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Range angle lookup Table (RalT)
HoR izonTal beaR ings
Is the target visible through a hex edge or hex corner?
If the target is three times as far away in one map 
direction as the other, it’s visible through that hex edge. 
Otherwise, it’s visible through the hex corner.
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F igHTeR Move
  1) Farthest First
  2) Low Thrust First
  3) Largest First
  4) Die Roll; Low First

sequenCe oF  play

aCT ion  po inTs
3 2 1 0

neT aCC 
= Acc+Pro+(ECM-ECCM)

CRew aCT ions

Activate other equipment (simultaneous)

Boarding party combat

Damage control, shield & globe regeneration

Activate cloaking device

CoMbaT

Resolve defensive fire, Aegis fire steps
Resolve standard fire, missile & torpedo impacts
Plot & resolve all reserve fire

Plot all fire; target “D” for defensive, “R” for reserve

Allocate APs for defenses & weapons fire

Roll for ECCM, note ELINT successes

2

1 Bleed speed from pivots, add speed from thrust
Consolidate and record new vectors

Mode MoveMenT

Fighters move, torpedoes move closer to targets

Move to EoT marker, complete pivots & rolls

Record new AVID orientation

1 2 Place EoT marker for current vectors / speed

Mode ploTT ing

2 Record vector changes

1 If no pivot, add half of thrust to this turn’s speed

Plot pivot & roll on AVID, mark midpoints

Plot vertical & horizontal move, spend plotting APs 

2 Adjust EoT Marker for Displacement/Thrust1

S Q U A D R O N  S T R I K E !  R E f E R E N c E  c A R D  v 1 4 5 c O p y R I g h T  ( c )  2 0 1 3  A D  A S T R A  g A m E S
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22 22 22 22 22 22 22 23 23 23 24 24 25 25 26 26 27 27 28 29 29 30
21 21 21 21 21 21 21 22 22 22 23 23 24 24 25 25 26 27 27 28 29 29 30
20 20 20 20 20 20 20 21 21 21 22 22 23 23 24 25 25 26 26 27 28 29 29 30
19 19 19 19 19 19 19 20 20 21 21 21 22 23 23 24 24 25 26 26 27 28 29 29 30
18 18 18 18 18 18 18 19 19 20 20 21 21 22 22 23 24 24 25 26 26 27 28 29 30 30
17 17 17 17 17 17 18 18 18 19 19 20 20 21 22 22 23 24 24 25 26 27 27 28 29 30
16 16 16 16 16 16 17 17 17 18 18 19 20 20 21 21 22 23 24 24 25 26 27 28 28 29 30
15 15 15 15 15 15 16 16 17 17 18 18 19 19 20 21 21 22 23 24 25 25 26 27 28 29 30 30
14 14 14 14 14 14 15 15 16 16 17 17 18 19 19 20 21 22 22 23 24 25 26 26 27 28 29 30
13 13 13 13 13 13 14 14 15 15 16 17 17 18 19 19 20 21 22 23 23 24 25 26 27 28 29 29 30
12 12 12 12 12 13 13 13 14 15 15 16 16 17 18 19 20 20 21 22 23 24 25 25 26 27 28 29 30
11 11 11 11 11 12 12 13 13 14 14 15 16 17 17 18 19 20 21 21 22 23 24 25 26 27 28 29 30
10 10 10 10 10 11 11 12 12 13 14 14 15 16 17 18 18 19 20 21 22 23 24 25 26 26 27 28 29 30
9 9 9 9 9 10 10 11 12 12 13 14 15 15 16 17 18 19 20 21 21 22 23 24 25 26 27 28 29 30
8 8 8 8 8 9 10 10 11 12 12 13 14 15 16 17 17 18 19 20 21 22 23 24 25 26 27 28 29 30
7 7 7 7 8 8 9 9 10 11 12 13 13 14 15 16 17 18 19 20 21 22 23 24 25 25 26 27 28 29 30
6 6 6 6 7 7 8 9 10 10 11 12 13 14 15 16 17 18 18 19 20 21 22 23 24 25 26 27 28 29 30
5 5 5 5 6 7 7 8 9 10 11 12 13 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
4 4 4 5 5 6 7 8 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
3 3 3 4 5 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
2 2 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30
1 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

