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Battleship 
Points 46 
 
Beams 4 
Missiles 4 
 
Shield 24 
Hull 18 (42) 
 
Guards 3 
Turrets 3/2 
 
Speed 2 

� � � � � � 	 � � � � � 	 �
Battleship 
Points 45 
 
Beams 4 
Missiles 4 
 
Shield 26 
Hull 16 (42) 
 
Guards 3 
Turrets 2/1 
 
Speed 2 
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Heavy Cruiser 
Points 35 
 
Beams 3 
Missiles 3 
 
Shield 18 
Hull 10 (28) 
 
Guards 2 
Turrets 2/1 
 
Speed 3 
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Heavy Cruiser 
Points 34 
 
Beams 3 
Missiles 3 
 
Shield 16 
Hull 12 (28) 
 
Guards 2 
Turrets 2/1 
 
Speed 3 

� � � � � � 	 � � � � �
Light Cruiser 
Points 28 
 
Beams 2 
Missiles 2 
 
Shield 14 
Hull 8 (22) 
 
Guards 1 
Turrets 1/0 
 
Speed 4 
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Light Cruiser 
Points 28 
 
Beams 2 
Missiles 2 
 
Shield 12 
Hull 10 (22) 
 
Guards 1 
Turrets 1/0 
 
Speed 4 
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� � � � � � � � 
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Destroyer 
Points 24 
 
Beams 2 
Missiles 2 
 
Shield 8 
Hull 6 (14) 
 
Guards 0 
Turrets 1/1 
 
Speed 5 

� � � � � � � 
 
 � � � � �
Destroyer 
Points 24 
 
Beams 2 
Missiles 2 
 
Shield 8 
Hull 6 (14) 
 
Guards 0 
Turrets 1/1 
 
Speed 5 
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 �
Frigate 
Points 18 
 
Beams 1 
Missiles 1 
 
Shield 4 
Hull 4 (8) 
 
Guards 0 
Turrets 0/1 
 
Speed 6 
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� � � � � � � � � � � � � � �
Frigate 
Points 18 
 
Beams 1 
Missiles 1 
 
Shield 4 
Hull 4 (8) 
 
Guards 0 
Turrets 0/1 
 
Speed 6 

� � � � � � � � � � �
Marauder 
Points 37 
 
Beams 4 
Missiles 3 
 
Shield 18 
Hull 12 (30) 
 
Guards 3 
Turrets 2/1 
 
Speed 3 

� 	 � � � � � � � � � � �
Marauder 
Points 37 
 
Beams 4 
Missiles 3 
 
Shield 16 
Hull 12 (28) 
 
Guards 3 
Turrets 3/2 
 
Speed 3 
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Marauder 
Points 37 
 
Beams 3 
Missiles 4 
 
Shield 18 
Hull 12 (30) 
 
Guards 3 
Turrets 2/1 
 
Speed 3 
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Privateer 
Points 29 
 
Beams 3 
Missiles 2 
 
Shield 12 
Hull 8 (20) 
 
Guards 3 
Turrets 2/1 
 
Speed 4 
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Privateer 
Points 29 
 
Beams 3 
Missiles 2 
 
Shield 12 
Hull 8 (20) 
 
Guards 3 
Turrets 2/1 
 
Speed 4 
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Privateer 
Points 30 
 
Beams 2 
Missiles 3 
 
Shield 14 
Hull 8 (22) 
 
Guards 3 
Turrets 2/1 
 
Speed 4 
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 � �
Harbinger 
Points 27 
 
Beams 3 
Missiles 1 
 
Shield 12 
Hull 6 (18) 
 
Guards 2 
Turrets 1/0 
 
Speed 5 
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Harbinger 
Points 26 
 
Beams 2 
Missiles 1 
 
Shield 12 
Hull 6 (18) 
 
Guards 2 
Turrets 1/0 
 
Speed 5 
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� %� � � � �
Assassin 
Points 24 
 
Beams 2 
Missiles 0 
 
Shield 10 
Hull 6 (16) 
 
Guards 2 
Turrets 0/0 
 
Speed 6 

&� � " 	 � � �
Assassin 
Points 24 
 
Beams 2 
Missiles 0 
 
Shield 10 
Hull 6 (16) 
 
Guards 2 
Turrets 0/0 
 
Speed 6 

' ' ( ' ' ( ' ' �
Compiler 
Points 40 
 
Beams 4 
Missiles 2 
 
Shield 24 
Hull 8 (32) 
 
Guards n/a 
Turrets 2/2 
 
Speed 4 
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Compiler 
Points 40 
 
Beams 4 
Missiles 2 
 
Shield 24 
Hull 8 (32) 
 
Guards n/a 
Turrets 2/2 
 
Speed 4 

' ' ( ' �
Byte 
Points 32 
 
Beams 2 
Missiles 1 
 
Shield 20 
Hull 6 (26) 
 
