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OVERVIEW

Master of Orion: Ad Astra is a 4X game Tor 1 to 4 players. Players choose one of six unigue races and become feaders of
spacefaring empires. They colonize distant worlds, develop new technologies, build planetary infrastructure. and prepare
for inevitable conflict. Through these acticns, they gather victory poinis, and the player with the mast.of these at the 2nd
of the game wins
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COMPONENT LIST

1* Rulebook 1* Tutorial Book 1* Automa Book 6* Player's Aid

18= Star Tiles 34* Planet Tiles 28* Discovery Tiles
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31 Diplomat cards 108= Tech cards 30= Starting cards

28+ Decision cards 12» Objective cards
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BASIC CONCEPTS

This secfion describes fhe basic concepls used in Master STHR TILES

of Orion: Ad Asftra, providing context for players leaming Tiles representing single stars. The following types exist:
to'play the game.
Ll 3 white stars (emply systems)

; » yellow stars,
:VICTORY POINTS g
During the game players gather vicfory points (20)

: green stars
The player with the mast 400 af the end of the game is

- 121 f : blue stars,
the winner. For more information on victory points, see
page 20 v wormholes.

For more information on star tiles, see page 45

: THE GALAXY

Each game of Master of Orion: Ad Astra is played on 2
game board pieced together from files. These files {either
alone or in & group) represent star systems. and together
make up the galaxy

:STAR SYSTEMS

A star system is part of the gaftaxy It consisis of a
single star tile, an optional planet tile, and an optional
discovery file.
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PLBNET TILES

Tiles represenfing the most hospitable planst in a star
sysiem. Pianet tiles can only be placed in the middie of
star tiles with a symbol matching the symbaol on the back
of the planettile. For more information on pianet files, see
page 43

GRS GIA

DISCOVERY TILES
Tiles representing unusual properiies of a star system
or its pfanet

Discovery flles can only be piaced on siar tiles that
have the % icon. They can only be ptaced on this icon
For more information on discovery fies, see page 49

: EMPIRE

“Empire™ is a common name for all assets belonging o
a sinole player Each empire consists of an empire board,
tech cards, and pieces.

EMPIRE BORRD

The empire board contains all the basic information
about the player's empire and iz technological progress.
This compenent is doubre-sided: one side 5 to be used
by human players, the other side by any Automa that are
in the game. For more information on empire boands, see
page 45

: PIECES

Pieces represent both asseiz of players” empires
and neutral asseis. They are placed in 3 star sysiem
and include

units,

buildings,

population dice

emgpire flags,

empire, nfluence and diplomacy tokens.

:UNITS

Units are pieces thal can move between star sysiems.
Units befonging to different empires can be recogrized
by their coler and shape Black unifs are neutral and do
not belong io any empire. Units are represented by: &
For more information on units, see page 42




: FLEET

All collective 3§ of an ampire located In & single star
system are called a fleet

: BUILDINGS

Buildings are pleces that cannot be moved between star
systems. Bulldings are divided into two groups

» orbital buildings (1€")

» planetary buildings ().

&' belonging fo different empires can be recognized by
their colors. Al B are gray. Black % are neulral and
do not beiong to any empire. For more information on
bulldings. se& page 41.
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:INFLUENCE TOKENS

Influence tokens represent political influence over a
system. and cannot move between star systems. influence
fokens belonging o different empires can be recognized
by their color and icons: For more information an influence,
soe page 37.

: EMPIRE FLRG

Empire flags represent ownership of a system and cannot
move belween star systems. Empire flags belonging to
different empires can be recognized by their color

» Orange dice: workers {[1)
Blue dice: scientists ([

HAH0

Fopufafion dice

: RESOURCES

There are four basic resources

» Food ()

» Research Points (3}

» -Production ()

» Credits (£3)
Addidionally, this icon represents any resource of the
player's choice: 2

IMPORTANT: Whenever a8 player s to fake or spend two
or more &) they can choose muitiple different types
of resources;

Each playver keeps track of their resources by using
resource tokens.

Income - of diferent resources s represented by the
following icons
Food Income ({®)

+ Research Point Income (£3%)

* Production Income (&£

» Credit Income {5#)
Each player keeps ftrack of their resodme income by
marking it with acrylic cubes on the income trackers on
the resource board

:POPULATION DICE

The values shown on four-sided  dice represent the
populations ( £%) of the plavers’ empires. Dice of different
colors represent different professions:

» Green dice: farmers ((5)

Fespurce Baard

: UNREST

Unrest () represents the aftitide of the an empire’s
citizens towards their legder. 5§ |5 alse Wacked on the
resource board For more information, see page 20




: TECH CARDS

A tech card, while in hand, allows a player to perform
an action during their tum. Once resolved, a tech card
can be developed into 2 developed technology if ceriain
reguirements are mei. For more information on tech cards,
see page 50.
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: MISSION CARDS

Mission cards provide ways o eamn A mission card
can be on the iable, where iz public mission provides all
players with goals 1o strive for every round, or kepi secret
in a player's hand, to score its secret mission at the end
of the game. Mission cards are represented by this icon:

. For more information on mission cards, see page 51.
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Mission card

: ANOMALY CAROS

Anomaly cards provide piayers with powerful single-use
bonuses. For more informaticn on anomaly cards, see
page 50
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ANOMALY

Anamaly card

- DIPLOMAT CARDS

Diplemat cards provide players with unique ways of
interacting with other players. For more infermation on
diplomat cards. see page 51
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: DECISION CARDS

Decision cards help decide how an Automa performs
its furn.
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: OBJECTIVE CARDS

Objeciive cards give players the opportunity o improve
their relations with an Automa by perferming simple tasks
farit
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: STANDARD SETUP

This section describes how o set up a standard game
of Master of Orion: Ad Astra. The standard game is
designed for 2-4 players. Up to 2 human players can
be replaced by Automa if desired. More information
aboutl Automa and how to use them can be found in the
Aufoma book

: FIRST GAME SETUP

It this Is your first game of Master of Orion:
Ad Astra rongly recommend that you start with the
intreductory scenario in the tutorial book

: GAME LENGTH

Before beginning the setup, players must cheose the
fength of the game. This cheice will defermine the: round
fimit

Standard game: 6 rounds (
Epic game: 8 rounds

mended)

The sefup may vary clightly, depending on tha:chosen
lengih of the game. grignced players. & game
is expected to |ast about 10 minutes per round for every
person playing: So, a8 standard G-round game will last
about an hour per player




PREPARING THE GAME

To prepare the game. Tollow these instructions:

!-II

Prepare Shared Decks: Shuifte the following cards

into decks and place them within reach of all players:

a) tech cards,

2] mission cards.

c) anomaly cards,

o) diplomat cards (pol all kssic dipfomal cards
aside, shufile the rest).

Create the Supply: Separate ihe foliowing
components by type and place them within reach
oi 2l players

2] Hezpurce tokens,

o) Population dice,
o Models of &,

al

Models of neutral pieces

Star tiles;

Planet tles (divide them inte piles based on the
symbols an their back sides and shuffle each
pile],

Discovery tiles (shuffie the tiles together).

Choose the First Player: All piayers roll two G-sided
dice, rerolling any ties, until one rolls higher than
the rest. The player who rolls the highest becomes
the first player.




Build the Galaxy:

Place the siaiing files (face up) In the middie of the
fable. Depending on the number of players, place
the siarfing files according to one of the layouis
below. Place a pirate base on the wormhole siar file

4 '—':E:.

T
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Prepare a sef of star files that will be used o creaie
the rest of the galaxy The set will include files
with different star colors depending on the number
of players:

2 Players: 2 green, 2 blue, 2 orange, 1 while,
1 yellow

3 Players: 3 green, 3 biue, 3 orange, 2 whiie,
1 yellow

+ 4 Players: 4 green, 4 blue, 4 orangae, 2 white,
2 yallow

Shuffle all the tiles In the seb

Starting frome the Tirst player and laking foms
clockwize, take one tile from the set and place it on
the iable While doing 5o, 3lways make sure that the
tile you are placing is:

» Adfacent o al least one starfing e 1T this s
impossible; the tile must be adiacent to o
ather iles

s Linked to at least one sfardiig file. T this 15
impossiple, the tile must be fned to at least
one other file.

Repeat this step unfil all ties have been placed.

: LINKED AND ADJACENT SYSTEMS

Star systems fhat share a border are adjacant 1o
each other. Two adjacent systems that both have a
jump point on their shared border are linked:

fhose star fies are adjacant but nof finkad

b

Draw Starting Missions: Each player draws two
mission cards

Draw Empires; Place one random empifte action
card on the table. Starting from the first player and
faking turns clockwise. each player ¢an either

=) Pick one of the empire action cards from ihe
table, then place heo new Trandom empire
action cards on the tabke

o) Pick none of the empire action cards offered.
Instead, i more are awailable, place one new
random empire action card on the {able.

