STAR TREK: CAPTAIN’S CHAIR

Manual visual de aprendizaje y consulta — juego
exclusivamente en solitario

Edicion de trabajo integral en espafol - A4 vertical - con diagramas originales, nUmeros
referenciados y ambos reglamentos completos como anexos.

Coémo utilizarlo: empieza por la preparacion numerada, sigue la secuencia del turno y
consulta las reglas del Bot cuando aparezca una duda. Las referencias Gy S remiten a la
paginacion impresa de los reglamentos general y solitario.

Alcance: guia explicativa y de consulta en espanol; los textos completos y las
excepciones de las cartas estan en los anexos originales. En caso de discrepancia,
prevalece el texto original, especialmente “Keywords in Detail” (G29-33).

indice de consulta

* Preparacién comun y del jugador: G4-7; preparaciéon del Bot: S1-2.

Estructura del turno: G8-13 y S4-5.

* Operaciones y conceptos: G14-23; glosario exhaustivo original: G29-33.
 Decisiones automaticas, cartas de mando, empates: S3-10.

* Ejemplo ilustrado de turno del Bot: S11-15.

* Puntuacién: G24-25 y S5; campafa y desafios: S16-19.

* Anexos originales: 36 paginas generales + 20 pdaginas solitario.

1. Preparacion de la mesa: numeros de la imagen

Los numeros siguientes corresponden exactamente a los pasos 1-17 de la preparacion
central original (G4) y a las llamadas de la imagen G5.

01. Coloca la tira del mercado en el centro.

02. Separa las cartas comunes en siete mazos por palo: Person, Ally, Location, Cargo,
Discovery/Encounter, Ship e Incident.

03. Aparta Location; baraja los otros seis; sitla los cuatro mazos de mercado en sus huecos.
04. Coloca el mazo Encounter boca abajo, atravesado sobre el mercado.

05. Deja el mazo Incident a un lado.

06. Reserva espacio al otro lado para Junk (retiradas).

07. Revela una carta de cada uno de los cuatro mazos de mercado.

08. Separa Location en Starting y Advanced; baraja Advanced y colécalas bajo el mercado.
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09. Coloca una Starting Location oculta encima de Advanced.

10. Revela tres Starting Locations formando la Neutral Zone; devuelve las restantes a la caja.

11. Ordena las Stardate especificas del nivel de solitario, de menor a mayor nimero, con la n? 1 arriba.
12. Prepara reservas de Dilithium, Latinum y Glory.

13. Coloca sobre la Stardate visible la Glory indicada.

14. Elige capitdn humano y capitdn del Bot; prepara sus mazos y tableros.

15. Prepara fichas de nave de las cartas comunes y de ambos capitanes.

16. Entrega al jugador humano tres fichas de accién y fichas de misién; el Bot no recibe ninguna.

17. El humano toma el marcador de jugador inicial: siempre empieza él en solitario.
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llustracién original: Distribucién central: nUmeros 1-17 de la preparacién. (reglamento general, p. 5).
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2. Tu zona de juego: numeros de la imagen

Correspondencia con los pasos 1-13 del reglamento general (G6) y el diagrama G7.

01. Tablero Crew a la izquierda; para aprender usa el lado Basic y coloca los tres marcadores de
Specialty en cero.

02. Clasifica las cartas de tu capitan segun las marcas de posicién: Available, Reserve, Development,
Discard, Deployed, Controlled Location e Incident Deck.

03. Pon tu Captain a la derecha del tablero, dejando hueco encima para Duty Officer.
04. Si tienes Status, coldcala sobre el tablero.

05. Baraja Available para formar el Draw deck.

06. Apila Development boca arriba.

07. Baraja Reserve y colécalas boca abajo, giradas, encima de Development.

08. Coloca Controlled Locations iniciales en tu Location Area, si las hay.

09. Coloca las cartas Deployed iniciales en Fleet Area, con sus fichas de nave.

10. Prepara Discard con las cartas iniciales marcadas Discard, si las hay.

11. Recibe 1 Dilithium, 1 Latinum y 1 Glory de la reserva general.

12. Pon en el Captain las fichas Away Team que indique su carta.

13. Roba cinco cartas para tu mano inicial.
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llustracién original: Tu tablero y sus zonas: cada nimero sefiala el paso correspondiente. (reglamento
general, p. 7).

3. Preparacion del Bot: numeros de la imagen

Los numeros 1-13 siguen S1-2. No se usan los efectos de texto habituales de las cartas
del Bot: se interpretan mediante sus Automated Command.

01. Elige dificultad: Ensign, Lieutenant, Commander, Captain o Admiral.

02. Haz la preparaciéon comun con Stardate “Solo vs [dificultad] Bot”; no des fichas de accidn ni misién
al Bot; tu empiezas.

03. Completa tu preparacién de jugador.

04. Devuelve Reinforce y Conspiracy a la caja salvo que uses sus variantes.
05. Tablero del Bot por el lado Basic, tres Specialty a cero.

06. Separa las cartas del Bot por su indicador de posicién.

07. Pon su Captain junto al tablero; retira su Status.
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08. Baraja Development y Reserve para crear el Supplement deck (Reserve encima).

09. Baraja Available para el Bot deck; si hay Deployed/Controlled Location iniciales, se ponen arriba de
ese mazo.

10. Prepara la pila Discard inicial.
11. Deja dos filas: Control Area y Staging Area.
12. Coloca sus Away Teams sobre su Captain.

13. Pon sus dos cartas Automated Command con TRAITS y SUITS WITH NO DUTY OFFICER visibles.
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llustracién original: Preparacién del Bot, numerada del 1 al 13. (reglamento solitario, p. 2).
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4. Turno humano: cuatro pasos

1 - RESUPPLY (reabastecimiento)

Activa todas las operaciones RESUPPLY en juego, en el orden que elijas, salvo las cartas
“beamed” que no las activan. Los efectos son obligatorios salvo que digan “may”. En tu
primer turno es frecuente no tener ninguno. [G9]

2 - CONTROL (control de planetas)

Una Location neutral estd asegurada por ti cuando tienes al menos 3 fichas alli (naves y
Away Teams) y al menos 2 mas que el rival. Puedes tomar el control de una Location
asegurada por turno: el adversario recibe Glory por sus fichas alli, se retiran equipos y
naves, mueves la Location a tu zona, resuelves CONTROL y repones la Neutral Zone.
[G9]

3 - ACTION (acciones)

Puedes jugar tantas cartas de tu mano como permitan sus operaciones; al jugar una
carta resuelves exactamente una operacién PLAY. Sélo las operaciones precedidas por
el icono de accidon gastan una de tus tres acciones disponibles. Las operaciones que no
llevan ese icono no gastan accién. No puedes elegir una operaciéon cuyo coste no puedas
pagar. [G10-11]

4 - CLEAN-UP (limpieza)

Sigue los subpasos del reglamento: operaciones CLEAN-UP, gestién de
Stardate/Resolution, colocacién de Glory y descarte/robo para la siguiente mano. La
secuencia detallada y las excepciones estan en G12-13.
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Ilustracidn original: Ejemplo de operaciones PLAY y gasto de fichas de accidn. (reglamento general, p.

10).

The bulk of gameplay revolves around resolving
various card operations for their effects.

The two most common types of operations you
will be using during this Step are PLAY operations
and ACTIVATION operations.

You are not limited in the number of aperations
you can resolve, however you are limited o 3
actions you can take on a turn.

If a chosen operation starts with an I icon,
then resolving the operation requires you ro
spend one of your 3 available actions for the
turn. When you spend one of your available
actions, place one of your action tokens (with
its spent side up) on the card as a reminder. If
you do not have an available action token, you
cannot resolve such an operation.

OPTIONAL OR
MANDATORY
All effects of a resolved operation are mandatory, unless

preceded by “may.” If a cost cannot be paid, you cannat
reslve that operation.

Costs consist of spending resources, putting cards into
specific places (Discard pile, top of Draw deck, Staging
Area, etc.), or any effect “A”in a“do A to do B" sentence.
If a non-cost effect cannot be resolved (Le., it's a useless
benefit), skip it

ATTACKING OPERATIONS

Any operation preceded hy the word (117:(8llindicates that
some part negatively affects your opponent. If an
operation forces your opponent to select an effect, they
must choose one they can fully resolve.

DEV.COST:
=T

ENDGAME OPERATION TABLE OPERATION(S)

I PLAY OPERATIONS

During your Action Step, you may play any
number of cards from your hand. When you
play a card, place it into your Staging Arca, then
resolve exactly one of its PLAY operations (shown
on white background) entirely. If you cannot
resolve any of its PLAY aperations, you cannot

play the card.

Once you finish resolving a PLAY operarion, the
card in question stays in your Staging Arca
unless one of the card’s effects explicitly instructs
you to move it somewhere clse (e.g., deploy it,
Log it, or promote it). This means that for the
rest of the turn, its traits and its suir might still
be used, for example to complete missions—but
more on traits, suits, and missions later.

EXAMPLE:
PLAY OPERATION
(WITHOUT ACTION)

First, you play Set a Course, and select its second operation. You
draw a card, discard a card...

~ PLAY: Draw a card, then discard a card. Werp up
s

. thenwarp Xindi-Reptilian
Battleship's Ship token to
Farpoint Station.

Seta Coursestays in your
Staging Area. Note that this
did not cost an action 47!

CANNOT BE PLAYED

A small number of cards do nothave - operations,
butinstead show “THIS CARD CANNOT BE PLAYED." That
means you cannot put it from
your hand to your Staging Area
during your Action Step—you can
still do everything else (beam,
discard, promote, etc) you could
doto a card of that suit.
" THIS CARD GANNOT BEPLAYED. |

5. Turno del Bot: referencia inmediata

El Bot no realiza RESUPPLY. En CONTROL toma la Location asegurada mas valiosa si hay
varias. En ACTION roba tantas cartas como acciones indique la Stardate visible, las pone
boca abajo y las resuelve de una en una. En CLEAN-UP resuelve una Stardate pendiente,
descarta las cartas de Staging y coloca una Glory en la carta del mercado menos valiosa
para ti (excepciéon Burnham). [S4]
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SOLO PLAYER AID

H FLOW OF BOTTURN
1. Skip Resupply Step

2. Control Step (most valuable if multiple, resolve
gained 1

3. Action Step (draw # cards, as shown on visible
Stardate card, resolve them one by one)

4. Clean-up Step (Resolve Stardate if applicable,
discard cards from Staging Area, place (&) on
card least valuable to you)

—_—
B COMMON BOT TERMS

Gain: From Market to Bot Discard pile, preferring most valuable.

Take: Place card to top of Bot deck. If taking from Market,
prefer most valuable.

Deploy: Move to Control Area (maintaining order of
deployment).

Dismiss, Discard, Recall: Place card in Bot Discard

pile. If Duty Officer was dismissed/recalled, flip SUITS
Butomated Command card. If a choice of CJETII is being
dismissedrecalled, it selects the most recently deplayed one.
Promote: Move to Control Area, flip SUITS
Automated Command card, if no previous Duty Officer.

Log: Move card beneath @ CAPTAIN  card. If Duty Officer was
Ingged, flip SUITS Automated Command card.

Explore: Warp the Ship token to the neutral
with fewest total tokens (if tied: most valuable).

Engage: Warp the Ship token to the neutral CONIIEIIL)
with most of your tokens (if tied: most valuable).

Send 5): Move Away Team token to Neutral Zone
ST with most of Bot's tokens (if tied: most
valuable), excluding anywhere you have mare Ship tokens than
the Bot.

Junk: Select card from the Market that is most valuable to you
(excluding ones with resource tokens on them), and move it to
the Junk pile.

B DETERMINING CARDS’ VALUE
Most Valuahle / Least Valuable (to the Bot)
* A printed VP (

card's value.

« EachFocusicon £/ &/ &, if any, contributes
the amount equal to the Bot's current multiplier
on the corresponding Specialty track.

contributes that amount to the

*  An ENDGAME operation increases the card’s
value by 5.

*  Each Glory () token on a card contributes 1 to
the card's value

For mast valuable | least valuable to you, use your current
Specialty multipliers instead of the Bat's.

F

H REMINDERS
Logging EITHEITETH becomes retum EALTITILD instead.

always moved from Staging Area to Control
Area, regardless of row being resolved.

When offeredforced to draw a card, discards top card of the
Bot deck instead.

Declines returning CZALTIITE on your operations.
Never sends Ship/ B2 to 2 neutral O IEAIIT where it

has more than enough tokens to secure it (i.e. 4+ tokens and 3

more than you).
F

B DIRECT INTERACTIONS

Bot attacking you: Attack effects are highlighted like this.
Bot non-negatively affecting you: Interactive effects are
highlighrted like this.

Stealing from the Bot: Automatic success, but take resources
from supply instead.

You allowing the Bot to draw a card: Discard top card of

Bot deck.

Unspecified choice for the Bot: it always picks the first

listed option it legally can.

F

B FINAL SCORING FOR BOT
Ignore Missions. Score &3/ 53/ &3 normally.

Score printed " normally.

1 perGlory @), 71 per2 Dilithium {/Latinum .
(5 per ENDGAME operation (even if notin play).
Resolve SPEGIAL operation if asteriskin 7 .

llustracién original: Hoja oficial de ayuda para el turno del Bot. (reglamento solitario, p. 20).

6. ;Qué orden ejecuta el Bot?

Paso A: descubre una carta de su fila. Paso B: si tiene SURPRISE, ejecuta la operacion
SURPRISE de esa carta. Si no, consulta la carta Automated Command TRAITS de arriba
abajo y aplica sélo la primera fila coincidente. Paso C: si no hay coincidencia de TRAITS,
aplica la fila del palo (SUITS) en la cara adecuada: WITH o WITHOUT DUTY OFFICER.
Ignora el texto normal de la carta del Bot. [S5-6]

Si una carta del Bot tiene WILDCARD, coincide con la primera fila efectiva de TRAITS,
ignorando la fila recordatoria SURPRISE. Si se promueve un Duty Officer, gira SUITS a
WITH DUTY OFFICER; si desaparece sin ser sustituido, vuelve a WITHOUT DUTY OFFICER.
[S5-7]

CAPTAIN’S CHAIR - Guia visual de solitario ES



SUITS WITHOUT
MR = DUTY OFFICER LABEL

@-m Dmuvem av1) 0 e ot deck, Gain
[ CiE L T

SUITS WITH
DUTY OFFICER LABEL

o Ut

. D Destoy hie CITID:  emyages. Serc 30 2 1o
vl YD,
BURNEAM

me ""‘"""'“3“"”"““ L= Lo the top cand of the Bt deck. Gain 2

)
(I, Gain L e a0 023 to.2 et CHEEREDD Rt this card

JEID Gain 1 4. Daphay thes (D,  esplones. Sand an

~ mest (@Y. Send an B 1o 2 neutral )
this cand

8 .3 ners
2 JITFD Gain 1 ). Send am 50 t0 3 neutral ONIENED T
Promate ihis cand o Duty Oficer, SUIT ROWS

TRAITS LABEL SR
SPECIALRULE
SURPRISE REMINDER.
FIRST TRAIT ROW,
(USED FOR €21 )
TRAITROWS
IRCIECECT N D ooarons
Whenever the efiect of a row onan Automated When resolving a D, if ic's still in

Command Gard refers to “this card", it always means the Staging Area ar the end of its resolurion

{i.c., it didn't ger logged), mave it to the Bor's
Control Area. This rule applies regardless of

“the card currently being resolved, that resulted in this
row being matched”.

which row on the Automated Command cards

I THE SURPRISE TRAIT & the card matched ta.

If a card has the (ENTIED traic, i‘l wil_l a!so EXANMPLE: LOCATION
have a SURPRISE (Bot only) operation in its RESOLUTION

special operations strip. When such a card is Whether a N UELTT is played from its deck or taken

being resalved—as you are reminded above control of, a corresponding row is resofved from the Automated
the first row of the Automated Command Command cards.

card labeled "IHA”S"—pcrfbrm the surprise ‘ -|-.-|- 1- %
operation written on the card, and ignore any I
matches on the Automated Command card. ‘8— LOCATION ” J JL m J
This is the only time during play the Bot

resolves an operation on a card instead of its

Automated Command cards.

It Picard plays Daystrom Instituts, Itunll resolve the
® @ row, and then the card is moved
into its Control Area.

CONSPIRAGY
% DIRECTIVE

ANCGIENT RELRY STATION

& (OCATION

It Picard'takes control of Ancient Relay Station, it will resolve
the & row. Since this row unconditionally logs the
resolved card, Ancient Relay Stationis placed beneath the Bot's

SURPRISE (Bot anly): 'hl.ntchmn:takean 'I &8 CAPIAIN  card instead of its Control Area.

3lbdung 5

(IITIED and put it and this card to the bottom,
of your draw deck OR the bot gains 2 @) and ! |
_ﬁicg@s_tl!e_tq: Pa_rd_oj I!smm_dgc_x_ ¥ 110 Discard the top card of the But deck Gain 1 )

If Bot has 5+ ', gain 1 &3 and GEEEED. Log this nard'

FARPOINT STATION
& (OCATION

Naturally, if a SCNTFAIIII with no trait row matching (lke
Farpoint Station is played/taken control of, the TR
row of the Automated Command card “SUITS” will be resolved,
and then the card moved to the Control Area.

llustracién original: Anatomia de las cartas Automated Command, sus caras y zonas. (reglamento
solitario, p. 6).
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7. CoOmo decide qué carta o Location vale mas

Para calcular el valor de una carta para el Bot, suma: VP impresos + multiplicador actua
de cada icono Focus + 5 por cada operacién ENDGAME + 1 por cada Glory que tenga
encima. Dilithium y Latinum colocados sobre la carta no suman valor, pero sirven como
desempate. [S3]

Empates: primero gana la carta con mas fichas de recursos sobre ella; si persiste el
empate, la carta mas a la izquierda. Cuando la instruccién pide la carta menos valiosa,
también se utiliza el desempate de fichas y la izquierda conforme a la regla aplicable. Si
se calcula valor “para ti”, se usan tus multiplicadores Specialty. [S3-4]

Before we can dive into the rules of playing The card resulting in the highest VP value

against the Bot, we need to define a concept is considered the most valuable. Among

used throughout these rules: the value of cards cards of equal value, the one with more

in the Market and the Neutral Zone. For resource tokens (mc]uding Glory: Dilithium,

gaining cards or ﬁghting to secure locations, and Latinum tokens) is considered more

the Bot will often choose the “most valuable” valuable. If multiple cards are still tied in the

one. The value of a card can be casiest Market/Neutral Zone, the Bot chooses the

cxplaincd as how many VP it would score for leftmost of the tied ones (whether |c)nking for

the Bot if the game ended after gaining it the most or the least valuable)

= A printed VP 0" contributes that amount to the Occasionally, you are instructed to determine
card’s value. a card's value to you. ‘This uses the same

« EachFocusicon B/ </ &, if any, contributes determinartion as above but uses your current

the amount equal to the Bot's current multiplier Specialty multipliers instead of the Bot'. For

on the corresponding Specialty track.
= An ENDGAME operation increases the card's

east valuable to you (c.g., placing Glory in
the Clean-up Step, sce paged), the Bor chooses

the card with the lowest VP value; for most

value by 5. valuable to you (c.g., in the case of the Bot
*  Each Glory () token on a card contributes 1 junking a card), the Bot chooses the card with
to the card's value. Other resources (such as the highest.

