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OVERVIEW 

Master of Orion: Ad Astra is a 4X game for 1 io 4 players. Players choose one of six unique races and become leaders of 
spacefaring empires. They colomze distant worlds, develop new technologies, buDd planetary inirastructure, and prepare 
for inevitable. conflicl Through these actions, they gather \/lc!ory points, and the player with lhe most or these at the end 
ol1he game wins 
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BASIC CONCEPTS 

This s~fion describes the basic concepls used in Master 
Of Orion: Ad Astra, providing conlext for players learning 
lo play the game. 

: VICTORY POINTS 
During Ille game playe_rs g·atber victory points (~ )­
The player with the most ~ at !he end of the game is 
the winner. For more information en victory points, see 
page 20. 

: THE GALAXY 
Each game of Master of Orion: Ad Astra is played on a 
game board pieced together from hles. These tiles (either 
alone or in a group) represent star systems, and together 
make up the galaxy 

: STAR SYSTEMS 
A star system is part oi the galaxy. It consists o! a 
single star tile, an optional planet Ole, and an optional 
discovery file. 

STAR TILES 
Tiles representing single stars. The following types exist 

> whfle stars (empty syslerils). 
> yellow slars, 
> orange stars. 
> gre,en stars,. 
> blue stars, 
> wormholes. 

For more Information on star tiles, see p_age 48. 

Star IJ/e Star 111e 

Influence token 

~-----,.• Population dJCe 

Building 

~ --•• Dlswvery tile 

Unil 

Empire Flag 



PLANET TILES 
Tiles representing lhe mos! tipspitabJe planet In a star 
system. PlaJlet Ules can only be placed In lhe middle of 
star rnes with a symbol matching the symbol on the back 
of the planet ble For more 1niormation on planet tiles, see 
page 48. 

Pfanef tiles 

DISCOVERY TILES 
TIJes representing unusual properties of a star system 
or its planet 

Discovery files can only be placed on star tiles that 
have Iha 'JI, Icon They can only be placed on this fcon. 
For mora Information on discovery tiles, see page 49 .. 

+l t*e 
+1 0> 
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' 
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Discovery tiles 

: EMPIRE 
"Empire" l s a common name for all assets belonging lo 
a single player Each empire consists of an empire board, 
tech cards, and pieces. · 

EMPIRE BOARD 
The empire board contains all lhe basic information 
about the player's empire and ils technological progress. 
This component is double-s1d.ed: one side ts to be used 
by human players, the.other side by any Automa lhal are 
In lhe gam.e. Formore.lnlormaUon on emplre boards, see 
pa.9e·45. 
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Empire board (Player Side} 
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: PIECES 

.. 

. . 

Pieces represent both asse!s oi players' empires 
and nautral assets. They are placed In a star system 
and Include. 

> units, 
> buildings, 
> population dice, 
> empire fl~gs, 
> emplre, Influence and diplomacy tokens. 

; UNITS 
Units are pieces that can move between star systems. 
Untts belonging lo different empires can be recognized 
by their ct>lor and shape. Black units are neutral and do 
not belong lo any empire. Units are represented by: i . 
For more information on units, sea page 42. 

Fngare umts 



: FLEET 
All collective tJ of an empire located in a single star 
system are called a fleet 

: BUILDINGS 
Buildings are pieces that cannot be moved between star 
systems Bu1ldings are divided into two groups: 

> orbital buildings(@). 

> planetary buildings (,I). 

~ belonging to different empires can be recogniz•ed by 
their colors. All i\ are gray. Black ~ are neutral and 
do not belong to any empire. For more information on 
buildings. see page 41. 

Planetary /JUI/ding Orbital building 

: INFLUENCE TOKENS 
Influence tokens represent porrticaJ influence over a 
system.and cannot move between star systems. Influence 
tokens belonging to different empires can be recognized 
by thei r color and icons. For more information-on influence, 
see page 37. 

♦♦ 
tnffuence tol<im 

: EMPIRE FLAG 
Empire flags represent ownership of a system and cannot 
move between star systems. Empire flags belonging to 
dUferenl emplfll$ -ean be recognized by lhelr colo~ 

&npire /Jags 

: POPULATION DICE 
The values shown on four-sided dice represent the 
populations (A) of the·pIayers' empires. Dice.of different 
col.ors represent different professions: 

> Green dice: farmers Ubl 

> Orange dice: workers Ulli) 
> Blue dice: scientists (4.) 

Popu/abon dice 

: RESOURCES 
There are four basic resources: 

> Food (0 ) 
> Research Points (0 ) 

> Production (0 ) 

> Credits (Gl 
Addllionally, this icon represents any resource of the 
player's choice: 8 . 
IMPORTANT: Whenever a player ls to lake or spend two 
or more 8, they can ·choose multiple different types 
of resources. 

Each player keeps track el their resourr:es by using 
resource tokens. 

Resource to.~ens 

Income oi different resources is represented by the 
following icoAs: 

> Food Income (O•l 
, Research Point Income (9•) 

> Production Income (0>) 

> Credit Income {G>l 
Each player keeps track of theJr resourr:e mcome by 
marking ii with acryfic cubes on the income trackers on 
the resource board 

Resource Board 

: UNREST 
Unrest (9) ref)resents the attitude of the an empjre's 
citizens towards their leader. 9 is also tracked on the. 
resource board. For more information, see page 20. 



: TECH CARDS 
A tech card, whlle in hand, aJlows a player lo perform 
an action during their turn. Once resolved, a tech card 
can be developed into a deveroped technology if certain 
requiremen~ are·mel For more.lnformatfon on tech ca19s, 
= ·page 50. 

TECHNOLOGY TECTONIC 
ENC.lffEERIHG 

e a:aacr,a,&i.m:l.aid ~· 
Tedi can:/ 

: MISSION CARDS 
Mission ca1ds provide ways to earn ,t/,,. A mission card 
can be on lhe table, where· fts public mission provides all 
players with goals to s.lriveior every round, or kepi secret 
ln a player's hand, to score 1ts secret mission al the end 
ofthe game. Mission cards are· represented by this icon: 
-.. For more infonnation on mission cards, see page 51. 

MISSION 

M1ss1on card 

: ANOMALY CARDS 
Anomaly cards provide pJaye.rs with powerful single-use 
bonuses. For more Jnfonnation on anomaly cards, see 
page 50. 

GRTE MECHRNrs:v! 

RNOMRLY 

Anomaly c,m:J 

: DIPLOMAT CARDS 
Diplomat cards provide players with uniQue ways of 
Interacting with other players. For more information on 
diplomat cards, see page 51. 

Diplomat card 

: DECISION CARDS 
Decision cards help decide how an Automa performs 
tts turn. 

Decision card 

: OBJECTIVE CARDS 
Objective cards give players lhe opportunity to improve 
!heir relations with an Automa by perfonnlng simple tasks 
!oril 

Objective card 



: STANDARD SETUP 
This section describes how to set up a standard game 
of Master of Orion: Ad Astr.a. The standard game Is 
designed for 2-4 players. Up lo 2 human players can 
be replaced by Automa 11 deslred. More· information 
-about Automa and how to use them can be found in the 
Automa book. 

: FIRST GAME SETUP 
If this Is your first game of Master or Orion: 
Ad Astra, we strongly recommend that you start with the 
introductory scenario in the· tutorial book. 

: GAME LENGTH 
Before beginning the setup, players must choose the 
length of the game. This choice wilf detennlne the rotJnd 
limn 

> Standard game: 6 rounds frecommeAded) 

> Epic game: 8 rounds 

The setup may vary slightly, depending on the chosen 
length of the game. With experienced playets, a game 
is expected to last about 10 minutes per ,ound for every 
person ptaymg. So, a standard 6-round game will last 
about an hour per playe,. 



PREPARING THE GAME 

To prepare1he game, followthese instructions: 

L Prepare Shared Decks: Shuffle lhe following cards 
into decks and place them within reach of all players: 

a) tech cards, 
I>) mission cards. 
c) 11nomaly cards. 
d) diplomat cards (pul all basic diplomat cards 

-aside, shuffIe·the rest). 

2. Create the Supply: Separate the following 
compone.nts by 1yRe and place them williin reach 
of aB players: 

•1 Resource tokens, 
b) Population -dice. 
cJ Models of i\, 

d) Models of neutral pieces, 
el Star tiles, 
f ) Planet !Hes {divide the,m into piles based on the 

symbols on their back sides and shuffle each 
pile). 

gJ Discovery tiles (shuffle the mes together). 

3. Choose the FirstPJayer: An players roll two 6-sfded 
dice, rerolling any ties, unm one rolls higher than 
the resl The player who rolls the highest becomes 
the first player. 



4. Build the Galaxy: 
Place the s1a,tmg /Jles (face up) in the middle of the 
table. Depending on the number oi players, place 
the starting 1iles according to one .of the layouts 
below, Place a pirate base on lhe wormhole star file, 

2 Players and 3 Players 

4 Players 

Prepare a set of star files that wUI be used lo create 
the rest of Ille galaxy. !he set will include fifes 
with different star colors depending on Ille number 
of players: 

> 2 Players: 2 green. 2 blue, 2•:orange, 1 whfte, 
1 Yellow_ 

> j Players: 3 green, 3 l:ltue, 3 :orange, 2 whtte, 
1 y.eJlow. 

> 4 Players: 4 _green, 4 blue, 4 oranga, 2 white, 
2 yellow 

Shuffle all the1iles ln Ille set 

Starting trom the iirst player and laking turns 
clockwise, laKe one tile from the set and place it on 
the table. While doing so, always make sure lllat the 
me you are placing is: 

> Adjacent to at least one slarting tile_ If this is 
Impossible, the me must be adjacent to two 
ot/Jer tiles. 

> Linked to al least one stattmg tile. If 111,s is 
impossible. the tile must be linked to at least 
one· other me. 

Repealthis step until a111lles have been P.laceci. 

: LINKED AND ADJACENT SYSTEMS 
star systems that share a boFder are adjacent lo 
each other. Two adjacent systems that both have a 
Jump pofnt on their shared border are linked. 

Jump Point 

7nose s/ar Illes are flllked and aa}Bcem 

Those.star files ara acf}ac,,nt but not llnl<ed 

s. Draw Starting Missions: Each player dr.aws two 
mi~ion cards. 

6. Draw Empires: Place one random empire. action 
card on the table Starting from the first player and 
taKlng turns clock\vise, eacll player can ellher 

a) Piel( one ot Ille empire action cards. from Ille 
table, then place two new random empire 
action cards on the table. 

bl Piel( none oi Ille empire action cards offered. 
lnsteatl, if mor.e are available, place cne new 
random empire action card on the table. 

Keep taking turns unlil all players have picked an 
empire action card and slop any player who has 
already pici<eil 
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Em/Jlre acl1on cards 

Pfayerswho plck an.empire action card immediately 
take tbe corresponding empire board. Aller picl<ing 
an empire board but before placing new empire 
action caros on the tabre, a player places one of 
lhelr empire tokens m the first avaifabfe slot of !he 
order tracker_ This determines the order m which 
players wlfl take .act10ns during the first round. 

