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_ The story\ N

When the four space faring factions in the insignificant Orion arm of the
Milky Way started to venture outside of their own solar systems, they
quickly found out that one of the biggest clichés in all of their science
fiction literature was based on truth. There had been an ancient race who
came before, had colonised the galaxy and had since disappeared under
mysterious circumstances.

At first everyone was extremely excited, what new technologies will we
find? Will we finally ascend to a higher state of consciousness? Are all
our questions about to be answered? Since we lacked imagination and all
other names for mysterious aliens were already copyrighted, we dubbed
them the ‘Nameless’.

Excitement quickly gave way to disappointment. Nothing of significance
was found and only the biggest of history nerds were satisfied with
dusting of old remains and translating diaries of long-lost rulers.

Years passed, new technologies were discovered, wars were waged,
people went about their daily lives. The ‘Nameless’ were all but forgotten.
Until one of the many space gates left behind by the ‘Nameless’ activated.
The smartest scientific minds in the galaxy have come to the conclusion
that you can enter the gate, but you only have a limited amount of time
before it shuts down again.

Everyone and their grandmother wanted to capitalise on this find. But

in their uncharacteristic wisdom, the leadership of the four space faring
factions decided to all send one ship with a small crew through the ring,
to explore the other side. All of the them have their own motives to
explore this new region of space, and | can tell you, they are mainly in
their own interests.

You and your opponents are the chosen captains that take their space-
ships through the mysterious gate and explore the riches that can be
found beyond. You can choose to represent the half Robot half insect Hive
mind of Tognath, the cunning and ruthless Maheri tribes, the spacefaring
tree hugging Shy-Lords of Edda or just be a plain old human of the United
Nations Explorer Corps.

Each of you will take up Missions to gain Expedition points
and win the most prestige with your superiors back home.

But you won't be able to complete these Missions on your own.
Once through the gate, you will have to befriend the locals
and assemble the best crew to overcome the dangers of this
unexplored region of space.

Explore, recruit Crew members, build Embassies, acquire Resources
and go back through the gate before is closes again.

The game is played over 8 different rounds. Who ever brings home

the most Expedition points at the end will win the game.

Jump through the gate and become 3 legend!




Before you do anything, place the Space gate tile €% in the middle of the table.

Crew member- and Location deck

Make sure that the corresponding Crew member en Location card ¥ decks are
together and place the deck face up within reach of all players. All players can look
through these cards at any time. Or check page 22 and 23 for a complete overview.

Player factions

Each player chooses a colour they want to play. The four factions are all slightly
different. The Captains have different starting skills (see page 13) and each faction
has the chance to activate their special abilities during the Sensor phase of the
game (see page 12).

Look through the faction cards and the Dashboards (see page 7) to see which playstyle
will suit you best. The red Maheri tribes have abilities to attack other players, the yel-
low Hive mind of Tognath is all about getting resources, the green Sky-lords of Edda can

expand their influence faster and the blue United Nations Explorer Corps are focused on,

well, exploring (see page 6 for more information about the different factions).

Faction components

Each player receives the Dashboard &, the Embassy cubes ¥ and the Location card
© of their chosen colour. One by one, all players place the Starting tile 0 that
corresponds with their chosen colour next the Space gate tile.

Each Starting tile has a planet icon
in the bottom left corner.

All other Location tiles (see page 11)
have a level number from | to VI in
the bottom left corner

3

n b f You receive the Resources th
3@ RawMaterials ® , 1

are available on your Starting Location:

Crystal ® and 1 @ Influence Y.

Place your Ship ™ and1 Embassy token on your Starting Location tile and take the
(aptain and level 1 Crew member ™ cards in your hand.

(aptains are recognised by the
planet icon in the top right
corner.

All other Crew members (see
page 15) have a level number
from 1 to 3 in the top right
corner.

A . /f:t _MW‘M

Your level 2 and 3 Crew members stay on the planet to build up your base. When you
upgrade your Starting Location, they will join you on your ship (see page 14).

Missions

Shuffle the different Mission ¥ decks and give each player 3 cards, 1 of each
type. Place them face up 1 alY[ players can see these Missions at any time.
Place the 3 Missions decks face down, for later use.

Encounters, Upgrades and Objectives

Shuffle the & Encounter %", @ Upgrade ™ and 0 Damage  dechs.
Place 6 @ Upgrades face up where all players can see them, this will be the
Upgrade store.

Place the Gate token %7 on 1 on the Round tracher.

Location tiles

Shuffle the remaining Location tiles ™ and put them in reach of all players for
later use. Make sure there is enough space to place other Location tiles during the
game. Or find a bigger table.