¥oeep taking twmms unil all players have picked an
empire action card and skip -any player who has
already picked




fia]

Players who pick an empire actien card immediately
iake the corresponding empire board, Afier picking
an empire: board bul before placing new empire
action cards on the table, & player places one of
their empire tokens m the first available siol of the
order tracker This determines the order in which
players will take actions during the first round

They then choose any star file as their home
system. The home system must fuffill the following
reguirements

It misat have nedthera white star aor 2 wormhole
IE must ot be finked to another home system

Choose Starting Mission: Each plaver chooses
one siarfing mission from fhosze drawn in step 5
and shuffies the other back into the mission deck
Only the secret mission of this card is Imporiant.
The public mission should be ignared. Do nef show
these cards to other players.

Prepare Starting Elements: Each player receivas
all components belonging to the empire they have
chosen in the previous step:

Sets of models of units; ortdtal bufldings, empire
flags, and unrest

» A set of infiuence tokens
Asel of empire tokens

» Aset of diplomacy tokens

»  Their empire’s basic diplomat card (keep it face
down)

»  Their empire's player aid

:CHOOSING HOME SYSTEM

o o i
ane-of INsm o8]

» A planet tile
homewaorld
Fesource tokens amounting fo the value of
their chosen empire's starting resources
Aresource board

representing  their empires

A set of basic action cards




After that, each player » Places an unrest model on the first space of the
+ Takes cards for both basic technologies and unrest track (level 0) on their resource board:
if & ; Marks their income values on their resource

g [0le5 SSsigned
population and the income ability of the.ch
empire

Plates acrylic cubes on appropriate tiers of all
four technology branches of their empire board:
every faction siarts with one technology branch
Lipgraded 1o tier 1, with the remaining three st
to tier 0, as shown on their empire board.

» Places ihe planet file representing their
homewotld in thejr home system.

» Places the following pieces in ftheir home
system:

2 frigate uniis
1 battie station ASS0I

me [hat [fe-piayer cor limg the Republic of Sal

s therr starting papitation as-2 farmers and 1

|'.|

1 influence token e 2 MR Tl
1 empire-Tiag fli”f I?;JE}:E E;a:l' ; due“.h: r1:f
» Assigns roles lo the starding. population by &
placing four-sided dice on the home system's
dice siots. By ‘default, all empires staft with S Starting the first round: Place an acrylic cube in |

a population value of three, so the combined the first open sict of the round tracker.
value of the dice placed must be exactly three

FPopulation dice #
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PLAYING THE GAME

ROUND STRUCTURE

Crepending on the chosen lengih, a game of Master of
Onon: Ad Astra is played over 6 or & rounds. Each round
consists of two phases that are resolved in the following
ocrder

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

Action Phase: Most of the game takes place during
this phase Following the order dictatec by their
position on the order tracker, the players take tums
performing single actions io construct new pieces,
explore the galaxy, and engage enemies in comiat.

m

After the last player ends their aclion phase, a new round
begins. The plavers repeat this process unfil someone
frizgers the end of the game scenario or the game
reaches its round Imi After that, the piayers count their
victory points. The player with the most victory points is
the winner

: DORAFT PHASE
At the beginning of this phase, players set aside

» Al tech cards from their hand
Their 4 basic action cands
»  Their empire action card

Then they draw 5 new tech cards and

Sel 1 tech card from their hand aside as well

Ii they have 3 or more cards remaining, give them
to ihe pikayer on their leff (during odd rounds) or to
the playver on the right (during even rounds). i only
2 remain, discard them.

Repest steps 1 and 2 with the cards they were
given

i B

After cards have been discarded like this, ptayers add all
cards previously set aside to their hands and the draft
phase ends.

IMPORTANTI If the tech deck runs out of the cards, shuffle
all the discarded fech cards fo creaie a new tech deck

PLAYER'S HAND

A player's hand canconsist of the following card fypes:
» basic-action
» empire action
» fech

The players will use those cards during the action phaze
{o perform standard actions

PLAYER'S HAND'S LIMIT

A player can never have more than 78 cards in thelr hand.
It & plaver exceseds fhis imit af any poini of the game.
they must immediatety discard f=ch cards until they have
10 cards. Empire action and basic action cards cannoi
be discarded

:ACTION PHASE

The action phase is.ithe most imporiant pari of the game.
During this phase. plavers will develop fheir empires.
expiore the galaxy, and Interact with olher players.

Starting frem the first player and taking fums scconding
o the players’ positions on the order tracker; each player
perfonms:
» Any number of different free actions.
Cine standard action or pass.

The player currently resolwing their fum is known as the
active player After the aclive player performs a standard
action or passes, their tum- immediziely ends, and the
piayer who is next on the order fracker becomas the
active player This process is repested until all players
have chosen to pass. Once a player has passed, they are
skipped in the turn order for that phase.

FREE ALCTION

Dwuring their turn, a player can perform as many differant
free actions as fhey wish. All free aclions musi be
perfiormed before the standard action, and each free
action can onty be performed once ger L.

Al the beginning of the game, the players have access (o
2 types of free actions:

* Forced Labor
»  Trade Deal

Al of these are described in the Free Achons chapier
(page 20).

STANDARD ACTION
The active player plays one of ihe cards from their hand
fo perform a siandard action. The standard actions are:

» Flight © (page 23)

» -Attack € (page 25)

» Invasion 4B (page 30)

» Exploration <& (page 32)

» Growth & (page 32)

» Construction <9 (page 34)

Rasearch € (page 35)
» Diplomacy € (page 36)




:DRAFT — EXAMPLE

1. A player stari= the draft with four basic aclion cards, one empire aclion card, and one tech card from ihe
previous reund and 2els these aside

BT OCHMEN Y

Do o o st | @
a2

The player draws five tech.cards, chooses a card 1o keep:and adds this to the cards sef aside, then passes the
remaiming four cards to the player on their left.
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3. The player receives four tech cards from the piayer on their nght and chooses one of them to keep and set
aside as well, before passing the remaining three to the next plaver

4. The player receives thres tech cards from the player on their right, keeps one of them, and discards the
remaining two. They then take all the cards previoush/ set aside in their hand, which row consists of

Four basic aclion cards
»  One empire action card
» - Fourtech cards (one from the previous round and three chosen during this drafi)




PASSING AND MANRGEMENT STHEGE

When = player passes, they immediziely starl their
management stage and will no longer aet lums this
roumdd. During the management stage, they produce and
lose resources, refresh their components, and complete
missions: as described on page 32 The management
phase needs to be fully resolved before the next player
siarts their tum.

:END OF THE ROUND

After all players have passed and finished ther
management stages, the round ends, players move the
cube on the round Wracker down 1 round and the draft
phase of the new round begins.

END OF THE GAME

The game ends when one of the following events ocours:
A player owns Orion and keeps it until the end of
the next round

» A player consiructs the UDP and keeps it until the
end of the next round
A player loses their home system and does not take
it back until the end of the nexl round.

» The |ast round of the game ends

VWhen the.game ends, the players count thelr and the
player with the most wins the game

: SCORING

Al the end of the game, the players eam <! in the

foltowing ways:

» 1 to5 458 for every system owned, as shown on the
planet file
1 &4 for every 3 £k in systems they own

» 1 45 for every technology branch upgraded fo
fier 5

» 1 400 for every empire token they have at the end
of the game

y 1 4% for every system under ther influence, but
owned by a different player

:BASIC TERMS — UNREST

Various for completing their secrel mission,
finding anomaly cards, and awning specific -

Each player then loses a number of &
empire’s unrest level

equal to thelr

FREE ACTIONS

This section provides information on performing all basic
free actions. Duning every tum, Oefore the aclive player
performs a siandard action, they can perform any number
of different free aclions. At the beginning of the game,
every player has access o two types of free actions:

forced labor
trade deal

Developed technoiogies can make additional types of iree
achicns available.

Almost every free action can be performed once per ium
However, free actions with the following icon: 13 can be
performed only once per round

: FORCED LABOR (FREE RLCTION)

Force labor allows the active player to gain any number of
&) and raice their @ by 2 for each resource faken Taking
a number of resolrces that would raize their unrest lavel
over 9 is not sllowed. if the player can't gain @, they can't
periomm this action.

IMPORTANT: Empires that can't raise @ can't perform
force fdbor action

: TRADE DEARL (FREE ACTION)

The trade deal action allows the active player to exchange
resources with another player. Both players can offer.each
other any amount of &

Additionally, both players can offer 1 of the diplomatz from
their diplomat pool a5 a part of that deal The player who
decides fo do s0 can 53 what diplomat card they are
offering but cennat show it Lying is allowed.

An example of a trade deal can be found on page 22

Curing the game, an empire’s unrest level will rise and fall. Players keep track of their empire’s current 8 by moving
the unrest model along the unrest tracker on their resource board. When instructed fo raise or lower @ by g certain
amount, move the unrest model that many steps rght or leff on the unrest tracker, respectively

The number undernesath the unrest model s the current unrest level Guring the management stage, the player must
dizcard 3 number of resgurces-egual to thelr current unrest level. The unrest level can never excesd 9,




r
: FORCED LABOR — EXAMPLE
A plaver performs 3 forced labor aclion to gain 2 ). As a resuit, they increase their empire’s @ by 4, raising their
unresi levei from 0 to 2

\

Once bpoth players reach an agreement, they eichange
the promised resources and pui the offered diplomats

into play. Diplomats” infiators choose one ability to iake
effect Every abiiity may regire a specific fier of the
govemment technology branch. Sither the laroel or the

(nitiafar must have reached that tier: othenvise, the ability
cannct be chosen.

