
5 GAME ROUND SEQUENCE
6 Planning Phase
1) Ability Point
Generation

2) Generate Pass
Token

3) Determine
Initiative

7 Activation Phase

1) Activate Groups
Players alternate activating Groups in initiative order
or using a pass token 

Sequence: Group Order>Move>Attack>Launch 
2) Activate Dropsites
Players alternate activating Dropsites they control
before the next proceeding to next player in Initiative
order 
3) Activate dropped Features
Players alternate activating dropped Features in
Initiative order  

8 Asset Phase

1) Battalion Combat
Players in Initiative order declare combat option for
their Battalions at each Dropsite.  

Dropsite to
Single
Feature

Dropsite to
Dropsite

within
Feature

Then remove Battalions equally until a single players
Battalions remains or none remain.  

2) Boarding Actions
Battalion Carriers that did not Launch may use a
chosen Asset that deploys Battalions to remove that
many enemy Battalions from the ship Enemy
Battalions remaining on Ships inflict Core hits equal to
their amount.  Ships destroyed this way do not roll for
explosion and are worth twice their Kill Points 
3) Asset Combat

Sequence: Fighters>Bombers>Torpedoes
Player activates all Assets of the same type, all move
then all simultaneously attack.  Then proceed to the
next player

9 End Phase

1) Repair
For each ship with a repairable effect roll 1D6 for each
repairable effect, on a 4+ remove a repairable effect 
2) Victory Points                 3) Cleanup

7.3.6 Crippling Damage
Result Roll 2D6 for Effect Repariable?

2–3 Energy Surge: Gain a Spike.

4–5 Structural Damage: Suffer
another point of damage.

6
Fire: Gain a Fire Token. At the start
of the End Phase, before the Repair
step, this ship suffers a point of
damage for each Fire Token it has.

4+

7

Defence Systems Offline: Gain a
Defence Systems Offline Token. A
Ship with a Defence Systems
Offline token reduces its Energy,
Kinetic, Backup, and Shield saves
by 1, and may be targeted by enemy
Ships as if their weapons had the
Focused special rule, ignoring
Formation Benefits if they do.

4+

8
Scanners Offline: Gain a Scanners
Offline token, reducing this Ship’s
Scan to 1”.

4+

9
Weapons Offline: Gain a Weapons
Offline token, preventing this Ship
from using Weapons or launching
Assets.

4+

10

Navigation Offline: Gain a
Navigation Offline token, reducing
this Ship’s total movement to 2”
(regardless of Thrust) and
preventing it from turning or
changing Orbital Layer.

4+

11+

Orbital Decay: Gain an Orbital
Decay token and falls into
Atmosphere. Orbital Decay tokens
prevent this Ship from moving from
Atmosphere into Orbit.

6+

7.1 Order Summary
Order Turn Move Attack Launch Spike
General Quarters Yes Half to Full Half Round Up Yes Remove Two
Silent Running No Half to Full None Yes* Remove All
Weapons Free No Half to Full Any Yes Add Two
Course Change Begin & End Up to Half One Yes* Add One
Max Thrust No Full to Double None No Add Two
Damage Control Yes Up to Half 1 Close Action No None

7.3 Attack Summary
1) Determine Potential Targets

 Verify Formation Benefits
2) Assign Weapons to Targets
3) Roll to Hit

Target is Descent Ship in Atmosphere, Lock 6+
Target is Non-Descent Ship in Atmosphere, reduce
Lock by 1
Escape Velocity treats Descent Ships as Non-
Descent Ships
Bombardment...

Ignore penalties when Target in Atmosphere
Target is City, improve Lock by 2
Target in Orbit from Orbit, Lock 6+
cannot assign to Target in Orbit from
Atmosphere

Verify other Special Rules (Air to Air, Close
Action...)

4) Roll to Save (against Hits)
Check Fighter–Close Protection
Check other Special Rules (Aegis, Shield, Scald...)

5) Inflict Damage
6) Roll Crippling Effects (Captial Ships Only)
7) Roll Explosions (Capital Ships Only)

Range 3/6/9
Only effacts Ships in
same layer

Heavy Ships add 1 to
result
Colossal Ships add 2
to the result

7.4 Launch Summary

Fighters/Bombers/Torpedoes/Mines 6"
Bulk Landers/Features 6"

Target Dropsite in any Layer.  If enemy Battalion
present need 2 Bulk Landers to place 1 Battalion 

Dropships 3"
Target Dropsite on same Layer as Carrier

Boarding Pods 3"
Target Station or Ship on same Layer as Carrier

Drop Pods 3"
Target Cities

8.3 Asset Combat Summary
1) Activate Fighters

Move & Declare Wings
Attack Wings by removing Assets equally

2) Activate Bombers
Move & Declare Wings
Attack Groups or Stations

Verify Saturation Fire
3) Activate Torpedos

Move
Attack Ships or Stations

!) Mines
May Attack enemy Ships at end of Move if the
Target Ship moves within Mine Thrust

