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The Galactic Senate has launched the 

ransgalactica Decree”: All able-bodied crewin 
the galaxy must take on the task of expanding its 

boundaries. Greatriches will come through exploring 
new planets, sharing knowledge, and establishing 
trade outposts. But reaching out to the unknown is 
not always an easy task, so each fleet must be ready to 
face conflict, both on the battlefield and in the di: 

heights of space politics. 

1n order to thrive in this game (and obtain the most 
Victory Points—VP), you will travel the far reaches of 
the galaxy, improve your fleet’s influencein all galactic 
matters, compete with other fleets for technological 
advancements, build a commercial network, and 
possibly even send representatives to the Galactic 
Senate to claim political advantages. May the best 
spacefarer win!



N COMPONENTS 

5 Control Panels 
Player boards 

1Galaxy Map with 2 sides 
2/5 players 

15 Captains (in 5 colors, 
2 per player for 4-to 5-player 
games, 3 per player for 2- to 

3-player games) 
They can perform Main and 

Secondary Actions and be sent 
to Action Planets. 

6 Starships (in 6 colors) 
Sfor the players, plus 1 extra 

needed only if someone obtains 
the Second Starship Skill tile. 

5 < 60 (20X3) Wooden Resource 

pieces (Energy, Mineral, 
and Alien) 

You will need these to pay 
certain costs during the game. 

5 Score Markers 
(in5 colors, 1 per player) 

5 Priority markers 
They will help to determine the 

20 Level markers initiative for each round. 
(in 5 colors, & per player) 

Used to indicate progress on the 
various tracks. 
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10perations Panel 
Game board 

1Lieutenant 
Needed only if someone obtains 

the Lieutenant Skill tile. 

. ; 

35 Outposts 
(in 5 colors, 7 per player) 
Used to stake your claim to 

faraway Planets and allow you 
to obtain their Resources. 

30 Crew workers 

(in5 colors, 6 per player) 
They can only perform 

Secondary Actions, but can also 
be sent to Action Planets and 

the Senate. 

25 Tech markers (5 per player) 
Used to indicate your claim to 

Technology cards. 1Round counter 
Used to track the current round 

of the game. 

5 Politics Level markers 
Used to indicate the number 

of Miningrewards and Income 
benefits on the Control Panel, 
matching your current level on 

the Politics Track. 

30 value-1Credits + 
9 value- 3 Credits 

Money to pay for things.



50 Bonus tiles: 13 Mining, 
20 Planets (8 Action Planets, 6 Pirate tokens +12 blank Pirate tokens 20 Basic Bonus (Blue), 

7Mining Planets, 4 Wilderness Planets, Some planets need to be saved from these 17 Advanced Bonus (Red) 
1Technological Terror special Planet) cruel space pirates—They provide rewards They provide all sorts of rewards 
Unknown worlds ready to be discovered. when defeated. during the game. 

15 Fleet Income tiles 10 Skill tiles =5 
(in5 colors, 3 per player) Unique abilities that make 53rd Captain iles 

They generate rewards if players unlock every crew unique e 
them—see Income on page 11 and —seepage 24. Y playergames) 5 Player Aid Cards 

Trading Actionon page 19. Keep the basics handy 
during the game. 

14 Wealth cards 14 Objective cards 
Determine the starting Resources for each Secret objectives that score points at 

player at the beginning of the game. the end of the gagme—see page 27. 
30 Technology cards (in 3 Levels) 

New abilities that areunlocked using the 
Technology action—see page 20. 

26 Mission cards (in 2 levels) 12 Galactic Decree cards 
They generate rewards if players fulfill They generate rewards if players fulfill their 
them and can be obtained through the requirements and send amember of their - 

Politics action—see page 22. Crew tothe Offices of the Galactic Senate— Stickers 
seepage I5. These can be used to decorate the wooden 

pieces of the game. You don'’t really need 
these to play though! 
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SETUP 
Place the Operations Panel on the table according to the 
number of players (3 or 4 players). 

If you ate playing with 2 or 5 players, place the corresponding 
Galaxy map on top of the Operations Panel, according to the 
number of players. 

Shufle separately both the Basic (blue) and Advanced (red) Bonusttiles. 
Randomly place them face-up onthe square spaces above the Techrology; 
Miitary, Production, Politics and the Round Track, matching the color of 
each space (place Basic Bonus tiles on blue spaces and Advanced onred 
spaces).If a space has a numberinsideit, pileup as manytiles as indicated 
bythe number.Return the remaining tiles to thebox. 

Randomly place the Basic Action Planets (the ones without Trade 
requirements) face-down on the central positions on the map, 
indicated by the sameicon. Flip all the Planets face-up. Randomly 
place a Basic (blue) Bonus tile face-up on top of each of these. 

Shuffle the rest of the Planet tiles and randomly place them 
face-down to fill up all the other positions on the Galaxy Map. 
Return the leftover Planets to the box. Flip all the Planets face-up. 
Randomly place an Advanced (red) Bonus tile face-up ontop of 
any other Action planet. 

Separate the Pirate tokens between the blanks and the ones with 
Pirates on them (Active Pirates). Shuffle the Active Pirate tokens 
face down and take as many of those as the number of players +1 
(i.e:if you are 3 players, take 4). Without revealing them, add to 
those tokens a number of face-down blank Pirate tokens to make 
the total equal the number of Planet tiles on the Galaxy Map, 
not counting the initial Basic Action Planets. Randomly place 1 
face-down Pirate token on each Planet tile, except the Basic Action 
Planets. Then, turn all the Pirate tokens face-up,removing the 

blank ones as you go and leaving only the Active Pirate tokens on 
the Planetsttile. 

Separate the Mining Tiles shown to the right of this text and 
randomly give one to each player. Shuffle any leftover tiles with 
therest of the Mining tiles and place 1 face-up on the Mining 
Action space of the Operations Panel. Keep therestin a face- 
down pile close to the Mining 
Action space. 

Shuffle the 3 decks of Technology cards separately, then draw 
3 from each deck and place them face-up on the corresponding 
slots of the Technology Track. Those will be the only ones 
available for the current game. Return the remaining 
Technology cards to the box. 

Shutfle the 4 Galactic Decree decks separately, then 
draw 1 card from each deck and place them face-up 
onthe corresponding slots in the upper part of the 
Operations Panel. Return the rest to the box. 

Shuffle the 2 decks of Mission cards separately, then 
draw 3 from each deck and place them face-up on the 
corresponding slots of the Politics Track, ordering them 
by numeric value from top (higher number) to bottom 
(lower number). Place the 2 decks face-down on the 
corresponding spaces to each side of the Mission Track. 



@ Place the Round counter on the Turn1space of the Operations Panel. 

@ Place the corresponding markers for each player on the starting positions of each track on the Operations Panel (Military, 
Resource, Technology, and Missions tracks). Place 1 VP marker per player on the 0 space of the Victory Points Track (around 
the outside of the Operations Panel). 

Set all of the Resources and Credits near the board to create a general supply. 

m The first player is the last one who traveled through the galaxy.In case of a tie, select the first player atrandom, then place 
1 Priority marker per player on the Priority Track, from left to right, starting with the first player and going clockwise around 
the table. 



