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nton Kurak of Centaurs was the last Charter

President of the Terran Alliance whose term of
office took place wholly during peacetime. However,
Kurak was also one of the few Terran leaders to take
seriously the idea of a Dindrenzi invasion.

Kurak deepened Terran ties to their traditional allies,
the Aquan Sebrutan and the Sorylian Collective. In the
last years of his presidency, Kurak secured a mutual
defensive pact with both powers, forming the core of
his Alliance.

Kurak enlisted Hawker Industries, which had
extensive contacts with several alien races who the
President felt could be potential partners. The hardy
Terquai joined the pact without hesitation in solidarity
with both the Aquan Sebrutan and the Terran Alliance.

The bird-like Xelocians and the bitter, exiled Ryushi
became signatories to Kurak’s coalition through
Hawker’s efforts. The Xelocians’ great Mother-Fleet
and their expeditionary flotillas had come under attack
from a variety of raiders believed to be sponsored by
Dindrenzi-affiliated powers. The Ryushi, meanwhile,
had been driven from their original Outer Reach
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homeworlds and hungered for revenge.

Hawker’s efforts also induced the Alliance’s most
volatile members to sign up. The fierce Veydreth
of Muishkin’s Rift had once plagued Terra’s galactic
southern colonies. However, Kurak tempted many
tribes into his Alliance as mercenaries. The Veydreth,
always adventurous and enthusiastic warriors, flocked
to Kurak’s banner in great numbers.

But it was the last power to join Kurak’s coalition
that was the most surprising. Only a few weeks before
Kurak’s presidency ended, a delegation from the
mysterious Tarakian Conclaves made contact with his
office, pledging their support.

The Alliance of Kurak almost came to nothing before
the war even broke out, when Kurak was replaced
as Charter President by Umar Sallandro. However,
it was the coming of the war that vindicated Kurak’s
long struggle. Now Secretary-General of Alien Affairs,
Kurak marshals his Alliance against the forces of the
perfidious Zenian League.
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As described in the Fleet Building chapter of the
rulebook, one of the first things you will need to
do before beginning a game of Firestorm Armada is
construct your Fleet.

To build an Aquan Prime Fleet, you will use the
Fleet Building chapter in the rulebook in conjunction
with the information presented here, specifically the
Composition Tables below and the Statistics Profiles
listed on the following pages.

Each possible size of Fleet (Patrol Fleet, Battle Fleet
or Grand Fleet) as determined by Maximum Fleet
Value (MFV) has its own Composition Table. This table
describes how many Squadrons of each Designation of
model can be taken in the Fleet, including any allied
choices. For example, a Patrol Fleet can contain up to
two Squadrons with the Cruiser Designation.

Patrol Fleets

Consult each model’s Statistic Profile to find
its Designation. You will notice that some of the
Designations listed below cannot be found in the
following Statistics pages. This is to accommodate both
additional models that will follow in the future, and those
available to Alliance Fleets as discussed on the next page.

The Composition Tables also divide the available
Designations into Tiers. Each Tier has a minimum
and a maximum limit, on top of the restrictions per
designation. For example, in a Patrol Fleet you can
field up to two Tier 1 Squadrons, chosen from up to 1
Battleship, up to 2 Carriers and so on.

Which Tier a Squadron falls into also affects how the
Squadron influences your Battle L.og, as described in the
Victory Conditions chapter of the rulebook.

Battle Fleets

If the agreed MFV is 800 Points or less, your Fleet is
classed as a Patrol Fleet. You may select your Squadrons
from the following list:

Tier |
Between | and 2 Squadrons, chosen from the following:

Upto | Battleship

Up to | Heavy Cruiser Squadron

Up to | Battle Station

Tier 2
Between | and 2 Squadrons, chosen from the following:

Upto2 Cruiser Squadrons

Upto | Destroyer Squadron

Upto | Gunship Squadron

Tier 3
Between | and 3 Squadrons, chosen from the following:

Up to 2 Frigate Squadrons

Up to 3 Corvette Squadrons

Important Note: In a Patrol Fleet, the Battlecruiser’s
Squadron Size is reduced to |.

If the agreed MFV is between 801 and 1200 Points, your
Fleet is classed as a Battle Fleet. You may select your
Squadrons from the following list:

Tier |
Between | and 3 Squadrons, chosen from the following:
Up to 2 Battleships
Upto | Dreadnought

Upto | Battlecruiser Squadron

Tier 2
Between | and 3 Squadrons, chosen from the following:

Up to 2 Escort Carrier Squadrons

Up to 2 Heavy Cruiser Squadrons

Up to 2 Assault or Torpedo Cruiser Squadrons

Up to | Defence Platform Squadron

Tier 3
Between 2 and 3 Squadrons, chosen from the following:

Up to 3

Frigate Squadrons

Up to 3 Corvette Squadrons



Grand Fleets

If the agreed MFV is between 1201 and 2000 Points,
your Fleet is classed as a Grand Fleet. You may select
your Squadrons from the following list:

Tier |
Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Battleships
Up to 2 Dreadnoughts

Up to 2 Battlecruiser Squadrons

Up to 2 Battle Stations

Tier 2
Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Escort Carrier Squadrons

Up to 2 Destroyer Squadrons

Up to 2 Gunship Squadrons

Tier 3
Between 3 and 5 Squadrons, chosen from the following:

Up to 3 Light Criuser Squadrons

Up to 3 Light Frigate Squadrons

Mighty Armadas

If the agreed MFV is in excess of 2000 Points the force is
divided into separate Fleets, each with its own Admiral,
TAGs, etc. A force of between 2001 and 2800 Points is
formed into one Grand Fleet and one Patrol Fleet, while a
force of between 2801 and 3200 Points is divided into one
Grand Fleet and one Battle Fleet and so on.

Provided the minimum requirements for each Fleet can
be met, you may divide your MFV between the Fleets as
you see fit. For example, a 2300 Point force could contain
a 1900 Point Grand Fleet and a 400 Point Patrol Fleet, or
a 1500 Point Grand Fleet and an 800 Point Patrol Fleet.

Alliance Fleets

In addition to selecting Squadrons of Aquan Prime models,
up to one quarter of your Fleet’s Maximum Fleet Value
(rounded down) may be chosen from other races and factions

within the Alliance of Kurak, including vessels from the
Terran Alliance and Sorylian Collective, and any of those
found within the Alliance of Kurak Fleet Manual. This turns
your Fleet into an ‘Alliance Fleet’.

Your Fleet’s minimum required Squadrons from each
Tier MUST be from the Aquan Prime, and your Fleet
Admiral must be placed on a Tier 1 Aquan Prime model.

Each Squadron uses the Command Distance of its
race or faction and your Fleet’s Fleet Tactics Bonus is
the LOWEST from the races which make up your Fleet.
Finally, an Alliance Fleet cannot take Tactical Ability
Cards listed as ‘Aquan Prime Only’; only General or
Alliance of Kurak cards may be used.

Otherwise, each Squadron is chosen as normal, using
up the relevant Squadron selection for its Tier and
paying the required Points Cost, with all Upgrades,
Hard Points and accompaniments available for purchase.

Allied Squadrons

A single Squadron can only contain models from ONE race
or faction. For example, a Squadron could not be comprised
of two Terran Cruisers and an Aquan Heavy Cruiser.

The exception to this is where a Statistics Profile
specifically lists models from another race or faction
amongst its accompaniments. For example, an Aquan
Battleship can be accompanied by ‘0-3 Alliance of Kurak
Escorts’. These may come from any race or faction
within the Alliance of Kurak, for the listed points cost.

Important Note: Even if the only models selected from
outside the Aquan Prime are an Accompaniment to an Aquan
model, the Fleet is still considered an Alliance Fleet, and any
associated penalties in Fleet Tactics Bonus and Tactical Ability
Card selection apply.

Natural Alliance

Certain races and factions within the Firestorm Galaxy will
work together more readily than others, their goals or origin
making them Natural Allies.

Aquan Prime Fleets are Natural Allies with the Terquai
Empire. One quarter of your MFV in an Aquan Prime Fleet
may be chosen from Terquai Empire models, in addition to
the one quarter allowed in an Alliance Fleet. This means a
full half of an Aquan Fleet could be comprised of Terquai
Empire models.

Additionally, if an Aquan Fleet contains only Aquan Prime
and Terquai Empire models, ‘Aquan Prime Only’ TACs may
be chosen and used by all Squadrons in the Fleet.

AQUAN PRIME
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance
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DREADNOUGHT

Kraken and Medusa Class

Designation DREADNOUGHT

Name Kraken, Medusa

Size class

Large Capital

Squadron size |

DR CR Mv HP CP AP PD

8 ‘ 11 ‘ 7" ‘ 10 ‘ 8 ‘ 5 ‘ 6
Points Cost Wings

275 |

MN
B

Turn Limit

PX

|
Starboard / Port 12

6
Beam Weapons 20" 30" 40"
| 6

Torpedo Weapons 24" 36"

6 8
Fore 7 8 6 5
Aft 7 8 6 5

MARs

Elite Crew, Energy Transfer (Beam, 2), Impervious, Minefields (3, 6AD), Secured Bulkheads

Hardpoints

Select up to THREE from the following:
0-1:+1 Shield

0-2:+1” Mv

0-1:-1”Turn Limit

0-1:+2 PD

0-1:+3 Wing Capacity

Gain the Drone Mines MAR
Give all Beam Weapons the Precision Strike MAR
Give Torpedoes the Corrosive MAR

Accompaniment

0-3 Remora or Kappa Class Escorts

0-3 Snapper Class Corvettes

0-3 Alliance of Kurak Escorts

Upgrades Points

Free
+5

Free

+5

+5

+10
Points
+20 each
+15 each
Variable

This document is intended to provide you with the
various statistics needed to use our spaceship models
with the Firestorm Armada 2.0 rules. This Fleet Manual
is what we refer to as a ‘iving document’, meaning that
as new models are created their statistics will be added
and the document will expand.

Additionally, should any errata be found with printed
materials they will be reflected in this document. As
such, you should always use the statistics found in this
document as the default statistics when you are playing
Firestorm Armada. Please refer back to this download
on a regular basis to ensure that you are playing with
the latest version of statistics.



BATTLE CARRIER

Dagon and Manta Class

Designation BATTLE CARRIER

Name Dagon, Manta

Size class Large Capital

Squadron size

Points Cost Shield Rating Wings
205 | 9 2"
Beam Weapons 10" 20" 30" B
Starboard / Port 12 15 7 -
Fore 6 8 3 -
Aft 6 8 3 -

Torpedo Weapons 24" 36"

MARs

Secured Bulkheads

Hardpoints

Select up to THREE from the following:

0-1:+1 Shield +15
0-2:+1” Mv +5
0-1:-1”Turn Limit Free
0-1:+2 PD +5
Give all Beam Weapons the Energy Transfer (1) MAR +5
Gain the Quick Launch MAR +10
Give all Beam Weapons the Precision Strike MAR +5
Give Torpedoes the Corrosive MAR +5
Accompaniment Points
0-3 Remora or Kappa Class Escorts +20 each
0-3 Snapper Class Corvettes +15 each
0-3 Alliance of Kurak Escorts Variable
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HEAVY CARRIER

Oannes Class

Designation HEAVY CARRIER*

Name Oannes Class

Size class Large Capital

Squadron size

Points Cost Shield Rating
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Beam Weapons
Starboard / Port 5 7 3 -
Fore 10 I 5 2

Torpedo Weapons 12" 24" 36" 48"

Any 7 7 7 7

MARs

Energy Trandfer (1), Reinforced Fore, Secured Bulkheads

Hardpoints Points

Select up to ONE from the following:

0-1:+1 Shield Rating & +1 HP +20
0-1: Gain thd Difficult Target MAR +25
0-1: +2 Shield Rating +20

Upgrades Points

+2” Command Distance +10
+1” Movement +5
Replace the Energy Transfer (1) MAR with Energy Transfer (2) MAR +5
Give Torpedoes the Corrosive MAR +5

Accompaniment Points

0-1 Shiva Class Gunship +80 each
0-3 Remora or Kappa Class Escorts +20 each
0-2 Sulis Class Heavy Cruisers +50 each
0-3 Alliance of Kurak Escorts Variable

* A Heavy Carrier takes up TWO Carrier (and hence Tier |) slots in an Aquan Prime Fleet Tier List.




