
Movement 101: Banks and Turns 
 
It is possible that most of you already know all of this, but I just joined a league and played with a lot of new 
players who didn’t know most of what I explain below, and I see a lot of posts from people who say they are 
just getting started, so I thought this would still be helpful.  I’ve learned most of the things below the hard 
way, by crashing into myself while playing.  And if you think that most of the stuff below is too simple, this is 
only a 101 course.  I have more stuff in the works for the 201 course. 
 
This is the setup I always recommend for beginners. 

 
Since you have to place all your ships within range 1 from the edge, this is as far apart as you can put your 
ships front to back.  That will become important later.  As far as how wide the ships should be apart, I do this 
mostly for symmetry, but it will also work well when I talk about the turns.  It works okay for banking also. 
 
When you set this up, always try to put the lower skilled pilots in front and the higher skilled pilots in the back.  
This will make movement much easier and you will be far less likely to crash into people when you move. 
 
Banking: 

 
As you can see from this picture, the inside curve of the bank should be one number less if you want to stay in 
formation.  These ships are set up at range 1 apart.  If they were slightly closer together they would end their 
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movement more perfectly aligned, but I think this is close enough anyway.  Plus you have to remember that 
there is a lot of slight human error when moving your ships, and things will never come out perfectly anyway.  
And the more gap you leave between your ships, the less likely they will be to crash if they get bumped and 
not corrected. 
 
This illustration shows what happens when ships forward and backward move in the same arc.   

 
Again, ships 1 and 2 started at range 1 apart and after banking, they do not touch each other.  If you start your 
ships closer together like ships 3 and 4 and then perform a bank, they will crash.  I know I made this mistake 
several times when I first started.  In my mind I kept thinking, “They aren’t touching now, so if they each take 
the exact same movement, they won’t be touching afterwards.”  The problem is that since you are rotating 
the ships 45 degrees, they get taller, and while the center posts are still the same distance away, the edges are 
now touching. 
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When you try to move all four ships at once with banks it gets messy. 

 
In the first movement, ships 1 and 2 are the outside ships, and they bank with a 3.  The two inside ships use a 
2 bank.  The result after the first movement is a staggered formation.  For the second movement ship 1 is 
outside and uses a 3 bank again, but if ship 2 did that, it would crash into ship 3, so instead it banks with a 2 
for the second turn.  You could have ship 4 bank with a 1 instead of a 2, and it would pull up alongside ship 2 
in the rear.  I don’t see making two banks like this in a game being very useful, but you can see what happens. 
 
Diamond Formation: 
This is what happens if all 4 ships use the same bank template. 

 
I think it’s cool. 
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Turns: 

 
 
Unlike banks, it you want to keep your ships in formation during a turn, you need to use a 3 and a 1.  Since 
most Rebel ships do not have a 1 turn, this will be used mostly by imperials. 
 
If you try to turn using a 3 and a 2 or a 2 and a 1, this is what will happen. 

 
 
You can also turn in one direction using the same sized turn. 

 
 
  

Create PDF files without this message by purchasing novaPDF printer (http://www.novapdf.com)

http://www.novapdf.com
http://www.novapdf.com


This will transpose your squad if you do it to all your ships. 

 
 
If you set things up so that the lower skilled pilots were in the front row, now realize that one of those ships is 
in the back row now.  
 
You can easily reset the original formation by doing a hard turn in the opposite direction. 

 
 
I hope this is helpful.  If anyone wants to see anything specific, or are wondering how to move into a certain 
formation, let me know.  My second round of pictures (Maneuvering 201) will be about Range 1, which I see a 
lot of people not understanding, and it is crucial to the game. 
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Movement 201: Range 1 
 
I think understanding the true distance of Range 1 is extremely important.  For attacking it is obvious, but 
because we don’t know exactly how our opponent will move, there is nothing we can do to completely control 
the distance of our ships to our enemy’s.  But Range 1 within a squad is also important.  Just about every 
squad I have faced or used has either Howlrunner, Biggs, Squad leader, Swarm Tactics, or a combination of 
those.  Pretty soon Lando will be available.  All of these pilots/upgrades require you to keep some of your 
ships within Range 1 of another ship.  Now, this is fairly easy.  Just pack everyone into a tight group (ie swarm) 
and move them as a lump around the play area. 
 
The problem with this is that the ship you want to stay close to is usually the primary target of the enemy.  In 
Howlrunner’s case it’s because they want to kill her, and in Bigg’s case it’s because they have to shoot at him.  
So while you want to keep this ship close to the rest of your squad, you should also want to be keeping it far 
away from the enemy. 
 
How do you do that? 
 
The first thing you need to do is understand what Range 1 is. 

