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Taking Measurements 
All measurements are given in inches.  Substitute feet for inches if you want a really large game. 

Measurements: Terrain 
When taking a measurement to or from a piece of Terrain, measure from the closest edge of the Terrain to 
the post on the flight base, or to the edge of the fighter token. 

Measurements: Ships and Tokens 
When taking a measurement to or from a ship, measure between posts on the bases.  If a ship has more than 
one post, measure to the closest post.  If a ship or model does not have a post, use the center of the ship.  
When taking a measurement to or from a fighter token, measure from the post on the ship base to the edge 
of the fighter token. 

Scoring 
Every ship has a cost value based on the total cost of all options included on the ship.  Destroying a ship scores 
an amount of points equal to this cost.  If a ship makes a Hyperspace escape (retreating from the game), it 
scores half points for the opposition. 

Victory Conditions 
Victory conditions are determined based on the scenario in play. 

Determining Random Direction 

Using the Direction Template, roll 1d6, comparing the number rolled to the arrows labelled 1 to 6 on the 
template, to see which direction to use. 

Activation Markers 
Once a squadron has activated, it should be marked to show this status.  Use any suitable Marker, as long as 
the method is clearly understood by all players. 

Destroyed Ships 
When a ship reaches zero Hull Points, it is immediately removed from the game, and counts as Destroyed for 
scoring and scenario purposes. 
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Ship Statistics 
Each ship in the fleet has a printed card showing the statistics associated with it.  A sample card is shown 
below: 
 

s  

Faction Name, Ship Designation, Points Cost, Squadron, & Rank 

The faction for the ship is listed on the top right of the card.  The class name indicates the design variant for 
the ship.  Ships are classified according to their general role in a fleet.  The designation includes battleships, 
carriers, destroyers and the like.  Each ship also has a Points Cost, representing the value of the vessel.  This 
cost includes any applicable upgrades made to the ship. 

Officer Rank 
The rank of the commanding officer for the ship is shown here.  The rank 
may be of the Fleet Admiral (left), Squadron Commander (center) or 
Captain (right). 

Shields (if equipped) 
If the ship is equipped with a Shield Generator module, the 
number of available shields will be shown here. 
 

Crew Points (CP) 
The Crew Points (CP) rating of a ship is used to determine the defensive 
strength of a ship during Boarding Assaults (see Boarding Assault Procedure on 
page 33), and during the End Phase to make repairs on critically damaged 

systems.  See Damage Control Teams on page 37. 
 
A ship must make an Emergency Hyperspace Jump (page 34) if it has a number of Disorder markers equal to or 
greater than the current CP value, OR the first time crew loss is recorded in the colored boxes.  A ship with 
zero CP cannot launch or recover fighters, or make boarding attacks.  A ship that has a CP value of zero is 
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Asteroid Field 
Asteroid Field (Collision Damage  = 1d6+2 or 1df6+6 Attack Dice) 

Made up from thousands of space rocks drifting in space, clusters of asteroids are a common sight across 
the galactic sector. 

Line of Sight Line of Sight drawn through this terrain may impose either Light or Heavy cover. 
Setup Light asteroid fields have an attack dice value of 1d6+2.  Heavy asteroid fields have an 

attack value of 1d6+6. 
Terrain Effect A ship that enters or activates inside this terrain suffers an attack equal to the attack value. 
Fighters Fighter tokens ignore the terrain effects of an Asteroid Field. 

Corrosive Gas Pocket 
Corrosive Gas Pocket 

The caustic nature of this concentrated gas pocket will slowly eat away at the hulls of those vessels that 
tarry too long within its confines. 

Line of Sight Line of Sight drawn through this terrain counts as Heavy Cover. 
Terrain Effect A ship that enters or activates inside this terrain loses 2 HP. 
Fighters Fighters that enter or activate within this terrain feature are Destroyed. 

Distortion Field 
Distortion Field 

A volatile area where hyperspace has crossed over into normal space. 
Line of Sight Line of Sight drawn through this terrain counts as Light cover. 
Terrain Effect A ship that enters or activates inside this terrain moves at no more than half speed. 
Fighters Fighters that enter or activate within this terrain feature are Destroyed. 

Particle Cloud 
Particle Cloud 

Composed of vast numbers of errant particles, these Clouds are a common navigation hazard. 
Line of Sight Line of Sight drawn through this terrain counts as Light cover. 
Terrain Effect A ship that enters or activates inside a Particle Cloud gains a single Disorder marker. 
Fighters Fighters ignore terrain effects of a Particle Cloud. 

Minefield 
Minefield (Collision Damage  =  1d6+6 Attack Dice) 

These weapon systems do not differentiate between friend and foe. 
Line of Sight Line of Sight is not affected by this terrain type. 
Setup If using random placement, the attack value is 1d6+6.  Otherwise, use the attack dice value 

listed in the scenario. 
Terrain Effect A ship that enters or activates inside this terrain suffers an attack equal to the attack value. 
Fighters Fighters ignore the terrain effects of a minefield. 

Planet 
Planet 

Planets are amongst the smallest planetary bodies. 
Line of Sight Line of Sight drawn through a Planet is Blocked. 
Setup The base of the planet is marked with 16 equally spaced divisions, which represent Orbital 

Movement Segments.  These are used for the Orbit and Gravitational Slingshot special 
actions. 

Terrain Effect A ship that enters this terrain is Destroyed. 
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Fighters Fighters cannot pass through this terrain, but may launch and land if allowed under 
scenario rules. 

Beacon Target 
Beacon Target 

Regions of space that represent critical battlefield strategic points 
Line of Sight Line of Sight is not affected by this terrain type. 
Terrain Effect The player with the most beacons in base contact has control over the beacon target. 
Fighters Fighters are not affected by this terrain type. 
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