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Crewmen hurry about the darkened bridge as the red alert klaxon sounds in the background. On the main viewer, the
Klingon D7 Baitlecrviser can be seen lozily turning about for what it no doubt thinks is a final pass. ..

Captain James T. Kirk pulls himself back into the captain’s chair. Leaning forward he streiches out his right hand, waifing
for the perfect moment: “Mr. Sulu. .. FIRE'”

Star Trek: Fleet Captains puis you in the command chair of the famous starships from the Star Trek Universe.
lt's part miniatures game, part space exploration, and part starship combat, but it's all Trek!

You and your opponent will assemble your fleet and set out to explore and control an unknown region of space. You will
explore strange new worlds, seek out new life and new civilizations. Starfleet Command and the Klingon High Council
have sent you fo complete a series of important missions. If you can complete enough missions and survive enough
encounters, victory will be yours!

Whether you are a fan of the movies, the Star Trek: Voyager series, the Star Trek: the Next Generation series, the Star
Trek: Deep Space Nine series, or the classic original, all the adventure and excitement of Star Trek awaits you! A
e



mﬁ.@ Star Trek: Fleet Capiainsindudes:

A) 1d 12 Klingon E} 50 Encounter Cards K.} 60 Conirol Tokens

Each (]lx anure represenrs a fumous  starship from the The strange worlds and curious adventures you tan discover during  Control Tokens are double-sided: one side shows
Star Trek universe. You will control o “fleet” of these ships,  the game are described on these cards. Each time your ship enters the Federation symbol, und the other has a
moving them around the board, exploring locations, and ~ an unexplored location, there is  chance that you will draw one of  Klingon icon. These fokens are used to show how
overcoming challenges. Each hgure has o special hosa that ~ these cards. See “Encounters.” much influence eath sids has af a location in space.
shows the starship's current {yslem Rotings. See “How fo Clix"G) 7 G See “Infulence Adions.”

fo learn how the unique Clix figures are used. Your objedives in the game, sent from high command. Each L) 15 Installation Tokens

GAI0E COIPUNE

B.) 4 Cammand Pos Mission Cmd describes o goal, and awards you victory points when  During your adventures, you may choose to
Your journey into the unknown begins from your own you complete it. There are three types of Mission Cards: Stience tonsiruct g variety of ouiposts, colonies, and siar-
Command Post. You an also use it fo help organize your  Missions, Influence Missions, and Comhat Missions. See “Missions.” ~ bases. These fokens are used to show the location
fleet and your missions. H.} 24 Starship Disploy Cards of these installations. See “Influence Actions.”

) 2 Deck Consoles Every siarship in the gome has o moiching Starship Display Card. M.} 12 Scon Tokens
These fles are placed next to the board to help sort and These cards show all of the abilities and System Ratings for that  Ships have powerlul sensors that can be used fo

organizs the various cards used during the game. ship. See “Starships.” scan neorhy regions of space. Since your ships have
D) 50 Location Tiles 1) 3 Awoy Toum Tokens pawerful computers to rzcord what you discover, you

}ns:egd of a traditional game board, Fleet Captains uses Some missions require you fo send brave teams of crewman fo the g?'": h:: ?:: rﬁmﬁ:z?e&vovhgll 3 03 % lt.o‘iuiwn T'le

thase hexagon-shaped files to crente the unexplored region surface of the planet, or even onto an enemy ship! These fokens o :d fyo re:orlc‘i W l:cunlt'm:hﬂv: heg. encs med

of space. See “Prepare the Unknown.” show a Federation Away Team on one side, and a Klingon Away by each side. See “Scan Adi v fratant
Team on the other. Use them any time you 'heam down a team. See " 0Ch side. See Stan fons.”

E.) 200 Commond Cards I N.) 42 System Tokens
The Federation and the Klingons each have o unique deck Transpories Adions." 25

of 100 Command Cords. These cards show the exceptionally ) 14 Clook Takens 0.} 10 Victory Point Tokens
talented crew that you can assign fo your ships, as well as There are two Federation Clok Tokens and twelve Klingon Cloak P} 2 Dice

special Iricks you tan use 1o give your fleet an advantage. Tokens. They are used to show the location of doaked ships on the
Fach Command Dedk s divided info 10 smaller Subdecks.  board, and can be used to bluff your opponent. See “Cloaking
See “Commond Cards.” Adti

Q.) 12 Adion Tokens
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Your goal in Fleet Captains is fo earn victory points (somefimes called “VP"). You can earn victory points in a variety of ways, such as
completing missions, surviving encounters, or building starbases. Before the game begins, you and your opponent must decide what the
Victory Point Goal will be. The first player to collect enough victory points to meet this goal wins the game!

The Victory Point Goal can be any number hetween 6 and 38. The more poins you need to win, the longer the game will he. We recommend
playing with a Victory Point Goal of 10. This goal makes a game that takes about an hour o an hour-and-a-half fo play.

The Victory Point Goal also determines the maximum Fleet Size you can have on the board at any point in time (see “Muster Your Fleet").
Longer games also give you access to larger and more complex fleets of starships. This can also affect the number of Actions you can spend
each furn (see “Actions”).

Once the Victory Point Goal has been chosen, you and your opponent need to determine how large the game board will be. The smallest
hoard you can use is three tiles by four tiles. In theory, there is no maximum size, but there are only 50 Location Tiles in the game. Larger
hoards are good for longer games. Smaller boards are good for games with a lot of action and combat. In general, games with a higher
Victory Point Goal should be played on a larger board.

We recommend using the “standard” five by five layout described below. It makes for a good mix of exploration and combat, and is perfect
for playing a standard 10 Point game.

HETIG 1P TiE Game

Before you can hegin exploring, you will need to set up the game. Use the illustrations below to guide you.

PREPARE THE UNKNOWN:

Take all 50 Location Tiles, turn them face down, and shuffle them together. For the standard five by five game, you start by placing one file
in the middle of the table (labeled “1” in the diagram). Add two more tiles on each side of the center file to create a line running from you
o your opponent (labeled “2” in the diagram). Each player has a Command Post Tile, which is placed at the end of this line. Now fill in the
emply spofs between you and your opponent using two lines of six tiles each (labeled “3" in the diagram). Finally, create lines of five tiles
each on the outside of those two lines (labeled “4” in the diagram).

SHUFFLE



Place the two Deck Consoles o one side of the game
hoard. One console shows spaces for the three fypes

of Mission Cards. Sort the Mission Cards into three
decks (Science, Influence, and Combat—they all have
the same hack, but are identified on the front) and
shuffle each deck separately. Set each deck next fo the
matching space on the Deck Console. The other console
shows spaces for the Encounter Cards and the Location
Tiles. Stack the leftover Location Tiles next fo the
matching space. Then shuffle the Encounter Cards and
set them next fo the Console.

Note: The last space on the Deck Console has a
“Trash” label. This space is used o place any cards
that are “trashed” during the game.

Note: After your first few games, once you've gotfen
the hang of Fleet Captains, you can creafe many
different hoard configurations— anything you and
your opponent can come up with! You could create
narrow starting areas with a lager middle section. Or
create tight choke points and peninsulas. Whatever
you and your opponent agree is a fair and interesting
arrangement.

Muster Your Fleat:

After the board has been reated, it's fime fo prepare your fleet. Fleet Captains can be played by two players or two teams of two players
(See Team Rules at the end for how to modify play). One player/team assumes command of the Federation, while the other(s) represents the
Klingon Empire. You must decide who plays which side.

The ships assigned to you are determined by the luck of the draw. You won't hegin the game with every ship available. All players are
restricted to a pre-determined Fleet Size. Your Fleet Size at the heginning of the game is equal fo the Victory Point Goal you chose. In the
standard game, for example, the Victory Point Goal and the Fleet Size are both 10.

Each ship has a matching Starship Display Card. In the top right corner of each card is a number for the Size value of that ship. The total Size

of all ships in your fleet cannot be more than your Fleet Size. i

S

HiPSize
Take all 12 Starship Display Cards for your side and shuffle them face down. Now you're ready to /
“draft” your starting fleet:

Step 1:Turn over the fop Starship Display Card.

Step 2: Total the Size values of all your face up ships.

Step 3:Draw, Discard, Stand, or Redraft:

Draw: If the fotal Size value is less than your Fleet Size, place the card face up next fo
your Command Post and draw another ship (return to Step 1).

Discard: If the fotal Size value is more than your maximum Fleet Size, discard the card and draw another ship (return fo Step 1).
Stands: If the total Size value is exacily equal to your Fleet Size, place the card face up next to your Command Post and sfop drawing.
Redraft (Mulligan): If you run out of Starship Display Cards before your total Size value matches the Fleet Size, you have a
choice: You can either keep the ships you have (even though your opponent will have an advantage). Or you can mulligan: discard all
your Starship Display Cards, reshuffle them, and start over from Step 1.
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Example: John is commanding the Federation fleet. He starfs drafting ships. The first ship he turns over is the US.S. Venture, with a Size

of 5. He places it next to his Command Post. The next card is the U.S.S. Equinox (Size 1). He places it next fo the Venture. The third card is
the US.S. Enterprise (Size 6). This would make his fotal Size value 12, which is higher than the maximum Fleet Size of 10. Sadly, he must
discard the Enterprise. The next card he turns over is the U.S.S. Sutherland (Size 4). Now his total Size value is exactly equal fo the Fleet Size
(5 + 1+ 4 = 10) so he places the Sutherland with the other two ships and stops drawing.

Once you're done drafting ships, take the rest of your Starship Display Cards (induding any you discarded in Step 3) and place them to the
side. This is your Reinforcement Pool, and you may be able fo bring some of these ships into the game later.

Flnd the Clix Sturshlps that match your Starship Display Cards and place them on the Starship Deployment Zone of your Command Post.

V" -JAmES T.Kitk

Take Command:

=1 CAPTAIN KIRK DECH e Once you have a fleet of ships, its time to build your own personal Command Deck. Take the
% . Command Cards for your side. Each card has a note in the botfom right corner that identifies which

gJﬁBDECﬁK ﬂJfNTIFIER i Suhdeck the card belongs to. Sort your Command Cards into those ten Subdecks.

«fl Divideintothe 10 Sub-Decks -
‘§ There are 10 cards per Sub-Deck
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Your Subdecks each have a unique theme. The “Main Engineering” Federation Subdeck has engineer cards and auxiliary power cards, while
the Klingon's “Way of the Warrior” Subdeck has a lof of combat cards and crew that improve your fighting ability.

Take a look at the ships in your fleet to see what kind of Mission Cards you will draw (see “Receiving Orders”). This will help you decide
which Subdecks to include in your Command Deck.