To keep track of who the initiator of a diplamat is and what
ability was chosen, the infiator places their diplomacy
token with the number representing the chosen ability
requirements on thai diplomai card. I the plaver has no
more diplemacy fokens lefi, they cannot activate any
gifect iTthe player does not have a token with the desired
number. they must use a different available effect

Liplomacy [oxens

After the diplomal is resolved or removed, relum
a diplomacy ioken Tom that diplomat to ils ownar

FORCING A DERL

The active piayer can force another player to accept their
diplomat by paving. 1 &5 In that case, e active plaver
cannct ask for any resources or dipiomats in retum for the
diplomat they are offering This follows all other niles of
trade deals

:BASIC TERMS — DIPLOMAT

Dipiomais are represenied by cards that can be
ezchanged during:the “frade deal’ o gam varnous
benefits for you or yeur trade partner. Mere about
diplomats and how {o trade them can be Tound on
the 43 page of this book

STANDARD ACTIONS

This section provides information en how to perorm all
standard aclions

REMINDER: During an aclion phass, the players
fake loms performing acliorns. Duning Iheir furn,
the active player can perform. as many aifferest
free golions as they want on fop of that hey
can either perom one single standand aciion af
pass: Affer the aclive player perfarms a standard
dolion ar passes, fheir turn immegiately ends.
When a player passes, they aiso immedialely start
their management stage and will no longer get
furns this raund.

To perform 8 standard aciion, the achive player must play
a card from their hand Some developed iechnologies
have an ability that may substitute playing the card with
a difierent cost
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Basic action, empire actien and tech cards all show a3
number of standard aciion icons. The card played must
have an icon matching the standard action the player
wishes to perform. Empire. aclion cards slso describe
an empire aclion that may be taken irsisad of 1aking a
standard action.




:TRADE DEAL — EXAMPLE

The first player wants to make a frade deal with
the second player They ofier £) and a diplomat
card im exchange for 2 The Tirst playercannot
show the diplomat they are offering, but the setond

player decides to trust them and accepis the deal

The players exchange resources, and then the first
player revesls fheir diplomat
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The first player chooses one of the diplomats
ahilities. Since the second plaver has uporaded
their government tech branch fo tier 4, the
first player chooses the ability with the highest
reguirement. They place a diplomacy token with a
commesponding icon on the card. This diplomat is
now in play.
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Once played, basic action and empire action cards siay
on the table until the playver passes, at which point they
are retumed to the playver's hand.

Flayed iech cards may be kept as developed iachnologies.

REMINDER: A pfayer can never fhiave mare fhan ien
cards i their fand I a player exceeds the mn
&t any point of the game, they must immediately
discard one o more fech cards down fo the imit.

DEVELOPING TECH CARDS

After the active player resolves 3 standard action from
a tech card that card may be kept @s a developed
technology if its research requirement is met. Any of the
player s aiready developed technologies (including basic
ones) may be discarded first

:DEVELOPED TECHNOLOGIES

Every plaver starts with 2 developed basic
fechrologies:

Laser Cannon
Chass | Shieid

These and all their later developed fechnologies
are kepi next o their empire board, Every one of
a player's developed technologies must be umgue
A player may have a number of them equal to 6
(this limit can be increased during the game)

Aplaver may use any abilities of ali their developed
technologies

Some abilifies include the L icon. When a player
uses one of these, they fip the card

:BRASIC TERMS — FLIPPING

When something fs flipped, it Is fumed onw s back.
[t can not be used until it is Fefreshed durng the
management phase.




IT the player can or will not develop a fech card, i must
be discarded

: 4 FLIGHT (STANDRRD ACTION)

The active player chooses one sysiem. They can choose
1o spend addifional io chogse one addifional systéem
per &) spant. The player can move any number of their &
individually within or from 2ll chosen systems.

A moving & may move to 3 different unit siot within the
system it is in:

Alternatively, a & may move a number of jumps equal to
it= speed characteristic (£)

The speed valte of svary

IMPORTANT RLILES:
» & beginning in one system can move io moltiple
different systems.
» -Ewvery & moves individually, cne at a time.

» Every system jumped through must have enough
unoccupied-unit slots to fit the moving &

A moving § cannot enter a system with a § or an

12 pelonging to a different player
An exhausted § cannot move.

Eefore i moves, 3 § can be overcharged to

increase itz speed

Regardless of the § speed, ihe move siops
whenever the & enters an undiscovered system,

That system is then discovered

:JUMPS, JUMP DRIVE MILESTONES
AND WORMHOLES

& jump Is every instance of 8 & moving from one
linked system to another

As a reminder, 2 adjacent sysiems thai both have
a jump point on their shared border are conzidersd
linked by every player. A player that has unlocked
the “Jump Drnve” and “Advanced Jump Drve’
milestones reduces the number of jump points
required for this to 1 and 0, respeciively

fore informalion about milesiones can be found
on page 47

All players censider these systems linked
Oniy  plavers with “Jump Drve" unlocked
consider these systems finked.

i. Only players with “Adwanced Jump Drive®
unlocked consider these systems finked

a !"

Thera is always one system with a wormmhole
(i), while several other systems can have micro
wormholes (C3)

The-system with a &) is always considéred linked
o all systams with € and vice versa. The sysiems
with £ are not inked 10 one another




OISCOVERING B NEW SYSTEM

:BASIC TERMS — UNIT STRTES A & thai enters an undiscovered system must end s

movement there and then, when all other § complete

~ their movement, discover all systems with 5. in-an ofder
Ready: The default siate of every chosen by the active player. Discovering a3 system reguires
Exhausted &: Any & that has just atiacked performing the following steps:
another sysiem s exhausted. Exhausied
& cannof move or attack but canm sl
expiore or Invade: Exhausted & are marked
by comesponding state’ lokens placed next
to them.

» Owercharged ¢&: When performing £ or O,
the: active piayer can put any of their ready
= In an overcharged state. An overcharged &
has itz 7+ increased by 1, but dunng € its
¥ reduced to 0. Overcharged & are marked
by corresponding stafe tokens placed next
to them.

Every & can be in one of three states

1. The player draws two planei file=s of the same
tvpe as the discovered siar file, chooses one of
them, maces it in the planet slot, and shuffles ihe
remaining planet tile back info the pile.

Buring the piayvers management stage. the siaies
of all their & are tesst to ready.

The state of 3 = i= marked by a comesponding state

token
G

:BASIC TERMS — UNOISCOVERED

Extialisied Cirerchanged SYSTEM

state foksr state foren Star tiles with & planet siot but without a planet
file are known as undiscovered systems. Systems
without planet slots-are nor undiscoversd

4 b

:FLIGHT ACTION — EXAMPLE

A plaver has one frigate unit in the orange
system. The yeilow sysiem has one frigate
unit and one cruiser unit. The plaver performs
a flight acton-and decides to spend 1 & 1o
move their & from two systems. Both thelr
frigate unitz (with'a speed of 2) move fo the
green system. The cruiser (with a speed of
1) cannot kKeep up and ends iis movement in
the orange system.

1

ILer Higane

Lt Lrrit




:BASIC TERMS — ENEMY

“Enemy” means any other player pigces belonaing
fo them neufral pieces, and sysiems holding any
of theze

e lype of g planel can oe iodind on e Dack of 1is e

2 The player draws two discovery fifes, chooses one,
places: it In the discovery siot and shufftes the
remaining discovery file back into the pile.

cofE oL

Frem now en, this star system undiscovered.
FINDING ORION
[f there is now just 1 undiscovered system in the galaxy,
the active player immediaiely places the Crnon planei file
and the modsai of the Guardian in that system. That system
i5 ne longer undiscoversd.

AMBUSH

if the § discovenng a system encounters a neutral it
can either perform a retreat move or stay in the system
and fight. Mere infonmation about the refreal move can be
found on page 27




: COMBAT

Combat eccurs when § of one empire or neuiral § attack
an enemy system

WINNERS RNO LOSERS

IT one side loses all of its pieces participating in @ comixat,
itz opponent wins thal combat In any other case, the
combatl ends ina draw

RTITABCKERS AND DEFENDERS
All pieces that initiaied the combat are called the atiackers
while the remaining participating pieces are the defenders.

COMBRT EFFE

During combat, players use combat effects to damage
their opponents or gain vanous advantages. Most of those
efiects are supplied by developed technologies or the
empire board.

