The Movement Phase

1. Remove any Special Order markers, except Brace For Impact markers placed during the previous turn.

a. Brace For Impact markers placed during one of your turns do not go away until the end of your NEXT full turn.

2. One at a time, declare whether a ship/squadron is going on Special Orders; if so, take a Command Check. Then, move the ship.
a. Command Check: Roll 2D6 equal to or less than the ship’s leadership value.  +1 to leadership stat if any enemy ships are on special orders, and -1 if the ship testing has Blast Markers in base contact.  Max modified leadership is 10.  Leadership 1 ships may not make tests.  Failed tests may use available re-rolls.  You may not use multiple re-rolls for the same test failed twice.  
i. Success: Ship/squadron is on Special Order you chose.  Move the ship/squadron after applying the Special Order.  Once it has moved, another ship/squadron may test for special orders, if desired.  
ii. Fail: Ship is not on the special order and no other ships may test for special orders that turn. Move the ship per normal rules.  
b. Note that any bonuses or minuses in a squadron stack for the whole squadron.  For example, if a Blast Marker is in base contact with one member of the squadron, then the entire squadron is at -1 Leadership for this test.
c. Checks for Capital Ship Squadrons: Capital Ship Squadrons use the highest leadership in the squadron, roll together, and all go on the same special order at the same time.  Individual modifiers apply per ship, but the highest in the squadron after modifiers is used.  Collective modifiers such as Blast Markers affect the whole squadron, even if only one ship is affected.
d. If a test is failed, ships that automatically pass a Command Check may not do so that turn. (i.e. Orks on All Ahead Full)
e. Ships may only be on one special order at a time, unless allowed by a special rule.
f. Ships with any kind of embarked commander replace their leadership with the Commander’s, even if it is lower!

3. Moving: Ships always move in a line straight ahead.  Ships must move at least ½ their movement distance, unless on Burn Retros.
a. If a ship moves less than 5cm it counts as Defences on the Gunnery Table.
b. Ships always move one at a time, even if in squadrons.  Ships never move simultaneously.
c. Turning: Ships may turn once during their movement, according to their turn stat: (45º or 90º)

i. Battleships must move at least 15 cm before turning.
ii. Cruisers must move at least 10 cm before turning.  This includes any type of cruiser, such as light or heavy cruisers.
iii. Escorts may turn at any time during their movement.

d. Overlapping: Ships may overlap bases.  Use blank flying bases to represent overlapping ships.
e. Disengaging: Ships moving off the table edge for any reason have disengaged.  Ships may voluntarily disengage after completing their movement; make a leadership test with the following modifiers to their leadership stat, max 10: +1 for each Blast Marker within 5cm, +3 for celestial phenomena within 15cm, and –1 for each enemy ship or enemy ordnance within 15cm.  Remove successful ships.  Ships disengaging from a capital ship squadron use their own leadership as if not part of the squadron.
4. Squadrons: Ships may be squadroned with others of the same ship type, but not necessarily the same class.  (i.e. Cruisers and Light Cruisers may squadron, but not Cruisers and Battleships).  Max size 6 ships per squadron unless specified otherwise in your fleet list.

a. Ships that are part of a squadron must stay within 15cm of each other, or endeavor to get back into 15cm coherency.  Ships that are out of this coherency are not considered part of the squadron and do not benefit from that squadron’s special orders.