Guards n/a 
Turrets 1/1 
 
Speed 5 

' ( ( ' �
Byte 
Points 32 
 
Beams 2 
Missiles 1 
 
Shield 20 
Hull 6 (26) 
 
Guards n/a 
Turrets 1/1 
 
Speed 5 
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( ' ' ( �
Byte 
Points 32 
 
Beams 2 
Missiles 1 
 
Shield 20 
Hull 6 (26) 
 
Guards n/a 
Turrets 1/1 
 
Speed 5 

( ( ' ' �
Byte 
Points 32 
 
Beams 2 
Missiles 1 
 
Shield 20 
Hull 6 (26) 
 
Guards n/a 
Turrets 1/1 
 
Speed 5 

' ' �
Bit 
Points 23 
 
Beams 1 
Missiles 0 
 
Shield 12 
Hull 4 (16) 
 
Guards n/a 
Turrets 1/1 
 
Speed 6 
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Bit 
Points 23 
 
Beams 1 
Missiles 0 
 
Shield 12 
Hull 4 (16) 
 
Guards n/a 
Turrets 1/1 
 
Speed 6 
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Bit 
Points 23 
 
Beams 1 
Missiles 0 
 
Shield 12 
Hull 4 (16) 
 
Guards n/a 
Turrets 1/1 
 
Speed 6 

( ( �
Bit 
Points 23 
 
Beams 1 
Missiles 0 
 
Shield 12 
Hull 4 (16) 
 
Guards n/a 
Turrets 1/1 
 
Speed 6 
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Battleship 
Points 44 
 
Beams 2 
Missiles 4 
 
Shield 18 
Hull 28 (46) 
 
Guards 4 
Turrets 2/1 
 
Speed 2 
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Battleship 
Points 42 
 
Beams 2 
Missiles 4 
 
Shield 14 
Hull 28 (42) 
 
Guards 4 
Turrets 3/2 
 
Speed 2 
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Battleship 
Points 42 
 
Beams 2 
Missiles 4 
 
Shield 14 
Hull 28 (42) 
 
Guards 4 
Turrets 3/2 
 
Speed 2 
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)* � � � � � , � �
Heavy Cruiser 
Points 30 
 
Beams 2 
Missiles 2 
 
Shield 10 
Hull 16 (26) 
 
Guards 3 
Turrets 2/1 
 
Speed 3 

)* � �- � � � � � � �
Heavy Cruiser 
Points 29 
 
Beams 1 
Missiles 3 
 
Shield 10 
Hull 16 (26) 
 
Guards 3 
Turrets 2/1 
 
Speed 3 
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Heavy Cruiser 
Points 29 
 
Beams 1 
Missiles 3 
 
Shield 10 
Hull 16 (26) 
 
Guards 3 
Turrets 2/1 
 
Speed 3 
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Destroyer 
Points 21 
 
Beams 1 
Missiles 2 
 
Shield 6 
Hull 8 (14) 
 
Guards 2 
Turrets 0/0 
 
Speed 5 
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Destroyer 
Points 21 
 
Beams 1 
Missiles 2 
 
Shield 6 
Hull 8 (14) 
 
Guards 2 
Turrets 0/0 
 
Speed 5 
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Destroyer 
Points 21 
 
Beams 0 
Missiles 2 
 
Shield 6 
Hull 8 (14) 
 
Guards 2 
Turrets 1/1 
 
Speed 5 
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Turn Order 
1. Repair 
2. Activation 
3. Attack Phase 
4. Defend 
5. Resolve Damage/Boarding Actions 
6. Discard (up to 2 cards) 
7. Draw (back up to 7 cards) 
 

Boarding Actions 
Target ship must have down shields. 
Attacker rolls 1d6 + # Space Marines 
Target rolls 1d6 + Guards + # Space Marines 
High roll wins control of ship. Target may 
decide to self-destruct before rolling and add 
+2 to the roll, but ship is destroyed unless 
attacker wins the roll. All ties go to the 
attacker. 
 

Activation Dice 
Roll 2d6. Each die activates one ship of the 
player's choice with Speed �  die roll. Both 
dice can activate one ship of any Speed. 
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Turn Order 
1. Repair 
2. Activation 
3. Attack Phase 
4. Defend 
5. Resolve Damage/Boarding Actions 
6. Discard (up to 2 cards) 
7. Draw (back up to 7 cards) 
 

Boarding Actions 
Target ship must have down shields. 
Attacker rolls 1d6 + # Space Marines 
Target rolls 1d6 + Guards + # Space Marines 
High roll wins control of ship. Target may 
decide to self-destruct before rolling and add 
+2 to the roll, but ship is destroyed unless 
attacker wins the roll. All ties go to the 
attacker. 
 

Activation Dice 
Roll 2d6. Each die activates one ship of the 
player's choice with Speed �  die roll. Both 
dice can activate one ship of any Speed. 
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