TORNADO NEBULA DOGFIGHTER

Agree on the size of each players hand – 10 is good, but more will result in a higher-power game, and possibly multiple space fighters per player.  

Each player builds his space fighter by choosing cards from among his hand to lay down as enhancements – weapons and special features.  He then chooses a number of his cards to lay down as armor.  What remains is his playable hand, which remains static throughout the game (replace the card you play each turn).  Obviously this is a tradeoff between a feature-rich deadly space fighter with few options every turn, and a light and weak space fighter that is very maneuverable and has many options each turn.  

CARDS

Cards control movement, combat, and special effects.  Each turn you play a card from your hand, which you use as a sort of ruler to actually move your unit as well as do other stuff as indicated.  Every card has a movement value and something else – an enhancement, a chance to attack, or a special action.  
MOVEMENT

Each card has a movement value on it, from 1 to 5.  Each number indicates one flip of the card, end to end long-ways.  Each flip can also include a change of direction of up to 45 degrees.  So a “move 2” card could also be a right-angle turn if desired, and a “move 4” could flip a unit 180 degrees around.  

Basic cards

MOVE 1, ATTACK +5
MOVE 2, ATTACK +4
MOVE 3, ATTACK +3
MOVE 4, ATTACK +2
MOVE 5, ATTACK +1

“Just move” cards

MOVE 1, ATTACK +0

MOVE 2, ATTACK +0

MOVE 3, ATTACK +0

MOVE 4, ATTACK +0

MOVE 5, ATTACK +0

Super good

MOVE 1, ATTACK +5

MOVE 2, ATTACK +5

MOVE 3, ATTACK +5

MOVE 4, ATTACK +5

MOVE 5, ATTACK +5

OK cards

MOVE 1, ATTACK +3

MOVE 2, ATTACK +3

MOVE 3, ATTACK +3

MOVE 4, ATTACK +3

MOVE 5, ATTACK +3

COMBAT

Each card also has an attack value on it.  Generally, the lower the movement value, the higher the attack value.  Weapon ranges are in number of cards, from 1 to 5.
Basic weapons

RAM SPIKES: RANGE 0, ATTACK +5, FRONT ONLY

PLASMA WEB:  RANGE 1, ATTACK +4

GRENADE LAUNCHER:  RANGE 2, ATTACK +3

CHAINGUN:  RANGE 3, ATTACK +2

MACHINE GUN:  RANGE 4, ATTACK +1

LIGHT LASER:  RANGE 5, ATTACK +0

Special weapons

HEAVY LASER:  RANGE 5, ATTACK +3, NO OTHER WEAPONS ON SPACE FIGHTER
AUTOCANNON  RANGE 3, ATTACK +5, NO OTHER WEAPONS ON SPACE FIGHTER
MISSILE:  RANGE 5, ATTACK +5, SINGLE SHOT – PLAY ONCE AND DISCARD

ROCKET:  RANGE 5, TWO ATTACKS +3, SINGLE SHOT – PLAY ONCE AND DISCARD

MINES: RANGE 0, ATTACK +5, REAR ONLY

ARMOR

Each armor card absorbs one successful weapon hit.  It is then discarded.  When you take a hit and have no armor cards left, your space fighter is destroyed.  At the start of the game, you may allocate any of your cards to be armor cards – lay them down, face down to indicate this.  

ENHANCEMENT

Some cards can be laid out on the table before the game begins that enhance your space fighter.  If used as enhancements, place them face up and ignore the movement value of the cards.  If drawn after play begins, they can be used as movement cards, with the enhancement ignored.  

Weapons are all enhancements – if not laid down at the beginning of the game, they can be used as movement-only cards when drawn.
TURRET (makes a weapon 360 degree field of fire)

COMBI-MOUNT (add 2 weapon bonuses in one attack, use shortest range of the two, for duration of game)
ADVANCED ARMOR (Front, Back, Sides)
Makes that facing functionally invulnerable to attack.  Limit one per space fighter.
SUPER THRUSTERS (+1, +2)

Permanently available but not necessary to use it.  
ACTION 
Action cards add thrills and spills. 

OVERTHRUSTER (+2, +4, +6)

One-time boost of speed, no turns allowed
