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THE FRONTIER AWAITS

Allen Frontbers i a game of rescurcs managemant and
planetary developmant for bw oo four players. During the
parme you will exploir orbital Faciltie s and sen technology
“husding oobony domas in stratephs kCationsd 1o contnod
the newly daecovaned world.

The game board Shows the ndw panet and the sEatons n
orbd arcundthe planet The dice youare piven atthe start
of the pame represant the spaceships in your fleet, You
will maign these ships to the orbital faclties in order to
en Fesour oes, e xpand your fleet and colonize the planet

Az the game proceeds, youwil Bnd your cdenies on the
planet to control its territoried Each barritory carries &
par ticular benefit and, f you contred & territory, you are

atle 1o use that 1o your advantage.

The planet was once the home of an aen race and they
keft behind & wondrous artfact in orbit Using wour fleet
o explore the amfact, you will decover amasing alien
tachndlogies that you can use 1o advance your Ciuse.
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COMPONENTS

STEE & o U

24 SHIPS {DICE]: § FER PLAYER COLOR ORE TOKEMS FUEL TOKEMS SCCRING ROCKETS

- Al dh

32 COLOMY TOKEMS: 8 FER PLAYER COLOR

FIELD GEMERATTE RELIC EHIP
MIMIATURES [DIE) 3 TERRITORY TILES

TE ALIEW TECH CARDS

4 PLAYER 4 ORBITAL FACILITIES
REFEREMCE CARDS REFEREMCE CARDS GAME BOARD ECORING THACK

“

BEETHREM OF THE 5TARS REY FACTIOM MIMIATURE
FACTION DIE

14 FACTICOH
REFEREMCE CARDS

Ll AGENDAS

ASTEROID DIE

2 DUTER BELT
31 AETEROID CARDS REF EREM CE C ARDS

45 AGENDA CARDS

OUTER BELT
GAME BOARD 3




Each player chooses a pliyer color. Place the sooring track
to the side of the game board. Place a scoring rocket of
each play er coloron the O line.

2 Place the Relic Ship on the Burroughs Desert territony.

3 Place each territorytile on its cofresponding territory (the

Blieh Expanse tile & only uted when playing with Duter Belt).

Place the orangs fusl I tokens an the table near the Solar
Convertar. This is the fuel @ supply.

Place the gray ore @ tokens on the table near the Lynar
Mine, This is the ore ) supply.

Gather the Aben Tech cards. Remove all cards with symbaols
for Agendas [ and the Outer Beh @, unless you are
planyingwit hthe comretpondingbiodule Shoffle theram sining
Mien Tech cards, deal 1 card face up voeach pliyer,and place
3 cards face up on the table near the Alisn Artifact 1o form
thee supply. The rema ining Alien Tech cands form a draw pile.
B dimcand pile will form s the game progresses.

Flace the 1nraeﬁeldgen.e TS i The ahde near the board.

Each plwer takes three ships {dice) of their player color
and places the m on the board near the words “Mai e nance
Biy™ Place the remaining three ships of each color on the
tabde maar the Shipyand. This i the Shipyand supphy.

Takow € @by Dirkensg &2 desoribed harne; return unused £ Oy
ddoenia ik e e

et h player takes ix
cobomy tokens of their player color. Docking ports marked
with 442 (found only on the Outer Belt board) cannot

be wsed in a 4- player game,

e pliyer takes sevan oolony
tokzng of thar ool Docking ports marked with §§ or
Lot ranot be used & any tme during the game,

each player tabes ol agin -:cim].
.mens of their color, Docking ports marked with % or
i1 or L8 cannot be used at any time during the game.

Once you become skilled at Alien
Fromiers you may wish to pley longsr games. For this
variam, each player stans with all eight of their colony
tokens, regardiess of player count

JO Choose player one by rolling for the highest number

and then distribute resourcs cockwie as fbllows to
COImIP-Enga e fior turn-onder dEpantes

Player twio receives B

Player thres recebves L

Player four recelves B8 and L
Plaryar frve® recehes N and @,

Playar sb® recahves B and .

11 Fay begins with playerone and continues clockwiae

*alian Frantiers can beexpandead 1o 5 or & players via ahemats

player color packs, svailable separately Pleste take note, this
significantly increases the duration of play.

paremnasag)
Alien City (1)
Alien Mon wrent (1)
Booster Pod (2)
Data Crysta (2)
Gravity Mani pulator (2)
Holographic Decoy (2]
Orbital Teleporter (2)
Plasma Cannon (1)
Polarity Devee (2)
Resource Cache (2)
Stasis Beam (2)
Temporal Warper (2)
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OPTIONAL MODULES

The Factions and Agendas modules were originally reiessed together in the Factions expansion, but can
langely be played indepandently from each other,
Factions expand the options avalsble to ol payers in sddition to providing each player with 3 unique shilly.
Agendas provide additional weys to soore victony points with secret ingame and endgame gosl.
The Outer Belt slows more wajs to gather resoured via Aderoid candd

s

FACTIONS

Randomily select a number of Faction
boards equal to the number of plapers
plus one, then retumn the remaning
Faction boards to the game bow. After
determining player order, give all of the
selected Faction boards to the last player
The kst player chooses one Faction
board, places it face up on the tabls near
the gameboard, and passes the reraining
Faction boards counterclockwise This
procedure cont inues. untl alll players have
chogen & Faction board. The remaining
Faction board & returned to the box
Each player can take a Faction Reference
card for their fction to place nedt to
their Faction board for reference.

+ If you are not playing with
Agendas, remove the Frophets of
the antifact board before randomly
selecting Factions boards.

* If you are playing with the Xeno
Expior ations, Inc. faction, place
the REV unit on the Burroughs
Desert territory.

i I you ane planing with the
Brethiren of the Stars e tion,
place the Brethren ofthe Stars

diie on the Mantenance By

For more information, see "Playing with
Factions” onpage 8.

(1]

AGENDAS
Gather the Agenda cands.

i I you are not playing with
Factions, remove Agenda cards
wiith the g icon.

rIf you are not playing with the
Outer Bele, remonve the Agenda
cards with the & con

*If you are playing with Factions,
after players seect their Factions,
remone any Agenda cards with
the 4 icon that require
unsalected Factions.

* I you hawe remaoved any Alien
Techcards from the deck during
setup, check the Agenda cards
with the 4 icon and remaove
any that refer to candsno longer
inthe game.

Retumn the removed cands to the box, you
will not need them fior this game. Shuffle
the remaining Agenda cards, and deal two
Agenda cards face down to each player.
Hace the remaning Agends cards in 2
drawdack near the Orbital Marker Payers
rray kook: at their own Agends cards.

For more information, see “Playing with
Agendas”on page &

&

OUTER BELT

1. Place the Duter Balt board to
the right of the main board so that
the moon llustrations onboth
boards lne up.

L Place the Biish Expanse berritony
tile on the corresponding territory.

3. i you are not playing with Agen-
dis, remove the Agteroid cand with
the LI symbd and returnit to
the game bow.

