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Notes on the Revised
Rulebook

This rulebook contains all of the
original rules found in the rulebook
provided with the game. This new
rulebook represents a refinement
and refocus of the game. Contained
in these pages you will find all

the revisions and improvements

of the Errata and FAQ as listed on
our website. We have attempted to
answer all the questions that have
been brought to our attention and to
provide you with clearer and more
streamlined rules.

We hope that you find this revision
useful and that it directly contributes
to you enjoying the game. Our special
thanks to everyone who helped us
with this project. We appreciate all of
your comments.

Sincerely,
Richard Pulis
GLE Design Team

Your Purpose

To make your political ideology
the most dominant in the galaxy
through politics, manipulation,

and war.

Welcome to Galactic Destiny, the
game of galactic politics. This game
is designed to give be an interactive
strategy game that requires
negotiation, politics, and a bit of
moral flexibility.

The Contents

This box contains all the components
that you will need to play the game.
If you have received a unit that

does not contain all of the listed
components please take it back to
your point of purchase or contact us
at:

customersupport@goldenlaurel.com

This Box holds:

3’ x 2’ playing board

6 sided dice

Party cards

Action Deck with 50 cards
Event Deck with 50 cards
Senator Deck with 50 Cards
Sector Deck with 50 cards
Minister Ability cards
Rebellion Card

Sector Ability cards

Sets of Ownership Icons, 13 for |
each Party and 10 for the
Infestation
Corruption/Shadow tokens
Track counters

Sets of 10 ships

Rulebook

Setup

)
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To play the game you need a table
with ample room on all sides.
Separate the components out into
different unique piles.

Please note that some rule sets
need different setups - these will
be marked after this section.
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See page 11 for how to play Action
Cards and for more information on
Cost, Time, Action, and Card Priority.

The Board

1) Unfold the board and place it
in the centre of the table.

Components

The Ability Cards

Please note that your hand size is 7
Action cards at the end of each turn.

The Event Cards

2) Place the election counter on the
Election spot on the Election
track.

3) Place 5 Republic Fleets (black)
on Sector 1.

The Card Decks

e

Sector: 28
Kizenaray

Your Party gains 1 Money for every

Fleet the other Parties purchass. Ability

1) Separate out the card decks (each Cost

deck is marked on the back).
2) Place the Minister Ability cards

Starting
Party
Icon

Face &
Party
lcons

[# <

and the Rebellion Card on the
spaces marked on the board.

3) Place the remaining Ability cards
beside the board.

% 4) Separate out the six

starting Senator cards. Place the
unused ones back in the deck.

5) Shuffle the decks and placebeside
the board.

&1 Player Setup

1) Each player must choose a Party.

2) Each player takes their Party
card and reads their starting
Sector, Senator, and resources.

3) Each player places 1 of their
' Ownership Icons on their
starting Sector.

Each player collects their
starting Senator (the one
marked with the Party symbol
that matches the symbol on
their Party card).

Each player collects the 10 Fleets
in their Party colour and places 2
Fleets on their starting Sector.

6) Each player now draws 5 Action
cards and 3 Senator cards from
the decks.

The Game is now ready to be played.

Beneath the desert sands is the base of the
CeS. Huge spaceports on the dessrt plansts
of the Tumba supply. cater and facilitate fhe
arms industries. Mass and quality
| manulacturing are speciallies of the Tumba: |
- and many devicen ame crafted in the metal

These cards represent special
abilities that players can gain by
controlling a Ministry or specific
Sectors.

The Action Cards

) W Avassinacion

Time: (Gonaral
Action: Fax

Fime &

Action Tag

Target a Senator in play and roll atha
a b the target is killed. On a 1 the Senatd®
who is attempting this action gains 1

Cormption token. Before the roll, any Party

can spend 5 Influence for every +1 or -1
they add to the roll.
But, no one can spend Influence to negate
this roll: a 6 always kills the target and a 1
always gains Corruption.

Card
Priority

Fitect

These form your hand and allow you
to perform actions in the game.

A famous Jur hero has slain a cormupt

tyrant. Corruption is reduced for a time

Parties gain 5 Money for each Jur they
have in play.

These are drawn at the beginning of
each turn and set the stage for play.

Effect

Ties in Conflict

During the game players
come into conflict. Sometimes
a tie will result. In those
cases the Defender always
wins ties. Neutral Sectors, the
Infestation, and the player
who owns a Sector in dispute
are always the defender.

syuduodwo)
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The Sector Cards The Resource Track Counters The Party Cards

Mame , = .

Mone,

These are used on the
resource tracks on your Party
cards to account for your
resources.

[nfluence

4

The Ownership Icons

:]tr;.gw;s i planel isa These are used to indicate
which Sectors a Party

controls and which ones it is

attempting to acquire. See page 17.

Delenee

Race

Party
These cards act as a player’s treasury
and information centre.

These are drawn at the beginning of 1 he Corruption/Shadow tokens

each turn and indicate the 3 Sectors
that are up for general Campaigns The tokens are used to track Sectors are defined on the board by

(marked by placing the Sector tokens @ the state of a Senator’s soul. he gold lines. A single Sector is one

A Sector

on them). These are also the Sectors The more evil they are the space bounded by the gold lines on
vulnerable to Infestation that turn, the board. Sectors are important
: more of these tokens they
even if they are controlled by a Party. acquire. See page 8. since they are the economic and
electoral regions of the galaxy that

The Sector/Infestation tokens generate resources. Each Sector has
the following elements.

The Senator Cards

Components

Narme
Resource Icons
Comniand
Located in the upper left hand corner
Diplomaty These tokens indicate the 3 Sectors  ©f €ach Sector are two icons. The
available for general Campaigns as purple icon is the Influence Resource
Party well as Infested ones. See pages 11 & While the green one is the Money
13 Resource.
Face
The Fleets
Cosl These are the military arms of the Hand Size
Crarting Parties and the Republic. Each model If a player has more than 7
Senator is a Fleet of - Action cards at the end of a
Icon ships that ik turn they must discard down
can be used to 7.
to either
defend or Senators do not count towards
These form the caucus of vour Part attack. See hand size. You can have as
and vour vower base Y Y page 17. many waiting to be recruited
Yy b . as you wish.




Sector Defence

The red icon in the lower right

of each Sector is its Defence. The
number listed in the icon represents
the Sector’s ability to resist Invasions
and Campaigns. See pages 17 for
details.

The Demographics Icons

In many Sectors there are two icons
! right below the Sector
Defense icon. These

are the Demographics
Icons and tell you the

| majority race and political
viewpoint in the Sector.
These are primarily

% used during

¢ Campaigns. See

page 20 for more

details.

Resowrce
foenns

Money

Special Ability
{ Icons

These are gold icons

that appear behind
the Sector Number
Sectors. A Sector with one of these

of some

¢ gold icons has a special ability that

| it grants to the player that controls
the Sector. Each ability is listed in the
| upper right hand of the board and on
the Ability cards. When a player takes
control of a Sector with an ability,
they collect the associated Ability
card from the deck - from then on,
while you control that Sector you are
able to use that ability.

Please note that some abilities can
§ only be used once per turn, such

| as the re-roll ability of Sector 34.
So if the Sector is taken over by
another player after the ability has
been used the new owner can not
use the ability until the next turn.

The Sector Number

Like any good bureaucracy the
Republic refers to its Sectors
primarily through their number.
These are located in the centre of
each Sector.

Sector Defence

Sector Number &
Special Ability Icon

Influence

Starting Sector
lcon

Resources

During the game, players collect the
two resources from their Sectors,
Sector Abilities, Action cards, and
Ministry Abilities. These stockpiles
of wealth and favours are tracked on
the resource tracks on the player’s
Party card.

Each track has an upper track

and lower track. The upper tracks
indicate individual units of the
resource with each space being worth
1 unit. The lower track indicates
multiples of 10 units of the resource.
So, to represent an amount of that
resource from O - 99 the player must
position the track counters on the
correct places on the two tracks.

If you ever have more than 99 of a
resource then the excess is wasted.

To spend a resource, a player simply

announces that they are doing so
and moves the track counters to the
correct positions to represent their
new stockpiles.

Please note that each turn every
Party gains 5 Money in addition
to their Sectors’ income.

Movement on the
Board

There are two things
that move on the board:
Fleets and Senators.

Fleets can move to any
Party lcon Gector on the board.
Fleets can move only
once per turn and must
declare if they are attacking
or defending when they are moved.

Race Icon

Senators can Admiral fleets or
Campaign in a Sector as long as
they have an Action to spend. For
Campaigns, they are limited to the
allowed Sectors as listed on page 19.
When Admiraling a fleet, a Senator
can travel to any Sector.

A single Senator can Admiral a Fleet
or Campaign in several different
Sectors provided an Action card,
such as Multi-task, is used to give
him additional Actions to spend.

syuduodwo)

eg. Bob sends Senator Fola to
CampaigninSector 34andthenplays
a Multi-Task card, which refreshes
the Senator, and then sends Fola to
Campaign in Sector 36. If he wished
Bob could play another Multi-Task
and attempt a third Campaign.

Senators attempting multiple
Campaigns or Invasions must declare
ALL of the Campaigns or Invasions
at once on their Initiative. You can’t
add them after you have passed.

fh
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Corruption Tokens

During the game, players may choose
to perform actions that acquire
Corruption tokens on their Senators.
These represent the growing
darkness infecting the Senator’s soul
as they commit evil acts.

Corruption tokens are placed on a
Senator with the grey side up. They
cannot be destroyed or traded except
by Special Abilities, Events, and
Actions.

Senators can gain Corruption
from playing Action cards, using
the Corrupt Ability of a Ministry,
declaring an Invasion, being the
Admiral of an Invasion, breaking a
law of the Senate, breaking a deal
that they have made, or through
Events.