BATTLESHIP

Hydra, Maelstrom and Poseidon Class

Designation BATTLESHIP

Name Hydra, Maelstrom, Poseidon

Size class Large Capital

Squadron size
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Beam Weapons

Starboard / Port 11 14 7 3
Fore 5 7 4 3
Aft 5 7 3 -

Torpedo Weapons 12" 24" 36" 48"

Any 8 8 8 8

MARs
Secured Bulkheads

Hardpoints Points

Select up to THREE from the following:

0-2: +1 Shield +15
0-2:+1” Mv +5
0-1:-1”Turn Limit Free
0-1:+2 PD +5
0-1: +3 Wing Capacity Free
Give all Beam Weapons the Energy Transfer (2) MAR +10
Give all Beam Weapons the Precision Strike MAR +5
Give Torpedoes the Corrosive MAR +10
0-3 Remora or Kappa Class Escorts +20 each
0-3 Snapper Class Corvettes +15 each
0-3 Alliance of Kurak Escorts Variable




CARRIER

Charybdis and Triton Class

Designation CARRIER

Name Charybdis, Triton

Size class Large Capital

Squadron size

Points Cost Shield Rating
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Beam Weapons

Starboard / Port 7 8 3 -
Fore 4 5 - -
Aft 4 5 - -

Torpedo Weapons

MARs

Hardpoints

Select up to TWO from the following:

0-1:+1 Shield +10
0-1:+1” Mv +5
0-1:+2 PD +5
0-1: +3 Wing Capacity +5
Give all Beam Weapons the Energy Transfer (1) MAR +5
Give all Beam Weapons the Precision Strike MAR +5
Gain the Deck Crews MAR +10
Accompaniment Points
0-3 Remora or Kappa Class Escorts +20 each
0-2 Chironex, Isonade or Storm Class Cruisers +50 each
0-2 Namazu or Tsunami Class Heavy Cruisers +80 each

0-3 Alliance of Kurak Escorts Variable




Important Note: Installations, such as
the Battle Station shown on this page,
have two Movement values. The first

is the distance that the Installation can
move whilst under a player’s control, just
like any other model. The second is the
distance that it will move during the End
Phase of each Turn if the rules for Moving
Terrain are being used. This movement is
conducted in the same manner as other
Terrain Movement.

BATTLE STATION

Vortex Class

Designation BATTLE STATION

Name Vortex

Size class Large Capital

Squadron size |
DR CR Mv P P AP
8 ‘ 12 ‘ 2"16” ‘ 9 ‘ 7 ‘ 4 ‘ 6 ‘ 0

Points Cost Shield Rating

Beam Weapons 10" 20" 30" 40"

Starboard / Port

Fore 6 11 9 6

Torpedo Weapons

MARs

Energy Transfer (Beam, 2), Impervious, Manoeuvrable, No FSD

Hardpoints Points

Select up to TWO from the following:

0-1: Gain the Minefields (4,6 AD) MAR +5
0-1:+1 Shield +15
0-1: +4” Command Distance +10

0-1:+3 Wing Capacity

Upgrades Points

Give all Beam Weapons the Precision Strike MAR

Give Torpedoes the Corrosive MAR +10
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DEFENCE PLATFORM

Cyclone Class

Designation DEFENCE SATELLITE
Name Cyclone
Size class Small

1] Squadron size 2-4

(=]
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(7] Beam Weapons 10” 20” 30”7 40”
Fore 3 4 - -
Port/Starboard 3 4 - -
Aft 3 4 - -

MARs

Difficult Target, Energy Transfer (1), No FSD, Orbit

Hardpoints (1) Points
0-1 +1 HP
0-1 Gain the Manoeuvrable MAR

Upgrades

Replace the Energy Transfer (1) MAR with the Energy Transfer (2) MAR +5

The Cyclone has been purpose built to shore up the defences of
Aquan Sebrutan worlds blighted by the repeated incursions of the
Directorate and their nefarious associates. Of incredibly tough
semi-organic construction, the Cyclone is able to bear and blunt the
thrust of an attacking force, buying time for escape - or retaliation.




The Orca Class Battlecruiser is the latest in
military innovation for the Aquan Shoals. The first
thing that strikes a military observer about the
Orca is its speed. Boosting into battle on the latest
bio-electric impulse drives, the Orca’s power to
mass ratio is far greater than many other vessels
of a similar size.

Compass batteries of beam weapons cover all
conceivable angles of approach, lashing out like
rods of fire at any who enter their impressive
range.Thick armour and high energy shields guard
its hull and bombardments of corrosive torpedoes

eat through Zenian hulls with a voracious appetite.

BATTLECRUISER

Orca Class

Designation BATTLECRUISER

Name Orca

Size class Large Capital

Squadron size

Points Cost Shield Rating Wings
120 | 0 "
Beam Weapons 10" 20" 30" 40"
Starboard / Port 9 I 5 2
Fore 5 7 3 2
Aft 5 7 3 -
Torpedo Weapons 24" 36"

MARs

Drone Mines, Secured Bulkheads

Hardpoints Points

Select up to ONE from the following:

0-1:+1 Shield +10
0-1:+2” Mv +10
0-1: +3 Wing Capacity +5
Give all Beam Weapons the Energy Transfer (2) MAR +10
Give all Torpedo Weapons the Corrosive MAR +5

Accompaniment Points

If this Squadron contains only | model, it may be accompanied by:

0-2 Barracuda, Chimaera or Piranha Class Frigates +20 each
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GUNSHIP

Shiva Class

Designation GUNSHIP

Name Shiva

Size class Medium Capital

Squadron size

Beam Weapons
Starboard / Port 4 6 - -
Fore 8 9 7 4

Torpedo Weapons
Any 6 6 6 6

MARs
Reinforced (Fore), Secured Bulkheads

Hardpoints Points

Select up to ONE from the following:
0-1:+1 Shield
0-1: Gain the Energy Transfer (1) MAR

Accompaniment Points

0-1 Sulis Class Cruiser +50 each




HEAVY CRUISER

Sulis Class

New MAR: Energy Locus (Value)
Once per turn, an Aquan Beam Weapon
attack may be made by a friendly squadron Name Sulis
with line of sight against the model with ]
Energy Locus.The player then takes a
Command Check (requiring the Energy Squadron size
Locus Value number of successes). If the
check is passed, this value is added to the
total Attack Dice Pool (after firing options).
If failed, the value is subtracted from

the Pool, to a minimum of | AD. In either
case, the attack must then be immediately
resolved against an enemy model within
20" and with line of sight to the model with
Energy Locus.

Designation HEAVY CRUISER

Size class Medium Capital

Turn Limit

Turrets 5 6 3 -

Only one Energy Locus bonus may be
added to any attack, and a model may NOT
use the Energy Locus MAR on an attack
it takes part in.Targeted strikes may not Energy Locus (2), Secured Bulkheads,Vulnerable
be made, nor do weapon coherence and
MARs take effect, through the redirected
attack. The attack otherwise follows all Select up to TWO from the following:

normal rules rEgarding to hitand AD 0-1: Give the Beam Weapons the Energy Transfer (1) MAR +10
modifiers from the attacking models to the
redirecting model and from it to the target
enemy model.

0-1:+3” Command Distance +5

Directorate

Anarchist Class .
Battleship Example: In this example an Aquan

Heavy Carrier moves to within 18” of a
Sulis Heavy Cruiser. It fires its Fore beam
weapon at the Sulis for | AD.

r 5
é: & . The Commander is feeling lucky, so
: elects to add 2AD to the roll, and makes
Aquan Sulis a Command Check needing 2 Successes.
Fortune favours the brave and the dice

rolls are successful, so the total goes
from | 1AD to |3AD.

The Sulis is within 20” of the Directorate
Battleship with a clear Line of Sight and
the attack can therefore take place.This
counts as the once per Turn use for the
Aquan player.

Aquan Oannes Class
Heavy Carrier




HEAVY CRUISER

Namazu and Tsunami Class

Designation HEAVY CRUISER
Name Namazu, Tsunami
Size class Medium Capital
L Squadron size 2-4
Q DR | cR | M | HP | cP | AP | P MN
—_—
: 5 ‘ 7 ‘ 10" ‘ 5 ‘ 6 ‘ 2 ‘ 4 ‘ 4
o : o : -
Points Cost Shield Rating Wings Turn Limit
=
< 80
-
(7)) Beam Weapons 10" 20" 30" 40"
Starboard / Port 5 6 - -
Fore 6 7 4 -

Torpedo Weapons 12" 24" 36" 48"

MARs

Energy Transfer (Beam, 1), Reinforced (Fore), Secured Bulkheads

Hardpoints

Select up to ONE from the following:
0-1:-1”Turn Limit +5

0-1:Replace Energy Transfer (Beam, |) with Energy Transfer (Beam, 2) +5




Designation

Name

Size class

Squadron size

CRUISER

Chironex, Isonade and Storm Class

CRUISER

Chironex, Isonade, Storm

Medium Capital

Beam Weapons 10" 20" 30" 40"
Starboard / Port 3 5 - -
Fore 5 6 3 -
Aft 3 4 - -

Torpedo Weapons

Any

MARs

Precision Strike, Secured Bulkheads

Hardpoints

Select up to ONE from the following:

0-1: Gain the Difficult Target MAR

0-1:+1 MN

Upgrades

Give all Beam Weapons the Energy Transfer (1) MAR

Points

+5
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DESTROYER

Stingray Class

Designation DESTROYER

Name Stingray

Size class Medium Capital

Squadron size
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Beam Weapons 10" 20" 30" 40"

Starboard / Port 5 6 7 5

Fore 3 4 - -

MARs
Secured Bulkheads, Stealth Systems

Upgrades Points

Give all Beam Weapons the Precision Strike MAR +5

FRIGATE

Barracuda, Chimaera and Piranha Class

Designation FRIGATE

Name Barracuda, Chimaera, Piranha

Size class Small

Squadron size

Beam Weapons

Starboard / Port 3 4 - -
Fore 2 3 B )
Aft 2 3 -

MARs

Difficult Target

Upgrades

Gain the Energy Transfer (Beam, ) MAR +5




ESCORT

Kappa and Remora Class

Designation
Name

Size class
Squadron size

DR CR

Points Cost

Designation

Name
Size class
Squadron size

DR CR

Points Cost

CORVETTE

Snapper Class

CORVETTE

Snapper

Small

3-6

Mv HP

Shield Rating

CcP AP PD MN

Turn Limit

Torpedo Weapons

Fore

12” 24” 36” 48”

MARs

Elusive Target

Upgrades

Gain the Pack Hunters MAR

+5

ESCORT

Kappa, Remora

Small

Mv

1-3

HP CP

Shield Rating

AP PD

Turn Limit

Difficult Target, Minefield (I, 6 AD)
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ESCORT CARRIER

Carcinus Class

Designation ESCORT CARRIER Accompaniment Rules:
- The following rules are currently being
[ tested by our Firestorm Focus Group,

Size class Medium Capital but we would very much like our player
community to try out the following

Name Carcinus

Ll Squadron size ! .
[ Accompaniment Rules for the ships on
pu— Pages 18 & 19:
-
o * Add Accompaniment option to
- Points Cost Shield Rating Oannes Carrier: 0-1 Carcinus, 0-2
< Ladons.
- * Add Accompaniment option to
(7)) Charybdis & Triton Carrier: 0-1
B W 10" 20" 30" 40" .
SRR Carcinus, 0-2 Ladons.
Starboard / Port 4 4 - -  Add Accompaniment option to
Fore 3 4 . . single Orca: 0-1 Ladon.

