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INFRODLCTION
(Consider a logo that has Gnincarporated init)

Welcore to the Galactic Informration Network, a conprehensive guide
and index of all the infarmation you will need for a full and conplete
Galactic Rising game experience.

This book has two purposes

1.

Reference Book To be a go to source for all the nitty gritty
detail that you do not need to knowuntil you need touse it.
You will also find more in-depth information about particular
rules ar nice-to-knows, but don't really need to

Bqloration Gide: essentially GNis also an “Adventure Book'.
Various rules for events and ather cards will require youto
coe here toplay out their effect.

[IDEA It also has planet background and Leader biographies

for players to look up. We suggest that players don't look at
any of themuntil they discover them (planets) or have hired

them (leaders)]
STARTYPES

There are a variety of star types found within the Galaxy. Each star will
give an enpire a clue what sort of planets may be found in a system

before exploring it.

" 4 Galaxy Core: Adense super-mega sun to which all systems and

suns arbit around Treat its distance nunber as 5. Most ships
cannat cross through here. WL get two events for free.

White: Young vident suns or Old withering dwarves often with
planets that have high mineral but low life support

Yellow Young-mid age suns calm and with noderate
mineral resource and abundant Life support

Orange: Older and codler than Yellow, can suppart life but
less mineral support.

Red Large Sin giants meture and codler, but because of
large size it has less planets and less life and mineral

supporting planets

Broan: Srall and dim are buming out ar weak to begin with
While they are rare and wnlikely to have good planets
attached to them they have a higher chance of a special
event occuring They may even have a second event follow
right after. This will be explain in the Moverrent Phase( 4B).
None This is an enpty system It will contain no planets, but it
might contain an anomaly or an event.
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PLANET TYPES

DOifferent planet types are represented by a synbal found in the PTI bax
(See introduction manual). Each synbal caresponds to the different
types as listed below in Modifiers

Modifiers There are various ndifiers each planet type has  Some
modifiers include what sort of infarmation nay be found in the PB
(Planetary Infarmration Bax, see introduction manual). Some planet types
will allow far more agricultural growth and some nore nrinerals Some
planet types have maintenance costs attached tothem

Below; you will find “# or “~ within each planet type description beside
the resource it nodifies. These indicate what general bonus ar negative
you can expect fromthem If it is very positive or negative it will show
+ar - Toindicate that a planet type may vary inits resource nodifiers,
+-isused

Planet types alsoindicate whether that planet caninitially colonized or
nat. If it reads Habitable, players donat need any technolagical aid to
build colonies or outposts there If it reads Not Habitable, these cannat be
colonized or used as an outpost until the requisite techndlogies have
been built.

Some planets require more upkeep and maintenance than athers due to
their extreme conditions. The Maintenance nurber tells you how much
CR (credit) needs to be paid for that colony. Qutposts do nat pay
maintenance

. Gas Giant: Not Habitable - See note below
. Astercid Balt: Not Habitable- See nate below

Radiated Not Colonizable- Must have Planet Il- Cdany
Shields or better to colonize here.

Maintenance 4, -Pop, —FP, +LP.
Modifiers Neither troops nor calonists may land here unless

calony shields have been researched Mechs and troops with
power amour may areate outposts here.

. Taxic: Not Habitable- requires Planet lllb, Weather Contrdl or
better. May have valuable resources.

Maintenance 4, Pop, , P 4P

Mudifiers: Neither troops nor calonists may setup here
without the requisite techndlogy.

5. Tundra: Hahitable: Maintenance 3. —-Pop, --FP, -LP

. Desert: Habitable: Maintenance 2, - Pop, -FP, -LP
. Ocean: Habitable: %2 Pop, Maintenance 2, +p, -LP.
.Smrm Habitable: Maintenance 1, -LP
. Barren Habitable -AP, +Min

. Arid Habitable - FP, 4P

. Fertile: Habitable+ FP, +/- LP

. Tara Hbitable +FP, +/-LP

Artificial Planet; Habitable No maintenance- nust be
researched

Aeterdids: If an enpire can colonize an asteroid belt, that asteroid calany
is inmune to stellar converter and bob attacks Likewiss, they gain +2
defence during an invasion and space conbat.

Asteroid planets cannat huild level 3 or 4 Space Sations. Some asteraid
planets cannat be tumed into an artificial planet. This happens when
there are no ather hahitable planetsin a system

=  Adercid System Some anomelies have systems that are
entirely asteroid fields. In such cases, every ship must rdl its
MP or lower (Moverment paints, covered in the Moverrent Action)
or risk taking one danege They may also use any shield
techndlogies to try to avad taking danege if they fail their
nmoverent roll. Ships stationed within asteraid systens gain +2
Defence during combat.

Gas Gants If an enpire can colonize a gas giant, it is nat inmune to
stellar converter, but it does take 7. damage from bonbs  Gas giants
can ignite: When using either bonb or stellar converter a die rall must
be made. On a 9+ with a stellar converter, a- on a 10+ with borbs, the
planet ignites and tums into a sun Treat as a supemova event: all
cdonies and wnits in this systemare destroyed This does nat work on
terrafamed Gas giants.



Colonizing Gas Gaants and Asteraid Belts Gas Gants and Asterdids
display PM and Population like habitable planets. This means that they
can become habitable planets when the requisite techndlogy has been
researched or if the players have a special bonus due to hame world
placement.

Epires that can live on asterdids use all information on the planet
found on the systemtile. Normally these can be tumed into planets with
the right techndlagies anly if there are habitable planets in that system
and the enrpire has colonized at least ane of those ather planets. Gas
Gants or Asteraid belts cannat use terraforming or any other planet
altering technalogies until they are made into an artificial planet.

= Artificial planets Gas Gants and Asteraid Bilts cannat be made
artificial planetsif they are:
e Theonly cdonyin the system
e The only place to colonize in that system (for that enrpire),
that is, if it only has a gas giant or asteraid belt and no
ather planets

Ehpty Systems These are systerns that have no Star on its back side
These systens are till tumed over because some of them have
anomalies, such a nebulas, even if they have no planets Bvents can

occur in enpty systems

Hack Hiles and Super Novas These systens contain nothing but death:
Back hdes ar Supemovds. All ships entering into such systems must
each ral its MP or below, taking one damage if they fail. Then retum
themto their previous hex and end their moverrent, even if they have
soe paints left.

Back

A ACTION CARDS (116): [Rewarking
Cards- nat all will metch with the
Vassal gane cardg]

Most action cards can only explain
its effects bn'eflymtheir cards This Your Empire may now
section details the rules far all build 1 free colony
cards. All ¢ ards assue that you base in any system
must discard them in oder to [iay you have a colony in.
themunless specified adtherwise

Subsidized Colonies

Play during
GALACTIC EMPIRE

Each card has a card nuber. These
nurbers carespond to thase in this
book far quick reference.

Within this reference, the bracketed nubers tell you howmany cards
are found of that type. For exanrple, just belowwe see that Adaptable
has“(2)’ at the end This means that there are two of these cards in the
deck
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Adaptable: Gain # free action card
Pay During Galactic Evpire (2)

Aggressive Assault: After winning a battle against an enerry
fleet you may now nove that fleet again and initiate anather
carbat with it. May only be played once per fleet per round
The effects are nat stackable.

Play during Moverrent.(2)

Alpha Spedion Drives Afleet may use its fastest ship's MP
during the fleet's movement action
Play during Moverrent.(1)

Andient Artefact; Gain +20 RP. The paints must first be applied
to an enpirés prinary research then secondary; ete If all
research has been conpleted, and there are till RP left over,
the player may begin ancther research

Play at the start of Research ()

Appealing Possibilities Double a single victory condition for

everyone,
Play at the start of Galactic Events ()

Aesinilation: The player may choose to use the positive GA
Card of another player along side of their own, even if it isthe
sanme as their negative GAcard

Pay during Galactic Achieverment.()

Asterdid Shower: Select a planet and rdll for damege against
that planet and any Space Station present in that system Use
the rules far borrbardrent. Only one rall.

Play at the start of Galactic Events(2)

Astounding Discovery: Play as soon as you have conpleted a
research project. The next one costs half its nomal RP. Keep
in your play area until the research has been conpleted and
then discard this card

Play during Research(l)

Augmented Amour: Fick a ship dass invdlved in any space
conrbat, ar troop in ground cambat. They gain an extra point of
armour-. The effects wear off after corbat. ALL units that have
surpassed their ariginal armour paint in conbat are destroyed
after conbat.

Play at the start of any Conrbat(1)
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10.

1.

12

13

14

15.

16.

17.

18

19.

Battle Genius: During conbat you may move and act with all
your ships in the first round of corbat rather than taking
tums. Then begin conbat as normral.

Play at the start of Space Corrbat (1)

Beta Aeet Oisruptor Vi The gpponent cannat play any Action
cards this cambat. This card can be negated by the “Defence
Agency” card (1)

Rlay at the start of any Comrbat.

Beta Janmrer |I; +2 to missile defence for one class of shipor
for a Space Sation
Play at the start of Space carbat ()

Beta Repair Lhit: Inmediately repair one paint of damege from
all ships belanging to one ship dlass May be played during
cobat.

Play Ay Time()

Bribery: Spend 3 CRper vate upto 5 vates
Play at the start of the Senate Phase (1)

Cicera Gain +5 vates during the Galactic Senate phase.
Play at the start of the Senate Phase(l)

(loaked Advance: A single fleet may pass through any Non-
Ally or Non-Confrontation Act enmpire fleets this tum. If you
end in a system containing an enerry fleet, you must resolve
comrbat as namal.

Play during Moverment. (2)

Death Bombs Qruisers and Peace Makers may either drop two
barrbs per ship ar their bonb deals double danmege. Vhichever
is lownest.

During a Borbardment. (1)

Defence Agency: Cancels any cards effects.
Play Ay Time.3)

Delta Airving Lhit I Gain +2 accuracy to all weapons of a
single ship dlass, o to any Space Station, o to all troops
involved in conbat.

Play at the start of any Comrbat(1)

Delta Laser [lI: Choose a ship class, a Space station, or a set of
troops engaged in cobat. They gain + danege to their
weapans.

24,

2.

26.

28

Play at the start of any Conbat (1)

Delta Space Sation | : One of your Space Stations may take a
shat at any enenry fleet or ship in an adjacent system They
may use any weapon and its capahilities

Play during Moverrent (1)

Deplete Mner -20% of tatal LP, to a minimum of 1, round up.
The affected enpire does nat go below 0. The effects are nat
stackable with ather cards

Play during any Production action (2)

Desperate Measures: For each paint of damage you take this
round in space combat ar ground invasion, the attacking units
of an enenry takes one damage as well.

Play at the start of any Corrbat.

Diplometic Imrunity: One system cannat be invaded, noved
into, or moved through for the remeinder of this round. Place
this card on top of that system Oscard at the end of the
round

Play at the start of Moverrent.(2)

Oscredit: Play this on anather player during the Senate Phase,
that player nust abstain all his vates for the rest of this phase

Play during the SENATE Phase befare any agenda
vate(l)

Dominating Presence: Choose a cruiser or Peace Maker from
one of your fleets That fleet gains + accuracy for the rest of
cabat, or 42 if that ship has a leader. The fleet will suffer the
sameif the ship is destroyed

Play at the start of Space Comrbat. (1)

Drought: -207 tatal food from any enpire befare he negates
his Tatal AP using the civilian total. Hfects are nat stackable.
Play at start of Qvilian Phase(2)

Hite Spy: gain +2 toany ane Intel roll.
Pay during Intel.(2)

BEmergency Shelter: +2 defence during any Planetary
Borrbardment.
Play during any Borrbardment(f)

Emergency Supply: Any chasen fleet may travel without using
supply this round
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Play during Moverrent.()

Brergency Transport: Inmrediately nove up to two trogps
from ane of your calonies or outposts to anather one of your
calonies or outposts.

Play during Moverment.(2)

Engine Malfunctiont A ship's engine malfunctions and cannat
nove. Choose which fleet will be affected Roll a dI0 for each
ship in that fleet. On any ship that a 9+ is ralled, it cannat
move this round. Keep ralling until ane has been chosen

Play during Moverent.(2)

Faulty Eouipment: Choose either to reduce the gpponent’s
tatal RP by 10, or add 10 RP to the cost of any of his current
projects If RP is added to the research cost, the affected
player will keep the card until he has paid

Play at the start of Research phase(l)

Fe Fe Foe! Fick an enenvy ship, all of your ships gain +2 to
accuracy against that ship.
Play during Space Conrbat(l)

FAirst Srike: Imediately play any of your chosen Action chits,
evenif it is out of tum
Play at the start of any Action Tumn (1)

Far Greater Gary! Doubles an enpire's GAscore during the GA
count.
Play at the start of Galactic Achieverment.()

Far Something Oifferent: The Agenda is tossed and a newane
is drawn

Ray during the randomAgenda draw before vates
are called (1)

Galactic Dark Age: Everyone halves their GA count during the
Galactic Achieverrent phase 1)

CGolden Age: All enpires double their GAscare.
Play during Galactic Achieverrent.(1)

Guild Influence: Break any one trade treaty agreement
between any enpires
Play during Oiplamecy(l)

Hdden Mne Feld Play on an enenry as they enter your
system Each ship must rdll to see if they take damage Roll
against their base MP, and if they fail, they are hit for 1
Demage. Bxanple Ascout's MPis 5, soit must rall 5 or below
to pass through the minefield safely.

Ray during Moverment as opponent ships

47.

49.
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enter your system(2)

Industrial Sabatager Half total LP gained by ancther enmire
Play at the start of Production.()

Interrupt Voting: Cancel vating for one agenda
Play during the Senate phase during an Agenda
Vete (1)

lon Stame Flace an lon Starm chit on a system Each ship

must rdl a di0. On a 6+ they take damage and cannot move

this round. Renove at the end of the round This is separate

fromthe Galactic Bvents “/an Sanxs’
Play at the start of Galactic  Events()

Just Refarm Cancel any Law or active Palitical Card
Pay during the Senate Phase(l)

Keen Foresight: May look at anather enpire's Action chits.
Play ANVTIME())

Le Sabateur: Renove one level of a Space Station, or cause
one damage toa single ship.

Uhresearched Space Station Level: If the space dtation is
reduced to a level of Space Sation the player has ndt
researched, the space station will take on the stats of the next
lowest level of space station, but have all the slat values of
the level it has been reduced ta

Pay during Intel.(1)

Mnor Plague Fick a cdlony. On a 5- that planet loses 1
civilian Then pick an adjacent cdony, or nove onto anather
systemif there are no nore colonies to choase fromand so on
until you roll 6+ Colonies that have no more civilians revert to
neutral. Outposts are nat affected

Note: You must choose all planets in a systemfirst befare
noving on to an adjacent system

Play at the start of the Galactic Events ()

Not Withstanding: Cancel one agenda action
Play during the Senate Phase after an agenda has
been read out.(1)

Objective Failure: Choose a victary condition. Nb one will
collect GAfor it this round
Play during Galactic Achieverment. (1)

0ld Traditions: WWhen an enrpire is picking up senate ar action

cards during the Galactic Bvpire phase, he may choose to pick

up fromthe discard pile as well. Fick fromthe top of the pile.
Play during Galactic Enrpire (2)
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52

53,

95.

57,

9.

6l.

On the Double! Gain two free troops on any calany.
Play during Production phase. (2)

Outstanding Oration: Gain +5 to your vate.
Play during the Senate phase while vating onan
agenda ()

Patral: Freely nmove a single fleet into any adjacent
uninhabited system Moverment and supply requirerment apply.
Play at the start of any ACTIONphase.(2)

Pirates Keep this card Steal 5 (R fromany enpire and place
two Frate scouts anywhere on the board The player may
manoewre them during each of his action tums as if they
were his own They steal 2 CR from any enpire systemthey
occupy when nat noved, and may blockade a systemif there
are no space stations or fleets larger than two srall ships
present. If this card is drawn while anather player owns the
Arate state, give this card to himand draw anather card

This card does nat automtically incur War status or break
treaties

Play during Galactic Events ()

Political Rull: You are speaker of the house this round Flay as
if you are the first player during the Senate phase
Play at the start of the Senate phase. (1)

Power Core Overload Cause 1 damage to any Space Station
Play during intel.(])

Pre-Determrined Agenda Search through the palitical card
deck and select an agenda to be played
Play befare the randomAgenda draw(1)

Primary Ghjective: Double a single GA goal for everyone
Play at the start of Galactic Achieverrent.(1)

Public Disgrace: As soon as a player reveals any action chit at
the start of any Action, play this card He must change that
action into anather action, even if there are no nore to choose
from If that action has already passed by, he may nat resolve
that action

Play at the start of any Action during the Action
Phase (1)

Public Fall: Choose an enpire, that enrpire cannat vate far any
agenda. This does nat affect the Sdle Ruler vate
Play at the start of the round ().

Referendum Cancel all senate laws. Permanently discard this
card fromplay.
Play during the Senate Phase (1)

Research Sabatage: Half the total RP gained by any other
enpire

61.

69.

70.

74,

7.

Play at the start of the Research phasa/(l)

Reverse Engineering: You may nowspend upto 20 RPona
single unresearched Technology of a previous level that you
have not researched

Play during Research(])

Revdlt: Choose any enrpire with a colony that has1 moral. It
immediately goes into revdlt if there is no troop presence oniit.

Play during Galactic Evpire(2)

Rule By Mght: If the player has a Peace Maker or two Cruisers
in a fleet during a conrbat, the opponent must either flee or
take 1 damage for each ship. This only works if the ather
player does nat have a Peace Maker or two Qruisers in his own
fleet.

Play during Space Conrbat. (1)

Secret Barb Shelters: Cancels all bonbardments against any
one colony.
Play during any Borrbardment(2)

Senate Dissalved Ignore the Senate phase.
Play at the start of the Senate Phase ()

Senate Purge: Enrpire with the highest vote loses 5 vates
Play during the Senate Phasa (1)

Single-Mnded Goals Only one GAgoal will be counted for
paints
Play at the start of Galactic Achievemrent (2)

Singular Catastrophe: Cancel a ane GA goal for ane enpire.
Play at the start of Galactic Achieverert (1)

Singular Focus: Double one enrpire's GA goal.
Play during the Galactic Achieverment ()

Seight of Hand: Look at the first three Agenda cards at the top
of the Agenda card deck and re-arrange themhowever you
like

Play at the start of the Senate Phase.(1)

Space & Time Paradax Go through the Action deck or the
discard pile and pick one card Shuffle the decks together
after you have chosen

Play at Any Time()

Sponsarshipe During the Research phase roll 1d10 and nutiply
the results by 2 That is howmany RP you gain far any ongoing
research If there is no ongaing research, start one and apply
the RP to it. The amount will nat carry over onto any ather
research

Play at the start of the Research Phase(l)
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78.

Srategic Flanning After finishing an action inmrediately play
anather action for freg, evenif it is out of arder-

Ray after the player has conpleted an

action(l)

Strategic Osryptior Choose any one action from the Action
Phase list, this action cannat be played this round. Ray this
only after all players have chosen their actions.

Play after every player has chosen his action, and/
just befare the event phasa.(l)

Srong Wth Hs Force Any successful hit against a Peace
Maker, Cruiser, ar a level 3 or 4 Space Station autonratically
destroysit.

Play during Space Conrbat(l)

Stunning Forcer Choose a ship. Its first attack will
automatically hit.
Play during a Space Carrbat. (1)

Subsidized Colonies: Your Brpire may now build 1 free colony
base in any systemyou have a cdony in
Play During Galactic Erpire (2)

Subsicized Reet: Your Brpire may now build 3 ship paints
worth of ships. Use the ship's size category to determine its
ship paints (Scout 4, Destroyer =2, etc). You may only build
what you have researched

Play during Production (2)

Subssidized Husing Your Bnrpire may nowreceive two more
civilians for any cdony if it has enough living space.
Play during Productian (1)

Subssidized Space Statione Build one new level 1 Space Sation
for free, or upgrade one Space Station by ane level for free

Treat like the Araductiaris damege and scrapping rule. If the
space station is upgraded (rather than reduced down to by
scrapping or dameging) to a level of Space Station the player
has nat researched, the space station will only gain extra
slats while retaining the lower level stats If this is the case,
place this card an the top of the system with that space
station until the level has been researched, or until the Space
Station has been upgaded or downgraded to a level
researched
Play during Production.(2)

Sudden Dedsions: Play ancther palitical card, even after all
regular agenda's have been played

Play during the Senate phase after any agenda has
been played (1)

Suprise Aesadt One of your blockaded systens nay
inmediately build 4 ship paints worth of ships. Or, you may

94,

95.
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gain 42 on any rebellion rolls against any enenry that has
blockaded your system or farce a rebellion role on any of your
colonies that has been captured

Play during Intel phase. (1)

Tariffs Inmediately gain 5 CRfor each trade agreerment you
have

Play during Diplomacy(])

Time Warp-Disturbance: Autorretically rerdll one of your die
rals or one of your enemy/s dice rdls

Flay at Ay Time()

Uhappealing Rant: Cancel 5 vates framany ather player during
the Senate phase.
Pay during an agenda vate in the Senate phase.(l)

Lhiversal Poverty: Everyone loses 5 FP. Apply starvationand
rebellion as found in the Gvilian Phase rules
Play at the start of Givilize (1)

Uhrest: Fick a System All calonies within it inmrediately suffer
-1 moral. Each adjacent system owned by that player nmust
meke a noral check as well.

