Terrain Generation by Battlezone
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	Planet*, roll again.

1-5: Small, 6: Medium
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	Planet*, roll again.

1-5: Small, 6: Medium
	
	6
	Planet*, roll again.

1-5: Small, 6: Medium


	4: Primary Biosphere
	
	5: Outer Reaches
	
	6: Deep Space

	D6 Roll
	Result
	
	D6 Roll
	Result
	
	D6 Roll
	Result

	1
	Asteroid Field
	
	1
	D3+1 Asteroid Fields
	
	1
	D3 Asteroid Fields

	2
	D3 Asteroid Fields
	
	2
	D3 Asteroid Fields
	
	2
	Asteroid Field

	3
	Gas/Dust Cloud
	
	3
	D3 Gas/Dust Clouds
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	D3 Gas/Dust Clouds
	
	4
	Gas/Dust Cloud
	
	4
	Gas/Dust Cloud

	5
	Planet*, roll again.

1-5: Small, 6: Medium
	
	5
	Planet*, roll again.

1-3: Small, 4-6: Large
	
	5
	Warp Rift

	6
	Planet*, roll again.

1-5: Small, 6: Medium
	
	6
	Planet*, roll again.

1-3: Small, 4-6: Large
	
	6
	Small Planet*
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Setup

1) Determine Scenario, determine Sunward Edge, determine Battlezone.

2) Divide board into 6 equal areas.  On a 4+, each area has terrain randomly generated.
3) If necessary for the scenario, set up a Low Orbit table.

4) Choose deployment according to scenario, determine who gets first turn, and start playing!
Setup Effects
Sunward Edge: From the Flare Region to the Inner Biosphere, any firing toward the Sunward Edge doubles the column shifts for both long and short range firing.

Solar Flare: Roll a D6 at the beginning of each turn for each Solar Flare result.  On a 6, a Flare happens.  Once a flare happens, do not roll for any flares for the rest of the game, only one flare can happen per game.  Each ship on the table receives one Blast Marker on its sunward edge.  Ships without shields take one hit which is critical on a 4+.  Ordnance is removed on a 4+.  Eldar or Dark Eldar ships may take a leadership test to avoid this damage.  If passed, their ships take no damage, but turn away from the sunward edge, and move 2D6cm.  Escort Squadrons may re-roll this leadership test.
Radiation Burst: Roll a D6 at the beginning of each turn for each Radiation Burst result.  On a 5+, a burst happens.  Roll a D6 and subtract the result from the Ld of every ship for the rest of the turn.  Fleet Commanders may only use re-rolls for their own ship or squadron for the rest of the turn.

Warp Rifts: D3x5cm by D3x10cm.

*Planets: Only one planet may be on the board (excluding moons); re-roll duplicate results.  Moons are Small Planets, 2D6x10cm away from their planet, each in a random direction.
· Small: up to 15cm diameter, 10cm gravity well.  
· Medium: 16-25cm diameter, 15cm gravity well, D3-1 moons.  
· Large: 26-50cm diameter, 30cm gravity well, D6-2 moons. Large planets have D3 rings on a 5+.  Roll for each ring: 1-4: gas/dust, 5+: asteroid.  

Victory Points

Most scenarios use Victory Points to determine a winner.  Victory points are scored as follows: Each Enemy Ship/Defence Destroyed: Victory Points equal to points value.  Enemy Ship/Defence Crippled: Victory Points equal to 25% of points value, round up.  Escort squadrons are crippled if they lose 50% of their ships, round up.  Enemy Ships disengaged: Victory points equal to 25% of points value if crippled, 10% if not, round up.  Holding the Field: If all enemies are disengaged or destroyed and you have surviving ships, you hold the field and earn Victory Points equal to 50% of points value of all surviving Hulks, friend or foe.  Scenario: Victory points as per scenario.  Note that embarked commanders give up their points as part of the ship.
	Randomly Generated Leadership Table

	D6 Roll
	Result

	1
	Untried (Ld 6)

	2-3
	Experienced (Ld 7)

	4-5
	Veteran (Ld 8)

	6
	Crack (Ld 9)


	Critical Hits Table

	2D6 Roll
	Extra Damage
	Result

	2
	0
	Dorsal Armament Damaged: Dorsal Armament may not fire until repaired.