7.3.7 Explosion

Result Roll 1D6 for result

1 Burn Up: The exploding Ship is removed from
play with no further effects.

2 Reactor Rupture: All Groups and Space Stations
within double the explosion range gain a Spike. 

3
Shredded: All Groups and Space Stations in
explosion range suffer 2 Kinetic hits. Assets are
removed on a 5+.

4
Fuel Detonation: All Groups and Space Stations
in explosion range suffer 2 Energy hits. Assets
are removed on a 4+.

5
Reactor Overload: All Groups and Space
Stations in explosion range suffer 2 Core hits.
Assets are removed on a 3+.

6
Foldspace Catastrophe: All Groups and Space
Stations in explosion range suffer 2 damage and
gain a Spike. Assets are removed on a 2+.

10 SCENERY
10.1 Planetary Ring

Ignore Target’s Spikes
Assets removed on 2+

10.2 Micrometeor Cloud
Ignore Target’s Spikes
Assets removed on 3+
Ship suffers 2 Kinetic hits

10.3 Debris Fields
Ignore Target’s Signature and Spikes
Assets removed on 5
Ship suffers 2 Core hits

10.4 Large Objects
Blocks Line of Sight
Destroyed when moved on to

26.6.10 Yep



4.2.1.1 Player Core Abilities

Cost Effect

*

AP Re-roll:  Once per Group, Asset, or Dropsite
activation, after you roll any dice, you can re-roll
any number of those dice. You may re-roll
multiple dice in a single roll this way but must
re-roll at least one dice, spending 1AP for each
dice re-rolled 

2
Brace for Impact: When a player would roll for
Crippling Effects, instead of rolling, make the
result of a Crippling Effect roll a 4. 

2
Contain Reactor: When a player would roll for
Explosion, instead of rolling, make the result of
an Explosion roll (for you or your opponent) a 2. 

2

Time to Target: After moving a Wing of your
Fighters or Bombers, you may move that Wing a
second time with a Thrust of 6” in any direction.
The Wing cannot divide into smaller Wings or
form/be formed into larger Wings due to this
additional movement. 

11 DROPSITES
Name Scan Sig Hull ES KS Other Notes

Small Space Station 6 4 10 4+ 4+ Dropsite is Controlled if no enemy Battalions
present and friendly Battalions present
Dropsite is Contested if enemy Battalions present
and friendly Battalions present 
Dropsite is Ruined if less than half Hull remain
Dropsite is Levelled if zero Hull remain 
Dropsite uses best available Save including Features
For each Hull lost, remove a Battalion starting from
features
For every 4 damage inflicted, the attacking player
may instead remove a Feature and all Battalions
assigned to it 

Medium Space Station 6 6 15 4+ 4+

Large Space Station 6 8 25 4+ 4+

Small City 6 0 10 5+ 5+

Medium City 6 0 15 5+ 5+

Large City 6 0 25 5+ 5+

11.3 Features

Type ES KS Weapon Scan Attack Lock Dmg Type Special

Military Outpost 3+ 5+ Missile Halo 6 1 2+ 2 K Close Action, Escape
Velocity

Orbital Defence Gun 5+ 3+ Orbital Gun 6 3 3+ 1 E Burnthrough-1, Escape
Velocity

Comms Station 5+ 4+ Comms Uplink: If Player that controls the Dropsite generates 1AP

Power Plant 4+ 5+ Volatile: When Feature is destroyed Groups within 3" gain a Spike then
inflict 2D3 damage to the Dropsite

Hanger 4+ 4+ Load: Fighters & Bombers      Launch: 2

Select Asset Summary
UCM Load Thrust Attack Lock Dmg Type Reroll Special

Light Torpedo 6 4 2+ 1 K Penetrator

Medium Torpedo 6 4 2+ 2 K Penetrator

Heavy Torpedo 4 4 2+ 4 K Penetrator

Bombers 10 2 3+ 1 K

Heavy Bombers 8 2 3+ 1 K Calibre-H/C, Penetrator

Mines 4 2 2+ 2 K

Fighters 13 1

Scourge Load Thrust Attack Lock Dmg Type Reroll Special

Torpedo 8 6 4+ 1 K Corruptor-2, Crippling-Fire

Bombers 12 2 3+ 1 K Crippling-Fire*

Mines 6 3 4+ 1 K Corruptor-1

Fighters 12 2

PHR Load Thrust Attack Lock Dmg Type Reroll Special

Torpedo 6 4 2+ 2 K Penetrator

Bombers 9 2 2+ 1 K

Mines 4 2 2+ 2 K

Fighters 12 2

Shaltari Load Thrust Attack Lock Dmg Type Reroll Special

Torpedo 6 3 4+ 3 C Flash-2

Bombers 13 2 3+ 1 E

Fire Ships 7 4 5+ 1 K

Mines 6 4 3+ 1 E

Impel Mines 6 3 4+ 1 E Arrest-4, Impel-1

Fighters 1

Resistance Load Thrust Attack Lock Dmg Type Reroll Special

Torpedo 6 6 2+ 1 K Penetrator

Bombers 10 3 4+ 1 K

Fire Ships 3 3 2+ 1 E When Load shared with Bulk Landers, 2 Launch
are needed to place 1 Fire Ship 