Range angle lookup Table (RalT)
HoR izonTal beaR ings
Is the target visible through a hex edge or hex corner?
If the target is three times as far away in one map 
direction as the other, it’s visible through that hex edge. 
Otherwise, it’s visible through the hex corner.
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F igHTeR Move
  1) Farthest First
  2) Low Thrust First
  3) Largest First
  4) Die Roll; Low First

sequenCe oF  play

aCT ion  po inTs
3 2 1 0

neT aCC 
= Acc+Pro+(ECM-ECCM)

CRew aCT ions

Activate other equipment (simultaneous)

Boarding party combat

Damage control, shield & globe regeneration

Activate cloaking device

CoMbaT

Resolve defensive fire, Aegis fire steps
Resolve standard fire, missile & torpedo impacts
Plot & resolve all reserve fire

Plot all fire; target “D” for defensive, “R” for reserve

Allocate APs for defenses & weapons fire

Roll for ECCM, note ELINT successes

2

1 Bleed speed from pivots, add speed from thrust
Consolidate and record new vectors

Mode MoveMenT

Fighters move, torpedoes move closer to targets

Move to EoT marker, complete pivots & rolls

Record new AVID orientation

1 2 Place EoT marker for current vectors / speed

Mode ploTT ing

2 Record vector changes

1 If no pivot, add half of thrust to this turn’s speed

Plot pivot & roll on AVID, mark midpoints

Plot vertical & horizontal move, spend plotting APs 

2 Adjust EoT Marker for Displacement/Thrust1



S Q U A D R O N  S T R I K E !  R E f E R E N c E  c A R D  v 1 4 5 c O p y R I g h T  ( c )  2 0 1 3  A D  A S T R A  g A m E S

laRge salvo aRMoR Fa iluRe
Act. # Armor Failure Sequence
1+ W W W W W W W W W W
2+ W W W W F W W W W F
3+ W W F W W F W W F W
4+ W F W F W F W F W F
5+ W F F W F F W F F W

i nHeR iTed  veloC iTy
Windows 0 1 2 3 4 5 6
Speed 100% 90% 50% 0% -50% -90% -100%
If inherited velocity plus a turn of thrust is negative, no launch

laRge salvo aCCuRaCy MaTR ix

 Acc 2 3 4 5 6 7 8 9 10

Vo
lle

y o
f 5

1 4 3 2 1 0 0 0 0 0
2-3 3 3 2 2 2 1 0 0 0
4-5 5 3 3 3 2 2 1 0 0
6-7 5 5 4 3 3 2 2 2 0
8-9 5 5 5 4 3 3 3 2 2
10 5 5 5 5 5 4 3 2 1

Vo
lle

y o
f 1

0 1-2 8 6 5 4 3 2 1 0 0
3-4 8 7 6 4 3 2 2 1 0
5-6 9 8 7 6 5 4 3 2 1
7-8 10 9 8 8 7 6 4 3 2

9-10 10 10 9 8 7 6 5 4 2

Vo
lle

y o
f 2

0 1-2 16 14 11 9 7 5 3 2 0
3-4 17 14 12 10 8 6 4 2 1
5-6 18 16 14 12 10 8 6 4 2
7-8 19 18 16 14 12 10 8 6 3

9-10 20 18 17 15 13 11 9 6 4

laRge salvo peneTRaTion disTRibuTion

Pen -> 0 1 2 3 4 5 6 7 8 9

hi
ts

5 ½ 1 1 1 1 ½ 0 0 0 0
10 1 2 2 1 1 1 1 1 0 0
20 2 4 3 3 2 2 2 1 1 0

evas ion  Table
Die Roll r0 Base r0 Pen r1 Base r1 Pen
< Evasion 100% 100% 50% 0%
= Evasion 50% 0% 25% 0%
> Evasion 0% 0% 0% 0%

 1/16 1/8 1/4 1/2
Capital 1 DD or 4 boats 2 DD or 8 boats 1 CA or 4 DD 2 CA , 8 DD
Cruiser 1 boat 2 boats 1 DD or 4 boats 2 DD or 8 boats
Destroyer N/A N/A 1 boat 2 boats

veCToR Consol idaT ion

120  degRee

6 42 8 42 8 20

1) Copy the smaller vector 1 hex side closer to larger vector, 
add it to any existing vector in that direction. 