&. Shuifle the Asteroid cards and
then returnthe op two cardsto
s B withaut beoking st them.
Flace one Asteroid card facs up on
each card space on the Duber Balt
board. Set the remaining Agte roid
deck e down near the top of the
Duter Belt board

5. When player one has bean
determined, give that player the

For mare information, see "Playing with
Outer Balt" on page 8.



HOW TO PLAY

Your objective is to gain more influence over the Alien Frontier
{measured in victory points) than your opponents by building

colonies and controlling terriories Play begins with player one
andmoves dockwise.

THEGAME TURN

iz the beginning of the tum, f one of your ships i at the
Terraforring Station, retum & to the Shipyard supply.

GATHER, ROLL, AND ASSIGN YOUR FLEET

Gather all of your ships (dice) from the board and roll them. Place
all of these ships on docking poms at vanious orbital Bcilites If
you camnot begally dock one or mone of your ships at any orbital
facilty, then place them on the Manmenance Bay. Resolve each
action from placing one or mone ships before placing the next ship.

Exfl=F - e

i Docking ports ane the square spaces on the board where ships
{dice’) are placed.,

Docking at an orbital faclity allows you to e it to exrn
resources, expand your fleet, and Bnd coloniss. You may
not dock ships at an orbatal facility unless docking ports are
available and you can meet all ship and resource requinaments.
See the Orbital Faclities section for more detalls abowt exch
facility.

EXANPLE » The Terralrming Station requires 2 (B
value ship and costs one (3 and one (). Youmay not use
the Terrafbrming Stabion if you do not hawe any [ value
ship, If the decking port ks already cocupled o if you do
not have the required (i and (.

You gain the benefits of an orbital facility immediately unless
noted otherwise Costs to use orbital facilities are always paid to
the fuel and ore supples.

Yiou ey use your Alen Tech cards at any time during your turn.
You may choose to use any, all or none of them.

Mot Alien Tech cards have two powers one power generally
requines 3 payment in (gl the other power requires you to
dacand that Alen Tech card Costs 1o use Alen Tech cards are
paid to the supply.

Each Alien Tech card may only be used once per turn unbess
specified otherwise You may only use one discard power from
among all of your Aien Tech cards each turn. You cannot use
both the paid ability and the discard abiity of the same card in
one tum. Ses the Alien Tech cards section for more details.

END OF TURN

When you have docked all your ships on the board and wsed
any Alen Tech cards that you wanted to use, your tum is over
Leawve your ships 2 you heve docked them until your next turn

if you have more than eight total resource tokens at the end of
JOUF BT, yOU FrUSE return your choice of excess tokens to the
AP OpT abe resouNce suppies




PLAYING WITH FACTIONS

Each Faction board has an erbial facility; f its docking port i
unoccupied, any player may use that orbital facility by docking
a ship there and meeting any other appropriate requirements,
induding paying (L to that faction's owner. Faction owners using
the orbital faclity on their own Faction board do not pey the
acoess fies. Additional costs to use the faction’s orbital icility are
paid to the supply.

Each Faction board also grants a unique owner ability to the
faction owner that other players may not use. The owner
ability does not require dodking a ship on the faction board.
See the Faction Bonuses and Facilities section on page 20 for
additional details.

PLAYING WITH AGENDAS
Each Agenda card has two conditional scoring situations:

.. A

* The agenda on the left isan in-game stuation that

& plaer may reveal at the time they achiewe the condition
10 SO0 1 Wictory point.

» The agenda on the right i an endgame situation that

& player may revesl at the endof the game f they have
achieved the condlion to $cone 1 MCLaTy point.

» Oy 1 victory point may be awarded per Agends card.

» Each plaer starns the game with two Agenda cards that
they keep face down on the table in front of them. You
fredy Moz r hane miore than a total of three Agenda cards.
Discard any eccess unrevealed Agendes untl you have a
total of thres Agenda cards You may not discand revealed
Mgenda cards.

» Yigu iy draw new Agenda cards using the Orbital Mar-
ket, 2 described in the Orbial Faciities section.

» Mgends cards never count s Alien Tech cards and cannet
bee stolen or destroyed.

r If the Agends deck is edausted, reshuffle the discarded
e o form & new drew deck

PLAYING WITH OUTER BELT
Player turns are modified 2 follows

When you gather your ships from the pame board, slso
gather any ships you hawe onthe Outer Balt. Roll the Adtercid die
with your fleet. Check the Astercid die belore placing any ships
to see ¥ any of the Asteroad cards move first:

On abank [_|: the Astercid cards do not move.
Ona | :mowe the Asteroid cands onthe Quter Balt
board 2 follows:

1. The card onthe Jgh space (closest to the moon) mowes
off the board and s retumedto the bottom of the Asteroid

deck Bce down. it may come anound again in the fullness
of time.

Z The card onthe 3rd space moves 1o the gthspace
3 The card onithe and space movesto the Fd pace.
&, The card onthe 5t space mowes to the nd space.

& The top card from the Astercsd deck: i turned face
up onthe 15t space.

MNOTE: i one or more of the Asteroid spaces were empty when
the Agtercid ¢ ards moved, the gap in the chain of Astercid cards
i raintained in the mowe, Do not bunchithem up.

The Astercid Die i not a ship, and cannct be alterad by Alien
Tech cards unless they specfically referto I

Ships dor ked an the Duter Balt board DD MOT MOVE when
the Agterond cards mone.

Pass the Astercid die to the next piayer for that player's use
Mt B

Several cards require you to roll the Agteroid Die to determing
an effect These roll do not move the Asteroid cards



When placing your ships on your turn, you may dod them on
the Quter Balt board 23 well 25 assign them to orbital facilities
Docking appropriately valued ships on the Outer Belt allows you
b claim Astergid cards. Uipio three ships can be docked inieach
position depending on player count. See the Asteroid Cards
section on page 18for more detals on how to daim these cards

Once you diaim an Asteroid card, place it in front of you. Cards
with the ) symbol, may be used when you daim them. Most
Aateroid cards, however, ane marked with the ) symbel and
fray not be usaed before your net tum. They are “in tow”™
Turn them sideways or upside down until your nest turn s a
reminder. Laave your ships docked on the Quter Balt board
ungil your net bur.

Read the directions onthe Astercid card to keam when and how
you can use the card. Unless otherwise noted, you can only use
Ratercid cards on your tum.

iy Astercid card may be stolen as f it were an Alien Tech
card through the Raiders” Dutpost. I it i "in tow™ when stolen,
the raiding player must hold i for 2 full tum before using it
Matercid cards are protected by the Holographic Decoy, just
ke Alien Tech cards.

END OF GAME AND SCORING

Scoring i not cumulative. it is a snapshot of the current
board and table situation at any single point in time. Use the

scofing track to monitor the current standings throughout
the game. Your score will fluctuate up and down 2s the game
progresies. Each time crcumstances change, the scoring
track should be adjusted.

s you play: Score 1 victory poant for:

» Each of your colony tokens on a territory

» Each territory you control

» Controling the territory with the Fositron Field
» Having the Alien Oty card

» Haung the Alien Monument card

* Having either the Alien City or Alien Monument
andthe Alien Sarcophagus

* Havng the Alien Beacon Asteroid card (if playing
with Outer Belt)

* Having the Alien Satellite Astercad card (f playing
with Outer Belt)

* Each revesled Agenda card (I playing with Agendas)

The game ends a5 soon 2% one player plvces their st
cokonyon a territory. If playing with Agendas, allplayers then
check to reveal any Endgame Objectives. Players tally up their
WiCTOry points to verify the standings on the scoring track, and
the player with the most victory points wins.

