
 

 



 

THE UNDECLARED WAR IN SPACE! 
 

“Large numbers of missiles and spacecraft approaching from the Eurasian Asteroid. We 
MUST launch our interceptors NOW, Sir!” 
 
“No sense trying to look peaceful any longer. Go ahead and launch them, and you may as 
well get our strike forces off this rock before we get plastered!” 

 

  

 

Each player commands one of the two Asteroid Bases. At his disposal are Missiles to 
bombard the enemy Base, and Laser Towers and Space Defense Missiles to defend his own 
Base. Manned Spacecraft can be used as defensive interceptors or to deliver nuclear 
weapons. Each warhead that impacts is calculated for yield, burst height and blast radius; 
resulting in damage to the various installations on the Asteroids. Engineer units on the Base 
can repair damaged systems, but are themselves vulnerable to nuclear and conventional 
explosions. The game presents players with a unique challenge – to keep the civilian mining 
systems operating in the midst of a nuclear war. 
 
 
 

ASTEROID ZERO-FOUR is an action-packed game for two players. Both must 
allocate their resources to produce the most devastating attack possible. Skill, 
cunning and a little bit of luck will bring you to ultimate victory. 
 
 

 
 

ASTEROID ZERO-FOUR 
 

– Introductory and Advanced scenarios 
– Playing time: 1 to 4 hours. 
– Complexity level: Moderate. 
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ASTEROID ZERO-FOUR RULES OF PLAY 
 
(1.0) INTRODUCTION 

ASTEROID ZERO-FOUR is a game representing combat between two 
Asteroid Bases in the Asteroid Belt of the Solar System. It takes place 
approximately 100 years from the present era. The two players represent the 
commanders of the two Bases. One commands the asteroid garrisoned by the 
Eurasian, maneuvers the Eurasian units, and is referred to as the Eurasian 
player. The other player uses the American units, and commands the American 
Base. He is known as the American player. 

 
(1.1) HISTORICAL BACKGROUND 

As Man expanded through the Solar System, the need for high-grade metal 
ores became acute. Fortunately, the Asteroid Belts proved to be rich in metal, 
and the two major factions on Earth (the American Federation and the Eurasian 
Empire) built large and complex mining Bases in the Asteroid Belt. The American 
Base, known as “MacArthur Station,” was built on an asteroid which had been 
designated as Asteroid Zero-Four in the Asteroid Belt Survey of 2087. The 
Eurasian Base, known as “Manchuria Station,” was built on Asteroid Zero-Two. 
While both stations were, ostensibly, under the control of non-military 
government-owned mining corporations, both were heavily staffed by military 
personnel from the start. 

In 2114, the situation radically changed. Scientists on Earth determined that 
approximately two years later, massive solar flares would effectively shut down all 
manned space travel inside the orbit of Mars. Just how long a period this would 
be, none could be sure, but at least for several months. During this period, both 
Asteroid Bases would be cut off from Earth, and the military crews of both 
stations began to be concerned about what would happen during that period. 
While the ore that was mined could still be sent to Earth in unmanned con-

tainers, no manned ships could come out from Earth. 
This created a situation in which a complete nuclear war could be fought in 

space without any interference from Earth. The winner of such a war would 
dominate the mining of the Asteroid Belt for years to come, and could gain a 
considerable industrial advantage on the Earth. Naturally, both sides claimed that 
they were arming their asteroid for “defense” and as a “deterrent,” and may have 
been honest in saying so, but the net result was the same: both sides were 
armed to the teeth and had little choice but to attack virtually the instant that the 
flares started. 

The Americans built some Missiles into their asteroid, but preferred to 
depend on manned ships. Their primary vehicle was the FS-30 CONDOR Space 
Fighter-Bomber, a large ship with long range, heavy payload capability, and high 
maneuverability. The Eurasians stocked more Missiles, and fewer Spacecraft. 
Those that were available included the COMET Space Bomber, with longer range 
than the CONDOR, higher payload, but far less maneuverability. The METEOR 
Space Fighter, another Eurasian design, was highly maneuverable but very short -
ranged, and could not carry very many bombs. The Eurasians also had a few 
PLANETOID class Space Tankers, which they intended to use on long-range 
missions. 
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As the time for the storms approached, tension built to incredible heights as 
both Asteroid Commanders tried to out-smart their opposite number. Would 
massive strikes be launched immediately, or would both sides reinforce their 
defensive patrols and wait for the other to make the first move? What targets 
would be taken out first? Whose spacecraft would prove superior? How the 
“war” began, and what happened during its first hours, was endlessly researched 
and debated by the historians. But there was never any doubt as to how it ended. 

