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shadow of the rift

The Ancient Uprising has been put down. A frag-
ile peace again holds in the galaxy. The major 
factions bide their time, waiting for the others to 
to make a move. The Seven still remain in power 
and the major species lead a relatively prosper-
ous life. 

All of a sudden everything changes. Several new 
factions rise to disturb the status quo. The Unity 
nanomachines sweep through the systems as en-
ergy and matter bend to their will. The Shaper 
ships tear the spacetime fabric apart, appearing 
impossibly from the folds. The insignificant Oc-
tantis factions take a developmental leap after 
leap forward. Amidst the chaos move the Anom-
alies, leaving whole systems desolate. It almost 
seems like the base laws of the universe no lon-
ger apply.

Prepare to face challenges previously unknown to 
your kind. As the shadows unfold from the rifts of 
spacetime, can your civilization stand unbroken?

1.0 Thank You for ideas, playtests and advice
Aila Harmaajärvi, Antti Autio, Antti Koskinen, 
Antti Uusitupa, Atte Moilanen, Becky Slawson, 
Benjamin Holt, Bogusław Kubacki, Dana Giles, 
Daniel Hammond, Dave Chandler, Dave Hayes, 
Emily Rahn, Everett Grimley, Greg Hwang, Heikki 
Laakkonen, Ilari Tahkokallio, Ilkka Rytkönen, 
Ilkka Sirjonen, Jason LaRoche, Johannes Hakala, 
Jonathan Madison, Juha Julkunen, Juha Linnanen, 
Juha Luostarinen, Juhana Keskinen, Karthik 
Tiruthani, Katja Rauhala, Larry Zafran, Loren 
Cadelinia, Markus Christopher, Mathue Faulkner, 
Michael Xuereb, Nick Christie, Otto Pyykkönen, 
Paul Slawson, Peter Bierfeldt, R. Ryan Driskel, Riku 
Riekkinen, Ryan Donnely, Sarah Herman, Shawn 
Macleod, Tapani Honkanen, Tatu Pyykkönen, Toni 
Malinen, Tuomas Hanhivaara, Tuomas Ikonen, 
Uri Cadelinia, Veli-Matti Jaakkola, Viljami Halla 
and everyone else who played the game in 
conventions and game clubs. Also a big Thank You 
to everyone on BoardGameGeek for your interest 
and support!
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hexes 9 Sector hexes: 2 Starting Sector hexes 
(#241–244), 3 Deep Warp Sector hexes (#189, 
#289, #389), 1 Warp Nexus Sector hex (#989), 
2 Inner hexes (#109–110), 1 Middle hex (#214)

boards 2 Player Boards (two-sided)

tiles 6 Rare Technology Tiles, 3 Development 
Tiles, 9 Discovery Tiles, 27 Distortion Tiles, 
34 Evolution Tiles, 6 Anomaly Tiles, 9 Special 
Reputation Tiles, 16 Void Tiles, 6 Ambassador 
Tiles, 27 Ship Part Tiles, 2 Turn Order Markers, 
9 +40 Storage Markers, 6 blank Technology 
Tiles, 3 blank Development Tiles, 9 blank Ship 
Part tiles, 3 blank Ambassador Tiles, 2 blank 
Evolution Tiles, 3 Proof of Purchase tiles

dice 8 blue Soliton Cannon dice, 4 purple Rift 
Cannon dice, 1 grey Anomaly die

miscellaneous 3 Mutagen Storage Markers 
(green), 1 Transmatter Storage Marker (grey), 1 
Evolution Tile bag (green), 1 Distortion Tile bag 
(purple)

player board

rare technology
tile

distortion tile evolution tile

development
tile

special reputation
tile

void tile Ship part
tile

discovery tile

anomaly tile

turn order 
marker

+40 storage
marker

warp nexus
sector hex

deep warp 
sector hex

starting sector hex

regular sector hex

expansion contents
This expansion is about change – evolution of 
species, transformation of materials and dis-
tortion of time and space. It introduces new 
mechanics that change the species’ abilities 
and even allows them to act in the future or 
send benefits to the past. 

Two new main mechanics are introduced: 
Time Distortion and Evolution. There are also 
three new alien species to choose from – two 
unique ones (Pyxis Unity and Shapers of Do-
rado) and one species with two identical fac-
tions (Octantis Autonomy and Vanguard) on 
the flipside of the player boards. 

The expansion is designed to be modular: you 
can use all of these additions or just some of 
them in any game of Eclipse, according to your 
play group's preferences and play style. Feel 
free to leave out any components. It will not 
break the game!

The punch sheets also contain blank tiles that 
can be used for your own creations or as re-
placements for lost components.

storage 
markers

game components

ambassador
tile

dice

identifying expansion tiles If you 
wish to separate the expansion tiles 
from the base game ones, the rel-
evant tiles are marked with three 
small notch symbols on one edge.

x1 x3

x2

x3

x2
x6

x27 x34

x3 x9

x6

x2

x27x16x9

x9 x3 x1

x6

x8 x4 x1
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time distortion
Time Distortion is used to manipulate things in and from 
the future. Failing to keep the time and space continuum 
intact creates paradoxes and penalizes you. By default, 
Time Distortion is only available to the Shapers of Dorado 
species, but it can also be partially obtained via new Dis-
coveries. 

preparations When playing the Shapers, 
place the Distortion Tiles in the Distortion 
bag. Draw two Distortion Tiles and place 
them face up on the track on your Player 
Board as your Distortion Pool. 