Dilithium placed by Burnham), however, do not.

EXAMPLE:
DETERMINING VALUE

The Bot wants to gain a CCITID / CIELIED /[ JKD, and the market currently has Mk eth, Pakled Fraighter, and Kejpigns on affer
for these suits, and Paled Frefghterhas a @) on it. So the Mek Teth svalugis 2, the Fraightar's 3, and the Kelpiens’ is equal to the Bot's
3 muttiplier. Which means if the muiplier is X3 Jor less it grabs the Pakled Freighter since the presence of the (&) token breaks ties),
but if the multiplier is X4, or higher, it grabs the Kelpiens.

Ifit was trying to junk a card in the same situation, it would have to ignore Pakled Freighter (since cards with tokens on them cannot be
junked). f your &3 multiplier is (X2 or lower, it junks Mek Jeth (in case of X2)it's a tie, soit picks the leftmost one), but f it's (X3, or
higher, it ll junk Ka{prgns.

I the Bot is trying to place a {8} in this situation to the least valuahle card for you in the Market (see page 4 for the details), its choice
depends onyour - multiplier. fit's X2 or lower, the (&) is definitely placed on Tachyon Detection Grid, as the other cards are worth
mare. But even if it is X3, the (8 is placed there, since out of the thres cards now with a value of 3, Tachyon Detection Gridis the
leftmast one with no tokens. However if your - multiplier is X4 or higher, the () will be placed on Bymars, as out of the two cards
with a worth of 3 it is the one with the fewer tokens.

[

INDGANE Score L foresenotoer «
(ot P8 ]

If the Bot is trying to send an B2 to the Neutral Zone in this situation (see page 9 for the details), it needs to find the most valuable
ST, Mermory Alpha's value is definitely 5, while Regula /s is 6 (1 for the VP, 5 forthe ENDGAME operation). So if the Bt has
a1 modifier of (X8, it will pick Xahea (since it's the leftmost); if lower (which is much ikelier), it will pick Regula |

llustracién original: Ejemplos originales de comparacién de valores y desempates. (reglamento
solitario, p. 3).

8. Mercado, mazos y vocabulario del Bot

» Gain: la carta del mercado va al descarte del Bot; elige la mas valiosa que cumpla los
requisitos. [S8]
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* Take: coloca la carta encima del Bot deck, no en el descarte. [S8]
* Deploy: coloca la nave en Control Area y conserva el orden de despliegue. [S20]

* Dismiss / Discard / Recall: la carta va al descarte del Bot; si afecta al Duty Officer,
actualiza la cara SUITS. [S20]

* Promote: convierte una carta Person en Duty Officer; s6lo puede haber uno. [S7]

* Log: coloca la carta bajo Captain. Si fuese Incident, se devuelve al mazo Incident. [S7,
S20]

* Junk: retira del mercado la carta mas valiosa para ti, excluyendo cartas con recursos
encima. [S20]

9. Neutral Zone: Explore, Engage y Away Teams

» Explore: nave a la Location neutral con menos fichas totales; empate: la mas valiosa.
[S20]

* Engage: nave a la Location neutral donde haya mas fichas tuyas; empate: la mas
valiosa. [S20]

* Send Away Team: Location con mas fichas del Bot; empate: la mas valiosa,
excluyendo lugares donde tu tengas mas fichas de nave que el Bot. [S20]

* El Bot evita enviar fichas a una Location en la que ya tiene mas de lo necesario para
asegurarla (4 o mas fichas y ventaja de 3). [S20]

10. Rebarajado del Bot

Si el Bot deck estd vacio cuando hay que usarlo, baraja el descarte del Bot (no Staging)
para formar el nuevo mazo. Toma entonces la carta superior de Supplement y ponla
encima del Bot deck. Prosigue la operacién. El Bot no paga costes Development ni
distingue Reserve y Development dentro de Supplement. [S4]

11. Interacciones, ataques y decisiones automaticas

* Cuando una carta tuya obliga al Bot a escoger entre opciones no especificadas, elige
la primera opcion legal de la lista. [S7]

* Si el Bot debe robar una carta por un efecto tuyo, descarta en su lugar la carta
superior de su mazo. [S20]

* Si le ofreces devolver un Incident, el Bot rechaza hacerlo. [S7]
* Robar recursos al Bot tiene éxito automaticamente, pero se toman de la reserva. [S20]

* Si se debe elegir una nave del Bot para descartar/retirar, se prefiere la més
recientemente desplegada, salvo indicacién especifica. [S20]
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12. Fin de partida y puntuacion

Si se vacia el mazo Incident y se produce the Burn, pierdes automaticamente contra el
Bot. Si se vacia la quinta Stardate, termina la ronda y se juega una ronda adicional,
acabando siempre con el turno del Bot. [S4-5]

Para puntuar al Bot: VP impresos; Specialty y Focus como de costumbre; 5 VP por cada
operacion ENDGAME que posea, aunque no esté en juego; ignora su misién; 1 VP por
Glory; 1 VP por cada 2 recursos Dilithium/Latinum que conserve (Burnham: 1 VP por
Dilithium); aplica operaciones SPECIAL de puntuacién con asterisco. Si tu puntuacién no
supera la del Bot, pierdes. [S5]

13. Entrenamiento recomendado

Para una primera toma de contacto puedes utilizar Cadet Training Mode (G28), jugando
un mazo sin oponente. Cuando domines las operaciones, comienza contra un Bot
Ensign, con tu tablero Basic. El modo solitario propiamente dicho se rige por S1-20.

14. Campana y retos opcionales

El reglamento solitario incluye la campafa Five-Year Mission (S16-17) y desafios
adicionales (518-19). Son reglas opcionales: conviene introducirlas después de dominar

una partida estandar. Reinforce y Conspiracy no se incorporan en la preparacién normal.

CAPTAIN’S CHAIR - Guia visual de solitario ES
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15. indice rapido por dudas

¢;Dénde pongo cada mazo? G4-5/S1-2
¢Coémo se juega una carta? G10-11
:Qué ocurre en limpieza? G12-13
¢:Coémo cicla el mazo? G14

¢Qué significan los palos? G15

¢:Cémo gano cartas? G16

¢:Coémo funcionan Specialty y Focus? G117

¢:Como controlo Locations? G18-19
¢:Cémo funcionan misiones? G20

:Qué es Captain’s Log? G21

¢Coémo se puntua? G24-25/5S5
¢ Qué significa cada icono o reverso? G26-27
:Qué significa una keyword? G29-33
¢:Como valora cartas el Bot? S3

:Cémo ejecuta una carta el Bot? S5-7
¢:Cémo decide en mercado o Neutral Zone? S8-10
¢Coémo es un turno completo del Bot? S11-15
¢Cémo juego campafa? S16-19
¢Dénde estd la chuleta oficial? S20

16. Dorsos, caras y diagramas originales

La pagina G27 presenta reversos diferentes y la anatomia de las cartas. La pagina S6
distingue las caras SUITS WITH DUTY OFFICER y SUITS WITH NO DUTY OFFICER. Se
incluyen aqui para identificar visualmente los tipos de cartas sin confundirlos.

CAPTAIN’S CHAIR - Guia visual de solitario ES

13



MSSION S S
1 CREW BOARDS

-
o

NAME

RESEARCH —
INFLUENCE —=

MILITARY —>

CAPTAIN CARD BACK i STARDATE CARD BACKS . ~ STATUS CARD BACK

llustracién original: Ejemplos de reversos de cartas y disposicién de componentes. (reglamento
general, p. 27).

CAPTAIN’S CHAIR - Guia visual de solitario ES
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row being matched”.

Il THE SURPRISE TRAIT &

Ifa card has the GHEIERIED trait, it will also
have a SURPRISE (Bot only) operation in its
special operations strip. When such a card is
being resolved—as you are reminded abave
the first row of the Automared Command
card labeled “TRAITS"—perform the surprise
operation written on the card, and ignore any
matches on the Automated Command card.
This is the only time during play the Bot
resolves an operation on a card instead of its

Automated Command cards.

SURPRISE REMINDER—>
FIRST TRAIT RON
(uSED FoR 2 ]
TRAITRONS-
[Triscaro
Whenever the effect of a row on an Automated
Command Card refers to “this card”, it always means
“the card currently being resolved, that resulted in this

GONSPIRAGY
< DIRECTIVE

SURPRISE (Bot anly): You mustchoose: take an
(I and put it and this card to the bottom,
of your draw deck OR the bot gains 2 @) and

SUITS WITHOUT

'DUTY OFFICER LABEL

SUITS WITH

IDUTY OFFICER LABEL

[ D0 Doy 194 G 2 g S 3
rosrr CHED

m

JEEED Log the fop card o the o deck. G 20
Sean 53 to 2 neutal IR Return this card.

I G he cac n e Marvet s [ X7 G 1 29 Doy i D, espicres, e
- mest @ Sand an 12 fo 1 neutrali g.,. ™

L T Guin 1 ), Send am B30 1. etral CHTEEDD T
Promoie i cant o Buty Ofcer SUIROWS
LTI Discard e fop 2 cands o the Bot deck Gain 2

" heoe 1 @ -

1 LOCATIONS
When resolving ST, if ic's seill in

the Staging Area at the end of its resolution
(i.c., it didn’t get logged), move it to the Bor’s
Control Area. This rule applies regardless of
which row on the Automated Command cards
the card martched to.

EXAMPLE: LOCATION

RESOLUTION

Whether a SN UITRITTIN is played from its deck or taken
control of, a corresponding row is resolved from the Automated
Command cards.

; [T 2 -,
OAYSIROM INSITUTE " “7|I @01
: | \
& L0 |

If Picard plays Daystrom fnstitute, twil resolve the
® @ row, and then the card is moved
into its Control Area.

RELAY STATION

ATION

If Picardttakes control of Anciet Relay Station, it will resolve
the & row. Since this row unconditionally logs the
resolved card, Ancient Relay Stationis placed beneath the Bot's
@ CAPTAIN  card instead of its Cantrol Area.

PICARD 7

L1T11) Discard the top card of the Bot deck. Gain 1
IfBothas 5+ “..", gain 1 €3 and ). Log this carda
)

FARPOINT STATION
& (0CATION

Naturally, if a SEYIIEAMEII with no trait row matohing (ke
Farpoint Station) is playedtaken control of, the SENTIEAITI)
row of the Automated Command card “SUITS” will be resolved,
and then the card moved to the Control Area.

llustracién original: Dos caras SUITS y carta TRAITS del Bot. (reglamento solitario, p. 6).

A continuacién se incluyen integros los dos manuales originales, sin recortes. Sus nimeros de pagina
son los que se citan a lo largo de esta guia.

CAPTAIN’S CHAIR - Guia visual de solitario ES



“There is away out of every-box,a solution to every puzzle. It's just a matter of finding it.” — Jean-Luc Picard

“Riskis our business.” — James I. Kirk

It’s the last decade of the 32nd century, and Starfleet Academy has reopened its
doors. Aspiring young cadets from all over the recovering Federation are flocking
to its halls to learn and become the future’s great explorers. Awaiting them is a
new challenge: a simulation programmed with everything and everyone of note
from the past millennium—every person and lifeform that has shaped the history
of the Alpha Quadrant and the galaxy. The cadets can now learn from anyone’s
past successes and failures, and once they’re ready, they are given a chance

to take the place of their paragon and recruit their own crew against simulated
opponents and other cadets. Do you think you can do better than the giants of
history? Do you think you have what it takes to sit in the Captain’s Chair?

Star Trek: Captain’s Chair is an asymmetric, thematic deck-building
game where you play as a famous captain and their crew, recruiting new
friends and allies, analyzing strange lifeforms, surveying or conquering
neutral planets, and managing your resources. At the end of the game,
the player with the most VP (Victory Points) wins, usually...

CONTENTS
Components
Common Cards...
Central Setup
Player Setup
Game Overview .
Resupply Step
Control Step
Action Step...
Clean-Up Step...
(Game Concepts.
Final Scoring
Component Anatomy
Cadet Training Mode
Keywords In Detail
Meet The Crew Decks




COMPONENTS

i BURNHAM

26 CARDS

1 CREW BOARD

3 SHIP TOKENS:
BOOK'S SHIP
U.S.S. DISCOVERY-A
U.S.S. FEDERATION

il PICARD

24 CARDS

1 CREW BOARD

3 SHIP TOKENS:
US.S. ENTERPRISE-D
U.S.S. BOZEMAN
TYPE 7 SHUTTLECRAFT

i SHRAN

24 CARDS

1 CREW BOARD

2 SHIP TOKENS:
ANDORIAN CRUISER
KUMARI

B KOLOTH

24 CARDS

1 CREW BOARD

3 SHIP TOKENS:
LK.S. DEVISOR
LK.S. GR'OTH
LK.S. KLOTHOS

I SELA

24 CARDS

1 CREW BOARD

3 SHIP TOKENS:
LR.W. GORAXUS
LR.W. KHAZARA
LRW. TERIX
LRW. VALDORE
SCIMITAR

i SISKO

25 CARDS

1 CREW BOARD

3 SHIP TOKENS:
DEEP SPACE 9
U.S.S. DEFIANT
U.S.S. RIO GRANDE

6 CREW SPECIALTY MARKERS 25 LATINUM 30 DILITHIUM 9 ACTION
(2 RED, 2 BLUE, 2 YELLOW) TOKENS TOKENS TOKENS

6 MISSION COMPLETION 12 AWAY TEAM TOKENS 51 GLORY ~ 10“<5RESOURCE” 1STARTING
TOKENS (6 FOR EACH PLAYER) TOKENS TOKENS PLAYER TOKEN
AN

_ O@®

ACTION TOKENS, DILITHIUM, LATINUM, AND GLORY ARE NOT MEANT TO BE LIMITED.
[FYOU RUN OUT DURING PLAY, USE ANY PROXY AS NEEDED.
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1. Place the Market strip in the middle of the
table and perpendicularly between the two
players as shown.

2. Separate all common cards (cards without a
deck icon, see examples near step 14 on this
page) into the following seven decks based
on their suits shown in the top-left corner of
each card:

X PERSON [ JI]
& CARGO
(® SHIP ] ¢ INCIDENT

S, [OCATION

3. Put the Location deck aside, and shuffle
each of the other six decks. Place the four
MARKET decks ((21ZIH1D, G, (D,
and [IIMD) facedown on the four indicated
spaces above the Market strip.

4. Place the Encounter deck facedown above
them, rotated sideways.

9. Place the Incident deck facedown to the side
of the Market strip on one side.

6. Leave space on the other side of the Market
strip to be used as the Junk pile.

1. Reveal one card from each of the four Market
decks, and place the cards faceup below
their corresponding decks below the Market
strip.

8. Separate the Location deck into STARTING
LOCATIONS and ADVANCED LOCATIONS based
on the position indicator at the bottom of
each card. Shuffle all Advanced Locations
and place them facedown below the Market,
perpendicular to it.

9. Shuffle the Starting Locations. Without
revealing it, place one card from the Starting
Locations on top of the Advanced Locations;
this will be referred to as the Location deck
going forward.

10. Draw 3 more Starting Locations, and reveal
them. Create a faceup row of them, going
outwards from the Location deck (away from
the Market); this will be referred to as the
Neutral Zone. Return all remaining Starting
Locations to the box, as they will not be used
in this game.

11. Find all Stardate cards
appropriate for the mode
you are playing (for two-
player games, look for the
cards marked “2-PLAYER"),
and sort them based on the
sequence number (shown in
the top-right), with the #1
card being on top and the highest-numbered
card being on the bottom. Place this pile
faceup near the Market. Return all other
Stardate cards to the box, as they will not be
used in this game.

12. Create a supply of Dilithium, Latinum, and
Glory tokens within both players’ reach.

13. Place the indicated number of Glory tokens
on the visible Stardate card.

14. Both players now choose

a Crew deck to play with

and take all cards and

the Crew board of that

Crew deck. (For your first DECK [CONS FOR
game, we recommend PICARDAND SHRAN

choosing Picard and
Shran.)

MORE INCIDENT
CARDS

If you have any cards marked
INCIDENT DECK (the Crew decks
recommended for your first game
do not have any such card), shuffle

them into the Incidentdeck -
created during the Common ',

setup.

19. Create a supply of all Ship tokens belonging
to common ships and ships of both Crew
decks. Return all other Ship tokens belonging
to unused captains to the box.

16. Give both players 3 Action tokens and
3 Mission Completion tokens. Place the
remaining 3 Action tokens in a nearby supply.

17. Randomly determine the starting player, and
give them the Starting Player token.




LOCATION DECK

NEUTRALZONE3 NEUTRALZONE2 ~NEUTRALZONE1




1. Place your Crew board to the left side of your
player area. Select whether you'll be playing
on the Basic or the Advanced side of your
Crew board. (You do not have to play the same
side as your opponent.) Place 3 Specialty
markers on the zero space of all of your
Specialty tracks.

e For your first few games (and for your
first game with each new deck), we
strongly recommend playing on the Basic side.

e |f playing on the Basic side, return two of your three
Mission Completion tokens to the box, as they will not
be used in this game.

2. Separate your Crew deck based on the
position indicator (or lack thereof) at the
bottom of each card:

o INCIDENTDECK e DEVELOPMENT e DISCARD
o DEPLOYED o RESERVE
o CONTROLLED o AVAILABLE

LOCATION

Your Captain card (and possibly a Status card) does not
have a position indicator. Any card showing “INCIDENT
DECK” should already be shuffled into the Incident deck.

3. Place your Captain card to the
right of your Crew board. Leave an
empty space above this card (for your Duty
Officer).

4. Ifyou have a Status card, place it
above your Crew board. (The Crew
decks recommended for your first game do not
have a Status card.)

9. Shuffle all your AVAILABLE cards, and
create a facedown deck of them; this
is your Draw deck. Place the Draw deck below
your Captain card.

[voumrpeck

“Your Deck” means “your Draw deck.” Any other deck (like
Reserve deck, or opponents’ decks) will be explicitly named.

6. Place all of your DEVELOPMENT cards in
a faceup pile, above your Crew board
(and to the left of your Status card, if any).
These cards form your Development pile.

1. Shuffle all your RESERVE cards, and
place them in a facedown deck on top
of your Development pile, rotated sideways to
it. This is your Reserve deck.

[ PLAYER SETUP

8. Ifyou have one or more
CONTROLLED LOCATION cards
(the crew decks recommended for your first
game do not), place them faceup to the right
of your Duty Officer space.

e This row of cards (i.e., the top row of your player area)
is known as your Location Area.

9. If you have one or more
DEPLOYED cards, place them
faceup to the right of your Captain.

¢ This row of cards (i.e., the middle row of your player
area) is known as your Fleet Area.

e For deployed (I, find the corresponding Ship
token from the supply, and place it on the card itself.

| STAGINGAREA ]

Spaces to the right of your Draw deck (i.e., the bottom row

of your player area) are together known as your Staging
Area. You will be playing cards here during your turns.