¥ players are thed, check the following tiebre skers in order:

1. More revesled Agenda cards (f playing with Agendas)
2. More Mien Tech cards

3. More [

& More (3

5. Piay ggain!




ORBITAL FACILITIES

Surrounding the planet are the orbital facilities you will use to
eamn resources, eqand your flest, and land colonies You may
not dock ships at an orbtal faclity unless docking ponts. are
available and you can meet bothithe shipand costrequirements.

¥ playing with Factions, the spaces on the faction boards count
23 "Ovbital Facilities™, but their rubes are described later in the
Factions reference section on page 20

& ALIEN ARTIFACT

E*EF
747428/

Dwock ships of any value at the alien Artifact: For each ship you
dexck, you may discardithe Alien Tech cards ondisplay andlay out
three new cands from the draw pile This is called "cycling™ and
it i3 optional.

¥ you have docked ships with a total value of 8 or more: Claim
& daplayed Alien Tech card and place it e up in fromt of you.
Replace the daimed card with one from the draw pile. You gan
the benefits of Alen Tech immediately unbess noted otherwiss.
You may not claim an Alien Tech card you already have

To clim another card you need to dock new ships totaling 8
oF more,

¥ tha Alien Tech draw ple i edeusted, reshulffle the discands to
Crente 3 new draw pile

EXAMPLE 1 » There isa Polanity Device avd an afspley and
o wat i, 50 you dock a @ anda B & the Aien Artiact and
b the card

EXAMPLE 2 » voudack & [ ar the Alien Antifact and cycke
the adien Tech cards There nothing you want soyau dack s (i
and cyde thecards gpain You sl have not Faund what sl want
5o you dack a [Ji and cele the cardt & third Sme, The Flasma
Canian i now an dEpiey, Since your docked ships toddl 8 o
T J+2ead=g, your take the Plema Cannan,

ENAMPLE 3 » Aftercompleting the movesin example 2, thee
i one dack open & the Aden Artifect, You could dack 2 Burth
ship thare and cydle the cords agai, bt you could not cleim &
secored Aden Tedh card becarse bhe "8 or move™ requirerment &
& fepirabe bobal Boresch card you olm,

10
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The Colonist Hub hes four “advancement tracks™ so that four
players can use it Simultaneously.

Each track contains three docking ports and seven advancement
dircles. A player may ude only one advancement track at a time.

if you do not aready have a colony at the Colonist Hub, the first
ship you deodk there requires you 1o place one of your unplaced
colony tokens on the first advancement circle.

Each additional ship you dodk here, ether on this tumn or on
subsequent turng, must be placed on the same track until that
colony is lunched. Each ship dodeed adwnces the colony one
circle. When the colony reaches the seventh advancement cirde
you fraty launch & 2t your convenience on one of your tums by
paying (3 + [ © place it on 2 territory (see Placing Colonies,
page T

You may not begin work on another colony at the Colonist
Hub until the one siready on the advancement track has
been launched.

our final colony i not locked into the Colonist Hub. I your
lzst colony & on the Colonist Hub and ship values (after rolling
them at the begiming of your tum)) give you the opportunity
to use the Terraforming Station or the Colony Constructor, you
mray remowe the colony from the Coloniat Hub and placeit en a
territory via the rules for those other facilities.

WITH FIVE OR SIX PLAYERS:

The Colonist Hub docking pors are "freeform™ Ships ray use
any dodking pont and each ship docked eams one colony track
advancement. Players are Bmited to three ships docked at the
Colonit Hub and one cdony warking toward launch. Iif al of
the dodking ports are occupied, no new ships can dock at the
Colonist Hub.

The colonses themsshes ane also “Fresform™in that they are not
Brrited to staying on one track. If advancing your colomy would
place it on a circle that i already oooupied, just dide your colony
b0 a cirche on a defferent track in the approgriate pogition. If the
circle you need i occupied on all tracks, then you will need to
adjust the number of ships you dock to position your colony on
an unocoupied circle. 1 alll of the launch dircles are oooupied and
your ship is on the sith circle, you may Bunch by dodking one
ship and immediately paying (3 + (-

in all casey, the three-ship Emit stll applies I you alire ady have
three ships at the Colonist Hub, then you may not dock a fourth
ship toadvance 1o anunaoouped crcle or tolaunch your colomy.



You must dock theee ships of equal value and pay IO to we
the Celony Constructoe Using the Colony Constructor sllows yeu
toland one of your unplaced colonies on & territory immediately

2 LUNARMINE

1] =p Q...

Exch new Ship docked at the Lunar Mine must b2 oqual i of
greater than the highest value ship currertly docked here, You
gan [ for each ship you dock here regardess of value.

EXAMPLE » 4 the beginning of your turn there isa [[and
a [ doched & the Lunar Mine, vourol o B, B, a ). o
canncat MM!HH!MMM&HJ&M&
BB srenc docked there, but you candack both your B and
your @ Wou earn (U for docking both shipe st the Lunar
Adne, mLmrMnmhumymeaoagpwrmw
the neet plaper thal wants Bo e i will nesd

€\ manTENANCE BAY

if you cannot dock a ship legaly during your tum, place it here
Maintenance Bay gves the player nobenefit. Any ships purc hesed
through the Shipyard or Burroughs Desert are paced here untd
the player's neat turn. A ship on the Maintenance By camot
be moved with an Alen Tech card. Ships removed from other
e ities by wBriows maans, 3uch as with the Plsma Cannon oF
by being bumped Fom the Raiders’ Outpose, are placed at the
Mainterance Bay until their player's next tum.

Q ORBITAL MARKET
HHIL-;H .

Yo mrust dock two ships of equal value touse the Orbital Market.
While docked at the Orbital Market you may pay [T equal to the
value of one of your docked ships to receive one [ . You may
brade &% many tmed 8 you wish on your turn.

¥ playing with Agendes, youmay instead dock two ships of equal
walle 1o drdw Do new Agenda cands. You mmay never have maore
than atotal of three Agenda cards. Discard exgess new or face-
down unrevesled Agendas until you have a botal of thres Agenda
cards. You mray not discard revesied Agends cardy

Ships docked at the Orhital Market may be used for trading
resources o for obtaining new Agenda cards, but not both.

