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(BG1.0) COLONIAL RAILGUNS   
(BG1.1) This is the main weapon battery on most Colonial 

Warships. They fire large caliber high explosive 
rounds that use impact fuses (Salvo Fire Mode) or 
they fire flack rounds that explode and throw 
enormous quantities of shrapnel out (Point Defense 
Mode). There are four calibers of Colonial Railguns 
they are Heavy, Medium, Light and CIWS. The 
Colonial Railguns is destroyed on the Torpedo hit on 
the DAC, except the CIWS which is destroyed on the 
phaser hit.  

(BG1.2) Unlike phasers these railguns have to be powered 
each turn. The power is lost if the weapon is not 
fired. 

(BG1.3) Heavy, Medium and Light Colonial Railguns have 
two firing modes: Salvo Fire and Point Defense 
Mode. 

(BG1.31) Salvo Fire Mode:  
(BG1.311) Fires 1 round per turn at ships size class 4 or larger 

ships.  
(BG1.312) Use the main chart. 
(BG1.32) Point Defense Mode:  
(BG1.321) After rolling to hit at double range, apply !  of the 

standard damage is applied to all size class 5 and 
smaller objects in the hex.  

(BG1.322) If the weapon misses roll 1d6 and the round 
detonates 1 hex away from the target hex in the 
direction rolled. 

(BG1.4) Colonial Heavy Railgun:  
(BG1.41) It has a power cost of 2 point of power per turn to fire 

and doesn’t need to be held.   
(BG1.42) It has a rate of fire of 1 per turn.   
(BG1.43)  

(BG1.44)  
(BG1.5) Colonial Medium Railgun:  
(BG1.51) It has a power cost of 1.5 point of power per turn to 

fire and doesn’t need to be held.   
(BG1.52) It has a rate of fire of 1 per turn.   
(BG1.53)  

(BG1.6) Colonial Light Railgun:  
(BG1.61) It has a power cost of 1 point of power per turn to fire 

and doesn’t need to be held.   
(BG1.62) It has a rate of fire of 1 per turn.   
(BG1.63)  

(BG1.64)  
(BG1.7) Close-In Weapon System Railgun:   
(BG1.71) This is the secondary weapon battery on all Colonial 

Warships. It is a point defense weapon system and 
each box represents approximately 16 gatling guns. 
Each gatling guns fires approximately 2,000 rounds 
per minute, with computer fire control.  

(BG1.72) It has a power cost of 1/2 point of power per turn to 
fire and doesn’t need to be held.   

(BG1.73) This Railgun is hit on phaser hits on the DAC.   
(BG1.74) This Railgun is only effective on size class 5 or 

smaller. 
(BG1.741) If fired at a ship of Size Class 4 or larger this railgun 

does !  the normal damage. 

(BG1.742) In the case of CIWS being fired at a ship of Size 
Class 4 or larger this railgun can only fire once per 
turn. 

(BG1.743)  

(BG1.75) FIGHTER RAILGUN: 
(BG1.751) These are effectively one of the gatling guns that 

make up the Close-In Weapon System Railgun.  
(BG1.752) It is fired at a specific target and not used to blanket 

an area like the CIWS.  
(BG1.753) They can only fire four times per turn as fighters only 

carry about 2,000 rounds so they do not carry the 
ammunition to continuously fire their weapons.  

(BG1.76) This Railgun is only effective on size class 5 or 
smaller. 

(BG1.761) If fired at a ship of Size Class 4 or larger this railgun 
does !  the normal damage. 

(BG1.762)  

(BG2.0) ENGINE  
(BG2.1) Abbreviations: ENG, L ENG, R ENG, and C ENG  
(BG2.2) The power ENGINE produces is technically not warp, 

so warp-related systems (e.g. PHTN) cannot be 
used.  

(BG2.3) In most regards treat as Warp.  
(BG2.4) ENGINE is destroyed on the Warp (left, right or 

center respectively) hits on the DAC. 
(BG2.5) DISENGAGEMENT 
(BG2.51) Can not use disengagement by acceleration (C7.1). 
(BG2.52) Use of disengagement by distance is possible (C7.2). 
(BG2.53) As these are not Warp Engines they do not need to 

be dropped to use Sub-light Evasion (C7.3). 
(BG2.54) Use of Emergency Deceleration (C8.0) is not 

possible. 

