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NEW DAWN FOR THE GALAXY

The galaxy has been a peaceful place for many
years. After the ruthless Terran—Hegemony War
(30.027-33.364), much effort has been employed
by all major spacefaring species to prevent the
terrifying events from repeating themselves. The
Galactic Council was formed to enforce precious
peace, and it has taken many courageous efforts
to prevent the escalation of malicious acts.

Nevertheless, tension and discord are grow-
ing among the seven major species and in the
Council itself. Old alliances are shattering, and
hasty diplomatic treaties are made in secrecy. A
confrontation of the superpowers seems inevi-
table—only the outcome of the galactic conflict
remains to be seen. Which faction will emerge
victorious and lead the galaxy under its rule?

The shadows of the great civilizations are about
to eclipse the galaxy. Lead your people to victory!
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Eclipse places you in control of a vast
interstellar civilization, competing for
domination with its rivals.

Each Round expand your civilization by
Exploring and colonizing new Sector hexes
(Sectors), Researching Technologies (Techs),
and Building Spaceships (Ships) to wage war.
After eight Rounds the game ends, and victory
is awarded to the player with the most Victory
Points (VP). VP are gained from fighting battles,
forming Diplomatic Relations, Controlling
Sectors, Controlling Monoliths, making
Discoveries, and Researching Techs.

ANCIENTS GUARDINNS M'}Hullh! {IR3ITAL

There are many potential paths to victory,
so plan your strategy according to your
civilization's strengths and weaknesses
while paying attention to other
civilizations' endeavors!

ANSE 1§ ' SPECIES TRAY + LID Lan\ﬂHuhaJ SJ‘HUM
2 4 o 00,
INTERCE?TOR CRUISER ORKENDNOUGHT  STARSASE 7OPULATION !Hiliufﬂf[ AMBNSSAD0R .
LR s CIVILIZATION COMPONENTS Each civilization

(blue, red, green, yellow, white, black)

has: 18 Ships (8 Interceptors, 4 Cruisers,

2 Dreadnoughts, 4 Starbases), 33 Population
Cubes, 16 Influence Discs, 3 Ambassador Tiles.

SECTOR HEXES 43 Sectors: 10 Inner Sectors
(101-110), 13 Middle Sectors (201-211,
214, 281), 20 Outer Sectors (301-318,
381-382); 1 Galactic Center Sector (001),
6 Starting Sectors (221-232), 4 Guardian
Sectors (271-274).

30NRDS & TRAYS 6 Species Boards (two-sided),
6 Species Trays (Tray + Lid), 6 Control Board
tops, 6 Control Board bottoms, 1 Tech Tray,

1 Upgrade Tray, 2 Table Trays, 1 Base Tray.

TILES 114 Tech Tiles (39 different), 282 Ship
Part Tiles (24 different), 36 Discovery Tiles

(24 different), 19 Colony Ship Tiles, 6 Blueprint
Tiles (2 Ancient, 2 Galactic Center Defense
System, 2 Guardian), 33 Reputation Tiles, 10

ANGIENT

ALUEPRINT TILE

UPGRADE TRAY TABLE TRAY i o
extra Orbital/Monolith Tiles, 5 extra Colony
Ship Tiles, 1 Start Player Tile, 6 Summary Tiles,
SOLITOR CANNQN | . . .
1 Traitor Tile, 4 Info Tiles.
~a GUARAINN 5C05 ?
TECH TILE swmar DISLOVERYTILE  COLONYSHIPTILE  SLUEPRINTTILE  BLUEZAINTTILE MINIATURES 1 Galactic Center Defense

System, 14 Ancients, 4 Guardians, 12 Orbitals,
10 Monoliths.

