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Components

21 Miniatures on Flight Stands

18 Ship Mats

84 Outfits (7 Each Type)

1 Fame Point Track

4 Dice

80 Damage Markers

1 Victory Marker

75 Cargo Cubes 
(15 Each Color)

7 Outlaw Tokens 5 Impulse Tokens

1 Replication Token

21 Sector Tiles

30 Markers 
(6 Each Color)

40 Credits 
(30 Silver 1,000-Credit tokens

10 Blue 5,000-Credit tokens)

5 Color Tokens

21 Exploration Tokens

5 How To Win Cards

52 Mission Cards

3 NPC Cards

18 Ability Cards

18 Title Cards

A Game by Cody Miller



Setup

1. Shuffle the Sector Tiles and place them face 
down in a stack within reach of all players. Deal 
one Sector tile per player (3 for a 3-player game, 
4 for a 4-player game, 5 for a 5-player game) face 
up in the center of the play area, one at a time, lining up 
the edge symbols to the previously laid Sector as shown.
•  If a Sector without a Spawn Point is drawn, re-shuffle it 

into the deck and draw another tile.
2. Shuffle the Exploration Tokens ( { ) and place them face 

down within reach of all players. Place an Exploration 
Token face down on any Exploration Spaces on the starting tiles.

3. Shuffle the Mission Cards and Title Cards. Place the decks face down 
within reach of all players.

4. Place the Cargo Cubes, Damage Markers ( } ), Outfits (organized 
by shape), Credits, and Dice within reach of all players. The dice are 
referred to throughout the game as £[d6],¢[d8], §[d12], and Ï[d20], 
where the number represents the number of sides.

5. Give each player one How To Win Card and 3,000% worth of Credits 
(3 silver coins). 

6. Shuffle the three NPC Cards and deal one face up to each player. 
(In a 4 or 5-player game, not everyone will get one.) Players take the 
corresponding NPC miniature and place it on the NPC Card.

7. Place the Fame Point Track in the play area. Players now 
decide the number of Fame Points needed for victory. 
Place the Victory Marker on the Fame Point 
Track to indicate the winning total.  
(Average playtimes: 5 points 
≈ 15 min per player. 10 
points ≈ 30 min per 
player. 20 points ≈ 45 
min per player.)

8. Separate the blue Tier 1$ Ship Mats and 
matching Ability Cards. (Set the green Tier 2^ 

and purple Tier 3& mats and cards aside for now.) 
Each player rolls the Ï[d20]. The player with the highest 
roll chooses a Tier 1$ Ship Mat and takes the matching 
Miniature and Ability Card. This continues 
counter-clockwise around the table until each 

player has chosen. All players then place their 
Miniatures on the Spawn Point of the Sector Tile 
closest to them.

9. Each player now takes an Impulse Token, and a set of  
Markers.
•  The Impulse Token is placed on the Impulse Space of the Ship Mat face 

up (yellow side).
•  One Marker is placed on the Fame Point Track at 0 (Unknown). 
•  One Marker is placed on the highest number of the Ship Mat’s Energy 

Meter.
•  The remaining four Markers are placed on the Ship Mat, filling out the 

Armed section.
10. In the same order as ship selection, each player may now spend their 

Credits to purchase Outfits. The Outfits are placed in their Ship Mat’s 
Hold. Players may only purchase what will fit in the Hold. Players are 

not required to spend all or any of their Credits at 
this point. 

The game is now ready to 
start! The player who 

picked their ship 
last takes the first 

turn.

Learn to play Xia the easy way with video 
tutorials available at: www.faroffgames.com
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Spawn Point

Dealing out Sector Tiles

Setting up the game: Numbers correspond to Setup Steps.



Game Overview

First Game

Turn Overview

Victory

Fame

Once a phase has started, a player cannot go back to a previous phase (ex. 
A player cannot start their Business Phase and then go back to the Action 
Phase). After the player’s Status Phase is completed, his turn is over. Play 
continues clockwise around the table with the player sitting to their left.Xia is a 3-5 player, sandbox-style, 

competitive space adventure. Each player 
starts as a lowly (but hopeful!) captain of a 

small starship. 
Players fly their ships about the system completing a variety of Missions, 
exploring new Sectors, and battling other ships. Captains vie with each other 
for Titles, riches, and, most importantly, Fame. 
The most adaptive, risk-taking, and creative players will excel. One captain 
will rise above the others, surpassing mortality by becoming Legend!

Because of the complexity of Xia, we 
recommend the following for your first 
game: 

Read all the rules first: You will be much happier!
Play to 5 Fame Points: This will keep the game short and sweet.
Starting Sectors: Use Burning Horse, Kemplar II, Neo Damascus. 
Add: Outpost 338 (for a 4-player game), and Expedior Gate (for a 
5-player game). 
Ignore NPCs: Remove the NPCs from the game and ignore all NPC-
related cards.
Strategies/Outfits: For your first playthrough, each player should pick 
one of the following strategy/Outfit combinations. This will ensure that the 
various mechanisms in the game will come into play, allowing you to learn 
each facet of the game.

•  Explorer: Buy Raptor-K Engine. Your goal is to explore new Sectors 
and collect as many Exploration Tokens as possible.

•  Trader: Buy M-22 Engine and Targe Shield, then fly to Kemplar II and 
purchase 2 Spice Cargo Cubes with your remaining 1,000 Credits. Fly 
to Neo Damascus and sell your Cargo Cubes. Use your Shield in case 
of attack.

•  Worker: Buy Halon Engine and Targe Shield. Fly to the nearest 
Mission Point and Draw Missions. Look for Research and Shuttle 
Missions to complete.

•  Pirate: Buy M-22 Engine and Saker V Blaster. Attack everything that 
moves. Focus on ships with Cargo Cubes and/or Bounty.

Some of these strategies may seem stronger than others. However, during 
regular play, the board layout is random in nature, so players will need to adapt 
to succeed.  

A player’s turn consists of three Phases: 

1. Action Phase
The Action Phase includes fighting, flying, using abilities, collecting, 
trading, and working on/completing Missions. The player will use the 
inherent abilities of his ship, Outfits he has equipped on his ship, and his 
bonus abilities from Ability Cards to take Actions. A player may continue 
taking Actions until he cannot (or does not wish to) take further Actions. 
When a player is done taking Actions, he may move to the Business 
Phase.

2. Business Phase (while on a planet)
 The Business Phase only happens if a player ends his Action Phase on a 
planet space. The Business Phase includes recharging/repairing the ship, 
buying/exchanging Outfits, and purchasing a new ship or Fame Points. If 
the player is not on a planet, the Business Phase is skipped.

3. Status Phase 
A player’s turn will always conclude with a Status Phase. During this 
phase, the player re-arms his Markers, refreshes Abilities and Impulse, 
draws Titles, counts Fame Points, and possibly claims victory!

Players achieve Victory through 
a Fame Point system. Players can 
earn Fame Points in nine ways: 

Exploration, Missions, Trade, Combat, Wealth, Ships, Kindness, Titles, and 
Luck.
When a player’s Marker on the Fame Point Track reaches the Victory Token, 
the game is over and that player is declared the victor. The winning player 
receives eternal glory(!) and proceeds to read aloud the Victory Story on the 
back of his Ship Mat.

Fame Point Track
At the beginning 
of the game, each 
player places one of their Markers on the Fame Point 
Track at “0 – Unknown.” As players claim Fame 
Points, they advance their Marker up the Fame Point 
Track. Victory is achieved when one player’s Marker 
reaches the Victory Token.

•  Variable Game Length: At the beginning of the game, players decide 
the number of Fame Points needed for Victory by placing the Victory 
Token on the Fame Point Track at that number. Players can decide to 
play a shorter game with fewer Fame Points, or a longer game with 
more Fame Points.

How to Earn Fame Points
There are a variety of ways that players can gain Fame Points (@):

•  Explore: Players may collect Exploration Tokens, some of which 
are worth one Fame Point. (Adventurous pilots can earn a name for 
themselves exploring new Sectors.)

•  Missions: Each Mission completed is worth a Fame Point. (Earn a 
reputation by doing jobs.)

•  Combat: Destroying another ship is worth Fame Points. Any player 
that destroys a ship receives a number of Fame Points equal to the 
destroyed ship’s tier number. (Become known for your fierce prowess.)

•  Trade: Selling all the Cargo Cubes in a ship’s Hold is worth 1@. 
However, you must sell a minimum of 2 Cargo Cubes to receive the 
Fame Point. (A clever capitalist can be just as famous as a vicious 
pirate.)

•  Ships: Purchasing a new ship during the Business Phase earns the 
player 1@. (A ship directly correlates to one’s status.)

•  Wealth: Players may purchase* 1 Fame Point during their Business 
Phase for 5,000%. (Money can buy a great deal.)
*You may not purchase the final Fame Point needed for Victory.

•  Kindness: Rescuing a Stranded player is worth 1@. (It’s not always 
tooth and nail to get ahead. People remember mercy.)

•  Titles: Claiming Titles is worth 1@, 2@, or 3@. The amount is stated on 
the Title Card. (A Title is a mark of fame.)

•  Luck: Whenever* a player rolls a natural** 20, for any of their Ï[d20]  
rolls, they receive 1@.  (Tales of extraordinary exploits will spread.) 
*Maximum once per turn.
**The die shows a 20, before any modifiers are applied.
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Ship Mats

Ship Overview

Miniatures

Ability Cards

The Ship Mat is placed face up in front of 
the player who owns the ship. The Ship Mat 
contains information about the player’s ship. 
Displayed on the front of the Ship Mat are:
1. Name
This is the 
name of the 
ship.
2. Tier 
Ships are either 
Tier 1$, 2^, 
or 3&.
3. Hologram
This is an 
image of the 
ship.
4. Price / Hold Size

•  The Price of a ship is the amount of Credits a player has to pay to 
purchase the ship. 

•  Hold Size is a quick reference for how many spaces are in the Hold.
5. Impulse Space / Value
The Impulse Space is where the Impulse Token is placed. The Impulse 
Value represents the number of spaces a ship may move without spending 
Energy. (See - Movement pg. 9).
6. Hold
The Hold represents the physical capacity of the ship. 
7. Energy Meter
This meter keeps track of the ship’s Energy.

8. Armed / Disarmed Spaces
Armed spaces are used to hold Markers that are currently ready to be spent on 
Outfits. Disarmed spaces hold Markers that are waiting to be Armed.
9. Bounty
Bounty Credits are placed here.
---
Displayed on the back of the Ship Card are:
10. Ship 
Technical 
Information
The ship’s 
statistics are 
listed here. 
These have 
no bearing 
on the game 
mechanics, 
but that 
doesn’t mean 
they aren’t 
important!
11. Backstory
The ship’s backstory is located here. Read this when you first purchase a ship 
to learn about its history.

12. Victory Story
This tale is meant to be read after the ship obtains Victory. It is 
intended to be read aloud to all players so they may bask in your 
glory!

Ships are the 
players’ in-game 
representation. Each 

ship has a Ship Mat, Miniature, and Ability Card. 
Miniatures occupy one space on the game board at a time. Ship Mats are set 
face up in front of their owner and contain valuable information. Ability Cards 
allow players to perform unique and powerful actions.

Each ship 
Miniature is 
placed on a 

flight stand that takes up one space on the game 
board.
Ships are moved around the board by Engines, Impulse, and Abilities. 
No more than one ship may occupy a single space on the board at a time. 
However, ships may move through occupied spaces.

Each ship has a unique Ability 
Card. Abilities are powers that 
help the player in a unique way. 

Use: The top of each Ability Card specifies how the Ability is 
used (ex. As an Action, or as Defense). To use the Ability, the 
player spends the Energy specified on the Ability Card and then 
follows the directions on that Card. Most Abilities require the 
player to roll a Ï[d20].
Exhaust: Directly after an Ability has been used, the card is flipped face down. 
It is Exhausted and cannot be used again until it is Refreshed. Some Abilities 
are Exhausted before their effects take place. (ex. A player uses the Auto-Pilot 
Ability as an Action, and rolls the Ï[d20]. The card is now Exhausted, but the 
effect, moving spaces after other player’s turns, is not applied until after his 
turn is over.)
Refresh: During the Status Phase of a player’s turn, all his Ability Cards are 
Refreshed. Some Abilities (like Auto-Pilot in the example above) are Refreshed 
before their effects take place. Flip them face up to indicate they are ready for 
use again (See - Status Phase pg. 10).
New Ship: When a player purchases a new ship, he will retain the Ability 
Cards from all previously owned ships. (ex. When a player reaches a Tier 3 
ship, his ship will have 3 Ability Cards.) 
(Read each Ability Card for more details.)

pg. 4

Ships: She may not look like much...