EXAMPLE » vou abok B8 B &t the Orbisl Marker. On
this turn you may pay (GGl G to receive (G Myou have
ol (G G G G, you may oo the track twice. If you
acquire an additionsl ({3 () during your turn, you may
d the trade sgain

& raipers’ outroST

& DDBD|/ |

Youmust dock & set of three sequentially numbered ships to uss
the Rasders” Outpost. I the Raiders” Qutpost s oocuphed, elther
by your own ships or by the shigs of ancther player, you may
dodk a higher-value sequence hane and bump (move) the original
ships to the Maintenance Bay

Whie docked at the Raiders” Outpost you may steal a total of
fiour resources from any mic of players, or one Allen Tech card
of your choce from one player If you steal an Alen Tech card
that you already have, the stolen card Is discarded immediately
and yougain no benefit from doing sa i youare playing with the
Outer Belt, you may seal an Astercid card instead of an Alien
Tech card. A stolen Astercid card that was “in tow™ (see Playing
with the Outer Belt) may not be used untl your following turn
Agenda cards may not be stolen.

EXAMPLE 1 » s B @ B cbocked & the Bakrs ' Outpos
& the next ralk o (@ B8 BB then the plaer ey
T tha .p?!ﬁdﬂm.'uﬁﬁefﬁ&m
conduct their gwn raid i anather planer rods a.!ﬂau

BB M then they may remose the @ B B ot dok theie
A Sequence and condlct their own @i

EXAMPLE 2 - o BB BB s cocked o the Ruiters’ Qutpent
Your wse the Phema Camnan fo send the B back to the
Meinterwrice Bay, leirg & B et B o e s Cupene
B dock & Wghervalue sequence ot bhe Baiters' Qulpesd, vou
st e grunodthee dhin that tofes mose then the sm of
the shigs Mdﬂdm The resmasiving ships batal 7, 50

oy ok d:ah:a e ok i Howmvar
wdﬂal (ot 9, ?a"é”iwm ora
B (ot 1) to wse the Riders' Outpest

[l
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o vt dock two ships of equal value to use the Shipyard. Each
pair of docked ships, slong with the payment of the appropriate
i and (gL eamns one new ship from the Shipyard supply.

COSTTOBULD NEW SHIP »
m gthshp: pay G+

w gt shipcpay (I + (k)

= thship pay (G + (GAGAGH

Take a ship of your color from the Shipyard supply and place &
in the Maintenance Bay. Claim & at the stam of your nea tum
when you gather your fleet. if there are no ships of your color
in the Shigyard supply on your tum, then you may not use the
Shipyard. Because it i possible to lose ships whie paying, you
rrizgy Dudd your 4th, sthor §th ship more than once during the
game Oy count ships of your color when determining cost, do
natecant the ReleShip Brethiren Ship, o temponarly controled
shipa belonging to other plaers.

&) SOLAR CONVERTER

Sl -
| 1 » 99

iou iy deock: ships of any value at the Solar Converter. You gain
i equal to one haf the value, rounded up of each ship you
dinck: hre.

EXAMPLE = ¥you abok o [ and o B8 & the S0
Civvesrter, o will regehs (200 for the Il a0 2200
i ehe @B
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&) TERRAFORMING STATION

SRS L)

You rrust dock ane ship with a value of & and pay (3 + (0 to e
the Terraforming Station. There is only one docking port available
at this facility. Using the Temraforming Station allows. you 1o kand
one of your unplaced colonies on a termitory immediately The
ship docked at the Terrafonming Station & completely consumed
by the colony creation process and i returned to the Shigyard
uppl at the begiming of your next trn. A ship forfeited in
this rranner may be rebule using the Shipyard only after it has
returmed to the Shipyard supgly.

You cannot use the Terraforming Station o doing so would
reduce your flest to fewer than three ships of your color

& ship docked at the Terraforming Station may be removed by
the Plsrma Cannon card {in which case it isimme diately returned
to the Shipyard supph), but it may not be mowed to another
orbial faciliy.




TERRITORY BONUSES

Each temritory grants its controling player a bonus. A player
controls a terriory if they hawve more colonies on that territory
than any other single player The controling player takes the
territory tie ¥ the player loses control, the territory tile is
immediately retumed to its territory.

EXANPLE T ¢ Red g two codonies on Lem Badisnds
and Green, Yelbw and Bloe eaxch hine ané oobny on Lem
Enctlancs, Red hixs the most coones on the territony 5o Red
oovtirals Lem Badismas,

EXANPLE 2 - Red and Yellow each hine bwo colanies an
Lem Badlands, &nd Green amd Biue esch hive one codany an
Lem Badland's, Red and Yellow are thed o the mast colomies
o the b rrilory, 5o ik not controlked by anvane and o ane
earre bhe beritary's banis,

Bonus: Advance your Colony one edra cinde each tum in which
you dock more than ane ship at the Colonist Hub.

Ifyou ez more advances than are needed to maove your cdony
to the seventh circle and you launchithe colony immediately, you
iy e the socedsadvances to beginwork on a new colony

EXAMPLE - Docing tvo ships st the Colonist Hub woul!
ovdinarily scvance your cobiy iwa circles Sice
Agimow Crater, you sdvance your colony three circles,

BLISH EXPANSE (OUTER BELT)

Blish Expamie is a teritory that is avadable when playing with
the Quter Belt For the purpodes of using the REV from the
Xeno Explorations faction or applying the abilities of some
Afien Tech cards, the only territory adacent to Blish Bipanseis
Vian Vgt Mountains.

Bonus: May ignore the K2 requirement on mest Astercid cards
that prohibits playing them until the tumn after they are clamed
from the Outer Belt.

EXAMPLE - You cleim the iron Asteroid on your tum
Ovdinarly, you would not be able to use this card's effect
Ll e BUP HoWEver S00e You coninol Blich Exparde, yalr
dhscard this cardimmedintely, paving (J) tocolect ().

BRADBURY PLATEAL
Bonugs Pay one bess [0J than usual when you use the Colony
Ciorstnucbor.

EXAMPLE - voudock B & the Cobny Comstructor

to build a cobey, Ordinanly you would be required to piy
to activate the facifty Howewr, since you control

Bracibury Plateau, you pay anly (IS

Bonus During your turn, you miy' purchase the Relic Ship for 3+
(. Place the ship on the Maintenance Bay and gather it with the
rest of your fleet on your next tum. Return the shipto

Desert immediately if you lose control of this territory. The Relic
Ship behaves exactly & any other ship in your fleet, except that
it has no color and any time the ship would be returned to the
Shipyard supply, it is retumnedto Burroughs Desert intead.

EXAMPLE 1 - You control Burroughs Desert with one
colany and are using the Relc Shin The next pliver bulds
& new oolony and places £ ot Buroughs Desert. Mo your
bothhine one calony on Desert 50 neither of you
conio the berritary Your redim bhe bermibony tile and'the Belic
Ship o Burroughs Dese it immedis i,

EMAMPLE 2 © Your Relic Ship is docked af the Lunar Mine,
Arcsther pliyer chscnds & Shask Beam and plices the lsalibion
Field on Burroughs Desert. You must redurn the Relic Ship to
e beritony immediie iy and may not repurchage it umtd the
kalation Reld is moved off Burroughs Desert.