Ui

REPUTATION ORBITAL / MONDLITH
TILE TILE

MISCELLANEDUS 24 custom 6-sided dice
sl (8 yellow, 6 orange, 6 blue, 4 red), 18
STARTPLAYER TILE SUMMARY TILE  TRAITOR TILE INFD TILE Storage Markers (6 each in orange, pink, and

. Dy ) brown), 12 purple Damage Cubes, 1 Round
% - Marker, 1 black Reputation Tile Bag, 1 white
58t Qs Cofl e @

.ﬂ .ﬂ] STORAGEMARKER 9AMAGE  RQUND

GUZE  MARKER

Tech Tile Bag.
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6 PLAYERS

&) STARTING SECTDR
% GUARDIAN SECTAR ||

GALACTIC
L CENTERSECTR )
=

Upgrade Tray B Round Marker [ Tech Tray [} Research Track § Damage Cubes
[ Gcps, Ancient, and Guardian Blueprint Tiles il Ancients miniatures

B orbital miniatures ] Monolith miniatures [li] Traitor Tile il Discovery Tiles A Dice
Guardian miniatures [[[] Sector stacks—Inner (1), Middle (11), and Outer (lll)
Guardian Sector [ Starting Sector ] Galactic Center Defense System miniature
Galactic Center Sector
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SPECIES 3UNRD

[ interceptor Blueprint B Cruiser Blueprint [§ Dreadnought Blueprint

[ starbase Blueprint [ Species symbol [§ Species name [ Trade Value

[ species abilities (see pages 26-28 for details) [] Starting Sector [l] Tech Track
Starting Tech [] Action Track [ Influence Track [f] Reputation Track

; e s starts with the NIVANGED LN3S Tech
which allows them to place a Population Cube in the Advanced Science

Population Square.

L . . om'amn gvn e .
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SPECIES TRAY

[i] storage Markers [@ Storage Track [{] Graveyards
[ Population Cubes [ Cruiser miniatures
l Ambassador Tiles [l[] Summary Tile

Dreadnought miniatures [J] Starbase miniatures
Interceptor miniatures ] Colony Ships



TECH TILES
2 players: 12
3-PLAYER 3 players: 14
SETUP? EXAMPLE 4 players: 16
5 players: 18
6 players: 20

Put the Tech Tiles in the white Tech Tile Bag and shuffle them. Draw Tech Tiles
randomly from the Tech Tile Bag until the indicated number of regular Tech
Tiles (Military {;‘_?, Grid BEI, and Nano @) for your player count has been
drawn. Set drawn Tech Tiles in the slots of the Tech Tray g with the matching
Tech and cost icons. Tech Tile cost is indicated by the value in the large pink

| circle on each Tech Tile. Stack duplicate Tech Tiles in the same slot. Place any

Rare Tech Tiles O drawn in any of the seven slots on the bottom row of the
Tech Tray, but do not count them against the number of regular Tech Tiles
drawn for Game Setup.

Put the Reputation Tiles in the black Reputation Tile Bag and shuffle them.
Shuffle the Discovery Tiles il and set them facedown near the Tech Tray
and Upgrade Tray ] Choose one Blueprint Tile [ of each type (Ancient
-e, Guardian *, GCDS @) to use for this game (Blueprint Tiles with
two notches on their border are advanced and should only be used with
experienced players). Set the chosen Blueprint Tiles [, Damage Cubes [, and ﬂi]\'ﬂﬂﬁﬂ
the Traitor Tile [[i] beside the Tech B} and Upgrade Trays [l Arrange the Ship ~ SLUEPRINT
Part Tiles by type in the Upgrade Tray . 3]

JUTER SECTORS
2 players: 9

3 players: 8

4 players: 14

5 players: 16

6 players: 18

Set the Galactic Center Sector [l in the middle of the table. Place a
facedown Discovery Tile [l on the Galactic Center Sector's Discovery Tile
Symbol, then the Galactic Center Defense System (GCDS) miniature g on 2ISCIVERY
top. Shuffle each of the Sector hexes by Ring: Inner (1), Middle (11}, and TILE SYMBOL
|P==0Outer (IIl). Note: if you do not want to play with the optional Warp Portals
module described on page 7, remove Sectors 281, 381-382 from the game
before shuffling the Sector stacks. Place the shuffled Sectors into facedown
stacks L] with the Outer Sector stack containing the number of Outer (111)
Sectors indicated for your player count. Give the Start Player Tile to the GUARDIAN
player who has spent the least time on planet Terra, in the Sol system. SYMBIL