The number of tokens gained for
each act are as follows:

Action cards As Listed
Ministry Corrupt Acts 1to 5
Invasions 2
Breaking a deal 2
Breaking a law 2

Events As Listed

Corruption from Invasions

Each Invasion that your Party
declares in a turn gains your Party
2 Corruption. These tokens must be
placed in groups of 2 onto Senators
that the Party controls.

If the Party is sending an Admiral to
the Invasion the Corruption goes on
the Admiral.

If there is no Admiral, the Corruption
can be placed on any Senator the
Party controls - this is the Senator
that ordered the attack. If the Party
has no Senators the Corruption is
lost and is not applied.

Corruption from Breaking Deals
and the Laws of the Senate
When a player breaks a law of the
Senate or a deal that they have
made with another player they gain
2 Corruption tokens that must be
placed on one of their Senators.
Just like Corruption gained from
Invasions, these tokens must go on
the same Senator, but they can be
placed on any Senator the player
controls, or are discarded if the
offending player has no Senators.

Once a player breaks a law of the
Senate, they gain their Corruption
immediately. However, that law
remains broken for them for the
entire turn. In other words, doing
a prohibited act several times in a
turn only garners you 2 Corruption
tokens in total - the only exception
is Invasions. A player gains 2
Corruption for each and every
Invasion they declare in a turn.

eqg. The Movement Registration
Oversight has been ratified into law
andBob choosestoignoreit. Hegains
2 Corruption on one of his Senators
and can move his Fleets as he sees
fit without paying anything more.

When a deal is created between two
players it is binding. If either player
breaks the deal, the offending player
gains 2 Corruption. Once the deal is
broken it can no longer be enforced
and the offending player can not

get any further Corruption from
breaking it.

eg. Julie has agreed to not attack Bob
for 3 turns. She immediately breaks
the deal. She gains 2 Corruption.
However, if she attacked Bob again
in the 2nd turn of the deal she
would not gain more Corruption
since the deal is already broken.

Once a deal is broken by either
player, it is no longer binding on any
player who was part of the deal.

The only deals that can not be
broken or cheated in any way are
instant trades. Trades over time,
however, can be cheated.

eg. Bob trades Julie 4 Money
for 5 Influence immediately.
This trade can not be broken.

The Cost of Corruption

Being evil and performing corrupt
acts is bad for a political career.
Senators that gain Corruption tokens
have less political pull than they

did before. Old friends don’t want

to be seen with them, fewer people
are willing to listen to them, and the
people look down on them and any
Party they are associated with.

For every Corruption token that a
Senator has on them their Diplomacy

This modifier affects the Senator

in every instance where they use
their Diplomacy: during Campaigns,
during votes in the Senate, and when
they are Prosecuted. See pages 14 &
20 for more details on this.

Shadow Tokens

Corruption represents a Senator’s
soul being stained with their evil
acts. Shadow tokens, on the other
hand, represent the marks of the
Ke’Ras as they begin to consume the
Senator’s soul.

Shadow tokens can be gained

when a Senator acquires 3 or more
Corruption tokens. A Shadow token
replaces the 3 Corruption tokens;
remove 2 of the Corruption tokens
and flip 1 over to the coloured
Shadow token side. A Shadow token
acts in all ways like 3 Corruption
tokens. However, it can not be
removed or altered by Events,

is reduced by 1. This can reduce their “
Diplomacy to 0 or a negative number. S5
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Actions or Abilities that affect
Corruption tokens, and adds The
Gifts of the Darkness

In these rules a Senator can have
up to 4 Corruption tokens without
having to trade in for a Shadow
Token. Once they gain the fifth
token, however, they must trade 3
Corruption tokens in for 1 Shadow
token.

Once a Senator has 1 Shadow token
on them they must always trade in
for more Shadow tokens as soon as
they can - this means as soon as they
have 3 more available Corruption

| tokens.

eg. Senator Fola has 4 Corruption
tokens and then Admirals an
Invasion. This gains her 2 more

Corruption tokens. Since this
would put her past 4 she must
trade in for Shadow tokens.
Since she has 6 Corruption

she trades until she has -
2  Shadow  tokens.

Please note that a
Senator can trade
in 3 Corruption

for 1 Shadow at

§ any time they

| wish. You don’t
have to wait for the

| fifth Corruption token.

The Cost of Evil

The Ke’Ras draw their power from
the evil that sentients do in the
galaxy. The more evil that the
Senators perform the more powerful
the Ke’Ras become.

For every 3 Corruption tokens in play
| and for every Shadow token in play
the roll for the Infestation gains +1
to its result.

Also, Infested Sectors gain a bonus
die for each Shadow token in play.

(2]
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eg. There are 3 Shadow tokens
in play so every Infested Sector
gains 3 extra dice to its defence.

The Gifts of the Darkness

The Ke’Ras reward those who serve
them. A Senator gains an extra die
on every Action that requires a roll
for each Shadow token on them.
This includes but is not limited to:
Invasions they Admiral, Campaigns
and Action cards.

eg. Senator Fola has 2 Shadow
tokens and is invading Sector 50
with 2 Fleets. Senator Fola rolls 4
dice (2 fromthe Fleets and 2 fromthe
Shadow tokens) during the Invasion.

Assassinations

Assassinations offer
L
some of the most
. intense moments of play
in the game. These
stealthy attempts to
sway political power
- can have
2 dramatic
4 % " effects on
! the game.

To perform
an Assassination
you must use a
Senator’s Action.
That Senator must be an
Assassin or you must play an
Assassination card. Target a Senator
in play and roll a die: on a 6 the
target is killed and discarded from
play, on a 1 the assassin gains a
Corruption token. Every other result
has no effect. Prior to the roll any
player can spend 5 Influence to add
or subtract 1 from the roll result.
However, a natural 6 always kills the
target and all and only natural 1’s
gains the assassin a Corruption.

Optional Rule

Senators that are targeted by
Assassinations get their Diplomacy
ability in Influence as a counter-

bid to the attempt. In other words,

an Assassin that targets a Senator
with a Diplomacy of 6 would need

to spend 11 Influence (5 regular + 6
Diplomacy) to get +1 to their roll. This
modifier only applies to the first bid.

Assassinations always interrupt other
actions other than Assassinations.

So, if someone is sending an Admiral,
conducting a Campaign, or playing
an Action card, an Assassination
attempt stops that action until the
attempt is concluded.

If an Assassination is successful
and has interrupted an Action

that the target was performing,
the interrupted Action is aborted.
This means that the Senator can
not perform that action and it has
no effect on the game. If it was an
Action card (that has an Action tag
of ‘Yes’), the card itself and any base
cost to play it is lost - any variable
amount above the base cost is
refunded to the owning player.

Action cards that have an Action tag
of ‘No’, do not require a Senator’s
action so assassinating the Senator
involved has no effect on the card - it
is resolved normally.

SUIO ] MOPRYS

eqg. Senator Fola’s Party is playing
Union Corruption. During the Action
she is assassinated. Since Union
Corruption does not require her
action,thecardisresolvedasnormal.

Assassinations do not interrupt
each other. So, if you attempt

to assassinate a Senator that is
performing an Assassination both
attempts are resolved independently
and have no effect on each other.

Assassination targets, if they are not
exhausted, can use their Action to

. r\}'f ¥ * I 5 it
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The Basics
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attempt to assassinate someone if
they are an Assassin or if you play an
Assassination card from your hand.

Shadow Tokens and
Assassinations

Shadow tokens do give extra dice

on Assassinations. However, the
assassin still needs to roll a 6 on one
of the dice. If theyrolla6 and a 1
then both results apply - the target
is killed but the assassin gains a
Corruption token.

eqg. Senator Gazali has 1 Shadow
token and attempts to Assassinate
Senator Fola. The bidding war
ensues and in the end there is a
+1 advantage to the attempt. This
means that Fola is killed on a roll of
5 or 6. Gazali rolls his 2 dice (1 for
the attempt and 1 for the Shadow
token) and gets a 4 and a 2. Since
neither die was a 5 or better the
attempt fails and Fola survives.

The Point of the Game

Galactic Destiny is a game and as
such it is meant to be fun. To achieve
this we have created a game that
allows for more freedom and choice
than most other games available.

This means that the game is
adaptable and can accommodate
many different strategies to win. It
also makes the game more enjoyable
as different players strive for
different goals.

Rule Disputes

During the
game there
might be
disputes over
the rules of the
game or how to
interpret them.
When this occur
first consult this
manual to see if the

examples help. If the examples do
not help, come to an agreement at
the table and continue playing - this
is a game and should be fun.

If you still have questions please visit
our website or www.boardgamegeek.

com to look at our FAQ. You can also
contact us at the email address at the
beginning of this manual.

Victory!

After an Election, if any player has
Senators aligned to his Party in each
of the 5 ministry positions, he wins
the game.

When a player controls 10 or more
Sectors on the board at the end of a
turn they win the game. They have
absolute control of the government
and can pass whatever laws they
wish, including ones that make sure

Victory Conditions

Control all 5 Ministries.
Control 10 or more Sectors.

Defeat

If the Infestation controls at least 10
Sectors at the end of any turn all the

players lose.

that there aren’t anymore of those
pesky elections to deal with.

If there are multiple Parties that have
10 or more Sectors, the Party that
controls the most Sectors wins. If
there is a tie then the game proceeds
through another turn.

Defeat!

The galaxy and its Republic are

not all that stable. The Ke’Ras are
always waiting just beyond the
realm of sight and sound to break
through and Infest the galaxy again.
As you play the game you will have
opportunities to indulge in evil
acts. These can make you stronger
and give you the push you need to
achieve some goal.

Each evil act, however, increases
the evil in the galaxy and makes
the Ke’Ras and their Infestations
stronger. If it goes too far then all
is lost and the galaxy will fall into
another era of horror.

If, at the end of any turn 10 or more
Sectors are Infested, the game ends
immediately and all the players lose.

