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INTRODUCTION 
 
 

THE EXPANSION 
 
Planetary Defense, the first expansion for Fleets 
at War: Fighter Wing, focuses on the non-
military ships used to protect individual planets 
and star systems in and around the Imperium. 
These civilian vessels are often the last line of 
defense against pirates, criminals, and alien 
invasion! 
 
Note: the original Fighter Wing rulebook is 
required to use this expansion. 
 
Planetary Defense includes the following: 
 

• New Factions 

• New Ships 

• New Weapons 
 
 

New Factions 
 

Celadon Pirates 
The Celadons (or Goblins as they are also 
called) are a group of pirates unaffiliated with the 
more powerful Pirate Clans. The Celadons are, 
in fact, part of an underground supply chain of 
slave traders who hijack merchant ships and sell 
passengers and crew across the border to the 
Magna Supremacy. 
 

Warlock Industries 
One of the most powerful mega-corporations 
(megacorps) in the Imperium, Warlock Industries 
maintains its own army and governs entire 
planets. The megacorp maintains its vast 
holdings by bribing influential members of the 
Imperial Senate and nobility, allowing it to have 
near-dictatorial powers in many regions of the 
Imperium. 
 

New Ships 
 
Attack Craft (A): Similar in size to fighters, 
attack craft are specifically designed to strike 
vessels and installations. 
 
Corvette (K): These are fast, lightly-armed 
vessels, usually smaller than a frigate. They are 
used for short patrols and planetary defense. 
 
Patrol Frigate (PF): The same size as a 
standard frigate, the patrol frigate lacks faster-
than-light engines. They patrol exclusively within 
a single star system instead of traveling between 
systems. 
 
Police Interceptor (P): These are stripped-
down fighters compared to those of the military. 
They are used against criminal and pirate 
vessels detected near a planet. 
 
Sentry Platform (SP): Sentries are stationary 
weapon platforms that remain at fixed points 
near planets and other locations within a star 
system. 
 
 

New Weapons 
 
Anti-sensor Missile (ASM):  The ASM uses an 
enemy's own sensors to track and hit enemy 
ships. 
 
Aphid Missile: The Aphid missile is a smaller, 
cheaper missile used by planetary governments 
and police forces instead of the Lancer missile 
deployed by the Imperial Navy. 
 
Phalanx: Similar to the gatling gun, the phalanx 
is a rapid-fire, multi-barreled weapon designed 
to shoot down enemy missiles. 
 
Rapid Pulse Plasma Cannon (RPP): 
Developed by Warlock Industries, the RPP 
cannon is an advanced version of the standard 
plasma cannon. 
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PLANETARY DEFENSE 
 
 
The distances between star systems, or even 
between the planets within a system, are vast 
and dangerous, and the Imperium consists of 
thousands of planets spread across hundreds of 
light years. Although the Imperial Navy is 
responsible for defending the Imperium, 
especially along its borders, many local 
governments must defend themselves from 
internal threats when the Navy is not around. 
 
Throughout the Imperium (and similar states), 
star systems maintain their own forces for 
planetary defense. These may include police 
ships to keep law and order, and paramilitary 
vessels used against threats beyond law 
enforcement capabilities. 
 
 

SQUADRONS 
 
Like military units, most defense forces are 
organized into squadrons containing three to 
four flights with three to four ships each (for a 
total of between nine to twelve craft). 
 
Some systems will also have larger ships such 
as patrol frigates and corvettes. These vessels 
often work alone but may be included with 
groups of other ships on occasion. 
 
Sentry platforms, which are stationary weapon 
turrets, are also found in systems to supplement 
(or even replace) manned vessels. Platforms 
can remain on station indefinitely, remaining 
vigilant at all times.  

 

 

Imperium 
The number of ships used for planetary defense 
depends on the wealth of a star system and, to a 
great extent, the lawlessness of the local area of 
space. In border areas of the Imperium, a star 

system may have several flights of police 
interceptors and a few fighter flights. One or two 
larger ships, such as patrol frigates, may also be 
present. 
 
A typical defense force may include: 
 
x2 Paladin-class patrol frigates  
x3 Hellion fighter flights (12 fighters total) 
x6 Banshee police interceptor flights 
 (24 interceptors total) 
x12 Sentinel sentry platforms 
 
 

 

Talion Republic 
The Talion Republic faces several threats: from 
the Imperium (for the Talion support of the 
Magna Supremacy) to raids by the K'thonian 
Void. In addition, Celadon Pirates also attack 
Talion shipping when the opportunity presents 
itself. 
 
To defend against these threats, the Republic 
has its own navy, but like the Imperial military, 
the Talion fleet is not always available to protect 
individual planets. To fill the gap, local defense 
forces have been set up with police vessels, 
patrol ships, and even sentry platforms. 
 