Beginning with the player to the right of the Start Player and moving in
counterclockwise order, choose a Species Board and take the Species
Tray with a lid of the matching color (these trays contain all individual
civilization components—see page 4). Note that since Species Boards
are double-sided, each player selecting to play Terrans is effectively
removing one Alien Species from play in that game. Place your Starting

! EXTRA DISCS? &

Note that you have three extra
Influence discs that are only
used if you Research the RDVANCED
ROBATICS or QUANTUM GRID Tech.

N Sector [ in the Starting Zone closest to you as shown in the Starting Layouts

-

illustration (oriented so that the arrow faces the GCDS). Next, fill all empty
Starting Zones with random Guardian Sectors [ oriented so that the arrow
faces the GCDS (Guardian Sectors are not used in 6-player games). Place

a facedown Discovery Tile [l on the Guardian Symbol of each Guardian
Sectorm then a Guardian miniatureon top. Put the remaining Starting

Sectors [, Guardian Sectors [, and Species Boards back in the box—they will
not he used this game.

CONTROL 30ARD ASSEMLY o

£y

For vertical assembly, place the Control Board
bottom [ (card stock without Population Cube
holes) on the Species Tray lid ], with the [[] faceup
in the bottom left corner. Next place the Control
Board top M (punchboard with Population Cube
holes) on the Control Board bottom [¥ with the []
in the bottom left corner.

For horizontal assembly, place the Control Board
bottom and top with the [3] in the upper left corner.

Take the following components from your Species Tray and set them next to
your Species Board:

* The number of Colony Ships ] shown on your Species Board. [FEEll

\* The Summary Tile, with the Action Phase Overview faceup m

Take the Influence Discs from your Species Tray and place them on the
Influence Track m of your Species Board (leave the three Influence Discs that
don't fit on your Influence Track in your Species Tray).

Place the following on your Control Board:
*» One Population Cube on each square valued 3-28 of the three u
Population Tracks (Materials, Science, and Money) ﬂ
* One Storage Marker of each color [i] on your Storage Track [,
with the single-pointed end of the Storage Marker facing the center
of the Control Board, at the Starting Storage Resource values indicated on
your Species Board.

Leave in your Species Tray for easy access:
= Ships and Ambassador Tiles .

Then move onto your Starting Sector:

* One Interceptor Ship miniature .

¢ One Population Cube in each Population Square without a star, taken from
the 3 space of your corresponding Population Track.

*» One Influence Disc, placed on the Influence Space, taken from the leftmost
space of your Influence Track.
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GAME CONCEPTS

NGTIANS AND ACTIVATIONS During each game Round, players
take turns selecting and resolving individual Actions until

all players Pass. Actions are comprised of a number of
Activations that correspond to your Species and the Techs
that you have Researched. Each Activation allows you to
perform an activity associated with the chosen Action. This
means that each player may have a variable number of
activities they can perform each time they select an Action.

RESDURGES Sectors Produce up to three kinds of

Resources: Materials, Science, and Money.

. Materials are needed for Building new Ships
and Structures.

Science is needed for Researching new Techs.

Money is needed for Controlling Sectors and
taking Actions.

The amount of each Resource you have is marked @ e
with a Storage Marker on your Storage Track.

When you Produce or gain Resources, move the

appropriate Storage Marker(s) one space forward

on the Storage Track per Resource gained. When  GAIN PAY
you Pay Resources, move the appropriate Storage Marker
backward one space on the Storage Track per Resource Paid.