	3
	0
	Starboard Armament Damaged: Starboard Armament may not fire until repaired.

	4
	0
	Port Armament Damaged: Port Armament may not fire until repaired.

	5
	0
	Prow Armament Damaged: Prow Armament may not fire until repaired.

	6
	+1
	Engine Room Damaged: Ship may not turn until repaired.

	7
	0
	Fire! : If not repaired in the End Phase, does an extra point of damage, keeps burning.

	8
	+1
	Thrusters Damaged: Reduce speed by 10cm until repaired.

	9
	0
	Bridge Smashed: LD -3.  May not be repaired.  Unused command re-rolls from this ship are lost.

	10
	0
	Shields Collapse: Shields reduced to 0.  May not be repaired.

	11
	+D3
	Hull Breach.

	12
	+D6
	Bulkhead Collapse.

	Note:  If a ship rolls multiple critical results to the same location, they must all be repaired before the system can function.  If a ship rolls multiple critical to a location that cannot be repaired, or to a location not on that ship, apply the next highest critical. 


	Catastrophic Damage Table

	2D6 Roll
	Extra Blast Markers
	Result

	2-6
	1
	Drifting Hulk: Wreck moves forward 4D6 in each of its movement phases.  Place a Blast Marker in base contact with it after each move.

	7-8
	1
	Blazing Hulk: Wreck moves forward 4D6 in each of its movement phases.  Place a Blast Marker in base contact with it after each move and then roll again on this chart.

	9-11
	½ Starting Hits
	Plasma Drive Overload: Remove ship, replace with Blast Markers equal to ½ starting hits.  Every ship within 3D6 of the wreck is hit with lances, strength = ½ starting hits of wreck.

	12
	Starting Hits
	Warp Drive Implosion: Remove ship, replace with Blast Markers equal to starting hits.  Every ship within 3D6 of the wreck is hit with lances, strength = starting hits of wreck


	
	Gunnery Table

	
	Closing
	
	Capital Ships
	Escorts
	
	

	
	Moving Away
	
	
	Capital Ships
	Escorts
	

	
	Moving Abeam
	
	
	
	Capital Ships
	Escorts

	
	Special
	Defences
	
	
	
	Ordnance

	
	1
	1
	1
	1
	0
	0

	
	2
	2
	1
	1
	1
	0

	
	3
	3
	2
	2
	1
	1

	
	4
	4
	3
	2
	1
	1

	
	5
	5
	4
	3
	2
	1

	F
	6
	5
	4
	3
	2
	1

	I
	7
	6
	5
	4
	2
	1

	R
	8
	7
	6
	4
	3
	2

	E
	9
	8
	6
	5
	3
	2

	P
	10
	9
	7
	5
	4
	2

	O
	11
	10
	8
	6
	4
	2

	W
	12
	11
	8
	6
	4
	2

	E
	13
	12
	9
	7
	5
	3

	R
	14
	13
	10
	7
	5
	3

	
	15
	14
	11
	8
	5
	3

	
	16
	14
	11
	8
	6
	3

	
	17
	15
	12
	9
	6
	3

	
	18
	16
	13
	9
	6
	4

	
	19
	17
	13
	10
	7
	4

	
	20
	18
	14
	10
	7
	4


	Boarding Modifiers
	
	Boarding Results Table

	Enemy Ship has Blast Markers in Base Contact
	+1
	
	Difference in Scores
	Boarding Result
	Winners score

Critical Hit on:
	Losers score

Critical Hit on:

	Enemy Ship is Crippled
	+2
	
	
	
	
	

	Enemy Ship is on Special Orders
	+1
	
	1
	Stalemate
	5+
	5+

	Orks or Chaos
	+1
	
	2
	Heavy Fighting
	4+
	5+

	Space Marines
	+2
	
	3
	Driven Back
	3+
	6+

	*Own Boarding Value is Higher
	+1
	
	4
	Stormed
	2+
	6+

	*Own Boarding Value is 2x Enemy
	+2
	
	5+
	Overwhelmed
	Automatic
	None

	*Own Boarding Value is 3x Enemy
	+3
	
	
	
	
	

	*Own Boarding Value is 4x Enemy or more
	+4
	
	*only apply the highest of these modifiers
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