Empire tokens ••-----~,"' 
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Order tracker 

They then choose any star Hie as thelr home 
system. The home system must ruttill the following 
requirements: 

> ltmusthaveneifher a wMestarnora wormhole. 
> II must not be·Tinked to another home system 

7. :Choose Starting Mission: Each player chooses 
one starling. mission From those drawn ln step 5 
and shuffles the other back rnto the mission decle. 
Only the secret mlssion of this card Is important. 
The pubTicmission should be ignored. Do not show 
these cards to other players. 

a. Prepare Starting Elements: Each player receives 
all components t>elonging lo the empire they have 
chosen in the-previous step: 

> Sets of models oi units; orbital bufldings, empire 
flags, and unrest 

> A set pl lnfluence tokens 
> A set of. empire tokens 
> Aset of·diplomacy tokens 

> Th~ir empire's basic diplomat card (ke~p tt face 
down) 

> Their emplre's player aid 

:CHOOSING HOME SYSTEM 

The orangecsystem ,s adjacent 10 the yellow 
system, but they aie not hnked. Tus means that 
one. ortbem being a home system does not block 
the other from being chosen as a /Jome system 

> A planet tile representing their empire's 
homeworld 

> Resource tokens amounting to the value of 
their chosen empire's starting resources 

> A resource board 

> A set of basic action cards 

Bas,c diplomat cards 

:--- ---­---- -----
Set at basic action cards 



.A.ffer that, each player: 

> Takes cards for bolh basic. technologies and 

1:,;-1- • 

--------
Basic rec1mo/ogIes caras 

> Places acrylic cubes on approprtate tiers of all 
four technology branches of their empire board: 
every faction starts with one technology branch 
upgraded to tier 1, with Ille· remaining three set 
to tier 0, as shown on !heir empire board. 

> Places ihe planet tile representing their 
homeworld In their home system. 

> Places the following pieces ln their home 
system: 

2 frtgate units 

1 battle station 

t influence token 

t empire flag 

> Assigns roles to the starting popuratlon by 
placing four-sided· dit1! on the home. sysfem's 
ctice slots. By deiaun, all empires start with 
a population value of -three, so lhe combined 
value of the <lice placed must be exactly three. 

> Places an unr~st model on the first space of tha 
unrest track (level 0) Oil their resource board. 

> Marks the· values on ·their resource 
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Assume that the player controlffng the Republic of Sol 
ass.gns rneu starting popu/atJon as 2 tanne/ll and 1 

Ivo!lce,; setting theirO> ta 2, D> ro O and ti> ta 1 
Their home system has a popu/atJan of 3 setting lhelf 

\.r"' to 1 

9. Starting the first round: Place an acryHc cube In 
l~e first open slot ol the round tracker. 



Players place lheiremp;re to.~ens here 
to md1cate turn order. 

The starting resource amounts -•.-•; .. ---~ l 
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PLAYING THE GAME 

ROUND STRUCTURE 
Depending on the chosen length, a game oi Master of 
Orion: Ad Astra is played over 6 or 8 rounds. Each round 
consists ortwo·phas.es that a1e resolved ln the following 
order. 

l. Draft Phase: Dunng this phase, players draft new 
tech cards that they will use to perform actions in 
the action phase. 

2. Action Phase: Most of the game takes place during 
this phase. Following the order dfctated by their 
posmon on the order lrad\er, the players take turns 
perfonning single actions lo conslruct new pieces, 
explore the galaxy, and engage ene)llies in combal 

Aller the last player ends their action phase, a new round 
begins. The players repeal this process until someone 
triggers the end of the game scenario or the game 
reaches tts round limit After that, the players count their 
victory points. The player with the most victory points Is 
the winner_ 

: DRAFT PHASE 
Al the beginning oi this phase, players set asfde: 

> All tech cards from their hand 
> Their 4-basic action cards 
> Their empire acllon Gard 

Then they draw 5 new tech cards and. 

l. Set 1 tech card irom their hand asJde as well 
2. l f·they have 3 or more cards remaining, give them 

to the player on their left (during odd rounds) or to 
the player on the right (during even rounds). ff only 
2 remain. discard them. 

3. Repeat steps 1 and 2 with the cards they were 
given. . 

Aller ,cards have been discarded fike this, players acid an 
cards previously set aside to thelr hands and the draft 
phase ends, 

IMPORTANTI If the tech dectrnms out of ihe cards, snuffle 
"311 the discarded tech cards to create a: new tech deck. 

PLAYER'S HAND 
A player's hand can consist of the following card types: 

> basic action 
, empire action 

> tech 

The pJayers Will use those cards during the action phase 
to perfonn standard actions. · 

PLAYER'S HAND'S LIMIT 
A player can never have more than fO cards In their hand. 
If a player exceeds this limit al any .point oi the game, 
they must lmmediate.ty discard tech cards until they have 
1 O cards. Empire action and basic action .cards caonot 
be discarded. 

: ACTION PHASE 
The action phase ls. the most imp,or!anl part oi the g_ame. 
During this phase. players will develop theJr emplres, 
explore the galaxy, end Interact with other players. 

Slarting from tne first player and taking turns according 
to the players' posmons on the order lracker, each player 
perfonns: 

• Any number of different free actions. 
> One standard action or pass. 

The player currently resolvlng their tum is known as the 
active player. After the active ptayer perfonns ·a standard 
action er passes, their tum immediately ends, and the 
player who is next on the order tracker becomes the­
active player. This process is repeated unbl all playeis 
have chosen to pass. Once a ptayer has passed, they are 
sl\ipped In the tum order for that phase. 

FREE ACTION 
During their turn, a player can p_e,rform as many different 
free actions as they wish. Alf free acllo.ns must be 
performed before the standard actlon, and each free 
action can only be performed once per IJJm. 

At the beginning of the game, the players have access to 
2 types oi free actions: 

> F.on:ed Labor 
, Trade Deal 

All of lhes,a are- described 1n the Fr~e Acllons chapter 
(page 20). 

STANDARD ACTION 
The acli\ie P.layer plays one oi the cards from lheit hand 
lo perform a standard action. The standard actions are: 

> Flight O (page 23) 
• Attack ~ (page 25) 
• Invasion ~ (page 30) 
> Exploration ~ (page 32) 
> -Growth 4) (page 32) 

> Construction ~ (Jiage 34) 
• Research ♦ (page 35) 
> Diplomacy <> (P.age 36) 



: DRAFT - EXAMPLE 
l. A player starls the draft wflh iour ba.sic_ action cards, one empire action card, and one tech c;ard from the. 

previous round and se!s thes.e<1side. 

Basic Actions 
A 

Basic Actions 
B 

Basic Actions 
B 

Basic Actions 
B 

Empire Action 
card 

Tech carrf 

2. The player draws live tech cards, chooses a card to keep and adds tn,s to the cards set.aasrde . then passes the 
remaining four ca$ to the player on lhelr lell,. 

f;, --;;..s, _.()- ) _ r,cw~'~ ~ 
. .,..,..· .,,. ,n 

_;,c.- 0 l• -;;;.;;- • 
lJ.· ,t, ~· .... , ' 
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-- --- ---- ----- --
3. The player receives four tech cards from the player on their righl and chooses one of !hem to keep and set 

asfde as well, before passlng the remaining three. lo the next player. 

4. The player receives three. tech cards from the player on their rfgh~ keeps one oi them, and discards the 
remaining two They then take all the cards previously sel aside rn their hand, which now consists of 

> Four basic action cards 
> Qne empire action card 
> Fourlech cards (one fFOm the previous round and three chosen during lhis dra11) 



PASSING AND MANAGEMENT STAGE 
When a player passes. they immediately start their 
management stage and will no longer get !urns th1s 
round. During the management stage, they produce and 
lose- resources, reiresh their components, and complete 
missions; as described on pa1,e. 39. The management 
phase needs to be fully resolved before the next player 
starts !heir tum. 

: END OF THE ROUND 
Aller all players have passed and linfshed the~ 
management stages, the round ends, players move the­
cube on the 10und !Jacker down 1 round and !he draft 
phase-oi the n,ew round begins. 

END OF THE GAME 
The game ends when one of the following events occurs: 

> A pJayer owns Orion and keeps_ ft unbl the end of 
the-next round. 

> A player constructs the. UDP and keeps it until the­
end oi the next round 

> A player loses their home system and does not take­
itback until the end oi the next round. 

> The last round of the game ends. 

When the game ends, the players count their t:J. and the­
player with the most ~ wlns the game 

: SCORING 
Al the end of the game. the players earn Ill- in the 
following ways: 

> 1 to 5 ~ ior every system owned, as shown on the 
planet tile 

> 1 ~ for every 3. A in systems they own 
> 1 ~ for every technology branch upgraded lo 

tier~ 
> 1 ff.I for every empire token they have at the end 

oflhe game 
> 1 ~ for e-very system under their mnue-nce, but 

owned by a cfJfferent player 

: BASIC TERMS - UNREST 

> Various 'I for completing lhe1r secret m,ss,on 
finding anomaly cards, and owning specific A. 

Each player then loses a numoei of iMI equal lo lhelr 
empire's unresttevel 

FREE ACT10NS 
Thls section provides information on performing an basic 
free actions. During every tum, before the active player 
performs a standard action, they can perform any number 
of different free actions. Al tlie beginning of the g_ame, 
every player has access.lo lv10 l)ipes of free actions: 

> forced labor 
> trade deal 

Developed technologies can make additional l)ipes of free 
aclfons avaUable. 

Alinosl every free action ·can be performed once per tum, 
However, free actions with the fo llowiag Jeon: .!} can tie 
performed only once per round. 

: FORCED LABOR (FREE ACTION) 
Force tabor allows the active-player to _gain any number of 
8 and raise their 9 by 2 for eacil resource taken. Taking 
a number of resources that woulll raise their unrest level 
over 9 is not allowed. If the player can'! gain 9 , they can1 
perform this action. 

IMPORmHT: Empires that can't raJse 9 Gani perform 
farce labor action 

: TRADE DEAL (FREE ACTION) 
The tJade deal action allows lhe adive player to exchange­
resources vn1J1 another pJayer Botti players can offer each 
other any amount of a. 
Addifionally, both players can offer 1 of tne diplomats from 
their diplomat pool as a part of lhaI deal The player who 
decides to do so can say what diploma! card !hey aie 
offering but cannot show ij_ Lying ls allowed. 

AA example-of a trade-deal can be iound on page 22. 

During1he game, an empire's unrest Jevet will rise-and ialL Players keep track of lheiremplre's :eurrent 9 by moving 
the unrest model along the unrest tracker on !heir resource tloard. When inslruded lo raise or lower 9 by a certain 
amount move the unrest model that many $leps right or tell on Iha unrest !Jacker, respectively. 

Unrest tracker 

The numberundeme~th1fle-unrest model Is the.current unrest level. Owing the manage-menlslage, lb,e player must 
cfiscard a nul)lbero_f resources equal to th"eir curre·n1 unrestlevel The unrest level .can never exceed 9, 



: FORCED LABOR - EXAMPLE 

A -playerperfarms a forced lab.or action ta gain 2 O. As a result. they fop-ease their e_mpire·s 9 b'/ 4, raising their 
unrest levelirom o to 2 · 

:Once both player.; reach an a,greement. they exchange 
the promised resourcss and put the ·offered diplomats 
into play. Diplomats' initiators choose one ability lo take 
effecL Every ablfity may requ1ce a specific lier of the 
government technology br-.nch. Either the target or the 
Initiator must have reached that trer. otherwise, the ability 
cannot be chosen. 

To keep track of who Ille fn1tfalor of a diplomat ls and what 
ability was choseo. the 1nitialor pJaces their diplomacy 
Loken with the auniber represenUng the chosen ability 
reQuirements on Iha! diplomat card. II the player has no 
more diplomacy tokens left, they cannot activate any 
effect If the player does not have a token with !he desired 
number. they must use a different available effect. 

After the diploma! 1s resolved or removed, reltJm 
a diplomacy token from that cllp_lomatto its own~. 

FORCING A DEAL 
The aclive player can force another player lo accept their 
diploma! by paying 1 •· In that case, the active player 
cannot ask for any resources or diplomats in return for the 
diplomat they are olferfng This follows au other rules of 
trade deals. 

