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Best	ship	design	stellaris

Stellaris	gives	gamers	a	ton	of	options	when	it	comes	to	building	an	empire.	The	game's	grand	strategy	mechanics	make	diplomacy	and	economy	important,	but	let's	be	real,	war	is	still	the	best	way	to	expand	your	territory,	even	for	pacifists	who	need	to	defend	themselves	from	threats	in	the	galaxy.	A	key	part	of	this	is	the	ship	designer,	which	lets
you	customize	your	fleets	by	choosing	from	a	bunch	of	different	components,	deciding	how	you	want	your	ships	to	look,	fight,	and	fly.	When	it	comes	to	shields,	armor,	and	utility	stuff,	players	just	use	the	highest-tier	option	available,	but	weapon	choices	are	a	bit	more	complicated.	It's	also	best	to	avoid	the	auto-designer,	as	it	tends	to	produce	subpar
results.	For	gamers	who	need	a	powerful	fleet,	these	ship	designs	will	help	you	take	down	even	the	toughest	foes.	This	Interceptor	Corvette	design	is	a	good	starting	point	because	it's	relatively	cheap	and	reliable.	There	are	only	three	small	slots	to	work	with,	so	things	aren't	too	complicated	yet.	One	Red	Laser	combined	with	two	Mass	Drivers	make
this	a	well-rounded	ship	capable	of	handling	most	minor	dangers	in	the	early	game.	Energy	weapons	do	more	damage	to	armor,	while	kinetic	weapons	do	more	to	shields.	At	this	point	in	the	game,	it's	generally	better	to	have	more	kinetic	weapons,	as	they	typically	do	more	damage	overall,	and	armor	is	less	important,	which	is	worth	experimenting
with	for	those	that	want	to	better	understand	the	ship	designer.	Though	it	may	be	surprising	to	new	gamers,	Torpedo	Corvettes	are	some	of	the	most	effective	ships	in	Stellaris	and	can	even	take	on	battleships	by	overwhelming	them	with	superior	numbers.	They	can	be	built	by	changing	the	corvette	hull	to	the	Missile	Boat	variant,	which	comes	with
one	small	weapon	slot	and	one	explosive	slot.	Devastator	Torpedoes	have	the	highest	base	damage	of	any	explosive	weapon	and	also	do	bonus	damage	to	armor	too,	making	them	especially	deadly	in	first	strikes.	In	the	small	slot,	Stormfire	Autocannons	work	best,	as	they	have	the	highest	tracking	of	any	small	weapon,	with	their	only	drawback	being
their	low	range,	not	a	problem	for	these	corvettes	as	the	Afterburners	in	their	auxiliary	slot	raise	their	Evasion,	allowing	them	to	dodge	enemy	fire	while	also	quickly	closing	the	distance	in	combat.	Power	management	can	be	tricky	in	corvettes,	so	remove	the	autocannon	if	necessary.	It	can	admittedly	be	a	struggle	to	find	a	useful	role	for	destroyers,
but	when	first	researched	they	can	provide	an	often-overlooked	advantage.	With	the	Artillery	Bow	equipped,	Destroyers	are	the	earliest	ship	that	can	be	built	with	a	large	weapon	slot,	giving	players	a	potentially	significant	advantage.	This	slot	is	best	filled	with	the	Kinetic	Artillery,	a	high-damage	weapon	capable	of	outranging	many	early	opponents,
destroying	their	fleets	before	they	can	return	fire.	In	the	auxiliary	slot,	Auxiliary	Fire-control	improves	the	ship’s	chance	to	hit,	making	the	Kinetic	Artillery	even	more	effective.	For	gamers	fighting	against	other	players,	it's	essential	to	have	a	well-rounded	fleet	with	different	types	of	ships	that	work	together	smoothly.	In	Stellaris,	having	the	right
fleet	composition	can	be	crucial	to	conquering	enemy	planets.	Destroyers	excel	as	picket	ships,	intercepting	enemy	strikes	and	missiles	thanks	to	their	three-point-defense	slots.	Flak	Artillery	is	better	than	Guardian	Point-Defense	due	to	its	higher	tracking,	making	it	effective	against	missile	evasion	and	strike-craft.	A	few	Flak	Destroyers	can
significantly	improve	fleet	protection.	Cruisers	offer	real	firepower,	giving	empires	a	significant	advantage.	For	cruisers,	the	best	configuration	is	the	Artillery	Bow	and	Core,	with	Kinetic	Artillery	in	the	large	weapon	slots.	Cruisers	have	more	than	triple	the	health	and	armor	of	destroyers,	making	them	worth	aggressively	expanding	when	possible.