playing distortion tiles On any of your turns, before you 
take an action, reaction or pass, you may play one or more 
Distortion Tiles from your Distortion Pool to the Round 
Track. Upon playing the Distortion Tile, resolve the effect 
granted by the tile. Then look at the number printed on 
the tile and place the Distortion Tile that many rounds for-
ward on the Round Track. Tiles act as reminders of that 
you must fulfill their requirements on that round. You can 
never play Distortion Tiles that would need to be placed 
beyond the last round (round 9).

to and from future When sending a Ship or Structure to 
the future, you must have it at your disposal at the time 
of sending. Receiving something from the future requires 
you to pay for it in the future. For example, receiving Ships 
requires that you build them in the future (take the action 
and pay the resources).

fulfilling distortion tiles You can fulfill the require-
ments of a Distortion Tile on your turn during the round 
that the tile was placed to. If fulfilling a Distortion Tile re-
quires you to do exactly one thing (such as Build a Ship) 
and your action allows you to do several things, you can 
use the remainder of the action freely. This applies to 
all actions giving you multiple things, such as Builds, Up-
grades, etc. 

failing to fulfill a distortion tile All re-
quirements of a Distortion Tile must be met 
completely before the Upkeep Phase of the 
round that the tile was placed to. A failure to 
do so will create a paradox that results in a 
penalty: you must place the Distortion Tile face down next 
to your Player Board. These tiles give you negative VP at 
the end of the game. You need to fulfill the tile completely 
to avoid the penalty. For example, if the tile requires you to 
place two Ships, placing just one is not enough. 

gaining new distortion tiles In the Cleanup Phase, if 
you have less than three Distortion Tiles in your Distortion 
Pool, draw one tile from the bag and place it face up in the 
Distortion Pool.

distortion tile
face up

distortion tile
penalty side

Example: It is round 2. You play the Orbital 
from Future Distortion tile, which allows you 
to immediately place one Orbital on any of 
your hexes. You place the tile three rounds 
forward to the Round Track, to round 5 [1]. 
You also play the Ships to Future Distortion 
tile, which allows you to send two ships to 
the future. You immediately remove any two 
ships from the board and place them onto the 
Round Track along with the Distortion tile [2]. 

time distortion is a means to gain advan-
tages that must be paid back, and a way 
to improve your tactical situation with 
temporal and spatial surprises.

On round 4, at the start of any of your own 
turns, you take the Ships to Future Tile and 
the two Ships from the Round Track. Discard 
the tile and place the two Ships on any hex 
where you have a disc or on any hex that is 
connected by a full wormhole to such hex. 
You have fulfilled the Distortion Tile by legally 
placing the two Ships on the board [3].

Then, on round 5, it is time to pay for the Or-
bital you received earlier. You take a Build ac-
tion allowing you to build two Ships or Struc-
tures. However, because you already placed 
the Orbital onto the board, you do not get to 
place a new one now – you only pay the re-
sources. You have fulfilled the Distortion Tile. 
You then decide to spend the remaining build 
to construct a Starbase [4].

1

1

2

2

2

3

3

4

4

3
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distortion tile effects

play Remove one of your Ship models 
from the board and place it with the tile 
next to the Round Track. 
fulfill Before you take one of your ac-
tions, place that Ship on any hex where 
you have an Influence Disc, or on any hex 
connected to a hex where you have an In-
fluence Disc.

play Remove exactly two of your Ship 
models from the board and place them 
with the tile next to the Round Track. 
fulfill Before you take one of your ac-
tions, place those Ships on any hex where 
you have an Influence Disc, or on any hex 
connected to a hex where you have an In-
fluence Disc.

play Remove one of your Starbases from 
the board and place it with the tile next to 
the Round Track. 
fulfill Before you take one of your ac-
tions, place that Starbase on any hex 
where you have an Influence Disc, or on 
any hex connected to a hex where you 
have an Influence Disc.

play Take one hex from any stack and 
place it with the tile next to the Round 
Track. 
fulfill Take an Explore action and place 
that hex. 

If fulfilling a Distortion Tile requires you to build 
a Ship or Structure, or to Upgrade a Ship Part, 
you must have researched the relevant Technol-
ogy by the time you fulfill the tile. For example, 
in order to fulfill the Orbital from Future Distor-
tion, you must have the Orbital Technology. Simi-
larly, for the Gluon Computer from Future, you 
must have the Gluon Computer Technology.

play Place one Orbital on any hex where 
you have an Influence Disc.
fulfill Pay for that Orbital by taking a Build 
action and spending the Materials.

play Take this turn's action without placing 
an Influence Disc on the Action Track.
fulfill Instead of taking an action, place 
one Influence Disc on the tile. Return the 
disc to the Influence Track in Cleanup Phase.

play Place one Starbase on any hex where 
you have an Influence Disc.
fulfill Pay for that Starbase by taking a 
Build action and spending the Materials.

play Place one Cruiser on any hex where 
you have an Influence Disc.
fulfill Pay for that Cruiser by taking a Build 
action and spending the Materials.

play Place one Dreadnought on any hex 
where you have an Influence Disc.
fulfill Pay for that Dreadnought by taking 
a Build action and spending the Materials.

play Get the upper Resources shown at the 
top of tile.
fulfill Before you take one of your ac-
tions, pay the Resources shown at the bot-
tom of the tile.

play Place one Plasma Missile Ship Part on 
one of your blueprints.
fulfill Take the Upgrade action and spend 
one upgrade without placing a Ship Part.

play Place one or two Tachyon Source Ship 
Part on your blueprints.
fulfill Take the Upgrade action and spend 
one or two upgrades without placing Ship 
Parts.

play Place one Positron Computer Ship Part 
on one of your blueprints.
fulfill Take the Upgrade action and spend 
one upgrade without placing a Ship Part.

play Place one or two Tachyon Drive Ship 
Part on your blueprints.
fulfill Take the Upgrade action and spend 
one or two upgrade without placing Ship 
Parts.

to future from future

play Place one Gluon Computer Ship Part 
on one of your blueprints.
fulfill Take the Upgrade action and spend 
one upgrade without placing a Ship Part.

