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THE LAST S'TARFIGHTER: DUEL IN S1PA1CE 

Game Design 
.J rr ·~ nW i .r. n 

1G.a1m1e· Develiopm1en·1 And Playte=:11n91 
IL . IR ' - ~ ' I 1. ' I 11111 

w 

W_ 

Ed_t ng 
W' 1. J , nW C­

rProduction 
1Gr phi 

D n 

Pr 

n 

Alone •. now,. 'THE LAST' STARFIG'HTE,R f,ace _ tihe 1Ko·D1an Deck 
Ft1ghte·r •. lk1nowing ·1ha1 neitiher ·can rat:ur1n lo base wh1Ha the other 
: .uu flies. Th · Star le·ague pHot. and the evil Ko-IDan lboth close in 

1 ·fo,r t.he ki 11 ~ 111 w i H be· a due1I 10 the death I 
G•m• Pl1ce• 1Provld,1d 

In additriion 10, thi _ booklet,, the f,ollowing 1p1i,ac.e _ 11r 1e prov11ded 
for· thi. ga1me·: 

2 Navig'••·i'on Whee1I:_ 
1 for· th.a Stair League Grun S·t•rr 
1 f'or the Ko·D.an Deck F'ight1er 



,2 Srarl,ght•,. ,Star'i' t,ics Ca,rds 
1 for the 'Stair Leeg1ue Gun Star· 
1 fo1r the Ko .. oan Deck Fighter 

y . 

' l!!I 

t ti ti rt' 

• 

'Square, Coun·ters ~more th11n you'll ever n -_--~IO you 1=_n1 
110 _ -a bunch 01· 'Chem ~ I 

IJle1 ,, ..... , ....... - - .A. . riiiiiiil Prwl111iaR ......... : "-- c......-
I 

2 Dice 

6 

Pir1eparl1ng The Pieces, 
P1unch out th · ,Count' ·,r . ·y ,' 1 . , m~J, th ,N, 'VirJ'> t ion Wh t 

ar18'fuUy· 1remro1ve th :. di ~ ··cut w 1indow_ .: ind 'th · c .·nt . ,, holl ·. Ar1rang •· 
1·he J, 1P -rl·s of ·1h - 'Wh ~ - ,_ o th t lh. 1i1. c · on tih , lbo'tto1m ha . 8 
diff r nt ' 'I' riight , Vir W ; • t lh ' pi -Cr"'; 10n Jh - 10P· h .. ~· onlly on -, SI ~ If '· 

Ii . ht 1r V'I -w -nd 9, rg · 1 1i • ~1 _ u1 w 1in ow , . nd th pi1 · c: , 1in 11h , 
1middll ~ , ha , 10nlly· 1 11a1r ,_ , -i ut window. Th .:n in:· rt l.h r,' . , 
holl . ing pin1 tlh1rough th , 1C - n1 ~ r h1ol -. f o,ld ; ck th _ L b _ O'f 1.h , br __ = 

pr1n. -------- - ------ --~- -

7 



IW 

USING THE N,AVIGATION WHEEL 

·.· rr 
u hn . u .· 'th :· 

8 

· it . :· w in pur­
e - -,1 J' , Th , 9 

le 

Navigation Eum:ple, 
Here""s how lit goes us,ing1 the Navigation Whee,I. f ',or, lhis 

1axample~ u a t:he whee,I fo·r the 1Deck. 1Fi1ghte·r . Your· ,opponent 
'Shou1ld use 'l:he whaell for the Gun Star. Se1 11he N11t1ig111ion Wheel 
:so that your s1arf1glh'l:er i1s facing your 1opponen11:'s. You shou l1d be 
look.ing 'lhroug1h View-·por1 1 ol youi1r starfigh1er .and see,ing View 
1 of yoiur opponent•s, 'Starfigh'l,er, which i1s 'facing 'YOU . The, 
numbers i1n1 Iha ,gree1n moveme,nt w · ndow wil ll be i. H you line up 
·the 91reen box (bottom laye1r) with the g1ree1n moveme,nl: window, 
(lop 1la1yert. 'YOU w ' II hav.· . Iha corr1ect Viiew ~ even if 1he· · 1arf ighter, 
is not a,xactly in the ce1nter of the window. -
Step 1: Sef' your hNd1ng. N ·· W~ 11 f> ,- v vou w nt: t . . 1 t rn '90 10 
the ight. S :t th . h ·din ... of vou1r . t 11rfi ~ ht 1r by 1f'O't t1in . 1 lh 1 p 
I va·I c lo ~ k'w i1 · · U o th · r1i ~ ht) 2 w1i ndow , . f Ii . : ) . IE I h II 1i -k i 45 ,. 
: o 'th . 1r . . r - 8 aiH th · w . 'V . r ind 'l:h - ir 11 :_ . 