10. If you have one or more —
cards marked DISCARD (the
Crew decks recommended for your first game

do not), place them in a pile faceup on the far
side of your Staging Area.

e This is your Discard pile.

11. Take 1 Dilithium, 1 Latinum, and 1 Glory from
the supply (not from the Stardate card), to
form your personal resource pool. Place it
near your Crew board (along with your action
tokens).

12. Place the indicated number of Away
Team tokens onto your Captain
card. Return any remaining tokens
to the box. Each player should use
Away Team tokens of a different
color.

13. Draw 5 cards from your Draw deck into your
hand. This is your starting hand (and your
default hand size).

The player with the Starting Player token takes
the first turn.
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This section will teach you the structure of the
game, and the steps you take on each turn. For
more detail on individual keywords and card
interactions, refer to the “Keywords in Detail”
section, from page 29 onwards. If during play
you are unsure of any keyword’s exact meaning,
it is best to head straight there. If “Keywords in
Detail” appears to contradict one of the earlier
sections, “Keywords in Detail” is correct.

B GAME STRUCTURE

Play alternates between players, with each player
completely resolving all four steps of their turn
(see “Turn Structure” below), before passing
play over to the other player. Players keep taking
turns until the end of the game is triggered. The
game can end in two ways:

® The last Stardate card empties, triggering
a Resolution. Continue playing until the
second player has finished their turn, then
both players play one more turn each. Then,
proceed to final scoring.

® If the Incident deck empties, the game ends
immediately with the Burn. The player with
fewer cards (whether in their hand,
Discard pile, Draw deck, or Captain’s Log—
but not their Reserve deck) wins. In the case
of a tie, proceed to final scoring.

» It is possible for the Burn to trigger even
during the final turns after a Resolution has
been triggered. In this case, the Burn takes
priority, immediately ending the game.

l FINAL SCORING

If the game does not end in the Burn, the
winner will be the player with the most Victory
Points, which they will earn through completing
missions, advancing on Specialty tracks, Victory
Points, and ENDGAME operations on their cards,
collecting Glory tokens, and more. (See final
scoring

on page 24)
H TURN STRUCTURE

A player’s turn has four steps in the following
order:

RESUPPLY > GONTROL > ACTION >> GLEAN-UP

GAINING RESOURCES

There are three types of resources:

Dilithium . , Latinum ‘ , and Glory .
When an effect instructs you to gzin any number
of these resources, take the indicated number of
tokens of the specified type and move them to
your resource pool.

In the case of Latinum or Dilithium tokens,
take them from the supply.

In the case of Glory tokens, take them from
the topmost Stardate card. Once a Resolution
has been triggered, take Glory from the supply
instead.

SPENDING RESOURCES

When an effect requires you to spend a number of 8

resources, return the indicated number of tokens
of the specified type from your resource pool to
the supply, regardless of the resource type. If you
are unable to spend the required resources, you
cannot resolve that operation. Glory tokens in
your resource pool allow you to pay for costs you
otherwise would not be able to:

® When spending €, you may instead spend
any amount of & as if each were worth 1 .

® When spending @, you may instead spend
any amount of & as if each were worth 2 @.
No change is given when you do so.

® Qutside of this, you cannot convert between
or spend resources in lieu of one another
unless explicitly permitted by an effect.

In most cases, = LOCATION cards are the usual
source of resources, both directly and indirectly
(most commonly with the card Urilize).

UNLIMITED RESOURGES

Resource tokens are not meant to be limited. Use
proxies wherever necessary, or use the included x5 4
tokens along with one of a token type to indicate |
5 resources of that type.




Some cards will have RESUPPLY operations. In the
order of your choosing, trigger every RESUPPLY
operation you have in play (excluding beamed
cards, which are tucked behind other cards, see
more about beaming on page 19). All effects are
mandatory unless indicated otherwise.

It is most likely you will have no RESUPPLY

operations to resolve on your first turn.

EXAMPLE: RESUPPLY
You have two RESUPPLY operations.

The Xindl-Reptillian Battleship causes you to draw a card because
you have 2 QINIINED in play (Farpoint Station, and the
Organians beamed to the ULS.S. Enterprise-D).

Will Riker causes you to discard the top
card of your deck and gain 1 .

A neutral GXIHAID is secured by you if you

have at least 3 tokens there, and at least 2 more
than your opponent. These tokens can be Ship
tokens and Away Teams in any combination;
more on these tokens and how they get to a

S, [CATION JEYeSd

If, during this step, you have one or more
secured neutral YD, you may take
control of one of them. The procedure to take
control is as follows:

1. Your opponent gains 1 Glory for each token
(Away Team or Ship) they have at that

S, [CATION X
2. All Away Teams at that UMD (yours

and theirs) are removed (return them to their
respective & CAPTAIN  cards), and all Ships
(yours and theirs) are dismissed (move their
cards to the Discard pile and return their
standees to the supply).

3. Move the Location card from the Neutral
Zone to your Location Area, then immediately
resolve its GONTROL operation.

4. Refill the Neutral Zone to three by drawing
and revealing the next card from the Location

deck, if possible.

EXAMPLE: CONTROL
Since the Ship token for the ULS.S. Enterprise-Dand two &3
tokens are on Archer IV, you choose to take control of it.
() Dismiss the U.S.S. Enterprise-Dto the Discard pile.
(B) Return the two &3 to your & CAPTAIN  card.

(C) Move the ST to your Location Area, and trigger
the GONTROL operation, which in this case has no effect. Note that
this is after the Resupply step, so the RESUPPLY operation does
not trigger.

(D) Your
opponent’s Away
Team returns to
their captain.

(E) For the
“heroically
wasted” efforts
of the Away
Team, your
opponent gains

1®.




[ AcTion sTep

The bulk of gameplay revolves around resolving
various card operations for their effects.

The two most common types of operations you
will be using during this Step are PLAY operations

and ACTIVATION operations.

You are not limited in the number of operations
you can resolve, however you are limited to 3
actions you can take on a turn.

If a chosen operation starts with an [ icon,
then resolving the operation requires you to
spend one of your 3 available actions for the
turn. When you spend one of your available
actions, place one of your action tokens (with
its spent side up) on the card as a reminder. If
you do not have an available action token, you
cannot resolve such an operation.

OPTIONAL OR
MANDATORY

Al effects of a resolved operation are mandatory, unless
preceded by “may.” If a cost cannot be paid, you cannot
resolve that operation.

Costs consist of spending resources, putting cards into
specific places (Discard pile, top of Draw deck, Staging
Area, etc.), or any effect “A” ina “do A to do B” sentence.
If a non-cost effect cannot be resolved (i.e., it's a useless
benefit), skip it.

| ATTACKING OPERATIONS i

Any operation preceded by the word AP indicates that
some part negatively affects your opponent. If an [ITIVEX
operation forces your opponent to select an effect, they
must choose one they can fully resolve.

Note that the presence of “/IIZHX" does not change
whether or not an operation requires you to spend an action.

RESUPPLY OPERATION

CONTROL OPERATION
PLAY OPERATION(S)

v v

—

-
ACTION COST

ENDGAME OPERATION

TABLE OPERATION(S)

il PLAY OPERATIONS

During your Action Step, you may play any
number of cards from your hand. When you
play a card, place it into your Staging Area, then
resolve exactly one of its PLAY operations (shown
on white background) entirely. If you cannot
resolve any of its PLAY operations, you cannot

play the card.

Once you finish resolving a PLAY operation, the
card in question stays in your Staging Area
unless one of the card’s effects explicitly instructs
you to move it somewhere else (e.g., deploy it,
Log it, or promote it). This means that for the
rest of the turn, its traits and its suit might still
be used, for example to complete missions—but
more on traits, suits, and missions later.

EXAMPLE:
PLAY OPERATION
(WITHOUT ACTION)

First, you play Set a Course, and select its second operation. You

..then warp Xindi-Reptillian
Battleship's Ship token to
Farpoint Station.

Set a Course stays in your
Staging Area. Note that this
did not cost an action 47!

CANNOT BE PLAYED

A small number of cards do nothave ~ operations,
but instead show “THIS CARD CANNOT BE PLAYED.” That
means you cannot put it from

your hand to your Staging Area

during your Action Step—you can

still do everything else (heam,

discard, promote, etc) you could

do to a card of that suit.




EXAMPLE:
PLAY OPERATION
(WITH ACTION)

Then, you play the Type 7 Shuttlecraft and select its first PLAY

This operation costs an action i )
s0 you place one of your available Nad
action tokens on the card as a
reminder of it being spent.

[ExravsTing |

To mark a card exhausted, rotate it sideways. Tomark a
card refreshed, rotate it back to the correct alignment.

il TABLE OPERATIONS

You can use table operations on cards such as a
deployed m, a controlled SYIHAIID, or a
in the Duty Officer slot, if they are in
play, but not in your Staging Area or beamed
(more on beaming on page 19).

There are three types of table operations:

® ACTIVATION operations can be used anytime
during your turn’s Action Step—this
includes before, after, or between card plays
(but not interrupting the resolution of another
operation). First, exhaust the card to indicate
that the ACTIVATION is spent, and then resolve
the ACTIVATION operation. You cannot use an
ACTIVATION operation of an already exhausted
card until the card is refreshed. If a card has
multiple ACTIVATION operations, choose one of

them to resolve.

® PASSIVE operations are always in effect.
If they are triggered by a condition, they
can be triggered any number of times, on
either player’s turn. This operation is in
effect even if its card is exhausted due to a
REACTION/ACTIVATION. You must always resolve
PASSIVE operations, even if they are not
beneficial to you.

® REACTION operations may be used when their
stated triggering condition is met, even
outside of your Action Step, and even on your
opponent’s turn. First, exhaust the card to
indicate that the REACTION is spent, then resolve

the REACTION operation. You cannot use the
REACTION operation of an already exhausted
card until the card is refreshed. More on
Reaction Operations on page 32.
PROMOTING

While almost every ERUPERSON has a table operation,

you cannot use their table operations by playing them. You
will need a specific ability (usually found on your starting
® SHIP ) to promote a R PERSON to Duty Officer before
their table operation can be used, and their table operation
can only be used while they are in a Duty Officer slot.

I NOT ON THE “TABLE”

Remember, table operations of cards in your Staging
Area—such as an unpromoted ER PERSON or an
undeployed ® SHIP —cannot be resolved, nor of cards
heamed to (tucked under) another card since you cannot
see their table operations.

EXAMPLE:
ACTIVATION OPERATION

Atterwards, you activate Wil Riker (your
Duty Officer), turning him sideways to
mark him exhausted and triggering his
ACTIVATION operation:

ACTIVATION: Draw a ® 3HiP from your Discard pile.
This allows you to draw the
U.S.S. Enterprise-Dfrom
the Discard pile (it was
dismissed in the Control
Step), back into your hand.

i COMPLETING GOALS

Also during your Action Step, you may

" i

complete one or more of your missions, as long
as their GOAL is currently being met. When you
do, immediately resolve their REWARD effects and
mark the missions complete with a Mission
Completion token.

BEAMING AND GOALS

When a heamed card is contributing to a mission, it is
dismissed, while other cards are not.

For details see page 19.

B UNUSED ACTIONS

Any actions not used are lost (i.e., they do not
carry over to the next round); however, some
CLEAN-UP operations might give you additional
benefits for such unused actions.



GLEAN-UP STEP

The Clean-up Step is broken into a few substeps:

CLEAN-UP OPERATIONS > STARDATE RESOLUTION >
GLORY PLAGEMENT > DISCARD, DRAW & REFRESH

i CLEAN-UP OPERATIONS

Some cards will have CLEAN-UP operations. In the
order of your choosing, trigger every GLEAN-UP
operation you have in play (excluding beamed
cards, which are tucked behind other cards, but
including cards in your Staging Area). All effects
are mandatory unless indicated otherwise.

EXAMPLE:
CLEAN-UP OPERATION

You have played Halkan Councilthis turn. They are extreme
pacifists, and cannot tolerate to be on the side of any violence.
Since you have Worf in your Staging Area with an
trait (even though you did not use his operation marked with
ATTAGK), this causes the Halkans to make you log them (hide the
card entirely under your € CAPTAIN card, more on logging on

page 21).
| 1
1 1
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EMPTYING A
STARDATE CARD

As mentioned earlier (on page 8), any Glory gained is
taken from the topmost Stardate card.

If at any point during your turn, taking a Glory causes a
Stardate card to empty (not just during the Clean-up Step),
immediately give it to the inactive player (i.e., whoever is
not currently taking their turn). Then add the number of
Glory tokens indicated to the new topmost Stardate card

from the supply. Then, continue gaining Glory if necessary.
The player who received the Stardate card places it in their
Staging Area where it remains until the Stardate Resolution
substep of their Clean-up Step.

Exception: If the final Stardate card empties, do not
give it to the other player, and do not refill it with Glory
tokens. Remember, the final Stardate card being empty is
areminder that a Resolution has already been triggered.
Continue gaining further Glory from the supply.

l STARDATE RESOLUTION

If you have been given a Stardate card during the
other player’s previous turn, resolve its effect now.

Wiping the Market means returning all resource
tokens from cards in the Market to the supply
and then placing all 4 Market cards into the
Junk pile. Reveal one replacement card for each

wiped card, if possible.

If the Stardate card instructs you to wipe

the Neutral Zone as well, place any neutral
with no tokens (no Ships, no

Away Teams) on it into the Junk pile, and draw
replacements. Any neutral with one
or more Ship tokens or Away Teams remains
untouched.

Return the resolved Stardate card to the box.

EXAMPLE:
RESOLVE ASTARDATECARD

During their previous turn, your opponent emptied the third
Stardate card. They refilled the fourth with 6 Glory (&) tokens,
and handed you the Stardate card (which you placed in your
Staging Area, near your Discard pile, as a reminder).

Now, the card is triggered, instructing you to wipe the Market and
the Neutral Zone. So all four cards are moved from the Market to
Junk pile (even the GIELTD that your opponent had placed a
@) token on recently).

Two N\SXXIHAIITD in the Neutral Zone are also moved to the Junk
pile. Note that Betazedis not, since it has your opponent’s Ship
tokenonit.

Both the Market and the Neutral Zone are immediately refreshed,
before proceeding to the next step.

MARKET

NEUTRAL ZONE



B GLORY PLACEMENT

Take a Glory token from the current Stardate
card and place it on one of the four cards in
the Market. Each card can have any number of
tokens on it.

If this empties the current Stardate, give it to the
other player, the same way as you would if you
emptied it by gaining Glory during your turn
(see boxed instructions on page 12).

If a Resolution has already been triggered, take
the Glory token from the supply instead.

EXAMPLE:
PLACING GLORY

After the Market refills, these cards are shown: Zephram Cochrane,
Unstable Wormhole, Pakled Frejghter, Tholians. You want Zephram
Cochrane, but so does your opponent—putting one Glory ¢€) on

it would tempt them to take it first. You consider Tholians (since

is your usual choice as Jean-Luc Picara).
You notice your opponent’s only card that can
gain is in their Discard pile. You place
it on Unstable Wormhole. 5 Glory ¢€) remains on
the Stardate card.

MARKET

B DISCARD CARDS

Move all cards from your Staging Area to your
Discard pile. You may discard any number of
cards remaining in your hand. Cards in your
Location and Fleet Areas remain in play, along

with your Duty Officer(s).

EXAMPLE: DISCARDING
You have 3 cards in your hand: Recruit (which is always handy to
get an[LJITND), a Mek lett, and an ST you didn’t
have a chance to deal with. Since you really want to get a
next turn (see previous example), and there are 5
cards left inyour deck, you decide to discard Mek lethand the
to almost guarantee drawing your Analyze card,
but you hold on to Recruit, intending to play it next turn.

The cards you played into your Staging Area are all moved to the
Discard pile as well, while your Duty Officer Will Riker, and your

new NS LHALTD stay in play.

l DRAWTO HAND SIZE

Then, draw cards from your Draw deck until
you have reached your current hand size (which
is typically five).

If you have equal or more cards in your hand
than your hand size, you do not have to discard
any of them, you simply don’t draw any. Hand
size is not a hand limit, you do not have a hand
limit in this game.

See the next chapter (“Deck Cycling and
Enlisting”) about what happens if your Draw
deck empties during this procedure (or any
other time when you need to draw one more

card).

W REFRESH EXHAUSTED CARDS

Finally, refresh all of your exhausted cards in
play (your & CAPTAIN , your Duty Officer(s), any
deployed m, controlled , etc.).
Reset your action tokens so that you have 3 of
them—on the available side—in your personal
pool (and return to the supply any excess tokens
you might have gained during your turn).

SPECIAL OPERATIONS

A small number of cards have S35 operations
(usually for conditions that apply to situations where

a[TXSSIVTE operation wouldn't). These are meant to be
self-explanatory and will always state when they must be
resolved.




W DECK GYCLING AND ENLISTING

If you ever need to draw a card, or an operation
tells you to interact with the top card of your

draw deck (draw it, discard it, or even look at
it) and your deck is empty, shuffle your Discard
pile to make a new one. Each Crew deck has a
set of Reserve cards. Whenever you shuffle your
Discard pile to form a new deck, you enlist a
Reserve: put the top card of your Reserve deck
on top of your newly created Draw deck,
effectively increasing your deck size by one each
time you shuffle and also guaranteeing that the
next card you draw after the reshuffle is the
newly enlisted card.

If your deck cycled while you were drawing
multiple cards (for example, during Clean-up
Step), continue drawing after the new deck has
been created and the new card enlisted to the

top of it.

If your deck cycles multiple times, you are

allowed to enlist multiple cards this way,

whether during the same Step or split across
I different Steps.

EXAMPLE:
ENLIST RESERVE CARDS

What would happen if there were only 2 cards left in your deck?
You would draw those two cards.

____———.

Then reshuffle your Discard pile (which aIready contains all the
cards discarded in the previous step).

Then draw the top card of the Reserve deck (Beverly Crusher
coming to help you with managing your GALIHIIID) and place it
on top of your Draw deck.

.

Since at this point you only have 3 cards in your hand, you are
allowed to continue drawing: the first card you draw is naturally
Beverly, while the second one is one of your reshuffled cards.

| GAME CONCEPTS

W DEVELOPMENT CARDS

Besides your Reserve deck, you have a
Development pile.

Whenever you shuffle your deck and

your Reserve deck is empty, you have the
opportunity to enlist a Development: you may
pay the “development cost” on any one of your
Development cards (your choice) to place it on
top of your newly created Draw deck. These
cards are often worth a lot of Victory Points

or have major strategy-defining advantages,
especially if you can gain access to them early

enough.
EXAMPLE:
ENLIST DEVELOPMENT
CARDS

What would happen if your Draw deck and Reserve deck were
empty? You get to choose which Development to put on the

top of your deck. You choose the Tamarians, paying its 2 )
development cost, which also includes taking an EZALTALLID.

Since the SALTAITEID is added to your hand, it immediately
counts against your hand size, so you are already at 5 cards, so in
this rare case you do not get to draw the newly enlisted card—it
remains on the top of your deck.