Play during Galactic Brpire(l)

Lhstable Engine Core: Choose a single class of ship: If one of
your ships from that class is destroyed during cambat, all
adjacent ships will autoretically take one damege It is
possible to set off a chain reaction

Play at the start of Space Conrbat. (1)

Uheaval: Halves anather enpires GA count.
Play during the Galactic Achieverment.(1)

Voluntary Annexation: Choose a neutral planet in a systemyau
own or in an adjacent neutral system containing a planet. This
planet automatically becomes yours. Place 2 troops and three
dvilian counters on it. This only applies to systems you have

explored
Pay during the Moverrent phase ()

Warp Negatar: Enermy ships cannat flee fromithis battle.
Play at the start of Space Conrbat. (1)

Zeta Zdlidion Shields: Choose which ship dass this will affect:
Scout ar Destroyer. That ship class cancelsthe first
successful hit done against themfromeach attacking ship.
Does nat apply if the enemy missed

Pay during Space Conrbat. (1)
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B GEC- GALACTIC BVENI COMMLNCATIONS (89)

Cards 75 Non-Scenarig 8 Nb Bvert, 5
Scenario, 1 End game. Every round will
have an event. See the deck huilding
section for more infarmation

Local Unrest

GEC News Today:

As Corruption soars
Colonists despair local
action. It is said leaders
publically meet as means
to pocket bribes!
Local Authorities concede

Galactic Bvent Communications (GHD) is
your Galactic news network Major
events are reported every r ound to
keep you up to date to the latest
breaking news. Core to this page to
read the ful news o each news
headline. Here you will find out what the
Galactic BEvent does, who it affects, and
howto apply those effects.

their concern and will
schedule a public meeting.

Whois affected? Uhless stated atherwise ar has “ALL” in the card, every
player must rdl to see if the event will affect them ar nat. Negative
(NEB) events affect the lowest ralling player, while Positive (POS) events
affect the highest ralling player. It can also be Bath (BOTH. If the Event
has “ALL” printed on it, every player will be affected Thus ALL/NEG
means that everyone will suffer fromall negative effects nated on the
card

Bxenrption: Some players may be exenpt fromthe neggative effects of an
event, thus may forgo the die rall. This happens when it specifies some
wnit or situation that one of the players donat have.

Atemate Cards will indicate whether ar nat the players need to

alternate, taking tums usually for ralling purposes, by using the key
word “Afermate, which will be found at the battomof the card

Altemnating rdlls If an event affects one ar more of any of an enpire's
calonies, ships, space stations, etc. the affected enpire will take tums
with the player to his left choosing and ralling on what calony, unit, etc.
will be suffer the consequences. A roll will be required in most cases,
such as 9+ar 5+ according to the conditions of the event. No colony, unit,
etc. can be chosen a second time until all have been selected and rlled
on at least once If a colony or unit does nat meet the conditions, the
players will continue to take tumns ralling until the requisite conditions
of the card are net.

Far eanple shauld a player daw the card Local Urest, he and the
Payer to his right must take tuns choasing and rdlling an which of his
cdanies will be affected Accarding to the card any calony an whicha 9+
was rolled when picked will cause that calany will lase 1 moral) with the
patential of placing that calany into uvest. If he ralls 8- (8 ar below),
that calony will not suffer the effects and the player to his left will now
chaase the next cdany. If they do nat rdl a 9+ far any o the cdarves
they will cantinue choasing again and ralling until ane calany suffers the
cards effects

Cards that Upgrade ar downgrade planets: Cards that change the quality
of a planet, giving some bonus or negative, are kept with the player for
the rest of the game and nated on the Ehpire's Colany Sheet. Should

ancather player take control of that planet, or should that planet becare
neutral, the card remains with that planet. In the case of tuming neutral,
place the card on top of the planet. Should the planet be destroyed, the
card will be permranently removed fromthe gamre.

Scenario and Placement: Soe cards will be placed in different parts of
the GEC deck There are three “ages’ within the deck, which will dictate
what scenario ar regular cards will be where within each age. Where
they should be placed will be indicated at the battom Left of the card. If
the card has “Sc”, this indicates that this card is a scenario card. If “PL”,
it is suggested placerment far a regular card In bath cases they will have
a nuber beside them from1 up to 3, dividing the deck up into three
parts, so indicating where in the deck (beginning mriddle, or end) to
shuffle that card while creating the deck

e 1- Agel- beginning
o 2-Age2-midde
o 3-Age3-end

Soe cards read “2-3". This tells the player that the card may be
shuffled in the second or third part of the deck

Card placement is necessary for all scenario cards. It emulates
increasing difficulty and tension within the Galaxy while the rounds
progress. To place themout of order could prove disastrous nat to only
one enpire but all enpires

Regular cards ought to be placed where their card indicates In some
casss its effects would be too dehilitating far beginning enpires. In ather
cases, they will have no effect because the requisite conditions are
sinply are nat there yet.

R exanple if the first a player dravs is ASTERAD (card 2) there is
aly ane planet far it to hit: their hare warld If they fall to stqp the
asterad their enpire would be destroyed even befare being able fo use
it

Cards effecting diplomacy ar trading are dependent on enrpire contact.
Enpires in large galaxies with few players will nat have contact with
athers far the first few rounds. Sall Galaxies with mex players are
likely already inrange.

GALACTICBVENIS (G): (89)-CEC
36 POS 47 N&G, 6 BOTH
1 (CAvikuz Zodaliz (NEFALLY():
The natarious  barbarian haard, the Amikuz Zodaliz, suabenly
Junps adt of hyperspace in a full out attack! Ranvc spreads
throughout the Galaxy!

Al player owned systens on the map board must rall 1d1G;
Each player rdlls for one tile in his enpire, starting with the
first player, and the next player chases one system and so
on clockwisg, continuing until all barbarian chits (large
included) have been placed On 8+ that space has 1 randam
barbarian ship. Each enpire will lose 4 RPLP, P and 6 CR/



tun until the barbarian threat has been conpletely
eliminated fromtheir Brpire

Do nat renove any ships from the Barbarian Nation or
Anrbush If the Barbarian Nation is on the board before this
card was played, add any remaining barbarian ship to that
system If the nation is destroyed after this card is drawn, the
barbarian invasion ceases

If the Barbarian Natian appears after this card and there are
no ships left to defend it- fill it out with 10 ship paints worth of
ships fromthe enrpire that has the most barbarian ships.

lts affects replace those of scenario 1-2 Barbarian cards
Alternate
Card Rlacement: Ages 3

Andient Techndlogy (POS)(2: BREAWNG NBNG Achaedlagist
scamers have pick up traces of andient fadilities an a cdlany’s
surfacel Scientific carmunity is ecstatic

Roll to see which one of your systerms will receive the event:
9+ will cause the event. Then do the same to see which planet
is affected if there are nore than one planets in the system
The planet that is chosen permranently receives +5 RP, and the
player rls 1dI0 to gain a new technalogy. The techndlogy
gained will automatically conplete one research in progress if
it coresponds to it, o any level of tech above your curent
level of research ar any belowit.

1. Construction

2 Poaer

3.Chemestry

4Socidlogy

5.Computers

6. Bdogy

7. Physics

8 Farcefields

9. Ackany cnefield

10. Rl any two (treat any futher 10s as

“pick any ane field’)

Note card on planet sheet and Place card with that planet or
inyour hand

AeteradNE3(l): A deadly asteraid is hurdling towards a
colony!

The first colony to roll a 9+is affected The player must bring
in 4 shippaints ANDspernd 5 RR ar 10 RPANDT0 G by the end
o this round If nat, and it is a colony, the entire population
Will be wiped out. Furthermrore, the planet will be destroyed,
tumed into an asteroid belt (take out asteraid belt chit). If the
player has nat chosen the research or noverment actions, he
may do sonowat the cost of -1 GAfar each change. Place this
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card on the research deck; it takes precedence over all ather
research Atamate

Card Placement: Ages 2-3

Assassination (NE3(2): Tensions between enpires arise due to
a nystarious assassination attenpt. Governments are blaming
aach dther!

Only those players that have trade agreements are affected
All agreerrents between the lowest ralling enrpire and one of
his trade partner enpires are broken There are no GA
reductions nor does war occur. If the enrpire only has one
trade partner, then the card will autorretically break it. If he
has more than one, each of his trade partners will rdll a dice
These enpires may nat re-establish their trade agreements
until the end of the next round. Keep this card until then

Card Placement: Ages 2-3

Baby Boo(POSI): A year of plenty has brought about a

flaurish o future civilians
Gain anather civilian

(Sc2) Barbarian Invasion (NE3(2): Wk soread panic as a
large farce of barbarians led by the Amikuz Zodaliz ranpage
throughaut the Enpire! Qitizens and governments alike plead
farinmedfate action

Lose 4 RPLP, FP and 6 CR/ tum that they stand unopposed
Roll on each system and whichever ralls a 8+ will have 3
barbarian scout counters placed in it. Do this three times until
9 scouts have been placed in that enpire Do nat ol on a
systemthat already contains a barbarian scout. If there are no
more systens tordl on, the card is done.

Lhtil the enmire defeats all the barbarian fleets in his enpire,
the player will continue to pay the tribute.

[barbarian leader effects results?]
Alternate

(ScT)Barbarian Raid (N\EY(): An increase of ndtable but
[solated barbaric attacks develgp in a single sectar: Local
LOplaret suggests dialaguing with them

Barbarians afflict ane system The lowest rolling player places
3 barbarian scouts in a systemthat rlls a 9+ If the enpire
has a fleet in that system they nust undergo sinple cambat
with the barbarian If the fleet lases or there are no fleets in
that system The Bpire inmediately loses 1 AP, RP, LP, and 2
CR this tum and each tum after: They will continue to raid
that systemuntil defeated
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The Barbarian fleet must be conpletely destroyed or it will
replenish all its scouts next round

Noter Does nat affect home systens.
[barbarian leader effects results?]

Alfernate

Benefactor(POS)(2): A weslthy nade quenly syparts yaur
anpire aoating a munificent sumdf credits toiit.

The player with the highest die roll receives 2d10 (R

(Sc2-3)Celestial Destroyer (BOH(Q): AMthical areature said
to be like a planet in gopearance but eats entire systers
whole netaializes ot of nowhere and begins to devaur
nearty planets/

This will only affect enpires with three or more colonized
systens If only ane enmpire has 3+ systerrs, than that player
alone is affected If more than one is available, ral as usual.
On the first rll of 9+ that systemis affected Home systens
are never affected Atamate

The afflicted system disappears An “BEnpty Systen{ chit a
placed in that system and all chits within may nat be
remmoved- it is no longer there. The Player keeps the event
card Fromnow on he will rdll a die once a round whenever he
noves a fleet into anather system On a 10, that fleet will
discover the Celestial Destroyer in the systemit noved inta
This rall is included in any exploratory rdlls (that is the rall
when explaring a newsystem), a rall of 7-9 will be resolved as
usual.

Celestial Cards When an enmire's fleet ralls a 10 when it has
moved into a system shuffle the Celestial Destroyer cards and
pick from the top. After the card has been resolved, the
Celestial destroyer disappears. Take out card M the first time
players encounter the Celestial Destroyer.

CARDS  (Each one is nubered)

i Atacked by defences (3) Your fleet located the
location of a strange signal- some noon sized
planet, wandering o its own accard, within this
system “Strange, this nmoon is nat anywhere on our
graphs’ nated ane of the dfficers “That’s no moon!”
cried out another as three bears of light erupt from
its surface destroying many ships

The Celestial destroyer shoats three shats, all shats
hit for 1 danmege. Ships cannat defend against them
6+ on a 1di0 will determmine what ships are hit
(Alternate). If the player only has three ships with

no extra armour paints, battle is lost, but the
celestial destroyer will remain

The Vanishing Planet (2): At last, the source of the
strange signal looms ahead. “It must be on that
noon” cries out ane of the navigatars. As soon as
they approached it lights up and suddenly vanishes.

The Celestial destroyer retreats and disappears

Strange Discovery (I): We managed to get a survey
crew inside. It is sinply unbelievable. This planet
appears to be some Large data center- it would
take a millennia to go through all it's datal

+3 GA You discover that the Planet is actually a
large Data base of some kind +20 RP. 1 RP actual/
round Can only choose once. Keep this card

Suprising Facts (I) Day 36 Sargent Gimee
sturbled down into the lower levels much by
accident. Hs antics actually aided our science team
for once. W surveyed the data and the tech- if we
are carect, this planet appears to a “World of
Worlds'- something out of legends, a conduit to
cther planets.

+3 GA The Planet seerms to be a conduit to ather
planets Conrpletes any one curent research: if no
curent research, choose one and it is finished

What does this buttan dd?(2) Day 254 Sargent
Grimee was at it again, | do nat know why we need
supervision, managerment always get in the way of
real work.. Yet again, he accidently pressed THE
button. This is not a conduit leading to dther
planets.. this is where they are stared..

+5 GA 0 RP. Seens to contain a pocket Galaxy full
of missing planets Release ane systemor planet.

Celestial Contral (1): Day 421: | amsurprised this did
nat take many years, but from the little we know
this was The Library: an emergency measures
against the plagues that caused the Long Sllence-
containment center- either to save us fromthem or
them from us? And now we can release them..

+ GA Look at all the ather cards without gaining
their effects. Its purpose wes to save planets froma
mysterious event that sent the Galaxy into its Dark
Age- Becaring bath life giver and Eater of planetd

You may now choose to release one planet or
system ar contain one planet a round, or you may



choose to attack a fleet, shodting 3 shats, each
causing one damage that cannot be defended
against. Once one of these actions have been
conplete, the Celestial destroyer disappears

Note: Gther players can till find it, and they may destroy it if they
are strong enough. This will destroy all planets and systemsinside.

10.

1.

12

13

14

Card Flacement: Ages 2-3, but Age two far earlier results and
more chances to find the Destroyer.

Corputer Virus NE3(l). Yesterday, a techndlagical research
fadlity wes hacked into framan unknown saurce

Add 5 RP to the cost on all curent research and 10 RP for
new projects. Keep this card until you use a research action,
then discard

Conms Milfunction NE3(I): A local space anarsly has
Interfered with your cammunications

Roll to see which fleet is affected on a roll of 9+that fleet is
affected Afarnate

Qrop Failure NE3()): /ntalerable weather pattarns ruin aqos
ina myjar drought!

Negate all AP equal to your highest farming bonus found on a
single colony this round Choose one if there is more than one.

Ignare if you only own 2 planets in your entire enpire.

Dies Irae (NE3(I): 7oday we moun the lass of a prominent
figure in aur great Ehpire whase effarts have helped shape it
intowhat it is todsy... Dra B Requiem

The lowest rdlling player must secretly shuffle his leaders and
let the player to his left randomly select one. That leader is
permenently remmoved from the game If the player only has
one leader, that aneis automatically remmoved

If there are no leaders in play, shuffle the leader deck and
pick the top one out of the deck Discard it fromplay.

Diplomat “DisappearsN)(): A divlost disagpears while
negatiating with anather enpire

Cancel any alliance and non-confrontation treaties. The
lownest rdling player that has an alliance takes the hit. If
there is only one alliance, this affects that player, if there are
no alliances treat this card asa“No Bvent”.

Placement: Ages 2-3

15.

16

17.

18

19.
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Diplometic Mariage BOH(2: Aeyare is rgacing at the
amauncement o the dploratic marmiage befween two
Erpires! May peace reign farever!

The highest and lowest ralling characters have a diplometic
marriage. If they are at war, they cease war. Ctherwise they
gain one mrore treaty in addition to any current ones; following
the proper treaty progression as described in the rule book If
the players already have an alliance, they each receive +5 GS
Ignare this card if players are nat in contrunication range of
each other.

Placement; Ages 2-3

Ecological Shift (FOS)2): Yaur caony experiences strangely
favaurable and permanent ecdagical changes Scientists
struggle explaining its cause

+3 LP and +2 FP (Potential) to a single colony- rdll on each
colony until a 9+is rdled for that planet.

If the planet is nat fertile, nor Terra, change the planet terrain
chit tofertile- use the fertile terrain stats and maintenance If
it already is fertile, change it to Terra and use it's stats. If
already Terra, nathing further is added save what was stated
above (LPand FP.

The player keeps this card and nekes nate of it on his Adrrin
Sheet. Atemate

ENDGAME
The game inmrediately ends when this is drawn.

Evironmental Disaster N)(I). Yaur calony's anttire ecdlogical
Structure unexpectedly decays! Scientists debate the issue

-3 LPand -1 AP to a colony-rall on each cdony until a 9+is
rolled for that calony.

Change the terain dhits to the fdlowing Tera to fertile,
Fertile to barren, Barrent to desert, Ocean to Tundra, Desert
and Tundra to radicactive, radicactive to Toxic. Toxic stays the
sane hut still receives the above negative Use the new (R
and naintenance nurbers for the new terrain, and any ather
modifying factor: such as requiisite techs to inhabit or colonize
If you cannat meet these (like nat having radiating shields for
calonizing radioactive planets), that planet is lost.

The player keeps this card and makes nate of it on his Admin
Sheet.

Galactic Peace (POS/ALN): A/ nations have agreed to a
caase fire far a time and are calling far Galactic wide peace

All wars are cancelled and no fighting may be initiated this
round This adds +3 accuracy and -3 to eneny ralls for all
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non-player enermies on the board, such as the barbarians
Rayers who contral Scavs, Frates, and Barbarians will nat
receive any tribute this round

Placement: Ages 2-3

Galactic Prosperity (POS/ALL) (). 77ade Quids are warking
peaceably with each ather across the galaxy, ringing in more
nealth than usual

+0 CRfor all enpires.

. Galactic Trade War (NBY/ALL) (1): 7he Tradk Quilds have begun
to dispute armong each ather: Experts prgect an ecanamc
oedling!

All Trade agreements are broken this round. This does nat
affect allied enpires. -10 CR but no debt will occur.

Placement; Ages 2-3

Galactic Virus NEYALL(T): AMsteriaus Urus has entered into
nyjar research fadilities across the galaxy: Experts are
assiauously searching for the cause

All researchis halted this round
Good Year (POS)(2): Al /s well and the pegple are happy.

Hghest ralling player receives +2 CR per cdony this round and
1 noral to his home systemand adjacent systens

lon Sams N Qilactic sensars are picking y an
uwsally large lon Samin a nearty sectar: Alease evacuate
thearea

Determine which part of the map is affected by. choose a
system owned by the lowest rdling player. On a 9+ that
systemis affected If nat, then proceed to choose any adjacent
systemto it, then any adjacent systemnat previously chosen,
until @ 9+ has been rdled On a 94 place the lon marker on
that system no ships in that systemmay move nar enter into
it that round. Afernate

Leader Quits (NI3(): Leader quits dffice after mejar defeat in
a controversial affair!

Lowest radlling player must shuffle his leaders together and let
the player to the left randormy choose ane. The ane chosenis
sent backinto the leader deck

Note This card only effects players with leaders. If only one
player has leaders, then he will autaretically incur the cards
effect. Treat this card as a noevent if there are no leaders

Placement: Ages 2-3

Local Uhrest (NEX(): 4s Garuption soars Colonists despair
local action It is said leaders publically meet as means to
pocket bribes! Local Autharities concede o these cancerns
and will schedlde a public meeting

One calony threatens to go into unrest. On a rdl of 7+ that
planet reducesits moral by 1. Afemate

. Lost Contact (N\E)(I): Ué are curently experiencing techrical

difficulties Galactic cammunications are down.. Flease stand
by

The enpire loses all contact with all other enpires and
cannat use diplomacy this round, nar can any dther enpire
contact that player. All treaties are suspended for the
remainder of the round The ather players may nat benefit
from thase treaties. The player may only nove his ships into
or around systens he oans. He may nat nove them out of
anather player’s system

Placement: Ages 2-3
Manpower Shartage (NES(1): 7he Gaunall warms lack of base

infrastructure will hinder the enpire’s gromth Econamists
blame blaated beaurocracy:

Lowest rolling player must pay double for all units. Keep this
card until he has finished a production nove.

