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Game concept: 
In a distant galaxy populated by two governments, technology has just advanced to the point where small space-worthy ships are capable of moving long distances and mounting sophisticated scanning technology. The race is on to map as many resources in the area as possible. Two civilizations are at peace for now, but how long will that last?... 
Players take control of agile Fighters, lumbering Dreadnaughts, and scanner filled Engineer vessels as they attempt to map as many resource locations in the sector as they can to give their homeworlds the industrial advantage in the coming years. 

Box Contents
· Spaceship figures

· 5x Fighters

· 5x Dreadnaughts

· 5x Engineers

· 3x Space Stations
· Base poles 

· 12x Red and 12x Blue. Use these for indicating which player owns each ship

· 24 Resource Cards (6 Solid, 6 Liquid, 6 Gas, 6 Energy)
· 24 Technology Cards

· Pegs: These are used to mark where on the board you have mapped, and fill the side sections of the board for keeping track of what you have more easily.

· 50 Black Pegs, 50 White Pegs

· Rules Book (This booklet)

· 2 Ship Data Cards

· Astral Conquest insert and coupon
Rules Summary
Each player starts the game with one of each kind of ship (Fighter, Dreadnaught, Engineer) in their Deployed zone. Take one of the ships of each kind and mount it on the appropriate colored base-pole. As you deploy additional ships, you will mount them on your colored bases to show which ships you control.

Board Set Up

Shuffle the Resource cards and place them on the Resource Spots indicated on the map. Resources should be placed face down, so that the name and type of the resource is unknown to players, and the side marked with the word ‘Resource’ is face up.

Shuffle the Technology Cards and put them aside, players will draw from them during the game.

Using any mutually acceptable method, determine who will be the first and second player. The first player will take the first turn, which can be a large advantage for aggressive players. To counter this, the second player is allowed to take one Space Station and place it anywhere on the board before the game begins. This gives the second player a section of the board that can easily be mapped quickly.
Play alternates between players in turns, starting with the first player.

Game Turns
During your turn, choose one of your ships to use. This ship may move and/or map. At any time during your turn you may play Technology Cards in your hand. When you are finished, announce that your turn is over to your opponent, and their turn begins.
Movement:

· A ship can move up to a number of squares equal to its Move stat. Ships not on the board yet begin their movement by moving out of the Home Zone. Do not count the Home zones as a square of movement when entering the board. Ships may not move through Home Zones during the game.

· At any point during the movement, a ship can Map or Scan, then continue any remaining movement.

· Ships can move and Map/Scan diagonally or straight.
· Ships may not move or map/scan through enemy ships.

· Space Stations have a Move stat of 0 and cannot be moved. They may still Map.
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In the above example, Player 1’s Fighter (which has a Move of 3) could move up one square, diagonally up and left one square, or left one square, using only one Move for the turn.
The fighter can not move directly down one square because Player 2 has an Engineer in that square. Player 1 would need to move either diagonally down and left or down and right to go around it, and then continue along one of the indicated paths to reach the resources below the Fighter. 

The Fighter also cannot move Right or Up and Right because enemy ships are there.

Mapping: Starting with the square under the ship that is mapping, count squares as if you were moving the ship. Each square you move through counts as one distance, so the square beneath the ship counts as distance 0, any touching squares would be distance 1, etc. If you stop on any square that is a resource, you may place one of your Marker Pegs on it if you don’t have one there. If the Resource has not been revealed yet, you also Scan it.

Scan: Mapping a resource for the first time in a game is a special kind of Mapping, called Scanning. Whenever you Scan a Resource, you draw one card from the Technology Deck and add it to your hand.

· Ships may not move or map/scan through enemy ships.

· If a ship has a Map stat of 0 it can only map the square it occupies.

· You only draw a Technology card if you revealed (Scanned) the resource.

· You may Map a resource previously mapped by your opponent (in fact, you will often want to do this because you know what it is already!)
Example of Mapping
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In the above example, Player 1’s ship is blocked to the Right side by two ships owned by Player 2. Depending on the Map stat of Player 1’s ship, it could reach the square in the bottom right of the example by going around Player 2’s ships, but only if it had a Map stat of 3. 