This condition overrides any victory
conditions - so if a player has
control of 10 or more Sectors and
could win the game, they would
instead lose if the Infestation had 10
Sectors.




Initiative

During each turn all players have an
initiative determined by the Senate positions
they hold. In all cases, going later in the
initiative sequence is considered to be
‘better’ and going earlier is ‘worse’. Since you
must make your moves on your initiative
and can rarely change them, the player who
can see what the other players have done
first has an advantage. If there are ever
multiple players with the same initiative then
they must roll off to determine their order.

If a player holds multiple positions, they
always go on their ‘best’ initiative. When
there are multiple players competing in the
same Sector, the entire dispute is resolved on
the ‘worst’ initiative of anyone present.

Initiative is as follows (from worst to best):

1) The Republic Fleets and the Infestation
2) Unseated: players without a ministry
3) Minister of Defence

4) Minister of Justice

5) Minister of Finance

6) Minister of Interior

7) Prime Minister

8) the Rebellion

| The Infestation Roll

During the Galactic Phase one player
must roll to see if the 3 Sectors
drawn that turn become Infested by
the Ke’Ras. That player rolls 2 dice
and adds +1 to the result for every

3 Corruption tokens in play and

for every 1 Shadow token in play. If

8| the total result is 10 or greater, the

| Sectors are Infested. Flip the Sector
tokens over to their Infestation side.

Since the vresult is
greater than 10 the
Infestation occurs.

Please note that the
Infestation takes control
of any Sector it occurs
in. This means that if a
Party had one or more of
its Sectors drawn from
the Sector Deck and
they become Infested
then the Party removes
their Ownership Icon(s)
from the Sector(s).

Furthermore, Infested
Sectors are NOT available
for Campaigns. They can
only be Invaded. When
an Infested Sector is
Invaded and defeated

the Infestation token is
removed from the Sector
and it becomes neutral.
Invading an Infested
Sector in this manner
does not cost your Party
Corruption. A Party

may declare, when they
declare the Invasion, that
they are taking the Sector
over for themselves. This
costs them 2 Corruption
as normal but if they win
then they are able to take

control of the Sector.
Deals and the Laws of the Senate

During the game all players are
encouraged to make as many deals
and trades as they want. This is a
game about politics, after all.

Players are free to trade anything
they wish in the game except for

Corruption and Shadow tokens.

eq. Bob rolls the 2 dice and gets a
7. There are 6 Corruption tokens
on the board adding 2 for a total of
9. There are also 4 Shadow tokens
which add 4 for a total of 13.

Those must remain on the Senators
that gain them.

Any trades made during the game
that involve immediate transfers of

resources, Senators, Sectors, or Cards
can not be broken or cheated. If you
agree to it then you must do it.

eqg. Bob agrees to trade Julie 7
Money and 4 Influence for Sector
56, which Julie’s Party controls.
Once Bob pays the resources to
Julie, she must give him the Sector.

Any trades that involve promises,
however, can be broken.

eqg. As part of the deal above
Bob agrees that he will give the
Sector back next turn. Since
this is a promise he is free to
break it and keep the Sector.

Breaking deals, however, has a
price. Any time a player breaks a
deal or a law of the Senate they gain
2 Corruption tokens which must
both be placed on a single Senator
currently aligned to their Party. (For
more on Corruption, see page 8)

eq.Bobdoesdecidetokeepthe Sector
and must place 2 Corruption tokens
on one of his Senators. He chooses
to place them on Senator Fola.

Rolling Dice

Various actions in the game require
players to roll dice. Follow these
rules when dice are involved.

Any card, action, or resource used

to influence the roll must be spent
prior to the roll. Once the dice are
rolled nothing further can be done to
change the result, other than cards
or abilities that specifically grant a
re-roll.

Exploding 6

During Invasions and Campaigns
any dice that roll a natural 6 grant
another die. These extra dice do not
generate further dice if they roll a 6.
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The Basics

Playing Cards
During the game players will be able
to play cards from their hands. Many
of them do not involve other players
and can be played whenever the

player chooses - as long as they meet

all the requirements of playing the
card.

When a card is played, the player
who is using the card must announce
it. Then, each player may either play
an Action card or Ability. If they do
not speak up in a reasonable amount
of time, they have chosen not to
interfere and can not change their
minds after the card’s effects have
been resolved.

Card Time Sequence

Each Action card has a time listed.
This is General, Senate, or Intrigue.
This code lists which phase of a turn
this card can be played in. Cards
that list a time of Senate can only be
played during the Senate phase of a
turn. Cards listed with Intrigue can
only be played during the Intrigue
phase. A Time of General means that
the card can be played either in the
Senate or Intrigue phases.

Please note that no cards can be
played during the Galactic phase.

Card Priority

When an Action card is played

to interfere with another Action

card, their Card Priority number

is compared to see if the new card
can affect the old one. Cards can
interfere with cards that have the
same or higher Priority number. Card
Priority works in order from O to 5.

Parties whose cards are negated in
this fashion still lose the card’s base
cost to play, if any.
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eg. Bob plays a ‘Public Humiliation’
using Senator Fola’s action.
Julie decides to interfere and
plays a ‘Distraction’. The ‘Public
Humiliation’ has a priority of 3
and the ‘Distraction’ has a priority
of 2. Therefore the ‘Distraction’
interrupts and negates the ‘Public
Humiliation’. Both cards are
discarded and play continues.

The Ghost in the Dark

The Ghost in the Dark card negates
other Action Cards. In effect it
deletes all of the effects of the card.
This means that any costs associated
with the card are ignored. However,
the Ghost in the Dark card can not
affect abilities listed on Senators,
Ministry or Sector Abilities.

Negotiation

The heart of the game is the deals
and promises that the players
make to each other. In that vein we
encourage you to always seek out
deals with your neighbors. If you
don’t have enough of a particular
resource, ask and see who is willing
to lend you a hand - for a price of
course.

If there is ever a dispute over the
terms of a deal, the player who
initiated the deal has the final say in
the dispute. If the offending player
admits that they have broken the
deal then they gain 2 Corruption
tokens on one of their Senators and
the deal and its effects are broken.
See page 8 for more details.

However, if the either player in the
deal feels they are being cheated,
they can sue the other player in the
Galactic Court.

Each player states what they believe
the deal was and stands forward

1 Senator that they control. Both
Senators are immediately prosecuted

(this occurs outside the normal

time sequence of the game) and the
Party who gets the lower result on
the prosecution roll wins the case

- their version of the deal is ratified
and is now binding. Neither player is
allowed to break this new deal since
the law courts enforce it.

All the normal rules for prosecutions
apply as well. This means that the
Senators run the risk of having
additional fines levied against their
Party or even being executed. The
courts do not look kindly on lies

or those who seek to exploit others

- that is one of the ways the Ke'Ras
gain their power.

If the prosecution roll, after all
modifications, is a tie then each
party in the dispute rolls a single
die. Whichever die rolls highest wins.
Keep rolling until there is a clear
winner.

If a player does not have a Senator to
stand forward in this dispute then it
comes down to a tie-break die roll.

If a natural 2 is rolled by either
player then their opponent gains 1
Corruption on their Senator that they
stood forward.



Resolving Trades

Resources can always be traded with
the bank at 3:1, this means that you
must spend 3 of one resource for 1
of the other. You can always trade
anything you want with other players
at any mutually agreed rate.

Anytime that you agree to trade with
another player you exchange the
items agreed on. If it is Resources

| then the appropriate counters on the
Resource tracks are moved.

Senators in play are handed across

. and are not Exhausted. Senators that
| have not been brought into play are
handed over and must be recruited

B before they can be placed on the

s table.

Action cards are handed over

4 immediately. Sectors are traded by

¢ the current owner removing their

& Ownership token from the Sector
and the new owner placing one of his

¥ down.

Fleets are removed from the board by
the player that has traded their fleets

“ away. The player that has purchased

| the fleets puts down a corresponding
number of their own fleets onto the

. board. Trading Fleets does not in any
way modify the number of Fleets a
Party can have in play at a time. That
number is always 10.

Senators and Actions

Each Senator has 1 and only 1 Action
per turn. These can be used to: play
Action cards, Admiral an Invasion,

. Campaign in a Sector, or (in the

| Politics and Manipulation rules) use a
' Corrupt Ministry Ability.

When a Senator uses their action
they are exhausted. Senators are
4 refreshed at the beginning of each
turn.
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When a Senator is exhausted they
are turned on their side. They can no
longer use Action cards that require
actions. They still contribute their
vote to their Party in the Senate
phase.

When a Senator is refreshed they
are straightened and are able to
perform actions again. Every Senator
refreshes at the beginning of each
turn in the Galactic Phase. If you

are able to refresh a Senator during
your turn (such as using a Multi-task
card), you may use their action again
immediately.

The Turn Sequence

Galactic Destiny is played in a
series of turns divided into phases.
Each phase of a turn must be
completed and done in the order
listed.

The Galactic Phase

This is the first phase of a turn

and is where all the accounting

and galaxy wide effects and Events
are resolved. No Actions, Abilities,
Cards or anything else can be played
during this phase of a turn.

The order of play in the Galactic
phase is:

1) Refresh all Senators in play.

2) If there are less than 5
Republic fleets in play, put one
into play at no cost.

3) Draw 3 Event cards and
resolve them immediately. Any
Events that remain in play are
placed in the Active Events space
on the board.

4) Draw 3 Sector cards and mark the
Sectors with the Sector tokens.

5) Each player, in initiative order,

draws 2 Action cards. (This is
skipped the first turn)

6) Each player, in initiative order,
draws 2 Senator cards. (This is
skipped the first turn)

7) One player rolls for the
Infestation. See Page 11

8) All players collect their resources.

9) Move the Election Counter 1
space on the track. The counter
moves from the space marked
‘1’ towards the space marked
‘Election’.

Please note that if there are not
enough Action cards left in the
deck reshuffle the discard pile.