Torpedo Weapons 12" 24" 36" 48"

Any 4 4 4 4

MARs
Secured Bulkheads

Hardpoints Points
Select up to ONE from the following:

0-1: Gain the Difficult Target MAR

0-1:+1 Shield

Upgrades

Gain the Energy Transfer (Beam, |) MAR +5

Mixed Cruiser Squadrons

Up to one Cruiser in a Cruiser Squadron may instead be a Heavy
Cruiser or an Escort Carrier, for the Points Cost listed in the relevant
Statistics profile. Up to one Light Cruiser in a Light Cruiser
Squadron may instead be a Standard Cruiser, Gunship or an Escort
Carrier, again for the relevant Points Cost. In all cases, the minimum
Squadron requirements must still be filled with standard Cruisers or
Light Cruisers, and the Squadron cannot contain more models than
its maximum Squadron Size.
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CRUISER

Ladon Class

Designation CRUISER
Name Ladon
Size class Medium Capital
Squadron size 2-3 Ll
DR CR Mv H CP AP PD MN E
5 ‘ 6 ‘ 10" ‘ 3 ‘ 3 ‘ 1 ‘ y3 ‘ 0 =
o
Points Cost Shield Rating Wings [
40 ﬁ
Beam Weapons 10" 20" 30" 40" n
Starboard / Port 4 4 - -
Fore 6 7 3 -

MARs
Secured Bulkheads, Reinforced (Fore)
Hardpoints Points
Select up to ONE from the following:
0-1: Gain the Difficult Target MAR
0-1:+1 Shield

Upgrades

I I G H I Gain the Energy Transfer (Beam, 1) MAR +5

Nereid Class

Designation LIGHT FRIGATE

Name Nereid

Size class Small

Squadron size

Beam Weapons 10" 20" 30" 40"

Fore 3 2 - -

Elusive Target, Reinforced (Fore)




CARRIER

Nectridea Class

Designation CARRIER

Name Nectridea

Size class Large Capital

Squadron size

Beam Weapons

Fore 7 6 3 B
Fore 7 6 3 B
Port/Starboard 5 6 3 -

MARs
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Hardpoints Points
Select up to TWO from the following:

0-1:+1 Shield,-1” Mv +5
0-1: Gain the Difficult Target MAR, -1 HP +15
0-1:+3 Wing Capacity, Remove the Planetfall MAR Free
0-1: Gain the Quick Launch MAR +10
0-1:+1 Planetfall MAR Value, Remove Durable MAR Free

Upgrades Points
Replace Energy Transfer (Beam, ) with Energy Transfer (Beam, 2) +5

Accompaniment Points

0-2 Chimaera Class Frigates +20 each
0-1 Sulis Class Heavy Cruiser +60 each




FRIGATE

Antiarchi Class

Designation
Name

Size class
Squadron size

DR CR

ASSAULT CRUISER

Limulus Class

Designation ASSAULT CRUISER

Name Limulus

Size class Medium Capital

Squadron size 3-4

DR CR Mv HP (o 4 AP PD MN

6 | 7 [ | 4 | 4 | 2| 4 | o
Points Cost Shield Rating Wings Turn Limit
45
Beam Weapons 10" 20" 30" 40"
Fore 2 3 ; j
Port/Starboard 3 4 - -

MARs
Planetfall (2), Durable

Hardpoints Points

Select up to ONE from the following:

0-1: Gain the Reinforced Fore MAR +5
0-1: Gain the Difficult Target MAR, Remove the Durable MAR +10
0-1:+2 MN, Remove the Planetfall MAR Free
Gain the Energy Transfer MAR (Beam, |) +5
Gain the Double Mines MAR +5

FRIGATE

Antiarchi

Small

3-4
Mv HP

CP

4 ‘ 5 ‘ 12" ‘ 2 ‘ 2 ‘

Points Cost

Shield Rating

Wings

Turn Limit

MARs

Difficult Target, Planetfall (1), Durable

Hardpoints

Select up to ONE from the following:
0-1:+2 Mn and Gain the Drone Mines MAR, Remove the Planetfall MAR

0-1:+2” Mv

Points
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As described in the Fleet Building chapter of the
core rulebook, one of the first things you will need
to do before beginning a game of Firestorm Armada is
construct your Fleet.

To build a Sorylian Collective Fleet, you will use the
Fleet Building chapter in the rulebook in conjunction
with the information presented in here, specifically the
Composition Tables below and the Statistics Profiles
listed on the following pages.

Each possible size of Fleet (Patrol Fleet, Battle Fleet
or Grand Fleet) as determined by Maximum Fleet
Value (MFV) has its own Composition Table. This table
describes how many Squadrons of each Designation of
model can be taken in the Fleet, including any allied
choices. For example, a Patrol Fleet can contain up to
two Squadrons with the Cruiser Designation.

Patrol Fleets

Consult each model’s Statistic Profile to find
its Designation. You will notice that some of the
Designations listed below cannot be found in the
following Statistics pages. This is to accommodate both
additional models that will follow in the future, and those
available to Alliance Fleets as discussed on the next page.

The Composition Tables also divide the available
Designations into Tiers. Each Tier has a minimum
and a maximum limit, on top of the restrictions per
designation. For example, in a Patrol Fleet you can
field up to two Tier 1 Squadrons, chosen from up to 1
Battleship, up to 2 Carriers and so on.

Which Tier a Squadron falls into also affects how the
Squadron influences your Battle L.og, as described in the
Victory Conditions chapter of the rulebook.

Battle Fleets

If the agreed MFV is 800 Points or less, your Fleet is
classed as a Patrol Fleet. You may select your Squadrons
from the following list:

Tier |

Between | and 2 Squadrons, chosen from the following:

Upto | Battleship

Upto | Heavy Cruiser Squadron

Upto | Battle Station

Tier 2
Between | and 2 Squadrons, chosen from the following:

Upto2 Light Cruiser Squadrons

Up to | Assault or Torpedo Cruiser Squadron

Up to | Defence Platform Squadron

Tier 3
Between | and 3 Squadrons, chosen from the following:

Upto 2 Light Frigate Squadrons

Important Note: In a Patrol Fleet, the Battlecruiser’s
Squadron Size is reduced to |.

If the agreed MFV is between 801 and 1200 Points, your
Fleet is classed as a Battle Fleet. You may select your
Squadrons from the following list:

Tier |
Between | and 3 Squadrons, chosen from the following:

Up to 2 Battleships
Upto | Dreadnought

Upto | Battlecruiser Squadron

Tier 2
Between | and 3 Squadrons, chosen from the following:

Up to 3 Cruiser Squadrons

Upto | Destroyer Squadron
Up to 2 Gunship Squadrons
Tier 3
Between 2 and 4 Squadrons, chosen from the following:
Up to 2 Light Cruiser Squadrons
Up to 2 Light Frigate Squadrons



Grand Fleets

If the agreed MFV is between 1201 and 2000 Points,
your Fleet is classed as a Grand Fleet. You may select
your Squadrons from the following list:

Between 2 and 4 Squadr;rr::r clhosen from the following:
Up to 3 Battleships

Up to 4 Carriers

Up to 2 Dreadnoughts

Up to | Battle Carrier

Up to 2 Battlecruiser Squadrons

Upto | Leviathan

Up to 2 Battle Stations

Tier 2
Between 2 and 4 Squadrons, chosen from the following:

Up to 4 Cruiser Squadrons
Up to 2 Heavy Cruiser Squadrons
Up to 3 Destroyer Squadrons
Up to 3 Assault or Torpedo Cruiser Squadrons
Up to 3 Gunship Squadrons
Up to 2 Defence Platform Squadrons
Tier 3
Between 3 and 5 Squadrons, chosen from the following:
Up to 3 Light Cruiser Squadrons
Up to 4 Frigate Squadrons
Up to 3 Light Frigate Squadrons
Up to 4 Corvette Squadrons

Mighty Armadas

If the agreed MFV is in excess of 2000 Points the force is
divided into separate Fleets, each with its own Admiral,
TAGs, etc. A force of between 2001 and 2800 Points is
formed into one Grand Fleet and one Patrol Fleet, while a
force of between 2801 and 3200 Points is divided into one
Grand Fleet and one Battle Fleet and so on.

Provided the minimum requirements for each Fleet can
be met, you may divide your MFV between the Fleets as
you see fit. For example, a 2300 Point force could contain
a 1900 Point Grand Fleet and a 400 Point Patrol Fleet, or
a 1500 Point Grand Fleet and an 800 Point Patrol Fleet.

Alliance Fleets

In addition to selecting Squadrons of Sorylian Collective
models, up to one quarter of your Fleet’s Maximum Fleet
Value (rounded down) may be chosen from other races and

factions within the Kurak Alliance, including vessels from
the Aquan Prime and Terran Alliance, and any of those found
within the Alliance of Kurak Fleet Manual. This turns your
Fleet into an ‘Alliance Fleet’.

Your Fleet’s minimum required Squadrons from
each Tier MUST be from the Sorylian Collective, and
your Fleet Admiral must be placed on a Tier 1 Sorylian
Collective model.

Each Squadron uses the Command Distance of its
race or faction and your Fleet’s Fleet Tactics Bonus is
the LOWEST from the races which make up your Fleet.
Finally, an Alliance Fleet cannot take Tactical Ability
Cards listed as ‘Sorylian Collective Only’; only General
or Alliance of Kurak cards may be used.

Otherwise, each Squadron is chosen as normal, using
up the relevant Squadron selection for its Tier and
paying the required Points Cost, with all Upgrades,
Hard Points and accompaniments available for purchase.

Allied Squadrons

A single Squadron can only contain models from ONE race
or faction. For example, a Squadron could not be comprised
of two Sorylian Cruisers and an Aquan Heavy Cruiser.

The exception to this is where a Statistics Profile
specifically lists models from another race or faction
amongst its accompaniments. For example, a Sorylian
Battleship can be accompanied by ‘0-3 Alliance of Kurak
Escorts’. These may come from any race or faction
within the Alliance of Kurak, for the listed points cost.

Important Note: Even if the only models selected from
outside the Sorylian Collective are an Accompaniment to a
Sorylian model, the Fleet is still considered an Alliance Fleet,
and any associated penalties in Fleet Tactics Bonus and Tactical
Ability Card selection apply.

Natural Alliance

Certain races and factions within the Firestorm Galaxy will
work together more readily than others, their goals or origin
making them Natural Allies.

Sorylian Collective Fleets are Natural Allies with the
Veydreth Tribes. One quarter of your MFV in a Sorylian
Collective Fleet may be chosen from Veydreth Tribes models,
in addition to the one quarter allowed in an Alliance Fleet.
This means a full half of a Sorylian Fleet could be comprised
of Veydreth Tribes models.

Additionally, if a Sorylian Fleet contains only Sorylian
Collective and Veydreth Tribes models, ‘Sorylian Collective
Only’ TACs may be chosen and used by all Squadrons in the
Fleet.

SORYLIAN COLLECTIVE
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance
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DREADNOUGHT

Broadsword Class

Designation DREADNOUGHT

Name Broadsword

Size class Large Capital

Squadron size

Primary Weapons 8" 16" 24"

3"

Scatter Weapons 8" 16" 24" 32"
Starboard / Port 15 17 9 3
Fore (Fixed) 7 8 6 5

MARs

Elite Crew, Experienced Engineers, Impervious, Protected Systems

Hardpoints

Select up to THREE from the following:
0-2: +1” Mv

0-1:+1 Shield

0-2: +2 AP

0-1: +2 Wing Capacity

Gain the Weapon Shielding MAR
Give the Scatter Weapons the Split Fire MAR
Give the Primary Weapons the Precision Strike MAR

0-3 Arrow or Kontos Class Escorts

0-3 Alliance of Kurak Escorts

Upgrades Points

Accompaniment Points

Points

+5
+15
+10
+5

+20
+5
+5

+20 each
Variable

This document is intended to provide you with the
various statistics needed to use our spaceship models
with the Firestorm Armada 2.0 rules. This Fleet Manual
is what we refer to as a ‘living document’, meaning that as
new models are created their statistics will be added and
the document will expand.

Additionally, should any errata be found with printed
materials they will be reflected in this document. As
such, you should always use the statistics found in this
document as the default statistics when you are playing
Firestorm Armada. Please refer back to this download
on a regular basis to ensure that you are playing with the
latest version of statistics.



