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Objectives
The goal of a game of Admirals is to either eliminate your oppo-
nent’s fleet, or score more Objective Points than your opponent.

What you need to play
A standard game of Admirals is played with 3-8 Ships per side (each 
side totalling no more than 15 Fleet Power), each with its own 
unique Ship Card. The game is played on a closed-border Admirals 
Hex Map. Players also will need Weapons Cards to match any Arma-
ments their ships have, and a selection of Orders (no more than 15 
Order Cards per player).

Setup
Both players roll a die, the player that rolls highest chooses to go 
First or Second.

Starting with the First player, each player sets up one of their ships 
in a hex on their board edge. Heavy and Super Heavy ships must be 
aligned to a specific heading (see movement for details on head-
ing). Players alternate placing ships until both players have placed all 
Ships in their fleet.

Prepare to Take Command!
In Admirals: Star Strike, each player takes on the role of a fu-

turistic Admiral in the distant Grandis galaxy. Ships are represented 
by tokens on a small hex grid showing their position relative to each 
other, and dry-erase cards are used to track each starship’s status.
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Valid Setup Hexes

Your Board Edge

Hint: Hexes you can set up in 
will always have an extra yellow 
shading over them.



Ship Card and Token Anatomy

Ship Name and Class

Role and Ship Code

Hull Track

Shield Chart or Shield Track

Token Window

Armaments

Checkboxes

Keyword/Rule/Flavor Text

The ship’s Card Name and unique Class Name. 
The light area is the ID, to track multiples.

A ship’s role determines how it moves and plays. 
The Ship Code is a unique ID for that ship type.

The total number of hits the Ship can sustain 
before being detroyed.

A ship’s defenses that can be used to take 
damage instead of losing Hull Boxes.

Artwork that matches the ship Token. Its Front 
facing will always be facing the top of the card.

Up to 3 different Weapon Types will be listed, 
each with a number of attack dice.

Checkboxes to keep track of ship activation and 
other effects.

Lists any Keyword Rules the ship has, any Unique 
rule effects, and/or italicised flavor text.
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Tokens and Cards have lightened spaces on them where you can add a 
number, a pattern, color, or other identifer in order to discern your ships 
from one another. Feel free to be creative, as long as any designs you 
create are easy to discern from across the table!
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Order Card Anatomy

Weapon Card Anatomy

Effect Summary Icon
Gives a visual reminder of what 
the card does. There are several 
categories.

Order Name
Order Type
Card Number
Requirements
Not all orders have requirements, 
but may reference a ship’s Name, 
Class Name, Ship Code, Role, or 
any Keyword abilities. 

Play Limit Reminder
Order Effect

Weapon Card Code
Weapon Name
Weapon Type
Weapon Icon
Maximum Distance
Effect Chart
Modifier List
This will contain a list of [Die] 
effects, followed by when those 
modifiers are in effect. 

Target Lock Ability
Shows the weapon’s unique way 
of spending Target Locks results.

Weapon Details
A description of the weapon’s 
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Turn Structure

Players play 6 Turns, each of which consists of the following phases:
 1. Orders Phase
 2. Ship Phase
 3. Refresh Phase

Orders Phase
During the Orders phase, each player secretly selects Order Cards 
for their ships. Each Light or Heavy Ship can be assigned one Order, 
and each Super Heavy ship can be assigned 2 Orders (Escort ships 
cannot be assigned orders). Set each selected Order Card face down 
next to the Ship Card it is being assigned to. Once both players have 
placed all the Orders they wish, flip all assigned Order Cards face up, 
then move to the Ship Phase.

Ship Phase
During the Ship Phase, players alternate Activating one of their Ships 
at a time, starting with the First Player. During each Activation, a Ship 
may first fire any or all of its Armaments. Once a Ship has finished 
firing Armaments, it may then perform a number of one-space 
moves (Heavy and Super-Heavy Ships have restrictions on moving, 
see Movement for details). While moving, if a Ship would move into 
a space occupied by an enemy ship, a Skirmish ensues, and the ships 
trade blows in close quarters (see Skirmish for more details). After all 
Ships have activated, move to the Refresh Phase.

