
Alien starships for STAR FRONTIERS
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K nig ht H aw k s g am ing
by Brian Valentine

Knight Hawks, like any other game,
need s v ariety to keep  it ex c iting.  T his
artic le c an ad d  some of  that need ed
v ariety b y reintrod u c ing the Z u raq q or,
one of  the S athar� s allies.  T he Z u raq q or
f irst ap p eared  in the S T A R  F R O N T I E R S ®

mini- mod u le Assault on Starship Omi-
c ron.  T hey are a rac e of  intelligent,
b ip ed al insec ts, eac h hav ing small, v es-
tigial wings, two c omp ou nd  eyes, and
two antennae.  Z u raq q or are thou ght to
originate f rom a world  near Z eb u lon, as
all assau lts on F ed eration ship p ing hav e
b een mad e in that area sinc e the new
trad e rou te was op ened .

Z u raq q or c u ltu re was well d esc rib ed
in Assault on Starship Omic ron.  O nly a
f ew relev ant d etails will b e rep eated
here, Z u raq q or soc iety has f iv e c lasses:
worker, warrior, tec hnic ian, king, and
q u een.  T ec hnic ians p erf orm all tec hno-
logic al lab or, and  their p olitic al p ower
riv als that of  the Z u raq q or kings and
q u eens.

T he kings ru le the warriors, eac h
Z u raq q or hiv e hav ing one king.  A ll hiv e
kings v ote on a d istric t king, and  d istric t
kings v ote on a p lanetary king.  A ll p lane-
tary kings v ote  organiz ation
that the kings hav e.  Z u raq q or are v ery

grou p  oriented  and  will rarely, if  ev er,
b e f ou nd  alone or ac ting ind iv id u ally.

Z u raq q or warship s c onsist of  two
main typ es:  b attle c ru isers and  f ighters.
F ou r c lasses of  c ru isers are known to
ex ist and  are c lassif ied  as c lasses A , B , C ,
and  D  ( c lass A  b eing the largest) .
Z u raq q or f ighters are also known as
� grou nd  straf ers�  b ec au se of  their f re-
q u ent u se in p lanetary assau lts.

A ll c ru isers are b u ilt large and  slow:
large b ec au se the Z u raq q or b eliev e that
their ship b oard  c rew organiz ation
shou ld  resemb le the hiv e organiz ation as
c losely as p ossib le, making the c ru isers
resemb le hu ge, f loating f ortresses;  and
slow b ec au se the Z u raq q or see no need
f or sp eed .  C ru isers u se ion engines,
while all f ighters u se small atomic
engines.

T hou gh slow, c ru isers are nonetheless
v ery maneu v erab le.  T hey u su ally trav el
in grou p s of  f ou r, ex c ep t d u ring c ertain
war situ ations in whic h mu c h larger
grou p s hav e b een u sed .  B ec au se no
sp ac e stations hav e b een d etec ted
arou nd  Z u raq q or world s, these war-
ship s are assu med  to b e b u ilt on small
moons or asteroid s.  S hip s the siz e of
their c ru isers c ou ld  nev er lif t of f  f rom a
p lanet of  any maj or siz e.  C ru isers are
thou ght to take sev eral years to b u ild .

C lass A  c ru isers are eac h eq u ip p ed
with a mine- neu traliz ing mec hanism
that d eac tiv ates all mines within 3 0 ,0 0 0
kilometers ( three hex es)  of  the ship .  T his
d ev ic e c annot b e d u p lic ated  b y any
other rac e at this time.  C lass A  c ru isers
also eac h hav e one f ighter b ay that c an
c arry one to f iv e f ighters.

Z u raq q o r s h ip
s tatis tic s

Z u raq q or B attle C ru iser, C lass A
HS  1 5   HP  8 0   A D F  1   M R  2   D C R  1 5 0
I on engine typ e A  ( x 4 )
W eap ons:  2  L C , L B , E B , P B , D C , S  ( x 2 ) ,

T  ( x 4 ) , R B  ( x 8 )
D ef enses:  R H, E P S , S S , M S  ( x 2 ) ,

I C M  ( x 8 )

Z u raq q or B attle C ru iser, C lass B
HS  1 3   HP  7 5   A D F  1   M R  3   D C R  1 2 0
I on engine typ e B  ( x 4 )
W eap ons:  2  L C , L B , E B , P B , D C , T ( 4 ) ,

R B  ( x 6 )
D ef enses:  R H, E S , P S , M S  ( x 2 ) , I C M  ( x 6 )