Each player takes: 

0 A personal Control Panel, placing it in front of them. 

7 Outposts, placing them on the dedicated spaces on their 
Control Panel. 

1random Mining tile (see Setup Step n.8), placing it on their 
Control Panel. Then, they obtain the reward shown on their tile 
(see page 32). 

2. 2 
Q 3 Fleet Income tiles of their color, placing them 

randomlyin spaces 2, %,and 6 of their Trade Track. & Y| 

0 1Politics Level marker, placing itin the top position of their 
personal Politics Track. 

0 5 Tech markers, placing 2 on their Cargo Bay and 1 each on spaces 
1,3, and 5 of their Trade Track. 

It you are playing a 2-player game, place the 3rd 
Captain tile on this space. 

0 3 Captains and 1 Crew worker (if 2 players) or 2 
Captains and 1 Crew worker (if 3-5 players) placing them onthe 
dedicated Active Duty spaces on their Control Panel. 

0 Their remaining Crew on the Cryogenic Chambers. 

0 Shuffle the Objective cards and deal 2 to each player. These cards 
are meant to be secret, and only 1of them will be used to score 
points at the end of the game. 

Start your engines! 
Getting ready to play 

Randomly set out onthe table a number of sets of 2 Wealth cards All track advances from these cards have a total discount , 
each equal to the number of players and a number of random Skill regardless of theicon on the cards. 
tiles equal to the number of players. 

_ Starting withthe last playerin turn order and going 
backwards, each player chooses either a set of Wealth cards 
or a Skill tile. Then, starting with the first player (who picked 
last) and going in normal turn order, each player chooses 
the type of itemthey did not take in the first round (so, if you 
chose Wealth cards first, you would take a Skill tile). 

Each playerimmediately takes any resources or starting bonuses 
from the Wealth cards they chose. All Wealth cards can now be 
returned to the box. 

(%] Then players place their first Outpost and their Starship on 
n the central Planet. This will be the starting position on the 

map for all players. Each Skill tile has a special asymmetric power that applies 
to the player who owns it for the whole game. Details of all 
the Skill tiles can be found on page 24. 
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RE GAME MECHANISM 
o 3 

This game uses a worker-placement system based on 2 kinds of workers: Captains who 
may perform powerful Main Actions and Crew who can only follow a Captain to perform 
lesser Secondary Actions or visit certain Planets to perform actions there. Eachturn, 
when a Captain takes a Main Action, all the other players (in turn) choose whether to follow 
the same action with their Crew. % 

You can find a How to Play video at www.devirgames.com/transgalactica 

1 1f this is your first game, we recommend that you play with 3 or 4 players. This is a game 
~ withahigh level of interaction between players, which actually plays best at higher player 

counts, but this could present a challenge for a table filled with inexperienced players. 
‘Onthe other hand, if you enjoy the quick strategic back and forth tension of a 2-player 
experience, this may be perfect for you. 75 



©THE CONTROL PANEL 
/ Each player has a panel to keep track of their Starship’s progress and crew. 

© MINING TRACK 
Players can obtain new Mining tiles by using the Mining Main Action and placing them onthe empty slots of this track, from top to 
bottom. Each time the player performs a Mining action, they receive all the benefits shown on the tiles placed on this track, up to the level 
indicated by their progress on the Politics Track. 

© POLITICS LEVEL 
Each time a player advances in the Politics Track of the main board, they also move their Politics Level marker on this track. This indicates 
the limit of benefits they can receive when performing the Mining action (see page 19) and during the Income Phase each round 
(see page 21). 

© INCOME 
«@y| Duringthe Income Phase each round (see page 1) players receiveall the benefits shown on any Fleet Income tiles and Pirate tokens 

placed on this track, up to the Level indicated by their progress on the Politics Track. There are dedicated spaces for Pirate tokens and 
Fleet Income tiles. Itis not necessary to have all the spaces filled from top to bottomin order to gain rewards. 

© TRADE 
When players take the Trading action (see page 19), they gain Tech markers and slide Fleet Income tiles to the left, over to the Income 
area. The player’s Trade level is the highest visible number on this track. 

o OUTPOSTS 
Players keep their available Outposts in this space. On top of the track, the cost in Mineral Resources required to place each of them onto 
aPlanetis shown (1 Mineral for Outposts 2 and 3,and 2 Minerals for each of the rest). When an Outpost is removed, the player gains the 
indicated reward, and again each Income Phase (as long as there is an Income icon printed). 

o SKILL 
Each fleet has their own signature ability. These are chosen at the beginning of the game and grant a special ability unique to the player 
who hasit. They are explained in detail on page 24. 

O ACTIVE CAPTAINS AND CREW ON DUTY 
Players begin the game with a number of Captains and Crew on their Starship, but they can obtain more as the game progresses. Players 
gain the visible rewards during the Income Phase of each round, based on the workers they have not yet unlocked (meaning that the more 
Crew they have active, the smaller the reward). 

o CARGO BAY 
Players store their Tech markers, Credits, and Resources here. 

@ End Game rewards any Resource. = 
| gk Gecpegeza) 

+ As a free action during your turn, 

you can pay 1 Credit and receive 
1Energy or | Mineral resource. 

* The leftmosticon stands for l 

© MISSION LOG 
Players place the Mission cards they obtain with the Politics action here until they are resolved. 

© CRYOGENIC CHAMBERS 
New members of the crew who haven't yet become available wait in cryo-sleep in this area of the ship. 



EXAMPLE: 

o @ The player is taking a Trading action and advances their Trade Level to 4, sliding the corresponding Fleet Income tile to their 
=/’ Income section. They can now fulfill the Mission on the Mission Log thatrequires a Level 4 in Trade. 

o When taking a Mining action, the player will gain both 1 Mineral Resource and 1VP, as they have reached the required 
Politics Level of 1. 

Since they have a Politics Level of 1, during the next Income Phase they will gain1VP from the Pirate token and 1 Credit 
@N from the first Fleet Income tile. They cannotreceive the benefit of the second Fleet Income tile below it, as they have not 

advanced their Politics far enough. 

They will also gain 1VP as they have placed their 5th Outpost, plus 2 VP and 1 Resource of their choice from the visible 
Crew spaces. 
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The game is divided into 5 rounds. In each round, players take turnsin 
the orderindicated by the Priority Track from left to right, mainly by 
placing their Captains in the empty Main Action spaces in the different 
areas of the Operations Panel. This allows them to execute an action 
while benefiting from a perk for using the Main Action space. Then 
the other players may follow using the same action without the bonus 
using their Crew. This goes onuntil everyone has no more available 
workers on their Control Panel or they decide to pass. Then the 
current round is over, and the players get ready for the next one. 

General Concepts 

When anicon has a red number next to it, that means the player must 
spend that many units. 

When anicon has a black number next to it, that means the player 
gains that many units. 

When anicon appears with an Income or a Mining actionicon, 
the player receives that benefit during the Income Phase or when 
performing the Mining action respectively. 

[ 
Spend1Credit Gain3VP 

Receive 
Receive 1Energy 2P when ’ 1 Resource performing a during the Miningaction  SSEU2 tncomePhase 

When anicon has an orange diamond next to it, that means the player 
gains a discount equal to the total amount. 