+5
–8

+2

9

fulfilling distortions from future +3
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Evolution allows you to boost your species’ actions and 
other abilities. By default, the Evolution ability is only avail-
able to the Octantis species, but it can also be obtained via 
a new Rare Technology. 

preparations Place the Evolution Tiles 
in the Evolution bag. When playing the 
Octantis, draw five Evolution Tiles and 
place them price side up next to your 
Player Board as your Evolution Pool. 
Place the Mutagen Storage marker on 
the appropriate spot on your Storage 
track. Note that since Mutagen is not 
one of the basic resources, it has a dif-
ferent symbol and Storage marker.

Evolution ability You can research an Evolution 
Tile instead of a Technology or a Development 
when taking the Research action. Choose one of 
the tiles in your Evolution Pool, pay its Mutagen 
cost and flip the tile active side up. The 
bonus shown on the tile is permanent 
and active immediately after this action. 
After flipping the tile, draw a new Evolu-
tion tile from the bag and place it in your 
Evolution Pool. The amount of tiles in the 
bag is limited. You are not allowed to re-
search the same Evolution twice.

The Octantis produce two Mutagen per round. Other Re-
sources can also be traded to Mutagen resources at a 3:1 
rate, regardless of your species’ trade rate or any trade bo-
nuses gained from the Evolution tiles. Mutagen resources 
can be traded to other Resources using your species’ trade 
rate. The Magellan cannot use their Colony Ship ability to 
take Mutagen resources. Mutagen resources cannot be 
taken with the Artifact Key technology.

advanced genetics Rare Technology Re-
searching this Technology gives you the 
Evolution ability. If you do not already 
have an Evolution Pool when you Research 
this, draw five Evolution Tiles from the bag 
as your Evolution Pool. Advanced Genet-
ics gives you 3 Mutagen Resources when researched and 
produces 1 Mutagen Resource in the Upkeep Phase. The 
Octantis are allowed to research this Technology as well.

reactions Bonuses gained from Evolution (such as +Build, 
+Move and +Upgrade do not affect your Reaction actions.
If you use the Advanced Reaction Special Reputation Tile 
(see page 13) the bonuses are in effect, as you are taking 
a normal action.

evolution tile
active side

evolution
symbol

evolution tile
price side

evolution

Trade At any time, you may 
convert 3 units of one Resource 
(Money, Science, Materials or Transmatter) 
to 1 unit of Mutagen. 

+5

evolution allows you to develop your 
species to the direction that suits your 
play style, and to adapt to the tactical 
situation on board. 

3 1
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With Build action, you can 
build one Ship or Structure more.

With Upgrade action, you can
take one Ship Part Tile more.

With Research action, you can
research one Technology Tile more 
(see example below).

With Research action, you can
research one Evolution Tile more 
(see example below).

With Move action, you can 
activate one Ship more.

The cost to build Interceptors 
is reduced by 1 Material.

The cost to build Dreadnoughts 
is reduced by 3 Materials.

The cost to build Cruisers 
is reduced by 2 Materials.

The cost to build Orbitals 
is reduced by 2 Materials.

The cost to build Monoliths 
is reduced by 2 Materials.

Trade rate for the resource 
shown is increased (for 
example, three Money to 
two units of other basic 
resource).

1VP at the end of the game for
each Orbital you control.

1VP at the end of the game for 
each active Evolution you have.

1VP at the end of the game for 
each regular Reputation Tile 
you have.

1VP at the end of the game for 
each Monolith you control.

1VP at the end of the game for 
each two hexes you control 
(rounded down).

1VP at the end of the game for 
each Artifact you control.

3VP at the end of the game if 
you control the Galactic 
Central hex.

Additional Population Square 
where you can place a Population
Cube by using a Colony Ship.

You may draw one additional 
Reputation Tile (to the maximum 
of five tiles) whenever you draw 
Reputation Tiles.

You may place one Ambassador or 
Reputation Tile on top of this tile.

Extra Colony Ship.

evolution tile effects

-2

-3

3
3
3

2
2
2

3
3
3

2
2
2

-2

1

1

1

-1 1

1

-2

1

3

Example: 

The Octantis player has researched the 
+Technology Evolution. When he takes 
the Research action, he may research 
one Technology or Evolution Tile (as 
his species' ability allows) and an ad-
ditional Technology Tile, in any order.

The Hydran Progress player has re-
searched the +Evolution Evolution. 
When he takes the Research action, 
he may research one or two Technol-
ogy Tiles (as his species' ability allows) 
and an additional Evolution Tile, in any 
order.
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rare technologies

 rare technologies

Deal one damage to the target.

Deal two damage to the target.

Deal one damage to any one of 
your Ships in the hex.

Deal three damage to the target 
and one damage to any one of 
your Ships in the hex.

