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1. Introduction 
Squadron Commander:Reheat is a fast paced game of 
tactical combat between starfighters.  You will take 
command of a highly trained group of fighter pilots and 
lead them to victory... or, they will all die horrible deaths in 
deep space, and the failure will be on your conscience. 

This Edition 
Having been through many, many conversations as to the 
exact nature of a Squadron Commander re-release (see the 
Designer’s Note at the end of the rules for more details on 
the origins of SC), this volume is what we’ve finally ended 
up with. We’ve decided to go down the free PDF route for 
now. This may change – eventually we may decide that we 
deserve some recompense for all the hard work and start 
charging a small fee, but for now the rules are free (free as 
in beer, not speech !). We also plan to make a printed 
version available in book form in due course, for those who 
prefer something more tangible, and this will of course 
have to be charged for. For now, if you would like a paper 
copy, then you’ll need to print it yourself – either from your 
own printer or by taking it to a copy shop. 

Feel free to pass this PDF around amongst your friends and 
fellow gamers as many times as you like – as far as we’re 
concerned, the more people that see it, the better ! You 
can host it on your website, blog or review site, wherever 
you like on the web, all we ask is that you accompany it 
with a link to our site. 

We’re hoping that by releasing this cut-down version of the 
rulebook we can benefit from the feedback of lots of 
players around the world. As a result, this version of the 
rulebook will be amended and updated, so you may want 
to post a link to the copy on our site rather than hosting 
your own file as this will get out of date. 

 

What you can’t do is modify it in anyway (which includes 
the addition of watermarks), pass it off as your own work, 
charge anyone any amount of money for it (either as an 

electronic copy, copy on a CD or as a printed document). 
We retain all rights in respect of copyright. 

What You Get 
This version of the rules doesn’t contain everything that 
we’d eventually like to put in the rules. However, it does 
contain everything you need to play: 

 The full rules 

 Game data for fifteen starfighters, including 
Cimexian organic-hulled fighters 

What You Don’t Get 
When we finally get around to it, the full version of the 
rulebook will contain much more than this edition, such as : 

 Background details on the SC:R universe and the 
protagonists, human and alien 

 Military information such as squadron organisation 
and composition 

 Ship design system to allow you to make your own 
fighters or game a different universe 

 Campaign system 

 Scenarios and campaign setups 

 Painting guide 

Game Components 
In order to play Squadron Commander you will require the 
following: 

 this rulebook (obviously) 

 a playing surface, with or without a hex grid 
(alternative rules for both styles of play are 
provided) 

 various types of multi-sided dice (d4, d6, d8, d10 
and d12, preferably several of each – d10 
especially) 

 scrap paper or copies of the fighter record sheets 
in the back of this book to keep track of damage 

 fighter models, suitably based and painted (you 
can use card counters at a pinch but we think 
models look much nicer) 

Some occurrences in the game need noting or marking, 
such as missiles, out-of-control fighters etc. You can either 
use markers of some description (tiddly-winks, small dice, 
counters etc) or make a note on a piece of paper - whatever 
suits you best. On the Brigade website you'll find some 
sheets of the most commonly required counters which you 
can print out onto card and cut out. As an alternative you 
might consider the excellent pre-cut markers by companies 
such as Litko Aerosystems or Gale Force 9. 

Playing Surface 
Any flat open surface will suffice for a game. Unlike most 
wargames there is little to be provided in the way of terrain 
- space after all is pretty empty ! Although it makes no 
difference to the game, the whole experience is improved if 
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the table looks at least a little bit like space - a plain black 
cloth (either a bedsheet or a large piece of felt) is a good 
start. Several companies supply pre-coloured space gaming 
mats with airbrushed nebulae and stars which look superb - 
we recommend the ones manufactured by Monday Knight 
Productions. These come with or without an overprinted 
hexagonal grid depending on your preference and are the 
ones used in the photographs in this book. Alternatively 
you can play the game with the maps from various board 
games. 

Throughout this rulebook we shorten ‘hexagonal’ or 
‘hexagon’ to ‘hex’ when referring to the individual grids on 
the playing surface. 

To Hex or Not To Hex ? 
SC can be played equally on a hex grid surface or on a plain 
open table. There is actually surprisingly little difference 
between the variants so the choice will just come down to 
personal preference of the players. 

Dice 
Squadron Commander uses dice with different numbers of 
sides which will be familiar to most wargamers.  The game 
uses 4, 6, 8, 10, and 12 sided dice. 

When players are required to roll certain dice, it is written 
in the following way: nd#.  n is the number of dice you will 
roll, and # is the type of die you will roll (4, 6, 8, 10, or 12 
sided). For example, 2d6 would mean that you roll two six-
sided dice; 5d4 is five four-sided dice. 

Occasionally dice rolls may add or subtract a set value, 
these are written like this: 2d6+4.  This means roll 2 six-
sided dice and add 4 to the result (not to each die). 

Fighter Records 
Permission is granted to photocopy the fighter record 
sheets in the back of this rulebook. Alternatively, these are 
also available from the Brigade Models website and you can 
print copies from the PDF documents there. Permission to 
reproduce the record sheets in either fashion is given for 
personal use. 

Models 
Obviously we prefer to play Squadron Commander with the 
range of models that we've produced to accompany the 
game. The record sheets in these rules are specifically for 
these models. However, SC is nothing if not flexible and the 
full version of the game will have a construction system 
that allows you to design fighters to fit your own 
background or represent craft in TV shows or movies, or 
even convert craft from other game systems. 

The model scale isn't important since all distances are in 
numbers of hexes or are made from a model's stand. It 
looks a lot better however if all models are roughly in 
proportion. The official range of SC:R models is 1/300th 
scale, but feel free to use larger or smaller models as 
required. A spectacular game could be had with large scale 
models on a gym floor if you have the facilities, and one of 
our test games involved starfighters from a famous SF film 
series made from Lego ! At the other end of the scale, you 
could use the fighters from our extensive range of fleet-
scale spaceships to produce a mini travel set of Squadron 
Commander. 

Basing 
For aesthetic reasons, models look better when based on a 
flying stand of some description, so that they at least look 
as if they are flying ! Brigade Models supply clear or black 
plastic stands and our models have mounting points for 
these. These stands have a hexagonal base which makes 
alignment with the playing surface straightforward. Similar 
stands are also available from other manufacturers and 
retailers. There are also companies such as Litko Aerospace 
which make custom plastic stands to just about any size 
and shape required. If your fighters are based on hexagonal 
flying stands, we suggest that you fix the models facing an 
edge of the stand (not a point) so that the base can be used 
to measure fire arcs. 
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2. Game Setup 
Pre-Game 
Before starting a battle there are several things that must 
be done, like deciding who is fighting who, what ships they 
have, and how the battle starts. 

The full version of the rules has rules for creating a fighter 
squadron and using it in a campaign. Using this version you 
can play one-off scenarios between equal or unevenly 
matched forces. You can use the points values given for 
each fighter type to balance the forces, or have an umpire 
allocate fighters as he sees fit. 

Section 12, Squadron Generation has more detail on how to 
determine your forces. 

Game Setup 
Once you have decided upon your forces and crew abilities 
then it's time to begin the fight. Whenever opposing 
fighters encounter each other use the initial positioning 
rules below to set up the battle. With any luck you will 
begin the fight in an advantageous position behind your 
enemy; then again, you might not be so lucky! 

General Rules 
Initial positioning is important because it determines where 
your fighters begin the battle in relation to your enemy.  

Formations 
Each side should divide their squadrons into formations or 
flights. A formation can be of any size but is generally of 2-6 
fighters of the same type. In a multi-player game, each 
player could control one or more separate formations. 

Procedure 
For each formation, roll the skill die for the highest-skilled 
pilot in the formation, and modify their die roll by the 
modifiers listed on the Initial Positioning Chart (and 
explained below). 

Initial Positioning Modifier Chart 
Die To-hit Modifier 

+/- Scanner initial positioning 
modifier 

-1 High visibility fighters 

+2 Low visibility fighters 

+4 Stealthy fighters 

+2 One fighter in formation 

+1 Two fighters in formation 

-1 5-8 fighters in formation 

-2 9+ fighter in formation 

+1 ‘Scanner expert’ in formation 

-1 High emission engines 

-2 Active short range scanners 

 

Initial Positioning Modifiers 
There are several factors that affect the Initial Positioning 
Roll. 

Scanner Initial Position Modifiers 
Each fighter has short range scanners, some are good and 
some are not. Add the fighter's short range scanner's initial 
position modifier to your die roll. If there are fighters of 
different types, then only use the modifier for the best 
scanner in your fighter group. 

Fighter Visibility 
This determines how easily your fighter is detected by 
enemy scanners. Apply the appropriate modifier for your 
fighter. If there is more than one type of fighter in the 
group then you must use the fighter with the worst visibility 
in your group. For example, if your fighter group consists of 
stealthy fighters and normal visibility fighters, then only the 
normal visibility modifier would be used. 

Number of Fighters 
The number of fighters in your group effects how easy your 
fighter group is to pick up on scanners. The larger the 
group, the easier it is to find it on scanners. Apply the 
appropriate modifier based on the number of fighters in 
your group. 

Scanner Expert 
A scanner expert is very adept at using and reading short 
range scanners. They are very valuable when flying into a 
possible combat situation. If there is a scanner expert at the 
controls of a fighter's scanners, then you will receive a +1 
modifier to your initial position roll, no matter how many 
scanner experts are in a fighter group. 

High Emission Engines 
“High Emission Engines” is the term used to describe 
engines that give off excess radiation that makes them easy 
to spot with scanners and certain types of missiles. There 
will be a -1 penalty to your initial position die roll if any 
fighters in your group have high emission engines. This 
modifier is only applied once per fighter group. 

Active Scanners 
Some fighters have older, active scanners. Fighters with 
active scanners are easier to find because the scanners give 
off emissions that enemy fighters can detect. If any fighters 
your group, no matter how many, have active scanners, 
then you receive a -2 penalty on your initial positioning die 
roll. 

Formation Deployment 
Once all formations have rolled, start deploying the 
formations in ascending order of initial positioning scores. 
The lowest-scoring formation to be deployed is placed 
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anywhere on the table facing in any direction. Other 
formations are then placed subject to the following rules: 

 No fighter may be placed closer to any enemy 
fighter than that enemy’s scanner range 

 At least one fighter must be within its own scanner 
range of one enemy fighter unless the enemy 

fighter has a longer scanner range, in which case 
use their value. 

Formation Setup 
All fighters in a formation must have the same initial speed 
and direction, and must be deployed within three hexes of 
at least other fighter in their formation. 
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3. Sequence of Play 

Game Turn Sequence 
Everything that happens in SC:R follows a sequence. Every 
game turn will follow the sequence of play listed below. 
The sequence may look daunting at first glance but fear 
not, it will become second nature after a few turns. 

