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gt HOW TO PLAY




A NEW FRONTIER AWAITS

Alben Fronpers |c & BArE of resoroe mans ageMent and
pl'lru:l::n.' development far twa to four ;ﬂ:l.,'r:r 'urng L
gamie wou will & rhital facikties and Alen Technology,
buikding rres in sirategic locations o control the

nig .', discovered world

The game board shows the planet, its moan, the stations
in oriit around the planet, and the solar system's star. The
dice you are given &t the start of the game represent the

your fleet You will assign these ships bo the
-.rr:nr..ij facilities In order 1o earn resouroes, expand your feer,
and colonize the planet

As the parme proceeds, you will fand your colonies on the
planet to contrgd it teeritories. Each territory carries a
particular benefit and, IF you contnol @ terrory, wou are able
t use that influence o wour ad'-:nl:.'lﬂe.

The planel was once the home of an slen race and they eft
behing awondrous artifact inoorbit. Using your fleet to explore
the artifact, you will discover amaring alien technologles that
EIL Cn Use 10 avane Your cause
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SETUP

Each player chooses a player color, Place the score tablet to
player Py
the side of the game board and put the scoring racket af each
pla_:,rcr calar onthe O line

Flace the Relic Ship on the Bu Desert terrtory,
1 rroughs ry,
3 Place each territory tile on its correspanding verritary.

d) Place the arange fuel tokens on the table near the
Solar Corwerter, This is the fuel [ 8 ) supply.

+Es-z0- B Place the gray are tokens on the table near the Lunar fna,
This is th
s the ore ( I ) supply.
e b ! 8 G Shuffie the Alien Tech cards and deal three cargs faceup on
I - the table near the Allen Artiface. This is the Allen Tech deck.

Deal one Afien Tech card face-up to each piayer, The remaining
Alien Tech cards farm a draw pile that will be used at various
times during the game. & discard pile will form as the game

Pragresses,

F Place the three Field Generator counters an the table
ta the left of the board. Alernatively, yau may use the Field
Generator miniatures in place of the counters,

B Each player takes three ships (dice] of their player color. Place
the remaining three ships of each color on the table near the

Shipyard. Thizs is the Shipyard supply.

5 Forafour-player game, each player takes six colony tokens
af their caler.

For & thres-player game, each player takes seven cabny
tokens of their color. Docking ports marked with §§ cannot
be used at any time during the game

For a two-player game, cach player takes all eight colony
tokens of their color. Docking parts marked with £ or &
cannot be used at any time during the game.

Return any unused colony tekens to the game bes.

10 Choose player one by rolling for high number. Counting
clockwize from player one, player two receives B | player
three receives @ , and plaver four receives B + @ . This
allatrrent compensates for turn-prder disparities. Players only
recesve this allatrrent at the start of the game.

11 Play begins with player ane and continues clackwise.




On their turn, the active player performs the following tasks
In &y order:

Gather & of yaur ships freen the board and rall them

= The words zhip snd thips e
aymaryriaus with dis and dies. Bath v refer ta the zere
enmponent and are used interchangeably.

ASSIGN SHIPS

You st dock all of your ships at orbital facilities on your
turr if possibie. If you canmot begrally dock one or more of yous
':"Zr,": at army orbital f.‘ll_‘“il_‘l_l,ll place them on the Mainbenanoe
Bay.

You may wse an orbital facility by allocating your ships to its
docking portz. A facility can only be used if it has sufficiert
urssed n;lnrl-cin; ports, wenl hawe ships of the rrquirrd wahues,
and you can immediately pay amy applicable cost, See the
section on arbital Facilities for the requinements and Gosts for

each faclity

Wi Etin the benefits of an orbital f.'rriI:‘.'_!.'.trrr'r!'nr_l,- control, or
Alien Tech rmmediately unless noted ctherwise. Costs to use
orbital Facilities and Afien Tech cards are pasd (o the supply

USE ALIEN TECH CARDS

Wi iy choose to use al, some, or none of your alien Tech
Cards. You may use your Allen Tech cards at any time during
your turm, Most cards hawve 2 power you pay (3 to use and a
powier you mast discand the cand o wse

ALIEN TECH LINITE = Cach Alen Tech cand may be wned
anly ante per furm. ¥ou may oy ke One ORCanT Dower

fram Jolr Alen T CARDY eRCh UMM, See he fies sechon
an Alen Teoh candy for the powers and costs of each cand

If wou place & colony during your turm you e & victory point
and adiust the score tabdet Immedianely. If eslony placement
results in your having more colonies on the territory than
any other player, you “contrel” that territary. You ke
that :t'ritl:lr]."'s- tili, gai' an extTa victory pant, and now haee
access to use that terriony’s bonus

IF yous Ao lomger have more colonles on the territony than any
ather r.\:".':.:,.'t'.:,'-::-. lese control of the termitory, You i"'ur'r:_E:r.t.:.'
return the territorny card to the planet, lose a victory point,
andl can no onger we the territony’s bonus, See the ruled
section on berritory bonuses for detads

The presence of certain Field Generators may award an eetra
victory polnt or limit your abikny 1o use territory Boruses and
place cokonies, See the rules section on Field Generators for
detalls.