 
Hopefully everyone has noticed that the 1 movement template is the same length as the ship base.  And each 
straight movement template is 1 movement further than the last.  What you may not have noticed is that 
Range 2 is the same length as the 5 movement template.  This means that Range 1 is 2.5 movement, or 2.5 of 
the base width. 
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The bases are 40mm.  This means that Range 1 is (40*2.5) 100mm.  This is 3.94”.  For you miniature gamers 
out there that have a mini tape measure surgically implanted into your wrist, you can probably eyeball 4 
inches.  That is range 1. 
 
The second thing you need to know is that when you move a distance of two, the front of your base actually 
moves a distance of 3. 

 
This is because you place the template at the front of your ship and then move the back of your ship to the 
other end. 
 
The third important thing is that when measuring for range you always take the closest edge/corner to the 
other ships closest edge/corner.  You do not measure from the center of the bases.   I’ve seen a few beginner 
player measure a range and find that the line for range 1 or 2 falls in the center of the base and they are 
confused which range it should be, since both seem to qualify.  It is the closest point to the closest point. 
 
What this means is that if two ships are side by side and one moves 4 and the other moves 2, the end result is 
that they are only 1 movement apart even though the movement is a difference of 2. 

 
This means that one ship can move 5 and the other ship can move only 2 and they are still easily within Range 
1 of each other. 
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Now, when the ships are in a column instead of a row, it is a little different. 

 
Because Ships 1 and 2 were both set up within range 1 they are starting at a distance of 0.5 movement from 
each other.  When they move with a difference of 2, the end result is that they will be a distance of 2.5 
movement from each other.  If your goal is to keep them within Range 1, this is probably too risky as the 
measurement is going to be left up to someone’s opinion.  If this is how you plan to move to start, it is 
probably better to start ship 1 slightly forward so the end result is more assured. 
 
Another option is to move with a bank. 

 
Banks add about half a movement point to the same numbered straight template.  But they also rotate the 
ship at a 45 angle, which brings a corner closer to the ship behind. 
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Examples: 
So here are a couple examples on how to apply this: 

 
In this example I started ship 4 slightly forward, reducing the distance between ship 4 and ship 2 to about 
0.25.  This allowed Ship 4 to be within Range 1 of all the ships after they all moved a distance of 4. 
 
In one of the Kessel Run’s I attended, I flew an Imperial swarm with Howlrunner and when I performed this 
movement , leaving Howlrunner back, my opponent laughed and asked me if that ship was running out of gas.  
He understood a turn later why I did it. 
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Do you remember the Diamond formation from the last section? 

 
In this formation Ship 4 is slightly more than 1 movement away from Ship 1.  If you want to keep them at 
range 1, then the next movement for both of them should only be different by 1. 

 
Ship 1 moves at 3 while Ship 4 moves at 2.  The other two ships move at 4 and the result is a front of three 
ships abreast that are all still at Range 1 from Ship 4.  Ship 4 is now likely to be at range 3 from the enemy 
while it is quite possible that Ship 3 is at Range 1 from the enemy while the other ships are at least only Range 
2. 
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The last thing I want to show is the advantage of banking when attacking. 

 
In the left example, Ship 1 is not at Range 1 of either ship 2 or the approaching enemy.  But in the right 
example, by only turning at a 45 degree angle, the ship is now at Range 1 of both Ship 2 and the enemy while 
the enemy is still easily at range 3 from Ship 2.  Now, this exact set up is unlikely occur in an actual game, but it 
does show that by banking a ship, its corners give you a slight advantage when measuring ranges.  However, 
you are also turning your firing arc, and there is a risk that not all of the enemy ships will be in your arc. 
 
These examples and techniques take practice to perfect, and things like asteroids and an unpredictable enemy 
may force you improvise.  But understanding how to keep ships at range 1 from each other without having to 
pack them together will keep your valuable ships alive longer and drive your opponents crazy. 
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Maneuver 301:  Formations - Rebel 
 
I am in a league right now and most of the people in the league are just starting with the game.  The first night 
I played against someone who told me it was his very first time playing.  The second night I played against 
someone who said it was their second time ever playing.  I see this formation a lot in our league nights. 

 
Chances are many of you have seen this formation as well.  Many of you have probably used one of these 
formations.  This is where the ships are placed along the starting edge without any strategy other than to try 
and cover the whole map.  I’ve even seen ships line up so on their first movement they have to dodge an 
asteroid. 
 
First off, I don’t consider this to be a formation for either the rebels or the Imperials.  With no offense 
intended to people who set up like this, I see this set up as just putting the ships on the board because you 
don’t know any better way to do it.  When I play with my nephews, they prep all there ships and just place 
them on the table.  I say, “No, we have to place the ships in pilot skill order.”  Since they usually fly elite rebels, 
I end up placing all my ships first, and then they just put their ships back on in the same places without 
reacting to where I put my ships at all. 
 
Secondly, assuming both sides set up this way with their ships spread out, this set up HUGELY favors the 
Rebels.  In my league the Rebels have a record of 13-1.  The Imperial players are complaining that the game is 
unbalanced and the Imperials don’t have a chance.  There are several other threads on this site that say the 
opposite, ie the Rebels don’t have a chance. 
 
