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ZDPB costs 1 point per use, damages all targets in a given shellstar zone.  A 
fractional point will still destroy a shell on a survival roll of 0.  Multiple ZDPBs can 
never give a cumulative damage greater than 5 (6 for ZDPB+ or ZDPB++).
ZDPB+ puts 3 ZDPB systems into a 2 space weapon, while ZDPB++ puts 2 into a 1 
space weapon.

A ZDLS costs 1/2 a point of power.  Points from a ZDLS can be allocated between 
targets in the same shellstar at the firing ship's discretion.
ZDLS+ fits 3 ZDLS systems into a 2 space weapon. 
ZDLS++ puts 2 ZDLS systems into a 1 space weapon.
ZDCM gets to-hit numbers on this chart.  Add one to time to impact, cross 
reference RoC, roll that number or less on a d10.  Each hit does 8 ZD points, +1 
per generation of the launcher.  ZDCM can fire 12 shots per segment, no more 
than 3 shots on the same target in one segment. It has 48 shots.

Antiship beams can be 
downfired for 1 energy 
against seeking weapons. 
This drops the cooling time to 
(+1). 
Roll for the weapon, at -1 for 
every 3 full RoC the seeking 
weapon has. 
Each point of damage 
becomes D1, to a maximum 
of D12.  Results of less than 1 
point of damage have no 
effect.

FL
E
X

Orders: 1 Flex point to change fire sequence, 1 flex point 
per long order changed after fire, or per secret commo.
Beam Fire: 1 flex per target to aggregate, 1 flex per mount 
to snipe,  3 flex to overcome a -1 DRM.
Seekers: +1 flex for +1 on nuke prox, +1 flex per die to 
nudge kinetic scatter dice, max of +/-1  for any single die.
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50 kg shells have +0 
hardening for shell mass.
100 kg shells have +1 
hardening for shell mass.
200 kg shells have +2 
hardening for shell mass.
Additional hardening can be 
purchased.

Thrusting katyusha missiles  
have -5 vulnerability, and 
cannot get bus hardening.
Other missiles have -3 
vulnerability.  Bus hardening 
can reduce this.

For every 10 kinetic hits, roll 
3d10med; this is how many 
hit the Center region.  The 
remainder scatter -- if the 
majority of dice are odd, the 
attacker determines the initial 
scatter, defender the 
direction of rotation.  Even, 
the order is reversed.
If two numbers are the same, 
a weapon mount is hit, using 
the odd/even rule above. If all 
three are the same, two 
mounts are hit. 

Copyright 2003 Ad Astra Games
www.adastragames.com

DIE ROLL MV WEAPON CODE
16 2 CG[N] 1(+1)

3 CG[N] 2(+1)
4 CG[N] 4(+1)
5 CG[N] 5(+1)
6 CG[N] 6(+2)

36

24

40
7 CG[N] 7.5(+2)
8 CG[N] 9(+2)

44
48

9 CG[N] 10.5(+2)
10 CG[N] 12(+3)
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32
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DIE ROLL
RANGE > 0-�
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DIE ROLL
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RANGE > 0-�
9

10 11-�
12

13-�
15

16-�
19

20-�
26

28-�
42

RoC 50
kg

100
kg
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8.5
9.0
9.5
10.0
10.5
11.0
11.5
12.0
12.5
13.0

50
56
63
70
78
86
94

103
112
122
132

100
112
126
141
156
172
189
206
225
244
264

200
225
253
282
312
344
378
413
450
488
528

13.5
14.0

142
153

284
306

569
612

14.5
15.0

86

161
175

322
352

645
703

15.5 187 375 750
16.0 200 400 800
16.5 212 425 850
17.0 225 451 902
17.5 239 478 957
18.0 200 506 1012
18.5 267 534 1069
19.0 282 564 1128
19.5 297 594 1188
20.0 312 625 1250
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0
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7
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0
1
3
6
9

14
19
25
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39
47

0
3
7

12
19
28
38
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63
78
94

6.0
6.5

28
33

56
66

112
132

7.0
7.5

38
43

76 153
175

200
kg

RoC 0.5 -�
3.0

3.5 4.0 4.5 5.0 5.5 6.0 6.5 7.0-
7.5

8.0-
8.5

9.0-
11.5

12-
16.5

17+

7.0-
7.5

8.0-
8.5

9.0-
11.5

12-
16.5

17+

FLUX KILL %

1 5%
2 50%
3 100%

DEAD IN

2 Weeks
2 Weeks

4 100%
5 100%

12 Days
8 Days

6 100%
7 100%

4 Days
2 Days

8 100% 1 Day

D

1.5 MT
1 BAY

D

M
1
1

D 

3.5 MT
2 BAY

M

1 
1 
2

M 

7.0 MT
3 BAY

1 

2
3 
4

9 Inc
16 Dead

1 Day
Now

2 Weeks

1 (5 km)

PROXIMITY
ROLL

2 (3 km)

3 (2 km)

4 (1 Hex)

5 (1/2 km)

2
3

6
9
12

4 
7

15 
21
27 

9
15 

30
42 
54

6 (5 km)

7 (3 km)

8 (2 km)

9 (1 Hex)

10 (1/2 km)

18
27

42
63 

84
126 

11 (1 Hex)

12 (1/2 km)

OFFSET 
See Rule (F2.36)

ADJ. RoC
0 or 6 +0%
1 or 5 +50%
2 or 4 +90%

3 +100%

RoC 0.5 -�
3.0

3.5 4.0 4.5 5.0 5.5 6.0 6.5