Hold Bounty

Energy Meter

Visual Aids

Impulse Token

Buy New Ship

The Hold is the ship’s 
cargo grid which 
represents the physical 

capacity of the ship. Outfits and Cargo Cubes are kept 
in the Hold. Each ship has a unique layout of Hold 
spaces. Players will need to arrange Outfits in the Hold 
to maximize the use of space. A player may not have 
more Cargo Cubes or Outfits than she has space for in 
her Hold.
Damage: When a ship takes damage, Damage Markers are placed into the 
Hold, one damage marker per space. A damaged space is no longer useable. If 
a ship takes damage equal to or exceeding the number of Hold spaces, the ship 
is destroyed. After a ship is destroyed, all damage markers are removed before 
the ship respawns. (See - Damage pg. 8)
Repairs: During the Business Phase of a player’s turn, she may pay to repair 
her ship, completely removing all Damage Markers. Repairs for Tier 1 and 
Tier 2 ships cost 1,000%, and Tier 3 ships cost 2,000%.

There are certain illegal acts that will earn a 
player a Bounty ( = ) of Credits on her Ship 
Mat. Having a Bounty is a sign that the ship 
is wanted for illegal acts. A Bounty should remain separate 
from a player’s earned Credits - place the Bounty Credits on 
the “Bounty” section of the Ship Mat. Ships can be classified 
as one of the following:
Innocent: Ships without any Bounty are considered 
Innocent.
Outlaw: Ships with Bounty are considered Outlaw ships. Outlaw ships may 
not enter Lawful Planets via their Entrance.
Players will accrue Bounty for:

•  Evading: Whenever a player crosses through a Planetary Shield instead 
of using the legal Planetary Entrance, there is a chance that her Bounty 
will increase by 1,000%.

•  Crime: Illegal Missions specify a Bounty for either completing or 
failing that Mission. This information is included on the Mission Card.

•  Raiding: Destroying an Innocent ship will increase a player’s Bounty 
by 1,000%.

Other rules for Bounty:
•  Claiming: When a ship with a Bounty is destroyed by another ship, all 

Credits in the destroyed ship’s Bounty area are immediately claimed by 
the attacking ship. However, if the attacking ship is also destroyed, the 
Bounty is unclaimed and is simply discarded.

•  Removing: If a ship has a Bounty, the Bounty is removed if the ship is 
destroyed or the player purchases a new ship.

A ship’s Energy is a rechargeable 
resource. Energy is spent to arm 
Markers, use Abilities, and scan 

new Sector Tiles. 
Spending: To spend Energy, a player simply moves his Marker down the 
Energy Meter the number of spaces required.
Recharging: During the Business phase, if a player is on a planet, he may 
replenish his Energy for 
free. The player moves his 
Marker up to the maximum 
number on his Energy 
Meter.
Stranded: If a player has no Energy and no Armed Markers, he is Stranded. 
A stranded player cannot do anything except move their ship’s Impulse Value 
and take (Minor) Actions. (See: Stranded - pg. 9)

Xia comes with two types of visual aids that 
are not required, but can help players clearly 
visualize key points of information.

Color Tokens: Color Tokens are used to help differentiate ships on the board. 
These can be placed on your miniature’s flight stand, sliding over the thin part 
of the flight post to lock onto the thicker part of the base. Players should take 
the color that matches their set of Markers.
Outlaw Token: Outlaw Tokens are used to mark 
Outlaw ships on the game board. They can be slid over 
the thin part of the flight stand post, then set down to 
lock onto the thicker part of at the base. These tokens 
are to be used to denote when a ship has a Bounty on 
it, and is therefore an Outlaw.

This double-sided 
token is used to 
keep track of when 

a player has used his Impulse. 
Using: At the start of a player’s turn, the Impulse 
Token should be face up (yellow-side up) on the Ship Mat. When Impulse is 
used to take a Move Action, the token should be flipped face down. The face-
down token indicates that Impulse is now Exhausted and cannot be used again 
until it is Refreshed.
Refresh: During a player’s Status Phase, he will Refresh his Impulse Token by 
flipping it face up.

During a player’s Business Phase, he may 
purchase a ship that is exactly one Tier 
higher than his current ship.
To purchase a new ship, a player spends a number of Credits equal to the price 
displayed on the new ship’s Ship Mat. Once purchased, the old Ship Mat and 
Miniature are replaced by the new Ship Mat and Miniature. The old Ship Mat 
and Miniature are set aside for the rest of the game. However, all previous 
Ability Cards are kept, and all Outfits, Cargo Cubes, and Credits from the 
previous ship are transferred to the new ship’s Hold. Damage and Bounty are 
not transferred.
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Outfits Overview

Outfits Detail

Markers

Blasters

Use Spaces: Players may spend their Armed Markers on any available Use 
Spaces of an Outfit to use it. An available Use Space is one without Markers or 
Damage on it. If an Outfit does not have any available 
Use Spaces, then it cannot be used (ex. This tier 1 
Blaster has been used twice this turn and cannot be used 
again).
Purchasing: Outfits can be purchased during a player’s 
Business Phase for the price listed on the Outfit. The 
player must be able to fit an Outfit in his ship’s Hold in 
order to purchase it, no other restrictions apply.
Rearranging: A player may rearrange his Outfits in the Hold during 
the Business Phase of his turn. Outfits with Damage Markers cannot be 
rearranged; they must first be repaired.
Selling: Outfits can be sold during the Business Phase of a player’s turn. 
Outfits are sold for half of their cost, rounded up (Tier 1 Outfits sell for 
1,000%; Tier 2 Outfits for 1,000%; Tier 3 Outfits for 2,000%). Damaged 
Outfits cannot be sold; they must first be repaired.
Damage: Damage Markers can be placed on any Section of an Outfit. Damage 
Markers placed on an Outfit cause that Outfit to become less effective. Use 
Spaces that have Damage cannot be used. In addition, each Damage Marker 
on an Outfit reduces its roll by 1. (ex. A Player activates a tier 1 Engine with 1 
Damage Marker on it. He rolls a d6 and receives a 4. Because of the Damage 
Marker, this counts as rolling a 3.)

Outfits are the primary focus of the Action 
Phase. Players use Outfits to move, defend, 
and attack with their ship. Outfits come 

in four types: Engines, Shields, Blasters, and Missiles. Engines are used for 
movement, Shields for protection, and Blasters and Missiles for attacking other 
ships. Each type of Outfit comes in 3 tiers. The tiers go from cheap, small, and 
weak to expensive, big, and powerful.
Each Outfit contains:
1. Name / Type: The name of the Outfit (ex. Saker 

V, type Blaster).
2. Price: How many Credits the player must spend to 

purchase the Outfit (ex. 2,000% for this Blaster).
3. Die: The die that is rolled when resolving an Action 

using that Outfit (ex. ¢[d8] is an 8-sided die).
4. Use Spaces: Where Armed Markers are placed when using 

the Outfit to take an Action. Use Spaces limit how many 
times the Outfit may be used in a turn (ex. This Blaster, with 2 
Use Spaces, may be used twice in one turn).

5. Sections: Outfits are divided into sections by white dashed lines. Each 
Section takes up one Hold space, and may hold one Damage Marker.  
(ex. This Blaster has 4 sections, and therefore takes up 4 Hold spaces, 
and can hold up to 4 Damage Markers.)

Outfits in the Hold: Each Section of an 
Outfit takes up one space in the Hold. 
Weaker Outfits are smaller, while the more 

powerful Outfits are larger. Outfits do not have to be “right-side up” in the 
Hold, and therefore can take a variety of positions. Ships may only hold 
Outfits if there is enough space in the Hold. Players will need to be creative to 
fit certain configurations of Outfits in their Hold.

Order: When using Outfits, players can activate them in any order (ex. A 
player may use an Engine, then a Blaster, then another Engine). A player may 
use any, all, or none of his Outfits during the Action Phase of his turn.
Using: During a player’s Action Phase, he may spend any of his Armed 
Markers to use any of his Outfits. To use an Outfit, a player moves the Marker 
from the Armed Space on the Ship Mat to a Use Space on the Outfit being 
used. The player then rolls the corresponding die for that Outfit. The Action is 
then completed by resolving the die roll.

Arming: During a player’s Status Phase, he may move Disarmed or Used 
Markers to Armed Spaces of his Ship Mat. Arming a Marker costs 1 Energy 
per Marker. If the player has no Energy, he may not arm any Markers.

Markers are used 
to keep track of 
Fame and Energy. 

They are also spent to use Outfits. At the start of the game, each player places 
one Marker on the Fame Point Track, another on the Energy Meter, and the last 
four on the Ship Mat on the spaces marked “Armed.”
Outfits: Each ship holds 4 Markers that can be Armed and subsequently 
spent to use Outfits. These 
4 Markers are kept separate 
from the Marker keeping 
track of Energy.
Spending: To spend a 
Marker, the player moves 
one Marker from an Armed 
space on the Ship Mat to 
a Use Space on an Outfit. 
The player then rolls the 
corresponding die for that Outfit and resolves the roll.
Arming: During the Status Phase, a player may spend Energy to rearm 
Markers at a cost of one Energy per Marker. A player can arm as many 
Markers as she desires, up to the maximum of 4. To Arm, the player simply 
moves her Energy Marker down one space and moves the chosen Marker to an 
Armed space on her Ship Mat. 

•  Special Rules: Re-arm may be used by a defending ship during an 
Attack Action. (See - Combat pg. 8). Markers can also be Armed 
immediately after being Rescued (See - Stranded pg. 9).

Disarmed: During the Status Phase, any Markers that have not been Armed 
are placed on Disarmed spaces. After the Status Phase, no Markers should be 
left on Outfits.
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Outfits: ...but she’s got it where it counts!

Correct! Wrong: Shield sections don’t fit!

No Free Use Spaces

This ship cannot use its tier 1 Shield, and all rolls for the tier 1 Engine are -1.

Spending an Armed Marker



Engines Missiles

Markers

Blasters

Shields

During a player’s 
Action Phase, that 
player may use 

an Engine Outfit to take a Move Action, following 
the steps outlined in the Action Phase section of the 
rulebook (See - Action Phase pg. 10). The number 
rolled on the die corresponds to the number of spaces the player may move her 
Miniature on the board. Players do not have to use all of the rolled movement, 
but any unused movement is discarded.  (See - Movement pg. 9).

Ramming: Engines may be used in a desperate situation to take an Attack 
Action against an adjacent ship. (This Action is separate from a Movement 
Action, which cannot be used to ram another ship.) Ramming has a Range of 
1 space and requires Line of Sight. The player follows the steps outlined in 
the Combat section of the rulebook (See - Combat pg. 8). The attack is carried 
out similar to any other attack, with the exception that Damage dealt is also 
applied to the attacking ship. The damage to the attacking ship is unblockable, 
while the target ship is free to use Shields or defensive Abilities. Also, the 
attack always does full damage to the attacker, no matter how much damage 
the target takes (even if the target is destroyed). If the attacker combines 
ramming with other attacks, only the ramming damage is applied to the 
attacker. (Impulse cannot be used for Ramming.)

During a player’s Action Phase, that player may use a Missile Outfit to take an 
Attack Action against a ship at a distance. Missiles have a Range of 2-6 spaces 
and require Line of Sight. After determining Range and Line of Sight, the 
player follows the steps outlined in the Combat section of the rulebook (See 
- Combat pg. 8). The number rolled on the die corresponds to the amount of 
damage done to the target ship in Damage Markers.
Players cannot use Missiles to attack adjacent ships; the targeted ship must be 
at least 2 spaces away.

During a player’s Action 
Phase, that player may use 
a Blaster Outfit to take an 

Attack Action against a nearby ship. Blasters have a Range of 
1 space and require Line of Sight. After determining Range 
and Line of Sight, the player follows the steps outlined in the 
Combat section of the rulebook (See - Combat pg. 8). The number rolled on 
the die corresponds to the amount of damage done to the target ship in Damage 
Markers.

Shields are the 
only Outfits that 
can be used outside 
of a player’s own Action Phase. Shields can be used 
to prevent incoming damage when another player’s 
ship (or an NPC ship) attacks. The defending player 
declares how many Armed Markers he is spending on 
the Shield Outfit during the third step of combat (See 

- Combat pg. 8). The number rolled on the dice corresponds to the amount of 
damage absorbed by the Shields. If the Shield’s roll is equal to or higher than 
the incoming damage, no damage is taken.
Special Rules: Shields can protect a player from more than just combat 
damage. Players may use Shield Outfits to prevent damage from Asteroid 
Fields and Energy loss from Nebulae.