These forces usually include: 
 
x1 Rishenyy-class patrol frigate 
x2 Vartovyk-class corvettes 
x2 Molotok heavy fighter flights (8 fighters total) 
x6 Zakon police interceptor flights 
 (24 interceptors total) 
x12 Varta sentry platforms 
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Celadon Pirates 
As pirates, the Celadons work in small groups of 
fast, maneuverable ships that can strike quickly 
and get away before reinforcements arrive. 
While they don't use the wolf pack formations of 
the Pirate Clans, the Celadon Pirates do operate 
their own version, consisting of both regular and 
heavy fighters, and attack craft when necessary. 
 
A typical group might include: 
 
x1 Plakaut attack craft flight (4 craft total) 
x2 Kafak heavy fighter flights (8 fighters total) 
x3 Vidul fighter flights (12 fighters total) 
 
 

 
 

Warlock Industries 
While not a government entity, Warlock 
Industries maintains one of the largest military 
fleets within the Imperium besides the Imperial 
Navy itself. These ships protect against anyone 
who might steal or otherwise damage Warlock 
property. To that end, planets and other facilities 
under Warlock control will have a detachment of 
security ships. 
 

A typical Warlock group will include: 
 
x2 Harbinger-class corvettes 
x2 Fallingstar attack craft flights (8 craft total) 
x3 Manta heavy fighter flights (12 fighters total) 
x6 Batwing fighter flights (24 fighters total) 
 
 
 

SHIPS 
 

Imperium 
 
Civilian ships in the Imperium tend to have good 
electronic systems and use laser and ion 
weapons, along with aphid missiles. 
 

Banshee-class Police Interceptor 
Mk I 
Superstructure:  Poor (20) 
Max Speed:  Above Average (6) 
Thrust:  Good (7) 
Agility:  Excellent 
Shields:  None 
Armor:  Bad 
ECM:  Very Poor 
Sensors:  Bad (Max Targets: 1) 
 
Offensive Systems 
x4 Laser Cannons (Fwd) 
 
Defensive Systems 
None 
 
Criminal organizations, including pirates, are 
common in many of the outlying worlds of the 
Imperium. To combat this scourge, local 
governments have resorted to using fighter-like 
ships to quickly intercept and, in some cases, 
attack groups that operate outside the law. 
 
While the Banshee is not as heavily armed as 
military fighters, its bank of four laser cannons 
gives it enough punch to combat many of the 
criminal vessels it encounters. 
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Banshee-class Police Interceptor
Mk II 
Superstructure:  Poor (20) 
Max Speed:  Above Average (6) 
Thrust:  Good (7) 
Agility:  Excellent 
Shields:  None 
Armor:  Bad 
ECM:  Very Poor 
Sensors:  Poor (Max Targets: 3) 
 
Offensive Systems 
x2 Laser Cannons (Fwd); x1 Missile Rack 
(Aphid Missiles) (Fwd) 
 
Defensive Systems 
None 
 
An upgraded version of the Banshee, the Mark II 
includes a missile rack capable of hitting larger 
ships and those too far for its two laser cannons 
to reach. This is especially useful against ships 
of the Pirate Clans, which tend to be 
the vessels fielded by crime syndicates and 
smugglers. 
 

Hellion-class Fighter Mk III
Superstructure:  Poor (20) 
Max Speed:  Good (7) 
Thrust:  Good (7) 
Agility:  Very Good 
Shields:  None 
Armor:  Bad 
ECM:  Very Poor 
Sensors:  Bad (Max Targets: 1) 
 
Offensive Systems 
x3 Ion Cannons (Fwd) 
 
Defensive Systems 
None 
 
The Hellion fighter is a step above the Banshee 
interceptor, but still outclassed by military
ships. Nevertheless, for most system 
governments, the Hellion is a practical deterrent 
when the Imperial Navy is not available
 

 

Interceptor 

x1 Missile Rack 

An upgraded version of the Banshee, the Mark II 
includes a missile rack capable of hitting larger 
ships and those too far for its two laser cannons 
to reach. This is especially useful against ships 

e Clans, which tend to be bigger than 
the vessels fielded by crime syndicates and 

Mk III 

The Hellion fighter is a step above the Banshee 
interceptor, but still outclassed by military-grade 
ships. Nevertheless, for most system 

n is a practical deterrent 
available. 