Start the game

Place both Sensor dice ¥ on the table. The player who most recently went to
space, may begin. Or choose any other way to decide who is the first player.
Give this player the First player tokrn.
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United Nations Explorer Corps

The UNEC is a peaceful organisation
that values freedom and knowledge
above everything else. Other factions
in the galaxy wonder why their
starships need so many weapons for
‘peaceful exploration.

Hive mind of Tognath

The Grand hive queen of Tognath Prime
chose this planet because of its harsh
conditions. The people of Tognath feel
that the toxic atmosphere and heat
of Entomon will make them better
equipped to face the challenges of
this new region of space. They are so
hard on themselves.

Maheri tribes

The tribes of the Maheri people of
Agrona rarely come together for a
common cause, they love fighting
each other too much. It is probably
for the best for all other factions in
the galaxy. The combined might of
the cunning and aggressive Maheri
would overrun any defences.

\

Sky-Lords of Edda

The nature loving and peaceful
people of Edda are often ridiculed by
the other factions and called ‘tree
huggers’ or ‘hippy space elves..

But none are actually brave enough
to say it to their faces, as the Eddari
sky-lords can strike back with lethal
force.
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# Raw materials
You gain Raw Materials @ on Locations where you you have
build 1 or more Embassies (see page 15). When Raw
Materials are used, move the marker down the track. The
Dashboard has room for 20 Raw Materials .

Discard this

v (ive 1 of yous Crew members 3

shiofyourchoke orLtun, |

uoissiy 0jog

# (rystal and Influence tracks
You gain Crystals @ from certain Locations and Influence
‘ by building Embassies and There is room for up to 10 on
the track for both. When Influence or Crystals are used,
move the marker down the track.

® Upgrade slots

Upgrades % are placed on

these slots. There is room for

6 Upgrades. If you want to make
room for another Upgrade and you
already have 6, you will have to
put 1 in the discard pile. You will
NOT get any Raw Materials @
back. Follow the numbered order
on the Dashboard when placing an
Upgrade (see page 18).

> Special actions

Each Faction has 2 unique
actions. When you roll these
icon on the the Sensor dice (see
page 12), you can choose to
use the action once during that
round.

© Place your Location cards here

(see page 15).

© Place Injured Crew members here

(see page 20).

€2 Place Recruited and played

(rew members here (see page 14).

) Place Crew members who are on 3

Solo Mission here.
(see page 19).
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Stellar Expedition is a game that takes place over the course of 8 rounds.
In each of these rounds, the players go through 4 different phases.

At the beginning of the game, place the Gate token on the number 1 spot on the
Round tracker. The first player starts with their Production phase, the second player
follows, then the third etcetera. All phases of a round are worked through in a
similar fashion. Note that the Command phase is the longest in the game, since you
can do the most cool things in this phase. But more about that later.

In the summary to the right, you will find a short description of the different
phases within each round. On the following pages you will find detailed information
about all the aspects of the game.

Q Production phase (page 9)

All players collect the Resources from their starting Location. When they have an
Embassy on their current Location, they will also receive Resources from that Location.
Place a collection token on each other Embassy Location (see page 18).

Q Discovery phase (page 10)

Starting with the first player, you and your opponents each take a maximum of
2 Location tiles from the stack at the beginning of the Discovery phase. Flip them
over and place them next to your current Location tile. Both tiles must be placed
against your current Location tile. Place 3 Location tiles in a 2-player game.

@ Sensor phase (page 12)

One by one, each players rolls the Sensor dice and resolves the action,
starting with first player.

@ Command phase (page 13)

You can do the following action in any order:

4.1 Move to another tile - each player has 1 movement (page 14)

4.2 Recruit Crew members (page 14)

4.3 Build Embassies (page 15)

4.4 Complete Missions - as long as you can fulfill the requirements, it is possible to
complete multiple Missions in a round. (page 16)

4.5 Collect Resources from other Embassy Locations (page 18)

4.6 Spend Resources (page 18)

Ending the round (page 21)

Once a round is completed, all players take Crew member cards in the Transit slot
back in their hands. Injured Crew members and Crew members on a Solo Mission are
moved to the Transit slot.

The player to the left of the first player becomes the first player in the next round.
Move the Gate token one space up.

The next round of Stellar Expedition can now begin!




]J Production Phase

Produce and Collect
In the first phase of a round, all players produce and collect Resources at the same
time. You collect Resources when you are at a Location where you have an Embassy.

Your Spaceship has to physically be located on that tile to collect Resources.
The Resources at the starting Location are an exception, you will always receive
them at the start of the round. These are the same for all players:

3 @) Raw Materials and 1 @ Crystal.