The reason that this type of spread out set up favors the Rebels is that when the rebels fly only three ships, it 
is typically because they are flying elite pilots like Wedge, Luke, and Horton.  Two TIE fighters against any one 
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of those ships stands very little chance unless they are Howlrunner and Vader.  And even then, you have so 
many points left over with a 3 Rebel build, that Horton has 1 or 2 sets of proton torpedoes, Luke and Wedge 
have such upgrades as Marksmanship and R2 D2 or expert handling.  Also, the Rebel player often brings at 
least two of their ships together to attack as a pair and there are no two Imperial ships that can face off 
against two elite Rebel ships. 
 
It is very hard for the Imperial player to coordinate his fire once he starts spread out like that, so his TIEs get 
picked off one by one, while doing minimal damage to the rebels and half of that damage is likely repaired by 
R2D2. 
 
So let’s talk about formations.  While it is most important (in my opinion) for the Imperials, it is also important 
for the Rebels. 
 
First let’s look at the ships we are working with. 
X-wing 
Biggs requires other ships to stay at range 1.  Garvin requires other ships to stay at range 2.  If you are flying 
Wedge, it is likely you have swarm tactics on him, and that also requires other ships to stay at range 1.  X-
wing’s are the deadliest attack ships in the game.  When the Falcon comes out, that will change, but I am only 
talking about wave 1 right now.  They need to be the front line in any formation you run.  You want to get 
them at range 1 of your enemy and unload. 
 
Y-wing 
Horton and Dutch play very differently.  With Horton, I feel it is wise to put Proton torpedos on him, and they 
do not have a 360 degree firing arc, so for the first two rounds, he needs to be pointed at the enemy.  Also, his 
reroll ability is only good at range 2-3, so he wants to stay at least at range 2 from the enemy. 
Dutch uses his ability when he is range 1-2 from friendlies, and torpedoes aren’t as good on him, so I usually 
just use his Ion cannon.  So I throw him into the middle of the combat to keep him close to friendlies and I 
don’t care which way his firing arc is pointed. 
 
So let’s look at a typical set up formation. 

  
This is very basic.  It assumes the enemy is coming from your right.  This means if you bank or turn to the right, 
the Y-wing stays at the back of the formation and the X-wings are the front line. 
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This formation also moves well through asteroids. 

 
The Y-wing in this formation does slow it down.  A 4 straight and a 3 turn are both red for a Y-wing, so it limits 
the group’s maneuverability.  Flying with just 4 X-wings makes it easier to move about. 
 
Also, this formation is very simple.  It doesn’t offer you complex attack strategies.  It allows you to focus your 
fire on one ship, but it limits your firing arc since all your ships are pointed in the same direction.  Also, since 
you often want to keep one ship back at a distance, once you do that, you end up breaking formation and you 
can’t navigate as well. 
 
A better set up formation for the rebels is to figure out how you want your attack formation to look and then 
work backwards to a set up. 

 
This list is the first serious 4 ship Rebel list I ever ran.  The X-wing is a rookie and the Y-wing is a Gold Squadron 
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with an Ion cannon and Wedge has swarm tactics.  The strategy behind this formation is to put Wedge as close 
as possible to the enemy while keeping Biggs as far away as possible yet still within range 1 to protect Wedge.  
Wedge will use his swarm tactics to give the rookie a chance to also fire first and between the two of them, 
they hope to kill one TIE.  Biggs will fire on aother TIE to strip its evade token, and the Y-wing will then fire on 
the same TIE to ionize it and hopefully disrupt the Imperial formation. 
 
If you’ve played even 1 game on a 3’x3’ grid you know that you don’t usually exchange fire until the second 
round, so you want to get this in position after two movements.  You also want to make sure you are at least 
range 4 from the starting edge.  A 3’x3’ grid board is a little more than 3 range finders (range 9) wide.  So 
halfway across the board is range 4.5.  Since Wedge moves last, you don’t want to get too aggressive and 
crash into the oncoming ships, so you want something adjustable depending on the opening movement of the 
enemy. 
 
So here is this set up if we take it back one movement. 

 
It took several different tries for me to pick maneuvers that didn’t make the ships overlap and that still left 
viable spots from them to start from that also didn’t overlap. 
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And here are the ships backed up one more movement. 

 
As you can hopefully see, the ships have no relation to themselves.  Wedge is actually too far forward (outside 
of range 1).  The rest of the ships are starting somewhere inside of range 1, but it isn’t clear.  Also they have no 
determined relationship to each other.  It would be impossible to set these ships up accurately at the 
beginning of the game to make them end up where you wanted to.  So I will adjust them slightly so they can 
be easily measure using the standard range ruler. 