Battleships	are	the	heavy-hitters	of	any	fleet,	providing	the	backbone	for	empires.	With	six	large	weapon	slots,	players	can	mount	Neutron	Launchers	alongside	Kinetic	Artillery	once	research	techs	have	been	repeated.	This	design	will	outgun	most	opponents,	allowing	players	to	confidently	deal	with	any	opponents.	Once	X	weapons	are	researched,
battleships	can	equip	Spinal	Mounts	and	use	the	game's	most	powerful	weapons.	The	three	X	weapon	options	are	the	Focused	Arc-Emitter,	Tachyon	Lance,	and	Giga	Cannon.	For	late-game	play,	the	Arc-Emitter	is	generally	preferable	due	to	its	benefits	from	research	repeatables.	For	an	alternative	battleship	design,	the	Carrier	Battleship	offers
reliable	defense	while	still	providing	impressive	firepower.	Swapping	out	the	middle	section	for	a	Carrier	Core	adds	point-defense	slots	and	strike-craft	slots,	making	it	a	valuable	addition	to	any	fleet.	especially	effective	when	it	comes	to	dealing	with	defensive	stations	and	fortifications,	which	requires	setting	the	ship	computer	to	carrier	mode	to	keep
them	out	of	range.	The	Titan	is	one	of	the	final	ships	a	player	will	unlock	and	brings	firepower	to	a	new	level	due	to	its	exclusive	weapon	slot	that	can	be	equipped	with	the	Perdition	Beam,	resulting	in	base	damage	more	than	double	that	of	the	strongest	X	slot	weapon.	Although	it's	capable	of	serious	destruction,	its	high	price	means	it	should	be	used
cautiously.	To	make	this	happen,	ensure	the	ship	is	equipped	with	three	Shield	Capacitators	to	absorb	more	damage.	The	Titan's	most	valuable	contribution	lies	not	in	its	massive	laser	but	in	its	unique	support	auras	that	can	apply	significant	debuffs	to	enemy	fleets.	The	best	options	are	the	Subspace	Snare	and	Shield	Dampener,	which	prevent	enemy
ships	from	escaping	or	hamper	their	shields.	When	designing	ships	in	Stellaris,	it's	crucial	to	understand	the	unique	strengths	and	weaknesses	of	each	class,	from	Corvettes	to	Titans.	Don't	rely	solely	on	auto-generated	designs;	instead,	take	time	to	learn	and	master	the	ship	design	system.	Pause	the	game,	experiment	with	various	designs	for	each
class,	and	consult	in-game	tooltips.	With	a	solid	grasp	of	the	process,	you'll	unlock	the	power	to	create	bespoke	fleets	that	can	effectively	counter	your	enemies.	This	skill	is	vital	for	success	against	end-game	crises.	The	next	sections	will	highlight	high-power	ship	designs	that	excel	regardless	of	opponent.	One	such	design	focuses	on	Corvettes	as	agile
and	evasive	ships	perfect	for	hit-and-run	tactics.	A	simple	yet	effective	build	combines	speed,	firepower,	and	defensive	capabilities	to	empower	a	swarm	of	corvettes	behind	enemy	lines.	This	tactic	can	hasten	your	path	to	victory	by	exploiting	vulnerabilities	in	the	enemy's	fleet	composition.	Frigates	and	Destroyers:	A	Comparative	Analysis	in	Stellaris
The	game's	meta	has	seen	the	emergence	of	two	distinct	ship	classes:	frigates	and	destroyers.	While	both	share	similarities	with	corvettes,	their	differences	lie	in	design	and	playstyle.	This	article	aims	to	provide	a	comprehensive	guide	on	building	effective	frigate	and	destroyer	ships.	Frigates,	being	smaller	than	corvettes,	have	limited	sections,	excel
in	swarms,	and	are	relatively	inexpensive.	However,	their	slower	speed	and	reduced	evasion	capabilities	make	them	less	effective	in	hit-and-run	fights.	A	typical	frigate	build	consists	of	the	torpedo	boat	section,	a	missile	weapon	in	the	small	weapon	slot,	and	a	non-launcher	torpedo	in	the	torpedo	slot.	To	optimize	defenses,	an	even	split	of	shields	and