Hellion-class Fighter Mk V
Superstructure:  Poor (20) 
Max Speed:  Good (7) 
Thrust:  Good (7) 
Agility:  Very Good 
Shields:  None 
Armor:  Bad 
ECM:  Very Poor 
Sensors:  Poor (Max Targets: 
 
Offensive Systems 
x1 Ion Cannon (Fwd); x2 Missile Racks (Aphid 
Missiles) (Fwd) 
 
Defensive Systems 
None 
 
The Mark V replaces two ion cannons with two 
missile racks firing Aphid missiles. Against 
heavier enemies, the Mark V excels at long 
range. Unfortunately, due to its higher costs, this 
version of the Hellion is much less common 
among defense forces. 
 

Lembu-class Heavy Barge
Superstructure:  Good (60) 
Max Speed:  Below Average (4)
Thrust:  Poor (3) 
Agility:  Poor 
Shields:  None 
Armor:  Very Poor 
ECM:  Very Poor 
Sensors:  Bad (Max Targets: 1)
 

 

 
 

 

Mk V 

Poor (Max Targets: 3) 

x1 Ion Cannon (Fwd); x2 Missile Racks (Aphid 

The Mark V replaces two ion cannons with two 
missile racks firing Aphid missiles. Against 
heavier enemies, the Mark V excels at long 

Unfortunately, due to its higher costs, this 
version of the Hellion is much less common 

class Heavy Barge 

Below Average (4) 

Bad (Max Targets: 1) 



 

 

Offensive Systems 
x1 Dual Plasma Cannon (Fwd) 
 
Defensive Systems 
None 
 
The Lembu serves the role of a heavy cargo 
transport that operates exclusively within a star 
system.  What it lacks in interstellar range, 
however, the Lembu makes up for by having a 
large cargo capacity.  Its dual plasma cannon 
also gives the ship an added level o
systems with high pirate activity. 
 
 

Paladin-class Patrol Frigate
Superstructure:  Good (60) 
Max Speed:  Average (5) 
Thrust:  Average (5) 
Agility:  Below Average 
Shields:  Bad 
Armor:  Below Average 
ECM:  Below Average 
Sensors:  Poor (Max Targets: 3) 
 
Offensive Systems 
x2 Plasma Cannon Turrets 
 
Defensive Systems 
x1 Missile Rack Turret (AMM) 
 
Although roughly the same size as a 
conventional frigate, the Paladin lacks a faster
than-light engine and thus remains strictly within 

 

serves the role of a heavy cargo 
transport that operates exclusively within a star 
system.  What it lacks in interstellar range, 
however, the Lembu makes up for by having a 
large cargo capacity.  Its dual plasma cannon 
also gives the ship an added level of defense in 

 

class Patrol Frigate 

Although roughly the same size as a 
conventional frigate, the Paladin lacks a faster-

light engine and thus remains strictly within 

a single star system. Even so, the Paladin gives 
defense forces greater flexibility when dealing 
with most threats, including Magna raiders.
 

Sentinel-class Sentry Platform
Superstructure:  Average (40)
Max Speed:  None (0) 
Thrust:  None (0) 
Agility:  None 
Shields:  Bad 
Armor:  Below Average 
ECM:  Below Average 
Sensors:  Very Poor (Max Targets: 2)
 
Offensive Systems 
x2 Plasma Cannon Turrets 
 
Defensive Systems 
None 
 
A cheaper alternative to manned ships, 
Sentinels serve as stationary platforms capable 
of defending specific points in a star system. 
They are often found in large numbers
planet or other important location, serving as a 
warning to ships with devious intent.
 

Wanderer-class Freighter
Superstructure:  Average (40)
Max Speed:  Above Average (6)
Thrust:  Below Average (4) 
Agility:  Below Average 
Shields:  Bad 
Armor:  Poor 
ECM:  Bad 
Sensors:  Bad (Max Targets: 1)
 
Offensive Systems 
None 
 
Defensive Systems 
None 
 
A freighter commonly found in the Imperium, the 
Wanderer class lacks armament, but has 
for added protection. Most captains
attempt to outrun pirates using the Wanderer's 
superior speed. Interestingly, since the freighter 
is a Dahl design, mostly non-
these ships while humans prefer 
classes. 
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ystem. Even so, the Paladin gives 
defense forces greater flexibility when dealing 
with most threats, including Magna raiders. 

class Sentry Platform 
Average (40) 

Very Poor (Max Targets: 2) 

A cheaper alternative to manned ships, 
serve as stationary platforms capable 

of defending specific points in a star system. 
in large numbers orbiting a 

planet or other important location, serving as a 
warning to ships with devious intent. 

class Freighter 
Average (40) 

Above Average (6) 

Bad (Max Targets: 1) 

d in the Imperium, the 
class lacks armament, but has shields 

st captains, however, 
pirates using the Wanderer's 

superior speed. Interestingly, since the freighter 
-human species fly 

while humans prefer man-made 