B c u ,. , Y"OU hav ch ." " _ V"Our· h . , ~ id 1in 
Cl·ockw1 .· ,, yo1u will n1ow - .- ~ Y'· 1u1r o p n n1f , -t rf'i. .t . r· thro· 1.: h 
Vi w-port 7. Vou1r opp n . nt h - -, no't h,_ 1n 1 :1 h .· di1n ~ v-,,, -ndl · o 
Vi w ·11 how , lhim1 lill h · . d ing ri1 ~ lhl 1: ~ w :- rd your , t ~ 1rf 1;: h1 1r. 
Step Z: Set. oppon.,,t~• It •d1n9.. t . . v t lh. ~ 1· yo ·1 r , . IP n · n t 
, 1' o '_ :: I=, hi · h : . din : by 1urnii11n 2 IL k. 1 I . k'Wi " Ro1 -1,- th ·. 
bottorm I · v . II o·r your wh · . I 2 '.:. Ii : k ·,II·, · .. lkwi.. lo _how· th1i .. Thr .·· . 
Vi, w 1port 7 .. v·ou w1illl b -, _ biL 1 101 

· = th . Vi w · lh . n ~ . 
-

Aft ~ rr you h 1V". don .' thi . your opipo . f : 
b ·IP r · 111 - 110 vo 1r _,t_ rf1i t r, . u1 h ,. d -, in lh _ OPIP i11 · di1r , 1:i1 :- n . 
Thi 1

. n d th . f 1i r ~ t p ~ 1rl of m _ v m ,int B . th - I - rf i. ht_ ·r _ h _ v ·. t' 
,rh _-.iir h _ d in . .. 
St.,, 3': Rnet VMW after mo'~ men,r. N1ow~ 1· , ,~ ,·. 1 rf1i h'I '1r m -Iv · -
f rw 1rd. Th n · m lc - r i1n lh · 1m , : n t 1 1m,ov -1m 1 :- nt w I· 
Th -y t r 'th p · i'tion of th1- -1 . 1rfi, 1lht1 . r v d 

h : -d. Th = to,p numb 1r t II wlhi h Vii 'I. Th 
.. . H .·.,m nium . . 1r 1:. 1111 w 1h1i,_ h Vii w ·· f y ·· , 1 irf., ht r 

'YOU w itl · 9 



Vi 
R: _ t t - lh m 1i .- - II ~ I .v -11 ,;- ~ -- th:. t v· _: w , 1ort c_ i1 - - -- -... n Ar·· D 

pt-11 
•• 

Ir 

rf i _ 1ht ·r 'W ·1 111 r· 

t JI t -- I ·v -1 2 h lk. . , u n-
t - _ 11 ·y u n: w 
-_ wiU hllll · __ ~ 

1-v _ ·II on ~ c.li k 

STAR.SHIP· S'TATl1STICS 1CAR1D 

h t rf i w ·11 n J II vi t -I t -Iii- t i - -. 

Na1me 
T - - ~ n -m , ·f I t- rf · t r · •· tlh • 

'- i - I II 'I I , ' - ., 11:: IP :: I 

Weapon -
I- - h 

,. 

nu 
·y 1 m r­

r I 'f 11 

-q •P1P 
it _I h 

,f ·th , Lit --

nr. 1m,ou1nl _di I __ r 

econd ,on lh - top of lh Starfighte.r Statistics Card' 1i 
~~to r1ecord1 ~~1ma , - to the ta1rfighter·· _· ---1·_ bil1 .. -r nd , - ·iulting 

him •'I · on I.~ - alb1 bty to main uvar and cha ng he _ ding. An u nd m .. 

-~ ged ~ _ rf 1 -- ht air -~•Y chang, fh· : dling by a - ~ ma1ny a -~ ,5 cl · ck per 
liurn. H the 1.a1b1hzer is dam -ged, howev r,,, lhen there wUI be 
l1im i·1- 10 how much th - tarf ight -r cain m1a n uvar. The S1abili1z r· 
e-IJ i used lo record llh I li1mit . 

11 



Ta1rget1ing 1Computer· 
The bar that wrap ar·,o,und from left to 1r1gh1 oft.he Starlight•' 

Stalistic.s Card 1is used to record dl1mage to ·che starfighter's 
1.argeting ,computer ,a1nd 1r1e ·ulting !limits on ·1he ability to, fi1re 
.a.ccural:ely. An undamaged 1,argel1ing1 computer allows the tar .. 
·figh'larr ·to fire· w 'th ,a ba ·e accuracy of 4 . f' ·the· computer recei¥eS 
damage •. rhis. be ·e number may 1r1 e· to 5, 6. or ven h 'gher. The 
Tar,g . tring Computer 1Bar is used ·10 k.eep track of the B . · To-H1r1 
!Number. 
Overall o ,1mage 

h ~ , · r cir -· lh . · 
111 - . 