When you have dociied all Esr shipg on the board and used
ary Aben Tech cards that you wish to use, your turm is over
Lesve your ships a you docked them until your nest turm.

DISCARD DOWHN TO B » ¥ you have mone s f.'gﬁr
tofal resounce fokends Af fhe end of pour furn, ol ot

FEDUTT pour chalne off expess pokens fo ihe apprapriabe
resoLUnte SUnpk

Eu:l-rin! i mot cumulative. It s 3 sapshot of the current
board and hand sEuation at any single point in tme. Use the
soore tablet to track the current standings throughaut the
Eama, Your spore will fluctuate wp and down as the game
progresses, and each dme crourstances change the score
tabbet shoukd be updated

SCORE 1 VIETORY POINT FOR =
= Each of your colony tokens on & territory
= Each territary yau contral

= Having the Allen City card
® Hairg the Alien Monument card
= Cantrolling the territery with the Pesitren Field

The game ends as soon as one player places their last colony
o & territory, Plavers tally up their vickory points to verify the
standings on the score Rilet, and the player with the most
victary palrts wins.

If there is a te, the tied players compare their number of
Alien Tech cands b determinge the winner Persistent tied
can be resohed by comparing (@ tokens, and i still ded, by
.-|1r"r|.'|r'nE [__,, takers, StH tiedT F'z:,.'zg:ir.l



OREITAL FACILITIES

Surrcunding the planet are the orbital facfites you will we
o earn resources, exgand your fleet, and land colonies.
You may not dock ships at an orbital facility unless docking
ports are avallable and you can meet bath the ship and cost
recuifernents,

()= ]
[2]4(2] 428/

Each ship you dock at the Alien Artifact may be of any value
and allows you to discard the Allen Tech cards on display and
By ot three new cards from the deck, This is called “oycling™
and It is optional.

To claim one of the Aen Tech cards on display you need to
have docked ships with a total value of B or more. \&When you
claim an Alien Tech card, the count is reset to zerc; 5o, 20 claim
arother card, you need to dock new ships totaling 8 or more

Replace the clhimed card with one from the draw ple You
iy mot claim an Alen Tech card you sleeady hirve. There ane
enough docking ports to accommadate four ships at atime.

EXAMPLE 1 » There is a Polanty Device card on disslay
ﬂ}mmtm@ﬂ:::ﬁlidhmm
and take the card

EXCAMPLE 2 = ou dock a 3 ab the Alen Artiact and gae
the Adien Tech cands. Theres nolhlig wou Wane 5o wou dodk &
2 and gyole the cards again. You stAl have nod found what you
want 5o you doek 8 4 and cyele the cards 8 third time. The
Plasma Cannon i now on display Since your docked ships
eaea! B ar nose {3e2+4=9' youl ke the Pladms Cannisn,

EXAMPLE 3 = After compleling the moves in example 2,
theme s one gock apen & the Aen Arfact You could dock
& fourth s there and cyele the cards again But you eowld
nat clakt a seeond Alen Tedh card because the “§ ar more®
FeqUirEmEnt & a separabe fote for sech eand you clsim

2+ Q- @+@+)

The Colonist Hub has four “advancernent tracks™ so that
four players can use it sirmultanecusty o ready colonies for
territory placerment. Each track containg three docking ports
and seven advancement crcles. A player may use only one
advancement brack At atime

H you do noet have a colony 3t the Colanist Hub, then the first
ship docked here requires you to place cne of your wvnplaced
cobonies on the first advancement cincle Each additional
ship you dock here, either on this tum or on subsegquent
wurnts, must be placed on this same track untd that colony is
laurched. Exach ship docked sdvances the colory one circe,

When the colony reaches the seventh advancement circle,
you may launch it at your convenience by paying [+ 3.
You sy not begin work on another colony at the Colonist
Hub until the ore already on the advance ment track has been
lsumched. Once the colony has been placed on a berritony, you
iy start advancing  new colony with the next ship you dock
at the Colonist Hub.

