
9:00 Doors Open

9:30 Game 1

12:30 Break

13:30 Game 2

16:30 Game 3

19:30 Prizes

Saturday 27th June



Fleet Selection
Total Points: 1500
Standard fleet composition rules apply.

Players must submit their army list to the TO for all games at the start 
of the event, before the first game.

Scoring

Rules
The following modifiers to the Standard Scoring as described in the core rulebook are:

•	each destroyed Sector in a Cluster drops by one 
scoring level.

(i.e. Large down to Medium, to a minimum of small - see pg 74)

•	All Sectors in all scenarios have a Value of 1.

•	Ships of 3 Hull Points or less do not contribute 
their Tonnage when scoring for Critical Locations.

Raze Scoring
Some missions will be designated as a Raze capable mission. Prior to the start of 
the game you must choose which scoring method (Standard or Raze) you are using 
and inform your opponent. In Raze scoring each Sector on the centre line or in your 
opponent’s half of the table you destroy is worth 1 Victory Point on turn 4 and turn 6. 
You can not score clusters by occupying the ground but you can contest/deny your 
opponent.

Space Stations destroyed by a player using the Raze
scoring method score as followed on turns 4 and 6:

Small 2 VP
Medium 3 VP
Large 4 VP

Round Result Tournament Points
Win 8
Tie 5

Loss 2

Kill Points Bonus Tournament Points
0-299 0

300-699 2
700-1099 3

1100+ 5



Traffiic Jam(es)
This is where heroes are born and legends are formed. Lead your troops into the fiery 
crucible of war, hold the centre ground and destroy any who stand in your way!

Fleet
•	 1500 points each.

Setup
•	 4‘x4’ board.

Approach
•	 Distant.

Duration
•	 6 rounds.

Orbital Debris
•	 4 Fine.
•	 2 Dense.

Victory Conditions
•	 Space Stations are Large, score as 

Large Clusters, and Critical Locations.
•	 Destroying the blue highlighted 

Space Station on the opponent’s half 
scores 4 VP.

•	 All Space Stations are armed with 
Mass Driver and Close Action 
Armament.



Breakthrough
This is where heroes are born and legends are formed. Lead your troops into the fiery 
crucible of war, hold the centre ground and destroy any who stand in your way!

Fleet
•	 1500 points each.

Setup
•	 4‘x4’ board.

Approach
•	 Column.

Duration
•	 6 rounds.

Orbital Debris
•	 3 Fine.
•	 3 Dense.

Victory Conditions
•	 Optional Raze scoring for each player.
•	 Space Stations are Medium, and are 

armed with Close Action Armament.
•	 Clusters and Space Stations score as 

Critical Locations, but only if a player 
has at least 1 token in a Sector or 
Space Station.



Erupting Battlefront
This is where heroes are born and legends are formed. Lead your troops into the fiery 
crucible of war, hold the centre ground and destroy any who stand in your way!

Fleet
•	 1500 points each.

Setup
•	 4‘x4’ board.

Approach
•	 Battleline.

Duration
•	 6 rounds.

Orbital Debris
•	 Planetary Ring.

Victory Conditions
•	 Space Stations are Medium, score as 

Standard and Critical Locations.
•	 Centre Cluster scores as Standard and 

Critical Location.
•	 Clusters in the friendly board half 

score as Standard.
•	 Clusters in the enemy board half 

score as Critical Locations and score 2 
VP for each Sector destroyed.



What You Need To Bring
•	1500 point fl eet - at least 3 colours

•	2 copies of your fl eet list

•	This player’s pack

•	Dice, counters & tape measure

•	Your faction’s Command Cards

•	Rules - including any faqs relevant to your army

Prizes
•	Flagship
The player with the highest score at the end of the event.

•	Dreadnought
The player with the second highest score at the end of the event.

•	Grand Cruiser
The player with the third highest score at the end of the event.

•	Space Debris
The player with the lowest score at the end of the event.

•	Supernova
Best painted fleet, decided by our judges.