11n1n ·· 1i n p · 1int . 

12 
I 

STARSHllP STATllSTl1CS STAR L1EAGUE G1UNS,f ,AIR 

3 I' · er . f'orward 
11 la · r aft 
2· I ·_rs 1urret··moiun11ad 

S·t•b• I izer level - 6 
T rget1i11ng Com1piu1er - 4 
Prot,ectiion = 1 O 



STAR SHlllP STATISTIC,S 

3 !laser · t·orward 
1 laser aft 
2 laser 1.u1rret/·mount1ed 

Slabihzer lev I 8 
Targea1ng Comp. l 1er 4 
Protection • 110 

K10-DAN DECK f IGHiJEA 

14 

,GAME SETUP 
,Choosing Starfigh1ters 

E ch pl ry,,er r,o 111 . di1 _. Th ~ p11-,y -,, wi1l lh the !high r ro11111 choo, e· 
his s,t rfi hi.er first. In ,c = e of 1ieti., r·erollt Gi'V ch 1pll y r th . 
approprial: = N' vi9 r;,o,n 'Wh , . . I nd SI . r l ight r St t'i .1; . C, ,, ,d, a1 
w n , · , . 1 h ndf u 11 of Cou,ni r . 
Startling Position• 

T·o di t rmln th t . rting1 1po· 11t1on of hi · ,. t - rfighl ~ . r~ ach 
p,I v. r rollll _ . di1e. Th -n h = adds 1 l·O th . num · r inidic t . d .·ind 
01P •.n thal Vi,ew,·por1 ·w i11:h th . middlt , 1·. v .'I of hi1; .· N . vig ,f1on Wh · .I. 
Tod 1-rmin , lh Vi w h of hi . oppon . nth adds 1 'IO hi'_ 

101p1pon . nf r 1olll .· nd turn , th : bottom 11 
· vJI of hi _ wh -,e11 unt1ill h , 

'th . t 'View. 
f ,or ·· x mp1I . ~ you rroU 4 , nd y1ou1r opp n ,nt. roll , , 6. Yo,u 

would · 1p n Vi . w -port 5 w ·itlh th m1iddl 1 11 · v·. I o,f y·our N ~vigarion 
Wh .. 'I. Th , v. ui 'Woulld t Vi . w 7' 10f 1h -· ,eniemv 'SI: ~ rfi1gh1e,r by 
t 1u rrnin th bo11tom I= v J . Your ,oppon1 . nl would op . n 'Vi w -port 7 
, ~ 1ndl = -'''1, v·i -w 5 of ·your· 1: 1rfi . ~ he, r. 

15 



.J. Pl 
v ·' 

4. '' ·, ' t V' I ir I . ~ I 

. n 1Wh 1 ,#'. 

.$IE1QUENC.E OIF PLA V 

y u r 1 u r1 t I . r · . P' - · 1 1C _ 'U 

·· r rti ,, f 1:_ r St· . ti -.ri 1C r 

16 

ll1. v : II · f v ur 

c , . t 
, ., v1ou1r op1 · · 

II v ·ii f V' u1r N vi· 

. ind 'Vi w. 

VL W·IP rt wh r V'- , 
v · 1r · h it U yo1 r Pl '" nl 
w Ill . 

,,,, 
f 'th n · ·. t 

·12 !Repeat Steps '9 1hro1ugh 11 for all 1remaining weapons. you1 ·w1 h 
to ·lire. 
15. Repeat s,tep 8 through ·11, with your oppo·nent shoot" g at 
·y,ou. You r 1acord damag1e a. reqiu1i1r·ed. 

Con,tinu1ng The, Game 
116 .. Go, b ck to Step 1. 

'W1nn·in9 The, Game 
17. You win the game when you blow up the ot' r ·1te1rfight•r~ 

Yo,ur O'pponent w i1ns i·f he· blows you up .. The duel 11 ·• t ie 11f the 
1.arfighte1r d"1seng . · e. 

17 



tMOVIE.MIENT 
IEv c- ry turn cont _ in · 1 mo1v 1 1m nt ph _ ._ foUow d by a fir ing 

plh · 'S . IMov m _ nt ta1k1es p~ · 1C ·. 1i n 3 sl 1 ~ p _ • . nid · 111 mov,e m _ nt t k ·. · 
p11 · . t lh ". :. -m f m · . 