BATTLESHIP

Falx and Swordbreaker Class

Designation BATTLESHIP

Name Falx, Swordbreaker

Size class Large Capital

Squadron size

Primary Weapons 8" 16" 24" 32"

Scatter Weapons 8" 16" 24" 32"

Torpedo Weapons 12" 24" 36" 48"

Starboard / Port

MARs

Experienced Engineers, Reinforced (Starboard/Port)

Hardpoints Points

Select up to THREE from the following:

0-2: +1” Mv +5
0-1:+1 Shield +15
0-2: +2 AP +10
0-1: Upgrade Fore (Fixed) to a Scatter Weapon +5
Gain the Weapon Shielding MAR +15
Gain the Second Assault MAR +10
Give the Scatter Starboard/Port Weapons the Split Fire MAR +5
0-3 Arrow or Kontos Class Escorts +20 each
0-3 Alliance of Kurak Escorts Variable
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Size class Large Capital

CARRIER

Morning Star and Xiphos Class

Designation CARRIER

Name Morning Star, Xiphos

Squadron size

Scatter Weapons
Starboard / Port 5 7 4 -
Fore (Fixed) 8 9 7 4

Torpedo Weapons

Fore 5 5 7 7

MARs
Experienced Engineers

Hardpoints Points
Select up to THREE from the following:

0-1:+1” Mv

0-1:+1 Shield

0-1: +2 AP

0-1: +2 Wing Capacity

Upgrades

Gain the Weapon Shielding MAR

Accompaniment

0-3 Arrow or Kontos Class Escorts +20 each
0-2 Skyhammer or Falcata Class Cruisers +60 each
0-2 Bombard Class Gunships +90 each

0-3 Alliance of Kurak Escorts Variable




Important Note: Installations, such as the
Battle Station shown on this page, have two
Movement values. The first is the distance
that the Installation can move whilst under
a player’s control, just like any other model.
The second is the distance that it will move
during the End Phase of each Turn if the
rules for Moving Terrain are being used.
This movement is conducted in the same

manner as other Terrain Movement.

BATTLE STATION

Phalanx Class

Designation BATTLE STATION

Name Phalanx

Size class Large Capital

Squadron size |

Scatter Weapons 24"
Starboard / Port 12 12 9 6
Fore 12 12 9 6
Aft 12 12 9 6
Torpedo Weapons

Starboard / Port 5 9 9 9
Fore 5 9 9 9
Aft 5 9 9 9

MARs

Deck Crews, Experienced Engineers, Manoeuvrable, No FSD, Protected Systems

Hardpoints Points
Select up to TWO from the following:

0-1:+2 PD Free
0-2: +3 Wing Capacity +5
0-1: +4” Command Distance +10
0-1:+1 Shield +15
Give all Scatter Weapons the Split Fire MAR +5
Gain the Weapon Shielding MAR +15
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BATTLECRUISER

Hasta Class

Designation BATTLECRUISER

Name Hasta

Size class Large Capital

Squadron size

Scatter Weapons 8" 16"

24"

3"

Kinetic Weapons 12"
Fore (Fixed)

MARs

Bigger Batteries, Experienced Engineers
Hardpoints

Select up to ONE from the following:
0-1: Gain the Quick Launch MAR
0-1:+1 Shield

0-1: +3 AP

Upgrades

Gain the Weapon Shielding MAR

Accompaniment

If the Squadron contains only | model, it may be accompanied by:

0-2 Reaper or Scythe Class Frigates

Points
+10

Points

+20 each




GUNSHIP

Bombard and Warwolf Class

Designation GUNSHIP

Name Bombard, Warwolf

Size class Medium Capital

Squadron size
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Kinetic Weapons 12” 24” 36” 48”

Torpedo Weapons 12"

MARs

D E F E N c E ro——
Upgrades Points
P I A T F o R M Upgrade to Nuclear Torpedoes +10

Aspis Class

Designation DEFENCE PLATFORM

Name Aspis

Size class Small

Squadron size

Scatter Weapons
Starboard / Port 5 5 - -
Fore 5 5 - -

MARs

Difficult Target, Manoeuvrable, No FSD, Orbit,Weapon Shielding

Hardpoints

Select up to ONE from the following:
0-1: Gain the Pack Hunter MAR +5

0-1: Change the Fore Scatter Weapons to Fore (Fixed) Kinetic VWWeapon +5
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HEAVY CRUISER

Halberd and Kopis Class

Designation HEAVY CRUISER

Name Halberd, Kopis

Size class Medium Capital

Squadron size

Turn Limit

Scatter Weapons 24" 32"
Starboard / Port 8 8 4 -
Fore (Fixed) 7 7 5 -

Torpedo Weapons 12" 24" 36" 48"

Fore 2 4 4 4

MARs

Experienced Engineers

Upgrades Points

Gain the Reinforced (Starboard/Port) MAR +5
Gain the Weapon Shielding MAR +10




CRUISER

Falcata and Skyhammer Class

Designation CRUISER

Name Falcata, Skyhammer

Size class Medium Capital

Squadron size

Scatter Weapons
Starboard / Port 6 8 3 -
Fore (Fixed) 4 6 | -

Torpedo Weapons

Fore 2 4 4 4

Hardpoints Points
Select up to ONE from the following:
0-1:+1 Shield Rating

0-1:+1” Mv

Upgrades

Gain the Experienced Engineers MAR +5
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DESTROYER

Kestros Class

Designation DESTROYER

Name Kestros

Size class Medium Capital

Squadron size
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Scatter Weapons 8" 16" 24" 32"

Kinetic Weapons 12”7

Torpedo Weapons 12" 24" 36" 48"

MARs

Ambush (2), Manoeuvrable

Hardpoints
Select up to ONE from the following:
0-1: Replace the Ambush (2) MAR with the Stealth Systems MAR

0-1: Gain the Pack Hunters MAR

Upgrades Points

Upgrade to Nuclear Torpedoes +5 ES c o R I

Arrow and Kontos Class

Designation ESCORT

Name Arrow, Kontos

Size class Small

Squadron size 1-3

Points Cost

Difficult Target




FRIGATE

Reaper and Scythe Class

Designation FRIGATE

Name Reaper, Scythe

Size class Small

Squadron size
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Primary Weapons

Starboard / Port 3 4 - -

Fore (Fixed) 3 4 | -

MARs
Difficult Target

Upgrades Points

Gain the Pack Hunters MAR +5

CORVETTE

Plumbata Class

Designation CORVETTE

Name Plumbata

Size class

Squadron size

Primary Weapons

Starboard / Port 3 4 - -

Fore 2 3 - -

Difficult Target, Scout
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GUNSHIP

Harvester

Designation GUNSHIP

Name Harvester

Size class Medium Capital

Squadron size

Scatter Weapons 8" 16" 24" 32"

Kinetic Weapons 12"

Fore (Fixed)

MARs

Reinforced (Starboard / Port)

Hardpoints

Select up to ONE from the following:

0-1:+1 Shield Rating +5
0-1: +2 AP +5
Gain the Pack Hunters MAR +5
Give the Kinetic Weapons the Decimator Warheads MAR +5

Mixed Cruiser Squadrons

Up to one Cruiser in a Cruiser Squadron may instead be a Heavy
Cruiser or an Escort Carrier, for the Points Cost listed in the relevant
Statistics profile. Up to one Light Cruiser in a Light Cruiser
Squadron may instead be a Standard Cruiser, Gunship or an Escort
Carrier, again for the relevant Points Cost. In all cases, the minimum
Squadron requirements must still be filled with standard Cruisers or
Light Cruisers, and the Squadron cannot contain more models than
its maximum Squadron Size.

Accompaniment Rules:

The following rules are currently being
tested by our Firstorm Focus Group,
but we would very much like our player
community to try out the following
Accompaniment Rules for the ships on
Pages 14 & 15:

* Add Accompaniment option to the
Falx & Swordbreaker Battleships: 0-3
Flechette Light Frigates

* Add Accompaniment option to a
single Hasta Battlecruiser: 0-2 Lucern
Light Cruisers

* Add Accompaniment option to a
single Amentum Battlecruiser: 0-1
Harvester Gunship

* Add Accompaniment option to the
Morning Star & Xiphos Carriers: 0-2
Harvester Gunships

FIRESTORM

— TASKFORCE=Z"



LIGHT CRUISER

Lucern Class

Designation LIGHT CRUISER

Name Lucern

Size class Medium Capital

Squadron size

Primary Weapons

Starboard / Port 5 6 | -

Fore (Fixed) 6 6 3 -

MARs

Agile

Hardpoints Points
Select up to ONE from the following:

0-1:+2” Mv +5

I I G H I 0-1:-1 Turn Limit +5
Upgrades Points

F R I GA I E Gain the Pack Hunters MAR +5
Upgrade the Primary Weapons to Scatter Weapons +5

Flechette

Designation LIGHT FRIGATE

Name Flechette

Size class Small

Squadron size

Scatter Weapons

Gunrack 3 4 - -

MARs

Agile, Difficult Target

Upgrades

Gain the Assault Blitz MAR +5
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BATTLECRUISER

Amentum Class

Designation BATTLECRUISER

Name Amentum

Size class Large Capital

Squadron size

Scatter Weapons 8" 16" 24" 32"

e e NN

Torpedo Weapons 12"

MARs

Durable, Experienced Engineers, Planetfall (4), Reinforced (Port/Starboard)

Hardpoints Points

Select up to TWO from the following:

0-1:+2” Mv, Remove the Durable MAR +5
0-1:+1 HP +10
0-1: +3 AP +5
0-1:-1 Turn Limit +5
0-I: +Add Torpedo Weapons, Remove the Planetfall MAR +5
0-1:+1 Planetfall MAR, -2 PD +5
Gain the Bigger Batteries MAR +5
Upgrade the Scatter Weapons to Kinetic VWeapons +5
Gain the Weapon Shielding MAR +5
If the Squadron contains only ONE model, it may be accompanied by:

0-1 Katar Class Assault Cruisers +50 each
0-1 Falcata or Skyhammer Class Cruisers +60 each




ASSAULT CRUISER

Katar Class

Designation ASSAULT CRUISER

Name Katar

Size class Medium Capital

Squadron size

Scatter Weapons 16" 24" 32"

Fore (Fixed) 4 6 | -

MARs
Durable, Planetfall (3)

Hardpoints Points
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Select up to ONE from the following:

0-1: Gain the Reinforced (Port/Starboard) MAR

0-1: 42 Mv

0-1: Gain the Second Assault MAR, Remove the Planetfall MAR
Upgrades

Gain the Experienced Engineers MAR +5

FRIGATE

Corvus Class

Designation FRIGATE

Name Corvus

Size class Small

Squadron size 3-5

MARs
Difficult Target, Durable, Planetfall (1)
Hardpoints Points

Select up to ONE from the following:

Gain the PD Barrage MAR, Remove the Planetfall MAR Free

Upgrades Points
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As described in the Fleet Building chapter of the
rulebook, one of the first things you will need to
do before beginning a game of Firestorm Armada is
construct your Fleet.

To build a Terran Alliance Fleet, you will use the
Fleet Building chapter in the rulebook in conjunction
with the information presented here, specifically the
Composition Tables below and the Statistics Profiles
listed on the following pages.

Each possible size of Fleet (Patrol Fleet, Battle Fleet
or Grand Fleet) as determined by Maximum Fleet
Value (MFV) has its own Composition Table. This table
describes how many Squadrons of each Designation of
model can be taken in the Fleet, including any allied
choices. For example, a Patrol Fleet can contain up to
two Squadrons with the Cruiser Designation.

Patrol Fleets

Consult each model’s Statistic Profile to find
its Designation. You will notice that some of the
Designations listed below cannot be found in the
following Statistics pages. This is to accommodate both
additional models that will follow in the future, and those
available to Alliance Fleets as discussed on the next page.

The Composition Tables also divide the available
Designations into Tiers. Each Tier has a minimum
and a maximum limit, on top of the restrictions per
designation. For example, in a Patrol Fleet you can
field up to two Tier 1 Squadrons, chosen from up to 1
Battleship, up to 2 Carriers and so on.

Which Tier a Squadron falls into also affects how the
Squadron influences your Battle L.og, as described in the
Victory Conditions chapter of the rulebook.

Battle Fleets

If the agreed MFV is 800 Points or less, your Fleet is
classed as a Patrol Fleet. You may select your Squadrons
from the following list:

Tier |
Between | and 2 Squadrons, chosen from the following:

Up to | Battleship
Upto | Heavy Cruiser Squadron

Upto | Battle Station

Tier 2
Between | and 2 Squadrons, chosen from the following:

Upto | Destroyer Squadron

Up to | Assault or Torpedo Cruiser Squadron

Up to | Gunship Squadron

Tier 3
Between | and 3 Squadrons, chosen from the following:

Upto 3 Frigate Squadrons

Up to 2 Corvette Squadrons

Important Note: In a Patrol Fleet, the Battlecruiser’s
Squadron Size is reduced to |.