5. Terrain effects on Movement
a. Blast Markers and Gas and Dust Clouds: Ships in contact with Blast Markers or moving through Blast Markers reduce their speed by 5cm.  Ships in contact with Blast Markers count as having blast markers all around their base for purposes of shooting, leadership, etc.  Ships in base contact with a ship touching Blast Markers, but not touching the markers themselves do not count as being in contact with blast markers.  Gas and Dust clouds count as a single Blast Marker.
i. Ships with the Shields Collapsed critical effect or with no shields take a hit on a D6 roll of 6 when moving through a Blast Marker or Gas and Dust Clouds.  Only roll once for each movement, no matter how many markers/clouds are contacted.
b. Asteroid Fields cause D6 damage that can be blocked by shields, unless the ship/squadron passes a leadership test.  If the ship/squadron is on All Ahead Full, they take this test on 3D6.  Escort squadrons re-roll failed tests for free.  Shields dropped by the Asteroid Field do not place blast markers, however the ship moves at -5cm as if moving through blast markers.  Escort squadrons distribute this damage to the first ships that enter the field.
i. Ships may not shoot into, out of, or through an Asteroid Field.  However, a ship may fire Lances and Batteries at another ship in the same field that is 10cm or less away if the firing ship is not crippled or using Brace For Impact.  Torpedoes and Nova Cannons may not fire.  Attack Craft may launch but the entire wave is removed on a D6 roll of 6.

ii. Ships may shoot at Asteroid Fields.  For each hit, place a blast marker in contact with the field between the ship and the field.

c. Minefields count as Asteroid Fields.  They must be placed within 15cm of other terrain.  Enemy ships must test for movement through the field on 3D6. In the owning player’s ordnance phase, roll a D6 for each enemy ship with 30cm of the field, with the following modifiers: +1 for ships on All Ahead Full, -1 for ships on Burn Retros, -1 if the enemy ship is an escort, and -1 for each Blast Marker in the field.  On a 5+, place a mine touching the minefield as close to the enemy ship as possible.  Enemy ships in the minefield are targeted first, if multiple ships are in the field, the owning player decides which are targeted.  

i. Enemies may fire at the minefield as if it were an ordnance marker.  For each successful hit, place a blast marker in the minefield.  Each Minefield loses D6 blast markers each End Phase, beyond the normal Blast Markers that are removed.

d. Warp Rifts block line of sight.  Ships that enter a Warp Rift take a leadership test on 3D6.  Pass: place the ship up to 2D6x10cm away, facing any direction.  Fail: the ship is removed and on a D6 roll of 1, is lost in the warp and destroyed.  

e. Planets block line of sight.  In a planet’s gravity well, ships do not have a minimum movement value.  Ships moving within a planet’s gravity well may make a free 45º turn toward the planet at the beginning and end of their movement.  They may do this even when on Lock On, All Ahead Full, or Come To A New Heading orders, or if the ship cannot turn for any other reason.

6. Standby: Ships on Standby may not move, shoot, or launch ordnance; however, they may Brace for Impact and repair critical damage normally.  Shields and turrets function normally.  Ships must follow the rules in the scenario to come out of standby.

7. Hulks: Hulked ships move 4D6 in their owner’s movement phase, in any order their owner chooses.  Roll for Blazing Hulks at the end of the movement phase.  When moving a hulk through a gravity well, it MUST take the free turns the well provides.
The Shooting Phase

1. Choose a ship or squadron to fire with.  Check range to targets and line of sight.  Note that you may always pre-measure.
a. Range is measured center stalk to center stalk.

b. Ships must always fire at the closest target, unless it passes a Leadership test.  If passed, ship may also split fire.

i. Ships may NEVER split fire at the same target for any reason.

c. Ships may always fire at enemy Ordnance instead with Lances or Batteries.  No test is required.  Ordnance does not count as the closest target and may be ignored; however, you must pass a leadership test to fire at an ordnance marker that is not the closest enemy marker.  These shots require a 6 to hit, but remove the entire wave.

d. Celestial Phenomena block line of sight, except Gas and Dust Clouds.  Planets block line of sight drawn through the planet, but ships with their stem ON the planetary template are not blocked. 
2. Check fire arc using Bearing Compass.

a. Weapons may only fire on targets in their arc.  Dorsal Weapons: front or sides.  All Around: every arc.

b. Firing at Squadrons with multiple relative movement categories (i.e. some ships are closing, some are abeam) allows the attacker to choose the category, but they may not hit targets that are harder to hit that that category.  

c. Unengaged weapons may fire at another target with the above targeting restrictions.