O 
Discountofone  Discountof everything 

Advance on the Move your 
A ‘} Military track with Starszip 

adiscount of 2spaces 
m 1Energy and withoutany 

1Credit Energy cost 

. RESOURCES 

Energy Mineral Alien 

3 Credits are not considered Resources. Players can make 
fl”l change with the 3-Credit tiles at any moment during the 
i game. Both Resources and Credits are used during the game 
Credits  to pay certain costs. 
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Track Levels 

As you can see, all the tracks on the board and on the Control Panels 

have numbers in a hexagonal shape. This number indicates the Level 
that a player has reached on that track. 

Black and Yellow are on the third space of the Military Track, so 
they both have Level 3 on this track. Red is on the fourth space, 
so they have a Military Level of 4. Purple has reached the fifth 

space, and currently is at Level 5 in Military. 

Bonus Tiles 

Players will receive Bonus tiles from several sources during the 
game. These are divided into 2 types by color: Basic (blue) and 
Advanced (red), but that is only relevant during setup. When a player 
gets one of these tiles, they place it face upin their playing area, 
near their Control Panel. When theyreceive a Mining Bonus, it goes 
straight to the Mining section of their Control Panel. 

From that moment on, whenever they want to during one of their 

turns, they may activate their Bonus tile by flipping it face down to 
obtain its reward. Used Bonus tiles remain tace down and cannot be 
activated again until the end of the game unless a specific effect tells 
you otherwise. Thereis a glossary of all theicons on these tiles on 
page 32. 

BASIC ADVANCED 



Some of these tiles have a Miningicon. These are 
placed on the Mining section of the player’s Control 
Panel and can only be activated during a Mining 
action (see page 19). 

Round Structure 

Eachround is divided into the following phases, played in this order: 

o 
¢ 
o 

=& 
At the beginning of each round, there is an Income Phase. All players 
receive everything thatis shown for every Income icon they control. 
You don’t need to do this in turn order. 

i) 
Specifically, a player’s income can be from: 

® Planets with an Income icon where the player has 
an Outpost. 

The reward indicated in the space currently occupied by the 
player’s marker on any of the tracks on the Operations Panel. 
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Any tiles under the Income icon on the player’s Control Panel, 
up to their current position onthe Politics Track. 

Empty Captain and Crew spaces on their Control Panel (the 
tewer workers, the higher the income). 

Each time a player reaches an Income bonus on any 
track or their personal Control Panel, theyimmediately 
receive that bonus once, in addition to receiving it 
during Income Phases later. 

This player advances in their Trade track. gaining the reward 
of the first Fleet Income tile. They will not be able to obtain 

that reward in the Income Phase until they cdvance on 
the Politics Track. 



Action Phase @ Pass. When a player has no mare workers available or thereis 
no available action they can or wish to take, they must pass (you 
may take an action ona later turnif the situation changes). 

Once all players have received their income, in the turn order 
indicated from left to right on the Priority Track, each player plays 
their turn by doing 1 of the 3 following actions: 

@ Place1 of their Captains on an empty Main Action space in one 
of the action areas of the Operations Panel and immediately take 
the corresponding Main Action. 

A 

Maintenance Phase 

Atfter all players have passed, the current round ends by completing 
the following steps: 

No other Captain will be able to use this Main Action @ The player/s who has the highest Military Level 
space for the restof the phase (unless an effect gains 1 VP per space they are ahead of the second- ° + e 
says otherwise). highest player on the Military Track. In case of a tie, (NS 

i alltied players earn as many VP as the distance to 
the next-highest player. 

When a player chooses this action, after they finish their action, the 
other players in turn order may choose to place 1 of their workers @ The player/s who has the lowest Military Level loses 
(Captain or Crew) on the Secondary Action (square area) of the 1VP per space they are behind the second-lowest ‘ @ 
same action area. Each player who does so immediately performs the player on the Military Track. In case of a tie, all tied * S 
corresponding Secondary Action. players lose as many VP as the distance to the 

next-lowest player. 

@ Players take their Captains and Crew back and place them on the 
corresponding spaces of their Control Panel. 

Exception: Leave any workers on Galactic 
Senate seats on the board. 

@ 1t 3 tile was taken from the Mining Action area (see page 19), 
replace it with a tile drawn from the face-down pile. 

@ Place1 of their Captains or Crew on an available Action Planet. 
This can be done only if the player has an Outpost on that Planet 
andthe actionspace on that Planet has not already been used 
this round (see Planets, on page 18). 

4 Players update their positions on the priority track from last to 
first (fromright to left) by counting the number of empty Outpost 
slots on their Control Panel and moving their Priority marker to 
the first empty space in the matching Priority Track tier it 
needed, to the right of any existing Priority marker there. 

Note thatif you did not place any new Outposts this. 
Tound, you do not need to move your marker. 



Players continue doing this fromright to left on the Priority Track 
until all players have updated their turn order position for the 
following round. 

Advance the Round counter 1space. If the counter leaves the last 
space of the track, the game immediately ends (see page 23). If not, 
the first player receives the Bonus tile next to the Round counter 
on the Round Track. 

® @6 
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End of Round I: 
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ACTION AREAS ONTHE OPERATIONS PANEL 
@ Victory Points (VP) Track @ Galactic Senate Decrees @ Galaxy Map and Priority (turn order) Track 

@ Galactic Senate Offices @ Round Track 

There are 8 different action areas on the Operations Panel: 

Immediate Actions Expanded Actions 

@E Omni (see page 16) @ Technology (see page 20) 

s Exploration (see page 16) Military (see page 20) 

% Mining (see page 19) Production (see page 21) 

@ Trading (see page19) Politics (see page 21) 



THE GALACTIC SENATE 
1f a player has satisfied the requirements for a Galactic Decree, they may claim a seatin the Senate during their turn.In 
orderto do so, they must permanently assign 1 of their Active Duty Crew workers to the Senate. 

The first time a player claims each Decree, they take that card and zsslgn it to an empty space in one of the 4 Senate Offices, 
hen they permanently place1 of their available Crew on the Golden seatin that Office and receive the indicated reward. 1f 

ayer later fulfills the requirements for the same Decree, they may permanently place 1 of their Crew on the Silver 
seatin that Office and receive the indicated reward (they may not move the Decree to a different Office). If they do, the player 
holding the Golden seat receives 1 Credit from the supply. 

Once taken, a seatis filled for the rest of the game and is no longer available. If a player does not have any Crew available, 
they cannot claim the Decree, but they may do so later on if they have Crew available and there is still a Seat available for 

Red has managed to fulfill the criteria of this Senate Decree. They want to i improve their Military Track, so they pluce the Decree 
by that Office and assign 1 of their Crew to the Golden seat. They then advance thelr'murker on the Military Track (they could 

have chosen to advance their Trade Track instead) and gain 5 VP. 

In a later round, Yellow fulfills the same Senate Decree. She cannot choose a different Office, but she can still place 10of her 
Crew on the Silver seut of the current Office and gain the same rewurd as Red She chooses to advance onth‘e ‘Trade Track 



Omni 

. | MAIN ACTION 
Pay 1 Credit or 1 Alien Resource to perform any 
Main Action on the board (including one already 
taken). This s the only way to do the same 

@/ - action twice during one round. If that action has 
any costs, you must pay themas normal. 

w1/ 1ee 

Exploration 

MAIN ACTION 
Do the following in any order 
(or evenjust1of the 2): 

@ - Move your Starship on the Galaxy 
Mapup to1space plus 1 additional 

space for each gray Planet where you have an Outpost. Each 
movement places the Starship in a Planets orbit. Pay the Energy 47 
cost for the trip as depicted on the map for each space moved. 