If the agreed MFV is between 801 and 1200 Points, your
Fleet is classed as a Battle Fleet. You may select your
Squadrons from the following list:

Tier |
Between | and 3 Squadrons, chosen from the following:

Up to 2 Battleships
Upto | Dreadnought

Upto | Battlecruiser Squadron

Tier 2
Between | and 3 Squadrons, chosen from the following:

Up to 3 Cruiser Squadrons

Destroyer Squadrons

Up to 2

Upto | Shield Cruiser Squadron

Up to | Defence Platform Squadron

Tier 3
Between 2 and 4 Squadrons, chosen from the following:

Up to 2 Light Frigate Squadrons

Light Cruiser Squadrons

Up to 2



Grand Fleets

If the agreed MFV is between 1201 and 2000 Points,
your Fleet is classed as a Grand Fleet. You may select
your Squadrons from the following list:

Tier |
Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Battleships
Up to 2 Dreadnoughts

Up to 2 Battlecruiser Squadrons

Up to 2 Battle Stations

Tier 2

Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Heavy Cruiser Squadrons

Up to 3 Assault or Torpedo Cruiser Squadrons

Up to 2 Gunship Squadrons

Tier 3
Between 3 and 5 Squadrons, chosen from the following:

Upto5 Frigate Squadrons

Up to 4 Corvette Squadrons

| Upto3  LightCruserSquadrons
Mighty Armadas

If the agreed MFV is in excess of 2000 Points the force is
divided into separate Fleets, each with its own Admiral,
TAGs, etc. A force of between 2001 and 2800 Points is
formed into one Grand Fleet and one Patrol Fleet, while a
force of between 2801 and 3200 Points is divided into one
Grand Fleet and one Battle Fleet and so on.

Provided the minimum requirements for each Fleet can
be met, you may divide your MFV between the Fleets as
you see fit. For example, a 2300 Point force could contain
a 1900 Point Grand Fleet and a 400 Point Patrol Fleet, or
a 1500 Point Grand Fleet and an 800 Point Patrol Fleet.

AlUiance Fleets

In addition to selecting Squadrons of Terran Alliance
models, up to one quarter of your Fleet’s Maximum Fleet
Value (rounded down) may be chosen from other races and
factions within the Kurak Alliance, including vessels from
the Aquan Prime and Sorylian Collective, and any of those
found within the Kurak Alliance Fleet Manual. This turns
your Fleet into an ‘Alliance Fleet’.

Your Fleet’s minimum required Squadrons from each
Tier MUST be from the Terran Alliance, and your Fleet
Admiral must be placed on a Tier 1 Terran Alliance
model.

Each Squadron uses the Command Distance of its
race or faction and your Fleet’s Fleet Tactics Bonus is
the LOWEST from the races which make up your Fleet.
Finally, an Alliance Fleet cannot take Tactical Ability
Cards listed as “Terran Alliance Only’; only General or
Alliance of Kurak cards may be used.

Otherwise, each Squadron is chosen as normal, using
up the relevant Squadron selection for its Tier and
paying the required Points Cost, with all Upgrades,
Hard Points and accompaniments available for purchase.

Allied Squadrons

A single Squadron can only contain models from ONE race
or faction. For example, a Squadron could not be comprised
of two Terran Cruisers and an Aquan Heavy Cruiser.

The exception to this is where a Statistics Profile
specifically lists models from another race or faction
amongst its accompaniments. For example, a Terran
Battleship can be accompanied by ‘0-3 Alliance of Kurak
Escorts’. These may come from any race or faction
within the Alliance of Kurak, for the listed points cost.

Important Note: Even if the only models selected from
outside the Terran Alliance are an Accompaniment to a Terran
model, the Fleet is still considered an Alliance Fleet,and any
associated penalties in Fleet Tactics Bonus and Tactical Ability
Card selection apply.

Natural Alliance

Certain races and factions within the Firestorm Galaxy will
work together more readily than others, their goals or origin
making them Natural Allies.

Terran Alliance Fleets are Natural Allies with Hawker
Industries. One quarter of your MFV in a Terran Alliance
Fleet may be chosen from Hawker Industries models, in
addition to the one quarter allowed in an Alliance Fleet. This
means a full half of a Terran Fleet could be comprised of
Hawker Industries models.

Additionally, if a Terran Fleet contains only Terran
Alliance and Hawker Industries models, “Terran Alliance
Only’ TACs may be chosen and used by all Squadrons in the
Fleet.

TERRAN ALLIANCE
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance
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DREADNOUGHT

Titan Class

Designation DREADNOUGHT

Name Titan

Size class Large Capital

Squadron size

DR|CR

e | |6 | 0| 1 | 6

Points Cost Shield Rating Wings

Primary Weapons

Starboard / Port 8 10 7

Turrets (Any) 13 10 6

Nuclear Weapons 8" 16" 24"
2

Fore (Fixed) “ |

Torpedo Weapons 12" 24" 36"

3"

48"

MARs

Elite Crew, Impervious,Weapon Shielding

Hardpoints

Select up to FOUR from the following:

0-1:+1 Shield Rating

0-1: Gain the Sector Shielding MAR

0-1:+1” Mv

0-1:+7 MN

0-1: Upgrade Primary Weapons to Beam Weapons
0-1: Upgrade to Nuclear Torpedoes

Give Fore (Fixed) Weapons the Decimator Warheads MAR
Give the Starboard/Port Weapons the Split Fire MAR

0-3 Guardian or Squire Class Escorts

0-3 Alliance of Kurak Escorts

Upgrades Points

Points

+5

+15
+5

+15 each
Variable

This document is intended to provide you with the
various statistics needed to use our spaceship models
with the Firestorm Armada 2.0 rules. This Fleet Manual
is what we refer to as a ‘living document’, meaning that as
new models are created their statistics will be added and
the document will expand.

Additionally, should any errata be found with printed
materials they will be reflected in this document. As
such, you should always use the statistics found in this
document as the default statistics when you are playing
Firestorm Armada. Please refer back to this download
on a regular basis to ensure that you are playing with the
latest version of statistics.



BATTLESHIP

Apollo and Razorthorn Class

Designation BATTLESHIP

Name Apollo, Razorthorn

Size class Large Capital

Squadron size

DR|CR

[} ‘ 10

Points Cost Shield Rating i Turn Limit

Primary Weapons 24" 32"
Starboard / Port 6 8 4 -
Turrets (Any) 12 9 3 -

Nuclear Weapons 24" 32"

e e NN

Torpedo Weapons 12" 24" 36" 48"

MARs

Weapon Shielding

Hardpoints Points

Select up to THREE from the following:

0-1:+1” Mv +5
0-1:+2 PD +5
0-1:+2 CP Free
0-1: Gain the Sector Shielding MAR +10
0-1: Upgrade Primary Weapons to Beam Weapons +10
0-1:+1 Shield Rating +15
0-1: Upgrade to Nuclear Torpedoes Free
Gain the Bigger Batteries MAR +5
Give Fore (Fixed) Weapons the Decimator Warheads MAR +10
Give the Starboard/Port Weapons the Split Fire MAR +5
0-3 Guardian or Squire Class Escorts +15 each
0-3 Alliance of Kurak Escorts Variable
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BATTLESHIP

Tyrant Class

Designation BATTLESHIP

Name Tyrant

Size class Large Capital

Squadron size

DR|CR

6 ‘ 10

Points Cost

L
Q
-
o
-
<
=
n

Beam Weapons 20" 30" 40"
Starboard / Port 5 9 6 -
Turrets (Any) 8 I 6 4
Fore (Fixed) 5 7 5 2

Torpedo Weapons

MARs

Countermeasures, Elite Crew,Weapon Shielding

Hardpoints Points

Select up to THREE from the following:

0-2:+1” Mv +5
0-1:+2 PD +5
0-1:-1”Turn Limit +10
0-1: Gain the Shield Projector (Selfy MAR +10
0-1:+3 Wing Capacity Free

Upgrades Points

Gain the Bigger Batteries MAR +5
Gain the Quick Launch MAR +10
Give the Torpedo Weapons the Decimator Warheads MAR +10

Accompaniment Points

0-3 Guardian or Squire Class Escorts +15 each

0-3 Alliance of Kurak Escorts Variable




CARRIER

Ares and Zenith Class

Designation CARRIER

Name Ares, Zenith

Size class Large Capital

Squadron size

DR|CR

s | s

Points Cost

Primary Weapons

Starboard / Port 5 7 3 -

Fore (Fixed) 6 8 4 -

Nuclear Torpedo Weapons

MARs

Deck Crews, Sector Shielding

Hardpoints Points
Select up to THREE from the following:

0-1:+2” Command Distance +10
0-1:+1 Shield +10
0-1:+1” Mv +5
0-1: +3 Wing Capacity +5
0-1: Upgrade Primary Weapons to Beam Weapons +10
0-3 Guardian or Squire Class Escorts +15 each
0-2 Hermes, Sentinel or Teuton Class Cruisers +50 each
0-2 Aegis Class Shield Cruisers +50 each
0-3 Alliance of Kurak Escorts Variable

Ll
Q
-
o
-
<
=
n




w
Q
-
o
-
<
=
n

BATTLE STATION

Palisade Class

Designation BATTLE STATION

Name Palisade

Size class Large Capital

Squadron size
DR | CR
7l ou e | w0 | s | s | o6 | o
Points Cost Shield Rating Wings ‘ Turn Limit

3

Important Note:Installations, such as the
Battle Station shown on this page, have two
Movement values. The first is the distance
that the Installation can move whilst under
a player’s control, just like any other model.
The second is the distance that it will move
during the End Phase of each Turn if the
rules for Moving Terrain are being used.
This movement is conducted in the same

manner as other Terrain Movement.

Primary Weapons 8" 16" 24" 32"
Starboard / Port 2 8 6 4
Fore 2 8 6 4
Aft 2 8 6 4
Turrets (Any) 8 12 9 6

Torpedo Weapons 24

MARs

Bigger Batteries, Manoeuvrable, No FSD, Sector Shielding,VWWeapon Shielding
Hardpoints Points
Select up to TWO from the following:
0-1:+1” Mv
0-1:+1 Shield
0-1: Upgrade Primary Weapons to Beam Weapons
0-1: Gain the Shield Projector (8”) MAR
Upgrades

Upgrade to Nuclear Torpedoes +10

DEFENCE
PLATFORM

Security Class

Designation

Name

Size class

Squadron size
DR | CR
4 ‘ 6

Points Cost

DEFENCE PLATFORM

Security

Small

0/6" ‘ 3 ‘ 3 ‘ 1

Shield Rating Wings

* The Deck Crews MAR on the Security MARs
Defence Platform may only be used by any

Difficult Target, Decl Crews*, No FSD, Orbit. Quick Launch

ONE model in the Squadron per Turn.

