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Stars & Lasers!! 

Two Free Scenarios 

No.9 

The first scenario is a real fun one and has been designed for a single player ( although a second 
player could of course run the baddies!! ) 
 
The scenario sees you controlling a small force of ships that has been sent into a distant sector 
to investigate some strange sensor readings...  Who knows what you may find. 
 
The second scenario gives you the chance to play some pirates, on their way back to their 
hideout they have flown into a trap, but not all is lost as they have a surprise in store for the 
fighter carrier group attacking them. 
 
Although these scenarios have been designed to be used in games of Stars & Lasers, as 
always with a little adjustment they should be usable in other games systems as well. 
 
I hope you have fun using Stars & Lasers and these scenarios. 

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. 
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Long Range Sensors… 
 
Your patrol group has been sent to investigate some strange sensor readings in a sector out by 
the Olistor Colonies, these readings are worrying as there have been several raids by the Bethian 
Colony ships recently. 
 
There has been several small skirmishes between ships from these two Colonies over recent 
weeks. 
 
Your have been given the task of putting a stop to these raids as soon as possible. 
 
Your task is made harder because of the asteroids in the area interfering with your long range 
sensors, so you will have to enter the sector and investigate close up. 
 
You will be expected to deal with what ever you find there as it would take a while for any  
support to reach you... 
 
Starting Fleets 
 
United Earth Federation patrol group :- 

• Heavy Cruiser x 1 

• Destroyer x 1 

• Frigates x 2 

• Corvettes x 2 

• Plus 80 points for upgrades 

 
All enemy forces are picked by the use of random cards ( see special rules ) 

Starting Speed / Set-up 
 

• Table size should be 6'x4'. 

 

• Shuffle all seven cards to mix them up and place on the table face down, and then place 
the top three cards from the pile on to points ‘A’, ‘B’ and ‘C’  ( these represent the strange 
sensor readings ) these should all be placed close to at least one asteroid ( see special 
rules ) 

 

• Place at least half a dozen more asteroids randomly across the table. 

 

• All enemy forces will start the battle as ‘Aggressive’ and will be at half speed and will be  

 facing towards a random table edge ( roll for each group as they appear ) note: all ships 
 should be placed so that they will not crash into an asteroid! 
 

• The UEF patrol group will start at point ‘D’ and will be at full speed. 
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Table layout / set up 

Special Scenario Rules 
 
To use the table below you will need seven normal playing cards Ace to Seven of any suit or 
even seven pieces of paper, card or even tidily-winks with the numbers written on one side, use 
what ever you like but you must not be able to tell which is which when they are placed on the 
table. 

Card Hidden force List  
( page 4 ) 

Ace An illegal mining operation is here taking advantage of the poor  
sensor readings possible in this sector. 

1 

Two There is nothing here, the sensors are getting a false reading caused 
by a nearby asteroid. 

- 

Three An alien force has been hiding here getting ready to attack a nearby 
colony. 

2 

Four A small Bethian Colony force is here on their way to attack Olistor 
Colony. 

3 

Five A Bethian Colony force is here on their way to attack Olistor Colony. 4 

Six A small Bethian Colony force is here on their way to attack Olistor 
Colony. 

5 

Seven A small Olistor patrol is here and they join you force. 6 
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Scoring / winning the battle 
 
You can only win by discovering what all three sensor readings were and surviving any battles. 
 
You can see how well you did by working out the points value of any of your original ships you 
have left at the end of the game, but any ship that has less than half its hull points left will only 
count as half points value. 
 
 
Notes:  
 
The aliens are the Bio ships from Stars & Lasers main rules, if you are using another rule set 
then any alien ships form your rules will do. 
To help run the enemy ships in this scenario you can use the “Stars & Lasers solo rules” which 
are free to download. 

1 1 x Mining station ( assumed to 
be on the closest asteroid ) 

2 x frigates 

2 Aliens:-  

1 x alien bio light cruiser 

3 x alien bio frigates 

3 Bethians:- 

2 x destoyers 

2 x frigates 

2 x fighter bombers 

4 Bethians:- 

1 x light cruiser 

2 x destroyers 

1 x frigate 

2 x corvettes 

5 Bethians:- 

1 x destoyer 

2 x corvettes 

6 Olistors:- 

2 x firgates 

2 x corvettes 

When any of your ships move to within 6” of any of the cards on the table turn it over and place 
what you have discovered close to this spot as possible but remaining 6” away from your ships. 
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The Trap Is Set… 
 
The task was a simple one, wait for the pirates to attempt to enter the safety of the asteroid field 
and hit them from the front and from behind, let your fighters do most of the close work while 
hitting them from a distance with your main ship guns, a perfect trap, what could possibly go 
wrong? 

When the captain of the fighter carrier saw pirate fighters being launched from the huge pirate 
freighter he knew things were not going to be simple! 

He had never heard of pirates using fighters before and wondered where they had got them 
from… not something he had time to think about now though as his whole battle plan was about 
to fall apart. 

 
Starting Fleets 
 
United Earth Federation ships:- 

• 1 x fighter carrier white 3 x fighter stands and 3 x fighter bomber stands 

• 5 x frigates 

• 80 points to spend on upgrades 

 

Pirates:- 

• 1 x pirate heavy freighter with 4 x fighter stands 

• 1 x pirate light freighter 

• 2 x pirate civilian liners 

• 80 points to spend on upgrades 

 

Starting Speed / Set-up 
 

• Place a few asteroids at one end of the table but no more than 24” in, this is the edge of 

the asteroid field. 
 

• The UEF carrier and two frigates start in the centre of the table at the end where the  

 asteroids are at point ‘A’ which is 6” in from the edge, they have all fighters on the table, 
 they start the battle at half speed. 
 

• Three frigates start at point ‘B’ no more than 6” from the table edge and start the battle at 

full speed. 
 

• The pirates first ship starts on the halfway point ‘C’ their remaining ships are in a line  

 behind this, their fighters need to be launched during the battle, their ships start the battle 
 at half speed. 
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Special scenario rules 
 
None. 
 
 
Scoring / winning the battle 
 
The game ends when there are no pirates or UEF ships left on the table, either having been 
destroyed or having left the table and moved into the asteroid field. 
 
The pirates get full points for any UEF ships they destroy plus full points +50 for any of their own 
ships they get off the table ( the end of the table with the asteroids on ) 
 
The UEF get full points for any pirate ships that they destroy and any of their own ships that are 
left on the table at the end of the battle. 
 
 
Notes:  
 
Pirate ships in Stars & Lasers are not military ships so do not have the same number of weapons 
systems that military ships have, so if you are using another rule set that does not cover pirates 
then you would need to half the number of weapons on board these ships, also they carry small 
short range rocket launchers that fire 2D3 rockets up to 6”  and there is two per pirate ship, 
these are one use weapons systems. 

Table set up for “The Trap Is Set” 