Game Sequence 

Pre-Combat Sequence 

1. Shield Regeneration 

2. Damage Control 

3. Set Speed 

4. Regain Control 

5. Tailing Determination 

6. Evasive or Free Determination 

7. Special Ability Determination 

Combat Sequence 

1. Missile Impact (those launched from previous turn) 

2. Move Out of Control Fighters 

3. Move Evasive Fighters 

4. Move Free Fighters 

5. Roll For Missile Lock 

6. Missile Launch Segment 

Disengagement Sequence 

1. Remove Disengaging Fighters 

2. Hyperdrive Activation 

 

Pre-Combat Sequence 

Shield Regeneration 
When a fighter's shields are hit, its shield strength is 
reduced by the number of damage points taken. The 
shields will regenerate if the regeneration rating is one or 
higher (some shields may start with (or be reduced by 
damage to) a regeneration rating of zero - once their 
strength has been lost it will not be recovered during the 
game). During the Shield Regeneration segment at the 
beginning of each game turn, increase the shield's strength 
by its regeneration value. The shields cannot regenerate to 
a number higher than the ship's maximum shield strength. 

Organic hulled ships regenerate hull points during this 
segment. 

Damage Control 
Some fighters are equipped with damage control systems 
or repair circuits to repair battle damage while in combat. A 
repair circuit repairs systems in a specific section whereas 
damage control systems can repair systems in any section 
of the fighter. 

Damage control systems are covered in full on page 27. 

Set Speed 
At the beginning of each turn, during the set speed 
segment, players secretly write down how fast their 
fighters will move, i.e. how many movement points they 
will have. 

A fighter’s maximum speed indicates the maximum number 
of movement points that the fighter can have in one turn. 

"Trade speed for a kill, not 
for an engagement." 
 
Capt. Donna Bartelli 
European Federation 

 

Each fighter also has a deceleration and acceleration rating 
used to increase or decrease the number of movement 
points that a fighter has. Starting from the speed at the end 
of the previous turn, the player may increase the speed by 
up to the acceleration value or decrease it by the 
deceleration value. 

Once a player chooses a speed for his fighter he must use 
all of his movement points in the following turn. 

Regain Control 
During the Regain Control segment of every game turn, the 
pilot of an out of control (OOC) fighter makes a piloting skill 
roll. The Crew Skill Table lists which dice pilots use for skill 
rolls. 

If the pilot rolls a 4 or higher, then the pilot has regained 
control of the fighter and can decide whether to be evasive 
or free. If the roll is 3 or less then the fighter remains out of 
control. Either place a marker next to the model or make a 
note on the fighter's data sheet that it is OOC. It must move 
in step one of the Combat sequence. 

The above rules also apply whenever an out of control roll 
is required. Damage to the cockpit, or structure (or if the 
fighter has 'poor stabilizers') can force an OOC roll.  

Tailing Determination 
In this segment, determine if any fighters are ‘tailing’ any 
others. Tailing fighters always get to move after the fighter 
that they are tailing (or they can force them to move first). 
A full definition of the tailing rules is given on page 12. 

Evasive or Free Determination 
In every game turn players must decide whether to declare 
their fighters as 'free' or 'evasive'. 

Free Fighters 
A free fighter is one that is manoeuvring normally. A free 
fighter moves during step 4 of the Combat sequence. Free 
fighters move normally in order of piloting skill and may fire 
cannons while moving. 
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Evasive Fighters 
Evasive fighters are manoeuvring in a purely defensive 
manner, either to avoid missiles or cannon fire. Pilots who 
have missiles chasing their fighters tend to ignore 
everything else and concentrate on outmanoeuvring the 
missile, making them more predictable. 

Evasive fighters move during step 3 of the Combat 
sequence. 

When a fighter declares itself as evasive, it is considered 
evasive for the entire game turn. Either place a marker next 
to the evasive fighter or make a note on its data sheet. 

Out of control fighters may not be evasive. 

If a pilot chooses not to be evasive when being chased by a 
missile, all missiles will have a +2 modifier on their to-hit 
rolls. This modifier is listed on the Missile to-hit roll 
modifiers chart. 

There is also a -2 to-hit penalty when firing cannons at 
evasive fighters. 

Pilots and gunners of evasive fighters may not fire weapons 
or attempt any lock-ons during the game turn in which they 
are evasive. 

Special Ability Determination 
Some fighters have strengths or weaknesses that require 
the pilot to make a decision about their state (such as 
Variable Geometry). These must be determined now. By 
default they are assumed to be in the state from the 
previous turn. 

Combat Sequence 
The actions that take place during this portion of the game 
turn are explained in detail in following sections. 
Movement is described in section 4 (page 813), Cannons in 
section 6 (page 14), Missiles in section 7 (page 17), and 
Resolving Damage in section 8 (page 19) of this rulebook. 

Disengagement Sequence 
Fighters wishing to leave the battle, either as part of the 
scenario objectives or simply so they can live to fight 
another day, do so in this phase. It is covered in full in 
secion 10 on page 28. 
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4. Movement

General Rules 
The movement system is the area in which the rules differ 
most between games played on hex mats and those which 
are hexless. Speeds, turning rates and ranges remain 
common between the two versions. The hexless version 
allows a degree more freedom when manoeuvring fighters 
although it does require more precision when measuring 
ranges or arcs of fire. 

Ships move and manoeuvre by expending movement 
points. Turns are made in 60° increments - when using 
hexes a turn must be exactly 60° since a fighter must always 
be facing a hex side.  

"Speed is life" 
 
Fighter Pilot's Rule 

 

Fighters move during the movement segment of each game 
turn. The order of movement is based primarily on the skill 
level of pilots. 

For games on open tables without hexes, see page 12. 

Fighter Positioning 
A starfighter's position is a combination of its facing (or 
heading) and its location on the map. 

Facing 
The direction that fighter is flying is its facing. A fighter 
always faces the edge of a hex. 

Stacking 
Starfighters may freely fly through other starfighters - there 
is no concept of collision or deliberate ramming. There is no 
limit to the number of starfighters that can be stacked 
together. The rational for this is that space is big - very big 
(see Douglas Adams for an explanation of exactly how big). 
The models are massively over-scale in relation to distances 
on the table top, in reality each model would be just a few 
millimetres long so a large number of craft could fit in the 
volume encompassed by a single model fighter. 

Movement Points 
Movement points are used to move the fighter forward, 
and perform special manoeuvres. The fighter’s current 
speed and the number of movement points that it has to 
use are always equal. A fighter must always expend all of its 
movement points for the turn. 

Although stationary fighters have no movement points, 
they may turn by one hex facing, but don’t have to. This 
also applies to stationary installations such as space 
stations or defence platforms. 

Forward Movement 
Moving forward one hex or one MU uses up one point of 
movement. Reduce the number of movement points 
available by one for every hex the fighter moves forward. 

Turning 
Turning is a function of a fighter’s manoeuvre class and its 
speed. In general, the faster that a fighter is moving, the 
wider its turns will be. Moving the fighter from one hex to 
another uses up movement points, but changing the 
fighter’s facing (turning) does not use up any movement 
points. 

Turn Rate 
A fighter’s turn rate is based on its manoeuvre class and its 
current speed. Consult the turn rate chart, and cross index 
the fighter's speed and manoeuvre class. The number 
found on the chart is the fighter’s turn rate. 

The turn rate is how many hexes the fighter must move 
forward before it can change its facing. If the entry is a dash 
rather than a number, then the fighter may not turn at that 
speed. 

Turn Rate Chart 

 Manoeuvre Class 

Speed 1 2 3 4 5 6 

1 1 1 1 1 1 1 

2 2 2 2 1 1 1 

3 3 2 2 2 2 1 

4 4 3 3 2 2 2 

5 5 4 4 3 3 2 

6 - 6 5 4 3 2 

7 - 7 6 5 4 3 

8 - - 7 6 5 3 

9 - - 9 7 6 4 

 

Turning Procedure 
The turn rate is the number of hexes the fighter must move 
in forward flight before it can make a 60° turn. For example, 
if the turn rate for the fighter is two, then the fighter must 
move straight forward two hexes, then once it has entered 
the second hex it may change its facing 60° to the right or 
left (it doesn't have to, however). These hexes of straight 
movement are never carried over between game turns, so 
a fighter must always move forward by its turn rate at the 
start of each movement phase before making a turn. 

In the example below, the fighter has a current speed of 
five and a manoeuvre class of six, so this gives it a turn rate 
of two. It moves forward two hexes, makes a starboard 
turn, moves forward another two hexes and makes another 
turn, then finally moves forward one hex. Each forward 
movement costs one movement point, but the turns are 
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free, so it has used up its full allocation of movement 
points. 

 

Turning example 

Special Manoeuvres 
Special manoeuvres are variations of normal movement. 
Starfighters may perform as many manoeuvres as 
movement points and the rules for each special manoeuvre 
allow for. Fighters may also make normal turns in the same 
game turn that they performed a special manoeuvre. 

"Always manoeuvre so 
that you allow your 
enemy’s useless actions 
and suppress his useful 
actions." 
 
Capt. Tam "Dancer" Larsen 
Bundes Raum 

Sideslip 
A sideslip allows a starfighter to slide one hex to the left or 
the right without changing its facing while still moving 
forward. All fighters may perform sideslip manoeuvres. 

The movement points used in a sideslip may not be used to 
satisfy the fighters turn rate requirement. A fighter that 
wishes to turn following a sideslip must move forward by its 
full turn rate (any forward moves before the sideslip don't 
count). 

A fighter must expend at least one point in forward flight 
before doing each sideslip manoeuvre. Each such 
manoeuvre costs one movement point 

 

Sideslip example 1 

In the first example, our speed five / turn rate two fighter 
performs two sideslip manoeuvres with a forward move 
between each one. Its final movement point is used for 
another forward move. 

 

Sideslip Example 2 
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In the second example, the same fighter performs a sideslip 
before a turn to port. Note that it must move forward two 
hexes before turning as the movement points before and 
during the sideslip don’t count towards turning. 

Barrel Roll 
A barrel roll is similar a sideslip except that at the end of 
the manoeuvre it may make a 60° facing change in the 
opposite direction that the sideslip was done. 

For example, if the fighter did a sideslip to the right, then at 
the end of the sideslip, it may turn 60° to the left. 

To perform a barrel roll a fighter must fulfil the same 
requirements as for a normal turn, ie it must move the 
distance specified on the turn chart. 

Hard Turns  
Hard turns are high "G" manoeuvres that place a great deal 
of stress on the fighter. During normal heading changes the 
fighter has enough thrust to overcome its momentum and 
change direction. Hard turns exceed that ability and are 
represented in the game by a speed loss. 

Hard turns improve the fighter’s turn rate in exchange for 
speed. A fighter that is performing a hard turn turns has its 
turn rate reduced by one. 

For example, if the fighter’s manoeuvre class is five and its 
speed is five, and it is declares that it is performing hard 
turns, it will travel at speed five but its turn rate is reduced 
from three to two. 

However, this manoeuvre causes a loss of momentum, so 
for every 60 turn made, the fighter’s starting speed for the 
next game turn is reduced by one movement point. 

For example, a fighter with a manoeuvre class of five and a 
speed of three has a turn rate of two. If the fighter does a 
hard turn, it will turn 60° for every movement point. If the 
fighter did two hard turns, then its speed next turn would 
be reduced by two. Next turn it would have a starting speed 
of one, and would have to accelerate if it wanted to restore 
its speed. 

You must be careful when doing hard turns that you don’t 
get too slow or else your fighter may become an easier 
target. 

A fighter is not required to perform hard turns throughout 
all of its movement. It may turn normally for part of its 
movement and only perform one or two hard turns. 

If the fighter has “poor stabilisers, there is the possibility 
that the pilot will lose control of his fighter. 