If there are not enough Senators left
distribute the remaining ones equally
to the players - if there isn’t enough
to go around give them out in
Initiative order until all the Senators
are dealt out. Some players may not
get new recruits.

Collecting Resources

At the end of the Galactic Phase
each Party generates resources from
the Sectors it currently controls.
This is very simple. Just look at

each Sector that has one of your
Party’s Ownership Icons; and add the
amounts listed in the Resource Icons
to the balance in your treasury.

Each player gains 5 Money in
addition to what they gain from
their Sectors. This additional money
represents donations and other
forms of capital. This Money can
never be affected by Events. Each
player gains this amount, at a
minimum, per turn.
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. ] _ The Workings of the Senate
The Bill of Sentient Rights
1) Elections (if the counter is on the

1) No Sentient shall ever be obligated to adhere to or support any Election spot)
political Party or 1deol(_)gy. 2) Vote on the distribution of the
The Senate can not create resources or assign Sectors. Money and Republic Fleets

Influence only come from the board, Action cards, or Ministry Abilities.
3) Vote on the Senate’s list of
2) No Sentient shall be deprived of their freedom or property unless Prosecutions.

indicted with due process in a court of law.
The Senate can not remove resources or Sectors from a Party other than _
through fines in Prosecutions or through taxes. 5) Prosecutions

The Prime Minister and his
Duties

4) General propositions

3) All Sentient beings are equal before the laws of the Republic
The Senate can not single out a Party or Parties but must govern the

galaxy fairly - making general laws that all must follow. During the Senate Phase the player

that controls the Prime Minister
is responsible for making sure
that the Senate runs smoothly. All
Propositions are addressed to the
Prime Minister. The Prime Minister
facilitates the debate around the
propositions and should make sure
5) Never again shall the galaxy be allowed to slide into the darkness that everyone has their say on the
of war. All aggression is outlawed throughout the galaxy. Proposition.

Invasions of Sectors are illegal and cost 2 Corruption tokens on the

Admiral that leads the invading Fleets. This corruption cost can never be

4) Being the key property of sentient life, freedom of choice is
inviolate; civil society demands that individual freedom be restricted,
but nature forbids that it be extinguished.

The Senate can not change the rules of the game, alter costs or wording
on Action or Ability cards, eliminate a player’s ability to play Action
cards or Campaign.

If there ever is no current Prime
Minister this responsibility passes to

The Senate

altered. L . .
the Minister of Interior, then Finance,
The Senate Phase constitution. The constitution of JUSUC'E,' and Defen(_:e. If there are ever
the Republic is the Bill of Sentient no Ministers at all in the Senate then
This phase is the heart of the Rights. Every proposition that is no Propositions can be tabled.
pOlitiCS of the gaimme. Here is where passed by the Senate must adhere Taxes
the players may create and enforce to these rules. If it does not (by
the laws of the Senate. It can be a the agreement of the majority of The Senate can not remove resources
powerful tool to curb the ambitions  the players) then it is struck down or sectors from a Party but it can tax
of some or to fuel others. regardless. actions that they perform. Any action

in the game world can be taxed -
except for Action cards and voting in
the Senate. Taxes go to the Republic
and can be used to purchase

As an optional rule you may decide to Republic Fleets at the end of a turn.

This is a phase of Propositions. These
are laws placed before the Senate for
it to consider. They are voted on and First Turn Flections
either ratified into law or discarded.

A Proposition make the first Election of the game a | ANy unused taxes disappear at the

. _ random one. In this case, no votes are | €nd of each turn - they can not be
Propositions can be anything that called. Instead the 5 Ministry cards | Stockpiled. Not paying taxes is the
a player wants. You are playing are shuffled and dealt out randomly | Same as breaking a Law of the Senate. 8

as lawmakers in a functioning
government. As such you can
make whatever laws that you wish We find that this speeds up the first
- as long as they don’t violate the turn and helps with new players.

to the players. Parties in Good Standing

Every Party in the game is in Good
Standing with the Senate. This

=



means they are legitimate political
parties that have their Senators in
the Senate. They are allowed to vote
on all Senate propositions and are
bound by the Senate’s laws.

A Party in Rebellion is no longer in
Good Standing - they are a rebel. See
page 21 for more details.

Voting on the Republic Fleet

| When the Senate votes on the orders
to the Republic Fleet each party may
propose any orders it wants. These
orders include where each model is

. being sent (the Fleet can be sent to

| multiple sectors) and which Senators
will admiral the fleets.

¢ The Republic Fleet can not be

& ordered to attack a party unless

it is in Rebellion. It can not be
ordered to take a Sector over for a

& Party. It always returns Sectors to

neutral. Please see page 18 for more
information.

If a Senator is voted on to admiral a

Republic Fleet they must do so - if
they can not for any reason they have

Py broken the Law of the Senate and

| gain 2 Corruption. These Senators
would be exhausted during the

| Intrigue Phase when the Republic
Fleets are moved.

However, if the Minister of Defence
uses his corrupt ability to change

the orders to the Republic Fleets

any admirals sent by the Senate can
refuse to go. They do not gain any
Corruption (they are refusing to obey
an illegal order) but they do remain

¢ exhausted.

. Senate Votes

Each Party has its Voting Strength
and its Vote Total. When a Party

4 votes on a proposition it votes with
its Vote Total.

Voting Strength

A Party’s Voting Strength is equal to
the combined Diplomacy (the purple
banner in the top right hand of the
Senator card) of all its Senators
(including exhausted Senators).

Each Corruption token on its
Senators reduces a Party’s Voting
Strength by 1. Shadow tokens reduce
it by 3. A Party can have a Voting
strength of O or less.

This is your Party’s Voting Strength
for the entire Senate phase (you get it
for each vote) and is only modified if
the total Diplomacy of your Senators
is reduced or increased. This can
only happen if you lose or gain
Senators, Corruption, or Shadow
tokens or if Action cards are played
that add or reduce Diplomacy.

Also, if a Seduction card is played on
one of your Senators that Senator is
removed from the Senate and does
not add to your Voting Strength.

Vote Total

On each vote a Party has a Vote
Total. This is equal to the Party’s
Voting Strength plus any Influence
the Party wishes to spend. Each point
of Influence spent increases the Vote
Total by 1.

Bidding Influence is performed in a
roundtable fashion, with each Party
bidding and counter-bidding until
they have spent all the Influence they
wish.

Once the bidding is over, the vote is
tallied by the Prime Minister and the
proposition either succeeds or fails.
Regardless, once the vote is over
each Party’s Vote Total returns to
its base value of the Party’s Voting
strength.

If there is a tie a die is rolled for each

side of the proposition. The highest
die result wins. Keep rolling until
there is a clear winner.

If a Party ever has a Vote Total of
less than O after they have bid all the
Influence that they wish - their vote
has no effect on the Senate.

A Party may only spend as much
Influence on a Senate Vote as
the total of its Senators printed
Diplomacy.

Once a vote is cast it can not be
changed. The PM calls the votes in
the order that he sees fit. A player
may vote however they wish (they
don’t even have to vote for their
own proposition). Once all the votes
are cast, the PM adds the totals and
declares the winning proposition.

Elections!

During the Galactic Phase if the
Election counter is moved onto the
Election space (or the current Prime
Minister calls one) all ministries are
immediately vacated. No abilities
granted by the ministries can be
used until after the election. The
first ministry elected is the Prime
Minister. Each player may stand
forward a Senator in their Party for
the position. After all speeches and
deals are made, a vote is called. This
is a standard Senate vote. The winner
takes the ministry, the Senator is
placed on the Prime Minister space
on the board and the Prime Minister
card is given to the victorious player.

Now each of the other positions must
be elected in the order that the new
Prime Minister decides. If there is no
current Prime Minister the order is
decided by the player with the least
number of Senators. Once all the
positions have been voted on, the
Election counter is placed back at the
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top of the track on the space marked
as ‘1’.

A Senator can only hold 1 Ministry
at a time. Therefore, you must have
at least 5 Senators to control all 5
Ministries.

Please note that you can vote to
keep a ministry vacant, in which
case it is filled with an unnamed
Senator and its abilities can not be
used until a real Senator holds the
ministry. The ministries remain like
this until the next Election; where
all the ministries are elected again.

List of Propositions

To help new players get an idea

of how the Senate works we have
included here a set of 6 sample
propositions. If players wish, they
can limit the available propositions
to the ones listed. This means that
no one could create their own. This
will result in a faster game.

Righteous Integrity Act

To ensure peace and a spirit of
cooperation the great Parties of the
galaxy are bound by law to not seek
to sway the minds of the populace of
Sectors already loyal to a Party for 2
turns.

No player may Campaign in a Sector
controlled by another Party for 2
turns.

Homeland Defence Initiative

To maintain a fighting force strong
enough to face any threat, the Parties
agree to pay into the treasury of the
Republic the sum of 3 Money every
turn for the next 2 turns. The funds
will be used to build the Republic
Fleets.

At the end of each turn, for 2 turns,
each player must spend 3 Money and
buy a Republic Fleet.

v gl et

Free Trade Compact

To foster fair business practices, the
Senate is invested with the power

to investigate and audit the Parties
at will. This means that any deal or
trade that a Party wishes to conduct
with another Party must be ratified
by a Vote of the Senate.

Trades that involve Resources, Fleets,
or Sectors must occur during the
Senate phase and must be ratified
by a Vote of the Senate. Deals that
involve promises or card exchanges
are not subject to this law.

Democratic Oversight Committee

To maintain the electoral process the
Senate commits to stationing at least
1 of its Fleets in each Sector available
for general Campaigns for the next 2
turns.

Every Party must send at least 1 Fleet
to defend these Sectors for the next 2
turns.

Movement Registration Oversight

To make travel safer the Senate
needs to oversee and approve

all movements of ships between
Sectors. All Parties must register
their movement and pay the
administrative costs of 2 Money per
Fleet moved for the next 2 turns.