If a card effect explicitly lets you enlist a
Development, you can do so, even if your
Reserve deck is not empty.




i SUITS

Each card in your deck has one of eight suits in
its top-left corner. [AJIIHID, [JIND, CYIIITD,
and cards are known collectively as
Market cards. Suits are the primary categories
cards belong to, and they usually matter when
gaining new cards (see next page).

® [21JZHIID cards represent notable people,
crewmen, and specialists.

® CIYITD cards represent everything from
technological gadgets to artifacts and weird
creatures—anything you might thematically
transport on or equip onto your starship.

® (@D cards represent starships and shuttles
(and occasionally a starbase), either under
your Captain’s command or friendly
ships assisting you in your endeavors.

They themselves can hold other cards (see
“Beaming,” page 19).

i cards represent minor alien races,
civilizations, or large organizations that you
will either conquer or encounter and enlist
for assistance, depending on your culture’s
attitude toward others.

cards represent major unique

findings and breakthroughs of epic proportions.
CALMNETD cards represent hurdles and

distractions along your travels—problems to
overcome. You need to get rid of these cards

by either playing them (and fulfilling their
requirements) or having another card that allows
you to return them to the Incident deck.

cards are never added to your deck.
Once in play in your Location Area,
cards count as controlled (under your protection,
being surveyed, or being occupied, depending
on the temperament of your culture). Most
Crew decks include a number of their own

SN cards chat start in them. Once
played, these behave like any other \GYILMITD.

CAULIEANTD cards are the “utility” cards of your
deck (with Recruit and Utilize being the most
common), your deck cannot gain more of them.

l TRAITS

Most cards have one to five traits in their top-
right corner. These usually show the thematic
properties of the represented subject. On their
own, traits have no effects—their purpose and
importance is when they are referred to by other

cards. A trait is considered “in play” if it’s on a
card that’s in play (including beamed cards, see

page 19).

Traits with octagonal icons and orange text

boxes are species traits, such as ,

® , @ , etc. Some effects refer to
these traits with phrases such as @ or
(%)

Traits with red text boxes have gameplay
relevance:

® Cards with traits have at least one
“ATTACK operation” that can affect other players
negatively (and some other operations can
react to or defend against them).

® Cards with traits are deployed to
the Fleet Area by their PLAY operation, even
though they are not a (D themselves.

® The trait is only relevant in solo
play against the Bot, and will be discussed in
the solo rulebook.

The @ WILDCARD  trait (with a light-red text box)
can be considered to be any single trait (for the
duration of one operation or meeting one goal)
whenever the owner of the card chooses so. This
rule applies whether the card is in play or not.

EXAMPLES:
USING WILDCARD
Having 1 © 160 ,and 1 & WILDCARD

traits in play would satisfy a theoretical requirement of “Have 3

Q in play”.

You could discard a card with a 2 WILDGARD  trait when an effect
requires you to discard an @2 31[H1\|331D.

If an attack forces you to dismiss a €2 from play, you
are not forced to dismiss a card with a > WILDGARD .

Every other regular trait (such as @AEILD,
/ STARFLEET M@ SCIENTIST M@ TIME TRAVEL JESeem)

represents a type, an occupation, or an
organization the person/object is a part of.

SPECIES TRAIT

REGULAR TRAIT

ATTACK TRAIT




B GAINING NEW CARDS

You gain cards from the Market (of the four
Market suits) via the gain and the scan keywords.

Gain [suit] (i.c.,“gain (2 TZEHID) allows

you to select either the faceup visible card

of the indicated suit or the top card of the
corresponding deck (without looking at it first).
Look at the selected card, and place it on top of
your Draw deck or in your Discard pile

(your choice).

If a list of multiple suits is indicated, choose one.

Scan # of [suit] (i.c.,“scan 2 of CIIID") allows
you to look at the top # cards of the indicated
deck and then gain either one of the scanned
cards or the faceup visible card of the same suit.
Then, place the selected card either on the top

of your Draw deck or in your Discard pile (your
choice). Return any remaining unselected (not
faceup) card(s) you looked at to the borzom of the
corresponding deck in any order.

If a list of multiple suits is indicated, choose one
suit to scan. You cannot choose another suit once
you have looked at cards of the chosen suit.

Scan for [trait] (i.e., “scan for @& [1[111”)

guarantees you gaining a card with the indicated
trait (assuming any remains):

1. If any of the visible cards in the Market have
the indicated trait, gain one of them, and
place it on top of your Draw deck or in your
Discard pile (your choice).

2. Otherwise, specify a suit, and reveal cards
from the top of that suit’s deck until a card
with the indicated trait is found to be gained.
If found, place it either on top of your Draw
deck or in your Discard pile (your choice),
and shuffle the other remaining cards you have
revealed back into the corresponding deck.

3. If not found, specify one of the other three
suits, and repeat this procedure.

4. If not found in any of the four suits (i.e., no
card with this trait remains anywhere in the
Market decks), you gain no cards but receive
2 &) as compensation instead.

For details of gain and scan, see their entries in

the “Keywords in Detail” (page 30, 32).

In any case, if you select a faceup card from the
Market, also receive any resource tokens that
are on the card (usually @), then reveal the
next card of the corresponding deck to refill the
Market. If the corresponding deck is empty,
simply leave the spot empty.

[sowHerEDOIPUTIT? |

Remember, when cards are gained (including via
scanning),you may choose to place them either on top of
your Draw deck or in your Discard pile.

This is not the case for cards you've enlisted (see page
14), as those always go to the top of your deck; or for
cards you've taken (see below), as those always go directly
to your hand.

EXAMPLE: SCAN
FOR A TRAIT

You play Ambassador Kamarag. His
PLAY operation allows you to scan for

\\
Y- KUNGONYSL” STARFLEET YO, )

You choose the former, and
look through the (D
deck. You don’t find any

@ (11105, and though
you find some @EIITIHIEED,
you cannot change your mind
about what you are scanning
for.

——————————

Next, you choose the
2 TIEEITD deck, where you

find Captain Dorg. You place
the newly gained card into your /
Discard pile (since you have no

immediate plans for him).

B TAKING NEW CARDS

Certain cards are taken from the supply, instead
of gained. These cards go directly into your
hand when taken.

cards are taken from the top of
the Encounter deck, usually by meeting the
requirements of a specific card from your deck
(Strange New Worlds, Imperial Pride, Good Day to
Die, etc.).

cards are taken either as a cost of some
of your effects, or as a penalty of

an played by your opponent. When
instructed, take the top card of the Incident deck
(without looking at it first), and add it to your
hand. When you're returning an (by
playing it or via another card’s effect), place it at
the bottom of the Incident deck, facedown.




SPECIALTIES
(RESEARCH £&3, INFLUENCE €7, MILITARY &)

There are three Specialties corresponding to

the three tracks shown on your Crew board:
Research, Influence, and Military. When an
effect instructs you to gain one of these, advance
the corresponding marker one space to the right.
Each track has a value from 0 to 15, beyond
which you cannot advance.

Some cards have icons on them, corresponding
in color to one or more of these specialties.
These icons are of two types:

® Skill icons (upper-left corner, below the
card’s title bar) are counted most commonly
by Utilize to allow you to advance on the
Specialty tracks. A card can have up to three
printed Skill icons. Some cards have “any”
Skill icons, which can represent any one
Specialty, or “variable” Skill icons, which
change on certain conditions.

® A Focus icon (bottom-right, beside the
Victory Point icon) indicates that the card’s
value during endgame scoring is dependent on
the highest-reached Victory-Point multiplier
on your corresponding Specialty track, as long
as you have completed at least one mission
(see “Missions,” page 20).

B SPECIALTY RESTRICTIONS

Any restrictions (indicated by the operations
themselves) will state that a certain operation is
available only if your indicated Specialty track
is of the shown level or higher. If you do not
meet this requirement, you can neither play nor
resolve the operation.

| UsinG sPeciALTIES |

Certain cards will reference
you having or discarding a card
exhibiting a certain Specialty.

This can be met by a card either

with a Skill icon or a Focus icon
of the correct color. However

a card with merely a correct
colored restrictrion

does not count '
for this.

l SPECIALTY VICTORY POINT MULTIPLIERS

Next to certain steps of
your Specialty tracks on
your Crew board is a
Victory-Point multiplier.
At the end of the game,

if you have completed at
least one mission, each card

with a Focus icon is worth as many Victory
Points as the highest-reached multiplier on the
corresponding Specialty track.

RESEARCH INFLUENCE MILITARY
SKILL SKILL SKILL
RESEARCH INFLUENCE MILITARY
FOCUS FOCUS

(s

FOCUS '

>

ANY VARIABLE
SKILL SKILL

E

RESEARCH INFLUENCE MILITARY
RESTRICTION ~ RESTRICTION  RESTRICTION

1 £ K62
il




H LOCATIONS
S, LOCATION JFETen represent either planets and

stations that are under your protection or places
that you have surveyed, conquered, or otherwise
connected to your spheres of influence.

Once you take control of a UMD, you can

use its Skill icons, table operations, etc.

ST cards in the Neutral Zone are
not yet controlled by either player, and their

operations and icons cannot be used.

il DEPLOYED SHIPS
Most (D can be deployed.

To do so, move their card into your Fleet Area,
and gain access to their Ship token.

l WARPING SHIPS
Once deployed, you can warp 2% SHiP } allowing

you to move the corresponding Ship token
to either a SIHAIID controlled by you or a
ST in che Neutral Zone.

Amm can warp from one ', [)CATION JRee

another, and there is no limit to the number
of ship tokens that can be present at one

S, [OCATION X

Once a Ship token is placed to a YUHAID,
the m is said to be “at” the GUHIILD.

l DISMISSING SHIPS

Anym that is deployed can also be
dismissed. If amm} is dismissed , return the
associated Ship token to the supply and dismiss
(move to your Discard pile) its card, and all
cards that have been beamed to it.

EXAMPLE: DEPLOYING
You play the ULS.S. Enterprise-Cthat you gained earlier from the
Market. Since its PLAY operation instructs you to deploy it, you
move the card to your Fleet Area, and place the matching Ship
token onit.

ACTIVATION: Spend 1 @ to warp this ship.

Later on your turn, you exhaust this card and spend 1 Dilithium to
warp the Enterprise-C. Are you going to warp it to Farpoint Station,
a\YIHAITID you already control, trying to set up alater play
of Strange New Worlds? Or are you going to warp it to an Ancient
Relay Stationin the Neutral Zone, so that you may play your Type 7
Shuttlecraftyou have in your hand?

NEUTRAL ZONE

You decide the latter, moving the Enterprise-C’s token to Ancient
Relay Station, where the Kumari, your opponent’s vessel, is already
awaiting you...




B AWAY TEAMS

Some effects allow you to place Away Teams &3.
Each Crew decl’s & CAPTAIN card indicates the
number of Away Team tokens that are placed

on it (your personal pool). Away Teams can

be placed on a you control or a

in the Neutral Zone, as long as your
opponent does not have more Ship tokens than
you at the same neutral OXIHEID. You are
still able to place Away Teams on a
even if you do not have a Ship token present
(thematically, they are transported down by a
small shuttle that is not represented in the game).

If you run out of Away Teams and wish to place
more, you can freely remove them from other
cards as needed to complete any placements.
Away Teams removed from cards for any other
reason are returned to your personal pool (on

your % CAPTAIN card).

EXAMPLE: AWAY TEAMS
You play Tarah, and spend an action selecting her first PLAY
operation. This allows you to send an Away Team.

_________________

You can send your &3 either to Betazedor Corvan /i, despite only

having a Ship token at the latter, but you cannot send one to Tulgana

1V, because the opponent’s U.S.S. Enterprise-Dis in orhit.

NEUTRAL ZONE

If you had exhausted the Aumarito warp it to Tulgana IV hefore
playing Tarah, tieing your opponent in the number of Ship tokens,
you would be able to target that \SXXUIHALILID as well.

Bl BEAMING

Some cards (usually deployed (I and some
SXHIITD) allow you to beam cards to them.
This allows you to temporarily remove a card
from your deck. When beaming a card, simply
tuck it under the card where it was beamed to so
that only its traits are visible. Beamed cards are
still considered in play; however, since only their
suit and trait icons are visible, their operations
are not available. Whenever a (3D leaves the
Fleet Area, all cards beamed to it leave the same
way (e.g., if the Ship is dismissed, the cards are
dismissed too). cards (in your hand)

cannot be beamed to other cards.

EXAMPLE: BEAMED
While Bynars and Bolians have beamed to the ULS.S. Enterprise-D
(making them and the @ and traits be in
play), Will Rikeris beamed to Risa. So Will's powerful operations
are not available, unless you first recall him to your hand. When you
encounter this keyword on a card, you'll find the rules of recalling
on page 32.)



i MISSIONS EXAMPLE: MISSIONS

Missions have a B0AL—usually a SP.eCialFY track After beaming the Tamarians to the ULS.S. Enterprise-D, you meet
value or a number of cards of certain suits and the requirement of the PEACE NEGOTIATIONS mission. (Even though

traits being in play. Some missions might specify you already had 3 LXK in play, the Halkan Councildidn’t
suits/traits being o7 the same SJID. This counts count, because the mission explicitly required them to be on the

icons on one (D and on every card beamed same ship.) a

to that particular \® SHIP }

While your mission’s GOAL is met, you may
complete it anytime during your turn (without
spending an action). When you do so:

1. Resolve the REWARD effect of the mission.

2. Dismiss all beamed cards that contributed
to the completion of the mission (other

in-play cards such as deployed (I, any
ST, cards in your Staging Area, etc.

are not dismissed).

3. Mark the mission as completed by placing a
Mission Completion token on it.

STAGING AREA

If you don't complete any missions, any card with a Focus
icon is worth 0 VP during final scoring (see “Final Scoring,”
page 24).

Before resolving your next action, you choose to complete the
mission, gaining 4 Dilithium and drawing 4 more cards from your
deck.

The Bynars, the Bolians, and the Tamarians are moved to your
Discard pile, but the Enterprise herself (and any other card beamed
there) stays in play.

Each mission can be completed only once.
I | MmISSION FAILED [




i CAPTAIN'S LOG

The Captain’s Log is a permanent way to remove
cards from your deck. When instructed to log

a card, place the card underneath your Captain
card. Some cards allow you to do this to thin
your deck, while other, more-powerful cards log
themselves, essentially limiting themselves to

a single use. With very few exceptions, logged
cards can never be used again, though they are
still counted during final scoring.

SELF-LOGGING CARDS

Many cards end their ~ operation with the effect “Log
this card.” That means, you put the card in the Staging
Area, resolve its operation, and then move it to your Log.

The important thing to note is that outside of its own
operation’s resolution there is no point in which the card
(and its suit/traits) are in play.

It cannot contribute to missions or effects counting traits
since those would be evaluated either before the card in
question was played, or after it has already been moved to
the Log.

If you want them counted, you are hetter off beaming them
instead of playing them.

SECRET VS. PUBLIC
KNOWLEDGE

You and your opponent will have hands of cards and a
number of decks to interact with throughout the game.

The following information is kept secret:
* Your hand should be kept secret from your opponent.

® The order of cards in your and your opponent’s
facedown decks.

e The facedown common decks should be unknown to
both of you.

The following information is public. You and your opponent
are free to discuss and/or ask questions about this
throughout the game:

® The Junk, Logs, Discard piles, Development piles,
beamed cards.

e The total composition of the common decks is assumed
to be available knowledge, but don’t be afraid: you don’t
have to memorize all the cards, the game comes with
a handy list of all common cards, their suit, traits, Skill
and Focus icons.

EXAMPLE: SELF-LOGGING
You play Bynars. The first PLAY operation costs you an action and

gains you a CALLID.

Atter this is done, you log Bynars. You tuck the card under your
£ CAPTAIN Thy'lek Shran.

Ambassador Thorishas an AGTIVATION operation that looks for
LWL cards in play. Because the Bynarsare not in play, they
cannot be counted for this operation.

: N

1
\ 7




EXAMPLE OF AN ENTIRE ACTION STEP

: » -

As your first card play, you play Confiscate, selecting the second PLAY operation. This costs an action. Spending 2 Dilithium allows
you to gain a CAHLID—in this case the Tribbles—from the Market. You place the card you gained on top of your deck.

o Em mm o mm e o mm o mm mm o Em e = = =
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Then you exhaust Andoria, to use its AGTIVATION. Luckily you already placed an Away Team there earlier, so this allows you to draw a
card, getting the Tribblesinto your hand. This AGTIVATION does not count as one of your actions.

/" AGTIVATION: Discard a @ tanco_to send an
R @ to a controlled S LOCATION

Then, you exhaust your & GAPTAIN | spend an action, discard the Tribbes...

..allowing you to send an Away Team to
your other controlled \SYXULAID,
Weytahn.

While this was an ACTIVATION and not a
card play, it did have an action icon, so it
did count as your second action. Luckily,

you still have one left.
" ACTIVATION: Discard 2 cards to send an ['?EJ toa "
B LOCATION | /

Before your third action, you also exhaust your Duty Officer, Talas, allowing you to send yet another Away Team to your third

controlled NS, Memory Alpha, by discarding 2 cards.




e,

As your third action, you play /mperial Pride, removing the two Away Teams you just placed, and the one from Andoriato take a
: The Iconian Gateway.

While you're out of actions at this point, you have anl.JIXAD), the Aaremmain hand and your Military <% is on the 3rd position. Playing
them for the second PLAY operation, spending one Latinum and one Glory (you don’t have more Latinum to spend) gains you a 4th action!

On that action you play /comian Gateway, sending three Away Teams to a neutral \SLHAIID, Sofum, despite the fact that your
opponent already has the Xindi-Reptillian Battleship's token there, which would normally prohibit you sending Away Teams there.

Additionally, you gain 1 Military <, because Shran himself comes with an CITIZZITTM trait!

Playinga triggers the REACTION of Amargosa Observatory, gaining you a Glory, and allowing you to log a card from
your Discard pile, for example Riva. Logging him triggers yet another REAGTION: on Memory Alpha, gaining you another Glory, and
concluding a very satisfying and high scoring turn!




Final scoring occurs if a) the game end was
triggered by a Resolution or b) if there was

a tie during the Burn. In either case, remove
all cards remaining in your Reserve deck and
Development pile before scoring.

All other cards you own count (including
ones in the Captain’s Log and ones beamed
to another card). Your score is the sum of the
following elements:

® 1 VP for each Glory
token you have.

® 1 VP for each token
(Away Team or Ship
token) you have on
neutral Locations.

® ENDGAME operations
on your in- play cards
(usually your 2 CAPTAIN

and controlled

S, [OCATION )R

COLLECTING YOUR CARDS

Once you have scored your [TTNEXYT2 conditions, you can
pick up and collect all your cards for easier counting, as
nothing else will care about where your cards were at the
end of the game.

UNUSED ENDGAME
OPERATIONS

If a card with a scoring condition is net in play (logged or
not yet played from your deck), its printed Victory Point
value naturally still counts, but its EXT0®X/T3 operation is
not evaluated.

WILDCARD TRAITS

&@XITNHTTD traits do not count as any other trait during
final scoring.

