Suggested sets for experienced players (remember that the

used when playing with 4+ or 5 players, respectively):

BASIC:
3,1,13,22,31,43, 29,17

FRIENDSHIP BREAKER:
5,6, 11,28, 29, 31, 3. 34

POLITICS IN A SPACE FIGHT:
12, 38, 30, 33,20, 22, 11. 9

PIRATE COVE:
1, 4, 20,32, 34,40, 50, 17

GLORIOUS VICTORY:

7,12,13,17, 23,37, 5, 22

RACE FOR THE COSMOS:
2, N,12,17,22,28,7 9

FIREFLIGHT:
5, 19,22,23,37,39,15,9

THE BIG BANG:
2,3,6,12,15,31, 33, 34

CLASH OF CAPTAINS:

1, 3, 20, 32, 34, 40, 45

THE FAST AND THE FURY:
6, 37, 38, 39, 19, 20, 34

SCORCHED SPACE:
9, 20, 23, 33, 38, 39, 2&, 16

TECH WARFARE:

6, 16, 29,30, 33,43, 1. 9

ONE TRICK PONY:
2,15,19,29, 32,40, ©, 34

SLOW BURN:
5,8,31,43,44,45, 4 2
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and 8th cards listed in each set are only

CROUCHING LIGER,
HIDDEN DARGON:
1,4,19,30, 31,39, 43, 9

THE BAD, THE WORSE
AND THE UGLY:
N,16,22,23,3,43,5, 9

A LEAF ON THE WIND:
1,5, 13, 22,30,40, 2. 7

FINAL MISSION:
N,15,16,19,22,31, 44,9

HIGH STAKES:

1,13, 17,38,39,43, 2. 9

THE HOT POTATO:

1, 11, 20, 28, 40, 43, ?

THE NUSHURA
CONTINGENCY:
9,20, 22, 33,38, 39, 44,17
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170 cards
(5 decks of 33 cards,

one deck for each
player)

34 victory point
tokens

5 player mats

5 reminder tokens

You are the commander of a Battlecruiser
deep in space, locked in a deadly contest
with the enemy over a crucial objective. Your
decisions in the next few moments will decide

your fate.

You will engage your opponents by choosing
a single card from your hand. Each other
commander has a matching hand of cards.

If you choose a card that is different from all
the others, you will be rewarded (usually

by gaining Victory Points or by destroying
your opponents’ cards). If you and an
opponent choose the same card, you will
both be brutally punished. You will emerge
victoriously from the struggle only if you
manage to secure 15 Victory Points or if you
are the last ship to remain intact (still have at
least one card).

SETUP:

Give each player a mat for organizing their play
space (which should be placed Red-Alert side
down in front of them), 1 Victory Point, and an
identical deck of all the cards, with a border color
matching their player mat. Then determine which
set of cards are going to be used for this game -this
can be done randomly or by mutual consent. There
are also suggested sets at the end of these rules. If
this is your first game, use #3, #11, #13, #22, #31,
and #43 for three players, adding #29 for four and
#17 for five players. Players should pull out the
cards that are going to be used this game, and set
aside the remainder.

SET SELECTION

3 PLAYERS = 6 CARDS
4 PLAYERS = 7 CARDS
5 PLAYERS = 8 CARDS




Once everyone has pulled out their identical
hand of cards for this game, each player then
adds a face-up card at random from their hand
to their Recovery Zone (RZ), and a face-down
card at random from their hand to their dis-
card pile. Place the remaining Victory Points
close at hand, along with the reminder tokens.

PLAY:

-

Experienced players may choose which cards are
used during setup, however it is recommended
not to include more than two [negation] cards in
any given set. The negation cards are: 3-10, 26, 36,
37, and 40; and they all have an @. Experienced
players may also choose the card that goes in their
Recovery Zone at the beginning, revealing their
choices simultaneously, then discard a card at ran-
dom as normal.

To play a round, each player must select one card from their own hand and play it face down. Once each
player has selected a card, all cards are simultaneously revealed. Cards are then resolved, lowest number to
highest number. When it is time to resolve your card, If no-one revealed the same card you did, resolve the
top portion of the card text (Main Effect). If one or more players revealed the same card you did, all such
players resolve the bottom (Clash Effect) section instead.

Things to keep in mind when resolving cards:

If cards must be discarded, they laced face down in your personal discard pile. You may look at

cards in your own discard pile.

When an effect causes you to discard a card, you may discard a card of your choice from either your
hand or from your Recovery Zone, unless otherwise specified by the card.

Victory Points are not required of a player who has none.

You must attempt to resolve as much of your effect as possible. For example, if you only have 3 poir
and are forced to lose 4 points, you would lose as many as you could and thus go to zero points.

Ifa player is “ignoring” an effect, the effe
Victory Points added to, subtracted from

ct will not directly cause that pla
transferred between players, transferred between zones,

to have their cards or

or looked at if they are not already public knowledge. They also cannot be disabled by the effect, and
they are not considered when determining who has the most or least of something, and if you would

have to pass something to them, pass it to the

next eligible player clocky

e instead.

After all cards have been resolved, Check to see if anyone enters red alert or is eliminated, then return
cards from RZ’s to players’ hands (check these things in this order):

If you have a card that says it is discarded if its your only card (meaning the only card left total when
looking at your hand, Recovery Zone, or in play), that effect triggers now whether or not you played
the card this turn.

If you have NO remaining cards in your hand, Recovery Zone, or in play at this time, you are elim-
inated from play, along with your Victory Points, and ignore all further effects EXCEPT for those
involving your discard pile, which remains in play as a remnant of your once-great fleet.

If you have only 1 card left total when looking at your hand, in play, and Recovery Zone, flip your
player mat over to the Red Alert side. While your mat is on the Red Alert side, your "Card in Play”
zone is now also your “Recovery Zone”. This is important for two reasons - you are able to play your
single remaining card every turn now, and you can now be forced to discard your remaining card.
If you are already on the Red Alert side, and you have more than 1 card remaining at this time, flip
the mat back over to the normal side.

Players return all cards from their RZs (if there

are any present) to their hands. Some card

effects may cause more than one card to be in

your RZ at the same time. Then players move

their card in play into their RZ.

Ifa player has 15 Victory Points at this time,

or if they are the last player who has not

been eliminated, they win! (see “Winning”

below).

The round then ends, and a new round begins.

WINNING:

The player who has secured 15 Victory Points
at the end of a round is the winner. A play-

er may also win if all other opponents run
out of cards and are eliminated. How many

Victory Points you have is public knowledge.

In case of a tie (whether from simultaneous

victory or elimination), whoever has the most
Victory Points amongst tied players is the wi :

If there is still a tie, whoever has the most cards in
hand is the winner. If players have the same num-
ber of cards and Victory Points, whoever has the
highest total of all resolution numbers in hand is the
winner. If there is still a tie, the battle is not over —
play another game to break the tie!

INTERMINABLE GAME:

If neither player can win, the game ends and everyone loses. If youTre not sure, a good rule of thumb is to
say that the game is interminable if 5 rounds pass with no player gaining a point or discarding a card.

If ther a tie for “most” or “least” of something, all tied players are affected equally un
on the card that only the player with the single most or the single least is to be affected.
The reminder tokens can be used to help you remember if you are still protected or disabled by an ef-
fect from the previous round. These are provided for convenience, and should be used as you see fit.

ss specified

You can't be disabled two turns in a row, which means you may not be chosen for disabling effects.
A card must be in play in order for its effect to resolve.

Ifa card is looking for a particular symbol, it is only checking the symbols in the corner, not in the
text of the card’s ability.