 Rift Cannon dice

Rare Technology Tiles are acquired with 
the Research action. Some give you access 
to new Ship Parts, while some give new 
abilities. There is only one of each Rare 
Technology available (not including the 
species' starting Technologies). 

preparations Place all Rare Technology Tiles in the Tech-
nology bag. 

drawing technology tiles When drawing new Technology 
Tiles from the bag in the Setup or Cleanup Phase, place any 
Rare Technology Tiles you draw next to the Supply. They are 
ignored in the Technology Tile draw count, so always draw 
as many regular Technology Tiles as the base rules say. 

buying Rare Technologies You may buy a Rare Technology 
Tile with the Research action, instead of a regular Technol-
ogy Tile. The Rare Technology Tiles may be placed on any 
of your Technology Tracks. You get the discount on that 
track, just like with the regular Technologies. 

You may not take a Rare Technology with the Ancient Tech-
nology Discovery.

starting technologies The Shapers have the Soliton Can-
non Rare Technology as a starting Technology. They are not 
allowed to Research another copy.

rare technology limitation If you include the Rare Tech-
nologies from the Rise of the Ancients expansion, it is rec-
ommended to use a maximum of 12 Rare Technologies 
per game. 

new ship parts Several of the new Rare Technologies al-
low you to take new Ship Parts with the Upgrade action.

rare technology 
tile Advanced Genetics: Gives you 

the Evolution ability, 3 Mutagen 
Resources, and a production of 
1 Mutagen per round.

Soliton Cannon: Allows you to 
take Soliton cannon Ship Parts. 

Transition Drive: Allows you to 
take transition drive Ship Parts. 

Rift Cannon: Allows you to take 
rift Cannon Ship Parts. 

Absorption Shield: Allows you to 
take absorption shield Ship Parts.

Metasynthesis: You may place 
Population Cubes in any Ad-
vanced Population squares with 
your Colony Ships.

Soliton Cannon: The Cannon uses subdimen-
sional particles that induce 3 damage per hit.

Absorption Shield: The Shield absorbs the 
force flux around the ship, providing –1 Shield 
and creating four Energy.

Transition Drive: The Drive utilizes the spatial 
transition fold, allowing the ship to move three 
hexes but reducing its Initiative by one. The ini-
tiative may be negative.

Rift Cannon: Uses a special Rift Cannon die (see 
die faces on the right). The Cannon ignores all 
Computers and Shields. It may deal 1–3 dam-
age to the opponent, miss or damage you. 

rare technologies provide new ways to 
build your Ship blueprints and counter 
enemies' abilities. They also offer more 
flexibility in Technology-based strategies.
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developments
Development Tiles are acquired with the Research action. 
Some of them are useful during the game and some give 
you Victory Points at the end of the game. All Develop-
ment Tiles are unique.

preparations If you have the Rise of the Ancients expan-
sion, shuffle the new Development Tiles with the old ones 
and play using the rules provided with that expansion. Oth-
erwise, place all the Development Tiles next to the Supply. 

buying developments You may buy a Development Tile 
with the Research action, instead of a Technology Tile. The 
Development Tile is placed next to your Player Board. Un-
like the basic and Rare Technologies, the Developments 
are often paid with Resources other than Science. For ex-
ample, the Quantum Labs Development costs 7 Materials.

developments

Quantum Labs: The tile functions 
as an extra slot for a researched 
Technology. The tile researched 
is placed on top of this tile. 
Quantum Labs gives a 6 Science 
discount for the tile being re-
searched. The minimum price for 
the Technology still applies. The 
Technology can be of any catego-
ry (Military, Grid, Nano, Rare). If a 
Technology Tile is placed on the 
Development, it gives 1VP at the 
end of the game.

Genetics Labs: Immediately draw 
Evolution tiles from the bag until 
you have drawn 4 tiles that cost 5 
or less. Place one of the four tiles 
active side up next to your player 
board. It is immediately and per-
manently active. Return the rest 
to the bag. You can use this De-
velopment even if you don't have 
the Evolution ability.

Ancient Labs: Immediately draw 
one Discovery Tile.

developments allow you to score points 
and boost your production. The Rise of 
the Ancients expansion contains many 
more Developments.
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deep warp portals
overview The Warp Nexus Sector is located in a different 
galaxy, far away. The only routes to it lead through the 
Deep Warp Portal hexes. Although it is a rich and highly 
useful one, the Nexus also contains a previously unknown 
danger, the Anomalies.

preparations Shuffle the Deep Warp Portal Hexes in their 
respective stacks in game setup. Place the Warp Nexus 
Sector Hex to the side. Shuffle the Anomaly tiles the Im-
mobile side up. Take four tiles and place them in a stack 
on the Warp Nexus Hex, the Immobile side up. Put the re-
maining two back in the box without looking at them.

finding the warp nexus sector When you for the first 
time explore a hex containing a Deep Warp Portal, place 
the Warp Nexus Sector Hex in play, beside the main galaxy. 
It is not part of the galaxy formed by the Inner, Middle and 
Outer Sectors and is never physically connected to them. 
An Anomaly immediately wakes up (see Anomalies below).

sectors and warp portals The Warp Nexus Sector Hex 
contains a Warp Nexus Portal that links to all three Deep 
Warp Portals (one hex each in Inner, Middle and Outer 
sectors). Each Deep Warp Portal links only to the Nexus 
Portal. You may Move, Influence and form Diplomatic Re-
lations through the Warp Portals. The Warp Portals from 
Rise of the Ancients expansion do not connect to the Deep 
Warp Portals or the Nexus Portal.

overview The Warp Nexus Sector is home to four hostile 
Anomalies that lurk in the extreme depths of space and 
move to our galaxy when awoken.

waking up the anomalies When you 
explore a Deep Warp Portal hex, im-
mediately take the top Anomaly tile 
from the Warp Nexus hex and place 
it on that Portal hex. Choose whether 
it is placed with the Immobile or Mo-
bile side up (see Placing the Mobile 
Anomalies on the next page). You are 
allowed to look at the Mobile side of 
the tile before choosing the side.