Refresh Phase
At the start of the Refresh phase, remove all Orders from your ships 
and return them to your Order Library. Once this is complete and 
any Refresh Phase effects are resolved, the turn ends (if it is not Turn 
6, begin another turn).
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Ship Activation Details

Armaments
Each Ship has up to 3 Armaments, each representing a weapon type the 
ship carries. Each Armament is simply a number of dice to roll when using 
that weapon type, and any Arc Restrictions those dice might have. For 
example: (L-CANNON 3L | 3R) means the ship has a total of 6 Laser Cannon 
dice, 3 in the L arc and 3 in the R arc. (LRM-A 2) means the ship has a total 
of 2 Long Range Attack Missile dice, and has no Arc Restriction on those 
dice.

Making Attacks
To declare an attack, your target must be within the Arc of the Armament 
dice you wish to use, and the number of spaces between you and the 
target cannot exceed the Range value of that Armament’s Weapon Card. 
You may attack with all of your dice eacch turn, however each target and 
weapon must be rolled separately.

Once a valid target is selected, roll the Dice listed for the armament being 
used, applying any modifiers whose conditions are met to the number 
rolled for each die (this includes modifiers on Orders, Weapons, Terrain, 
etc). Modifiers may not exceed +2 or -1. Reference the modified numbers 
on the Weapon Card, and apply the effect Icons as instructed on the 
following pages.

Attack Arcs

Armament Example

In the above example, the Ship has 3 M-CANNON dice in the FX arc, 3 
R-CANNON dice in the F arc, and 1 LRM-A Die with no Arc restrictions.

Note that all Arcs continue beyond 2 spaces in the same pattern.

Ship Attacks
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Resolving Attack Icons
After rolling attack dice, resolve each icon type in the following 
order:
 1. |Target Locks
 2. |Hits
 3. |Critical Hits

Target Locks
Each Target Lock result may be use in one of the following ways:
 1. Reroll the die that scored that Target Lock result. Any new 
  Target Lock results are ignored, but any new Hits or  
  Critical Hits will be resolved normally.
 2. Use the Target Lock ability on the Weapon Card
 3. Use the Target Lock ability listed on an Order card attached  
  to the attacking Ship.
Hits
Hits can be blocked by a defending ship’s Shields, described below. 
If a Hit is not blocked by Shields, the defending ship loses 1 Hull box, 
that box is now Damaged (Mark the box with a dry-erase marker 
to show this). If this would result in that Ship having no Hull Boxes 
that are not Damaged, that ship is then Destroyed, remove it’s token 
from the board.

Shields
Defenders can cancel Hits (and Critical Hits in the case of Heavy and 
Super Heavy ships) by damaging Shield Boxes instead. 

If the ship has a Shield Track (aka is Light or an Escort), it may mark 1 
Shield Box as Damaged to cancel the hit.

If the ship has a Shield Chart (aka is Heavy or Super Heavy), it may 
only use Shield Boxes assigned to the hex side the attack is coming 
from (See diagram opposite). If the attack is coming from a corner 
of the Hex, the defender may use Shield Boxes from either side that 
touches that corner.
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Resolving Attack Icons
Critical Hits
Critical Hits can be blocked by Heavy or Super Heavy defenders in 
the same way as Hits, but cannot be blocked by shields on Light or 
Escort ships.

Critical Hits have a different effect depending on the Role of the 
Defender. Larger ships suffer degrading effects, while smaller ships 
suffer direct damage or may be destroyed outright.

Role: Super Heavy
The Ship must return it’s Orders to the Order Library. If it had no Orders, it is 
Crippled and cannot use any of its Keyword Rules (Cross out the Keyword box with 
a dry erase marker to reflect this).

If a Super Heavy has a Critical resolved against it while it is Crippled and has no 
Orders attached to it, it is immediately Destroyed.

Role: Heavy
The Ship is Crippled and cannot use any of its Keyword Rules (Cross out the 
Keyword box with a dry erase marker to reflect this). If the ship was already 
Crippled, it is immediately Destroyed instead.

Role: Light
If the Ship has any undamaged Shield boxes, one of it’s Hull boxes is marked as 
Damaged. If the ship’s Shields are all Damaged, the Ship is immediately Destroyed.

Role: Escort
The Ship is immediately Destroyed.

Determining Affected Shields Example
In this example, the PA-DN can 
use the boxes on its forward 
right shield facing to block 
damage from the attacking 
NE-T4.
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Movement
 Ships Move one space at a time (each space referred to as a 
single Move), and can move according to their Role (see below). 
 When a Heavy or Super Heavy ship moves, it can only move 
straight forward.

