
Rules

After the reappearance and the Cylon attack on 
the Twelve Colonies, a few survivors managed to 
escape aboard the Galactica and a few other ships. 
 
You are the Captain of the Cygnus, 
one of the last remaining military 
ships in the Battlestar Galactica fleet.  
 
In an attempt to find new hope, the refugee 
fleet sets out to find their mythical home 
planet called “Earth” while the Cylons come 
after you, determined to wipe you out. 

GOAl OF THe GAMe
To win, you must survive and destroy/solve the 
various ThrEATs in the ThrEATs deck. 

COMPONeNTs
1 game board

7 CrEw dice 
1 ThrEAT die 

2 tokens (FTL / studies)
7 ThrEAT LIFE tokens

48 ThrEAT cards 
8 DANGEr cards

4 cubes (FTL / studies / shield / Armour)



seTuP

1. Place the game board in the middle of the game 
area, one cube on the hULL square 8, one cube on 
the shIELD square 4, one cube on the first square of 
the FTL DrIVE area and one cube on the first square 
of the CYLON sTUDIEs.

2. shuffle the ThrEAT cards and the DANGEr cards 
into two separate piles and place them near the 
board.

3. Draw the first ThrEAT card and place it next to 
the board. 

4. Place the remaining components near the board.

You are now ready to start!

TOuR de jeu

sTEP 1. roll the CrEw dice.

sTEP 2. scan the ThrEATs.

sTEP 3. Assign your CrEw.

sTEP 4. reveal a new MENACE card.

sTEP 5. roll the ThrEAT die and activate the effects 
of the triggered ThrEATs.

sTEP 6. Get your CrEw back.

YOuR sHiP
This is your ship, it groups the status tracks of the 
ship itself and also hosts the CrEw dice.
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A  hULL TrACK
represents the state of your ship through the 
number of hull points.

B  shIELDs TrACK
Damage to your ship is initially absorbed by the 
shields.

C  rADAr
Place all the dice        you have rolled. when three 
dice are placed here, draw a new ThrEAT card.

D  CrEw sECTION
Place your CrEw dice in these sections to perform 
the corresponding actions.

E  INFIrMArY
CrEw dice in the infirmary are not usable, they will 
not be retrieved during sTEP 6.

F  FTL DrIVE
Advance the marker on the FTL DrIVE track using 
the die face indicated by the right side of the cube. 

G  CYLON sTUDIEs
Advance the marker on the CYLON sTUDY Track 
using the die face indicated by the right side of the 
cube.

THe CRew ANd THe seCTiONs

COMMANDEr
Place another die on the side of your choice Or 
re-roll all your unassigned CrEw dice.

MILITArY
shoot at any ThrEAT. The first die will do 1 
point of damage to the ThrEAT of your choice. 
From the second MILITArY die onwards, inflict 
2 points of damage per die.

MEDIC
return all your dice that are in the infirmary Or 
unlock a die that is in the rADAr area.

sCIENTIsT
recharge your shields Or use the stasis ray on a 
ThrEAT. A ThrEAT under the effect of the stasis 
ray will not activate during the next ThrEAT 
phase.

ENGINEEr
repair one point of your armour. The first die 
will repair 1 point of armour. From the second 
ENGINEEr die onwards, repair 2 points per die.

rADAr
when the result of a die falls on this side, 
immediately place this die in the rADAr area. 



A crew die can be assigned to a threat even if it does 
not completely resolve it. This action ‘locks’ the die 
in place for the next turn(s). 

For example :
TIME rIFT requires 2 sCIENTIsT 
dice to solve. If you roll only 1 
sCIENTIsT die this turn, you may 
still assign it to the TIME rIFT, 
and it is saved for the next turn.
For the following turns, you 
may assign a 2nd sCIENTIFIC die to this ThrEAT to 
resolve it.

Dice “blocked” on a ThrEAT can still be recovered 
during sTEP 6.

THReATs
There are two types of ThrEATs: external     and 
internal       . External ThrEATs usually cause damage 
to your ship, while internal ThrEATs bring negative 
effects to the ship and its crew.

