6 hits is quite nasty if lots of ships have missiles, 1D4 would tone things down a bit, but risks making them ineffective if you’re unlucky.
Long range missile salvoes
Long range missile salvoes replace beam weapons as SRM, but should only have 1-2 salvoes.  They may fire out to 18 hexes, are represented on the playing area and travel at up to 6 hex per move and must obey normal movement restrictions.  They are removed after their third move regardless of whether they have travelled 18 hexes.  They move after all other ships have moved, and are launched (in any direction) at the beginning of the movement phase.  LRM are assumed to have terminal guidance, and may, therefore, be fired at only partly detected ships.  They attack ship counters normally, and randomly selected ships from squadron counters.  Dummies are not removed and are still attacked (i.e. the missile salvo is wasted).    There are two types of warhead – directed energy warheads, and contact/proximity explosive warheads.  For explosive warheads the missile attacks on moving into a hex containing an enemy ship in the same way as short range missiles.  Directed energy warheads attack as though firing beam weapons, but double the measured range.  They get 1d6 attacks per salvo (all at the same time and target) and then are removed.

LR Missile attacks are adjudicated before all other firing, except that ships in the target’s squadron may fire at contact missiles before they strike (they may not then fire again in that turn) and ships within short range may fire before directed energy warheards. Missile salvoes are fired on as though they are ships, a single hit destroying them, but cannot be targeted beyond medium range. 

Plasma Cannon

These weapons are more destructive than the standard directed energy weapons, but fire bolts at sub-light speeds, so are less accurate and shorter ranged.  They hit on a 5-6 at short range, 6 at medium range, but cause 2 damage.  They take up 1 hull point and fire only through one fixed 600 arc (usually the forward arc, and may not be rear arc).
Design Philosophy
These rules are a result of a long and intermittent development, and started with the first versions of Full Thrust, with which you may still just be able to see some similarity.  They arose from a desire to fight large scale fleet actions, not just ship-to-ship skirmishes, and as such go into minimal detail about individual ships and have very simplified combat systems.  This also fits with my view that given the destructive power of the weapons, and the harshness of the combat environment, a ship which is actually hit is likely to be out of the fight.  As a result you should be able to fight a battle with 5 or 6 squadrons of 2-6 ships each in an evening’s play (3-4 hours) using the core rules.  The additional rules allow greater flexibility, the ship design rules allow simple modifications to the basic types, and will not affect playing time significantly if just the ships speed, shields and shots are changed.  The ship classes are a little arbitrary and you could disregard the maximum size restriction, but this will inevitably result in ever larger and better protected ships.  This may just be space opera, but a ship the size of a planet is not going to be able to manoeuvre (despite Star Wars), and will take forever to shoot down, involving far too much dice rolling.  The use of sensors, EW, shield regenerators and long range missiles may slow the game significantly and should be used with caution.  I considered 3D movement, but this becomes very difficult and does not in fact add much to the game.  Equally the relativistic movement system used in Full Thrust is too complex for large scale games – simple movement rates do provide much the same effect at the larger scale.  I have not included rules for fighters, as I think they are little more than long range missiles with rather less firepower!  Give me a salvo of nuclear fusion pumped x-ray laser tipped missiles any day.  I consider needle beams, boarding parties and tractor beams as below the level of this game.  
Simple changes, such as allowing all round fire,  can have a large effect on game play (getting your destroyers right up the backside of an enemy dreadnought can be a very useful tactic).  Alien/advanced technology could be invoked to break the construction rules, but do this with caution as this will affect play balance.  Making ships faster will reduce the amount of manoeuvring, and tend to result in a short dash to point blank range and a confused dogfight, rather than the more sedate exchange of fire that I was aiming for.  Using the basic rules the battle lines tend to be just making contact at the point ships start to die. However, there is no right or wrong here, please feel free to alter/disregard rules as you see fit.
Models
There are large numbers of excellent space ship models out there, but do give consideration to scratch building your own.  Hours of fun with bits of card, and an opportunity to be creative.  Note most commercial models are rather larger than the scratch built ones I use (which fit comfortably in a 2” hex), so you may wish to increase the size of the hexes/movement units.
For those wishing to fight more detailed battles, I would recommend the excellent Full Thrust rules from GZG, especially with the more recent amendments.
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