. Mneral Deposits (POS)3): Lostart mining canpany, Harz G,

dscovers nmary new mngal deposits with imovative
techndlagies

Keep this card. Gain +2 CR per round

Mysterious Plague (NEYALLX(T): Ater qoening yp an ancient
fadlity, sdentists release a strange and vident plague that

rapidly spreads across the Galaxy..

Roll 1d10:

A Ona 4 o below all enpires catch the plague. Each player
nmust ral for each cdony in their enpire starting at each
player's home system Roll a dl0 and consult the chart below
Onaral of:

1-4 1 civilian counters are renoved,

5-T- 2 are removed,

8-9: the cdony is skipped,

10: the plague stops.

If all citizens are removed froma colony it becaes neutral.



B If 4 ar above: each player rdls 1dI0. The plague will afflict
the player with the lowest rall. Apply above rules until the
plague either stops or afflicts all calony.

Does nat effect players with Advanced Medicine and will
inmediately stop with players that have “Catar” .

Placement: Ages 2-3

. NoBrent:
Thereis no event this round. Continue on with the round. (8)

Orinous Benefactor.. (FOS/ALLY): A mystarious benefactar
calling himsdlf “the Shadow), has sent searet research
infarmation to every enpire

All players gain 10 RPthis round

Qpen Negatiations (BOTHALL): Zrperars publically disclase
future agendbs in effart to prarmote galactic peace

Al actions are revealed this round
Placement; Ages 2-3

(Sc)Arates (NE3(2: Marauding pirates plague local sectar:
Uharmed merchant's advised fo avaid the area

Each player ralls a dice, the lowest rdling player is plagued
with pirates in one of his systens. -5 to the die rall far the
richest player, -3 for second richest (unless there are only two
or three players). The first calony torall a 9+is affected Place
3 pirate scouts chits in that system and will lose 5 (R per
round until 4 ship paints arrive Make nate of the affected
planet on your Planet sheet.

If none are rolled, the player may instead bribe the pirates to
go to ancther player for 3 (R and gain 1 CR per tum. Place the
chit on any opponent’s calony, and keep the card Ctherwise
shuffleit backinto the deck

This will nat affect homre systerrs.

The pirate fleet must be conpletely destroyed o it will
replenish all its scouts next round Afermate

[pirate leadkrs effect results?]

Rare Concurrence (NEF/ALL(Y): 7 crassing of two stars jain
tagether and unite info ane in andther Galaxy. Bveryane is
amazed idly speculating and getting nothing done

No GA this round
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36 Rare Metals (POS(I): Megacae Giteprises has stumbled

acoss a lage depost of rare minaals duing ther
excavations Anancdal Mnister expects it to be a ngjar
trading hub in the near future

Hghest rdlling player selects between his colonies, rdling
until a 9+ is rdled That cdony adds +3 LP and +3 CRto its
planetary bonuses. The player keeps this card, places the Rare
Metal chit on the planet, and makes nate of it on his Admin
Sheet.

If there is no Space Sation in this system or only a level one
Space Station, place in ar upgrade to a level 2 “Trade Hib’
Station, even if it has not been researched Gain its usual
benefits

Alternate

. (ScNRestless Scavs(NE3(D: A star faring peqole that

scavenge ship parts fram space battle grounds begin qoenly
raidng avilized space far ship parts FAamnent
Pychoanalyst, 0 Snon Aoyed  blames  endtional
regressian

Scavengers are afflicting one of the enrpirds systerrs: place a
3 scavenger scauts chit in that systemand lose 3 LPthis tum
and each tumn thereafter. The ships will continue to remove LP
inthat systemuntil they have been destroyed

The scav fleet must be conpletely destroyed or it will
replenish all its scouts next round

This does nat effect the home system
[scav leader effects outcone?]
Alternate

Revdlution NSF)(1): 7ired of widkespread carryption and endless
Inaction from palitical leaders avilians are pratesting in the
streets. Concerned pdliticians will meet to discuss the issue

The lowest ralling player will be affected The player will rall
for each coony until all cdonies have been chosen or the
player rdls a 9+ one. If 9+is ralled, that colony revdits. If its
noral isat 3 ar 4, it does nat gointo revalt, but it is reduced to
level 1 moral. This does nat affect the home system any
colony that has the Catar card or is a Paradise world
Alternate

Placement: Ages 2-3

. Robat Qrisis NEH/ALL(Y): A virus infects all conputers across

the Galaxy causing all Al's to iat. Mlitary Sirategist, Joharmn
Qonas suggests to terminate them quickly, ar else “They/ll
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4.

be back”
Nb Production this round

Sahatage () Space Sation engines  nysteriously
nalfunction during famous Avian exhibit: Bngineers suspect
foul play.

Lowest ralling player selects between his space stations until
a 9+ is roled When one is selected that Space Station is
reduced by one level, or destroyed if at level one If there is
only one, that one automatically takes damage.

Alfernate

(Sc3) Scav King (NEF/ALLY(): Lhited by the unprecedinted
“Sav Hing,, Scavs scour entire Galaxy. (fficials scrounge
about fo explain this bizarre coardination

The scavengers have gone unchecked and now seek to ravage
the entire galaxy! All player owned spaces on the map board
must rall a di0; Each player rdlls for one tile in his enrpire,
starting with the first player then clockwise. Then they all rall
for a second tile and so on, until they have rdled for all
owned systens

On 8+that systemhas 2 randomscavenger shipsiniit. Brpires
that have at least one scavenger chit in in one of their
systes will lose 4LP/round until the threat is conpletely

destroyed

Do nat renove any ships from the scavenger nation or
ambushed. If the nation is on the board and destroyed after
this card is drawn, the fleets dissipate. The scavenger nations
ships will all increase by 2 when this card is drawn before ar
afterit isin play.

All players (except scavengers/asian/Persian) lose 3 Lp this
round Scavengers (asian/Persian) gain +3 LP and +3 credit per
empire. Afernate

(Sc2)Scavs Raids NE(l): Scaverger aggression strangely
Inareases to paint of war with Brpire When questioned Navy
Admiral stated “/ amnat info pdlitics | aminto survival.”

The lowest rolling enpire will begin to rdl to see which
systenrs will be affected On an 8+ that system will have 3
scav scout chits placed in it. Do this until three systenrs have
been chosen That player will lose 4 LP this round and each
round after until all scav ships have been removed Each
group of three must be conrpletely destroyed, or at the start of
next round they will replenish back up to 3 scav scouts or
each scav fleet.

Alternafe

Ship Milfunction N(l). 7he renowned ship Qhernalyl 2
suadenly exploded info a ball of flames Autharities blame
nuclear reactar failure ale fo poar design

One of the ships in an enpire's fleet is destroyed Roll to see
what fleet is affected On the rall of 8+that ship is destroyed
Altermate

(Sc1-2) Space Kraken(BOTH(E): A strange space areature a “
Space Wakent', akin to the andent mythical “sea Waker?,
arerges aut fromhyperspace and attacks a cdony!

The planet that rdls a 9+ removes 1 pop from it and then 2
actual LP/round until it is defeated It will stay for 3 tuns and
then leave It won't attack unless provoked

Altenate

If destroyed, the player receives strange information and
technology. Shuffle and draw from the Kracken Deck

a  Mechanical Wonder (4): The soldering remeins of
the Kraken's haul reveal that it was a mechanical
creation of the andients. It reveals nathing about it,
but even the little that is still intact will push our
enrpire ahead by centuries

+ GA +5 RF(1), 1 Actual RP. Keep this card

h  Colossal Transpart(2): “We searched the hulking
ruins of this grand beast, and its structure leads us
tobelieve that it is a large mineral transpart of
some sort. But towhat purpose?’

D Kible
Chief Engineer
+ GA {0 RP, A Actual LP. Keep this card

¢ LeamedNothing (2): Outstanding wark, you saved
the fleet and obliterated the threat. But sir, did you
have to be so zealous? Aleg, an eye, heck, a chunk
o hul woud have tdd us sorething of this
creature!

+ GA Dscard this card fromthe deck

d Hngy Gant(2: Al our data has shown that this
craft was huilt to devour Back Dianond it explains
its moverment pattems, the planets it attacks. Yet it
does nat use much of this precious fuel - we thearize
that is but a transport for something else..
something bigger

-Or. McKodd
Gedlagist and Inorganic Matter specialist



4 GA 0 LP and RP- Keep card Treat it like a
black diarmmond chit event: +20Rand MP/fround

e Muderios signal-‘ Your Excelency, it waes
unbelievable. The wonders that we beheld within
the belly of that steel beast. But depths of its bowels
hid the greatest discovery- THE SGNAL Whither it

lead we knownat..”
- Dr. Todd C Turvee
Chief Conmuter and Mechanical Technician, PhD
MA NAC

+3 GA +20 RP, Keep card Whenever you enter
ancther system discovered or ndt, on a rall o 10
you discover its origins and may now draw famthe
Celestial Destroyer's deck (2)

If you gat a card you already had, put it back into
the deck and treat it is a non-event.

45. Space Aux (NBYALLX): Scientists repart unusual hyperspace

4].

activity destroying ships but nat affecting communications
Bvery Nation unites effarts to solve this nystery.

Nb space travel this tumn Keep this card off to the side Each
round thereafter up to 2 more rounds rall 1d10. On a 7+ the
event is cancelled Otherwise the space flux ends after three
rounds are over.

Placement: Ages 2-3

Space &Time Anavely (POS/ALLY(): Scienttists repart tenparal
and spatial anamdlic activities after gpening an andient ruin
o unknown arigins

During the action phase one action is doubled. The highest
rolling player chooses which action

Space & Time Dstartion NTFALL(): Soienttists repart strange
activities emanating aut fram the Galactic care resulting in
local time anomalies and space dstations Quantum
Rhysicists legp far joy.

A specific action during the action phase is skipped this tumn
The lowest ralling player rdlls on each action The one with the
lowest roll is skipped

Space &Time Ripple (POS/ALLY(): Gasric naves of an unusual
cosmc wave sart. recently rippled their vay info our Galaxy
fromwithaut Sdientists utilize it for the benefit of all,

Al GAis doubled this round

Space & Time Dvift N\EYALL(): Ateran explosian frama tqp
secret faality, space distartions and time anomaljes begin fo
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aopear throughaut the Galaxy. Since the faality is secret,
Fditicians dan't know who fo blame A neeting will be
schedled to discuss this futher at an undisclosed location
next neek

Bveryone's GA halved this round. Round up.

Sarfarer’'s Srikel (NEFALL(): 7he Leaders of the Galaxy
incapaate thenrselves uer the ltitle “The Sarfarer’s
League’, dermarnding better treatrment, insurance coverage
and danger pay!

Bveryone nmust inmrediately pay 10CR for each of their leaders
at once. Any unpaid for leader is shuffled back into the leader
deck for rebidding.

. Strange Conjunction BOTHALL(Y): Astronamers are exaited at

the rare millennial event where certain systens line yp with
each ather panting to the Galactic care

All GAis added together at the end and evenly divided anmong
all the players This includes all GA gained that round
Remeining GAis lost.

Strange Osease BOH(): Ate qening a sealed andient
vaull, a peculiar plague vaults throughout the entire Galaxy.

All Permranent GA cards change to their opposite, that is, the
“strong” GA card becomes weak, and the “weaK’ card becormes

pasitive

Far exanple if a player had chasen Trogos as their first (A
card at the start of the gae this card would be considered
thair Srang card- they gain more GA fromit. The second card
which is usually chasen at random is usually the enpire’s
“weak” card This card nowbecarres its strang card

Each round thereafter;, each enpire may remmove the effects by
doing the fdllowing

a  Rdlsa9+at the start of each fdlowing round,

b. Makesit his primary Research and spends 20RP. \b
other research nay be started or finished that
round

C Researches advanced medicine If an enmire
already has advanced medicine, it is unaffected

Keep track by placing any unused enrpire chit on the
card Take the chit off when the card no longer affects
your enpire

53 Srategic Leok (NTY(): 7oy, the Brpire has been Hindsided

by nelicaus infarration leaks Intelligence Minister Bnsteen
segks todig aut mole



Reference Book 16

Reveal all your actions far this round

54, Syndicate Rus(POS(): A secret arganization cantacts you and

dfersthair sarvices.. faraprice..

Roll 1d1C;

e Tlookat action cards 2 CR)

2 look at research cards2 (R

3look at action chits2 (R

45 g@ainA0LPG R

6T A0RPGR

8 look at ane system event card for any undiscovered
system on the board Place that card on top of that
system(5R)
o 9 look at the next 2 Galactic events and switch them
arond asyouwish (I0CR

10: look at the next 4 Galactic Bvents and switch themas
youwish (I5R)

The player may rdll a second time or keep the card asan
action card for later.

Anyone who owns the Syndicate Headguarters and/or the
leader, The Shadow, benefits from this card along with
the player who is affected by it and then may take the
card as an action card That player cannat play the card
this round Once used as an action card it must
discarded

55. Tech Breakthrough(POS)(2): Scientists braak new heights with

striking research They gpdlagize and pramise toreplace all
displaced mountains ance research cancludes

The primary research technology is autorratically conpleted,
and the secondary research will have half of their remaining
RP paid far. If there is no ongaing research, your next research
will be autormetically conrpleted Keep this card until then

The Shadow Knows (POS)(2): Astrange file filled full of tqp
sacret infarmation was uplaaded fo your intelligence agency’s
sarve; It was signed “The Shadow/.

All Intel ralls gain +2 this round

. Trade War N(I): Myia- Trace Rvals battle over desert
Planet’s blue “salt”. They faresee “H who rules the salt rles
the Galaxy’.

Lowest ralling player breaks one trade treaty. If he has one, it
only affects that one. If more, the lowest ralling treaty will be
affected Both enpires lose 5 CR and must break their trade
agreement with each ather. Alliances will be regained if they
choose a diplomatic action

él.

Placement: Ages 2-3

Unhderhanded Dealings BOTH(I): A “Sruggler’, calling himself
Robert Wood steals fram the poar and gives to the rich
Qassiasts suggest a msreading of a popular ancient stary.

Hghest and lowest ralling players are affected Frates steal 5
CR (or whatever the player has) fromthe lowest ralling player

and give it to the highest ralling player.

If the player has Robert Wbad as their leader, then the lonest
ralling player givesyou 5 (R

Uhexpected Allies(POS)(2): A ready to use fleet nystariausly
apears in a nearty Space Sation Left an the flagship's
caplain's chair was a nate with “The Shadow” written an it

Receive 4 ship paints worth of ships. Rlilding requirenrents
still apply.

Uhrest NE3(1): Ao managerrent, starvation and rising crime
aadks faith in the enpire and enperar: Many sumnarnres were
goperded fo the enperar’s name none agorgoriate far public
printing

Al cdonies of one enpire negate 1 from their moral. May
cause rebellion

Placement: Ages 2-3

Uhusual Interference (NE/ALLY(T): Peculiar cosrmic waves pass
through the Galaxy, producing messive transmission blackout!

All enrpires lose contact with each ather due to a mysterious
Galactic interference for a nuber of rounds. Roll a di0: 1-54
round and 5-10=2 rounds. Nb diplomacy or senate action may
be played during these rounds. Ship ranges are halved Al
treaties are suspended until the requisite number of rounds
have been canpleted No enpire may enter anather enpire's
system

W& Love Our Enperor (PO)(2): Wee leadkrship has gained the
Erperar the love o all the peqole merting the sumame “The
Geat!”

Al cdonies moral go up by 1, home systemgoes up by twa All
rebellions are squashed

Keep this card far bragging rights and may now be referred to
as [Namg] “The Great” All moral rdlls increase # for you,
including systemrdlls You are truly great!

You may also append this card to any of your leaders, sharing
your greatness, because that is what great people da That



leader gains H on all their skilldl. They cannat be bribed

63 Wde Spread Rebellion (NEYALLY(): Massive rebellions surge
acoss the Glay~ Ofidals fear a gop o seaet
“Gilacticists” are trying to destabilize the Galaxy far their onn
gain/

All colonies at two or lower moral will go into rebellion at the
end of this round Any systemwith at least 6 ship paints will
nat gointorebellion

Placement: Ages 2-3
Back

C  SOLARREPORT: SystemBvents (85 (102)
(Solar Repart)

63 P05 5 (67 with “Mssing’
event9NEG, 10 Both [NEED MORE N~ |5
need at least 60 good and bad. withaut

canpaign (126 (140))
AlText in:
e RED- Mssing certain pieces
or rules, so cannct be tested  [NERRLSIIE ==V
yet. Take out of the deck N o o
e Hue Recently updated P

than I could have in

- Fr. G. Lagrai
Ecclesial Arch

+1 on all moral checks, Plan

The Solar Report infams enpires when |

an event ccawrs in a newly dscovered  RREbe iR LR
system Lpon entering if an event [l and +2 RP (potential). + 5 G2
occurs, cards Will be drawn from this e

deck The card will include the name of the evert, a picture below it,
then undermeath the rules as well as ather information. Some rules will
require the player to refer to this section for more detail. In this case it
will have a “See Infarmration Guide for more details’ toward the battom
of the card

R This is where you will find the card number far the Solar Repart (SR
deck

More Than One Planet: A Solar Report card only affects one planet in its
system \hen there is nore than one habitable planet, rdll a die until
one of themrallsa 9+

Modifies Rlanet: There are many cards that can nodify a planet. These
cards are kept with that planet on the board and nated on the player’s
Flanet administration sheet unless the planet is destroyed

e Locals and Cdonists In the case of the “Locals’ evert, if the
planet is borrbarded and the locals were wiped out in the
process, the card is discarded Likewise, if colonists are wiped
out, but locals rermain, then the planet reverts to neutral.
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Most cards will nat take effect until the planet it is attached to is
colonized

o [d Not Colonize If a player does nat colonize the nodified
planet, the card stays face down on top of the system it
belongs ta The player will then write down which planet will
be affected by it on his Administration sheet in the nates
section. When anather player lodks at that system the player
will then tell himwhich planet the event belongsta

Mnoar Bvpires There are a fewtypes

1. Mior Scenario Erpires These are hodlile enpires
Barbarians, Frates, and Scavs

2 Mnor Hotile Brpires/ Scenaria These indlude SOL and
Automan enpires.

a Paradise planets which have hostile units will use
extra SOL chits. These are splinter groups o rogue
tech of the ancient enpire.

3. Reguar: These may ar may nat be hostile, it depends on the
card These use any player chit set that is nat being used by
the players. You can have as many of these nminor enpires as
there are player chit sets available to use For exanple if
there are 4 players playing there are 4 nore chit sets
available

GA Cards Sore Cards give GA when awned Should the player cease to
own that card, the GAwill be lost. If the card should switch player hands,
the GAwill be added to the new owner's GAscare.

Sorre cards will be discarded fromplay once used, athers may reappear
in already explored systens as Side Bvents (see optional rules at the
end of GN. The card will tell the player if it should be discarded If it
does nat mention as such, it can be reshuffled later into a Side Bvents
deck

Actual and Patential Points: Some cards increase the actual or patential
pants for any of the job assignments. As nated in the Introduction
Manual, there are two types of paints that an enpire may receive-
actual and patential. Actual paints are paints that you will autormatically
receive each round when the right phase has passed by or action
undergone. Patential are paints in reserve that may be unlocked when
enough citizens have are assigned to the right job assignment.

Keeping Cards In some events you are told to keep your card, it is
advised to write the effects of that card an your planet sheet if there are
any negatives or bonuses that permanently affect the planet ar give the
enpire GA ex- 42 RP (Actual), or 3 GA

Soe cards have caresponding chits. These chits are placed on the
board and its card is placed in the enpire's hand If it does nat clutter
the systemup, you may even place it on top of the planet. Ctherwise you
may keep it in your play area. If you lose the area, you will lose any
bonuses or negatives attached to that card and its planet, including GA
These will transfer to the new owner.
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Cther Cards: For the purposes of building the SR deck during setup, some
cards have [or will have when the cards are updated)] different markings
to help separate them fromthe athers. “F at the battom right of the
card will indicate that these cards are “Facility’ cards “M’ indicated
“Mnor Evpire”, while “MH indicates a ninor hostile enpire (typically
these are scenario related- barbarian, pirate etc). “R’ indicates
resource.