The amount of Resources you can have is not limited
by the values on the Storage Track. If you ever have
more than 40 of one kind of Resource, turn the Storaged
Marker so that the four-pointed end faces the center
of the Control Board, indicating you have 40 plus the
Storage Track value of that kind of Resource (see page
24 for details on Producing Resources).

TRADE At any time, as many times as you
choose and are able, you may Pay the

number of one Resource indicated by the
Trade Value on your Species Board, to gain one Resource
(Materials @, Science , Money ) of any other kind.

POPULATION CUBES Your
civilization's population is
represented by the Population
Cubes in your player color.
Population Cubes placed on
Sectors Produce Resources
(Materials , Science .,
Money ). The highest value
empty square on each Population
Track shows how many Resources
of each kind you will Produce
during the Upkeep Phase (in the
picture on right, 15 Materials e,
21 Science ., 12 Money ).

GALONY SHIPS Colony Ships are used to place
Population Cubes on Population Squares in
Sectors you Control. Colony Ships are the only
way to move Population Cubes to Sectors
(see page 8 for details on Colony Ships).

INFLUENGE DISES Your
civilization's influence
is represented by the
Influence Discs in your
player color. Influence
Discs are used to
mark the Sectors

your civilization <
Controls. Also, each Action you take requires you to move an
Influence Disc from your Influence Track to the corresponding
Action Space. The leftmost Influence Disc is always used when
Influence Discs are moved from your Influence Track. When
Influence Discs are moved to your Influence Track, they are
always placed on the rightmost available space. The rightmost
empty space on the Influence Track shows how much Money
you have to Pay at the end of the Round to keep your civilization
functioning (in the picture above, 2 Money ). Thus, the more
Sectors you Control and Actions you take, the more Money you
need to maintain your civilization.

CONTRDL The player with an Influence Disc in a Sector Controls
it. Controlling Sectors allows you to expand your empire by
colonizing planets, Producing Resources, Building Ships and
Structures, and Exploring, Moving or Influencing from a Sector.
The player that Controls a Sector Controls its Structures and is
always considered the Defender in battles there.

TECH Researching Techs gives your civilization NMAGED ENNY
advantages. Some Techs are prerequisites for
Upgrading your Ships with new Ship Part Tiles or
Building Starbases and Structures, while others make
your civilization more efficient (e.g. increasing your Production
or giving you more Influence Discs). Techs are divided into

three basic categories (Military {:} Grid EH or Nano @ plus
Rare Techs O Each Tech you Research gives you a discount on
further Techs Researched in the same category. Researched Tech
Tiles are placed on the Tech Track of your Species Board (see
pages 10, 11, and 31 for details on Researching and Tech Tiles).

SHIPS Ships are used for Exploring and fighting opponents
(players, the non-player Ancients, Guardians, and the GCDS).

There are four kinds of Ships-
53 ‘ L7 Q&

* Interceptors «{,
eight per player.

e Cruisers -'Z@ a

four per player.

* Dreadnoughts _
two per player.

e Starbases
four per player.

D ®

Bigger Ships cost more to Build but have more space for Ship
Parts. Starbases are immobile (see page 13 for details on
Building and Moving Ships).

A () Pl NTERETR mimzs
SLUEPRINTS All Ships have Blueprints depicting
their abilities (e.g. weapons, Initiative, Shields,
etc.). Non-player Ship Blueprints are represented
by Blueprint Tiles which do not change during
the game. Player Ship Blueprints are represented on
their Species Board and can be customized during
the game using the Upgrade Action (see page 12 for
details on Blueprints and Upgrading).

Some Ship Blueprints have extra Ship Parts outside
the Ship Part grid. These work just like other Ship
Parts except that they cannot be replaced.

Note: One Discovery Tile provides a Ship Part that
is placed outside the Ship Part grid (see page 9 for
details on Discovery Tiles).