You only collect Resources from
Locations where you've built an
Embassy (see page 15).

The Resources you will collect are
printed on the bottom of the
Location tile.

In this example, the blue player collects
5 Raw materials @) and 1 Crystal (&
during the Production phase.

Once you have build the maximum of 3 Embassies (see page 15) on 3 Location,
you will collect double the amount of Resources.

@) Raw Materials
Every Location where you've build an Embassy generates Raw Materials @ .
Track your Raw Materials on the Dashboard (see page 7).

The Dashboard has room for 20 Raw Materials.

@ (ystals

In addition to Raw Materials, you can can also produce Crystals e at some
Locations. These Resources are rare and you only have room for 10 Crystals on
your Spaceship. Crystals are mainly used for Solo missions &0 (see page 19) and
Reprograming Robots &3 (see page 19).

During the game, you are able to build more Embassies on different Locations
(see page 15). You can produce Resources there, when your ship starts at
that Location in the Production phase. Or you can move there during the
Command phase of the game, but more about that later on page 18.

Collection tokens

Place a Collection token of your own colour on any Location where you have an
Embassy and where not able to collect Resources at the beginning of the Production
Phase. This token is a reminder for you that you are able to Collect Resources here
during the Command Phase (see page 13). You only have 4 tokens to place on your
Embassy Locations, so use them wisely.

i this example, the blue player collects Resources
_ " from their starting and current Location.

They place a Collection token on their other
Embassy Location as a reminder to collect
these Resources later.




Starting with the first player, you and your opponents each take 3 maximum You can only place tiles directly against your current Location and only when

of 2 Location tiles from the stack at the beginning of the Discovery phase. The there is no tile currently placed there. See the examples on this page.

first player places their tiles next to their current Location, go in clockwise

order until all players have placed their Location tiles. After all players placed their Location tiles, start the next phase of the game
(see page 12).

When a Ship is on the edge of the board, place new Location tiles. Place 2 If there are more than 2 empty spaces next to your current Location, choose
tiles when there are at least 2 empyt spaces next to the current Location. where to place the 2 Location tiles.

(an't place any tiles this phase? You are not able to take any ln’tati;}ntiles
from the stack. "

10



Location tiles

You can find 2 different varieties of Locations in the Discovery phase:
+ Recruiting Locations

- Anomalies

At Recruiting Locations you can recruit Crew members (see page 14) and
build Embassies (see page 15). Anomalies have special abilities, which will be
explained shortly.

Recruiting Locations
At these Locations you can recruit Crew members by building Embassies.
You can also collect Resources.

The cost of building the first Embassy is printed on the Recruiting Location tile.
Starting Locations are an exception, since players start with 1 Embassy at the
beginning of the game. The Resources you would collect are located at the bottom
of the tile. You only receive Resources on 3 Location at which they have an Embassy.

Higher Location levels (see the lower left corner of the tile), have a higher Embassy
cost associated with them. A more expensive Location also yields more Resources
and better Crew members.

Location type

(rew members available
for recruitment
Level

(ost of the first Embassy
Available Resources

Recruiting Location types
The specific Location types are mainly used in Missions (see page 16).
There are 7 different types in the game:

) Nature Tech

&) Arcane

RS .r-"‘"-‘r
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Anomalies . TR
All other Location tiles are called Anomalies. These are Locations wheggo.@?’ 3
recruit Crew members or build Embassies. b = S

- .

Anomaly types
There are 5 different Anomaly types in the game:

Asteroid belts

These tiles don't have much value, but have their uses.
You can use them to block an opponent or protect your Locations from incursion.
A Ship cannot travel through an Asteroid belt and will need to go around it.

Ships can't

Ships can move through
move through Asteroids
empty space

Wormholes
On their own, these Locations are useless. But when 2 or more are discovered, you
can travel between them instantaneous. See Movement on page 14 for more information.

Refueling station

Some Wormholes have space stations near them.
These space stations are a perfect place to refuel.
When you end the round here, receive 1 Crystal ‘

Mining planetoid

These planets float freely in the void. Life is not
possible here, but there is something to be gained.
When you end the round here, receive 1 Raw Material @

Ghost ships

The crew has been dead for years, but these ships seem
haunted. Get what you need before things turn spooky.
When you end the round here, receive an Upgrade
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Now that you have produced some Resources and hopefully discovered interesting
Locations, it is time to find out what more is there to find! One by one alle players
roll the two Sensor dice. And resolve the action on the dice.

There are 3 different options, you can roll a reward in the form of Resources

@ @. an Upgrade & or one of your special abilities @) @).