Starship is currently in orbit, either before moving or at the 
end of the movement (not during an intermediate stop). Pay 

the Mineral i cost to place the Outpost as depicted on your Control 
Panel and check the requirements indicated on the Outpost site on 
the Planet, if any. Mining Planets offer animmediate reward when 
building an Outpost there. Each player cannot have more than 
10utpost on any given Planet. 

- Place 1 Outpost on an empty site on the Planet where your 

(@ 

SECONDARY ACTION 
Pay 1 Credit or 1 Alien Resource and perform 
any Secondary Action on the board. It does not 
have to be the one that corresponds to the Main 
Action chosen by the acting player. If that action 
has any costs, you must pay them as normal. 

$ 
Captain Martets, USS Challenger 

SECONDARY ACTION 
Choose only 1 of the following: 

- Move your Starship on the Galaxy 
@ Mapup to1space plus 1 additional 

space for each gray Planet where you 
have an Outpost. Each movement places the Starship ina Planet’s 
orbit. Pay the Energy /7 cost for the trip as depicted on the map on 
each space moved. 

Or... 

Starshipis currently in orbit. Pay the Mineral i cost to place 
the Outpost as depicted on your Control Panel and check the 

requirements indicated on the Outpost site on the Planet, if any. 
Mining Planets offer animmediate reward when building an Outpost 
there. Each player cannot have more than 10utpost on any 
given Planet. 

«Place | Outpost on an empty site on the Planet where your 

SPACE PIRATES 
1f the Planet is occupied by Pirates (there is a Pirate token 
onit), players cannot settle any Outposts there until the 
Pirates are defeated. Any player ending their movement 
onthe Pirate planet who has a Military Level that at least 
matches the Pirate’s strength may defeat the Pirates as a 
free action. If they do, the player removes the Pirate token 
fromthe Planet, scores the indicated VP, and places it ina 
matching space inthe Income section of their Control Panel. 
They receive that same VP reward during the Income Phase 
of eachlater round. 

1MPORTANT: Pirates can only be defeated during an 
Exploration action. 

This player's Starship is on this Planet with a Pirate token 
when she advances on the Military Track. She now has the 
Military Level required to defeat the Pirates, but will have to 
wait for a future Exploration action in order to take a free 

action to defeat them.



¢ OUTPOSTS 
Every Planet has 1 or more Outpost sites on them, but a player cannot have more than1 Outpost on the 
same Planet. 

‘Some sites have arequired Trade Level that the player must have reached on their Control Panel 
can place an Outpost on that site. 

The first plager who wants to place an Outpost on this Planet needs to have at least a 2 showing on their Trade Track, 
but the second needs at least a 4. 

¢ WORMHOLES 
Some Planets show a Wormhole. If a player’s Starship is in orbit at a Planet with a Wormhole or when they 
activate a Bonus tile with a Wormhole, they may use an Exploration action to move their Starship directly to any other 
Planet with a Wormhole, anywhere on the Galaxy Map, by paying1Alien Y resource. 



@ PLANETS 
I Each Planet is one (or more) of the following colors: green, yellow, purple, or gray. O O .gz 

The first 3 colors generate Resources (see Production, page 21), while gray Planets boost Starship movement during the 
~ Exploration action. 

O @F & 
Some Planets also have a Bonus tile on them. The first player to build an Outpost on one of these Planets takes the 
Bonus tile. 

Red has an Outpost on this Action Planet, so they can 

send a member of their Crew to activate its action: pay 
1Resource to advance 1 space on the Technology or Politics 
Track. They may do this up to 2 times with a single action. 

/ B usic Action Planet £ @ D\ Action Pldnet 
S é/é’ @ ')& There is at least one Trade 

= 
P No Trade requirement 
J'uu for placing Outposts. requirement for placing Outposts. 
& 

Yellow has just built an Outpost on this Mining 
Planet, thus gaining 1 Alien Resource. She will be 
able to do the sume each time she peiforms a 

Mining action later in the game. 

Black has an outpost on this Wilderness Planet. 
On each Income Phase, he can pay 1 Alien Resource 

in order to unlock the next step on his Trade Track. 
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- The extraction of fithium is advanting at a great pate. We Will be able to pawer our Ship’s engines for the next detade with that! 
- The thing is thet e run an nuClear reattor-powered engines, ir. You spetittally asked for those. 
- T did, didn't I7 Do you think We tan sell that [ithium anywhere in this system? 

Captain Thunderhead, The Ballistic 

MAIN ACTION 
Take the Mining tile from this space and place it 
on the Mining section of your Control Panel (do 
not replenish the tile at this time). Then receive 
thereward from all the Mining tiles on your 

SECONDARY ACTION 
Receive the reward from all the Mining tiles 
on your Control Panel up to the Level you have 
reached on the Politics Track (see page 21). Also, 
receive the reward indicated on any Planet with 

\4 Control Panelup to the Level you have reached aMiningicon where you have an Outpost. 
onthe Politics Track (see page 21). Also, receive the reward indicated 
onany Planet with a Mining icon where you have an Outpost. 

- Tused fo Sell real estate on the moon batk in'77. 
- Really? and how did that go? 
- Tt wagn't that bad... T guess it beats putting tagether a Ratk  Rall band. 

Captain Carruthers, 1SS Fonteneda 

SECONDARY ACTION 
Each player who follows does the same exact 
things, just paying the full required costs with 
no discount. 

MAIN ACTION 
This action has a cost of 2 Mineral Resources 
and 1 Alien Resource. As a Main Action, you 
receive a discount and only have to pay any 2 of N 
these 3 resources. After paying, unlock the next k. 

= space on the Trade Track of your Control Panel. 
1f there is a Tech marker there, move it to your Cargo Bay, and if there 

is a Fleet Income tile there, gain its reward and slide it to the left so 
the reward can be obtained again in later Income Phases (as long as 
you have the required Level on the Politics Track). 



Technology 

| MAIN ACTION SECONDARY ACTION 
Choose only 10t the following: Choose only1of the following: 

+ Advance your Technology marker 1step along - Advance your Technology marker 2 steps along 
thetrack. the track. 

- Place a Tech marker from your Cargo Bay on one + Advance your Technology marker 1 step along the 
of the Technology cards corresponding to your current Level on this track then place a Tech marker from your Cargo Bay on one of the 

Technology cards corresponding to your current Level on this track track or lower. 
or lower. 

1f you reach a space with Bonus tiles, take the top tile from the stack (see Bonus Tiles on page 10). 1f there are no tiles 
but there is a reward printed, obtain that reward. 

When a player encounters this icon, they can claim 1 of the 
Technology cards that are available by placing a Tech marker 
from their Cargo Bay on that card (if you have no Tech markers 

available, you cannot place one). These cards offer permanent rewards to 
the players who have placed their Tech markers on them. There is no limit 
to the number of different players who can place a Tech marker on each of 
these cards, but players can only place 1 marker on each card. Each of these 
cards worksin a slightly different way, and you can check their mechanics 
in the glossary on page 28. 