Choose four of your Subdecks (a total of 40 cards) to create your Command Deck. Shuffle these cards together and place them face
down to the right of your Command Post. Finally, draw the first four cards from your Command Deck to form your starting hand.




Example: The Klingon player has a starting fleet that will create a mission deck with seven Combat Missions, three Influence Missions, and
one Science Mission. He decides fo focus on Command Cards that will help him in combat. So he chooses “Way of the Warrior,” “The Science
of War,” “Battleships,” and “Code of Honor.”

[Receiving Orders:
You also have your own deck of Mission Cards that represent the orders receive our commariders. The type of cards included in your
Mission Deck is hased on the ships in your starting fleet. Each Starship Display Card has three iumbers along the right side of the card.

These numbers fell you how many Mission Cards of each type fo add to your Mission Deck. Larger ships will tell you o draw more cards than
smaller ships. The type of cards will give you missionis that your fleet is well-suited to complefe.
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Example: If the US.S. Enterprise NCC 1701-E [MISSIONS|
is one of your starting ships, you will draw 3

Science Missions, 2 Influence Missions, and 1
Combat Mission. (§1.5.3. ENTERPRISE"
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Draw the Mission Cards listed on your starting
ships from the three stacks nex to the Deck
Console but do not look at these
cards. Make a pile of face-down Mission
Cards until you have drawn all the cards you
need. Then shuffle them together and place
them next fo your Command Post. |COMBAT x 1]

Each ship will tell you to draw a number of Mission Cards equal fo the Size value of that ship. So, in a standard 10 point game, you will
draw a fotal of 10 Mission Cards (assuming you did not start with a smaller fleet).

COMMAND POST

FIRELTIN

FEDERATION SHIF

. FLEET DEPLEYMENT Z0KE

GTAR TREK

PLENT EAPYAINE

MISSION
DEGK

EOMMAND DECK S I

o b e

COMBINED ATTACK EXPLORATION
| Wiz pm renrm wat oy
Som s (m 1 focam by
Tinn T gt o i ot e trplarioy I, plncd Bl ka1
= 6 e ey 1y B Wit Ll TS B
g iagrEmindg = = b compleind whia ym kim
Letm mimeimernie, =
Whel [ St d dee Tl
s MISSION

173
s T A B e —

|SECRET MESSIONl

Draw the first three Mission Cards from your deck and place them below your Command Post. If any of them are “Secret Missions,” place
them face down. Otherwise, place them face up (see “Missions”).

There is a space on your Command Post o keep your Viciory Pile. This is where you will collect victory points during the game. See
“Your Victory Pile.”

Now you're ready to play!



PLOGMG TiE GanE
Choose a player fo go first using whatever method suits your fancy—such as rolling a die or playing rock-paper-sissors. The winner ges to
go first, and play alternates between the players until one of you reaches the Victory Point Goal.

During your furn, you get fo do all of the following in any order you choose:

b b o s o o

card an uncompleted mission card for  new one).

You are not requiredto do all of these things—this is just the maximum you can do each turn. You also don't have fo do them in any
particular order (though if you stop moving a ship or Task Force, you cannot move it any further that turn). It is perfectly legal to move
one ship, take an action with a different ship, make a Power Adjustment with the first ship, then move a third ship, efc. Just make sure you
remember which ships have moved and how many actions you've taken.

SYSTEM TESTS

Many actions and encounters in the game will require you to make a System Test. Each test will tell you which of the ship’s Systems are

used. Every test will have a Test Level that you must meet or beat in order to succeed. To make a System Test, roll one die and add it fo the
current System Rating for the matching System. If the total of the die roll and the System Rating is higher than or equal to the Test Level, you
succeed.
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CURRENT
SENSORS LEVEL
Example: The U.SS. Yosemite has just encountered a mysterious and dangerous Particle Fountain. The Encounter Card requires a Level 12
Sensors Test to avoid taking domage. The U.S.S. Yosemite currently has Sensors 7. So, the Federation player will need fo roll a “5” or higher
on the die roll to succeed at the Sensors Test.

Often, you will be able to improve your chances of success by making a Power Adjustment (see “Power Adjustments”). This can change your

System Rating. e
£ U.S.S. YOSEMITE ETEETRN Sieis
- SEIENTIFC METHOD:; When Yosemite makes o ETTER R
gfi Sensers Tesl, rall 1 lddilinlml die and use thie Rest
result.
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NEW
SYSTEMS RATING

Example: If the U.S.S. Yosemite makes a Power Adjustment, if could increase its Sensors Rating all the way up to 13. Since
Sensors 13 is higher than the Test Level, the attempt is automatically successful.
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STEPS FOR FINDING
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SYSTEM RATING s STEP 5

STEP 1

When you need to make a System Test, in response to a chance @

encounter in a region of space you just explored for example, follow SYSTEM TOKENS
these simple steps: STEP 4

Step 1. Find the System Rating for the System you will use on the ship’s combat dial.

Step 2. You may play one Command Card from your hand that modifies the System you are using.

Step 3. Your opponent may play one Command Card from his hand to modify the System you are using. If you chose not fo play a card in step
2, you may play a card now fo respond to a card played by your opponent. (i.e. if you pass, and your opponent passes, you do not get fo play
acard,)

Step 4. Add or subtract any modifiers for Crew Cards or System Tokens attached to the ship, and for any Command Cards you or your
opponent played.

Step 5. Roll one die. Add the result rolled to your modified System Rating.

Compare your final value fo the Test Level for the System Test. If your total is equal fo or higher than the Test Level, you succeed! If not, you
fail the test.

Note: If your modified System Rating is higher than the Test Level you automatically succeed! No die roll is needed.
Note: System tests you undertake fo perform a mission count as one of your actions for the furn.

Note: If your System is Disabled (System Rating “D”), you automatically fail the System Test. You cannot play any Command Cards to improve
a Disabled System.

Cooperative System Tests

Some System Tests cannot he passed by a lone ship. Particularly difficult tasks may require two or more ships to work together by attempting
a Cooperative System Test.

To make a Cooperative System Test, all ships involved must be at the same location, and each ship must spend an Action. These ships add
their System Ratings for the appropriate System together before rolling the die. You still only get to roll one die for the test, but your base
number is much higher.

Example: The Klingon Empire has ordered its fleet to CEOLDGICAL STUDY

complete a Geological Study of an uninhabitable planet. o — 10 15500
This requires a level 20 Sensors Test. The | K.S. Klothos i
and the |.K.S. Maht-H'a have been dispaiched fo conduct !
the survey. Both ships are set to their maximum Sensors Make » successll Level
Rating. Klothos has Sensors 7 and Maht-H'a has Sensors znuﬁﬁ;}f:nﬁfaﬁ{grﬁf;ﬂﬂ_m

10. They add their Sensors Ratings together for a total of

17. The Klingon player will need o roll a “3" or
/& higher on the die fo succeed at ihe fest.

|7 SENSORS | 10 SENSORS|

 SCIEGE NISSION BECK i 17 TOTAL SENSORS




Opposed System Tests

Sometimes a ship will he required to make a System Test against another ship. For example, during combat the attacking ship will make a
Weapons Test against the defender’s Shields Test (see “Combat”). During an Opposed System Test, both players will roll one die and add it to
the matching System Rating. Each player can also play ene Command Card to modify the test. The resulis of hoth tests are compared. If the
active player has a higher fofal, he succeeds af the test. If the target's total is higher, or if the results are equal, the fest fails.
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Example: The U.S.S. Yeager is attempting to use the Sensor Overload Command Card against the |.K.S. Bortas. This card requires an
Opposed Sensors Test. The Yeager currently has Sensors 6. The Bortas has Sensors 7 and it has a Crew Card assigned to it that adds +3
Sensors. To improve his odds, the Federation Player plays an “Emergency Power” Command Card (+2 to any System). The Federation
player rolls one die and gets a “4,” so his total on the test is 12. The Klingon player rolls a “1” for a tofal of 11. The Yeager has the higher
fotal, so the Bortas suffers the effect of the Sensor Overload.

Ships can cooperate to make an Opposed System Test (spending 1 action for each ship). Two small ships, for example, might combine their
Weapons Ratings to attack a larger enemy. The matching Rafings are combined, and only one die is rolled for the cooperafing ships, but
otherwise the test is resolved normally.

Note that combat is considered a special type of Opposed System Test - see “Combat” for more details.

MOVEMENT

Each ship in your fleet can move once each turn. The distance a ship can move is determined by ifs current Engines Rating.

Any ship with an Engines Rating of 1 or higher can move from its present location to any adjacent location (unless a location or encounter
effect prevents it from moving). Ships with disable Engines cannot move.

Locations are adjacent only if they share a common edge. Your Command Post is larger than other files. It is adjacent to three locations.

When a ship moves, it has a number of movement poinis equal o its current Engines Rating. It only costs T movement point fo enter a
location and stop moving. If you want to move farther, you will need to spend more points. Every Location Tile has a Size value in the lower
right corner. This is the number of movement poinfs you must spend o eross that location. A ship can tross multiple locations if it has
enough movement points to pay the cost for crossing all of the locations.

Important: You cannot inferrupt-a ship's movement to take any other kind of action. Once you stop moving a ship, it cannot move
any further this turn.
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Example: The US.S. Reliant is orbiting the Class M Planet in the lower right side of the illustration. It currently has Engines 9. It could make
any of the moves shown:
1. It could move directly fo the Class K Nebula, the Empty Space at the bottom, or the Hypergiant Star (cost: 1 movement point).
2. It could move through the Empty Space at the bottom and into the second Empiy space (cost: 5 movement poinis).

3. It could move through both Empty Space locations and land on the unexplored file at the top right (cost: 9 movement poinis).
4, It could move through the Class K Nebula and enter the unexplored tile at the fop of the illustration (cost: 6 movement poinfs).

Note that the US.S. Reliant cannot cross the Hypergiant Star directly, because it has a Size of 9, and the Reliant only has 9 movement points.

Important:You must stop moving your ship if any of the following occur:

* You draw an Encounter Card when exploring a new location. You fry o Evade an enemy ship and fail (see below).
» The ship (or any other ship) takes an Action. * You run out of movement points.
» You make a Power Adjustment on any ship. * You begin moving any other ship.

Once you stop moving a ship (for any reason), you cannot move that ship any further this furn. You will be able to move normally again on
your next turn.

Remember, all adtivities you take on your turn can be done in any order you choose. A ship does not have to move before
taking other actions on your furn. For example, a ship could take an Influence Adtion, play a Crew Card, and then make a Power
Adjustment all before moving for the turn.