, BASIC TE~S - l:IIPLOMAT 

Diplomats a(e represented by cards tllat can rJe 
exchanged during lhe "trade deal" to gain variolls 
benefits for you or your trade partner. More about 
diplomats and how to trade them can be found on 
the 43 page of thls boJ>k 

.= j 

STANDARD ACTIONS 
This secfion piovides information on how to perform all 
standard actions. 

llEMINDER: During an actie>n phase, lfle players 
take turns performing acffons. During their turn, 
tile active player can perform as msny different 
f.'ee actions as they want; on top of tha~ they 
can either perform one smgle standard action or 
pass.. After the active player performs a standard 
action or passes. 1/leir tum immediately ends. 
l!Vllen a player passes, they also immediately start 
their management stage and 1vl// no longer get 
turns this round. 

To perform a standard action, th.e active player most play 
a card from their hand. Some developed technologfes 
have an ability tllat may substitute playing the card witll 
a different cosL 

Htfc ~£PUl!U[ 
a, SOl 

PI.FSMfl CJ.W>i:CN 

Basic action, empire aclion and tech cards all show a 
number of standard action icons. Ttle card played must 
have. an icon matchin~ the standard action the player 
wishes to perform. Empire action ca1ds also describe 
an empire aclion Uial may be taken instead of taking a 
standard aclion. 



: TRADE DEAL- EXAMPLE 

The first pla~r wants to make a trade deal with 
ihe second player, They offer O a□d a diPl.omal 
caret tn exd'!ange for 2 G. the ffrst player cannot 
show the diplomat they are offering, but the second 
player decides to trust them and accepts 1he deal. 

The Rlayers exGhange (esources, and then tbe first 
player reveals tllefr diplomat 

----
Tile llfst players diplomat.. 

The first player chooses one QI the diplpmat's 
ab~ities. Since the second player has upgraded 
their government tech branch to tier. 4, the 
first player chooses the abirrty with the highest 
requirement They place a diplomacy token wilh a 
corresponding icon qn the card. This diplomat ls 
now in play. 

,v· 

----
~ diplomacy to.~en shows wnfc/1 ablrity h'8s 

l!een chosen. 

Once played, basic action and empire action cards slay 
on the table until the player passes, at which point they 
are returned to the player's hand. 

Played tech.cards rriay be kept as developed lecbnofqgies. 

REMINDER: A (!layer can never have more than ten 
cards In ·their hand. If a player e)fceeds the limit 
et any point orthe game, they must immediately 
discard one or more tecl! ·cards down to the limit 

DEVELOPING TECH CARDS 
Aller the active player resolves ;a standard action -from 
a tech card, !hat eard may be kept as a developed 
technology if its research requirement is met. Any of the­
player's already developed tectmologles (including basic 
ones) may oe discarded first 

: DEVELOPED TECHNOLOGIES 
Eveiy player starts with 2 developed basic 
technologies: 

, Laser Cannon 
> Class I Shield 

These and all thelr later developed !echnolog1es 
are kepi next to· !heir empire boaril. Evecy one of 
a player's developed. te_dinoto.9les must be unique. 
A player may have a numtier of them equal to 6 
(this l]mil can be increased du ring the game). 

A player may use any abilities of an their developed 
technologies. 

Some aQiJilles include the . .!l fcon. When a player 
uses one of these, they Dip the card_ 

BIOTECHNOLOGY 

.!)Be!otea 6, spend1 . 
to9&2 0. 

card's a1»7ity 8/otecnnoJogy allows me active 
p/ayerto spend 1 ~ before a growth acllon 
ro _gain 2 0 .Afterthe p!Eyer uses that card. 

it is f/Jpperl 

: BASIC TERMS - FLIP PING 

When something 1s flipped, it rs turned onto 11s b~ 
It can not be used until 1t Is reireshed during the 
managel)lenl .P.liase. 



11 the pJayer can or will not develop a tech card, it must 
be discarded. 

BIOTECHNOLOGY I 

To deve/op Blotedmo/ogY, the active player mJJst 
upgrade Biology & ChemistJyto st least tier 2. 

: () FLIGHT (STANDARD ACTION) 
The a"ctive player Cl:looses one system. Tney can choose 
to spend addlUonal • to choose one adciitJonat system 
per • spenl The playec can move any number of theJr i 
Individually within or from all chosen systems. 

A meving i may move to a different unit slot within the 
system 1t is in. 

Unit S/o~ 

Alternalively, a i may move a number of jumps equal to 
its speed cllaracteristic [,.-.), 

0 4/2 
( 3 

CRUISER UNIT 

+ 2 r.- 1 

The speed value or every ship can De round on the 
$mp/re ooafd 

IMPORTANT RULES: 

> • beglnnlng In on·e system can move to multiple 
different systems, 

> Every ti moves Individually, oneat a tiine, 
> Every system Jumped through mus! have enough 

uneccupied un~ slats to fit the moving Ii. 

> A moving i cannot enter a system with a $ or an 
~ belonging to a different player. 

> An exhausted i cannot move. 
> Beiore It moves, -a i can be overcharged to 

Increase 11s speed. 
> Regaroless of !he· i speed. the move stops 

whenever the i enters an undiscovered system. 
Thal system is then discovered 

: JUMPS, JUMP DRIVE MILESTONES 
ANO WORMHOLES 

A Jump Is every fnslance of a i moving from one 
lfnke.d system to anolber. 

As -a reminder, 2 adjacent systems that both have 
a jump polnt on theirs.hared border are considered 
Unked by every player. A player Iha! has unlocked 
!he • Jump Drive' and "Advanced Jump Olive• 
milestones reduces the number of Jump ppints 
required for this to 1 and o; r~pecfively. 

More informalfon about milestones can be found 
on page47 

l. An players consider these systems finked. 
c?.. Only p_Jayers wilh ·Jump Drtve" unlocked 

considerthese systems I.Inked. 
3. 9n1y players w1th "Advanced Jump DfiVe' 

unlocked corrsider th_ese systems finked_ 

There ls a~vays one systam with a- wormhole 
[(Ill. while several other systems can have micro 
wormholes (C)J 

The system with a Q Is always considered nn~ed 
lo au syslems with () and vice versa_ The systems 
with ~ are nol finked ·to one another_ 



: BRSIC TERMS - UNIT STATES 
Every ll can be 1n one of three states: 

, Ready: Tile defaull state or ev!lfY i 
> Exhaus.ted 0 : Any • that nas]usl attacked 

another system is exhausted. Exhausted 
$ .cannot move. or attack but can still 
ellJ)lore or1nvade, Exhausted ~ are mar1<ed 
by corresponding state tokens placed next 
lo !hem. 

> Overcharged (•: Wilen performing~ or-(), 
lhe- active player can put any of their ready 
a in an overcharged stale. An overcharged I 
has tts r;-. increased ~y 1, but durmg ~ its 
J reduced to 9. Overcbarged J are- marke.d 
by corre,spon·dfng stale token·s placed next 

--io·them. 

During the players management stage, the slates 
ot all lheir i are re-set-to ready. 

The state of a- i is marked by a eorrespondingstale 
lo~n. 

Exhausted 
state foken 

m 
01/ercharged 
slate toilen 

i FLIGHT ACTION - EXAMPLE 
A player has one frigale unlt in the orange 
system. The yellow system has one frigate 
unit and one cru1s.er unit. Tile player performs 
a flight acbon .and decides lo spend 1 >J to 
move their 1t from lwo systems. Both th.ell 
frigate uni~ (with a spe-ed ·of2) move lo !be 
gr-een system. The cruis~r (v(illl a sp,ee-d of 
1) cannot Ke.ep up and en(ls its movement in 
the orange system. 

Gro~r 
un;t 

FrrgatE 
uni/ 

DISCOVERING A NEW SYSTEM 
A i thaI enters an undiscovered system mu.st end Hs 
movement there and then, when all other O' complete 
their movement, discover all systems IVith t, in an order 
chosen by the active player. Discovering a system requires 
performing the following steps: 

l. The player draws two planet liles ot the same 
type as the discovered siar tile, chooses one of 
them, places ii in the planet slot, and sllul11es the 
remaining planet tile back i11lo the pile. 

The symbol In the planet slot stu;ws the type of p/anei 
that can be placed here. 

: BASIC TERMS - UNOISCOVEREO 
5YSTEM 

Star tiles with a planet slot but without a planet 
file- are known as undiscoverecd systems. !fystems 
wilboutplaneI slots are not un·discove~d 



The type of a planer can oe founct on the back or its 117e. 

i!. The player draws two discovery tiles, chooses one, 
places n In the glscovery slot. and shuffles Ille 
remaining discovery tile bacl< into Ille pile. 

I t • • t 

FINDING ORION 
If there is now Just 1 undiscovered system in Ille galaxy, 
the active player immediately places the Orion planet file 
and the model ofUJe Guardian In Iha! system. Thal system 
.is no tonger undiscovef.ed. 

AMBUSH 
If the 'Ii discovering a system encounters a neulfal il it 
can either perform a retreat move or stay fn the system 
and fighl More lnformatlon aboutllle retreat move can be 
roun'd on page 27. 

: BASIC TERMS - ENEMY 
"Enemy" means any other ~layer, pieces belonglng 
lo lhein, neutral pieces, and systems holding any 
ol lhese· 



: COMBAT 
Combat occurs when i of one empire. or neutral i attack 
an enemy system.. 

WINNERS AND LOSERS 
If one.side loses all of its pieces partii:Jpating In a combat. 
its opponent wins that combal In any other case, the 
combat ends in a draw. 

ATTACKERS AND DEFENDERS 
All pieces that initiated the combat are called the attackers. 
while the remainlng parttcipating pieces are the defenders. 

COMBAT EFFECTS 
During combat, players use combat effects to damage 
the:r opponents or gain varlous advantages. Most oi those 
effects are suppned by developed technologies or the. 
empire board. 

: PASSIVE AND ACTIVE EFFECTS 
Effects can affe<,t interactions during tests. There 
a~e 2 lypes of effects 

> Passive: These are ln effect whenevet the 
conmt,ons listed in their desCflption are.met 
if no such condifion Js desctibed, they are 
atways1n effect 

> Active: The.se effects can be activated IA 
a lest To do so, a player must choose to 
spend dice with a total value equal to .or 
grealer than their requlremenL 

If an ability of any klnd starts wilh a keyword tha~ 
indicates a type oi test {Combat, Invasion, or 
Diplomacy), ils effects can be used only during 
thosee types of tests. 

1 BASIC COMBAT EFFECTS 

All players hav~ access lo an active basic combat 
effect This effect is sh-Own on llleir empire board 
and can be used mulfiple times In every combat. 

COMBRT 

- 1 ,I;. ·, 

Bas,c combat eifec( 

:TESTS 
Throughout Ille game, the players vim particip_ate 
1n tests. Ou.ring lesls, p"8yers roD several 
6-sided dice to determine the outcome of various 
interactions. 

There are.three types oi tests: 

, Diplomacy rolls 
> Combat rolls 
, lnvasi.on rolls 

LRSER CRNNON 

The active e/fed of the Laser Cannon can be 
used in a combat roff. 

During a tesl the partfclpating players can use 
eettain active effects. An active effect. can be 
recoga1zed by the activatron icon next [o 11 The. 
number within the aclivat(on Icon is 1tie acti'Vation 
cosl 

11111 
Adivation /coo. Tne associated 
effect /las an adivsttqn cast 
of -I 

All active effects can be used by spencfmg dice 
rolled during the lest To acti'Vate.an active effect 
the player spends on·e. or more dice with a iofal 
value eq~arto ·or greater tfian the activation cost 
of the lest A single tlfce can onty be used for a 
~ingle effect and any value over the acti'Vation 
cost is wasted. Alter a player assigns the dice 
to the effects tl1ey wish to activate, they resolve 
those eliects one. by one m an order determmed 
by the player. 