You can also roll an Encounter &= or a blank side.

If you roll 2 rewards sides &) |
you have to choose one and ignore the other.

Take2

If your are unlucRy and roll 2 blank sides, you
can choose to reroll one of the dice.

reward | reward

o, ; If you roll 2 Encounter &5 icons, take the top 2
b % cards of the Encounter &5 deck. Choose one and
put the other card on the bottom of the deck.

o When 1 of the dice shows an Encounter &5 icon,

b reward you will need to take an Encounter &5 card. You can
choose the reward as an alternative to the bonus on
the Encounter &5 card.

Once per round you can always spend 1 Influence 2 to reroll any of your
dice to see if you can improve your chances.

& Encounters
Your Sensor has picked up something, but it is still unclear what it is.
To find out, take a card from the Encounter & deck. Encounters often work
the same as Missions (see page 16); there is a description on the card and
requirements that must be met. Failure to meet the requirements may affect
your Spaceship or Crew.

Sometimes you are luchy, and an Encounter %% turns out positive,
but don't count on it.

(aclentboobytiap [ Encounter card
. Sﬁwmﬁl’u’ -

Something bad happened.
You found some interesting artifacts o along

| abandoned ‘Nameless’ space station, When your DESEI’iptiDn
crew examines the specimens, they trigger a g
booty trap thal cripples your ship.

Your ship can't meve this round, EffE[tS

| Play these Craw mesbers to prevent this 559 - Requ Irements

ﬁﬁ.

(Bonus) Reward

Chance Encounters
As mentioned, most Encounter cards work the same as Missions (see page
16), but some are a little bit different. Sometimes you have to take a chance.

These chance Encounter cards alway have a die icon as a requirement:

In the example to the left, a Crew member

will be injured. The Injury (see page 20)
g b can be prevented by rolling the die.
_ ;ﬁﬁl;’.}"ﬁ’.ﬁ?ﬁ?ﬁ E;Z’A".?ﬂ“.;iff: B When you roll a 5 or higher, the (rew
it Mgt e, member is safe. The chances can be
J et ik bt il increased when playing 1 or more
s et e @ (rew members. For each @) played, the
4 ) o o b1 chance of succes increases.
N |

j«s%@

~ Banyan
Captainof the Semperviré | |

=y

Example:

When you play these 2 Erew .

members with a combined @)of 2, i 8

you will only have to roll a 3 or higher :

to prevent the Injury. &)
P

3-CJ-C =0




Special actions

There is a change that you roll or . This will allow you to perform one of
the Special actions associated with your chosen faction.

Taking this action is not mandatory, but could prove useful. Each player has
different Special actions and the effect is printed on your Dashboard (see page 7).

€ UNEC oepoyer)

1)) Afterburner
2 extra moves this round. Afterburner is not affected by Upgrade
abilities or Damage.

@ Long range scan
Place 2 new Location tiles at any empty space. You receive 1 Raw Material

® or 1 Crystal @ for each Recruiting Location tile placed this way.
i

€, Shy-Lords of Edda (Greenployeny
@ Subspace Gateway
Teleport Resources (that you haven't collected yet) from one of your

Embassies to your Ship. Remove the Collection token at that Location.

@
Build an Embassy for 2 less Resources.

—

- Raiding party
—" Steal 2 Raw Materials & from a Ship.

N L

@ Death Ray _
- Damage (see page 20) a Ship.

Well captain, now that you and your opponents used their Sensors to see what is
out here, it is time to give commands to your Crew. You can do a lot in this phase.
Especially when you get close to the end of the game when you have assembled
the best Crew in the galaxy!

You can perform the actions in any order and as many times as you like.
At least, until you run out of Resources and Crew members.

@ Build Embassies (page 15)

Overview of all actions

w Move to another tile (page 14) y (omplete Missions (page 16)

@Hetruit{rewmemhers(pagela) a Collect Resources (page 18)

@ Spend Resources (page 18)
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41 Movement A v

Each Ship has 1 movement each round. This means that a Ship can only move
from 1 Location tile to 1 other. However, there are ways to increase movement
during the Command phase with certain Upgrades (see page 18), Solo Missions
(see page 19) or you can buy a Warp Jump (see page 18) for 2 Raw Materials (@

or 1 Crystal €.

Wormholes

Wormholes are Anomaly Location tiles (see page 11). When you land on a Wormhole
Location tile, and at least 1 other Wormhole has been discovered, you can immediately
travel to another Wormhole without extra movement costs.