 
The Rookie X-wing is placed first so his front is range 1 from the starting edge.  The Y-wing is then placed so his 
front is just behind the X-wing, but he is moved to the right so his left most nub is Range 1 from the edge of 
the X-wing.  Then Biggs is placed.  He is also just behind the Rookie, and his outer edge is placed at Range 1 
from the other X-wing’s outer edge.  Then Wedge is placed at Range 1 from the starting edge and Range 1 
from Biggs. 
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Now, after they move twice it looks like this. 

 
It is a little different than our original goal, but it serves the same purpose.  All three ships are at range 1 of 
Biggs.  Wedge and the Rookie are in the front line.  The Y-wing will be close enough to the enemy to use his 
Ion cannon but not too close to get tangled in an Imp Swarm.  It looks like Biggs and the rookie will crash, but 
since the rookie moves first, he will be out of the way before Biggs moves.  This means you can’t swap the 
rookie for Wedge, or they will crash. 
 
Like I said when I started, if the Imperials are overly aggressive and move with a 5 forward to start, you will 
risk crashing into them with this formation.  So if you dial the second move back a little, it will look like this. 

 
I have the Y-wing banking now to keep him at range 1 of Biggs.  Without the bank it is very close and you run 
the risk of the measurement being subjective.  After the bank, his 360 degree Ion cannon should still be in 
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range of most of your enemies.  Another alternative is to start the Y-wing by aligning range 1 to its center post 
instead of the nub.  This will make it start closer to Biggs and can then go straight 2 instead of banking on the 
second turn. 
 
The formation above is just used as an example.  Someone on the boards said it doesn’t provide a good 
second attack options.  It isn’t meant to.  It is just an example to show how to work the formation backwards 
and set up your ships to achieve what you want. 
 
Obviously this is the tip of the iceberg.  I could sit here all day dreaming up different attack formations for 
different builds and back tracking them into unique set ups.  One advantage of this set up is that it looks like 
my very first picture where the ships appear to be randomly set up.  However, if you pull out your range ruler 
to place all your ships exactly, your opponent will know something is up.  So practice and get good at setting 
up the ships without a ruler.  Your opponent will be shocked when all the ships come together perfectly into a 
deadly attack. 
 
As far as the Elite Rebel build with only 3 ships, I haven’t flown it very often and so I haven’t brainstormed as 
many attack formations or opening maneuvers.  But the same tactic works.  Set your three ships up in the 
attack formation you want and move them backwards to the starting edge. 
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Maneuver 302:  Formations - Imperial 
 
I think formations for Imperial players are much more important than rebels.  The only chance that Imperials 
have to defeat the superior fire power of the Rebels is to focus the fire of all their TIEs on one target.  And you 
need to fly around 6 ships to bring enough firepower to bear.  The TIE interceptor will change this slightly, but 
they are so expensive and still blow up pretty easily, that it will be hard to build 6 ship squads with them 
included and while they do a lot of damage early, they will be the prime target of the rebels, and a good rebel 
squad should blow up a TIE in each of the first two rounds, so all those points go down the drain quickly.  Now, 
there are a lot of upgrades in Wave 2 that make the Interceptor attractive, but the cost gets so high so quickly 
that you are looking at a 4 ship imperial build pretty soon, and I will direct you to the Rebel maneuvers. 
 
In my experience I’ve seen two standard formations for six TIES.  The first is this:  

 
The pros for this set up is that it is very easy to do.  Everything fits easily into the set up zone.  It also presents 
a very wide firing arc since the ships are spread. 
 
However I think there are several negatives as well.  One is with regard to the firing arc: 

 
Because you want all of your ships to fire on one enemy ship, you want the firing arcs to overlap as much as 
possible.  As you can see, the zone in the center is well covered by all ships. But usually the enemy will attack 
at an angle from the left or the right, and you might be left with only 4 of your ships able to hit your primary 
target.  
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The other big problem with this formation is it doesn’t bank well.  In most cases, you want to bank toward 
your target.  In the first post I made I showed this picture: 

 
 
This shows that three ships across bank very well, however, TIE fighters do not have a 1 bank maneuver. 
If you want to bank the whole group, you can certainly do this: 

 
But this gets crowded, and it doesn’t allow for careful navigation. 
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Another thing I don’t like about this formation is that it doesn’t protect Howlrunner very well. 

 
Assuming you put Howlrunner in the middle back row, you can stagger your start to push her further from the 
front lines, but this doesn’t put her very far from the enemy.  Since she is in the middle, if your opponent 
attacks from one of the sides, Howlrunner is probably only at range 2.  If you do start her in one of the back 
corners, then you can’t stagger her at the beginning because she will no longer be at range 1 from the 
opposite corner. 
 