Whenever a fighter with a “low stress frame” performs a 
hard turn, the pilot must make a skill roll. If the roll is a one 
or two, then the fighter sustains one point of structure 
damage. If the skill roll is greater than two then there is no 

damage. Only one piloting skill roll is made if the fighter has 
both “poor stabilizers” and “low stress frame” and the 
result applies to both weaknesses. 

Fighters performing hard turns are considered to still be at 
their starting speed. It is not until the Set Speed segment of 
the next game turn that they are considered to have slowed 
down. This is important if a fighter doing hard turns is fired 
at by cannons or missiles. 

Pushing the Engine 
Fighters are capable of exceeding their acceleration and 
deceleration ratings by one point, but it is at the risk of 
taking an engine critical hit. 

During the Set Speed Segment decide whether or not to 
push the engine. To push the engine, the pilot makes a skill 
roll. If the result is two or less, then the fighter takes an 
engine critical hit. It is treated exactly the same as if it was 
an engine critical hit from enemy weapons fire. If the pilot 
rolls a three or better then pushing the engine is done 
without any damage to the engine. 

Pushing the engine always gives the fighter one additional 
movement point whether or not the engine was damaged 
as a result.  

 

Decelerating below zero speed 
Fighters decelerate by using their reverse thrusters. 
However, these thrusters are not powerful enough and 
have insufficient fuel to allow sustained use. This, allied 
with the difficulty of flying with reversed controls, means 
that fighters are not permitted to fly backwards. Once a 
fighter has reached zero speed it is considered to be 
stationary and can only accelerate forwards again. 

Laden Fighters 
Attack fighters can carry weapons loads consisting of heavy 
anti-shipping torpedoes to use again larger vessels. When 
carrying an anti-shipping load these fighters count as laden, 
which reduces their maximum speed by one and also 
increases their manoeuvrability class by one, so they are 
both slower and less agile. 
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If the anti-shipping weapons are launched or voluntarily 
jettisoned during the game, the fighter speed and 
manoeuvrability are restored to normal. These actions can 
be performed at any time during the fighter’s move. 

Normal dogfight missiles are much smaller and lighter than 
torpedoes and have no effect on a fighter’s performance. 

Combat Sequence 

Move Out of Control Fighters 
Fighters which are out of control move before all others. 
Use the Random Movement Chart to determine their 
movement. Since movement is random, it does not matter 
what order out of control (OOC) fighters move in. 

An OOC fighter makes an easier target because it cannot 
take appropriate evasive action. Refer to the cannon to-hit 
and missile to-hit roll modifier charts. 

All fighters that fail to regain control, or have failed their 
OOC rolls due to damage or poor stabilizers move during 
this step. OOC fighters should either be noted on their 
control sheets or have markers placed next to them. 

Procedure 
OOC fighters move randomly using the Random Movement 
chart. Roll d6 twice (or roll two differently coloured dice 
together and designate one as direction, the other as 
distance). The first roll indicates how much the fighter’s 
heading changes by. The second die roll indicates how 
many hexes the fighter moves on its new heading. The 
fighter is considered to be moving at the speed indicated by 
the chart, even if it causes acceleration or deceleration 
greater than the fighter is normally able to produce. Note, 
however, that OOC fighters cannot move more than their 
current maximum speed. 

Random Movement Chart 

Die Roll Direction Distance 

1 Left 120° 1 Hex 

2 Left 60° 2 Hexes 

3 Straight Ahead 2 Hexes 

4 Straight Ahead 3 Hexes 

5 Right 60° 3 Hexes 

6 Right 120° 4 Hexes 

 

Astute gamers will note that the distance roll is equivalent 
to rolling an average dice (dAv) minus 1 - so feel free to do 
that if you have one to hand and find it easier. 

Restrictions 
An OOC fighter cannot fire any weapons because they 
cannot be properly aimed, even if an enemy is in the 
correct firing arc. OOC fighters may not attempt lock-ons. 

OOC fighters may not disengage. Any hyperdrives that were 
in the process of powering up are considered to be 
deactivated. 

Move Evasive Fighters 
Evasive fighters are performing radical manoeuvres to 
avoid either cannon fire or missiles. They are more difficult 
to hit, but since they are manoeuvring defensively they 
move before free fighters. 

All fighters that were declared as evasive during step 6 of 
the pre-combat sequence are moved during this segment. 

Evasive fighters move in order of pilot skill. The lowest skill 
pilot moves first and on up in numerical order (skill level 1 
pilots move first, skill level 2 pilots move next on up 
through 12 if necessary). 

Move Free Fighters 
Move fighters that are not out of control, or declared as 
evasive. This is where most movement and all cannon fire 
will occur. 

Fighters move in order of pilot skill, starting with the lowest 
and progressing up in numerical order. Therefore skill level 
1 pilots move first, then skill level 2, 3, 4 and on up through 
to 12. 

One player should simply call for movement, in numerical 
order. For example, a player should say, “Move skill level 
one pilots.” Then any player with a skill level one pilot will 
complete the movement for his skill level one pilots. The 
procedure listed below should be followed for each 
movement point expended by the fighter until all 
movement points are used. Then a player announces 
“Move skill level two pilots.” Any skill level two pilots then 
move. This process is repeated until all fighters have 
moved. 

A pilot of a higher skill level may opt to join in with lower 
skill pilots - simply announce at the call for the skill level 
you wish to join. This tactic can be used to attack a lower 
skill level pilot before he moves, or to get away from one 
that could attack you. This option may not be taken by a 
pilot who is being tailed. 

"Good flying hasn’t 
destroyed an enemy 
starfighter yet." 
 
Lt. Cdr Ted Mannock 
American Republic 

 

If there is more than one pilot of the same skill level 
(including higher skill pilots opting to move earlier), they 
should each roll dice (any type will do as long as everyone 
rolls the same type). The pilot with the lowest roll moves 
first (ties re-roll) and on up in numerical order. 
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Fighters may fire cannons during their movement. Cannon 
rules are located in section 6 (page 14). 

Movement Point Order 

1. Expend a Single Movement Point 
2. Change Facing 
3. Cannon fire 

Tailing 
Sometimes a pilot may get in behind another fighter and 
'tail' it. In this situation the tailing pilot can react to the 
manoeuvres of the vessel in front in order to behind it and 
keep firing up its tailpipe. 

Definition 
A fighter is considered to be tailing another when it is 
within the rear 60° arc of the target AND the target is 
within the front 60° of the tailing vessel AND the target 
vessel is within 6 hexes. All conditions must be satisfied for 
a tail to be valid. In addition, no vessel that is being tailed 
may itself tail another fighter (the rationale for this is that 
the pilot would be too busy trying to shake off the ship 
behind it to concentrate on following someone else). Tailing 
is optional; the pilot may choose to ignore the target in 
front of him. 

Tailing pilot has higher skill 
If the tailing pilot has a higher skill level than the pilot he is 
following, he may choose to move immediately after his 
target. Once his target has moved, the tailing fighter may 
then move immediately afterwards, before the next fighter 
in the sequence. The tailing pilot must declare what he is 
doing before his target makes its move. 

Tailing pilot has lower skill 
If the tailing pilot has a lower skill level than his target, he 
can force his target to move before him. The tailer 
determines where he moves in the move sequence 
normally but before he moves he then asks his target to 
move. The tailing pilot doesn't have to declare what he is 
doing until his turn comes. 

Both pilots have the same skill 
In this case, both pilots move during the same skill level 
phase and roll normally to determine where in the 
sequence they move. Depending on the result of the 
respective die rolls, the tailer may end up before or after 
the target in the move sequence. The tailer can then 
choose whichever of the two previous options (move 
immediately after his target, or force it to move before 
him) suits him best. 

Early movement 
A fighter that is being tailed may not use early movement 
to move earlier in the skill sequence than his skill level 
dictates. 

Circular Tails 
It’s conceivable, although very unlikely, that you could end 
up in a situation where several fighters tail each other in a 
circle – eq fighter A tails fighter B, which itself is tailing 
fighter C, which tails fighter D, and so on until you get to 
fighter F (or G, or H) which turns out to be tailing fighter A. 
Very unlikely, but possible ! In this case, because a fighter 
cannot tail another fighter if it is itself being tailed, all of the 
tails are invalid – just move everyone normally. 

Hexless Movement 
Converting the above movement rules for games played on 
plain surfaces is very straightforward. Instead of measuring 
ranges in hexes, convert them to a linear measurement - 
the easiest conversion is 1 hex = 1 inch. If you are using 
larger or smaller models then feel free to use whatever 
conversion suits your models, but whatever you choose you 
will end up with a fixed distance that corresponds to 1 hex, 
known as a 'Measurement Unit' (MU). Any references in 
the rules above to hexes read as MUs. 

In a hexless game a turn is anything up to 60° - a fighter 
does not have to turn its full entitlement. When turning a 
fighter, instead of fixed 60° turns a fighter may turn 
anything up to 60°. This allows more flexibility in movement 
but requires more measuring accuracy from the players. 
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5. Sensors 
Short range scanners perform the targeting functions for 
fighters. Sensor lock-ons are required in order to fire 
missiles. 

To get a lock-on to a target, it must be within the maximum 

range of the scanner. Scanners are considered to be 360°. 

This process must be repeated every turn. Lock-ons do not 
carry over from game turn to game turn. 

Scanners are rated from class A (the best) to class E. 

Jammers 
Most fighters are fitted with a jammer system designed to 
confuse or block enemy scanners. They are rated in a 
similar way to scanners, from A to E. 

Target fighters with no jammer or whose jammer has been 
disabled use the ‘None’ column on the lock-on chart. 

"The first rule of all space 
combat is to scan the 
opponent first. Only then 
you can manoeuvre 
undetected into the best 
position and make your 
attack." 
 
Cdr Adol Vallan 
Indonesian 
Commonwealth 

 

Locking On 
Cross index the fighter's scanner quality with the target’s 
jammer quality and roll 1d10. If the die roll is equal to or 
greater than the number listed on the Lock-On chart, then 
the attacker has a lock-on and can fire missiles this turn. 
There are modifiers to the lock-on roll listed in the game 
charts. 

 

 

 

 

Lock-on Chart 

 Jammer Quality 

Scanner A B C D E None 

A 5 4 3 2 2 2 

B 6 5 4 3 2 2 

C 7 6 5 4 3 2 

D 8 7 6 5 4 2 

E 9 8 7 6 5 2 

Modifiers 
 +1 Target is High Visibility 
 -1 Target is Low Visibility 
 -2 Target is Stealthy 
 +1  Operator is Scanner Expert 
 -1 Operator is Poor Scanner Operator 

Number of Attempts 
An attacking fighter may make a number of lock-on 
attempts, equal to the number listed on the fighter's data 
chart. 

A fighter that can make multiple lock-on attempts may try 
more than once to lock-on to the same target, or it may 
attempt to lock-on to multiple targets. 

Identified Targets 
Fighters that have a lock-on to their targets may ask one 
question about their target from the list below. You may 
attempt to get a lock-on to a fighter for purposes of gaining 
information, even if you are not firing at it. 

What are the name, nationality, and hull size of the 
target ? 

How many crew members are on board ? 

How much armour does the target have ? 

What is its sensor visibility ? 

What is the current maximum speed of the target ? 

Does the target have a hyperdrive ? 

How many shield points does the target currently have ? 

How fast do the shields regenerate ? 