Most active effects can only be used once per 
test, but those wtth anl nlinil'I symbol can be used 
mutliple times p_er tesl The acllve pla~er must 
spend dice eveiy time they use this type of aclive 
effect 

Adivatlml Icon with ffle fnlfnity 
symbol The assoafsled adive 
effect can be used mwti/!J{fl 
limes per test 



SPEND ACTION 
If any ettecl requ1res the player to spend a specific action. 
that player must either: 

or 

> discard a card that allows them to perform the action 
(discarded tedi cards cannot be developed] 

> use a developed technology that allows them lo 
perform the action. 

PHASES OF COMBAT 
To resolve combat between players, the following phases 
of·combal are performed. · · 

L Beginning of combat Starting with the attacker, 
both sides take turns to either: 

> Declare. whfcll "beginning oi combar abilities 
and effects they want to use, then resolVe them. 

> Pass ior the entirety of this phase of llie combal 

2. Before ,combat roll; starting with the attacker, both 
sides lake turns to either 

> Declare which ·before the combat roll" abilities 
and,e!fects they wantto use, then resolve them: 

, Pass for the entirely ot this phase of the combal 

3. -Combat roll: The players roll a number of afce equal 
to the combined firepower (f l oi all thelr pieces 
laking part in this combat Abilities and e!fects used 
In pliase2 tllatgain orlose·dice adjust this number. 

4, After combat roll: Starting with the attacker, both 
sides take toms to either: 

, Declare which 0 aller the combat roll" abilities 
and effects they want to use, then resolve them. 

, Pass tor the entirely of'lhis phase oflhe combat. 

s. Damage phase: The players• spend the dice to 
activate ·combat" abilities and effects. They can 
resolve this step s1mullaneously. 

6. Casualties phase: Players -add up 1he total * 
dealt by all abiiities and effects they have used so 
far, then subtract the number of (I their opponent 
has gained. Players then divide this number of 
damage points among enemy P.feces as they 
WISIL Every point of damage assigned reduces the 
target's bull points <+> by 1_ A piece with O + 
remainfng fs immediately destroyed. For any piece 
not destroyed, you can use a d6 to keep track of its 
remaining +-

7: Disengage: If both sides still have pieces In combat. 
either player may spend a () to disengage and 
retreat all their pieces from the combal The attacker 
deeides firsl 

, If the attacker decides to afsengage, all !heir 
pieces that par_tidpated In the -Combat stay 
in the system(s) from which they lnifiated the 
-attack, 

> If the defender decides .to disengage. all their 
l)ieces that participated In Ille i;ombat perform 
a r-etreatmov-1i-

> lf neither player decid-es lo disengage, the next 
round of combat starts with phase 2. 

B. End or combat Starting with the attacker, both 
sides take turns to either; 

, Declare Which "end of combar abilities and 
effects they want lo use, then resolve them. 

> Pass for the entirety oflhls phase of the combat. 

If, at this point. one or b:oth sides have no more 
pieces participating In the combat, the combat ends. 
> If no defenders remain ln the attacked system, 

move the survlVing attacker's • Into the 
attacked system, to !ill as many unit slots as 
possible. 

> A/I attackers Iha! survived the combat become 
exhausted. Deienders- don't change thelrstate. 

> All pieces that were not destroyed during the 
combat have their hull points immediately 
restored. 

RETREAT MOVE 
Some situations allow a retreat move. This follows the 
same rules as the standard fiighl action, but the· w.oving 
fl cannot enter undiscovered systems. An exhausted i 
cannot perform a relreat move. All pieces that should 
P.erform a retreat move but cannot do so are destroyed. 

ESCflPING 
Some game effects allow a player's • to escape 
combal When a • escapes combat, it follows the rules 
of disengaging from combat (phase 7 of the. combat 
description). 

: RE-ROLLS 
When an effect requires:pla,yers to.re-wllany number 
of dice, they re-roll all of ·them simullarreously. They 
cannot re-roll the same dice lwlce with the use of 
one elfect. 

: DESTROYED PIECES 
A dei;troyed ,.;.1s remove.d from tbe game 

A destroyed $ 1s strapl}!td Scrapped S ar-e 
1>laced on their owner's empife board, until ttiey are 
exchanged for ~ during the mana_gement phase. 





4. After combat roU: Both players have no effects lo play al lllis$lage. 
s. Damage P,hase (redJ: The red player uses !be effects of the followfng weapons antl the trasic comb.at eff.ecL 

.. ~ _, ~-~ : ,t,;· 
· i.. 

..... ~-.,;;. COMBRT 

LP.SER CAHNOAI Pl.ASf•4R CAHNCN ~-1 0 - -1-.1- , . 
lalll.,...,.,.,,....e._ 
tlll,efn:l;mr:fllll'l:DlQ. 

1- 1- • 
-- ----- -----

The Laser Cannon's elfecl has an activation cost of 4, so It is activated wit11 a dice Wllh a value of 4. 

The Plasma eaanon's effect has an a~lvaHon cos[ of 10 so itis activated Wjlh 2 dlce wlth1he values of 6 and 4. 

The red player's basic combat effect Is activated twice: once with a dice w1th a value of 6. ancl once with a dice 
wllb a value of 5. 
The remaining 2 dice. each with a varoe of 2. eannol activate any more effects. 

The red .player generated 7 ilk polnts.rn total 

6. Damage phase (blue): The blue player uses the active effects of 1he following weapons ;and Ille baslc tombat 
effect. 

U~SER CRNMJN -1 .. 1- I C 

I NUJHtlltJ BLRSTHI ' 

1.;1- 1 -
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The laser Cannon effect is.actlvaled Wllh a dice vllth a value of 4. 
The Neutron Blaster effects are activated twice usfng 2 dice. each wilh a value of 3. 
The basic combat elfect·is activated twice: once wit11 a dice with a value of o·a!ld once with 2 dice witl1 the values 
of3 and 2. 

The remainlng 1 dice.wJlh a value of 1 cannot activate any effects. 
The blue player generated 5 ilk points1n total, butineblue player used a shi'eld, which reduced lh·e * value-to 4. 

7. casualties phase: The red player ~sslgns 2 po1nls of * to lhe en~my cruisef aAd ileslroys it 3 points of -Ill­
ace assigned to· the Battle Station. All bJUe player's pleces have been destroyed! There are no valid targets the· 
remaining 2 llf- could be assigned lo. so llley.are ignored. 

The blue player-assigns 2_pojols of * to an eneniy cruiser unit and another poiat·to both enemy frigate unlts. 1 
of the red player's cruiser units survives! 

e. Disengage: Ones of the·sides lost all of lhelr pieces. so this phase ls skipped. 
9. End ot combat: The red player's remaining cruiser unit must move into Ille attacked syslem and is marked as 

exhausted. 



COMBAT AGAINST NEUTRAL PIECES 
To resolVe. combat between a player and neutral 
pieces, follow the phases oi combat with Jew noticeable 
<flfferences: 

> Combat roll: During this siep, a player who does 
not participate in the combat rolls the number of 
dice equal to the combined nrepower of au neutral 
pieces In !his combat. 

> Damage phase: During this step, a player who 
does. not participate in the combat uses the neutral 
pieces' dice to activate any combat effects. available 
to neutral pieces participating in this combat. 
Combat effects available to neutral pieces are listed 
in their descripoons m this book. 

> Casualties phase: Neutral pieces always try to 
assign * to the enemy pieca with the lowest 
+ first. 

Affer the ·comba~ the player takes appropriate rewards 
for every neulJat piece they destroyed. More lnforrifation 
about nel!lral pieces and rewards earned by destroying 
them can be iound on page 52-

: BASIC INVASION EFFECTS 
An players have access to a basic active invasion 
effect on their empire board, which can be used 
multiple -limes during every invasion 

The actrve player can use tills effectio re.duce the 
A of the invaded system or to steal one captured 
empire taken from the player Who controls the 
system. At !he end or the game. every empTre 
token ls worth 1 · • · 

INVASION 

, -1 A 
i ~ -+ steal 1 cap!Ured empire toke":: 

Ba:,ic Invasion effed 

Empire token (RepUo/fc of Sol) 

: BASIC TERMS - CAPTURED EMPIRE 
TOKEN 

If a player has empire tokens with an icon that does 
not match thaicon of theTr emplre, those tokens are 
1;,3ptured. Cap!tirea empfre tokens can bec?tole11 

: ~ INVASION (STANDARD ACTION) 
The active player chooses one sys1em. They can choose 
to spend additional e to cboose one addi(ional system 
per e spenl Within all systems ollosen, the active player 
may use their * to invade planets with A Iha! do not 
belong to them.. 

INVADING PLFINETS 
To resolve an invasion, Ille active player rplls a number oi 
dice equal lo the combined J of all i participating in that 
invasion and may use active invasion effects lo reduce tha 
A of the system or harm its owner ln other ways. 

IMPORTRl'4T RULES: 

> If two or more ~ invade the same system, they 
Invade together. 

> If two or more lnvasions occ.ur at the same time, lhe 
active player resolves them·ln any order they wish. 

> Exhausted • can invade. 

RESOLVING AN INVASION 
To 1esolve an Invasion,. the -acli\ie player f9llows. these 
steps: 

L Invasion roll: The active player rolls a number oi 
dice equal .to the combined f value of all theJr • 
participating In this lnvasion 

2. Activating the effects: The. active player uses dice 
rolred In step 1 lo activate Invasion effects avaTiabre 
lo them.. 

If, during an invasion, the A of a system fs reduced 
to zero, remove Its empire nag. The active player may 
immediately create one of their A in this system, along 
with their own empire Hag. This .does not cost anytl1109 
and ls not trea)ed as eolonization (page 32). All a stay in 
the system, and the active.player treats them as their own. 

INVASION EFFECTS 
During the invasion, the active plaver uses invasion effects 
lo re·duce.the A .of the system or harm tts·ovmerln other 
ways. Most oi !hose effects are supplied b_y developed 
technologies or the empire board. 



: INVASION - EXAMPLE 
The ac_tlve (blue) p_Jayer starts an Invasion with a1rlgate and a cruis_er that occupy the red player's system, 

L Invasion roll.: The.btue.playenolls 411ice(3 for the cruiser unit and 1 for the irigate unit) and gets the followmg 
results: 5, 4, 2, 1. 

i!. Using effects: The blue player activates their basic mvaslon effect twice: oncewi!h 1 dice with the value of 5, 
and onee with 2.dlce :with the values of 4 and 2. 

The red player nas 2 empire tokeas. One of them is captured and ~an ae stolen. The-blue, player uses-their first 
basic Invasion effect lo steal that token. 

The occupied0 sysl!!Jll has only 1 A The blue player US1l5 the second basic effect lo reduce the A ·or that 
system to zero. Aller that. they decide to s_eize the opportunity and p_la~ their A in ttie system. Now, the 
system is owned by the blue.-player. 

► 

• 



: BRSIC TERMS - ANOMALY CARDS 
Anomaly cards represent wonders tbat could be. 
found wllne eJ(pJoring the galaxy Unless stated 
olherwise, !be active-prayerc:an pray any anomaly 
card at the.moment described on !be card. Aller the 
anomaly card is played, it i.s dlscardeo. 

ANOMALY 

Anomaly cant 

: ~ EXPLORATION (STANDARD 
ACTION) 

The active player choose.s one s-1s1em. They can choose 
to spend additional e to choose one addit1ona1 system 
per ;) spenl The acl!ve player may use every f in 
chosen systems to explore anomafies. 

EXPLORING ANOMALIES 
Every ~ from chosen systems can remove one anomaly 
token from·the system that Ille t is occupying. For every 
token removed, the active player draws 2 anomaly cards, 
keeps one of them. and shuffles the other back into the 
anomaly deck. The active player does not show either 
drawn card to other playeis. 

m Anomaly token 

Important rule: 

> Exhausted :i can exvlore. 