Command Posts: COMMAND POST
Your Command Post is a special location that only your ships can
enter. It costs zero movement points to enter your Command Post, so you
can move there even if you have no Engine power left {but not if your
Engines are Disabled). Ships that enter Command Posts must end their
movement for the turn and any missions that are unique to the ship
(such as a Warp Experiment) will have to start over.

FLEET DEPLOYMERT T0k
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[FEDERATION COMMAND POST]

Exploration:
If a ship moves onto an unexplored Location Tile, you must explore it (unless that ship is cloaked). This does not cost an action. There are
three steps to exploring a new location:

Step 1: Explore

Turn over the Location Tile. Turn the file so that the text on the tile is facing you. This shows that you are the player who explored that tile
(this is important for some missions). Many Location Tiles have some kind of effect. These effects take place immediately unless they say
otherwise. If there was a Scan Token on the Location Tile, discard it.

Step 2: Encounter

Each Location Tile has a range of numbers in the lower left corner. When you explore that location, you must roll one die. If the result
matches a number in that range, you must draw and resolve an Encounter Card before doing anything else. Drawing an Encounter Card
stops the ship's movement, even if it has movement paints left to spend.

Step 3: Stop or Continue
If you do not draw an Encounter Card, and your ship has enough movement points to cross the location you just explored, you may confinue
moving. Otherwise, the ship’s movement for the turn ends.

EXPLORED!
ELASS J NEBULA ENCOUNTER ROLL
NO ENCOUNTER

FEOERATION
SCAN TOKEN

DISCARD SCAN
TOKEN

Example: The 1.K.S. Kronos One has just enfered a new region of unexplored space. The Klingon player turns over the Location Tile: it's a
Class J Nebula. Kronos One, and any other ships in this location, will gain +4 Shields while in this location. The Federation Scan Token that
was on the Location Tile is discarded. Now the Klingon player rolls one die and ges a “3.” Since the Class J Nebula only shows “1-2” for the
encounter roll, he does not draw an Encounter Card. If the 1.K.S. Kronos One has Engines 7 or higher, it could continue moving since the Class
J Nebula has a Size of 6.




Enemy Action:
The movement rules above assume that there are no enemy ships in any of the locations you are moving through (or from). If you want fo
leave a location that the enemy occupies, you must attempt a Breakaway Roll or Evasion Roll.

Brealkaway:

If your undoaked ship begins the turn in a location occupied by any uncloaked enemy ships, you must make a Breakaway Roll before

you can move that ship. Roll one die and add the Size value for your ship to the result. Your opponent also rolls one die and adds the Size
values of all uncloaked ships he controls in that location. If your total is equal fo or higher than your opponent’s total, your ship may move
normally. If not, you still get to move, but your opponent may make a free attack against your ship (it does not cost him an action, and occurs
even if you decide not to move after all). Only one of the enemy ships can make this free attack (see “Combat Adtions”).

® | -+ SIZE5 =17 TOTAL BREAKAWAY ROLL

®_®| . ROTARRAN . SOMRAW =8
%) FoiEy TS

KLINGON TOTAL HIGHER, BREARAWAY FAILS
AND KLINGONS MAY MAKE A FREE ATTACK
ON U.8.3. VENTURE.

N 4 I D

Example: The . K.S. Rotarran (Size 2) and | K.S. Somraw (Size 1) are patrolling a location that is also occupied by the US.S. Venture (Size
5). The U.S.S. Venture decides that its time to leave the area and attempts a Breakaway roll. The Federation player rolls one die and gets a
“2” adding it fo the Size of the U.S.S. Venture for a fofal of 7. The Klingon player adds the Sizes of his two ships together and rolls one die.
He gets a “5” for a total of 8. Since the Klingons have the higher tofal, one of them may make a free attack on the U.S.S. Venture as it leaves
the location.

Cvasion:

If your uncloaked ship attempts to move through a location occupied by one or more uncloaked enemy ships you must make an Evasion
Roll. The Evasion Roll is made the same way as a Breakaway Roll (described above) with one difference: if the moving ship fails, it simply
stops moving in that location. A failed Evasion Roll does not grant your opponent a free attack on your ship.

Note: If your ship is cloaked, you do not need to make any Breakaway or Evasion rolls. See “Cloaking Actions.”

Task Forces:

Ships may travel fogether as a Task Force. If more than one of your ships begins the turn af the same locafion you can move them together.
Declare which ships compose the Task Force before moving. The combined Task Force only receives movement points equal to the lowest
Engines Rating of any ship in the Task Force. The Task Force must make the entire move together. It cannot split up during the move.

Example: The US.S. Excelsior (Engines 8) and the U.S.S. Reliant (Engines

6) are together in the same location. The Federation player decides to move
them as a Task Force. The two ships move fogether using only the slower
ship’s movement points. In this case, the slower US.S. Reliant limits the Task
Force to only 6 movement points.




If a Task Force explores a new location, you may choose which ships are involved in any Encounter Card you draw, unless the Encounter Card
says that all ships are affected. However, if you draw an Encounter Card, all ships in the Task Force must stop moving, even if they are not
involved in the encounter.

Note: If the Encounter Card has a benefit, it is not duplicated and can be assigned to only one ship. However, if the Encounter Card has a
negative effect, it is duplicated and affects all ships in the Task Force.

Tasls Force Evasion:
[f your Task Force attempts to move through an enemy occupied location, add the Size values of all ships in the Task Force together before
you make the Evasion Roll. The roll is otherwise resolved normally.

Task Force Breakaway:

If you aitempt to leave an enemy occupied location with a Task Force, add the Size values of all ships in the Task Force together hefore you
make the Breakaway Roll. If your attempt fails, your opponent still gets to make a free attack with one of his ships, and chooses which one of
your ships will be the target of the attack.

POWER ADJUSTMENTS

Each ship in your fleet can make one Power Adjusiment each turn. This allows you fo adjust your System Rafings to get the best benefit
values for any adtions you wish fo take. Some ships have an abundant power supply when undamaged, allowing them to fully power multiple
Systems at the same time. Smaller ships, or those that have been damaged, often do not. You will have fo choose the best way to distribute
the power you have available by choosing the best combat dial settings for each of your ships.

To make a Power Adjustment, simply clix the combat dial of your ship fo the left or right
until you reach the power configuration you want. You can choose any sefting you want
as long as you do not turn the combat dial past any solid black lines or change the
background color. (Cloaked ships are the one exception to this, they may become un-
cloaked, thus changing the background color.)

You can make a Power Adjustment at any time during your turn, even if it interrupts another ~
action or encounter. But, each ship can only make one Power Adjustment each furn, and any ! F ]
Power Adjustment ends the ship’s movement for the turn if the ship is currently moving. S—NSEHSDI SABLED’

Example: The US.S. Equinox currently has set ifs Engines to maximum, which leaves its Sensors Disabled. Exploring a new region of space
has led to an encounter that requires a Sensors Test. Since the U.S.S. Equinox has not made a Power Adjustment yet this furn, it can inferrupt
the Encounter and change its combat dial to get a higher Sensors Rating. If the U.S.S. Equinox had already made its only Power Adjustment
for the furn, it would be unable o activate its Sensors and it would automatically fail the fest!

ACTIONS

Each turn you can take up to three Actions with your ships. Adions are your main way of interacting with the game. Normally, each ship can
only take one action per turn (some Command Cards may allow a ship to fuke an exira action). There are seven fypes of Actions you can
choose from:

e (loaking Actions—engaging Cloaking Devices to make your ships undetectable.

e (ombat Adions—attacking opposing starships.

* |nfluence Adions—taking control of locations and building installations.

o Reinforcement Actions—replacing lost ships in your fleet.

* Repair Acions—removing damage from a ship at an installation.

e Scan Actions—examining unexplored Location Tiles.

* Transporter Actions—moving crew or cargo between ships and planets.

o System Tests — when voluntary, such as when completing a mission (see “Missions”).




In general, any time you cause a ship to do anything other than move, make a Power Adjustment,
or react to an Encounter Card you just drew, you must spend an Action. If an Encounter Card or NEBULA RESEARCH
another ship forces you to make a System Test, this does not cost you an Action. » i F 13310 -

Example: The U.S.S. Enterprise is attempting fo complete a Nebula Research Mission. It must spend
an Action to attempt the required Sensors Test.
Make & successiul Level 20

Sensors « Test in 8 nebula.

You may spend a maximum of three Adtions each turn. Each ship you control can spend only one of
these Adions per turn (unless a Command Card says otherwise).

Important: The three Action limit assumes that you are playing a standard 10 point game. If you
are playing a larger game, you will have more Actions o spend each turn. If you are playing a 13
to 15 point game, you may spend four Adtions each turn. If you are playing a game with 16 or more
points, you may spend five Actions per turn.

Action Tokens

Each player has three Action Tokens. When a ship takes an action, place one of your
tokens on the Ship Display Card. This serves as a handy reminder of which ships have
taken actions, and how many actions you have spent so far this turn.

ACTION } ACTION
| ACTION TOKENS |

Cloaking Actions:

Some ships are equipped with powerful dloaking devices that render them

invisible. Only ships with a functioning cloaking device can take a Cloaking Action.
A doaking device is only funtioning if there is a blue-background setting on the

ship's combat dial in its current Alert Status. l CLOAK TO KENS 1

0.5.5. DEFIANT" KR Example: The US.S. Defiant can use its dloaking device when it is in Undamaged or
i Yellow-Alert Status.

A Cloaking Action can he used to doak the ship, or o deploy a Sensor Echo if the ship is
already cloaked.

D

FEDERATION SHIP

Cloaked ships are invisible, but this limits the ship’s other Systems. Usually, the ship must
Disable its Weapons, Shields, and Sensors. But, it is much harder for the enemy to find

and attack a doaked ship. While a ship is doaked:

0
D
8
4

* It may not take any actions other than Cloaking Actions unless a card or ability allows it to.

e It may not be the target of an attack from any ship.

* |t does not need fo make any Breakaway Rolls or Evasion Rolls.

* |t may not be the targef of any Systems Test from any other ship except a Scan Adion
attempting to reveal a Cloak Token.

* [t does not explore new locations when it moves.

When you take a Cloak Action with an undoaked ship, you must rotate the combat dial until the blue-colored seiting for the current Alert
Status is visible. Remove the starship figure from the board and replace it with one of your Cloak Tokens, face down. Find the
matching Cloak Token and place it face up on the Ship Display Card for the cloaked ship.




TAKES AN ACTION TO CLOAK

CLIK TO BLUE CLOAKING SETTING

HORINAR IS REMOVED FROM BOARD

AND REPLAGED WITH THE “CLOAK
1" TOKEN. THE MATCHING TOKEN IS
PLAGED ON THE KORINAR SHIP CARD.

