


COMPONENTS

12 pieces of tape
included

To assemble ship board:
Apply 3 pieces of double-
sided tape as shown.
Fold board. Press tight.



Figures come in a
variety of poses, with
a distribution that
may vary from box
to box. Poses have
no game effect.

ship figure
assembly




SETUP

Use this side of the board if you These tiles are used only in a 4-player
have fewer than 4 players. If you game. With fewer players, leave
have 4, use the other side. them in the box.




Round 3: Round 4:
1 cadet per player 1 cadet per player

mission
deck




PLAYER SETUP

Place your ship figure Place your 3 faction markers on the
on Home Station. starting spaces of the 3 faction tracks.

GAMEPLAY

ACTIVATE A ROOM COMPLETE A MISSION



ACTIVATING A ROOM

ROOMS

Your ship has four basic rooms from the start. Certain techs also function as rooms
and can be activated in the same way.

Helm Weapons Science Repair Room Techs
They have a variet
Move the ship. Fight pirates. Take a tech. Repair the ship. y : y
of functions.

* Matching Colors
A cadet matches no room except the gray room.

Everyone matches the gray room.

Androids will not activate rooms. (Our primitive technology irritates them.)




GOING PLACES

==

Whose mission is it, anyway?

The first ship to the planet is the one that gets the mission. To
track this, put your ship on the planet if you are the only player
there. Any mission at the planet — or any mission that shows up
there later - is reserved for you. Latecomers put ships beside
the planet.

This almost never happens, but: If a player abandons their
reserved planet and leaves 2 players still there, then neither can
reserve it, but either can complete the planet’s mission on their
turn.




DAMAGE AND REPAIRS




PIRATES!

If Tokens Run Out

If you are supposed to draw a pirate and cannot, flip all discarded
pirate tokens to their skull side and mix them up face down to
make a new pile.




TECHS

TYPES OF TECHS

Room Tech Ability Tech Omega Tech
Can be activated Specifies when Will score points
by a matching it applies. at the end of

crew member. the game.

new tech T/'cons match, so you gain 1 medal, then you can do 1 move.
yavs

Nod Bonuses. Icons don’t match.




MISSIONS

Resolve mission. Resolve each line of the
mission in order, top to bottom:

If the figure is an ensign matching the color of
the line, you may perform all depicted effects,
left to right. (Commanders and androids have

special rules, explained on page 15.)

If the figure does not match, or if there is an
effect you want to avoid, ignore the entire line.







YOUR CREW

MEET YOUR CREW

You start the game with two ensigns of each color and one cadet.
However, your crew can learn and improve.

Red Ensigns Yellow Ensigns Blue Ensigns Cadets Commanders Androids

Fly your ship Handle weapons, Trained for Not good at Seasoned Mysterious Tincan guests
and often take tactics, and research and anything yet. veterans. And who have offered to join
leadership roles security. engineering But they they act like it. your crew for a short time.

on missions. tasks. try hard.

MEDALS

You improve your crew by spending medals. You start the game
with one medal and more can be earned during play.

When you gain a medal, take it from the general supply.
Keep your medals on your board until you are ready to
use them. There is no limit to the number of medals you
can have.




-

If you ask your commander to do extra work, your options
depend on what the original assignment was.

Extra Work

A commander who has activated a room can then activate
another room before returning to the queue. You can choose the
same room twice or two different rooms. Of course, the extra
work must be done in a room with the matching color (which
includes the repair room).

A commander who has resolved a line of a mission can then
resolve that same line again (before you move on to the next
line). If the line offers choices, the choices made the second
time can be the same or different.

Command a Subordinate\

Instead of doing extra work, your commander can command a
subordinate to report to the ready room. The subordinate must
be either a cadet or an ensign of the commander’s color. The
subordinate can be anywhere in the queue (but not on a mission
with the commander).

After the commander activates the assigned room or resolves
the assigned line of the mission, move the subordinate to the

ready room.



DIPLOMACY

Points If you loop around, flip your marker to the +5 side to remind you that you have
Each faction track is divided into 4 +5 points on that track.

zones, which are marked as being
worth 1, 2, 3, or 4 points. Each time
you loop back to the starting space, it is
worth +5 points. There is no maximum
value for the faction tracks.

If you loop all the way around twice, take the track’s trophy!
It reminds you that you scored another +5, and it shows how
impressed we are. If two players win the trophy ... well, we
weren’t expecting even one player to win it — just keep track
of your +5s somehow.




END OF ROUND




END OF THE GAME




EPILOGUE



SOLO RULES

solo events

actions
passengers

Passengers

While you are preparing for departure,
Fleet HQ informs you that you will be
taking along a passenger. Choose 1
from the deck. For your first game, we
recommend Teddy.

For later solo games, choose one of the other passengers at random.
(Or not-at-all at random. It’s really up to you.) The passenger has been

assigned to your ship for the duration of the game. techs for
tincan event

The passenger specifies certain cards to remove from the tech deck
and place on the Tincan event. Generally, there is a strong relationship
between these techs, the passenger’s effect, and the bonus or penalty
the passenger will give your score at the end of the game.