F11r -.t - -h p l . v .· r ,_ '._ t _ hii - n w h _din 1 on h i, ,N vig lion 
Wh -,1. Aft r , tfn hi1- lh . din ~ c n . · , _1 pl y r u 1 ·,dd =n 
·. i t 1ind i ·· ' '" his m1ov 1 mi · nt. T 1

. numb . r· howi1ng on th - 101p of 
th · d ri . i1 n d rt · 1: -s. how· m . ny cll ri c lie - he i .. , , t h n . 1. Th _ pl c m . n t o·f 

th . d i -· on1 tlh St' rfigh,f :: r St t iSf'iC . ,c rid hows 1:h , d1ir·, Cl' ion. for 
>< ~ 1mp 11 ,, .,, v u w nt 1·0 ch in · your h = . ~ d1in1g 4 click clockwi =;, ~. 

y,ou wouL pl _ C1 your di . n th " r' '· hi · - . nd ·id : O'f 1h . _ ~ 1rd w 1ith 
tlh . . 4 . . w in . If you do nol w ~ nt to h n · 1 d ir _tiron, y1ou w ulld 

I c _ 'lh - d ·, i n th . : mt · r 1of th · .· , , . An .· if ·you w n 't to :h n · · 
your h . di1n : 3 1Clic. s couni1 rclockwii_ , , you would 1pl c your dlL 
101n 'lh I ft ~ h _ d i1 · . of tlh .. c 1rd w 1ilh th · 3 howin, . 

'S ond · oth pl y 1r 1r 'Y ,·~I t:lh ".i r mov rm nt .: t th~ - 1m . tim . 
Th _ n - -ch pl y r · t _ hi _ o p1pon1 n t , n -w h __ di ni · on h 1i N' vi · :: 
,ri,on Wh • I. 

Thir, , bo,lh pl . v ,, r . , t th Vi =w· con nd th Vi w ,. - rindi · 
. ! t d by 'th - nu1mb r . irn 1h . collor· od . d mov . m _nl w ·n ,· W'. 

Head1n1g Cheng1e Ant~lctions 
Si rf ir·1h! r m v ch _n h i ng1 6ch ~ k _ -11_· kw1i J r ··oun-

t rel clkW'i 1in . n _ tur·n onlly' if th i r t bi1l1iz -,, i und . m d . Wh -n1 
.1 _ 1i i,z . r I rk - -. h1it. th . num1b _ of Iii .k - lby whri,ch _ ',_ t r1 i ·. ht . r 

. h _ 1 I - h · · 1i n1g1 1 r du _ < ,d c- v 1 . Thu , if you t ~ k - 1 , t b i1I1i z r 
i11; Y'O JI cc ' n nly c ·, n - h din . y 5, cl' k . ~, ,:-:-nd 1if you ' k . 4 
·t brihz . ,, d:. , you ,c,- n only ··. h '· h . dlrin · 'V' 2 li1 : k .. 

18 

Ry-1Bya 
If lwo t . rf'ighter head 'Stir iglht 'tow rd -ach oth r ·1w11c in a 

1row._. they· will Uy by 18". ch otlh r . The way· iii work , i., this.. l·f th1e 

no1 e-to, no _=· Po i1io1n t:v1 .,w1 irn Vi ~ w'-porn 1) occurs ,and doe not 
occ 1u1r again irmm d1ately, there ri no frly biy, but if it ,occur , · g in 
irmm di t .lly ft rr# the two t rf1ight r's h _ v,e· fllown ,o c o·selly to· 

. lh "' tih .. t they m,. y 1n101 hoot Bolh pillol, th · .1n . t Vi,ew 5 inr 
Vi1 "W'·rport 5,, ~ nd 1conti nue I.he game from th . 1r . 

For :_ >C m1pl 
fight ,, , nd up ,, ,. cin .1 10n :- nioth r he _ d~on ; ·th :- ,y c· in :MCh n -. 
-,hot , H th , v w _ nt ilrn th n X't m 1ov =·m . nt 1Ph , th comm1 ~ n,d rr -

1 cid to · o tr ! i _ ht. The r ~ · =ult for oth 1 l · Th v m y !NOT 
·x:ch -n 1 - - hot . Boeh t Vi w 5 in V'i w rt 5. N :- x t, th v , ch 

t m 1ov . . nd rr·, ·, oily, ~ it _ . u ru t .· nd llhey m _ y· fir . g 1in · o m ,!_ Uy. 