The Anomalies on the Warp Nexus 
Sector are always kept the Immobile 
side up. They will attack any Ships that 
are in the hex in the Combat Phase.

immobile side

mobile side

advanced grey planets

You may place a Population Cube in a grey 
Advanced Population square if you have any 
of the three Advanced (Mining, Economy 
or Labs) Technologies or the Metasynthesis 
Rare Technology. The cube may come from 
any track for which you have the advanced 
Technology.

anomalies

deep warp portals create new spatial 
links between the systems.

anomalies are strong and unpredictable 
enemies that move from the portals.

deep warp 
portal

advanced
grey planet

deep warp 
portal hex

warp nexus
sector hex

warp nexus 
portal
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fighting the anomalies The Anomalies are Ships, but they 
do not pin other Ships. They are armed with Rift Cannons 
and lots of Hull but have little or no Initiative. 

You battle the Anomalies in the Combat Phase just like 
players and Ancients. One of the other players rolls the 
dice for the Anomalies. If possible, the dice are assigned so 
that your Ship(s) are destroyed, the largest possible first. If 
no Ships can be destroyed, the dice should be assigned to 
inflict as much damage to your Ships as possible, the larg-
est possible first. 

The Anomalies will not battle the Ancients or the GCDS if 
they end up in the same hex. If the hex contains more than 
two parties (players, Ancients or Anomalies), battles are 
resolved two parties at a time, in reverse order of entry 
into the hex. 

Each destroyed Anomaly is worth 1 Victory Point at the 
end of the game. Destroying Anomalies allows you to draw 
three Reputation Tiles. Destroying a Mobile Anomaly also 
gives you one Discovery Tile, in addition to the Reputation. 

The damage the Anomaly receives from any source is nev-
er repaired.

placing the mobile anomalies The player who explored 
the Portal hex places the Anomaly. Align the tile with the 
hex and rotate it any way you like. 

activating the mobile anomalies The 
Mobile Anomalies are activated in the 
Cleanup Phase. Roll the Anomaly Die at 
the beginning of the phase for each Mo-
bile Anomaly and execute the action the 
die shows. If there are several Anomalies 
in the same hex, roll first for the Anomaly 
that entered the hex first.

Destroy a planet: The Anomaly destroys a 
planet of its color (shown on the tile). Place 
a Void Tile on top of the planet. If there are 
Population cubes on the planet, place them 
on the owner’s Graveyard. The Anomaly also receives 1 to 
3 damage, depending on the die roll. If the Anomaly can-
not destroy a planet of its color, it destroys a grey planet. If 
it cannot destroy that either, it receives 2 additional dam-
age. Each Void Tile reduces the VP value of the hex by 1VP.

Jump: Roll a regular 6-sided die and jump the Anomaly 
to the neighboring hex indicated by the die. The Anom-
aly jumps to the neighboring hex even when there is no 
wormhole connection. If the Anomaly moves outside the 
game board, it is removed from the game.

Destroy a planet and deal 
one damage to the Anomaly.

Destroy a planet and deal 
two damage to the Anomaly.

Jump to a neighboring hex.

Do nothing.

Destroy a planet and deal 
three damage to the Anomaly.

anomaly die

void tile

ship size The amount of Ship Part slots on 
the Ship blueprint determines how big the 
Ship is. This is needed when assigning the 
Anomalies' dice in combat. The order from 
biggest to smallest is:

deathmoon
dreadnought
cruiser
starbase
interceptor
orbital (exiles)

For example, the Cruiser above has six Ship 
Part slots. 

Exception: Unity Deathmoon is considered 
to be the biggest Ship, even though it has 
only six slots.

If you need to choose between similar sized 
Allied Ships in the hex, the Anomalies will tar-
get the player who entered the hex last.
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Rapid Mutation: Draw Evolution Tiles from the 
bag until you have drawn 3 tiles that cost 4 or less. 
Place one of the three tiles active side up next to 
your player board. It is immediately and perma-
nently in effect. Return the rest to the bag. You 
can use this Discovery even if you don't have the 
Evolution ability.

Accelerated Evolution: +5 Mutagen Resources or 
+5 any one basic Resource; Mutagen Resources 
can only be taken if you have the Evolution ability.

Transmatter Quantifier: Place the tile next to your 
Player Board. When taking a Build action, you 
may convert one Interceptor to one Dreadnought 
for free and remove the tile from game.

Inversion Shield: This Ship Part provides the Ship 
with –2 Shield and produces two Energy.

Rift Turret: This Ship Part provides the Ship with 
two Rift Cannons and consumes one Energy.

Plasma Turret: This Ship Part provides the Ship 
with two Plasma Cannons, consuming three En-
ergy.

Soliton Turret: This Ship Part provides the Ship 
with two Soliton Cannons, reducing the Initiative 
by two and consuming two Energy. The Initiative 
of a Ship may be negative.

Rift Orbital: Place the tile next to your Player 
Board. On any of your turns, before you take an 
action or pass, you may play the tile. Immediately 
place an Orbital in one of your hexes, and pay for 
it three rounds in the future. You gain 2VP if you 
fulfill this tile. (See Time Distortion on page 4.)