K you earm more advances than are needed to mowve your
cobomy to the severth cicle (see Asimow Craber below)
and launch the colony immediately, you may use the excess
advances to begin work on a new colony,

Your final colony is not kcked into the Colonist Hube IF your
Izt colony is on the Colanist Hub and your roll ghes you the
opportunity to wee the Terrmforming Station or the Colony
Constructon, you may remowe the colony from the Colonist
Hub and place it on a territony via the rules for those ather
facilities

@@ -

Yo must dock three ships of equal value and pay GAGIE o
use the Colony Corstructor. There ame enough docking ports
for two sets of triples to be docked simulaneousiy. Using the
Colory Constructor allows you to land ong of your unglaced
colonies on A territory mmmiediately,



@) Lunar mine &> ramers- outrosT

7> @ & Do |

Each new ship docked 2t the Lurar Mine must be equal to ¥ou must dock a set of three sequentially numbered ships to
or greater than the highest value ship currently docked here. use the Raiders” Outpost. There are docking ports for one set
There are enouph docking parts o accommadate five ships of three ships. if the Ralders’ Outpost is oooupled, either by
ar any one tme. You gain @ for each ship you dock here. your own ships or by the ships of ancther player, you may
dock a highervalue sequence here and mowe the ariginal
ships to the Mairterance Bay,
ENAMPLE = A the beginning of your turm there i 2 1anda
o diocked at the Lunar Mine You el a g 4 and & You cannot While docked at the Raiders’ Outpost you may steal a total
ok the 3 af the Lumar Ming because & i5 less than the 4 of four esources from amy mis of players or one Alien Tech
siready docked thee, but your can dock Both pour 4 and your card of your choice from one player. IF you steal an Alien
& You eam (G for docking both ships at the Lunar Mine, Tech card that you already hawve, the stolen card is discarded
The Lunar kAine now has onl one docking povt free and the immediately ard you gain no berefit from doing so.

feat player that wants to wse T wil need a &

EMAMPLE 1 = i 2 +-2-3 s docked at the Raiders’ Dutpast
and thie next player rods & 3-3-4 thn that player may remowe

e BAY fa 23 andd dlock their 2.9 8¢ the facility fo conduet their
awn rasd i another plaver rols a 345 or 3 456 then they

If you cannot dock a ship legally during your turn, place may remaove the #3+4 and dock their own sequence and

it here, Mainterance Bay gives the player no benefit. Any condust thedr owen md

ships purchased through the Shipyard or Burroughs Desert

are placed here until the player’s next turn A ship on the EXAMPLE 2 * 4 345 are docked at the Rakders’ Outpost

Mamtenance Bay cannot be moved with an Alien Tech ¥ou use the Plasms Cannon to send the 5 back to the

card Ships rerroved from faclites with the Plasrma Cannon Maltenanoe Bay feaving a 3. and 4 an the Raiders’ Outpest

or bumped from the Raiders’ Outpost are placed at the Tor dock 8 higher-value seguence af the Raiders” Cutpost you

Mantenance Bay until their player's next turn must use 2 run of three ships that totals more than the sum

af the ships currently docked there. The remaning shins
total 7 50 you may nat dock a 123 since they only fotal &

Hiorweves, oo may dock & 234 (fotal 9, a 345 (total 1) or
' ORBITAL MARKET & 456 (rodal 157 b e the Ralders’ Cutpost.

Qﬂm*ﬁ*" | . 1

ou st dock two ships of equal svalee to use the Orbital
Market, There are encugh doddng ports to accommiodate
tow pairs of ships at ary one trre. While docked at the Orbital

PEarket, you ey pay (g equs o the value of are of your
docked ships to receive @ . You may trade as mariy times as

o weish on your turm,

EXAMPLE = oo dock a pair of 35 at the Orhital Market:
En this fum you may pay I o receive [ | IFyou
have (I, you meydo the trade twsee. If you
acquine [IEIEI mare during pour fum, you may oo the
fracte arai.
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You miust dock two ships of egual walue to use the Shipyard.
There are encugh docking ports to accommeadate three pairs
of ships ak amy one time, Each pair of docked ships, alorg with
the payment afthe Appropetabe [;and ﬁ, EAMTE ONE DWW ::hip
from the ship supply.

COST TO BUILD NEW SHIP »
m th ship: pay G+ .

m sth ship: pay (PG + ) .

w 6th ship poy DD + DT

Take a ship of your color from the ship supply and place it in
the Maintenance Bay Claim it at the start of your next tum
when you gather your fleet. If there are no ships of your calor
i the ship supply on your tuen, then you may not we the
Shipyard. Because it & possible to lose ships while playing, you
ey Buikd your gth, sth, or Gth ship more than once during
the game.