(@ 1.K.5. KORINAR ISR 72
ngllﬂi $Bl]lﬂ: 11 yon show your sppeact Koelnar's [

loak Tokex, you may spend an Belion 10 SEa0 80 e

wmexplored focslion I currently oceupes. IHF. 1

RED ALERT
STATUS CLICK

Example: The |K.S. Korinar, currently in Red-Alert Status, decides to hide from the Federation fleet. It spends an action fo engage ifs
doaking device. The Klingon player dlix the Korinar's combat dial until he finds the blue-background setting. This indicates that the cloak has
heen engaged. The Korinar Clix Figure is removed from the board and replaced with a face down Cloak Token. The matching Cloak Token is
placed on the Korinar's Starship Display Card.

De-Cloaking:
A doaked ship can de-cloak during ifs turn simply by making a normal Power Adjustment. Turn the combat dial to any other setting in the
current Alert Status and return the ship to the board in the location of its Cloak Token. Remove the Cloak Token from the board.

Note: You can Power Adjust out of cloaking, but not into cloaking.

Example: Having reached safety, the 1.K.S. Korinar needs fo de-cloak before it can be repaired. The Klingon player clix its combat dial to any
other setting in the ship’s Red-Alert Status. He then replaces the Cloak Token on the board with the Korinar Clix Figure.

Some game effects (such as an opponent’s Scan Action) can also force a dloaked ship to de-cloak. If this occurs, you may choose any setting in
the ship’s current Alert Status.

Moving While Cloalked:
A doaked ship moves in the sume way as a visible ship, using the Engines Power Level visible on its
combat dial.

Example: The doaked but badly domaged | K.S. Korinar has an Engines Rating of 5, so i can spend 5
movement poinis each furn.

Remember, even though echoes can move as fast as their fastest dloaked ship, each actual cloaked ship may sfill only move it's @
own fop speed. If a player is attempting to hide a slow ship he shouldn't move an echo faster than that ship could go. /



The only exception is that doaked ships cannot explore new locations. Instead, the dloaked ship may move into the unexplored location,
leaving the Location Tile face down. The doaked ship must stop moving as soon as it enters an unexplored location. The ship can continue

moving on your nexi furn.

If the ship becomes un-cloaked while it is in an unexplored location, it must immediately explore that location as normal.

Sensor Echoes:
A cloaked ship can take a Cloaking Action to create a Sensor Echo. You can use Sensor Echoes to bluff your opponent and hide the true
location of your doaked ship.

Add a second Cloak Token to the same location as your doaked ship. This token must not maich the Cloak Token of any other ship already in

lay.
play. MIX AND PLACE FACE DOWN

Example: To confuse the Federation ships, the |.K.S. Korinar spends an Action fo place
a second Cloak Token in the same location. This new Cloak Token is a Sensor Echo.

When you place the Sensor Echo Token,
you should pick up all Cloak Tokens in
that location and secretly mix them so
your opponent doesn't know which foken
is which. Return them to the location after
mixing them. You may look af your own
(loak Tokens af any time, and you can mix
(loak Tokens in the same location at any [

time as well. LK.S. KORINAR J

ELDAK TOKEN

You can only add one Sensor Echo Token for each doaked ship you control.

A Sensor Echo can move on the board just like a ship. The Sensor Echo Token can move with the Engines Power Level of any of your currently
cloaked ships. It may move independently of any of your actual ships. You may never move any Sensor Echo faster than the fastest doaked
ship you control. This movement cannot be modified by any cards or abilities (since it isn't really there).

Sensor Echoes can never take any Actions, and cannot use any special abilities.

Example: The Klingon player moves the Cloak Token that represents
DARK MATTER NEB“LA the .K.S. Korinar and the Cloak Token representing the Sensor Echo

‘ ; to two different locations. He can spend 5 movement poinis for each
of the Cloak Tokens.

Sensor Echoes can be a useful tool, but be careful not fo overreach
your own ahility to keep track of them. Moving a Sensor Echo faster
than one of your cloaked ships could give your opponents clues

e | sl ,’ about which token is the real ship, and which is not.
ENCOUTER: 1
Sensor Echoes remain on the hoard if the ship that created them de-

doaks, even if there are now more echoes than cloaked ships, or no doaked ships at all. If you have no doaked ships, your Sensor
Echoes can only move to one adjacent location each turn (as if they had only one movement paint). Remember that only doaked
ships can create new Sensor Echoes.




Encounters and Missions While Cloaked:

Encounters or missions can affect cloaked ships or Sensor Echoes you control. If you must make a permanent adjustment to a doaked ship
(such as taking damage), or if you earn victory points by completing a mission, for example), and it is not dear to your opponent which
token is the real ship, you must show him that the Cloak Token affected by the encounter or mission is a particular ship (or show that ifis a
Sensor Echo that can ignore the event).

If an encounter or mission forces you to reveal a ship's location, you may immediately move any Sensor Echo Token to the ship’s location. If
you must reveal a Sensor Echo Token for anything other than an opponent’s Sensor Test, you may immediately move it fo the same location
as any other Cloak Token you control.

Example: On a later turn, the | K.S. Korinar reaches a location where the Klingon player can complefe a mission. He announces that the
mission is complete, and shows the Cloak Token for the Korinar fo his opponent. The Cloak Token is then refurned fo the board, face down.
Also, he takes the Sensor Echo Cloak Token and moves it o the same location as the Korinar's Cloak Token, mixing them together so the
Federation player does not know which token is which.

COMBAT ACTIONS:

If you want to attack an enemy ship, you must take a Combat Action. Ship-to-ship comhat is a special Opposed System Test. When you attack
an enemy, your ship {or ships, see helow) is called the aggressor. The ship you are attacking is called the target.

The aggressor makes a Weapons Test against a Shield Test made by the target. Like other System Tesis, both players may play one (and only
one).Command Card and roll one die each. The results of the two fests are compared:

e If the result of the aggressor’s Weapons Test is less than or equal to the result of the target's Shields Test, the attack
fails and there is no effedt.

o [fthe result of the aggressor's Weapons Test exceeds the result of the target’s Shields Test, the attack succeeds and the
target takes one damage.

e |f the aggressor's Weapons Test doubles the target's Shields Test, the farget takes two damage.

e |fthe aggressor's Weapons Test #riples the targets Shields Test, the target fakes three damage.

Fach point of domage reduces the target's Alert Status one level to the right on ifs combat dial. Undamaged goes to Yellow-Alert, and
Yellow-Alert goes to Red-Alert. If a ship af Red-Alert Status takes damage, it is destroyed. This means that if a ship takes three poinfs of
damage in a single hit, it will almost always be destroyed (unless a Command Card prevents some of the damage).

Example: The Klingon Baitleship 1.K.S. Negh'Var has ambushed the
science vessel U.S.S. Yosemite. The Negh'Var currently has Weapons

WERFDAS — 15 TOTAL 11, and the Yosemite only has Shields 3. It doesn’t look good for the
i @ WEAPONS TEST VALUE Feds!

The Klingon player rolls one die and gets a “4,” making his fotal
Weapons Test value 15. The Federation player only rolls a “1” on his
die, making the Shields Test total 4.

Since 15 =+ 4 is more than 3, the Yosemite fakes three points of

SHI:E}U]S + B =A4T0TAL damage: it explodes in a huge ball of flame and debris! The bridge
e SHIELDS TESTVALUE 1oy, of the Negh'Var celebrate the destruction of the (nearly)
helpless enemy.

Combined Attacks:

Muliiple ships can comhine in a Cooperative Combat Adion against a single enemy ship (the aggressor chooses which ship fo
attack if there are multiple enemies in the sume location). This is done like any other Cooperative System Test. Each attacking
ship must spend one Action to participate in the aftack, and adds its Weapons Rating to the Weapons Test. Each player can
still only play one card, and only adds one die roll to the total.

If a ship is desiroyed please see the section on Starship Destruction and the Reinforcement Actions.




INFLUENCE ACTIONS:

Influence Actions are used to expand your control in a location of space. a8 :
The amount of influence you have in a location is represented by the o
number of Control Tokens you have there. A Ship can spend Influence y - CONTROL -4
Actions to change the number of Control Tokens in its location. Or, a Ship . Moo

can spend an Influence Action to build or expand an installation. CO N'i'RO L TOI—(E N‘Sﬂ!

Important: You cannot take any Influence Adions in a location that is occupied by an undoaked enemy ship unless a Command
Card allows you to.

There are two fypes of Influence Actions:

1. Exert Influence:
When your ship takes this Action, you may either place one of your Conirol Tokens on the ship’s location (if there are no enemy Control
Tokens present) or remove one of your opponent's Control Tokens from this location (if there are enemy tokens there). You can exert

influence on a location even if there are no habitable planets there.

Note: There can only ever be Control Tokens from one side or the other in each location. You cannot add your fokens to a location
that has enemy tokens on it. You must remove your opponent’s Control Tokens first.

2. Build or Expand an Installation:
If the ship is in a location with a hahitahle planet or an existing Installation Token, and you have enough Control Tokens in that location, you
can build or expand an installation there. Installations are represented by small square tokens.

The Control Tokens required for each level of installation are shown here:

Installation Type Influence | Installation Required | Shields | Special Ability

NONE (iiE::) REPAIR
OUTPOST (ffiij) REPAIR

Sy
(@) N ) | IMPROVED REPAIR,
sTARBASE | & COLONY (ij{;;) UED R

CONTROL \

OUTPOST

COLONY

There can only he one installation in each location.

All new installations begin as Outposts. An Outpost can be expanded to a Colony, which can then be expanded into a
Starbase. You cannot skip over a level of Installation, even if you have enough Control Tokens. For example, you cannot expand an Qutpost
directly to a Starbase. You must upgrade fo a Colony first.

Control Tokens are not spent when an installation is built: do not remove them from the location. A Command Card may allow you
to upgrade an installation that you could not normally upgrade, but you must still have the required Control Tokens in that location
to do so.




Example: The U.S.S. Venture is in a location with a Colony
Token. There are 3 Federation Control Tokens here also. The PULSAR
U.S.S. Venture can spend an Action to upgrade the Colony fo a AT

Starbase. U.5.3. VENTURE CAN SPEND

AN ACTION T0 UPGRADE THE

Note: Some planefs affect the number of Control Tokens COLONY T0 A STARBASE

required fo build or expand installations in that location.
Sometimes the planet will reduce the requirement, and
sometimes if will increase if. It is possible that a planet
will allow you fo place a new Outpost without having
any Conirol Tokens there.

