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HOW IT ALL BEGAN..

_shoreline, they were pushing together more tightly than before. ltwas‘as‘fftheywere trying to

Theserrifts proylde a gateway to the center of a’ parallel unive

In the year 2301, a variety of species around the cosmos have develbpedthe ability to tra’vel'._;}' .
between stars. Some areas are under the control of robots with artificial intelligence,'c'yborgs,-'._-'-‘
humans, or alien life forms. Some have had no communication with any other faction o8
whatsoever, while some have joine‘d forces to form new republics and ‘planeta'ry nations.' hA

+ The universe was illuminated W|th an enugmatlc gllmmer as the time stood S’tlll After a brlef

shattering, appearing space objects started to pulse blue. Some are blgger some are smaller,
but they all glow, pulse and appearto be surrounded by some sort of energy field. -
The first ripple of this eventwas called a "rift", and it would eventually become thousands of .
rifts throughout space that would be known as "wormholes" - small holes in Sspace. The second rlpple 5
was even more unexpected: instead .of .shrinking away from “each ‘other: like waves on’ a; &
1
join together with their own gravitational pull! These created some sort of pathway, these “‘»
rifts were called "bridges" - massive portals that lead to other worlds waltmg to be explored o
» .:‘ .';. BA S ui’- "" .J.l‘ 3
e, allowing accessto vast ne" v -
forms of knowledge and technology. Some of these WOrl’ClS have beeri IéXplored but most'i
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remain unexplored. Factions have been exploring one p[a’rfét after, another for yearst they
have found many valuable resources and they have léarnéd manythi-ng‘s about the planets
they are exploring. But they have also encountered dangers llke un‘known creatures hostlle

nvironments orallen C|V|l|zat|ons 3 TN i"-»--' - ; .
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Nearly every planet in this new:-universe had an undlscovered sburce energy A green
glowing crystal like stone that gave more energetlc power than anyt ing 'known befor

Somehow however it seemed that this resource was |n a deeper connectlon

factions began to establlsh outposts in the new galaxues and expldnted the energy resou’f A =

hard as the could - prowdlng their home systems with nearly unllm'ﬁed energy
s : "\‘?".'3

events that could potentially wipe out all® llfe if left unchecked After ‘encountering vérldﬁ ;
anomalies where the resources were harve'sted the factions began to understand tﬁ?’dé@
bonding between the energetic material and the parallelunlverse T T g
- . A . . 3
However, by ignoring the fact that this new universe could collapse by further expl'ol ‘
factions tried to reach the biggest planets in the middle of the universe. On that |ourney to"éh ¢
center is where the true conflict between the factions began. Everyone was trying to harvest
as much resources as possible for. thelr home systems before the unlverse and rlfts we’Fe

collapsing. : AR o3 : y
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A dread and furlous galactlcal .COI’IﬂICt was on the rise for the absolc"fte nft d
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"3, Maove the resource per raur

sliderone pointup.
' Build planet upgrades

. Move units.

S1Fight / Negotiate

(Yo cin repeat phiase s Lon 05

Yournits hawe movement points ef)
. Recruit units and end your
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VESPIANS

TRADING OUTPOSTS GIVE YOU +2 OCC-CARDS INSTEAD OF ONE. YOUR

DIPLOMAT CAN RECRUIT FIGHTER AND INFANTRY UNITS. INSTEAD OF

RESOLVING A INSTANT OCC-CARD OR A OCC-CARD PLAYED AGAINST
YOU, YOU CAN SACRIFICE ONE OF YOUR DIPLOMATS.

YOU CAN BUILD FOLLOWING UNIT!
INFANTRY, FIGHTER, CARRIER, DIPLOMAT

GAIN THE CONTROL OVER A SYSTEM TO ADD A NEW UNIT TO YOI
ROASTER. YOU CAN ONLY GAIN TWO ADDITIONAL UNIT TYPES.

S UNITS SKILLS & BATTLE OVERVIEW 7

€] Toke control over-
e

battle

% 0 XCLOSE
chosen shig - OXMID
destroythe . : 0XLONG
* 1. “Draw two OCC-cards
. Gain resolrces and 2 figh
nits
. Move the resour(e per rour
slider ore point
- Build planet upgrides
. Move units
5.1 Fight / Negot

Vouriants have movemen: ponts eft
. Recruit units and end your
urn
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z Gain resources and
2 fighter units

1 Draw two OCC-cards
(learn more: OCC-cards)
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-~ . lookattherecource per

round counter
‘ white cubes count RS
as 5 resources \ )
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3 Move the resource per ll- Build planet upgrades
round counter one point up § (learn more: planet upgrades)

% 19. XAVELUM RASIS
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RESOU RCES PER ROUND

you need a planet
card with free space
for another planet
upgrade to build one

— .
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6 Battle / Negotiate (learn more:
battle / unit-skills)

5 Move units
(learn more: movement)

B LT~ o

If you have sent a diplomat unit to any civilized

From pointto  planet, you can use the "negotiation” skill to
s L instantly gain control over the planet. If you are
point: costs initiating a battle look into the detailed battle
movement chapter. After the negotiation or battle you can
point repeat step 5 if you have movement points left.

7 Recruiting / End turn (learn
more: recruitment)

You end your turn with recruiting
new units. You can only recruit
units that you have unlocked.



EVERY PLANET YOU CONTROL GIVES YOU +2 RESOURCES PER
ROUND. YOUR GOLEM UNIT HAS ADDITIONALLY ONE MID
RANGE ATTACK.