: ~ GROWTH (STANDARD ACTION) 
The active player chooses one system. They can choose 
to spend additional G to choose one additional system 
per ,.. spent. Within every system chosen, the active 
player may create 1 new A. 
The active• player may only choose systems· tJiey /lave 
under cantrol or own (page 41 ), The systems may not 
have enemy $ or A 

: ENVIRONMENT 

The text under a plaoersc name snows a planersc 
envfronmental trall 

CREATING A NEW POPULATION 
After choosing systems, tile active p1ayer pays O for 
every A lhey wish to create. Every A created costs 1 0 
plus 1 0 for every A of that type already in lhe·system. 
For example. when there are already 2 ff) in lhe system, 
creating the !bird costs 3 O. 
lf!he active player does not have enough 0 . Ille.new A 
cannot be created. 

REMEMBER: During a single growth action, Ille active 
player can only create 1 new A per system, 

COLONIZING 
When the acUve ptaye1 creates a A in a system withoU1 
any A. they colonize ii.. Place tneir empire flag on !ha 
planet to mark their owneiship. Then, fncrease the 
9 in Ille player's empire by the amount printed on the 
planet me. 

Some empires have adaptations that adjust !he amount by 
which 9 is lncreased to a minimum of zero. 

REMEMBER: If a player creates a new A as a part of ~ 
invasion action. ij is not tieated as colonization. 

Colonizing this system maeases the unrest by 3-

AORPT'R1TIJNS 

Low Temperarure ______ +2 'i 
High TemperalJ.Jre ···--·- ····· -4 <; 

Slf/co100 have an arJaprac1on that realJf.es che t from 
colonufng planets Wi/11 high temperatures by 4 Wnen 

they wlonrze rhis desen planet t~y will rece11'!!" no 9 



: GROWTH - EXAMPLE 
L The active .pJayer periorms a growth actfon. Bero·re the action, !My spend 1 to cseate A In two systems 
i!. The system with a swamp plane1 has no A- Creating any type or A in this system will cost 1 O. 
3. The system with Earth has O .Ill. 1 .., , and 2 lit.. Creating a new D)·there will cost 1 0 . a new 2 0 , and 

creating a new ~ isimposslble due to the planet's population limit Toe active player decides 10 create a new 
there for '2 O. 

4. The player spends the total of 3 O and 1 

,. Because lhe blue player has colonlzed a sl'5tem with a swamp plane~ they Increase The 9 of lhelr empire by 3. 



: 0 CONSTRUCTION {STANDARD 
ACTION) 

The active player chooses one system. They can choose 
to spend additional O to choose one addftional system 
per Cl spent. Within every system chosen, the active 
player may construct 1 smg/e new ~. ,ll, or i . 
The acllve player may only choose systems they own. 
The systems may not have an enemy $. 

CONSTRUCTING A NEW BUILDING OR UNIT 
Affer ·choosing systems lo construe! in, the active- prayer 
must pay the cost of the specific piaces they wlsh lo 
construct Some buildings cannot be constructed before 
the active player develops specific teolmologies. These 
costs and lechnelogy requir.ements can be found on page 
53 and on the player's aid. For i . the costs are on the 
empire board. 

Affer paying their construction costs, Uie active prayer 
places models .of' newly created pieces in the systems 
where they were constructed. 

REMEMBER: During a single construction action, the 
active player can on!y create 1 new piece per system. 

Q l l FRIGRTE Ut.JIT 

+ l ,;,2 

Frigate units cost 1 $ . 

The active player may choose to remove {not scrap) any 
oi their pieces of the same. type as the newly placed piece, 
until ·the system has enough available- ~, a_ or i slots 
lo nut. In that case, we-say that anew piecereplace.s !he 
old one. 

:CONSTRUCTION - EXAMPLE 

l. A player peiform~ a construction action and, 
spends 1 to choos.e 2 systems lo construct 
pieces la , 

2. The first of the chosefl sy.stems cons1ructs a 
Hydroponic Farm This costs 2 The second 
system constructs a frigate unit. This costs, 
1 , . 

3. The player spends a total of 3. and 1 
thE!_n gains 1 0 and places the constructed 
pieces' models. 



: ♦ RESEARCH (STANDARD 
ACTION) 

The active player chooses one branch of their tech tree. 
They•can choose to spend addjttonal C" to choose on& 
additional brandl per r spent. Every branch chosen may 
be upgraded once. 

UPGRADING TECHNOLOGY TREE 
To upgrade a chosen branch, the active player needs to 
pay tis upgrade coslin O The upgrade cos1 of a branch 
depends on the lier the brancfi ls to be upgraded to, and 
fs shown on tile empire board. Alter paying this, move the 
cube on' a branch to the tier 1 higher · 

REMEMBER: Outing a single research action, the active 
player can upgrade every branch only once. 

, BASIC TERMS - TECHNDl.~i'='I r 1tfE 11~1. 1, ~F rlCHES 

An emplr&board ,contains a tech tree made of four branches: 
• > ,.J Biology &. Chemistry • 

> 8 Physics <> -.. > Engineering 

> 8 Government 

Most brar,z!Jas slilrf!'at 'Zel'O. The 
t + 

Upgrading astoc1'6olQ9¥.· b<canch 

• 
" 

Q lt/2 -- , .,. -·· • 
• J ♦ 2. ,r.\l ..... ,.., .... , ... --..~ . ...,. _...,,... : 
......... ___ _______ .. ,... ___ __ 

g 

o• •• • 1 7 i l$ 

m • 

The Biology & cnemistry. and Govemment /ecllno/Ogy branahes are at lier a. Upgraamg them to tier 1 
ivou/d cost 2 9 ea61l. 1he Physics technology orancn is et tier 1, un/oc/ang /he 'Reseatc/J Laboratory' milestone 

771& Engmeenng bran~ JS Oil lier 2, unloc{dng the 'Automated Fac!Dry' and t/Je. ·Jqmp Dnve' mllestanes 
Vf)(Jras,ng thfs branch IQ Uer3 wauld cost 4-9 . 



: RESEARCH - EXAMPLE 

L A player performs a research action. They sp~nd 1 • to upgrade 1wo branches. 
2. Biology & Chemistry ls on lfeuero. Upgrading ilto lfer one will cost 2 O. Englneeling ls on tier two. Upgrading 

it to lier three will cost 4 9 . 
3. The player spends 6 0 and 1 ..,) ln total. 

• 

: 0 DIPLOMACY (STANOARO 
ACTION) 

The diplomacy action allows the active player to use their 
influence tokens to perform a dipromacy roll to activate 
diplomacy effects. Every l nrtuence token used provrdes 
1 dice. for this roll. Before 1he ro.ll, a single O may be 
spent to gain 1 additional dice. Fur1hermore. before the 
roll, any number of diplomats from tile active player's 
diplomat pool can be discarded to gain 1 additional dice 
for each. 

DIPLOMACY ROLL 
Performing a diplomacy roll reQuires the active player to: 

L use·1n11uence: The active player uses any number 
oi their lnlluem:e tokens. Used influence tokens 
are Hipped. 1 e may also be speeit, and diplomats 
may be discarded. 

2. Roll dice: The player rolls one 06- for every 
infJu.ence !0ken they used in the previ0usstep·(and 
one additional lf1ce lfthey spent 1 "'• and ene more 
for each dJplomat discarded). 

3. Activate Effects: The player activates (page 37) 
diplomacy effects in any order they ch0ose. • 

BASIC DIPLOMACY EFFECT 
From the •beginning of the game, all players have access 
io these seven active diplomacy effects. 

Spread influence 

Reassign populaJfon 

Reduce unrest 

Increase unrest 

Hire a ·new diplomat 

Replace innuence 

Capture a diplomat 



SPREAD INFWENC.E 
The active playe1 cho.oses a system that m_ee!s the 
iollowing requkements: 

> The system is not undet another playet's influence. 
> The aclive· pfayer- considers !he cgystem linked lo at 

least one system under their influence. 

REMEMBER: milestones may Increase -what systems you 
consides linKed. 

Toe active pI,1yes places one ol 1heir raady influence 
.tokens 1n the chosen system, or moves any of !heir 
Influence tokens already on tile board into tl A moved 
influence token keeps its stale unchanged. 

REASSIGN POPULATION 
The active player chooses a A from one of their systems 
and changes i1s profession, assuming that the system's 
population limrl allows for that change. 

This effect cannot be used lo move A between systems, 

REDUCE UNREST 
The active player reduces !be. 9 in any empire. by 1. 
The unrest level cannot be reduce·d below O. 

INCREASE UNREST 
The active player increases the 9 in another player's 
empire by 1. 

HIRE A NEW DIPLOMAT 
The active player draws three dfplomat cards, adds one 
to their aiplomat pool, and reshuffles the rest into the 
deck. Ailes resolving lhiS effect, 1he diplomacy action 
immediately ·ends. Diplomat~ ·can be exchanged during 
the free "trade agreemenr action. 

REPLACE JNFLUENCE 
The active playe1 cho.oses a system that m_eets the 
following requkements: 

> The system is under another player's influence. 
> The active player considers the system finked to at 

least one system under their mHuence. 

The active player removes the influence token lrom 
ihe chosen system and eilher places lhelr own ready 
lnHuence loken in Ibis svstem, .or moves one ol their 
Influence tokens that are· already on the board fnto it. 
A moved influence token keei;>s its state unchanged. 

IMPORTANT: Tl the player only has 1 influence token left in 
the-galaxy that token can't be removed by any way. 

CAPTURE R DIPLOMAT 
The active player chooses-any·diplomat in play, removes 
lt from the table. and adds it to llleir diP.lomat pool. They 
do nor resol~ ttie removed diplomat's abi@ies This 
effect ca.a remove a diplomat Ula! targets any player. The 
removed diplomat is no longer con.sidered 1n play · Alter 
the diplomat is removed, return Ille diplomacy token from 
Iha! diplomat to its owner. 

: INFLUENCE TOKENS 
Influence tokens are used to mark a system Is under 
a pJayer'.s influence.As.ysfem may only everbave 
1 Influence token. This may be. in a"system owned 
byo1 <frtierent playet. 

Because ever'/ player only has 6 lnHuence .tokens, 
they may only have 6 systems unaer their inlluence 
al once. 

♦ 
lnlluern;e to.'wn 

/ready) 

♦ 
lnlhJence to.'<en 

(flipped) 

T/'le system is owned by the Psi/oh player, but It ls 
under 1/Je inlluenc:6 of fhe Dario(( player. 



: DIPLOMACY - EXAMPLE 
The acti,;e prayer performs a diplomacy action 

Betme the action. the pteyer nas two ready 1rrlluence tokens 

1. They use. the l\vo lnfluence tokeAs and spend 1 .,, so they roll 3 dfce and get lhe following results: 2. 4, 5. 

2. Based on tile activalion costs, the play.er decides to: 

> speod a c!'.I08 with a value of 2 to spread their Influence to Ille system with no fnfluellce~okens; 
> spend a dice 1vitt, a value of 4 to reduce their empire's '\l by 1, 
> spend a dice wilh ~ value ol 5 to hlre a new diploma!-. 

Af(er resoivtng these elfects, /he player (las one unused influence ta/f;en and Mo used im/uence tokeJJS 
on ~ boald.. 



MANAGEMENT STAGE 
A player who passes immediately starts their management 
stage and performs the following steps In orde,: 

L Gain the first passing bonus: The ffrst player 
who passes dudng lhe round gains lhe iollowlng 
bonuses, 

, 1 e 
> The opportunity to control pirates (see lhe 

next page). 