These cards are divided into 3 Levels, and there will be 3 of each 
)| Level randomly placed on the board during setup. Those 9 cards will 

remain the same for the whole game. In order to access one of them, 
players need to have reached at least the corresponding Level on the 

In order to access this Level 3 Technology card, 
a player needs to have a level of 7 on the 

Technology Track. 

Captain DeMichactis, S Flambayant 

SECONDARY ACTION 

Advance your Military marker 1 step along 
the track.In order to do so, you must have the 

Technology Level indicated below the track and 
pay 2 Energy and 1 Credit 

MAIN ACTION 

Advance your Military marker 1step along 
the track. In order to do so, you must have the 

Technology Levelindicated below the track and 
pay 1Energy and 1 Credit or 2 Energy. 

If youreach a space with Bonus tiles, take the top tile from the stack (see Bonus Tiles on page 10). If there are no tiles 
but there is a reward printed, obtain that reward. 

QNI 
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Production 

MAIN ACTION 
| Perform the following steps in order: 

+Advance your Production marker 1 step along 
the track.1f youreach a space with Bonus tiles, 
take the top tile from the stack (if any). 

- Gather Resources. Use a number of your Outposts on the Galaxy 
Map equal to the Level you have reached with your Production marker 
o produce Resources. Each chosen Outpost produces 1unit of the 
resource corresponding to that Planet's color (or one you choose in 
the case of multicolored Planets). Place them in your Cargo Bay. 

SECONDARY ACTION 
Choose only 1of the following: 

+Advance your Production marker 1 step along 
the track. If you reach a space with Bonus tiles, 
take the top tile from the stack (see Bonus Tiles 
onpagel0). 

or.. 

- Gather resources. Use a number of your Outposts on the Galaxy 
Map equal to the Level you have reached with your Production marker 
o produce Resources. Each chosen Outpost produces 1unit of the 
resource corresponding to that Planet’s color (or one you choose in 
the case of multicolored Planets). Place them in your Cargo Bay. 

@) 

ug 1 million per year far the next 5 years. Cagh. 

- The Senate needs ta pags the bill on toffee SWeateners. We really don't have an apinion an that, do we? 
- Galactit Sugar Holding is offering 3.6 million to vote against the bill. Stevia Enterprises tells us that if we Vote for it, they will pay 

- Well, ta be honest, Tve atways laved that sweet faste of Stevia in my marning toffee. 
Captain Marstimallon, WFG Ttebreaker 

5 | MAIN ACTION 
- Choose only 1of the following: 

- Advance your Politics marker 2 steps along 
the track. 

or.. 

- Advance your Politics marker 1 step along the track 
and pick 1 of the Mission cards you have reached (from bottom to 
top), placing it on 1 of the 2 slots of the Mission Log on your Control 
Panel (if available). Replace the Mission card at the end of your action, 
adjusting the order of the cards by number if needed. 

POLITICS LEVEL MARKER 
[ 

SECONDARY ACTION 
Choose only 1 of the following: 

- Advance your Politics marker 1 step along 
the track. 

or... 

- Pick 1 of the Mission cards you have reached (from 
bottomto top), placing it on10of the 2 slots of the Mission Log on your 
Control Panel (i available). Replace the Mission card at the end of 
your action, adjusting the order of the cards by number if needed. 

Each time a player advances a step in the Politics Track, they also 
advance their marker 1space on their Control 

Panel. This marker indicates which 
benefits the player will receive 
when performing a Mining 
action or during the 

Income Phase. 



@ MISSION CARDS 
These cards are divided into 2 decks, and there will always be only 3 cards from each deck on the board. These cards are 
arranged in numerical order from top to bottom (higher number on top), cbserving the numbers in the top left corner of 
the cards. . 

Players can obtain these cards during the game, and they will place them in the corresponding slots of the 
ion Log on their Control Panel when they do. They can only take cards up to the Level they have reached 

with their marker on the Politics Track (for example, you won't be able to access cards from the upper deck until 
youreach the 5thlevel on the Politics Track). Players can only have up to 2 Mission cards at a time. In order to obtain a new 
Mission if both slots are full, they mustreturn one of the same Level to the board to replace the one they just took, and re- 
arrange the cards in the proper order if needed. If there is an open space after a Mission card is taken, replace it with a card 
from the appropriate deck. 

Each of these cards has anindicated costand a requirement onthe left side. As soon as the player can fulfill the requirement 
and pay the costduring their turn, they collect the indicated reward and discard the card from their Mission Log, leaving it 
face-down in their playing area. Mission cards can be fulfilled at any time during the player’s currentor future turns as a 
free action. There are 3 different types of Missions: 

Commercial Missions (purple left area) 

Have Trade requirements 

War Missions (red left area) 

Have Military requirements 

Cultural Missions (blue left area) 

Have Technology requirements 

Red has reached the 5th level on the Politics Track, so when Later on, as soon as they have a Military Level of 4, they can 
they decide to take this action again, they can claim this pay 3 Energy Resources to gain 5VP and 2 Alien Resources, 

Mission card and place it in their Mission Log. and move their Starship 1 space to a new Planet \A{itfiuhlt* 
: paying the Energy cost. - 
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Atter the 5thround of the game, each player does the following: ¢ \ 

*I SCORE 1OF THEIR 2 OBJECTIVE CARDS, OF THEIR CHOICE 

*I EACH CREDIT THEY HAVE LEFT GENERATES 1 VP 

== 
*I EVERY 3 RESOURCESIN THEIR CARGO BAY (ROUNDED DOWN) GENERATES1VP [ _1t a1 

At this point, whoever has the most points is the winner! In case of a tie, those players will peacefully share their dominion of the galaxy... at least 
for now. 

There is no final Income Phase at the end of the game. Points are awarded only for Resources and Credits you have left over at the end of the 
last round. 
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N @ SKILLS 
o 

— o o — — 
During setup, take the You startat Trade Level 2: You start with 1 additional 
Lieutenant figureinstead Slide your first Fleet Income Crew onActive Dutyanda 
of 1 of your Crew. This tile over to the Income area second Outpostplaced onan 
character can only be placed during setup. Unlock the Action Planet of your choice 
onSecondary Action spaces, Tech marker. during setup (update the 
but it performs the Main Priority Track accordingly). 
Actioninstead. 

Place the Technological Personal Wildcard action Place the Second Starship 
Terror special Planetin 
your playing area.lt offers 
a private multicolor Planet 
with aportable Wormhole 
and a Mining bonus of 2 VP. 

Advance 1step onthe 
Politics Track during setup. 
Also, you mayaccess 
Mission cards available 

1step onthetrack further 
thannormaland witha 
discount of 1 Resource. 

space: Only you can place 
1ofyour Captains or Crew 
here to take any actionon the 
board. It works like the Omni 
action, but without the extra 
cost (see page 16). 

Advance | stepon the 
Military Track during setup. 
Also, gain 2 VP each time 
any player gets a Military 
advance from cards or 
Planets. 

Atthe end of setup, 
randomly set aside 3 Basic 
Bonusttiles and 2 Advanced 
Bonus tiles from the leftover 
bonus tiles. You may use 1of 
these once per round. 

At the beginning of each 
Income Phase, for each 
Resource type or Credits 
that you have 0 units of, you 
gain1l. 

alongside yours. You may 
splitthe total movement 
value of the Exploration 
action between your 
2 ships. 