SHI? PARTS Ship Parts on Blueprints indicate
which abilities a Ship has. They can be preprinted
on player Species Boards or gained with the
Upgrade Action. Many Ship Parts can only be
Upgraded once their corresponding Tech Tile has been
Researched (see page 12 for details on Ship Parts).

STRUCTURES Structures are
colossal objects Built in your
Controlled Sectors. Orbitals
provide an additional Population
Square while Monoliths grant VP
at the end of the game. Structures
are permanent, remaining in the
Sector they are Built until the end
of the game (see page 13 and 21 for details on Structures).

1R3ITAL

MINOLITH

TONES AND RINGS The game board is comprised of Zones,
empty spaces where each Sector can be placed during

the game with the Explore Action (see page 9 for details

on Exploring). Zones and Sectors are grouped into Rings:
Inner (1), Middle (I1), and Outer (lll). This corresponds to their
distance from the Galactic Center Sector in the middle of the
board. Rings are used to determine which type of Sector is
revealed when Exploring a Zone during the Explore Action.

SECTIRS The game board is built from hexagonal Sector
tiles during the game. Each Sector represents a star system
and may contain Population Squares representing worlds
Producing Resources. There are three Sector Rings: Inner
(1), Middle (I1) and Outer (lIl). Each Sector’s corresponding
Ring is shown by the Roman numeral on its tile back. At
the beginning of the game, only the Galactic Center Sector,
Guardian Sector(s), and players' Starting Sectors are placed
on the table; the rest are placed in the empty Zones of
each Ring during the game (see page 9 for details on
Sector placement).

GONTENTS
oF A SECTOR

H influence Space B VP value E] Wormhole [ Artifact
B population Square (Money)

B Population Square (Advanced Science)

Population Square (Advanced Materials)

B sector Number ] Wormhole (No connection)

[l Wormhole Connection

WIRMHILES Due to the immense distance between Sectors,
Ships may only Move using the Wormhole network.

The Wormhole network is represented by the individual
Wormholes on the edge(s) of Sector tiles (see Contents of a
Sector figure above). Wormholes may normally only be used
to Explore, Move to, and Influence adjacent Sectors if the
edges connecting the Sector tiles each contain a Wormhole,
creating a Wormhole Connection.

SAUITAN EANNDN )

RING I- INNER SECTORS

GAME GONGEPTS

@ GALACTIC CENTER SECTOR RING 11 - MIDDLE SECTORS

@ STARTING SECTORS

#1SCOVERY TILES Some Sectors contain a

RING I - QUTER SECTIRS

)
o

A
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Discovery Tile which is awarded when the Sector n
Sectors) or the Sector's defender is destroyed (in FRONT
the case of occupied Sectors). Each Discovery Tile

rewards (extra Resources, new Technologies, 9
Ancient Ship Parts, etc.) and the back showing a

must reveal it and decide which side to use before ending
your Activation (or the Combat Phase if awarded during the

is first Explored (in the case of unoccupied

is double-sided: the front showing one of various

2 /P value. When awarded a Discovery Tile you 3NCK
Combat Phase, see page 9 for details on Discovery Tiles).

AMBASSADDR TILES in games with four or more

players, you can use your Ambassadors to

form Diplomatic Relations with other players.

Diplomatic Relations increase your Production .
and are worth VP at the end of the game (see page 15 for
details on Ambassador Tiles and Diplomatic Relations).

REPUTATION TILES You receive Reputation Tiles

for participating in combat. They are worth VP 1
at the end of the game (see page 21 for details

on Reputation Tiles).

LINITED COMPONENTS Ships, Population Cubes, Influence
Discs, Tech Tiles, Discovery Tiles, Reputation Tiles, Sectors, and
Ambassador Tiles are all limited to the components included
in the game. If they run out, they run out.

UNLIMITED COMPONENTS All other game components are
meant to be unlimited. If they run out, use the provided
extra tiles or another substitute (see page 3 for details on
component numbers).

