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Star System Statistics
System Name Importance Colony Size Capacity Raw Census Morale Productivity
Ain Unimportant Settlement 4 2 2 2 0

Aldebaran Major Major Colony 10 4 8 7 5

Algol Minor Minor Colony 8 2 4 2 2

Alrischa Minor Colony 10 3 6 4 2

Alshat Minor Minor Colony 6 3 3 2 3

Altair Major Major Colony 12 3 9 7 5

Andromeda Minor Minor Colony 7 4 3 2 2

Ankaa Unimportant Outpost 2 1 2 2 0

Antares Major Homeworld 12 5 9 8 6

Aquila Minor Minor Colony 6 4 3 2 3

Arcturus Major Homeworld 12 5 9 8 6

Aries Minor Colony 8 4 6 5 2

Asterion Unimportant Outpost 2 1 1 1 1

Auriga Minor Minor Colony 6 3 4 3 1

Baham Minor Colony 10 2 6 4 3

Barnard Unimportant Settlement 4 2 2 2 0

Bellatrix Unimportant Settlement 4 1 2 2 1

Bessel Unimportant Outpost 2 2 1 1 0

Betria Unimportant Outpost 2 1 1 1 1

Bootes Minor Minor Colony 6 3 3 2 2

Byakko Minor Colony 8 3 5 4 4

Canopus Major Major Colony 12 3 8 6 7

Capella Major Major Colony 9 6 7 6 4

Cassiopeia Minor Minor Colony 8 4 4 2 1

Cayrel Unimportant Settlement 4 1 2 2 1

Cebalrai Unimportant Settlement 4 3 2 2 0

Celaeno Minor Minor Colony 8 3 4 2 1

Centauri Major Homeworld 12 5 9 8 6

Cerberus Minor Minor Colony 6 3 4 3 1

Cetus Unimportant Settlement 4 2 2 2 0

Chara Minor Minor Colony 6 4 4 3 1
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System Name Importance Colony Size Capacity Raw Census Morale Productivity
Corvus Minor Minor Colony 6 4 3 2 1

Delphinus Unimportant Settlement 4 2 2 2 0

Deneb Major Major Colony 12 3 9 7 5

Dorado Unimportant Outpost 2 1 2 2 0

Draconis Major Homeworld 12 5 9 8 6

Electra Minor Minor Colony 6 2 4 3 3

Eridanus Minor Minor Colony 6 3 3 2 3

Errai Unimportant Outpost 2 1 1 1 2

Fomalhaut Major Major Colony 10 4 7 6 7

Gallus Minor Minor Colony 6 2 4 3 2

Gacrux Unimportant Outpost 3 1 1 1 1

Geidi Minor Minor Colony 6 3 3 2 3

Gemma Unimportant Outpost 2 2 1 1 0

Genbu Minor Colony 9 2 5 4 5

Hadar Unimportant Settlement 4 1 2 2 1

Hastur Minor Colony 8 4 5 4 4

Heka Unimportant Outpost 3 1 1 1 1

Hercules Minor Minor Colony 6 3 3 2 2

Herschel Unimportant Outpost 2 1 1 1 1

Hydra Unimportant Settlement 5 1 2 2 1

Innes Minor Minor Colony 6 4 3 2 2

Jabbah Minor Minor Colony 8 2 4 2 2

Jordanus Minor Minor Colony 8 2 5 3 1

Kapteyn Unimportant Settlement 4 2 2 2 0

Kepler Unimportant Settlement 6 1 3 2 0

Ksora Unimportant Outpost 2 1 2 2 0

Leo Unimportant Settlement 4 1 3 2 1

Lesath Minor Minor Colony 7 2 3 2 3

Lilium Minor Minor Colony 6 3 4 3 1

Luyten Minor Minor Colony 6 4 3 2 3

Lyra Major Major Colony 11 4 9 7 4

Malus Unimportant Settlement 4 3 2 2 0
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System Name Importance Colony Size Capacity Raw Census Morale Productivity
Markab Minor Colony 8 4 5 4 4