•  Asteroid Field Damage: Immediately after rolling damage from an 
Asteroid Field, a player may use his Shield Outfits as outlined above to 
try to prevent any of that damage. This works for Asteroid Borders and 
Mining.

•  Nebula Energy Loss: Immediately after rolling Energy loss from a 
Nebula, a player may use his Shield Outfits as outlined above to try to 
prevent any of that Energy loss; treat the Energy loss as damage for 
these calculations. This works for Nebula Borders and Harvesting.

•  Unblockable: Shields do not help defend against Planetary Shields, 
Debris Fields, Stars, or Unblockable Damage.

•  Combat Re-Arm: Immediately after defending from an attack, 
Markers spent on Shields for that Attack Action can be re-armed at a 
cost of 1 Energy per Marker (See - Combat pg. 8).
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Combat

Combat Example

Damage

the Attack Value to calculate the Damage taken by the Defender (See - 
Damage pg. 8). In the case of multiple defenders, each defender Resolves 
the Attack separately.

6. Re-Arm: Defenders who have spent Armed Markers on Shield Outfits 
during Step 3 may immediately re-arm any of those spent Markers at a 
cost of 1 Energy per Marker. Re-Armed Markers are placed on Armed 
Spaces. Any Markers that are not Re-Armed are placed on Disarmed 
spaces. This does not apply to Markers spent in previous Actions.

After the Defender(s) assign the Damage and Re-Arm, the Attack Action is 
over.

Strike fear into your foes through Combat! 
Destroy ships for Fame, collect Bounties, 
recover and sell any Cargo Cubes that are 

dropped, and take on Assassin or Bounty Hunter Missions! 
Combat is carried out in six steps:
1. Acquire Target: The attacker must first determine if he can actually 

attack the target ship:
•  Range: Range is counted from the Attacking ship to the Defending 

ship in spaces on the game board. Blasters have a Range of 1 space 
and can therefore only target adjacent ships. Missiles have a Range of 
2-6 spaces. Some Abilities can be used as attacks; the Ability Card will 
specify the Range of these attacks. If the target is within Range, the 
attacker must then determine if he has Line of Sight.

•  Line of Sight: A ship is within Line of Sight if a straight line can be 
drawn from the center of the attacking ship’s space to the center of the 
target ship’s space without crossing through an impenetrable Border. 
The Impenetrable Borders are: Asteroids, Debris Fields, Stars, and 
Planetary Shields/Entrances. A player also cannot acquire Line of Sight 
through any space that has not been explored. 

If the attacker is within Range and has a clear Line of Sight, he may proceed to 
Declare Attack.
2. Declare Attack: The attacker declares his target(s) and how many 

Outfits and/or Abilities he is using for the Attack Action. The attacker 
then spends any required Armed Markers/Energy at this time. Players 
can combine offensive attacks into one attack or spread them out 
into separate attacks. (ex. A player could use two Armed Markers on 
a Blaster Outfit in one Attack Action. Or a player could spread the two 
Armed Markers out into separate Attack Actions, choosing to attack 
different ships with each one, or attacking the same ship twice.)

3. Declare Defense: Any ships being attacked are now given the chance to 
use Shield Outfits and/or Abilities as defense. The Defender(s) spends 
any required Armed Markers/Energy at this time. If Shields or Abilities 
are not declared now, they can’t be used after the Damage Roll.

4. Roll: All participants now roll the dice associated with the Outfits/
Abilities they declared during Steps 2 and 3 of this Combat. The Attacker 
rolls first, followed by the Defender(s).

5. Resolve: Add up the dice rolls of the Attacker and add in any Abilities – 
this is the Attack Value. Add up the dice rolls of the Defender and add in 
any Abilities – this is the Defense Value. Subtract the Defense Value from 

1. Acquire Target: Puddle Jumper (brown) 
checks if he can attack Gaiden (red). 
Gaiden is at Range 1, which allows him 
to use his Blaster. There is a Nebula Border 
between them, but that does not affect Line of 
Sight, so he can proceed with the Attack. 

 

2. Declare Attack: Puddle 
Jumper declares he is attacking Gaiden with his Blaster 
twice, spending two Markers in one Attack. 
 

3. Declare Defense: Gaiden declares he 
is defending with his ship’s Evasive 
Thrusters Ability and his Shield, 
spending one Marker to use the latter 
(he could have spent up to three to 
increase his defense even more). 

4. Roll: Both players roll their dice.
•  Puddle Jumper rolls one £ [d6] for each Marker placed on the 

Blaster Outfit’s Use Spaces (two dice). Puddle Jumper gets a 6 
and a 5, for a total Attack Value of 11.

•  Gaiden rolls one ¢ [d8] for each Marker placed on his Shield 
Outfit’s Use Spaces (one die), and a Ï[d20] for his ship’s Ability 
(Evasive Thrusters). He gets a 3 on the Shield, and a success for 
the Ability roll (which, according to the Evasive Thrusters Ability 
Card, prevents 5 damage), for a total Defense Value of 8.

5. Resolve: The Defense Value (8) is 
subtracted from the Attack Value (11), 
for a remainder of 3. Gaiden must place 
3 Damage Markers (}) in his Hold on 
spaces of his choosing. Here, Gaiden 
has decided to place all three } on 
empty spaces.

6. Re-Arm: Gaiden now chooses to spend 
one Energy to arm the Marker used on the Shield Outfit.

The Attack Action is now over.

Damage Markers (}) 
are used to keep track 
of how much damage 
a ship has sustained. When a ship has taken too much 
damage, the ship is destroyed.
Taking Damage: Ships take damage in the form of 

Damage Markers (}). Each } represents one point of damage. The player 
receiving the damage places Damage Markers into her ship’s Hold. Each } 
takes 1 Hold space. Any Hold space with a } is unusable until repaired (See - 
Business Phase pg. 10). The player receiving the damage chooses where to 
place the }s in the Hold.
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Nitty Gritty: Combat / Death / Movement

Numerator (blue) has Line of Sight to every hex colored in green. Numerator has Line 
of Sight on Gaiden (red) at Range 1, and Easy Tiger (yellow) at Range 4, but not on 

Nightshade (purple) at Range 3, or Swamp Rat (green) at Range 3.

6 5

3



Death

Respawn

Movement

Stranded

Cubes: If the Hold space where the 
Damage Marker is being placed is 
occupied by a Cargo Cube, the Cube is 
immediately Jettisoned (set on the board 
in the same space as the ship) where it 
can be picked up by any player’s ship.
Use Space: If the } is placed on a Use 
Space of an Outfit, any Markers are 
immediately moved to a Disarmed Space, and the Use Space is no longer 
usable until repaired.
Outfits: Damage Markers can be placed on any Section of an Outfit. Each 
Section of the Outfit can hold one }. Damage Markers on an Outfit cause that 
Outfit to become less effective. Each } placed on an Outfit reduces rolls by 1 
(ex. A Blaster Outfit with 2} rolls a 5; this counts as a 3 because of the 2}). 
Damage Markers on an Outfit affect rolls only for that Outfit. Outfits are not 
destroyed when they are fully covered by Damage Markers; they are simply 
unusable until repaired.
Destroyed: When a ship has received } equal to or in excess of its number of 
Hold spaces, the ship is immediately destroyed.
NPCs: NPC ships have a slightly different damage system 
(See - Non-Player Ships pg. 16).

•  Player 2 turn
•  Player 3 turn
•  Player 1 turn - Respawn, then take turn as normal.

(Note: If Player 1 had died on her own turn, she still would have skipped the 
denoted turn.)

Death: If a ship is 
destroyed, it is immediately 
removed from the game 

board and placed on its owner’s Ship Mat. All active 
Missions are discarded, all Cargo Cubes are dropped in the space where 
the ship was destroyed (Exception: Cargo Cubes dropped in Star Spaces 
are destroyed), and all Bounty is removed (either collected by destroyer or 
discarded). If it was that player’s turn, the turn ends immediately. 
Reset: Once destroyed, the ship is reset to full Energy, all Markers are Armed, 
all Damage Markers are removed, and any Ability Cards are refreshed. 
Lose next Turn (except Tier 1 players): The player’s (or NPC’s) next turn is 
skipped. However, players with Tier 1 ships do not lose their turn.
Nuances: Players do not lose their Ship, Outfits, Credits, Fame, etc. Only 
Active Missions and Cargo Cubes are lost.
Dying While Ramming: If both the Attacker and Defender are destroyed 
during a Ramming Attack, the Attacker does not receive anything for the kill: 
No Bounty is collected, and no Fame Points are awarded.

After death, at the start of their 
next non-skipped turn, the player 
(or NPC) must first Respawn.

Respawn: To Respawn, roll the Ï[d20] and place the ship on the 
unoccupied Spawn Point with the number closest to the number 
rolled. In the case of a tie, place the ship on the higher-numbered Spawn Point. 
On a roll of 20, the player may choose which unoccupied Spawn Point to place 
the ship (in addition to the 1@ for “Luck”). 
If a Spawn Point is currently occupied, disregard it for the purpose of 
determining where to Respawn.
Take Turn: Immediately after Respawning, the player (or NPC) takes a turn 
as normal.
Example Tier 1$:

•  Player 1 turn - Player 1 dies in Tier 1$ ship - turn ends immediately.
•  Player 2 turn
•  Player 3 turn
•  Player 1 turn - Respawn, then take turn as normal (since the player was 

in a Tier 1$ ship and thus doesn’t have their turn skipped).
Example Tier 2^ or 3&:

•  Player 2 turn - Player 1 is attacked and dies in Tier 2^ or 3& ship.
•  Player 3 turn 
•  Player 1 turn - This turn is skipped.

Move Actions: Both Engine Outfits and the 
ship’s Impulse value (listed on its Ship Mat) 
can be used to take Move Actions.
Movement: Players gain Movement by taking a Move Action. Movement may 
be spent to move the ship. Each point of Movement moves a ship one space on 
the game board. When taking a Move Action, players do not have to spend all 
the movement. However, any unspent movement is discarded when the Move 
Action ends.

•  (Minor) Actions: A player may take Minor Actions without ending a 
Move Action. In this way a player may move, take a (Minor) Action, 
then continue moving. (Minor) Actions can be found in the Action 
Phase section (See – Action Phase, pg. 10).

Impulse: Impulse allows a player to move without spending Energy or using 
their Armed Markers. To use Impulse, the player declares a Move Action, flips 
their Impulse Token face down (yellow-side down), and moves a number of 
spaces up to the Impulse value. Impulse may only be used once per turn. 
The Impulse Token is refreshed (placed face up) during the Status Phase.
Engine Outfits: Engine Outfits are the primary means of moving around the 
board. To use an Engine, the player declares a Move Action with the Engine 
Outfit. The player spends 1 Armed Marker, placing it on a free Use Space of 
that Engine. The player rolls the associated die (displayed on the Outfit). The 
player may then proceed to move spaces up to the result of the roll, minus any 
Damage Markers present on the Outfit in use.
Other Ships: A ship may move through spaces occupied by other ships (space 
is infinitely huge!). However, a ship may not end its movement in an occupied 
space (well, space isn’t that big...).
Borders: There are nine types of Borders on the game board, each with its 
own set of rules for movement (See - Borders pg. 12).
Abilities: Some Ability Cards grant extra movement or allow for special 
movement. Read each Ability Card for more details.
Using Occupied Spaces: A player may take an Action on an adjacent space 
that is currently occupied by another ship, by first spending two movement. 
In this scenario, the player would not move their ship from its space, but they 
can perform an Action as though their ship was on the occupied space. (ex. A 
player wishing to use a occupied Sell space takes an Impulse Move Action, 
granting 4 movement. She uses two of those to move adjacent to the occupied 
space. She then spends the remaining two movement to “use” the adjacent, 
occupied space, immediately taking a Sell action to Sell her Cargo Cubes as 
if she was on the occupied space.) Players must still roll for any Borders 
passed through when using an occupied space.