Installations are valuable because they allow you to repair damaged ships (see “Repair Actions”). In addition,
if you upgrade a Colony to a Starbase you immediately receive a +1 VP Token (add it to your Victory Pile). You
keep this point even if the Starbase is later desiroyed.

j vic’ToRY POINT ]
TOK | Installations and Planets are controlled by the side that has Control Tokens in that location. Keep in mind:
p
Though Com‘rol Tokens cannot be stolen (they must he deared by taking Influence Ations before you can place your own), installations can

be stolen. If your opponent is able to remove all of your Control Tokens from the installation’s location and place at least one of his own, he
takes conirol of the installation.

You cannot “self-destruct” an installation to prevent it from falling info enemy
hands. However, either player may aftack an installation to destroy it. Each
installation has a Shields value, just like a starship. If you aitack an installation
(yours or your opponents), you must make a successful Weapons Test with a Level
equal to the installation’s Shields value. If the fest succeeds, the installation is
totally destroyed (remove it from the board). If you fail, nothing happens.

Example: The 1.K.S. Bortas has arrived in a location occupied by a Federation Colony that it wishes to destroy. It attempfs a Level 15 Weapons
Test. Because the |.K.S. Bortas currently has Weapons 12, the Klingon player only needs fo roll a “3” or higher to destroy the Colony.

REINFORCEMENT ACTIONS:

You can only take a Reinforcement Action if the combined Size values of all your starships are less than your current Fleet Size. Usually, this
will occur when you lose ships in hattle or during exploration.

Remember that the first time you lose a ship, your Flest Size increases by one (see “Starship Destruction”).
Also some cards (ex. Reinforcements for the Klingons and Code 47 for the Federation) increase your fleet size by one.

At the beginning of the game, all ships that did not begin in your fleet create your Reinforcement Pool. These are the ships that you can bring
into play through the Reinforcement Adtion.

When you take a Reinforcement Action, search through your Reinforcement Pool and choose any single ship to add to your fleet. The Size of
the ship cannot cause your fleet to exceed your Fleet Size limit.

You can take multiple Reinforcement Actions during the game fo bring more than one ship info
play, as long as you have room in your fleet. You can even call for reinforcements over multiple furns.
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Example: After a violent clash with the Klingons, the Federation fleet has been reduced from it’s original size. It now only has 6 Size valve
worth of ships. The Federation Fleet Size is now 11 (since the Fleet Size increases by 1 when the first ship is lost). The Federation player
could spend one Action fo bring the U.S.S. Prometheus into play, using all 5 of his available Fleet Size. Or, he could spend fwo actions to
bring the US.S. Excelsior and the U.S.S. Reliant into the game. But, he could not add the U.S.S. Enterprise-E (Size 6) to his fleet because he
doesn’t have enough Fleet Size left.

Repair Actions:
If your ship has been damaged, either because its Alert Status has been reduced or because a card has permanently domaged a system, you
can repair it at any friendly installation or your Command Post.

You can only take a Repair Adion if there are no uncloaked enemy ships in the same location.

When you take a Repair Adion at any friendly installation or Command Post, you may either turn the ship’s combat dial up to the next
hetter Alert Status or repair a System that has been permanently damaged by an event.

GLASS 0 PLANET
(1 1.K.S. SRR I

SEONT: |1 Samrew Lnkes w $em hetim, [l receimsn [0
St

Example: The 1K.S. Somraw has been lightly dumaged (Yellow-Alert Status) and has been the victim of a Stellar Pulse encounter that has
permanently Disabled its Weapons. Since the ship is in the same location as a Klingon Outpost, the Somraw can spend an action fo either
upgrade its status to Undamaged, or remove the Disabled Weapons Token and return its Weapons to normal effectiveness.

If your ship is at a friendly Starbase or Command Post, you may spend its movement for the turn fo receive the benefit of a Repair Action

(to increase ifs Alert Status once or fix a damaged System). This special repair does not cost an Action, and can be used whether or not that
ship takes a normal Repair Action that turn. So, you could sacrifice movement and spend an action to fully repair a ship from Red-Alert to
Undamaged. Note that this special repair does not count as a Repair Action, so Command Cards that can be played during a Repair Adion do
not apply.

Example: If the Somraw was in a location with a Klingon Starbase, it could sacrifice it's movement for the turn and spend one Action to both
upgrade its Alert Status and remove the Disabled Weapons Token.

SCAN ACTIONS:

Only ships with Sensors 1 or higher can take a Scan Adion. There are two fypes of Scan Adiions: TR
Scan Location: i]ﬁﬂ@&
A ship can use a Scan Adtion to examine one unexplored Location Tile. You can only scan a tile that is adjacent fo the ship

taking the Scan Action. Secretly look at the Location Tile (without revealing it to your opponent) and refurn it fo the board,

face down. Place one of your Scan Tokens on the tile to show that you are a player who scanned it. You may freely look at any
Location Tile marked with your Scan Token. If the location is later explored (by either player), discard the Scan Token.




Note: Since your Command Post is adjacent to three Location Tiles, a ship in your Command Post can scan any of them.

Scarch for Cloalsed Ships:
The second type of Scan Action is used to reveal enemy Cloak Tokens. You can only aitempt fo reveal a Cloak Token if it is in the same
location as one of your ships. Your ship must first succeed at a Level 15 Sensor Test. If you succeed, turn the Cloak Token over:
e Ifthe Cloak Token is a Sensor Echo, it is removed from the hoard.
o [fthe Cloak Token matches a cloaked enemy ship that ship immediately de-cloaks. The Scanning Ship may now take a second
Action this turn (this action still counts against your three Action limit for the furn).

See “Cloaking Actions” for more information about doaked ships.

TRANSPORTER ACTIONS:

A ship must have aiive Sensors in order fo take a Transporter Action. Transporters have a number of uses. They can transfer cargo or crew
hetween ships or even place Away Teams on hahitable planets.

Moving Cargo or Crew Between Friendly Ships:

If you want to move Crew Cards or cargo between friendly ships, all you have to do is spend a Transporter Action when they are in the same
location. You may freely transfer any number of Crew Cards and/or cargo between these two ships—hut only between these two ships. Al
ships have unlimited cargo space in this game.

Moving Cargo or Crew to an Enemy Ship:
Your opponent’s ships are not as helpful. You can attempt to beam a single Crew Card or cargo onto or off of an enemy ship, but you must
first succeed at a Sensor Test. The Level of the test is equal to the Shields Rating of the enemy ship. If you succeed at the test, you may choose
one of the following effects:

* Force your opponent to discard one Crew Card assigned to that ship (his choice). Your opponent may instead choose to discard

any one Crew Card from his hand.
o Take one Crew Card of your choice from the enemy ship and place it on your own ship as a prisoner (freat it like cargo).
* Take one piece of cargo (or a prisoner) of your choice from the enemy ship and put it on your ship.

* Take one piece of cargo of your choice from your ship and put it on the enemy ship (this is, after all, the only way to get rid of
Tribbles...).

If you rescue a prisoner from an enemy ship, you may immediately assign that Crew Card to the ship that performed the Transporter Action,
or discard it.

Example: The US.S. Enterprise-A has moved info the sume location as the
.K.S. Gr'oth. The Federation player decides it would be a great time fo
get rid of some troublesome fribbles. He makes a Transporfer Action. The
U.S.S. Enterprise-A has Sensors 2, and the |K.S. Gr'oth has Shields 6. If
the Federation player can roll a “4” or higher on the die, he can force the

Away Teams:

You can beam down an Away Team fo a hahitable planet in the same location as your ship. You
can also refrieve an Away Team (yours or your opponents) from a planet at your location. This
Adtion is automatic: no roll is required (even if there are enemy ships in the area).

AWAY TEAM | €
TOKENS |
i: Transporter Actions: one fo place the Away Team and a second fo recover it. You do not have to

Some Mission Cards instruct you to place and refrieve Away Teams. This will require two
perform both adions with the same ship to complete the mission. fg




PLAYING COMMAND CARDS

During your furn you may play any number of Command Cards. Every time you are involved in a System Test, you may play one card. Many
cards can be played to allow you to take a special Action that is different from those listed above. You may also play Crew Cards, assigning
them fo your ships. Always draw a replacement card after you play a Command Card from your hand (see “Command Cards”).

You cannof normally interrupt another action by playing a Command Card. For example, you may not assign a Crew Card to a ship that is
moving until the movement is complete.

DISCARDING COMMAND CARDS

You may discard one Command Card from your hand each turn, if you choose. This does not cost an Action, and you are not required fo
discard if you do not want to. Remember to draw a replacement card.

CYCLE A MISSION

Sometimes you will find yourself in a situation where a mission will be too difficult or time consuming to complete. Each turn you may get rid
of one such Mission Card. This s called “cycing.” This does not cost an Action, and you are not required to cycle a Mission Card each turn.

Discard the cycled Mission Card and draw a replacement from your Mission Deck. If there are no cards left in your Mission Deck, draw the top
card from any of the three Mission Decks next to the Deck Console. You choose which deck to draw from each time you draw a new Mission
Card after your Mission Deck is empty.

BAE EOMPUNENTS

LOCATION TILES

These hexagonal files form the playing surface for the game. Before the game, they are laid out in a grid, face down. Each tile represents an
unexplored area of outer space, called a location.

Some locations are merely areas of empty space. Some are benign star systems or nebulae. Some locations are hazardous, granting honuses
or penalties to System Tests, or even having sirange effects on ships or crew.

The right side of each Location Tile describes any special effects that occur af that location. Every ship present in that location, from the
moment it first arrives until it leaves that tile, is affected by the Location Effect described.

Example: This Class 17 Nebula interferes with ship targeting systems. All starships af this location have a -2 penalty to all Weapons Tests
(including in combat).

ALL STARSHIPS AT

s m s N

| T ALL WEAPONS
| AETTSANN | TESTS
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The hottom of each Location Tile lists a range of encounter numbers. When a ship first explores the location, you must roll one
die. If the number rolled falls in the range of numbers on the Location Tile, you must draw an Encounter Card and resolve ifs
effets.




Example: When a starship explores this Class K Planet, roll one die. If the result is “1,”
“2"or “3," an Encounter Card is immediately drawn. CLASS K PLANET
. . . . STAR: G TYPE
The hottom right corner of the Location Tile shows the Size value for the location. The STRTUS: BAGITRBLE
Size value is the number of movement poinis a ship must spend to cross the location hie Iostalftogs 310
i 7 Iocation requiee 1 ad-
(see “Movement”). e dlona Canral Tk
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STARSHIPS

There are 12 starships on each side, but you won't use all of them in every game.