 

 
 

(1.2) GETTING ACQUAINTED WITH THE GAME COMPONENTS 
Before proceeding further, launch BRPG and load the BRPG Encounter file  

called “All Components.bge”. This will show you every component of the game, so 
that you can familiarize yourself with the map and all the tokens and game charts 
while your are reading the rules and learning to play the game. It is not necessary 
to completely understand these items at this time. You will never use the “All 
Components” Encounter file to play an actual game; just think of it as the digital 
equivalent of opening a real-world game box and checking out all the game 
components. 
 
(1.3) ABOUT THE DIGITAL CONVERSION 

SOFTWARE: BRPG v1.6m or later is required to play this digital conversion. 
This rulebook assumes working familiarity with the BRPG software’s commands 
and features. 

UPDATED BACKSTORY: The original printed game was inspired by the Cold 
War, and the opposing force to the Americans was the Russians. Due to 
historical events since the game was first published, I felt the game would feel 
very dated unless the adversary was updated to a more plausible opponent. 
Hence, the formerly Russian forces are now Eurasian forces. The premise behind 
this is that China becomes a dominant world power in the not-too-distant future, 
and through sheer economic and military might, and some key alliances, 
eventually becomes a massive Empire that grows to encompass the entire 
European and Asian continent. The American Federation was formed by the 
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United States creating alliances with Canada and Central and South America in 
order to withstand their common foe. 

UPDATED RULEBOOK: This rulebook is based on the original printed game’s 
rulebook, but a number of changes have been made to account for the digital 
conversion. For examples, all references to cardboard counters or playing pieces 
have been changed to “token”. Any typos, errors, or omissions in the original 
printed rulebook have been corrected. 

UPDATED GAME COMPONENTS: The original printed game had serviceable 
game components, but they were not particularly attractive. In this new version, 
the map and the “Strategic Display” been updated to a detailed, full color image, 
and all the playing pieces have been re-designed with nicer, more thematically -
appropriate icons. These changes make the game much more visually appealing. 

NEW CONTENT: In the original printed game, players had to write down a 
fair amount of information on scratch paper (for example, the target hex and 
burst altitude of dropped bombs, and whether engineer units were exposed on 
the surface of the asteroid or if they were “indoors”). New tokens have been 
added to this conversion that were not in the original game, so much book-
keeping is no longer necessary. 

GAME CHARTS & TABLES: These can be easily referenced using a variety of 
methods. You can use the “Library” feature in BRPG to reference a chart 
yourself, or the “Visual Aid” feature to pull up a chart that both players can see. 
There is also an optional “Data Pad” interface widget which can show you a 
particular chart when the Data Pad unit is selected, or when no unit is selected 
you position the mouse cursor over the Data Pad. For most of the dice macros in 
this conversion, you can also click on the “Reference” button in BRPG’s Dice Roll 
Results screen to see the chart or table being referenced by the dice macro. 

EXPANDING THE GAME: Players should feel free to create their own tokens 
to represent units of their own creation (e.g, Troop carriers, Marines, etc.). Blank 
tokens have been provided with the gamebox download to make it easy to create 
matching tokens in a graphics program. 

SOFTWARE SETUP: You should disable all the dice except for the d6. Purists 
may wish to enable the d6 dice with pips. If you use BRPG for other games, we 
recommend that you keep a separate BRPG installation on your hard drive just 
for Asteroid Zero-Four, so that you don’t need to continually customize your 
BRPG installation to support other game systems. If you do so, rename the 
executable to something like “BRPG – Asteroid 04”, so as not to share 
Preferences files with your other BRPG installation. You will probably also want to 
disable or delete the Encounters, Deployments, Dice Macros, and other 
illustrative files that come with BRPG by default. 