Captain Shadow is about to play the
last action card in the first round.




22

RULES SUMMARY

Setup

Set up as shown on pages 4 and 5.

= Use four-player side of main board for 4 players, other side for fewer. Two

triangle tiles are marked as being only for a 4-player game.

Triangle tiles generate random space station locations and random

starting locations for random missions.

= Arandom pirate is placed on each marked route.

= Ni'an and Cooperative faction tracks use a random event card. Tincan
track gets its event and an alpha tech.

= Deal 5 alpha techs.

= Deal 3 omega techs.

Set up player boards as shown on page 6.

= Order of crew in queue is printed on board.
= Everyone uses same side of tech-slot board.
= Don’t forget your medal!

Round

Players take turns. Begin with starting player. Proceed clockwise.
On your turn, choose one:
= Activate a room:
= Move a matching figure from ready room to end of queue OR spend
two artifacts that match room.
= Resolve room’s effect.
= Complete a mission at your current location:
= Put mission card beside transporter.
= Place one figure from ready room at each line of mission.
= Resolve lines top to bottom: If the color matches, you may resolve all
effects left to right.
= Once all lines are resolved, slide crew into queue, in order. Except for
androids - they are discarded.
= Keep completed missions in a face-down pile near your board.
= Move highest-numbered face-up triangle tile to empty space. Turn it
face down.
= Deal new mission to space where tile was.
= If all triangle tiles are face down:
= Draw pirates for planets with numbered tiles. If matching route
has no pirate, add the pirate.
= Turn tiles face up.
= You cannot complete a mission reserved for someone else.
= Pass.
= Once you have passed, you take no more turns for the round.
= If you cannot activate a room or complete a mission, you must pass.

When everyone has passed, the round ends.

= Slide figures from queue into ready room, leaving only last 3 figures in

queue.

Distribute figures or tokens at the top of the main board.

= Return each station tile to its station, or slide it to next round if a player
is at its station.

= Pass starting player marker to the left.

Crew

Cadets are gray figures.

= Cannot activate rooms except the gray repair room.

= Can go on any mission, but does not match any color.

= Can be trained as an ensign of any color by paying 1 medal.

Ensigns are red, yellow, or blue figures (with no promotion ring).

= Can activate matching room or the gray repair room.

= Can go on any mission. Matches one particular color.

= Can be retrained as an ensign of any color by paying 1 medal.

= Can be promoted to a commander of the same color by paying 3 medals.

Androids are gold figures.
= Cannot activate rooms.
= Can go on any mission. Matches any color.
= Only androids can match the gold color.
= Cannot be retrained or promoted.
= Instead of moving to queue, the android leaves.

Commanders are red, yellow, or blue figures with a promotion ring. Limit 5.
= Can activate matching room or the gray repair room.
= Can go on any mission. Matches one particular color.
= Cannot be retrained or promoted.
= A commander given an assignment first performs the assignment as an
ensign of that color. Then you must choose one:
= Extra work:
= If the commander activated a room, it can activate a room again,
same or different, according to rules for an ensign of that color.
= If sent on a mission, and if matches color, you may resolve the line
twice. Can make same choices or different.
= Command a subordinate:
= Move a cadet or a matching ensign from anywhere in queue to
ready room.
= Subordinate must be in queue, not on mission with commander.

Pirates

Pirate tokens are drawn randomly.

5 or 6 are placed at the start of the game.

New pirates may be placed at current location by ambushes @ or at

numbered tiles when they are refreshed.

= Draw for relevant location. If matching route has no pirate, put the token
there. Otherwise discard it.

Whenever you fly a route with a pirate, take 1 damage.

Pirates can be defeated by fighting them Q .
= Whenever you fight a pirate, take 1 damage.
= Take the token and its depicted rewards.

Damage and Cargo

You start with damage in 7 marked slots - 4 tech slots, 3 cargo slots.

When you take damage, it goes in a cargo slot:

= If all slots are full, discard an artifact or pirate token to make room for
damage.

= If all slots are full of damage, just keep extra tokens on top of full slots.

= Damage during play never goes in tech slots.

A repair effect can remove 1 damage from your ship - you choose cargo

slot or tech slot.

= If all cargo slots are damaged, repairing a cargo slot removes an excess
damage token, until you have no excess damage.

A damaged tech slot must be repaired before you can put a tech there.
= However, if it has bonus icons, these can still create bonuses with
neighboring cards.

When you gain an artifact or pirate token:

= Put the token in an empty cargo slot.

= If none are empty, you may discard an artifact or pirate token (with no
effect) to make room.

= If all are full of damage, you must discard the token.

Faction Tracks

When you advance onto or through a space with a bonus, resolve it.

If you resolve an event remove the card.

= If two events are resolved, remove the third event card (with no effect).
There is no maximum point value.



NOTES ON CERTAIN CARDS

Gateway to the Stars
You are not allowed to change the order of the
missions.

Restore the Hive Mind
Androids on the mission are still part of your
crew until the mission is completed.

Tincan Library

Draw 3 cards from the tech deck. You may
choose 1. Cards you don’t choose go to the
discard pile.