W
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P e
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¥ SOLAR CONVERTER

You may dock ships of ary value at the Solar Corverter. There
are encugh docking ports to accommodate eight ships. You
gan [ egual to one half the value of each ship you dock
here. Round up for esch ship

EAMPLE » ¥you dock & § aref 8.4 8t bhe Sodar
Commrter; pou wil recehve (5] for the 3 and (G
for the 4

&) TERRAFORMING STATION
You must dock one ship with a value of & and pay [ + &

SRR

to use the Terraforming Station. There is only one docking
port awailable ar this faciity, Using the Terraforming Stakion
alkovaes voul to band ane of your unplaced colanles an a territory
immediately. The ship docked at the Terraforming Station s
completefy consumed By the colony creation process and
is returned to the ship supply at the beginning of your next
turr. A ship forfeited in this manmer may be rebuill using the
Shipyard only after it has returmed to the ship supphy

You cannat use the Terraforming Station if doing so would
reduce your fleer uo fewer than three ships of your color,

A ship docked at the Terraforming Station may be removed
by the Plasma Camnon card but may not be moved to another
orbital faciing

]



TERRITORY BONUSES

Each territony grants its controlling plaer a bonus over sorme
aspect of the game A player controls a termtory iF they have
rivoee colonles an that territory than any other single player,
The controlling plaer takes the territory tile,

EAMPLE - fed has fwo codonks on Lem Baclands
ard Green, Vilow and Bl each have ooe colany an Lem
Bactandl, Red has the most colbnies on Bhe bemitony 5o Red
gontreis Lem Sagtands,

A territory i ot conkroled by any player if bao or more
players are tied for the most colonies on aterritory. Mo player
earnd the bomus for such a territong The tle for a terriuoey
thiat i$ not controlled remaing on the berritory,

ENAMPLE - fed and velow sach have two eolanies on
Lern Baciangy and Green and Bloe each have ane colany on
Ler Baclands. Red and Yelow ane tied for the most oodonies
an the terratary 5o it i ot controfed by anyone and no one
e e ferritary s Bamus

ASIMOV CRATER
Achance your colony one exdra level each turn in which you
dock more than one ship at the Colonist Hub,

ENAMPLE - Docling fwo shins & the Colonkt Hub
would ardinarily advance your ki bio Bvel Sioe
e controd Asimow Crates, vour aovance wour cakony thres
ievels. if you dock three ships at the Colonit Hub pou
weowid adivamoe four levels

Pay one less @@ than usual when you use the Colony
Constructor.

EXAMPLE - You dock a set of three 55 af the Colany
Constructor o buld & oolany Ordnanly you would be
requined o pay [GNENG 1o activate the faclity However
since you controd Sracbury Pateay, you pay only (GG

Purchase the Relic Ship for (@ + @ . Place the ship on the
Mairterance Bay and gather it with the rest of your fleet
on your nest turn Return the ship to Burroughs Desert
immmediately if you lose control of this territory.

The Relic Ship behaves exactly as any other ship in your flest
gxcept that it has no color and any time the ship would be
returned o the ship supply it is returnied to Burroughs Desert
irstead,

See Terraforming Station and the discard power of 2 Plasma
Cannon card for details, The player controlling Burmoughs
Desert may repurchase the Rele Ship an thelr tuen

EXAMPLE 1 - oo controd  Burroughs Desert with one
ooony and @ wsing the Aelfc Ship. The next player Boids
@ new colany and piaces it on Burroughs Desert. Mow you
Bath have ane calony on Burrowughs Desert so heither of you
coitral (e ferrton You neturn the berritay card amnd the
Reke Ship to Burrpughs Desert immadiaded

EXAMPLEZ - Vour Relic Shnp is doched at the Lunar AMine
Arather player discards o Stas Beam and places the balseion
Fiiskd o Burredo Desert Yo st retun bhe Bele S to
the territony dmmmeciately and may not repurchase i until the
fsodation Fekd is moved off Bumoupghs Desort,

EXAMPLE 3 + Your Relic Ship has 2 & showing and you
ek i at e Terraformiing Seathon bo bubl & eolor A2 it
start of your next durn, the Belic Ship retums 1o Burrolghs
Dt dnstoad of the ship supply and you may repurchase it
on that same furm.

Your trading ratio i2 always 5 0 @ when wing the Orbital

Marioet.