If you want to travel further, purchase a Warp jump or use another means of movement.

r @
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1.% Recruit Crew members i _—ﬂ'

Assembling 3 good Crew is vital in the game. You want to have a diverse Crew that is
able to use their Skills to solve Missions (See page 16) and endure Encounters (see
page 11). A new Crew member will join you when you build an Embassy (see page 15)
on 3 Recruiting Location tile (see page 11).

At every Recruiting Location there are 3 inhabitants who are eager to join your Crew.
On the right side of each tile and on the back of Location Cards you will find more
information about the Shills (see page 15) of these potential Crew members.

See if the icons printed there are corresponding with any of the icons on your Mission
cards (see page 16).

After building your first Embassy, the level 1 Crew member at this Location will be
added to the Transit slot on your Dashboard. Building a second Embassy, allows the
level 2 to be added, and with the maximum number of 3 Embassies, the level 3 will
also join your Crew.

You keep Crew member cards in your hand and they are only visible to other
players when you use them for Missions (see page 16) and Encounters (see
page 12). When you use Crew members for their Skills, play them next to your
Dashboard in the Transit slot. At the end of the round, take the Crew members
back in your hand.

Recruit a Crew member

Build an Embassy (see page 15)
on 3 Recruiting Location where
you are currently located.

(rew member skills available at
this Location. See page 22 and
23 for the complete overview.

Place the corresponding Location card in the Embassy Location slot &g next
to your dashboard. Take the corresponding Crew member (in this case a level 1)
and place it in the Transit slot &} next to your Dashboard. At the end

of the round take all Crew members in the Transit slot in your hand.

Move up your Influence &% tracker by 1 & for each Embassy you build.

. _ You will find more information

e sk oo about other Crew member skills
e e B available at this Location on the
e back of the Planet card.
QD 8
@ @
- - You can always view the available

2 Locations and Crew member skills

on page 23 and 23.
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Crew member card overview

Crew member
level

Crew member
name

Skills

VTt Enparian . Home Location
| The best tactcian on Tehaniz. Sha Desc“ptmn

s tired of war and and is thinking
about a teaching job at the Academy.

e oo e e = Solo mission (see page 19)

Shills

Each Crew member has certain sRills. Crew member skills are important for solving
Missions (see page 16) and defeating Encounters &= (see page 12).

These skills are represented by different icons. Some Crew members only have
Licon, but some higher levels ones can have 3.

Skills overview
" { Engineer @ Archaeologist

> i Scientist 0 Psychic

Doctor Navigator J Beast

() vilot Communications

B mhses [0

Besides recruiting Crew members, Embassies (represented by the cubes in your
faction colour) are your main source of Resources @) (@ and Influence .

Building an Embassy

* To build an Embassy, you will need to move your ship to an empty Recruitment Location.
If you have the required Resources available on your Ship, you are able to build it.

< Embassies are represented by the cubes in your faction colour.

4

The cost of building your first
Embassy is printed on the
bottom of the Location tile.

Multiple Embassies
When a first Embassy is built, you will receive the (
This card mostly contains the same information as @
this it will also tell what it costs to build a second and

Resource costs for the second Embassy
Resource costs for the third Embassy

Maximum Embassies

You can build a maximum of 3 Embassies on 1 Recruiting Location. After building
your third Embassy at a Location, you will be able to collect double the amount of
Resources in the next round and you will receive 1 Exploration point.

< Building 3 Embassies on 1 Location will award you 1 Exploration point. >

< You only have 12 Embassies, so use them wisely! >

Building the maximum of 3 Embassies on your Starting Location as soon as
possible will allow you to collect double the amount of Resources fast!

But don't focus too much on your Starting Location, because your opponents
may snatch another cool planet right from under your nose!

Gain Influence in the galaxy

When you build an Embassy at a Location, you receive 1 Influence @

Add 1 @ to the Influence track on the Dashboard for each Embassy build that
round. See page 19 for more information about spending Influence.

[ N
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You can prevent others from building on an empty Location by ending your turn on
that tile. When your Ship is located on a tile where an other player already build at
least one Embassy, you cant prevent them from building a new one.

(ﬁl AT

I

The blue player can The blue player can't The blue player cant
build an Embassy here  build an Embassy here  build an Embassy here

D wosons | 0

The goal of the game is to get the most Expedition points at the end of the last round

in the game. The main way to get to these Expedition points is by completing Missions.

Difficulty levels
Bronze & Silver & Gold &

simple Missions medium Missions complex Missions
which will earn 1 or which will earn 3 or which will earn 5 or
2 Expedition points 4 Expedutmn pnmls 6 Expedrtwn pulnls

At the start of the game, each player receives a Mission card of each type, a
total of 3 Missions per person. When a Mission is completed, you receive the
Expedition points shown in the top left corner of the card and take another

random Mission at the END of the round. The player has the choice to take 3
Bronze, Silver or Gold Mission.