® Sum of the printed
Victory Point values
shown on all your
cards.

| ASTERISK VP

If a card has an asterisk in its Victory Point
icon, the card’s {{{HIXL operation explains D
how it affects final scoring (even if the card

is not in play).

® For each Specialty track, the highest reached
multiplier value (not step!), multiplied by
the number of cards with the matching Focus
icon. Important: If you have not completed
any of your missions, skip this step entirely
(i.e., score 0 VP for Focus icons).

=€

® If playing on the Advanced side of your
captain’s board, score the printed VP for each
mission you have marked with a completion
marker.

The player with the higher total Victory Points is
the winner. In the case of a tie, both players win.




EXAMPLE: SCORING CARDS

Since you own a total of 4 [ LTI cards (Denobulans,
Edosians, Halkan Counci, Kelpiens), Jean-Luc Picard’s
ENDGAME operation scores you (4.

\§ / \§ y \§ y \§ J
A4 iy ¥ 14
0
These three cards have a total printed value of (9. .
N [ N [~ N
Your Research
Specialty track is past
the X ) multiplier. L
\ J J \ J
| 3\1/ E\L/ 'JP/

Kelpiens, Make it So, Geordi LaForge, and U.S.S. Pasteur have a blue Focus icon, so are worth §4 gach.

From the cards in this example, you score a total of 29 7 :
9 from Denobulans, Edosians, Halkan Council
4 from Picard's ENDGAME
16 from Research Focus icons




COMPONENT ANATOMY
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THE CADET TRAINING MODE

To play the game alone without an opponent (because, for example, you'd like to practice how to play a deck or to come to terms with the rules
of the game without having to worry about learning the rules of the solo opponent), use the following changes to the regular game.

SETUP

Instead of the regular Stardate cards, use the two Stardate cards marked “Cadet Training” (showing 5 & each).

RULE CHANGES

e Every & you gain comes from the
supply, not the Stardate cards.

o |fan effect explicitly instructs you
to remove a & from a Stardate
card outside of your Clean-up Step,
ignore it.

You have a virtual opponent,

who permanently has “one of
everything”— except Ship tokens at
any neutral "= LOGATION .

E.g. if a card effect requires you to
remove up to 2 opponent () to
gain 1 & each, it will gain you
only 1 &; ifyou cansteal 3 @,
your opponent has only 1 available
to be stolen, etc. Note, you still

only need 3 tokens to secure a
neutral <= LOCATION (your virtual
opponent only has 1 k) there).
Every time your opponent would be
forced to take an % INCIDENT | skip
it and gain 1 & instead.

o |fat any point the Burn is triggered,
you lose.

CLEAN-UP AND STARDATES

During Clean-up, wipe one card of your
choice from the Market (i.e., return any
tokens on it to the supply, then junk it),
then place 1 & from the Stardate card
on a card in the Market.

NOTE: If you are playing with
Burnham, remove 1 €2 from the
Stardate and place 1 @ instead.
(Her Status card says place 2 @,
but in Cadet mode place only one.)

The first Stardate card will be emptied
during your 5th turn’s Clean-up Step. As
noted on the card, at the beginning of
your 6th turn’s Clean-up Step, wipe the
Market, and all = LOCATION from the
Neutral Zone that you have no token(s)
(Ship or Away Team) on, then place

5 & from the supply on the second
Stardate card. Finally, proceed with the
normal Clean-up (wipe one card, and
place 1 & from the Stardate card).

The second Stardate card will be emptied
during your 10th turn’s Clean-up Step.
As noted on the card, this triggers the
end of the game, so after your 11th turn
proceed to scoring.

SCORING

Score as usual.

If you've scored at least 70 " you
understand how to play Captain’s Chair.

If you've scored at least 100 0, you're
getting quite proficient with this deck.

If you've scored more than 120 ¢, you
have done an outstanding job.




KEYWORDS IN DETAIL

AREAS (LOCATION, FLEET, STAGING, ETC)

See the entry for “In Play” (page 31) for
areas of your table.

Take a card from your hand (unless specified
otherwise), and place it faceup underneath
acard (usually a CETIID) where it is being
heamed to so that only its suit/trait icons
remain visible. The card underneath is now
considered beamed. Each card can have
multiple cards beamed to it; there is no limit
to the number of beamed cards a single card
can have. Some effects might specify the
card’s suit that can be beamed.

Under no circumstances can a

be heamed to other cards.
fA® SHIP ] however, can be beamed, even
to another €T —you can think of this
as one ship “tractor-beaming” the other.)

Abeamed card is still considered in play,
but you cannot use its table operations nor
count its Skill icons.

If a card is beamed to a card that is then
dismissed/recalled/logged, the same effect
happens to the heamed card(s).

Beamed cards are public information.

Only a ST or a card with
(EX® CARGO A DIRECTIVE

) can be deployed. Move an
already in-play card from your Staging Area
to your Fleet Area. If the card in question is a
LI, also take the matching Ship token
from the supply and place it on the card
itself. The card’s table operations are now
(i.e., immediately) available.

If due to a Duplicate effect (see “Duplicate”) a

non-IEI, non- T card would
be deployed, this keyword has no effect.

DESTROY

Destroyed cards—like logged cards—are
permanently removed from the game.
However, unlike logged cards, when you

are instructed to destroy a card, return

it to the hox; it is completely unavailable
for the rest of the game, and you are no
longer considered to own that card. Cards
heamed to the destroyed card are also
destroyed, ships present are dismissed from

a destroyed \SYLIHAITD and & are

returned to their owner's & CAPTAIN card.

DISCARD

Select a card (matching the effect’s
restrictions, if any) from your hand, and
place it in your Discard pile. This is always
considered a cost; therefore, if you cannot
do so, you cannot choose to resolve such
an effect. Note: The discard keyword never
interacts with cards in play, unlike the
dismiss keyword.

Move the indicated card from being in play
to your Discard pile. If the card had other
cards beamed to it, place those in the
Discard pile as well. If the dismissed card
had been beamed to another card, the other
card remains unaffected.

Cards in your Staging Area cannot be
dismissed. AN cannot be
dismissed (since most of them cannot enter
your deck), unless explicitly instructed by

the \SYTHAMTD itself.

If the dismissed card had an Action token on
it, place the Action token near the Discard
pile; the action itself does not become
available again—it merely acts as a reminder
of what you spent your previous action on.

If a €I is dismissed, return the
associated Ship token to the supply and
dismiss the Ship card and all cards that have

heen beamed to the LAID.

Ifan ATTACK allows you to dismiss one of
the opponent’s in-play cards, it is placed in
their Discard pile.

DRAW, DRAW FROM DISCARD

Drawing from your deck is always done by
taking the top card and adding it to your
hand. You do not have a hand limit.

If your deck is empty when you need to
draw a card, reshuffle your Discard pile,
then enlist either a Reserve—if you can—or,
optionally, a Development—if your Reserve
is already empty and you pay the cost of
the Development. Then, continue drawing
(drawing the newly enlisted card next).

Drawing from your Discard pile allows you
to look through your entire Discard pile
(since it's faceup and order doesn’t matter)
and then draw a card matching the effect’s
restrictions. Note: The drawkeyword never
allows you to interact with cards in play,
unlike the recallkeyword.

DRONE, ASSIMILATE

These keywords currently have no known
meanings or effects. But we dread the day
when we find out what they mean.

DUPLICATE

Select a card of the specified suits from

one of the specified positions (Market,
Discard pile, or your Log), and resolve one
of its indicated operations (usually a PLAY
operation). Regardless of whether the
resolved operation shows an I cost or
not, you do not have to spend an (additional)
action token (beyond what you may have
spent to trigger the duplicating effect).

You are still required to meet any Specialty
requirement of the target effect. If the
duplicated operation in any way refers to
its own card by name or by “this card” (the
most common example being “Log this
card”), the effect is applied to the card with
the duplicating effect instead, if possible.

EXAMPLE:
DUPLICATING

Using the Orb of Timeto duplicate either of
Denobulans operations would result in Orb of
ime being logged.

However, using Odoto duplicate Cloaking
Device would refresh up to 31D, allow
for 2 cards to be drawn and 1 card junked,
and—since Odois al 2 XILID, and a

2 TIZEID cannot be deployed—the
deploy effect would be ignored.

NO DUPLICATE
DUPLICATES

The duplicate keyword itself cannot
be duplicated. Instead of a chain of

duplications, this results in no effect.
(For example, using Laas to duplicate
Orb of Time would only allow you to
recall a card.)




ENLIST A DEVELOPMENT

Pay the development cost shown on

a chosen Development card in your
Development pile, and place it on top of
your Draw deck. There is no order to the
cards in your Development pile; you may
look through these cards and select any of
them. If an effect explicitly allows you to
enlist a Development, you may do so even if
your Reserve deck is not empty; otherwise,
you will normally do so when reshuffling
your deck after the Reserve deck has been
emptied. You cannot enlist a Development
card if you cannot fully pay/perform its
development cost.

ENLIST A RESERVE

Move the top card of your Reserve deck to
the top of your Draw deck, without looking
at the contents of your Reserve deck. If your
Reserve deck is empty, this keyword has no
effect (i.e. you cannot enlist a Development
instead).

Rotate a card in play (inyour Fleet Area, in
your Location Area, your Duty Officer, or
your & CAPTAIN | as specified) sideways,
asif an ACTIVATION or REACTION
operation has been resolved. Thus, the
card’s ACTIVATION or REACTION cannot
be used until the end of your Clean-up Step,
unless another effect explicitly refreshes it.
This effect is considered a cost; if you don’t
have a card to exhaust, you cannot resolve
the operation in question
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FIND [NAME/SUIT/TRAIT]

Look through your hand, Discard pile, and
Draw and Reserve decks until you find a card
you want with the indicated name/suit/trait,
and add that card to your hand (if it isn’t
there already). You don’t have to choose the
first card you find; you can keep looking for
the card you want until you have run out of
places to look. Some cases may restrict you
to one or more of these positions to look
through (with the most common case being
“excluding Reserve,” thus restricting you

to your hand, Discard pile, and Draw deck).
If multiple suits or traits are specified,

you may look at all cards meeting either
condition and choose one of them to add to
your hand.

Any effect allowing you to find a card with
a particular trait also allows finding a card
with the & WILDCARD  trait.

Afterward, shuffle any facedown deck (Draw
deck, Reserve) you looked through.

When an effect tells you to force your
opponent to do something, it means your
opponent must resolve the indicated effect,
but any choice within the effect is theirs. For
example: “Dismiss an opponent (IELID"
means you choose which of their Ships

gets dismissed, while “Force your opponent
to dismiss a D" means they must
resolve a“Dismiss a (LD effect (if
able), but it is their choice which one.

If the forced effect involves a choice (“either
A oR B), if able, they must choose one
they can fully resolve. If they cannot resolve
aforced effect at all, they ignore it.

FREE PLAY [A SUIT/TRAIT/INCIDENT
/NAMED CARD!

Select a card matching the indicated
suit/trait/name from your hand (unless
indicated otherwise), and play it as you
normally would. However, if your selected
PLAY operation is preceded by 47, you do
not have to spend an(other) action. Note:
Free playing does not make any other cost
of the operation’s effect free, nor does it
grant you an additional action if you use it to
play an operation that does not require the
spending of one.

GAIN [A CARD]

Gain [suit] (for example: “gain
CZTTEEITD”) allows you to select either
the faceup visible card of the indicated suit
or the top card of the corresponding deck
(without looking at it first). Look at the
selected card, and place it on top of your
Draw deck or in your Discard pile

(your choice).

If a list of multiple suits is indicated, choose
one. If no cards of the indicated suit remain
in the Market, this keyword has no effect.

If you have selected a faceup card from the
Market, also receive any resource tokens
that are on the card, then reveal the next
card of the corresponding deck to refill the
Market. If the corresponding deck is empty,
simply leave the spot empty.

If an effect allows you to “gain from the
Junk,” look through the cards in the Junk pile
and select any card of the indicated suit(s).

GAIN RESOURCES

When an effect instructs you to gain any
number of resources, take the indicated
number of tokens of the specified type and
move them to your resource pool. In the case
of Latinum ¢ or Dilithium ) tokens,
take them from the supply; in the case

of Glory (&) tokens, take them from the
topmost Stardate card (or the supply, ifa
Resolution has already been triggered).

If the topmost Stardate card empties, give
it to the inactive player (i.e., whoever is not
currently taking their turn), then add the
number of Glory tokens indicated to the
new topmost Stardate card from the supply.
If you must gain more Glory than there are
tokens on the topmost card, gain as many
as you can (thereby emptying the Stardate
card), give the Stardate card to the inactive
player, and either fill the new Stardate card
with the indicated amount of Glory tokens
and continue gaining Glory or, if this was the
[ast Stardate card, leave the Stardate card
where it is and continue gaining Glory from
the supply instead.

Resource tokens are not meant to be limited.
Use proxies wherever necessary, or use the
included x5 tokens along with one of a token
type to indicate 5 resources of that type.



GAIN/SPEND AN /" (ACTION)

When an effect instructs you to gain an /J,
take an additional (4th, 5th, etc.) action
token from the supply, and place it with its
available side up in your personal pool.

Action tokens are not meant to be limited. In
the unlikely case of you gaining a 7th action,
use any suitable proxy.

When an operation is preceded by g o
an effect explicitly requires you to spend

an 4/, take an available action token from
your personal pool and place it on the card
in question, with the spent side up. [f you do
not have an available action token left, you
cannot use that operation.

INPLAY / FROM PLAY

The following cards are considered “in play”
foryou:

e (ardsinyour Location Area: every
you control

e Cardsin your Fleet Area: every (II[D
and card with you have
deployed

e Your Duty Officer(s)

o Your & CAPTAIN (and possibly your
Status cards)

e (ards inyour Staging Area (these will
be moved to your Discard pile during your
Clean-up Step, and their table operations
are not available)

e (ards heamed to other cards, usually toa
DD or a SSYTAID (their table
operations are not available as they are
covered, and they are dismissed if their
suit/trait icons are used to contribute to
amission).

Cards in the following places are not in play:

® your hand

® your Draw deck

e your Discard pile

® your Reserve deck

© your Development pile

e your Captain’s Log (underneath your
2 CAPTAIN card)

Your opponent’s cards are in play for your
opponent’s effects, but not for yours, unless

explicitly indicated otherwise.

JUNK A CARD (FROM THE MARKET)

Choose a faceup card from the Market and
place it in the Junk pile. Then reveal the next
card of the corresponding deck to refill the
Market. If the corresponding deck is empty,
simply leave the spot empty.

You may never junk a card with one or more
resource tokens onit but such a card may still
he wiped by Stardate cards (see page 12).

Al cards underneath your & CAPTAIN
card are considered to be in your Captain’s
Log. When an effect instructs you to log a
card, place the card in question underneath
your & CAPTAIN card. If the logged

card had card(s) beamed to it, the beamed
card(s) are also logged.

Ships present are dismissed from a logged

NS UHAITD and B8 are returned to the
2 CAPTAIN card.

Cards in your Log are out of play, and they
cannot be interacted with unless a card
effect specifies otherwise. However, they
still score Victory Points during final scoring.
You may always look at the cards in your
Log, but other players may not. If a card’s
PLAY operation includes the effect “log this
card,” move this card into your Captain’s
Log after playing it (instead of keeping it
inyour Staging Area). If the card had an
Action token on it, move the token near your
2 CAPTAIN card as a reminder of what
you spent your action on.

If an ATTACK allows you to log one of the
opponent’s cards, it is placed in their log.

MARKET

When card text refers to the Market, it
always means the offer of four (or rarely,
fewer) faceup Market cards.

PROMOTE (A PERSON T0 DUTY OFFICER)

Selecta from the indicated
position (hand, or Staging Area, or Discard
pile) and place the card in your Duty Officer
slot. Any listed table operations on the
card are now (i.e., immediately) available.
Some PLAY operations may instruct you to
promote the resolving card itself to Duty
Officer—in which case they are moved
immediately and do not stay in the Staging
Area. If a promoted card has an action
token on it, move the token with the card

to remind you what you spent your previous
action on; the presence of an action token
does not prevent you from using any
REACTION or ACTIVATION (not even one
requiring an additional action).

If at any point you have more Duty Officers
than your limit, you must dismiss one of
them until you meet the limit, otherwise you
may dismiss one when you're promoting a
new Duty Officer. Your limit is normally

1, though some effects may increase it
(completely, or conditionally based on the
traits of the exceeding ). If
you have more than one Duty Officer in play,
shift cards in your Location Area so that
there is enough space for all Duty Officers in
the top row of your player area.

If due to a Duplicate effect a

non- card would be
promoted, this keyword has no effect—a
non- card can never be
promoted.

PUT A GARD (SOMEWHERE)

Select a card (matching the effect’s
restrictions, if any) from your hand (unless
specified otherwise) and place it in the
specified place (top of your deck, Staging
Area, etc). This is always considered a cost;
therefore, if you cannot do so, you cannot
choose to resolve such an effect.

PUTINTO PLAY

Acard is being put into play if:

e itis being played, immediately after one
of its PLAY operations is resolved,

o itisaneutral SYIHAID being
taken control of, immediately before its
CONTROL operation is resolved,

e jtisa being promoted to
Duty Officer from your hand or Discard
pile,

e itis being beamed to another card from
your hand or Discard pile,

e itis explicitly being put into your Staging
Area by another card’s effect.

Atrait or a suit is being put into play if a card

containing such a trait or a suit is being put

into play.
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REACTION OPERATIONS

Itis not mandatory to trigger a REAGTION
operation when able; however, once you
have started resolving one, all effects of
the text are mandatory (unless indicated
otherwise), as usual.

Resolving a REACTION operation can
interrupt another operation at the point
where the condition was met and then return
to it once the REACTION has resolved.

If the PLAY or GONTROL operation of a

card meets an “after [doing something]”
condition of a REACTION on the same card
(and the card is deployed/taken control of as
the result of said operation), the REAGTION
can immediately be used.

If you have multiple cards with a REAGTION
triggering on the same condition, you may
resolve any number of them, in the order of
your choosing.

RECALL

Move the indicated card from being in play
back into your hand. It is possible to play a
recalled card, potentially playing it a second
time on the same turn. If the recalled card
had other cards beamed to it, those are
also recalled. If the recalled card had been
beamed to another card, the other card
remains unaffected.

ASIHAILD cannot be recalled

(since most of them cannot enter your
deck), unless explicitly instructed by the

S, [CATION Jisi

If the recalled card had an action token

on it, the action token is placed aside (the
action itself does not become available
again, it merely acts as a reminder what you
spent your previous action on). However,

if you play the same card again after being
recalled, spending an action again, you may
wish to place both action tokens on it as
areminder that you spent two actions on
playing this card twice this turn.

RECRYSTALLIZE

See Burnham's deck (page 35).
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Refresh allows you to “un-exhaust” an
exhausted card in play, effectively letting
you use its AGTIVATION/REACTION
operations again this turn—simply rotate
the card the right way up to indicate it is
available again. If the card has an action
token on it, keep the token on it. The
presence of an action token does not
preclude you from using the card again; it
merely acts as a reminder for you to know
what you have spent your actions on.

