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Change Thrust
Set Facing Change
Launch Decoys

Long Orders

Resolve Thrust
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Write Orders

A
B
C

E
F

G
H

D

Subtract the smaller
vector from the larger 

180 DEGREE120 DEGREE

1) Copy the smaller vector 1 hex side closer 
to larger vector, add it to any existing vector 
in that direction.
 
2) Subtract the smaller vector from both original vectors.  
This reduces the smaller vector to 0.
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HORIZONTAL BEARINGS
Is the target visible through a hex edge or 
hex corner?
If the target is three times as far away in 
one map direction as the other, it's visible 
through that hex edge. Otherwise, it's 
visible through the hex corner. 

3-D BEARINGS
Where H is horizontal distance and V is 
difference in altitude:
If H and V are equal, target is in the 
blue ring.
If V is less than H, the target will be in 
the blue or amber rings.
If H is less than V, the target will be in 
the green or purple rings.
Multiply the smaller of H or V by 4 and 
compare to the larger; if the result is 
greater, the target is in one of the 
middle two rings (green or blue).  
Otherwise, it's in one of the extreme 
cases (amber or purple).
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1) Copy the smaller vector 1 hex side closer 
to larger vector, add it to any existing vector 
in that direction.
 
2) Subtract the smaller vector from both original vectors.  
This reduces the smaller vector to 0.
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HORIZONTAL BEARINGS
Is the target visible through a hex edge or 
hex corner?
If the target is three times as far away in 
one map direction as the other, it's visible 
through that hex edge. Otherwise, it's 
visible through the hex corner. 

3-D BEARINGS
Where H is horizontal distance and V is 
difference in altitude:
If H and V are equal, target is in the 
blue ring.
If V is less than H, the target will be in 
the blue or amber rings.
If H is less than V, the target will be in 
the green or purple rings.
Multiply the smaller of H or V by 4 and 
compare to the larger; if the result is 
greater, the target is in one of the 
middle two rings (green or blue).  
Otherwise, it's in one of the extreme 
cases (amber or purple).
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