2. Oetennlne the order: Toe active· player moves 
lheir empire token from its current column on the 
ordeF tracker to the first empty slot In the oppos~e 

. column. T~is Will determine lhe player order for the 
next round of the game. 

The empire token ts moved to 1/ie o/her co/Umn. 

3. Refresh: The active pJayer performs the iollowlng· 

a) Ready all their flipped Influence tokens 

I>] Ready all tneir flipped cards 

TE(HN□lDGV 

cJ Ready all their Cl (remove their state tokens). 

d) Takes their empire action card and basic action 
cards back into their hand. 

'I. Generate resources: The active player receives 
resources as indicated by the income trackers on 
their resource board. 

Income IIackers 

Any abilities or trails that need to be resolved durtng 
the management phase, In duding the income ability 
on the empire board are. resolved al this .step. 

Additionally, during lhis step, all of the active 
player's • that were scrapped dudng lhis round are 
recyded into O. For every scrapped j , receiVe 
G equal to tts recycle value (page 46}. Recycled 
~ are removed ffom the empire board and can be 
constructed again. 

Wilen this @ is recycled. the active player gains f O. 

s. Resolve diplomats: If any diplomats are In play 
that need lo be resolved or removed after this player 
passes, the player resolves them (in any order they 
choose). All spy diplomats relurn to their inttiator's 
diplomat pool, -and all other diplomats return lo lhe 
active player's diplomat pool. 

6. Manage the unrest: Toe active player discards 
resourt1!s equal lo their current unrest level. 

The unrest level 

7. Complete missions: The player checl<s if they meet 
lhe conditions for completing any pubffc missions. 
Toe player Gan complete as many missions as they 
like duling thls step. 

B. The last bonus: Depending on the current game 
round, the /as1 player who pas.ses during the 
round etther chooses a new public mission card cir 
removes one of those already in the game. 

Alter these steps ate finished, lhe player's aciival1on ends. 



: CONTROLLING PIRATES 
The first player wtio passes during the round controls the 
pf rates. 

During t11e management stage, thfs player performs the 
following actions: 

> If the pirate base rs still fn the game, place a new 
pirate raider unit fn the system with the pirate base. 

> Alter that, the player may skip this step or choose 1 
system with pirate raider units to either: 

> move- all pirate raider unffs here to a syslem 
With a jump point on ·both slde-s of the shared 
border. 

> use all pirate raider units to attack a syslem 
With a jump point on ·both slde-s of the shared 
border. IMPORTANT! Pirate raider uoi~ cannot 
attack systems controlled by the active player 

: COMPLETING MISSIONS 
During the management stage, lhe active play.er checks 
to see if they have- met the completion conditions of any 
available public missions. If they do, Ibey take lhelr empire 
loken from the. completed mission card and place it on 
their empire board. In addition to taking their empire token 
back, Ille first player to complete a card's publfc mission 
takes another player's empire token from Iha! mission 
card as a captured token. A player whose empire token 
has been captured from a mission card can no longer 
complete !hat mission 

: CHOOSING OR DISCARDING 
MISSIONS 

The last p/ayer 1o pass in a given round performs the 
following action: 

> If fewer than half of the- game rounds have been 
compfeted, the active player draws two mission 
cards, cho0;se-s one. to place on the table. and 
discards the other one. Mer that, every player 
puts one of their empl re tokens on the new card. 
Starting with the next rouncl, the players who enleF 
the management stage will be able lo complete this 
card's public missions. The secret mission part oi 
this cara should be ignored. 

> lf at leas! half el the game rounds have been 
completed, the acbve player removes one or the 
mission cards ln play. All empire lokens Iha! are.stiU 
on that card are also removed from lhe game 



OTHER RULES 

PIECES IN STAR SYSTEMS 
[)\Iring lhe-game, player~ wm conquer many star systems. 
Those slai syste-ms can be lmproved by placing lhe 
folloWfng pieces 1n lhe-m: 

> Planetary buildings A 
> Orbrtal building ~ 
> Units {i 
> Popu\alfon~ A 

: PLANETARY BUILDINGS 
Planetary buildfngs portray various buildings constructed 
.on the surface of the planet and are represented by lhe i\ 
Jcons and plastic models. · 

Whenever a ,II rs created or removed from a system, 
a player must place-or remove an associated model in one 
of lhe sysiem's planelary slots. 

PLANETARY LIMITS 
Unfe-ss slated olherwfse, every system can contain up to 
2 a. A system cannot have two identfcal a. If the- mo<lel 
of a a is unavailable. Of no planetary slot is available, 
tt can not be constructed. 

P/anets,y building models 

P/anelary slats 

: ORBITAL BUILDINGS 
©rbilal buUdings portray vanous bulldings constructed m 
the orbit of lhe- l_ocal stat They are repre-sen!ed by the ~ 
fains and pfasUc models 

Whenever a @' ls cre9led or removed from a system, 
a player must place or remove an associated model in one 
of the system's orbital slots. 

ORBITAL LIMITS 
Most systems can contain 1 ~ _ If a system can contain 
multiple ~ . they may not be identical. If the model of 
a ~ rs unavailable or no orbttal slot is avaTiable; it can not 
be constructed 

N• 
Orbital /Jui/ding models 

OrlJita/ slot 

: BASIC TERMS - SYSTEM UNOER 
CONTROL 

A system is under a player's control wnen !hat 
playsr has al least one I or ~ in that system_ 

: BASIC TERMS - OWNJNG THE 
SY5TEM 

A player owns a system wt>eo that player has at 
feast one ,A in ll 

A player wtto owns a system rnarl<s ilby pJadng·lhelr 
empire fiag on it A pl~yer·can'only own 6·systems: 
.!he number ·ot empire flags rney nave When a 
1>layer wants to obtain a new system but has n·o 
emplre flags left; they can always rem0ve the llag 
from one of !heir current possessions (effectively 
d'<sownmg ,o and place it on tile new system. In this 
case, remove-all Ii,. from the system from whlch lhe 
flag was removed. 



t: UNI~ 
Units p~\ vanous spaceships located in a system and 
are represen'Z1he & icons or piastre models. 

A. Wtienever a created, moved, or removed from 
t2 system, a P.layer must mark il by placing or removing 

an associated model on one of lhe system's unit slots. 

UNITS LIMITS 
Siar mes have 9 unit slots, divided into 3 groups. Every • 
occupies a number of unit slots depending on Its type, as 
shown on the empire board: 

> Frigate unit 1 unit slot 
> Cruiser unit: 2 unilslols 
> Trtan: 3 uni! slots 
> Doom star: 3 unit slots 

A i can only be placed (through any means) in a 
uni! slot group with enough unoccupied unit slots lo 
accommodate it. 

If a & moder is unavailable, ff can not be constructed. 

l 
Umtmodels 

Un;t slots 

: POPULATIONS 
Populations portray citizens of the empire. Tiley are 
represented by the ·A icons, and by Iha numeric values 
on 4-slded dice placed· on star files 

When·ever a A is cre-aled.- moved lo, or removed from a 
system, a player must change lhe value of the associated 
population dice, or remove it entirely. 

Pof)U(a~on dice 

Populations are divided Into three roles: i armers. 
scientists, and workers These are represented as such, 
and have- Iha following effects: 

> Farme.rs (~ ) are represented by green dice placeo 
on the green slots. Every farmer· increases 0-> 
by 1. 

> Scientists (.Ill.) are represented by blue dice placed 
on the blue slots. Every scientist increases Q.> 
by 1. 

> Workers (& ) are represented by orange dice 
placed on the orange slots. Every worker increase-s 
.. by 1. 

POPULATION LIMITS 
When the number .of farmers, scientists or workers rn a 
system is increased, lt cannot be increased above 11s 
planet's respective population limit 

Numerous effects can after the population limits, but 
they can never exceed 4- or be redu<:8d below 0. If, for 
whatever reason, population trmits are change-ct, it does 
not affect any A already present In the system. 

The population llmils can be foun<1 on planet tiles. 

CRYSL□N 
HIGH TEMPERATURE 

~e·F ,, a 

' ~o g ma ~ 0 l 3 , . 
. . 

Accori:1ing ro the~ popu/aoon lfmd~ planet CIY~/on can 
accommodate O farmers, I scienlis~ and up ro2 wo1keis. 

MOVING POPULATION 
If any effect allows a playeI to m.ove a A befwe-en 
systems, that player may freely change the role of the 
moving A during the ·transition. The player must respect 
systems' population frmils. 

TERRflFORMING 
Unlod<Ing terrafocming mllestones increases the 
population limtts of some planets. Icons below the pl;lnefs 
pop_uration limits lndicate the 1ncnease In p·opulation limit 
provtdeil by each lerraforming f11ellnology. 

> C Terraforming: Tile: limit of ihe specific A rore-
1s increased by 1 per icon when the owner of this 
system unlocks Iha "lerraforming• milestone.. 



d Terrafonning: Toe llmttotlhe specific 
creased by 1 per icon when the owner 
m unlocks !ha "advanced terraforming• 

ICE ' 
LOW TEMPERATURE 

«"e l ' ~ 3 . . 

0 9 ~ 
l 

This planet can acrommodate only 1 th and 1 DI.. 
For players who unlccked 'Teaafom1ing, • 11 can 
accommodate 2 addit10nal 11\ For players who 

unlocked "Actvanced Terratorm/ng• it can accommodate 
1 • aswa/1 

DIPLOMATS 
Diplomats allow players' empires to. lnleract. wittl each 
other In a civilized manner. Every player starts !he game 
with one basic diplomat, and !hey ran acquire different 
diplomats during the game by performing "Hire a New 
Diplomar or ' Capture a Diplomat" diplomacy effects. 

D1p/oma1 cr;ros 

: OlP~ 00L 
Whene ?£\£iiM\i1:;Jctiplomat, !hat diP.lomat is 
added lo their -diploma! pool All cards in the diplomat 
pool snould be placed next .to lhe empire board lace 
down A player shouldn't be lible to see cards In the 
diplomat pools of other players butis always allowed to 
look at their ewn. Every player can have up to 3 cards In 
their dip/omar poo/. II a player is at lhis nmit and receives 
a new diploma~ Ibey fTl4'SI 1111mediately remove one card 
from their d[plo_mat pool and place it in the discard pile 



Some abmties are in effect as Jong as the diplomat remains 
in play. Refer to the diplomat's card lo see how long tt 
-should remain in play. 

la5as Wttil lhe end of the !Jaine. 

This dlplomal remains In play lintil i~e end of the game. 

' " ' Ii 
' I 

Some diplomats' abilities are not resolved immediately, 
but they are under some other GJrcumslances specified by 
the card. In that case, the diplomat is removed from play 
when their abllily is resolved. 

Tabs riecl when ue t.rget p.assa-Afrer that 
edd a to the inilio-mfs lf'2Cffiet pool 

This diplomat's ability w111 tie resolved after 
the target passes. 

- -- -

I .. ' 
I / I I """ I._, . 

' ' 
V I 

...--- ~-



COMPONENT DETAILS 

EMPIRE BOARD (PLAYER SIDE) 
EmP.ire boards contain Iha (ollowlng pieces of inlormalfon 
about the.empire: 

L Image 

i!. Name 
3. Home planet (p_age 14 (setup)) 

4. Starling resources and tech branch (page 15 
(setup)) 

s. Empire icon 
6. Special abililles 

7. Basic invasion effect (pag~ 30) 
a. Basic combat effect (p,ige lfl) 

9. Income ability (page 14) 

10. Adaptivity t rait (page 32) 

lL Units (page 23 (flight), page 26 (combat), page 34 
(corrstruclion)) 

le!. Technology tree (page 35) 

SPECIAL ABILITIES 
Every empire has a few special :abmlfes that can ba used 
during the game to gain an advantage over the competllion. 
The effecls of these abilities may vary greatly, depending 
on the cho'.sen empire. 