3. Fire weapons.  Note that when a weapon’s value is halved for any reason, round fractions up.  Escorts total weapon strength before halving, Capital squadrons calculate individually.  If firepower is halved twice, half it, round up, and half it again and round up.
a. Lances: Roll 1D6 per lance strength, hit on 4+.  May split fire with a successful leadership test.
b. Batteries: Total Battery strength at target, check enemy movement category, and consult Gunnery table to find one number.  Roll that many D6.  Rolls equal to or greater than the target’s Armour value cause a hit.

i. Shifts: Target within 15cm: Left Shift.  Target greater than 30cm: Right Shift.  Intervening Blast Markers: Right Shift.

1. If in the Flare Region, Mercurial Region, or Inner Biosphere, double any shifts for short or long range.

ii. Against Squadrons with mixed armour values, roll against the lowest armour value.  Then, assign hits, one at a time, from lowest to highest dice roll to the closest ship that can be hurt by that roll.  
iii. When ships in a Squadron shoot with different relative movement categories, resolve them separately.

iv. If a squadron has more strength than 20, look up 20 and the remaining firepower, and add them.
v. If a ship has multiple weapons that use the gunnery table, they fire simultaneously and do not suffer column shifts.
vi. For Batteries that always treat enemies as Closing, use the Defences column for Defences and ships moving < 5cm.

c. Nova Cannon: Place Template completely between 30cm and 150cm in forward arc.  Scatter: 30cm- 45cm: 1D6, 45cm-60cm: 2D6, 60cm-150cm: 3D6.  If template touches a base, ship takes 1 hit.  If the hole touches a base, ship takes D6 hits.  If no ship is touched, place a Blast Marker at the center of the template.  Template is 5cm in diameter with 1.2 cm diameter center hole.  If a ship is on All Ahead Full, Burn Retros, or Come to a New Heading, it may not fire a Nova Cannon.
d. Ordnance: Torpedoes and Attack Craft.  Place in base contact with firing ship.  Does not move until the Ordnance Phase.
i. Once a ship has fired a type of ordnance, it may not fire it again without the Reload Ordnance order.  If a ship has multiple types of ordnance such as attack craft and torpedoes, and fires one but not the other, the other type may still fire.

ii. Torpedoes are placed together as one three torpedo wide salvo, with one or more D6 showing the wave’s strength.  The wave is placed in the appropriate fire arc facing away from the base of the ship that fired it. 
1. Craft with strength 6 or fewer torpedoes may not split waves.  Craft with strength 7 or more torpedoes may split into two or more waves, but each wave must have a minimum of 3 torpedoes and must go in different directions.
iii. Attack Craft are placed in a wave.  May place multiple types of craft as one wave.  Attack Craft must be on 20mm square markers.  These markers must be placed in base contact with the ship with the wave having as small a radius as possible.  (i.e. a strength 8 wave may not be 1 marker long by 8 markers wide, they must have 2 rows of 3 and a row of 2.)
iv. Squadrons in base contact may combine torpedoes or attack craft waves.  Measure movement from the farthest back ship.
4. Shields absorb hits.  Place a blast marker in base contact for each hit absorbed this way.  Each Blast marker reduces the shields of a ship by one.  Excess hits are recorded as damage.  Allocate damage to closest ship in squadron until destroyed.
5. Record Damage.  Once a ship has lost ½ of its starting damage it is Crippled.  Crippled ships halve firepower, turret strength, and shields, and reduce movement by 5cm.  This stacks with other effects that halve firepower.

a. Roll a D6 for each point of damage caused.  On a 6, roll 2D6 on the Critical Effects table and apply the result.
i. Critical effects are cumulative.  If a location takes more than one, then all must be repaired to fix it.

ii. Critical effects that cannot be repaired that are received again go to the next highest result.