IN SUMMARY: Playing Asteroid Zero-Four should now be a much more 
enjoyable experience, and gameplay should be faster and more streamlined. 
Setting up a game takes just a few mouse clicks, and there is no clean up. 
Perhaps most importantly, the re-release of this game (which was out of print for 
decades) and being able to play online with anyone in the world should make it 
much easier to find an opponent. 
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(2.0) GENERAL COURSE OF PLAY 

ASTEROID ZERO-FOUR is a two-player game. Each player represents the 
commander of a Base constructed on an asteroid measuring perhaps four by six 
miles. While the purpose of the base is to operate mining ships and to process 
metal ore mined from other asteroids to be sent to Earth, each asteroid is 
armed with Missiles and manned Spacecraft. During the course of the game, the 
players will engage in combat operations in an attempt to destroy the other 
player’s ability to conduct both mining operations and military operations. 

Players will notice that at certain points in the rules there are references to 
other rule sections. This cross-referencing is intended to aid players in both 
learning the rules and checking rules during the course of the game. 

The gameboard includes maps of each of the two asteroids (referred to as 
“Asteroid Maps”) and the “Strategic Display”. 

 

The Asteroid Maps are used to 
show the systems which are built 
into and onto the asteroid. These 
are also used to calculate and 
record damage caused by weapons 
landing on the asteroid. Additionally, 
Spacecraft will be maneuvered on 
the Asteroid Maps as they attempt 
to attack the asteroid and deliver 
bombs. Finally, the Asteroid Maps 
are used to “hold” Missiles which 
are preparing for launch, and 
Spacecraft which are refueling, rearming and being repaired. 

 

The Strategic Display represents, in a 
stylized fashion, the space around and between 
the two asteroids. The boxes are used to hold 
groups of Spacecraft which have been assigned 
to various areas. 

The COMBAT SPACE PATROL box is used to 
hold those Spacecraft which are assigned to 
protect the home asteroid. These will usually be 
Fighters (or Fighter-Bombers) but Bombers may 
be placed in this box if the situation requires. 
They will be less effective than Fighters but 
better than nothing. Spacecraft may be added to, 
and removed from, the COMBAT SPACE PATROL 
box, but generally there will always be at least a 
few Spacecraft in this box as long as the enemy 
player has something with which to attack. 

The STRIKE box is used to hold those 
Spacecraft and Missiles which are to be used on 
the current turn to attack the enemy asteroid. At the end of each turn, all 
Spacecraft in the box (that have not been destroyed in attacking the enemy 
asteroid) are placed into the NEED REFUELING box, while Missiles are, by 
definition, on a one-way trip. 
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The STRIKE ESCORT box holds those Spacecraft which are being used to 
escort the “Strike Forces.” The “Strike Escort” will engage the enemy “Combat 
Space Patrol” (5.0). At the end of the turn, there will be no Spacecraft in this box; 
those that have survived the turn will have been placed into the NEED REFUELING 
box. 

The NEED REFUELING box is used to hold those Spacecraft which need 
refueling. At the beginning of most turns, there will be some Spacecraft in this 
box which are returning from prior Strike Missions. These will be landed during 
that turn. As the turn progresses, Spacecraft from the STRIKE and STRIKE 
ESCORT boxes will be added to the NEED REFUELING box. 

The STRIKE HOLDING box is used to hold Spacecraft which may be used on 
the NEXT turn to attack the enemy asteroid. Basically, these are a “threat” which 
MAY attack or return to Base on the next turn. 

The REAR AREA box is used to hold Spacecraft which have been sent “away” 
from the combat zone, or which have not yet arrived from Earth. Space-craft sent 
to the REAR AREA box are assumed to have landed at small Bases at a 
considerable distance from the combat area. Because of distance and 
dispersion, they cannot be attacked, and because of the small Bases, they need 
no fuel and can remain there indefinitely. Players might send Spacecraft to the 
REAR AREA box when they are expecting a major raid but are not certain of 
when it will arrive (and do not want to get caught with Spacecraft on the 
asteroid), or when there are more damaged Spacecraft than can be repaired 
conveniently, and it is desirable to send the excess out of harm’s way. Also, in the 
ADVANCED SCENARIO (see 15.2) considerable quantities of Spacecraft may be 
held in the REAR AREA. In this scenario, damaged Spacecraft may be exchanged 
for undamaged Spacecraft in the REAR AREA box. Note, however, that the REAR 
AREA box has NO repair capability of its own. 