What type of jammer does the target have ? 

How many weapon systems does the target have, are 
they beam, projectile or missile ? 

How many missiles is the target carrying ? 

How many turrets does the target have ? 
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6. Cannons

General Rules 
‘Cannons’ is a catch-all term used to refer to all gun-type 
weapons, regardless of mechanism. Cannons are the 
primary weapon of most fighters. There are two basic 
categories of cannons - beams and projectiles. Beam 
weapons include lasers, ion cannons, disruptors, plasma 
cannons, and meson guns. Projectile weapons include 
autocannons, rail guns, and mass drivers.  

A single cannon system is defined as any number of linked 
weapons of the same type, either fixed to fire through the 
same arc or from the same turret. They are fired together 
using the same die roll(s), a bonus being gained for the 
number of gun barrels being fired. For example, a single 
fighter could have 4 lasers mounted in its wings fixed to fire 
forwards that would count as one cannon system, and 
another four lasers in a ventral turret which would count as 
another system and be fired separately. If it also had two 
forward-firing blasters, they would count as a third cannon 
system even though they fire through the same arc as the 
first laser system, because they are of a different weapon 
type. 

Firing Arcs 
The diagram below shows the different firing arcs that 
weapons can fire into. Each arc is 60° and corresponds to 
one side of a hex. 

The red lines show the six different arcs that surround a 
fighter. Arcs are used to describe what areas that a weapon 
can fire into. Each arc is named (see Arc Names and 
Abbreviations below). 

For games played on hex mats, the six arcs correspond to 
the six hexes around a fighter’s position. For hex-less 
games, a protractor or template is needed to measure firing 
arcs, or you can make a very simple template – or for 
models on hexagonal bases, just use the angles on the 
base. 

Arc Names and Abbreviations 

 F - Forward Arc 

 FP - Forward Port 

 FS - Forward Starboard 

 A - Aft 

 AP - Aft Port 

 AS - Aft Starboard 

 

 

Fire Arcs 

Cannon Rate of Fire 
Cannons will have a low, normal or high rate of fire. Low 
rate of fire cannons can fire once per game turn, normal 
can fire twice, and high rate of fire cannons can fire three 
times per game turn. A cannon system can never fire more 
than its rate of fire allows during a single game turn. 

Crew Members 
Crew members are limited in the number of weapon 
systems that they can fire in a game turn. Any crew 
member may fire a single weapon system. For these 
purposes, a weapon system is defined as EITHER 

 ALL cannon that are fixed to fire through the same 
single arc 

 The weapons in one turret (a turret is defined as a 
weapon system that fires through more than one 
arc) 

 Any number of missiles of a single type up to the 
launcher's RoF 

The crew member may fire the weapon system any number 
of times up to the weapon's RoF and these must be at 
different points in the fighter's movement and may be at 
different targets (although see below for some restrictions 
on this). 

Pilot Firing Limitation 
The pilot may only fire cannon that are fixed to fire through 
the front arc and may not fire any turreted weapons. In 
addition, he may only launch missiles at a single target. 
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Gunner Firing Limitation 
Gunners can fire any weapon system, turreted, fixed, or 
missile, in a single game turn. Missiles may be launched at 
multiple targets if sufficient lock-ons are available. 

Dual Controls 
Dual controls give both the pilot and gunners access the 
weapons controls. This allows flexibility as to who will fire 
the cannon or missile system. For example, if a gunner was 
killed then the pilot could take over control of the weapon. 
Only one crew member may use a weapon system in a 
single turn. 

Weapons Status 
Make note of how many times each weapon has fired. You 
may not exceed the cannon's rate of fire in a single game 
turn. 

To-Hit Roll 
When firing cannons, players make a to-hit roll. A to-hit roll 
consists of three dice. The first two are six-sided dice and 
the third die is for the crew member’s gunnery skill roll. See 
the crew skill table to determine what die is used. 

For example, if the gunner has a skill of 7, then the dice 
rolled would be 2d6 and 1d8 (the d8 is for the gunner skill). 

Each cannon has a Base Accuracy. This is the score required 
to hit on the three dice. Roll equal to or over this number 
on the three dice and a hit is scored, in which case the 
procedure in chapter 8 is followed.. 

Total up any modifiers from the Cannon To-Hit Roll 
Modifiers chart and add these to the score of the three 
dice. If the modified die roll is equal to or greater than the 
To-hit score, the cannon hits the target. 

To-Hit Roll Modifiers 
There are several modifiers to the to-hit roll listed in the 
Cannon To-hit Roll Modifiers Chart below. The modifiers 
are expressed as a positive or negative value that is applied 
to the dice score. This means that positive modifiers make 
it easier to hit, and negative ones harder. 

"I liked my whole display 
to be full of the enemy 
starfighter when I fired." 
 
Admiral Sai Wun Sen 
CDSU 

 

Distance To Target 
Every cannon has a Distance Accuracy value which is used 
to modify the to-hit roll based on distance to the target. 
The higher number, the more accurate the weapon is at 
distance. 

Determine range to the target by counting the number of 
hexes from the firer to its target. Do not count the hex that 
the firing vessel is in. Then look up the Distance Accuracy 
Chart to determine the modifier that should be applied. 

Distance Accuracy Chart 
 Distance Accuracy 

Range 1 2 3 4 5 

1 -1 - - - - 

2 -2 -1 - - - 

3 -3 -1 -1 - - 

4 -4 -2 -1 -1 - 

5 -5 -2 -1 -1 -1 

6 -6 -3 -2 -1 -1 

7 -7 -3 -2 -1 -1 

8 -8 -4 -2 -2 -1 

9 -9 -4 -3 -2 -1 

10 -10 -5 -3 -2 -2 

11 -11 -5 -3 -2 -2 

12 -12 -6 -4 -3 -2 

13 -13 -6 -4 -3 -2 

14 -14 -7 -4 -3 -2 

15 -15 -7 -5 -3 -3 

 

Cannon To-Hit Modifiers Chart 

Attacking Fighter 

Varies Distance Modifer 

Varies Cannon to-hit Modifier 

+1 Gunner is Marksman 

-1 Gunner is Poor Shot 

Target Fighter 

-2 Target outside scanner range 

-2 Side-on shot (target speed > 3) 

-1 Head-on target 

+2 Target speed zero 

+1 Target speed 1-3 

-1 Target speed 7-9 

-2 Target is evasive 

+2 Target is out-of-control 

 

Cannon To-Hit Modifier 
The more gun barrels a fighter has, the greater the chance 
that it will score a hit on a target. See the chart below for 
the to-hit modifier, based on the number of barrels that a 
weapon system has. 

Cannon To-Hit Modifier Chart 
No. of Barrels To-hit Modifier 

1 -1 

2 0 

3 +1 

4 +2 

5-6 +3 
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High Deflection Shot 
This rule makes fighters harder to hit when shooting at 
them from their side, so that they present a crossing target. 

If the attacker is inside any of the target’s port or starboard 
arcs arc (including the arc lines) there is a -2 penalty to hit 
the target. 

Fighters that enter a target’s hex use the to-hit modifier for 
the arc line that they entered on. The target may return fire 
if the attacker entered from an arc that its weapons can fire 
into. 

The deflection angle has no effect if the target fighter is 
travelling speed 3 or less. 

Combat Sequence 

Roll for Lock-On 
See section 5, page 13 for details of the sensor lock-on 
procedure. 

Firing Cannons While Moving 
Unlike some games, SC:R allows you to fire weapons while 
moving. Think of all the great firing opportunities you 
would miss if you could not fire while moving. Of course, 
the flip-side is also true; fighters that are waiting to move 
can fire at you too, if you fly into their firing arc. 

Procedure 
Before you fire, you must first expend one movement 
point. After the first movement point (or on any following 
movement point) you can fire. You may not fire before you 
move, unless you are completely stationary that turn. You 
may fire once per movement point expended, but you may 
not exceed the rate of fire for the cannon. A fighter may 
not fire twice at the same position, EXCEPT that a fighter 
with fewer movement points than its rate of fire will fire 
any remaining shots at the end of its movement. The idea is 
to spread the firing out over the fighter’s movement, so you 
may not fire all of your shots at the same time - they must 
be split. 

A stationary fighter will fire all of its shots (regardless of 
how many) at its starting position, but AFTER it makes any 
turn. 

A fighter moving at a speed of one will fire all of its shots 
after moving. 

A fighter with a rate of fire of three and a movement of two 
will fire one shot after the first movement point, and the 
other two after the second. 

In all other cases, a fighter may fire one shot each time it 
expends a movement point up to its maximum RoF. It may 
not fire two shots without expending a movement point in 
between - so a high RoF fighter may not save up all three 
shots and fire them at the end of movement, for example. 
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7. Missiles

General Rules 
There are three size classes of missiles; small, medium and 
large. These are used primarily for destroying other 
fighters. There are even larger missiles which are usually 
called torpedoes, because they are used against bases and 
capital ships - these are outside the scope of SC:R and will 
be covered in a later supplement. 

“A missile is like a million 
credit wingman, it doesn’t 
need to hit him, but it will 
keep him busy while you 
roll in behind him”. 
 
Lt. Daniel Douglas 
Royal Aerospace Force 

 

All missile types are treated in similar fashion – there is no 
attempt to model different types of seeker head or 
guidance systems. To fire missiles a fighter must get a lock-
on to its target. Fighters that achieved a lock-on to an 
enemy fighter, starship or base may then launch missiles at 
their targets. 

Missiles are slower than beam weapons (cannons) and 
require more time to reach their targets. A missile launched 
in one game turn will impact the target next game turn 
after the target has had a chance to manoeuvre. Roll to see 
if the missile hits its target during the missile impact 
segment in the game turn after launch. 

Missile Operation 
Missiles in Squadron Commander are self-guided. When the 
launching fighter's sensor locks-on to the target, the 
information is transferred into the missile's seekerhead and 
the missile can be launched. Once launched, the missile's 
seekerhead will independently guide the missile to the 
target, even if the launching fighter is destroyed. 

Combat Sequence (Missiles) 
This section will explain the portion of the game sequence 
that applies to missiles. 

Lock-On 
To fire missiles, the launching fighter must have a lock-on 
to a target. Only one lock-on is required to fire all of a 
fighter’s missiles (up to its maximum launch capability) at a 
single target. A fighter with multiple sensor lock-ons may 
fire at multiple targets. 

If the fighter does not already have a lock-on from this 
game turn, it must roll for a lock-on before firing missiles 
(see section 5, Sensors, page 13). You may not exceed the 
number of lock-on attempts allowed by its scanner in a 
single game turn. 

Missile Launch 
Missiles are launched during the Missile Launch Segment of 
each game turn. If the fighter has a single pilot, it may not 
fire both cannons and missiles in the same game turn. 

If the fighter has a gunner, then the gunner may fire one 
cannon system in addition to the missile launcher. 

Range and Arc Parameters 
To fire the missile, the target must be at or outside the 
missile's minimum range and at or inside its maximum 
range at the point at which the missile is launched.  

The target must also be within the front 180º arc of the 
firing vessel when firing from fixed missile rails. Missiles in 
turrets have a 360º arc. 

Procedure 
When the missile is launched, the shooting player places a 
missile counter in front of the target fighter. Missile launch 
occurs during the current game turn. Next turn, the target 
will manoeuvre and then the missile will impact. 