EXAMPLE 3 - Your Relc Ship has a ) showing and you
dock it st the Terraforming Statin to build & colony At the
st of your next &, the Relic Ship returns bo Burrouphs
Desert instead of the Shipyard supply You may repurchase it
ot dhad same burn,

HEINLEN PLAINS
Bonug: Your trading ratio is shways (1 (i when using the Orbital
Market, regandless of the value shown on your ships.

You must sl dodk a pair of equal value ships to use the
Orbatal market.

EXAMPLE © vou rol @) B and dbek themn at the Orbital
Market, Ordhnanly sy trades you make on this turn wolld be
a a (G 1 (G ratia However, since you coniral Helnlkin
Plaing, you sways irade ot & () 1 (g rabio regardess of yaur
docked ship valies
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HERBERT VALLEY POHL FOOTHILLS

Bonus: Pay 1 fewer (J and () than usual for each ship you Bonus Pay oneless () than normal for each Alien Tech card

build at the Shipyard. you use. {This benefit does not apply to Asteroid cands if you
are playing with Outer Belt)

EMAMPLE - 'ou dock a pair of ships ar the Shipyard EXAMPLE 1 - You have a Boaster Pod card which
to buld yourr sth ship. Oroinanily, you woldd also pay (g aflows you to add 1 to the value of an unplaced ship at
@ + @HE However, since you control Herbert Valley a cost of (@ . Since you control Pohi Foothils, you pay
you pay only (G + (@l F it had been your gth shig the nothing for this manipwlation,

boms from Herbent Valley would have allowed you to

pay nothing atall, EXAMPLE 2 - row heve a Plasma Cannon carg which

allows you to remove opponents’ ships from an orbital
fachky at a cost of [ per ship You choose to remove
three ships from the LimarMine Since you control Pohi

LEM BADLANDS
Foobhilk, for this actian.
Bonus: Gain an additional () for each ship you dock at the et o
Solar Converter.
VAN YOGT MOUNTAINS
EMAMPLE - ‘Yow dock a (@) and BB ar the Solar Bonus The first ship you dock at the Lunar Mine each tum
Comverter and recedve the varal (PEE Because may be any value

you control Lem Badiands, you ako gain (gl .

EMAMPLE  Example; vou rolled 2 (), @, 8, o B3

and the highest valve shipak the Linar Mine Iy cirrently a

B, since you control Van viegt Mountaing, the first

you dock at the Lurar Mine may be the (). 8.« 8.

Bmmmmawﬁ,}wmmﬂm
at

ithe: Lirnar Adine,




ALIENTECH CARDS

Aben Tech cards provide interesting options during game play.
Most Alien Tech cards may be used immediately after you
acquire them, Each Alien Tech card can only be used once per
turn. You may only discand an Alien Tech card that you heve not
dready wsed on your current turn, and you may only e one
dise ard powier per turn. Place discarded cards intothe Alen Tech
discard ple.

You iy only posiess one copy of each Alien Tech card if you
ever aoquire & duplicate cand, place it in the dicand pie. Youmay
not use its discand power when doing this

I & card allows you to change a ships value, then the value may
niever be bower than1 or higher than &

Ruls darfications for some Alien Tech cards are induded in
this saction. Read individual cands for additional contest; not all
abilities are repeated here. I a specific card contradicts a peneral
rubs, the card takes precedence Howewer, ¥ a card contradicts
the rules of the Field Genearators, the Fiald Generator nubss take

0@ecbaee
;
;
£
§

L

193] i3
¥
L]
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g
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ALIEN CITY AND ALIEN MONUMENT

Each of these cards & worthone victory paint. There i only one
of each in the Alien Tech deck. A single player may posses both
cards simultane ously

You may decard this card to send all ships dodked at one orbital
facility to the Maintenance Bay. f you remove the ship at the
Terraforming Station, return it to the Shipyard supply instead.

Pay igeoinoresse the value of one of your unplaced ships by one
point. Hasno effect ona ).

Déscard toremove any single fiald generator from anytemitory A
field ganerator removed in this way may be rebuilt in the normal
mamner at a later time.

Pay (i to replace an opponents ship or ships at one orbatal
facility with equal valued ships of your own. Pay the usual cost,
if any, and gain the wual Bcilty benefit for docking Send the
replaced ships to the Maintenance Bay. The Chameleon Cloak
miay not be wsed on a ship docked at the Terralorming Station

CHRONO-SPKE
o rmzy re-roll one of your unplaced ships, once per tum.

You may discard Chrono-Spike after placing all of your shipg
gather one or twoof your ships, re-roll them, and re-use them at
an orbital faciity ather than the one(s) you gathered them from.

DATA CORE ALPHA/GAMMA,/OMEGA

Mg a reminder, you are not allowed to have more than one Alien
Tach card of the same name. You mwst scquire the differemtly-
named Data Core cards to use the more powerful abilties The
Duta Crystal does not count 23 a Data Core card.

DATA CRYSTAL

Pay (& per colony on a territory to wse that terriborys bonus
exactlyas i you controlied the e mitory for the remainder of this
turn. If a territory has no colonies on it then you cannot use its
bonu. if the territory has the lsolation Field on it, then you cannot
use s bonus Burroughs Desert i exempt fromithe Data Crystals
power because its bonus plays out over more than a single tum.
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Any time another plyer uses a card to move, ater, use, or
degtroy your ship(), that player must pay one edra () per ship.

EXPERIMENTAL FTLDRIVE

¥ you control the Pohl Foothills, the territory bonus reduces the
e com fram (g to (. Pay the cost to the supply and place
ane [ from the supply onto this card 2 normal.

FIELD AMPLIRER

Fay (DG to mene any field generator on 3 temitory you
controlso that it straddes the border with an adacent territory
The field now affects both territories. If this card i raided
{molan), the rading plyer moves the field generator to one
of the two territories. A field generator that i straddiing two
territories b deemed to be "in” each Eeritory

Discard to move all field generators that are currently on the
board (including the Outer Belt, if in play) to a single territory
where you have at lext one colony.

FLEET INTERLINK

Pay (0 10 increase the value of every unplaced ship in your
fleat by one point (a ship that wes a [l becomes s @2

DEscard to place a fisdd generator that & not currently on any
terr Rory, onto a territory where you have one or more colonies
A field generator that is “sraddiing” adiacent territories due to
the Field Armplifier may not be the target of this card.

GRAVITY MANIPULATOR

Pay (iato decrease the value of one unglaced ship by one paint
and 1o increase the value of another unplaced ship by one point.

HOLOGRAPHIC DECDY

While you possess the Holographic Decoy, a player may not use
the Raiders’ Cutpost bo steal resources from you.

¥ the raiding plyer wishes 1o stealan Alien Tech or Asteroid card
fram you, then they my only take this card. if the raiding plyer
aiready has a Holographic Decoy, then the stolen Holographic
Decoy is discarded.

INFATRATION A.l.

Pay [l when you gather your flest to also gather one
opponent ship from the board o the Quter Balt 10 use 25 your
o this turn. The oppanent™s ship may not be gathered from

nor placed at the Terraforming Station. The opponent pathers
the ship 23 iUl on their furn
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MAGHNETIC LOCKDOWN

Place (i on this card (paying from your personal resources,
discounted to ) by Pohl Foothills ¥ applicable) to prevent all
your landed colomies from being moved or removed for one
round. Return the tokens to the fusl supply on your nex tum
orif raided.