Mission cards

The amount of Expedition points that can be earned are placed in the top right
corner. The middle section describes the Mission and indicates its requirements.
The bottom is reserved for bonus rewards.

Exploration
points

Missions

i it requirements
o) ﬁ@ §

Bonus reward
requirements

Mission types

There are 3 different types of Missions.
Missions have different requirements to complete them.

Many Ie(h nduglcal;-adn’amdpldnpls e
hard te reack locatioes, Since not 2l people e
able tofly, they depend on jetpacks toreach the

An ancient alien peobe is trying e take contrel
| of your crew with some sort of telepathic camibalistic behavieur after coming back from

technology. The probe seems to be intelligent. the serface. There might be something toxic in
= | Tramslate the langwage and try be comvinge It 1o = | the aw. Maybe osfy send in non-organic Meforms i’
|| teave your people alone. or peaple in hazmat suits the next fime | | ane not the most reliable pieces of tedhaology
and need constant replacemonts parts. Diliver
the carge to those in need.

You crew members start bo extibit sirange

a e @ 0 mbossis o0 e 06

Még;@%%% sl ) oo

©-0

Skill Mission Embassy Mission Location Mission

Skill Missions

When the number of Skill icons on your Crew member cards matches the require-
ments on the Mission, you can play those Crew members and solve the Mission.
You cannot use these Crew members for another Mission this round. However,

if your still have Crew members in your hand that meet the requirements of
another Mission, you can use those.

An ancient alien probe is trying to tahe control
* | af your crew with some sart of telepathic
technedogy. The probe seems to be infeliigent.
« | Transtate the fanguage and fry to comvince it to
| leave your people alone.

CR-

Everyone trusts the bartender right? [8
fl A ot of people on the staticn tell

Acon ther secrets. Mot a pood idea.

For the right price, be sels it to the

1|m|[na@ Location -)@
poice o the criminal underground. //

& — =

' R el
Bonus reward N ;

You can complete the Mission by playing both these cards, since
they have all the required Skills & @ &

Playing Crew members

When you use a Crew member's skill for a Mission or an Encounter & (see
page 12), you play the card(s) in the Transit slot on your Dashboard. You
cannot use that card again this round. At the end of the round, take all Crew
member cards that were used for a Mission or Encounter back in hand.




Embassy Missions
There are Missions that require you to build an Embassy (or several) on a Recruiting
Location. See page 15 for more information about Embassies.

You build a third Embassy

during the round at aé&) Location
and complete this Mission (if you also
meet the other requirements).

« | You crew members start to exhibit strange
cannibalistic behaviour after coming back from
the surface. There might be something toxic in

e the air. Maybe only send in non-organic lifeforms
or people in hazmat suits the next time,

3 ! u s Embassies an a **.'. 0R ﬁ

| Location, that is not your Starting Location.
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Location Missions
Some Missions require you to visit a specific Location. See page 11 for all the
different Location types.

Many technologically advanced planets have
hard to reach locations. Since not all people are
able to fly, they depend on jetpachs to reach the

- | highest buildings. The downside is that jetpacks
are not the most reliable pieces of technology
and need constant replacements parts. Deliver
the cargo to those inneed.

Travel to 2 ﬁ Location.

You need to visita €& Location
to complete the Mission.

For some Location Missions, just visiting is not enough. You will need to have

certain Crew members present as well. These Missions combine Location and Skill.

Therefore you will also need to play these Crew member cards as described on
page 16.

Levels
All Crew members have a level in the top right corner. For some Missions it is

required to have a specific number of Crew members with a certain level. AN

This is indicated by a white-framed black hexagon with a number: @/ @f @ A
@ @ @ means that that you must play 3 level @ Crew members. _

In some cases, a white hexagon is displayed on a Mission card: e / o N
This represents the combined total of levels you need to have in your Crew. *

You will have to add up the levels in the top right corner.
e means that that the combined levels of your Crew members needs to be
at least 11. For example: 2 level @ , 2 level @ and 1 level @ (=11).

Just like Crew member skills, you will need to play the required cards in the Transit
slot next to your Dashboard.

Bonus rewards

Most Missions have a bonus reward at the bottom of the card. When you complete
the Mission and meet the requirements listed in the bonus reward area, you will
receive additional rewards. You will need to play the required cards during your
Mission attempt

Secret Missions
You can buy a Secret Mission for 3 Influence @ See page 19 for more information.

