Ship Tiles

Ship Tiles

Placement: Must face rear. Must have empty
space behind.

Use: Movement during “Open Space.” Double

engines count 2 if battery spent, else 0.

Engines

== Placement: Normal rules apply.
Cabins = " Use: Can hold 2 crewmates or 1 alien (if
attached to life support)

Placement: Normal rules apply.
Cargo Holds Use: Holds cargo cubes. Red cubes require red
holds, others fit in any.

Placement: Requires empty space ahead. Side or
rear cannons count 1/2.

Cannons - Use: Destroy large meteors. Side or rear
cannons protect adjacent rows/columns. Double
cannons count double if battery spent, else 0.

v Placement: Normal rules apply.
Shields - & Use: Spend 1 battery to protect from light
f cannon fire or small meteor hitting exposed
connector.

Placement: Normal rules apply.
Batteries o6 il Use: Spend to power double cannons, double
— engines, and shields.

Placement: Only useful if next to cabin.

Use: May replace adjacent crew with alien.
Purple alien +2 cannon strength (if =1
cannon). Orange alien +2 engine power (if =1
engine). Count as 1 crew except for giving up.
Max 1 alien of each color.

Life Support




Gameplay

Gameplay Phases [3 Rounds)

setup Ship template with cabin in middle

Tiles face down

3 piles of 3 cards to look at, and 1
the side

Turn order tiles

Build ship from center tile

1 tile at a time, 1 hand

May reserve 2 components

Connectors must be compatible

May peek at cards

Take turn order tile and flip timer when
finished

Shuffle all 12 flight cards

Leader affected first

Skip over opponents when moving
Flight day cost in bottom right

May rearrange cargo only on planets
“Give Up” if:

* No humans left

* Leader laps you

* No engines in open space

* Choose to

* If completed:
* Value of goods
* Bonus for ending flight order
*+ 2¢ bonus for least exposed connectors
+ <b¢ penalty for lost tiles
* If gave up:
* Half-value goods
+ <b¢ penalty for lost tiles