WAR? PORTALS The Warp Portals are an optional module
that opens up the galaxy, making it often possible to Move,
Influence, and form Diplomatic Relations across the game board.

The Warp Portals consist of three Sectors [one Middle (1) and
two Outer (I11)], one Discovery Tile, one Rare Tech, and one
Warp Portal Tile. To use the Warp Portals module, shuffle the
Warp Portals components with their respective base game
components before setup.

All Sectors with Warp Portals are considered to be adjacent
to each other and have a full Wormhole Connection between
them. You may Move, Influence, and I
i i i 2 > 27
form Diplomatic Relations through .@l_

Warp Portals. i (0N Ja
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Each game Round consists of four phases:

ACTION PHASE  Take Actions clockwise, one Action at
a time until all players have Passed.

COMBAT PHASE Resolve battles and conquer Sectors.

UPKEEP PHASE Pay Civilization Upkeep Costs and Produce
Resources.

GLEANUP PHASE Return Influence Discs from Action Spaces to
the Influence Track and draw new Tech Tiles.

Starting with the player holding the Start Player Tile, and
moving clockwise, you may take one Action or Pass. This
continues until all players' Summary Tiles are flipped with the
Reaction Overview faceup, at which point the Action Phase
immediately ends. The number or type of Actions a player
may take is only limited by the number of Influence Discs
available on their Influence Track

AGTIINS When taking an Action, move the leftmost
Influence Disc from your Influence Track to the Action Space
on your Action Track corresponding with the chosen Action.
Stack subsequent Influence Discs on top of any already
occupying an Action Space; the same Action may be taken
multiple times.

The possible Actions are:

EXP * Bl
& RES »- MV
m] UPG < INF

REACTION (UPGRADE, BUILD R MAVE)

PASSING The first time you Pass in a Round, flip
your Summary Tile with the Reactions Overview
faceup to remind other players you have Passed.

The first player to Pass receives 2 Money

and the Start Player Tile for the next Round. On
subsequent Actions, players who have Passed
may take one Reaction or Pass. Reactions are
weaker versions of the Upgrade, Build, and Move
Actions (see page 14 for details on Reactions).

END OF ACTION PHASE The Action Phase ends immediately
once all players' Summary Tiles are flipped with

the Reactions Overview faceup. No more Reactions

may be taken.

CALONY SHIPS At any time during your Action or %

Reaction you may use one or more of your faceup

Colony Ships by flipping them facedown. For each Colony
Ship used this way, you may move one Population Cube
from your Control Board to any empty Population Square
in a Sector you Control. Each Population Cube you move
must be taken from the Population Track that corresponds
to the color of the Population Square it is being placed

on. Colony Ships are the only way to move Population
Cubes to Sectors!

ACTION PHASE

GRAY POPULATION SQUARES The gray _A‘
planets (identified by both their color and g

@« G

rings) represent worlds that are suitable

for any Production. The gray Population ”
Squares may receive a Population Cube

from any of the three Population Tracks. Population
Cubes removed from gray Population Squares are
returned to any Population Track.

NOVANCED POPULATION SQUARES Population —
Squares with a star symbol (Advanced '
Population Squares) represent harsher

worlds that are difficult to colonize. You may only place
Population Cubes in Advanced Population Squares if
you have Researched the related Advanced Tech.

Gray Advanced Population Squares .
may receive a Population Cube 3

from any Population Track for which o N
you have Researched the related Tech .

(NDVANGED MINING, ADVANCED LA3S, NDVANCED ECONIMY, or
METASYNTHESIS).

URBITALS Orbitals are artificial living

environments that you may Build. An

Orbital may only receive a Population Cube

from the Science or Money Population Tracks.

Blue uses two Colony Ships and flips them facedown. They
move two Population Cubes to the Sector.




