Changes to This Version

V3

· Light Ships added to the game. 

· Structure removed from the game. 

· Many ships had slight changes to rebalance. Notably, all weapons affecting structure are different, like Disintegrators. 

· Nimble was determined to be more useful, and thus weighted more heavily in balance. 

· Rulebook is no longer edited so it has lots of stuff in it that won’t necessarily apply to this version of the game. I guess you can either roll your eyes at lazy Sandy or be excited for glimpses into upcoming material. 

· Extra ships added to the cruiser list. Warden battleship removed for now. It’ll return. 

V2
· Added human Warden battleship and Skith cruiser
· Broodmaster – vanguard weapon is split into two systems
· Mendeku – Thunderclap is changed significantly

· Rulebook – changes reflected
What You’ll Need To Play This Game

· the rulebook Word doc. In the rules, you’ll see references to “drones”. There are no drones in the first version of this game. So, you can just ”bleep“ over any reference to same. Wait for a later version to try them out. 

· Cruiser pdf – this contains cruisers for selected civs. 
· Light ship pdf – this contains corvette, freighters, and destroyers for selected civs. 

· A map subdivided into hexes. It would be nice if the map was mostly (or entirely blank), but it’s not strictly necessary. 

· The ability to print out pdfs and create cardboard counters

· Something to use to track systems and damage on your Bridge Displays. I used small colored wooden cubes.  In the rules below, I reference things as “markers” and “counters” but really you can use anything so long as you remember what it is being used for. For example, your Destroyed markers need to be different from your power markers. 

· Dice – multiple d6, d8, d10, and d12. 

· Speed die – this should be an oversize or oddly colored d6. It is never rolled. In the final game, it will be numbered 0-5. Yours will no doubt be 1-6, so just remember that your “6” is actually a “0”.  

NOTE: 

This version contains cruisers for the Automata, Broodmasters, Glazaqtoq, Humans, Mendeku, Old Ones, Skith, and Yithians. More ship types and civilizations are forthcoming. 

Markers you need: 

· structure markers (1 per ship)

· speed markers (1 per ship)

· damage track markers (1 per ship)

· 20 initiative markers (large squares or cards, to be placed under the Initiative die)

· power markers (~10 per ship) 

· Destroyed markers (~60 per ship)

· Something to act as your ships. If you own the Test Pilot Hyperspace game, you can use those ships. If not, you can buy super-cheap small plastic starships from Amazon or elsewhere. They just need to be fit inside your map’s hex grid, and to be unambiguously pointed in one direction. So if it’s a flying saucer paint an arrow on one side or something. 

Print these out

· Bridge Displays

· Hint Cards – sleeve these if you like for convenience. One side of the turn cards has the turn sequence. The other side has some ‘reminders about how to do initiative, weapons, etc. 