armor	is	recommended,	with	three	armor	pieces	and	one	shield	piece	being	a	suitable	configuration.	This	balance	ensures	that	frigates	can	withstand	attacks	without	relying	too	heavily	on	their	evasion	potential.	In	contrast,	destroyers	are	often	underpowered	compared	to	cruisers	and	corvettes.	However,	they	excel	in	supplementing	larger	ships	by
providing	air	support	against	enemy	corvettes.	A	standard	destroyer	build	features	a	gunship	with	whirlwind	missiles	in	the	M	slot,	as	well	as	autocannons	for	quick	corvette	destruction.	The	rear	section	of	a	destroyer	typically	consists	of	an	interceptor	section	with	S-size	weapons,	which	enhances	tracking	and	accuracy.	Defenses	should	aim	for	an
even	mix	of	shields	and	armor,	with	ship	computers	set	to	picket	mode	to	intercept	incoming	enemy	ships.	In	summary,	while	frigates	can	be	effective	in	certain	situations,	their	limitations	make	them	less	desirable	compared	to	corvettes.	Destroyers,	on	the	other	hand,	offer	a	unique	playstyle	as	support	ships	for	larger	vessels,	but	require	careful
deployment	and	consideration	of	their	role	in	the	player's	fleet.	The	Empire	you're	facing	has	a	strong	reliance	on	Corvettes,	with	Best	Cruiser	Ship	Design	being	a	staple	of	the	current	Stellaris	meta.	Against	The	Unbidden	end-game	crisis,	this	build	is	virtually	unbeatable.	While	it's	an	excellent	counter	to	other	end-game	factions,	its	true	strength
lies	in	its	ability	to	take	on	any	opponent	and	emerge	victorious,	even	if	it	takes	a	beating.	To	create	this	powerhouse,	you'll	want	to	focus	on	building	cruisers	with	three	sections,	taking	only	the	broadside	sections	and	filling	the	weapon	slots	with	whirlwind	missiles.	Don't	underestimate	the	simplicity	of	this	design	-	it's	incredibly	effective	against	AI
opponents	and	can	still	hold	its	own	in	PvP	matches.	For	battleships,	you	have	a	wealth	of	options	to	choose	from,	making	them	a	versatile	addition	to	your	fleet.	The	build	I've	created	is	designed	for	frontline	action,	with	a	focus	on	taking	punishment	while	dishing	out	massive	amounts	of	damage.	To	create	this	behemoth,	fill	the	three	sections	with	a
Spinal	Mount	Bow	in	the	front	and	two	broadsides	in	the	middle	and	rear.	Install	a	Focused	Arc	Emitter	on	the	spinal	mount	for	slow	but	accurate	shots	that	ignore	shields	and	armor.	In	the	large	slots,	add	one	laser	and	one	autocannon,	while	filling	the	medium	slots	with	four	phase	disruptors.	Defenses	should	be	an	equal	mix	of	shields	and	armor,
while	utility	includes	an	afterburner,	shield	capacitor,	and	auxiliary	fire	control.	Set	your	targeting	computer	to	line	for	increased	fire	rate.	When	you've	mastered	these	ship	designs,	feel	free	to	experiment	and	discover	new	combinations	that	suit	your	playstyle.	The	Titan's	unique	characteristics	set	it	apart	from	its	customizable	counterpart,	the
battleship.	While	the	Titan	lacks	flexibility	in	terms	of	onboard	sections,	it	more	than	makes	up	for	it	with	its	ability	to	wield	auras	-	powerful	tools	that	can	either	debilitate	enemy	fleets	or	bolster	friendly	ones.	Additionally,	Titans	are	equipped	with	a	predition	beam,	an	incredibly	potent	weapon	that	can	potentially	one-shot	even	battleships	if