To move a Fleet in the next 2 turns
a player must pay the Republic 2
Money. This Money can be used to
buy Republic Fleets or it is lost.

Free Speech & Education Consulate

To ensure that the democratic
process is fair and that the populace
knows all the issues involved each
Party must conduct an educational
Campaign prior to their political one
in all Sectors they wish to sway to
their cause for the next 2 turns. This

educational Campaign will cost 2
Influence per Sector.

To declare a Campaign in the next 2
turns a Party must pay 2 Influence
per Campaign declared.

These listed propositions are

just sample ideas and players are
encouraged to come up with their
own. Be creative. In the above
examples we always listed a duration
of 2 turns. A proposition can have a
duration of however long you wish

- the laws of the Senate are binding.
You can also put in any restrictions,
requirements, or conditions that you
see fit - as long as they don’t break
the Bill of Sentient Rights.

Prosecutions

Once all the propositions are voted
on, the PM hands the Senate over to
the Minister of Justice. The Minister
may prosecute any Senator in play
(see the Minister of Justice card

for more details) that is NOT part

of the Rebellion. Prosecutions are
excellent ways to purge Corruption
and Shadow tokens from the game

- since a dead Senator no longer

has any Shadow tokens to fuel the
Infestation. They are also useful tools
to hinder or destroy your rivals.

Please note that the justice system
in the galaxy can only attempt to
prosecute an individual Senator
once per turn. So, if a Senator can
somehow prevent the prosecution
from proceeding or is found
innocent they can not be prosecuted
again until the next turn.

Each prosecution costs the Minister
of Justice or the Party that proposed
the prosecution (if it was voted on by
the Senate) 2 Influence. This must be
paid prior to the roll.




. 3-5

The Minister indicates which
prosecution he is doing and rolls 2
dice. Each Corruption token on the
accused adds +1 to the total and each
Shadow token adds +3. The Minister
adds the results and consults the
Prosecutions Table (listed on each
Party card):

Roll Result

10+ Execution: the accused is
thrown out an air lock.
Guilty!: the accused loses any
Ministry they hold and their
Party is fined 5 Money.
Innocent!: the accused is free
to go.
2 Disgraced!: the Minister of
Justice is humiliated and gains
1 Corruption token.

| 6-9

If there is no Minister of Justice then
only Prosecutions voted on by the
Senate can be carried out. The PM is

i now responsible for rolling the dice.
Fines from prosecutions are removed

o { from the game. Also, the Disgraced

roll result only adds Corruption to
the current Minister of Justice. If
there is no Minister this Corruption

¥ is not gained by anyone.

The Intrigue Phase

Like the name says,

this phase of a turn

is where most of the
intrigue occurs. Stealthy
assassinations, stirring
public speeches, and
military Invasions are all
done during this phase.

' The phase advances in

a series of steps where

all players declare their
intents and then resolve
them. This means that
you must plan out what
you are going to do. If you
have an earlier initiative

than another player, they have the
advantage - they can see what you do
prior to declaring their own actions.
(See the ‘Initiative’ box on page 11
for more.)

The order of play is as follows:

1) Declare all Invasions

2) Resolve all Invasions

3) Declare all Campaigns

4) Resolve all Campaigns

5) Purchase Fleets and Senators

Invasions

These are pretty simple - move your
Fleets into a Sector and state that
you are invading it. You may also
place one of your Ownership Icons

in the Sector with the gray scale side
up; to indicate your intent to take the
Sector for yourself.

You may send a Senator as the
Admiral for the Fleets but you
must state this now and use the
Senator’s action now. That Senator
immediately gains 2 Corruption
tokens.

If you do not send an Admiral, place
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the 2 Corruption tokens you gain
for the Invasion on any Senator you
control.

Please note that you can only send
1 Admiral to a battle. Although,
each side fighting in the battle may
have an Admiral present. So, if the
PoP, CoS, and BIP were all fighting
each other in a Sector they could
each have 1 Admiral present.

On the other hand, if all three were
helping each other out then each
could then still have 1 Admiral
present. In this case each Party would
roll separately and add their totals

at the end. An Admiral can only give
bonuses to Fleets from their Party or
to the Republic Fleets that they are
commanding.

You may also defend a Sector. This
costs you no Corruption. You may
defend any Sector on the board, even
ones controlled by another Party.
Simply move your Fleets into the
Sector and do not place one of your
Ownership Icons in the Sector.

Once you have moved all your

Fleets to where you want them, play
passes to the next player in
initiative order. You may not
change or add movements
once you have passed -
unless you use a ‘Feint’ card.

Please note that Fleets can
move anywhere on the board
as long as they adhere to
any movement restrictions
in the Fleet Movement
section, See page 19.

The Feint Card

When a player plays

the Feint card they are
restarting the ‘declare
all Invasions’ step of the
Intrigue Phase. The main

|
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Invasions

difference, however, is that no one
may declare in this new phase except
for players that play a Feint card.

So, when one player plays a Feint
card, any other players may do the
same. If multiple players have played
a Feint card, they declare again, in
initiative order. No one else may
change their declarations.

Players may change the Admiral they
sent to a battle when re-declaring. If
they previously sent an Admiral, that
Senator remains exhausted.

Please note that a player only receives
Corruption and Shadow tokens for

the declarations he makes after the
Feint - since all previous declarations
are voided, any Corruption

gained by them is removed.

Note also that the Minister of
Defence’s Special Ability to re-deploy
the Republic Fleets functions just
like a Feint card. As per initiative,
Republic Fleets declare first in

the new declaration phase.

Resolving Invasions

Battles are resolved in Initiative order
from worst to best initiative. If there
are Fleets with different initiatives
fighting in the same battle the
conflict is resolved on the WORST
initiative, i.e. the earliest initiative
present.

When a player wins an Invasion,
they flip their Ownership Icon to
the coloured side - this replaces any
Ownership Icons currently in the
Sector.

The invading player gets to roll 1
die per Fleet they have sent. Add the
results to get a total.

The defending player gets 1 die base
+1 die for each defending fleet. Add
the rolls together and then add the
Sector Defence value, this gives you
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the total defence value. Compare this
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to the attacker’s total and whoever is
higher wins. Defender wins ties.

Please remember that any dice
that roll a natural 6 grants you a
bonus die that you roll and add
to the result. Bonus dice do not
generate further bonus dice.

Admirals add their Command rating
to the result of the roll. An Admiral
can only be sent if at least 1 Fleet is
present from the side the Admiral is
fighting for (either their Party or the
Republic Fleets).

eg. Senator Jemak has a Command
of 6. So, if he invaded a Sector
with 3 Escort Fleets he would roll
3 dice and add 6 to their total.

If the Sector is unowned, the Minister
of Defence rolls for the neutral
Sector.

Either side may play any Cards or use
any Abilities they wish to affect the
outcome of the battle, prior to the
dice being rolled. Once all Actions
are resolved they may roll the dice.
Only cards or abilities that grant re-
rolls can be used after the dice have
fallen.

Bonuses to Battles

The tactical situation on the board
is very important. A player gains
bonuses based on the Sectors that
they hold and the Sector they are
trying to take.

A player gains +1 to their roll (as
long as they have at least 1 of their
own Party fleets participating in the
Invasion) for every Sector adjacent to
the invaded Sector (Sectors up/down
and left/right - corners do not count)
that has the player’s Ownership
Icon. Republic Fleets do not gain this
bonus unless a Party Fleet is present.

Defenders also gain these bonuses for
adjacent Sectors under their control
for both Invasions and Campaigns.
They are not required to have 1 of
their Party Fleets present to gain this
bonus.

Please remember that a player can only
Invade a specific Sector once per turn.

Victories and Retreats

Victorious Fleets remain in the

Sector where the battle occurred.
Defeated Fleets move back to any
Sector controlled by their Party.
Players can choose where their Fleets
retreat. Defeated Fleets do not need
to retreat to the same Sector. If a
player does not have any sectors they
can retreat their Fleets to any neutral
sector on the board.

The Republic Fleets always return to
Sector 1 after a battle - whether they
win or not.

Multiple Sides in a Battle

Some battles will have more than

2 sides to them. In this case fleets
and Parties congregate into sides
based on what outcome they desire.
Everyone rolls their own dice, adds
their bonuses, and then declares
their result. Each Party fighting for
a certain outcome adds their totals
together. If everyone in a Sector

is fighting for themselves then to
be successful they must have the
highest total overall.

eg. The BIP has invaded a neutral
Sector attempting to take it for their
own, they have 4 fleets. The COS and
GSP have moved in 4 Fleets (2 each)
to help defend the Sector. The POP
has also moved in 2 Fleets to help
the BIP while the TMP has moved
8 of his own Fleets in to take the
sector for himself. This is a three
sided battle. There is the Sector
supported by the COS and GSP
(5 dice + Sector Defence), the BIP
support by the POP (6 dice), and the
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TMP by itself (8 dice). In this case
each side would roll and their totals
together and then compare to the
other two sides. Whichever side gets
the highest overall total would win.

Fighting the Infestation

8 The Infestation acts like any other

! neutral Sector. It rolls 1 die and
adds the Sector’s Defence rating

to the result. Infested Sectors gain

1 additional die for every Shadow

§ Token in play. In all other ways they
are exactly the same as every other
battle.

Casualties of War

Every die that rolls a 5 or 6 inflicts
a casualty on your opponent. This
means 1 of their Fleets is destroyed
at the end of the battle - after they
have rolled. Extra dice granted from
rolling 6’s also inflict casualties.

Some abilities (such as the Butcher,
see page 22) alter this number.

Once the result of the battle is
determined each player involved
must remove a number of Fleets
equal to the total number of
casualties scored by his opponent.
When assigning casualties it is the

= player who is losing
¢ the Fleets who
& allocates them.
s Even neutral Sectors
and the Infestation
. inflict casualties.