ENAMPLE © vbu roff doubie 35 and dock them ar the
Cribial Market. Orclinariy sy brades wou make on this turm
would be at a (i g mtie However, since you control
Heinlein Plains, you afways tradie at a (g 1 () rtio regardiess
af your doeked ship values



HERBERT VALLEY POHL FOOTHILLS

Pay 1 fewer (3 and () than wsual for each ship you build at Pay ore less gl than normal for each Sen Tech card you use.
the Shipyard.

EMAMPLET - You hawe a Booster Pod card which alows
EAMPLE 'rhl:ﬁ::ﬁ'ap.li'nf.:hﬁ::lﬁrrﬂ‘:j:gﬂdm }u:h}lﬁ:mﬂummnfanmphndrhip#am:tﬂf
b your sth ship. Oroinanily your would aéo pay (G + (&l . Since you candral Pohl Foothils, wou pay rothing for
ol + (G IF & had Been your 4t ship, the Bonus from
Herbert ey would have aflowed you to pay nathing at all ENAMPLE X - You fave & Plasma Cannan cand wiich

aflowd pod o Pefmove appanents” shipe fram an orfal
faeiity at & cost allare () per shin You choage fo remowe
thvee ships fram the Lunar Mine. Since you candral Pahi

LEM BADLANDS ity Dysdpsibipmielinkaivanl o
Gairy an additional () for each ship vou dock at the Salar
Converter,
VAN VOGT MOUNTAINS
EMAMPLE Yoy dock 2 3 and 4 af the Solr Corverter The first shap you dock at the Lunar Mine each tum may be
and receive the wiual (GG GG« Because you control ary value.
L Baallaract, you atha gain (@Gl -

EMAMPLE - rou moed a 1 2 4 and 5 and e highest
valnt sfhip at the Lunar Mine & curmently 2 5 Since oo
eontral Yan Vope Motmtaing, the first ship pou dock af the
Lunar Mine muy be the ¢ 3 ar 4 If pou want o reteie 4
second (G, you ean alio dock the 5 af the Lumar Mk




FIELD GENERATORS

The three Field Generators alter the rules within the
territory where they are located and, where there is a
confiict, take precedence over Alien Tech card effects.

ISCLATION FIELD

The lschition Feld nullifies a territory’s
bonus. The first player to discard a Stasis
Beamn card will place the lsolaton Field
counter on a territory of their choice.
Ary subsequent plaver who dizcards a
Stasis Bearn card will move the counter
to another territon:

EXAMPLE f the Ssoltien Field & phced on Poh
Foathills, the player who controls that ternitory does
ot receive the “pay one less (g than normal on each
Alien Tech card you use™ bonus and the bonus (s not

available o a player using a Data Crestal cang,

EXAMPLE
Herbert Valey and the green player controds Herbert
Valley, then the green player receives one additional
wictory point.

12

POSITRON FIELD

The Positron Field awards one victory
point to the playver controlling the
territory whers [t i3 located, The first
player to discard 3 Data Cryvstal card
will place the Positron Field counter
on a territory of their choice. Any
subsequent player who discards a Data
Crystal card will move the counter to
ancther territory,

¥ the Positron Field is located on

REPULSOR FIELD

The Repubior Field prevents cokonies
from being added to or removed from
the territory on which it is located. The
Repulsar Field does mot prevent its own
mgvement of removal, mor does @ prevent
the movernent ar removal of any other Fielkd
Generatar that is also o that werritary. The
first. player to discard a Gravity Manipulator
card will place the Repulsor Field counter on
a territory of their choice. Any subseguent
player who discards a Gravity Manipulator
card will move the counter to another
territon.




ALIEN TECH CARDS

Thee Aben Tech cards aliow you to bend the basic garme rules,
Most Alen Tech cards may be wed immediately after you
acquire therm, Aien Tech cards that require 2 [ payment can
only be used once per tusn You may ondy discard an Allen
Tech card you have not already used an your current turm,
and then onby one discard per tum,

Your Alien Tech cards are phaced on the able face-up where
all players can see them.

You may cnby possess one oopy of each Alien Tech card.

If a card allowes you to change a ship's value, then the vake
may never be lower than 1 or higher than 6.

(Fehe fen Tech draw deck is exhausted, reshuffie the discards
Lo Create & new draw deck.

ALIEN CITY AND ALIEN MONUMENT
Each of these cards s worth one victory pomt. There (s
ore Alien Oty card and one Allen Mohument card in the

Alien Tech deck and a single player may possess both cards
srndtanecusly, There is no [} cost associated with these

cards and they & not have discard powers.