iii. Against squadrons of Capital Ships, apply each damage one at a time and then roll for critical hits for each damage point separately, and apply each critical effect one at a time before marking the next damage point.
iv. Escorts and Critical Hits: Escorts ignore results of 2 or 3 on any critical table, but are otherwise destroyed by any other critical result, making any hit-and-run attack destroy the escort on a 4+.  Critical results on 2D6 still must roll a total of 4 or more to destroy the escort.  Automatic critical hits, such as Fire results from a Fire Ship destroy escorts.  Hit and Run attacks with bonuses or minuses apply it to this roll.
b. If a Capital Ship is reduced to 0 damage points, roll 2D6 on the Catastrophic Damage table.  If an Escort is reduced to 0 damage points, remove the escort and place a Blast Marker where the center of its base was.
i. Ships reduced to a Hulk no longer have turrets, shields, holofields, or other similar mechanisms.

ii. If a Hulk takes additional damage, roll on the Catastrophic Damage chart once for each time a shooting attack inflicts damage, not once per damage.

iii. Exploding ships are area effects and ignore Holofields and Shadowfields.

iv. When placing blast markers for an exploded ship, remove the ship and place one blast marker where the center of its base was, and then place blast markers around that marker without overlapping.

v. Warp Drive Implosions ignore ALL celestial phenomena for purposes of distance, even those that block line of sight.
The Ordnance Phase