 Escort/Light: May move 0-3 Spaces.

 Heavy: Before moving a space, you may rotate your Ship up  
 to two Hex Facings. You must move a total of 2-3 Spaces.

 Super Heavy: Before moving a space, you may rotate your  
 Ship one Hex Facing. You must move a total of 1-2 Spaces.

 A Ship may move into a space occupied by a friendly Ship, but it may 
not end its Activation in the same space as any Ship. If a Ship would move into a 
Space occupied by an enemy Ship, it instead remains stationary, and a Skirmish 
is resolved between those two Ships (Any additional movement, even if required, 
is paused). A Ship may only initiate a Skirmish in this way if it is not currently 
in a space occupied by a friendly Ship. If the opposing Ship in the Skirmish is 
Destroyed, your Ship may continue to move (counting the Skirmish Advance as 1 
space moved) if it has any moves left.

Skirmishes
 When ships move to point-blank range, a Skirmish ensues. To 
resolve a Skirmish, each ship rolls a number of dice equal to its total 
number of Armament Dice. For each roll of 1, the opposing ship suffers a 
Direct Hit.

 For each Direct Hit dealt, a Ship loses 1 Hull (this cannot be 
canceled by Shields).

  If one of the Ships is destroyed as a result, the other ship may 
move into the space previously occupied by the destroyed ship (this 
counts towards maximum/minimum number of moves if the Ship is 
currently Active). 

If neither ship is not destroyed, the Active Ship’s Activation is then over.
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Ending the Game
At the end of Turn 6, the player with the higher amount of 

Objective Points wins (These are most often gained by having a Ship in 
a Star System). If there is a tie (or if the Scenario doesn’t use Objective 
Points), then the player that destroyed the most Fleet Power of enemy 
Ships wins. If that measure is also a tie, then the game is a Stalemate 
(neither player wins).

Common Rules

Ship Keywords

Admirals: Star Strike contains a number of Common Rules, including Ship Keywords, 
Weapon Types, Order Types, and Terrain. These have simple names to fit easily on cards and 
playmats, and the rules for them are included in the following sections.

Armor [x]
When an opponent is resolving a Hit or Critical Hit 
against you from a non-HEAVY weapon, before 
resolving, roll a die. If the die result is not 6 and is equal 
to or less than x, where x is the [x] value in the keyword, 
then cancel that Hit or Critical Hit, respectively. If a 
Ship has multiple copies of this keyword (such as being 
granted it by an Order), add their [x] values together 
when comparing to the die result.
Augur
When another friendly Ship 2 or fewer hexes away 
attacks, it may reroll unmodified rolls of 6.
Boarding Array
When this Ship Skirmishes, rolls of 6 cause Direct Hits.
Cover [x]
Friendly Ships that have x or fewer hexes between them 
and this Ship gain Flak[1].
Deadly [x]
When this Ship Skirmishes, rolls of x or lower cause 
Direct Hits. If a Ship has multiple instances of this rule, 
only the instance with the highest x value is in effect.
Flak [x]
When an opponent is resolving a Hit or Critical Hit 
against you from an ORDNANCE weapon, before 
resolving, roll a die. If the die result is not 6 and is equal 
to or less than x, where x is the [x] value in the keyword, 
then cancel that Hit or Critical Hit, respectively. If a 
Ship has multiple copies of this keyword (such as being 
granted it by an Order), add their [x] values together 
when comparing to the die result.

Lethal [x]
When this ship is Destroyed during a Skirmish, deal 
[x] Direct Hits to the opposing Ship.
Ore Hull
Each time this ship Skirmishes, it cancels one Direct 
Hit rolled by its opponent.
Ram-Prow
When this ship Skirmishes with a ship with either the 
Heavy or Super Heavy role, after rolling armament 
dice (but before resolving Direct Hits), roll a die. on 
a result of 4 or lower, deal 2 additional Direct Hits to 
the opposing Ship.
Shuttle Hangar
When Skirmishing, this ship rolls an additional Die.
Starcaster (Coming Soon)
Immediately after revealing Orders, you may play 
an additional Psionic Order to this Ship (beyond the 
usual limit for Psionic Orders).
Support [x]
When an adjacent friendly Escort Skirmishes, it may 
roll [x] additional dice. If an Escort is affected by more 
than one instance of this rule, it gains the effects of 
both instances.