The last problem I have with this formation is that it is difficult to move through asteroids.  The minimum gap 
between asteroids is range 1.  This formation is wider than that.  Assuming you are playing a rebel, they should 
be setting up a bunch of asteroids at range 1 apart all over the middle of the board.  This will leave only the 
edges free for you to set up, since no asteroid can be within range two from any edge and the 3-wide 
formation above is slightly less than range 2.  If you have any academy TIEs in your squad, you will have to 
place them first and the rebel player will set up on the opposite side of the board forcing you to fly through 
asteroids.  If you don’t have academy TIEs, then the rebel player should start in the middle and move slowly to 
force you to come into the asteroids to get him. 
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I prefer this formation. 

 
The one really tricking thing about this formation is that you can’t set it up like this at the start because it is 
too tall.  The link for the FFG world championship video is broken, so I can’t direct you there, but many of you 
have probable seen it anyway and he sets up something like this. 
 

 
And then after the first move it looks like this: 

 
Now, while this is certainly elegant, it is also very restrictive.  You can’t go 5 forward on your first move.  I like 
to be aggressive with my Imperials, and going 5 forward to start is nice.  
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Also, it requires a very wide base since the back row starts spread out. 

 
You can see that if your opponent puts an asteroid range two from the side that you will have to dodge it on 
the first turn.  This is avoidable, as you can start both sideways ships on the same side, one in front of the 
other and they can both use the same turn to get in behind the group.  There is only room to do this if you use 
a three turn.  If you want to start slower and move the 4 ships forward with a 3-forward and then turn in 
behind them with a 2-turn, then you need to start the sideways ships on opposite sides. 
 
The other issue you can see from above is that there is no exact measurement for the sideways ships.  The 
sideways ships start a little further than range 1 from the 4-some and a little lower than the top edge of the 
back row ship.  In both cases this is about a quarter inch further in both directions.  If you start too far down, 
then whichever one is Howlrunner (or the ship with Swarm Tactics) may no longer be Range 1 from the top 
opposite corner ship.  And if you start too high, then when you bank, you can collide with the ship above you.  
However, you can usually guess close enough. 
 
I prefer this set up: 

 
The outside two ships are turned at a 45 degree angle and the inside corner is lined up exactly with the top 
outside corner of the bottom row ship.  The 2-forward template is there only to show you that the width of 
the movement template (any of them) is how far away the angled ships should be from the bottom row. 
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This moves into formation like this: 

 
If you do only want to move 4 forward instead of 5 forward, then use the 2-bank instead of the 3 and move 
the angled ships in closer to about the width of the range finder. 
 
As you can see, the bottom ships are still in range 1 of the front two and it will stay that way when you bank. 
 
With this setup, there is a lot more overlap with your firing arcs, and it is very easy to aim the squad at your 
target.  Also, the depth of this formation is about a 4-forward movement template, so the only way a ship will 
be able to flip around and get behind you is if their ship is touching the front row of this formation.  With the 
3-wide formation, if an enemy anticipates that you are going to move your squad in close at range 1, they can 
do a 4-koigran and get in behind you. 
 
When banking, you can choose to bank the inside ships with a 2 and the outside ships with a 3 (on the left 
below) or bank them all with the same number (on the right below): 
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Look at the firing arc for the formation when you use the same number for all ships: 

 
Basically, if the ship in position 1 can shoot it, all six ships will have it in their firing arc.  I understand that the 
firing arc for ships is slightly less than 45 degrees, but in 99% of the situations, this kind of overlap will hold 
true. 
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Let’s look again at the 3-wide after a bank. 

 
This collective firing arc is much wider, but it is less focused.  There are more holes for an enemy to hide in to 
avoid portions of the squad. 
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So now let’s look at some real world examples. 

 
Here is a setup with the six asteroids.  The dotted square in the middle is the legal place to put asteroids 
(range 2 from any edge). 
 
I am going to simulate three different starting places. 
Starting spot 1 is if you set up to the far left.  I have two different flying formations depending on whether 
your opponent starts in the middle of the board or on the far right. 
 
Starting spot 2 is if you want to start in the middle. 
 
Starting spot 3 is if you want to start on the far left and your opponent moves slowly forcing you to weave 
around in the asteroids. 
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So for Option 1A it looks something like this: 

 
This is pretty simple.  I left off several of the movement templates to keep it from getting too crowded, but 
you can still see how they moved.  This is easily the most frequent first two moves I take.  Move forward, bank 
to the right, and attack.  Notice also that the small asteroid closest to the starting edge of the board was 
placed at exactly range two from the starting edge, and by moving forward 5, the back row is now almost even 
with that asteroid and it can bank or turn without worrying about colliding.  If I had only moved forward 4, this 
would not be the case.
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For Option 1B it looks like this: 

 
Now I decided to start 3 wide, moved forward 5, and then all the ships do a 1-turn. This transposes my squad 
and I can attack straight forward into the asteroids with my preferred formation.  A good rebel strategy is to 
watch which side you set up your academy TIEs and then set up in the opposite corner.  This maneuver allows 
you to make a right turn into the asteroids and still keep your formation.  In order for this to work, you need to 
make sure you have your pilot skills in the right position.  You need to have your highest skilled pilots back and 
to the left and the lower skilled pilots to the front and right.
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Starting spot 2 is simple: 

