
Name Scan Sig Thrust Hull A PD G T Special

Wraith 6” 6” 16” 6 5+ 2 2-3 L2 Outlier, Vectored

Scourge Wraith 

Cutter 40 pts

1.0

Type Lock Attack Damage Arc Special

Oculus Rays 3+ 1 1 F Scald

Plasma Brand 4+ 2 2 F Close Action (Beam)

Infamous ships of the class: Galen’s Wraith, Crow Nebula 1,  
Crow Nebula 2, Sable Vulture

The Wraith is the archetypal cutter: a small, fast hunter of already fast enemy 
scouts, outliers and support vessels. Since speed is a typical asset of the Scourge, 

their cutters are among the fastest ships ever encountered by mankind.  
Currently, nothing the UCMF possesses can outrun a Wraith. 

 
They are feared by rearguard vessels such as the Lima, but especially by supply 

convoys and merchantmen, who frequently fall prey to roving packs of Wraiths far 
from recorded Scourge presence. Their very existence ensures no known space is 

100% safe from enemy action.

In combat, the Wraith can strike at range with conventional Oculus Rays, but from 
an easily-achieved close position a variant of this directed energy technology can 

scorch the hulls of any target, regardless of their point defences.

Scourge Wraith  
Cutter

Length: 743m

Displacement:

4,031,000m³



Name Scan Sig Thrust Hull A PD G T Special

Parasite 6” 6” 16” 6 5+ 2 1-3 L2 Outlier, Rare, Vectored

Scourge Parasite 

Radiation Leech 55 pts

1.1

Type Lock Attack Damage Arc Special

Oculus Rays 3+ 1 1 F Scald

Infamous ships of the class: Vampiric, Darkshield, Swift Death, Little Nightmare

Remaining stealthy on approach to the kill is one of the central tenets of Scourge 
naval combat, given the lethality of their close range weapons; the Parasite is an 
unusual vessel which assists in this. Through the use of its siphon, Parasites can 

drain excess hull energy from other ships and take it into themselves. The Parasite 
can then redirect this energy to overcharge its Oculus weapons to cruiser-level 

destructive potential. Most effective in packs, Parasites can also locally share 
this acquired energy, meaning only one ship at a time need expose itself with a 

dangerously high resultant signature.

As a cutter-type vessel the Parasite is also extremely fast, allowing it to keep pace 
with any friendlies and to close with the enemy to disgorge its scalding plasma.  

In an overtly offensive role, excess energy can even be siphoned from enemy 
vessels, normally in dense, close combat where energy signatures are less 

tactically relevant.  

Energy Siphon
During this ship’s activation, either before or after movement, pick one friendly or enemy ship within 3” 
without the Energy Siphon special rule to siphon. That ship loses any Spike it has, and this ship gains it.

If any ships in a Group have siphoned any Spikes, all ships in that Group add a bonus to their Oculus Rays for 
that activation.

If the Group siphoned one or more Minor Spikes, increase the Attack and Oculus Rays by 1.  
If the Group siphoned one or more Major Spikes, increase the Damage of Oculus Rays by 1.

Scourge Parasite  
Radiation Leech

Length: 743m

Displacement:

3,866,000m³