Medusa Minor Minor Colony 7 4 3 2 2

Menkar Minor Colony 8 5 5 4 2

Minelava Minor Minor Colony 7 4 3 2 2

Mintaka Minor Colony 9 3 5 4 3

Mira Minor Minor Colony 8 3 4 2 1

Mizar Major Major Colony 9 5 8 7 6

Naos Unimportant Settlement 4 2 2 2 0

Nashira Minor Minor Colony 6 3 3 2 3

Nembus Minor Minor Colony 7 2 4 3 2

Nihal Minor Minor Colony 6 2 4 3 3

Noctua Unimportant Outpost 2 1 2 2 0

Nostra Minor Minor Colony 6 3 4 3 1

Ophiuchi Major Homeworld 12 5 9 8 6

Orion Major Homeworld 12 5 9 8 6

Pavonis Minor Minor Colony 6 4 3 2 2

Pegasus Minor Minor Colony 6 2 4 3 2

Perseus Minor Minor Colony 7 2 3 2 3

Phaeton Minor Colony 8 4 5 4 2

Phoenix Unimportant Settlement 4 2 2 2 0

Porrima Unimportant Outpost 2 3 1 1 0

Rana Minor Colony 8 6 5 4 2

Rangifer Minor Minor Colony 6 2 5 4 1

Regulus Major Major Colony 12 3 8 6 7

Rigel Major Major Colony 9 6 8 7 4

Rotanev Minor Minor Colony 7 3 3 2 2

Ruchba Unimportant Settlement 4 3 2 2 0

Sabik Unimportant Outpost 2 1 1 1 1

Sadatoni Minor Minor Colony 6 4 3 2 2

Sagittarius Minor Colony 11 2 6 4 3

Sarin Unimportant Outpost 2 2 1 1 0

Scorpius Minor Colony 8 2 6 5 4
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System Name Importance Colony Size Capacity Raw Census Morale Productivity
Seiryu Minor Minor Colony 7 2 3 2 4

Serpens Minor Minor Colony 6 4 3 2 1

Sinistra Minor Colony 8 3 6 5 2

Siren Minor Minor Colony 6 5 3 2 1

Shaula Minor Minor Colony 6 6 3 2 1

Sheliak Minor Colony 10 3 6 4 2

Sheratan Minor Colony 8 4 6 5 2

Sirius Major Major Colony 11 6 8 6 4

Sothoth Unimportant Settlement 4 1 2 2 1

Spica Minor Minor Colony 6 6 3 2 1

Sualocin Unimportant Outpost 3 1 1 1 1

Sulafat Unimportant Outpost 2 1 2 2 0

Suzaku Minor Minor Colony 7 3 3 2 2

Tania Minor Minor Colony 6 6 3 2 1

Taurus Minor Minor Colony 8 2 4 2 3

Taygeta Minor Colony 8 4 5 4 3

Tejat Unimportant Settlement 5 1 2 2 1

Terminus Major Homeworld 10 7 9 8 8

Tien Kwan Minor Minor Colony 6 3 3 2 3

Tigris Minor Colony 8 4 5 4 2

Theemin Unimportant Settlement 4 3 2 2 0

Thuban Minor Minor Colony 6 3 4 2 2

Triangulum Minor Minor Colony 6 2 5 4 1

Tureis Minor Minor Colony 8 2 3 2 3

Vega Major Major Colony 10 6 7 6 5

Velorum Minor Minor Colony 6 4 4 3 1

Vespa Minor Colony 10 3 6 4 2

Vulpecula Minor Minor Colony 7 4 3 2 2

Wasat Unimportant Outpost 2 3 1 1 0

Wezen Minor Colony 8 2 6 5 4

Yildun Minor Minor Colony 6 3 3 2 2

Zaurak Unimportant Settlement 5 1 2 2 1
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