(BG3.0) Combat Information 
Center  

(BG3.1) Abbreviations: CIC  
(BG3.2) Combat Information Center is hit on Flag Bridge hits 

on the DAC. 
(BG3.3) Combat Information Center would provide the 

following benefits: 
(BG3.31) Works as a Flag Bridge for the admiral of the fleet.  
(BG3.32) All friendly fighters within 10 hexes get +1 DFR.  
(BG3.33) Permits all friendly shuttles within five hexes of the 

ship to "breakaway" from a dogfight provided those 
shuttles have not engaged in dogfight combat yet.  

(BG3.34) Each turn, a CIC may attempt to identify one SC6 
and 7 object for every CIC box. Roll 2d6; if the range 
to the object is less than the die roll, then the object 
has been successfully identified.  

(BG4.0) Construction Facility  
(BG4.1) Abbreviations: Construct  
(BG4.2) Outside of combat, this system is used to construct 

new systems and ships.   
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(BG4.3) During combat, Construction Facility can be used to 
perform repairs to your ship.  Construct provides 1 
"Construct points" per turn; these are on the same 
scale as Repair points.  During Damage Control 
phase, you may repair a system as if it were a repair 
box.  

(BG4.4) Construction Facility, Fabrication, Works and 
Legendary Inventor are the only sources of 
Construction points so far.   

(BG4.5) Newly repaired batteries are obviously empty, and 
weapons are uncharged.   

(BG4.6) Construction points can be carried over from turn to 
turn, so you can "save" up points to repair an 
expensive system.   

(BG4.7) Any number of Construct boxes may be declared as 
being "single specialized".   

(BG4.71) For each box pick a broad category of systems 
(Control, Hull, Power/Defense, or Weapons).   

(BG4.72) For that category, that Construct box can either 
generate double the number of Construct points.  

(BG4.73) That Construction box cannot create systems in the 
other categories.   

(BG4.8) Any number of Construct boxes may be declared as 
being "double specialized".   

(BG4.81) For each box pick a specific system (Brdg, Lab, AVR, 
etc.).   

(BG4.82) Each chosen system must actually exist as a real 
system on your ship.   

(BG4.83) For that system, that Construction box generates 
quadruple (4x) the number of Construct points.  

(BG4.84) That Construct box cannot create any other system.   
(BG4.85) The sub-types of systems are also covered. 
(BG4.9) A Construct box may not be both single and double 

specialized.  
(BG4.10) Construction Facility is hit on Cargo hits on the DAC. 

(BG5.0) Fabrication  
(BG5.1) Abbreviations: Fab  
(BG5.2) Each turn Fabrication generates 1 repair or 

construction points which can be used for repairing 
existing systems or for producing ammunition, spare 
parts and even replacement fighters over enough 
time.   

(BG5.3) During a campaign the ship must find sufficient raw 
material in someplace like an asteroid field or a 
moon, a mining ship would come in handy.   

(BG5.4) Fabrication is hit on Cargo hits on the DAC. 

(BG6.0) Works 
(BG6.1) Works, a factory / machinery area for mining or other 

heavy work. 
(BG6.2) Works is hit on "A Hull".  
(BG6.3) Can use 1 of 3 functions per turn: 
(BG6.31) Provide 1 Repair point. 
(BG6.32) Provide 1 Construction point. 
(BG6.33) Convert 1 cargo unit of raw material into useable 

materials. 

(BG7.0) Fuel Storage Tanks  
(BG7.1) Abbreviations: FUEL  
(BG7.2) Fuel Storage Tanks is hit on Cargo hits on the DAC 
(BG7.3) Definition: Fuel is an abstract concept in a game of 

the scale of F&E.  The range and speed limits on 
starships takes into account when ships needed to 
be refueled. 

(BG7.4) Fuel units are used for fighters only.  
(BG7.5) Operations:  One fuel pod has 50 spaces of fuel. 
(BG7.6) Each space is good for approximately one squadron 

(12 fighters) to fly for one turn.  
(BG7.7) DAMAGE: 

(BG7.71) When a cargo is hit on the DAC roll on the “Cargo Hit 
Location Chart” to determine whether the hit was on 
Cargo, Fuel Storage Tanks or the Ammunition 
Magazine. 

(BG7.72) Fuel Storage Tanks is subject to Chain Reactions 
and internal explosions (D12.0). 

(BG7.73) This is why all of the Fuel boxes are separated. 

(BG8.0) Ammunition Magazine  
(BG8.1) Abbreviations: MAG, MAGAZINE  
(BG8.2) Ammunition Magazine is hit on Cargo hits on the 

DAC 
(BG8.3) Definition: Ammunition is used in a campaign game.  

Each Magazine box consists of 50 spaces of 
ammunition. 