1. ThrEAT life point.

2. Activation value of the ThrEAT.

3. Effect of the ThrEAT when activated.

4. Missions: some ThrEATs allow you to perform a 
mission. If a ThrEAT card has a CrEw symbol(s), 
you may assign one or two dice to the ThrEAT to 
resolve it. Once resolved, return the crew dice to 
your reserve.

5. some ThrEATs also have an effect that is realized 
once the card is resolved.
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sPeCiFiC THReATs

TEMPOrAL rIFT
A ThrEAT cannot exceed its initial VP count.

NEBULA
while this ThrEAT is in play, you cannot use your 
shields or recharge them. Once resolved, your 
shield marker will be reset to 0 and the shields will 
be usable again.

BOOsT MOrALE AND FrIENDLY FIrE
If it is not possible to resolve the effect of one 
of these ThrEATs when it is activated, nothing 
happens and it is discarded.

HOw TO PlAY ? 

Deep space D6 - Battlestar Galactica takes place 
in several consecutive rounds. Each round has the 
following steps:

sTEP 1 : rOLL ThE AVAILABLE CrEw DICE
roll the available dice. The results        are 
immediately assigned to the rADAr area. 
They remain there until the area is filled or 
the MEDIC dice release them.

sTEP 2 : sCAN FOr ThrEATs
Control the rADAr zone. Each time all 3 locations 
are occupied, immediately draw a new ThrEAT and 
return the dice in the rADAr zone to your pool of 
dice that will be available next turn.

sTEP 3 : AssIGN YOUr CrEw
Assign your CrEw dice to sections of the ship or 
to missions and immediately resolve actions when 
possible. You assign the dice in any order you wish. 
some dice may remain unassigned.

sTEP 4 : DIsCOVEr NEw ThrEATs
Draw a new ThrEAT card.

sTEP 5: ACTIVATE ThrEATs
roll the ThrEAT die. Activate all the ThrEATs 
corresponding to the result of the die. Threats are 
activated in order of arrival. Damage to the ship is 
always redirected to the shields first. If your ship is 
left without shielding, it is destroyed and you have 
lost.

sTEP 6 : GAThEr YOUr CrEw
Collect all assigned or returned CrEw dice. CrEw 
dice in the INFIrMErY or rADAr zones are not 
available.



You can choose to recover one or more dice sent 
on a mission. If you are unable to retrieve any dice, 
your ship will drift off into space and you have lost. 

After completing these steps, a new round begins. 
start again at sTEP 1.

In sTEP 4, you win if :
•	 There are no more ThrEAT cards in the deck.
•	 All external ThrEATs have been resolved.

This variant allows you to introduce DANGErs, 
which are more permanent ThrEATs. 

To play this variant, you will need to add a 7th CrEw 
die and 3 “Imminent Danger” ThrEAT cards to the 
ThrEAT deck.

HOw TO PlAY ?

The game is played like a normal game with the 
following exceptions :
•	 when you play an ‘Imminent Danger’ card, 

draw a DANGEr card and place it face up near 
the board.

•	 when a DANGEr card is present, you add the 
7th CrEw die. In step 1, roll all 7 CrEw dice, but 
the last die will be assigned to the DANGEr 
card and you will suffer the effect indicated. 



•	 A DANGEr card will be resolved after a certain number of ThrEAT cards have been resolved. Once 
resolved, the DANGEr card is discarded and you immediately remove a die and place it on the side.

•	 The endgame rule remains unchanged. The game is won when the last external ThrEAT is resolved.

NuMbeR 6
This hazard is over

once 15 ThrEATs are resolved

AMbusH
This hazard is over

once 8 ThrEATs are resolved

AMbusH
This hazard is over

once 8 ThrEATs are resolved

AMbusH
This hazard is over

once 8 ThrEATs are resolved

CYlON viRus
This hazard is over
once 12 ThrEATs are resolved

disCORd
This hazard is over
once 10 ThrEATs are resolved

sAbOTAGe
This hazard is over
once 5 ThrEATs are resolved

sAbOTAGe
This hazard is over
once 5 ThrEATs are resolved
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GO
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LA MArCA