If there are multiple
opponents the
Player that is
inflicting the
casualties decides
where they go.

Please note that

no casualties can

be assigned to
Republic Fleets while
opposing Party fleets
are still present.

Fleet Movement

Fleets can only move once per turn.
However, they have unlimited range
and can move anywhere on the board
they wish.

Admirals as Casualties

If a Party has sent one of its Senators
as a Admiral of an Invasion there is a
possibility that they will get killed.

During a battle, if you suffer more
casualties that you can account for
with the Fleets you have present, any
Admiral of your forces is killed and
discarded from play. This applies to
the Republic Fleets as well.

eg. The PoP has sent 2 Cruiser
fleets along with Senator Fola as
Admiral to invade Sector 10. The
Sector Defences Inflict 2 casualties
so both Fleets are wiped out - Fola,
however, escapes. If the Sector
had inflicted 3 or more casualties
Senator Fola would have perished.

The Republic Fleet

The Republic Fleets (the black/
grey models) are the police and
peacekeeping forces of the Senate.

They make sure that Republic law is
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maintained and that no one tries to
usurp the democratic process.

The Republic can have 10 Fleets in
play at a time.

The Republic Fleets are at the
Senate’s command. They will obey
the orders of the Senate as long as
they are lawful and adhere to the
following guidelines:

The Republic Fleets can never
allow a Sector to be taken over by
a Party. They are there to maintain
democracy, not instill tyranny. This
means that the Republic Fleets

will actively oppose anyone trying
to Invade a Sector where they are
present.

eg. Bob invades Sector 32 with 5
Fleets. Normally the Sector would
only get its base defence die
against him. However, there are
2 Republic Fleets on patrol here.
Seeing Bob’s hostile intent they
join forces with the local forces
to repel the Invasion, granting
the Sector their 2 battle dice.

Furthermore, if the Republic Fleets
are attacking a Rebellious or Infested
Sector, their orders are ALWAYS

to return the Sector to neutral. If

a player sends his own Fleets and
tries to take the Sector for himself
he must fight independently of the
Republic Fleets and defeat them as
well.

eg. 5 Republic Fleets have been Sent
to Sector 50 to fight the Infestation
there. Julie Sends 7 of her own
Fleets to take the Sector for herself.
There is 1 Shadow token in play
so the Infestation rolls 2 dice and
adds 5 getting a total of 13. The
Republic Fleets roll 5 dice getting
a total of 20. Julie, however, rolls
only an 18. Normally she would
take the Sector since she has
beaten the Infestation. In this case
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the Republic Fleets beat her back
and return the Sector to neutral.

When the Minister of Defence uses
his corrupt ability it overrides these
rules. The Republic Fleets can be
ordered to do anything, even Invade
a Sector and hand it over to any
Party.

At the beginning of Each turn, if
there are less than 5 Republic Fleets
in Play, the Republic automatically
purchases 1 Fleet and puts it into
play. The money comes from the
Republic itself and does not cost the
Parties anything.

Campaigns

Campaigns are your Party’s peaceful
attempts to sway a Sector over to
your ideology. You may declare a
Campaign in any Sector adjacent to a
Sector you currently control - corners
do not count, so only Sectors up/
down and left/right of the currently
held Sector are available.

In addition, each Party may
Campaign in the 3 Sectors marked
with the Sector token - as long as
they are not Infested. These are the
3 Sectors drawn during the Galactic
Phase.

Campaigns are declared in Initiative
order. To declare a Campaign a
player places one of their Ownership
Icons with the grey side up in the
Sector(s) in which they wish to target.
Each Campaign requires an action
and exhausts a Senator. You may
declare as many Campaigns as you
want as long as you have available
Sectors and Senators.

Please note that only a single Senator
may be sent to a Campaign. Defending
players can not send Senators to their
own Sectors. Instead they gain the
Sector defence as a bonus to their
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roll. A defending player can spend
Influence to enhance their roll.

Resolving Campaigns

Campaigns are resolved in initiative
order from worst to best.

Please note that since Campaigns are
resolved after Invasions, a successful
Campaign can claim a Sector that

has been invaded in the same turn.

eg. Bob invades Sector 32 in the first
partoftheIntrigue Phase. Julie holds
Sector 31 and so, when declaring
Campaigns, decides to try to take
Sector 32 away from Bob. Julie
conducts a successful Campaign
and takes the Sector as her own,
leaving Bob to plot his revenge.

During a Campaign you send a
Senator in an attempt to persuade
the populace of the target Sector

to join your Party. Your Senator
conducts a series of speeches, photo-
ops, and guest appearances where

he illustrates the benefits your Party
would bring to the Sector.

During a Campaign the Sector rolls 1
die and adds its Defence Rating to its
roll.

The Campaigning Senator rolls 1 die
and adds his Diplomacy to the roll.

Please remember that any dice that
roll a natural 6 grants you a bonus
die that you roll and add to the result.
Bonus dice do not generate further
bonus dice. Also, remember that you
can not Campaign in Infested Sectors.

Prior to the roll, the Party conducting
the Campaign can spend as much
Influence as they wish. Each point
spent adds 1 to the roll.

If the target Sector is controlled by
another Party, that Party can also
spend Influence to enhance the
Sector’s roll.

If the Sector is unowned it can not
have its roll modified in any way.

Any Party involved in the Campaign
either as aggressor or defender adds
1 to their roll for every adjacent
Sector that they currently control.

If multiple Parties are conducting
Campaigns in the same Sector the
entire affair is resolved on the worst
initiative present. Each Party rolls
separately and the Sector rolls once.
All the values are compared and the
highest total wins.

When resolving a Campaign the
Senator conducting the Campaign
can add 1 to his roll if the Sector

has the same race icon in its
Demographics Icons as what appears
on the Senator’s card.

Furthermore, the Senator can also % I
add 1 to his roll if the Sector has the § &
Party Icon of the Party that controls  Fse
the Senator.

On the other hand, the Senator must
subtract 1 from his roll for every
Corruption token he possesses and 3
for every Shadow token.

Purchasing Fleets and Senators

Once all Invasions and Campaigns
are complete all players may
purchase Fleets or Senators from
their reserves.

Costs:

Party Fleet 5 Money
Republic Fleet 3 Money
Senator as listed

Purchases can be done in any order
and in any quantity that a player
chooses. All you need is enough
Money to cover all the costs.

Please note that Senators purchased
can not use their action until the next




turn. They are spending time getting
used to being part of your Party.

When you purchase Fleets you may
put them in any of your Sectors on
the board. All Fleets are considered
to be defending unless they are
given different orders. If you have no
Sectors then place them anywhere
you wish.

Please note that if a Senator that you
| are purchasing has the Party Icon of
your Party on them, they cost you
2 less Money than normal. This is
to represent their natural leanings

LY towards your Party and its ideology.

The Fight for Good:
The Rebellion

During a game a player may feel that
the Republic has become too corrupt
or evil to survive. Or they may see

' that any chance for dominance

within the system is beyond their
reach and so instead seek to destroy

o the system.

This is the path of Rebellion. A Party
in Rebellion is no longer a sanctioned
§ Party in the government. Its Senators
| are now outlaws. It preaches dissent
from hidden bases to those citizens

| that feel dissatisfied with the
government.

Declaring Rebellion

A Party can declare Rebellion during
any turn after the first. A Party can
not declare Rebellion during the
Galactic Phase of a turn. Only one

f Party can be in Rebellion at a time. If
| a player wishes to declare Rebellion
but there is already another player

¥ currently in Rebellion, the first player

must wait until the current Rebellion
is over to start their own.

1 When a player declares Rebellion, all
of their Senators immediately flee the

Senate, relinquishing any Ministries
they held, and disappear into the
underground - this negates any
prosecutions that they might have
been up for.

Also, the Sectors the rebellious
player controls may or may not join
him in Rebellion. When a player
declares Rebellion they nominate

a single Sector they control - this
Sector joins them in Rebellion. The
player must then roll a die for every
other Sector they control. If they roll
a 6 the Sector joins them. On any
other result, the Sector turns neutral
and the player must remove their
Ownership Icon from it.

Nothing can be used to augment or
adjust this roll except for cards or
abilities that allow a re-roll.

Benefits of Rebellion

Working in the underground

and fighting a war against the
government is hard. People are
willing to do a lot more in extreme
circumstances than they could ever
conceive. Rebellious players gain the
following:

They gain no Corruption for
Invasions.

All Sector Defense numbers are
reduced by half, round up, for all the
Rebellion’s Invasions and Campaigns.

A rebel player may conduct
Campaigns in any Sector on the
board.

All rebel Senators gain the Assassin
ability. See page 22.

All rebel Senators gain the Saboteur
ability. See page 22.

A Rebellious player is not affected by
the laws of the Senate and can not be
prosecuted by the Senate.

A rebellious player can not be

targeted by Actions that have a time
tag of ‘Senate’.

The Price

A rebel player can only win by
gaining 10 Sectors on the board.
Also, since they are fighting directly
against the Republic, the other
players can order the Republic

Fleet to attack and turn neutral any
rebellious Sector on the board. They
can also use their Party Fleets for the
same purpose - helping the Republic
Fleet or alone. This costs them no
Corruption - however they can not
take the Sectors over for themselves
unless they attack with only their
own Party Fleets and gain the 2
Corruption.

Also, no one trusts a Rebel: deals

with a player in Rebellion are not

binding and suffer no Corruption
for either side if they are broken.

Remember that instant trades can
not be broken or cheated.

Making Peace

A rebellious player can make peace
with the Republic and seek to rejoin
the Senate. This can be done by
either the remaining players in the
Senate offering peace to the rebel
or vice versa. Regardless of who
initiates the peace talks both sides
must agree (the players in the Senate
must decide through a Vote of the
Senate during the Senate Phase). If
the treaty is signed the rebellious
player immediately rejoins the
Senate, their Senators come out

of hiding, and the player loses all
benefits and drawbacks of being in
Rebellion.
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More Rules

The following are a few additional
rules that you need to be aware of.