1. The current player moves all of their ordnance and makes appropriate attacks.  The opposing player then does so.

2. Firing Turrets: When attacking with Ordnance against a ship with Turrets, the ship may choose to target Torpedoes or Attack Craft, but not both in the same phase.  Roll a D6 for each turret against each wave: 4+ causes one Torpedo or Craft to be removed.  Friendly ships in base contact may add +1D6 for each friendly ship in base to a maximum of +3D6, but only count the turret value of the ship being attacked to determine the number of attacks for bombers.  Crippled ships may not add +1 to friendly ships but may receive additional turret dice from friendly non-crippled ships in the same squadron.  For turrets, Orbital Mines count as Torpedoes.
3. Types of Ordnance
a. Torpedoes: Torpedoes are moved their full movement in a straight line.  Torpedoes are removed if they contact asteroids, warp rifts, or the edge of planets/moons. Torpedoes fired while a ship is ON a planetary template move across the template as normal, and are removed if they touch the edge.  Move the wave its entire distance, and then interact with each target in turn, decreasing the wave strength.  Remove the wave if strength is reduced to 0.  When moving the wave, the center may not shift from the line of fire.  Torpedoes fired may not interact with a ship outside of the firing ship’s fire arc on the turn they are fired.
i. When a squadron combines to fire a Torpedo salvo, the first movement is measured from the ship which is farthest back.
ii. Torpedo waves are removed if they hit other Torpedo waves, if they are hit once by weapons fire, or on a roll of 6 if they move through Blast Markers.  A fighter removes an entire torpedo wave and is removed.  Other craft do nothing.
iii. When torpedoes contact a ship, roll D6 for each vs. Armour value to hit.  Shields are ignored.  Hits cause 1 damage and reduce the strength of the wave by 1, failures do not.  Torpedoes that can re-roll to hit must do so.  Waves never hit a ship more than once per FULL GAME TURN (two player turns), even if in base contact during multiple parts of that turn.  
b. Boarding Torpedoes: Work like Torpedoes, but may turn 45º about their center before each move, except on the turn they are launched.  Each successful hit on the enemy armour value causes one hit-and-run attack instead of damage.  Boarding torpedoes ignore friendly craft, and may ignore Hulks.  They do not remove and are not removed by friendly ordnance, except torpedoes.
c. Attack Craft: Attack craft can move freely their entire movement distance.  No more attack craft can be launched once the number of attack craft is equal to or greater than the number of friendly launch bays.  If a ship or defence has the special rule that it never runs out of ordnance, double each of its launch bays for purposes of determining how many attack craft can be on the board.  All attack craft launched by a ship may start as a wave.  Waves may split but not recombine.  Waves count as one target for shooting or turrets.  Attack craft are removed on the roll of a 6 in an asteroid field or if they move through any Blast Markers or Gas and Dust Clouds.  You may not turn a wave in such a way that a marker moves more than its movement distance.  Attack craft may not fly through enemy ships to attack others, but may attack smaller enemy ships whose bases are overlapping larger ones as long as they have enough movement to reach the small base.  Waves that destroy enemy ships are removed, even if individual markers have not attacked yet.  Attack craft may “hide” inside the base of a ship.  Attack craft may interact with other ordnance “hiding” inside the base of an enemy ship, in which case the enemy ship does not get to fire its turrets.
i. Resilient Craft:  Attack craft that have a 4+ save against damage may only use it once per ordnance phase, and if attacked again are removed.  Resilient craft that are not removed, but are still in contact with enemy craft may choose to interact with that craft, or move off.  Resilient craft that make their save while moving may no longer move, but may split from their wave to allow it to continue moving.  This save applies to being removed by ordnance, not Turrets or direct fire weapons.
ii. Fighters remove ordnance markers they come into contact with and are removed.  No effect against ships.  Fighters in a wave are always removed first by turrets or other ordnance.  Fighters must always interact with enemy ordnance even if the Fighters count as other attack craft, such as Ork Fighta Bommerz.
1. CAP: Waves of Fighters in base contact with a friendly ship during the movement phase may stay in base contact with a ship and fly a CAP.  Fighters on CAP move with their ship in the Movement phase and cannot move in their own ordnance phase.  Furthermore, if the ship moved more than the Fighter’s normal movement, then the wave may not move in the following enemy ordnance phase.  Each Fighter marker on CAP count as one wave and multiple waves may not combine, however a ship may have multiple waves on CAP.  CAPs count as being all around their ship’s base.  If the ship is in base contact with Blast Markers, the CAP is removed on a 6 when the ship moves.  Non-fighter craft may not function as a CAP, but multiple function ordnance that count as Fighters may, such as Thunderhawks.  These ships interact with enemy vessels in base contact.  Resilient craft on CAP that touch the base of another ship with a CAP may make their save, and then interact with the enemy ship as normal.
iii. Bombers remove fighters and are removed, but do not affect other ordnance.  Bombers that survive ship turrets make         D6 - (# of turrets) attacks (minimum 0) against the weakest armor value.  Remove Bombers after this attack.  Add +1 attack for each Fighter in the wave at the beginning of the attack, even if it was shot down.  These extra attacks from fighters may not exceed the number of surviving bombers attacking the enemy ship, and cannot exceed the turret value of the enemy ship.
iv. Torpedo Bombers count as Bombers and always have a speed of 20cm, even if the fleet’s bombers have a greater or lesser movement value.  Except on the turn they were launched, Torpedo Bombers may be replaced at the beginning of any ordnance phase by a strength 2 torpedo wave.  Multiple Torpedo Bombers in the same wave may combine their salvoes.  Torpedo Bombers never count as Fighters, even in fleets that have Bombers that act as Fighters.  Ships that can launch Torpedo Bombers do not lose the ability to launch normal bombers.
v. Assault Boats remove fighters and are removed, but do not affect other ordnance.  Assault Boats make a hit-and-run attack against ships for each that survive turret attacks.
vi. Orbital Mines:  Orbital Mines move 10cm towards the nearest enemy ship in each ordnance phase.  If they contact an enemy ship, the enemy ship may roll turrets.  If any turrets hit, the mine attacks the ship with 4 dice against Armour.  If no turrets hit, the mine attacks with 8 dice.  Fighters remove mines, but no other ordnance has any effect.  Mines are always active until destroyed.  Mines purchased separately count for victory points if destroyed. 
4. Hit-and-run Attacks:  Caused by Boarding Torpedoes, Assault Boats, and Teleport attacks.  Roll 1D6 on Critical effects table.     1=no result.  Brace For Impact negates the attack on a 4+.  Ships that cannot be boarded may be affected by hit-and-run attacks.
The End Phase