EXPLORE
EXAMPLE

£ CONTROLLED
N SECTORS

ILLEGAL
PLACEMENT

LEGAL
PLACEMENT

In the diagram above, Sectors A and B would be
legal placements.

3x +6 Materials, 3x +5 Science,
3x +8 Money, 2x +2 Materials
+2 Science +3 Money: Gain the
indicated Resources.

I 3x Ancient Tech: Take the regular Tech Tile with
Df the lowest printed cost (see page 10 for details
on regular and Rare Techs) you don't already

have from the Tech Tray and place it on your Species
Board for free (in case of ties, you choose).

; 3x Ancient Cruiser: Place one of your Unbuilt
EE% Cruisers in the Sector where found.

" 2x Ancient Orbital: Place an Orbital in the

2‘® Sector where found and gain 2 Materials 0

1x Ancient Monolith: Place a Monolith in the
Sector where found.

S B 14x Ancient Ship Part: Place this Ship
s A Part on any of your Ship Blueprints

1PN TIRREY A

(returning an existing Ship Part if
needed). Alternately, keep this Ship
= Part next to your Species Board and
,,';;l,n 0-TBR place it as you would any other Ship
;WH N B Part with an Upgrade Action. Ancient
M-l SN Ship Parts removed from Ship

T i Blueprints are removed
from the game.

"
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Ancient Warp Portal: Place in the Sector where
@ found. The Sector with the Warp Portal
Discovery Tile connects to all other Warp Portal
Sectors and is worth 2 VP if Controlled at the end of the
game (see page 7 for Warp Portal details).

colonize. Each Explore Action grants you the number of

your Species Board. For each Explore Activation, choose
one Unexplored Zone next to a Sector where you have
Control or at least one Unpinned Ship (see page 13 for

the Zone you Explored or to discard it.

the Wormhole Generator Tech, see page 10 for details).

PLACING EXPLORED SECTORS Placed Sectors must

be oriented in the Zone that was Explored so that a
Wormbhole Connection is made with a Sector where you
have Control or at least one Unpinned Ship (excepting
players with the WIRMHILE GENERATIR Tech, see page 10
for details). If the placed Sector contains a Discovery
Tile Symbol, place a Discovery Tile on it facedown. If the
placed Sector also contains Ancient Symbols, place that
many Ancients on top of the Discovery Tile.

Discovery Tiles: As part of your Explore Activation, take
the Discovery Tile from any undefended (i.e. containing
no Ancients) Sector Explored this Action. Discovery Tiles
from Explored Sectors containing Ancients can only be
awarded in the Combat Phase (see page 21 for details
on Discovery Tiles in the Combat Phase). All Discovery
Tiles are double sided: the front showing one of various
rewards and the back showing a 2 VP value. When a
Discovery Tile is taken during an Explore Activation you
must reveal the tile and decide which side to use before
the Activation is completed. Unless otherwise indicated,

Species Board, with the VP side faceup.

Influence Track on the Influence Space of the Sector. As
with Discovery Tiles, you are not allowed to take Control
of an Explored Sector containing Ancients until they are

on Discovery Tiles in the Combat Phase).

Pile near the corresponding Sector stack: (1), (11), or (ll1).

Once all of your remaining Explore Activations are

to the next player.

If any Sector stack is empty, shuffle the corresponding

empty, the Explore Action for those Zones has no effect.

EXPLORE |

The Explore Action allows you to discover new Sectors to

Explore Activations indicated by the Explore Action Icon on

details on Pinning). Flip a Sector tile faceup from the stack
corresponding to the chosen Zone's position on the Game
Board (Ring |, Il, or lll: see page 7 for details on Game Board
layout). Next, choose whether to place the flipped Sector on

Note: In order to place the Sector being Explored, the edge
of a Sector you can Explore from must have a Wormhole
adjacent to the Zone being Explored (excepting players with

"\l.
-S
B

&

After placing an Explored Sector, you may take Control of
the Sector by placing the leftmost Influence Disc from your