deployed	correctly.	When	building	a	Titan,	focus	on	balancing	firepower	and	defense	by	allocating	an	equal	mix	of	gauss	cannons	and	laser	weaponry	across	the	six	available	slots.	Ensure	that	your	combat	computer	is	set	to	artillery	mode	to	optimize	range	and	minimize	risks.	A	harmonious	blend	of	shields	and	armor	will	also	provide	adequate
protection	against	enemy	attacks.	As	for	auxiliary	fire	control	sections,	prioritize	these	in	your	utility	slots	as	they	significantly	enhance	the	chances	of	landing	critical	hits	-	including	those	from	your	predition	beam.	When	it	comes	to	auras,	feel	free	to	experiment	with	different	options	like	the	inspiring	presence	of	increased	fire	rate;	however,	be	sure
to	explore	and	find	the	one	that	suits	your	playstyle	best.	It's	essential	to	note	that	these	builds,	while	considered	optimal	for	various	situations	in	Stellaris,	are	not	invincible.	A	well-designed	opponent	can	easily	counter	them.	In	such	cases,	it's	crucial	to	analyze	your	setup	and	make	necessary	adjustments.	One	final	tip:	familiarize	yourself	with	the
tooltips	of	every	weapon,	defensive	piece,	and	utility	you	use.	This	will	allow	you	to	utilize	each	component	effectively,	preventing	unnecessary	mistakes	like	overloading	ships	or	assigning	inappropriate	weapons	to	certain	vessels.	We	will	delve	into	the	intricacies	of	ship	design	in	Stellaris,	covering	various	classes,	including	Corvettes,	Frigates,
Destroyers,	Cruisers,	Battleships,	Nanite	ships,	Cosmogenesis	ships,	and	counters	for	endgame	crises.	The	game's	ship	design	has	undergone	a	significant	rebalance	with	the	3.12	"Andromeda"	Patch,	affecting	combat	systems	and	overall	gameplay	pace.	This	update	allows	players	to	utilize	their	Cruiser	and	Destroyer	designs	in	late-game	situations,
making	them	more	viable.	The	Guide	is	tailored	for	Stellaris	3.12	and	includes:	new	ship	designs	for	the	Synthetic	Queen	endgame	crisis;	an	explanation	of	the	Space	Combat	AI	system;	revised	meta	ship	designs;	Cosmogenesis	Ship	Designs	(Riddle	Escorts	&	Enigma	Battlecruisers);	Nanite	Ship	Designs	(Nanite	Swarmer);	and	general	tips.	The
Machine	Age	DLC	introduced	novel	ship	types,	such	as	Nanite	Swarmers,	Riddle	Escorts,	and	Enigma	Battlecruisers.	The	Guide	aims	to	provide	a	comprehensive	understanding	of	these	new	elements,	helping	players	create	optimal	ships	amidst	the	"stacking"	effect	of	additional	features	in	the	combat	system.	Leader	quirks,	Ascension	Perks,
Traditions,	and	Origins	further	enhance	gameplay	depth.	The	Ship	Design	Table	[3.12	Meta	Update]	by	Fantasy	Warden	presents	various	ship	designs	with	guidelines	for	each	stage	of	the	game.	These	designs	are	not	set	in	stone	and	can	be	adjusted	according	to	player	needs.	The	"Absolute	Power	Scale"	offers	a	quick	reference	for	focusing	on
specific	areas	as	players	progress	through	the	game.	Note	that	these	designs	may	not	be	"PvP-proof"	against	human	opponents,	but	AIs	are	more	forgiving.	The	guide	focuses	on	Corvette	Ship	Design,	emphasizing	its	importance	in	early-game	fleet	building	and	countering	strategies.	Corvettes	can	counter	other	Corvettes	effectively	using	a	specific
triangle:	Missile-class	counters	Laser-class,	Picket-class	counters	Missile-class,	and	Disruptor-class	counters	everything.	The	Picket-class	Corvette	design	effectively	counters	Missile-class	Corvettes	due	to	its	Point	Defense	system,	which	can	neutralize	incoming	missiles.	In	contrast,	Phase	Disruptor-equipped	Corvettes	are	vulnerable	to	missile	attacks