U8ERAlllJN, When you : .. a system that has )'OIi 

influence token, gaJn 1 exlra l1il 

FUIERATION BUIUJER, YolX influence lokens may be 
used by the owner of the system they are in, as wdl as by 
yourself. After another player uses your llffuence token, 
~ is immeoralei}' 

The RepUblic of Sol has two special abl/Tfies. Uoera/Jon 
end Federalion Buflder-

THE REPUBLIC OF SOL 
HOME PUl:NET: EARTH 

Cmt 
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Co¢ 
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UNIT SPECIFICS 
i In the game are described with the following statistics: 

> Cost: The amount of O a player must pay to 
construct this unit 

> Recycle Value: The amount of O a player reclaims 
after the unit is recycled dunng the management 
phase. 

G 8/3 TITAN 

DR: You can spread or replace 
influence in this or i nked systems_ 

A titan's pnce is 8 0 . and when tt Is recycled. 
tt provides 3 0. 

> Firepower. The number of <lice· this i adds to a 
combat or Invasion roll. Firepower Is represented by 
the foUowing Jeon: J. 

> Hull Points (HP}: The number of damage 
points required to destroy this i . Hull points are 
represented by !he following icon: +. 

> Speed: The maximum number of j umps belween 
finked systems this i can make during a single 
aclfon_ Speed is represented by the following 
icon:,;.. 

> Special: Any special abilities oi that Ii. If two or 
more i with the same special abi lity participate In 
combat,, each of those ~ can use !hat ability unless 
It is stated that the ilbUity can be used onl.Y once 
per combal 

All i under the players' command belong to one of four 
classes: · 

> Frigates: The models of these t consist oi many 
small ships and are. placed on small bases. 

> Cruisers: The models of these i conslst oi two 
ships and are placed on medium bases 

> ntan: The models of these i consist or one large 
ship and are placed on large bases, 

> Doom Star: The models or these i consist of one 
massive ship and are placed on large bases. 

Units of the Sol Republio. 
Slatting from the left 

Crursers, Doom Star, man 
andFngare5 

TECHNOLOGY TREE 
The te'Chnology tree consists of four tra,.kers, each 
representing one of the available technology branches. 
When players upgrade one of their technolQgy branches, 
!hey move an acrylic cube along that branch to fnd1cat0e 
Hs current tier. 

0 t_t,in1~t"c,r1J 

The tech tree is divided Into four branches 

Next to each row of the tree are !tie cost in O the player 
must pay to advance a technology branch to this tier 
and the maximum number .of developed technol1>gies 
the prayer can have if al leasl one of ·thelr technology 
branches reaches this level. Each cell.of the lree contains 
information about the milestone the player unlocks by 
reaching this tier. 

Cost 

■ [ ill\ Hyd£ 
2 ~ 

~ 
/ 

■ l C Te: . 

Upgrading rhls IBchnology branch costs 3 0 . 

Milestones with the IA Icon allow players to construe! new 
buildings. · 

Milestones with an empire icon are unique lo each empire. 
Their detailed descripfion can be found on the~ Faction's 
player aid. 



COMMON MllESTONES 

> CD Hydroponic Fann: The player can construct 
hydroponic farms and HTTP in their systems. 

> fD Terrarorming: Every ~ icon on a planet tile 
Increases the correspbndlng populatfon lfmit by 1. 

> liDI Soll Enrichment Facility: The player can 
construct soil enrlchment facilities and TCP in !heir 
systems 

> Em-Advanced Terraforming: Every 0 Icon on a 
planet tile increases the correfpon<ftng population 
fimit by 1. 

> fD UDP: Tha player can construct UDP in !heir 
systems.Atlhe end oi the game, they receive 1 ~-

> - Research Laboratoiy: The player can 
construct research laboratories and HTTP in their 
systems. 

> BIi Database: The player Increases the Umit on 
their number or developed technologies by 2. 

> m Astro UniVersity: The player can construct 
astro universities and TCP in their systems, 

> BiJ Advanced Database: The player lncteases 
the limit on their number of developed technologies 
by another 2. 

> a, UDP: The player can construct UDP In their 
systems. At the end oi the game. they receive 1 ~-

> '--' Automated Factoiy: Tha player can construct 
automated iactories and HTTP in their systems. 

> (:D Jump Drive: The player .considers two 
adjacent systems that only have- one fump point on 
1heir shared borderflnked. 

> C:Jlll Robo-Mining Plant: The player can construct 
robo-mlnlng and TCP plants in their systems. 

> IE1.I Advanced Jump Drive: The player considers 
all d1reclly adjacent systems linked. 

> C:J:. UDP: The player can construct UDP ln tlleir 
systems. At the end otthe game, they receive1 ,._.,__ 

> Bl S_py Center: The player can construct spy 
centers and HTTP In tbelr systems. 

> 811 Better Diplomats: The player can use more 
powerful eifects_ot9iplomats. 

> Bllt Trade Port: The playeF can construe! trade 
ports and TCP1n their systems. 

> 8IJ Superior Diplomats: The player can use the 
most powerful effects of dip!oma1s. 

> B'J UDP: The player can construct UDP in thelr 
systems. At lhe end of the-game. they receive 1 ~-

RESOURCE BOARD 
Ad.dffional board IAat helps players keep track of tneir 
... C,., 0-., and O.. Every change in those 
incomas must be marked on the income tracilers using 
acrylic cubes. 

UNREST TRACKER 
Part oi the resource board that helps players keep1rack of 
their empire'.s 9 . Every change in the 9 must be marked 
on the tracker using an unrest model 

The numbel5 on the tracker reprasent tbe unrest level. 
During Iha managemenl stage, the· player must discard 
a number of resources eQual. to their current unrest level 

ORDER TRACKER 
This boara helps players track the turn order and round 
numbet All players have one of their empire tokens 
on one of the tracks in the slots marked w1th Roman 
numerals. During !he round, players will resolve their !um 
in the order Indicated by the tracker. 

G) 1 . .. 0 
2 ■ -® ® 3 ■ .. @ re, ~ @ ~---., 
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STAR TILES 
A tile representing a single star 

S1art1/e 

On the rim of the me are symbols of jump points indicating 
whether the system is linked to adjacent system on the 
other side oi that shared border. 

Jump point 

Additionally, on some oi those tiles, ·there are spots where 
llie following elements can be place!!: 

> Population dice 
> A planet tile 
> A dlscoveryiile 
> Unit models 
> Building models 

A system with this symbol Q has a wormhole. It is linked 
to all systems with a Q, even ffll is not adjacent. 

AU star bles ha~e a system ld number. You can normally 
i gnore this. It is used to decide how Automa act 

a • 

fd number 

PLANET TILES 

Planer hie 

A tile representing the most hospitable planet in the 
star system. On the planet tiles. the iollowfng pieces oi 
Information can be found: 

l. The planet's type 
2.. The planet's environment trail 
3. The planers Image 
'I. The number of victory points the player who owns 

this planet receives at the end oi the game. 
5. The amount of 9 !he pla:yer who colonizes this 

planet receives. 
6.. Farmer capacity. Indicates how many farmers can 

be placed in that system. 
7. Scientist capacity. Indicates how many scientists 

can be placed ln that system. 
B. Worker capacity. Indicates llow many workers can 

be placed in that system. 
9. Terraiorming icons. 

> Terraforming C: The limit ol the specific A 
role. Is Increased by 1 for every C icon 1i the 
player controlling Ibis system has unlocked tile 
"lerraformlng• mllest6ne. 

> Ad.vanced Terraformi111g 1~ The limit of the 
specific A role. is increased by 1 for every 
'~ ieon if the player controlllng this system 
has unlocked the •advanced terraiorming" 
mHestone. 

PLANETS' TRRITS 
low Gravity: This planet has a low gravity. 

High Gravity: This planet has a hi!)h gravity. 

Low Temperature: This planet has a low temperalure. 

High Temperatur~ This ~lanet has a high temperature. 

Protected by a Space Eel: Place a space eel model fn 
this.system_ The ~ Iha! discovered the system can ellher 
_stay here and flght or immediately perform a relreal move. 

Protected by a Guardian: Place a guardian model in this 
system. The ii that discovered the system can either Slay 
here and fifjht or immediately perrorm a retreat move. 



DISCOVERY TILES 
Discovery tiles represent the nonstandard properties of a 
star system. Tile Icons on every Ille provide Information 
on Its effects. 

•• 
~ 

••• • • 
-fl 

I 
I 

i 
l . ,..,,_ 

Disa;ve,y tile 

OF DISCOVERY TILE ICONS 

tes: Place a plrate raider unit ln this 
em. The fleel lhal discovered lhe 
tern can·eitller stay here and fight or 
orm a retreat move. 

ce Eel: Place a space eel modef ln 
is syslein. Toe flee! that discovered the 

sys!em·can either stay here and figtil or 
perform a retr-eal move. 

Micro Wormhole: Tliis system has a 
micro·wormhole: It ls linked lo the system 
wil h Ille II,, even if If is not adjacent A 
system with Orlon als.o has this property 

Asteroid Field: This system has an 
asteroid lie!d. 

Working Conditions: This system has 
its worker fimil changed by the number in 
this icon. 

Electromagnetie Anomaly: Place 
anomaly tokens in this system. The 
number next lo Ille Icon indicates how 
many .tokens must b·e pJaced. 

Seagrass: The player who owns this 
system gains one extra O• 

· ,, ':I: The player who owns lhls system 
_, .:is one extra '-~-

Dark Quartz; The player who owns this 
system gains one extra Gt,. 

Artifacts: The player who owns this 
system gains one -extra O• . 



TECH CARDS 
Every tech card is divided lnto the folloWing two sections: 

l. Action Section, 
2. Technology Section. 

The action secbon is a group of icons located in the top 
right comer of the card. It gives Information on what 
acllons can be performed when the carer is played during 
an action pha5€. 

The technology section takes up the rest of the. card. II 
also provides information on the ei!ecis the card will have 
once the tech is developed, anvell as en the technology 
branch tier required to develop ff. 

I BIOTECHNOLOGY I 

.!J Selote a 0 . spend 1 e 
l0g"32 0 

Blotedmo/ogy can oe developed a lier the player 
upgrades the1r Biology & Chemistiy rechnology branch 

ID Uer 2. 

• 

ANOMALY CARDS 
Anomaly cards represenhvomlers that can be fo1,1nd whil.e 
exploring distant-star systems. 

The description of an anomaly card states when and how 
the card can be played. If the deseriplion of an an0maly 
card inciuees the 'Free Action' keyword, the active player 
can play it as a free ad/on during ·their turn All these 
cards are l!eated as different free acllons. E~ery anomaly 
card must be discarded after use. 

RICH VEINS 

• 

Anomaly card 



MISSION CARDS 
Mjssion i:ards provide methods of acquiring •-»-These 
cards are divided lnto two sections: 

> Public mission: lf!he mission card is open on lhe 
!able, only lhis part of lhe ca1d matters Players 
complela these missions during- the management 
stage 

> Secret mission: If the. mission card was chosen 
daring the game setup and ls in a player's hand, 
only this Pan of the card matters. Those missions 
are resolved atlhe end of the game. 

PUaUC MISSION 

Have al least 4 .systems. 

1 ~ fore'Rr(system 
youovm 

Mission card 

• 
• 

DIPLOMAT CARDS 
Diplomat cards represent diplomats that a player's empire 
can hire. They provide the· following pieces of inio1malion: 

l . Image 
2. Name 
3. Traits 
4. Description. Details on when the diplomat's abilitles 

take effect and when the diplomat is removed 1Tom 
play. 

s. Abllifies. A llst of abilities that can be used during 
a trade deal, together wfth their reQ□iremenls -
the minimum levels of the government technology 
branch the initJator or the target must have to use 
them. A diplomacy token with the number 0f the 
chosen ablrtty Is placed on the card ~Y the player to 
keep lrack of its effect 

~ -;-iJFF~t~ ·:::; 
~ Dlplamat 

Tats; efJect immedr.tlsly. Aft2r the t.arget passes. 
add it to the talgt'.fs diplomat pool 

~ • The target loses 2 !w. 