1. Andient Agricultural Center POS (2): last fields and gigantic
pods housing animels all maintained by autarated systerms
stretch as far as the eye can see Al is in warking arder;
untouched by countless ages passed

+3 RP (Actual). Keep the card, place the chit on the planet, and
make nate on the colony sheet. F

2 Avandoned Industrial Planet (POS (3 ‘Mt o the
infrastructure is intact, with any ludk thase factaries will be
wakinginnotime”

-Tech Segeant Scat E

+3 LP (Potential), +2 LP Actual. Place Industrial Planet chit on
the planet, keep the card. +2 GA F

3. Abandoned Mine Feld N\E3)(2): 7Pe fleet ran info a minefield
left over framthe Great Galactic War- they are still active

Roll against ship defence far all ships entering into that
system Any ship that fails their rall incurs 1 danage.

Place aMne Held Chit in this system

4. Abandoned Ships (POS)(2): “Sir; aur engineers have canfirmed
the reparts- they were all abandboned left in pristine shape
Thair lags say nathing as to why.”

- Scaut Gyptain

You may build up to 4 paints of ships up to the class level
researched

5. Derelict Space Sation (POS() /I needs a lat of repair; but we
can get this d’ scrap pile of a station runing again”
- (hef Bngineer Doohan

Gain one free space station on the first planet calonized in this
System

6. Andent Atefads (POSQ2: “The whdle planet is just
overfloning with untouched archives many lives warth of
infamretiar Ben ther garbage piles will inprove aur
Grpirel”

Lpariment of Adheedlagy

Ancient ruins and cities are strewn across this planet. Roll
1d10. If the number caresponds to the tech nuber, choose

the lowest undiscovered level of that category type If there
are two techs in that tier;, rdl a die. The highest ralling one is
automatically yours If you roll a 9 when ralling for a tech
category, you can choose any categary. If yourall a10, you rdll
for two categaries. If yourdll 10 after this, treat asa 9 rall.

Current research counts as “discovered”. The planet that has
this card gains +3 RP (patential). Keep the card and place the
chit on the planet.

Andient Battle Field (BJH (2: “The size of the dld ship detris
is unbelievable salvageable but dangerous- we'll prepare aur
team”

- Scout Captain
Each ship entering this systemnust meke a defence rall else
take one damege. When this system is colonized, gain a
canstruction tech and +2 RP and LP per round (actual).

All enerry ships nust rdll their defence or take danmage
whenever they enter.

Keep the card and place the Battle Feld chit tothe system

Andient Cathedral (POS) (I): / thaugrt it was anly a nyth but
the Gathedral of the Mater lorasa is more beautiful than /
could have imaegined”

- i G Lagrange AH) Ecdlesial Architecture

You find an exquisite and beautiful ancient Cathedral in
perfect condition It is a balanced mixture of Gathic
architecture, Qassically Painted and decorated interior, and
ancient technolagical marvels

+# on all noral checks, Flanets in the same systemgain +2 to
all moral checks. Gain +2 CRAun and +2 RP (patential). +5 GA

Place Ancient Cathedrral chit onthe planet. F

Andient HostilitiesNE3(1): “I've got a bad feeling about this’
-Hanz Zolzo, Scout Filat

You find an exiled faction inhabiting this planet, they still
seem to harbour dd “antipathies’ against your enpire..

Inmrediately flip over and reveal the hex and give the hostile
faction 2 small ships and 3 trogps from one of the minor
enrpire piles. The player may flee or do battle If there is nore
than one habitable planet in the system the highest rdling
planet receives the hostile faction

This enpire is a minor enpire It will align itself to, any
enmpire at war with you If there is nore than one enpire at
war with you, they may roll, the highest gains this nation
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Each round increase the hastile nations strength by randonly
drawing one chit fromits pile until there are no nmore to draw
from

The player that drew this card keeps it. Due to amsll
skirmishes again your enpire, negate 2 actual LP from your
tatal LP during production phase This will continue until
anather enpire calonizes the area, or the player conquers
them This minar enrpire will take -1 LP nore far each unit it
counts above 5 units M

Andient Mlitary Fadility(POS)(I): Scauts sed in reparts of an
anaent miitary production center with some waking
equprment.

Reduce the cost of all your units by 2, to a mininumaof 1 cost.
#2G F

Paradise Lost(BOTH(2: A woder of dd loamed befare his
eyes- it caulld not be the myths of such warlds nere true! Yet,
equally true were the amval of the “sea of angry beasts”
pouring farth..READY BATTLE STATIONG

-Quate framThe Qb fo lssee’s travels

Take out from one of the minar enpire stacks-2 scouts, 2
Destroyers, 3 troops on a planet. Do sinple cobat with the
ships

When the planet is colonized, there are no negative stats. Also
rdl for two techs and the world get 3 RP, LP, and
FP(Patential). A1 GA Plagues of any sort do nat effect this
planet.

Rlace the Eden (hit on the planet. Keep the card

Andient Research Fadility(POS)(I): Your Third research costs as
much as your second. +3 GA

Place the Research Fadility chit ontheplanet. F

Qd Autoran Enpire (POS(): 7his system is inhabited by
ancient andraids left over from the dd Galactic thion but it
seens that years of no naintenance have caryted their

programmng..

You must fight ar runt if you fight- take out fromthe Automen
Enpire chit stack-1 Qruiser, 2 Destroyers, and 3 scauts. If they
are defeated, the player may take this card and gain +3 LP, RP
(potential) per tum. On a rall of 9-10, all curent research is

completed

If flee, roll 1d10. On a 1-2 your weakest ship is assinilated and
crewdestroyed- replace that ship with one of theirs MH

14

15.

16.

17.

18
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Antique Auto-Warkers (PO9) (I). Yau find an enttire planet of
waker draids actively naintaining the now abandoned dities
without deviation of profacal.

Keep the card with this planet: Gain locals, but they are robats
and inmrediately join your enpire. They are nat affected by
noral, paisoning, rebellion They give + actual to each career
(actual). Affected by Wde Spread Robat Qrisis- Negate
bonuses, and treat planet asin rebellion

Faticahn Senate Hall (POSNI). “... Aaticahn Senatg many Feasts
ye aoth tell: Sneet Uity and Reace yet from festering heart,
inthese yefell..”

- Fragment of Aerre Shauntz

The owner of the hall autoretically acts as speaker. The
enrpire receives +3 vates. The player may draw two agendas

during the general agenda phase and select one, discarding
the ather. +5G5

Place the Faticahn chit on the planet, keepthe card F

Ramehackle Trade Hb (POS(1): Yau find an antiquated space
station a mess o welded ships expand autvard beyord the
aiginal station hall. While it is best desaribed as a junk heap
it was repurpased into a trading hu a thriving ane at that
They are willing to trade with anyane who calonizes the area

While your Maintenance advisors see piles of expenditures,
your Economrics advisor sees piles of oppartunity.

+2 CR/colony. +2 GA This does nat count against your space
station limit in that system

Keep the card and place the Trade Hib chit in the System F

New Carthage (NE3(): “Lush green paradise now salted
graves and aaters poxed like dd the new ever weeps
farever dar¥ farever flumoxed..

-Urgil’s Orge New Garthage Lost.

-3 FP and LP, 4 Muintenance. Add up to 3 danmage to the
planet. If it is conmpletely damaged, it can only function as an
outpost until the dammage is removed. When removed, you may
ignore this cards effects

Add New Carthage Chit tothe planet.

Ere of No Retum: (POS(): 7/ saw her with me own eyel A
beauty at first, and then swalloned e fleet whole never to
retun/

- it Rhv-Gaun

Place The Bye chit in this system Whenever you choose to use
The Bye you may nove to one fleet to any tile, but you cannot
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19.

nove that fleet any nmore. Treat all adjacent systems as 1 MP
away, and all ather systerrs as 3 MP anay when noving from
here. Cannat trace supply through this +5 GS F

Pont Bdlé (POS)(I): Ater trandlating the exatic language an
this artefact, | faund all past attenpits in erar. The wod
Pote Tal- Qath of Tal, was Pt Hale- Sar Ridgel Qur
fairy tales of rainbow bridges to other warlds proved truel

- [x D Jadesn

Framhere any ane troop may nove to any in planet range. All
adjacent systerrs are autoetically in range. After this a rate
of failure is applied Two systes out is -2 on a dI0 3+is a
success), then -4 for three systers out (64), then -8 (94), after
which only a 10+will be a success If fail, the troops are lost.

The enpire can explore unexplored systers through this
method, but if the troogps cannadt enter any planet in that
system either because there are no planets, or they cannot
inhabit therm then those troops are lost.

They may establish Outposts, but cannat establish colonies.
+5 G5 Get Wap Qation TROOP Chit~ F

Actercid ReldNE3(2): “Uéve run info an uncharted asteraid
field but the charts Sate that the planet should be here..”
Liet Hen OBy

One o the planets have long been destroyed The chosen
planet changes its terrain to Asteroid, even if there is anly one
planet. If there is only one planet, the system is now
considered an asteraid field system Use half the planets stats
rounded up (and no AP for any enrpire that can colonize
asteroid belts

Place the Agtercid Terrain chit in the system

BarbariansNG3(2: A wandering barbaric peqole ambush
yaur fleet and gen fire..

4 barbarian scouts attack If they win they steal 1/, LP, and
2(R If undefeated the ships remain, stealing the above
amount from adjacent colonies or outposts, and attack
bordering Minar Epires. Use sinple conbat for any case.

If more than one enpire (player or minar) is present, the
lonest rdling player is hit. Rdl for the minor enpire

Mnar enpires attacking minor enpires: All the barbarian
ships will take part. Use the sinple corbat rules

Card Rlacamment: : pick anather card if picked in the first 2
rounds. Reshufflethedeck  MH

2

24,

2%,

(Sc 2-3) Barbarian NationNE3(I): Yau had alvays believed
that the barbarian pegoles were scattered warring tribes but
rurours whisper tales of ane who has united them of ane who
lodks toapply them.

The nation immediately attacks you with 6 scouts, 2
Destroyers, and one Cruiser: If left undefeated it takes 5CR
2FP and LP that round Each round thereafter it will raid
nearby calonies, outposts or fleets with 3 scouts during the
Galactic Bvents phase until the nation is defeated- they

always gofirst.

Whoiis attacked will be deterrrined by ralling a d10. The lowest
raling system bordering it will lose 5 (R 2 FP and LP.
Barbarian ships blockade any system they take over if they
are undefeated They replenish their ship amountif they are
not defeated in carbat. They will only expand and blockade
systens adjacent to their nation

Card Racement: pick anather card if picked in the first 3
rounds Reshufflethedeck  MH

Hack Hle NDQ: e o yaur fleets Hip of of your
Hilagraphic Gnsdle..

This system was enveloped by a black hdle each ship that
enters here takes one damage. Surviving ships must nove
back to the last hex they crossed and cannat nove for the
remainder of this round

Keep this Card on top of the System

Catar (PO(I): 7he Qavernaus gape a fissure in stang inner
meaaovs to most unknowry

While encased enlaced with dew where the Gatar had sownn..
- Fragment fran Pseudo-HC Adersan's Mythic Hstaries

Ancient legends speak of a lush planet with strange caves and
caverns that house waters that provide serenity and healing.
Any enpire that coonizes this planet will be immune to
plagues. Likewise, any leader in this systemor next to it will
be immune to assassination attenpts Due to the calming
properties of the water, rebellions lose 2 paints against their
favour, and intel attacks also lose 2 on this planet and in any
other planet in the system and 1 toany adjacent system

Place the CATAR chit on the planet

Celestial Destroyer(PO9(: Qt o the darkest gloom a
cdassal shadow errerges- at first you think it is a stray noan
but na.. it is samething much nore. Your advisar reparts “That
Isnonoay | am't think we should be here”.

Draw from the celestial destroyer deck, but treat card iv as
cardiii. Donat keep the card If the Celestial destroyer is being



contralled by ancther player, shuffle this card back into the
system events deck, and draw anather card Regardless, gain
2 GAfar finding it.

Bring out the Celestial Destroyer chit, and place it in the
system Renove the chit after the event has been played out
unless stated otherwise.

Derelict Ship BOH(): O o yaur ships dspatches it's
scauting teaminto a lane dhffting derelict. 1t is dark insice the
pover cul- it has been stranded far decades if nat longer:
Subenly the trogps hear a nase a sautling and then
andther: Sirange artfrqpod-like creatures swarmthe frogos..

Do a troop combat against 3 eneries. They have the same
stats as base troogps. Each troop you have present in your fleet
counts as one troop, and each ship you have in your fleet
counts as: smell 2 (you need two to get 1 troop), medium- 1,
large-2, Peacermaker - 4.

If you lose, leave the card with the system until you either:
A Choose to destroy the ship (autaretic), o
B Defeat the creatures.

If you defeat the creatures without destroying the ship, you
gaina newtech ral 1dIC: ona

o T gain a tech one level higher than your highest
researched tech (randomif nore than one choice of
tech or research),

o 2-3 gain a tech in a level you have already
researched (randomif more than one chaice of tech
or research),

o 45 gain one tech higher in lowest researched tech
(random if more than one chaice of tech or
research),

o 6T gainonetechina level already researched,

8-9: rerdl,

o 1BGchoose any tech level from any technology
branch, you can research up to one tech level
higher than your highest tech level in any branch.

O

. Distress Baacon (POSE): “They care aut of nowherg thank
God that you arrived just in time, athervise..”
-Sr Afe;, Gptain

You find survivors on a ship heavily damaged by a pirate raid
They thank you and join your fleet.

Rdll 1dIC:

1-2 Quiser

3-4 Destroyer

5-6: 2 scouts

7-8 cdony ship (@d 1 civilian chit with a transport ship)
9-10: troop ship (2 troop chits with a transport ship).
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28 lon Sams (N2 After lasing scout ships to this system

your scientists untangle its nystery: Atifically generated lon
Sans ravage it traceable by your radar systers This
andent artefact has baffled the entire research cammunity.

Place an lon Samchit in this systemand keep this card off to
the side. All ships entering /nfothis systemrdl 1d10, an a 9+
they take 1 damage and cannat leave that round. After; all MP
must be used to leave. Ships ar Space Sations cannat be buiilt
here. Colonies can

. Kaken Bxh@): ‘Grpeo; repats are tdling us that a

massve.eh. ‘Waken” is feasting on the planet.. | don't
believe it nyself, but they are carvinced..”
-Gn han Admiral

A Space Kraken has gone adrift, and must be defeated before
any enire can calonize this system If it is nat defeated, leave
a Kraken chit in this systemuntil it is

# GAfor finding it. Gain Y10 RP once it is destroyed, and on a
rol of 7+ autoratically corplete any research (or if no
curent research, pick one and it isfinished)

Drawfromthe Kradken Deck onceit is defeated

Living Rangt (POS(): “Si; Ué are being hailed..but there
nust be a mstake aur systens are tdling us that it is the
Planet..”

-Gotain  Srollet

The planet tums out to be a large autorated research facility-
but your scientists cannat tell if it is an advanced Al. that is
running it or something else...

Regardless, it is a rather cardial and hospitable creature and
soon aligns itself to your enpire, it will nat ally with anyone
else In exchange far access to its deep wisdom it only asks
for protection

+5 actual RP/round. You may nat colonize this planet, but keep
the card and place the living planet taken on it. You may huild
a space station here, %z cost since the planet will provide nost
of the materials and no maintenance. 5 GA- The GAare lost if
the planet is destroyed

Keep the card, place the Living Flanet chit on the planet.

7 Derelict Vessal (POS(2: Your scouts repart that they had

found a vessel adrift in this system Taking the proper
precautionary actions, they found something...

Roll Oice:
1. Creatures; look at the GN informration for the card 26
“Derelict Ship” encounter.
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2 Tech +5 RP- may inmrediately use

3. Ancients Shuffle the leader deck and draw a leader
fromthe top. If you have no room you may keep the card in
your hand until you do, or you nay discard it. Keep the Derelict
card with the leader- this shows that he cannat be bribed
Apparently he is thankful for being rescued

4 Troogp Trangport: 2 free trogps and a transport

5. Old Vegetahles Yay... 1 FP next Civilian phase.

6. Mechanical Supplies +51P

7. Cdonists 1 civilian chit and a free transport.

8 RareGoods 0 (R

9-10 rdll twice (ignore 9-10)

Localized Space Aux NG “The farmless changing space
here is not consistent with itself, seemingly imbued with
strange fire partially na, partially sg and so Slowing down
any progress”

- Admiral Hraditus

You are nat sure what the Admiral is actually talking about,
but what you do know is that ships entering this systemslow
down It takes the fleets their entire MP enter or leave this
system Keep this card off tothe side and place the Space flux
chit onthe systemhex.

Pre-Space Qvilization (PO9@): Yau find a thriving pre-space
huren avilization Are they a log fagdten cday ar
suvivars o the Long Slence? Your archaedlagists are eager
tosdve their nysterious arigin

Place as many Locals chit markers on the planet equal to half
of the planet’s tatal population rounded down to a minimumof
1. These take up population space Each chit gives +3 FP
(Actual). You cannat move themaway. Locals can farmeven if
the planet has negative FP. If there is only 1 population tatal
for this planet, it is autoetically yours but you cannat place
colonists here. Exception: if you have the requisite technology
to increase max population size of a planet you may then
place a colonist here.

You ey station troops here.
Keep this card and nate the planet.

Metear ShowersNEH(2:  Yaur fleet caverges yoan an
unexpected metear shoner

Roll against each ship's defence and apply shields or amour
(if they have any). If they fail they take 1 damage.

. Mneral Deposits (FOS(6): We found some rare mineral
deposits in nearby asteroids- The rights to these will be worth
billions.

Place all the Mneral Deposit chits within a cup and randorly

draw one aut. Place the counter on the planet that receives
the bonus. The LP shown is Potential, the CRis received every
Round

Mnor EnpireBath)(3): The fleet sturbles across a system
already inhabited by a minor space faring nation “7he
question beind, asks one of your diplomats “what sat of
peqole are they? The last bunch | dealt with required a squad
torvshnead.”

Roll adiC:
o 1-5 they are hostile toward you and inmediately
attack
o  6-10they are friendly and seek an alliance; You may
either attack it as you would with anather enpire,
or accept the alliance: see rules on ninar enpires
in the Advanced Rule book

Your enpire cannat attack without declaring war if
aligned These enpires play on the defensive unless
you are at war, in which case you may take 2/3rds
worth of units rounded down.  Choose One Benefit:
+5 actual P, LP, or RP/ round if they are nat

destroyed

They build 1 random unit per tum from their minar
enpire deck

+2 G5 Keepcardwithaplanetcard M

37. Mssing Flanet(NE3(6): While nost of the systemis intact, this

system has a missing planet. In its place is a manufactured
neutron star seemingly the same weight as the suspected
planet would have been

Place the “missing’ tdken on a planet. If there is no ather
planet, then place it on that one. If there is nore than one
planet, pick a planet and rdll. On a 9+it takes the event. Place
a “mrissing planet” chit on top of the chosen planet.

After resalving the event, rdll again to see if there is ancther
event. If it affects a planet, like “Locals’, it can still be placed
on the missing planet. If it is found on the missing planet,
place it under the missing planet chit.

These may be restared

Celestial Destroyer Carmpaign

Mssing System(NE3)(7): The dld charts canflict with the hard
facts no system exists here Yet your scientists have
discovered “Neutron Sars’ arranged in the exact way the sun
and its planets should have been

Place the “Mssing Systent chit on this system The system
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may be restored Roll again to see if there are any ather
eventsin that system Any planet related event will stay with
the systemand play out when the systemis “released’. If the
area has any dangerous event cards, none will affect the
players until the system has been released Refer to map
setup when playing with the “Mystery of the Celestial
Destroyer” Canpaign

Celestial Lestroyar Canpaign

Mysterious Plague (NE3(1): During an archaedlogical dig an
entire team suddenly dies soon after gpening a tightly sealed
vault- releasing an ancient pathogen It bears a great
resarmblance to the legendary disease, Ater of Mal, which was
said to be the leading cause of the Long Silence

Alternating between the player and the one to his left, select
systenrs adjacent to this system and rdl to see if they are
effected whether they are cdonized or nat. 9+ the plague
stops. Keep choosing until it exhausts itself: if nat, the whole
map could be affected All affected civilized worlds will lose 2
population. Home worlds are nat reduced below1.