 
I like to fly with the 6 named TIEs.  This means my lowest skill pilot is 5, and the rebels will almost always have 
a 2 or 4 skill pilot if they are flying 4 ships.  This means they have to set up first and you can react to them.  If 
the Rebels have to place first, they will usually start in the middle of the board and you can set up opposite 
them.  When I am the Imperials, I try and place all of my asteroids as close to the side of the board as possible 
to keep as many of them out of the center of the board as I can.  This will usually leave a gap at least range 1 
wide so I can move straight through it.  
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For starting spot 3, if you want to weave through the asteroids with a 2 wide formation, this is what it may 
look like: 

 
My brain exploded a little when I put this together. 
 
This is a mess, and I am not going to even try and pretend that anyone could actually pull this off.  I lettered 
each ship and gave them a number to show where they are at the beginning of each turn.  There are two 
potential crashes.  In order to avoid them Ship E needs to be lower skill (or the same) as ship B and Ship A 
should be lower than Ship D. 
 
Instead of showing how to weave through asteroids with a swarm, this is advice to a Rebel squad on how to 
bait the Imperials into the asteroids.  Set up on the opposite side, move aggressively toward the center of the 
board, then turn to stay on your half, and watch the Imperials try to react. 
 
Again, I hope these illustrations are helpful in trying to show you the pros and cons of different formations and 
how to move (or not move) through asteroids. 
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Maneuver 351: Asteroids 
 
Asteroids aren’t really part of maneuvering, but since so much of moving in formations deals with asteroids, I 
thought to wrap up my series, I would do a section on this as well. 
 
Here is the play mat: 

  
 
The box in the middle is the legal placement for asteroids, which is at least range 2 from any edge.  The 
Imperials will start at the top and the Rebels will start at the bottom.  
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Let’s start with the easy faction: 
Imperials 
 
In my opinion there are only 4 places you should ever consider placing an asteroid if you are an Imperial 
player: 

 
The 4 corners of legal placement put the asteroids as far from the center of the board where most of the 
action takes place.  You can make an argument for placing an asteroid in the center of the bottom edge of the 
Rebel side, but since when I play Imperials I almost always start on one edge and angle toward the center, I 
may have to worry about that asteroid if the Rebels approach slowly. 
 
You might also not want to place asteroids on your own side, but in the games I’ve played, once I’ve flow past 
asteroids on my side, I never have to deal with them again. 
 
Once Wave 2 comes out, I can see some elite Imperial builds with 4 or fewer ships, and you might want to 
duck behind asteroids in the middle of the board.  I’m yet to play with Wave 2, so I can’t comment too much 
on that yet.  But if you are flying 6+ ships, you don’t like asteroids. 
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Rebels 
 
The sky is the limit when it comes to placing asteroids, so let me give you one example. 
 
Here is my favorite attack formation: 

 
Biggs is tucked behind an asteroid and everyone is range 1 from Biggs.  For the first combat round, the enemy 
is firing at Biggs at range 2-3 through an asteroids and I am rolling 3-4 defense dice.  Meanwhile, I am 
exchanging fire at range 1-2 with my two most forward ships and the one in the rear is a Y-wing who will 
ionize someone and screw up their formation.  The enemy cannot charge straight at me for the second turn, 
since the asteroid is in the way, so they have to turn to my right, or go straight past me on the left.  My second 
turn after combat I take it slow and turn to the right to get in behind them.  When flying in formation around 
an asteroid, I like to use the smaller asteroids because the big one is hard to straddle and still stay at range 1. 
 
On each of my previous posts where I show an attack formation, people ask what happens when the enemy 
doesn’t set up where I want them.  Yes, this can happen, but you can plan for this occurrence.  I like to fly the 
six named TIE fighters.  My lowest skill pilot is 5, so my rebel opponent (if they are flying 4 ships) has to set up 
at least 1 ship first regardless of who has initiative.  However, most Imperial builds I’ve seen have a least 1 
academy TIE so you can react to their placement. 
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So, as a Rebel player, because I don’t know where the Imps are going to set up while placing asteroids, I need 
to make sure I have more than one good attack area. 

 
In this example the Imperial player has placed his three asteroids in the corners, and I have placed two 
asteroids in the middle in the same orientation.  If you look at my attack formation above, I can do this around 
either of the two asteroids in the middle and I can put Biggs on either side of the asteroids.  I’ve left a 1-ship 
wide channel between the two asteroids the Imperial placed on my side and the ones I put in the middle. 
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Now I place the last asteroid: 

 
If you were an Imperial player where would you start? 
 
Now there are no 2-ship wide lanes anywhere but on the edges.  The Imperial player should set up in Area 1 or 
2.  Odds are he will pick Area 1.  And he will probably set up to the outside of the small asteroid you placed in 
the middle.  If he is flying all the named TIEs and you have to place your ship first, then assume he is going to 
start in Area 1.  If he starts in Area 2 instead, then start moving slowly and force him to turn into the asteroids. 
 