L &S

:PASSIVE AND ACTIVE EFFECTS

Effects can affect interactions during iesis. There
are 2 types of effects

» - Passive: These are in effect whenever the
condiions listed in their description are met.
[T mo such condifion is described, they are
always in effect

»  Active: These effect= can be activated in
a test To do so. a player must choose to
spend dice with a toial value egual o or
greater than their requirement

if an abifity of any kKind starts with a keyword ihat
indicates a type of tesl (Combat, Invasion, of
Diplomacy), its effects can be used only dufing
thoze types of tests

:BASIC COMBAT EFFELTS

All players have access to an active basic combat
effect. This effect is shown on their empire board
and can be used muitiple times in every combatl.

Hasic combar effec

:TESIS

Throughout the game, the players will paficipale
in tests. During tests, players roll severdl
G-sided dice to determine the oufcome ef various
interactions:

There are three types of fests:

Diplomacy rolis
Combat rolls
Invasion rolls

T

| LASER CANNON

_m.

] 1

The active gifect af the | gser Canngfy can be

o =4 if
et i3 combat roll

Dwring a test, the parlicipating players can use
ceriain active effects. An aclive effect can be
recognized by ihe achivation icon next fo it The
number within the activation icon is the activation
cost,

All active effects can be used by spending dice
rolled during the test To activale an active effect
the plaver spends one or more dice with a total
value egual io or grealter than the activation cost
of the fest A single dice can only be used for a
single effect. and any value over the activation
cost s wasied. Afier a2 player assigns the dice
to the effects they wish to aclivate, they resolve
those effecis one by one in an order determined
by the player

Most aclive effects can only be used once per
test, but those with an infinity symbol can be used
multiple fimes per fesi The aclive player must
spend dice avery time they use this type of achive
effect.

fimes par I'J:E'-f




SPEND ACTION
It any effect requires the player to spend a specific action,
that playver must either.

» discard a card that allows them to perform the action
(discarded tech cards cannot be developed)
or

» Use 3 developed technology that allows them to
perform the action.

PHHESES OF COMBAT
To resolve combat between players. the following phases
of combat are periormed

1. Beginning  of combat; Starting with the attacker,
both sides take tumns to efther

Declare which “beginning of combat™ abiliies
and effects they waniio use, then resolve them
» Pass for the entirety of this phase of the combat

Before combat roll: Siarting with the attacker, both
sides iake turns ic either

™

Deciare which “before the combat roli® abilities
and effiects they want to use, then resolve them:

Pazs for ihe entirety of this phase of the combat

3. Combat roll: The players roll a number of dice equal
io the combined firepower (#) of all their pieces
iaking part in thi= combat. Abilities and effects used
in phase 2 that gain or lose dice adjust this number.

4, After combat roll: Starting with the aitacker both
sides iake turns to either

» Declare which “after the combat roll” abilities
and effects they want to use, then resolve them

» Pass for the entivety of this phase of the combal.

5 Damage phase: The players spend the dice io
activate “combat™ abilittes and effects. They can
resolve this step simultaneously

& Casualties phase: Players add up the total 4
dealt by ali abilities and effects they have used 50
far, then subtract the number of §J their opponent
has gained. Players then divide: this number of
damage points among enemy pieces as they
wish. Every peint of damage assigned reduces the
target’s hull points (<) by 1. A piece with 0 ==
remaining is immediaiely destroyed. For any piece
not dastroyed. you can use a do to kesp track of its
remaining -4

Disengage: if both sides still have pieces in combal,
either player may spend a €@ to disengage and
retreat all therr pieces from the combatl The attacker
decides first.

e

» If the atfacker decides o disengage, all their
pieces that participaied in the combat stay
in the sysiemis) from which they initiated the
attack.

» If the defender decides io disengage, all their
pieces that participated in the combat perform
a retreat move.

If neither player decides 1o disengage. the next
round of combat starts with phase 2.

58]

End of combat: Siaring wilh the attacker, bath
sides take turns to efther;

Declare which “end of combat abilities and
effects they want fo use, then resolve them

Fass for the enfirety of this phase of the combat.

if, at this point, one or both sides have no more
pieces paricipaling in the combat, the combat ends.

If no defenders remain in the attacked system,
move the surviving attackers & inte the
attacked sysfem, to fill as many unit slots as
possiole

All gifackers that sunrived the combat become
eshausied. Defenders don't change thelr state.
All pieces that were not destroyed dunng the
combat have their hull points immediaiety
restored

RETREAT MOVE

Some situations allow a retreat move. This follows the
same rules as the standard fiight action, but the moving
5 cannot enier undiscovered sysiems. An exhausted 5
cannof perform & refreat move. All pieces thal should
perform a retreat move bui cannot do so are destroyed.

ESCHPING
Some game effects allow a plavers § to escape
combat. When a & escapas combat, it follows the rules
of disengaging frem combat (phase 7 of the combat
description)

:RE-ROLLS

When an efieci requires players tore-roll any numbear
of dice, they re-roll all of them simultanecusly. They
cannoi re-roll the same dice twice with the use of
one effect

:DESTROYED PIECES
A destroyed «&' Is removed from the game.

A destroyved § i scrapped. Scrapped § are
placed on their c_nwner's empire board, unfil they are
exchanged for O during the management phase.
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After combat roll: Boil plavers have no effecis io play at this siage.
Damage phase (red): The red player uses fhe effects of the following weapons and the basic combat effect

LASER CAMNON
(=5 i)

|1

The Laser Camnon's effect has an activation cost of 4, so it is activaied with a dice with a vaiue of 4.
The Plasma Cannon's effect has an activation cosiof 10 so itis activated with 2 dice with the values of 6 and 4.

The red player's basic combat effect is activated twice: once with a dice with a3 value of 6, and once with a dice
with a value of &

The remaining 2 dice; each with a value of 2, cannot activate any more effects.
The red player generaied 7 4 points in total

Damage phase (blue): The blue piayer uses the active effects of the following weapons and the basic combat
effect

[30]=1

[2e]=1

—— —— ——

The Laser Cannon effect iz activaled with a dice with a value of 4

The Meutron Blaster effects are activated twice using 2 dice, each with a value of 3.

The basic combat effect is activated twice: once with a dice with a value of & and once with 2 dice with the values
of 3.and 2

The remaining 1 dice with a value of 1 cannot activate any effecis

The blue player generated 5 4F pointsin toial, but the blue player used a shield, which reduced the 4 value to 4
Casualties phase: The red player assigns 2 points of 4 1o the enemy crufser and destroys i 3 points of 4%
are assigned to the Battle Station. All blue plavers pieces have been destroyed! There are no valid tfargeis the
remaining 2 4 could be assigned io; so they are ignored.

The biue player assigns 2 poinis of 4% fo an enemy cruiser unit and another point to both enemy frigaie umits. 1
of the red player's cruiser units survivesk

Disengage: One of the sides lost all of their pieces, so this phase 15 skipped

End of combat: The red player’s remaining cruizer unit must meve into the attacked system and 5 marked as
exhausisd




COMBHT AGRHINST NEUTHAL PIELES

To resolve combat between 3 plaver and neutral
pieces. follow the phases of combat with few noficeable
differences:

Combat roll: During this siep, a player who does
not participate in the combat rofls the nomber of
dice equal io the combined firepower of all neutral
pieces in this combat.

Damage phase: During this siep, a player who
does nof participate in the combat uses the neutral
pieces’ dice to activate any combat effects available
fo neutral pieces pariicipating in this combat
Combat effects available to neutral pleces are listed
in thelr descriplions in this book

Casualties phase: Meutral pieces always fry io
assign 4% to the enemy piece with the lowest
=2 first

After the combat, the player iakes aporopriale rewards
for every neufral piece they destroyed. More information
aboul neutral pieces and rewards samed by destroying
them can be found on page 52

:BASIC INVRSION EFFELTS

All players have access to 3 basic active invasion
effect on their empire board. which can be used
midtiple times during every invasion

The aclive plaver can use this effect fo reduce the
£ of the invaded system or to steal one captured
empire foken from the player who conirols the
system. At the end of the game, every empire
token is worth 1 <0

—T.ﬂ

O
Sieal 1 capiured empire token

[}

SSIc invasion effed

L —
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mgire iokan (Reglibic of Sal)

:BASIC TERMS — CAPTURED EMPIRE
TOKEN

if 2 player has empire tokens with-an icon that does
niot match the icon of their empire, ihose fokens are
caplured, Captured empire tokens can be stolen

- (D INVASION (STANDARD ACTION)

The active player chooses one syafem. They can choose
to spend addifional £2 io chogose ane addiional system
per « 0 spent. Within all systems chosen, the schive player
may use their § o invade planeis with £} that do not
belong to them

INVADOING PLANETS

To resolve an invasion, the active player rolls a number of
dice equal to the combined # of all & parlicipating In that
myvasion and may use active invasion effects io reduce the
A\ of the system or harm its .owner in other ways:

IMPORTANT RLULES:
If two or more & invade the same system, they
invade together,
IT two or more invasions occur at the same time, ihe
acfive plaver resalves them in any order they wish
Exhausted § can invade

RESOLVING BN INVASION
To resolve an invasion, the aclive player follows these
steps

L Invasion roli: The active piayer rofis 8 number of
dice equal to the combined # value of all their &
participating in this invasion
Activaling the effects; The active player uses dice
rolled In step 1 to aclivate invasion efiects available
1o them

i

If during an invasion, the £k o 3 system is reduced
o zero, remove-lis empire flag. The active player may
immediately create one of their f in this system, aleng
with their own empire flag. This does not cost-anything
and is not treated as colonization (page 323 All & stay in
the sysiem, and the active player treais them as their own

INVASION EFFELCTS

Diuring the invasion, the active player uses invasion effecis
ta reduce the ) of the system or harm its owner in ather
ways. Most of those efiects are supplied by developed
technologies or the empire board.