When using the Raiders” Outpest, you mray stealany combination
of four (3 and [ from the supgly or take an Alien Tech card
from the Alien Artifact instead of stealing from other players.

MIND CONTROLHELMET

Wil ey only move one opponent’s ship with the Mind Control
Helmet. You may not reuse the ship at the same facility from
wiich it was remaoved.

e mwum&mﬂmmwnﬂmaﬂ
:Hﬂumﬂum Station or the Maintenance Bay The
o of the moved ships gathers the ship as usual on their wm

MULTIVERSE WINDOW

Youmay heve atotalof four Aganda cards while youposse s the
Multiverse Window If you have any EBce-down Agendas when
you lose or discard this card, you must discard down to a total
of three Agendas

NULL-TIME VAULT

You mray trangfer 2ero to three resources to this card each turn,
in any combination of [ o (. No more than 8 resource tokens
in total canbe placed on the card, any further cannot be placed.
Resources camot be retrieved ecept by discarding the card for
its ability. If this card is dscarded by another effect, return the
resources B0 the supply.

Each turn, you may pay (5 before you roll your fleet to draw
an Agenda card and place & e up aoross the Orade Engine
card. if you fulfil the in-Game Objective onthat Agenda card this
turn, 3core 2 victory points and place a coin or other marker on
the card to note s specialvalue, then discard the Oracle Engine
card Ifnot, dcardehe Agsnda card indtend.

Diacarding the Orade Engine upon successfuly Rulfilling the
Agenda cardy objective does not count & your one Alien Tech
discard on your tum. An Agenda fulfiled via the
Oracle Engine does not count aganst your Agenda card mi

ORBITAL TELEPORTER

Pay [l to mowe one of docked ships from one orbital
faciity to a different orbital facility You may only move one of
your ships, but the moved ship may be wed at the new facling
You may not change the value of the ship as t moves from one
facility o the other. You may notuse the Orbtal Teleporter tomone
a ship offf of the Terraforming Station or the Mantenance Bay

Discard to move any one colony from one territory to another
territony.



OSCLLATION CAPACITOR

Once per tum, you mayreuse anAlien Tech cardwith a fue cost
by paying its fuel cost again. I approgriate, the Fohl Foothils
bonus ey lso be appled to the cards second e

You rray discard the Oscilation Capacitor to discard one Alien
Tech cardof your choice held by another plyer without inveking
that cardy discard power. This card may not be wed to discard
another player's Asteroid or Agenda cand.

PETA-BIT PROCESSOR

Paty (30 5 o alow you to use two Alien Tech discard powers
thistum instead of one. You still rmay not we a dscard power of
any Mlien Tech card that wes aliready used this tum.

Digc ard to remove the three cards on display at the Alien Artfact
from the game Retumn them to the box, and they cannot be
accessed for the remainder of the current game by any meand.

PLASMACANNON

Fay (Jper ship to remowe other players” ships from one orbatal
faciity or from one saction of the Outer Belt. The removed ships
are placed in the Maintenance Bay. If you remove aship from the
Terraforming Station, however, the removed ship immediately
gets retumed to the Shigyard supply The Flasma Cannon may
only remonve ships from a single orbital facility or position on the
Cuter Belt, and youmay nat wse it on pour own ships

Discard to return one ship bebaging to another player to the

Shipyard supply The targes player must not be left with fewer
than three ships of their color for their nex tum. The Relic Ship

dioag niot count towand this tally A ship removed in this manner
ey b regained via the Shipyard

POCKET UNEVERSE

Mowe any number of your ungiaced ships to this card and pey
for each ship moved in this way At the end of any players tum,
you may dock all of these ships a3 i it were your tum.

i the ships are on this cardat the start of your next tum, gather
and roll them a3 uual,

¥ the card is raided while your ships are on it, move the ships to
the Maintenance Bay

PROXIMITY ANALYZER
Pay (03 to dock one fewer ship when you daim an Asteroid

cand, provided the missing shiphas only 2 [#] requiremene.
Discard and pay (050 to clam one Asteroid card without

daocking any ships.

RESOMNATING BEACON

Discard tockhim one cand at the Alien Artfact. You may Cycle the
cards up B three times at no cost before choosing

RESOURCE CACHE

o receive free resources each tumn for &3 lbng 28 you possess
the Resource Cache, Count the odd and even value ships after
you roll your flest bt before youuse any Alien Tech cards.

Uniiis other Alen Tech cards, the Resource Cache cannot be
usedon the tum you ac quire it. The Resource Cache cardis only
discardadif youroll equalnumbens of odd and even valued ships.

RETREEVAL WEBBING

Discard to take one resource of your choice from each player.
This i not blocked by the Hdographic Decoy

SEISMIC DETONATOR

The Seismic Detonator has no function other than its discard
power, and it 5 2 one-use cand. Once discanded, the Sesmic
Detonator B removed from the game. Discard to mowe all
colonies in one termitony to adjacent termitories of your choice.
The Repulsor Feeld blocks the use of the Sekmic Detonator in
that territory. You may not move colonies into a terrtory with

the Re pulsor Field.

STASISBEAM

Pay [ to decrezse the value of one of your unplaced ships by
one point. Has no effect on a ).

SUPERCONDUCTING GRAPPLE

Discard to move 3l ships from one faclity to the Maintenance
Bay. You cannaot move & ship from the Terrafiorming Station.

Pay [l to decrease the alue of every unplaced ship in your
fleet by one point;a ship that wasa [@becomes a .

TELE-OPERATOR
Pay 35 o use a card on display at the Alen Artifact a3 fit

were your own. Regular wage costs apply. Cards that gram
WICTOry points may not be used, and the chosen card may not
be discarded.

TEMPORAL WARPER

Déiscard to daim one Alien Tech card of your choice from the
discard ple You may look through the discard pile before
discarding your Termporal Warper card.



ASTEROID CARDS

Ships docked at positions on the Outer Belt can be used to
Clain Asteroed Cards. Poaitions on the Cuber Belt each have
their own standard Navigation [ values, Bsted under the
just above the docking ports These Navigation values affect
the Snip value s needad to daim Asterod Cardd

To clairn an Astercad card, you rrust have apgropristely valued
ships docked at its position. Each Astercid position allows
for a racdrmum of three dodked shipy, depending on player
count If there are insufficient open docks to meet the docking
requiremants on the Agterosd card, then you may not dock st
that position and claim the card.