Also, you have an additional 
move, which can be either 
a free space on the map or 
placing an Outpost. If you 
take the Secondary Action, 
you may use this power to 
move both ships 1space 
or move 1and place an 
Outpost. 

EXAMPLE: 
1t you take the Main Action, 

assuming you have 1 gray 
Planet, you could place up 
to 2 Outposts using both 
ships and move one of 
them, or you can move both 
1space and place 1 Outpost. 

Seepage 18 

o] 

PRODUCTION ACTION EXPLORATION ACTION 

ATradeiconinside an Outpost site indicates 
the required minimum Trade Level the player 
must have on their Control Panelin order to 
place an Outpost there. 



GREENMINING PLANET 

Outpostrequirement: 
Trade Level 

MINING: | Mineral or 1 
Energy Resource during a 
Mining action. 

MULTICOLOR 
MINING PLANET 

Outpostrequirement: 
Trade Level4/6 

MINING: 3 VP. 

GREENMINING PLANET 

Outpostrequirement: 
None/ Trade Level 4 

MINING: 2 VP. 

PURPLE ACTION PLANET 

Outpostrequirement: 
/4) None 
,& ACTION: Up to 2 times 
s per action, pay 1Resource 

toadvance 1step onthe 
Technology or Politics Track. 

YELLOWACTION PLANET 
Outpostrequirement: 
None/ Trade Level 1 

ACTION: Up to 3 times per 
action, pay 1 Resource to 
gain1VP. 

YELLOW 
WILDERNESS PLANET 5 

Outpostrequirement: 
Discard 1Crew from 

Active Duty 

EFFECT: During the Income 
Phase, gain | Cradit. 

PURPLE MINING PLANET 

Outpost requirement: 
Trade Level 2 

MINING:1 Alien Resource 
during a Mining action. 

GRAY MINING PLANET 

Outpost requirement: 
Trade Level1 

MINING:1VP. 

GRAY ACTION PLANET 

Outpost requirement: 
None 

ACTION: Move your Starship 
to aPlanet with a Wormhole 
for free and gain 1 Alien 
Resource. 

GREEN ACTION PLANET 

Outpost requirement: 
None 

ACTION: Gain 1 Credit 

and1VP. 

GREEN /GRAY 
ACTION PLANET 

Outpost requirement: 
Trade Level1/2 

ACTION: Perform the 

Exploration Main Action. 

GREEN 
_ WILDERNESS PLANET 

Outpost requirement: 
Discard1Crew from 
Active Duty 

EFFECT: During the Income 
Phase, advance 1step onthe 
Production, Technology, or 
Politics Track. 

GRAY 

WILDERNESS PLANET 

Outpostrequirement: 
Discard | Crew from 
Active Duty 

EFFECT: During the Income 
Phase, pay 1Alien Resource 
tounlock the next step on 
your Trade Track. 

GRAY MINING PLANET 

Outpostrequirement: 
Trade Level & 

MINING: Advance 1step on 
the Production Track. 

YELLOW MINING PLANET 

Outpostrequirement: 
Trade Level 2 

MINING: 1VP. 

YELLOW ACTION PLANET 

Outpostrequirement: 
None 

ACTION: Gainany 
2 Resources. 

PURPLE ACTIONPLANET 

Outpostrequirement: 
None/ Trade Level 1 

ACTION: Activate all of your 
Mining Planets like in the 
Mining action, but do not gain 
any Mining rewards from 
your Control Panel. Then, 
gain2 VP for each Mining 
Planetyoujust activated. 

YELLOW/PURPLE 
_ ACTIONPLANET 
Outpostrequirement: 
Trade Level2/4 

ACTION: Place 1 of your Tech 
markers on a Techriology card 
you have access to OR obtain 
aMission card you have 
access to. 

PURPLE 
WILDERNESS PLANET 

Outpostrequirement: 
Discard 1 Crew from 
Active Duty 

EFFECT: During the Tncome 
Phase, pay 1 Credit to advance 
1step onthe Military Track. 

TECHNOLOGICALTERROR y 

*Special, only available with 
the corresponding Skill tile 
(see page 6). 
MINING: 2 VP, 



See page 6 
o 

Check all these icons on page 32. All track advances from these cards have a total discount ({}), regardless of the icon on the cards. 
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N [illill GALACTIC DECREES See page 15 

Have Outposts on 3 Planets 
of different colors. 

Have Outposts on 
3 Action Planets. 

Have Technology and 
Politics Level 6. 

Fulfill at least 1 Mission of every 
type: Commercial, War, and 

Cultural. 

Have Outposts on 3 gray 
OR 3yellow Planets. 

Have Outposts on 
3 Mining Planets. 

Have Trade and 
Military Level 4. 

Claim at least 
3 Technology cards. 

D@ # 

Have Outposts on 3 purple 
OR3green Planets. 

Have Outposts on 3 Planets 
of different types: Action, 
Mining, and Wilderness. 

Have 3 Pirate tokens 
onyour Control Panel. 

Fullfill at least 3 Commercial 
OR 3 War Missions. 



o 

See page 6 / 
[ 

3 VP for each Pirate token 
collected OR each 

fulfilled War Mission. 

4 VP for each fulfilled 4 VP for each fulfilled 
War Mission. 

4 VP for each fulfilled 
Commercial Mission. 

2 VP for each claimed 
Cultural Mission. Technology card OR 

each tulfilled Mission. 

3 VP for each Outpost on 
a purple Planet (including 
multicolored Planets). 

2VP for each Outpost on 
the Galaxy Map OR each 
claimed Technology card. 

4 VP for each Outpost on 
agrey Planet (including 
multicolored Planets). 

3 VP for each Outposton 
a green Planet (including 
multicolored Planets). 

3 VP for each Outposton 
a yellow Planet (including 
multicolored Planets). 

3 VP for each Outpost 2 VP for each Outpost on 1VP for each level on the 
placed on a planet with a the Galaxy map + Technology, Politics, and 

Trade requirement. 1VP for each leftover Production Tracks. 
Resource (in addition to 
the usual VP for leftover 

Resources),uptoa 

maximum of 12 VP. 

5 VP for each Pirate token 
collected. 



= TECHNOLOGYCARDS See page 20 

LEVEL1 
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Each time you obtaina 
Technology or Mission 

card, gain 1VP. 

You may pay 2 Resources 
of your choice to use a 
Wormbhole (instead of 

1Alien). You also gain 2 VP 
when doing so. 

Each time you gain a Trade 
or Military symbol (from 
Mission cards), gain 1 VP. 

Each time you take an 
action onan Action Planet, 

gain2 VP. 

Each time you advance 
on the Production 

Track, you also gather 
Resources as if you were 

l taking a Production 
action (meaning that if 

| you take the Production 
Main Action, you gather 

l Resources twice). 
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Every time you unlock a 
new space on your Trade 
Track, you get a discount 

of 1Alien Resource (so, you 
pay only 2 Minerals). 

LEVEL 2 

Each time youmove your 
Starship, gain 1VP. Also, 
you may move 1additional 
space without paying the 

extra Energy cost. 

Each time you advance 
on the Military Track, you 
may also advance 1 step 
onthe Technology OR 

Politics Track (paying the 
normal cost). 