Rift Movement: Place the tile next to your Player 
Board. On any of your turns, before you take an 
action or pass, you may play the tile. Immediately 
send two Ships to two rounds in the future. You 
gain 3VP if you fulfill this tile. (See Time Distortion 
on page 4.)

new discoveries

The Rift Orbital and Rift Movement func-
tion just as their Distortion Tile counterparts 
(see Time Distortion on page 4). They can be 
played on any of your turns, before you take 
an action or pass. You can use them even if 
you don't have the Time Distortion ability.

running out of discoveries If Discovery Tiles run out, 
shuffle the discarded Tiles as a new Discovery Tile stack.
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special reputation tiles
Special Reputation Tiles give you single-use bonuses when 
discarded.

preparations Place the Special Reputation Tiles in the 
Reputation bag.

drawing special reputation tiles When drawing Reputa-
tion Tiles after combat, keep any Special Reputation Tiles 
you draw next to your player board face up. They are ig-
nored in the Reputation Tile draw count, so always draw 
as many regular Reputation Tiles as the base rules say. You 
may keep one Special Reputation Tile per draw, in addition 
to the one regular Reputation Tile you keep. Return the 
rest to the bag.

playing special reputation tiles The tiles can be played 
at any time. Return the tile to the game box after it is 
played.

 special reputation tiles
Re-roll: Simultaneously re-roll up 
to any two own dice in combat (in-
cluding attacking Population).

Resource Gain: Gain 1 unit of any 
one basic Resource (Money, Sci-
ence or Materials).

Double Action: At the end of your 
action, take an additional action.

Priority Action: At the start of 
game round, take one action be-
fore the starting player (even 
when it’s you).

Advanced Reaction: Take any of 
your normal actions when you 
take a Reaction.

Bonus targeting: Add +2 to one of 
your rolls in combat. Rolling a 1 is 
still always a miss.

Bonus Move: One additional Ship 
activation when taking a Move ac-
tion.

Bonus Upgrade: Place one addi-
tional tile when taking an Upgrade 
action.

Bonus Build: Build one additional 
Ship or Structure when taking a 
Build action.

If the Eridani Empire draws Special Reputa-
tion Tiles in the beginning of the game, they 
are returned to the bag until the Eridani has 
two regular Reputation Tiles.

supplementary components
extra ship parts Some of the Ship Parts in the base game 
may occasionally run out. The expansion contains 30 extra 
Ship Parts for the base game and 6 extra Ship Parts for the 
Rise of the Ancients expansion.

+40  storage markers Use the +40 Storage 
Markers to help track Storage of Resources 
over 40 units.

turn order markers The Turn Order Markers 
are used with the Turn Order Variant included 
in the Ship Pack One expansion.

adjusting the game
This expansion, just like Rise of the Ancients before it, is 
designed to be modular. As different players' and groups' 
preferences and play styles can be very varied, it is easy to 
leave out a module (for example Special Reputation Tiles, 
or even one species) or just a single component you don't 
like. It will not break the game!

For example, some players may feel that using the Priority 
Action Special Reputation Tile and taking that crucial Tech-
nology is too harsh for the player who passed first just to 
get hold of it. If this is the case in your play group, you may 
consider leaving that tile in the box. Similarly, if you prefer 
more predictable non-player opponents, you can decide to 
always place the Anomalies the Immobile side down.

special reputation tiles give you small 
single use bonuses, providing extra incen-
tive to fight early and often.
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alien species

The Octantis were a minor 
species, generally ignored and 
often exploited by the Seven. 
Lacking the resources and 
technology, they did not have 
a chance to rise to the level of 
the major galactic operators. 
The discovery of an Ancient ar-
tifact cache deep in the outer 
edge of Theta Octantis (44.562) 
changed all this. Even though 
the technology was beyond 
their comprehension, they 
found a way to warp and splice 
their genes, rapidly rising the 
Octantis among the major civi-
lizations. The astonishing rate 
of growth also encouraged a 
large splinter to relocate, caus-
ing some friction between the 
new Vanguard and the original 
Autonomy. 

Starting Storage:

Starting Sector numbers

Evolution special ability 
(see Evolution on page 6)

evolution pool update Colony Ships can be used to change the 
Evolution Pool at any time during your turn. For each flipped 
Colony Ship, discard one tile from the pool and draw a new one 
from the bag. Discarded tiles are then returned to the bag.

distortion pool update Colony Ships can be used to change the 
tiles in the Distortion Pool at any time during your turn. For 
each flipped Colony Ship, discard one tile from the pool and 
draw a new one from the bag. Discarded tiles are then returned 
to the bag.

Initial Technologies: Fusion Drive

With the Move action may 
move up to two Ships, or one 
Ship twice

Produces 2 Mutagen per 
round.

Evolution Pool 
Update (see below)

Distortion Pool 
Update (see below)

Draw one new Distortion Tile in 
Cleanup Phase (if there are less 
than three tiles in the Pool)

1VP per fulfilled Distortion 
Tile at the end of the game

241 243

Reputation Track

mutagen
storage 
marker

They should not be here, yet 
they are. The Zeta Doradus 
sector had been surveyed in 
45.174 and classified empty. 
Still, something happened: re-
cent probe flyby suddenly re-
vealed that the system is bus-
tling with life. What makes this 
even stranger is that all verified 
data shows that the Doradians 
have in fact inhabited Zeta Do-
radus for millennia. There have 
also been reports of Shaper 
ships and structures flickering 
in and out of spacetime fold, 
their unique technologies al-
lowing them to bend the laws 
of reality to conform with their 
will. It is as if they appear from 
a rift in time... perhaps they al-
ready have.