Technology cards: There are two types of cards in the Technology Deck; Upgrades and Deployment. You receive one Technology card every time you Scan a resource. You may hold as many Technology cards at a time as you want.

You may play a Technology card at any time that you have Mapped all the resources required by the card.

Example: You have mapped “Pure Water”, “Liquid Fuels”, and two “Nuclear Power”, so you may play “Fighter Upgrade +1 Map”, which requires 2 Liquid and 2 Energy.

· Upgrade Cards: When you choose to play an Upgrade, reveal it and place it on the board in your Upgrade Zone. All your ships of that type gain that Upgrade for the rest of the game.

· Deployment Cards: When you choose to play a Deployment card, reveal it to the opponent, take a ship of the appropriate type, and discard that card (it may not be used again this game). Your new unit starts in the Deployment Zone can be moved onto the board from your Home Zone as usual.

Note: Resources are not ‘used up’. You may play any Technology card you meet the Mapped requirements for.

Space Station: A Space Station Deployment acts differently than other ships when you first create it. Instead of moving to your Deployment Zone, place the Space Station in any square on the board not occupied by another Space Station. If you choose to place it in a square with an enemy ship, that ship is moved back to its owners Deployment Zone and must enter through its Home Zone as usual. 

Space Stations have 0 Move and 1 Map, and block movement and mapping for the opponent as normal. 
Winning the Game:

A player wins when they reach any of the following conditions

· Mapped any 4 of each type of resource: Gas, Liquid, Solid, Energy

· Map all 6 of any two types of resource.

· Deploy 4 additional ships

· Deploy one additional Fighter, Recon and Engineer

· Deploy both Space Stations from the Technology Deck (the free Space Station given to the Second Player during setup does not count).

Tips and Strategies

Going First Or Second:

It can be hard to choose whether to go First or Second in a game, so here are a few things to keep in mind when making your choice.

The first player will always be one turn ahead when mapping. This means they have the advantage when trying to achieve the “Map 4 of each type” goal, and to a lesser extent, the “Map all 6 of two types” goal. 

The second player, even though they play slightly behind in the race for revealing, has a Space Station on the board to begin with. Use this to your advantage to set up near as many Resources as you can, and then Map them using your Space Station whenever you have time in the game. You should also decide whether to place your Space Station deep in enemy territory and snipe resources that the First Player spends turns Scanning for you, or in your own territory to make blocking Resources you’ve scanned easier.

Opening, Mid Game, End Game:

The opening turns of a game are usually used to feel out the board and get an idea of the Resources you will control later. However, don’t neglect trying to set up blocks early on. While you could move your Fighter out 3 and end by Mapping, why not Map something in your path, and then end your turn on another Resource. This prevents the opponent from being able to Map it, and lets you get it later when you’re ready.

By Mid Game, you usually know which Resources you have a lot of, and which ones you are still missing. You also probably already have a good number of Technology Cards. At this point, you can begin Mapping Resources your opponent has already Scanned for you, so you don’t waste a turn getting a resource that may not help you. Try to figure out which Win Condition will be the easiest for you as soon as possible.

Once you have your Win Condition in mind, you enter your End Game phase. Here your goal is very simple; you must map whatever remains to achieve your goal. If you are deploying, you must get very specific Resources to deploy your ships, otherwise you simply need to Map the Resources missing to reach your totals. Try to make every move count when Moving and Mapping, so that you end your movements as close as possible to other Resources you will need. Be sure to pay attention to what your Opponent may need to reach their goals, and block those Resources as much as possible.

When To Deploy:

Deploying Ships tips your opponent off to you being close to a win condition, so you may want to simply hold your Deploy cards in hand until the last minute, playing them all at once in order to win. On the other hand, every ship you have on the board lets you block another square, so it can often be better to Deploy as soon as possible to fill the board with friendly forces.
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