1'9 



DIMng•g-1n,91 
Tber1e' are 9 1posit1ion that indi1C' 1. th = -1 . rt:,, ht , -, · r 1 _·. mov1in1g 

direct y a·w . y from -, . ch other. U 3 'diL ,ng , i1n .. 1po, 1t1on - o cur 
1in a row', th . n the . t rf'1ght -·r h _ v -, flown out of r. n ~ :. Tlh ~ m, -
· a dr" w, _ nd n 1ith . 1r· pl.- y r h __ won .. uni -.- - BOTIH pl! .. v .. r - .. r -:. 
to 1re- . ngag Th ·. SA'ME "d1i = n 1g1 gin :' po i tion do - N11QT h :-1v · t 10 
occur 3, tim in a row:. r . th :- 1r, A.NV ~ ombi1 " ' , tion, 01f 3 d L = n _ ~ in . 
po ·ifo,n · wiH = ndl tlh · g -m . If B10TH p y irs, gr to ontinu · th -, 
lb . ttl e, · . t both N'avi · _ tion Wh -_-1.s t 10 V'i, _ w 1 ·. n in Vi w· p -· rt 1. 
a1nd conti1n1u · pll y. 

Th :_ 'di . nga1g1ng' po 1ition .. · , r _, = nv Vi1
. w 4,, '5f or 16, in V1i -w - ort 

4, 5, or 16, ,a, -hown 1in th . 1 b1I - - -Jow. 

DlMng,aglng 1Po1ition Settings 

Wh IA 
Vii -.w -poil Vi_:-w 

4 4 4 . , ,, 
'I s • I • 

I I I • 

20 

Wh _ -1s 
Vi w · _ - ·,rr v:; w 

.. 15 • • • • 
• I 

4 • I 

• I 

FIRING WEAPONS 
There 1i1 1 firing pheM in every ·tu~n after lhe movem nt 1phe1e. 

Weapons fire between aterf1ghtera. 111k.e1 1place et the ·11me I me. 
end so you cannot be d tr1oyed before you can, gel your 'Shot off. 
Every tum, pllryers 1hou1ld1 11ltern1te 1re•vi1ng their shot•,. with one 
peraon rnolvi1ng1 ell of· h•• 1hot1 ft 1rst. and then the other .. It don 
not maner which player resolves fire first., 

Which We.pon1 C.n Flre1 
A, p ayer cannot ·fire 111 of the 1t111rfigh1er,.1 we1pon1 every' turn. 

He can fire only tho• we1po 1 that beer 10n 1(poin1 at) his oppo­
nent'• ·1ta1rfighter On11y the· weapons from ONE Sector ce1n beer on 
the oppo9tng 1t1rfight•r i1n • 111ngle ft1ring pha1e. The weepon1 lhat 
beer .1,re 1d term· ed lby Where your opponent 1i1. Wh1ichever View­
port 11 open tell1 wh1c Seo ent"1 weapons bear~ If vour opponent 
is 1in V1ew·por1 3, lh n ·1 e we1pons 1in Segmenl 3 be•r on hiim~ 

211 



D rterimin1ing A H t 
.Add lh . B ·. _ _ To-Hit Nlum __:: r U1rom th - T. rg 1ti1n - 1C m _ ut ·r 

B , r 10 th _. nu1m · 1r 0 1f 1chck t · ~ _t = rfi 1ht r 1 • h in .. 1 . • h =· - ·1i1n, . Tih1i . 
i , the· To·Hi·t Num1b .·r. 

Roll 2 d"c . If f . 1rolll 1i qu I ·to or 1 1r :_ I ".r th n 1.lh · To .. Hit 
Num .. r, th __ .hoc• - . hit. U th roH 1i . 11- ~ - th .nth · T Hil. N1u1m - .. r. 
l'h . hot i = - m i . 

A you c n ~· , th _ mor, · · mi. 1- lh: it th = t = r · 1li1n om ut .· r 
t~ k ... th h rd 1r i1t 1i to hi·t your IP .· ·.· n · nt. 

22 

D.AM.AGE FR0 1M H l~S 
E.ach 11a1ser shot ,does t lle·aist 1 dam g1e poin11. This ri · raco·rded 

by· moving .a Counter on l lhe Over . H Damag[e Bar .. Da1m1ege is 
deter1mined by roll1i1ng 2 d'ce and consulting ·the Damage Table 
gi ·. n below. 

0 1i Roll' 
2 
3 
4 
5 
6 
1 
a 
91 

'110 
·11 
·12 

D•m•ge· • 1b e 
,0 .'m 9·, · R ult 

IA due 2 1prot1 
· ' t1i n int . ; ·t lk _:p _ c Id· m .. 1g . 