PFirate Arbush (NEX(2): Yaur fleet is ambushed by pirates lead
by ane calling himself “the Nofarfous Gold Goatee ” The same
pirate who ties lit wicks to his long blond hair to strike terror
into his foes

3 pirate ships attack Place 2 scouts and a destroyer in the
system Their fleet remains in the systemuntil it is destroyed
The fleet will fully replenish itself at the start of next round if
it is nat corpletely destroyed If this systemis adjacent toany
enpire, will nowremove -2 (Rfround

Leader: The ships will nuster under your contrd if you have
Qent HUl the Arate King, place them in your fleet. They will
leave if you have Sinbad The Firate if you pay them 2 CR per
ship.

Port Royal (NE3): Yau find the Rort Royal of Space and it is
armed tothe teeth Their leader; Gaptain Hack Sam hails your
fleet, saying “Fancy ye found aur little stay,” grins their leader
“Aty, your stay fancies non will find ye”

Place the Part Royal chit on the board Asteraid belts and gas
giants may to be rolled as an option Take out 1 Cruiser, 2
Destroyers, 3 scouts out frompirate chit stack All six nust be
destroyed else they will replenish ane chit each round until
their fleet reaches 6 ships again The Port Royal will take 4 (R
fromany enrpire adjacent toit. Any player that destroysiit will
gain10CRand +2GA

Place the Port Royal chit on the planet.
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If spare: -3GA pirates do nat attack enrpires who keeps this
card, and the enpire gains all benefits of pirate event cards.
WL renove -4 (Rfround far each envpire adjacent to it and
give 2 CRto the owning enpire. Keep the pirate fleet with Port
Royal.

All planets in system are owned by the pirates. If “ow’, a

player may occupy the space as if it were friendly. Each tum
the pirate state will replenish it’s ships until full.

If destroy: additional 10 CRand 5 GA And -1 to leadership
bid and cost- keep the Part Royal card  MH

Leaders Oent HIL Arate King will allow you to have themas
allies nat directly controlled
Sinbad the Pirate will allow convince themnat to attack your
nation if you don't bather them This holds true at any paint
that these leaders are gained

Rare Conmodity (POS)(6): A very precious commodity, key to
ancient technology construction has been found on this planet.

Randonly Draw from the Resource chit cup. Renove all
mineral deposit chits and the “Salt” chit. This leaves
Adamantine, Bo-Fungi, Back Oanond, Scrapyard, Mineyard,
andRaremetal. R

Stranded Leader (FOS)@): “/ arashed landked here tao lang ago
to caunt, surviving by repurpasing ry ship and ratians info a
sdlf-sustaining erviranment- aon't ask abaut the details..”

Shuffle the leader deck and pick a card and play it. If your
leader roster is full, you may choose to keep it until you have
roomor discard it. You don't receive any benefits fromit until

it is played

Scavengers(NE3(2): A rogue fleet is prowling in this system
scavenging from ancient ruins and anbushing any ship that
enterstheir territory.

Inmrediately Begin “sinple battle”: Scavengers have 2
Destroyers and 4 scauts.

If the player's fleet either flees or is destroyed, the Scavenger
card stays in the system until removed It will remove 1 LP
from each nation adjacent to it, even if it is only a fleet or
outpost. The Scavengers fleet is nat dininished if it survives
Nb calony may be built in this systemuntil destroyed

Yunc Fel : The scavsignoreyou MH
Scavenger NationNE3)(I): This nation has 1 Quiser, 2

Destroyers, and 4 Scouts that will inTrediately attack anyone
entering into their system They have a Scav Nation chit and 3
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scavtroop chits  If they are nat defeated (ships and chit): it
will steal 3 LP/Round fromany enrpire that touches its border
with a fleet, cdony, or outpost. Its ships replenish until bath
fleet and nation chits are defeated no ather calony may be
built in this systemuntil destroyed

If They are defeatedt

1. Annihilatiort gain A0 LP, 45 (R and 5 GS - TTo
leader maintenance and initial cost.

2 Spare: -3 GA +2 LP and OR/ nation that touches
its border with fleets, colonies, or outposts.

Place the Scav Nation chit on a planet.

Card Placement: Reshuffle this card back into the deck if you
pickit upin thefirst 2 rounds Fick anather card

Yunc F'el; Cancels the effects of this card M
Secret Cache(POS)(3): 10 (R

Space Hamicats(POS)(I): An exctic and rare space animel
resides in this systemnear one of the planets.

If that planet is cdlonized, it starts with mexinumnroral, gains
+2 to all noral ralls, and due to the rarity and attractive
nature of these creatures, +3 CR/Round fromtourism

Place Hamnicat chit on the planet, keepthecard 5GA R
SAt(POSI(): A whorules the Salt rules the galaxy:

Gain “Foresight”: Look at the tap of any ane non-player deck

(Galactic Bvent, System Bvent, Action Deck, Political Deck,
Leader card), usable once a round +5 GA +3CR/Tum Placethe
Rare Salt chit on the planet and keep the card in your play
aea R

Splinter Colany(POS)@): The descendants of pioneers that
went nrissing about a century ago were  alive on this planet.
While their original mission failed they managed to create a
thriving habitat here. They gladly reunite with your enrpire.

Race one of your divilian chits here Dscard this card
permanently fromthe game.

Stasis Pods(P0S9)(2): A tattered ancient ship wearily wanders
this system Your arew found within its dark halls muititudes
of storage spaces crammed with cryogenic pods, perhaps
sae of themare still functioning

Rl 1d1C:

1-2 No pods are functioning

3-4 gain a free leader

5-6 you discover a group of scientists and inmediately gain
+0 RP for curent research, or you nay inmrediately start a

52

new one with A0 RP added to it

7-8 Agroup of Engineers have plans stared on board that only
they can access Gain a tech (rdll to deterrrine which branch
(1-8), with 9-10 to choose any tech in areas already
researched ar on tech level higher),

9-10. Hgh Admiral of some ancient fleet. Keep this card they
tell you the secrets of the Kraken and Celestial Destroyer. In
every systemyou enter fromnow on, rdll a diC: 0 means you
find the kracken ar the Destroyer: rdll again 1-8 a kracken is
found, 9-10 the celestial destroyer is found

If the Celestial Destroyer is already in contrdl, keep this card
and gain +2 actual RP/round- it does nat attach to any planet.

If the Celestial Destroyer is ndt in play, gain 42 actual
RP/Round and rall again- if you get this again, it is now +4
actual RP/ round

Super Nova(NE3(2: This system has exploded into a fiery
inferno, consunring the entire system and anything daring to
enterin

Al ships incur one damege and all surviving ships nmove back
toward their previous destination and that fleet's tum is
finished Keep Super Nova Card on systemand do nat remmove.

The Syndicate(POS)(): You are hailed fromane of the planets,
a place thought to have long been abandoned You see a
shadow of a figure on your holo-display, “Greetings, | have
been expecting you..”

Find the Syndicate chit, place it on one of the planets +2toall
Intel rolls for a cost of 5CR/RolL. Find the Syndiicate leader;, The
Shadow in the leader deck, o take him from the player who
has him The leader goes to whomever owns the Syndicate. 45
GA The Ranet is yours- place a troop on it and ignare any
techndlogy restrictions for that troop (it can be placed on
radiation and toxic planets). Pay no maintenance- The
Syndicate belongs to whomever contros the planet.

Place the Syndicate chit onthe planet.  F

Quantum Conduit(NE3(1): A messive green glowing wornhale
pulsates from within this system It is surounded by a
damaged archaic halo-like structure filled with Lliving
quarters and work stations, as if it was built to be lived on at
one paint. But due to the damage it spews out all manners of
erratic energy that have some unexpected effects.

It only costs one to enter this space, but once entered, the
activated fleet may not nmove again this round Likewise, all
fleets moving out junp 2 hexes aut fromthis systemin any
direction they choose withaut factoring in moverrent points
Then that fleet may nat nmove any further this round
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+ actual RP/Round for the contralling Player- A colony does
nat need to be established; only a fleet presence will suffice

Keep card with system

Right of the Navigator (POS(D: A fleet of yours that
disappeared ages ago suddenly neterializes out of nowhere,
unchanged despite the length of time.

Gain up to 5 paints worth of ships.

War-tam Flanet (2): Ancient wars have decirated the surface
o this planet with heavy ship borrbardment, plasmg, and
radicactive after fall.

This planet is Radicactive. Place the Radicactive Terrain chit
on the planet terrain bax and keep the card off to the side of
the game board Then write down the new planets stats - AP
equal to population nuber. +2 RP and 2 LP. Add 2 danmage
chits to wold (canat exceed pop  Number)

Add War-Tom Rlanet chit tothis planet.

Galactic Garbage Dunp: | know; | know; sir, it is a planet sized

garbage dunp full of only God knows what, but think of the

possibilities? Where you sell taxic paisonousness fumes, |

sell opportunity! Let us nat refuse this once in a lifetime
chance

- G Ross Mle

Chief Executive Colonial Advisor

This planet is Taxic. Place a Taxic Terrain chit on the planet
terrain box. Keep this card dff to the side far reference. This
planet cannat exceed 3 moral on the moral track, -3fp, but +2
pat/ RP/round 1 dng to the world (which cannat exceed the
pop. Nurrber).

Add the Garbiage Dunp chit tothe planet. F

Srip-vine Planet(3): All the resources have been stripped
centuries ago.

Reduce all positive bonuses to 0. Flace a Desert Terrain chit on
the planet terrain dircle

Place the Strip-Mne chit on the planet and keep the card off
tothe side asreference.

Qracked Alanet: While ancient wars have tam this world apart,
amezingly it is stable enough to suppoart life

Rlace 3 damage chits on the planet, ar up to population max. -
1 LP/FP per pant of damege. Can “fiX’ each paint if have
artificial planet technology.

9.

él.
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Add the Qracked Planet Chit to this planet.

Soar Rare(?: As your fleets enter into this system an
abnarmally large solar flare erupts out o its sun, frying all of
your electrical equipment.

This fleet cannat nove until ancther of your fleets enters this
system Keep this in in the systemand place your fleet on top
until the ather fleet arrives

Nebulous Interference(?): This systemis encorpassed withina
thick nebula

+ to movement cost when noving to this systemand aut of. -1
MPin comrbat when noving toa min of 1.

Add the Nebula chit to this system

Ancdient War Machine A cdlossal hulking planetary defence
machine wanders about the planet. It is still active and,
unfortunate for you, malfunctioning, shooting at everything
that entersthe system

Each ship entering this systemmust rall or take danage. The
machine nmay only be destroyed with a successful
borbardment. Keep this card +3 RP to the planet.

Add the War Machine chit to the planet.

Hades: Aharific sight to behold, a mad man's nightmare, filled
with toxic fures, radicactive waste and colossal husks of
buildings that once covered a thriving city that spanned the
entire planet.

You need bath rad and taxic techs to cdonise. Only half pop.
(rounded wp), farming negative equals the new population
nuber. Cannat exceed 3 noral. +5 patential RP,

Place the Hades chit on the planet.

Radiation Feld (3 A radiation field surounds this planet,
causing all who pass throug sterile

-1 FP and no population growth is allowed on this planet
unless you have radiation shields, atmospheric renewer, or
Advanced Medicine. Hwever, you may nove civilians to this
location

Add the Radiation Feld Chit tothe planet.

Terror(2): Inexplicable atrocities have occured here by an
ancient civilization The bit of what you can gather from the
histories is unsettling Bven more so are the mysterious
disappearances
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Automatically rall MP to escape or take 1 dng If survive and
stay, -1 onall rdlls If cdonize, no planet in the systemcan go
above 2 noral. Renove this card when the Dominican,
Benedictine, or Jesuit are present.

Keep Card on systemuntil remmoved

Into Thin Air (2 Sr... They just vanished aut of thin airl
- General Gray Z Mannings.

Rol MP. Ships that fail are removed from the board

Faulty Conduit: Your Excellency, we discovered an operational
conduit! WAL... sort of, some of the kinks have to be worked

Bvery time a ship or fleet leaves this system Roll MP. Nothing
happens on a success. Afailure shoats a ship off in a random
direction up to 3 systemtiles away. Roll a dIG; 1- the ship goes
up, 2- upper right, 3 lower right, etc. up to 6. 7-8 donathing. 9-
10are reroll.

Add the Faulty Concluit chit to this system F

Uhstable Gases (2): This system is shrouded in a highly
unstable highly flanmrable gas. Our scientists are baffled as to
why it is nat affected by the sun's oan flames

- Chief Scientist Ignatius Loy.

May not use weapons in space combat without the chance of
incuring 1 dng to bath attacker and defender;, and all those
around them Each ship destroyed after the initial blast also
may incur damage to nearby ships with their awn blast.

Add the Lhstable Gases chit to the system

Ice Felds(?: Gigantic Ice aystals drift closely about the
system crashing into each ather, a veritable danger to any
fleet. Yet something keeps them from crashing into the
planets

Ships rall Mp, if fail, take one damage, unless the enpire can
colonise asteraid fields. One planet is Tundra, %2 pop. (rounded
wp), -2 fp. +2 RP because of andient ruins. 4 defense in this
system

Add the lce Helds chit tothis system

Second Sun (2) : This system has two suns instead of ong,
greatly raising nearby plants tenperatures

-2 FP fromall planets. 1 CR maintenance. Add 1 MP costs due
to the combined pull of the suns One planet is now a desert.
Only affects non-desert planets

70.

Add the Sun chit to this system Change all stats of the planets
in this systemas you colonize them

Strange Signdl (2): A strange signal sounds on your fleet's
conms as they eneter this system) then all cormunication is
lost. Much time passes and, despite your growing anxiety, the
fleet comms retum. No one was injured and the fleets are fine
They reported that the coms stapped for the entire time the
signal sounded, and retumed when the signal stopped They
could nto locate its origins.

Do nat nove any fleet far the rest of this round

Tectonic Flate Instahility: The surface of this planet is very
volatile, constantly shifting about, tuming any colonial effort
into a titanic trial.

-3 (min1) pop, -2 Fp, 4 maintenance.
Add the Lhstable Planet chit tothe planet.

Orystalline Catastraphe(2): An ancient scientific experiement
has tumned catastrophic and has escaped into galaxy!

Planet has damage chits equal to half planet pop rounded up.
Roll a dl0 at the start of each newround. 1-3 nathing happens,
4-9 add 1 dng chit, 10 add 2 Each chit negates 1 FPand LPand
liveable space, but adds 1 Patential RP each If the damage
exceeds the planet’s tatal pop.nurrber,, the planet is destroyed,
and all adjacent systenms may becone infected Roll which
planet of all adjacent systems with planets Then rall again: 1-
3 nathing happens, 4-9 1 damage chit, 10 is 2 This happens
until there is nowhere for the crystals to gg o all systens
have had one planet infected

Add the Orystal Plague chit to this planet. Keep adding chits to
cther planets until there are no nore chits. Remove chits from
any planets that are destroyed These chits may be used on
newplanets.

Camivarous WidHife (2 From the smallest insect to the
colossal beasts, it is as if all things here want to eat you and
each ather. Fromthe sallest critter;, to colossal beasts Bven
the plants are driven to eat flesh

You must send trogps up to half pop. Totoal (rounded up)
before this planet may be colonized This must be maintained
when colonized, else pay 1 CR per missing troop. Mechoids
count as 2 +3 RP and RP. +1 defence during a troop invasion

Add the WildHLife chit to this planet.
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Political Cards are senate agendas resolved during each agenda round
during the Galactic Senate Phase. This phase is nat active far the first 3
rounds of the gamg, even if all the players are within conmrunication
range of each ather. The first Pdlitical card is drawn by the player with
the FArst Flayer tumn marker, and he reads it aloud to everyone Then all
the players either vate for it or against it. Some cards will have a
consequence if it is voted down These cards will say “Aye” or “Nay’, that
is- for or against the card

Soe cards do nat have any option. You sinply vate on the card, and if it
isa“Aye’ then play aut its effects. If “Nay”, then discard the card

Some cards have inmrediate results and are discarded right after; others
affect an entire round before being renoved, and finally, some are
permenent. All cards that continue beyond the Senate Phase are kept
out in play until their duration is finished

Interpreting meaning  Whenever there is a dispute on a cards
interpretation, players can

1. Decide anong their selves its proper interpretation and
inplementation. It is best to have a “rules Lawyer” far this
very thing

2 Put it to vate if you desire to be nore official. It is a senate
afterall.

Pdlitical Cards:

1. Budget Deficit:
All enpires nust now callectively spend 20 CRor each lose 5
paints worth of units each

2 Colony License Law
Aye Spend (R equal to half your tatal amount of colonies
(rounded up) when creating any new cdlony. (Bx If an enpire
has 6 colonies; it will pay 3 CR for the next calony. The next
colony Will be 4 CR (total colonies rounded up:7 divided by 2 =
3.5, rounded to 4)
Nay: No colonization next round

3. Osarmament:
All players lose 3 troogps but are conpensated Enrpires are
corpensated with (R for the loss, receiving the troggs
building cost.

Nite this includes any techs that increase the unit's cost, so
the amount of CRretumed may vary fromenrpire to enpire.

4 Diversified Incorporation:
Pick an Bpire: the next round it cannat produce more CRthan
its total Labour Jobs Assignments.

10.

1.

12

13.

14
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Equality BIL: Law

Aye Cancels all allies and curent wars Allies are reduced to
non-confrontation acts. Any wishing to start a war must spend
+5 CR/ battle

Nay: Every player spends 10 CRor lose 2 GA

Farbidden Action:

One action cannat be played next round Roll 1dIG: 1-6
corresponds to each action nunber found in the action phase
(I: Intel, 2 Production, etc), on a 7-8 the players will vote on
any ong 9+ is vate on any two. This anly affects the next
round

Galactic Sahilization Act:

Aye: The player with the lowest maxinum ship paint count in
their largest fleet gain 5 ship paints to purchase on any small
or mediumships

Nay: All players must reduce each of their fleets down to 8
ship paints worth of ships rounded up.

Galactic Free Trade:
Aye Al receive H0CR
Nay: Misst collectively pay 20 CR If ndt, all lose 2 GA

Galactic Mobilization
Bvery player inmediately receives 4 troops.

Galactic Peace BExqpenditures Law:

Aye: Al large and huge ships, or level 3-4 Space stations, cost
double CR

Nay: Double costs far all production purchases next round

Galactic Sanction:
Hect a player, that player may not move next round

Golactic Security:

Aye All players gain 4 troops to place on any of their calonies
Nay: lose up to 4 troops, or each enrpire pays its current build
cost for each unselected troop(up to four troops). Players may
combine troop and CR expenditures

Galactic Shipyard Subsidy:
All players may now purchase either 4 scouts, or 2 destroyers
or 1 Quiser.

*All namrel ship size requirements far building apply. You may
only build what you have researched

Galactic Traffic Tariff:

Aye: All ships passing through anather player's enpire nay
only send a fleet worth 5 ships paints, ar else give that player
3 CR/ ship paint above the linit.

Nay: Any player with a fleet larger than 6 ship paints must
inmediately pay 5 CR for each paint above the limit or lose 1
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GAfar each unpaid paint.

Hamonized Research Adt: Law

Ave Al research agreements are cancelled They are
replaced by a single general research agreement that applies
to all enpires Each enpire gains +5 RPround far the
agreement, nathing more. Nb ather research agreement may
be made. May nat be braken by diplomacy save by declaring
war (but only for that player). The law resumes for that player
when the war ceases

Nay: Break all research agreements, unless an ally. Non-
Confrontation acts may be lost if nat anally.

Harmonized Trade Act: Law

Aye Al trade agreements are cancelled and replaced by a
single general trade agreement that applies toall enpires. No
other trade agreement may be made. Each player may now
receive 5 CRfround. May only be broken by declaring of war
(but only with that nation).

Nay: Break all trade agreements unless an ally. Non-
Confrontation pacts are lost if nat in an alliance

Note Research that increases the CR will add its CR to the
tatal CR of the Harmonized Trade Act. I it cannat be evenly
distributed, Start with the enpire with the Frst Payer Chit
and hand aut the CR to the left until there is no more (R to
distribute

Hrrenitarian

Aye The poorest player gains half the difference of CR
between him and the highest player, rounded up.
Nay: The highest player loses half the difference between him
and the lowest, rounded down.