Sector Abilities

Each Sector that has a gold Sector
Ability Icon in it grants the Party that
controls it a special ability. These are
detailed on the Ability cards and on
the board.

Ministry Corrupt Abilities

Also, players have access to the
corrupt Abilities of the Ministries.
When using a Corrupt Ministry
Ability the owning player uses the
Action of the Minister and then
chooses how many Corruption
tokens to place on the Minister. Each
token placed at this point allows the
Senator to reap the rewards.

eqg. Bob has Senator Fola as the
Minister of Finance. Bob uses Fola’s
actionandplaces 3 Corruptiontokens
on her. For that Bob gains 9 Money.

The main exception to this is the
Minister of Defence. This Ability

only costs 1 Corruption token.
However, the Minister can gain

more Corruption through this act by
declaring Invasions with the Republic
Fleets - these Invasions incur
Corruption tokens just like all other
Invasions.

If Invasions are done by using the
Minister of Defence’s Corrupt Ability
the Corruption must go on the
Minister unless there is an Admiral at
the Invasion(s).

Senator Abilities

Assassin

This Senator can perform an
assassination, using their action, as if
you had played the card.

Atheist

This Senator’s first Shadow token
does not affect the number of dice
rolled by them or the Ke’Ras.
Believer

This Senator gains 5 Command when
fighting the Ke’Ras.

Bureaucrat

This Senator earns 3 Money at the
beginning of each turn they hold a
Ministry

Butcher

In Battle this Senator destroys
opposing Fleets on a 4 or higher.
Code Breaker

This Senator can re-roll 1 of their
battle dice. The new result stands.
Coward

This Senator cannot die in battle but
does not re-roll any 6’s in battle.
Master Assassin

As an action, this Senator can
perform an assassination as if you
had played the card. This attempt
gets a +1 to their roll.

Master Spy

As an action, this Senator may pay
4 Money and look at another Party’s
hand. You may discard cards from
their hand at a cost of 4 Money per
card.

Merciful

This Senator does half casualties in
battle (round up).

Pacifist

This Senator rolls 2 fewer dice in
battle.

Political Animal

To prosecute this Senator, the cost is
1 Influence more than normal.

Public Speaker

This Senator gains 1 Diplomacy to
Campaigns in Sectors.

Religious Leader

Use this Senator’s action and target
a Senator in play. Pay 2 Influence for
every Corruption token you remove
from the target.

Saboteur

As an action, this Senator may pay 6
Money and destroy a Fleet in play of
their choice.

Spy

As an action, this Senator may pay
4 Money and look at another Party’s
hand.

Strategist

This Senator gains +1 to one of their
battle dice. This die must be chosen
before the roll, and can cause a re-
roll if the new result is 6 or higher.

Tactician
This Senator gains 1 extra battle die.

Sector Abilities

Ancient Indulgences
Sector 8

Once per turn in the buying Phase,
your Party may remove one Shadow
token in play for the cost of 10
Money.

Blackmarket Data
Sector 5

Once each turn you may look at
another player’s hand.



Boon of Peace
Sector 32

At the end of each turn where there
are no successful Invasions, your
Party gains 10 Money.

Friendly Discount
Sector 9

Your Party may purchase Fleets for 2
less Money than normal, minimum O.

\ Informer Network
Sector 10

Y| Your Party has the best Initiative -

better than the Rebellion.

Militant Population
N Sector 4

4 Each Sector your Party controls gains

1 extra battle die for defence.

= Military Monopoly

% Sector 28

Your Party gains 1 Money for every

4 Fleet the other Parties purchase.

Opiate Persuasion

W Sector 30

| The first Senator your Party recruits
each turn costs 5 less Money.

Purity Blessings
Sector 6

At the end of each turn, if there are
no Senators in play that have any
Shadow tokens, your Party gains 10
Influence.

Random Augury

1 Sector 33

Each turn, you may give another
player one Action card from your
hand. Then name a card. If they have
the named card, they must give it to
. you.

Voice of Authority
Sector 1

All Senators in your Party gain +1
Diplomacy while you control this
Sector.

Welcome Insurrection
Sector 29

On your Party’s first Invasion each
turn, gain no Corruption.

Will to Power
Sector 34

You may re-roll one die each turn
and choose the better result.

Ministry Abilities

Please note that each of these abilities
have the following statistics:

Time: Senate
Action: No
Card Priority: 5

Prime Minister

You are responsible for the running
of the Senate and can veto any
Proposition for the cost of 1
Influence. You may call an Election in
the Galactic Phase of any turn.

Minister of Interior

This senator represents the people
and gains +1 Diplomacy.

Minister of Finance

You may audit any Senator in the
Senate for the cost of 1 Influence.
Roll a die and on a 6 the Senator
gains a Corruption token.

Minister of Justice

You are responsible for the
prosecutions each turn. Before
resolving prosecution, announce
any additional trials you wish.
Prosecutions cost 2 Influence per
Senator.

Minister of Defence

This Senator is the leader of the
Republic Fleets and gains +2
Command while in office.

Ministry Corrupt Abilities

Please note that each of these abilities
have the following statistics:

Time: General
Action: Yes
Card Priority: 5

Prime Minister

Target another Party that is in good
standing in the Senate and for every
Corruption token placed on the
Minister (to a maximum of 5) reduce
the target Party’s Influence by 3.

Minister of Interior

For each Corruption token (to

a maximum of 5) placed on the
Minister, extort 3 Influence from the
Republic.

Minister of Finance

For each Corruption token (to

a maximum of 5) placed on the
Minister, embezzle 3 Money from the
Republic.

SANMTIY

Minister of Justice
None.
Minister of Defence

Place 1 Corruption token on the
Minister and re-deploy the Republic
Fleets as you see fit. They can be
ordered to do anything you wish

- including invading a Sector(s) for
you.

Please note that any Corruption
gained by Invasions attempted by
this ability MUST go on the Minister.
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History and Legend
The Current Year is 5752 AF...

After the Founding of the First
Republic.

The Second Galactic Republic

has stood for 162 years after its
formation in the fires of war; a war
that encompassed the galaxy and
almost consumed every living thing
within it. Now, having overcome

its infancy, the Republic faces its
greatest threat since its formation...
itself.

The First Republic...

In the ancient past the various
species lived in isolation with little
regard for each other. Wars were
fought and hatreds formed that
lasted centuries. Many species
vanished into the oblivion of
extinction, consumed by hatred,
greed, or stupidity. Then, in a
period of peace, alliances began to
be formed and the species began

to collect together and conceive

of mutual reliance and defence.
Three thousand years of war and
xenophobia were hard to overcome,
but in the end a Galactic Republic
was founded to maintain peace and
prosperity throughout the known
universe — the same lofty goals of
this current government. For 3,703
years the Republic ruled the galaxy in
peace and justice — a golden age of
art, culture, and creativity. Mysticism
and spirituality were fused with
science; the Ancients developed their
knowledge and skill in these areas
to near divine mastery. They became
able to manipulate and transform
reality through sheer will and
mental focus. Their understanding
of the eight primal forces of the
universe allowed them to transmute
their technology, their bodies, and
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their souls. The search for new

and deeper spiritual and technical
knowledge accelerated. The Ancients
sought knowledge like an addiction
using it to augment and transform
themselves and to move ever closer
to enlightenment.

The Coming of the Ke’Ras...

It was this freedom, creativity, and
fanatical pursuit of knowledge that
Eventually destroyed the Republic. In
their investigations into the nature
of the universe, scholars and mystics
of the time focused on researching
obscure planes of existence and
wildly alien dimensions. With their
fusion of mystical and technological
insight, a team of Ancients mentally
accessed a series of nightmarish
dimensions never before dreamt of.
Yet they were not cautious, confident
in their wisdom and strength.

Their deepest explorations caught
the attention of the Ke’Ras. The
demonic essences flowed into the
exploring souls as they journeyed
through the ether. They resisted and
in that struggle many were able to
sever the tenuous connections to
their bodies and deny the Ke’Ras
their goal of gaining access to this
reality. In the battle between light
and dark, however, it only took one
victory. One of the corrupted souls
failed to sever the link and the
Ke’Ras used it to enter our universe
through the body of Kalnos Yata.
Yata went forth from the library

of Halanotos to spread the vile
infestation he bore: a plague of evil
that spread unrecognized by those
in power. The complacent political
and spiritual leaders of the Republic
sat in ease while all around them
darkness spread. Rumours grew

of horrors that stalked the void of
space, but they were laughed at as
tales and legends to scare the young.

Then, nearly thirty years after the
infestation of Yata, he came to the
planet Alpha Zarat IV with a host of
his followers.

The Infested, as they became known,
were from all species, but they were
horribly twisted and mutilated by
the dark plague that they bore; a
mocking semblance of life and an
imitation of the creatures within
them. The most corrupted was

Yata and he no longer bore any
resemblance to the Ix-atara, the
species that he had once been part
of. Instead, he was a Ke’'Ras in full - a
demon of the netherworlds brought
full force into our own. The Infested
descended onto the population of
the planet and consumed them. All
life was devoured — their life-force
used to rip open the veil between the
planes and allow more of the Ke’Ras
through; no longer constrained by
the need to possess a living body of
this plane.

The infestations spread and soon the
entire galaxy was embroiled in a war
for survival. The war lasted for 419
years and it was the source of some
of the greatest victories, defeats,
atrocities, and wonders of legend. All
life was drawn into that conflict and
younger races that ascended to the
stars were swept up into the politics
and manoeuvres of war. One of these
races was the Humans. Found by

the Republic soon after their first
explorations beyond their home solar
system they were instantly, like all
other races that were found, swept
into the war effort. At last, the war
ended in the burning fires of the
Battle of Utamon where the great
fleet of the Republic fought and
defeated the Ke’Ras by using a ritual
designed to banish the demons from
this plane of existence. In that battle
passed the Ke’Ras, but with them




passed all the ancient races from
this universe, leaving only three who
had witnessed the battles between
gods and demons; the Humans, the
Jur, and the Ajira. Even those that
remained of the three species were
few and the galaxy was given over to
lesser beings, as the Three retreated
from the universe to seek their own
paths.