Rate of Fire 
A fighter may launch one missile for each hardpoint that it 
has. Hardpoints carrying more than one missile may only 
launch one of them.  

Missile Impact Segment 
Fighters may drop decoys to avoid enemy missiles. If the 
decoy does not distract the missile, roll to see if the missile 
hits its target. 

Missiles can be evaded by the target fighter declaring itself 
evasive and by dropping decoys to fool the missile. In 
addition, dedicated Point-Defence systems may be used to 
shoot down incoming fighters. 

Evasive Fighters 
Pilots who have missiles chasing their fighters tend to 
ignore everything else and concentrate on outmanoeuvring 
the missile. Fighters may declare themselves evasive during 
the Evasive or Free Determination segment of a game turn. 
Evasive fighters move during the Move Evasive Fighters 
segment of that same game turn. 

Fighters may not fire any weapons during any game turn in 
which they are evasive. This applies to both pilots, who are 
too busy flying, and gunners, who are being thrown all over 
the place by the rapid and violent manoeuvres. 

Decoys 
To use decoys, fighters must be equipped with a decoy 
dispenser system. These create false sensor emissions to 
confuse an incoming missile and hopefully pull it off target. 

Only the target of a missile may drop a decoy to attempt to 
deceive it. 
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One or more decoys will act against all missiles targeted on 
a fighter in a single turn. Multiple decoys will increase the 
chances of successfully fooling incoming missiles. A fighter 
may use a number of decoys in one phase equal to the rate 
of fire for the decoy launcher. 

Before rolling for decoy attempts the target player must 
declare the number of decoys launched. 

The defending player rolls one d10 against each incoming 
missile. If the modified roll is greater than or equal to the 
missiles ECCM rating (which can be found on the missile 
data charts), then the missile is fooled and pulled off target. 
Otherwise, move on to PDS resolution. 

If the crew member who is trying to decoy the missile is an 
"ECM Officer ", he receives a +1 bonus on the decoy roll. If 
he is a poor "ECM Officer", then there is a -1 penalty to the 
decoy roll. When the defending player releases multiple 
decoys, for each decoy released after the first, the 
defending player receives a +1 bonus (don’t roll individually 
against every decoy). 

Point-Defence Systems 
If the missile seeker gets past the evasive manoeuvres and 
decoys, the last ditch defence is the Point Defence System 
(PDS). This is a dedicated weapon system consisting of a 
small cannon or laser turret slaved to a missile tracking 
system. A PDS may engage a number of targets up to its 
RoF rating (1, 2, or 3) in a single turn. However, only one 
attempt may be made against a single missile. 

If a fighter has no PDS system them move straight to the to-
hit roll. 

The defending player rolls 1d10 on the PDS Resolution 
chart – if the roll is greater or equal to the number shown 
then the incoming missile is destroyed. Since the PDS is an 

entirely automatic system, there are no modifiers for crew 
skill levels or abilities. 

PDS Resolution Chart 
 PDS Rating 

Missile Size A B C 

S 8 9 10 

M 7 8 9 

L 6 7 8 

 

To-Hit Roll 
A 'to-hit' roll is made if evasion, decoys and PDS fire are 
unsuccessful. 

Missile hits are handled differently to cannons. Roll 2d6 for 
each missile and apply modifiers from the Missile To-Hit 
Roll Chart. If the to-hit roll is equal to or higher than the 
missile's to-hit number, then the missile hits; otherwise, it 
missed. Missile damage is applied to the target in the same 
way as cannon fire. (See Resolving Damage, page 19). 

Missile To-Hit Modifiers Chart (2d6) 

+2 Target speed zero 

+1 Target speed 1-3 

-1 Target speed 7-9 

+1 Target manoeuvre 1-2 

-1 Target manoeuvre 5-6 

+2 Target not evasive 

+1 Target pilot skill 1-4 

-1 Target pilot skill 9-12 

-2 Target is stealthy 

-1 Target is low visibility 

+1 Target is high visibility 

+2 Target is out-of-control 
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8. Resolving Damage 
General Rules 
If you are lucky enough to score a hit on an enemy craft, 
you might get even luckier and do some damage. In the 
event this occurs, the following rules apply. 

Shields are the primary form of protection for fighters.  The 
main purpose of shields is to protect the fighter’s structure. 
The fighter is destroyed once the fighter’s structure is 
reduced to zero. The shields must be penetrated to damage 
the fighter’s structure (except in the case of leaky shields - 
see below for more details). 

Damage to a fighter comes in the form of critical hits. In 
general, the greater the number of damage points that you 
inflict on an enemy fighter, the more critical hits the fighter 
will sustain. 

When Damage Takes Effect 
Damage takes effect immediately - so moving (and firing) 
first can on occasion be a significant advantage. Damage 
inflicted by missiles also takes effect immediately, although 
this is less important since all missiles impact in their own 
segment rather than during the movement phase. 
Destroyed fighters are removed as soon as their structure 
reaches zero or they are destroyed by a critical hit. 

Applying Damage 

Shield Reduction 
When a fighter is hit you must determine if the shields were 
penetrated or not. Reduce the shields by the amount of 
damage done to the shield.  For example, if a fighter’s 
shields are 10 points strong and cannon fire hits the fighter 
doing 6 points of damage, the shields will be reduced to 4 
points. If the amount of damage is greater than the shield 
points, then you must determine how many critical hits the 
fighter sustains. If the fighter's shields had already been 
reduced to zero then the full amount of damage penetrates 
and is used to calculate critical hits. 

Number of Critical Hits 
If the fighter's shields are reduced to zero and there is 
excess damage, then the shields have been penetrated. To 
determine the number of critical hits divide the amount of 
damage that penetrates the shields by the armour rating of 
the target. For example, 17 points of damage gets through 
the shields of a fighter with 5 points of armour. Divide 17 by 
5, the result is 3, remainder 2. The fighter sustains 3 critical 
hits and the firing player dices for a possible further hit 
using the Partial Critical Hit rule (below). 

Partial Critical Hits 
A partial critical hit is one in which the amount of damage 
done is less than the armour rating of the target. It takes 
into account the remainder when dividing the damage by 

the targets armour rating. A partial critical hit is a 
potentially less damaging critical hit. 

In the example above our fighter with 5 armour is hit by 17 
points of damage (17 / 5 = 3 remainder 2). Since it takes 5 
points of damage to cause a critical hit, the fighter sustains 
3 full critical hits. Now look at the remainder of two. 
Subtract the remainder from the armour rating (5 - 2 = 3) 
and that is the number that you subtract from the critical 
hit die roll (not from the location roll). It's a simple idea, it 
just takes a lot of writing to explain it, but here's one more 
example to be certain. 

A fighter with 12 points of shields and 4 armour points is 
struck by 23 points of damage. This means that eleven 
points of damage gets through the shields and damages the 
fighter (11 / 4 = 2 remainder 3). The fighter will take two 
normal critical hits. Then subtract the remainder from the 
armour rating (4 - 3 = 1) meaning that you will subtract one 
from the third critical hit die roll. 

Note that armour is only reduced by armour critical hits - 
not by this process. 

Damage Location 
For each critical hit, roll 1d10 on the damage location chart 
to determine which section the critical hit damages. 

Damage Location Chart 

Roll Section Damaged 

1 Cockpit 

2 Systems 

3-4 Weapons 

5-7 Propulsion 

8-10 Structure (ion weapons roll 
again) 

 

Critical Hits 
Once you have determined what section is hit, roll 1d10 on 
the critical hit chart for that section of the fighter. The die 
roll result will tell you which specific system is damaged. 

Critical Hit Die Roll Modifiers 
In addition to any modifier caused by a partial critical hit, 
the following modifiers affect critical hit rolls – add or 
subtract the specified value to the roll of a d10. If the 
modified critical hit roll is zero or less, then the result is 
always No Effect. 

Hardened Section 
A hardened section is built to reduce damage. There will be 
a -1 die roll modifier to all critical hits in a hardened section. 
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Weakened Section 
A weakened section is poorly built or not well protected. 
There will be a +1 die roll modifier to all critical hits in a 
weakened section. A section cannot be both weakened and 
hardened at the same time. 

Leaky Shields 
Leaky shields are considered to be a serious disadvantage. 
It allows damage to get through the shields even though 
they have not been fully penetrated. 

Whenever the fighter is hit, it will sustain a critical hit in 
addition to whatever damage penetrated the shield in the 
normal fashion This occurs whether the shields are 
penetrated or not. 

Explanation of Critical Hits 
Critical hits cause damage to various sections of 
starfighters. As fighters take critical hits, systems will 
become inoperative and the structure may be reduced. 
When the structure is reduced to zero the fighter is 
destroyed. 

If a system that has already been rendered inoperative is 
hit again, the fighter’s structure is reduced by one point. 
Inoperative systems include ones such as cannons, which 
have been gradually reduced by incremental damage to a 
point at which their effectiveness is zero (for example 
cannons with a damage value of 0 or shields with zero 
recharge). 

If a system that the fighter does not have is damaged, then 
the structure is again reduced by one. For example, if the 

fighter does not have a jammer, and a "3" is rolled on the 
System Critical hit chart, then the fighter’s structure is 
reduced by one point instead. 

When a fighter takes damage to one of multiple systems 
(for example, losing a missile hardpoint) select the system 
randomly from the remaining working ones. 

"There's no kill like a mass 
driver  kill." 
 
Lt. Cdr John Atrapa 
Pacific Federation 

 

Ion Weapons 
Ion weapons cause damage by a massive electro-magnetic 
charge which disrupts electrical subsystems, overloading 
electrical circuits and even causing localised flash fires. 
What they do not do is cause physical damage to the 
structure of a fighter. 

When rolling damage from an ion weapon, re-roll any 
damage location rolls that result in a structure hit. In 
addition, hits on systems that the target fighter does not 
possess do not result in a structure hit. In short, ion 
weapons cannot cause structure hits or armour damage 
under any circumstance. 

Ion weapons are distinguished by having an ‘i’ after their 
damage rating. 
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Critical Hit Charts 

Cockpit Critical Hit Chart 
Roll Effect Details 

1-3 Make Out of Control Roll 
The pilot’s ability to control the fighter is affected and he will have to make a piloting skill roll. 
If the pilot fails, the fighter will be O.O.C. as soon as the damage takes effect. If successful, 
then there is no further effect. 

4-5 Gunner Wounded 

The gunner takes a wound. Each crew member has four wounds, after which they are dead. 
There is a -1 penalty on all to-hit rolls and skill rolls for every wound suffered by any crew 
member. If there is not a gunner on board, then the wound goes to the pilot. Crew members 
may not be "repaired" during a battle. If all the crew members on a fighter are killed then the 
fighter is considered destroyed and removed from play. 

6-7 Pilot Wounded 

Same rules as above except that the pilot takes a wound and anytime a pilot is wounded, he 
must make an out of control roll. If the pilot is killed, leaving gunners behind in the out of 
control fighter, the crew members are allowed to perform a manual voluntarily ejection; or 
they may stay with the fighter and hope that other friendly fighters can tow them home at 
the end of the battle. The gunners that are left behind in this situation cannot fire weapons or 
regain control of the starfighter. 