Each time you take a 
Mining action, you gain 
1extra Resource of your 

choice and 1VP. 

You mayhold a 
3rd Mission card. 
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Eachtime youtake a 
Secondary Action, 

gaini VP. 

Youreceive a discountof | 
1Credit when completing 

Mission cards. 

Once perround, youmay 
pay 1Alien Resource to gain 
2VP and flip over and re- 

useaBonustile.1f youdo so, 

discard the Bonus tile. Flip 
your Tech marker to indicate 

that youhave used this 
ability for the round. 

Each time you take an 
Exploration action, 
advance 1step on the 
Production Track. 

During the Maintenance 
Phase, double your VP 

| gainif you are at the top 
for Military or avoid losing 
VP if you are at the bottom. 
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Eachtime you claim a Seat 
in the Senate, gain 3 VP. 

You may place an Outpost 
on Action Planets even 
when there are no 
available sites. 

Once per Round, you may 
'use an action on an Action 
Planet with an Qutpost 
that belongs to another 
player. Flip your Tech 

marker to indicate that you | 
have used this ability for 

Your Technology and 
Politics Levels are 1 Level 

Your Captains cantake 
Main Actions already used 

higher than the one shown | by other players, and if you 
by your marker. do, nobody can follow. 

the round. ; | 

| 

LEVEL 3 

7 @ee | T eee 
AN 5 X, 1 WA QX | &%k 

END GAME: ‘Onceperround,youmay | ONE TIME ONLY: END GAME: END GAME: 
Gain1VP per Level on 

your Trade and 
Military Tracks. 

take a Secondary Action 
with the full benefits ot 

| the Main Action. Flip your 
| Techmarker to indicate 

that you have used this 
ability for the round. 

Immediately advance 
1step on the Military 

Track OR unlock the next 
space on your Trade 
Track. You may pay 
2 Alien Resources to 
get both benefits. 

Gain 1VP for each level 
you havereached on the 

Production Track. 

Gain1VP for each Tech 
| marker of any color 
| (including yours) onall 
Technology cards where 

| you have a Tech marker. 

2 @88 

e 
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ONE TIME ONLY: 
Immediately take any 
1Main Action without 
using any Captain 

or Crew. 

END GAME: 
Gain1VP per Level on 
your Technology and 

Politics Tracks. 

END GAME: 
Gain 2 VP additional 

per item scored on your 
Objective card, upto a 
maximum of12 VP. 

For example: With the 
3 VP for each yellow 
Planet card, you get 

2 additional VP for each 
yellow Planet. 

‘ ONE TIME ONLY: 

Immediately place an 
Outpost onan empty 
Action Planet site. 

ONE TIME ONLY: 
Immediately fulfill a 

Mission card from your 
Mission Log, either 
ignoring the cost OR 

requirements 
(but not both). 



MISSION CARDS See page 22 

LEVEL1 

©° 

COMMERCIAL 
Cost: 1 Mineral 

Requirement: none 
Reward: 1 VP, | free Starship 
move without any Energy cost 

WAR 
Cost: 1 Energy 

Requirement: none 
Reward: 1 VP, 1 free Starship move 

without any Energy cost 

CULTURAL 
| Cost1Mineral and 1 Energy 

Requirement: rione 
Reward: 2 VP 

CULTURAL 
Cost:  Mineraland 1 Energy 

Requirement: Technology Level 1 
Reward: 2 VP, advance 1step on 
the Politics Track (paying the 

normal cost) 

38 
@1 

WAR 
Cost: 2 Energy 

Requirement: Military Level 1 
Reward: 2 VP, 1 Alien Resource 

COMMERCIAL 
Cost: 2 Mineral 

Requirement: Trade Level 1 
Reward: 2 VP, 1 Credit 

CULTURAL 
Cost: 1 Mineral and | Energy 

! Requirement: Technology Level 2 
’ Reward: 3 VP 

COMMERCIAL 
Cost: 2 Mineral 

Requirement: Trade Level ], 
Outpost on aMining Planet 

Reward: 3 VP, advance Istep on 
the Production Track 

Cost: 2 Energy 
Requirement: Military Level 1, 
Outpost on an Action Planet 

Reward: 3 VP, advance 1 step on 
the Technology Track 

| U) % ] 

| | 2 

| yl 
| 3] @ 

| COMMERCIAL 

Cost:1 Energy and 1 Credit | Cost: 2 Mineral and 1 Alien 

Requirement Military Level 2 Requirement: Trade Level 2 
Reward: 3 VP, 1 Alien and | Mineral | Reward: 3 VP, Credit, | Energy 

Resource Resource 

COMMERCIAL 
Cost: 2 Mineral and 1 Alien 
Requirement: Trade Level 2, 
Outposts on 2 Planets of 

different color 
Reward: 4 VP, 2 free Starship 
moves without any Energy cost 

WAR 
Cost: 2 Energy and 1 Credit 

Requirement: Military Level 2, 
1 Qutpost on 1 Planet, 1 Pirate token | 
Reward: 4 VP, advance 1step on 

the Trade Track at no cost 

CULTURAL 
Cost: | Mineraland 1 Energy 

| Requirement: Technology Level 2, 
| Outposts on 2 Planets of the 

same color 
I Reward: 3 VB, place a Tech marker 

_| onanavailable Technology card 

DEVIR CONTENIDOS S.L. 

ViaAugusta 153, Entl. 

08021Barcelona 

www.devirgames.com 
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COMMERCIAL CULTURAL 
Cost: 3 / Cost: Cost: 2 M) 

Requirement: 

1. 5&5’ 

COMMERCIAL 
Cost: 2 Mir, 

Requiremes Requirement: 

| P58 & 
L5 ~ fla& 

COMMERCIAL or \ CULTURAL COMMERCIAL 
Cost: 2 Mir 1 2 Costz 2 M, Costz 2 Al { 

Requirement: Requirement: T 
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Captain Crew 
(page12). (page12). 

) 

Energy Resource Alien Resource 
(page 10). (page10). 

. 
o o o o 

a7 - FreeMovement - 
) victory Point Move your Starship 

: (page 10). without any 
5 o . ~ Energy cost. 4 

] i Temporary Military 
JrackLevst lntioe Levelincrease of 2 
o= 1 gc 98y Levels untilthe end of 
pazciok theround, 

° o 

Exploration Action Mining Action 
(page16). (page19). 

———o0 o—— —— —— o 

Technology Action Military Action 
(page 20). | (page20. 

s 5 
Advancement ona A 
track-Inthiscase, Advancement of 1 
2 stepsinProduction onatrack (page 2I). Pags 
(page 21). 

— = o o o 

::l:l::::;:: 5 Place a Techmarker 

this Levelon atrackin ;" al:"‘“l:'ld’lerd 
orderto carry out the ECIM0 gy carc, 
action-Inthis case, e 
having aTrade Level ’ 
of 3 or higher. Income Phase 

gh:e — 0 ==z (page ). 

Place1Outpostona P 

Planet, paying any & .”"' W P 

{;;Z‘;‘.’n“‘s's Advanced Bonustile 
o (page10). 

:;::: 13‘;"“5 gl  Your Captains can 
e,fl take aMain Action 

0 already used by 
another player and 

xZ Double your rewards nobody can follow. 
=&%3 inthelncomePhase. o — —o0 

Gain9 
Victory 

P £ 

Move your Starship 
and Place an Outpost 
immediately, for free. 
Gain 6 Victory Points. 