And if he doesn’t start in either Area 1 or 2 and starts in the middle instead, then just go 1 forward until the 
asteroids split up his formation.  TIE’s slowest forward movement is 2, so they will hit the asteroids before you 
do, and then you can pick them off 1 by 1 as they filter through. 
 
If you are using a 3 ship elite rebel build, then the triangle formation of asteroids still makes sense in the 
middle.  You should always get to set up after your opponent, so set up diagonally from him and move slowly 
toward the middle.  The Imperial will either be forced to come in and get you, or they will start doing 1 turns 
to waste time, in which case their formation is probably ruined and you can accelerate in to attack. 
 
I hope all these have been helpful. 
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Maneuvers 401 – Wave 2 
 
Okay, this will be a long one.  I built up slowly with my last maneuvers and took several articles to get to the complex 
stuff.  Here I am going to try and do it all in one article.  I will rest a lot on what I’ve already done, so if you haven’t 
looked at that, you probably should. 
 
There are three major changes to Wave 2 when it comes to maneuvering: 
Large ships 
Boost 
Push the Limit 
 
Let’s start with the large ships.  And, let’s start with the basics. 
 

 
I hope this is obvious.  The big ships are twice as big as the small ones, so if you are lined up at the start, you need to 
move 1 further, in order to still be lined up at the end.  Range 1 is still the most important thing in this game, and with 
the large ships it is very hard NOT to be in range 1 of them no matter how they move. 
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Banking with these big ships is more difficult.  If you remember from my earlier articles, when banking, if the ships 
started half a ship apart, then using a 1 higher bank on the outside ships was enough to bring them even.  Well, with the 
big ships, you have to use a 2 higher bank, and you are still are left behind a little after the bank, but it is as close as you 
can get. 
 

 
 
Because the big ship banks so much harder, you can use this to your advantage.  Imagine the small ship is Biggs.  Imagine 
the big ship is Lando.  Now you have Lando doing a green maneuver range 1 from Biggs, who is held back at range three 
from the enemy, but because the Falcon is so large, he is likely at range 1 from the enemy. 
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To turn is a bit more complicated.  The Falcon has a 1-Turn (which is amazing!) but the outside ship cannot pull out a 3-
turn without crashing. 

 
 
However, if you are willing to use your action to boost, you can complete the turn with a 2-bank to start. 
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You can also pull this off with a 2-Turn 

 
 
As you might be able to see, you can also have the smaller ship do a 3-turn here, and pull up behind the large ship doing 
a 2-turn, but if you want to bring the small ship alongside the larger one, you need to make a wider maneuver. 
 
Here you can see a typical setup where someone set up an asteroid at range 2 from the starting edge.   

 
Both ships start with the front of their ship at range 1 from the starting edge, and with these maneuvers they 
successfully navigate around the asteroid.  By moving 2 further than the big ship, the small ship has given itself an 
advantage in the second turn and doesn’t crash. 
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A 1-Turn would also have cleared the asteroid.  Notice below how a 1-Turn for the Falcon actually overlaps itself.  This 
means that the front edge of the ship needs to be more than just past the top of the asteroid in order to clear it during a 
1-turn.  In combat, a Falcon should rarely have to make a 1-turn unless it wants to hide behind an asteroid like this, so 
make sure the front edge is about a half inch past the asteroid before you attempt the turn. 

 
 
A few more words about the big ships.  I have watched way too many games where other people have chosen to flip 
them around with K-turns.  Why?  The Falcon has a 360-degree firing arc.  There is never any reason to flip it around.  
And the Firespray has a rear firing arc, so flipping it 180 degrees doesn’t make sense either.  Now, I understand the 
Heavy Laser is a powerful weapon, and it only fires out of the forward firing arc, but I don’t understand why flipping 
around to stress yourself out, losing an action, and limiting your maneuver choices on the next turn is better than just 
firing out of your rear arc with 4 dice (at range 1) and an action.  The Heavy Laser Cannon, like so many of the powerful 
new cards, has its drawbacks too.  I’ve heard it said that it makes no sense to fly a Y-Wing without an Ion Cannon.  I 
agree with that.  I’ve also heard it said that it makes no sense to fly a Firespray without a Heavy Laser Cannon.  I disagree 
with that. 
 