Upgrades

Points

Select up to ONE from the following:

0-1:+2” Command Range

0-1: Gain the Scout MAR




BATTLECRUISER

Marshal Class

Designation BATTLECRUISER

Name Marshal

Size class Large Capital

Squadron size

DR | CR

s | s

Points Cost

130

Beam Weapons
Turrets (Any) 8 7 2 -
Turrets (Any) 8 7 2 -
Torpedo Weapons 12”7 247 36”
Starboard / Port 6 5 5 -
Any 4 5 5 6

MARs
Torpedo Spook,Weapon Shielding
Hardpoints
Select up to ONE from the following:
0-1: Gain the Sector Shielding MAR
0-1: Give the Torpedoes the Decimator Warheads MAR
0-1: Upgrade to Nuclear Torpedoes
Upgrades

Gain the Countermeasures MAR

Accompaniment

If the Squadron contains only I model, it may be accompanied by:

0-2 Armsmen or Pilgrim Class Frigates

Points

Points
+5

Points

+30 each

Ll
Q
-
o
-
<
=
n




w
Q
-
o
-
<
=
0

HEAVY CRUISER

Hauberk and Templar Class

Designation HEAVY CRUISER

Name Hauberk, Templar

Size class Medium Capital

Squadron size 2-3

DR|CR

4 | s

Points Cost

Primary Weapons

Starboard / Port 5 7 3

Turrets (Any) 6 5 -

Nuclear Weapons

Fore (Fixed) 5 6 4

MARs

Sector Shielding,Weapon Shielding

Hardpoints Points

Select up to ONE from the following:
0-1:+1 Shield Rating

0-1:+1” Mv

Upgrades Points

Upgrade Primary Weapons to Beam Weapons

+5

Designation

Name

Size class

Squadron size
DR | CR
4 ‘ 6

Points Cost

SHIELD
CRUISER

Aegis Class

SHIELD CRUISER

Aegis

Medium Capital

1-3
Mv | HP
8" ‘ 4

Shield Rating

Turn Limit

Fore

Beam Weapons

MARs

Shield Projector (6”

Hardpoints

Select up to ONE of the following:

0-1:+3” Command Distance

0-1:+2” Mv

+5
+5




CRUISER

Hermes, Sentinel and Teuton Class

Designation CRUISER

Name Hermes, Sentinel, Teuton

Size class Medium Capital

Squadron size 2-3

DR|CR

4 ‘ 6

Points Cost

Primary Weapons

Starboard / Port 5 7 3 -

Fore (Fixed) 5 6 4 -

Torpedo Weapons

MARs

Sector Shielding

Hardpoints Points
Select up to ONE from the following:

0-1:+1 HP +10
0-1: +1 Shield Rating +10
0-1:+2” Mv +5
Upgrades Points
Gain the Weapon Shielding MAR +5
Upgrade to Nuclear Torpedoes +5
Upgrade Primary Weapons to Beam Weapons

Accompaniment Points
0-1 Aegis Class Shield Cruiser +50 each
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DESTROYER

Artemis Class

Designation Destroyer

Name Artemis

Size class Medium Capital

Squadron size 2-3

DR|CR

4 ‘ 6

Points Cost

(1T
(=
-
o
-
<
=
0

Primary Weapons 24" 32"

Starboard / Port 3 5 - -

Fore (Fixed) 5 6 7 6

MARs

Hidden Killer, Manoeuvrable

Upgrades
Gain the Sector Shielding MAR +5
Upgrade Fore (Fixed) to a Nuclear Weapon +10

FRIGATE

Missionary Class

Designation FRIGATE

Name Missionary

Size class Small

Squadron size 2-4

DR|CR|MV|HP|CP|AP|
4‘5‘I0"‘2‘2‘I‘

Points Cost Shield Rating Wings ‘

Primary Weapons 8" 16" 24" 32"
Starboard / Port 3 4 2 -
Fore (Fixed) 2 3 | -
Turrets (Any) 2 3 - -

MARs

Difficult Target

Upgrades

Upgrade Starboard/Port to Beam Weapons for: +5




FRIGATE

Armsmen and Pilgrim Class

Designation FRIGATE

Name Armsmen, Pilgrim

Size class Small

Squadron size

DR|CR

e | s || o2 | s | o

Points Cost Shield Rating Wings

w
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Beam Weapons 0” 20”7

---ll

Torpedo Weapons 12"

Difficult Target

ESCORT

Guardian and Squire Class

Designation Escort

Name Guardian, Squire

Size class Small

Squadron size
DR | CR
k] ‘ 4

Points Cost Shield Rating Wings ‘ Turn Limit

Difficult Target




TORPEDO CRUISER

Harpoon Class

Designation TORPEDO CRUISER Accompaniment Rules:
Name Harpoon The following rgles are currently being
tested by our Firestorm Focus Group,
Size class Medium Capital but we would very much like our player
11 Squadron size 23 community to try out the following
0o Accompaniment Rules for the ships on
— OR | cR Pages 14 & 15:
- 4 ‘ 3
o ¢ Add Accompaniment option to the
- RS uat Ares & Zenith Carriers: 0-2 Perseus
< 5s Light Cruisers.
| * Add Accompaniment option to
72 Beam Weapons single Marshall Class Battlecruiser:
Starboard / Port 3 4 ) ] 0-1 Harpoon Torpedo Cruls§rs.
* Add Accompaniment option to
Fore 4 5 2 ' Tyrant Battleship: 0-2 Wayfarer
Turrets 4 3 3 | Light Frigates.

Torpedo Weapons

MARs
Sector Shielding

Hardpoints Points
Select up to ONE from the following:

0-1: Gain the Turret Weapons +5
0-1:+1 Shield. Gain the Shield Projector (Self) MAR +5
Upgrades Points
EITHER Gain the Torpedo Spook MAR +10
OR Gain the Stealth Systems MAR +10
EITHER Upgrade to Nuclear Torpedoes +5
OR Give the Torpedo Weapons the Decimator Warheads MAR +5

Mixed Cruiser Squadrons

Up to one Cruiser in a Cruiser Squadron may instead be a Heavy
Cruiser or an Escort Carrier, for the Points Cost listed in the relevant
Statistics profile. Up to one Light Cruiser in a Light Cruiser
Squadron may instead be a Standard Cruiser, Gunship or an Escort
Carrier, again for the relevant Points Cost. In all cases, the minimum
Squadron requirements must still be filled with standard Cruisers or
Light Cruisers, and the Squadron cannot contain more models than
its maximum Squadron Size.

FIRESTORM

— TASKFORCE=Z"




LIGHT CRUISER

Perseus Class

Designation LIGHT CRUISER
N ET 1 Perseus
Size class Medium Capital
Squadron size 2-3 Ll
DR | CR | Mv | HP | CP | AP | PD | MN E
4 ‘ 3 ‘ 10" ‘ 3 ‘ 4 ‘ I ‘ 2 ‘ 0 -
o
Points Cost Shield Rating Wings Turn Limit
=
40 <
=
Beam Weapons (7))
Starboard / Port 3 5 4 |
Fore 3 3 - -
Turrets 4 3 3 |

Torpedo Weapons
Any 3 4 4 5

MARs
Reinforced (Fore), Sector Shielding

Hardpoints

Select up to ONE from the following:
L I G H T 0-1: Gain the Turret Weapons

0-1:+1 Shield. Gain the Shield Projector (Self) MAR.
FRIGATE

Gain the Weapon Shielding MAR +5

Wayfarer Class

Designation LIGHT FRIGATE

Name Woayfarer

Size class Small

Squadron size
DR | CR
3 ‘ 5 12" ‘ 2 ‘ 2 ‘ 1

Points Cost Shield Rating Wings Turn Limit

Beam Weapons

Starboard / Port 3 4 2 |

Difficult Target, Sector Shielding
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CARRIER

Solar Class

Designation CARRIER

Name Solar

Size class Large Capital

Squadron size

DR|CR

5 ‘ 9

Points Cost Shield Rating Turn Limit

Primary Weapons

Turrets (Any) 12 9 3 -

MARs

Durable, Planetfall (5), Sector Shielding

Hardpoints Points

Select up to TWO from the following:

0-1:+1 HP, Remove the Durable MAR +10
0-1:+1 Shield Rating,-1” Mv +10
0-1: Upgrade Turrets to Nuclear Weapons, Remove Planetfall MAR +5
0-1:+1” Mv +5
0-1:+1 Planetfall MAR Value, -2 Wings Capacity +5
Gain the Weapon Shielding MAR +5
Upgrade Primary or Nuclear Weapons to Beam Weapons +5
Give the Primary or Nuclear Weapons the Decimator Warheads MAR +5
0-2 Aegis Class Shield Cruisers +50 each
0-1 Hauberk or Templar Class Heavy Cruiser +80 each




ASSAULT CRUISER

Horizon Class

FRIGATE

wl

Q

Designation ASSAULT CRUISER —

N or -

ame orizon

o

Size class Medium Capital -

Squadron size 2-3 <<

DR | CR -

7))

s | :

Points Cost Turn Limit m

Primary Weapons 24" 32" ;

Turrets (Any) 5 - - z

MARs L

[ o]

Durable, Planetfall (3), Sector Shielding m

Hardpoints Points >-

Select up to ONE from the following: m
0-1:+1 HP +10
0-1:+1 Shield Rating +5
0-1:+3 AP, Remove the Planetfall MAR +5

Upgrades
Upgrade Primary Weapons to Beam Weapons

Accompaniment

0-1 Aegis Class Shield Cruisers

Gain the Weapon Shielding MAR, Remove the Durable MAR

Points
+5

Free

Points

+50 each

Nadir Class

Designation

Name

Size class

Squadron size
DR | CR
4 ‘ 5

Points Cost

FRIGATE

Nadir

Small

34
| Mv | HP | CP | AP
‘ " ‘ 2 ‘ 3 ‘ I

Shield Rating ‘ Turn Limit

MARs

Difficult Target, Durable, Planetfall (1)

Hardpoints

Points

Select up to ONE from the following:

0-1:+1 PD

0-1: Change Designation to Escort, Remove the Planetfall MAR

Upgrades

+1 Shield Rating

Points
+5
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n addition to the three major races which make up the

Alliance of Kurak; the Terran Alliance, the Sorylian
Collective and the Aquan Prime, numerous smaller
factions joined the Alliance to benefit from the mutual
protection it offered or for a chance to strike back at
hated enemies within the Zenian League. The most
powerful of these factions have contributed significant
numbers of ships to the war effort, either in fully formed
fleets, or as auxiliaries within larger formations. Each
of these factions has their own motivations within the
Alliance’s cause, and their own unique vessels and tactics
that they bring to battle.

Although officially part of the Terran Alliance, the
ancient ship building firm Hawker Industries are
providing such a weight of military grade vessels to
the conflict as to be considered a faction in their own
right. Production rates across their extensive facilities
has increased dramatically as they churn out vessels
bound for the front line. As firm allies of both the Aquan
and Terran dominions, the Terquai colonies were quick
to offer their sturdy vessels and elite marines. Having
suffered numerous attrocities at the hands of the
perfidious Directorate, they are keen for revenge.

The brutal, war hungry Veydreth, or the ‘Star
Dragons’ as they are often known, joined the Alliance
without hesitation, eager for the spoils they could
seize from the conflict. Fighting for their survival in a
merciless galaxy, the bird-like Xelocians and vengeful
Ryushi both pledged the might of their stellar navies.
With searing laser weapons and massed flights of close
range craft, both races have struck hard against the
Zenian forces rampaging through the Storm Zone.
Finally, the mysterious Tarakian Conclaves joined the
fight, determined to stabilise the galactic sector, through
force of arms if necessary.

Fleet Building

The models in this Fleet Manual can be used in two
different ways. They can be taken alongside models from
the Terran Alliance, Aquan Prime or Sorylian Collective
as part of an Alliance Fleet, or they can be fielded as a
dedicated Kurak Support Fleet which will only contain
models from within this Manual.

The rules for building Alliance Fleets so that these
models can be used alongside the Terran Alliance, Aquan
Prime or Sorylian Collective are given in their respective
Fleet Manuals. Using these, with the Statistics Profiles
presented here and the Fleet Building chapter of the
rulebook you will be able to create a versatile and highly
effective fighting force.

The following rules and Composition Tables apply to
Kurak Support Fleets.

Kurak Support Fleets

Unlike Alliance Fleets, Kurak Support Fleets do not contain
any models from the three major races, instead, they are
comprised entirely of models from within this Fleet Manual.

As you will see when looking through the following
Statistics Profiles, the models within this Manual are
grouped into different factions; Hawker Industries, the
Ryushi, the Tarakians, the Terquai, the Veydreth and the
Xelocians. To construct a Kurak Support Fleet, you first
need to select one of these to be your Core Faction.

Your Fleet’s minimum required Squadrons from each
Tier MUST be chosen from the models available to this
Faction, and your Fleet Admiral must be placed on a
Tier 1 model belonging to this Faction.

Apart from this, you may fill out the remainder of
your Fleet using the models available either to your
Core Faction, or the other factions within this Manual.
The Fleet follows the normal Fleet Building rules and
procedure as laid out in the Fleet Building section of
the rulebook, with the Composition Tables found on
the following page governing how many of each type of
Squadron can be fielded, and which Tiers they fall into.

As with the standard and Alliance Fleets, which
Composition Table you should use is determined by
the Maximum Fleet Value (MFV) you have agreed with
your opponent.

Allied Squadrons

Although a Kurak Support Fleet will often contain
Squadrons from several different factions, a single Squadron
can only contain models from ONE race or faction. For
example, a Squadron could not be comprised of two Hawker
Industries Cruisers and a Veydreth Heavy Cruiser.

The exception to this is where a Statistics Profile
specifically lists models from another race or faction
amongst its accompaniments. For example, a Hawker
Industries Battleship can be accompanied by ‘0-3
Alliance of Kurak Escorts’. These may come from any
race or faction within the Alliance of Kurak, including
the Terran Alliance, Aquan Prime or Sorylian Collective,
for the listed points cost. These are the only models from
these major races allowed within a Kurak Support Fleet.