1. Boarding Actions: Ships in base contact with the enemy may initiate Boarding Actions during their own turn.

a. Ships that wish to board may NOT fire weapons or ordnance on the turn they board.  They must declare the Boarding Action during the movement phase.
b. Each player rolls one D6 and adds the modifiers in the Boarding Modifiers Chart.
i. Compare attackers’ remaining damage points to the defender’s remaining damage plus turrets.  This is the Boarding Value.  When doubling or halving Boarding Value, double or halve the remaining hits, and then add turrets.  Compare the boarding values of the two ships and apply ONLY ONE of the modifiers for Boarding Value.   

ii. Note that “racial” bonuses do NOT stack, so a Chaos vessel that receives +2 for having a Chaos Space Marine upgrade does not get an additional +1 for being Chaos; the new modifier replaces the old.

c. After modification, compare the two scores.  The losing ship suffers damage equal to the amount it lost by.  This damage cannot be saved by Brace for Impact.  If reduced to 0 damage, do not roll Catastrophic Damage; the ship becomes a drifting hulk automatically.  Each ship also has the chance to inflict a critical effect on the other.  See the Boarding Action chart.  Roll D6 according to outcome of boarding action to inflict a critical effect.  If the Boarding Action was a tie, neither ship may move, shoot, or launch ordnance and the Boarding Action is fought again each end phase until one ship is reduced to 0 damage.
d. Multiple ships may attempt to board an enemy.  Add all ships’ damage together to determine Boarding Value modifier, but the enemy rolls for every attacking ship to cause critical hits.  Escorts may attempt this as well. You may also choose each ship to board separately, in which case rolls are made and modifiers calculated separately.
2. Teleport Attacks can be made by non-crippled ships that are within 10cm of an enemy with shields down or with no shields.
a. Teleport attacks are hit-and-run attacks.  See The Ordnance Phase.

b. Ships on Lock On or Reload Ordnance special orders may make Teleport Attacks, but not if on other special orders.

c. Teleport attacks cannot be made if a ship or defense has 1 damage left, or if the target has more damage left.

3. Critical Repairs: Roll 1D6 for each remaining damage point on a ship.  On a 6, repair one critical damage result, or put out one fire.  Roll half as many dice for this repair roll if the ship has any Blast Markers in base contact.  

4. Remove Markers: Current player removes D6 Blast Markers that are not in contact with ships, and their Brace For Impact special orders.  Do not remove Brace For Impact special orders if they were taken this turn; wait until the end of your next turn.
Special Orders
1. All Ahead Full: Ship must move full speed + 4D6cm straight ahead.  Ship may not turn.  Lances and Batteries are at ½ effect.  Squadrons with mixed numbers of All Ahead Full dice roll the highest number, and use the highest rolls for the ships with fewer dice.  If a ship uses Brace For Impact while on All Ahead Full, continue to move the ship the additional distance granted by All Ahead Full.
a. Ramming: A ship on All Ahead Full may ram another ship.  Once on All Ahead Full, compare the size of the ramming ship to the target.  From biggest to smallest: Defence > Battleship > Cruiser > Escort. For this Leadership test, a ship must roll 2D6 to hit a ship the same size, 3D6 to hit anything smaller, and 1D6 to hit anything larger. If this Leadership test is successful, move normally.  If the movement of the ramming ship brings it into base contact with the target ship at any time during the ram, the ram is successful.  Roll 1D6 for each of the ramming ship’s starting damage against the target’s armor value.  The target rolls 1D6 for each starting damage if hit in the front or if the target is defenses.  If hit in the side or rear, roll ½ starting damage against attacker front armor.  Rams ignore shields.  Ships may only ram one target per turn.  Because a leadership test is required to ram, ships may ram any available ship, not just the closest.  If a ram results in a ship exploding, the explosion will always hit the other ship.
2. Burn Retros: Ship may move 0cm or up to ½ speed.  Ship may turn once, no movement needed.  Lances and Batteries are at ½ effect.

3. Come To A New Heading: Ship may make an extra turn.  Capital ships that must move a minimum distance before turning must move this distance after their first turn before making the second turn.  Only movement this player turn counts; movement in previous turns is ignored.  Lances and Batteries are at ½ effect.