 Star System
  Attacking a Ship that is in Star System hex adds a +1 modifier to that attack. 
  When moving into a Star System hex, if the Ship is Heavy or Super Heavy, roll a die. On a  
   roll of 6, Resolve one Hit on a Shield Facing of your choice.
  At the end of the game, gain 5 Objective Points for each Star System hex that you have a  
   Ship in.
 Black Hole
  If a Ship ends a move in a hex adjacent to the Black Hole, roll a die (adding 1 if the Ship  
   is Heavy and adding 2 if the Ship is Super Heavy). On a result of 5 or higher, 
   the Ship is immediately moved into the Black Hole’s hex (maintaining its 
   current facing.
  When a Ship would move out of a Black Hole’s hex, roll a die (adding 1 if the Ship is  
   Super Heavy). On a roll of 6 or higher, the Ship is Destroyed.
 Note that when a Ship leaves a Black Hole hex, it must immediately test to see if the hole drags it back in.
 Dust Cloud
  Attacking a Ship that is in a Dust Cloud hex adds a +1 modifier to that attack. 
  When moving into a Dust Cloud space, Resolve 1 Hit (on your Front shield facing if the  
   Ship is Heavy or Super Heavy)
     Nebula 
   Attacking a Ship that is in a Nebula hex adds a +2 modifier to that attack, 
   but that Ship’s shield boxes are treated as all damaged for the purposes of 
   resolving attack effects.10

Weapon Types
Basic
Basic Weapons have no special effects. They behave normally.

Heavy
After firing an Armament of a Heavy Weapon, mark the “Heavy Ready” box off. When you would fire an 
Armament that has this box marked, instead, erase the mark on the box, and this Armament may not be used 
this Turn.

Ordnance
Ordnance Weapons have no innate rules, but are referenced several other rules.

Order Types
Basic
Basic Order have no restrictions, and you may have any number of each Basic Order in your Order Library.

Special
Special Orders have powerful, unique effects. When selecting your Order Library, up to 5 of your Orders may be 
Special Orders, and you may only have 1 copy of each Special Order. Only one Special Order may be assigned per 
Ship (Super Heavies must be assigned a Normal Order as well)

Psionic
No more than half of your Order Library may be Psionic Orders. Each player may only play 1 Psionic Order a turn.

Terrain Types
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Constructed Play

Cadet Pack Fleet Values (FV)

The quickest way to get a pickup game of Admirals: Star Strike is to play 
Constructed Format. In Constructed, before the game you Select your Fleet and 
build an Order Library of your own, similar to deck construction in a Trading Card 
Game.
Fleet Construction Rules:
• You may have no more than 15 total Fleet Value (FV) of Ships
• All your Ships must be from the same Color/Faction
• Your fleet may only contain 1 “Refit” Ship (Coming soon!)
• Your fleet Must include a minimum of 1 Heavy or Super Heavy ship.
Order Library Rules:
• Your Order Library must contain 15 Cards.
• You may have up to 2 copies of each Basic Order.
• You may have up to 1 copy of each Special Order.
• No more than 5 of you Orders may be Special Orders.

Planetary Accords
PA-INT | 1 FV
PA-FF | 2 FV
PA-CL | 3 FV
PA-CA | 5 FV
PA-DN | 8 FV

Nataran Empire
NE-T4 | 3 FV
NE-C3 | 4 FV
NE-T9 | 3 FV

NE-C15 | 5 FV
NE-ND | 7 FV

Additional Fleet Values can be found for free at:
www.cagefreegames.com/admirals-star-strike
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Historic Play
Historic Play is a great way to experience the story of the Star Strike Universe. In 
Historic Play, you and your opponent play 2 premade forces in a battle from the 
history of the Grandis Galaxy. This core book contains three historic Scenarios 
playable with the Cadet Pack cards and ships from the Nataran Invasion story arc.

To play a Historic Format game, first select a Scenario. The Scenario will give you 
instructions on what each player’s Fleet and Order Library will consist of, any 
special rules regarding setup, and any additional rules unique to the scenario 
(including additional ways to score Objective Points).

We recommend starting with the Scenario below. 2 more Scenarios are listed on 
the following pages.

Flight of the Paladin
As Nataran forces poured into the Jalguron sector, the Accords dreadnought “Paladin”, 
first of her class, rushed to the border colonies to evacuate as many civilians as 
possible. Caught with her shields inoperable due to a malfunction, the mighty vessel 
found herself under attack from advance elements of the invasion force.