:INVASION — EXAMPLE
The active (blue) player starts an invasion with & frigate and a crulser thai occupy the red players system,

1. Invasion roll: The blue playver roliz 4 dice (3 for the cruiser unit and 1 for the frigate unit) and getz the fallowing
results- 5. 4, 2, 1

2.  Using effects: The blue player activates their basic invasion effect twice: once with 1 dice with the value af &,
and once with 2 dice with the values of 4 and-2.
The red player has 2 empire tokens. One ofthem is captured and can be siclen. The blue player usesthelr first
basic invasion effect to steal that token.

The occupied system has only 1 £} The biue player uses the second basic eﬁer_:t to reduce the £\ of that
aystem to zaro. After that, they decide to seize the opportunity and piace their £& in the system. Now, the
system is owned by the blue player.




:BASIC TERMS — ANOMALY CARDOS

Anomaly cards represent Wonders that could be
found while explonng the galaxy Unless stated
otherwise, the active player can play any anomaly
card at the moment described on the card. After the
anomaly card k= played, itis discarded

CRASH SITE

Unaag O, o can coneuc
i covel kw3 O

ANOMALY

Anomaly card

: & EXPLORATION (STRANDARD
ACTION)

The active player chooses are sysiem. They can choose
to spend additional &2 to choose one addifional system
per & spent The active player may use every & in
chosen sysiems io explore anomalies

EXPLORING ANOMALIES

Every & from chosen systems can remove one anomaly
token from-the system that the $ is occupying. For every
foken removed. the active plaver draws 2 anomaly cards,
keeps one of them, and shuffies the other back info the
anomaly deck The active player does net show either
drawn card o other players

Anomaly foken

Important rule:;
Exhausted & can explaore.

:€)» GROWTH (STANDARD ACTION)
The active player chooses ane sysiem. They can choose
io spend additional = o choose ore additinnal system
per & spent Within ewvery system chosen, the active
player may create 1 new £

The active plaver may only chogse sysiems they fave
under canirol or own [page 41). The systems may. not
have enemy & or 4L

:ENVIRONMENT

The tesxt under a planefs name shows a planet’s
environmental trait.

CREATING A NEW POPULRTION

Afier choosing systems, the active player pays O for
every i they wich to create. Every {4 created costs 1 10
plus 1 © for every £} of that type aleady in the system.
For example, when there are alresdy 2 [} in the system
creafing the third costs 3 ©

If thie active player does nat have enough €, the new £k
cannoi be creaed

REMEMBER: During a single growih aclion, the active
player can only create 1 new Jk per system.

COLONIZING

When the active player creates a £k In 8 system without
any A\, they cofonize it Place their empire flag on-the
planet to mark their ownership. Then, incresse the
S in the players empire by the amount printed on the
planel file

Some empires have adaptations that adjust the amount by
which W is increased fo 2 minimum of zerad.

REMEMBER: If a plaver creates a new AL as a part of the
invasion acfien._ it is not treated ss coelonization.

platan inal redrces ife ? frem
ignefs wilh high temperafiras oy-4. When

Enet they will recene o g




:GROWTH — EXAMPLE

The aclive player periorms a growth action. Before the aclion, they spend 1 to create £k in tveo Systems

The system with 8 swamp planet has no £k Creating any type of £k in this system will cost 1 ©

The system with' Earth has 0 [N, 1 [, 8rd 2 (B Creating 2 new (I there will cost 1 O, g new (&2 O, and

creating a new (I is impossible due to the planet’s poputation limit. The active ptayer decides to create a new
therefor2 ©

W

4, The playerspends the folal of 3 D and 1 &




: € CONSTRUCTION (STANDARD
ACTION)

The achive player chooses one sysfem. They can choose

to spend additional £ to choose one additionsl system
par spent. Within every system chosen. the active
player may construct 7 single new &, B, or

The achve player may only choose systems they own
The sysiems may not have an enemy &
CONSTRUCTING A NEW BUILDING TR UNIT
After choosing sysiems fo construct in, the active player
must pay the cost of the specific pieces they wish fo
construck Some buildings cannot be constructed before
the active piayer develops specific lechnologies. These
cosiz and technology requirements can be found on page
53 and on the player's aid. For S, the costs are on the
empire board.

After paying their construction costs, the acfive player
places models of newly created pieces in the sysiems
where they were consfructed

REMEMBER: During a single construction action, the
active plaver can only create 1 new piece per system.

The aciive player may chaooese to remove (not scrap) any
of their pieces of the same type as the newly placed piece
until the sysiem has enough available ', % or £ siofs
to ftit In that case, we say that a new piece replaces the
old one.

o

:CONSTRUCTION — EXAMPLE

1. A player perorms a construction action and

spends 1 io choose 2 sysiems fo construct
pieces in.
The first of the chosen Syslems consirucls a
Hydroponic Farm. Thiscosis 2 09, The second
system constructs a frigate unit This cosis
18

= The player spends & tolal of 3 © and 1
then gains 1 L) and places the constructed
pieces’ models.




: €)» RESEARCH (STANDARD
ACTION)

The aclive piayer choozes ong branch of their tech tree
They can choose to spend additional fo choose one
additional branch per £ spent. Every branch chosen may
be upgraded once.
UPGRADING TECHNOLOGY TREE

To upgrade a chosen branch, the active playver needs fo
pay iis upgrade costin & The upgrade cost of a branch
depends on the tier the branch is io be upgraded fo, and
i= shown on the empire board. After paying this, move ihe
CUbe on a branch to the fier 1 higher

REMEMBER: During 2 single research action, the active
player can upgrade every branch only once.

:BASIC TERMS — TECHNOL G- THEE FINL |2 IFHCHES o e
An empire board contains a fech tree made of four branches:
» [ Biology & Chemisiry e 0 B =
5 Physics
Engineering

= Govermment

htuslnrar:.,l;ss starf 5t zaro. The R RISl . EEI. ETAR

=3

Upgrading a-iachrology -branch

t S )

mer 2, uniocring the Automafed

Liporading:this oranch 1o i




:RESERRCH — EXAMPLE

A player periorms a research action. They spend 1

it 1o fier three will cosi-4 €&

The playerspends 6 & and 1 & in total

Binlogy & Chemistry Is on tier zero. Upgrading it to tier one will cost 2 €% Enginesring is on tier two, Uparading

o upgrade two branches.

: & DIPLOMALCY (STANDARD
ACTION)

The diptomacy achton allows the active player to use their
influence tokens fo perform a diplomacy roll o activate
diplomacy effecis. Every influence ioken used provides
1 dice for this rofl. Before the roll, 2 singles may be
spent to0 gain 1 addifional dice. Furthermore, before the
roll, any number of diplomats from the active players
diplomat pool can be discarded to gain 1 additiona!l dice
for each

OIPLOMACY ROLL
Perdorming a diplomacy roll requires-the active player to

1. Use influence: The aclive player uses any number
of their influence tokens. Used influgnce iokens
are fiipped. 1 £ may also be spent, and diplomats
may be discarded.

2. Roll dice: The player rolis onse DG for every
influence teken they used in the previous step-{and
one additional dice if they spent 1 =, and cne more
for each diplomat dizscarded).

3. Activate Effects: The player aclivates (page 37)
diplomacy effects in any order they choose.

BASIC DIPLOMRCY EFFECT

From the beginning of the game. all players have access
o these seven active diplomacy effects

e+
o
c+
- -

Spread influence

Reassign population

Reduce unrest

Increase unrest

Hire a new dipiomat

Replace influence

Capture a diplomat




SPRERD INFLUENCE
The active piayer chooses a sysiem that mests the
following requiremenis:

» The system is not under another player's influence.

» The active plaver considers the system (inred to at
lezst one sysiem under their infiuence

REMEMBER: milestones may Increase what systems you
consider linked.

The active player places cne of iheir ready influence
iokens in the chosen system, or moves any of their
influence tokens already on-the beard indo . A moved
influence token keeps its siate unchanged.

REASSIGN POPULATION

The aclive plaver chooses a J) from one of ther systems
and changes its profession, assuming that the system's
population imit allows for that change

This effect cannof be used to mave 4k between systems

REDUCE UNREST
The active player reduces the @ in any empire by 1
The unrest level cannot be reduced below 0

INCRERSE UNREST
The active player increases the ¥ In another plaver’s
empire by 1

HIRE A NEW DIPLOMAT

The active plaver draws three diplomat cards, adds one
o their diplemat pocl, and reshuffles the rest into the
deck. After resolving this ‘efieclt, the diplomacy achion
immediately ends. Diplomats can be exchanged durning
the free “frade agreement” aclion.