4. Reload Ordnance: Spent Ordnance is reloaded and may fire again.  Ships no longer run out of Ordnance; ignore all contrary rules.
5. Lock On: Missed to hit rolls for Lances and Batteries may be re-rolled.  Ship may not turn.

6. Brace For Impact: Test at anytime the ship is being attacked or could potentially take damage (i.e. when moving through an asteroid field), replacing current special orders.  Brace For Impact orders taken during the enemy turn are not removed until the end phase of the player’s next turn.  Brace For Impact orders taken during the current player’s turn, such as when Ramming, are not removed until the End Phase of the next full turn that player takes.  If successful, the ship or defence gains a 4+ save against damage or Hit and Run attacks (before the attack is rolled), but not critical effects caused normally or damage caused by a critical effect or boarding action.  Lances and Batteries and Ordnance are at ½ effect.  You may test anytime a ship will suffer damage, but before any dice for damage are rolled, including dice to determine a random amount of shooting or before any turrets are rolled against enemy ordnance.  You do not have to test until after distance has been determined for an exploding ship.  When Brace For Impact is used against weapons that cause multiple damage, such as Ork Big Gunz, total the amount of damage and then use Brace saves as normal.
a. If a test for Brace For Impact is failed, the ship may not test again until the next time it could possibly suffer damage.
Low Orbit

1. Setup: 45-60cm x 90-135cm separate board.  One long edge is the planetary surface, the other the atmospheric limit.

2. Movement: Ships in the gravity well of a planet may be removed and placed on the atmospheric edge of the low orbit table.  Ships in low orbit do not have to move, capital ships do not have to move a minimum distance to turn.  Ships within 45cm of the planet surface are moved towards it without turning, based on planet size – Small: 5cm, Medium: 8cm, Large: 10cm.  Transports and escorts moving off the planet surface edge land and cannot take off again, while Capital ships are destroyed.  Ships that move off any other edge are placed in base contact with the planet on the main table.  Ships may not enter and leave low orbit in the same turn.

3. Shooting: For Batteries, the atmosphere causes 1 right shift.  Roll a D6 each time you wish to fire Lances and Nova Cannons, which can successfully fire on a 4+.  These restrictions do not apply to ground based defences.
4. Ordnance: Torpedoes may not fire unless a special rule says that they may.  These restrictions do not apply to ground based defences.  Attack Craft or Torpedoes on the Low Orbit board may not leave the Low Orbit board 
Fleet Composition Rules
1. Any ship or defence with 3 or more shields, OR with more than 10HP MUST be modeled on a large flying base.  Models with a small base may be modeled on a large flying base, in which case they gain the Tractor Field upgrade for free.  Models with Tractor Fields trade increased area to be attacked by ordnance for increased base size with which to perform Ram attacks.

2. Unless specified differently in the rules for your fleet, planetary defences with 1HP may form squadrons of up to 6 and larger defences may form squadrons of up to 4.  Ramilles Star Forts may never be squadroned.

3. A defending player may spend up to 1/3 of their fleet points on planetary defences, in addition to any extra points they get.

4. Any planetary defence or special ship bought from the defences list does not have a leadership unless specified in the scenario or fleet list.  They may make Reload Ordnance, Brace for Impact, or make other leadership checks on a leadership of 7.  Ships that count as defences but are bought out of the normal fleet list such as Ork Roks have normal leadership values and can take all special orders.
5. Each defence with a speed of 0cm removes D6 blast markers that are in base contact at the end of each End Phase after all other actions have been carried out.  This does not apply to ships on standby.

6. During setup, any defence may not be deployed within 30cm of a Warp Rift.  All other restrictions apply.
7. Ships that count as “half a transport” are rounded DOWN for purposes of victory conditions.

8. Unless stated otherwise in a fleet list, a fleet of 750pts or more MUST include a Fleet Commander.

9. If you only have one escort in the fleet, then it is allowed to be its own squadron.  This is not allowed if the fleet specifies a minimum size for escort squadrons, such as 6-12 escorts per squadron.  If more than one escort is taken, then NO escorts may be a squadron of one, unless specified in the fleet list such as Tau Messenger escorts.