2) Subtract the smaller vector from both original vectors.   

1 80  degRee
10

6

4

0

3) Subtract the smaller vector from the larger vector.

pRglobe inTeRCepT
Radius 1 1.5 2

2+ 7+ 9+
3+ 7+ 9+
4+ 8+ 9+
5+ 8+ 9+
6+ 9+ 10+
7+ 9+ 10+
8+ 10+ 10+
9+ 10+ 10+

d iss ipaT ion  RaTe
SI 1-5 1 2 5
SI 6-13 1 3 8
SI 14-22 1 4 10
SI 23+ 2 5 12

Mass RaT io  Table
Ratio Move %
1 1/16 or less 100%
1 1/8 - 1 5/16 80%
1 3/8 - 1 13/16 60%
1 7/8 - 2 13/16 40%
2 7/8 - 5 5/8 20%
5 11/16 - 9 10%
9 1/16 or greater 0%

TRaCToR Table
Typ/# 1 2 3
I 1+ (1)
II 1+ (2) 4+ (1)
III 1+ (3) 3+ (2) 5+ (1)

boaRd ing  CoMbaT
1) Attacker rolls for zone, picks box
2) If defender is in zone, roll Crew Rate to kill boarders
3) If attacker lives, they roll Crew Rate to destroy their 

choice of a box or defending troops in the zone
4) Failing Crew Rate by 3+ kills squad
5) Attacker adds +1 to Crew Rate at the start of each 

subsequent turn onboard enemy vessel
6) Attacking troops can shift by one zone per turn, 

defending troops can shift by two zones per turn

M o d e  2 
o n l y

sequenCe oF  play

CRew aCT ions

Activate other equipment (simultaneous)

Boarding party combat

Damage control, shield & globe regeneration

Activate cloaking device

CoMbaT

Resolve defensive fire, Aegis fire steps
Resolve standard fire, missile & torpedo impacts
Plot & resolve all reserve fire

Plot all fire; target “D” for defensive, “R” for reserve

Allocate APs for defenses & weapons fire

Roll for ECCM, note ELINT successes

2

1Bleed speed from pivots, add speed from thrust
Consolidate and record new vectors

ModeMoveMenT

Fighters move, torpedoes move closer to targets

Move to EoT marker, complete pivots & rolls

Record new AVID orientation

1 2Place EoT marker for current vectors / speed

ModeploTT ing

2Record vector changes

1If no pivot, add half of thrust to this turn’s speed

Plot pivot & roll on AVID, mark midpoints

Plot vertical & horizontal move, spend plotting APs 

2Adjust EoT Marker for Displacement/Thrust 1

S Q U A D R O N  S T R I K E !  R E f E R E N c E  c A R D  v 1 4 5 c O p y R I g h T  ( c )  2 0 1 3  A D  A S T R A  g A m E S

laRge salvo aRMoR Fa iluRe
Act. # Armor Failure Sequence
1+ W W W W W W W W W W
2+ W W W W F W W W W F
3+ W W F W W F W W F W
4+ W F W F W F W F W F
5+ W F F W F F W F F W

i nHeR iTed  veloC iTy
Windows 0 1 2 3 4 5 6
Speed 100% 90% 50% 0% -50% -90% -100%
If inherited velocity plus a turn of thrust is negative, no launch

laRge salvo aCCuRaCy MaTR ix

 Acc 2 3 4 5 6 7 8 9 10

Vo
lle

y o
f 5

1 4 3 2 1 0 0 0 0 0
2-3 3 3 2 2 2 1 0 0 0
4-5 5 3 3 3 2 2 1 0 0
6-7 5 5 4 3 3 2 2 2 0
8-9 5 5 5 4 3 3 3 2 2
10 5 5 5 5 5 4 3 2 1