Steal Secret Plans

Omega Megacomputer

These are the only cards that use the omega
deck. Draw 3 cards from the omega deck and
choose 1 - you may put it in an empty tech slot or
replace an existing tech with it. Keep the other 2 cards
in a discard pile. It is very unlikely that the deck will run
out of cards, but if it does, shuffle the discard pile to
make a new omega deck.

Holodeck

Treat this card as though the copied effect were printed
onit. In particular, an effect that says, “Discard this to:”
will cause you to discard the Holodeck.

Quantum Torpedoes
The Q effect is always optional, so you can choose to
fight only one pirate.

Artifact Display

Trophy Display

These techs allow you to spend a cargo token
at a time when you would normally spend a
medal. You can’t just discard the token and
take a medal.

Dimensional Lockers

These are cargo slots that can’t be damaged. You can
move cargo tokens between this card and your cargo
slots at any time. Even if you have excess damage, you
can still store cargo here.

Hull Plating
The 6 you discard must be in one of your cargo slots.
You can’t discard a pirate you are fighting to prevent
its damage.

Hyper-Charger
If you get a move or jump effect, you can pretend it's a
repair effect instead.

Ni’an Comms

If the mission has at least one {3 , or icon
printed on one of its lines, you gain the benefit of
Ni'an Commes. It doesn’t matter whether you used that
line of the mission.

Observers

These cards care only about whether
the completed mission has at least
1 line of the depicted color. They
don’t care if you used that line or not,

and a mission with 2 red lines is the same as a mission with 1.

Repair Bots

When you get a repair as a tech bonus, you can do up
to 2 repairs instead. This applies even to tech bonuses
you get when you play this card.

Stealth Paint

On a mission, “your first{}” could be {3 printed on
the mission card or it could be damage you get as a
consequence of a Q effect.

Training Holovisor
The effect applies even to tech bonuses you get when
you play the card.

Universal Translator
For example, if you get

ﬁ - but not ﬁ

‘E, you can turn that into or

Wormhole Generator

When you get a move as a tech bonus, it’s not actually
a move - it’s a jump. This applies even to tech bonuses
you get when you play this card.

Artifact Blueprints
There are only 3 distinct types of artifacts, so the
maximum value of this card is 6 points.

Crowdsourcing
Artifacts in rooms do not count in scoring. They
are discarded if the room is removed.

Diplomatic Order #12

Explosive Crisis

When you end your turn at a space station, resolve
any event card effects before resolving the
station’s tile.

Honesty Summit
When markers move back, they do not trigger
bonuses.
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EFFECTS

Effects are always evaluated in order, from left to right.

' You may do 1 move with your ship.

You may do up to 2 moves.

You may fight and defeat a pirate on a route leading from
your current location. If you do, don’t forget to take damage.

You may take 1 tech from the tech board and put itin one
of your empty tech slots (no card, no damage). At the end
of your turn, replenish the tech board with the card on the
top of the tech deck.

Same as the above effect, however, you also have the
option to discard one of your current techs and put the
new tech in that slot. Tech bonuses apply as usual.

q You may repair 1 damage.

Take 1 damage. This effect is not optional. Damage always
goes to cargo slots, not tech slots.

Take an android figure from the general supply and putitin
your ready room.

Gain the depicted tokens.

When you gain a pirate token, just take it from the general
supply, as you do with any other token.

When you gain multiple artifacts in a row, you draw
them all before deciding which ones to keep.

You may discard the depicted token to gain the
depicted benefits. (If you don’t pay, you don’t
get the benefits.)

You may discard a tech from one of your tech slots
to gain the depicted benefit. (If you don’t discard,
you don’t get the benefit.)

e /3

2 Draw a pirate and place it on the matching route at your
current location. If that route already has a pirate, discard
the one you just drew. This effect is not optional.

The slash indicates you choose one of the
two depicted options.

You may jump to any location - pick up your ship figure and
set it down at another location, ignoring pirates on routes.

2 Effects are always evaluated from left to right. This
means you choose where to jump first, then a pirate
appears on a route leading from your new location.

Move the first figure in your queue into your ready
room.

You may advance up to 3 spaces on the corresponding
faction track.

You may choose a faction track and advance 2 spaces oniit.

You may advance 1 on a faction track of your choice.
Then you may do it again. The second track can be the
same or different.

This icon represents a mission that has at least 1 line of
the depicted color. If a mission has multiple lines of that
color, it still counts as only 1 mission.

At the end of the game, gain 1 point for each
X . . )
matching pair of tech bonus icons you have.
(If the matching pair printed in the middle of your board is still
showing, it counts.)

% I At the end of the game, gain 1 point for
each figure of the depicted color.

At the end of the game, gain 1 point for each

X commander on your ship.
(Yes, the maximum is 5.)
X At the end of the game, gain 1 point for each

damage token on your ship. (But you also lose
1 point as usual. The bonus and the penalty cancel out.)

Discard this to: Certain tech cards are single-use. When you use
the card, put it in the discard pile. Even a commander is unable
to use the card twice.

This can replace an existing tech: When you take this tech, you
can discard a tech from one of your tech slots and put this tech
there.