1R -d . - 2 rot . t1i · · point._: ; t~ 1k- = p :-;ci I ·· m g '. 
R, . u1· 2 p1rot __ lio p · in11.-. 
1R, du · 1 1pr·o·t ~ct ion poi n1 .. 
R :_ duc -· 1 pr·ot ,chon point. 
R due .·. 1 pro1t ·· ·. t1ion point . 
R due · 1 prot . lion point. 
R . due _ 1 p1rol1 ctjon point. 
R ~ due . 2 prot, . tiion point . 
R due . 2 1p1rot t1ion point -; t k 
R -due _ 2 p1rot 1 1.1ion point · t k . .. · .. · 1ia1 ~ da1m ~ · ~ . 

=or 
_ r 2 1 

1· 

· · hit it t k .• th t rhg1ht rt prot· ~ ctiion i1 r . due ... · by 
i -t . M · ·v 1.h · Count r I· 1: h = · 1r i , . ht on I h . Ov ·r 111 0 m. - = · 

count r · , . t lo 0, th .· ·= 1. - r-
up . 

. Special Da1m•1e· 
If .: - h -it 1i V 1 

I . 

. , , I b I 

1f'O t . ·. t 1i • n I 



Roll .. After it h ,only' 3 pr·ot·· -coon po,• nt: · left add 3 to every Sp·. ci -- 1 
D m,age Roll ; at tlh• . 1po1nt the,re is mo,re th n · 1 ~, chane that 
--_ n1v 1pec1,al damag·e will cause the :s1:arf1i1gh't r to bllow, up' 

- -

'The table gi,ves e ch o·f t:h , , pecial damag effects. Th ~ v taik,e 
p1lace· at the beg inn i1n1g of th , nexl game turn. 

- -

Di .Roll' , 
2 
3 
,4 

5 
6 

Spec ·11 Oem•1• T•bt•, 

Spec,ia.I Dam· -9 -, ,R ~- sulr 
Statbi I ize r d - m111g ~ d. 
T _. rgeting1 c:om1pul 1 _. rd ·- m .-d . 
IL. ,, _r·1d mag .;d . 
T rg ting ciomput _ ,, _ nd I - 1r d mi g d . 
ti·f'_, =upport _,y I . mid m -g d . 
St rfi,ght . ,, blow , up' 
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Stelblllizer D•me,ged 
Th -, st bi II 1i ·, ~ r h - - ~ ~ -n hit , ndl h - ~ d 1i n ch n . e·s arr_, 1m ore 

iH1i1 111 . Th 1 1 1rfiglht1 .r c, .11n ino loni ~ 1 1r mc 1k -, 'th -, t1i1g1ht ·1 rns, i1: one . 
ulld ,.. Mo·v 1 't:th . · Counr ' do1wn 11 lb •. n th • St biltiz r B r. Th , 

J, w rt' ,_ num1b -, , 1h:. f :w _ - Iii , k. 'th , ~ -' rf'i,,_ hi -rm v chan 1 it · 
h Wh · ,n 11h - couni1: 1r _ -1 _ to 0. 'th :- , -1 . rf1i · hi -r 1mus1. move 
1n 

-, 1m-v d -<-1:ro·y _:- W' :- , ~ 1pon . U' r , ~ l hJ1p1p =n - ~ 1:h -, 
. : f1i1r . -· 'for 1.lh . r · · t of th :-_ - m -. Ro I . 1 d i , ~ ~ 1 1nd 

-n:. - 'I th ·. t bl ---_-, low t . · d -·'t _ 1rmi1n , wlh i.· h w _. pon W ' , _ d : m g1 d. 
ilt , n :_ Ir _ ._- dy-dl ~ m _ . - _:_;d w = _ 1pon i _ hi1t _ ', 11n ; o t 

ID•maged W,e•pon T•ble, 
- . 

Di, , R' ,,, 
11 

J 

6 

'W , 'IJOn ,D m -- d' 
Fo1rw ~ 1rd l " _' .: r 11 
F -rw 1rd l, -, ,r 2 
F rw 1rd IL -- , r 3 
Turr _ t L _ i ·r 1 
T r r ~ ·t L - -1 - , r 2 
Ahl ,- .1r 

25" -



Lite Sup·port System D•m•g1ed 
Sp cri "I d rm · g m y hi1t th - p1t~ 10f .· hf, upp 

i1n . th n rm l r I' turn . th -t h _ m , 'V rr .- mi 
th ir 1mov ·_. th .· Counr r from1 th · OK . 
1n , ._ h 6 1.urn _ 11 - ft . At th ~ nd of 1:h 
Counr , 1 x 10 th r1i -ht Wh : n th ' OU nt 
th - d " t 1i d . 