_ o O A BESIIL OF "]
Each ship has a patented Clix combat dial attached to its base. The Clix dial A

iy . . ON ENCOUNTER CARD
shows the ship’s current System Ratings, and the background color displays 1S INHEDINTELY !
the ship’s current Alert Status, which will change when the ship takes damage. L™

 LOGATION SIE |

Al ships start the game in any of the available Undamaged (white background) settings. During the game, you can adjust your ship’s System
Ratings by furning the base to any other setting within the ship’s current Alert Status.

Each starship also has a matching Starship Display Card. This card has useful information about your ship, including its Size, the Mission
Cards you draw af the start of the game, and any special ability that ship may have. The bottom of the card has a charf showing you every
possible System Rating you can choose at each Alert Status.

SYSTEMS AND SYSTEM RATINGS

Every ship has four Systems: Weapons - , Sensors , Engines ,
and Shields {@®J. The combat dial shows the current Rating for each of the four systems.
The Rating represents how much of the total energy produced by the ship is being used
hy that System. This energy is divided between systems in different ways af each combat
dial setting. Choosing the right settings is one of the crucial elements of your sirategy

during the game.

WEAPDNS

SENSORS—

ENGINES

Turning the dial fo a different setting will change the Rating for each System. Turning the dial to a different setting within the same Alert
Status does not change the total power spent, but merely redistributes it from one System to another. For example, one setting may have a
higher Sensors Rating, but a lower Weapons Rating. See “Power Adjusiment” for more information ahout changing System Ratings.

Example: Last turn, the U.S.S. Voyager prepared to enter an unexplored area by making a power
adjustment and setting their Engines fo 9 and Sensors fo 10. If a dangerous foe is encountered, the
Ratings can be adjusted by dlicking the combat dial until higher Weapons and Shields valves are
found.

The number on the comhat dial for each System is used when the ship aftempts a System Test (see
“System Tests").

| ENGINES 8 |
|SENSORS 10}
If the dial shows a “D” for a System, instead of a number, this means that System is Disabled. A Disabled System cannot be used at all,
and any cards or abilities that modify a Disabled System have no effect. If some modifier reduces the Rating of a
System helow zero, that also means the System is Disabled.

A System that shows a Power Level of “0" is acfive and can be used. This System is said to be active but “unpowered.” If the number
on the combat dial is “1” or higher, the System is active and powered. Cards and abilities may boost an unpowered system, but not a
Disabled one.




Example: At this setting, Voyager's Weapons System has been Disabled and cannot be used.

Note: Each Starship Display Card has a full readout of all settings on the combat dial
for easy reference, so you can choose your System Ratings without your opponent
knowing what you're planning.

Alert Status !‘HE}&I}%E
There are three different color-coded Alert Status levels: Undamaged (white), Yellow-Alert (yellow),

and Red-Alert (red) The background that shows on a ship’s combat dial tells you which Alert Status this ship is in.
When a ship is domaged, it will change Alert Status.

Example: The Klingon Bird-of-Prey Ch'Tang has taken damage and is currently at Yellow-Alert Status.

Since all ships have three Alert Status levels, each ship can take three points of damage hefore being
destroyed. Because larger ships have much more power than small ones, it is harder to damage (or
destroy) them, even though they only have the same three Alert Status levels.

YeLLW |/
ALERT //
STATIJS{ A thick black line is always marked on the Combat Dial between each Alert Status level so you must be careful not to cross

one of these lines when you make a Power Adjustment.

All ships always begin the game in Undamaged Status (with the white background). You can choose any power setfing in the Undamaged
part of the combat dial. During the game, when you make a Power Adjusiment, you can change fo any other seiting within the ship’s current
Alert Status.

Cloaking Devices

Some ships have a powerful doaking device. These ships will have a setting on the combat dial with a blue
background. This special setting can only be used when the ship engages its cloaking device. See “Cloaking
Adtions.”

COMMAND CARDS [T

You will have your own deck of Command Cards. All Command Cards fall into one or more of three categories: Ops Cards (short for
“Operations”), Combat Cards, and Crew Cards. Every card will fit at least one category. Some cards fit two or even all three catergories. The
left edge of the Command Card shows you the categories for that card. Combat Cards have a red bar, Ops Cards have a green bar, and Crew

Cards have a blue bar.
ABILITES

At the bottom of the card is a list of the effects the card has when played. These effects are
color-coded to match the three fypes of Command Cards. If a Command Card falls info more
than one category, it will have a different effect listed for each category. However, when you
play the card you can only choose one of the effecs listed.

Example: Data is a versatile card that can be used as a Combat Card, an Ops card, COMBATS \
or a Crew Card. If you use this card during combat, any damage your ship takes
is reduced by one. If you use it during a Sensor Test, you receive a +5 bonus to :
your Sensors. If played as a Crew Card, Data gives your ship a permanent +3 0 N\ CORBF 1 i 5 ks G g
Sensors, and you can frash Data fo prevent all damage fo his ship. OPERATIONS ——g=5 i ke
"fh..‘_ SE]S[IH TEST +5 Sensars G
Note: The type of effect you choose also determines the type of card for B et i my kB
all other purposes. For example, if you play the “Data” card and use e = AL el
the Combat effect, your opponent cannot play a card that cancels an Ops CREW-—— B T e ——

sy FLARSHIP FLEET DECK emme

card, even though the “Data” card could be played to give an Ops effect.



Most Ops Cards and Combat cards only apply o a single action, encounter, or die roll, and are discarded once that event is complete. Some of
these cards remain in play. When an Ops Card or Combat card remains in play, place it next o the Starship Display Card for the ship that was
affected.

Crew Cards always remain in play, and are placed next to the Starship Display Card for the ship you assign that crew member to.
Note: Any Command Card that does not specifically state that it refers to your opponents ship always refers fo your ships only.

When you play a Command Card, after the card effects are resolved, place it in your discard pile and immediately draw a replacement card
from your Command Deck. If you play a card during combat, for example, after the combat is over your Command Card goes to the discard
pile, and you draw a replacement. If the card has a permanent effedt, it remains in play, but a replacement card is drawn immediately.

If your Command Deck runs out of cards, gather your discard pile, turn i over, shuffle it, and create a new Command Deck. Do not include
any trashed cards when you reshuffle your Command Deck.

Ops Cards:
Ops Cards are the broadest category of Command Cards. They cover everything that is not a Crew Card or related fo combat. Many Ops Cards
modify an Action you are taking, or give you a bonus on a System Test.

The text on the Ops Card always begins with an explanation of when the card can be played. Some cards also require that you (or your ship)
meet certain requirements hefore you can play them. The format for Ops effecis is:

WHEN CARD CAN BE PLAYED (Requiremenis): Effect.

If you do not meet the requirements, or if the card does not apply fo the action you are taking, then you cannot use that Command Card. If
the effect lists “Interrupt,” you can play this card during any action (except combat) or encounter, if any requirements are met.

A FIRST GONTACT S

ity

Example: The “First Contact” Command Card has this Ops effect: “Exploration
(Habitable Planet): Roll one die: on a roll of 2-6, place a Control Token here. On
a roll of 1, place one of your opponent’s Control Tokens.” You can only play “First
Contact” when you explore a location that has a habitable planet.

3 EXPLORATION (F;;mle Planel): Rall one HEU”]HEMENT

dl: On a rall ol 25, place one ol your — EFFECT
Control Tokgns here. On arall ol 1, place
one al yaur nppanent’s Canteal Tokens.

*Liv Jog end raspee” - Vilom ambutsdon
“Thankal® Zefram Cosheane

et STRANGE HEW WRRLDS DECK wsom

Example: The “Modified Torpedo” Command Card has the Ops effect “Interrupt i INTERRUPT
(Weapons 1): +4 Sensors.” You can play this card any time you need to make a 0 CONRAT (Serapea 1 e - FFFECT

Sensors Test, if your Weapons Rating is 1 or higher. DT TR

e e e e e i e s s S

Important: Ops Cards can never be played during combat! A e s

Note: Most Ops cards can be played during your furn, or during your opponents mm— 11515 UPERALE DECH e
turn, as long as you meet the requirements for playing the card.



“As an Action” Cards:

Some Ops Cards say “As an Action.” In order to play one of these cards, you must spend one of your three Actions for the furn. You must also
declare which ship is performing the Action (since each ship can only take one Action each turn). These Ops cards grant you the ability fo take
an Adtion that is different from the normal Adtions available during your furn.

Combat Cards:
Combat cards are similar fo Ops Cards. The main difference is that Combat Cards can be played during combat (Ops Cards cannot). You may
also use a Combat Card outside of combat if you are attempting a Weapons Test or Shields Test.

Example: The “Battle Stations” Command Card gives you a bonus of +2 Weapons
and +2 Shields. You can play this card during combat, whether you are the

aggressor or the target. You could also play “Batile Stations” during an encounter
that requires a Weapons Test, or any other situation that uses Weapons or Shields.

Unless the Combat Card says otherwise, the effect always ends af the end of the

: EBMBAT EFFEET current comba’r.
“End This Combat” Cards

Some Comhat Cards tell you to “End this combat.” If one of these cards is played,
the comhat ends immediately. Do not roll the dice for the Weapons Test or Shields
Test. Neither vessel is harmed.

s (;00F OF HONOR DECK e

“Remove a Ship” Cards

Some Combat Cards force your opponent fo remove one of his ships from the combat. The removed ship does not move from the location of
the combat, but it does not add its Weapons Rating to the Weapons Test when resolving the atfack. You opponent chooses which of his ships to
remove from the combat.

Crew Cards:
Crew Cards represent exceptional crewmen and officers that you might have onboard a starship. When you play a Crew Card from your hand,
you must assign it fo a ship in play. The Crew Card grants a permanent bonus fo that ship, as long as it remains assigned fo it.

There are four types of Crew Cards: Captains, Officers, Engineers, and Spedialists. Each ship can only have one card of each fype assigned to it
at a fime. If you want to attach a second Crew Card of the same type, you must discard the old Crew Card to make space.
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KLINGON'SHIP

Example: Kurn has been assigned to the | K.S. Negh'Var. He is a Captain. Vagh is an Officer, so he could also be assigned fo the
Negh'Var. Both Crew Cards would stay in play and grant their bonuses fo the ship. However, if the Klingon player later assigned
Nu'Daq to the Negh'Var (another Captain), he would first have to discard Captain Kurn.



Many Crew Cards also have Ops or Combat effects on them. You may play these cards from you hand as a normal Ops or Combat Card. But
if you do, the card will be discarded after it is resolved, so you won't be able fo assign it to a ship. When a Crew Card is assigned to a ship,
however, you may choose to discard it fo use any Ops or Combat effect on that card instead of the usual Crew Card effect. This would
represent a crewman making a special sacrifice or pushing himself o the limit to serve his ship. You must sfill meet any requirements or
restrictions for playing the Combat or Ops Card. Also, only the ship that the Crew Card was assigned to can benefit from the Combat or Ops
effect of the card.