Fleet Statistics and Tactical Ability Cards
Kurak Support Fleets may choose their Tactical Ability
Cards from the general or Alliance of Kurak lists.

Your Fleet Tactics Bonus is that of your Core Faction,
however each Squadron has the Command Distance of
its own Faction.

For example, a Kurak Support Fleet with Hawker
Industries as its Core Faction will have a Fleet Tactics
Bonus of 3 and the Hawker Industries Squadrons within
the Fleet will have a Command Distance of 6. However,
a Terquai Squadron joining the Fleet will keep the
Terquai Command Distance of 7”.



Patrol Fleets

Grand Fleets

If the agreed MFV is 800 Points or less, your Fleet is
classed as a Patrol Fleet. You may select your Squadrons
from the following list:

Tier |
Between | and 2 Squadrons, chosen from the following:

Upto | Battleship
Upto | Battlecruiser

Upto | Heavy Cruiser Squadron

Tier 2
Between | and 2 Squadrons, chosen from the following:

Up to 2 Cruiser Squadrons

Up to 2 Assault or Torpedo Cruiser Squadrons

Tier 3
Between | and 3 Squadrons, chosen from the following:

Up to 2 Corvette Squadrons

Battle Fleets

If the agreed MFV is between 801 and 1200 Points, your
Fleet is classed as a Battle Fleet. You may select your
Squadrons from the following list:

Tier |
Between | and 3 Squadrons, chosen from the following:

Up to 2 Battleships

Up to | Battlecruiser Squadron

Up to 3 Carriers

Tier 2
Between | and 3 Squadrons, chosen from the following:

Upto 3 Cruiser Squadrons

Upto | Gunship Squadron

Up to 3 Assault or Torpedo Cruiser Squadrons

Tier 3
Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Corvette Squadrons

If the agreed MFV is between 1201 and 2000 Points,
your Fleet is classed as a Grand Fleet. You may select
your Squadrons from the following list:

Tier |

Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Battleships

Up to 2 Battlecruiser Squadrons

Upto2 Battle Carriers

Between 2 and 4 Squadr:
Up to 4 Cruiser Squadrons

Gunship Squadrons

the following:

Upto2

Up to 4 Assault or Torpedo Cruiser Squadrons

Tier 3
Between 3 and 5 Squadrons, chosen from the following:

Upto5

Corvette Squadrons

Mighty Armadas

If the agreed MFYV is in excess of 2000 Points the force is
divided into separate Fleets, each with its own Admiral,
TAGs, etc. Fach Fleet may also select a different Core Faction.
A force of between 2001 and 2800 Points is formed into one
Grand Fleet and one Patrol Fleet, while a force of between
2801 and 3200 Points is divided into one Grand Fleet and
one Battle Fleet and so on.

Provided the minimum requirements for each Fleet can
be met, you may divide your MFV between the Fleets as
you see fit. For example, a 2300 Point force could contain
a 1900 Point Grand Fleet and a 400 Point Patrol Fleet, or
a 1500 Point Grand Fleet and an 800 Point Patrol Fleet.

Important Note: This document is intended to
provide you with the various statistics needed to use
our spaceship models with the Firestorm Armada 2.0
rules. This Fleet Manual is what we refer to as a “iving
document’, meaning that as new models are created their
statistics will be added and the document will expand.

Additionally, should any errata be found with printed
materials they will be reflected in this document. As
such, you should always use the statistics found in this
document as the default statistics when you are playing
Firestorm Armada. Please refer back to this download
on a regular basis to ensure that you are playing with the
latest version of statistics.
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BATTLESHIP

Excelsior Class

Designation BATTLESHIP

Name Excelsior

Size class Large Capital

Squadron size

Primary Weapons 24" 32"
Starboard / Port 6 7 5 -
Fore (Fixed) 9 10 8 7
Turrets (Any) 8 10 6 4
Cyberwarfare Weapons 10” 20” 30” 40”
Torpedo Weapons 12" 24" 36" 48"
o 7 |7 e | 8
MARs
Weapon Shielding
Hardpoints i
Select up to THREE from the following:
0-1: Include the Cyberwarfare Weapons +20
0-2:+1” Mv +5
0-1:+1 HP +10
0-1: Gain the Ops Centre MAR +5
Upgrades Points
Upgrade the Turrets to Nuclear Weapons +15
Gain the Secured Bulkheads MAR +5

Accompaniment Points

0-3 Alliance of Kurak Escorts Variable

Important Note: Weapons systems listed in
red are not fitted to the vessel as standard, but
may be taken by using a Hardpoint option.

HAWKER INDUSTRIES
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




CARRIER

Regent Class

Designation CARRIER

Name Regent

Size class Large Capital

Squadron size

Primary Weapons

Starboard / Port

Turrets (Any)

Cyberwarfare Weapons 20”7 30”
R N N
Torpedo Weapons 12" 24" 36" 48"
N N N
MARs
Hardpoints
Select up to TWO from the following:
0-1:Include the Cyberwarfare Weapons +20
0-1:+2” Command Distance +10
0-1:+1 HP +10
0-1: Gain the Ops Centre MAR +5
Upgrades Points
Upgrade the Turrets to Nuclear Weapons +15
Gain the Weapon Shielding MAR +10
Accompaniment Points
0-2 Resolute Class Cruisers +60 each
0-3 Alliance of Kurak Escorts Variable
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CRUISER

Resolute Class

Designation CRUISER

Name Resolute

Size class Medium Capital

Squadron size

Primary Weapons

Starboard / Port

Turrets (Any)
Torpedo Weapons 12" 24" 36" 48"
MARs

Protected Systems

Upgrades
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Upgrade the Turrets to Nuclear Weapons +5
Gain the Weapon Shielding MAR +10




FRIGATE

Endeavour Class

Designation FRIGATE

Name Endeavour

Size class Small

Squadron size

Primary Weapons

Starboard / Port

Turrets (Any)
Torpedo Weapons 12" 24" 36" 48"

MARs

Difficult Target, Scout
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ESCORT

Stalwart Class

Designation ESCORT

Name Stalwart

Size class

Squadron size

Difficult Target
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BATTLE CARRIER

Shautrai Class

Designation BATTLE CARRIER

Name Shautrai

Size class Large Capital

Squadron size

Kinetic Weapons 12” 24” 36” 48”

Beam Weapons 10”

Torpedo Weapons 12" 24" 36" 48"

MARs

Bigger Batteries

Hardpoints

Select up to TWO from the following:

0-1: +3 Wing Capacity +5
0-1:+2” Mv +5
0-1:+1 Shield +15
0-1:+2 PD +5
Gain the Point Defence Barrage MAR +5
Give the Beam Weapons the Split Fire MAR +5
Gain the Deck Crews MAR +10

Accompaniment Points

0-2 Hokita Class Cruisers +60 each

RYUSHI
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




CARRIER

Onnisha Class

Designation CARRIER

Name Onnisha

Size class Large Capital

Squadron size

Kinetic Weapons 127 24” 36” 48”

Beam Weapons 10”

Torpedo Weapons 12" 24" 36" 48"

o N N T

MARs

Bigger Batteries

Hardpoints

Select up to TWO from the following:

0-1:+3 Wing Capacity +5
0-1:+2 Crew +5
0-1:+1 Shield +10
Gain the Deck Crews MAR +10
Give the Beam Weapons the Split Fire MAR +5

Accompaniment Points

0-2 Hokita Class Cruisers +60 each
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CRUISER

Hokita Class

Designation CRUISER

Name Hokita

Size class Medium Capital

Squadron size

Beam Weapons 10” 20” 30” 40”

Torpedo Weapons 12"

MARs

Bigger Batteries

Upgrades
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Gain the Point Defence Barrage MAR +5




CORVETTE

Akkarai Class

Designation CORVETTE

Name Akkarai

Size class Small

Squadron size

Beam Weapons 20”7 30”

poe |« ] 2] - | -

MARs
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Elusive Target, Unmanned
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BATTLESHIP

Ganak and Sanarl Class

Designation BATTLESHIP

Name Ganak, Sanarl

Size class Large Capital

Squadron size

Gravitational Weapons 16” 24 327

Primary Weapons 16”

Torpedo Weapons 12" 24" 36" 48"

Starboard / Port

Fore

MARs
Protected Systems
Hardpoints
Select up to TWO from the following:
0-1:+1 CR
0-1: +2 Wing Capacity
0-1: Gain the Self Repair MAR
Upgrades
Give the Torpedoes the High Energy MAR

Accompaniment

0-3 Alliance of Kurak Escorts Variable

TARAKIAN
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




CRUISER

Rulak and Sulan Class

Designation CRUISER

Name Rulak, Sulan

Size class Medium Capital

Squadron size

Gravitational Weapons 16” 24” 327

Torpedo Weapons 12"

Starboard / Port

Fore

Upgrades
Gain the Protected Systems MAR +5
Give the Torpedoes the High Energy MAR +5

FRIGATE

Kurar and Tarl Class

Designation FRIGATE

Name Kurar, Tarl

Size class Small

Squadron size

Gravitational Weapons 16” 24” 327

e e n-n-

Torpedo Weapons 12"

MARs
Difficult Target
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DREADNOUGHT

Resulka Class

Designation DREADNOUGHT

Name Resulka

Size class Large Capital

Squadron size

Primary Weapons 16” 24 327

R A A

Beam Weapons

II-

Torpedo Weapons 12" 24" 36" 48"

I BN BN BN O
MARs
Elite Crew, Launch Tubes, Reinforced (Port, Starboard)

Hardpoints

Select up to THREE from the following:

0-1: +3 Wing Capacity +5
0-2:+1” Mv +5
0-1:+1 Shield +15
0-1: Gain the Second Assault MAR +10
Gain the Special Forces MAR +5
Give the Torpedo Weapons the Corrosive MAR +10
Give the Primary Weapons the High Energy MAR +5

Accompaniment Points

0-3 Alliance of Kurak Escorts Variable

TERQUAI
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




ASSAULT CARRIER

Alkonost Class

Designation ASSAULT CARRIER

Name Alkonost

Size class Large Capital

Squadron size

Primary Weapons 16” 24” 327
T T T A
Beam Weapons 10” 20” 30” 40”
e |8 | w0 2 | - |
Torpedo Weapons 12" 24" 36" 48"
Reinforced (Port, Starboard), Sector Shielding
Hardpoints Points
Select up to TWO from the following:
0-1: Gain the Planetfall (3) MAR, reduce Wing Capacity to 0 FREE
0-1: +2 Wing Capacity +5
0-1:+2” Mv +5
0-1: Gain the Second Assault MAR +10
0-1:+1 Shield Rating +10
Upgrades Points
Gain the Special Forces MAR +5
Give the Torpedo Weapons the Corrosive MAR +10
Give the Primary Weapons the High Energy MAR +5
Accompaniment Points
0-3 Alliance of Kurak Escorts Variable
0- 1 Akulkan or Aural Assault Cruiser +65 points
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ASSAULT CRUISER

Akulkan, Arual Class

Designation ASSAULT CRUISER

Name Akulkan,Arual

Size class Medium Capital

Squadron size

Primary Weapons 16” 247 327

TR N AT

Beam Weapons 10”

I T N R
Torpedo Weapons 12" 24" 36" 48"
MARs
High Energy (Primary), Reinforced (Port, Starboard), Sector Shielding
Hardpoints Points
Select up to ONE from the following:

0-1: Gain the Launch Tubes MAR

0-1: Gain the Second Assault MAR

Upgrades Points
Gain the Special Forces MAR +5




TORPEDO CRUISER

Makalu and Turale Class

Designation TORPEDO CRUISER

Name Makalu, Turale

Size class Medium Capital

Squadron size

Primary Weapons 16” 24 327

R A

Beam Weapons 10”

Cors _“--

Torpedo Weapons 12" 24" 36" 48"

MARs
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Reinforced (Port, Starboard)

Hardpoints

Select up to ONE from the following:

0-1: Gain the Sector Shielding MAR +5

0-1: 2" Mv +5
FRIGATE

Give the Primary Weapons the High Energy MAR +5
Su la r Class Give the Torpedoes the Corrosive MAR +10

Designation FRIGATE

Name Sular

Size class

Squadron size

Primary Weapons 16” 24” 327

T T

Torpedo Weapons 12"

