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E Place Voidborn Fleet Power
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Place a starting Military Crisis

Place a starting Economic Crisis
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8D GoinBounty token Approach Damage

& Place Bounty token on sector Salvo Damage
\$ Discard Bounty token %

D Reclaim token Salvo Absorption i
b Gain Reclaim token Q)  Successfullyefended Combat ,
@ Place Reclaim token on sector
‘@ Discard Reclaim token

Trade token

Approach Absorption
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Influence

House mat

Galactic Event

Look at

Discard Galactic Event to
bottom

Upkeep

Upkeep satisfied

Invade

Invade Corrupted sector

Skirmish

Defend Skirmish

Gain amount

Spend amount

Highest valued

Lowest valued

Substitute resource (one way)

Substitute resource (both ways) CIVILIZATION TRACKS

Fallen House

Flip Fallen House card for

additional Technology slot
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Tutorial game: skip these rules

Tutorial: learn this rule before

playing Cycle 2

Corruption

Place/Gain Corruption

Remove Corruption

Move Corruption

Pure

Cannot be Corrupted

Corruption on sector

Corruption on House mat

Corruption on Civilization track

Corruption on Agenda slot

Place Corruption on Agenda

offer

Civilization track

Society track

S

lcon reference sheet

FOCUS CARDS

Economy track

Statecraft track

Advance on a Civilization track

Advance on lowest Civilization

track

Tierof atrack

Pure Civilization track

Focus card

Conguest Focus

Development Focus

Innovation Focus

Politics Focus

Production Focus

Progress Focus

Prosperity Focus

Reinforcements Focus

Temptation Focus

Crusade Focus

Dispersal Focus
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Build Sector Defense on a FLEETS

Voidborn sector
- @ Guild (any type) Build Sector Defense on Deployed Fleet Power
] adjacent Voidborn sectors
Bankers' Guild Active Fleet Power
— PRODUCTION ,
Engineers' Guild Inactive Fleet Power
] P .
? WA ) Stockpile/any resource
.//;/ @ Farmers' Guild . ) Corvette Fleet Power
/ Food
: Miners' Guild > Carrier Fleet Power
Energy
/ Scientists' Guild > Destroyer Fleet Power
e i Materials 2
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7, Credits :
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@@ Different Stockpile
m Empty Pure Guild space Active area

Production Level

INSTALLATIONS @ Production Yield

' “ Installation Produce a resource type

A Sector Defense @‘,’2
"= Overproduce
A Shipyard

@ Starbase * Produce the same resource type

‘.ﬁ\ Build Installation @ Produce different resource
types
\@.\ Remove Installation from non-
- Home sector

Pure Installation
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[nactive area

Activate Fleet power (from
Inactive to Active area)

Deactivate Fleet power (from
Active to Inactive area)

Same Fleet type

Overproduce without Influence
bonus

Different Fleet types

“ Regroup (move from sector to
> sector)