BOOSTER POD

Each turm you may pay (@ to increase the value of one of your
unplaced ships by one point. You may discard a Booster Pod
to rermoe any single Field Generator from the garme board. &
Field Generator removed in this manner ray be rebuilt in the
rarmal manner at a liter time,

EXAMPLE » You rolla 1, 2. and 4. You pay gl and use the
Bocsher Pod's power fo radee the 3 0o a 4 5o that your can
use the pair of g = the Shipyand

DATA CRYSTAL

Each turm wou may pay [ per oolony on a territory o use
that territory's bonus exactly 25 if you controlled the territory.
If & terribory has no colonies on it then you cannot use is
bonus. if the territory has the Bolation Field on it then you
cannot use its bonus, Burroughs Desert s exempt from the
Cata Crystal's power because s bonus plays out over mone
thian 2 single turn, You may discard a Data Crystal to place the
Positron Fiekd on a territony or, if the Positron Field is already
on & territary, P It to anather territong

EXAMPLE » You rol a 1 & and & Yoy have a it of
i and you need fo comart it o (G but the par of &5
Eiﬂjm:mpmrhﬂ@ﬂhtﬂmﬁhﬁ]ﬁlﬁ.
Hieinfein Plains has one green colany and ane red enlary on
it, 30 you pay [@ilgl and e your Dats Crystal o bormow
cfe Hhenbeln Plaine Bomus, Youw mow receive 8 11 trade ratio
at e Orbitad Market, no matter what value pair pou dock
there.

GRAVITY MANIPULATOR

Each turn, you may pay (@@ 10 decrease the value of one
unplaced ship by cne point and increase the value of arother
unglaced ship by one point. You may discard a Grasity
Manipulator to place the Repulsor Field on a territony or, #
the Repulsor Field is already on a bermitany, move it to another
territary.

EXAMPLE * You ral a © 2 and 5 You pay (kg and wse

Efe Gravity Mamipulator (o move one podnd from i 2 10 the
5 malng thaae twe ships ndo a0 angdla &
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HOLOGRAPHIC DECOY

There iz no g cost assoclated with this card and it does not
hiave a discard power. While you possess the Halographic
Decoy a player may not use the Raders’ Outpost to steal
resources from you. IF the ralding player wishes to steal an
Alien Tech card from you, then they may only take your
Holographic Deccy. f the rading player already has a
Holographic Decay, then the stolen card is discarded.

EXAMPLE » The red plwer places three sequentiafy
numbsered shins on the Baiders” Qulpost. They woukd e
to steal [GGNGNE from pou, but because pou bave the
Holographic Decoy card your (GIEKGNG = mafe. However,
the red player decides to fake vour Holopraphie Decoy
gard instead

Each turm you iy pay il 1o move an opponent’s ship
to a different Orbital Faciity and use it 25 if it were vour own
ship. You may only move ore ship with the Mind Control
Hebriet but the moved ship ray be used at the new Facility
in conpunction with other as-yet-unplaced ships from your
fleer You may not rewse the ship at the same faciboy from
which i was removed You may not change the vakue of the
ship as It moves from one faclity to the cther. You may not
ige the Mind Control Helret to miove & shig alf of or aato the
Mairterance Bay You may not wse the Mind Controd Helrmaet
b0 Freowe & ship on to the Terraforming Station. The owner of
the moved ship gathers the ship as uswad onhis turn, The Mind
Control Hebmet may not be discarded.

EXAMPLE » You are the red player You pay il 10
power your Ming Control Helmet ang move a green 3 fram
the Salar Converter fo the Shippard, You then add a red 3
from pour unplesced sfaps forming & par 5o that you can
use fhee Shpard faolty O green's furm, e gathers the
green 3 from the Shipsard, feaving the red 3 in ity dock:

Each turn ywou may pay (L to move one of your docked ships
from ane orbital Faclity to a different orbital faciity, You meay
cnly move ome of your ships with the Orbital Teleporter but
the moved ship may be used at the new faclity In conjanction
with cther as-yet-unplaced ships from your fiset, You may not
reuse the ship at the same fac@ity from which it was removed.
Yau ray not change the value of the ship as it moves from one
faciity to the other. You may not use the Orbital Teleporter to
v & ship off of the Terraforming Station or the Malnbenance
Bay. You may discard the Orbital Teleporter to mose any single
coldoryy from one territory to another territong. See Bepulsor
Field an page 12 for excepbions.

EXAMPLE 1 = vou roil 2 2 5 and & You dock the & af tfhe
Lunar Mine and receive @, You chen pay GG and use
yaur Crbital Teleportor to mowe the & to the Aben Artifact
Mexl you dock the 2 at the Alien Artifact to bring the ship
ratal to B and claim an Allen Tech card.