MARs
Difficult Target, Reinforced (Port, Starboard)

Upgrades Points
Gain the Pack Hunters MAR
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BATTLESHIP

Predator Class

Designation
Name

Size class

Squadron size

BATTLESHIP

Predator

Large Capital

Beam Weapons 30” 40”
Starboard / Port 12 14 6 4
Fore 8 9 7 6
Torpedo Weapons

Starboard / Port 8 8 6 6
Fore 8 8 6 6

MARs

Double Mines,Vulnerable

Hardpoints

Select up to THREE from the following:

0-2: +2 AP +10
0-2:+1” Mv +5
0-1: +2 MN +10
0-1: Remove the Vulnerable MAR +15
Gain the Second Assault MAR +10
Give the Beam Weapons the High Energy MAR +5

VEYDRETH

FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




GUNSHIP

Onslaught and Prowler Class

Designation GUNSHIP

Name Onslaught, Prowler
Size class Medium Capital /‘ N

Squadron size 2-3

DR

Points Cost Shield Rating i Turn Limit

ICI T B BN

Beam Weapons 10” 20” 30” 40"

Primary Weapons 16”

-

Torpedo Weapons 12" 24" 36" 48"

MARs

Double Mines,Vulnerable

Hardpoints Points
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Select up to ONE of the following:
0-1:-1"Turn Limit
0-1: Gain the Ambush (1) MAR

Upgrades Points
Give the Beam Weapons the High Energy MAR +5
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HEAVY CRUISER

Carnivore Class

Designation HEAVY CRUISER

Name Carnivore

Size class Medium Capital

Squadron size

Beam Weapons 20”7 30”

Primary Weapons 8" 16" 24" 32"

“---
—

Torpedo Weapons 12"

MARs

Upgrades

Gain the Bigger Batteries MAR +5




ASSAULT CRUISER

Stalker Class

Designation ASSAULT CRUISER

Name Stalker

Size class Medium Capital

Squadron size

Beam Weapons 20”7 30”

Primary Weapons 8" 16" 24" 32"

-“--
—r

Torpedo Weapons 12"

MARs

Hardpoints
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Select up to ONE of the following:
0-1: Gain the Launch Tubes MAR
0-1: Gain the Ambush (1) MAR

Upgrades Points
Gain the Second Assault MAR




DESTROYER

Hunter and Savage Class

Designation DESTROYER

Name Hunter, Savage

Size class Medium Capital

Squadron size

Primary Weapons 16" 24" 32"

Beam Weapons 10”

Torpedo Weapons 12" 24" 36" 48"
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Stealth Systems

Upgrades

Give the Beam Weapons the High Energy MAR +5
Gain the Ambush (2) MAR +10




Designation
Name
Size class

Squadron size

Primary Weapons

Gun Racks

CORVETTE

Reaver Class

CORVETTE

Reaver

Small

2-5

Fore (Fixed)

MARs

Elusive Target

Upgrades

Gain +3 MN

+5
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DREADNOUGHT

Hulaka Class

Designation DREADNOUGHT

Name Hulaka

Size class Large Capital

Squadron size

Beam Weapons 30” 40”

Starboard / Port

Fore (Fixed)

Torpedo Weapons 12" 24" 36" 48"
Foe | e ] & | 9 | 9|
MARs
Elite Crew, Energy Transfer (Beam, 2), Impervious, Reinforced (Fore)
Hardpoints
Select up to THREE from the following:
0-1:+1 Shield Rating +15
0-1:-1”Turn Limit +10
0-2: +1” Mv +5
0-1: +4 Wing Capacity +5
Upgrades Points
Give the Beam Weapons the Corrosive MAR +15
Give the Beam Weapons the Split Fire MAR +5

Accompaniment Points

0-3 Alliance of Kurak Escorts Variable

XELOCIAN
FLEET STATISTICS

Fleet Tactics Bonus

Command Distance




BATTLESHIP

Kindartu Class

Designation BATTLESHIP

Name Kindartu

Size class Large Capital

Squadron size

Beam Weapons 30” 40”

Starboard / Port

Fore (Fixed)

Torpedo Weapons 12" 24" 36" 48"
e | 7 | 7 | s | 8

MARs

Energy Transfer (Beam, 1), Reinforced (Fore)

Hardpoints

Select up to TWO from the following:

0-1:+1 Shield Rating +15
0-1:-1” Turn Limit +10
0-1: 42" Mv +10
0-1: +3 Wing Capacity +5
Give the Beam Weapons the Corrosive MAR +15
Give the Beam Weapons the Split Fire MAR +5

Accompaniment Points

0-3 Alliance of Kurak Escorts Variable
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CRUISER

Hantari and Tindaku Class

Designation CRUISER

Name Hantari, Tindaku

Size class Medium Capital

Squadron size

Beam Weapons

Starboard / Port

Fore (Fixed)
Torpedo Weapons 12" 24" 36" 48"

I AN T N

MARs
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Energy Transfer (Beam, |), Protected Systems, Reinforced (Fore)

Upgrades
Give the Beam Weapons the Corrosive MAR +10

FRIGATE

Karn and Shaniri Class

Designation FRIGATE

Name Karn, Shaniri

Size class Small

Squadron size 2-5

Beam Weapons 10” 20” 30” 40”

Starboard / Port

Fore (Fixed)

Difficult Target




ESCORT

Larshan Class

Designation ESCORT

Name Larshan

Size class

Squadron size

Beam Weapons 10” 20” 30” 40”

MARs
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Difficult Target, Reinforced (Fore)

Hardpoints Points
Select up to ONE from the following:

0-1:+1 PD

0-1 Change Designation to Corvette, Mv to 13", Squadron Size to 3-6
and Gain the Energy Transfer (Beam, |) MAR

Free




hen Chairman Rufus Rense and the Dindrenzi

high command began preparing for their war,
they ran into a pressing issue. Despite its great might,
the Federation military did not have the strength to
take on the Terrans and their allies alone.

Rufus and his more pragmatic commanders immediately
recognised the need for allies of their own. However,
many of their peers, including the powerful Church of the
Dramos Angels, were strongly opposed to treating with
aliens on anything like equal terms. However, ultimately,
the Dindrenzi Legislature’s respect for the Rense name
and Rufus’ judgement overcame their objections.

Even so, Rufus himself had reservations about
some of his potential helpers. Although wary of the
Directorate and the Relthoza Empire, the Chairman
and his advisors were confident that their core pact
would hold together provided the spoils of war were
divided amicably.

With the assistance of Ervan Bas of the Directorate,
Rufus managed to weld together a workable coalition.
If nothing else, both leaders felt that the three greatest
Reach powers standing together would intimidate

other dominions into cooperation!

The devious Kedorians were the first to join, ever
looking for ways to increase their influence. The
militaristic lllosians agreed to fight to hit out against
their former home, the Aquan Sebrutan. Fierce Ba’Kash
Clans, despite lacking an overall leader, flocked to the
new coalition, anticipating great prosperity for their
impoverished race.

The awesome Works Raptor, a power in its own
right in the Directorate, contributed its deadly flotillas
of warships and vicious new killing machines to what
they saw as an immense live test. Finally, Dindrenzi
trepidation was reduced with news that the alliance
would be policed by the mighty Rense System Navy.

The new alliance was sealed by a top-secret conclave
held on the Directorate’s well-hidden capital planet
Zenia. Unlike the Alliance of Kurak, the Zenian League
is little more than a pirate’s charter — in many cases,
it has simply legitimised the rapacious activities that a
number of its members had long pursued.

This PDF is for personal use only. Copyright © Spartan Games 2009-2014.
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As described in the Fleet Building chapter of the
rulebook, one of the first things you will need to
do before beginning a game of Firestorm Armada is
construct your Fleet.

To build a Dindrenzi Federation Fleet you will use the
Fleet Building chapter in the rulebook in conjunction
with the information presented here, specifically the
Composition Tables below and the Statistics Profiles
listed on the following pages.

Each possible size of Fleet (Patrol Fleet, Battle Fleet
or Grand Fleet) as determined by Maximum Fleet
Value (MFV) has its own Composition Table. This table
describes how many Squadrons of each Designation of
model can be taken in the Fleet, including any allied
choices. For example, a Patrol Fleet can contain up to
two Squadrons with the Cruiser Designation.

Patrol Fleets

Consult each model’s Statistic Profile to find
its Designation. You will notice that some of the
Designations listed below cannot be found in the
following Statistics pages. This is to accommodate both
additional models that will follow in the future, and those
available to Alliance Fleets as discussed on the next page.

The Composition Tables also divide the available
Designations into Tiers. Each Tier has a minimum
and a maximum limit, on top of the restrictions per
designation. For example, in a Patrol Fleet you can
field up to two Tier 1 Squadrons, chosen from up to 1
Battleship, up to 2 Carriers and so on.

Which Tier a Squadron falls into also affects how the
Squadron influences your Battle L.og, as described in the
Victory Conditions chapter of the 2.0 core rulebook.

Battle Fleets

If the agreed MFV is 800 Points or less, your Fleet is
classed as a Patrol Fleet. You may select your Squadrons
from the following list:

Tier |

Between | and 2 Squadrons, chosen from the following:

Up to | Battleship

Up to | Gunship Squadron

Upto | Battlecruiser

Tier 2
Between | and 2 Squadrons, chosen from the following:

Upto | Escort Carrier Squadron

Upto | Destroyer Squadron

Upto | Heavy Cruiser Squadron

Tier 3

Between | and 3 Squadrons, chosen from the following:

Up to 2 Frigate Squadrons

Upto2 Corvette Squadrons

Important Note: In a Patrol Fleet, the Battlecruiser’s
Squadron Size is reduced to |.

If the agreed MFV is between 801 and 1200 Points, your
Fleet is classed as a Battle Fleet. You may select your
Squadrons from the following list:

Tier |
Between | and 3 Squadrons, chosen from the following:

Up to 2 Battleships
Upto | Dreadnought

Upto | Assault Carrier

Up to | Battle Station

Tier 2
Between | and 3 Squadrons, chosen from the following:

Up to 3 Cruiser Squadrons

Upto | Destroyer Squadron

Up to | Gunship Squadron

Tier 3
Between 2 and 3 Squadrons, chosen from the following:

Up to 3 Frigate Squadrons

Up to 2 Corvette Squadrons



Grand Fleets

If the agreed MFV is between 1201 and 2000 Points,
your Fleet is classed as a Grand Fleet. You may select
your Squadrons from the following list:

Between 2 and 4 Squadr;rr::r clhosen from the following:
Up to 3 Battleships

Up to 4 Carriers

Up to 2 Dreadnoughts

Up to 2 Battle Carriers

Up to 2 Assault Carriers

Up to 2 Battlecruiser Squadrons

Upto | Leviathan

Up to 2 Battle Stations

Tier 2

Between 2 and 4 Squadrons, chosen from the following:

Up to 3 Escort Carrier Squadrons
Up to 4 Cruiser Squadrons
Up to 3 Heavy Cruiser Squadrons
Up to 2 Destroyer Squadrons
Up to 2 Assault or Torpedo Cruiser Squadrons
Up to 2 Gunship Squadrons
Up to 2 Defence Platform Squadrons
Tier 3
Between 3 and 5 Squadrons, chosen from the following:
Upto5 Frigate Squadrons
Up to 3 Light Frigate Squadrons
Up to 4 Corvette Squadrons

Mighty Armadas

If the agreed MFV is in excess of 2000 Points the force is
divided into separate Fleets, each with its own Admiral,
TAGs, etc. A force of between 2001 and 2800 Points is
formed into one Grand Fleet and one Patrol Fleet, while a
force of between 2801 and 3200 Points is divided into one
Grand Fleet and one Battle Fleet and so on.

Provided the minimum requirements for each Fleet can
be met, you may divide your MFV between the Fleets as
you see fit. For example, a 2300 Point force could contain
a 1900 Point Grand Fleet and a 400 Point Patrol Fleet, or
a 1500 Point Grand Fleet and an 800 Point Patrol Fleet.

AlUiance Fleets

In addition to selecting Squadrons of Dindrenzi Federation
models, up to one quarter of your Fleet’s Maximum Fleet
Value (rounded down) may be chosen from other races and

factions within the Zenian League, including vessels from
the Directorate and Relthoza, and any of those found within