RETURN AN INGIDENT

Place the AT in question
facedown on the hottom of the Incident
deck. If the SILTALTEI had an action
token on it, place the action token near the
Incident deck as a reminder of what you
spent your action on.

Scan # of [suit] (for example: “scan 2

of GXIITTD") allows you to look at the
top # cards of the indicated deck and then
gain either one of the scanned cards or the
faceup visible card of the same suit. Then,
place the selected card either on the top of
your Draw deck or in your Discard pile (your
choice). Return any remaining unselected
(not faceup) card(s) you looked at to the
bottom of the corresponding deck in any
order.

e |[fthere are fewer than # cards remaining
in the deck, look at as many cards as
you can. If no cards of the indicated suit
remain in the Market (and its deck), this
keyword has no effect.

e [falist of multiple suits is indicated,
choose one suit of cards to look at. You
cannot choose another suit once you
have looked at cards of the chosen suit,
and you cannot gain the faceup cards of
the other suits either.

o [faneffect allows you to “scan including
the Junk,” then after looking at # cards,
you may also look through the entirety
of the Junk pile for cards of the indicated
suit, choosing one of the cards you have
looked at (from the Junk pile, the Market,
or the original # cards).

Scan for [trait] (for example: “scan for
(4] ") guarantees you to gain a
card with the indicated trait (assuming any
remains):

e [fany of the visible cards in the Market
have the indicated trait, gain one of them,
and place it on top of your Draw deck or
inyour Discard pile (your choice).

e (therwise, specify a suit, and reveal
cards from the top of that suit’s deck
until a card with the indicated trait is
found to be gained. If found, place it
on the top of your Draw deck or in your
Discard pile (your choice), and shuffle the
other remaining cards you have revealed
back into the corresponding deck.

e |f not found, specify one of the other
three suits, and repeat this procedure.

e |fnot found in any of the four suits (i.e.
no card with this trait remains anywhere
in the Market), you gain no cards, but
receive 2 (£) as compensation instead.

e [falist of multiple traits is indicated,
choose one to scan for. You cannot
choose another trait once you started
looking through a Market deck.

e |fan effect allows you to “scan including
the Junk,” then after checking the Market
but before looking through the decks,
look through the Junk pile too. If any
card(s) there has the indicated trait,
you may choose (one of) that card(s) to
gain. If you choose not to, proceed to flip
through the decks as normal.

If you have selected a faceup card from the
Market, also receive any resource tokens
that are on the card, then reveal the next
card of the corresponding deck to refill the
Market. If the corresponding deck is empty,
simply leave the spot empty.

REAGTIONs specifying a condition of “when
you gain a [particular card]” can also be
triggered if the card was gained via a scan
effect.

A neutral ST is secured as long
as you have at least 3 tokens (Away Teams
and Ship tokens combined) total and at
least 2 more tokens than your opponent at
the Location. This is relevant for your Control
Step and for a small number of card effects
that allow you to take control of a secured

ST immediately.



SEND/REMOVE () (AWAY TEAM)

Place/remove the indicated number of &3
tokens on/from the target \SYTHAILD
(neutral or controlled). You do net need to
have a Ship token there (unless the presence
of a LTI is explicitly required by the
effect); however, you cannot place &3 on
a NS LHLID where your opponent
has more Ship tokens than you. If you run
out of &33 tokens and wish to place more,
you can freely remove them from other
cards. Any &3 removed from cards for any
reason (e.g., due to the SYTHALLD
heing logged, an opponent’s attack, etc.)
are returned to your personal pool on your
CAPTAIN  card. The total number of
B you have available is never reduced
during play.

SPEND RESOURGES

When an effect requires you to spend a
number of resources, return the indicated
number of tokens of the specified type from
your resource pool to the supply, regardless
of the resource type. If you are unable to
spend the required resources, you cannot
resolve that operation. Glory tokens in your
resource pool allow you to pay for costs you
otherwise would not be able to:

o When spending 3, you may instead
spend any amount of ¢&) as if each Glory
wereworth 1 Q.

o When spending (), you may instead
spend any amount of ¢} as if each
were 2 (). No change is given when
you do so.

e (utside of this, you cannot convert
hetween or spend resources in lieu of
one another unless explicitly permitted
by an effect.

STEAL [DILITHIUM/LATINUM/GLORY]

Stealing allows you to take the indicated
type and number of resources from your
opponent. If your opponent possesses fewer
of the indicated resource, steal only as much
as you are able (possibly none)—you cannot
steal other types instead. Stealing is not
gaining; therefore, any REACTION triggered
by gaining a resource does not get triggered
by stealing.

Common uses include: Take an
CAIHITIID, and Take the top

(or look at 2, and take one
of them). Place the indicated card directly
into your hand (unlike gain/scan, which
places it on top of your Draw deck or into
your Discard pile).

Any REACTION specifying “when you gain a
[particular card]” cannot be triggered in the
event of a matching card being taken into
your hand (particularly by the Reinforce card
used during a solo campaign).

If an ATTACK states that your opponent
takes an CCALTENTIID, they place the top
card of the Incident deck directly into their
hand.

Take control always refers to a
SO, If it is a neutral
ST, dismiss all Ships present
there, and remove all & from it. Your
opponent (the player who is not taking
control of it) gains 1 ¢&) for each token
removed/dismissed.

Move the card into your Location Area.

Resolve its GONTROL operation. This
counts as putting this card into play, for the
purposes of a REACTION.

Neutral XTI are usually taken
control of during the Control Step of your
turn, Locations from your own deck are
played from your hand (with the PLAY
operation specifying to execute the above
procedure), while some other effects might
give you control of a Location directly from

the YTIRNITI deck.
QKRN

Collective term for &8 (Away Team) and
Ship tokens. See: the Send/Remove €33 and
Warp entries for details.

S
UNIROL OPERATION
Resolve the selected (usually controlled)
ST s CONTROL operation,

as if you have just taken control of it.

This does not count as taking control

ofa for purposes of
aREACTION. Tokens (Ships, Away

Teams, etc.) and beamed cards at the

are unaffected by this
effect. If the YL has a

PLAY operation (i.e., it is not from the
Location deck), then still only resolve

the CONTROL operation. Either way,
triggering the CONTROL operation does not
(automatically) require you to spend an Y 4
unless the text explicitly says so.

A
Once deployed, you can warp a (AP
this allows you to place or move the
corresponding Ship token to either
a\SYIHAITD controlled by you

or a \SYMHAITD in the Neutral

Zone. ACID may warp from one
ST to another, and there is

no limit to the number of (LI tokens
that can be present at one \SYTITAILLID.
Staying in place is not warping. Once a Ship
token is moved off the (LI card, it
cannot return to the AL card (except
by dismissing/recalling the LD, then
playing and deploying it again). Once a Ship
token is placed to a SYTIHAID, the

% SHIP ) (along with all cards beamed to
it)is said to be “at” the YLD,
and the YT is said to be “Ithat
shipl’s \SYTHAITD.” Some cards might
refer to one particular
called the Badlands— this location does not
appear in this box, as it has yet to be charted
by brave pioneers...
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MEET THE CREW DECKS

PICARD
(STARFLEET)

Complexity:
lofl10

Picardis a master of diplomacy. His ability,
endgame scoring, and first mission all
encourage you to befriend any WRALLY  you
meet. He is a man of science at heart, which
is reflected in his crew: the trusted Doctor
Crusherand Will Riker svisit to Farpoint
stationwill guarantee an early rise in the
Research 8 Specialty. However, Datd's
flexibility and his ever-expanding knowledge
can create an engine capable of mastering
any one Specialty, especially when used with
the help of the Daystrom Institute. But with
Picard, you are not toothless in battle either;
Worfcan lead Away Teams fearlessly into the
Neutral Zone, and if you manage to retrieve
the Phasing Cloak, you'll be able to challenge
even the Romulans at their own game...

Referenced episodes to watch(TNG):
Encounter at Farpoint. Measure of a Man,
Darmok: The Outcast: Cause and Effect: The
Pegasus

SHRAN

(ANDORIAN)

Complexity: S
20f10 '

A proud commander of the Andorian Imperial
Guard’s Kumari, Shranis not afraid to equip
any C=JWEAPOND he’ll need to defend his
beloved Andoria. His two lieutenants—
Tarahand Talas—are ever by his side, one
advocating for a political solution while the
other one suggests grabbing for the gun but
both capable of surprising the opponent with
Away Teams anywhere: around Andoria or in
the Neutral Zone. Shrar’s other hidden talent
lies in his ability to barter for resources; if
he has the cargo for it, he can amass quite
the pile of Dilithium @ (enough to sustain
any Imperial Pride), but late game, he can
turn his attention to Latinum ¢ and some
glorious treasure... But will you be able to
always keep an eye on the contested moon
of Weytahn, or will you be forced to give it up
to those pesky Vulcans?
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Referenced episodes to watch (ENT): The
Andorian Incident. Shadows of P’Jem, Cease
Fire; Proving Grounds; Babel One/ United| The
Aenar

KOLOTH

(KLINGON)

Complexity:
3of10

A devious captain and Dahar Master of the
Klingon Defense Force, like any Klingon,
Kolothis always ready for a fight. His fleet
of D7 battle cruisers are quick to arrive on
the scene of any contested S LOCATION ,
and if he gets his hands on an Experimental
Cloaking Device, he’ll be able to rapidly
deploy even more Away Teams undetected,
no less. With the spy Arne Darvinat his
command, the enemy’s supplies are never
safe, and anyone Kolothdoesn't like will
ultimately be sent to the infamous mines of
Rura Penthe, providing the Klingons with a
steady stream of Dilithium @.. To unlock
his biggest achievements, he will need to
attain Glory & like nobody else—usually
by picking a fight—but a good Klingon knows
it's always a Good Day to Die, and if you can
act like a good Klingon, Kolotf's legendary
comrades Aorand Aangwill aid in your
quest, too.

Referenced episodes to watch(T0S, unless
noted): Errand of Mercy: The Trouble with
Tribbles; Day of the Dove, A Private Little
War: More Tribbles, More Troubles (TAS):
Blood 0ath (DS9); The Sword of Kahless
(DS9); Once More Unto the Breach(DS9)

SISKO ’ 4‘}

(STARFLEET)
Complexity: \
40f 10 ;

In command of Degp Space 9and assigned
to Bajor, Benjamin Sisko s already knee-
deep in the game of galactic politics and
Influence 4. Accompanied by a crew of
diverse skills, he and his crew are ready
for many challenges: 0o can manage the
criminal element, 0'Brien can make any
old ship fly, and Kirais ready to defend her
people, even if it is not the politically suave

move at the time. The Wormhole, and the
Prophets that live within, will provide you
with foresight, and they promise the Orbs to
be the ultimate holders of wisdom you can
work towards. Later in the game, you will
gain access to the U.S.S. Defiant—the only
Starfleet vessel equipped with a cloaking
device—and you will have the talents of
Doctor Bashir (despite finding out he is an
Augment!) and his mysterious friend, “plain
and simple” Garak. And should you choose
to sound the trumpets of war, Starfleet, and
Worfin particular, are ready to back you up
with reinforcements from Starbase 375.

Referenced episodes to watch (DS9): The
Emissary, Past Prologue, Necessary Evil,
The Search | & Il House of Quark, Call

to Arms, Behind the Lines, Image in the
Sand Shadows and Symbols

SELA
(ROMULAN)

Complexity:
50f10

Seld's certainly a shadowy commander of
the towering Romulan fleet. Her (<X SHADY
tactics and General Movar's connections
to the underhelly of the quadrant ensure
her a wide array of options, and the three
D’Deridex class warbirds already in her
starting deck—each equipped with its own
cloaking device—guarantee her absolute
naval superiority across the Neutral Zone.
As your deck develops, Selaand her
cohorts, always eager to provoke a fight,
will present you with a choice: either politics
at gunpoint and efficiency via Proconsul
Neral, Commander Donatra, and her
Valdore or making a pact with the devil and
unleashing the Remans, Praetor Shinzon,
and the unimaginable destructive force of
his Scimitar.

Referenced episodes to watch (TNG,
unless noted): The Enemy: The Defector:
Data’s Day; Redemption |& I Timescape,
Unification & I} The Search Part 1& I
(DS9); Star Trek: Nemesis (Movie)




l BURNHAM (STARFLEET)

Complexity:
70f10

Propelled into a new and unknown century, Burmhamand the

crew of the ULS.S. Discovery-A are faced with the harsh reality of
the post-Burn Dilithium scarcity. For her people, Dilithium @ is
thus often more precious than mere Glory &, and while she’d
love nothing more than to continue a mission of science and
exploration, uncovering the heart of the mystery and finding Theta
Zetamight be essential for survival. Meanwhile, the Federation

has fractured, so it will take a while before her crew has access to
the resources of Earth, Ni'Var (formerly known as Vulcan), and the
Headquarters at the U.S.S. Federation. Until then, however, she can
lean on her dedicated crew of diverse skills: Detmerand Owosekun
can handle any away mission together, young Adira Taland Tilly
can optimize your deck quicKly, the good Doctor Culbert can fix
any person’s problem, and Stamets might just invent a new way

to fly so revolutionary that they'll mention him alongside Zephram
Cochrane himself one day... Meanwhile, the US.S. Discovery-A can
be anywhere and everywhere (thanks to the spore drive), while
Bookeris standing by with his own ship, ready to help and to be on
the lookout for a @ GREATURE" in need of some transportation.

Referenced episodes to watch (DIS): That Hope Is You, Part | & IF
People of Earth, Forget Me Not. Die Trying: Unification llf, Su’Kak
There is a Tide, Kobayashi Maru
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| OVERVIEW OF PLAY | COMMON TERMS

Aturn has four Steps in order: 1) Resupply, 2) Control, 3) Action, 4) Clean-up Gain, Scan: New card from Market, to the top
of your Draw deck or to the Discard pile.
THE GAME ENDS I FINAL SCORING Take: Directly to hand (from Incident deck,
WHEN EITHER... o (1 for each of your Glory tokens. Encounter deck, etc).
Emptying the last Stardate card triggers a e (1 foreach of your Away Teams or Ship Enlist: New card from Reserve deck or
Resolution. Continue until both players tokens on neutral Locations. Development pile to the top of your deck.

have taken an equal number of turns, then Find: Choose matching card from your hand,
both players play one more turn each. Then, . Draw deck, Discard pile, or Reserve deck,
proceed to final scoring. o Sum of the printed ¢ on your cards. and add it to your hand.

The Incident deck empties and triggers the ® Ifat least one mission completed: G2 for  Deploy: From Staging Area o Fleet Area.

Burn. Player with fewer GIIIAID cards ~ Research £, Influence ,_ J Military D Recall:Fom being in-play, to hand.
in hand, Discard pile, Draw deck, or Captain's ~ Multiplied by corresponding Specialty track  p.co e b beingin-play, to Discard pile.

i multiplier value.
Loz {mot eserve!yins. d o Discard: From hand (or top of a specified
If tied, proceed to final scoring. * Completed Missions (Advanced mode only). deck) to Discard pile.

Promote: Move Person to Duty Officer slot.

psusstmuneResources: 1 @ =2 /1D | !

Log: Move to Captain’s Log.

"}ﬂN REFERENGE Junk: Move to the Junk pile.

Destroy: Return to the box.

o Your ENDGAME operations in play.

B SPECIES TRAITS
a e | UTHi}UNs
(2] () ® @ $
@) ® ©

o RESEARCH INFLUENCE MILITARY
e () * g
o @ QU o P
) () © RESEARCH INFLUENCE MILITARY
) e H* FOCUS FOCUS FOCUS
O (3] )
® Q

RESEARCH INFLUENCE MILITARY

REGULAR TRAITS

(5 DOMINION J

— RESTRICTION ~ RESTRICTION  RESTRICTION
(v HELMET Jad o

(s BUSINESS )  STARBASE RESEARCH INFLUENCE MILITARY
= MIND CONTROL 3o SKILL SKILL SKILL

£ MAQUIS J T

B OTHER TRAITS VICTORY POINTS : DILITHIUM
@ (ONGOING 2 WILDCARD OG O

H CARD SUITS ACTIONTOKEN  COLLECTIVE* LATINUM

MALLY 53 ¥ DIRECTIVE S, [OCATION
& CAPTAIN ¥ @ m ®
& CARGO J3 = INGIDENT ® SHIP 5

= MISSION 2 AWAYTEAM  BORG DRONE* GLORY

*These icons are not used in this box. tThese suits are known as Market cards.



STARFLEET GOMMAND TRAINING PROGRAM ' rutes For soto puay

The Starfleet Command Training Program allows you to-play the game solo against an automated opponent.
This mode does require you to learn some extra rules, so if this is your first time learning the game, consider
checking out the Cadet Training Mode (described in the core rulebook) instead, which allows you to play a deck
by yourself, without an opponent to worry about.

In the following pages, “you” will always refer to the lone human player, while “it” or “the Bot” will refer to your
automated opponent. The core rules are in effect in every situation unless explicitly indicated otherwise.

When playing against a Bot, it ignores the text on its cards, and instead takes actions on its
Automated Command cards based on the suit and traits of the card being resolved. It gains Glory
and Specialties like you do, but does not typically gain other resources... You win by earning more
Victory Points than the Bot after Resolution, and automatically lose if the Burn occurs.

D

1. Choose a difficulty level. The available levels 1. Place the Captain card to the right of its Crew
are (from easiest to hardest): Ensign, Lieutenant, board. Return any Status card from the Bot’s
Commander, Captain, and Admiral. deck to the box.

2. Perform the Common setup in its entirety, as 8. Shuffle all the Bot's DEVELOPMENT cards, and
explained in the core rules. place them in a facedown deck, above its Crew

board. Then, shuffle all its RESERVE cards, and

* Use the Stardate cards marked “Solo vs place them face down on top of the same deck.
[chosen difficulty] Bot”. This is the Bot's Supplement deck.

* Do not give the Bot any Action tokens or 9. Shuffle all the Bot's AVAILABLE cards, and place
Mission Completion tokens; it does not use them in a facedown deck below the Captain
these tokens. card. This is the Bot deck. If the Bot has DEPLOYED

¢ Take the Starting Player token; you will start and/or CONTROLLED LOCATION cards, place these
the game. (shuffle them together if multiple) face down on

the top of the Bot deck.

3. Perform your player setup in its entirety, as

explained in the core rules. 10. If the Bot has DISCARD cards, place these face up

to create the Bot Discard pile; otherwise, leave
4. Return the special Solo LI cards empty space for the Bot Discard pile.