New Missions
During the game, each player has 3 unsolved Mission cards. At the END of the round, _
you can take new cards until you have 3 (non-secret) Missions. If you already havea "
(non-secret) Mission cards, don't take a new card. '

Replace a completed Mission with a new one at the END of the round.
You can choose any difficulty level to replace the completed Mission.




When move to one of your Embassy Lacations you can collect Resources @ 0 :
Your Spaceship has to physically be on that tile to collect Resources.
Resources can only be collected once per round per Location.

The blue player will collect @ @ @ &
at their current Embassy Location.

To collect the @ @ (&

I pe—— S from their other Embassy
5% 6 @ P  Location, they will need to

/ travel there. Remove the

Collection token once you

have received your Resources.

4@ Spending Resources - TR

During the Command phase you can spend Raw materials @, Crystals ‘ and
Influence @ on several things that will help you out in this dangerous galaxy.

Upgrades
You can improve your Spaceship as the game progresses with Upgrades R
Upgrades can be bought for 2 Raw Materials @ .

Upgrade placement
Upgrades are placed in order from 1 to 6 on the Dashboard. For example, if there
already is an Upgrade on the 1 slot, you can only place a new one on the 2 slot.
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You can also discard Upgrades to activate their special ability during your
opponents Command phase.

Skill Upgrades

These work in a similar fashion as Crew members.
The skill icon on the Upgrade will count
towards Missions and Encounters in the future.
You can use the skill only once each round.

Rotate the Upgrade 90° to indicate that you ‘, :n_u::um;mm

used the skill this round.

To activate the special ability, you will need to
discard the Upgrade card.

Temporary Upgrades
These Upgrades have a one time use, and
are placed in the discard pile afte use.

Temporary Upgrades are recognized by
this icon

Upgrades are available for purchase in the store. There are always 6 Upgrades for
sale in the store. If an Upgrade is purchased, immediately take a new one from the
stack to replace it. When the pile is empty, shuffle the discard pile and use it to
replenish the store.

Replace the empty spot
in the Upgrade store
immediately after an
Upgrade card is taken
by a player.

suoeren fssequy

When an Upgrade is destroyed or discarded, move over any other
Upgrades, following the numbers printed on your Dashboard.
Don't leave any gaps between different Upgrades.
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Warp Jumps |

The easiest way to get further in space is to convert 2 Raw Materials B or

1 Crystal 0 into fuel to make a Warp jump. A Warp jump is basically a fancy way
of saying that you get 1 extra move.

As long as you have enough Raw Materials @ and/or Crystals @ you can make
as many Warp Jumps as you like. This can be very useful for a Mission or to
collect more Resources.

Reprogramming Robots

Robot Crew members have a special role in the game. The Robot &3 skill can be
used for Missions and Encounters, but a Robot &3 can also be Reprogrammed for 1
round. Pay 2 Crystals eto Reprogram a Robot &3 (rew member, it will get a skill
of your choice for 1 round.

When you've used a reprogrammed Robot &3 on a Mission or Encounter, take it back
in hand at the end of the round. A Robot &3 Crew member does not lose its &3
skill during Reprogramming.

Example

You are 1 Archeologist @ short for a Mission, but you do have 2 Crystals
and a Robot &3 . Reprogram this Robot &3 to be an Archeologist it for
1 round and complete the Mission!

Solo missions

Some (especially higher level) Crew members can go on so called Solo missions.

Solo missions are represented by this icon & . A Solo mission can be activated
after paying 2 Crystals 0 Solo missions work different than normal Crew Member
shills. After you pay the cost of 2 Crystals, play the card in the Solo mission slot
next to your Dashboard and resolve the text at the bottom of the card. This (rew
member can't be used for any other skills until you put it back in hand at the end of
the NEXT round. Effectively this Crew member can't be used for

1 round, so make sure that the Solo Mission is worth it.

Solo missions can also be attempted during an opponent’s turn as a reaction to any
Injury (see page 20), Damage (see page 20), destruction or theft.

Crew members on Solo
Missions are placed next
to your Dashboard at the
Solo Mission slot
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After you have taken back your played and recruited Crew members at the end
of the round, move Crew members in the Solo missions slot to the Transit slot. You
will be able to take this cards back in your hand at the end of the NEXT round.
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All Captains and all level 3 Crew members can go on a Solo Mission.
On higher level Locations, level 2 Crew members can also go on Solo Missions,
so look for those rare Locations.

Buying with Influence
When you build an Embassy, you will receive 1 Influence @ . You can use Influence
to manipulate Location tiles or Missions.

Influence can be used for:

Discard 1 of your current Missions and replace it with another
" Mission from the deck. You can choose any difficulty level.