With the Falcon it makes even less sense to flip around.  If you have missiles on the ship, then make sure you fire them 
on the first combat round.  And then NEVER point your ship at the enemy again.  When I play against the Falcon, I enjoy 
when my opponent banks it toward me to fire.  There is no reason to do that.  I take that back.  There is one reason to 
do that, and thy name is Backstabber.  But when you point that huge “Piece of Junk” at a swarm of TIEs, you have no 
second movement.  I am going to clog the air-space (space-space?) in front of that ship with a whole bunch of pilot skill 1 
ships, so you have no choice but to crash into me.  If you turn away from my ships and fire backwards at me, then not 
only do you have a clear path in front of you, but now, since I move first, I have to crash into you if I want to keep you in 
my firing arc.  And if you are so worried about Backstabber, then kill him already.  And his 1 extra attack dice may do 1 
extra hit, but if by flying away and around your enemy insures you an action each turn, then use it to focus or evade, and 
you will get a much bigger offensive benefit than the one extra dice Backstabber has.  I love putting PTL on the Falcon.  
I’ve read that people think that limits the Falcon’s movement too much.  But by not flying at the enemy, I can always 
find room for a 1-bank.  And with two actions, you can always evade and focus, so who cares about Backstabber.  
However, because of this, I always recommend trying to find room for Backstabber in an Imperial build because of the 
advantage he has against big ships. 
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Now let’s talk about the Boost action. 
 
Below you see a typical in game scenario. 

 
This is the second move and the approaching ships prepare to exchange fire.  In this situation, both sets of ships will 
exchange fire on each other, and the best action is either to focus to insure maximum damage or evade if the ship can. 
 
But what if the ships from the bottom had done this instead: 

 
Instead of banking toward the enemy, they went straight and then boosted.  Now Ships A and B can fire on their 
opponent, but don’t have to worry about return fire.  By flanking the approaching ships on both sides, you can force 
them to fly straight instead of banking, and then by boosting past them, you will be able to fire, and they can not. 
 
I am a strong supporter of the Focus action.  I think its benefits over evade are extraordinary.  I still like evade, especially 
on the Falcon, but Focus is so much stronger overall.  I greatly dislike it when my attacking ships do not have a focus 
token.  And I do everything in my power to make sure that my opponents don’t have focus tokens for when they attack.  
But in this situation, when you can guarantee that you will be the only one attacking, I think it is worthwhile to use your 
action on boost instead of focus. 
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But that brings us to Push the Limit (PTL). 
With the barrel roll action from Wave 1, I never experimented with it like I should have.  Mostly it was because I always 
flew Rebels, but also because I loved the Focus action so much.  When I did use it to barrel roll myself into a better firing 
position with a TIE fighter, I would end up rolling a blank and an EYE for my attack and do no damage.  Yes, it was great 
that I barrel rolled out of the way so my opponent couldn’t shoot at me, but because I didn’t focus, I also did no damage 
to him.  Or at least I would do less damage.  Now with PTL, you can barrel roll or boost and still take a focus or evade.  I 
won’t go into detail about how to use that, because it is pretty obvious, but I do want to show the benefits of combining 
a boost and a barrel roll together.  Right now this is done most easily on the Interceptors, as they are the only ships with 
both actions, but you can spend some money to give the boost action to the TIEs with elite pilot skill and then give them 
PTL also so they can do both. 
 
Here is a generic attack scenario. 

 
Two ships are faced off against each other to exchange fire at range 1.  They will both do significant damage to each 
other.  But what if one of them decides to Barrel Roll and Boost for their action? 

 
Now only one of the ships will be firing on the other. 
 
Now look at the previous set up I had before.  What if both sides decide to bank toward each other? 

 
Normally you would now prepare to exchange fire at range 1 and one of the sides would probably lose a ship.   
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But if one side decided to barrel roll and boost: 

 
Now Ship A will take no damage, while Ship B can fire on one of the ships without fear of return fire.  I’ve played a lot 
with the Interceptors and it is definitely fun to boost and barrel roll all over the map and put yourself into great position 
to fire and also receive no damage.  My one regret with this type of flying is that you end up using all your actions to 
move, and none of them to get a Focus token.  Also, if you are playing in a timed match, you will do less damage each 
turn.  You might not take much damage either, but if you have to kill at least 33 points of your enemy’s ships, you need a 
focused way to do that. 
 
  

Create PDF files without this message by purchasing novaPDF printer (http://www.novapdf.com)

http://www.novapdf.com
http://www.novapdf.com


That is where Soontir Fel comes in.  Because he gets a free Focus token every time he does a double move like this, he 
turns into an extraordinary weapon. 

 
In the scenario above, Soontir came around an asteroid and found an X-Wing pointing the wrong way.  In the combat 
round Soontir does some damage to him, but doesn’t kill him.  Now the X-wing needs to escape.  There is no maneuver 
the X-wing can do where Soontir will not be able to shoot him after a 1-turn and a series of boosting and barrel rolling.  
The X-wing figures its best chance is to flip around so if it survives the next attack, it can at least return fire. 
 
Soontir has other ideas. 
 
People have said that while the Interceptors are powerful, they blow up just as easily as TIE fighters.  I agree with that, 
but you have to be able to hit them first.  If you plan your maneuvers carefully, you can make it very difficult to get a 
clean shot on them.  Add in a stealth device, and they are even harder to hit. 
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