Thee center anea ofeach Asteroid card shows the ship requinements
in terms of standard Mavigation [#] alues and occasional
specific ship waluss Yourmust mestthe cands requinements with
o dexcivad Shigs inonder BO Ciaim the Astarond Chnd.
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EXAMPLE 1 = An Alwadaned Ship
i in the firgt position of the Quter
Belt M ths Frst position, the Sanded
Mrvigation values are [ or @ The
gembals i the center of the cad
show that it reguives three dacked ship
dice and & three must be & standsd
Mrvigatbn waloe, This card can be
clwimed by any combination of bhree
shps of valoe of @anad @, soch &
-1 1-F 1 1 -
wefe i the Burth position of the
Outer Belt, with standwd Navigation
wlwes of B and [0 i could andy be
elimed by docking any combinatibn of
three ships waloed B and [, such =

EXAMPLE 2 & 4 Hemy Metak
Agteraid isin the secand postionand
requires you to dock bwo shigs, One
st bes [land the ather mustbesne
of the standard waloes b bhis
space sl B, or BB, in this came, vou
maydecks B « B « BB
ta claim the card, i this card were i
the first pesibonof the Outer Bak, with
Em:l-'n' mavigation wlues of [l or

it cauld anly bec bimed by decking
@8 -BB

EXAMPLE 2 » A Terraforming Mok cardis i pasibion three, &
requines bao equatvalue dice and bath must be ane of the standard
Navpafon values for s position, The Asteraid card can anly be

claimed fromhere by dodking NG o~ D@ --BE.

¥ this cardwere st the firgt position of the Ouber Belt, it coull only
be claimed by docking B o« @@.
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EXMAMPLE 4 » Thefind awdin theexample & & Gwmiposie Astercid
& reguines anly one die bt bhat ol most aqusl one of the Sandad
Nanigation vaskres for that pesition, 5o you could dock a [Blora @,
but nothingelse.

Agteroid cards mowe during the game Therefore, the ships
nesded tockaim a card will changs, 2 their values depend on the

standard MNavigation Efﬂﬂﬂﬂmwﬁmhﬂﬂlﬁu

IN TOW * Please note that most Asteroid cards hawe the
HEZ) symibol. This indicates that they may not be wed urtl
the wrn after the tum in which they are daimead They are
being towed; place them croswise or face down to denote
this. if they ane stolen by another player while they are in
o, they rem ain thatway untl that player’s nesc wim.



. CARD SYMBOLS

: §T) - Afeer this card s claimed from the Outer Belt, it
| camot be payed untl the ipllowing turn. This is true for
| most Asteroid cards

@:Tﬂi}ﬂl‘d can be wed immediatelywhen it B daimed

[ - new ship whose value equals one of the standard
Mavigation values for this position in the Outer Beit

(7] - Aship of any value may beused.
| - e face on the Aserid I

Rl of the Aqteroid Dée bo determine card abdithes do not mowe
the naterosd cards. Cands that do not have to be discarded fior
their effiect may be wed once per tumn only.

Rules clarifications for some of the Asterosd cards are
inchuded below.

OREBITAL DEBRIS

Discard to roll the Astercid die Ona ™| result, take (5 from
the supply Otherwise take a random Alien Tech card from the
Mlen Artifact discard pile.

RAIDERS" ROCK

Discard to seal one ofthe following from one player docked at
the Quter Beit:

= any combination of three [ andfor 3,

# one Alien Tech card,

- one Asteroid cand.

SHIP'SLIFEBOAT

Discard to advance one colony three spaces dlong the Colonist
Hub track. if this & more adwnces than are needed to move
your colony to the severth circe, and you Bunch the colony
immeadiately, you may use the exces advances to begin work on
anew colory.

TERRAFORMING MODULE

Discard, pay (@il and retumn one of your unplaced ships to
the Shipyard supply to land a colony in the territory of your
choice. Cannot be used ¥ this would reduce your fleet to
fewer than three ships of your color Cannot be used with a
termporarily controled opponent’s ship, nor the Brethren Ship.
Can be used with the Relic ship only i you control Burroughs
Desert; the Relic shipthenretumns toBurroughs Desert and can
be purc hased again nonmally on your next tum.

Feld generators are usually placed and moved via specific
Mien Techcards. These units aiter the rules within the territory
where they are located. Where there isa conflice, these effects
take precedence over any card or abiity that does not explicity
state otherwise.

The Bolation Field nullifies a veritorys bonus.

EXAMPLE F the lolsfion Reld i plced
o Pahil Foathils, the prlver who controls that
perritory does nat receive the “pay ane less [
than normal on exch Alen Tech cand you use” bonus The
banus is o not avaiebile via Alen Tech cards o specific
Factions or any other power

POSITRON HELD
The Positron Field swards one viclory point tothe
ayer controling the tervitory where it is located.

EXAMPLE ¥ he Fositron Reld & located
on Herbert Vadey and the green pleyer controk
Merbert Valey then the green player recelves one sdditionsl
wiHOVY oW,

REPULSOR HELD

The Repulsor Fidd prevents colonies from being added to or
remaoned from the territony on which it i located The Repulor
Feld does not prevent B3 own moverment of removal, nor does
it prevent the movementor removal of any other field gene rator
that i also on that termitory.

EXAMPLE ¥ the Repuisor Field is

on Asimov Craber, then no new calonies
iy be ddcled on that berritary and the
colonies alresdy there cannat be swapped
o remoe d by discarding & Palarity Dewice
o Orbital Telepovter card or by sy obhereffect,




FACTION BONUSES AND FACILITIES
Each Faction board has an orbital Eacifity with one docking pont
(toph and a umique cwner’s ability (bottom). if the dodding port

is unoccupied, any player iy use that orbital faciity by docking
one ship of any value and paying @8 to that faction's owner &
an "access fee™. If the faction owner uses the orbital facility on
their own Faction board, they do not pay the access fee If there
is an additional comt to use the faction ity that cost Balways
paid to the supply

Each faction owner has a unique bonus abilty that other players
may not e Using this. sbillt y s often free, but if there 5 a cose,
it is paid to the supply.

Planse note that sl Factions facities are slo orbital e iithes and
are therefore afacted by all cards and rules that affect orbizal

i
1aj;
COREX CONGLOMERATED

HIP AR TR

I,*I-;I.

BRETHREN OF THE STARS

While the Brethren Ship is on the board, it hes no value bat it
does block a docking port and it s subject to any rule or card
that would mowe any other ship

ORBITAL FACILITY

_:_;; g ? iy ‘

¥ the Brethren Ship is dodied on the board, a player docking 3
shiphere may move the Brethren Ship to an empty docking port
at the Lunar Mine and take one @ If the Brethren Ship iin the
Manterance Bay or f all ports at the Lunar Mine ane ful this
or bital facility cannot be used
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CRVMERABILITY

Ren o

The Brethren Ship is gathered from the board slong with the
Faction owner's other ships.

The faction owner may roll the Brethren Ship along with their
repular floet of ships. 1fthe ship comes up blank or if they chooge
not 1o rofl i, place & i the Maintenance Bay. f & comes up with
the Raider icon 385 they may wse it to "hiack” any one die en
the board and replace it with the Bretiven Ship

The faction owner then rolls the hiackedshipand uses itas ther
own this turn, except that the hijacked ship may not come from
of go to the Terraforming Station.

COREX CONGLOMERATED
ORBITAL FACILITY

ee-Fx@
A payer dodking a ship here pays i8I to receive one Il for
each terrtory they control.

CRWVMER ABILITY

3-&31.

Ar the beginning of their tum, the faction owner receives @
plus an additional i for each territory that they control.