Wh .· n thir d m ~ 1g _ '· -ur "; ~ 111: 11' ·· ... od 11d · - to try t.o 
-

.· uickly " - 1po· s1ibl1 . It I k 3 ·tu 1rn . to di 1ng -.- · _ rnd rif you 
w 1it 1, o ion1g ... 
Starfighter Blo,ws Up 

K om~ 
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S01LO PLAY: TARGET PRACTICE 
A compul r -con1roU - • t r I dron ° t r r _ mm · d for • r _ n -

do · . mov, · nd·f i1r · . q1u nc . Th1I . i , Y' u r -h -n _, for 1 r r pr c·-
- ,1. in t 1rruly unprr . · ict -bl in ~ - y·. K. · -p . 1r1 •• _ 01rd o,f· the 

_ - · 1r -~ t' fun turrn - j1t t . k · y u 10 d 0 stroy th _·. dr n ... but ·_. :war, .. 
h ·i ron DOES, f'iir .. b elk~ 

Component Nleededl 
You win n • d th St rfi 'ht· r 5,r ti. ;ti _· C_ rd'. 'fo1r both 1a1r -

•l _ t r - . You , 11 _ ,o w d II n · 2 ch _ ., bui · . ,n II v 1 h , A N _ v; -:- ti on Whe -,I 
r· i h t . rfi,~ ht· ·1r yo wi II f lly. 

1G1 me Setup 
Th . ·1up fo1r th _ 

If I V ·_ ir1 h 1r t' 1r -·hip. 

Sequence Of IPl•1y 

th m . f . r th · du I. Y u n 

Th , . .. n ·· r· I · . -q- u ~ , nc _ o,f I 1y_· f ·· r •h-• · m ,- ·th - f' ' • _ · · · · .: m . _ s or 
lh lu ~ I mr, Wi'lh th foUowin .. XC tion . lln ·ev ry " Y'OU 

1 u t . ·m1m 1i ·y ur·_ U' t 10 1'iOn IBEF01RE V' u d · t rmrin · h · w ·t h ~ 
·ran _, _ h rV· . . A·f1· -r ·you h -v p . rform d om1. cti1on ·fo1r- ·e·h 
-r ·· n -, 'YOU m v· INIOT chi ~ 1n 1nyth1in ~ y·ou h · v _ d , for yor r _ If . 
Turret· Aiming ,Pita•,: 'Y -,, your lur1r r. u · u _. I. You do not im 
h · · ron ," 1urr I unlil lh 1F1irin1 Pha 
Mo,~emenr l'ha .. : You m10 1v - nd th n you mu _ t r 1111 

fl1 t -, d I rm1in th dron ",_ 1m v m mt ._ " ,_ cri -· d . low·. 
Firing Ph• • : You · u . t 11im lh . · ron _ ,. t rr . l. - d ~ ·_ C 1rl 

I r_ V1 u f1ir· . ' Y01U ~_ : - - fit . Fi - ' Uy. y -u I u 't r H l:h ' •. 
d . n · ·. f l1r -. f th · r·on _ h _ w -p n , b - ri1n . 

111 - lw v · fir . R • rd d m -nd p ._· 

27 



Mov,ing Th.e D1rone 
Af1,er v·,ou hav· ~ r ~ cord ~ d your mov . mi ~ int on lh prp •• r pa1r1 1 f 

th N , vi .- r'ion Wh · . ',I, F'OU 2 .·.· ~c,e to d .. I ~ rm19n1 th -, dr, · n ~ , ' . 1mov _ • 
m int. Th , bi11g 1di , d ~ t ,rm in , _ d th .:. · ron. m1ov d Jo kw1i c. ' 0 1r 
c 1ount . rrcloclkwi - ,, nd ·th . htd, ... dri . d . t, - r·rm~n _show 1much iii turn ~ d . 

A, r10U of 1 3 on th -· big dk m , -n._· 1,h -'I t r dron ~ , mov, ._ 
clocrkw,i1s . ,: rolll of 4 6· ·' n th - .. i d ri " 1m, ,_. n, 1h . t th . , r n · 
moves c,ou nr re l . -kwis :- . Th _, n . mlb ~ r o,n th , li1'11L di , i1nd1ic _ t -
how m ny cli,ck th _ t lh dr,onr • -h ing irt h -, ,, din 1. 

If th_ dron , h - - I 'k n n u _ lh -p - 1i_ I d 
ch ng, it h di1n · much , 1. th ~. di11 . • in ic· · I c. , 1it mi v ":·s 
aih ' d . 
Fi1ring The Dro,ne·a We,apons 

RoU 1 di, to d : I. ~ rm1in . if 11h dron ~' turr, c 1 I r rs -1r , point, , 
1.oward you~ If V"OU r1ot11 5 ,or 6j th · y , ~ 1 r - , Qo,ps. 