Mines 3 5 4+ 1 K

Fighters 16 3

Bioficier Load Thrust Attack Lock Dmg Type Reroll Special

Torpedo 12 3 2+ 1 K Corruptor-2, Remove Asset during Clean Up Step
of End Phase

Bombers 13 3 4+ 1 K

Mines 5 4 3+ 1 K

Fighters 16 1

OBJECTIVES
Normal / Demolish Focal 

Control/ Contest/ 3VP / 1VP if > half value
Levelled Ruined High Low

Small 2VP 0VP Light 1 0

Medium 3VP 1VP Medium 4 1

Large 4VP 2VP Heavy 7 3

Kill Points 2VP/500PTS Colossal 11 5

Assess
While on General Quarters, any Capital Ship within 6” of
a Scenario Dropsite may choose to Assess that Dropsite
before or after its movement. If it does, it cannot attack
and cannot launch assets. Each Dropsite can only be
Assessed by each player once and each Dropsite
Assessed awards the Assessing player 1VP



14.1 Ship Special Rules Summary
14.1.1 Aegis-X 
All Ships with this rule in a Group combine their X values into a single value, Y.  
Friendly Groups in coherency within 6” of a Ship with this rule and the same Orbital Layer (including its own Group) gain the
benefits of Aegis. 
When rolling saves against Close Action and Bomber (of any type) attacks, those Groups gain Y additional save dice they may
add to those saves. Before rolling to save, the defending player assigns these dice against specific weapons, divided up as
they choose (including any modified hits). 
An Aegis Group can only grant the benefits of Aegis once each time a friendly group is attacked. 
A friendly Group can only benefit from Aegis from one Group each time it is attacked.

14.1.5 Detector 
If this Ship is on an order that allows it to attack, this Ship may forgo one allowed Weapon use during its activation. If it
does, at the end of its activation place two Spikes on an enemy Group in line of sight.  A Group that uses Detector gains a
Spike

14.1.6 Escort 
After Weapons have been assigned to a friendly Ship of H or C tonnage within 6” of this Ship on the same Orbital Layer, you
may declare the use of Escort for the friendly Ship. Only one Group may Escort at a time and it must be in Coherency. 
After your opponent rolls to hit the original target, allocate an amount of hits from that roll to this Group. An Escort Group
cannot be allocated more damage by those hits than each remaining Ship in it has in starting Hull. You may use this even if
the Escort Group is out of range, arc, and line of sight of the attacking Group. Continue the attack sequence using the Escort
Group. 
Weapons with the Focused rule cannot be affected by the Escort rule.

14.1.7 Gateship-X 
Shaltari Motherships must launch their Dropships via a Ship with this rule. Each Ship with Gateship can have up to X
Dropships deployed from it each round. 
Note: though the launch is measured from the Ship with the Gateship rule, it is the Mothership that is launching. When this
Ship goes on the Weapons Free, Max Thrust, or Damage Control orders, it reduces its Gateship-X value to 0 until the start of
its next activation. 

14.1.10 Mothership 
Shaltari Motherships must launch their Dropships via a Ship/Dropsite with thisrule (sometimes referred to as Gateships).
Each Gateship can have up to X Dropships deployed from it each round. Note: though the launch is measured from the
Gateship, it is the Mothership that is launching. 
When this Ship goes on the Weapons Free, Max Thrust, or Damage Control orders, it reduces its Gateship-X value to 0 until
the start of its next activation. 

14.1.11 Payload S/L-X 
During the Porter Ship’s activation, if it is on an Order that allows it to Launch, you may detach one or more of its Payload
Ships and place them within 3” of it. In the round they are detached, these Payloads activate together immediately as part of
the Porter Ship’s activation after it has completed its Order. In subsequent rounds, all your Payload Ships count as being part
of a single Group. Crippling Effects, Spikes, and other rules that affect an entire Group only affect the targeted Payload Ship. 
Payload Ships always follow General Quarters Orders, even if its Porter is on different Orders. Payload Ships ignore
Coherency rules (and do not gain Formation Benefits), have no Lead Ship, are targeted by attacks individually, and these
attacks can only damage the targeted Payload Ship. 
If a Payload Ship is attached to a Porter Ship when that Ship is destroyed, the Payload Ship is destroyed. 