8 Ejection System Out 

The ejection system is inoperative and the crew will not be able to eject from the fighter. If 
the fighter is destroyed the crew will be killed. The only way for the crew to escape is to 
manually detach the escape capsule and escape from the fighter. This can only be done at the 
beginning of the game turn before the shield regeneration segment. The manual separation 
process takes too much time for the crew to get out if the fighter is exploding around them. 
Manual separation is automatically successful. Remove the fighter from play when it is 
announced. If the ejection system is repaired the crew will be able to eject normally. 

9 Life Support Out 

When the life support is damaged, the crew has 1d6 turns to disengage from the battle or 
they will die in the cockpit. Ejecting from the fighter will not save the crew, because the life 
support system is in the cockpit section of the fighter, and the cockpit section is ejected when 
the crew tries to escape the fighter. If repaired the life support will function normally. 

10+ Crew Killed 
This is pretty self explanatory. All crew members on board the fighter are killed. They may not 
eject or escape, they are just simply dead. This could be caused by sudden hull-breach, flash-
fire, venting of toxic gases into the life-support system, electrical overload etc. 
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Systems Critical Hit Chart 
Roll Effect Details 

1 PDS Out The fighter’s PDS system is inoperative. If repaired, the PDS will be fully functional. 

2 
Repair Circuit or Damage 

Control 

Repair circuits will be damaged first, then damage control systems afterwards. If the fighter 
has more than one repair circuit, the randomly choose which one is damaged. After all repair 
circuits are damaged, damage control systems will be inoperative. If a repair circuit or a 
damage control system is repaired it will be fully functional. 

3 Jammer Out The fighter’s jammer is inoperative. If a jammer is repaired it is will be fully functional. 

4 Scanner Range -6 
Reduce the maximum range of the fighter’s scanner by six hexes. If the range is reduced to 
zero, the scanner is considered inoperative. For each scanner repair, six hexes of range will be 
restored. 

5 Decoy Dispenser 
The fighter's Decoy Dispenser is knocked out. The fighter may not deploy any decoys. If 
repaired then it is fully functional again. 

6-7 Shield Max. Power -1d6 
The maximum shield power is reduced by a roll of 1d6. The shield is considered inoperative 
when the maximum power is reduced to zero. Repairs will increase the shield maximum 
power by two points per repair. 

8 Shield Regeneration -1d4 
The shield regeneration rate is reduced by a roll of 1d4. If the regeneration rate is reduced to 
zero, the shield will not regenerate until it is repaired. Repairs to the shield generator will 
increase the rate by one point per successful repair. 

9 Scanner Out 
The fighter’s scanner is inoperative and considered to have a range of zero. Repairs to the 
scanner will increase the range by one per repair. There is a -2 to-hit modifier if firing at a 
target that is outside your scanner’s current range. 

10+ Shields Out 

The shield's maximum power and regeneration rate are both reduced to zero. If repairs are 
attempted, decide whether to improve the regeneration rate or the shield power. Repairs to 
the regeneration rate are made by one point at a time and repairs made to the shield power 
will increase that value by two points per repair. 

 

Weapons Critical Hit Chart 
Roll Effect Details 

1-2 
Cannon Weapon, -2 

Damage 

The maximum damage of one of the fighter's cannon is reduced by 2 points. If there is more 
than one, then determine randomly which of the weapons is damaged. If the damage level of 
the cannon reaches zero, it is considered inoperative. The damage cannot be reduced below 
zero. Repairs to the cannon will increase the damage level of the cannon by two points. 

3-4 Targeting, -1 To-Hit 

The targeting system for the fighter’s cannons is damaged. Whenever firing cannon, there will 
be a -1 on all to-hit rolls. If there is more than one cannon system, then all cannons are 
affected. This effect is cumulative. Repairs to the targeting system will reduce this penalty by 
one. 

5-6 Hardpoint Damaged 

A single missile hardpoint, rail or launcher is damaged and inoperative. Randomly determine 
which one (it must be one that is previously undamaged, although it could be one that has no 
remaining missiles). Repairing this damage will restore the hardpoint, rail or launcher. 

7 
Cannon System, -1d6 

Damage 

Same as "Cannon Weapon, -2 damage", only the maximum damage is reduced by a roll of 
1d6. 

8 Missile System Out 

A centralised computer system is damaged rendering the fighter’s entire missile system 
inoperative. Repairs to the missile system will restore the missile system (but not any 
individually damaged hardpoints). 

9 Cannon Weapon Out 
Same as "Cannon Weapon, -2 damage", only the maximum damage is reduced immediately 
to zero, effectively rendering the cannon inoperative. 

10+ Weapon Catastrophic Hit 

A weapon has taken a damaging hit to the vitals and has exploded. Depending on the exact 
nature of the weapon, it could be that its ammunition has exploded, power cells ruptured or 
capacitors overloaded. Select randomly from the fighter’s remaining weapons - the weapon is 
destroyed beyond repair and the fighter takes 1d6 structure damage. If all weapons have 
been destroyed or the fighter does not have any weapons then it sustains one point of 
structure damage. 
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Propulsion Critical Hit 
Roll Effect Details 

1 -1 Deceleration 
Reduce the deceleration rating of the fighter by one. When deceleration is reduced to zero, 
the fighter may not decrease speed. Repairs to deceleration will increase the rating by one 
point. 

2 -1 Acceleration 
Reduce the acceleration rating of the fighter by one. When acceleration is reduced to zero, 
the fighter may not increase speed. Repairs to acceleration will increase the rating by one 
point. 

3-6 -1 Max. Speed 

Reduce the maximum speed of the fighter by one. When maximum speed is reduced to zero, 
the fighter may not move. Repairs to maximum speed will increase the rating by one point. If 
the speed of the fighter is reduced to zero, then the fighter is without power, meaning that its 
shields and weapons will not function and its damage control systems have no power to 
repair systems. All systems on the fighter are powerless except life support which has its own 
small independent power system. 

7 -2 Max Speed As above, but the fighter’s maximum speed is reduced by two. 

8 Hyperdrive Out 
Hyperdrive is no longer functional, and the fighter may not leave the system using its 
hyperdrive unless it is repaired. 

9 Fuel System Hit 

The fighter’s fuel system has been damaged. It still has enough fuel to return home, but it 
must disengage from combat in 1d6 game turns, or it will not be able to do so. If the fighter 
chooses to stay in combat beyond this time, it can remain in combat for 1d6 additional turns 
before it runs out of fuel. If the fighter has volatile fuel, then the fighter explodes and is 
removed from play. Each additional hit will reduce the fuel remaining by 1d6 turns. A ship 
without fuel may not perform any action, unless the fighter has auxiliary power and 
emergency thrusters. Fuel Hits cannot be repaired in combat. 

10+ Reactor, -3 Max. Speed 

As for “-1 Max. Speed” except that the power output of the reactor is greatly reduced and the 
maximum speed of the fighter is reduced by three. The fighter also takes 1d6 structure points 
of damage except if it has an unshielded reactor, in which case it will explode if the reactor is 
hit. 

 

Structure Critical Hit 
Roll Effect Details 

1-2 -1 Armour 

Reduce the fighter's armour rating by one point for each armour critical hit. Armour is only 
reduced by armour critical hits. If the fighter has brittle armour, reduce the armour rating by 
two. The minimum amount of armour is one point, regardless of how many armour critical 
hits the fighter sustains – if the fighter has only one point of armour remaining, it loses one 
structure point instead. Armour cannot be repaired in space. 

3-6 -1 Structure 
The fighter loses a structure point. If the structure is reduced to zero, then the fighter is 
destroyed. Structure may not be repaired in battle. 

7 
-1 Structure, Make O.O.C 
Roll 

As above, the fighter loses a structure point. In addition, the blast from the enemy’s weapons 
hit the fighter so hard that the pilot must make a pilot skill roll. If the pilot rolls a 4 or higher, 
the fighter remains in control. If the pilot rolls 3 or less, then the fighter is considered to be 
out of control. If the out of control fighter has not yet moved, then it rolls on the random 
movement chart for this turn’s movement. It may roll to regain control at the beginning of 
the next turn. If the fighter has already moved (and then goes out of control), then it is 
considered out of control until the pilot regains control during upcoming game turns. 

8 
-2 Structure, Make O.O.C 
Roll 

As above, except that the fighters loses two structure points 

9 
2 Structure, Manoeuvre 
Class Reduced 

The structure is seriously weakened and the manoeuvre class is reduced by one level. The 
fighter loses two structure points. 

10+ 
Structural Collapse, 
Fighter Destroyed 

Regardless of how many structure points the fighter has remaining, it is destroyed and 
removed from play. 
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Strengths and Weaknesses 
Some fighters have inherent strengths and/or weaknesses. 
Strengths are designed in features such as additional 
protection in certain areas of the fighter’s frame, or repairs 
systems. Weaknesses can be characterised as design flaws 
such as thinner armour in a particular area or items that the 
designer may have had to compromise over. 

The fighter designs in the manual already have a number of 
strengths and weaknesses built in. When designing your 
own fighters you can choose to add in strengths and 
weaknesses to the designs or if you are modelling fighters 
from TV or film then the performance of those  

craft on the screen will point the way to any particular 
characteristics they may have. 

By adding these specific strengths and weaknesses to your 
designs it gives them much more character. It also helps to 
unify craft of a nation or faction by giving them similar 
characteristics – for example, you might decide that one 
nation has poor engine technology, and all of its fighters 
have Fragile Engines and Unshielded Reactors. 

Strengths 

Advanced Ejection Capsule 
There is a +1 on crew fate rolls. Advanced ejection capsules 
apply to all crew members and only need to be purchased 
once. 

"Always know where your 
ejection handle is!" 
 
Lt Stephen Tucker 
Royal Space Marines - 
Quoted after being shot 
down for the third time in 
three missions. 

 

Auxiliary Power Unit 
If the engines are disabled, the fighter can still power 
weapons, shields, damage control systems, and scanners. 
This is useful for larger turreted ships that might survive 
long enough to have their engines disabled. It’s more likely 
that larger fighters will lose their engines yet be otherwise 
functional. Auxiliary power unit does not allow the fighter 
to move or change facing if the engines are reduced to 
zero. 

Damage Control System 
Damage control systems can repair any critical hits except 
structure, armour and crew members. 

Check the damage explanations in the critical hit tables 
earlier in this section for the effects of repairs and page 27 
for more on damage control systems. 

Emergency Thrusters 
A fighter with emergency thrusters cannot move (ie it has a 
speed of zero), but it can sit in the same hex and rotate. 
Use the manoeuvre chart to determine how many degrees 
it can rotate per game turn. 

Emergency thrusters are useful for larger fighters that 
might survive long enough to have their engines disabled.  
Emergency thrusters allow the fighter to change facing if 
the engines are reduced to zero. 

Hardened Sections 
Each section of the ship (cockpit, systems, propulsion, 
weapons and structure) may be hardened by being 
reinforced or given additional protection. Some sections 
may be hardened while others are weakened, although a 
single section may not be both hardened and weakened at 
the same time. 

Whenever a hardened section is hit, there is a -1 die roll 
modifier to the relevant critical hit chart. 

Low Emission Engines 
Missiles have a -1 to-hit penalty against ships with low 
emission engines. 

Low Maintenance 
Adds +1 to maintenance rolls (see section 10, Resolving 
Damage, page 19). Low maintenance cannot be taken with 
High maintenance or Maintenance nightmare. 