REFLALCE INFLUENCE
The active piayer chooses a sysiem that mests the
Tollowing reguiremenis:

The system is under another players influence

» The active plaver considers the system linked to al
least one sysiem under their influence

The aclive player removes the influence token from
the chosen system and eiher places thelr own ready
influence foken in this sysiem, .or moves one of their
influence tokens that are ajready on the board into it
A moved inflzence foken keeps its state unchanged.

IMPORTRNT: If the player only as 1 influence token (eftin
the galaxy that token can't be removed by any way.

CAPTURE A DIPLOMAT
The active player chooses any diplomat in play, removes
it from the table, and adds it to their diplomat pool. They
dg nof rezofve the removed diplomal’s abilities. This
effect can remove a diplomat that targets any player. The
removed diplomatis no longer considered ‘in play." Affer
the diplomatl is removed, retum the diplomacy token from
that diplomat to s ovwner:

: INFLUENCE TOKENS

Infilence fokens are Used tomark a system IS under
a player’s influence_ A sysfem may only ever hiave
1 infitence ioken. This may be in & system owned
by a different player.

Because every player anfy fias & infiuenca iokens,
they may only have 6 systems under their influence
at once.

nffuence token nfisence token

(ready) {ffipped)

i Sysfem is owned by the Fsion plaver, bt i is

Lndar the irfiuence. ¢f e Darlok player




: DIPLOMACY — EXAMPLE

The active ptayer performs 2 dipiomacy action

They use the two infiuence fokens and spend 1 £, se they roll 3 dice and get the following results: 2, 4, 5
Based on the activalion costs, the piayer decides fo:

il =

» spend a dice with a value of 2 to spread their inflience te the system with no influence tokens,
»  spend a dice with a value of 4 fo reduce their empire’s § by 1
»  spend a dice with a value of 5 to hire a new diplomat.

d-infivence foken 2nd Mo used Infiuencs fokens




MANAGEMENT STARGE

Aplaver who passes immeadistely starts their management

stage and performs the following steps in order
1. Gain the first passing bonus: Tns sl player
who passes durng the round gains the following

bonuses

y 10

»  The opportunity io control pirates (see the
next page).

£ Determine the order: The aclive player moves
thiein empire ioken from fis curreni column on ihe
order tracker to the first empty siot in the opposite
column. This will determine the plaver order for the
next round of the game

I NE

3. Refresh: The active player periorms the following

=) Heady all iheir flipped influence tokens
ﬁ

&) “Heady all iheir flipped cards

FUMGHL RS

B v e ) Ly g
T wendaasa | o g s i e

c! Ready all thefr & (remove their siate tokens).

d) Takes theirempire action card and basic aclion
cards back into thelr hand:

4 Generate resources: The aciive player receives
resources as indicated by the income frackers on
their resgurce board

Any abiliies ortrafs that need to be resolved during
the management phase. ncluding the income ability
on the empire board are resolved at this step.

Additionally, during this siep, afi of ithe aclive
player's & that were scrapped during this round are
recycled into ¥ For every scrapped &, receive
= equal to its recycle value (page 46} Recycled
& are removed from the empire board and can be
constructed again

= Resolve diplomats: If any dipiomats are in play
that need to be resolved of removed afler this player
passes, the player resolves them (in'any order they
choose). All spy diplomats refumn fo their initiator's
diplomat pool, and all other diplomats refum to the
active plavers diplomat pool

Manage the unrest: The aciive player discards
resources egual to their curreni unrest level

[=p
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7. Complete missions: The player checks if they meet
the condittons for completing any public missions
The player can complete as many missions as they
like during this step.

The last bonus: Depending on the current game
round, the fash plaker whe passes during the
round efther chooses a new public mission card or
removes gne of those already in the games

I o]

After these steps are finisheq, the player’s activation engs.




: CONTROLLING PIRATES

The frst pigyer who passes during the round controls the
pirates

During the management stage, this player periorms the
foflowing actions:

If the piraie base is still In the game, place a8 new
pirate raider unit in the system with the pirate base
Afterthat. the player may skip this step or chooze 1
gystem with pirate raider units to either

move all pirate raider units here fo 8 systam
with a jump point on both sides of the shared
border.

use all pirate raider units to attack a systam
with a jump point on both sides of the shared
border. IMPORTRANTI Firate raider units cannof
attack sysiems conirolled by the active player

: COMPLETING MISSIONS

During the manzgement stage, the active player checks
fo see i they have met the compielion condifions of any
available public missions. [T they do, they take thelr empire
foken frem the completed mission card and place it on
iheir empire board. |n addition fo taking their empire foken
back, the first piayer o complete & card’s public mission
takes anocther players empire token from thal mission
card as a capiured token. A piayer whoce empire token
has been captured from & mission card £30 no longer
comgplete that mission

: CHOOSING OR DISCARDING
MISSIONS

The /zsf player to pass in 8 given round performs the
jollowing action;

I fewer than haif of the game rounds have been
compleled, the active player draws two mission
cards, chooses one fo place on the table, and
discards the cother one After that every piayer
puts one of their empire tokens on the new card
Starting with the next round, the players who enter
the manaoement stage will be able to compleie this
card's public missions, The secrel mission part of
this card should be ignored.

If at least half ef the game rounds have been
completed, the active playver removes one of the
mission cards in play All emipire tolkens that are still
on that card are also removed from the game.



OTHER RULES

PIECES IN STAR SYSTEMS

Curing the game, players will conguer many star systems
Those star systems can be improved by placing the
following pieces in them:
» Planetary buildings S
»  Orbital bullding &
» Unils §
Populations £k

: PLANETARY BUILDINGS

Planetary buildings poriray various buildings construcied
on the surface of the planet and are represented by fhe 8
icons and plastic models

Whenever 8 @ 1= created or removed from a system,
a player must place of remove an associated meodel in one
of the system’'s planetary slots

PLANETRRY LIMITS
Linfless stated otherwise, every system can contain up to
2 B A sysiem cannof have two identical & i the model
of a # is unavailable or no planetary siot is available,
it can not be constructed

e
-‘ 4 ’

Flanetary builging modals

: ORBITAL BUILDINGS

Cirbital buildings: poriray vanous buldings constructed in
the orbit of the local star. They are represenied by the &}
lcons and plastic modeis

\Whenever a +&' is creafed 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 | &' Ii-g system can contain
multiple «&, they may not be identical 1§ the model of
a (& |5 unavailable or no orbital slot is-available: it can not
be constricted

:BASIC TERMS — SYSTEM UNDER
CONTROL

A sysiem i under a p’.a',rer'; confrol when that
player has at least one & or «£* in that system

:BASIC TERMS — OWNING THE
SYSTEM

A player owns 3 system when that plaver has at
teact one £ in it

A player who owns a8 system marks i by placing their
empire fiag on it A player can only own 6 Systems:
ihe number of empite flags fhey have. When'a
player wanis to obtain a new sysiem but has no
empire flags ledt, they can always remove ihe flag
from one of their current possessions (effectively
disowming ity and place it on the new system: In this
case. remove all £ from the system from which the
flag was removed.
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tUNITS,
| Units portra¥yvanious spaceships located in @ system and
| are represenie__'f oy the & icons or plastic models,

Whenever a.._._-Ti;-;-.' created, moved, or removed from
0 sysiem, a player must mark it by placing or removing
an as=ociated model on one of the system’s unit slofs.

UNITS LIMITS
Star files have 9 unit slels, divided into 3 groups. Every S
occupies a number of unit siots depending on fs type, as
shown on the empire. beard;
Frigate unit: 1 unit siof
»  Craiser-unit: 2 unit slets
Titan: 3 unit slois
Doom star: 3 unit siots
A E can only be placed (through any means) in a

unit slet group with enough unoccupied uni siots to
accommodate it

If a & model is unavailable, it can not be consiructed.

Linit-modess

: POPULATIONS

Populations poriray cilizens of the empire. They are
represented by the-£) icons, and by the numeric values
an 4-sided dice placed on star files

Whenever a £ is created, moved to, or removed from a
system, 8 player must change the value of the associated
poputation dice, or remove it entirely.

Fopufations are divided into three roles: farmers,
scientists, and workers. These are represented as such
and have the following effects:

Farmers (/0y} are represented by green dice placed
on the green siots. Every farmer increases )%
by 1

» Scientists ([5) are represented by blue dice placed
on the blue siols. Every scientist increases 3%

by 1

» Workers (1) are represenied by orange dice
piaced on the orange slots. Every worker incregses
&% by 1

POPULHATION LIMITS

When the number of farmers, scienfists or workers in-a
system is increased, it cannot be increased above s
planet’s respective population limit

Mumerous effects can alter the population hmits, but
they can never exceed 4 or be reduced below 0. 1T for
whatever reason, population limits are changed it does
not affect any £% already present in the system

The populaiion limils can be found on planet tiles.