and	should	not	engage	in	battles	involving	Missiles	or	Picket	ships.	The	Disruptor-class	Corvette	boasts	the	highest	effectiveness	against	Corvettes,	thanks	to	its	Phase	Disruptors'	tracking	capabilities	and	evasion	circumvention.	However,	once	larger	ships	enter	combat,	Cloaking	Tech-enabled	Frigates	become	more	formidable	for	stealthy	attacks	and
utilizing	Torpedos,	making	them	ideal	for	taking	down	Titan-class	and	Battleship-class	vessels.	Destroyers	are	limited	by	Cloaking	Tech	not	being	researched,	making	them	less	effective.	Despite	this,	they	still	have	their	place	in	the	game,	particularly	against	enemy	Corvettes	and	Starbases/Defense	Platforms.	An	Arty-class	Destroyer	is	a	good	choice
for	dominating	opponents	with	Artillery.	However,	building	many	Point	Defense	Systems	is	necessary	to	be	effective.	The	destroyer	class	is	either	heavily	invested	in	or	nearly	skipped	due	to	Cruisers	being	superior.	To	counter	this,	consider	equipping	Phase	Disruptors	against	Corvettes	and	Autocannons	for	shield-piercing	capabilities.	In	the	mid-
game,	designs	that	utilize	Whirlwind	Missiles	can	excel,	offering	good	range,	firepower,	and	versatility.	This	includes	perks	like	Artillery	Computer	to	enhance	effectiveness.	While	Battleships	surpass	them	in	late	stages,	the	Devastator	Torpedo	Cruiser	offers	superb	damage	output	with	its	unique	design.	The	Cruiser	Arty-class	isn't	the	go-to	choice	for
Stellaris	ship	designs,	but	it's	got	its	uses.	Kinetic	Artillery	are	super	effective	against	big	ships	at	long	range,	making	them	a	great	starting	point	in	combat	or	as	part	of	a	backline	fleet	while	your	heavier	ships	take	the	brunt	of	the	damage.	However,	they're	pretty	vulnerable	to	Devastator	Torpedoes	and	can	get	swarmed	easily.	It's	all	about	having
the	right	fleet	composition	when	building	these	types	of	ships.	In	contrast,	Battleships	are	generally	reliable	for	making	it	through	the	endgame	without	much	trouble.	Of	course,	there	are	situations	where	different	weapons	and	defenses	are	better	suited	to	different	enemies	-	like	how	some	aliens	have	more	shields	than	others.	So,	you	need	to
consider	your	enemy's	ship	designs	when	building	your	own.	The	Overlord-class	design	is	a	well-rounded	ship	that	excels	at	offense	without	too	many	weaknesses.	It's	got	strong	firepower	from	its	Focused	Arc	Emiter	and	Whirlwind	Missiles,	plus	the	Point	Defense	Systems	help	against	Torpedoes.	The	Strike	Crafts	are	also	great	for	taking	down
smaller	ships	like	Destroyers	or	Frigates.	Just	be	mindful	of	your	'A'	slot	choice,	especially	if	you	want	to	run	multiple	Afterburners.	Like	the	Arty-class	Cruiser,	the	Overlord-class	is	really	effective	at	long	range	and	good	against	big	targets,	but	struggles	with	smaller	ones.	Its	main	idea	is	to	provide	distant	firepower	to	neutralize	threats	before	they
even	get	a	chance	to	retaliate.	Just	remember	to	have	some	ships	that	can	do	close	combat	and	take	damage	so	you're	not	caught	off	guard	by	enemy	Torpedo	boats.	Lastly,	while	the	Titan-class	ship	design	might	be	overlooked,	it's	actually	pretty	powerful	with	its	raw	strength	and	special	abilities,	making	it	a	valuable	addition	to	your	fleet.	The
picture	shows	an	arty-style	design	used	by	our	team	with	significant	damage	output	and	the	Aura	module	affecting	nearby	ships.	This	module	makes	your	fleet	more	powerful	but	not	ideal	for	a	"Brawler"	ship	as	it	would	be	vulnerable	to	close-range	attacks	due	to	its	charging	behavior.	Instead,	long-range	weapons	should	be	used	to	keep	it	safe	while