Shot down by th dr,on · Oo1n' t 1 •II ~ nyon °
11 

OPTIONAL RULES • DESIG1NI Y'OU1R ,SfAR,flGHTER 

,Advanced players mary want 'IO ,des· gn 1hei1r ,own s,1arfigh11ers. 
Pla·yars have 2,0 1d81ig1n points, to, apend .. They mary divide 

these points between mane,uver,ebility, ,ficcur,acy with 'the lasers. 
or p"rotect1on. When1 ,de Jg1n1i1ng lh1s starfigtht,ar, the p1layer should 
· pe1nd' ~LL ,201 of his, points, ars, the1r1e is no benel1it for :saving ainy. 

ManftUnr·: For ,each poin't you _p ,nd on m n uv 1r1bi1111ity,, yo,u ,can 
n11 ~ ke .a heading ch,ang . 1 . dditi1ona11 cliclk greater. All starfigihl 'f'S 
1 rl the '9 ' rm , b . ing1 -ble tom k,,9 81 1 .. click h1eading Chiang . If V'O'U 

· ·p : nd 5 d ... i1g1n points on m1a1n,euve,r,,, your I .·rf'i1ght .,1r 1C' n m ,allt u1p 
t - 6 cl1ick change. 
Accu·rNJ': 1F o,r ,9 · 1ch point yo,ui p . nd on we,,apon s 'SYS'lem accu r acv ~· 
th ~ 8 1 

; • T'o-IHit 1Nu11m r f,or the . ,tarfiglhler•'s la,ser _. go .. down by 
1. AH . :t rfight r , : tart tlhe g~me with · 8' , To-Hit Numb r of 12., 
w'hic.h 1m ~ .· ns lh _ I. Y'OU h ve 1,0 , roll! boxcars on both dice to hi'I, and 
you c _ 1n1n10 '1 m ' k: · , nry, h , ding chang1e ' l'f' voru -p _nd 9, d ign 

1in't on ,' ccur, cy. your ·tarfight -1r ha·s _. B se ·ro,·Hit Number ,of 
. H you · pe1nd 12, you wilill AILWAYS hit · · long . you rmake only 

hcllt h -,ading ch . ng,e _ ind ·your · 'I . rf'ight,er 1i undamag ~d'1 

Th - 1- b1 , , ho,w . what 'th Ba e To Hit Numb = r ir, - for 1'lh . po1int, , 
· n 'I. 



81·1-e· To·Hit N1umlber1 
P ints Sp nr s· ~ - To-Hir· .Nu.mb r 

12 0 
1 
2 
3 
4 
5 
6 
7 
8 
9 

·110 
, 1 

12 

11 
10 
9 
,9, 
7 
,5 
5, 
4, 
3 
2' 
1 
0 

,Protection:· F1or -· .· 1.--h p ._ int you . p nd on p 1rot , .. t.rion. you g t 1 
·_ ddi11:ion : I p1r101 .. _ti on poi1nl .. Alil I. rf i. ht . r - - t 1rl tlh . g -me· with 3 
pro·1-ct1ioni 1po·n1:_ . If you p : nd ·7 d · :i · rn po1int ·. on prot i tion. y·our 
.-, . rfig1ht.1 r w1ill hr v . ·10 p1r·0i1, ct io1n • 01i1nt ·. 

Desig1n1 ILirmits 
Th I~ bl - I. - . low · h w . I ~. m >e.11mu1m nd m i1n1imu1m v lliu 

for . ·_ch .- t rfight 1r .. 

Sy -.t m 
A -1 ur . v 
M.n _ruv r 
IPr101: .. l ion 

M',~n imum 

0 
10 
0 

30 

M -- -imu,m, 
1.2 
15 

20 

31 





. 
"O 
0 
:c 
-4 









You have piloted your STAR LEAGUE Gun Star 
space fighter through one battle after another 
and now you are a battle hardened veteran. 
Now you face the challenge of your life. The 
enemy is none other than a Ko-Dan Deck 
Fighter, the best they have to offer. You know 
it will be a duel to the death and that the fate 
of the galaxy rests in the hands of the victor. 
The Starfighter Duel series by FASA uses a 
unique and fascinating movement system 
governed by the Starfighter Navigation Wheel. 
Players plot their moves on the wheels, then 
check to see if the enemy is in their sights. If 
you have managed to outguess your oponent 
you may fire and hope for a swift kill. Each 
game includes 2 Starfighter Navigation 
Wheels, 2 Statistic cards, 25 markers, 2 dice 
and the rulebook. A game for one or two 
players ages 12 and up. 
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