~ • The taiga loses 4 ~ -

B:l) • The target loses 6 'w. 

Diplomat caJd 



. . . . . . . . . . 



Bl HV□ROP□NI[ FARM 

Gai-11 O and n:rease O• by 1 

a o , 

Ellil 5[JIL ENRICHMENT Al[JLIT'I' 

Gai-11 0 illNI ..-.:rease O• by 2. 
Musi be in a syslem wilh 
a Fann. the ,_ 

Bl RE5ERR[H um□RAT□RV 

Gai-11 e illNI ..-.:rease O• by 1. . .. ' 
BIii A5TR□ LJNIVERSITY 

Gai-1 1 e illNI increase O• by 2. 
Musi be in a~ -
a Resean:h the 

T□MATED FRCT□RY 

and ""'"""" G• by , _ .. ' 
(:]Ill R□ EI□ MININli PU!NT 

Gai-1 1 G illNI n:rease G• by 2 . 
Muslbe ina~wilh 
an Fac!twy. lhe 

Faclory. . .. ' 
Si SPY [ENTER 

Olher playersmuslspend 3fildra VlWe 
ol dioe lo replare . .. lhs S\151em. . .. " 

l!!llil TRA□E P□RT 
Gai-1 1 $ illNI in:rease G> by 1 . .. ' 

-,~ 
-

~ . 

A 
I~ -

~ 

.. 
Ill, 0 1 9 1 G ' .. ' 
OJ = 

" 
,_ 

Al the erd ol lhe g .. 
=re -~-• o , ' .. ' 
ID U□P 

Al the em of !he g .. 
=re wilhsTCP. 

~= 
• o , ' .. ' 
■ □UTPll5T 

' • 
@ .. ' ,, + a 

■ EIRTTl..E 5TRTI□N 
,,_.,_in~-11e-== 
OJ the~ will! an outpost. Replaces 
'"1~11s 4 aRl + ,eimre,-,dby1 
d i is Pared OJ yoor home syslom. 

~ -

~ ' 
-

• 

& -

(-""3 

' 



A 
Action Phase ·····-··- ···-··-- ···- ··- · 18 
Active Effect_ .......... - ···- ··········- ·····26 
Anomaly Ca1d ........ ·- ···- ··········- ·9· 50 
Anomaly Token .·-··-···- ·-·····---·32 
Altacl<. .... - ··- ·········- ···- ·········- ··-25 
J>.ttacker ....................................... ..• 26 

B 
Basic Combat Eiiecl... .•........... - .. - .26 
Basic Diplomacy Effect ................ _.36 
Basic Invasion Effect'"·-··- ·····---·30 
B_uilding _ ... ·- ······-·-···- ··········- ··- ·· 8 

C 
Casualties pllase ... ·- ···············- ··- ·27 
Colonrzing ... - ··········- ···- ··········- ·····32 
Combat .. ·- ··- ·····- ··-···-··- ·····- ··- ·26 
Combat Effect... ... - - ··- ·········- ····.26 
Combat Roll... ........................... 26, 27 
Construction ................................ ... 34 

Credit ......... ·- ·········- ··- ·········- · ...... 8 

0 
Damage phase ... ·-- ··- ·········- ····.27 
Decision Card ......................... ·-·· ·····9 
Defender ...................................... ... 26 
Developed Technolog1es .............. _ 22 
Diplomacy ···- ·····-··- ···-··--···- ··-·35 
Diplomacy RoU ....... ·- ···- ·········- 26. 36 
Diplomat Card ........ ·- ···- ··········- ·9· 51 
Diplomat Pool ... ·-··-···- ·-·····- ··- ·43 
Diplomats .... - ······--···- ··········.21, ·43 
Diplomats Jo Play ........................... .43 
Discovery TTies ........................... 7, 49 
Drall... .... - ··- ·········~···- ·········- ··- 19 
DraitPhase.___ _ _ __ 18 

E 
Emplre ···- ··- ·· ···.····- ···- ······· ··- ··- ·· 7 
Emptre-Board ........................... -.7, 45 
Empire-Fla_g ................................. ..... 8 
Env1ormenl ·-······-·-···- ···········- ··- 32 
EpTc Game. _____ _ _ 10 

Escap1ng_··-···- ··-·~···- ·····- ··--27 
Exhausted •. ·- ··- ··-·-···- ·····- ···--24 
Exploration. _______ 32 

INDEX 

F 
Farmer .. ·-··········-···--·- ·····- ······8, 42 
Fleet ....... -··········- ···- ··········- ············8 
Flighl... ... - ··········- ···- ··········- ··········23 
Food - ····-·····- ··- ···--·- ·····- ·········-8 
Forced Labor ··-- ··- ·········- ··- 20, 21 
Free Action ............................. .. 18, 20 

G 
Growth •.. - ··········- ···- ··········- ··········32 

Influence Token ...................... .... 8, 37 
Initiator .. ·- ······-- ··- ·········-······· ... 43 
Invasion ·-·····-··- ···--·--···- ··- ······30 
Invasion Effect .. ·- ···- ··········- ··········30 
Invasion Ro!L.. ... _ ... _ .......... - .......... 26 

J 
Jump ..... ·- ·········- ··- ·········-··········23 
Jump Drive ········- ···--·- ·····- ··- 23, 47 
Jump Point... ...... - ···- ··········- ··········48 

M 
Man·agement Stage ................ .. 20, 39 
Milestone ................................ .. 35, 47 
Misslon ··-······--···- ·········- ··- ·····40 
Mission Card·- ·- ···-··-- ···- ··- ··9, 51 

0 
Objective Ca1d ................... ·-·· ····· ······9 
Orbijal building ........................ .... 8, 41 
Orbital Slol... ... _ ... - ......... - ··- ·····41 
Order Tracker -·- ··- ---··.47 
Orion_····-······-·~···- ·········-·-·······25 
Overcharged •.. - ,_ ... - ···-- ··-··········24 
Owned System .. - ···--·--···- ··- ···-.41 

p 
Passive Effect ... - ···- ·- --···26 
Pieces - ··- ·······-•~·.·- ··········- ············ 7 
Pirates ···- ··········- ···- ··········- ·········.40 
Plane! Tiles .. ·-··-···- ·---··- ··--7, 48 
Planetary BuUding··············- ··- ·8, 41 
Planetary Slot ..................... - .. ....... :41 
Planets' Tra~ ......................... ........ 48 
Play.er's Hand·--···- ·········- ··- ····· 18 
Population___ _ _ _ 32, 42 
Population Dice ~ ···- ··········- ·········- ·8 
Population Umlt ._ ...•.... - ·····- ··········42 
Produeeon ····-·- ··---·- ·····-8 

R 
Ready - ··- - ···- ···-···-- ···- ·········-···24 
Research ······- ···············- ···············35 
Research Poihl ..•............... - ··········- ·8 
Resource. Board·-··- - --· 47 
Retreal Move ••....... ·-····-··-····-···.2.7 

s 
ScientisL_. __ ···-··--···- ··- ·····- 8, 42 
Scoring - ·······- ···- ··········- ·········- ··· ·20 
Special Abiflly ···············- ··- ··········A5 
Slanda1d Action ·-··-·····- ··- ···- 18, 21 
Standard G.ame ..... ·-····- ··- ·········· 10 
Siar System .................. ·-·· ···············6 
Siar TIie ............................. ......... 6, 48 
System Under Control ....... - .........• 41 

T 
TargeL ..... ·-- ···- ·········-··- ········- 43 
Tech Card .......................... ... 9, 22, 50 
Technology Tree , ............... ....... 35, 46 
Terraforming ·-··············- ··- ····42. 43 
Test ···- ···--··-···-··--···- ··- ·····-···26 
The Galaxy ···- ···- ··········- ·················6 
Trade.Deal .... _ ...•.......... ·- ······- 20, 22 

u 
Undiscovered System ... - ··- ·········.2-4 
Unlt...- .. ·--·- ···-··-- ···---·7, 42, 46 
Unit Slol.. .. - •~···- ··········- ···············42 
Unrest ........ -·-···- ·········-···········8, 20 
Unrest Tracker .. ·--·-- ···- ··- ···- -·- 47 

V 
Victory Pomts_ .. ·- ·········- ··- ············ 6 

w 
Worker ...... ·--···- ·········- ··- ······8, 42 
Wormhole .......................... ............. 23 



CREDITS 

Design: Japek Karpowicz. Kamn Bia!kowski, Aleksander 
Kubiak 

Solo mode rules design: Robert Mankowski 

Introduction Scenario design: Jacek Karpowicz 

Technical Writing & Editing: Rijnyr Van Putten 

Prqolreading & Editing: Anna Skup, Piotr A. Wesolowski, 
Em Uy Blaine; Jacob .Blalne 

Graphic design manager. Anna Gut 

Lead graphic designer: Patryk Kubiak 

Graphic design: Hubert Charczynskl. Jakub Jazdonczyk, 
Daw]d Kopczynski, Emilia NatewaJska, Przemyslaw 
Nawrocki 

Box cover and book cover art Elias Stem 

Miniature ·sculpting and Engineering: Marlyna 
Wfodarczyi<, t.ukasz Burdziak. Jakub Sac!o. Tomasz 
Tyrro\ski, Nata!Ja WlMiewska, Kami! Kowalski, Katarzyna 
\!Vylegala, Kacper Sia:ma, Jakub Sado, Michalina Kin, 
5Ylwia Ciszel<, Przemyslaw Zwotirtskl. Adam Humeniuk, 
Damian Stolarz, Pawe! Filipiak 

Marketing.: Wiktorla Budnik, Szyrnon Ewertowskl, Kami! 
Grochowskf 

Project management: Mlchal Tukan 

Chief Executive Officer: JaroslaW Ewertowski 

Chief Operating_ Officer: Michal Pawlaozyk 

IP• team (Wargaming Group): 
Platform & Licensing Lead: Mariya Kozenkova 
Global Business Development Lead: Aleksandr Losevich 
Platiorm Relations Lead: Sergey Rakitskly 

Special thanks to: 
Michael Buonagurio, Jeff Johanni_gman, Chcis Keelin_g, 
Jason Matthews, Pascal Portier, Lee- St~})hen, 
Wargamlng.net 

Gametesting & Consumn11: 
Slawomir Afiarczul<, Aleksander Nowacki, Tomasz Rybak, 
Tomasz S!lny, Marcin Oktaska, Slawomlr Mootla, Cypllan 
Sala, Kajetan Najda, Szymon Gorlicl<i, Jakub Tararczyk, 
Marcin Zdeb, Artur Niedzielski, Raia! N1edz1elski, Manusz 
Osta,fln, Mfchal Smigfe!ski. Piotr Andrzejewski, Jan Pietras, 
Dave Ketch 

Archon Studio and the Archon Studio logo are TMs of 
Archon SpO!ka z o.o. Archon Studio is a ® of Archon 
studio. All rtghts reserved to their respective owners. 
© 2024 Archon. 

Archon Studio ls !ooated al Magazynowa 17 Street, Pila 
64-920. Poland. 

Actual components may vary from those shown. 

Printed components made· in Poland. Models made in 
Poland. Manufactured In Poland :and distributed by Archon 
Sp. Z 0 .0 . 

© 2015-2025 Wargaming.net. All rights reserved. 



MAST E R OF 

"! •!· 

' ' /\ D /\ STR /\ 

!' 