Organic Hull 
Fighters with organic hulls are effectively living creatures, 
albeit very specialised ones. As such they have no crew, 
instead having an integral organic brain. 

Organic hulls can also regrow and heal damage during the 
game. Every turn the hull may recover a number of points 
of damage – this takes place at the same time as other 
ships regenerate shield points. 

To recover damage other than hull points, organic-hulled 
fighters must be equipped with damage control systems or 
repair circuits as normal (although these are likely to be 
organic rather than mechanical systems, they function in 
the same way). 

Reserve Fuel 
If the fighter’s fuel tank is hit, this will allow the fighter an 
additional 6 turns of combat time before it runs out of fuel. 

Repair Circuits 
Repair circuits repair only systems in the specific section, 
unlike a damage control system. The fighter may make as 
many repair attempts in one turn as it has repair circuits. 

For example, a propulsion repair circuit will only repair 
propulsion critical hits (see Damage Control, page 27). 
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Variable Geometry 
Part of the fighter’s structure is movable - a C.20th 
equivalent would be swing wings, but in a starfighter could 
refer to anything (transforming cockpit, opening/closing 
pairs of wings). The geometry has two states, generally 
referred to as 'open' and 'closed' but feel free to adapt the 
naming to suit your model (up/down, forward/back etc). In 
the 'closed' state the fighter behaves as normal. However, 
in the 'open' state the fighter's maximum speed is reduced 
by one but the manoeuvrability class increases by one - so 
it is slower but more nimble. The geometry of a starfighter 
can be changed once a turn during the Special Ability 
Determination phase – either make a note on the fighter’s 
chart or use a counter with the model.  

Weaknesses 

Active Scanners 
The short range scanners are active rather than passive, 
meaning they subtract one from the initial position 
modifier. 

Brittle armour 
Whenever the fighter takes an armour critical hit, the 
fighter will lose two points of armour instead of the usual 
one point. The fighter must have at least 3 points of armour 
to take this disadvantage. The armour rating of a starfighter 
cannot be reduced below one point. 

Fragile Engines 
All damage to maximum speed, acceleration, and 
deceleration on the propulsion critical hit chart is doubled. 

Leaky Shields 
Whenever the ship is hit it could take damage even if the 
fighter’s shields are not penetrated. 

See page 20 for more details about leaky shields. 

Low Stress Frame 
Anytime the fighter does a hard turn the pilot makes a skill 
roll. On a roll of 1 or 2 the fighter will sustain one point of 
structural damage. On a die roll of 3 or more, no damage is 
sustained. (See 5.5.4) 

Maintenance, High 
There is a -1 penalty to maintenance rolls. If this 
disadvantage is taken then the fighter cannot also be a 
"Maintenance Nightmare" or have the “Low Maintenance” 
advantage. 

Maintenance Nightmare 
There is a -2 to maintenance rolls. If this disadvantage is 
taken then the fighter may not take "High Maintenance" or 
have the “Low Maintenance” advantage. 

No Atmospheric Controls 
The fighter may not enter the atmosphere of a planet or it 
will flail wildly out of control until it burns up in the 
atmosphere or impacts the surface. Very few craft are 

unable to enter atmospheres. It is a major tactical 
weakness that is unacceptable to most military forces. 

Poor Ejection Capsule 
Subtract 1 from crew fate rolls. 

Poor Stabilizers 
Whenever the fighter attempts to make a hard turn make a 
piloting skill roll. The pilot will lose control of the fighter on 
a die roll of 1 or 2. On a die roll of 3 or more, control is 
maintained. 

Sensor Blind Spot 
A sensor blind spot is a 60° arc where the sensors do not 
work well. Fighters with sensor blind spots have certain 
restrictions put on them. 

A fighter may not declare itself evasive against missiles that 
are fired at the fighter from the sensor blind spot. Any 
missiles fired at the fighter from that blind arc will not have 
the to-hit penalty applied to them even if the fighter is 
evasive against another missile that its sensors can see. 

A fighter may not pre-empt the movement of an enemy 
fighter that is inside its blind spot. 

A fighter may not fire any weapons at a target inside a blind 
arc. 

This disadvantage may be applied to the fighter more than 
once. Each time this is applied, choose a 60° arc in which 
the fighter is blind. 

Unshielded Reactor 
The ship’s reactor will explode and the fighter will be 
destroyed if a 10 is rolled on the propulsion critical hit 
chart. 

A fighter with unshielded reactors may not have hardened 
propulsion. 

Volatile Fuel 
The fighter is destroyed on a fuel critical hit and is removed 
from play. The crew may attempt to eject normally. 

Weakened Sections 
Each section of the ship (cockpit, systems, propulsion, 
weapons and structure) may be classed as weakened. This 
means that it is somehow poorly protected or structurally 
deficient in some way. Some sections may be hardened 
while others are weakened, although a single section may 
not be both hardened and weakened at the same time. 

Whenever a weakened section is hit, there is a +1 die roll 
modifier to the relevant critical hit chart. 

Destroying Starfighters 
Starfighters are destroyed by reducing the fighter's 
structure points to zero. The fighter will explode or 
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disintegrate and is removed from play immediately, even if 
there are still unresolved critical hits. 

When a fighter is destroyed, the crew will attempt to 
escape their dying fighter, and, if they escape, they will 
hopefully be rescued by friendly forces. 

Ejection 
If the fighter's ejection system is working, then the pilot 
and crew will have a good chance of escaping, depending 
on the type of ejection system the fighter has. 

Roll 1d10 on the ejection chart and modify the die roll by 
the type of ejection system the fighter has, if it has one. 

When all crew members have ejected from a fighter, an 
auto-destruct system will detonate the fighter to prevent 
the enemy from capturing it. 

Voluntary Ejection 
A crew member can decide to voluntarily eject if he 
believes that his fighter will be destroyed in the near future. 
The advantage of a voluntary ejection is that it is 
automatically successful because the fighter is not 
exploding around them. 

Ejection can take place anytime during the game turn. 
However, once an enemy declares cannon fire against the 
fighter, the pilot may not voluntarily eject until the cannon 
fire has been resolved, and the fighter has not been 
destroyed. 

 

Crew Fate 
If the crew survived the explosion of their fighter, then roll 
1d10 for each surviving crew member on the Crew Fate 
Chart. All modifiers are cumulative. However, if the die roll 
is a one, then the crew member is captured regardless of 
the modifiers. 

Captured, killed and missing crew members are removed 
from play. In a campaign, recovered crew will be available 
in the next mission sequence unless they are wounded. 
Wounded crew members will be out of play for a number of 
mission sequences equal to the number of wounds that the 
crew member has sustained. 

Crew Fate Chart (d10) 

Die Roll Result  

1 Crew member captured, no 
modifiers apply if a one is 
rolled. 

2-3 Crew member captured 

4-5 Crew member is missing 

6 Crew member is out for 1d6 
campaign rounds 

7+ Crew member recovered 

 
Modifiers 
+2 Ejected in friendly territory 
-1 Ejected in enemy territory 
+1  Crew member is Survival Expert 
-1 Crew member has Poor Survival 
+1 Advanced ejection capsule 
-1 Poor ejection capsule 
-1 Crew member has sustained 2+ wounds 
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9. Damage Control 
Damage Control Systems 
Some fighters are equipped with damage control systems 
or repair circuits to repair battle damage while in combat.   

Damage control systems can repair systems in any location 
except structure.  Neither can a damage control system 
repair crew members or fuel tank hits. 

Repair Circuits 
Repair circuits operate exactly as a damage control system 
except that a repair circuit will only repair systems within a 
specific section of the fighter.  

For example a weapon repair circuit can repair damage 
done to the fighter under the weapons critical hit chart.  

Procedure 
Damaged systems may be repaired during the Damage 
Control Segment of each turn.  Roll 1d10 on the Damage 
Control Chart to determine the success of the repair 
attempt.   

Each damage control system or repair circuit may attempt 
to make one repair per turn. A repaired system is available 
for use. If the result is "roll again next turn", it means that 
the system has not yet been repaired but the damage 
control system is still working on it.  A system that cannot 
be repaired in space is damaged for the remainder of the 
battle and no further repairs may be attempted. 

Damage Control Chart (1d10) 
 

Die Roll Result 
1-6 System Repaired 
7-9 Not yet repaired 
10 System cannot be repaired 

Organic Hulls 
Organic hulled fighters are the only ships capable of 
recovering structure damage. During the Shield 
Regeneration segment, an organic fighter can recovers as 
many structure damage points as its recovery rating. 

.  
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10. Leaving the Battle 
A player may find himself in a position that is not so 
favourable, and may decide that it would be better to live 
to fight another day! 

Any ship that disengages may not return to the battle. 

There are two forms of hyperspace disengagement. The 
first is jumping into hyperspace using an onboard 
hyperdrive and the second is to jump using a jumpgate - 
which method you use will probably depend on your 
chosen background. Ships can also disengage by sublight 
disengagement and sublight evasion. 

Remove Disengaging Fighters 
Fighters with an activated hyperdrive may disengage.  Be 
sure to note whether the hyperdrive was fully activated, or 
if the player is attempting early disengagement. 

Fighters in the same hex as a jumpgate may disengage. 

Fighters outside the range of enemy sensors may disengage 
if they choose. 

Fighters within enemy sensor range may attempt sublight 
evasion. 

Jumpgate Disengagement 
Fighters may disengage by ending their movement in the 
hex of a jumpgate.  During the Disengagement Segment of 
that game turn, the fighter is removed from play.  No die 
rolls are necessary.  The jumpgate automatically sends the 
fighter into hyperspace. 

Sublight Disengagement 
Sublight disengagement means that the disengaging fighter 
was able to get outside of the scanner range the enemy 
fighters. 

Any fighter that is outside enemy scanner range during the 
Disengagement Segment of any turn may be removed from 
the battle.  

One very important caveat to sublight disengagement: it 
does not do any good to use sublight disengagement if the 
disengaging fighter is in an enemy star system and does not 
have a base or  carrier to land on and no hyperdrive of its 
own to get it back to a friendly system.  If it has no place to 
land and refuel, then it has to be considered lost.  The crew 
is treated as if they ejected and hopefully friendly forces 
will come and rescue them. 

Sublight Evasion 
Sublight evasion is the last ditch chance to get out of a 
battle if you cannot out run the enemy and you do not have 
a hyperdrive. Using tricks to reduce the fighter's power 
output and other emissions, fighters can try to evade an 
enemy's scanners. 

Procedure 
Use the sublight evasion chart and roll 1d10.  The base 
chance of disengaging is 50%, but there are numerous 
modifiers listed with the chart. 

The last paragraph of the sublight disengagement rules 
apply to sublight evasion as well, disengaging in an enemy 
starsystem, without a base, carrier or hyperdrive is 
pointless.  You might as well just go out in a blaze of glory. 

"It is always best to 
surprise the enemy, make 
an attack and disappear 
into the darkness of space, 
don't get engaged in a 
dogfight if you do not have 
to." 
 
2

nd
 Lt Rudy de Villiers 

South African Conf. 

 

Restrictions 
Attempting sublight evasion places several restrictions on 
what a fighter can do.  The following is a list of actions that 
prevent a fighter from using sublight evasion.  A fighter may 
NOT (during the current game turn): 

 fire any weapons. 

 attempt to gain a lock-on. 

 push the engine. 

 activate a hyperdrive. 

 be within three hexes of an enemy fighter at 
the end of the game turn. 