Blue Player Forces
• 1x PA-DN (The “Paladin”)
Blue Player Order Library
• 1x B001 Evasive Maneuvers
• 1x B002 Precision Strike
• 1x B004 Full Speed Ahead
• 1x S001 EMP Burst
• 1x S010 Energize Plating

Yellow Player Forces
• 1x NE-T9
• 2x NE-T4
Yellow Player Order Library
• 1x B005 Combat Stations
• 1x B008 Defensive Formation
• 1x B009 Concentrate Fire
• 1x S008 Chitin Defense

Use Map Pack 001 (Jalguron Sector) for this Scenario. When setting up, the 
“Paladin” must be placed on a Star System space. The Yellow Player goes first.

The following additional rules are in effect for this Scenario:
• The Paladin may not use Shields to block Hits or Critical Hits.
• If the Paladin is destroyed, the Yellow player gains 10 Objective Points.
• If the Paladin enters a yellow-shaded Deployment space on the Blue Player’s 

board edge, the blue player gains 10 Objective Points, and the game ends at 
the end of that turn.

• If the Paladin has 3 or fewer Hull Boxes remaining at the end of the game, the 
Yellow player gains 3 Objective Points.
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Live and Learn
Historic Play Scenario

A few months into the invasion, the Accords navy had recovered from the immense 
losses of the initial push and created new starship designs to combat the Imperial 
fleets. Immediately deployed to the front lines, the new crews had limited combat 
experience, but the Imperial fleets had not expected new designs this early in the war.

Blue Player Forces
• 2x PA-CL
• 1x PA-FF
• 2x PA-INT
Blue Player Order Library
• 2x B001 Evasive Maneuvers
• 2x B002 Precision Strike
• 2x B003 Reinforce Shields
• 2x B004 Full Speed Ahead
• 2x B010 Swarm Tactics

Yellow Player Forces
• 1x NE-C15
• 2x NE-T4
Yellow Player Order Library
• 1x B001 Evasive Manuevers
• 1x B005 Combat Stations
• 1x B008 Defensive Formation
• 1x B009 Concentrate Fire
• 1x S008 Chitin Defense
• 1x S009 Hygrax Missiles

Use Map Pack 001 (Jalguron Sector) for this Scenario. The Blue Player goes first.

The following additional rules are in effect for this Scenario:
• During the first 2 Turns, the Blue Player may not play more than 1 copy of any 

Order. From Turn 3 onward, the Blue player may play Orders normally.
• The Blue Player scores 5 Objective Points if the NE-C15 is Destroyed, and 3 

Objective Points for each NE-T4 Destroyed.
• The Yellow player scores 2 Objective Points for each enemy ship Destroyed.
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Holding Out For A Hero
Historic Play Scenario

While Accords forces did their best to evacuate colonies in Jalguron at the start of the 
invasion, there were many that could not be reached in time. When news reached the 
Accords that the Imperial Navy was bombarding these planets from orbit, fleets were 
immediately dispatched to rescue the beseiged colonists.

Blue Player Forces
• 1x PA-CA
• 2x PA-CL
• 1x PA-FF
• 2x PA-INT
Blue Player Order Library
• 2x B001 Evasive Maneuvers
• 2x B002 Precision Strike
• 2x B003 Reinforce Shields
• 2x B004 Full Speed Ahead
• 2x B008 Defensive Formation
• 1x S001 EMP Burst
• 1x S004 Squadron Command
• 1x S010 Energize Plating
• 1x S011 Establish Sensor Link
• 1x S012 Psionic Navigation

Yellow Player Forces
• 2x NE-C15
• 3x NE-T4
Yellow Player Order Library
• 2x B001 Evasive Manuevers
• 2x B003 Reinforce Shields
• 2x B005 Combat Stations
• 2x B008 Defensive Formation
• 2x B010 Swarm Tactics
• 1x S002 Silent Running
• 1x S003 Slipstream Shock
• 1x S007 Invader Rounds
• 1x S008 Chitin Defense
• 1x S009 Hygrax Missiles

Use Map Pack 001 (Jalguron Sector) for this Scenario. Instead of deploying the NE-
C15s normally, the Yellow Player must deploy an NE-C15 on each Star System. The 
Blue player must deploy on the side of the map closer to the Nebula terrain. The 
Blue Player goes first.