Reinforce and Conspiracy to the box. (Refer
! piracy x.{ 11. Leave two rows for the Bot’s cards next to its

to the “Five-Year Mission” campaign section . .
decks: Control Area (where its Duty Officer,
on page 16 for how to use the former and the RS L0CATION !
wpot : Dot "I cards, and each deployed (ISP
C Admirals chall t y
onspiring Rdmira’s challenge- sectlon on page will be placed) and Staging Area (where the cards

11 for how to use the latter.) : ;
currently being resolved will be placed).
9. Place the Crew board corresponding to the Bot’s 19

deck to the left side of the Bot’s player area, with
its Basic side up. Place 3 Specialty markers on
the zero space of all of the Bot's Specialty tracks.  13. Find the two Automated Command cards
corresponding to the Bot’s Crew, and place them

tion indicator at the bottom of each card near its player area with the sides titled “TRAITS”
postfion Indcatorat fe bottom of each car and “SUITS WITH NO DUTY OFFICER” face up.
o INCIDENTDECK o DEVELOPMENT o piscaRD

COPOED o RESERI | nOBOTRESOURCES |

o CONTROLLED e AVAILABLE . .
LOCATION Note: Unlike you, the Bot starts with no resources,

Its Captain card (and possibly a Status card) does not including no Glory.
have a position indicator. Any “INCIDENT DECK” should
already be shuffled into the common incident deck.

. Place the indicated number of Away Team tokens
onto the Bot’s Captain card.

6. Separate the Bot’s Crew deck based on the
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Before we can dive into the rules of playing
against the Bot, we need to define a concept
used throughout these rules: the value of cards
in the Market and the Neutral Zone. For
gaining cards or fighting to secure locations,
the Bot will often choose the “most valuable”
one. The value of a card can be easiest
explained as how many VP it would score for
the Bot if the game ended after gaining it:

e A printed VP @ contributes that amount to the
card’s value.

e EachFocusicon &/ &J/ 59 if any, contributes
the amount equal to the Bot’s current multiplier
on the corresponding Specialty track.

e An ENDGAME operation increases the card’s
value by 5.

e Each Glory (2) token on a card contributes 1
to the card’s value. Other resources (such as
Dilithium placed by Burnham), however, do not.

The card resulting in the highest VP value

is considered the most valuable. Among

cards of equal value, the one with more
resource tokens (including Glory, Dilithium,
and Latinum tokens) is considered more
valuable. If multiple cards are still tied in the
Market/Neutral Zone, the Bot chooses the
leftmost of the tied ones (whether looking for
the most or the least valuable).

Occasionally, you are instructed to determine
a card’s value to you. This uses the same
determination as above but uses your current
Specialty multipliers instead of the Bot’s. For
least valuable to you (e.g., placing Glory in
the Clean-up Step, see page4), the Bot chooses
the card with the lowest VP value; for most
valuable to you (e.g., in the case of the Bot
junking a card), the Bot chooses the card with
the highest.

EXAMPLE:
DETERMINING VALUE

o

The Bot wants to gaina /1D /[ D, and the market currently has Mek leth, Pakled Frejghter, and Kelpiens on offer
for these suits, and Pakled Freighterhas a (&) on it. So the Mek'leth’svalue is 2, the Freighter's 3, and the Kelpiens' is equal to the Bot's
multiplier. Which means if the multiplier is (X3 or less it grabs the Pakled Freighter (since the presence of the (&) token breaks ties),
but if the multiplier is (X4, or higher, it grabs the Kelpiens.

Ifit was trying to junk a card in the same situation, it would have to ignore Pakled Freighter (since cards with tokens on them cannot be
junked). If your &3 multiplier is (X2, or lower, it junks Mekleth (in case of (X2, it's a tie, so it picks the leftmost one), but if it's (X3, or
higher, it'll junk Kelpiens.

If the Bot is trying to place a €) in this situation to the least valuable card for you in the Market (see page 4 for the details), its choice
depends on your . multiplier. If it's'X2. or lower, the €2 is definitely placed on Tachyon Detection Gria, as the other cards are worth
more. But evenif itis X3/, the €2 is placed there, since out of the three cards now with a value of 3, Tachyon Detection Grid'is the
leftmost one with no tokens. However if your - multiplier is ‘X4 or higher, the ¢ will be placed on Bynars, as out of the two cards
with aworth of 3 it is the one with the fewer tokens.

If the Bot is trying to send an E53 to the Neutral Zone in this situation (see page 9 for the detalls)lt needs t_o_fi_ne the most valuable
NS LAY, Memory Alpha's value s definitely 5, while Regula I's is 6 (1 for the VP, 5 for the ENDGAME operation). So if the Bot has

a &3 modifier of X6/, it will pick Xahea (since it's the leftmost); if lower (which is much likelier), it will pick Regula /.



FLOW OF THE GAME

You play the game the same way
as described in the core rules. The
Bot resolves each game step as
follows.

il RESUPPLY STEP

The Bot does not perform a
Resupply Step.

H CONTROL STEP
If the Bot has secured a SYUHAITD, it takes

control of it (dismissing/removing all tokens

present at it, which can gain you Glory,

as usual). If it has secured more than one
O, it takes control of the most
valuable one. Refill the Neutral Zone from the
Location deck as usual.

Place the it took control of into
its Control Area, then resolve it using the
Automated Command card (as described on
page ). Rarely, this resolution can cause the
card to be logged; otherwise, the card stays in
the Control Area.

il ACTION STEP

Draw as many cards from
the Bot’s deck as the
number of Bot actions

shown on the current
Stardate card (this can
trigger a reshuffle of the
Bot deck, see “Reshuffling
the Bot’s deck” on this page), and place them
as a facedown row of cards in the Staging
Area.

NUMBER OF BOT ACTIONS

Flip the first card of the row face up, and
resolve it using the Automated Command
cards (see the next chapter, “Automated
Command cards” on page?d), then repeat
this process one by one with the remaining I
cards. It is possible that an effect triggers the
resolution of another card (see page 7); once
that has finished, return to the “triggering”
card’s resolution and continue. Once all of
the facedown cards in the Staging Area have
been flipped face up and completely resolved,

proceed to the Clean-up Step.

1.

CLEAN-UP STEP

If there is a Stardate card in the Bot’s Staging
Area (placed there because you emptied it on
your previous turn), perform its indicated effect
(i.e., wiping) as described in the core rules,
then remove the card from play.

2. Discard any card still in the Bot’s Staging Area.
3. Select the Market card that is least valuable

toyou. If there is a tie, select the card with
fewer resource tokens on it; if there’s still a tie,
select the leftmost one. Place 1 Glory (from the
Stardate card, or from the supply if the end of
the game has been triggered) on that card.

e For Burnham'’s Bot, instead discard 1 Glory
from the Stardate card and place 2 Dilithium
(from the supply) on the selected card.

RESHUFFLING THE
BOT’S DECK

If the Bot’s deck is empty when it needs to interact with
it (such as to draw, discard, or even inspect a card from
its deck), shuffle the cards in its Discard pile (but not

in its Staging Area) to recreate the Bot deck. Then, take
the top card of the Supplement deck, place it on the top
of the Bot deck, and continue drawing cards, as needed.

These rules are analogous to the core rules of enlisting,
but the Bot does not differentiate Reserve cards from
Development cards, nor does it pay for the latter.)

ENDING THE GAME

If the game ends with the Burn, the Bot
automatically wins, regardless of the number

of GAIHIEID cards either of you have.




Otherwise, when the end of the game

is triggered (i.e., the 5th Stardate card is
emptied), finish the current round and play
one more

the game always ends with a Bot
turn. Then, calculate scores for both the Bot
and yourself as described in the core rules.
When calculating for the Bot, there are a small
number of changes to the core rules:

The Bot scores (3 for each ENDGAME operation
it owns (instead of actually evaluating it),
regardless of whether or not the card was in
play at the end of the game. This includes a
possible ENDGAME operation on its Captain
card.

The Bot completely ignores its mission, and it
scores for its Specialty tracks and Focus icons
regardless.

The Bo scores (1 for every 2 O/ it has

collected during the game.

If the Bot is playing Burnham, it scores Ql for
each Dilithium () instead.

However, if a card the Bot owns has an
asterisk in its VP value, the SPECIAL operation
does affect the Bot—resolve it normally.
(This is seemingly an exception to the “ignore
all texts on Bots cards” rule, but it happens
outside of play.) Please refer to the gray box
labelled “Asterisk VP” on page 24 of the core
rules on how cards with a special scoring rule
are shown.

If after the scoring you have more points than
the Bot, you win. Otherwise, you lose.

‘ RESOLVING BOT EFFECTS

l AUTOMATED COMMAND CARDS

The Bot ignores all text on all of its cards
during play.

When resolving a card, look through the rows
on its Automated Command cards:

1. First, check the card labeled “TRAITS” (going
top to bottom) for the first trait that is present
on the card being resolved, if any. If a match is
found, do not continue down the card looking
for further matches.

e |fthe card being resolved has a
) WILDCARD * trait, it matches the first
row (ignoring the reminder row showing

CGHTTTIED) of the “TRAITS” card.

2. If no matching row is found on the “TRAITS”
card, find the row on the card labeled “SUITS”
(whichever side is currently face up) that
matches the suit of the card being resolved.

3. Once a match is found, regardless of the card’s
printed text, perform the matched row’s effect.

[speciatties |

The Bot gains £8/4& /< the same way you would,
increasing the indicated track accordingly. If there is a

tie when instructed to increase the highest/lowest of
two or three tracks, the Bot chooses the topmost of the
tied ones (that is, &8 > & > ¥-),

EXAMPLE: RESOLUTION
USING THE AUTOMATED
COMMAND CARD

When the Bot i resolving Wor, whose traits are @EAILHD,
(4 , QR HTIND, @R11E3D, two of his traits

appear on Jean-Luc Picard's Automated Command card labeled
“TRAITS”. However, since € is higher in the list,
that's the only one getting resolved.

When the Bot i resolving U.S.S. Bozeman, which has the traits
QIIITD, @BITEYD, CRITATINED, none of
these traits appear on Jean-Luc Picard's Automated Command
card labeled “TRAITS”. So instead, the row matching its suit,
T, is resolved from the card labeled “SUITS”.




SUITS WITHOUT

A

TRAITS LABEL —>t = DUTY OFFICER LABEL
DUTY OFFICER LABEL
SPECIAL RULE—>» 1
A 4
SURPRISE REMINDER —>
FIRSTTRAITROW _|
(USED FOR € ) T
TRAIT ROWS —>+ <€ SUITROWS
THIS CARD
' D 1 rocaTIONS

Whenever the effect of a row on an Automated

Command Card refers to “this card”, it always means
“the card currently being resolved, that resulted in this
row being matched”.

I tue surpriseTaar &

If a card has the trait, it will also
have a SURPRISE (Bot only) operation in its
special operations strip. When such a card is
being resolved—as you are reminded above
the first row of the Automated Command
card labeled “TRAITS”—perform the surprise
operation written on the card, and ignore any
matches on the Automated Command card.
This is the only time during play the Bot
resolves an operation on a card instead of its
Automated Command cards.

When resolving a OXIHATD, if it’s still in
the Staging Area at the end of its resolution
(i.e., it didn’t get logged), move it to the Bot’s
Control Area. This rule applies regardless of
which row on the Automated Command cards
the card matched to.

EXAMPLE: LOCATION
RESOLUTION

Whether a \SXIIELITD is played from its deck or taken
control of, a corresponding row is resolved from the Automated
Command cards.

If Picard plays Daystrom Institute, it will resolve the
® | @ row, and then the card is moved
into its Control Area.

T T T 1

| |

| |

] ]
If Picard'takes control of Ancient Relay Station, it will resolve
the @ row. Since this row unconditionally logs the
resolved card, Ancient Relay Stationis placed beneath the Bot’s
£ CAPTAIN card instead of its Control Area.

FARPOINT STATION

= [0CATION

Naturally, if a \SYUIEIITD with no trait row matching (like
Farpoint Station) s played/taken control of, the SYIHAILD
row of the Automated Command card “SUITS” will be resolved,
and then the card moved to the Control Area.



i DUTY OFFICERS

When an effect promotes a to the
Bot’s Duty Ofhicer, put the card aside, move
it out of its Staging Area, and place it near its
& CAPTAIN card (to the front of the Control
Area), then flip the Automated Command
card labeled “SUITS” to the side showing “WITH
DUTY OFFICER.”

The Bot has a limit of one Duty Officer. If
an effect promotes a new one, dismiss the
previous Duty Officer (i.e., place it in the Bot
Discard pile).

If any effect (yours or the Automated
Command card’s) dismisses (or logs) the
Bot’s Duty Officer (for any reason other than
promoting a new one), flip the Automated
Command card labeled “SUITS” to the side
showing “WITH NO DUTY OFFIGER.

If an effect forces the Bot to recall its Duty
Officer, it is dismissed instead.

BOT ANDITS DUTY
OFFICER

Essentially, the Bot has stronger effects to resolve
for each of the suits as long as it has a Duty Officer -
regardless of who that Officer is, or what traits they

have. Some of these stronger effects will dismiss/log
the Duty Officer themselves as a “cost”, but it might be
useful for youto findan - ATTAGK to dismiss their Duty
Officer yourself.

l LOOKING THROUGH THE BOT DISCARD PILE

When an effect instructs to
resolve/promote/log/etc. a card (of a specific
suit/trait) from the Bot Discard pile, use the
topmost (i.e., most recently discarded) card of
that suit/trait.

Bl RESOLVING OTHER CARDS

When an effect instructs the Bot to resolve
another card (for example, the top card of
the Bot deck, the top card of the Supplement
deck, or a card the Bot just gained), put it into
the Staging Area (faceup) and immediately
find and resolve the matching row of the
Automated Command card to resolve. This
does not count against the number of Bot
actions this turn. Once the card’s resolution
is finished, return to the original card’s
resolution and continue.

W INGIDENTS AND UNSPECIFIED CHOIGES

If any of the Bot’s effects would result in an
being logged by the Bot, it returns
it to the Incident deck instead. If the Bot is
given the choice to return an =5 INGIDENT JRRTS
to one of your card effects, it declines.

For any other unspecified choice the Bot has
to make due to one of your card effects, it
always picks the first listed option it legally
can (even if that option amounts to no effect).

EXAMPLE:
UNSPECIFIED CHOICE

When you play Prototype Cloak, (assuming the Bot has two or
more CJELID deployed), it must choose between dismissing
one or taking an EZATTHITALD. Since dismissing is listed
first, it picks that (and dismisses the most recently deployed
(I, see “Deploying and Warping Ships” on page 9).

-_— = - -

CONSPIRING ADMIRALS
CHALLENGE

For expert players, if you feel like you can

win often even against Captain- and Admiral-
difficulty Bots, we offer you an additional

challenge. Include the Conspiracy solo

& DIRECTIVEY vyich che AVAILABLE cards when
creating the Bot deck. It has a ‘@& SURPRISE
trait, so its special effects are included on the

card itself (see page 6 for resolving a SUHFNE

operation):




| MARKET AND NEUTRAL ZONE

B GAINING/TAKING CARDS

When the Automated Command card’s
instructions indicate gaining a card with a
Skill, Focus, trait, or suit, the Bot will get a
new card as follows:

“A > B”: If there is a card with “A” in the
Market, the Bot gains it; if not, it gains a card
with “B.” If there are multiple cards with “A”
(or “B”), it gains the most valuable one.

“A / B”: The Bot gains a card with either “A”
or “B” (or both)—whichever is most valuable.

The Bot will grab the highest value card that has £ and/oris a
LI, Which means if no cards in the market have £, itis
definitely picking a CELILD.

For more complicated expressions, “>” is
resolved before “/.” To illustrate: “A > B /

C” means, “Gain a card with “A” if possible;
otherwise, gain a card with either “B” or “C”
(whichever is most valuable).”

>

- — ==
-_—e— e == -

If any card of the market has £, the Bot wil grab that.
Otherwise, if any card has & trait, it will grab that.

Otherwise, it will check LA and CALLID, and grab
whichever is more valuable.

Meanwhile “A / B > C” means, “Gain a card
with “A” or “B” (or both), whichever is most
valuable if possible; otherwise, gain a card

With “C” »

The Bot never gains a card from the top of the
Market decks—it always chooses a faceup one.

If the effect uses the gain keyword, place the
card in the Bot Discard pile. If the effect uses
the zake keyword, place the card on top of
the Bot deck; if on your turn an effect results
in giving the Bot a card or forcing it to take

a card (presumably an GALHLEID), similarly
place the card on top of the Bot deck.

If any card in the market has the € trait, the Bot
will grab that, regardless of the suit, otherwise it will grab
an[ JITED. If the Ally deck happens to be empty, it takes a
LD instead.

Notice that Bot effects might use zke for
Market suits (unlike your card effects) as well

et k= INCIDENT

If any resources are on a card the Bot
gains/takes (usually Glory), it gains them.

as the usual

l JUNKING CARDS

When the Automated Command card
instructs to “Junk the most valuable card in
the Market(ignoring any with tokens).” it
selects the card most valuable to you, and
junks it. (See page3 on determining value and
an example of junking.) As you are reminded
of, similarly to you the Bot also cannot junk a
card if it has one or more tokens on it.




B GAINING RESOURGES

The Bot accumulates Glory &) like you
would, and any additional Glory it gains
(besides from the Market) comes from the
Stardate card (or from the supply if the end
of the game has been triggered), as usual.

If during the Bot’s turn the Stardate card
empties, do what is described in the core rules
(typically moving it to your Staging Area and
refilling the next one).

The Bot only gains Dilithium %) (or Latinum
Q) in two cases. The first is if you or the
Bot is playing as Burnhams; in this case,
Dilithium can enter the Market, which the
Bot can gain and score for at the end of the
game. The second is if any of your card
effects explicitly give it resources (e.g., Shran’s
You Owe Me One).

l THE NEUTRAL ZONE
Whenever the Bot selects a I to

move its Ship and Away Team tokens to, it
does so based on the number of tokens (Ships
and Away Teams) present, breaking ties by
choosing the most valuable card. However,

it never moves Ship or Away Team tokens to

a ST in its own Control Area, or to a
neutral YA that it has already placed

more than enough tokens to secure (i.c. it
never “overcontrols” a card by more than one
token).

B DEPLOYING AND WARPING SHIPS

When the Automated Command card’s
instructions indicate deploying a (S, move
the specified card to the Control Area, and
place its corresponding Ship token on the

card. Keep the (D cards in the Control
Area in the order they were deployed in.

When the instructions indicate a tJIP
exploring or engaging, move its Ship token

to a UMD in the Neutral Zone; this is

akin to a player’s warp effect.

e When exploring, the Bot preferstowarptoa
XM with the fewest total tokens, thus
most preferring ones with no tokens.

e When engaging, the Bot prefers towarp toa
\SUHAITD where you have the most tokens.

In either case, if multiple UELID are tied,

it warps to the most valuable one. Whenever
the Bot is forced to either recall or dismiss a

deployed D, discard it.

If it has a choice of which one to dismiss
(when you play a “force your opponent to

recall/dismiss a D" attack), it dismisses

the most recently deployed one.

B SENDING AWAY TEAMS

When the Automated Command card’s
instructions indicate sending an &%, move
one token from the Bot’s & CAPTAIN card

to 2 XIHAID in the Neutral Zone. Like
you, the Bot cannot send Away Teams to a
where its opponent has more
Ship tokens present (and so, it excludes these
Locations from its possible options), unless
explicitly indicated otherwise.