14.1.12 Porter S/L-X 
This Ship may be assigned Payload Ships with the same letter up to a total capacity of X. During a Porter’s activation, it may
attach any detached Payload Ships within 3” if it has available capacity. Payload Ships reattached to a Porter Ship are
removed from the table to be deployed in a later round. 
Any tokens, Spikes, or effects affecting the reattached Payload Ship are removed from that Ship. 

14.1.16 Shield-X
This Group has a Shield Save of X+. After Weapons have been assigned to this Group or Assets attack this Group, you may
declare the use of Shield Saves for this Group. If you do, this Group replaces its Energy and Kinetic Saves with their Shield
Saves for that attack sequence. Shield Saves can be used against Energy, Kinetic, and Core damage and ignore any
modifiers to Energy and Kinetic Saves. Backup Saves may then be used after Shield Saves as normal. 
A Group gains a single Spike each time it uses its Shield saves (regardless of the number of saves made per use). 
Hits caused by Boarding Actions cannot be saved by Shield Saves.

14.1.20 Impetuous 
At the start of each round, friendly Groups with this rule improve the Lock of their Weapon Systems by 1 until you activate a
friendly Group without this rule.

14.2 Weapon Special Rules Summary
14.2.6 Bombardment 
This Weapon ignores the penalties for attacking Cities and Ships in Atmosphere. Improve the Lock of this Weapon by 2 when
attacking Cities. When attacking a Ship in Orbit with this weapon, it always hits on a 6+ and can never cause a critical. This
weapon cannot be used to attack Ships in Orbit while the attacking Ship is in Atmosphere 

14.2.7 Burnthrough-X 
Each of this Weapon’s critical hits reduces the target’s Energy/Kinetic Save by X for hits caused by this Weapon for this
attack. Saves made for other Weapons are unaffected. Roll attacks separately for each Burnthrough Weapon. 

14.2.8 Calibre-X 
Improve the Lock value of this Weapon by 1 when attacking Groups of any of the listed X Tonnage values. 

14.2.9 Close Action 
This Weapon may only be fired at targets within Scan range and on the same Orbital Layer as the attacking Ship. 

14.2.10 Corruptor-X 
When this Weapon successfully inflicts damage, place X Battalions on the target.

14.2.12 Critical-X 
Each of this Weapon’s criticals increases the damage of that hit by X. 

14.2.14 Flash-X 
When this Weapon inflicts damage, the damaged Group (or Ship if it ignores the usual coherency rules) gains X Spikes. 

14.2.13 Escape Velocity
This weapon ignores the penalty for attacking Ships in Orbit and treats all Ships in Atmosphere as non-Descent Ships, so only
reduces its Lock by 1 when attacking Ships in Atmosphere. Close Action weapons with this special rule may be used against
targets in Orbit while the attacking Ship is in Atmosphere.

14.2.15 Focused 
Instead of the normal potential targets for Weapons, this Weapon’s potential targets are either: 

A single enemy Ship. 
A Dropsite containing no friendly Battalions. 

Damage caused by this Weapon is allocated to only the targeted Ship. 

14.2.16 Fusillade-X 
This Weapon increases its Attack value by X while its Ship is on Weapons Free. 

14.2.23 Overcharge 
Before assigning Weapons to targets, you may double the Damage value of this Weapon. If you do, this becomes a High-
Power Weapon for this activation and each attack roll of 6 causes that attacking Ship to lose this Weapon’s unmodified
Damage value in hull points. Only one Weapon per Ship may benefit from this rule per activation. 

14.2.26 Scald-X 
If this weapon attacks a target within Scan range, reduce the target’s Energy/Kinetic save against this weapon’s attack 

14.2.29 Volley-X 
This Weapon counts as 1 Weapon for Orders purposes. When you assign this Weapon to a target, you assign it to targets up to
X times (either the same or different). Once assigned, treat each separate allocation as a separate Weapon profile for the
subsequent steps in the attack sequence. Broadside Weapons using Volley must alternate arcs when determining and
assigning targets  

14.2.30 Reave-X 
Each of this Weapon’s criticals reduces the Energy/Kinetic save used against that hit by X 

14.2.20 Linked-X 
Weapons with the same Linked-X value on the same Ship count as 1 Weapon for Orders purposes. When you attack with a
Linked-X Weapon, you attack with all other Weapons on that Ship with the same Linked-X value.

14.2.27 Status 
When you hit with this Weapon, pick one of the following tokens; Defence Systems Offline, Scanners Offline, or Navigation
Offline.

14.2.31 Anti Wing 
This weapon may target enemy Wings as if they were Ships (with a Sig of 0”) but reduces its Lock value by 1 for that attack. If
it does, for each hit, remove 1 Fighter or 1 Bomber from that Wing or any other enemy Wing within 3” of the target.