A player who has no Energy and no Armed 
Markers is Stranded. A Stranded player may 
only use Impulse Engines for movement; he 
may take no other normal Actions. However, Stranded players may still take 
(Minor) Actions.
Unstranded: A player becomes Unstranded when he gains 1 or more Energy 
or Arms Markers, for example by being Rescued or Recharging at a planet.
Rescue a Stranded Player: A player may Rescue another player who is 
Stranded. The rescuer must be adjacent to the Stranded player and have at least 
3 Energy. As a Rescue Action, the rescuer transfers 2 Energy to the Stranded 
player. The Stranded player cannot refuse this help.
The rescuer reduces his Energy Meter by two, and the Stranded player 
increases his Energy Meter by two. The rescuer then receives 1 Fame Point 
(@). The Unstranded player may immediately Arm Markers with his 
newly received Energy.
Nebulae: Nebulae can cause Energy loss, leaving a ship Stranded. If a ship is 
Stranded while taking a Move Action, that Move Action ends immediately.

pg. 9

Spawn Point



Action Phase

Business Phase

Status Phase

During their Action Phase, players take 
Actions. To take an Action, the player:
•  Declares the Action they are taking;

•  Spends any required Energy or Armed Markers and Rolls any 
associated dice; and

•  Resolves the Action.
(ex. Player 1 first declares he will take a Move Action using his Engine Outfit. 
He spends an Armed Marker on his Engine and rolls the corresponding die, 
getting a 5. He then resolves the action by moving his ship 5 spaces on the 
game board. The Action is now over, and the player may take another Action 
or move to the next Phase.)
The player may continue to take Actions until he decides not to, or he is unable 
to take further Actions.
The available Actions (each of which is described in more detail elsewhere) 
are:
Move (See - Movement pg. 9)

•  Engines: Armed Markers can be spent on Engine Outfits to move.
•  Impulse: A player’s Impulse Token can be used to move spaces equal to 

the ship’s Impulse.
Attack (See - Combat pg. 8)

•  Blasters: Armed Markers can be spent on Blaster Outfits to attack.
•  Missiles: Armed Markers can be spent on Missile Outfits to attack.
•  Ram: Armed Markers can be spent on Engine Outfits to attack.

Missions (See - Missions Overview pg. 13)
•  Draw Missions (Minor): A player on a Mission Point may draw Mission 

Cards. This Action may not be taken if the player has a current Active 
Mission.

•  Mission Objectives: A player may complete the objectives stated on her 
Active Mission card.

•  Complete a Mission: A player may turn in her completed Mission for 
payment at the final Mission Point shown on the card.

Cargo Cubes (See - Cargo Cubes pg. 15)
•  Buy Cargo Cubes: Players may purchase Cargo Cubes from a planet’s 

Buy Space. The cost is 1,000% for two Cargo Cubes. 
•  Mine / Salvage / Harvest: Players may Mine, Salvage, or Harvest Cargo 

Cubes from the correspondingly marked spaces on the board. 
•  Sell Cargo Cubes: Cargo Cubes can be sold at a planet’s Sell Spaces. 

The player receives 1,000% per Cargo Cube sold. 
•  Collect Cubes (Minor): Cargo Cubes that are on a board space can be 

collected by a ship located in the same space as the Cargo Cube.
Explore (See - Exploration pg. 11)

•  Scan Sector: A player adjacent to an unexplored edge may draw a new 
Sector Tile from the stack at a cost of 1 Energy.

•  Blind Jump (Minor): A player adjacent to an unexplored edge may draw 
a new Sector Tile from the stack, place it, and move into it.

•  Collect Exploration Token (Minor): Players can collect Exploration 
Tokens from Exploration Spaces. Tokens might provide 1 Fame Point 
(@), 1,000%, or nothing!

Other
•  Ability Cards: Some Abilities are designated as Actions.
•  Rescue a Stranded Player: A player may rescue an adjacent player who 

has no Energy/Armed Markers by giving her 2 Energy.
•  Jettison Cargo (Minor): A player may discard her current Mission 

Card or Jettison any Cargo Cubes in her Hold. To do the latter, simply 
move those Cubes onto the space on the Sector Tile occupied by 
the Miniature. A player may not pick up any Cargo Cubes that she 
Jettisoned on that turn.

(Minor) Actions: Several of these Actions are marked as (Minor). (Minor) 
Actions may be taken during a Move Action without ending the movement.
(ex. You use an Engine to take a Move Action. On the roll, you receive a 5, 
allowing you to move a total of 5 spaces. You may move 3 spaces, take a Blind 
Jump (Minor) Action, move 1 space, Collect an Exploration Token (Minor) 
Action, and move one final space. However, if you took a Scan Sector Action 
instead of the Blind Jump (Minor) Action, your Move Action would end and 
you couldn’t move the final two spaces.)
After completing the Action Phase (either by being unable to take another 
Action or by deciding to end the phase), a player must either move on to the 
Business Phase or the Status Phase.

To conduct Business, a player must end his 
Action Phase on a Planet (any space inside 
a Planetary Shield). If a player doesn’t 
end his turn on a Planet, his Business Phase is skipped. Once a player starts 
the Business Phase, he may not take any more Actions (he has landed on the 
planet). Players may conduct as much business as they would like, provided 
they have the necessary number of Credits.
Players may do the following, in any order, during the Business Phase:

•  Recharge Energy: A player may recharge his Energy Meter up to its 
maximum for free.

•  Repair Damage: A player with a Tier 1$ or Tier 2^ ship may spend 
1,000% to remove all Damage Markers from his ship. Tier 3& ships 
cost 2,000% to repair.

•  Buy Outfits: A player may purchase new Outfits, provided they fit in 
the Hold.

•  Sell Outfits: A player may sell any undamaged Outfit for half of its 
original cost, rounded up. Tier 1 Outfits sell for 1,000%, tier 2 for 
1,000%, and tier 3 for 2,000%

•  Rearrange Hold: A player may rearrange any item in their ship’s 
Hold. Damage Markers and Outfits with Damage Markers cannot be 
rearranged in this manner.

•  Buy New Ship: A player may purchase a ship that is one tier higher 
than his current ship. The cost to do so is displayed on the higher-tiered 
ship’s Ship Mat. 

•  Buy Fame: A player may purchase* 1@ for 5,000%. 
*Players cannot purchase the final Fame Point required for victory.

When the player completes his Business Phase, he moves on to his Status 
Phase.

The Status Phase is a brief phase in which 
elements of the game are updated. During 
the Status Phase, the active player completes 
the following steps in order:
1. Claim Fame: The player claims any unclaimed Titles and Fame Points 

acquired during their turn. If the player reaches the Victory Marker, the 
game ends and the player claims victory!

2. Draw Titles: Title Cards are drawn the first time any player’s Marker 
reaches a purple Title space on the Fame Point Track. (ex. The first player 
to reach 3 Fame Points will draw a Title Card, but the next player to 
reach 3 Fame Points will not.)

3. Refresh: The player’s exhausted Ability Cards and Impulse Token are 
now refreshed by flipping them face up.

4. Arm Markers: The active player may arm any spent or Disarmed 
Markers by moving them onto the Armed Spaces of his Ship Mat.
•  It costs one Energy to move each Marker to an Armed Space.
•  If a Marker is not armed, it is placed on a Disarmed Space (no markers 

should be left on any Outfits).
•  When arming Markers while on a planet, players do not have to spend 

Energy.

pg. 10

Player Turn Detail



Sectors

Business Phase

Exploration
Exploration Tokens

The game board 
is made up of 
Sector Tiles.

1. Name / Type: Each Sector Tile has a unique 
name. An icon (left of name) and sub-text 
(below name) denote the Sector’s type.

2. Mission Point: This space is used to Draw and 
Complete Missions (See - Missions Overview 
pg. 13).

3. Spawn Point: This space is used to Spawn and 
Respawn ships.

4. Exploration Space: Exploration Tokens are 
placed on this space.

5. Symbols: Each side of the Sector Tile has a Symbol. When a player 
draws a new Sector Tile, the Symbols are 
used to align the new tile with the tile on 
which the player’s ship is currently located. 
After the Sector Tile is placed, the Symbols 
may be ignored. This will often result in 
Symbols not lining up with all surrounding tiles; this is fine. 

Borders: Each Sector Tile is made up of 19 hexagonal spaces. These hex 
spaces are divided by different kinds of Borders, each with their own set of 
rules (See - Borders pg. 12).
Special Spaces: Some Sectors have special spaces for Cargo Cubes: Buy, Sell, 
Mine, Salvage, and Harvest spaces (See - Cargo Cubes pg. 15). In addition, 
some Sectors have spaces that detail special rules for that Sector or space. 
These special spaces are treated as Normal 
Space for Movement and Line of Sight.
Calculating Distance: Certain rules, or 
cards require players to calculate distance 
in Sectors rather than spaces. These are not 
interchangeable units of distance. (ex. A ship 
could be one space away, but in a different 
Sector.)

2. Blind Jump: A player may take a (Minor) Action to Blind Jump onto 
a new Sector Tile. The player declares an adjacent, unexplored 
space into which he wants to move, and spends 1 movement. He 
then draws a Sector Tile, matches the Symbol, and places the 
Sector Tile. The player must move into the space he declared at 
the beginning of the Blind Jump (Minor) Action (ex. A player that 
Blind Jumps into a Star is immediately destroyed – he can’t choose 
to abort the Blind Jump).
Remember, Blind Jump is a (Minor) Action, so it can be done during 
a Move Action. This allows the player to continue the Move Action 
after the Jump. A Scan Action would require ending the Move. 

Nuances: If a player’s ship is on a space that has more than one unexplored 
edge, he must declare which edge he is exploring before drawing the new tile. 
Edge symbols are only used when drawing a new tile and are only important to 
match with the exploring player’s tile of origin. Edge symbols are not intended 
to match up with all surrounding tiles. (If this annoys you, sorry!)

To explore new Sectors of the system, a 
ship needs to first be on a space with an 
unexplored edge, and there has to be at 

least one Sector tile left in the deck. 
Unexplored Edge: An unexplored edge is any edge space that does not touch 
another Sector tile.
Once positioned on an unexplored edge, there are two options for exploration:
1. Scan: A player may take a Scan 

Action to draw a Sector Tile from 
the Sector Deck; this costs 1 Energy. 
The Sector Tile is flipped face up, 
and a Symbol from the drawn tile is 
matched with the Symbol on same 
Sector Tile edge as the player’s ship. 
Again, this might result in other 
Symbols not matching; this is fine.

Exploration Spaces represent 
areas of interest in a Sector. A 
captain might make a discovery 
that increases his Fame, or he could find a treasure trove of 
Credits!

Placing: When a newly drawn Sector Tile has an Exploration Space, an 
Exploration Token is taken face down from the pile and placed on the 
Exploration Space, still face down. Do not reveal the Exploration Token.
Exploring: The first player to move their ship onto the Exploration Space 
claims the Exploration Token. Flip it face up, claim your reward, and place the 
Exploration Token on your Ship Mat. There are three possible rewards:
 1,000%: The player immediately receives 1,000%.
Fame: The player immediately receives 1 Fame Point (@).
 X: The player receives nothing.
Once a token has been claimed by a player, it cannot be 
claimed again by another player. 
Exploration Spaces do not “respawn” tokens, so an 
Exploration Space will only receive one token per game.
Sectors without Exploration Spaces do not receive Exploration Tokens.
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Scanning from unexplored edge

Draw and place new Sector Line up matching edge Symbol

In the middle of a Move Action

Moving into unexplored space Draw tile; accept consequences

Distance from purple Sector 



Borders There are fourteen types of Borders which 
affect the board (though some share rules). 
The rules associated with Borders affect 

Movement and Line of Sight determinations.
Some Borders have different rules when entering than when exiting (ex. 
Nebulas take Energy from a ship when entering, but not when exiting). If the 
rule doesn’t specify between entering and exiting, the rule applies to both. 
When a ship passes a Border that requires a Ï[d20] roll, that roll is applied 
and resolved immediately. The Move Action then continues directly after the 
Ï[d20] roll is resolved, similar to a (Minor) Action.

Normal: Normal Space is represented by dashed 
white lines. Normal Spaces are simply empty 
areas of the star system. Normal Spaces have no 
special rules for Movement or Line of Sight.

Star: Star Borders are denoted with solid, red 
lines. Star Borders represent the edges of Stars. 
Stars block Line of Sight, and any ship that 
moves through a Star Border is immediately 
destroyed. (The ship melts in the intense heat.) 

Asteroid: Asteroid Fields are represented by 
jagged-yet-solid orange lines. Asteroid Fields 
block Line of Sight. Ships may move through 
them, but the odds of safely navigating through 
one are slim.

•  Entering: Roll a Ï[d20]:
  ▫ 1-10: The ship takes Damage (}) equal to 

the roll (an asteroid has collided with the 
ship). Shield Outfits and Abilities may be used immediately after the 
roll to mitigate this Damage.

  ▫ 11-20: No } is taken. (Skillful flying has saved the ship!)
•  Exiting: A player may exit an Asteroid Space without consequence. 