DISCARDING EXPLORED SECTORS If you do not want to place

an Explored Sector, discard it by placing it in a faceup Discard

DISCAVERY
TILE SYMBILS
WITH:

TW3 ANCIENTS

all Discovery Tiles are placed in a faceup Discard Pile next to
the Tech and Upgrade Trays after granting a non-VP reward.
Discovery Tiles that are kept for their VP value instead of

being used for their variable reward are placed next to your

destroyed during the Combat Phase (see page 21 for details

Discarding an Explored Sector ends your Explore Activation.

completed, the Action Phase continues with play progressing

Discard Pile and place it facedown in a new Sector stack. If at
any time the Sector stack and corresponding Discard Pile are
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| RESEARCH |

The Research Action allows you to Research new Techs.
Each Research Action grants you the number of Research
Activations indicated by the Research Action Icon on your
Species Board. For each Research Activation, you may
Research one available Tech Tile from the Tech Tray by
Paying its Science cost . . Place the Researched Tech Tile on
the leftmost available space of the Tech Track of its category
(Military {}, Grid FH, or Nano ¢g}) on your Species Board.
If a Tech Track is full, no more Techs of that type may be
Researched, nor may Rare Techs be placed there. You are
not allowed to Research a Tech already present on your
Species Board, nor are you allowed to discard a Researched
Tech Tile from your Species Board.

Each Tech you have in a category gives you a discount on
further Techs Researched in the same category (indicated by
the lowest discount value o visible in that category on your
Species Board). However, all Techs have a minimum Science
cost regardless of discounts available.

There are four types of Techs:

N
] Ship Part: Gives the ability to Upgrade this Ship Part
(see page 12 for details on Upgrading).

;\‘ Build: Gives the ability to Build this Ship or Structure
(see page 13 for details on Building).

%‘,@ Instant: Gives a one-time effect when Researched.

Permanent: Gives an ability that is active until
the end of the game.

V.

Researched Techs can also be worth VP. At the end of the
game, each Tech Track (Military {_t, Grid [, or Nano ¢5})
scores the number of VP shown in the leftmost VP symbol
that has not been covered by a Tech Tile.

T spomenemascrmms | mveemesom | myazemeamen | = y =
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STARTING TECHNOLAGIES Some Species have starting Techs
printed on their Tech Tracks. These are regarded in every
way like Tech Tiles acquired through the Research Action and
are not allowed to be covered with other Tech Tiles.

RARE TECHS Unlike regular Techs, only one
of each Rare Tech is ever available per -
game. When Researched, Rare Tech Tiles
may be placed on any Tech Track on your
Species Board and you receive the discount
applicable to the chosen track as if it were a regular Tech.

Rare Techs are not allowed to be chosen as a reward for
the Ancient Tech Discovery Tile.

NOTE Detailed descriptions of each Military, Grid, Nano, and
Rare Tech are included on pages 11 and 31.

CIRRESPONDING
SHI? PART
ENERGY CONSUMPTIAN

FUSION BAIVE ) =

L3IV

RESEARCH EXAMPLE

Having already Researched the

HINOLITH and BRBITAL Techs, you

receive a 9 discount on Nano Techs.

However, you would still Pay 3 Science
to Research FUSIIN DRIVE since that

is its minimum cost.

WORMHOLE GENERATOR If you have the WIRMHQLE
GENERATOR Tech you may Explore, Move to, and
Influence adjacent Sectors as long as the edges
connecting the Sectors contain at least one Wormhole.

Move and Influence

In the example below, Moving to or Influencing Sectors
A, B, C, and E would all be legal with the WIRMHJLE
GENERATIR Tech.

Explore

In the example below, D and F are both legal Zones

for Exploring with the WIRMHILE GENERATIR Tech as long
as the edge of the placed Sector is oriented with a
Wormhole adjacent to the Sector being Explored from.
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