(BG8.4) Each caliber of ammunition requires a different 
amount of spaces for each combat turn of expended 
ammunition. 

(BG8.41) Fighter Ammunition: 1 space per 12 turns of firing. 
(BG8.42) CIWS: 1 space per turn of firing. 
(BG8.43) Light Railgun: 2 spaces per turn of firing. 
(BG8.44) Medium Railgun: 5 spaces per turn of firing. 
(BG8.45) Heavy Railgun: 10 spaces per turn of firing (i.e. One 

Magazine box will hold 5 turns of rounds for one 
Heavy Railgun). 

(BG8.5) DAMAGE: 
(BG8.51) When a cargo is hit on the DAC roll on the “Cargo Hit 

Location Chart” to determine whether the hit was on 
Cargo, Fuel Storage Tanks or the Ammunition 
Magazine. 

(BG8.52) Magazines are subject to Chain Reactions and 
internal explosions (D12.0). 

(BG8.53) This is why all of the Magazine boxes are separated. 
(BG8.6) PRODUCTION OF AMMUNITION: Ammunition 

requires 1 construction point per space of 
ammunition to produce. 

(BG9.0) Cargo Hit Location Chart 

Die 
Roll Hit Location 

1-2 Cargo 
3 Repair  
4 Mine Rack 
5 Fuel Storage Tanks 
6 Ammunition Magazine 

If the systems Not present the hit is 
taken on Cargo. 

(BG10.0) Grapnels  
(BG10.1) Abbreviations: GRAP 
(BG10.2) Definition: This is a set of Actual (physical) grapples 

with trailing cables to attach to a ship.   
(BG10.3) Operations: 
(BG10.31) Treat as a TRAC;  
(BG10.32) Maximum Range of 0 Hexes, an automatically hit 
(BG10.33) There is no energy cost to operate a grapnel. 
(BG10.34) It has the equivalent strength of a tractor beam with 

one point of power.  
(BG10.4) Negative tractor beams  
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(BG10.41) Negative tractor beams can be used normally 
against the grapnel. 

(BG10.42) Can not be used in the Negative tractor beam role 
(G7.35). 

(BG10.5) Movement: 
(BG10.51) A Grapnel can reel-in the target like a tractor beam 

on the following Impulse Activity phase and 
physically dock to it. 

(BG10.52) The grappling unit cannot rotate or move the other 
unit. 

(BG10.53) All Grapnel boxes have a "Mech" link capability.   
(BG10.54) Grapple cannot "reel out", you need to break the 

Grapple if you wish to leave the grappled unit.   
(BG10.55) Any HET will break it. 

(BG11.0) Faster Than Light Drive 
(BG11.1) Abbreviations: FTL Drive, FTL 
(BG11.2) Definition: This is the only means for Colonial or 

Cylon units to travel from star system to star 
systems.   

(BG11.21) The FTL drive technology is based on the use of 
Superstring Theory and M-Theory that essentially 
enable the "jump drive" systems to "fold" space, 
reducing the distance between any two points by 
creating a "corridor" through space that links them 
together (essentially forming a wormhole, or Einstein-
Rosen Bridge). Such "corridors" are allowed by the 
general theory of relativity; what M-Theory does is 
provide a way to change the topology of space-time 
dynamically.  

(BG11.22) The use of such Wormholes is based on the tenet 
that space is curved. Hence the term "wormhole", 
which arises from the analogy that space can be 
seen as an apple. A worm can travel from one side of 
the apple to the other in two ways:  

 
(BG11.3) Requirements: 
(BG11.31) The power requirement to jump is the equal to 10 

times the movement cost. 
(BG11.32) The power requirement for Early FTL Drives to jump 

is the equal to 15 times the movement cost. 
(BG11.33) The unit is required to have a number of FTL boxes 

equal to 2 times the movement cost. 
(BG11.4) Procedures: 
(BG11.41) The power for the use of the FTL Drive must be 

applied in the Energy Allocation Phase.  
(BG11.42) The FTL Box requirement (BG11.33) must survive 

the entire turn. 
(BG11.43) During Final Activity Phase the unit just disappears 

at the same time as Disengagement by Acceleration 
happens. 

(BG11.5) Short Range Jumps: 
(BG11.51) Definition: Units can do short range jumps, within 

the battlefield.  
(BG11.52) In the event the unit wishes to use the Short Range 

Jump, then roll 1d6 on the Short Range Jump Table, 
if the result is successful the unit lands in the desired 
hex. 

(BG11.53) If the jump was not successful, the unit misses its 
target hex. Then roll 1d6 to determine the direction of 
the miss.  The unit is shifted 1 hex in that.   