A fighter that uses this method to disengage may not re-
enter the battle. 

Hyperdrive Activation 
To disengage, the player announces which fighters are 
going to activate their hyperdrives during Hyperdrive 
Activation. They will disengage during the Disengagement 
Segment of upcoming game turns. 

The player should make a note of which fighters have 
activated or deactivated their hyperdrives.  If the 
hyperdrive is deactivated before full power up, it may be 
reactivated, but, must go through the power up again from 
the beginning.  The hyperdrive must have been activated 
on a previous turn before the fighter can disengage. 

Power Up Time 
Hyperdrives have power up times.  Power up time is 
measured in the number of game turns that it takes the 
hyperdrive to safely get the ship into hyperspace.  You may 
engage the hyperdrive early, but you do so at some risk to 
the fighter and crew.  After all, travelling through 
hyperspace requires complex calculations.  If the 
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navigational computer hasn't finished making the 
calculations and the system isn't set to the correct power 
level then things can go wrong, such as getting lost or 
jumping into a star - and that will end your trip in a hurry! 

The fighter must wait a number of turns equal to its power 
up time to safely disengage.  If the disengaging fighter has a 
power up time of 1, then it can safely hyperdrive out during 
the Disengagement Segment of the next turn.  

Early Hyperdrive Activation 
The player can decide to hyperdrive out early.  This means 
that the fighter is entering into hyperspace before the 
hyperdrive is fully powered and before the navigational 
computer finished plotting the course.  As you can imagine, 
poor navigation can create dangerous situations like 
bumping into stars. 

Hyperdrive Disengagement Chart (d10) 

 
Power-up Time 
 1 2 3 4 5 

T 
U 
R 
N 
S 

 

1 S 2 3 5 6 
2 - S 2 4 5 
3 - - S 3 4 
4 - - - S 3 
5 - - - - S 

 

Use the Hyperdrive Disengagement Chart to determine the 
ship's chances of making a safe jump.  Cross index the 
fighter's power up time with the number of turns that the 
fighter has had its hyperdrive activated.  An "S" on the chart 
means that the fighter can safely jump out, otherwise roll 

1d10.  If the result is equal to or higher than the number on 
the chart, then the fighter successfully jumped out.  If the 
die roll is lower than the number on the chart, there is a 
possibility that something might happen to the fighter and 
its crew.  Roll 1d10 on the Unsafe Jump Chart to find out 
what happens to the fighter. 

Unsafe Jump Chart (d10) 

Roll Result 

1-2 Fighter and crew are missing 

3 Fighter explodes 

4 Hyperdrive critical hit 

5-6 Fighter returns damaged in 1d6 
campaign rounds. 

7-8 Fighter returns in 1d6 campaign 
rounds. 

9-10 Fighter returns safely 

 

Hyperdrive Deactivation 
Players may also decide to deactivate their hyperdrive 
systems.  This can be done at any point before the fighter 
disengages.  Once the hyperdrive is deactivated, it must go 
through the entire activation process again. 

A player may decide against hyperdriving out for any 
reason.  Once a hyperdrive has been activated, it can only 
be deactivated during the Hyperdrive Activation Segment.  
If later, the hyperdrive is reactivated, you must wait the full 
power up time to hyperdrive out safely.  

Hyperdrives will be automatically deactivated if a fighter 
goes out of control. 
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11. Starfighters and Missiles 

Background 
Squadron Commander is set in the same 22

nd
 century 

universe as Wessex Games’ Iron Cow 6mm rules. 

The Earth has been ravaged by nuclear wars, famines, 
ecological disasters and revolutions. In parts of the Third 
World civilisation has collapsed, with the major powers 
steering well clear of these regions as they have enough 
problems of their own ! Larger countries (the USA and 
Russia) have splintered into smaller entities whereas in 
other areas (Southern Europe, Australasia) countries have 
forged closer ties for mutual protection. 

 

Colonies have been founded on a number of planets and 
moons, allowing wars to spread beyond Earth. 

For more detail on the Solar System in the early 22
nd

 
Century, see the main Iron Cow rulebook and Wessex 
Games’ 2136ad blog (http://2136ad.blogspot.com/). 

Fighter Record Sheets 
Each fighter in the game has a unique profile which is 
shown on its record sheet. It is also necessary to note down 
damage, speed changes etc during the game and the record 
sheet has space to do this. The record sheets can be 
photocopied or printed out and marked off in pencil, or 
laminated and marked off with a chinagraph pencil or dry-
wipe pen. Below is an example record sheet showing the 
different parts of the fighter record. 

  

http://2136ad.blogspot.com/
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British 
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AmRep 
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Germany 
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EuroFed 
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CDSU 
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South African Confederation 
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Pacific Federation 
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Neo-Soviet 
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Indonesian Republic 
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Cimexian 
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Missile Types 

British 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

Firefly 2/8 20 6+ 9+ 22 S 

Starlance 2/10 22 6+ 8+ 25 M 

Longsword 5/16 28 8+ 8+ 30 L 

AmRep 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

AR-271 Hornet 2/8 20 6+ 9+ 22 S 

AR-280 Viper 3/11 24 7+ 8+ 24 M 

AS-117 Salamander 4/17 24 7+ 8+ 35 L 

 

German 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

LFK-8X Vampir 2/7 22 6+ 8+ 22 S 

LFK-11 Erscheinung 3/10 30 7+ 7+ 27 M 

LFK-22 Schatten 4/14 32 8+  7+ 28 L 

 

EuroFed 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

M-7 Mariner 2/5 24 5+ 8+ 26 S 

M-18a Scirocco 3/11 24 6+ 8+ 27 M 

MJ-22 Etoile Noir 4/14 30 6+ 8+ 32 L 

 

CDSU 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

Huoyan Jian 2/7 33 7+ 8+ 27 S 

Hong Qiang 3/11 36 8+ 7+ 31 M 

Xintianweng 6/23 44 9+ 7+ 38 L 

SAC 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

Shikra 2/6 20 6+ 8+ 24 S 

Gabar 3/12 24 8+ 7+ 26 M 

Ovambo 3/16 32 8+ 7+ 30 L 

PacFed 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

Undara 2/6 18 7+ 8+ 18 S 

Canobolas 3/10 25 7+ 7+ 22 M 

Whangerai 4/16 32 9+  7+ 26 L 
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Neo-Soviet 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

17M122 Malyutka 1/5 16 7+ 8+ 16 S 

17M167 Piton 4/10 26 7+ 7+ 22 M 

17M48 Kolotushka 5/23 44 8+ 7+ 40 L 

 

Indonesian 
Type Range 

(min/max) 
Damage To Hit ECCM 

Rating 
Points Value Size 

Ular Welang 2/8 20 7+ 9+ 20 S 

Ular Tanah 2/10 24 8+ 8+ 24 M 

Ular Raja 4/16 28 8+ 7+ 27 L 
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12. Squadron Generation 
A fighter squadron has two components – the machines, 
those marvels of 22

nd
 century aerospace engineering, and 

just as importantly, the flesh and blood crewmen. 

Fighters 
Fighters all have an assigned points value. When generating 
your force you will generally have a maximum points value 
to work with. Select your fighters up to this maximum 
value. You may wish to choose large numbers of 
inexpensive fighters, or concentrate on a small number of 
more capable machines. 

Missiles 
Most fighters have missile hardpoints in addition to their 
built-in guns. These hardpoints come empty, so you will 
need to purchase missiles for them. Points values are given 
in the Missiles section (page 39). Cost is per missile. 

Crew 
When we publish the full campaign game there will be a 
system for generating crew and allowing them to progress 
as they gain experience. For now, or for any one-off battle, 
roll 2d10 on the Crew Generation Table to generate skill 
levels for your crew. 

Crew Generation Table (2d10) 

Roll Skill Level 

2-3 4 

4-5 5 

6-7 6 

8-9 7 

10-12 8 

13-14 9 

15-16 10 

17-18 11 

19-20 12 

 

Each fighter as assumed to come with crewmen whose skill 
levels are determined by the table above. In points terms 
these crew are free. However, it is possible to upgrade your 
crew by paying extra points. This gives a positive modifier 
on the dice roll, so doesn’t guarantee that you’ll generate 
elite, expert fighter pilots, but it does give you a better 
chance of coming up with a decent group. The Crew 
Upgrade Table shows the cost of crew upgrades. 

Crew Upgrade Table 

Dice Modifier Cost 

+1 10 

+2 25 

+3 50 

 

Crew Abilities 
Crew members may be particularly skilled at certain aspects 
of their job – for example, they could be exceptionally good 
at operating their scanners or a top marksman. Conversely, 
there may be other tasks that they don’t do very well. For 
each crewman, roll 2d10 on the table below for any special 
abilities 

Crew Ability Table (2d10) 

Roll Ability 

2-3 Poor survival skills 

4-5 Poor ECM Operator 

6-7 Poor Scanner Operator 

8-9 Poor Shot 

10-12 - 

13-14 Marksman 

15-16 Scanner expert 

17-18 ECM Expert 

19-20 Survival Expert 

 

Crew Assignments 
Crew aren’t assigned to their fighters until after their skill 
levels have been generated. This allows each player to put 
their better pilots into the same formation or pair up high 
skill pilots and gunners (there’s little more frustrating than 
a skill 12 pilot dragging round a skill-4 gunner !). 

Organic Hulled Fighters 
Organic fighters have no crew, being semi-sentient bodies 
in their own right. Although there is no crew to take 
damage, the fighter has a skill level of its own – roll on the 
crew generation table as normal. 
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13. Designers’ Notes 

The History of Squadron Commander 
The original version of SC3600 was developed and 
published by Mariner Games back in 1997. The original 
launch was accompanied by a small range of miniatures 
developed by Brigade Models and sold reasonably well for 
a niche product. However the original designers, Patrick 
Doyle, Mike Tastsides and Doug Glover were serving 
members of the US armed forces and as such had more 
pressing demands on their time than playing games, so 
development of the rules understandably stalled. 

At Brigade we played SC3600 and designed craft for other 
backgrounds as well as playing with the provided designs. 
We all felt that the rules were fundamentally very sound 
and too good to be allowed to wither away. When the 
opportunity came to pick up the rights for the game we 
leapt at it as we were convinced that with a small amount 
of tweaking we would have an excellent set of fighter 
combat rules. 

After a long hiatus (much longer than we would have 
wished), the result is what you hold in your hands now. 
We've avoided unnecessary changes to the core rules, 
being content to tinker around the edges with minor 
changes to the design system and the inclusion of a hex-less 
movement system. Our main goal has been to streamline 
the rules a little without drastically altering the flavour. 
Probably the one major change has been to do away with 
the 12-point movement system that allowed movement 
along hex edges - we abandoned this in our own games 
very early on. We've also removed the distinction between 
the Basic and Advanced versions of the game in favour of a 
single unified set of rules. Oh, and we've changed the 
spellings to reflect the Queen's English . 

Players of the old version should find no problems adapting 
to this new edition and we hope that new players should be 
able to pick up the rules very quickly. 

 

Dedicated to the memory of Trevor Pearless, one of the most enthusiastic gamers we’ve ever met. Always willing to help out, 
Trev was at various times a playtester, demo’ game host, box carrier and even part-time caster. He will be sorely missed by all 
his friends at Brigade and at Maidstone Wargames Society. 
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