Local Inhahitants Act: Law

All planets with “locals” on them revert to neutral. The
player's Population is placed elsewhere. Lose population
countersiif there is no roomleft for them

Locals Haven Act: Law.

Aye Al locals in the Galaxy will relocate to a neutral planet.
That planet may nat be cdonized If there are no neutral
planets, enpires must elect a non-hame system planet to
became the local’'s hame. All Locals chits, present and future,
are placed on that planet. If the planet runs out of space
anather planet must be chosen

-f law is cancelled the planets may be cdonized
Nay: Each calony with a local on it must inmediate relocated
one if its citizens to anather planet. If nat, they must pay 10 (R
per civilian If this is nat possible, then they will lose 1 GA per
civilian

Industrial Conrpensation
All players may nowbuild a space station o upgrade one far

5.
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free. Upgrade rules still apply.

lon Cissipation: Law
Renoves effects of all lon stams, Nebulas, Fuxes.

New Constitution:
All laws are disregarded and are reshuffled back into the
palitical deck

NewTrade Routes

Aye A0 (Rtoall players.
Nay: Each lose 10CR

Neutrality Law

Al enpty systems or systers with no habitable planets
become “neutral” zones. Any player wishing to move through
nust pay 2 (R per hex. All neutral habitable planets cost 2 (R
tocoonize

The CR will be Given to the First Player at the start of Each
round.

Objective Pricrities

Aye During next round all GA goals are doubled This may
stack with any action cards.

Nay: Half GA goals next round

Order and Peace Act:

Pick any two enpires that are at war. Chose a colony from
each of these enrpires, ones that are nat Home Worlds. Vote oan
these colonies to see if they will revert to Neutral- keep vating
until one colony fromeach of the two enires are chosen The
last one is autometic (except for horme world).

All civilians on these colonies must be noved, but all troops
and space stations are destroyed The war has ended Locals

stay.

If there are no systens but the home system the agenda has
no effect.

Passive Rile: Law

Aye Each fleet may only be 5 ship paints large.

Nay: Each player nmust renove 5 ship paints worth of ships
fromhis fleet tatal.

Period of Peace:
Next round enpires may nat attack each ather;, nor nove into
anather enrpire's systemunless they are allies.

Planetary Peace-Keeping Law

Aye May nat borrbard any cdony without taking a 5 GA
penalty with each bormb dropped

Nay: All Erpires with Peace Keepers must inmediately lose 10
CR/ peace keeper ar lose 5G4/ peace keeper. You can choose



which penalty to apply for each Peace Keeper.

Planet Seaurity: Law

Aye Al cdonies nust have at least one troop present or be
fined 1 CR/colony each round, during the start of the
production phase. Enrpires may inmediately purchase the
requisite troops.

Nay. -1 CR/ planet that does not have any trogps on them

. Power Reduction Act: Law

Aye: For every new law played after enacting this law, renove
any two Pdlitical cards curently in effect, including any law
cards. Oscard this card once there is at nost one Palitical
cardin play.
Nay: There are now two random Falitical card draws befare
enmires begin their oan two agenda phases.

Production Expedite:
Aye: next round each colony receives 4 LP.
Nay: 7 total LPfar all enrpires next round

Redistribution Act:
Hghest GA ranking enpire nust now give the lonest GA
ranking enpire a calony if they have any to give.

Repeal Law
Rermove any single lawin play and shuffle it into the deck

. Revoke Law

Permanently renove a law from play, then permanently
remove this card as well.

Research Collaboration:

Rall 1d10: the nunber rolled carresponds to a tech nuber as
found on the tech tree (8 categaries, thus a rall from1-8). This
allows all players to automatically conplete a research from
that category. Ona 9 or 10 each enpire will choose a tech
branch The Branch with the nost vates will be chosen

When chasen, find out which enrpire has the lowest tech level
in that category- research one above it. Erpires may choose
anather tech from that level if they already have one
researched in it. If they have all techs from that level, they
may apply its research cost to a nongaing research If they do
nat have any ongaing research, the RPis lost.

. Research Rnding

Aye: Next round players may choose to forfeit their Production
action and convert ”; their tatal LPinto RP during the research
action

Nay: tatal RPis halved next round

Research Transparency. Law
Nb research card may be hidden and mmay be looked at any

4.
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Short-TermTestudd Act:
Aye: No one can move through a non-allied systemnext round
Nay: Next round, spend 2 CRfar each non-allied systemnoved

through.

Supply Merger: Law
Enpires may now use other enire cdlonies for the purposes
of supply range unless at war with those enmires.

Suppression Law.

Aye Vote out the Senate Leader position. Anyone who is First
Player during any Senate Phase cannat vate. They can still
draw the random Pulitical card at the start of the Senate
Phase.

Nay: Next round, anly the Airst player votes...

42 Techndogy Bart Law

A certain techndlogy is now farbidden to research and use. If
used or researched anyway, all ather enrpires may dedlare
war on that enpire. Roll 1d10 to determrine the tech type:

1: Troop (), 2 mrissile (I14), 3: borrb(Any), 4 Beam(V4), 5: Intel,
6 (any): Mass Driver (lll+), 7: ship (\4)

Leaders: Boris the Armrs Dealer and The Shadow Can bypass
this for 5 CR any pirate, smuggler o spy may do so far 5 (R
plus subcategary level (Atroop Vwould cost 10 CR a troop M
would cost 12CR. Players may hire these leaders aut to
“acquire” the tech for themif they pay them the afore said
price tothat enpire

43, Techndlogy Exchange:

Aye Each player may now gain one free techndlogy fromany
player he has a research trade agreement with. It may only be
in those levels he has already researched in

Nay: May nat use research bonuses fromtreaties or alliances
next round

44, TI.C-Technology Investigation Comitteer Law

Aye Pay 2 (R/hewtechndlogy research
Nay: Nb research action next round, and each enrpire pays 5
(Rfor each of its curent research

CRis split among all leader who have the science skill. Start
with Frst player and deal out CRuntil bath have been given
Oout.

45, Techndlagy Tariffs

Ayer Rl 1d10: Next round, any research started inthe
carresponding technology categary costs twice its RP when
researching it. Onaral of 94 enrpires each choose one
category. The category with the highest vatesis selected

Nay: all curent research costs +5 RPand newresearch costs
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+5 RPnext round

Trade Bvbarga

Aye Each enpire rdls a dice. The lowest ralling enrpire will
have all his agreements tempoararily cancelled and may nat
trade far one round # far each gane length level above
Castal (See Advanced Setup). Those who have an agreerrent
with them do nat receive trade benefits gained from that
enpire

Nay: No trade actions next round

Trade War:

Atrade war has erupted between the merchants of different
enpires. Bther each enpire must spend 7 CR now; o those
who cannat will now must spend 5 CR/round far each trade
and diplomecy action they play for the next three tums
Rayers may scrap units to come up with the (R

Transparency Act: Law
All ship slat techndlogies are revealed and no “fog of war”
rules are applied to fleets. Scanning is no longer necessary.

Troop Shortage:

There is a shartage of troop manpower and action is requirect
Aye: Pay 3 CR/ troop now; scrapping what you cannat pay far.
Nay: Pay +2 CRon all builds next 2 rounds.

True Peace Making Law

Nb more than one Peace Maker ship may be huilt per enpire.
Nb planet destroying weapans may be equipped on any ship
(this does nat count far space stations since they are nat
ships). Brpires that do so will take a Red Causa Blli.

Uhified Non-Aggression: Law

Aye All enpires now act as if they have a non-confrontation
act with each ather. Normmal Penalties for breaking this act
applies

Nay: Beak all Non-Confrontation Acts this will dissdlve
alliances

Uhiversal Refom

Aye Change one planet type far each enrpire for the better.
Each enpire will select one of its own colonies and renove all
its negatives and maintenance costs from off their Colony
administration sheets and meke a note on the side. This will
carry over to anyone who owns that planet.

Nay. exhaust your best labour and agricultural colony: their
bonuses may nat be used the next 2 rounds. They may be the
sae or different colonies.

War Qrimes

Each enrpire ralls a dice. The lowest rdling enpire will have
all his trade agreements cancelled Treaties with allies will
nat be affected This will cancel Non-Confrontation acts that

9.

arenat paired with an alliance

War Rinding

Ave Next round all enpire may choose to farfeit their
research action and convert their RP to LP instead Total RP
halved for that round

Nay: Tatal LPis halved next round

Horace Race

Aye: Next round, enires may use their fastest ship MP
instead of their lowest for the sake of noving a single fleet.
Nay: Half supply range next round

War Supplies

Aye: V\hen calculating fleet size, each ship costs 1 supply point
next round

Nay. Double ship supply costs next round.

Dishand Galactic Senate:

Aye: Cancel all laws and ongoing agendas. Senate is closed..
permanently. Toss all palitical cards away. Lose 5 CR per card
lost.

Nay: -LAWafter each enpire inmediately loses 10 GA and
10CR add one random agenda pick on top of what is already
there to every Senate Phase. Sdle Ruler is vated on every 2
roundsinstead of 3.

Senate Ovarreadh Law

Aye: The senate now has a personal army. At the start of each
Moverrent action, the Senate takes 1 CRfromeach enrpire and
spends it on a basic units, ship or troops, until there are no
nore left to buy- take from the minor enpire troop piles
Place these units off to the side near the Pdlitical Deck

The First Player may spend 2 CR on each unit in arder to either
place themon a colony he awns, or to add them to a ground
combat- either as defender or attacker. Each unit may only be
assigned once a round

At the end of each game round, return all surviving troops to
their place near the Palitical Deck

Nay: The enpire that plays this loses 5 GA and evenly
distribute half of his eamed (R (that is, what he narmrally
gains each round through revenues, research, and leader) to
all ather enmires during the next Cvilian Phase. They may
only vote with half their votes next Senate Phase.

Hder For Life Law

Aye Instead of vating for Supreme Ruler of the galaxy,
enpires now vate for a permanent Senate Hder: The sole
leader is nat the player, but rather a leader within the player’s
hand Each player that has at least ane leader must propose
one for Senate Hder, but he does nat have to vate far him The
enpire that owns that leader may now look at the first 3 cards
on the top of the Palitical Deck and the discard pile and pick
any three to be placed back onto the tap of the Pdlitical Deck
The remaining three go into the discard pile May dictate



vating order.

The power may shift if the leader is bribed to anather side, or
a new one nust be voted if the leader is killed
Nay: All Senate Hder candidates are reshuffled into the leader
deck

E THHNILOGY: 8 categories-
108 techs/enrpire

You will find a detailed description of all research projects in this
section, which includes their Category, Level, Subcategory, Cost, and
effect.

Far eanple the research prgect Graund Aghter Sippart s a Level 4
Ostruction technolagy. fts subcategary is Trogp W, and it casts 18 RPin
aaerfoconpleteit

All percentages found in the tech descriptions are based upon the dI0. If
you have a 50% chance of something happening, it means that on a roll
of 5 or less (5-) the effect will occur-

Some Categaries have Adhievamenas These give bonus GA to whoever
researchesit first.

Soe ship specific techs have size requirements. Ships of that size or
above may be able to equip that technology. Miniaturization can reduce
this, see Advanced Riles The sizes carespond to these ships- Smell:
Scout, Medium Destroyer, Large: Oruiser, Hige: Peace Maker

Some technolagies give actual ar patential bonuses job assignments.
Actual gives you an inmrediate bonus to the specified career, while
patential bonuses are only unlocked when civilians are placed in the

coresponding career. Potential bonuses may also negate patential
negatives See more in the Introductary Book..

Defences Some techndlogies offer a separate defence bonuses to units

Lhless it states atherwise it is nat stackable with the unit's general
defences. These are rolled separately.

Ressarch Categories:

1. Construction19
a 9 levels Troogps Mssile Defence, Planet, Borb Shelter,
Space Station, Ship
2 Powerld
a  6levels Farm Bngine, Bor, Production, Special
3. Cherristry12

a.  6levels Amour, Mssile Fuel Cells
4 Quiturel5 (1 achieverrent)
a 7 leves Social, Econorics Qulture Science, Farm
Production, Troop, Ship, Special
5  Corputersi3

6.

7.
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a 5 levels Conputer, Science, Sodial, Intel, Mssile Defence,
Special

Hology 10 (2 achieverrents)

a 6levels Farm Planet, Special

Physics18

a 8levels Bsam Communication, Scanner, Troop, Special

Force Felds 17

a 7levels Shields Mssile Defence, Planet, Mass Driver, Intel

1. Construction: 19

13

28

312

418

525

635

1.46

7 Troop ll, Amoured Tanks 1 acc, 10% avoid death, 20% that
anather enermy unit is hit during one of your attacks! free
shat at the start of a conbat.

2 Mssile Defence, Anti-Mssile: 30% enenmy nrissile fails to hit.

2 Space Station Il, Trade hulx Can build the 2 Level Space
Station. Grants production of Destroyers. H supply and total
production capacity. # CRRevenue

4  Mssile Defencell, Autotargeting 507 enermy nrissiles fail.

5 Troop V, Power Amour: +2 defence, 20% troop nat killed May
create outposts on asterad, radiation, and toxic planets
Sackable

6 Borb Shelters |, Planetary Borb Shelters 4 vs babs, H
def far troops defending their calany. 30% targeted troops ar
aivilians will survive successful hits

7 Troop M, Gound Fghter suppart: 20% for destroying
transports dropping off troops; rdll vs each enery transport
as you have units defending your colony. + def. to troops
defending a colony. Stadkable

& Space Sation lll, Sar Fortress: Can build the 3rd Level Space
Station. +2 supply range and production capacity. May take a
free shat at any enermy fleet entering this system Blild up to
Large and Huge ships May store 2 scouts ar 1 destoryer
without paying maintenance place these under the space
station chit. Stackable

2 Special |, Mnes Players may now use their mine chits and
set up mines to defend their system Reets attacking that
systemhave a 30% chance of taking 1 dng.

2 Shipl, Inproved Desigre Allows far 1 more tech slat/ship when
equipped 42 cost to any ship class it is equipped to
Transports may autometically cary one nore troop or
supply. does nat take up atech slat.

7 Borb Shelters I, Deep Core Vaults +3 vs. bombing 50%
targeted troogp ar civilians will survive if hit. +3 Def for
defending troops in ground conbat. 20% avoid death in
ground combat.

1z Ship lla, Troop pods may now carry one troop unit. Cost +
Medium
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Ship llb, Fighter Bays: May now carry 1 scout.  This does nat
count toward mreintenance or supply. The scout does nat
cont tonards supply or novement. Cost #large (o
miniaturization)

Shiplic, Supply Bays: carry one point of supply. Large. Cost 4

Troop [X Mech Bots May now build level 2 Troops Mechs
Refer to unit sheet for the stats Can build outposts on
radiation, asteraid and toxic planets. Does nat stack with
power armrour, but it does not count against its slat usage. It
is stackable with ather Troop techs

Ship IV, Oruiser: May now build Qruiser (large) Qlass Ships at
any Level Three Space Sations

Ranet [V Artificial Aanet Constructior May convert Gas
Gants and Asteroid Belts into Barren Planets. Refer to the
Gas Gant's or Asteraid Belt's PIB for stats. Each artificial
planet costs (R equal to the Gas Gant’'s ar Asteraid Balt's
highest population number times 2 (pop.#x2/planet= CR Cost).
Place the Artificial Rlanet terrain chit on the planet’s terrain
bax

Space Sation IV, Galactic Gitadel: May stare 1 population, one
free shot at any enery fleet entering its systemand into any
adjacent systens +3 supply range, +3 unit capacity, +4 LP for
sake of building units in that system May store up to 4 ship
paints of ships, scout or destroyer only.

Ship V, Peace Maker: The Hige Size ship dlass may now be
built. Treat it like a transport ship that can carry up to 4
paints worth of any conbination of units or supply: troops and
supply take up one space, civilians and scouts take up 2

2Pover: 13
Engines: Transports assure the highest engine tech bonus available

16
1
2
210
2
4
35

40

5.5
n

/A

670

Farml, Food Replicatars: +2 AP (Actual)
Production I, Advanced Mechanics: +2 LP (Actual)

Borb |, Nuclear Borrx +2 to borrbing. Medium
Engine l: Nuclear driver 1 MP

Production Il 3, Advanced planning: +2 unit building capacity
inany system

Production Il b, Advanced Conrpanents: 45 LP (Actual).
Production level lic, Auto Factary: 1 LP/ Colony (Potential)

Engine II, lasma Driver +2 MP. -1 supply cost each shiptoa
mininumof 1. 4 Cost (does nat stack)
Borrb I, Rasma batx +2 to borbing, initial 1 dng, with 50%
chance splatter dng for 1 dng. Large.

Borb M, Anti-Matter Borkr +3 to bombing 2 dng
Large

Engine lll, Anti Matter Drive: +3 MP. - 1 supply cost far each
ship, toa minimumaf one. +2 cost (does nat stack)

2

2

4

Engine IV, Time-phase Drive (803): +5 MP, reduces MP costs by
1 to @ minimum of 1. - 2 supply cost for each ship, to a
minimumof one. +3 cost (does nat stack)

Special Il, Dark Space Teleporter: reduces all distance
nurbersto1 far each systemtile

Production V] Deep Care Mining: +1 LPfar each Labourer.

3Chemistry: 12
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Amour |, Tritanium Amour; +20% soak for 1 dng.
Fuel Calls |, UraniumFudl Calls +1 SystemRange.

Mssile I, Repulse Mssile Base dng, and 20% vs janmring
Medium

Amour [, Nano-Mesh Construdtion 40% soak 1 dirg, 20%
chance nrissile hits amour far nodng

Fuel Call I, Nuclear Fission Cells +2 Systemrange, A MP
Amour |, Zortium Amrour: 60% soak 1 dng, 40% 2 dng,
30% missile fails to penetrate ammour.

Mssile [ll, antimatter: 4 dng, 30% to jamming defenses,
Medium
Borrb IV, Hlanet Buster: +4 to borhing, 4 dng. Large

Mssile IV, Rasma: +2 dirg), 40% to janming def, 50% splatter

toadjacent shipsfar1 dng Large
Fuel Cells i, Fusion Power Cells : +3 systemrange, 1 MP.

Fuel Cells M Dark Matter Cells: +4 systemrange, +2 MP.
Amour NV, Adamantine Amar: 80% soak 1 dng, 60% for
second drg. 50% vs mrissile hits far no dng. 4 base AP,

4Quture 15
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Social la, Mlitary Acadery: + toall troop acc and def.
Social Ih, Space acadeny: # toall ship acc and def.

Sodial Il, Sdar Lhiversity: All jobs gain a +1 patential bonus/
system

Econarrics |, Solar Market Place +3 CR/ trade agreement,
ather party gets 2 CR. 41 CR/system) mrinimum1 CR

Troop M Trogp Reserves- Each cdlony acts as if they have
one level | base troop (no attachments) when no troops are
present. Vhen there are troops present, apply # acc, def, and
Amour paints on ane troop. If that unit is destroyed, the
bonus is lost far that contbat

Ship lI: Space Reserves- Each system acts as if it has ane
base scout/ colony if no fleet is present (no attachments).
Thus they cannat be barricaded unless attacked Apply + acc,
def, and armrour paint to any one ship but Hige: Once that unit
is destroyed, the bonus is last far that conbat.

Econamics I, Hack Damond Sandard: 4 CR/calony



& Social lll- Moral Code—+2 toall norale die ralls, +2 intel def. -
2 noral costs
538
2 Quture |, Qassical Philosophical Studies You may now pick
up a second GA card at the start of each round instead of ane.
652
72 Production IV, Advanced Themo Dymairics # actual LP per
calony. (stackable)
71 Sdence V, Qassical Hstaric Studies H actual RP per calony.
(stackable)
2z Fam |V, Advanced Maro Hdogy: 4 actual FP per cdony
(Sackable).
768
72 Eoonamic lll, Galactic Report: +3 CR per colony.
% Quiturell, Qassical Metaphysics Achieverment: + GA Card per
round It is stackable with Qulture, 1, allowing a player a third
GAcard chaice
7»  Sodial IV Relgious Hlightenment Achievement: 43 noral,
80% chance nat go into rebellion when need to rdll, if any
enarry intel rol fails(except with an enpire with a Spy
Master), he is autometically executed + intel def. Moral
costs reduced to 1. Leaders with Spiritual gain H on all
attributes.