the	Aura	slot	does	its	job.	In	this	case,	we	chose	Quantum	Destabilizer,	which	reduces	enemy	fire	rate	by	10%,	useful	in	large-scale	battles.	Other	Auras	offer	various	effects,	such	as	Shield	Dampener,	reducing	Shields	by	20%	and	especially	effective	against	Unbidden	enemies	that	rely	heavily	on	Shields.	The	Titan	is	primarily	used	for	its	Aura	slot,
particularly	when	you	have	many	other	ships.	These	ships	can	only	be	obtained	through	the	Cosmogenesis	Ascension	Perk,	which	comes	in	two	variations:	Riddle	Escort	and	Enigma	Battlecruiser.	Riddle	Escorts	are	extremely	good	due	to	their	upkeep	efficiency	and	fleet	size	requirements,	making	them	the	"best"	ship	in	the	game.	The	Torpedo	Class
has	an	insane	loadout	capability	with	high	damage	output,	while	the	Artillery	Class	excels	at	countering	Shields	with	Kinetic	Artillery.	Combining	these	ships	is	a	good	composition	strategy.	The	general-purpose	warfare	loadout	above	is	suitable	for	all-around	combat.	However,	these	ships	are	not	the	main	focus	of	Cosmogenesis	fleets,	which	prioritize
Riddle	Escorts.	This	loadout	is	considered	long-range	and	excels	at	dishing	out	damage	while	minimizing	trouble.	The	Combat	Computer	is	Artillery	and	all	weapons	are	designed	for	long-range	engagement.	For	general-purpose	use,	we	combine	Focused	Arc	Emiter	and	Tachyon	Lance	as	shown	in	the	example.	If	facing	an	opponent	with	many	Shields,
opt	for	x2	Focused	Arc	Emmiter;	if	they	have	Armor	but	little	Shields,	choose	x2	Tachyon	Lance	instead.	Alternatively,	use	Marauder	Missiles	in	place	of	Ancient	Nano	Missle	Cloud	Launcher	when	resources	are	limited.	The	Nanite	Swarmer	ship	is	exclusive	to	the	Nanotech	Tradition	tree	and	can	only	be	unlocked	by	playing	a	Machine	Empire.	Due	to
slow	progress	towards	Nanotech,	this	ship	is	rare	in	early-game	situations.	The	Nanite	Swarmer's	unique	quirk	is	its	no-upkeep	feature,	with	a	cost	of	500	Nanites	regardless	of	loadout	complexity.	This	allows	for	advanced	components	without	added	expense.	However,	the	ship	has	low	Hull/Armor	and	high	evasion,	making	it	suitable	only	for
spamming	Advanced	Strike	Crafts.	When	designing	Stellaris	fleets,	learn	to	outfit	ships	against	endgame	crises.	Knowing	each	crisis's	ship	type	is	crucial;	fit	your	ships	accordingly	to	gain	an	advantage.	Let's	examine	countermeasures	for	three	endgame	crises:	1.	**Synthetic	Queen**:	The	flagship	is	a	Titan-class	vessel,	making	Devastator	Torpedoes
effective	due	to	their	scaling	with	target	size.	Bursting	the	flagship	down	is	key,	while	Torpedo	Frigates	and	Nanite	Swarmers	are	powerful	against	Cetana's	fleets.	2.	**Cetana**:	Her	main	fleets	rely	on	Shields	and	Armor;	use	Whirlwind	Missiles	and	stack	up	on	Shields	to	counter	this.	Smaller	ships	can	be	used	to	reduce	efficiency	but	increase
effectiveness	in	x10	and	x25	Crisis	Strength	situations,	where	Cetana	is	incredibly	powerful.	To	counter	The	Unbidden,	equip	your	ships	with	anti-shield	weapons	and	shields	as	defense.	Battleships	with	Focused	Arc	Emiter	and	Whirlwind	Missiles	are	a	safe	choice.	Don't	forget	the	Shield	Dampener	on	Titan/Juggernaut	ships	for	a	-20%	debuff	against
their	shielded	defenses.	Upgrade	your	Quantum	Catapults	to	get	close	to	enemy	spawns	and	keep	your	fleet	together.	For	Prethoryn	Scourge,	use	Tachyon	Lance	and	Whirlwind	Missiles,	with	Advanced	Strike	Crafts	and	Guardian	Point	Defense	as	backup.	Go	full	Armor	for	Contingency's	weak	hull-based	weapons	and	stack	up	Shields	to	counter	their