-
CRYSLON
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According fo these pogulation imits, planet Grysien can

s, 1 soierist and up e 2 workers

MOVING POPLULBTION

If any effect allows a player 10 move a f4 befween
systems, thal player may freely change the role of the
moving £k during the fransition. The plaver must respect
systems’ population limis:

TERRAFORMING

Unlocking temaforming  milestones increases  the
population imits of some planets_ lcons betow the planets
population limits indicate the increase in population limit
pgrovided by each terraforming iechnology

» o Terraforming: The imit of the specific { rofe
Is increased by 1 per icon when the owner of this
system unlocks the “terraforming” milestone.




bd Terraforming: The limitefthe specific
creased by 1 per icon when the owner
m unlecks the “advanced terraforming’

T,
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DIPLOMATS

Diplcmats aflow players' empires fo inferact with each
oiherin & civilized manner. Every player starts the game
with one basic diplomat, and they can acquire different
diplomats during the game by performing “Hire a New
Diplomat” or "Capiure a Diplomat” diplomacy effects

Wheneves = oo ~maceuies a diplomat, that diplomat is
added fo their diplomat pool All cards in the diplomat
pool should be placed nmexi 1o ihe empire board face
down. A player shouldn't be able io see cards in the
diplomat poocls of other players but is always sllowed 1o
ook at their own. Every player can have ug fo 3 cards n
fhetr diplomal pood. Ifa player is at his limit and receives
a new diplomat, they mous! immedisiely emove ong cad
from their dipiomat pogl and place it in the discard pile




Some abilities are in effect as long as the diplomat remains Some diplomats’ abilities are not resclved immediately,
in play. Refer to the diplomats card to see how long it but they are under some other eircumsiances specified by
should remain in play. the card. In that case. the diplomat is removed frem play
when their ability is resoived.

This dindemat remains in play urdil e en

lL




COMPONENT DETAILS

EMPIRE BOARRD (PLAYER SIDE) e :
special abilites thal £an be use

Empire boards contain the following pieces of information during the game to gain an advaniage overthe competifion.

about the empire of these abilities may vary greatly, depending
Image on the chos=en empire

Name

Home planet (page 14 (setup)) LIBERATION: When you < a system that has your

yiarting resources and tech branch ( 13 influence token, gain 1 exira B

(setup)) FEDERATION BUILDER: Your influence iokens may be

Empire icon used by the owner of the system they are in, as well as by

Spacial ahifities yoursedf. After another player uses your nfluence ioken,

afccial alemes it is immediately refreshed.

Basic invasion effect (page 30)

Basic combat effect (page 26)
Income ability (page 14)
1. Adaptivity trait (page 32)
Uniis (page 23 {flighf), page 26 (combal), page 34
(construction})
Technology iree (pag

& :THE REPUBLIC OF SOL

ElL. HOME PLANET: ERRTH

LSBERETI inen you 2 Tt s your
a Infiseroe ik, gain 1 =Sa

FEDERFTEN SRR Vhur FFluence e mny e
‘e 27y e e of e Syl Sy e I, B wed s Oy
A EnineT DT LSon: YO Infiuenor foken,
refreshad.




UNIT SPELIFICS

% in the game are described with the following statistics:
Cost: The amount of
construct this unit

Recycle Value: The amount ef £ 3 player reciaims
after the unit 1= recycled dunng the management
phase

a player must pay fo

(@em) AN

2 35 e

AMBRSSADOR: You can spread of replace
mifleence in this or inked systems.

Firepower: The number of dice this & adds to a
combat or invasion roll. Firepower is represenied by
the following icon: §

Hull Points (HP): The number of damage
points required to desiroy this & Hull points are
represenied by the following icon: =

Speed: The maximum number of jumps betwesn
linked systems this & can make during a single
action. Speed i= represented by the following
icon:.

Special: Any special abilities of that & If two or
more & with the same special ability participate in
combat, each of those § can use that ability unless
it is stated that the ability can be used enly once
per combat

All & under the plavers’ command belong to one of four
ciasses!
Fripates: The models of these & consist of many
small ships and are placed on small bases
Cruisers: The models of these & consist of two
ships and are placed on medium bases
Titan: The models of these § consist of one large
ship and are placed on large bases.

Doom: Star: The models of these 5 consist of one
massive ship and are placed on large bases

TELHNOLOGY TREE

The technology tree consists= of four trackers, each
representing one of the available technology branches
When players upgrade one of their technology branches.
they move an acrylic cube along that branch to indicate
its current tier,

The tech fres is divided info four branch

[31]
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Mext to each rew of the tree are the cost in € the player
must pay to advance a technology branch to this fier
and the maximum number of developed technologies
the player can have if al least one of their technology
branches reaches this level Each cell ofthe free containz
information about the milestone the player unlocks by
reaching this tier

Milestones with the M icon allow plavers io consiruct new
buildings:

Milestones with an empire icon ar2 unigue (0 esch empire.
Their detailed descripliocn can be found on their faction’s
player aid




COMMON MILESTONES

>

E28 Hydroponic Farm: The player can consiruct
hydroponic farms and HT TP in their systems.

EXD Termaforming: Every O icon on a planet file
increases the cormesponding population limit by 1
£l Soil Enrichment Facility: The plaver can
consiruct soil enrchment facilities and TCP in their
cysiems

L0 Advanced Terraforming: Every &= icon on a
planet tile increases the coresponding population
fimit by 1

UDP: The player can construct LUDP in thefr
cystems. At the end of the game, they recelve 1 4.

£l Research Laboratory: The player can
construct research [sboraiories and HTTF in their
systems

EID Databasa: The plaver increases the limit on
their number of developed technelogies by 2.

B0 Astro University: The player can construct
astro universities and TCP in their systems.

B} Advanced Database: The player Increases
ihe limit on their numizer of developed technologies
by another 2.

B9 UDP: The player can construct UDP in fheir
systems, Atthe end of the game, hey receive 1 L0

20 Automated Factory: The player can construct
automated facitones and HTTF in their systems
10 Jump Drive: The player considers two
adiacent systems that only have one jump point on
their shared border linked:
=1 Robo-Mining Plant: The player can construct
robo-mining and TCP plants in their systems
G0 Advanced Jump Drive: The player considers
all directly adjacent systems linked
=00 UDP: The player can construct UBP in their
systems. Atthe end of the game_ they receive 1 &0

Bl Spy Center: The player can construct spy
centers and HT TR in theirsystems

=} Better Diplomats: The player can use more
poweriul effects of diplomats.

E) Trade Port;: The player can censtruct trade
pors and TCP in thair systems.

=10 Superior Diplomats: The player can use the
most poweriul effects of diplomats,

UDP: The player can copstruct UDP in their
systems. At the end of ihe game, they receive 7 &5

RESOURCE BORRD

Addifional board that helps players keep frack of their
&S, Dy @» and &% Every change in these
incomes must be marked on the income irackers using
acrylic cubes

LUNREST TRRACKER

Far of the resource toard that helps players keep frack of
fheir empire’s §. Every change in the §§ must be marked
on the tracker using an unrest model

The numbers on the fracker represent the unrest level
During the management siage, fhe player must discard
a number of resources equal to their current unrest level

OROER TRACKER

This board helps players irack the turm order and round
number. All plavers have one of their empire tokensz
on one of the tracks in the shots marked with Roman
numerals. During the round, plavers will resolve their tum
in the order indicated by the tracker.




STAR TILES

A tile reprasenting a single star

Star file

On the rim of the tile are symbals of jumg points indicating
whether the system is linked to adjacent system on the
olher side of that shared border.

Jump point

Additionally, on some of those files, there are spols where
the following elements can be placed:
Fopulation dice
A pianet tile
» A discovery tile
» Uit models
Buiiding models

A-system with this symbol & hes a2 wormbole: It is linked
to all systems witha ¢, even if i is not adjacent,

All star files have asystem id number. You can normally
ignore this, 1 is used to decide how Automa act

i rmber

PLANET TILES

e
ICE

A tile represenfing the meost hospitable planet in the
star system. On the planet ties, the fellowing pieces of
information can be Tound

The planet’s type

The planef's environment trait

The planet’s image

Y. The number of victory points the piayer who awns

this planet receives at the end ef the game.

The amount of § the player whe colonizes this

pianet receives.

& Farmer capacity. Indicaies how many farmears can
be placed in that system.

7. Scientist capacity. Indicates how many scientisis
can be placed in that sysiem.

B Worker capacity. Indicates Biow many woriers can

be placed in that systam.

Terraforming icons

»  Terraforming - The limit of the specific £
role is increased by 1 for every O icon if the
plaver controlling this system has unlocked the

“terraforming™ milestone.

» Advanced Terraformimg =* The limit of the
specific A4 role is increased by 1 for every
¥ icon I the player controlling thiz system
has uniocked the “advanced ferraforming”
miestoneg.