However, if the player moves into a new Asteroid Space, he must roll 
for Damage, as above.

1. Planetary Shields: 
Planetary Shields are 
represented by solid, glowing 
lines in red, green, or blue 
(the rules are the same for 
every color). Planetary Shields 
block Line of Sight. Players 
may attempt to move through 
Planetary Shields, but it is a 
dangerous and illegal act with 
the following consequences:

•  Crossing: If a player crosses a Planetary Shield, whether to enter the 
planet’s area or to leave it, he must roll a Ï[d20]:
  ▫ 1-10: The Planetary Shield prevents crossing. The ship cannot move 

into the desired space, and it loses that 1 Movement point (though 
it may still continue its Move Action if it has more movement). 
Additionally, the ship takes Damage (}) equal to the roll (the ship 
crashed into the pulsing Shield). 

  ▫ 11-17: The ship successfully crosses the Planetary Shield. However, 
the ship is detected! 1,000% is added to that ship’s Bounty (=).

  ▫ 18-20: The ship successfully crosses the Planetary Shield, undetected 
with no consequences.

2. Planet Entrances: Planetary Entrances are represented by dashed, glowing 
lines in red, green, or blue (but much lighter than the Planetary Shield lines). 
Planetary Entrances block Line of Sight. Moving through a Planetary Entrance 
has rules associated with it depending on the legal status of the planet and ship.

Nebulae: Nebulae are represented by 
solid, pink lines. Nebulae do not affect 
Line of Sight. Ships may fly through 
Nebulae, but there are certain risks 
involved.

•  Entering: Roll a Ï[d20]: 
  ▫ 1-10: Subtract an amount of 

Energy from the ship’s Energy 
Meter equal to the roll (the ship 
hit a volatile electrostatic gas cloud). Shield Outfits and Abilities may 
be used after the roll to mitigate this Energy loss.  
If the player does not have enough Energy to satisfy the roll, then he 
must disarm Armed Markers, moving them to the Disarmed section 
of the Ship Mat (one per Energy lost). If his total Energy and Armed 
Markers are less than the roll, the player is immediately Stranded and 
may only use Impulse.

  ▫ 11-20: The ship enters the Nebula with no consequences.
•   Exiting: Once inside a Nebula, players may stay in, move around, or 

exit the Nebula without consequences.
Inner Borders:  Planets and Nebulae have Inner Borders (dashed lines in the 
color of the Outer Border). These spaces are considered Normal Space and are 
simply meant to denote the region of space these features occupy.

Debris: Debris Fields are represented by solid, 
yellow lines. Debris Fields block Line of Sight. 
Ships may move through Debris Fields, but it’s 
a risky move: 

•  Entering: Roll a Ï[d20]:
  ▫ 1-3: The ship is immediately destroyed (an old space mine or unstable 

nuclear reactor detonates, taking you with it!).
  ▫ 4-20: The ship passes through the Debris Field without any 

consequences.
•  Exiting: A player may exit a Debris Field without any consequences. 

However, if he moves into a new Debris Field, he must roll for 
Damage, as above.

Gates: Gates are represented by 
solid, green lines. Gates do not affect 
Line of Sight. Ships may move 
through Gates as if they were Normal 
Space. They may also use Gates:

•  Use Gate: A ship on a Gate may spend 1 Movement point to travel to 
any space on any other Gate. (The gates allow ships to travel through 
their sub-space Tether.)

•  Gate special movement is not considered when determining Adjacency, 
Range, or Line of Sight. Other than the special movement, treat Gate 
spaces as Normal Space.

•  Tigris: The Tigris Gate is malfunctioning and does not connect to 
other Gates. Instead, players will roll a Ï[d20] and be placed on the 
numbered Spawn Point closest to the roll (on a tie, choose the higher-
numbered Spawn Point). On a roll of 20, the player may choose any 
Spawn Point (in addition to receiving 1 Fame Point for “Luck”.)

Applying Border Effects: As soon as a ship moves through (or attempts to 
move through) a border that requires a roll, that roll must be made and applied. 
(ex. A player uses an Engine, rolls a 5, and moves one space into a Nebula. 
The d20 roll is an 8 – this drains the ship of all Energy and Armed Markers. 
The ship is immediately Stranded and may only use Impulse. The ship does not 
get to use the remaining 4 movement from the Engine.)
Double Traversal: When a ship crosses two borders with a single Movement 
point, the player applies the appropriate effects for both of them in the order 
they are crossed. (ex. A player moves one space, exiting through a Planetary 
Shield and entering a Nebula. The player first rolls for the Planetary Shield 
and applies the outcome; then, he rolls for the Nebula and applies the 
outcome.)
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1-10 = 

11-20 = 
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18-20 = 

12
= 1,000%

Planetary Shield

No Move

Star Border

Debris Field

1-3 = 

4-20 = 



Planets

Titles

Missions OverviewAdjacency

There are seven planets in the base game: 
Lunari, Kemplar II, Azure, Doravin V, 
Loath, Neo Damascus, and Smugglers’ Den 

(an asteroid that has the same rules as a planet). Planets are the only places 
on the board where players may initiate 
their Business Phase. Planets have Buy and 
Sell Spaces for buying and selling Cargo 
Cubes (See - Cargo Cubes pg. 15). Planets 
have powerful shields surrounding them 
that make crossing them dangerous, but 
Planetary Entrances allow safer movement 
for certain ships (see details later in this 
section). Players don’t have to use the 
Entrance; they may try to illegally sneak 
through the Planetary Shield.
If a player is on a space inside a Planetary 
Shield, she is considered on that planet. 
There are three types of planets:

•  < Lawful (blue): Any Outlaw ship (a ship with a 
Bounty) cannot enter (but may exit) through the 
Planetary Entrance. Outlaw ships may still try to enter 
illegally through the Planetary Shield.

•  > Outlaw (red): Any Innocent ship (a ship without 
a Bounty) that passes through the Planetary Entrance 
receives  +1,000% Bounty (=) (for being seen 
associating with Outlaws).

•  Ø Neutral (green): These planets have no special rules.
These special rules for planets apply in addition to the rules for Planetary 
Shields and Entrances.

Titles are a mark of 
Fame for pilots who 
complete certain 
exploits. Once a Title is drawn, all players compete 
to complete its objective and claim the Title for their 
own. Titles are unique and range in difficulty and 

reward. Titles are worth 1@ to 3@ Fame Points and grant small abilities called 
Skills. Once the Title has been claimed, it is no longer available for other 
players to claim. The following rules discuss drawing and claiming Titles.
Drawing: The purple spaces on the Fame Point Track are Title spaces. The 
first player to move his Marker onto or past a Title space draws a Title Card, 
reads it aloud, and places it face up in the play area within view of all players. 
It is now available for any player to claim. 
(ex. The first player to reach 3 on the Fame Point Track draws a Title Card, 
reads it aloud, and places it on the table. The next player to reach 3 on the 
Fame Point Track does not draw a new Title Card.) 
Claiming: The first player to complete the Title’s objective (as listed on the 
Title Card) may claim it during their Status Phase. The player takes the Title 
Card, places it face up in his play area, and receives the Fame Point(s) and 
Skill listed on the card. Players may claim multiple Titles on their turn as long 
as they meet all necessary objectives.
Skills: In addition to granting a player Fame Points, each Title gives a player 
a Skill. Skills are immediately available to the Title holder. These Skills help 
to enhance a player’s Actions or provide new powers. Read each Title Card for 
more details.

Each 
Mission 
Card has the 
following features:
1. Mission Type
2. Story Text
3. Objectives - different for each Mission 
Type
4. Payment - determined by different 
factors
5. Delivery - the Sector Tile containing the 
Mission Point on which the player must be 
located to complete the Mission.
Completing Missions is one way for players 

to earn Credits and Fame Points. Missions come in a variety of Types, pay 
different amounts, and can be either Outlaw or Lawful.
Draw: While on a Mission Point ( # ), a player without an Active Mission can 
choose to draw Mission Cards as a (Minor) Action. The player draws the top 
three Mission Cards from the Mission Deck, looks at them, and may select a 
single Mission to accept, or none. Missions that are not accepted are discarded. 
If the player accepts a Mission, he places it face down in his play area as his 
Active Mission. The Draw (Minor) Action may be taken once per Mission 
Point per turn. A player may have at most one Active Mission at a time.
Objectives: Each Mission Type has different Objectives, listed on the Mission 
Cards. Most Objectives require taking an Action to complete. These Objectives 
must be fulfilled before a player can Deliver the Mission and receive the 
Payment. Specific Objectives for different Mission Types are explained in the 
Lawful and Outlaw Mission sections.
Reveal: Immediately after completing the Objective(s), the player must 
flip the Mission Card face up and reveal the Mission. At this time, place the 
Payment on the Mission Card. The Mission must still be Delivered before this 
Payment can be claimed.

Ships are considered adjacent when they 
occupy spaces that are directly next to 
each other. The only Borders that affect 

adjacency are Planetary Shields and Planetary Entrances.
Determining Adjacency: Unlike other Borders, if a Planetary Shield or 
Planetary Entrance is separating two ships, they are not considered to be 
adjacent to each other for the purpose of Attacks, Missions, and Special 
Abilities. As a rule of thumb, to interact with a ship on a Planet, players must 
also be on that Planet.

Line of Sight vs. Adjacent: Line of Sight is different than adjacency. Two 
ships can be adjacent without having Line of Sight. Some Actions or Abilities 
require Line of Sight, while others simply require being adjacent.
(ex. For a Thief Mission’s “Steal” Objective Action - only being adjacent is 
required. This means if the target ship 
is inside an Asteroid space, the Action 
can still take place. However, an Action 
that requires Line of Sight, such as 
using a Blaster against the target, 
could not be taken.)
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Ships are not adjacent.

Cards: Titles and Missions

Ships are adjacent.

Ships are adjacent, but do not have Line of Sight.



Outlaw Missions

Lawful Missions

Cube Types

Missions Details

Research
1. Fly to Mission Point ( # ).
2. As an Action: Conduct research at specified # (Ï[d20] roll). (Previously 
completed Research Missions may be spent immediately to re-roll.) 
3. Reveal Mission Card. Place Credits equal to the specified Payment on 
Mission Card. Payment is determined by quality of research.
4. As an Action: Deliver research to Delivery #. 
5. Receive Payment on Mission Card.

Bounty Hunter
1. Destroy any Outlaw ship (any ship with a Bounty). 
2. Immediately after target is destroyed:  Collect remains (Ï[d20] roll). 
(Previously completed Bounty Hunter Missions may be spent immediately to 
re-roll.) 
3. Reveal Mission Card. Place Payment on Mission Card. Payment is 
determined by how intact the remains are.
4. As an Action: Deliver remains to Delivery #. 
5. Receive Payment on Mission Card.

Deliver: Once the Mission’s Objective(s) is complete and the Mission Card 
Revealed, a player can go to the specified Delivery Mission Point ( # ) to 
complete the Mission. The player declares a Complete a Mission Action. Note 
that this is not a (Minor) Action, so a player must end any Move Actions in 
order to take this Action.
Payment: Once the player has taken the Complete a Mission Action, he 
receives the payment on the Mission Card, earns one Fame Point, and, if 
applicable as stated on the Mission Card, his Bounty (=) increases. Flip 
the completed Mission face down; it is no longer considered Active. The 
completed Mission is kept in the player’s play area.

A player can 
make more money 
outside of the law, 
but at greater risk. There are three kinds of Outlaw 
Missions:
Smuggler
1. As an Action: Pick up contraband at Mission 
Point ( # ).
2. Reveal Mission Card. Place Payment on the 
Mission Card. Payment is determined by the 
shortest flyable distance between the pick-up and 
drop-off locations, measured in Sector Tiles.

3. Sneak past planetary detection when moving onto Delivery Planet (Ï[d20] 
roll). You must Sneak whether you enter through the Planetary Entrance or 
Shield. If you move onto a planet through the Planetary Shield, you must still 
roll for moving past that Border. (Previously completed Smuggler Missions 
may be spent immediately to re-roll.)
4. As an Action: Deliver contraband to Delivery #.
5. Receive Payment on Mission Card.

Thief
1. Fly adjacent to target ship.
2. As an Action: Try to acquire goods* (Ï[d20] roll). (Previously completed 
Thief Missions may be spent immediately to re-roll.)
3. Reveal Mission Card. Place Payment on Mission Card. Payment is 
determined by amount of goods acquired.
4. As an Action: Deliver goods to Delivery #.
5. Receive Payment on Mission Card.