10. You may take multiple ships of any variant unless it is a named ship such as the Planet Killer or the named Ork Battleships.
Reserves
1. For every three ships of the same type in your fleet, you may take a ship of the same type from an approved Reserves list from the same “race.”  Space Marines are considered a separate “race” from Imperial Navy.  You may also take Reserves based on any special rules from your fleet list, which overrides this rule.  For these purposes, Grand Cruisers, Battlecruisers, Heavy Cruisers, Cruisers, and Light Cruisers are all the same “type.”  Normal fleet restrictions still apply.  Allies are NOT reserves.
2. Reserve vessels may take upgrades from either list, but may not take special characters from the reserve list.  Allies may NOT take upgrades from the other race’s list unless specifically allowed in that list.
Allies
1. Some fleets may take ships from another race’s fleet list using the reserves rules, per these restrictions.

a. Fleets that have access to the ships of other races in their fleet list may not take those same ships as allies.  For example, a Tau fleet could not include extra Kroot Warspheres as allies.
b. No more than one allied vessel may be taken for every three vessels chosen from the main list of the same type, see reserves above.
c. Unless specified otherwise, such as Demiurg in a Tau fleet, the same restrictions in the list apply to the allied choices.

d. The ability to take allies does not supersede rules in the fleet list, such as Eldar fleets needing to purchase an Eldar Hero to have access to both Corsair and Craftworld ships.

e. Allies are subject to the composition rules of their own fleet, such as needing to take three Dark Eldar escorts to take one cruiser.

f. Allied vessels may not squadron with main fleet vessels unless specifically allowed.

g. Allied vessels may not use re-rolls from the main fleet.

h. The following restrictions apply when choosing allied ships:

i. Necrons and Tyranids will never ally with any fleet.

ii. Imperials of any kind will never ally with Chaos of any kind, Dark Eldar, Craftworld Eldar, and Orks.  Furthermore, if the fleet contains Space Marines, it will never ally with any other fleet other than Rogue Traders, excluding any Xenos ships.

iii. Chaos of any kind will never ally with Imperials of any kind, Space Marines, Corsair or Craftworld Eldar, or Tau.

iv. Tau will never ally with Space Marines, Chaos of any kind, Orks or Dark Eldar.

v. Dark Eldar will never ally with Imperials of any kind, Space Marines, or Tau.

vi. Craftworld Eldar will never ally with Imperials of any kind, Space Marines, Chaos of any kind, or Orks.

vii. Corsair Eldar will never ally with Space Marines, Chaos of any kind, or Orks.

viii. Space Marines will ONLY ally with Imperials of any kind and Rogue Traders excluding all Xenos ships.  Crusade Fleets may not ally with any other fleet.

ix. Rogue Traders may ally with any fleet other than Tyranids and Necrons, but may not take Xenos vessels when allied with Space Marines.

x. Orks will ONLY ally with Chaos, Dark Eldar, and Rogue Traders.

xi. Demiurg and Kroot will never ally with Space Marines.  Even when in opposing fleets, Demiurg and Kroot will never fire on one another.

Attack Ratings
1. Note that these apply to all permutations of the list.  i.e. Adeptus Mechaicus are Imperials and Demiurg are Tau, etc.  If a fleet list has 

an attack rating listed in its rules, it overrides this number, such as Space Marine Crusade fleets with a Fortress Monastery.
2. To use Attack Ratings, you and your opponent roll a # of D6 equal to your Attack rating and pick the highest.  Highest roll wins.

	Attack Rating 2
	Attack Rating 3
	Attack Rating 4

	Imperial Navy / Adeptus Mechanicus
	Orks
	Corsair Eldar

	Chaos
	Craftworld Eldar
	Dark Eldar

	Tau / Demiurg
	Space Marines
	Necrons

	Rogue Traders / Pirates and Wolfpacks
	Tyranids
	


Note: You may always pre-measure movement.
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