(BG11.54) The unit keeps the same facing it had prior to the 
jump. 

(BG11.55)  
 

(BG11.551) Modifications are as follows: 
Modifi cations Description 

-1 Per 10 points of Information 
Gathered (G24.27 & G4.3) 

-1 Per Turn within 10 hexes of the 
target. 

-1 Per Turn a Raptor is within 6 
hexes of the target. 

-2 Cylon FTL Drive 
(BG11.552) I.e. a Battlestar wishes to jump beyond a minefield 

surrounding a Cylon Starbase which is 25 hexes from the 
Battlestar. The Colonial player rolls a 4, -1 for the 10 points 
of information gathered by the Battlestar’s DRADIS and 
another -1 for the Raptor hiding in the shadow of a planet. 
This means the affective roll was a 4 and the Battlestar 
successfully jumps to the exact hex they wanted to end-up 
in. Then 4 impulses latter they could open fire. 

(BG12.0) Direction and RAdial 
DIStance SENSORS (DRADIS) 

(BG12.1) Abbreviations: DRADIS 
(BG12.2) Definition: This device is used for detecting and 

ranging vessels and other objects in three-
dimensional space. It operates identical to special 
sensors except for the limitations and exemptions 
listed below. 

(BG12.3) DRADIS is destroyed on the Drone hit on the DAC. 
(BG12.4) Limitations: 
(BG12.41) Lending ECM or ECCM (G24.21):  This function is 

not available. 
(BG12.42) Breaking Lock-On (G24.22): This function is not 

available. 
(BG12.43) Attr acting Drones (G24.23): This function is not 

available. 
(BG12.5) Exemptions: 
(BG12.51) Blinding Sensors (G24.13): Railguns (BG1.0) are 

added to the list of weapons that will not blind 
DRADIS (G24.1341). 

(BG12.52) FTL Drive: blinds DRADIS for 4 impulses after the 
jump. No lock-ons are possible till after that time 
period. The ship may not fire its weapons but may 
launch and recover its shuttles and fighters. 
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(BG13.0) Missiles and Racks 
(BG13.1) Abbreviations: Missile, MSL  
(BG13.2) Missile Rack Types: 
(BG13.21) Type A: This rack is very similar to the Type-E 

Drone Rack FD3.5 except as noted. 
(BG13.211) Magazine: 4 spaces of missiles  
(BG13.212) Launch Capacity: This rack can only be used to 

launch !  space missiles either Type-I or Type-I-SM 
Missiles. 

(BG13.213) Launch Rate:  2 missiles per turn, but the 2nd missile 
cannot be fired within 12 impulses of the 1st missile.  

(BG13.22) Type B:  
(BG13.221) Magazine: 6 spaces of missiles  
(BG13.222) Launch Capacity : 1 space Anti-Ship Missiles (Type-

II Missile)  
(BG13.223) Launch Rate:  1 missile per turn. 
(BG13.23) Type C:  
(BG13.231) Magazine: a single 6 space missile  
(BG13.232) Launch Capacity: can only be used to launch a 

Special Munitions Missiles (Type-III or Type-IIIMW 
Missile). 

(BG13.233) Launch Rate: 1 missile per turn. 
(BG13.3) Missile Types: 
(BG13.31) Type-I Missile: This is a !  space Anti-Fighter 

Missiles used by ships and bases in type A racks and 
they are mountable on fighter. 

(BG13.32) Type-I-SM Missile: This is a !  space Special 
Munitions (Nuclear) Anti-Ship Missiles used by fighter. 
It carries a tremendous warhead for the size of the 
missile.  

(BG13.33) Type-II Missile:  
(BG13.34) Type-III Missile: Known as a Special Munitions 

(Nuclear) Missiles, its primary purpose is as a weapon 
of mass destruction against enemy stations and ground 
targets. 

(BG13.35) Type-IIIMW Missile: This is the same Special 
Munitions (Nuclear) Missile as the type-III except it 
carries 5 type-IV sub-munitions to allow for a wider 
ground impact area. 

(BG13.36) Type-IV Missile: This is the sub-munitions for the 
type-IIIMW missile. It is a conventional warhead only 
usable with the type-III missile; it can not be used as a 
separate stand alone missile. 

(BG13.37) Missile Table 
Type Speed Endurance Warhead Damage Space 

I 32 1 8 3 !   
I-SM 32 1 12 3 !   

II 20 25 12 4 1 
III 20 3 96 24 6 
IV 20 1 24 6 2 

  
 