Example: Mr. Spock has been assigned to the U.S.S. Enterprise. As an Officer
Crew Card, he grants the Enterprise +3 Sensors (along with other benefits).
Mr. Spock also has an Ops effect (+5 Sensors). The Federation player could
discard Mr. Spock to receive the +35 Sensors Ops effect instead of the
normal +3 bonus, but only if the Enterprise is making the test. Mr. Spock could
not be discarded to give a +5 Sensors bonus to the US.S. Yeager.

@ VR. SPOCK D
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Note: Discarding a Crew Card to use the Ops or Combat effect does
nof count as playing a Command Card. So, you may use this benefit in
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addition to playing your single Combat or Ops Card during o test.
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: % “Trash” a Card:

; f Afew cards and game events will fell you to “trash” a Command Card. Trashing a card is

; ; different from discarding it. A trashed card is placed next to the trash space on the Deck

: ' Console. These cards are out of the game entirely and cannot be used again. Cards in your
' THASH AHEA ; discard pile might be used again if the deck is exhausted and reshuffled, or if some game
' : ‘ effect allows you to draw a card from your discard pile. But cards that have been trashed

E E never reenter the game.

MISSIONS

Mission Cards represent orders sent fo you by your commanders. They provide you with
goals you can accomplish, and are the primary way you will earn victory points. There are
three types of Mission Cards: Science Missions, Influence Missions, and Combat Missions.

Before the game hegins, you create a Mission Deck using cards defermined by the ships you drafted. This way you will have Mission Cards
that are suitahle for the fype of ships you have in your fleet (see “Receive Orders”).

You will always have three Mission Cards in front of you. Normally, these cards are kept face up, so your opponent will have some idea of
what you are frying to accomplish. Any Mission Card that says “Secret Mission,” however, is kept face down instead. Your opponent will not
know what kind of secret missions you are working towards.

Each Mission Card describes what steps you must take to complete the mission. If you fulfill all of the requirements, place the Mission Card in
your Victory Pile. It is worth victory poinis equal fo the value shown on the card.

Most Mission Cards instruct you o perform a specific action. If you perform that task, you have completed the mission. The Mission Card must
be on the table when you perform the required action. If you draw a Mission Card that matches an action you already completed,
you do not get credit for that mission. You'll have to do it all over again.




Example: The Klingon High Council has ordered you to complefe an Attack Run on the
Federation forces in this area. If you successfully attack a Federation ship, you complete this RTTAEK HUN__ .
mission and earn 1 VP § . -

S,

MISSION
DBJECTIVE |

Important: Each action you take can only complete one mission at a time. If you have s PR
two missions that require the same action, you can only get credit for one of them S5 [ufic 2t Igast 1 damage 1o any
each time you complete the requirements.

Enemy Ship in comhat.

Example: You have two Mission Cards that require you to make a Level 10 Sensors Test in a
nebula. When you complete this test, you can only claim one of them for your Victory Pile. To
claim the other Mission Card, you will have to complete a second Level 10 Sensors Test.

Some Mission Cards require you fo create a specific set of conditions in the game. \{’IE[TNU#SY

These Mission Cards have instructions that begin with “Condition.” These missions =t
work a little bit differently. To complete one of these conditional missions, you only need to match the current status of the game fo the

requirements of the mission. Sometimes, those conditions will be in place before the Mission Card is drawn. In this case, you can place if in
your Victory Pile immediately.

Example: Starfleet Command has ordered an Expansive Survey. If you have explored six
EXPANSIVE SURVEY adjacent locations (i.e., the face-up Location Tiles are pointed toward you), then you have

it b complefed this mission and earned 2 VP

CONDITIONAL
MISSION

OBJECTIVE | Your Mission Deck is never reshuffled. If you run out of Mission Cards during the game, and
you need to draw more, draw them from the top of one of the three decks of Mission Cards
next to the Deck Console. You choose which deck to draw from each time you draw a new
Mission Card after your Mission Deck runs out.

ENCOUNTERS

The universe is a big place, full of infinite possibilities for adventure, discovery, glory, and peril.
Star Trek just wouldn't be Star Trek without time-space anomalies, meddlesome super-beings, planet
killers, supernovae, subspace rifts, wormholes, and the like.

cIony |
POINTS |

Encounter Cards bring these mysterious and unforeseeable challenges to the game. When a starship first explores a location, there is a
chance that one of these cards will be drawn. Each Encounter Card is unique, and it may bring benefits or inflict penalties to the ship that
discovers if.

Encounter Cards offen require a ship to make a System Test. If there is a test described on the Encounter Card, you must attempt it when the
card is first revealed. This does not cost you an Action. If you succeed af the test, you will usually receive some victory point award. When you
earn victory points from an Encounter Card, add the card to your Victory Pile.

Example: The U.S.S. Defiant has just explored an empiy region of space and % Vl[}T[lHY PDINTS l
draws a Mysterious Abductions Encounter Card. The Federation player must - -

attempt a Level 12 Shields Test using the Defiant's current Shields Rating. If he ‘ MYSTERIOUS ABDUGTIONS q vicToRY: 1 ]
succeeds, he adds the Encounter Card to his Victory Pile (worth T VP). If he fails, [ bttt 4 |

5 A \ erEwnen from your sip. Altempl 8 Level 12
he must discard all Crew Cards assigned to the Defiant and the Encounter Card. Shielts C Tst 1 prevent these ebducions. I

you :n:mn B (ks card {0 your Victary Ple.

Il yon fall, you must discard all Erew Cards
assgued 1 3l ships particinating fn 1hls lest i
and discard T3 £aed.

Encounter Cards are resolved immediately when drawn, and then
discarded unless the Encounter Card says “Persistent Encounter.”
Persistent Encounters remain in play in that location until they
are successfully resolved. Either player can attempf fo resolve a
Persistent Encounter that is in the same location as one or more
of his ships. Each ship involved in the encounter must spend one
Action to make the attempt.
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ENCOUNTER DECK e




Once you begin to resolve an encounter, you cannot interrupt it by taking a different Adion. You can play one (and only one) Command Card
to modify the encounter. Also, you may make a Power Adjusiment for the ship involved in the encounter (if that ship has not already made a
Power Adjustment this turn).

STARSHIP DESTRUCTION

When a starship is desfroyed, it is removed from the game. Do not return it fo your Reinforcement Pool.

All cargo and Crew Cards assigned to the ship are discarded into the appropriate discard piles (these crew and cargo are worth no victory
poinis). If a ship is destroyed in comhat, the aggressor receives a +1 VP Token for destroying the enemy ship (add it fo your Victory Pile).

When you lose your first ship, your Fleet Size goes up by 1. You can then use the Reinforcement Action fo bring new ships into play.

WiNDG TiE Game

Your goal is fo earn enough victory points fo reach {or exceed) the Viciory Poin Goal set at the heginning of the game. In the standard game,
this goal is 10 points.

The first player to reach this goal wins the game, with one exception: if you were the first player to take a turn in the game, and you are the
first player fo reach the Victory Point Goal, your opponent gets to take one final furn to try to catch up. If your opponent can match or beat
your score, they win instead!

Example: The Klingon player took the first furn in a game. After many
adventures and trials, he completes a mission that brings the fotal VP
of his Victory Pile to 11. Since he was the first player, the Federation
player can still take one final turn to fry fo get enough points fo win. If
the Federation’s total VP is 11 or more at the end of his final turn, the
Federation wins instead of the Klingon Empire!

YOUR VICTORY PILE:

There are several ways to earn victory points. Most of your points will come
from complefing missions. Some encounters can give victory points, and
you get one point each time you destroy an enemy ship in combat or build
a Starbase.
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Wherever your victory points come from, always put them into your Victory
Pile to keep track of your points. Cards that grant you victory poinis show

the points you earned on the card. [f you earn poinis in another way (such
as destroying an enemy ship), use the Viciory Point Tokens. Once you have enough points in your Victory Pile, you win!

FOIR PLAER ROLESD MODIFIEATIONS

If you have mastered the two player version of Fleet Captains and you think you are ready to bring two more people to the table, follow the
quidelines below to play with four players.

L2 I 158105 CARD 3 S

Form two teams of two players each, and have each team pick which side they are going to play. Just like in the 1v1 version of the game, one

team will play as the Federation, the other as the Klingons.



Laying Out the Board

To accommodate the larger game, we recommend using a larger board. For your first game, fry this setup, which uses 45 location files:

KLINGON 1D

LoCNTINE 4
. DEDK

“FEDERATION SIDE

0f course you are free fo lay out the board however you like, as long as all players agree to the configuration before the game begins!

Mustering Your Fleat

We recommend each team mustering a fleet of size 16 (again, you are free to agree on a larger or smaller size!) for a 4-player game. After
fleets are determined, each team divides the ships amongst both players as evenly as possible, such that the difference in size between
players is no more than 2 points. Once ships have heen assigned, ownership may not e transferred between players.

Forming Command Decks
Each player will form their own 40 card Command Deck, just as they would in the 2-player game. It is recommended that teams work
together so that each player will have the best Command Deck for the ships in the fleet under their control.

Acquiring Missions
Form a common Mission deck for each team using the same rules for the 2-player game. Each player draws three missions from their
common pile to display in front of their console (keeping secret missions hidden face-down, of course).

GAMEPLAY
Taking Turns and Assigning Actions

Teams alternate taking turns, with both players taking their actions simultaneously. Each player gets 2 Adtions to spend per turn (so each
feam can use up o 4 fotal actions per turn). Players can only deploy actions fo ships they control, not to an allied vessel. Players can decide
what order fo resolve their actions in (e.g. player one can take an action, player two can take two actions, and then player one can
A take a second action), and can resolve actions simultaneously when needed (such as during combat, if each player wanfs fo assign
. an adfion fo a ship to make an attack). Since players take their turns as a team, they are free to discuss sirategy for assigning
actions.



Missions

Players complete missions as usual, with a few exceptions under team play. If a mission needs to be accomplished over multiple actions
(such as the deployment and retrieval of an Away Team), or can use multiple ships (such as discovering or controlling a certain number of
Locations), than either team member is eligible to frigger the completion of that Mission.

If the Mission requires fracking the actions of a single ship over multiple turns (such as scanning a certain number of Locations with a ship),
or fracks the actions of a ship in a single turn (such as destroying an opposing ship), only the player who controls that Mission card can
complete it.