ENAMPLE 2 » You are the Blue plaper You and the red
piaper bath have & colary on Lem Baclands 5o nether of
o contral it Vou have ame ook an Wan Yot Mountains
but green has o colpnies thene 20 you ane nat dely
gain controd of & any Hme soon. You discand your Orbital
Teleparter card and mowve your calony from Van

Mauataing ra Lem Saclands fo gain conbn of that termton
claim the ferritory cand, and neceive fhe extra wictony paint

Each turn you may pay one (@ per ship to remove other
players' ships from one orbital facility. The remowed ships arg
placed on the Malntenance Bay (see example 2 on the next
page for an exception to this re), The Plasma Cannon may
onily rernowe ships from asingle orbital faciity and yow may not
uze the Plasma Carnon oh your own ships. You rray discard a
Flasma Cannon to return ona ship belonging to ancther player
to the ship supph. The target player must not be left with
fewer than three ships of ther color for their rest turn, The
Rielic Ship does rot count toward this tally. A ship resnoved in
this manner may be regained via the Shipyard.

EXAMPLE 1 » You are the blie player and roif 2 2, 2 and
4 o weant to Lse the pair of 25 & ohe Shippard but ail
of the docks are ful. You pay GGgl and! use your Plasma
Canrgn b move two red ships from the Shipyard 1o the
Maindenance Bay then dock yoar pwn ships at the Shipyand



EMAMPLE 2 v You are the blue player snd the red plager
has a ship on the Terraforming Stadion. You pay (G and
use your Plazma Camnon fo move the red ship off the
Terraforming Statian Ordinasly & ship remowvest by the
Plazma Canman woldd fo to the Maintenance By bt a
shig on the Terraforming Statian b forfelt on the player’
next furn so you reburn i to the ship suppd-inatead,

EMAMPLE I » Yoy are the bive player and the peliow
payer hag s shaps on the Board. You discand pouwr Plasma
Camnon o remove the peliaw & from the Lunar Mine and
return it b the ship supphe

ENAMPLE & » Bed has four ships on the board: one &
the Lumar Ming, two af the Aben Artifsct, and ane at the
Terraforrng Station . Fou wank 6o discand youwr Plasma
Cannon o remove the ship on the Lunar Ming but you
cannot. Doing so wouwd leave Bed with three ships now;
But on Red's newt furn the ship an the Terrafarming
Station wowkd be forfeited and Red would only have o
ships fiar the meat tum

POLARITY DEVICE

Each turh you may pay i to flip one of your unplaced ships
toits opposite face. You may discard a Polarity Device to swap
the locations of any bwo colonies on any b territories. See
Repulsor Field for exceptions,

EXAMPLE 1* You ol a1, 2 and 5 You pay (G and use
e Podarty Dewice 1o Tio the 100 8 &

EMAMPLE 2 » Herbert Valley has bia veliow eolonies
an it and et Saclands has fwo red cofonies on & tou
giecard the Aolanty Device and saap one oolony from
each of thase termtories. Both termitanes now haw one

eonEral thoce fwo lermtoles

RESOURCE CACHE

You receive free resowrces each turn for as long as you
possess the Resouwrce Cache Count the odd and even value
ships after you roll your fieet but before you use any Alien
Tech cards.

RESOHURCE CACHE ROLL REJULT »

= If you have more odd ships,
you recetve one (3.

= If you have more even ships,
you recehve ane (51

= If you have an equal number of odd and
even ships, you receive ane () and ane (3
ang you must immediately discard the
Resaurce Cache.

Urfke every other Alen Tech card, the Resouwrce Cache
cannot Be uged on the rm you acquire it The Resource
Cache card is only discanded i you moll equal numbers of odd
and even valued ships.

EMAMPLE » You dock a 3 and a & af the Alen Artifact and
ciaim a Resource Cache card. Your do nat gain any benest
from the card untl our next fuen when you gsther and
rill your feet

Each turn you miay pay G to decrease the valee of one of your
unplaced ships by ane peint, You may discand a Stasis Beam to
place the Izclation Feld omoa territory or, if the |solation Field
15 already ar a terribary, rowe It 1o another territong

EXAMPLE » You roffa 1, zand 5 You pay () and use the
Stazis Beam's power to detrease the 2 to 3 7 5o that Jou
mmﬁrpﬂ&#utﬂﬂfaﬁuﬂﬂhﬂdﬁgmﬁln‘m
Orbital Market

TEMPORAL WARPER

Each turn you may pay (g to re-nol as many of your unphoed
ships &8 you like. You may discard a Temporal Warger to claim
one Alen Tech card of your choice from the discard pile, You
may book through the discard plle before discarding your
Temparal Warper card,

ERMABMPLE 1> rou ml a1 2 and 5 You use the Temparal

Warper o re-oll the 7 and 2, foplng fo get some higher
nurnbers

EXAMPLE 2 = You review the Alen Tech discard pife and

s an Aben City card, You aiecard pour Temporal' Warper
and take the Alien Ciy card,



PLAY SUMMARY

ON YOUR TURN

Tha active player performs ol of these
tasks on thilr turn, in any order:

BATHER SHIPE » Cather all of your ships
andd roll them.