S ARTING UNITS: 5XINFANTRY / 2X CARRIER / 3 X FIGHTER / 2X GOLEM A1 £
E E STARTING RESOURCES: 5 = s ﬁ'ﬂ%
YOU CAN BUILD FOLLOWING UNITS:
INFANTRY, FIGTHER, CARRIER, GOLEM
GAIN THE COI OVER ASYSTEM TO ADD A NEW UNITTO YOUR UNIT
ROASTER. YOU CAN ONLY GAIN TWO ADDITIONAL UNIT TYPES.
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You can move your units as often as you want if they still.have unused movement point:

For example: You take one of your goliath units (that unit has t
ptanet in your system, take control over It Dy landing, mrantry
system. VVnen moving to a planet, you enter the planet orbit (you ptac
planet 5«1 LU 1 Nnportant k‘&« DALUCIETTEdECITTETTES

the goliath unit'stil
pledilite S 2le
>YStem point , tne
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The conflict zone sheet is double sided - On one S|de of the carton you have the spate -
conflict zone and on the other side the ground conflict zone.

When the battle begins players move their whole engag|ng un|ts onto the conﬂ|ct zone "'_°

‘<

area in the far range section (space battle) or m|d range section (ground battle) 7252 Rl
' 1 - 3 ; ¥ RISy
space conflict zone _ § ~-. ground conflict zone
I i B | ' : P— = & i Zirt ¢ j‘].

from midto |’

} ! close range
from/mid to I
closerange ¢
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from far‘ &
mid range "¢
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E d'to close range &«
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[(miorance ] | [[croserance | [wiomance ) | [(FARRANGE ]
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player 1start position ~  player 2 start position . Playerl startpogtlon“ iy 5%, P o
s . k L
’ P \ A player 2‘start p05|t|mﬁ.“}‘-"
A . : SR i . g 3 ’-\- | g
The battle proceeds through diff'erent'phases (The'Attacker starts)'. T
.1._

Phase 1: Far Range Battle -Deal Damage move to next sectlon &
: (this phase is skipped in ground battles) il

Phase 2: Mid Range Battle -Deal Damage -move to next section ' o b
Phase 3: Close Range Battle-Deal Damage-After this phase the units stay m'close fo mbat
Phase 4 (optional): Retreat (attacker or defender) : . -

Phase 5 (optional): Landing on Planet e y

At the end of each phase, damage is dealt and units' move closer tothe center. For e$<a .
At the end of phase one all remaining space units are moved to the mid range section. .
Some units have special abllltles they can use during the fight (learn more: unit skllls)

Every Planet controlled by a player has a planet outpost (1 close range attacl.< and g
lifepoints (LP)). The ground battle starts mid-range. Planet. ‘upgrades like m|l|tary base; .
shield generator and artillery take part of the ground battle and have LP and or Weapons#

(learn more: planet upgrades) ‘ e "% e ; s 1 .}.“ k
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WEAPONS AND RANGE

The result of each dice decides if a shot hits or misses.
In every case, if you roll the result “1", your shot misses.
In this table you see what you need to roll to actually hit
dependend on which weapons shoot and in which range
the target is in. For example: A close range weapon shot
only hits a target in far range when a “5" or “6" is rolled.

Close Range Mid Range Far Range
Close Range Weapons 4-6 5-6

Mid Range Weapons 2-6 3-6
' Jeapa 3-6 2-6
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S UNIT-SKILLS

"',REPAIIQA .RUSH‘;, After your enemy has .

'dealt'damage ‘in one of the battle

' phases. you can negate 4 damage in-one .

battle. *

A )
ey o

ROEKET 'BARRAGE: Target 3 enemy
roll. a dice for every
;'- ., chosen ship,. ify the Tesult is 4 or h|gher

_fighter Units,.
destroythe target ‘ _

i KAMIKAZE Ifdestroyed rolla dlce ifthe

~ resultis 3 or higher, targetﬂ enemy shlp o

and mﬂlct 3 damage to one shlp .
. '-.. ‘.‘w:";"-. ‘.

use thls

,,‘agamst shlelde‘d*Planets

~ OVERLOAD:
~additional shields. Choose. if you
want 1 ship to gain all 4 shields or

" unit can use this skill once in a

.'battle)

~ this unit gains +2 LP, +2 shields and
- BOMBARDEMENT 1II: If in Orbit of a

% BDMBARDMENT If |n Orb|t of ‘a.Planet, " .
ab|l|ty to ‘bomib - enemy . .
e > B buddmgs Inﬂlct‘1 damage to the &RLof

.~ .. all buildings..Bombardment is useLess :

NEGOTIATE: Take control over a

civilized planet by moving there
(even player controlled planets if
there is no infantry. and gain 2
0CC-cards and 2 fighter units.

Your

ships = gain

splitit as you please. (every support

3
2.
5
o

DEFENSIVE RING In home territory

Planet, use this ability to' bomb
enemy buildings. Inflict 2 damage to
t‘he'Lbeallbuildings.Bombardment §
IS u_ieless against shielded Planets. g
=
W

‘.T'A‘UNT: This unit has to be destroyed
" before any other

unit. can be
attacked. W S
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| LIFEPOINTS (LP)
3
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o 5 MOVEMENT WEAPONS
(e % 1 \ ( % 2X CLOSE
| 2 X MID
B /N <_ 2 2 X LONG

CAPACITY

USED CAPACITY

ﬁ;ﬂ

N I 3

unit type

— unit skills «*

BT ‘! FLAGSHIP
: ~ =l BOMBARDEMENT Il + ROCKETBARRAGE

cost per unit - oS
; lifepdints (L‘I‘f’)'/, shields

movement points perfound / weapons

capacity (p[ace to carry units) / place used by this
unit:-when carried by a another unit (zero means it
doesnt need to e carried -
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