Assassin
1. Destroy target ship. The target ship is determined by seating order, as stated 
on the Mission Card.
2. Reveal Mission Card. Place Payment on Mission Card. Payment is 
determined by the Tier of target ship (Merchant and Scoundrel are considered 
Tier 1$; Enforcer is considered Tier 2^).
3. As an Action: Deliver remains to Delivery #.
4. Receive Payment on Mission Card.

Lawful Missions 
are a great source 
of income and 

Fame for upstanding citizens (Outlaw players may 
still take Lawful Missions). There are three kinds of 
Lawful Missions:
Shuttle
1. Fly to Mission Point ( # ).
2. As an Action: Pick up passengers at the #. 
3. Reveal Mission Card. Place Credits equal to the 
specified Payment on the Mission Card. Payment is 
determined by the shortest flyable distance between the pick-up and drop-
off locations, measured in Sector Tiles. If the Delivery # has not yet been 
revealed, wait until it is and then immediately calculate Payment, placing it on 
the Mission Card.
4. As an Action: Deliver passengers to Delivery #.
5. Receive Payment on Mission Card.

Experience: A previously completed 
Mission may be used to increase the odds 
of success when attempting a Mission of 

the same type. Directly after taking a Mission Action that requires a Ï[d20] 
roll: The player may discard one of their previously completed Missions of the 
same type and roll the Ï[d20] again, keeping only this new result.
(ex. You’ve already completed 2 Research Missions, and their cards are face-
down in your play area. You attempt a third Research Mission. When taking 
the Research Action, you roll the d20 and receive a 2. You discard one of your 
previously completed Research cards to re-roll the d20 and receive a 3. You 
then spend your final remaining Research card and re-roll the d20 one more 
time, receiving a result of 16.)
Missions without Ï[d20] rolls are not affected by Experience.
Death: When a player’s ship is destroyed, any Active Mission he has is 
immediately discarded.
Abort Mission: A player may discard his current Active Mission by taking 
a Jettison Cargo (Minor) Action. Place the Mission Card in the Mission Card 
Discard Pile. There are no negative repercussions for discarding a Mission.
Discard Pile: If the Mission Card Deck runs out, shuffle the Mission Card 
Discard Pile and create a new Mission Card Deck.
Shortest Flyable Distance: Some Missions require players to calculate the 
shortest flyable distance, measured in Sectors.  To calculate this distance, 
start from the Sector Tile containing the “Pick up” Mission Point and count 
the fewest number of flyable tiles you need to move into to reach the tile 
containing the “Deliver” Mission Point. You must count the most direct route 
that it is possible to fly. Do not count unexplored space or Star Sectors as 
flyable tiles. Gate “special movement” is never used when calculating shortest 
flyable distance.
(ex. If the “Pick up” Sector is adjacent to the “Deliver” Sector, the shortest 
flyable distance is 1 Sector.) 

(Note: Mission cargo / passengers are symbolic and do not have a physical 
representation or take up Hold spaces: Goods, Contraband, Passengers, etc. 
For example, nothing is actually stolen on a Thief Mission.)
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Cargo Cubes

Outlaw Missions

Cube Types

Mine / Salvage / Harvest

Plasma: These translucent, teal cubes are represented on the board 
by a teal cube with a “P” on each face. They can be purchased at 
Neo Damascus, Harvested from Lower Stratus, and sold at Lunari.

Cyber: These solid-purple cubes are represented on the board by 
a purple cube with a “C” on each face. They can be purchased 
at Lunari, Salvaged from Pelmont and Kreller IV, and sold at 
 Doravin V.

Cargo Cubes 
represent 
goods that 

are traded throughout the system. Cargo Cubes 
can be acquired and sold for Credits and Fame. 
Cargo Cubes are stored in empty spaces in the Hold of a ship, one Cargo Cube 
per space.
There are three ways to acquire Cargo Cubes:

•  Buy: Cargo Cubes can be bought from a Planet’s Buy 
Space. Players can use a Buy Cargo Cubes Action to 
buy two of the specified Cargo Cubes for 1,000%. 
To buy Cargo Cubes, the player must have enough 
empty space in their Hold. Players may purchase as 
many Cargo Cubes as they desire, as long as they have 
enough Credits and space in the Hold. The Smugglers 
Den sells Cargo Cubes of any color.

•  Mine / Salvage / Harvest: Cargo Cubes can be obtained by Mining 
Asteroid Fields, Salvaging technology from Debris Fields, and 
Harvesting Nebula gasses. See Mine/Salvage/Harvest, later on this 
page, for more details.

•  Collect: Cargo Cubes that have been Jettisoned onto the game board 
can be collected by using a Collect Cargo Cubes (Minor) Action while 
on the same space as the Jettisoned Cargo Cubes. The player may 
collect any number of the Cubes in the space, as long as she has room 
in the Hold. A player may not collect any Cargo Cubes they have 
jettisoned in the same turn.

When a player acquires Cargo Cubes, the Cargo Cubes are placed into the 
player’s Hold.  Once placed, Cargo Cubes may only be rearranged during 
that player’s Business Phase. Once acquired, Cargo Cubes can be Sold or 
Jettisoned:

•  Sell: Cargo Cubes that match the icon on a planet’s Sell 
Space can be Sold at that planet’s Sell Space. Players 
can use a Sell Cargo Cubes Action to sell as many of 
these Cargo Cubes as they want for 1,000% per Cargo 
Cube. If a player Sells all the Cargo Cubes in her Hold, 
she also receives one Fame Point. A minimum of 2 
Cargo Cubes is required to receive the Fame Point. 
Planet Loath buys Cargo Cubes of any color.

•  Jettison Cargo: Players can take a Jettison Cargo (Minor) Action to 
Jettison any or all Cargo Cubes from their Hold. Remove the Jettisoned 
Cargo Cubes from the ship’s Hold and place them on the game board 
on the same space as the jettisoning ship. A player that jettisons 
Cargo Cubes cannot pick those cubes up in the same turn.

•  Damage: If a Damage Marker is placed in a Hold Space currently 
holding a Cargo Cube, the Cargo Cube is immediately Jettisoned.

There are 5 types of Cargo Cubes:
Spice: These solid-orange 
cubes are represented on the 

board by an orange cube with an “S” on each face. They can be 
purchased at Kemplar II, Mined from Outpost 338, and sold at 
Neo Damascus.
Holo: These translucent, pink cubes are represented on the board 
by a pink cube with an “H” on each face. They can be purchased 
at Azure, Harvested from Burning Horse, and sold at Kemplar II.

Terra: These solid-green cubes are represented on the board by 
a green cube with a “T” on each face. They can be purchased at 
Doravin V, Mined from Red Gulch, and sold at Azure.

There are 3 additional ways to obtain Cargo 
Cubes. Players can Mine Asteroid Fields, 
Salvage from Debris Fields, and Harvest 
from Nebulae. 
In order to do so, the player must be on a Mining, Salvage, or Harvest Space 
and have at least one free space in his Hold. The player then declares he is 
taking a Mining, Salvaging, or Harvesting action. For each Action, roll a 
Ï[d20] to determine the results of the attempt:
Mine Action:  This Action represents the ship’s dangerous attempt to match 
velocity and trajectory with an asteroid in order to mine the valuable minerals 
and alloys:

•  1-10 (Failure): The ship receives the number rolled 
as Damage (}). (The ship collided with an asteroid.) 
Shield Outfits and Special Abilities may be used after 
the roll to mitigate this Damage.

•  11-20 (Success): The ship receives one Cargo Cube 
of the type displayed on the Mining Space. Players 
may attempt to Mine a single Mining Space multiple times within their 
turn.

Salvage Action: This Action represents the player’s attempt to pick through 
the hazardous remains of past battles and derelict ships to try to find something 
of value in the old wreckage:

•  1-3 (Failure): The ship is immediately destroyed. 
(A leftover space mine or unstable reactor has 
detonated!) This cannot be prevented with Shield 
Outfits or Special Abilities.

•  4-20 (Success):  The ship receives one Cargo Cube 
of the type displayed on the Salvage Space. Players 
may attempt to Salvage a single Salvage Space multiple times within 
their turn.

Harvest Action: This Action represents the ship’s attempt to harvest the 
elusive gasses that collect near the nebula’s more volatile regions: 

•  1-10 (Failure): The ship loses Energy equal to 
the number rolled. (An electrostatic anomaly has 
absorbed the ship’s Energy.) Shield Outfits and 
Special Abilities may be used after the roll to 
mitigate this Energy loss. 
If the player does not have enough Energy to satisfy 
the loss, then he must disarm Armed Markers, 
moving them to the Disarmed section of the Ship Mat (one per Energy 
lost). If his total Energy and Armed Markers are less than the roll, the 
player is immediately Stranded (See - Stranded pg. 9).

•  11-20 (Success): The ship receives one Cargo Cube of the type 
displayed on the Harvest Space. 
Players may attempt to Harvest 
a single Harvest Space multiple 
times within their turn.

These, like all Actions (except 
Impulse), cannot be taken while 
Stranded.
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Capitalism: Cargo Cubes and Credits

Cargo Cubes in the Hold



Drift Systems

% Credits
NPC Details

Non-Player Ships

NPC Types

> Loath

Ties / Disputes

Credits (% or “cR”) are the 
currency of Xia. Credits are 
represented by metal Credit 

coins. Credits come in increments of 1,000% (silver) and 
5,000% (blue). 
Players can spend Credits to purchase repairs, new Outfits, new 
ships, and even Fame Points! Credits can be acquired in many 
different ways:

•  Exploration: Players can seek out unclaimed Exploration 
Tokens, some of which offer 1,000% as a reward.

•  Missions: Each Mission specifies how many % the player will earn by 
completing it.

•  Selling Cargo Cubes: Cargo Cubes sell for 1,000%.
•  Bounties: Ships that have a Bounty (=) on them can be destroyed to 

earn that Bounty.
•  Free Trade: Players can give their Credits to other players freely. This 

allows players to bribe other players and forge alliances. (Bribes and 
alliances can be broken and are not considered binding.)

•  Ship Special Abilities: There are some ship Abilities that will help 
players get Credits.

Defense: When attacked, an NPC will 
automatically defend. For each Attack 
Action, use the defense specified 
in the blue “Defense” section of 
the NPC Card.
Damage: When taking damage, 
the player controlling the NPC 
takes Damage Markers (}) and places them on the NPC Card. When the 
number of } on the card equals or exceeds the number needed specified in the 
yellow “To Kill” section of the NPC Card, the NPC is destroyed.
Death and Respawn: When NPCs are destroyed, the NPC Miniature is 
immediately removed from the game board and placed on the NPC Card. The 
player who destroyed the NPC takes any Credits and Fame Points specified 
in the green “On Kill” section of the NPC Card. If one NPC destroys another 
NPC, the Credits on the destroyed NPC’s Card are taken and placed on the 
attacking NPC’s Card. (ex. The Enforcer destroys the Scoundrel. Any Credits 
on the Scoundrel’s NPC Card are taken and placed on the Enforcer’s NPC 
Card.) NPC’s also “forget” their most recent attacker when they are destroyed. 
Otherwise, the Death and Respawn of an NPC follow the same rules as those 
for players (See - Death pg. 9).
Movement:  NPCs will avoid: Asteroid Fields, Debris Fields, Planetary 
Shields, and Stars. Nebulae do not affect NPCs. NPCs can use Gates. NPCs 
cannot take Scan or Blind Jump Actions, and therefore cannot move into 
unexplored Sector Tiles. NPCs always take the most direct route to their 
targets. If there is more than one most-direct route, the player controlling that 
NPC determines the path.

•  Unreachable Sectors: Because of the random layout of the board, it is 
possible for there to be Sectors that are unreachable by NPCs without 
crossing through a regularly avoided border. In this case, the NPC will 
move through the safest / most direct path to reach that Sector. The 
safest path is determined in this order: Asteroids, Debris, then, as a last 
resort, Planetary Shields. NPCs must apply effects of these borders in 
the same way a player would.

Non-player ships (referred to as Non-Player 
Characters, or NPCs) are autonomous ships 
that are controlled by sets of rules. 