The DEPLOYMENT boxes are used in the secret and simultaneous deploy-
ment of the Spacecraft and Missiles. This is explained in the Explanation of the 
Sequence of Play (4.0). 
 
(2.1) GAME EQUIPMENT 

The ASTEROID ZERO-FOUR game box includes: 

–  Unit tokens. These represent the American (blue) and Eurasian (red) 
Spacecraft, Missiles and Engineer units of the Bases. 

– Explosion Factor tokens used to calculate the damage inflicted on the 
asteroids. 

– Damage marker tokens used to indicate damage inflicted on the asteroids. 

– A gameboard showing the two Asteroid Maps and the Strategic Display. 

– This rulebook. 
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(2.11) The unit tokens represent the various manned Spacecraft, Missiles and 
Engineer units used in the game. All tokens include an identifying number to 
distinguish them from other tokens of the same type. In addition, Spacecraft 
tokens have a type identification code to show which type of Spacecraft they are. 
These types are: F - Fighter, B - Bomber, FB - Fighter-Bomber and T - Tanker. 
Missiles are designated as one of five types in the secret records maintained by 
the players (using BRPG’s Notepad feature). The Eurasian tokens have a red 
background and the American tokens have a blue background. 
 
(2.12) The gameboard consists of the two Asteroid Maps and the Strategic 
Display. One asteroid is controlled by the American player and the other is 
controlled by the Eurasian player. Each Asteroid Map has been superimposed 
with a hexagonal (hex) grid to regularize movement and position of the units. Each 
Asteroid Map portrays the asteroid itself with all of its systems (6.0) and the 
space immediately above and around the asteroid. 

The Strategic Display consists of various boxes which may, at a given time, 
contain some of the Missiles and/or Spacecraft of each player. The entire 
Strategic Display represents all the space between the two asteroids (not 
immediately surrounding each asteroid) in which Missiles and/or Spacecraft of 
each player may be located. 

The various holding boxes of the Strategic Display represent the location 
and/or the mission of the given Missile or Spacecraft. 
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(3.0) SEQUENCE OF PLAY 
ASTEROID ZERO-FOUR is played in turns. Each turn will consist of four 

phases. Each phase will consist of a number of segments, some of which will 
consist of a number of steps. After a scenario to be played has been selected 
(15.0) and the game has been set up to begin play (14.0), the players proceed 
through the game, one turn at a time, as described below in the Sequence of 
Play. 
 
(3.1) SEQUENCE OF PLAY (abbreviated) 

1. ALLOCATION PHASE 
 A. MISSILE LAUNCH SEGMENT 
 B. SPACECRAFT LAUNCH SEGMENT 
 C. DEPLOYMENT RECORDING SEGMENT 
 D. STRATEGIC DISPLAY SEGMENT 
 E. DEPLOYMENT SEGMENT 
2. PREPARATION AND REPAIR PHASE 
 A. MISSILE PREPARATION SEGMENT 
 B. SPACECRAFT REPAIR AND REFUEL SEGMENT 
 C. ENGINEER SEGMENT 
3. SPACE COMBAT PHASE 
 A. EURASIAN SECTOR 
 B. AMERICAN SECTOR 
4. STRIKE PHASE 
 A. EURASIAN ASTEROID MAP 
  1. DEFENSIVE MISSILE SEGMENT 
  2. MISSILE IMPACT SEGMENT 
  3. MISSILE DAMAGE RESOLUTION SEGMENT 
  4. SPACECRAFT ATTACK SEGMENT 
  5. SPACECRAFT DAMAGE RESOLUTION SEGMENT 
  6. SPACECRAFT RETURN SEGMENT 
 B. AMERICAN ASTEROID MAP 
  1. DEFENSIVE MISSILE SEGMENT 
  2. MISSILE IMPACT SEGMENT 
  3. MISSILE DAMAGE RESOLUTION SEGMENT 
  4. SPACECRAFT ATTACK SEGMENT 
  5. SPACECRAFT DAMAGE RESOLUTION SEGMENT 
  6. SPACECRAFT RETURN SEGMENT 
 

These steps constitute one turn of the game, after which the “Turn” number is increased by 
one on the Turn Sequencer by the player hosting the game session. This procedure is 
repeated for the number of turns or length of time specified by the scenario being played, at 
which time the game ends and victory is determined.  
 