£ Place a new Location tile next to your current Location on an empty spot

~ (your Spaceship must be at the edge of the board).

-, Flip over OR rotate an adjacent tile with an Asteroid field.
- Aflipped over Asteroid tile now acts as Empty space and can be moved
through without any effect.

Once per round, reroll one of your Sensor dice.

xchange Resources 2 : 1 for one round.

ake a Secret Mission. Secret Missions are not replaced by a new
Mission when completed. Take Secret Missions in your hand and keep
them hidden from the other players. Other than being hidden, they
work the same as the regular Missions (see page 16). You can own a
maximum of 3 Secret Missions.
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Crew members can get injured. A Ship can take Damage €8, generally due to an Encounter & oran opponent’s

When this happens, an opponent randomly (if not stated otherwise) selects action(s). When this happens, take a Damage card from the stack and place it on

a card from your hand. The selected Crew member is placed in the Sickbay slot one of the Upgrade @ slots. Like with Upgrades, Damage €8 cards are placed

next to your Dashboard to recover. Take the Crew member back in your hand at in order. For example, if there already is 1 Damage card on the 1 slot, the next

She el of te NEXT round. Damage card needs to be placed on the 2" slot. When a Damage card is placed on an
Upgrade, it cant be used until the Damage has been repaired.

Pay @ @ @ to repair Damage, during your Command phase.

Injured Crew members are R
placed here next to the 7. AMIHD
Sickbay slot on your LN '
Dashboard

Damage cards are placed in
the same order as Upgrades.
In this example, the first

2 Upgrades are disabled
until you repair the Damage.

pialm Vnnl noe-reptifan crew
BN | members e not 50 Suse.

M’ter you have taken back your played and recruited Crw menbers at the end
of the round, move Crew members in the Sickbay slot to the Transit slot. You |
be able to take these cards back in your hand at the end of the NEXT round.

Example: you have no
Upgrades, but you do have
1 Damage. When installing
a new Upgrade, place new
any new Upgrades next to
the Damage card. When the
Damage is repaired, move
the Upgrade over just like
explained on page 18.




? Endofar

Once all players have performed their actions in the Command phase it is time to
end this round and start a new one.

Take the Crew member cards you have placed in the Transit slot,
back in your hand.

ey
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Next, move all the Crew member cards that are placed in the Sickbay and
Solo Mission slots in the Transit slot next to your Dashboard. You will be able
to take these cards back in your hand at the end of the NEXT round.

The clock is ticking before the
' gate is closed again!

Move the gate marker up 1 space.

Retrieve any unused Collection tokens.

You can use there again during your next
Production Phase.

The next round can now begin!

" Endof the game T =

Play through all the rounds, all players add up their Expedition points they earned
by solving Missions and building Embassies.

The player with the most Expedition points at the end wins the game.

In case of a tie
When two or more players end the game with the same amount of Expedition

points, the player with the most combined Crew member levels (see page 17) wins
the game. If there is still a tie, the player with the most Location cards (see page
14) wins. Still a tie? The tied players share the victory!
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h\% Quick overview N

<7, . Spending resources Vo 7

2X Upgrade E%)

2x Warp Jump (1 extra move)
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Officer ¢ Engineer
Soldier Scientist
Doctor

&) wilot ®

Warp Jump (1 extra move)

Solo Mission @
Reprogram a Robot

Replace a Mission for a new one

Place a new Location tile next to your current Location, if possible

Flip or rotate a tile with an Asteroid tile

&, Embassies | — 1 T T

Once per round, reroll one of your Sensor dice.

Exchange Resources 2 : 1 for one round 2 Influence when you build an - Embassy.

Tahea Secret Mission Building 3 8 I W Embassies on one Location will double to amount of

Resources you will receive in the Production OR Command phase.

Building 3 8 M I Embassies on one Location will add 1 Expedition Point
Production phase to you point total.
Collect Resources from your current and starting Location.

place Location tiles next to your current location.

Sensor phase

Roll the Sensor dice and resolve the action. reward M reward If you roll 2 rewards sides @ (& &4 © @,

you have to choose one and ignore the other.
Command phase

Move, Recruit Crew members, Build Embassies, Complete Missions Take 2

Collect Resources & Spend Resources and Influence

If your are unlucky and roll 2 blank sides, you

mﬂ City Fire %‘j Nature Tech

\ BT .
& Space '{_; Water W4 Arcane g reward an alternative to the bonus on the Encounter &5 card.

can choose to reroll one of the dice.

% : Take the top 2 cards of the Encounter &5 deck. Choose
one and put the other card on the bottom of the deck.

Take an Encounter &5 card. You can choose the reward as