The Bot prefers to send an & to the

where the Bot already has

the most tokens. If the effect specifies a

trait preference, that takes precedence over
the number of tokens present. If multiple

are tied even in the number of
tokens (including zero), it sends the &8 to the
most valuable one.

If the Bot does not have an &8 token left on
its @ CAPTAIN card when it needs to place one,
it removes one from the where
the Bot has the fewest tokens (ignoring the
target) and places it on the target (S, [0CATION 2
if there is a tie for the MED with the
fewest tokens, the Bot chooses the one that is
least valuable (to itself).

EXAMPLE:
SENDING AWAY TEAMS

“Send an &3 to QYL - QEILTTED -
ST, ” means the Bot will send an Away Team to a
Starbase hefore any other Location even if it had more tokens
elsewhere, and if there are multiple cards with the Starbase
trait in the Neutral Zone, it will choose the one where it has
the more tokens. If no SSYTIHAIITD with is
available as a target, the Bot repeats the process but looks for
the trait. Only after checking for both preferred
traits does the Bot consider all remaining cards in the
Neutral Zone.



DIRECTLY INTERAGTING WITH THE BOT

i BOTATTACKS

A Bot effect is considered an ATTACK

operation if the Automated Command card’s
instructions negatively impact you—regardless
of whether the card being resolved does or
doesn’t have an trait. These effects are
highlighted in bold and red on the Automated

Command cards’ instruction.

You are forced to resolve the parts highlighted in bold and red,
while the rest is still written from the Bot's perspective.

If you have REACTION operations triggering
upon your being attacked, they are triggered
by such effects.

If you have a way of canceling an attack, you
cancel only the part affecting you (i.e., the
highlighted part) and the entirety of that part
(you cannot pick and choose), while the rest
of the row (if any) is resolved regardless.

Note that other effects that affect you but are
not attacks are Nighlighted in bold but not red.

You may resolve the highlighted part yourself, while the rest is
still written from the Bot’s perspective.

B HELPING THE BOT

If the Bot is offered/forced to draw a card due
to one of your card effects, discard the top

card of the Bot deck.

If the Bot is given the choice to return an
=), .
GALAVIEID due to one of your card effects, it

declines.

If the Bot is given a resource due to one of
your effects, it gains the resource normally
(Dilithium/Latinum from the supply, Glory
from the Stardate card).

B ATTACKING THE BOT

Any attacks related to the Bot’s hand (e.g.,
reveal, force a discard, etc.) have no effect,
since the Bot does not have a hand. Similarly,
attacks forcing the Bot to find a card, or to
choose a card from its own Discard pile have
no effect. When resolving these effects, you
freely choose the outcome of such an attack
(i.e., whether it succeeded or failed).

This is not the same situation as your attack
forcing the Bot to choose from two different
negative effects, in which case it selects the
first listed option it legally can (see “Incidents
and Unspecified choices” on page7).

Example 1: You play a card that states, “Your opponent reveals
their hand. You may discard one @RA1LIH® from their hand to
gain 1 (&).” This gains you 1 Glory and has no other effect.

Example 2: You play a card that states, “Force your opponent
to log al 2 LZZEIID from their hand or Discard pile. If they do,
they draw a card. If they cannot, they take an ESALTHIITI.”
You may choose for the Bot to either “draw” (in the Bot's

case, discard) the top card of its deck or make it take an
CATTHITEID, so you almost definitely choose the latter.

Since the Bot does not usually have any
resources beyond Glory, consider any Stea/
effects (including “steal @ effects) you
resolve to automatically succeed, but take the
resources from the supply (note, this does not
count as gaining resources, for example for the
purposes of a REACTION like Horta). Even if the
Bot has Dilithium/Latinum, you can never
steal it; if you could steal resources from the
Bot, still take them from the supply.




COMPLETE BOT TURN EXAMPLE

.- ®
| 1
| |
| |
You are playing against the “Commander” Koloth Bot. In its At the beginning of its Action Step, you draw 3 cards (as shown
Control Step nothing happens, as it has not yet secured a on the current Stardate card) from the Bot's deck and place
(S, LOCATION ) them in a row, facedown.

DISCARD
PILE

The first card is revealed to be Arell. Since his only trait Firsta card (Good day to die) is discarded. Then a second is
is @ (whichis not listed on Kolot's “TRAITS” logged from the top of the Bot deck.
Automated Command card), the row is selected

on Kolotr's “SUITS WITH NO DUTY OFFICER” card.

& INGIOENT }
—
However, since the second card happened to be an Since Koloth's < is lower than its <, its © is increased
AT (Hostile Contact), it is returned to the Incident by 1.

deck instead of being logged.




COMPLETEBOT TURN EXAMPLE (CONTINUED)

______________

______________

|

DISCARD
PILE

Then the Bot attempts to gain a oratyHID,
preferring the former. It's in luck, the Lirpais on the offer, and
is gained into the Bot's Discard pile (despite the fact, that the
available CIETI has a higher value).

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

This means you need to flip the “SUITS” Automated Command
card to the “WITH DUTY OFFICER” side.

i

rnb |

't ---------------------- \I
. 'L\ ____________________ RN
I T TTTTTTTTTTTTTTTTTTTT 1
1 1
The Bot gains 1

,

Finally, Krell is promoted to Duty Officer.

—/ [ 16}

,

The second card is revealed to be the LA.S. Klothos.

The Klothos’card is moved to the Bot's Controlled Area.




. -

X s

Itis instructed to emgage: so it moves to the neutral Finally, the Bot sends an 833, to the NS LIELIITID where it
_ LOCATION with most opponent (your) tokens: this s the has most tokens: Ancient Relay Stationand Betazedboth have
Ancient Relay Station. one and hoth are legal targets, so it selects Betazed, since it has

avalue of 5 (while the Ancient Relay Station’s value is zero).

E
I’ ______________________ \l

p S 1 "

l N e e e e e e e e e e e e e e e e e e e e e = 4 l

l\ 1

The last card is Rura Penthe, one of Kolotf's own Krell's short stint as the Duty Officer ends, and the Bot gains
S, [OCATION } 1 Glory, leaving only one token on the Stardate card.

The top of the deck is drawn as an extra card to resolve, and it is Don't forget to flip the “SUITS” Automated Command card to
shown to be the Klingon Disruptors. the “WITH NO DUTY OFFIGER” side before looking for its row.




COMPLETEBOT TURN EXAMPLE (CONTINUED)

B

! ! o D

: : | s
1 1

| |

1 |

1 |

1 |

| |

l\ ______________________ I' a

Since the Alingon Disruptors card has the ETIZID trait, The Bot first junks Biobed (it's the most valueable card in the
which is one of the traits Koloth has a special effect for, that market for you, since your &3 multiplier is 3, and it chooses
row is resolved. (There is a row for @TIITI® as well, but Biobed over Kelpiens because ties break left).

& L2101 is higher up, so takes precedence.)

The Bot then gains 1 <. Since it is not at 9 < just yet, it However you have Phasers deployed over in your Fleet Area,
attacks one of your 58 (you choose which one to remove). and its REACTION allows you to save your Away Team on the
Ancient Relay Station.

B 1
______________________ s T
————

Negated attack still counts as performed, so the last “otherwise” This also finishes the resolution of Rura Penthe, so it is moved up
clause of gaining 1 more <% does not resolve. to the Bot’s Control Area.




~
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DISCARD
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Proceeding to the Clean-up Step, the only card remaining in the
Bot's Staging Areais discarded.

The Bot decides to place the Glory on Harry Mudd, since it's one
of two cards which has a value of 1 for you, and the other has
more tokens on it (the Xindi-Reptillian Battleship, due to
Picard's low <% multiplier).

@©

Placing this Glory empties the Stardate card, which is placed
into your Staging Area, and will trigger in your next Clean-Up
Step. The Bot's turn is over, go ahead with your own turn, just
don’t forget to refill the next Stardate card with 7 Glory tokens.




FIVE-YEAR MISSION:
A S0LO GAMPAIGN

You're fresh out of the Academy, an Ensign

with stars in your eyes. Because you show great
promise, HQ has assigned a tiny ship to you and
is sending you out to the great unknown: you're
on a Five-Year Mission. In the mission’s various
assignments, youll have to prove yourself to a
range of opposing captains in order to

earn promotions.

Each game represents a six-month assignment,
after which you return to a starbase for refit
and evaluation of your performance. Your
campaign ends after five years (i.e., 10 games)
or if you are successfully promoted to Admiral
(by defeating five other crews).

First, start a new logbook (you can copy

the logbook found on the last page of this
rulebook), recording the Crew deck you've
chosen to use for the campaign. Your starting
rank is always Ensign.

Then, select the campaign’s mode (also
recording this in your logbook). From easiest
to hardest, they are:

Set Phasers to Stun
Yellow Alert

The Kobayashi Maru

W DETERMINING THE BOT'S DIFFICULTY LEVEL

Your Current Rank  Set Phasers to Stun Yellow Alert
Ensign Ensign Lieutenant
Lieutenant Lieutenant Commander
Commander Commander Captain
Captain Captain Captain
Commodore Captain Admiral

Set up your first game against a Bot opponent
(either one you've selected yourself or chosen

randomly). You can use either side of your
player board, as usual. The Bot’s difficulty level
is dependent on the campaign’s mode and will
rise as you are promoted; to determine the
Bot’s difficulty level, see the chart below. After
the game, record the result of the game in the

logbook.

Regardless of whether you win or lose, after
the game you return to a starbase for refit and
repairs, and this allows you to upgrade your
Crew deck in a way that persists for the rest
of the campaign—record these changes in the
logbook as well.

Ties against the Bot count as losses for
gameplay purposes.

Additionally, if you won the game, you get
promoted as follows: Ensign to Lieutenant,
Lieutenant to Commander, Commander

to Captain, Captain to Commodore, and
Commodore to Admiral. If you reach the rank
of Admiral (i.e., 5 victories), the campaign
immediately ends (with you winning).
Alternatively, the campaign ends after 10
games.

In future games of the campaign, you cannot
select an opponent you have won against
already during this campaign.

Gates of Sto'Vo’Kor  The Kobayashi Maru

Commander Admiral
S
Captain Admiral o
S
Admiral Admira =
=
Admiral Admiral E
Admiral Admiral




NEW GONGEPT: REINFORGEMENT DECK AND UPGRADES

The upgrades to your Crew deck introduce a
new concept: your Reinforcement deck. If
you have at least one card in this deck, you
shuffle an additional card into your starting
deck: a special called Reinforce
(and marked “Solo Campaign Only”). Using
that card, you can gain access to cards in your
Reinforcement deck. This is independent from
enlisting Reserves and Developments. If a card
gets added to your Reinforcement deck, it will
start every future game of the same campaign
in your Reinforcement deck. Cards left in
your Reinforcement deck at the end of the
game do 7ot count for scoring; you must take
them with Reinforce for them to be counted

as owned.

PROHIBITIONS
Important: You can never add a @8 ENCOUNTER | an

= INCIDENT  or @ common S LOGATION o your
Reinforcement deck.

The possible upgrades available after a game
are:

[uPcrADEOPTIONS |

OPTION A: Choose a Market card you had during

the just-finished game that matches the restrictions
of the opponent you just faced, and add it to your
Reinforcement deck. If you have no Market cards
matching their restriction, you must choose option B.

OPTION B: Choose one alternative bonus
corresponding to the Crew deck you just faced.

The alternative bonuses available to you differ
based on whether you've won or lost against
your opponent, and you can find them on
one of the Bot’s Automated Command cards,

marked “FIVE YEAR MISSION: UPGRADES.” Note
the selected upgrade in your logbook.

If a card is added to your Reinforcement
deck (either a Market card via option A or
one of your own via a bonus effect marked
“REINFORCE”), it starts there in every future
game of this campaign.

Remember, if you select a bonus effect marked
“BOOST,” it is resolved at the beginning of every
future game of this campaign.

EXAMPLE:
SELECTING AN UPGRADE

You have just faced Koloth, the Dahar Masterin battle.
Afterwards these upgrades are available to you:
e (ption A allows you to add a Market card to your
Reinforcement deck.
L. Ifyou won against Koloth, you may select any m]]]D

2. Butif you've lost, you have to be a bit more specn‘lc
you may select any Market card with at least one of
(< WEAPON JX - ATTACK JA.+) — thematically
these represent the areas Kolothis strong in, so you can
learn from his tricks by getting beaten. However the card
you select can be of any suit!

e Ifyou don’t have any such Market card (or don't like the ones
you have), you may choose option B: one of the alternative
bonuses .

1. If you've lost, you can move one of your own cards from
the Reserve deck or from your starting Draw deck to
your Reinforcement deck - the former helps getting your
Developments faster, the latter allows you to take a card
(that you think is not so useful early game) temporarily
out of circulation.

2. If you've won, you can choose one of the BOOST effects
offered: start every remaining game in the campaign with
3 additional &%, or 2 additional (@) (taken from the first
Stardate card).

[ noTinG uPeRADES |

If you chose a card to reinforce, write the card’s name
into the loghook’s “Upgrades” field. If you choose a

Boost, just write the effect (or its shorthand version).
When setting up the future game, simply look through
all previous rows to see what cards to add to your
Reinforcement deck, and what Boosts to resolve.




CHALLENGES o

-*"«'}‘
For additional difficulty (regardless of the campaign’s .\ N
A

level), you may add one or more of the following o

. 'k. T .’
challenges to your campaign: w

Live Long and Prosper™: After winning a game, you start the next game with either no Dilithium
OR no Latinum (your choice). If you win that game as well, you start the following game with neither,
and it stays this way until you lose. Once you lose, your starting resources reset to normal.

That is Not a Weakness; That is Life: While your rank is Lieutenant or higher, do the following
during setup: take note of how many cards are in your Reserve deck, shuffle your RESERVE and AVAILABLE
cards together, then create a new Reserve deck of the same number of cards but randomly selected;
finally, shuffle the remaining cards to create your starting Draw deck.

Two Weeks to the Closest Outpost: After winning a game, when setting up for the next game, shuffle
Reinforce into your Reserve deck (instead of your starting Draw deck). If you lose, Reinforce starts the
next game in your starting deck again.

Running Lil_(e a Baby Gazelle: After winning two games in a row, after setting up for the next game,
shuffle one @ INCIDENT from the Incident deck into your starting Draw deck. Keep doing this (one
& INCIDENT maximum) each game until you lose.

Rules of Acquisition: When you win a game, upgrade option B is not available for you (i.e., you must
add a Market card to your Reinforcement deck matching your opponents criteria; if you own no such
card, you get no upgrade).

Only Ship in the Quadrant: If your starting ® $HIP is ever dismissed/recalled for any reason, you lose
the game. (For Crew decks without a starting deployed ®SHIP | this challenge is not available.)

They Will Arrive on Tuesday: Set one of your 8% tokens aside when setting up a game, unavailable
to use. When you empty your Reserve deck, place this token back on your card. After
winning a game, when setting up for the next game, set fwo tokens aside in the same fashion (and
get them back when you empty your Reserve deck).

PERFORMANGE REVIEW

At the end of the campaign, your performance is evaluated according to your final rank:

YOUR FINALRANK  EVALUATION RESULT
Ensign  You are like an eternal Harry Kim.
Lieutenant  You are like Picard—but in a blue shirt.
Commander  You are far from the bones of your ancestors.
Captain  The California-class needs captains, too...
Commodore  You'll be leading a backwater sector...
Admiral (achieved in 9-10 assignments)  Welcome to Starfleet Command!
Admiral (achieved in 7-8 assignments)  Section 31 will be in touch...
Admiral (achieved in 5-6 assignments)  The Legends: Archer, Kirk, Picard, you...
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| CAMPAIGN L0G

S [ W Set Phasers to Stun
MY CAPTAIN | M The Kobayashi Maru

CHALLENGES

MY : BOT BOT MY BOT
DATE Rank EPSIEN  capray DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK GAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
UPGRADE
- MY BOT BOT MY BOT

RANK GAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK GAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
UPGRADE

MY BOT BOT MY BOT
DATE RANK CAPTAIN DIFFICULTY SCORE SCORE
MY FINAL RANK
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SOLO PLAYER AID

 FLOW OF BOTTURN
1. Skip Resupply Step

2. Control Step (most valuable if multiple, resolve
gained \SYTTAITD)
3. Action Step (draw # cards, as shown on visible

Stardate card, resolve them one by one)

4. Clean-up Step (Resolve Stardate if applicable,
discard cards from Staging Area, place & on
card least valuable to you)

i COMMON BOT TERMS

Gain: From Market to Bot Discard pile, preferring most valuable.

Take: Place card to top of Bot deck. If taking from Market,
prefer most valuable.

Deploy: Move to Control Area (maintaining order of
deployment).

Dismiss, Discard, Recall: Place card in Bot Discard

pile. If Duty Officer was dismissed/recalled, flip SUITS
Automated Command card. If a choice of €I is being
dismissed/recalled, it selects the most recently deployed one.

Promote: Move to Control Area, flip SUITS
Automated Command card, if no previous Duty Officer.

Log: Move card beneath @ CAPTAIN card. If Duty Officer was
logged, flip SUITS Automated Command card.

Explore: Warp the Ship token to the neutral S XIHALIY
with fewest total tokens (if tied: most valuable).

Engage: Warp the Ship token to the neutral \SYLHALIY
with most of your tokens (if tied: most valuable).

Send £2: Move Away Team token to Neutral Zone

with most of Bot’s tokens (if tied: most
valuable), excluding anywhere you have more Ship tokens than
the Bot.

Junk: Select card from the Market that is most valuable to you
(excluding ones with resource tokens on them), and move it to
the Junk pile.

H DETERMINING CARDS’ VALUE
Most Valuable / Least Valuable (to the Bot)

e A printed VP ¢ ) contributes that amount to the
card’s value.

e Each Focusicon £/ £J/ 59, if any, contributes
the amount equal to the Bot’s current multiplier
on the corresponding Specialty track.

e An ENDGAME operation increases the card’s
value by 5.

e Each Glory (&) token on a card contributes 1 to
the card’s value

For most valuable / least valuable to you, use your current
Specialty multipliers instead of the Bot's.

I REMINDERS
Logging CCALTHITIIIM becomes return CCALTHITEIIM instead.

NI always moved from Staging Area to Control
Area, regardless of row being resolved.

When offered/forced to draw a card, discards top card of the
Bot deck instead.

Declines returning €LIHLTIM on your operations.

Never sends Ship/ &3 to a neutral S XIHAITID where it
has more than enough tokens to secure it (i.e. 4+ tokens and 3
more than you).

l DIRECT INTERACTIONS
Bot attacking you: Attack effects are highlighted like this.

Bot non-negatively affecting you: Interactive effects are
highlighted like this.

Stealing from the Bot: Automatic success, but take resources
from supply instead.

You allowing the Bot to draw a card: Discard top card of
Bot deck.

Unspecified choice for the Bot: it always picks the first
listed option it legally can.

l FINAL SCORING FOR BOT
Ignore Missions. Score £3/ £/ 39 normally.

Score printed ¢ normally.
(1 per Glory @, G1 per 2 Dilithium /Latinum .
{5 per ENDGAME operation (even if not in play).

Resolve SPECIAL operation f asteriskin (" .