DARK SPACE EXPLORERS
ORBITAL FACILITY

S

A player docking & ship here pays I8 to take the top card from
the Alen Tech deck. If the card 5 a duplcate of one they already
hatve, the new card B decarded without effecr

CWMERABILITY
The faction owner rray discard two Alien

Tech cards per tumn for their dacand
powers instead of just ane.




HOMESTEADER'S UNION
ORBITAL FACILITY

@) »

i player docking a ship here advances their colony token one
cirche at the Colonist Hulb.

CAWNER ABILTY

Ol

Thee e tion owner My launch their colonies from the sixah dnde
of the Colonist Hub instend of the seventh.

MERCURY'S ANGELS
ORBITAL FACILITY

B NE-

i player docking aship here may change the value of one of ther
unplaced ships to any valus that does not mate hanother of their

unplaced ships.
CWHNER ABILTY

-

Once per turn, immediately after roling their fleet but before
using amy Alien Tech cards orplacing any ships, if al of the faction
owner's ships are different values, they gain @ o .

NEW GAIA ENGINEERS
ORBITAL FACILITY

Q)P seE-Ea

To diock &t New Gaia Enginesrs, a player must alreadybe docked
&t the Terraforming Station The player immediately rerolls
the terraformed ship and places it back on the Terraforming
Station. The result of the roll determines where the ship will go
wihen it leaves the Terraforming Station, either on the players
et turn or if blasted by the Plasme Camon. ¥z 52 |l 8.
or g, the shipwillgo to the Shipyardsupplyasnormalifitis a
B.8. o . e sip wil go 1o the Mar enance Bay instead.
The player can puta g from the supply on top of

this die 25 a reminder and retum it to the
supply when they remove the ship

at the beginning of their next

tum. The ship must wai in
the Maim enance Bay for a
turm; the player cannot
gather it imemediately.

CHWYMER ABILITY

4

When any other player uses the Terrafiorming Station, their 1
and I payment i given to the faction owner instead of the
supply. if the faction owner uses the Terraforming Station, their

pEymeEnt poes to the supply &8 usual

PROPHETS OF THE ARTIFACT
Remowve "Prophets of the Artber” before setup F not also
paying with Agendas.

CIREITAL FACILITY

i-a ¢«

A pljar docking a ship here may draw & number of Agendacards
equal to the value of the docked ship The plyer keeps one of
the drawn cards and discards the rest. i the kept card puts the
payer over their Bmit of Agenda cards, the player discards an
unrevested Anenda card of their choice.

CANVMER ABILITY
meee o

Once par turn, the B tion owner may decard one of their face-
down Agenda cards to receive one of the following:

reeR

.

» the top card of the Agends deck

PROXIMA CENTAURISCHOLARS
ORBITAL FACILTY
- prie"
A player docking aship here pays @ tomove cne field generator
aiready in ply from one territony 1o another temmitony.
CAWHNER ABILITY

ee -+ n-hl|-| R @

Once par turn, the faction cwner may pay BB to plce one
fiald generator on atemitory of o remove one field generator
from a territory. The faction owner may not we the benefit to
move & field generator from one territory to another.



SCAVENGER FLEET
ORBITAL FACILITY

yaa

A player docking a ship here may dock two unequal ships 3t the
Shipyard and pay the usual coms to bulld 3 new ship, provided
that docks are 2. kable at the Shipyard,

CWMER ABILITY

-8

Whean the faction owner Bullds a new ship at the Shipyard or
acquires the Refic Ship from Burroughs Desert, they immediately
roll it and use t dong withther other unplaced ships

SMUGGLER'S ALLIANCE
ORBITAL FACILITY

YLl |

To dock a ship here, a player must simultaneously dock at the
Raders’ Qutpost. Once docked, the plaver may raid up to four
resources AND one Alien Tech card (or Asteroid card f playing
with Cumer Beit) from any combination of opponems. The
raiding player may steal a Holographic Decoy and then steal four
resources from that same player using this shdiny.

CAWHER ABILITY
) I
The faction cwner may use any three sequential ships to bump

ships alresdy dodeed on the Raiders” Dutpost. A higher value is
ot requined.

SUNRISE COMMUNE
ORBITAL FACILITY

a0
L7
‘I 1IE 3} @
. 1
L]
-

A payer docking a ship here pays @ W to move any single
colony to a territory with no other colony onit.

CWINER ABILITY

cr® i}
The Eaction owner may pay one il less than usual when landing

a new colony if the colony & paced on a teritary with no
OPPONENt Colonies.

TERRAN EXCHANGE
ORBITAL FACILITY

Hem

A player docking & ship here paing one additional i the first
time they use the Orbital Market on this turn.

OWHER ABILITY

“*i‘ﬂlﬁl*ﬂ

Dnce pear turm, the faction owner may either ghe an gpponen one
Msen Tech card and steal I I from them, or give an opponent
andsealone of their Alien Tech cands. The faction owner chooses
which Alien Tach cards to "trade™ This power is not affected by
Hologr aphic Decoy

URANIAMN SYNDICATE

ORBITAL FACILITY

LAs Ll ad Y
A player docking a shiphere pays il to move one of their colony
tokens from one teritory to another terrtory or pays I IF
I move cne gpponents colony token from ane temitory to
another tertory. The Repulsor field protects againgt this abiity
& nonmal

CAWMER ABILITY

L Ad |

Once pear turn, the faction owner may sdect one contested
territory, even if they do not have any colomies in that temitory,
and use that territorys bonus until the end of the tum. A
“comested” teminory B one that containg mone than one colony
but i not comrolled by any player. The faction owner cannot

sefect the Burroughs Desert nor a tervitory contsining the
Bolation Field with this abdty.



XENO EXPLORATIONS, INC.
I this faction is selected at the beginning of the game, place the
REV unit on the Burroughs Desert territory during setup

CREITAL FACILITY

-3

A pltyer docking a ship here may move the REV to an adjacent
terriory and may then use that territorys bonus

CHWVNER ABILITY

.- §

Once per tumn, the Ection owner may pay 8to moveths REV unit
toan adipoent berritory and may then use that territony”s bonud.

REY RULES:
* The REV may only move into an adicent territory, Le
that shares a border with the territory in which the REVis
curremtly located.

* The REV only activates a territory bonus when it first
moves into & territory. A REV that has not moved grams
o bonus.

* The Repulsor Feld blocks the REV from entering or
exiting that territory.

* The kolation Feld prevents the REV from activating 2
territony’s bonus.

F Thee REV cannct activate the Burr oughs Desert territory
bomus.

+ Maoving the REV into 3 territory you control grants no
additional banefit

» if the faction owner moves the REV twice during a tum
{by using the Owner Abiity and by docking a ship at this
Cirbiral Facliy), the territory bonuses gained may only be
used while the REV islocated in each specific territory

TO ALL THE FANS, PLAY TESTERS,
AND SUPPORTERS THROUGHOUT
THE YEARS: THANK YOU!
KEEP EXPLORING NEW FRONTIERS!

-Tory Niemann, Designer
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