5Corputers 13

Computer Tech: These do nat stack, you may only have one conputer
tech per shipdass

Atack Range far computer technologies are specifically for Bsam
weapons They add to their weaparisinitial range of dissipation

16
7 Computer |, Advanced Ranged Computers  H acq, attack
range+ onall sides
2 Sdencel, Advanced Archedlogy: +1 RP/ colony (Potential)
212
2 Intel |, Advanced seaurity scanners + 1 to Intel die ralls,
attack and def. +2 rebellion and rebellion def rdls
4 Computer I, Optronic Computers: +2 acc, attack range: 4
frwrd, Aisides Medium
5 Sdence Il, Advanced Data Conpressiant +2 actual RP/ treaty,
+] RPpat.
32
é Socid IV, Hlographic Training + to norale rdlls, 4 to troogp
and ship acc, H to all jobs -2 CR from norale costs in
Galactic Brpire action
7 Corrputer lll: Neural Interfacing +4 acc, Attack range +3
forward, +2 sides, | back Medium
435
& Sdence lll, Hilographic Libraries + .5/Colony research
(actual-Stadable)
2 Specia lll, Structural Analyzer: 50% ignore Amour Paints.
12 Intel I, Oyber-Security: +2 tointel rolls and rebellions. Stacks
with advanced security scanners.
550
7 Mssile Defence IV 60% enerry missile fails to hit.

2

3
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Corrputer IV, Advanced Al Netwarke +6 acc, Attack Range: +4
frward +3 sides +2 back Large.
Sience V, Galactic Oybernet: 1 RP for each Scientist.

6Bology 10

14
1

210

318

432

548

660
n

Fam I, advanced Famring techniques +FP/ coony
(potential)
Panet |, Adv. Mneral Bxdraction: +1 LP/ colony. (patential)

Planet llib, Weather contral: Taxic planets are now habitable
Sacks with other planet and maintenance nodifying
techndlogies

Farmlll, Subsurface Farmring: +3 FP (Actual)

Planet V| Atrospheric Daellings: colonies that can only use
some of their limit may now use + nore ar their population
capacity. May inhabit Gas giants and sustain half its
population and gain half of its minerals Maintenance is 5. If
tumed into an artificial planet, calonists are nat affected and
may stay. Terrafarm ar any ather planet techs will not work
on Gas giants until tumed into an artificial planet.

FarmV, CarbaMeth Dilatior: 45 AP (actual)

Planet M, Terraformring +3FF, +0.5 pop growth (stackable), 7z
all coony negatives, round up (stackable: two halves =
carplete reduction) and maintenance. Tum Radioctive/Taxic
planets to barren, Desert to Arid, Tundra to Ocean, Ocean to
Swanp, Barren to Fertile. Fertile nor Terra may upgrade. Pay
5CR/ colany.

Special V, Advanced Medicine *Achievement® + 3 to pop.
growth, 72 planetary farm negatives. All sicknesses have no
effect. 30% avaid death for Leaders and troops in conbat ; it
is a separate roll fromall ather avoid death ralls. Stacks with
cther planet altering techs. Does nat stack with Ga. Sickness
inmrunity carries over to Gia however.

Fam V, Celestial Gardening Techniques *Achieverrent®
Renoves all farmring negatives. +2 FP/calony (potential). 41 to
norale rals duing Galactic Brpire action +3 population
growth. 72 planetary negatives and maintenance.

Ranet Ml Tera Transfammation*Achieverrent® 40 FP
(actual), All colonies double pop. linrt (does nat affect unit
building limit) , removes all planetary negatives and
maintenance, X2 pop growth. Replaces all techndlogies that
decrease planetary negatives ar chances population limts
+2 to Galactic Brpire moral rlls - Must pay 10GP per TERRA
terrain chit to receive these bonuses. Flanet must first be
Fertile to become a TERRAworid

7Physics 18 Accuracy dissipation happens after the first square in front

of the ship.

13
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Beam |, Advanced Laser Cannort base damege, A acc, -
2acc/l squares Sll- fires once, Medium level Il Space
Sation, or higher levels- fires twice per beamequipped, each
still cost 1 action, no rapid fire. 10% bypass armour. Sall/
Medium

Troop|: Laser Rifle Base dng, + acc

Scanner |: Base Scanner-+ acc. Reveal 1 dlat of any ane ship
class of an enemry per battle. May do once per game round
outside of corbat toany fleet inrange

Beam I, Fusion Beam Base Danmage, -2acc/2 squares, 30%
bypass amour. 4 acc
Troop llla, Fusion Rifler 1dng, +2 acc, -1 fromeneny defense

Conmrunication |, Particle Conmunication System 4 ship
range, 1 communication range (in addition to base range).
Scanner I, Particle Scamners: 42 acc. Reveal 2 dlats of any
one enenty ship class during battle, o once per game round
for any fleet range. Avaid Super nova and Black Hile danmege
May redirect fleets to ancther tile if they sturble upon a
super nova. Aeets may nove through a mine field Medium
Does nat stack

Beam ll, Patical Beam Base dng -lace/lsquare, 40%
chance of armmour bypass, and 30% chance o killing onboard
troops

Beam |V, Phasor Beam Base dng, 2 shats/action -lace/2
squares. H acc.

Troop Mlg, Phasar Rifle +3 acc, H acc to tanks and power
armmLr.

Cormrunication I, Hyperspace Conmrunication: 1 ship range,
+2 ship supply, 2 commmunication range Stackable with
Particle Communication System1. Medium Space station (3)
Scanner [ll, Battle Scanner: Reveals 3 slats of any one enery
ship dass during battle o once per game round for any
fleet range, H dng, +2 acc. Aeets may now go into asteraid
fields without damege, receiving a Hl defense in any system
that has an asteraid field in it, but -3 acc in asteroid fields.
May avaid Super Novas and Baack Hiles and their damage.

BeamV, Plasma Cannant 1 dng and +40% of inflicting 1 dng
on any adjacent ships. 20% bypass armour. -ldng and acc/ 2
sguares, Large

Troop Mlla, Rasma Rfle 4 dng +2 acc, 40% hit anather
troop. Requires power armrour or mech stit.

Beam M, Ossipater Beaam  dng , 4 acc, 80% chance
bypass ammour, doesnat dissipate

Troop X, Troop Gate: The player may now nove his troops to
any outpost or colony during the moverment phase, costing 1
CR/ troop. May move 1 toany colony, barricaded or nat.

7

8

Special IV, Mass Warp Condluit: All owned systers are treated
as adjacent and only 1 moverent paint away, allies as 2 (one
way only unless they have a Warp Condlit)

Bzam M, Astral Projectar: +2 dng, bypasses ammour, three
shots Bypasses all shields except Shield 111-80% bypass
Destroys planets. Space stations may shoat at eneny fleets
in adjacent systems. Hige.

8Force Fields 17
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Shields |, Apha Qlass ] Beam Def, 40% soak Theamdimg. Add
this on top of base defense when attacked with beam
weapons.

Mssile Defense |, Hectro Aeld 40% missile evasion, and
30% soak 1 missile dmg / carrbat round.

Planet II, Colony shields Allows colonies or autposts to be
formed on any Radiated planet. May only have half the
amount of pop.

Mass Driver I, Shrapnel shotH acc. Base dng, frwrd, 4
square area attack 40% hits all ships in range. No range
dissipation. Medium

Flanet llla radiation shield Radioactive planets become
habitable and their negatives are reduced by 7% ,
maintenance by 1. Sackable with ather planetary nodifying
techs

Planet [V, Rlanetary Shields +3 barrb def.,, and 30% chance
troops cannat land on a colony (a rall for each ship unloading
a troop). Allows one to colonize asteraids- anly half the pop.
rounded up, and pay 3 maintenance. Other planet techs will
nat affect asteraids until they are tumed into an artificial
planet.

Troop llb Personal Shield +2 troop def,, 10% nat die fram
attack (stackable with other “avoid death” bonuses)

Mass Driver lll. Gausse Cannan: +acc, base dng, 2 shots. Does
nat dissipate. Medium
Troop Mib, Gausse rifles +3 acc, 2 shats

Shields I, Delta Qlass +2 def against Bsamand 1 Mass Driver;
50% soak 1 beam dng, 30% soak a second beam dng. 30%
Mass driver dng. Medium

Intel I, Sedth Suit: +2 to intel rolls. May now attenpt to
recover failedintel onarall of 2-.

Planet M, Atnospheric Renewer removes radiation negations
and maintenance, and reduces taxic ones by 2 Nt
stackable with ather taxic or radiation planet nodifying
techs

Mssile Defense IV, Multi-Wave Janmer Feld 70% missile
evasion, 50% soak 2 dng of missile. Large.

Mass driver [V, Uanium Rounds 1 dng, Hacc, 50% bypass
Amour Points. Medium



5

1.65
16

Trogp Milb, Condensed Uranium Anmunitian: +2 dng +4 acc,
40% bypass Amour Paints ignare avoid death resuilts, except
with advanced medicine

Shields lll, Omega (ass: +5 beamdef, +3 Mass driver defence;
100% soak first beamdnng, 60% to soak 2 beamhit and first
hit of Mass Drivers, 30% soak 3Ybeam hit and second hit of
Mass drivers. Renoves 1 Dhg of astral projector;, but a
second at 50%. Large

Mass Driver V, Mason Cannant 4 acc, +2 dg, 80% bypass
armor and shield if they successful block: Space stations may
shoat at any ship coming into the system
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F LBAERS(69)

Sills

Leaders have a variety of backgrounds rich civilian supporters, ex-ilitary
personnel, heroes, rogues, and nore. Sorme are well established, while
cthers are nrinor, Leaders are divided up into two categaries: Colony and
Heet leaders There are three types of skills, General, Colonial and Heet
skills. General skills are more passive and give some basic bonus tothe
Enpires output. Colanial skills only effect the local area be it the planet ar
its system Heet skills deal with fleet maintenance and effectiveness and
personal bonuses to whatever ship he may be conmanding. Some natable
leaders have skills in more than one categary.

Inmost cases leaders will nat stack- There may be only one colonial leader
per syster) and one fleet leader per fleet. However, unassigned leaders will
always use their general skills If more than one leader is left unassigned,
and if they have the same skills; these skills are stackable.

Most leaders have a hiring and a maintenance cost. The first cost isthe
ninimal amount they will accept before being hired Buit this may increase
since ather players can bid up on each ather. The second cost, the
maintenance cogt, stays the sane. If this cannat be paid, the leader leaves
and that enrpire loses GA according to the unpaid anount- word spreads
quickly in the Galaxy.

Nb calonial skill or fleet skill may be used in the round they are assigned to
a fleet or planet.

General Sdlls

Most General Skills are considered passive- they donat need to be played,
they just happen Players may usually be able to use these skills regardless
of whether the leader has been assigned anywhere or nat. Make nate that
some of these skills will grant greater bonuses to the enire if you leave
themin the leader podl.

o Agiicuture +5 FP/round in the Leader pool, +3FP/round when
assigned elsewhere.

o Assassin During each Intel phase, the leader can attenyt to destroy
1foreign Intel for free, 20% of success + GA each success.

o Conmmanda The leader gives a +2 bonus to all troop rdlsin any
systemand fleet he isin. +1 G/round for every successful invasion
(Not accumulative. That is, if the player has multiple successful
invasions with this leader, only one will tum into GA)

o Constructiont +5 LP/round in the leader podl, +3LP/round when
assigned elsewhere.

o Diplomet: gain +2 CRfar each agreement. Any player attackinga
fleet or system containing a diplomat looses 5 GS. Diplomats may
stop rebellions and may raise the noral of any planet below 4.
Follow assignment rules when nmoving the Diploet fromone
systemto anather. See Foreign Intelligence Viv.e3

o Famous It is easier to gain leaders. During leader bidding in the
Galactic Bpire Phase, each paint of fame removes 2 points of CR
required to hire any given leader, and 1 for maintenance. This does
nat go below1 CR This only affects theinitial hiring costs, nat ather
player's bids

o Intuition + toall Intel gperating in yaurenpire: defence, nat
espionage or sabotage. +2 spy defence to any systemthis leader is
assigned to

¢ Aristocrat: Does nat have a meintenance cost, rather; he contributes
5 CR/round far each paint intoit.

o Researdh +5 RP/round in the leader pool, +3RP/round when
assigned elsewhere.

o Spy master: 4 toall your Intel rolls while operating in ather
enpires Thereis a 20% chance that Intel will not be destroyed if its
action fails. Spymaster is active whether he is placed on the map or

kept in the player's leader podl.

o Tech Gves1-3free techs when the leader is hired The card will
either have pre-determrined techs, or will require the player torall.
The roll will deterrrine which branch of knowledge he will gain tech
from 1-8 carresponding to the tech tree nubers, 9-10isa sinple
re-rdl. Thisis a onetime benefit for that player:

o Trader: +2 CR/trade treaty, 1 CRfor the enpires that are trading
with you

o Pditical: Gains H vate for each rank
Colany Leader Ahilities

Cdlony skills are only activated once a leader has been assigned toand has
reached his planet.

o Faming + RPper planet in the assigned systemfar each paint the
leader hasinto Farming.

o Fnance H CRper level intofinances for each planet in a system

o Labour; 1 LPper planet in a systemfor each point the leader has
into Labour.

o Medidne: H population in the systemthe leader is assigned to. This
is taken into account at the end of the population phase. The system
isinmrune to any plagues

o Sdeno= + RP per planet in a systemfar each paint the leader has
into Science.

o Contenplative (Spiritual): +1 to the Moral track when first assigned
tothe system and 1 on all noral die rollsin the systemthis leader
is assigned to
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o Stewardshipx Reduces meintenance costs of all planetsin the 4 COLONY LEADERS 35
systemby1CR eventoO.
Narre Satistics Bid/upkeep
o Tactics + toall troop rdlsin this system
o Local Seaurity: + Intel defence against any planetsin this system &r:ae;ﬂra;ive 12/6
- 1. Avbat Alleck the .
Heet Leader Abilities Benedictine Stewardship
Sorre ahilities only affect the leader’s ship, while ather effect the entire Farming:2
fleet. These abilities are active once the leader has arrived at his ship. Agriculture
e Engineer: Leader's ship. Repairs the ship 1 point each round in — 1/
corbat and fully after conrbat. Gives that ship one extra armour A }
(evenif it has none). 2 Baron Dannald Famous 1
Aristocrat: 1
o Fghter Alat: -2 to enermy accuracy to leader's ship, -1 for the rest Pditical: 3
of the fleet.
) ] ] 3. Bufard Srith the Labour Labour:1 42
o G_iactlc La'e: Fleet Can logk intoany adpcerﬁ mexplored hex Advisar Congtruction
without gaing intoiit. You will nat be able to trigger special system
events ahead of time. Gain 4 attack and defence to your fleet
against any event triggered eneries, Galactic or Systemevents 4 Carcin Dekout the Oplorret 8/a
(Scavs, barbarians, kraken, etc). Ardll of a10in any system Garbler Intuition
travelled to will reveal the celestial destroyer (in the Celestial Tech: Intel |
Destroy Canpaign).
N Aristoarat: 1 10/-
o Helmeman: All ships within 3 squares of the leader # beamand Trad
nrissile defence, evenif nat have the techndlogies far them 5. Robert Wood Galactic A 1
Stackable with technologies: nance:
Smuggler Local Secrity
o Navigator: Feet. +2 fleet speed and cancels effects of astercids and Intuition
nebula/ion storms and black holes. Ships are not destroyed by
Super Novas. They must retum to the previous hex and cancel the Carrrendo 8/4
rest of thalr tum . Col. Warbblu The Eert Labour: 2
« Qperations fleet. +2 ship supply tothe fleet, and -1 rreintenance for Tactics
each ship.
Assassin 43
o Ordinance: Ships within 3 squares of the leader A damage toall 7. M. Gtto Bond the Spy Spy Master
ship weapons Local Security
o Seaurity: Ship's leader- The ship cannat be raided and | armour Diplonet 105
point. + to each ship's troop value for the purposes o raiding Ea :
anather ship! MoUS
8. Diplomat Herry Theaith Stewardship
o Weapanry: All ships within 3 squares of the leader +| accuracy. Medicine
Contenrplative
9. M- Q Herwah President A;:aﬁﬂ ¥
of Hrhey G Labour: 2
10. The Dorrinican, General | Contenplative 2010
1To showthat anather ship has been raided, place that ship under one of the raiding ships It is Fnance:2

nat useable for the rest of conrbat? Or place one of your unused ship counters on top to show
youcan useit?
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22 Ludarcthe
Hoengineer

Farming
Agriculture

23 Munnez the Researdher

Research
Sciencel

24 1.ord Cole‘Nan, The
Warriar, King

Conmrando
Tactics
Spiritual
Construction
Labor: 1
Palitical: 1

10/5

25. Perj the System
Analyst

Local Seaurity
Intuition
Techtntel |

26. Sl Mstafa, the
Automan

Farming1
Labar:1
Science:1
Agriculture
Construction
Research

12/6

2]. Marrel. Carx the Social
Engineer

Anancel
Sciencel
Tactics
Tech Sodial IV

10/5

28, The Shadow; The
Syndicate Leader

Assassin
Medicine
Spy Master
Intuition
Fnancel
Local Security

10/5

29.Sr Onen the Badk,

Intuition
Fnance 1
Labor; 2
Contenplative

10/5

Science:2
Pdlitical: 2
Tech: Sodial Il
1. Dr. Botha‘Nan, the i rch 63
Warrier Science: 1
Medicine
Tactics 6B
12 Sr Eckhart, Knight Stewardship
Palitical: 1
Farming1 12/6
Labor:
13, Fr. Xaviar The Jesuit Sciencel
Contenplative
Tech Quiturel
14 Giorgio Giovanni the Labour: 1 21
Hammer
Fanous3 12/6
15. Catothe Hder Puitical: 3
Construction 12/4
160, Logen Glosthe | ohereship
Ecolodist Farming1
9 Agriculture
Tech: Terrafarmming
7. Wiliams Porter the E:::w 11 63
Neturalist ng:
Fnance: 1
18 Dr. IraMahla the Farm | 24
Environmentalist
Conmando 8/4
19. Juggard the Wrathfl, Tactics
Mercenary Farmring:1
Labor:1
20. D, G Nosis the Pdltical Sdenced 2/
Scientist
21 Lady CatherinecfNew||  DPOTE 10~
. Fanmous1
Aexandria .
Aristocrat; 2

30.Suarez the Tharist
Philospher

Farmous
Research
Science: 2

Techs Sciencel,
Sciencell

12/6

3. Tactician Tang Sing

Conmando
Security

8/4
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Tactics
Local Security
Diplorret 8/4
32 Dr. Mad the Grin, Fanous
Surgean Conterrplative
Medicine
Local Security 105
33 Wilthelm Farm'rrso
the Overlord of Coreyus France
Labor
34 Zeek the Accountant Financel 2/
5 SHPLEADERS 31
Name Satistics Bid/upkeep
1.Buris Ardelovthe ea 2/
Aervs Desler pamy
Fighter Pilat 105
2Captain Leif Bidemn "H”E'me'm
the Renowned
Weaponry
Fanous
Helmeman 8/4
Ordnance
3 Frued the Tyrant ceaurity
Weaponry
4General Weeldk New H\;\?:r Alat "
Romen Naval. Officer ponry
Fanous
Ordnance 8/4
SIntrepid the Spy Security
Master Assassin
Spy Master
Fighter Filat 105
6.0ent HI, the Frate Galactic Lore
King Orchance
Weaponry

7lsaac Gruthe Engineer 4
Inventor Research
Security 8/4
8lgar the War Advisor Ordnance
Qperations
Security 42
9.Jack Bay the Nimble Frgineer
10Justin Falstag the Trader 42
Lhknown Fghter Alat
11.0on Scatus the Helmeman 42
Hldago Scout Navigator
Navigator 8/-
12Mincent Churchill the V@I !
Rleet Advisar Avistocrat: 1
Palitical: 1
Ordinance
Galactic Lore 12/6
13 Kaspian Downtred Helmsman
the Crusader Navigator
Ordnance
14Navigetar Jorathan Grehance &
Bolloc Nevigator
Qperations
Helmeman 105
15.Sinbad Mhad the Navigator
Pirate Weaporry
Trader
Assassin
Galactic Lore 14/5
16.Smeon Grey the Helmsmen
Ancient Navigatar
Tech: Sar Gate
Diplormet 12/-
17.Gunter Orberg Engineer
President of HinsCa Aristocrat: 2
Trader
18 Pax Maximus the
Fghter Rilat 1
o ght 2/6

Helmsman
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Ordnance
Security
Weaponry
Palitical:l
19 RrtiusPhillipsthe | 0T AL
Fighter Filot Orcance &
Qperations
20. Engor the Ailat Fighter Ailat 21
21 Judss Iz the FTE';:; e
Galactic Trader Operations
Security
22 Rebel Tryion Weaponry 6/3
Operations
23.00t. Sr Pize the Weaponry 8/4
Shock Trooper. Commendo
Helmemen 8/4
24 Admiral Rindstet Oorm1ardo
Ordinance
Diplomat
Helmeman 12/6
Navigator
25Virtus Good Duham Qperations
the Adventurer Ordinance
Security
Fighter Ailat
Engineer 105
Ordnance
26Lord Noble Famous
Qperations
Pdlitical
27.Ubean the CmrmrtZIo 63
Conmmando i
Ordinance
28Viddle lthisthe Weaponry 4f2
Waapon Ehgineer Engineer
29Yezeer Hel n 63
the Chedient

Ordnance

Engineer
30Fgon Egdtaisthe Ag1q°‘°j' mat't“u:
Task Master ———
Back




G COMBATWNTs

There are a variety of units that enpires may buy throughout the course
of the game. Most of these are ships. Each chit, ship, troop, Intel, and
otherwise, only display their base attributes defence, accuracy,
movement and damege/ammour. These have been covered in the
Introduction Book The Ship Chart below covers these attributes and
ather important information: Cost and maintenance, technology slats,
level of unit, and more:

Lhit

Level

Base Defence
Base Accuracy
Base Danage
Base Amour
Moverent

Qds

Special (if any)
Cost and Upkeep

Techs Weapon Techndlogies and Defence techndogies add a certain
level of strategy. Some weapoans fire and don't mriss, others dissipate
over time But each one can be countered by certain defence
techndlogies Mssiles by janmas (Mssile defancd, Mass Drivers by
armour; and Lasers by shields Be aware of these deference and be
flexible: your apponent may try to explait your defence weaknesses. Asa
rule of thumb, Powerful weapans will overcome weak defences any day:
a Baam W Astral Argiectarwill decimete a Shields | Ajpha Shiedsany
day.