The following additional rules are in effect for this Scenario:
• When an NE-C15 would move, if it is on a Star System space, it may instead 

end its activation immediately, and the Yellow Player gains 1 Objective point.
• When a PA-CA or PA-CL becomes the Active ship, if it is on a Star System 

space, it may immediately end its activation, and the Blue Player gains 4 
Objective Points. This may only be done twice on each Star System space.
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Career Play

Glossary of Common Terms

Career Play is Admirals: Star Strike’s unique Narrative format, combining the 
excitement of a Sealed Play experience with the personal storytelling of character 
creation and leveling up.

To play Career mode, you’ll first need a Career Starter Pack, which consists of 
a selection of starting Ships, a starting Order Library, and a Career Handbook. 
The Career Handbook contains all the rules necessary for playing Career Mode 
with that Career, as well as several Record pages to keep track of your character 
progression.

Career Handbooks come with our Career Starter Pack kits, and are also available 
via digital download through our Patreon page. Career Handbooks and Starter 
Packs will be available starting from November 19th 2021.

Direct Hit
Damage that bypasses all defenses. Each Direct Hit 
damages 1 Hull Box.

Ship Card Name
Ship Card names are referenced by various effects, and 
limit the number of fieldable copies in Constructed 
and Career Play. These are common classification 
terms like “Light Cruiser” or “Assault Frigate”.
Ship Class Name
Ship Class names are specific variant identifiers 
within a Card Name family. These may occasionally 
be referenced by cards to represent abilities that are 
unique to certain ship variants.
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Quick Reference
 Star System
Attacking a Ship that is in Star System hex adds a +1 modifier to that attack. 
When moving into a Star System hex, if the Ship is Heavy or Super Heavy, roll a die. On a roll of 6, Resolve one 
 Hit on a Shield Facing of your choice.
At the end of the game, gain 5 Objective Points for each Star System hex that you have a Ship in.
 Black Hole
If a Ship ends a move in a hex adjacent to the Black Hole, roll a die (adding 1 if the Ship is Heavy and adding 2 
 if the Ship is Super Heavy). On a result of 5 or higher, the Ship is immediately moved into the Black 
 Hole’s hex (maintaining its current facing).
When a Ship would move out of a Black Hole’s hex, roll a die (adding 1 if the Ship is Super Heavy). On a roll of 6 
 or higher, the Ship is Destroyed.
 Note that when a Ship leaves a Black Hole hex, it must immediately test to see if the hole drags it back in.
 Dust Cloud
Attacking a Ship that is in a Dust Cloud hex adds a +1 modifier to that attack. 
When moving into a Dust Cloud space, Resolve 1 Hit (on your Front shield facing if the Ship’s role is Heavy or 
 Super Heavy)
 Nebula 
Attacking a Ship that is in a Nebula hex adds a +2 modifier to that attack, but that Ship’s shield boxes are 
 treated as all damaged for the purposes of resolving attack effects.

Common Ship Keywords
Armor [x]
When an opponent is resolving a Hit or Critical Hit 
against you from a non-HEAVY weapon, before 
resolving, roll a die. If the die result is not 6 and is equal 
to or less than x, where x is the [x] value in the keyword, 
then cancel that Hit or Critical Hit, respectively. If a 
Ship has multiple copies of this keyword (such as being 
granted it by an Order), add their [x] values together 
when comparing to the die result.
Cover [x]
Friendly Ships that have x or fewer hexes between them 
and this Ship gain Flak[1].
Deadly [x]
When this Ship Skirmishes, rolls of x or lower cause 
Direct Hits. If a Ship has multiple instances of this rule, 
only the instance with the highest x value is in effect.

Flak [x]
When an opponent is resolving a Hit or Critical Hit 
against you from an ORDNANCE weapon, before 
resolving, roll a die. If the die result is not 6 and is 
equal to or less than x, where x is the [x] value in 
the keyword, then cancel that Hit or Critical Hit, 
respectively. If a Ship has multiple copies of this 
keyword (such as being granted it by an Order), add 
their [x] values together when comparing to the die 
result.
Shuttle Hangar
When Skirmishing, this ship rolls an additional Die.

Terrain Types

Admirals: Star Strike! 
Copyright 2021 by Cage Free Games &
Tom McWay-Wozencraft

Find more Star Strike 
at:
cagefreegames.com

Twitter:
@cagefreegames


