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These two scenarios have been designed to be used in games of Stars & Lasers, but as always 
with a little adjustment they should be usable in other games systems as well. 
 
I hope you have fun playing them. 

Mac 

 

 

 

You can see news and updates for Stars & Lasers at www.littlewargamingworlds.com there is also 
a section where you will find all the FAQ’s. 
You can contact me at starsandlasers@hotmail.com with any questions you may have or any feed 
back. 

Stars & Lasers!! 

Two free scenarios 

No.2 
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Jump Gate Zero55… 
  
The defenders must protect Jump Gate Zero55 at all costs, this is the only jump gate in this corner 
of space, it is the only link to Earth that the colonies in nearby sectors have. 
 
An enemy force has been sent in to destroy the jump gate in this sector, if they succeed then no 
help will arrive for a long while for any of the colonies in the surrounding sectors. 
 
FTL drives can move ships from sector to sector very fast, but jump gates are needed to make  
travelling over huge distances much faster, this jump gate makes travelling back to Earth a simple 
journey of just over a day, but just using FTL drives it would take a ship many weeks. 
 
Starting fleets - 
Defending force has 650 points of ships plus the jump gate including the 3 ablative armour points, 
and a Battleship ( keep the Battleship off the table with its activation dice ) 
 
Attacking force has 1,000 points of ships 
  
Starting speed / Setup - 
The Jump Gate is set up in the very centre of the table, if you are not lucky enough to have a model 
for the jump gate you can use an old space-station model or even an old big ship, you just need 
something to represent the jump gate and a base to show where it is, the jump gate dose not have 
an activation dice. 
 
The ships of the Defending force can start anywhere on the table and all start at between zero and 
half speed ( the Defender picks the speed for each ship ) 
 
The attacking force can be split into two separate forces and can start on any of the two short table 
edges, all attacking ships start at full speed. 
 
You could have a few asteroids on the table is you wish, to add a little LOS blocking terrain, but 
none can be within 12” of the jump gate. 
  
Special scenario rules - 
On turn 7 the jump gate starts to power up for an incoming ship… the jump gate uses all available 
power to run the gate this turn, what this means is that it will have to drop its shields until the ship 
comes through, but it can still use its PDS. 
 
On turn 8 a Federation Battleship comes through the jump gate to join the defenders! Place the  
Battleship on the table as if it has just come through the gate, it must be within 6” of the gate and 
does not move any more, put its dice in the bag at the beginning of this turn. 
The jump gate can reinstate its shields for this turn. 
 
Scoring - 
There is no scoring in this scenario. 
 
If the attackers destroy the jump gate they win. 
 
If the jump gate lasts until the end of turn 8 then the Defenders have won. 
  
Game end - 
The game ends when the attackers destroy the jump gate, or at the end of turn 8. 
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Below is the datasheet for the Jump Gate, this is for you to print out, this can then be put into a 
card sleeve or laminated so you can use dry wipe markers to keep track of shields and damage etc. 

Note: for non Stars & Lasers systems you will need to use whatever points system or shipbuilding 
system they use to make both forces, but as a simple guide the attackers should have a point  
advantage over the defenders, in stars & Lasers that is about 350 points or a ship the size of a  
Battlecruiser. 
 
The Jump Gate has no points value, and the Battleship is only on for the last turn of the game and 
is free as well ( if the jump gate is not destroyed before the battleship comes through then the  
attackers have probably already lost!! ) 
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The next scenario was originally written for another games system, but I thought that it would play 
well in Stars & Lasers. 
 
The author agreed to allow me to use and convert his work into my rules system, so thank you Vic. 
 
A section of the notes from the original scenario… 
 
Notes: This scenario is inspired by the Battle of the Denmark Strait, 24th May 1941, when HMS 
Hood and HMS Prince of Wales intercepted the German battleship Bismarck trying to break out into 
the North Atlantic escorted by the heavy cruiser Prinz Eugen.  
 
So that is the basic background for the next scenario, I tried to get this scenario as close to the 
original one as I could, hopefully the basic feel of the scenario came across in the re-write. 
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Where is the Glory? 
 
A Dreadnought and its escorting Heavy Cruiser are travelling across this sector trying to reach their 
enemies convoy lanes, form there they intend to harass enemy convoys and raid into all the 
surrounding sectors.  
 
A Battlegroup has detected them and is trying to intercept and destroy them. 
 
 
Starting fleets - 
The Abhuman Xenophya Interspecies Supreme fleet consists of 1 x Dreadnought, 1 x Heavy Cruiser, 
3 x fighters squadrons and 3 x fighter bomber squadrons, both ships have a twin laser turret. 
 
The Allied Human fleet is made up of 1 x Battlecruiser, 1 x Battleship, 2 x Destroyers, 3 x fighters 
squadrons, and 3 fighter bomber squadrons, and reinforcements of 2 x Heavy Cruisers ( see special 
scenario rules ) all Allied Human ships have single laser turrets. 
  
Starting speed / Setup - 
The Abhuman Xenophya Interspecies Supreme fleet start within 6” of point A on the map and are 
travelling at full speed. 
 
The Allied Human fleet start within 6” of point B on the map, and they start at full speed. 
 
Both fleets start with all their fighter squadrons on the table and anywhere within 12” of their  
starting letters. 
 
The scenery for this scenario is as shown on the map below ( approximate positions ) one small 
moon, and four small or medium sized asteroids. 

This scenario is normally played on a 6’ by 4’ table, although it could be played on a smaller table 
but it would make it quicker and easier for the Dreadnought to get off. 
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Special scenario rules - 
The Allied Human reinforcements turn up at the beginning of turn 5 within 6” of point A on the 
map, and they start at full speed. 
 
Scoring - 
There are no points in this scenario. 
 
Game end - 
The game ends if the Dreadnought is destroyed or it leaves the table anywhere within 6” of point 
C on the map. 
 
Who wins? 
The Abhuman Xenophya Interspecies Supreme fleet win if they get the Dreadnought off the table 
at point C. 
 
The Allied Human fleet win if they destroy the Dreadnought before it gets off the table. 
 
 
 
 
Note: for non Stars & Lasers systems, this scenario should run in most other games systems easily, each 
ship can be picked like for like from your system, although the Dreadnought in Stars & Lasers is somewhat 
less powerful than in some other systems, so the more powerful your Dreadnought is the easier this  
scenario will be. 