Z u raq q or B attle C ru iser, C lass C
HS  1 1   HP  7 0   A D F  1   M R  3   D C R  1 0 0
I on engine typ e B  ( x 3 )
W eap ons:  L C , L B , E B , P B , T  ( x 2 ) ,

R B  ( x 4 )
D ef enses:  R H, E S , M S  ( x 2 ) , I C M  ( x 6 )
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Zuraqqor Battle Cruiser, Class D
HS 9   HP 65  ADF 1  MR4  DCR 75
Ion engine type B (x2)
Weapons: LC, LB, EB, T (x2), RB (x4)
Defenses: RH, MS (x4), ICM (x4)

Zuraqqor Fighter
HS 2  HP 10  ADF 5  MR 5  DCR 50
Atomic engine type C (x1)
Weapons: AR (x4), LB
Defenses: RH

Scenario 1: The Zebulon Raid

In this scenario, the U PFS ships are
making a run to a military base on

V olturnus (off the right side of the star
map), and they begin the game in forma-
tion near the left-hand side of the star
map. They only want to get to V olturnus
and will try to escape any attacks. On
the other hand, the Zuraqqor�s orders
are not to return until the U PFS ships
are destroyed. Ship statistics for most of

the U PFS forces may be found in the
boardgame rules for the Knight Hawks
game.

U PFS Forces

U PFS Arcturon (destroyer)
Location: hex 0618

Speed: 5

U PFS Arrow  (assault scout)
Location: hex 0821

Speed: 5

U PFS R e mora (assault scout)

Location: hex 0522
Speed: 5

U PFS Anacond a (freighter)

HS 17  HP 85  ADF 2  MR 1  DCR 71
Weapons: T (x4)
Defenses: RH, MS (x2)
Location: hex 0521
Speed: 5

Zuraqqor Forces

ZMS (Zuraqqor Military Ship) B rtz � k rg r
(class-B cruiser)

Location: hex 3439
Speed: 7 (heading toward hex 3338)

All U PFS ships are heading horizon-
tally across the mapsheet. The Zuraqqor
ship is moving along a diagonal to inter-
cept the U PF convoy.

Any U PFS ship that makes it off the
right side of the map is assumed to have
safely outrun the Zuraqqor cruiser. The
Zuraqqor ship wins if all U PFS ships are

destroyed or suffer over 50%  loss of
their hull points. The Anacond a and at
least one other ship must survive for the
U PFS player to win. Note that it is possi-
ble for both sides to win in this scenario.
(Such are the fortunes of war.)

Scenario 2 : The Volturnus
I ncident

This battle occurs a month after the
Zebulon Raid. The Zuraqqor are attack-
ing the only station in orbit around

V olturnus, effectively cutting off the on-
planet mines and military installations
from the PGC and Galactic Task Force.

The statistics for the Pan-Galactic ships
were previously given in the DRAGON®

Magazine issue # 88 (�Y achts and Priva-
teers Return�), but are repeated here for

the benefit of those who lack that issue.
The planet V olturnus is located in hex

1520 on the star map and does not move
during the course of the game. The
T arnag is just leaving V olturnus, having
undocked from the space station and
pulled out of orbit.

Pan-Galactic Forces

PGSS T arnag  (Nova-class yacht)
HS 5  HP 25  ADF 2  MR 2  DCR 35

Weapons: LC, LB, RB
Defenses: RH
Location: hex 19 21
Speed: 1 (heading toward hex 2021)

PGSS B rig ad oon (Condor-class privateer)
HS 13  HP 65  ADF 3  MR 3  DCR 59
Weapons: 2 LB, EB, PB, DC, T (x4)
Defenses: RH, SS, ICM (x8)

Location: hex 1519
Speed: 0 (docked at space station, in

orbit, moving counterclockwise)

PGSS D rag  N e t (Thruster-class privateer)
HS 2  HP 10  ADF 4  MR 5  DCR 26

Weapons: AR (x4)
Defenses: RH
Location: hex 1519

Speed: 0 (docked at space station, in
orbit, moving counterclockwise)

PGSS M ine r� s C e ntral (PGC-owned space
station at V olturnus)

HP 30  DCR 23
Weapons: 2 LB

Defenses: RH, MS (x4), ICM (x4)
Location: hex 1519  (in orbit, moving

counterclockwise)

Zuraqqor Forces

ZMS K tr-B ltz  (class-B cruiser)
Location: hex 5420

Speed: 8 (heading toward hex 5320)

ZMS D rlp� mrz td  (class-C cruiser)

Location: hex 5523

Speed: 8 (heading toward hex 5423)

The first side that destroys or inflicts

over 50%  damage on all of the other
side�s ships wins, with the PGC station
counting as a ship. Neither side can
retreat from the star map.
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