ASEIGH SHIPS = Dock all of your ships
and gain banefits immediastely. You must
dock all of your ships at arbital faclities an
yeur twm if pessible

USE ALIEN TECH CARDE = Use Alien
Tech cards 25 appropriate at any time
mr'l?gj-'uurtum.

Alien Tech cards with a # payment can
only be used snce per tum.

¥ou may lmll, dizcard an Allen Tech &and
you have not already used on your cur-
rent turn.

You may enly discard ane Alien Tech
card on your turn,

END OF TURN * Once all ships hive bastn
docked and any Allen Tech used, diseard
down to § total resources. Turn pasies
lockwisn ta thi niext player.

The game rmediately ends when a plaer
lansds their firal ealany on & verrtany.

FINAL SCORING

SCORE 1VICTORY FOINT FOR »

= Each of your calony tolens on a territory
& Each territory you comtrol

® Having tha Alien City card

& Having the Allen Mamvament card

# Controlling territony with Pesitron Field

FIRET TIEEREAKER =
MNumber of Alien Tech cands

SECOMD TIEBREAKER -
Mumber of I tokens

THIRD TIEEREAKER =
Nismber of ™ tokens

FOURTH TIEEREAKER ~
Play againl

) Lsimuse

T|* 7|28 -
Eaich ship vou dock olbows pou b onde the
Alien Tech cands. You may cidm one crd whien
vour docked ships total 3 or rare., Cadning a
seord Cand reqUIngs word D0 heTk & new st af
ships botaling & ar more.

COLOMNIST HUE
1+ @ Seilg+u)
Diack ihipd of aey waloe ¥ you @8 Ael hi &

eslasy an thi Wik, pladdh &Fe wWith yaur firm
ahip. Mo your calony tanveed o Gate pir
ahip deicid. I yaiir ealany H an thi Nieal dpace
ahn this track, puy Jﬂf}la acy i cakany.

Liish Sy &b [Pl &l & Eree

& COLONY CONSTRUCTOR
i <~ 0.0

Dock three ships of the same valie.

Pay KNGS to plce 3 colany

ﬁ LUNAR MINE
7@

Dotk dhipe groater fhan of egual 0o highen
wislibh &= tha Wi Gain ||:J;.|r| ihig

€ mamrenanceear

I yeas canmat dock a ship legaly oo your tum
plec 1T hetre. WisdsDeraris Bay prants o berelR
Shipe purchaced thredgh the Sipgerd o
Birreaghs Deiet ane placed Rine Unill pour rist
turn & ship Bn B Malrresanoe Bay canmot be
midfeed with an Akerm Teds carel Thigs remived
fram facikies with the Plowa Cansen o
burnpeid froen tre Rekders’ Cotpedt ang placed al
P il =peeares Bay undl Chelr player's peos tum

@ OREITAL MARKET
G 2| 3 | g
Dok bwss shaps of the same value

Trade (o equal to value of one shia for i
Trasdhing gy be dore matiphe times

RAIDERS QUTPOST

b i
Deck thoes deguertally numBsoed dhigd, Soeal
a botal &l Maur Fedolifend oF ehi Alih Tk card
Iraim your oppor (). If the Bsidery” Chitpot
i SDUSnE, you My ook & highsrsadie
bpipabien and mese e arigicg dhigd 18 the
Marierorew fory

SHIFYARD
g AR | Al
g+ il —~ = Y
P + ey ~ 5 £
Dok bean sheps of the same value
Sy g+ [ to move ene of your ships from
ship apphy o Hhe Waisterance Bay 1 each for
worar Sparth ship, 2 each for your fifth, and 3
e for yeur skah

9 SOLAR CONVERTER
| ™

'..: ™

I = latiaaienl

|
-?L:f'_.._..-lfq.l.\ 13 ha't the vadue of each hip
word dock bere. Bound up for each ship

Q magpone

B _.’-'._._

ok » vakm § ship. Pay U +{] ha pince &
colory At the it af your re tur, the dhip
refime ko the thip supply.

You cannot wie the Terxigrming Stanon i dong
o el reduce your fleet o fewer than three

L G e 00 G
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