Vo
lle

y o
f 1

0 1-2 8 6 5 4 3 2 1 0 0
3-4 8 7 6 4 3 2 2 1 0
5-6 9 8 7 6 5 4 3 2 1
7-8 10 9 8 8 7 6 4 3 2

9-10 10 10 9 8 7 6 5 4 2

Vo
lle

y o
f 2

0 1-2 16 14 11 9 7 5 3 2 0
3-4 17 14 12 10 8 6 4 2 1
5-6 18 16 14 12 10 8 6 4 2
7-8 19 18 16 14 12 10 8 6 3

9-10 20 18 17 15 13 11 9 6 4

laRge salvo peneTRaTion disTRibuTion

Pen -> 0 1 2 3 4 5 6 7 8 9

hi
ts

5 ½ 1 1 1 1 ½ 0 0 0 0
10 1 2 2 1 1 1 1 1 0 0
20 2 4 3 3 2 2 2 1 1 0

evas ion  Table
Die Roll r0 Base r0 Pen r1 Base r1 Pen
< Evasion 100% 100% 50% 0%
= Evasion 50% 0% 25% 0%
> Evasion 0% 0% 0% 0%

 1/16 1/8 1/4 1/2
Capital 1 DD or 4 boats 2 DD or 8 boats 1 CA or 4 DD 2 CA , 8 DD
Cruiser 1 boat 2 boats 1 DD or 4 boats 2 DD or 8 boats
Destroyer N/A N/A 1 boat 2 boats

veCToR Consol idaT ion

120  degRee

6 42 8 42 8 20

1) Copy the smaller vector 1 hex side closer to larger vector, 
add it to any existing vector in that direction. 

2) Subtract the smaller vector from both original vectors.   

1 80  degRee
10

6

4
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3) Subtract the smaller vector from the larger vector.

pRglobe inTeRCepT
Radius 1 1.5 2

2+ 7+ 9+
3+ 7+ 9+
4+ 8+ 9+
5+ 8+ 9+
6+ 9+ 10+
7+ 9+ 10+
8+ 10+ 10+
9+ 10+ 10+

d iss ipaT ion  RaTe
SI 1-5 1 2 5
SI 6-13 1 3 8
SI 14-22 1 4 10
SI 23+ 2 5 12

Mass RaT io  Table
Ratio Move %
1 1/16 or less 100%
1 1/8 - 1 5/16 80%
1 3/8 - 1 13/16 60%
1 7/8 - 2 13/16 40%
2 7/8 - 5 5/8 20%
5 11/16 - 9 10%
9 1/16 or greater 0%

TRaCToR Table
Typ/# 1 2 3
I 1+ (1)
II 1+ (2) 4+ (1)
III 1+ (3) 3+ (2) 5+ (1)

boaRd ing  CoMbaT
1) Attacker rolls for zone, picks box
2) If defender is in zone, roll Crew Rate to kill boarders
3) If attacker lives, they roll Crew Rate to destroy their 

choice of a box or defending troops in the zone
4) Failing Crew Rate by 3+ kills squad
5) Attacker adds +1 to Crew Rate at the start of each 

subsequent turn onboard enemy vessel
6) Attacking troops can shift by one zone per turn, 

defending troops can shift by two zones per turn

M o d e  2 
o n l y

sequenCe oF  play

CRew aCT ions

Activate other equipment (simultaneous)

Boarding party combat

Damage control, shield & globe regeneration

Activate cloaking device

CoMbaT

Resolve defensive fire, Aegis fire steps
Resolve standard fire, missile & torpedo impacts
Plot & resolve all reserve fire

Plot all fire; target “D” for defensive, “R” for reserve

Allocate APs for defenses & weapons fire

Roll for ECCM, note ELINT successes

2

1Bleed speed from pivots, add speed from thrust
Consolidate and record new vectors

ModeMoveMenT

Fighters move, torpedoes move closer to targets

Move to EoT marker, complete pivots & rolls

Record new AVID orientation

1 2Place EoT marker for current vectors / speed

ModeploTT ing

2Record vector changes

1If no pivot, add half of thrust to this turn’s speed

Plot pivot & roll on AVID, mark midpoints

Plot vertical & horizontal move, spend plotting APs 

2Adjust EoT Marker for Displacement/Thrust 1


