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Starship 
Combat 

Summary

Starship combat is conducted over a series of rounds, 
with each starship taking one turn during that round. 
In space combat, the rounds are referred to as Strategic 

Rounds, and the turns are referred to as Strategic Turns. 

COMBAT SEQUENCE
All starships in the combat roll Initiative, rolling 1d10 • 
and adding their ship’s Detection Bonus. 
The starship with the highest Initiative result goes fi rst, • 
then the next highest Initiative order, and so forth. 
During a starship’s turn, the crew must make one • 
Manoeuvre Action and one Shooting Action. Any 
Explorers not participating in either action may make 
one Extended Action.
Play then passes to the next starship in the combat. Once • 
all ships have taken a Strategic Turn, the next Strategic 
Round of Space Combat begins. 

MANOEUVRING

A starship’s basic Manoeuvre Action is when it moves forward 
a number of Void Units equal to its Speed Value. It then may 
turn up to 90 degrees if the ship is a transport, raider, or 
frigate, or 45 degrees if the ship is a light cruiser or larger. 
The ship may modify this Manoeuvre Action by performing 
one of the following Manoeuvres, each of which requires a 
Pilot (Space Craft) + Manoeuvrability Test:

Adjust Bearing:•  Test to allow the ship to turn sooner.
Adjust Speed:•  Test to allow the ship to speed up or 
slow down.
Adjust Speed and Bearing: • Test to speed up or slow 
down while turning sooner.
Come to New Heading:•  Test to turn twice.
Disengage:•  Test against other starships’ Detection ability 
to fl ee from battle. 
Evasive Manoeuvres:•  Test to make the starship harder 
to hit.

SHOOTING

During a starship’s Shooting Action, one crewmember may 
direct the fi ring of all of the starship’s Weapon Components. 
To fi re the weapon, the crewmember tests Ballistic Skill.

Each Weapon Component can fi re in a direction indicated 
by its fi ring arc (see ROGUE TRADER page 219).  

Prow:•  Fore on ships smaller than light cruisers. Fore, 
port, and starboard on ships light cruiser size and larger.
Dorsal:•  Fore, port and starboard. 
Port: • Port side only.

Starboard:•  Starboard side only.
Keel:•  All directions.

 Each Weapon Component may be fi red at a target at half 
the weapon’s range or less at a +10 bonus, at a target no 
further than the weapon’s range at no bonus or penalty, or at 
a target up to twice the weapon’s range at a –10 penalty.

Macrobatteries score one additional hit for every degree 
of success on the hit roll. Lances score one additional hit for 
every three degrees of success on the hit roll. 

Reduce the number of hits a starship suffers each turn 
by the number of void shields. Then, roll damage for the 
remaining hits. Add all macrobattery hits together and 
subtract the starship’s armour from the result. The remaining 
value is how much damage the starship suffers to its hull 
integrity. The damage rolled for lances is applied directly to 
the starship’s hull integrity without subtracting armour. 

EXTENDED ACTIONS

Any crewmember who did not make a Manoeuvre Action or 
Shooting Action can take an Extended Action at any point 
during their ship’s turn: 

Active Augury: • Scans for hidden enemies.
Aid the Machine Spirit:•  Temporarily boosts the vessel’s 
attributes.
Disinformation:•  Calculated lies encourage the crew to 
fi ght harder.
Emergency Repairs: • Quickly repair damaged parts of 
the ship.
Flank Speed: • Overpowers the ship’s engines, sometimes 
with dangerous consequences.
Focused Augury: • Scan a particular vessel to learn its 
secrets.
Hail the Enemy:•  Contact an enemy vessel to intimidate, 
mock, or make deals.
Hit and Run: • Send raiding parties to an enemy vessel 
to cripple it. 
Hold Fast!: • Inspire the crew to reduce their lost 
Morale.
Jam Communications:•  Stop an enemy ship from using 
long range communications.
Lock on Target:•  Use scanners to improve the accuracy 
of weapons.
Prepare to Repel Boarders!: • Rally the crew to fi ght 
against impending enemy boarding actions.
Put your Backs into It!:•  Inspire (or terrify) the crew to 
work harder. 
Triage:•  Reduce the number of dead crew from combat. 