==
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PLANETS TRHITS

Low Gravity: This planet has a low grawvity.

High Gravity: This planet has a high gravity.

Low Temperature: This planet has.a low temperature.
High Temperature: This planet has a high temperature.

Protected by a Space Eel: Place a space el modet in
this system. The & that discovered the system can either
stay here and fight or immediately periorm a refreat move.

Protected by a Guardian: Place a guardian madet in this
system The 5 that discovered the system caneither siay
here and fight or immediately perfiorm a retreat move




DISCOVERY TILES

Dizcovery tiles represent the nonstandard properties of a
star system. The icons on every file provide information
on its effecis

DISCOVERY TILE ICONS

tes: Place a pirate raider unit in this
tem. The fleet thal discoversd the
term can either slay here and fight or
orm aretreat move.

ce Eel: Place a space eel model in
his sysiem. The fleet that discovered the
sysiem can either stay here and fight or
perform a retrea move.

Micro Wormhole: This system has a
micro wormnole: i is linked to the system
with the &b, even if if 5 not adjacent. A
sysiem with Orion also has this properny

Asteroid Field: This sysfem has an
asteroid fisld.

Working Conditions: This system has
its worker limit changed by the number in
this:icomn.

Electromagnetic Anomaly: Flace
anomaly tokens i this system. The
number next to the icon indicates how
many tokens must be placed.

Seagrass: The player who owns this
system gains one exira %

= ~4: The playver who owns this sysiem
v one extra £5

Dark Quartz: The player who owns this
sysiem gains one exira %

Artifacts: The playerwho owns this
system gains one extra E5%




TECH CARDS

Every tech card is divided into the following fwao sections:

1 Action Section,
g2. Techrnology Section.

The action section is a8 group of icons located in the top
right comer of the card It gives infermation on what
actions can be performed when the card is played during
an action phase.

The technology section iakez up the rest of the card. If
also provides informafion on the effects the card will have
gnce the tech is developed, as well a5 on the technology
branch tier required to develop it

Binfechnology can be deveioped after the player
upgrages fheir Biplogy & Chemisiry fechnology branch
o fier 2

ANOMALY CARDS

Anomaly cards represent wonders that can be found while
exploring distant star systams.

The description of an anomaly card siates when'and how
the card can be plaved. If the descrpfion of an anomaly
card inclides the ‘Free Aclion’ keyword, the aclive plaver
can play it a5 a free acifon during their turn. All these
cards are treated as different free actions. Every anomaly
card must be discarded after use.

RICH VEINS

FREE RCTIOM
Gain2 &3

oM ST OO Sebms OSSN Mg

Anomsly card




MISSION CARDS

Mission cards provide methods of acguiring These
cards are divided info two sections:

DIPLOMAT CARDS

Diplomat Cards represent diplomiais that a plaver’s empire
can hira: They provide the following pigces of information:

Public mission: If the mission card is open on the
fable. only this part of the card matters. Players
compleia these missions during the management
ziage

Secret mission: I the mission card was chosen
during-the game seiup and iz in a playvers hand,
only this pari of the card matters. Those missions
are resolved at the end of the game.

Image

Name

Traits

Descripicn. Details on when the diplomat's abilifies
take effect and when the dipiomat is removed from
play

Abilifies. A list of abiliies thai can be used during
a frade deal fogeiher with their requirements —
the minimum levelz of the govemment technology
branch {he imifiztor or the farpel must have io use
them. A diplomacy foken with the number of the
chosen ability is placed on the card by the player to
Keep track of its effect

Tﬁeﬁ!ﬂ immedistsly. Afer the et passes,

add i io the targel’s diplomat pool

EE - The target loses 2 §.

&

=) - The target loses 4 §.

=) - The et foses B 'F.




UNITS & BUILDINGS

Name

Required Tech ORBITAL BUILDINGS -
Branch & Tier
.j—-ﬂ OUTPOST
Special s—————aPariicipates in combat.
Type & Cost » e B1 H
Siatisiics s——ts{ ] 4 2 -
Required Tech PLANETRRY BUILOINGS =
Branch & Tier I
~ Bl SPY CENTER &——
" Oiher players musl spend 3 exira value
SPeCial * T 4} tice o replace influence in this system
Type & Cost o= B0
NEUTRAL LUNITS
Naing e————FIRETE RAIOSARS
j COMBAT - Gain 1 ¥ if their enemy
SPeca S ™ has an unrest level of 2 or highes. e
Reward e—————-<REWARD: 1 @ 3 :3-!';‘_
I e —— 2 | 1 M R 2t “he
Combat Effect -——-['g: = 1 i
| PIRATE RAIDERS | SPACE EEL
COMBAT - Gain 1 § if their enemy REWARD: 3 &
| has an unresi level of 2 or higher. ’:-. W, =
| REWARD: 1 @ g AT ¥z BN 6
f1 +1 M1 e S| 23k
-1
— — THE GURROIAN
_.L e Tt X COMBAT - After every combat roll,
| TR BR5E the player must re-oll their dice with
REWARD: 3 8.3 © avakoe of 5 or higher.
@ ¢ '_P} REWARD: 5 ©
1 g !
$3 4 fH- AR $F3 45 -
W 1k El =3 4k

Maodel

& -
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HYOROPONIC FRRM
Gain 1 € and increase £% by 1.

e

&l SOl ENRICHMENT FROILITY

Gain 1 ) and increase £)% by 2.
Musi be constructed in a sysiem with
a Hydroponic Farm. Replaces the
Hydroponic Farm.

A 62

EF) RESERRCH LABORATORY
Gain 1 & and increase &% by 1.

a4 &=z

o

& ASTRO UNIVERSITY

Gain 1 & and increase &% by 2.
Must be consfrucied in a system with
a Research Laboraiory. Replaces the
Researnch | sboratory.

EXD RUTOMRARTED FRACTORY
Gain 1 & and increasze % by 1.

a4 @@=

I ROBO MINING PLANT
Gain 1 & and increase % by 2.
WNiusi be consfructed in a sy=lem wilh
an Automated Faclory. Repiaces the
Automaled Faclory.

& =2

.,

SPY CENTER

B0 TRADE PORT
Gain 1 @ and increasze {§% by 1.

A =2

@ HTTP
Hypaplznar Trenslsr Tnecking Fromioes
At the end of the game, gain 1 £

A4 O:1 &1 &1 @1

@ e
Transponder Control Plant

Al the end of the game, gain 2 453,
Mu=t be constructed in a sysiem with
the HTTP. Replaces the HTTP.

A Oz 02 62 @z

@ uopP

LiErapiznar Demorphic Prospecior

Al the end of the game, gain 3 £

st be consiucied in a syslem with a TCP
Replaces the TCP.

A O3 @83 631 @3

 S—

B8 outrosT
Parficipaies in combal
e B1

51 = 2 -

B BATILE STATION

Parficipates in combal. Musl be consbucied
in fhe sysiem with an ouipost Replaces

an oulposl s £ and <= are increased by 1
if it is placed in your home sysiem.

® 61

$2 43 -
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Emily Blaine, Jacob Blaine

Graphic design manager: Anna Gut
Lead graphic designer: Fatryk Kubiak

Graphic design: Huber Charczynski, Jekub-Jazdorficzyk,
Dawid Kopczynski, Emilia Natewajska, Przemysiaw
Mawrocki

Box cover and book cover art: Elias Stem

Miniature Sculpting and Engineering: Mariyna
Wiodarczyk, tukasz Burdziak, Jakub Sado. Tomasz
Tyrariski, Matalia Wisniewska, Kamil Kowalski, Kaiarzyna
Wylegata, Kacper Siama. Jakub Sado, Michalina Kin,
Sylwia Ciszek. Przemystaw Zwoliriski, -Adam Humeniuk,
Damian Stolarz, Pawel Filipiak

Marketing: Wikioria Budnik, Szymon Ewertowski, Kamil
Grochowski

Project management: Michal Tukan
Chief Executive Officer: Jarostaw Ewertowski
Chief Operating Officer: Michal Pawfaczyk

IP-team (Wargaming Group):

Platform & Licensing Lead; Mariya Kozenkova

Global Business Development Lead: Aleksandr Losevich
Platiorm Relations Lead: Sergey Hakitskiy
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Michasel Buonagurio, Jeff Johannigman, Chrs Kesding,
Jason  Malihews, Pascal Porier, Lee Silephen,
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Slawomir Aftarczuk, Aleksander Nowacki, Tomasz Rybak,
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Marcin Zdeb, Artur Niedzielski, Ratal Niedzielski, Manusz
Ostafin, Michat Smigielski, Plotr Andrzelewski, Jan Pletras,
Dave Kelch

Archon Studio and the Archon Sfudio logo are TMs of
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Studio. All rights reserved to their respective owners.
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Archon Studio is located at Magazynows 17:5Slreet, Pila
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Actual components may wvary from those shown.

Frinted cemponents made in Poland. Models made in
Poland. Manufactured in Poland and disfributed by Archon
Sp.Zoo
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