TERVE

Lhit: One wnit is represented on the board by a chit. Uhits may be troops,
ships, space stations, even Intel. Thus different units have different
names, different functions, costs, and so on. Some units are considered
larger than athers: ships are larger than troops, some ships are larger
than ather ships.

Level: Shows what class of ship it is level 1 ship is avall o a scout
class, level 4 ship is huge, a Peace Maker class, level 2 space station is
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Base defence: defence directly reduces the accuracy of anather wnit's
attack This shows howmuchiit is reduced by: 2, 3, 4, ect.

Thus a unit with an accuracy of 5 shodting at another unit with a base
defence of 2 must rall 3- in ardler to Wit that other unit (that is 5 minus 2
is 3 the player must rall three ar below) It will never reduce the
accuracy belowQ | alvays hits

Base Accuracy: this is used for all weapons except for missiles The
attacker must rdll this number or below in order to hit his target. If he
has a 3 base accuracy, with no modifying techs, he must rall 3 or below
onadi0.

Base Damage: This determrines the actual danage of the attack Scouts
and Destroyers, level 1 and 2 Space stations, and level 1 troogps do 1
damage. Qruisers and Peace mekers, level 3 and 4 Space stations, and
level 2 troops do 2 damage.

Base Amrour: This determrines how nuch damage a unit may take before
being destroyed Small and medium ships start off with zerg meaning if
they are hit, they are destroyed Large ships may take one damage. This
is shown by taking a generic danege counter and placing it on the ship.
These counters have 1 DMG on one side, and 2 DMG on the ather-.

Moverrent: This determrines how many movement paints (MP) the unit
has in tatal for the purpose of noving across the gare board. It also
determines the amount of novement and actions during combat.

SQadis this stat determines how many techndlogy slats a unit may have.
For space stations and troops, all levels of each unit type are
represented on the chart in one area rather than as separate ones. A
certain amount of slats are available to each level of these units Each
higher level unit may use all the techs fromthe previous levels.

Far exanple if a level 1 space station has lasers those lasers are
caunted far all levels of space stations above i, but any equprment far
level 2 are nat available far any levels belowit, that is far level 1

Base Loadout: Most units have a Base Loadout for their dlass. Scout dlass
ships have missiles only. Destroyers have a base mass driver. They only
use the base stats of the unit chit.
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These base weapons take up a tech dlat, and enpires may choose to
replace them for freg or leave them until they have filled out all the
ather tech slats When a tech is removed from these dlats, the base
weapon is automatically equipped if that slat is left enrpty.

Cogt: This is the base cost far any unit. Upgradable units take on the cost
of its new level. Some technadlogies may change this cost as well.

Ukeepr This is determined by the level of the unit. If it is level 1, it's
maintenanceis], if level 4, its maintenanceis 4.

Intel: 10

Scout: 20
Destroyer: 15
Cruiser: 10
PeaceMbker: 5
Transports 10
Qvilians
/340

6/830

Conmron v Chits: (To be placed under existing civilian chits)

/340
N.MER OFUNTS PEREMFIRE 6/8 40
Space Stations 75 (Shared among all Epires)
Troops 40 Moral: 100 (Shared among all Enpires)
OOMBAT UNT CHART
Uhit/Size (ass Df | Acc| Dhg | Anm | Mve | Qads Base loadout Cost +
Upkeep
1- Sell Ship Scout 2 2 1 0 5 3 Mssile 21
2- MediumShip Destroyer 3 | 2 1 0 4 4 Mass Driver 502
3 Large Ship Cruiser 4 3 2 1 3 5 Base Borb, Mass [r, Missile 103
4-Hige Ship Peace Maker 5 4 2 1 2 6 Base Borb, Mass [, Mssile 15/4
Space Sation 1 Base Missile and Mass Driver.
Level 1 Basic 1 3 1 0 2 2 Mass [, Mssile 3N
Level 2 Trade Hb 2 4 1 0 3 + As above 5/2
Level 3 Star Fortress 3 4 2 1 4 H As above 83
Level 4 Galactic Gtadel 4 5 2 1 5 + As above 12/4
Troops Basic 3 5 1 0 - 2 Standard Rifle 2/\(per2
troops)
Mechaid 8 9 2 1 - 3 Sandard Rifle 42
Intel Na 3| 5 0 0 0 Nb Unkeep 3
Transport NA| NA| NA 1 5 Current Engine 3N
Mnes Mnes Enemeies that enter your system 30
may take danege




H

GALACTIC SOORELIST:

GA GOAL CATHBORIES

PN~ WN S

Techs

Troops

Reets

QGvilians

Systerrs (Full control with Colony)
Colonies

Space Sations

Outposts

OTHRGAGOALS

+/round all of Sal (does nat stack with Earth, Mars, or Moon
GY

+/round for Earth

+/round for Mars

+1/Round for Moon

+#/ Space Battle won

+/ Ground Combat won

+3/ Captured ship or station (Ship size divided by 2,
rounded up: scout =1GA Qruiser and Peaceraker are 2GA)
+/ Colony captured

+2/ Capital captured

42 GAfround for each Home world Captured-keep previous
empires“home world chit” on that world

+GA/successful Intel action-(GA action dependant)

WIld Action (at times)

Starting war (see treaties- Oplomats reduce cost by half)
Beaking treaty (dependant on if officdal, not official.
Diplomets reduce cost by half)

failing certain Intel actions (see intel action)

“Scrapping” leader (see scrapping section)

Leader lost in battle (half of Hre amount)

9.

10.
1.
12
13
14
15.
16.
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Leaders

Atefacts (remove, and just have leaders who give more?)
Intel

Treaties/Diplomacy

S4B

+#/round colonized Special planet(Event dependant)

#/ event foundina system

4/ newsystemexplored (not scanned, nat enpty)
+Gyround for certain treaties (full set of treaties)
(diplomats add norel GAeach full treaty)

+ech Achieverrents

+ech tree completion- each have their own paint count
(double Total tech tree level)

# For each Gia Planet (steward adds 4 if in the same
systerm)

+/Artefact (Card dependent, Scientists break ties and add +
GAf in the same system it applies to all artefacts found in

the system)

-10/ HorreWbrid lost and -2GA/Round, or -1 GYRound if there
is a capital.

-5/ Capital lost, HomeWbrld reverts to Captial status

-2/ Colony lost

-1 Losing a space battle

-1 Losing a ground battle

Losing Artifact (the value written an the card)
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EMPIRE NOTES

Population Total

Job Assignment

Civilians

Sum

Potential

Actual

Total

Agriculture

Notes:

Technical

Notes:

Research

Notes:




Galactic Information Netwark 45

UNITS UNIT STATS
TYPE SLOTS DEF. ACC. DAMAGE | ARMOR MOVE | COST | MAINT. CLASS
Scout 3 2 2 0 0 5 3 1 1

Special: Basic Missile

sS

Destroyer 4 3 3 0 0 4 | 5 | 2 2

Special: Basic Mass Driver

Cruiser 5 4 3 +1 1 | 3 |10 |3 3

Special: Base bomb, Mass Driver, Missile

Peace-Maker | 6 5 4 +1 1 | 2 |15 |4 4

Special: Base bomb, Mass Driver, Missile

Troops 2/3 2/6 5/7 +1 1 - |23 |12

Special: Base Rifle

Station 2/3/4/5/ | 1/2/3/4 3/4/4/5 0/0/1/1 0/0/111 - 1.3 |1 1
2.5 2 2

Special: Mass driver. Missile 38 3 3
4.12 |4 4

Note: Place techs in order for Space
stations. Lowaest ones will be available to
all levels of Space Stations.

Specials: Space stations are assumed to
have One missile and one Mass driver in
the first two slots.

Transports: Cost 3, Maint. 1-
Movement is 3, and will always have the
most up to date drive. They Cost no ship
supply.




Reference Book 46

COLONY NOTES

Name

Type

Max Pop.

Resource

Special

Maint.
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COLONY NOTES

Name Type Max Pop. Resource Special Maint. | CR
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1. CONSTRUCTION: 19

1.3
O

(@]

Troop Illa, Armoured Tanks: +1 acc, 10%vsDeath, 20%vs a
second target, 1 free shot.

Missile Defence 1, Anti Missile: 30% vs enemy missile

Space Station I, Trade Hub: Destroyers, +1 supply and unit
capacity. +1 CR/station

Missile Defence 11, Auto targeting: 50%vs enemy missile

Troop VI, Power Armour. Stacks: +2 def, 20% avoid death,
Outposts on various planets. GIN

Bomb Shelters I, Planetary Bomb Shelters: 1% bomb fails,
+1 troop def, 30% vs bombs.

Troop VI, Ground Fighter support. Stackable: 20%
destroys incoming transports, +1 troop def.

Space Station I11: Star Fortress: +2 supply range and unit
capacity. Build Large and Huge ships. 1 Free shot. Store ships
(see GIN)

Special I, Mines: 30% enemy takes 1 dmg.

Ship I, Improved Design: +1 tech slot, +2 ship cost. +2
transport capacity.

Bomb Shelters 11, Deep Core Vaults: +3vs bombing. 50%
survive hit. +3 troop def. 20% vs death.

Ship Ila, Troop pods.Medium: Carry 1 troop/ ship.

Ship Ilb, Fighter Bays.Large: Carry 1 scout/ship. Cost +1.
GIN

Ship llc, Supply Bays. Large.: Carry 1 Supply point. Cost
+1.

Troop IX, Mech Bots: Level 1 troop. GIN.
Ship IV, Cruiser: Build Large ships.
Planet IV: Artificial Planet: Construct planets. See GIN.

Space Station IV Galactic Citadel: Adds pop., supply, and
more. See GIN.

Ship V, Peace Maker: Build Huge Size Ship. Also treat as
Transport. See GIN.

2.POWER: 12

1.6

Farm |, Food Replicators: Act. + 2FP
Production I, Advanced Mechanics:+2 LP Act.

Engine I, Nuclear drive: +1 MP.
Bomb I, Nuclear Bomb: medium- +2 bombing.

Production Ila, Advanced planning: +2 unit capacity in any
system.

Production Il1b, Adv Components: Act. +5LP
Production level 11, Auto Factory: Pot. +1LP /Colony.

Bomb 11, Plasma bomb. Large.: +2 bombing, +50% splatter
dmg. GIN

Engine 11, Plasma Drive:+2 MP, -1 supply cost.

Engine 111, Anti Matter Drive- +3MP. -1 supply cost, +2
cost. GIN

Bomb 111, Anti-Matter Bomb. Medium.: +3 bombing, 2 dmg.

Engine IV, Time-phase Drive: +5 MP,. -2 supply cost. +3
cost.

Special 11, Dark Space Teleporter- all tiles cost 1 MP.
Production V, Deep Core Mining +1LP/ labourer.

3.CHEMISTRY: 12

1.6

5.55

Armor I, Tritanium Armor: 20% soak 1 dmg
Fuel Cells I, Uranium Fuel Cells: +1 system range

Missile I, Repulse Missile. Medium: 20% vs jamming.

Armour 1, Nano-Mesh Construction: 40% soak 1 dmg, 20%
missile hit armour for no dmg.

Fuel Cell 11, Nuclear Fission Cells: +2 system range, +1 MP

Armour 111, Zortium Armor: 60% soak 1 dmg, 40% 2™, 30%
vs missile.

Missile 11, antimatter.Medium: +1 dmg, 30% vs jamming.
Bomb I11, Planet Buster. Large: +4 boming, 4 dmg.
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Missile 111, Plasma. Large.: +2dmg, 40% vs jamming, 50%
splatter adjacent ships for 1 dmg.

Fuel Cells 111, Fusion Power Cells: +3 system range. +1 MP.

Fuel Cells IV: Dark Matter Cells: +4 system range, +2 MP.

Armor 1V, Adamantine Armor: 80% soak 1% dmg, 60% 2™,

50% vs missile. +1 base AP.

4.CULTURE: 13
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Social la, Military Academy: +1 troop acc + def.
Socisal Ib, Space Academy: +1 ship acc and def.

Social I1, Solar University: All jobs +1 pot./system.

Economics 1, Solar Market Place: +3 CR/Trade agreement,
other party gets +2CR. +1 CR/system with colony.

Special: Troop Reserves: Acts as a troop on each colony- see
GIN.

Special: Space Reserves: acts as a scout/ colony- see GIN.

Economics |1, Black Diamond Standard: +1 CR/ Colony.

Social I11-Moral Code: +2 on morale die rolls, +2 intel def. -2
morale costs.

Culture I, Classical Philosophy: +1 GA card at start of each
round.

Prod. IV, Adv. Thermo Dynamics: +1 Act LP/Colony.
Stacks.

Science 1V, Classic Historic studies: +1 Act. RP/Colony.
Stacks.

Farm IV, Adv. Micro Biology: +1 Act. FP/ Colony. Stacks.

Economic 11, Galactic Report: +3 CR/ Colony.

Social 1V, Classical Mystaphysics Achievement: +1 GA
Card. Stacks. GIN.

Culture 11, Religious Enlightement- Achievement: Greatly
aids colonies. GIN.

5.COMPUTERS: 13

1.6

Computer |, Adv. Ranged Computers: +1 Acc, +1 range on
all sides.

Science |, Adv. Arch. Techniques: Pot. +1 RP/ Colony.

Intel I, Adv. security scanners: +1 Intel. +2 rebellion rolls,
attack and def.

Comp.Il, Optronic Computers.Medium. +2 acc, +2 range on
all sides.

Science I, Adv. Data Compression: +2 Act. RP/ Treaty, +7
RP pot.

Social IV, Holograph Training: +1 morale rolls, +1 troop and
ship acc, +1 all jobs (pot). See GIN.

Computer I11: Neural Interfacing: +4 acc, attack range: +3
frwrd, +2 sides, +1 back. Med.

Science 111, Holographic Libraries: +1RP/System Act.
Stacks:

Special 111, Structural Analyzer: 50% ignore Armour Points.

Intel 11, Cyber-Security: +2 intel rolls and rebellions. Stacks.
GIN.

Missile Defence 1V : 60% vs missile.

Computer 1V, Adv. Al Network.Large.: +6 acc, rng: +4
frwrd, +3 sides, +2 back.

ScienceV, Galactic Cybernet: +1RP Act/ scientist.

6.BIOLOGY: 10
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Farm 11, Adv. Farming techniques. +1 FP/Colony Pot.
Planet la, Mineral Extraction. +1 LP/ Colony Pot.

Planet I11b, Weather Control: Colonize Toxic planets.
Farm 111, Subsurface Farming. Act.: +3 FP

Planet V, Atmospheric Dwellings: colonize Gas planets.
GIN.

Farm V, CarboMeth Diliation. Act +5FP.
Planet V11, Terraforming: Greatly improves Colonies.

Special V, Adv. Medicine Achievement: +Greatly aids
empire, and stops illness. GIN.

Farm V, Celestial Gardening —Achv: Greatly enhances a
colony. GIN

6.60
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Planet V111, Gaia Transform, Achv : changes all colonies
into Terra type planets. GIN.

7.PHYSICS: 18
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Beam I, Adv. Laser Cannon. Small/ Med +1 acc, -2acc/1
square- See GIN.

Troop I: Laser Rifle: +1 acc.
Scanner I: Base Scanner: +1 acc. See one tech slot. See GIN.

Beam |1, Fusion Beam: +1 acc, 30% bypass armour, -2acc/ 1
square.

Troop Illa, Fusion Rifle : +1 dmg, +2 acc, -1 enemy def.

Comms I, Particle Comm’s: +1 ship and comm range.

Scanner 11, Particle Scanners. Medium: +2 acc, see 2 tech
slots. Avoids dangers. See GIN.

Beam 111, Partical Beam: 40% bypass armour, 30% kill
onboard troops, -1lacc/1 square.

Beam 1V, Phasor Beam: +1 acc, 2 shots/action, -1acc/2squars.

Troop Vlla, Phasor Rifle: +3 acc, +1 acc vs tanks and power
armour.

Comms |1, Hyper. Comms.: +1 ship range, +2 ship supply
and comm range. Stacks. GIN

Scanner 111, Battle Scanner: See 3 slots. Asteroid fields. See
GIN.

Beam V, Plasma Cannon.Large: +1 dmg, 40% splatter dmg
(1dmg). 20% bypass armour. -1 dmg + acc/2squares.

Troop Vllla, Plasma Rifle: +1 dmg, +2 acc, 40% splatter to
another troop. See GIN.

Beam VI, Dissipater Beam: +1 dmg, +4acc, 80% bypass
armour. No dissipation.

Troop X, Troop Gate: Move troops to other colonies. See
GIN.

Special 1V, Mass Warp Conduit: Faster movement between
colonies. See GIN.

Beam VII, Astral Projector.: +2 dmg, bypass armour, 3 shots.
Destroys planets... See GIN.

8.FORCE FIELDS: 17
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Shields I, Alpha Class: +1 beam def, 40% vs 1 beam dmg. See
GIN

Missile Defence I1, Electro Field: 40% vs missile, 30% vs
missile dmg. GIN.

Planet 11, Colony shields: Outposts and colonies on Radiation
planets. GIN.

Mass Driver 11, Shrapnel shot. Medium: +1 acc, frwrd only,
shot spreads to other ships. GIN.

Planet Illa, radiation shield : Colonize Radiation planets and
reduce negs. Stacks. GIN.

Planet 1V, Planetary Shields: +2 bomb def, chance troops
cannot land on planet. Colonize asteroids... GIN.

Troop I11b Personal Shield: +2 troop def, chance to avoid
death. GIN.

Mass Driver I11. Gausse Cannon. Medium:+1 acc, 2 shots.
Troop VII b, Gausse rifle: +3 acc, 2 shots.

Shields 11, Delta Class. Medium: +2 def vs beama dn +1vs
mass driver. Soaks damage. GIN.

Intel 111, Stealth Suit:+2 intel rolls. Recover intel. GIN.

Planet VI, Atmosphere Renewer: Removes radiation and
toxic negs. GIN.

Missile Defence 1V, Multi-Wave Jammer Field. Large. :
70% vs missile, soaks damage. GIN.

Mass driver 1V, Uranium Rounds. Medium.: +1 dmg, +1
acc, 50% bypass armour.

Troop VIlIb, Condensed Uranium Ammunition: +2 dmg,
+4 acc, 40% bypass armour. Ignore avoid death.

Shields 111, Omega Class Large: Greatly defends vs beam and
mass driver attacks. Soaks damage of Astral projector. GIN.
Mass Driver V, Mason Cannon: +12 acc, +2 dmg, 80 bypass
armor and ship. GIN.