Trade rate 3 : 1

Trade rate 3 : 1

Starting Storage:

Starting Sector number

Different Ship blueprints

Initial Technologies: Soliton Cannon

With the Move action may 
move up to two Ships, or one 
Ship twice

244

Reputation Track

Time Distortion special ability 
(see Time Distortion on page 4)

2

octantis vanguard
octantis autonomy

Shapers of dorado

3 1

3 1

1

2 3 3 4

3 4 2
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The giant stars of Kappa Pyxidis 
make the system uninhabitable 
and previously it was mainly 
recognised for its strategic lo-
cation. The primal energy of the 
suns was however exactly what 
the Unity were looking for as 
their nanomachine clouds drift-
ed through the void, searching 
for the right place. Capable of 
transforming matter and en-
ergy, they rapidly colonized the 
system and made it their home. 
The Unity are constantly shap-
ing and transforming the very 
fabric of space, making them 
a civilization able to adapt to 
almost any conditions. Their 
fleets are a source of great fear, 
as they can suddenly transform 
between a swarm and a gigan-
tic machine of destruction.

Starting Storage:

Starting Sector number

transmatter The Unity only have one basic resource type, Transmatter. All Popu-
lation Cubes come from the same Population Track, regardless of the target plan-
et's type. All Discoveries, Technologies and Developments giving basic resources 
(Money, Science and Materials) are worth 5 Transmatter, regardless of what the 
tile says. Artifact Key gives 5 Transmatter per Artifact. Resource Gain Special Repu-
tation Tile gives 1 Transmatter. Transmatter cannot be used as Mutagen, but it can 
be traded for Mutagen in a 3:1 ratio.

Initial Technologies: Advanced Robotics

Only one resource type (see Transmatter 
below)

Different Ship blueprints
Not allowed to construct Starbases
Starbase tiles / miniatures represent 
Deathmoons

Deathmoons are worth 4VP at the end 
of the game. Destroying a Deathmoon 
allows you to draw three Reputation 
Tiles. 

With the Move action may 
move up to two Ships, or one 
Ship twice

Combination actions: may 
do the actions shown, in any 
order

During the Build action, may 
convert two Ships in one hex to 
one Ship of the next type, or vice 
versa, by paying 1 resource; can 
be used several times per action

242

Reputation Track

transmatter
storage
marker

1

pyxis unity

Two Colony Ships

8



16

action phase example
Vonda (Octantis), Connie (Unity), Lois (Shapers) and Ur-
sula (Terran) have already played a few rounds. It is now 
round 4. 

Vonda is the starting player and begins the round. She Re-
searches, and decides to take an Evolution Tile instead 
of a Technology. She pays 5 Mutagen resources and flips 
the +Evolution tile [1] the active side up. She immediately 
draws a replacement tile, so that she has 5 tiles in her Evo-
lution Pool. The replacement is +Ship Activation, a tile she 
already has, so she decides to update the pool. She flips a 
Colony Ship tile, places the tile aside, draws a replacement 
and then places the +Ship Activation tile back in the bag.

Connie takes the exp/mov action. She first moves her Inter-
ceptor to an empty hex [2] and then explores from there. 
She draws and places a Deep Warp Portal tile [3]. She then 
immediately places the Warp Nexus Sector in play [4] and 
draws the top Anomaly tile. She decides to place it the 
Mobile side up [5], aligning it as she wishes. 

Connie then discards her Double Action Special Reputa-
tion Tile [6], which allows her to take another action. She 
takes the bui/mov action. First she builds an Interceptor 
[7], paying 2 Transmatter for it. She then pays one Trans-
matter to combine her two Interceptors to a Cruiser [8] 
and another Transmatter to combine the two Cruisers to 
a Dreadnought [9]. She then moves the Dreadnought and 
the Interceptor [10]. The Interceptor (equipped with a Fu-
sion Drive) can move through the Deep Warp Portal, since 
the Anomaly does not pin any Ships.

Lois decides to fulfill her Money from Future Distortion 
[11] before she takes an action. She pays 8 Money and 
places the fulfilled Distortion Tile face up next to her player 
board. She also plays a new Distortion Tile. Lois chooses 
the Action from Future Distortion from her Distortion Pool 
and places the tile on the Round Track, two rounds into 
future [12]. She then takes her action without placing an 
Influence Disc on the Action Track. The action is explore, 
and she uses it to fulfill her Explore to Future Distortion 
Tile by placing the tile kept by the Distortion Tile [13].

Ursula researches. She takes the Genetics Labs Develop-
ment, paying 5 Science and 3 Materials [14]. She draws 
Evolution Tiles until she has four tiles that cost 5 or less 
(discarding the 1VP / Artifact Evolution). She keeps the Sci-
ence Population Square Evolution and places it the active 
side up [15]. She then immediately colonizes it by flipping 
a Colony Ship [16].

It is again Vonda's turn, and she also researches. As her 
+Evolution Evolution is now active, she can take both an 
Evolution Tile and a Technology Tile. The round continues.

These examples use the new alien 
species. Their special abilities are 

presented in more detail on pages 14–15. 
Note that the example uses Octantis, 
Shapers and Unity in the same game. 

While this setup is not possible in a real 
game, they are used here to help explain 

the new species abilities. 