Swapping Mission Cards
Players may exchange face-up mission cards, one for one, by spending one action. They do not need to have ships in the same location fo do
s0.

Playing Command Cards

Command cards are played as usual, with a few exceptions. For opposed System Tests and combats where there is more than one player’s
ship present (and thus more than one hand of Command Cards from which a Command Card might be played), the team must indicate which
player is the “lead” player. The lead player must have a ship involved in the action. During the resolution of the action, the lead player is the
only player who may play a Command Card to affect the action.

Nofe: Some Command Cards may be confusing or ambiguous when played under team rules. As a rule, apply the effects of a Command Card
af the player level, not the team level.

Swapping Command Cards and Crew via a Transport Action -

During the course of the game, players may discuss the contents of their hands with their teammate. If hoth players have a ship in the same
Location, they may freely swap Command Cards between players, one for one, for the cost of one Transporter Action (they can swap any
number of Command Cards between players for the cost of one action, as long as bath players are giving the same number of cards as they
are receiving). Additionally, assigned Crew Cards can be transferred between teammates this way for two of the ships in the Location that
the Transporter Action takes place; Crew do not have to he transferred one for one.

Cloaking

Players on the same team my freely and secretly share information regarding face-down Cloak tokens that they control.

Task Forces
Players on the same team my form a Task Force as normal with a teammate’s ship, as long as that teammate agrees to participate in the
Task Force. The Task Force functions normally as described in the Task Force section of the normal rules.

[Reinforcements:

When playing with 4 players, your team fleet size increases by 1 the first and second time your team loses a ship. This increase in fleet size is
shared by hoth players on the team and can create a scenario in which one player conirols a fleet that is more than 2-sizes greater than the
other, which is allowed. Reinforcement ships must come in to play through the command post of the player that is taking the Reinforcement
Action.

Installations:
Players share the benefits (repair and improved repair actions) and may freely upgrade any installations built by their team.

Winning
Each player tracks their Viciory Points in their respective Victory Piles, but teams share a common Victory Point total. We
recommend playing with a goal of 16 Victory Points for a team.
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Mike Elliott and Ethan Pasternack

The following provides updates to the rules included in the base set game. You must have the base set in order to play. The Header indicates the topic with .

(brackets) indicating the section being modified with this expansion.

Contents

12 Romulan Clix Starships.

2 Command Post Tiles

1 Mission Deck Console (Updated fo Include Espionage Missions, replace the
original with this one)

10 Location Tiles

100 Command Cards

10 Encounter Cards

25 Missions (Espionage)

14 Starship Display Cards (12 Romulan, 1 Alternative for Federation and
Klingon ships) — all 14 have the new Esplonuge Mission fype — just like with

science/influence or combat, take a correspondmg card from this mission deck

when you have a ship with this mission type.
3 Away Team Tokens

14 Romulan Cloak Tokens

30 Control Tokens

12 Scan Tokens

System Tokens

6 Victory Point Tokens

2 Dice

6 Action Tokens

Alternate Versions of Ships (Setting Up The Game):
The Romulan Expansion is the first to provide Alternate versions of ships.

The Federation player (U.S.S. Excelsior) and the Klingon Player (LK.S. Kronos
One) have a ship card that is added to their starting fleet set-up that can replace

the base set card. Either randomly choose which is included before shuffling
them info your fleet deck or ignore the 2nd appearance of these cards when

appropriate (you do NOT get fo use the 2nd card fo hring in the same ship as a
reinforcement after the first one is destroyed). These cards allow the Federation
and Klingon players to have the new Espionage Mission type and a new special

ahility for each ship while keeping the same dial and model.

3-Player set up (Preparing the Unknown):
With this expansion you-can now play 3 players. The suggested first time
playing with 3 players is shown below — any map configurations that players

can agree to is fair game. Some cards care about the most direct path (“center

line") between player's command posts — that is highlighted below for 3
players with the first game recommendation.

3 Player Timing (System Tests)

Timing in a three player match can be fricky during System fests (such as
with an encounter when players can play an opposing card), but the general
guideline should be that the player who acis first (i.e. speaks first with
specific game play implications) has the initiative when it comes to breaking
ties involving other players trying to intervene af the same time. In the
unusual case where two players act for all intents and purposes at precisely
the same time, the player whose turn was last gets fo act first. That player’s
card is figured into things first, and only one opponents card can be played
per System Test.

Transmission Interference Sensor Action (Actions):

You may use your sensor system to interfere with your opponent’s
transmissions. As a Sensor Action, make an opposed Sensor test against an
enemy ship - the enemy ship gets -+ 1 to its roll for each point of movement
it would fake to move your ship info the target ship's location via the most
direct route (zero if in same location). Note: you cannot spend engine
points to move a partial distance across a location to reduce the +1 per
point of movement.

If you succeed, the target ship’s controller must discard one mission card
of your choice (secret missions remain face-down during this choice). If the
target player has missions from the beginning of the game left, they draw
from their deck fo replace the discarded mission. If none remaining, you
choose which deck of missions your opponent must draw from for their new
mission.

Saboteurs (Crew Cards):

This expansion includes a new crew
type: Saboteur. These crew may only be
assigned to your opponents’ ships and
only 1 may be assigned per ship (just
like any crew type). Any abilities,
negative or positive, affect the ship the
Saboteur is assigned to. When you play
a Saboteur on an enemy ship, put one
of your scan fokens on the crew card -
this indicates who controls the Saboteur.
The player who plays the Saboteur can play it on any ship in play of their
choosing regardless of location of ship or if cloaked etc.

Saboteurs will often have abilities labeled “(Espionage)” . Espionage
abilities are usable only by the player who conirols the saboteur (i.e. the
player whose scan foken is on the crew card), even though the crew card
is on a ship controlled by another player. An Espionage Ability may not
be played out-of-hand, and ifs text is always addressed to the player who
controls the Sahoteur, so read it accordingly.

This means that a player with a Saboteur aboard one of his/her ships
may not choose to discard that Saboteur fo use a printed ability labeled
as “(Espionage).” Such saboteurs are designed to be placed on an enemy
ship and actually be helpful to that ship and player, but af the opportune
moment be revealed as an enemy agent in order to do something
treacherous.

B INTERRUPT (Esplunage): Make & power
adfostment on this shig, even if this ship has
already made one. (Espionage abilities are DNLY
usable by a Saboteur’s controlier)

SADUTEUR: +2 Engies — .

0 s | \VIS1BLE THREAT S



On the other hand, a Saboteur with a non-Espionage Combat or Action
ability may indeed be discarded by the player to whose ship the saboteur is
assigned - such saboteurs usually have negative crew effects and even more
negative Action or Combat effects a player can suffer voluntarily in order fo get
rid of the enemy agent once and for all.

Other than the above rules, Saboteurs
function as crew normally. They are limited
by type (so a ship may have no more than
one Sahoteur assigned at one fime), and
may be the subject of enemy Transporter
actions and the target of effects which
manipulate or force the discard of assigned
crew just as any other crew card.

Remember that the saboteur counts
as a crewmember of the ship it is assigned
to, and thus can only be Transported
hetween ships of the same fleet by that
ship’s controller no matter who placed the
saboteur.

The playing of an Espionage ability stops any chance the sabotaged player
has of being able to renege on his action (i.e. once declared you must carrying
through).

Espionage Timing
Espionage abilities are always resolved last when i comes to fiming

disputes. For instance V'las ability allows for a combat to occur between

the ship they are assigned to and another ship. This could occur on the ship

controller’s turn or V'las controller’s turn. However if the ship controller has

declared a combat (with this ship or any other) that combat must resolve before

V'las Espionage ability can work.

Espionage abilities may allow their
controllers to activate them based on an
opponent’s actions, but an Espionage
ability does not allow you to force your
opponent fo fake a particular action unless
the ability specifically says that it does so.
For example, a “Movement (Espionage)”
ability is only usable by the controlling
player during that ship’s movement, but it
does not allow the controlling player to
force that ship to move.

No player may respond o an espionage
inferrupt with another interrupt ability until the espionage ability has been
resolved.

Reminder that using the action fext on a crew card causes it to be discarded
for saboteurs, examples include Pardek and Ruwon. These discarded crew cards
go back to the owner’s discard pile.
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@1 INFLUENCE ACTION: Remove any 3 of your
Conteol Tokens from play.

@8 SABOTEUR: Thig ship may not place or
remoye Control Tokens.
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Quark: "Abogt whal perl?”
Bawon: *All of if, Quark: Wel, ot east I'm cansiatent.”
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IHmllPI (Espionage): Injiate & comhal

tween this shig and @ ship of your choice in
il Incelion in which this ship I3 the Bgaresson
This combat does nol use n aclion, (Espionage
alnhlmﬁ age DNLY useble by & Saboleur’s
ool

I @& snlnmm -4 Shields O wod -4
Wespons == unless it is in combal. ln combl,
{his smn gels +2 Stiglis ) and +2
Weapons —
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Emergency Cloaking (Cloaking Action)

Once per turn (each ship may only do it once per furn), instead of using a
Cloaking Action fo cloak your ship, you may do so as part of your movement.
Doing so uses 5 points of movement - if your ship has an Engines rating of less
than 5, you cannot use this ability. This ability may not be used to generate
Echo Tokens.

New VP rule
The first Starbase a player builds is worth 2 VP instead of 1VP. The first ship
of each opponent a player destroys is worth 2 VP instead of TVP

Q. Can you give more detail on when crew that are assigned
to ships can use their ops and combat affects?

A. They must first have been previously assigned fo a ship (i.e. you can’t play
a card during an encounter or combat fo assign a crew to a ship mid event)
and can only impact the ship they are assigned to. Trashing or discarding a
crew card are the same for timing - the difference is where the card ends up.
Doing either is outside the normal rules of playing a card (per the note on
page 27 of the base set rules) - i.e. it doesn't impact Command Cards you can
play (you can still play a command card in addition to discarding/trashing 1

or more crew).

If you trash or discard a crew it replaces the benefit the crew was providing. .
You may do it at any time as long as other conditions are correct. Ex.

Tasha Yar can be trashed for +4 weapons in combat (losing the 42 she

was providing) but other cards may be only during system fests etc. Your
opponent may respond and also discard or rash crew cards in response
(typically in combai). Espionage Abilities occur last when disputes in terms of

timing occur.

Example - | discard a Crew to improve my shields to prevent a point of
damage | would otherwise have to take (i.e. after dice have been rolled). My
opponent discards a crew to improve their weapons. | frash Data fo prevent
the damage. While there are edge cases of timing - in general they should
be rare and common sense between parties should prevail.

Please see wizkidsgames.com for FAQs for this game
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