There are three unique NPCs included in the base game: Enforcer, Scoundrel, 
and Merchant. Each NPC has an NPC Card that outlines its Actions. NPC 
Cards are dealt out at the beginning of the game (See - Setup pg. 2). The 
player dealt the NPC card for a particular NPC will be responsible for 
carrying out that NPC’s Actions throughout the game. However, the player is 
not affiliated with the NPC in any way.
Spawning
NPCs are introduced onto the board (Spawn) only when that NPC’s specific 
Sector Tile has been placed on the board. Each NPC card states which tile that 
NPC will Spawn on. When the NPC Spawns, place it on the Spawn Point of 
the corresponding tile. If the Spawn Point is occupied, place the NPC on 
an adjacent unoccupied space. If the NPC is destroyed, it Respawns at a 
random Spawn Point just like player ships.
NPC Turns
At the beginning of the game, the NPC Cards are shuffled and dealt to the 
first three players. A player takes a turn for the NPC he controls directly after 
his turn. NPC turns do not have phases like player turns. To take an NPC 
turn, the player simply reads the NPC card from top to bottom, following 
the directions. A round of Player and NPC turns in a 4 player game will look 
something like this:
1. Player 1’s turn.
2. Player 1 takes a turn for the Scoundrel.
3. Player 2’s turn.
4. Player 2 takes a turn for the Enforcer.
5. Player 3’s turn.
6. Player 3 would take a turn for the Merchant, but the turn is skipped 

because the Merchant hasn’t spawned yet.
7. Player 4’s turn. (Player 4 did not receive an NPC Card, as there are only 

3 NPCs in the base game, so there is no NPC turn after player 4’s turn.)
8. A new round starts with Player 1’s turn.

Enforcer ( < Lawful): The 
Enforcer is the law. The Enforcer 
targets nearby Outlaw ships, 
moves towards them, and, if possible, attacks. If there aren’t any 

nearby Outlaws, the Enforcer patrols between Lawful planets. If attacked, the 
Enforcer will attempt to retaliate. The Enforcer can never have a Bounty on it.

Scoundrel ( > Outlaw): The Scoundrel is a dirty pirate. The 
Scoundrel will hunt down any nearby Innocent ships. After 
attacking, the Scoundrel will run away towards its home planet 
of Loath. If attacked, the Scoundrel will attempt to retaliate. The 

Scoundrel cannot enter Lawful planets since it always has a Bounty (=) on it. 
The Scoundrel will never target the Enforcer (he’s a coward!)

Merchant ( Ø Neutral): The Merchant is a peaceful trader. During 
each of its turns, the Merchant will move along a trade route. 
Each time the merchant arrives at a planet’s Sell space, it will gain 
1,000%. As the game progresses, the Merchant will become more 
and more wealthy, a tempting target for pirates! (Note: Merchant 
does not actually buy and sell Cargo Cubes, the trading is merely 

symbolic.)
For more details read each NPC’s Card.

Ties or rule disputes should be resolved with 
the ¶[d20] as follows:
Divide 20 by the number of ties / disputes 
(ex. for a tie between two ships/players, choose 1-10, and 11-20. A dispute 
between three ships/players should be 1-6, 7-12, 13-18 (19-20 is a re-roll)).
The number rolled determines the winner. In the case of a rule dispute, this 
result lasts for the rest of the game.
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Inhabitants of Xia: Non-Player Characters



Ø Neo Damascus

Drift Systems

< Kemplar II

Ø Azure

> Loath

< Lunari

Ø Doravin V

> Smugglers’ Den

A colony world in the process of terra-formation.
Terraforming was going to be the future; we 
thought we could turn desolate worlds into 
paradise. In reality, the only worlds capable of such transformations 
are ice planets with earth underneath. Greenhouse gasses are 
released into the atmosphere and much of the water is shipped off 
world. The process lasts upwards of a millennium.
The colonies of Neo Damascus are built below the surface of the ice, 
with only small ports abovegrounds. Most colonists work at the gas 
plants. These underground facilities generate the needed greenhouse 
gasses that will blanket the surface of the world and eventually warm it. However, in 
recent months, something below the ice thawed.
Simply known as the plague, a terrible viral infection was released upon the population. 
We have no known cure. The plague first manifests by subconjunctival hemorrhages, 
causing the whites of the eyes to turn blood red. Thousands have fallen victim, many 
have died. Those who remain living are locked in the Quarantine Zone.
Needless to say, the tourism industry on Neo Damascus is in a bad way...

Drift Systems are galactic anomalies. Located 
between the spiral arms of the galaxy, powerful 
gravitational forces cause their orbits to seem 
random; they appear to “drift”. Of the few drift 

systems in the galaxy, only one is inhabitable: Xia. 
The remarkable gravitational and electromagnetic fields in Xia create environments that 
cannot be found anywhere else in the galaxy. Xia is a pioneer system, not regulated by 
one of the larger galactic empires - an independent, and often chaotic, system. Being 
equal parts peril and opportunity, Xia is uniquely suited to a captain such as yourself.

For millennia, the seat 
of power in Xia has been 
Kemplar II. Within the 
vast, aging cityscapes, the 

noble houses, embassies, and politicians dwell, holding the realm 
together. Or that is what they would have you think. Those opposed 
to governance say that Kemplar II is more a den of thieves than 
even Loath.
Diplomacy, backstabbing, military coups, wise and foolish leaders – these belong to 
Kemplar II’s eclectic past. It was here the war started, and here the peace was made.
A once-beautiful world, its marble streets and ancient halls are shrouded in ruin and 
decay after decades of strife and mismanagement. Faded lords now bicker and squabble 
over the scraps of former glory.
The peace has lasted for 413 years. Fragile and fleeting, most likely, like the beautiful 
oases that flourish, then fade, in Kemplar II’s arid Sea of Sand...

Amid the war-torn system 
of Xia, there is one shining 
gem: Azure.

Named for her deep blue hues, she is a bastion of tranquility and 
excess. Of all the planets, Azure has known more than her fair 
share of peace. Azure is first and foremost a tourist world, shuttling 
in the rich and famous to cavort and fritter away the precious 
credits that keep Azure’s economy thriving.
Strict visa policies keep out the “riff-raff” of the galaxy. Azure holds the motto, “Out of 
sight, out of mind,” in all of its dealings, preferring to keep up appearances rather than 
tackle difficult socio-political issues.
The dense foliage of Azure’s island jungles and the sparkling waters of its oceans are 
home to dangerous and exotic wildlife. Many come from across the galaxy to hunt the 
pungent Humkars, prized for their tusks, horns, claws, hide, fur, scalps, tails, fins, eggs, 
and delicious meat. In the old days, hunting the Humkar was a coming-of-age tradition 
referred to as the “Great Hunt.”
Mega-resorts dot Azure’s sandy beaches, while starliners slowly circle, dip, and meander 
through her beautiful oceans before launching skyward once more. Those lucky enough 
to visit Azure will not soon forget her charms.

Centuries ago, Loath was a 
prison planet. 
Criminals were left to mine 

the mineral-rich crust for valuable metals, while guard stations 
hovered in low orbit, keeping relative peace. These metals were 
traded for rations, clothing, and precious water, not to mention 
lining the guards’ pockets… 
The acid air kindly shortened the life sentences of the inmates. However, during the 
Lesser Rebellion, the prisoners overthrew the orbital guard stations and began setting 
their own terms. Trade flourished for their much relied-upon metals. 
Now, Loath operates outside of official channels, governed by a union of workers. 
While Loath is officially an outlaw world, most know it’s only a political label. Loath is 
welcoming to any and all citizens, though things can get a bit “rough” if you don’t make 
the right “friends.” 
 If you need a fence, you don’t have to look far. The sub levels of Loath’s filtered-air 
tunnels are a veritable beehive of morally ambiguous trade.

The vast, purple tundras and emerald oceans of 
Lunari are home to some of the most chemically 
complex flora and fauna in the galaxy. The first 
settlers were philosophers and free thinkers, looking to expand 
their minds and build a practical utopia of study and nature. As 
generations passed, the small, rural colonies, with their rustic 
school buildings, gave way to larger institutions. Present-day 
Lunari has a galaxy-wide reputation as a center of advanced 
learning and bleeding-edge research. However, reputations are oft 
misleading...
The great universities of Lunari have long since given in to corporate monetization. The 
fall from pure academia was slow, but far-reaching. Classrooms sit under layers of dust, 
as there are precious few credits to be made sharing knowledge these days. The lax laws, 
originally laid down to provide a purer pursuit of truth, are being exploited to create 
terrifying experiments and technological monstrosities.
Scientists masquerading as faculty conduct research other planets forbid, all in the 
name of advancing understanding. The corporations funding this “research” are just as 
cutthroat as the technicians doing their dirty work. Slow progress is seen as cause for 
dismissal, while failure can have serious consequences.
On Lunari, it is just as dangerous to be a scientist as a specimen.

A rich and diverse soil set has allowed Doravin V 
to become the produce capital of Xia. Before the 
war, the atmosphere was peaceful and cultured. 
All manner of spacers and vagrants settled down to become pioneers 
in the old style; they grounded their starships and repurposed their 
technology for agriculture. Those seeking a simpler, more elegant 
way of life found Doravin V to be a fertile homestead.
Sadly, the tremors of the war were felt even on Doravin V. A 
community of warring clans has sprung out of the fecund ground.
The Winter Wars determine who possesses what lands. When winter ends, so do the 
wars. During the production months, there is a common peace until harvest ends, at 
which point the struggle begins anew.
Strict regulations for combat ensure the fertile land isn’t scarred by the strife. All 
vehicles must be hovercraft, and all ammunition must be biodegradable. 
Off-worlders often misunderstand the warring culture: “They’d drop their mother, before 
they’d drop a tree!”

The Smuggler’s Den is an outlaw base hidden 
deep within a dangerous asteroid field. Originally 
set up as a mining operation, it was abandoned 
once the field had been picked clean. Smuggler’s Den is one 
of the only Sectors to profit from the war. The smugglers 
were more than happy to provide both sides with whatever 
they needed. They did it, but they weren’t just doing it for 
money; they were doing it for a #!&* load of money! 
While the Den maintained its drab outer appearance, the 
inside of the hollowed-out asteroid became quite lavish. 
Halls of gold, pearl fountains, and Mu’ndark-skin beds with 
princely thieves lying in repose.
Now, the Den is known throughout the system for its rich black-market trade. Crooks 
and criminals throughout the galaxy come to find safe haven and what little community 
there is to be had among thieves. Also, the food court is huge!

pg. 17

Lore: Drift Systems and Major Sectors

(Note: The Lore sections do not contain further rules, but are intended for entertainment.)



Â The Keep

Ô Xia

Ú Burning Horse

Â Pelmont

Ò Deltus Gate

Æ Red Gulch

Ú Vortex 86

Ò Expedior Gate

Æ TK-421

Ó Lost Sector

Ú Lower Stratus

Â Kreller IV

Ò Tigris Gate

Æ Outpost 338

After the Lesser Rebellion, Loath was no longer 
an option for holding inmates, so the government 
set up a new prison. One with a purpose. The inmates of the enormous prison ships of 
The Keep sift through the wreckage of the war, stripping old ships and battle platforms, 
which are melted down into their basic elements.  
While many decry the harsh treatment of prisoners, the government is quick to remind 
its citizens: The Prison-Ship Corp. is an equal-opportunity employer.

The guiding gravitational center of all the Sectors 
in the drift system is Xia. The composition of 

the star of Xia is an anomaly among anomalies. The grav-well generated by the star is 
far beyond what its size should dictate, keeping the solar bodies well and truly drifting 
along with it. As if that wasn’t enough, the solar rays from Xia do not spread and decay 
as quickly as a normal star, allowing near-perfect heat transference for planets near and 
far in the system. These anomalies are what make this the only known inhabitable drift 
system. While other drift systems are full of planets that frequently go from charcoal 
husks to frozen wastes in the blink of an eye, Xia is uniquely stable.

The dense, solar fogs that accumulate around the 
more volatile regions of the Burning Horse nebula 

were the perfect spot to hide an advanced weapons research facility. The out-of-the-way 
location, coupled with the fact that the nebula made it almost impossible to penetrate 
with scans, ensured it was hidden for the entirety of the war. This was the facility that 
developed the devastating Tactical Nova that wiped out nearly two entire fleets at Kreller 
IV.
Once the war was over, the facility was officially mothballed as a part of the peace 
agreement. Unofficially, the facility never took a day off. The large space station is a 
vast hulk of poorly planned and interconnected systems. It looks almost like a thousand 
scientists welded their hair-brained laboratories together to form a super-commune of 
uninhibited research. Actually, that’s exactly what happened.
Technology is the propellant that drives Burning Horse onwards, and, galaxy-wide, tech 
enthusiasts seek out this behemoth of metal and science to peer beyond the present and 
glimpse the future.

A silent starship graveyard. Nothing moves among 
the skeletal remains of the ships, save the ghosts of 

warriors past. Pelmont is a quiet place, far from prying eyes, making it ideal for unseen 
rendezvous. The debris scattered here is still dangerous, and many captains won’t “sail 
her waters.” An insignificant Sector before the war, and after, only memories of what 
was lost remain.