1
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combat, upkeep and cleanup phase example
In another game, Isaac (Shapers), Arthur (Octantis), Frank 
(Unity) and Larry (Terran) are in the Combat Phase.

Isaac and Arthur battle for hex #110 [1]. Isaac's Cruisers' 
Initiative is 1, and Arthur's Interceptors' Initiative is 0 (due 
to their Transition Drives' negative Initiative). Isaac begins 
and fires his Soliton Cannons. One hit [2] destroys one of 
Arthur's Interceptors. Arthur then fires his Rift Cannons 
[3]. He does a total of 6 damage to Isaac, but also 3 dam-
age to his fleet. Both fleets are obliterated, much to Ar-
thur's dismay. 

Frank's Deathmoon defends the Unity home sector [4] 
from Larry's Dreadnought. Larry rolls one hit with the 
Plasma Turret and one with the Ion Cannon [5], which is 
just not enough to destroy the Deathmoon. Frank rolls a 
2 for the Antimatter Accelerator and 3 for the Ion Cannon 
[6]. He discards the Re-roll Special Reputation Tile and rolls 
both dice again [7]. He rolls a 6 and a 4 – hit for the Anti-
matter Accelerator, miss for the Ion Cannon. He then dis-
cards the Bonus Targeting tile and adds 2 to the 4, turning 
it to 6 and a hit [8]. The Dreadnought is destroyed.

Players draw Reputation Tiles. The game then moves to 
Upkeep Phase.

At the beginning of the phase Isaac states that he failed to 
fulfill his Orbital from Future Distortion Tile, as he was un-
able to build an Orbital during this round. He flips the tile 
over next to his Player Board [9]. It is worth –2VP at the 
end of the game.

Later, in Cleanup Phase, the Mobile Anomalies are activat-
ed. The Anomaly Die roll for the Anomaly in hex #289 [10] 
shows a Move symbol. A regular die is then rolled and the 
Anomaly moves to the direction indicated by the die [11]. 
Then, a Destroy a Planet symbol is rolled for the Anomaly 
in hex #389 [12]. There are no suitable planets in the hex, 
so it gets 2 damage, plus 3 damage from the die [13]. Add-
ing this to the previous damage it has, the Anomaly is de-
stroyed and removed from the game.

Finally, Isaac draws one Distortion Tile from the bag and 
adds it to his Distortion Pool [14].

frank

isaac

isaac

larry

arthur

2

4

1

56

7

7

8

9

8

3

11
12

11

10

13

14
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faq
Q: What happens if an Anomaly destroys all the play-
er's Ships and itself with the Rift Cannon? What does 
the player receive?
A: You receive all the rewards: the Reputation for kill-
ing the Anomaly and the tile for 1VP, plus the Discov-
ery Tile if it was a Mobile Anomaly.

Q: Can Rift Cannon be used with Point Defense?
A: Yes.

Q: Can you choose to use just some of the Rift Can-
nons that your Ships have?
A: No. When it is the Rift Cannons' turn to fire, you 
have to roll for all of them. Note that this may occa-
sionally lead to some of your own Ships getting de-
stroyed even without the enemy getting to fire a single 
shot.

Q: Can you fulfill the Orbital from Future Distortion 
Tile with the Ancient Orbital Discovery, or Cruiser 
from Future with the Ancient Cruiser?
A: No.

Q: Can you use the Wormhole Generator when fulfill-
ing the Time Distortion Distortion Tile?
A: Yes.

Q: Can you use the Deathmoon's Antimatter Acceler-
ator to attack population? What about Rift Cannons?
A: Yes to both.

Q: If the Discovery Tile you get from Ancient Labs al-
lows you to place something in a hex (such as Ancient 
Cruiser or Ancient Orbital), where do you place it? 
A: You place it in your Starting Sector. If you do not 
control your Starting Sector, you have to take the tile 
as 2VP.

Q: How many Ship Part Tiles there are in the base 
game and expansions?
A: 

Ion Cannon
Hull
Nuclear Drive
Electron Computer
Nuclear Source

Plasma Cannon
Antimatter Cannon
Plasma Missile
Improved Hull
Fusion Source
Tachyon Source
Fusion Drive
Tachyon Drive
Positron Computer
Gluon Computer
Gauss Shield
Phase Shield

Flux Missile 
Sentient Hull
Zero-Point Source
Conifold Field
Interceptor Bay

Soliton Cannon
Rift Cannon
Transition Drive
Absorption Shield

base
6
6
4
6
6

18
10
14
18
12
8
8
8
8
8
7
7

-
-
-
-
-

-
-
-
-

SotR
2
-
-
2
-

4
2
4
6
2
-
-
-
6
-
2
-

-
6
-
-
-

10
8
9
9

RotA
2
3
-
2
-

4
2
4
6
2
1
-
-
6
2
1
1

9
8
5
8
6

-
-
-
-

Q: What if the Octantis use the Genetics Labs Devel-
opment or Rapid Mutation Discovery and draw only 
Evolution Tiles they already have?
A: The Development or Discovery was useless, then. 
They are primarily meant as a means for other species 
to evolve.

Q: Why would I want to take the Mining Colony, Re-
search Station or Trade Fleet Developments with the 
Unity, paying 10 Transmatter to receive 5 Transmat-
ter? 
A: You wouldn't, unless you really want to keep some-
one else from taking them.

Q: If a Mobile Anomaly moves to a Nebula, where do 
you place the Anomaly?
A: To the subsector bordering the hex where the 
Anomaly came from.
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