Advance one space 
in the military track 
OR the trade track 
for free.Gain5 

Victory Points. 

Total discount. You 
don’t needto pay any 
costatall 

o o o — —o 

Outpost Credit 
(page17). m”r (page 8). 

) 

’ : Any Resource e b 
page 10k €=4  orAlien)(page10). 

o 0 o 0 
 Move your Starship ’ 

$  toaPlanetwitha Wormhole 
@ Wormhole (without (page?). 

~ payingany cost). 
- — o — — — o 

- Temporary Trade 
Levelincrease of 2 ‘Omni Action 
Levelsuntil the end of (page16). 
the round. 
_— — o 

Trading Action a 5 
(page19). ‘ Any Main action. 

. . 
o o — — ] 

? 
Production Action Politics Action 
(page 21). I\ (page 21). 

_ 

Advancementon issi 
any of the indicated Sl 
tracks. s 

Obtain 1available m War Mission 
Mission card. (page 22). 

. 
o— — - g o—L ol E 

Benefit obtained 
during the Income r ‘Commercial Mission 
Phase - Inthis case, @ (page 22). 

€% 1Credit. 
(page 11). © ~ 0 

o— o Move 1Crew from 
your Cryogenic 

Miningtile Chambers to Active 
(page 10). * Duty(page®). 

o — —o 
o ] Discount. You don’t 
i - .o dto pay the 

A%  DuringaMining ‘ oes 
M1 action, gain1 Mineral Tesource By the B | e * orange diamond. 

Move1Crew from your 
Cryogenic Chambers to Active 
Duty, get 2advancements 
on any onetrack (or one 
advancement on any two 
tracks), for free. 
Gain 4 Victory Points. 
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.Errata 

FAQS AND ERRATA (SPRING 2025) @ A 
J 

4 Erratain Level 2 Mission card, number 18 

A bar between the planets is missing, meaning one OR the other (as can be read in the card’s text in the rulebook, page 31) 

€ Erratain Level 2 Mission card, number 19 

A bar between the planets is missing, meaning one OR the other (as can be read in the card’s textin the rulebook, page 31) 
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© Page4- SETUP 

O 

- When placing Planets during Setup (page ), first shuffle separately the 4 Basic planets (the ones with the action icon AND WITHOUT 
TRADE REQUIREMENTS ) 

-1f any Action planets are placed in other spaces of the map (meaning not in the starting basic positions), place an Advanced (red) 
Bonus tiles face up above theminstead of blue ones. 

- Bonus tiles. Where it says: “Randomly place them face-up on the square spaces above the Military and Resources Tracks, the Action 
Planets, and the Round Track, matching the color of each space” it should say: “Randomly place them face-up on the square spaces 
above the Technology, Military, Production, Politics and Round tracks, matching the color of each space”. Bonus tiles are always 
placed Face-up. 

- Minig tiles. Players randomly receive 1 of the following Mining tiles: 1 Mineral, 1 Energy, 1Alien, 1 Free Movement. If itis a 5 players 
game, shuffle in the 1 victory pointtile as well. 



<> Page13, The image shown in the top left represents an impossible situation in the Priority Track. During round 1 markers are placed 
in order from left to right, with no empty space between markers. 

<> Page 29, Technology card number 16. Where it says: “claim a Galactic Decree” should say: “claim a seat in the Senate”, meaning that 
you get the victory points when you send a crew member to the Senate (whether it is the Golden or the 
Silver seat). 

< Page 29, Technology card number 28. In the example it should say 3 VP instead of 4 VP (yellow planet card awards you 3 VPs as 
you can see in page 27, second row, first column). 

‘ Page 30, Mission card number 5. The reward is 2 VP (as it is shownin the card). 

© Page 30, Mission card number 8. The reward is 3 VP (as it is shown in the card). 

£ Page 30, Mission card number 11. The reward is 3 VP (as it is shown in the card). 

@ Page 30, Mission card number 13. Requirement should read “Trade level 2, Outposts on 2 Planets of different color”. 

© Page 31, Mission card number 20. You don't pay the Alien resource cost, as it is shown in the card. 

_FAQs 

< Page 24, second skillin the first row. As you start at Trade Level 2, you unlock the Tech marker. 

< Page 8- THE CONTROL PANEL - Outposts 

When an Outpost is removed, the player gains the indicated reward, and again each Income Phase if the Income icon (the open hand) 
is printed. 

<> When areward from abonus tile or a card gives you an advance in one track, isit free or do you have to pay for it? What about 
Exploration actions? 

Regarding tracks, you always have to pay the cost of the Main Action space, unless the discount or total discount symbol appears 
on the reward. The only exception to this is the 3 wealth cards that have an errata, and the Galactic senate rewards, that are 
always free. 

Regarding Exploration, unless a discountis indicated, you need to pay the Energy cost of moving the Spaceship and the usual costs 
of building Outposts. 

@ Move1Crew from your 
X ’ iy . Advance one space ~ Cryogenic Chambers to Active 
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<> What s the meaning of the Galactic Senate rewards? 

Victory Points. tracks), for free. 
Gain 4 Victory Points. 

<> Whatis the meaning of the printed reminder in the Cargo Bay space of the personal board? 

First line means that the capsule symbol is equivalent to any resource (Energy, Mineral, and Alien). Does not 
mean that you can exchange any resource for another one. 

Second line is areminder that as a free action you can change a credit for one Energy or one Mineral. 
Remember that credits are not resources. 

< Are multicolor planets considered grey planets too? 

Planets are considered of the colors printed on them. If color grey is printed there, then yes. If you’ve got an outpost on them, your 
movementincreases in 1 step.



<> How does the permanent wormhole work on the Skill tile (see page 24)? Can you just always pay to use a wormhole no 
matter where you are? 

1t works like the ones printed on the board or Bonus tiles. The idea beneath the special tile is that you have a portable wormhole, 
that you can use wherever your spaceship is. 

< Can you provide more information about the Technological Terror Special Planet (see Skills on page 24)7 

This skill grants the player a private multicolor Planet with a Wormhole and a Mining bonus of 2 VP. You place this planet near 
your personal board, and itis treated as if you have an outpostin it (but you don’t have to place it). It means that you have a portable 
planet (think of a certain Star of Death) with an utility wormhole (which means that you can travel to other planets with wormholes, 
paying the costin Alien Resources as usual). Itis also a multicolored planet, so you can obtain resources during the Production 
action. This planet is also a Mining Planet. 

< Canyou clarify the second starship skill? 

The additional move can be either an additional step on the map (for free) or placing an outpost. It triggers only with the 
exploration action. 

. When do youreplace mission cards? 

When a card is taken, it is replaced at the end of the player’s action. Then players should declare their Secondary actions in turn 
order as usual. Re-arrange cards in numerical order if needed (observe the numbers in the top left corner of these cards). 

<> Whathappensif you pull back more crew than you have spaces for? 

1t you pull more crew during the turn you can use them, but at the end of the round if you don’t have enough space, you put the 
excess back to the Cryogenic Chamber. You cannot freeze the Lieutenant. 

<) What happens if you gain a seventh mining tile? 

You can’t take more mining tiles it you don’t have space to store them. 
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