The Deltus was the first gate discovered. At the 
time, such a device had not been seen. Its true 

purpose was hidden for years. Many believed that it was a holy symbol, a symbol of 
hope. Others thought to harness it’s apparent power for economic gain. The Deltus was 
a mystery until a daring captain braved the vortex. It was 3 years before he was seen 
again, driven mad by the long, lonely trip home. It wasn’t until his ship’s data logs were 
scoured that his travels could finally be understood and the power of the Gates was 
revealed.

Red Gulch is fairly stable, for an asteroid field, 
which isn’t saying much. The preliminary deep-

space scans showed Red Gulch had potentially high yields of alloys and minerals for 
those daring enough to mine it.
Unlike their terrestrial brethren, space miners are half-crazed daredevils who risk their 
ships and lives (which they see as less important than their ship) to pilot close enough to 
a random-velocity mass to grab anything of value, before getting out of Dodge.
The mining industry here has caused the usual niche businesses to sprout up on the 
outskirts of collision-space. Drydocks, mobile refineries, and shipping ports sit safely out 
of reach behind overpowered shields.

Captains fear Vortex 86. Aside from the large 
slip-space-anchored Rim Casinos - which give 

gamblers spectacular views of the ever-swirling vortex – most avoid the Sector. Many 
starships have been lost to the thick, twisting mists.  The vortex has been known to jam 
sensors, muffle communications, and hamper systems from functioning properly.
While generally dismissed, rumors of ships that operate from inside the nebula persist. 
Supposedly these pirates, known as the Ghost Ships, waylay merchants and cargo craft, 
then disappear back into the mist without a trace. Disgruntled insurance companies 
blame drunken piloting, or underhanded dealing, refusing to believe in these “ghost 
stories”. 
Other captains have reported picking up odd radio signals and half-garbled 
communications when sailing too close to the edge... 
Who knows what lurks in the vortex?

Expedior was the second gate found. The discovery 
of their true purpose – instantaneous transportation 
of physical matter – was not thought to be possible. Science had long since hit a wall in 
the area of teleportation. The gates brought those beliefs crashing down. 
Trade between systems flourished. A new era of prosperity began. Governments and 
corporations galaxy-wide poured trillions of credits into the Drift System of Xia, hoping 
to gain the secret of the gates. But try as we might, it was beyond us. The ancient ways 
in which they were constructed could not be retro-engineered.

The only thing remarkable about this constantly 
jostling chaos of rock is that there’s nothing 
remarkable. It’s a quiet Sector; the nightlife of TK-421 isn’t exactly thriving. Asteroids 
here contain only trace amounts of anything worth mining, so TK-421 remains largely 
untouched. The orbit of this Sector usually keeps it in the outer rim of the system.
The primary through-traffic is cargo haulers and deep-spacers on their way to other star 
systems. Refueling stations, espresso joints, and star-hotels sport the slogan, “Last stop 
for the next 245 parsecs!” They sell some sweet souvenir shot glasses and hand-painted 
thimbles. Also, you should stop in and see the system’s Largest Ball of Nano-Wire!

The inky blackness of the Lost Sector is eerie in its 
emptiness. Such a vast and empty space can only 
truly be summed up as a void. Many starships have been stranded in this deep-space 
vastness, only to be found years later in dead-drift, life support having long since failed. 
Countless widows have this seemingly innocuous Sector to thank for their loss.

Of the nebulae in Xia, Lower Stratus is the calmest. 
That isn’t to say there aren’t dangerous areas, 
but many captains have learned to avoid them. Lower Stratus has given birth to a large 
industry of gas-collecting Harvest Ships. These operate inside the nebula for months 
at a time, collecting, sorting, refining, and compressing the valuable gasses that have 
collected here over the millennia.

The battle at Kreller IV was significant. 
The Tactical Nova employed here destroyed ships 
of both fleets as they joined in battle. The war was almost won at that point, but the 
devastation wrought could not be undone.  
After the battle, many commanders and captains went rogue. Calling themselves the 
Nomads, they live their lives in space, only making planetfall when absolutely necessary. 
The Nomads do not bury their dead, but send them out to travel the sea of stars.

The discovery of the Gates ushered in an age of 
prosperity. But great wealth brings power. And, as 
you know, dear friend, power corrupts. 
In the fifty-first year of the war, the Tigris was damaged. The battle that raged between 
the Gates was most heavily centered around her. Ships warping in and out of real-space 
in the blink of an eye; entire squadrons launching volleys before vanishing back into the 
void.
The starship graveyard surrounding Tigris still lingers today. Far too dangerous for 
corporations to exploit, only daring adventurers seek this gate. Many attempts have been 
made to repair the Tigris, but the old ways have been lost. 
With her tether broken, only those bold (or foolish) enough to venture into her swirling 
embrace know where the Tigris leads...

The outpost in Sector 338 was originally a military 
stronghold, long before the 100 Years’ War. The 
stronghold was only briefly used, then later abandoned. After the peace was made, the 
derelict remains were renovated by corporations hoping to do some off-the-grid R&D. 
However, the rising star of rival Burning Horse’s laboratory left the investment flat. 
Corporations tried to recoup some of their losses by turning the outpost into low-income 
housing for vagrants and miners. The once-polished bulwark has become a slum. The 
cyclical nature of the station is that once families move there, they cannot scratch 
together enough credits to leave. Positioned in an asteroid-strewn Sector, stale air and 
cramped confines don’t hold promising prospects for the inhabitants of Outpost 338.
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Credits

Ò Expedior Gate

Æ TK-421

Ú Lower Stratus

Â Kreller IV

* Spice

Kemplar’s Rulers

* Holo

Pulsar Shields

* Plasma

Mon-Mangos

* Terra

FTL Drives in Drift

* Cyber
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In Xia, Spice can only be found in rare asteroids 
and the Sea of Sand on Kemplar II. 

Galaxy-wide Spice has a notorious history. While there are some deposits of Spice in the 
drift system of Xia, it is by no means an abundant lode, and certainly not enough for the 
larger powers of the galaxy to take notice. The spice must flow...

Kemplar II is the official ruling planet of the drift 
system of Xia. The study of how that power is 

allocated and wielded is larger than this short text is capable.  
Needless to say, there are high-grade AIs that have difficulty reconciling its lengthy, 
often-contradictory laws. The eclectic ruling parties consist of hegemonies, great houses, 
politicians, electorates, councils, lesser councils, ambassadors, six royal families, and 
one czar.

Once refined, Holo is a stable and useful substance. 
It was first named for its breakthrough use in 

Holograms as “Hologram Projection Matter™” (licensed by Grell Corp.). However, 
since using the full name requires paying royalties, most simply referred to as “Holo.” 
Holo has a ridiculous amount of applications, not known since the depletion of fossil 
fuels; Holo can be found in everything from imbedded electronics to starship hulls.

The powerful shields that surround the planets of 
Xia are too large to be fully operable at all times. 

To cover such a vast area, planets use Pulsar shields. These shields use a sweeping 
refresh, or “pulse”, at quick semi-random intervals to maintain power. 
This means that for very short periods of time there are regions of the shield that are very 
weak.  
The closest similarity would be what children call a “jump rope” - if a captain times his 
flight correctly, he can pass through the shield, unscathed and undetected.

A liquid-gaseous energy. Plasma is one of the 
elements required to make FTL drives function. 

Plasma is found throughout the galaxy, and lacks any special properties. However, 
because of the incredibly large market, Plasma is always in demand.

A fermentable fruit that grows only on Azure. 
Attempts to grow it off-world have been made, but 

none successful. The fruit is as delicious as it is intoxicating.  
Because of this, most worlds have passed a complete prohibition on the fruit. Only 
on Azure can you freely imbibe mon-mangos, leading mango runners to smuggle the 
delicate fruit off-world in stasis capsules to the highest bidder.

An all-encompassing term that means “from the 
earth.” Terra is used to refer to anything that comes 

from a terrestrial body including: Alloys, crops, minerals, fossil fuels (what precious 
little remain), and all manner of produce. There isn’t a planet in the ‘verse that can go 
without Terra. It’s not glamorous work, but shifting Terra pays the bills.

High gravity flux in a drift system is what gives 
the solar bodies their erratic orbits. It also wreaks 

havoc with faster-than-light drives. When attempting to calculate jump trajectory, a 
Nav-computer’s inability to process the complexity of the surges causes it to function 
unreliably.
The simplest terrestrial analogy is a boat on an ocean at storm. The craft might have a 
strong engine, but the waves will dictate just how far the ship moves.
This unreliable FTL travel is the primary reason the Drift System of Xia is always in 
short supply of captains.

A truncated version of the word “Cybernetics.” 
Usually reserved for higher-powered technology 

that is too expensive for the common man. Almost all exports from the advanced 
research centers on Lunari are labeled Cybernetics.  
Many of the technologies from before the war are highly prized. Picking through the 
debris of old warzones isn’t safe, but a captain could retire on a full haul of Cyber.
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My amazing sons Zealan and Judah! I hope you will enjoy this game in years 
to come. I love you to the moon and back!
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Action Phase

Business Phase

Status Phase

Normal Space

Æ Asteroid

Ú Nebula

Â Debris

Ô Star

< Ø > Planet

Ò Gate

Combat

@ Fame Points

Icon Key

1. Declare

2. Spend / Roll / Draw 

3. Resolve

Available Actions

Move
•  Engines
•  Impulse (even if Stranded)

Attack
•  Blasters
•  Missiles
•  Ram

Missions
•  Draw Missions (Minor)
•  Mission Objectives 
•  Complete a Mission

Cargo Cubes
•  Buy Cargo Cubes
•  Collect Cubes (Minor) 
•  Mine / Salvage / Harvest
•  Sell Cargo Cubes

Explore
•  Scan Sector
•  Blind Jump (Minor)
•  Collect Exploration Tokens (Minor)

Other
•  Special Abilities
•  Rescue a Stranded Player
•  Jettison Cargo (Minor)

•  Recharge Energy - Free

•  Repair Damage
 $Tier 1: 1000%
 ^Tier 2: 1000%
 &Tier 3: 2000%

•  Buy Outfits
 Small: 1,000%
 Medium: 2,000%
 Large: 3,000%

•  Sell Outfits
 Small: 1,000%
 Medium: 1,000%
 Large: 2,000%

•  Rearrange Hold - Free

•  Buy New Ship
 ^Tier 2: 5,000%
 &Tier 3: 8,000%

•  Buy Fame: 5,000% for 1@

1. Claim Fame
2. Draw Titles
3. Refresh - Abilities and Impulse
4. Arm Markers

1. Acquire Target
•   Range
•   Line of Sight

2. Declare Attack

3. Declare Defense

4. Roll

5. Resolve

6. Re-arm

Explore 
Discover @ in Exploration Tokens.

Complete Missions 
Each Mission you complete is 
worth 1@.

Combat 
Destroying another ship earns you 
Fame Points:

$ Tier I Ships are 1@.

^ Tier II Ships are 2 @.

& Tier III Ships are 3 @.

Trade 
Sell all the Cargo Cubes in your 
Hold - receive 1@.

Ships 
Purchasing a new ship earns you 
1@.

Wealth 
You may purchase 1@ for 5,000%.

Kindness 
Rescue a stranded player - By 
giving Energy to a Stranded player 
you receive 1@.

Titles 
Complete Title Objectives and 
earn the @ that accompany it.

Luck 
Earn 1@ whenever you roll a 
natural 20 on a ¶[d20].

Damage Marker: }

Fame Point: @

Credits: %

Mission Point: #

Ship Tiers: 1$, 2^, and 3&

Dice: £[d6] ¢[d8] §[d12] ¶[d20]

Bounty: =

Exploration Token: {

Sector Types: ¥Gate,  ªVoid,  
ÂDebris,  ÆAsteroid, ÚNebula, 
ÔStar, <Lawful, >Outlaw, 
ØNeutral

pg. 20

1-10 = 

11-20 = 

1-10 = 

11-20 = 

Roll for instant death

No special rules

Roll for Damage

Roll for Energy loss

Instant Death

Shield: Roll for 
Damage, passage, & 
Bounty. 

Special Movement

Line of Sight



Line of Sight

X

Line of Sight



Line of Sight

X

Line of Sight

X

Line of Sight

X

Entrance

< Lawful Entrance: If Bounty, can’t enter.

> Outlaw Entrance: If Innocent,    
                                      +1,000% Bounty.

Quick Reference

Line of Sight



1-10 = 

11-17 =

18-20 = 

1,000%
No Move

=

1-3 = 

4-20 = 