attacks.	Strip	Sapient	Combat	AI	and	replace	with	Yellow	Computers	to	avoid	debuffs.	Ship	Behavior	is	Determined	by	Combat	Computer	Preferences	A	ship's	behavior	is	controlled	by	its	Combat	Computer	program,	which	determines	its	preferred	attack	range	and	pattern.	The	median	value	of	a	ship's	weapon	ranges	influences	its	preferred	range,
with	weapons	having	different	ranges	affecting	the	overall	strategy.	To	reposition	itself	if	the	enemy	ship	gets	close,	the	ship	will	try	to	match	the	distance	to	that	range.	Archers	and	carrier	ships	serve	as	artillery	and	support,	while	charging	cavalry	represents	Swarmer/Torpedo	designs.	However,	adaptability	is	crucial	when	facing	different
opponents.	A	structured	approach	allows	each	ship	to	optimize	its	combat	strategy	based	on	weapon	configurations	and	enemy	movements,	but	be	aware	that	mixing	weapons	can	result	in	quirky	behavior.	Understanding	the	behavior	and	range	of	your	ships'	weapons	is	vital.	The	targeting	system	dictates	what	your	ships	prioritize	as	targets.
Prioritizing	low-health	or	closer	ships	is	important,	while	high-tracking	ships	focus	on	highly	evasive	ones.	Large	ships	tend	to	ignore	highly	evasive	targets,	making	it	crucial	to	develop	fleets	that	balance	these	factors.	Follow	the	"Absolute	Power"	rule	and	avoid	early-game	ships	in	late-game	scenarios.	Battleships	remain	the	king	of	the	battlefield,
with	the	"Overlord"	design	capable	of	handling	most	AI	attacks.	Don't	underestimate	the	power	of	chokepoints,	which	can	significantly	aid	defense	and	prevent	AI	scatter.	Tachyon	Lance	and	Focused	Arc	Emitter	are	game-changers	in	the	late-game;	choose	one	that	fits	your	enemy's	fleet	defenses.	Armor	is	generally	better	than	shields	against	AI
opponents,	but	real	players	building	anti-armor	weapons	change	the	equation.	Afterburners	are	powerful	and	should	be	considered	as	a	primary	choice.	When	designing	ships,	focus	on	weapon	synergies	and	roles	(Range,	Brawl,	Burst,	Anti-Shield,	etc.).	Additionally,	upgrade	your	ships	with	bonuses	from	various	game	elements	(Civics,	Edicts,
Ascension	Perks,	Tech,	Admiral	Bonuses,	Traditions).	As	you	explore	Astral	Planes,	consider	adding	more	shields	to	certain	ship	designs	since	Planar	Mastery	unlocks	Astral	Shielding,	which	significantly	boosts	Shields.	For	those	new	to	the	game,	stick	to	general	ship	designs	and	avoid	randomly	switching	weapons	to	prevent	anti-synergy	effects.
Juggernaut/Titan	ships	with	Auras	are	extremely	powerful,	so	make	one	of	these	ships	and	choose	an	Aura	wisely	-	a	-10%	Ship	Fire	Rate	is	often	a	safe	bet.	The	Stellaris	community	has	enjoyed	the	evolution	of	ship	design	meta	development,	with	each	patch	bringing	new	opportunities	to	experiment	and	try	different	builds.	While	there's	still	some
refinement	needed	for	Destroyer	ships	and	certain	weapons,	our	guide	aims	to	provide	a	comprehensive	look	at	ship	design	in	Stellaris.	It's	essential	to	remember	that	every	ship	design	has	a	counter,	meaning	no	single	design	is	perfect,	but	some	are	less	effective	than	others.	The	ever-changing	meta	keeps	the	game	exciting,	and	we	don't	anticipate
significant	changes	to	the	combat	system	anytime	soon.	With	Stellaris	being	a	game	of	politics,	relationships,	economy,	and	more,	once	you	master	ship	designs,	you	can	focus	on	other	aspects	without	worrying	about	your	fleet's	effectiveness	for	a	while.
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