The Years after the Passing...

The Three that were left behind
continued on and turned inward

¥ to attend to their own affairs.

Communication between the species
. withered without the Republic to
foster it and without the population

¥ to sustain interstellar trade.

Knowledge was lost as memories
dimmed and warped to suit the
yearnings of pride and conceit. The

. | galaxy passed into an age of decline.
£ New races arose, came to the stars,

and found the Three, but instead of

knowledge and kindness they met

indifference.

After a thousand years, the

I governments which formed after

| the Republic had established trade
networks, and inter-species relations
| were renewed. This forced the

races to interact with each other
more significantly than they had

in centuries. Much had changed

and memories had forgotten and
distorted much of what had once
been known. Instead of amicable
cooperation, there was instead bitter
xenophobia and individualistic
greed. Wars and conflicts burned

g throughout the galaxy as each

| species, those that had been part

1 of the old Republic and new ones

that had risen to the stars after its
fall, contended for resources and
hegemony. For 1341 years after the
| defeat of the Ke’Ras, the galaxy was
consumed by these petty wars.
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The Return...

This period bred a Machiavellian
attitude into many of the races, and
pragmatic gain was more highly
valued than justice or compassion.
Arms races were common and the
wars that followed were brutal. In
this culture of fear the younger
races started to venture into areas
of knowledge that they were not
yet ready to access. The Three
were mostly indifferent, and the
only warnings came from the

few Ancients, members of the six
races who have achieved sufficient
enlightenment to throw off the
shackles of aging and death, who
still lived in the galaxy... they were
ignored.

A tribe of Shorem discovered the
library of Halanotos and the writings
of Yata. In their arrogance they did
not tell the other races, hoping that
what they found was the key to
unlock their destiny and allow them
enlightenment. Combined with the
inaction of the Ancients, this attitude
almost brought the galaxy to ruin.

The Shorem deciphered the texts
and used the knowledge within it.

In the millennia and a half since
their banishment the Ke’Ras had
waited, just on the threshold beyond
the edge of reality, and when these
explorers opened the gates to that
plane the demons struck. The Ke’Ras
consumed those Shorem and spread
quickly out into the universe, eager
to resume their conquest. Many

of the races were caught unaware,
but not all. The most insular of the
Ancients that still remained, The
Council of Remembrance, had been
waiting for this moment. They had
planned and prepared, and the
Ke’Ras found that the Ancients who
still lived and remembered had lost
little of their potency. While others
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fled and fell before the darkness the
Ancients mobilized their peoples and
struck out.

The younger species rallied to the
Three, driven to cooperation by

their memories of the ancient past,
handed down in myth and legend

for generations. The second galactic
war was much briefer than the first,
lasting only 127 years, but it was also
inconclusive. The Ke’Ras were driven
out of the planets and star systems
to lurk in the darkness between stars
— an ever constant threat that can
re-emerge at any time to corrupt and
devour life.

The Rise of the Second
Republic...

When the power of the Ke’'Ras was
broken and the last remnants driven
into the void of space, the species
that survived gathered together in
the core. There, on the planet Edala,
they reformed the Republic as a
measure to keep peace and unity in
the galaxy, and to be ever watchful
for the return of the Ke’Ras. Old
regional governments were swept
aside and the citizens of the new
Republic came together in unity.

Still it is hard to forget two thousand
years of isolation, and cooperation
is more often talked about than
practiced. Great political Parties now
vie for the control of the hearts and
minds of the citizens appealing and
playing to the sympathies, dreams,
and hatreds of their constituents.

This is the galaxy in 5257
AF, where six great political
Parties hold the reins of power
and contend with one another
to gain ultimate ascendancy.
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The Parties
Green Spiral Party (GSP)
...dedicated to planetary renewal
...to give power back to the citizenry

...to support the fringes and marginalized
territories

...to achieve goals for everyone’s good

Once anarchistic, the GSP are
idealists and naturalists.
The caucus holds

one of the oldest
Human ideologies,

now championed by

a Shorem majority.

The Party believes the
peoples of the Republic
ought to choose their own path - not
have it dictated. Jur and reformist
Ajira also can be found. However, few
Tumba and Qera see individuality as
a beneficial ideology.

The GSP emphasis on local
government is a mixed blessing: it
grants the GSP greater support in the
outer Sectors. Simultaneously, this
gives the ‘Spirallers’ a reputation for
being a political front for the various
terrorist and drug organizations that
plague the galaxy (which is why there
can still be found members from
about any race operating in some
way within the Party... the drug-
trade must flow). Like all naturalist
and communal based ideologies, it
suffers the weakness of sometimes
accepting too many kinds of people.

Their ideological opponent, the
Coalition of Stability considers the
GSP to be the weakest link in the
chain of Republic strength.

Black Iron Party (BIP)
...only together can we survive
...sacrifices must be made for the greater
good
...we all have needs, but these must be set

aside
...in the end it is us or them

The BIP is composed
of a military cadre
of conservatives,
centralists, and
business people
whose agenda
is to gain control

The conviction in
complete equality makes the BIP
appear unsympathetic towards those
that don’t agree with their aims - not
to em-power, but take power. To the
BIP, uniformity is beneficial since
any deviations from normalcy due to
Corruption and the perversion of the
Ke’Ras can be rooted out.

Of all the Parties, the BIP is the first
to act on allegations of Corruption.
The BIP are the first to fling

stones. Even if those stones fly at
members of their own Party. The

BIP membership believes that only
through “courageous justice and
joyous equality” can the threat of the
Ke’Ras be dealt with. BIP’s utilitarian
belief alienates the outer Sectors

- who feel their complaints fall on
deaf ears. The sizeable Jur and Qera
constituency is part of the reason for
a lack of public relations, where they
rely on their few Human and Ajira
representatives. Their chief critic, the
Pragmatic Party of the Future indicts
the BIP for busily running around
striking the branches of the evil,
while utterly overlooking the roots.

Party of the People (PoP)

...What is the point of society?
...to enjoy, to assist our lives and to
prosper!

...the government exists to supplement the
people
...and ‘medically assisted’ life is the way:

for me and for you!

The PoP is the
self-proclaimed
champion of civil
liberties and rights
in the galaxy.

The members of
this Party see the
Ke’Ras’ evils borne by

deception and Corruption. Therefore,
the PoP feels the best defence is to
remove the weaknesses that make
people susceptible. Poor emotional
states, depression, anxiety, fear - all
these invite the Ke’Ras. The only
solution is to dope the people - if
all are drugged on anti-depressants,
stimulants, and euphorics, then the
Ke’Ras have no misery by which to
tempt us. Many people feel that the
PoP is their champion; many Ajira
and Tumba head the caucus, (many
Jur and Qera contribute financially);
when the PoP are in power, they
boost the morale of many - through
air ‘purification’, water ‘cleansing’
and food ‘supplementation’- few
mention that the Ke’Ras are no less
a threat when the PoP is in power.
They are just too content. However,
the Party is plagued by in-fighting
over its extensive resources through
pharmaceutical and agricultural
ultracorps. Intra-Party coups,
assassinations, and skirmishes are
frequent.

Their main detractor, the
Transcendent Mind Party is
continually dismayed that what they
consider such an obviously insidious
agenda is so often supported in
Sectors often plagued by Infestation.



Transcendent Mind Party (TMP)

....the mind is master of body and heart
...efficiency of will is effectiveness of body
...when one’s will is perfect and true
...then the force of the universe stands

behind you

If the mind is master and regulator
of all in the body, then
through perfection
of mind and body
the entire universe
| can be influenced.
Technology is the
bastard that warps
us and coddles us.
Its drugging anesthetizes

i souls to the offer of universal
Enlightenment — even death is
overcome in this way. To defeat

our

% death and decay we must master

i ourselves. The Ke’Ras would have
the galaxy learn death one-way; the
& TMP says the galaxy must accept
4| the magic of the mind and learn

{ the other way to death, a different
kind of death...Enlightenment.

The mentalist views of the TMP

¥ are championed by many Humans,

Tumba, and Qera, though some
Shorem, Jur and rebellious Ajira also
| find the Party attractive. Overall,
the TMP has one of the broadest
based constituencies - uniting a
certain kind of person across the
galaxy. This also means that anti-
technological agendas exist across
the galaxy. Some of the tougher
policies of the TMP even say that
only the fittest minds ought to

be allowed to reproduce and take
government posts. For this reason
the Party has never fully ruled. Its

y constant rival, the PoP frequently

infiltrates the TMP by hooking key
| members on various drugs, then
blackmailing them to switch sides.
The PoP express frequent concern
that the TMP offers an impractical
J solution to complex problems.

Coalition of Stability (CoS)
...the economy is our key and course
...resources order the disorders of life and

society

...with lower taxes and freer trading
...your community and body can be

brought health and Well-Being

Cutting taxes, opening
trade routes,
promoting free
trade in all

industry: these are
just some of the
more flaunted tenets
of the CoS. Capitalist
dreamers or visionaries of the
galactic future? In the years the Party
was in power, the Republic has seen
some of the largest growth in galactic
economy. Since then, the business
savvy Ajira, Qera and Tumba -
leaders of the CoS - have proclaimed
what adverts hail as the “A&O
Future....” The beginning and end,
alpha and omega, the Augmentation
& Omni-implant Well-Being Centres
are a staple corporate chain found
on all central planets. Detractors
may complain, but the CoS achieves
it goals - in friendly tax cuts and
social programs, as well as more
questionable A&O developments

- more than can be said for some
other Parties. The CoS is the master
of evasion. They rarely engage in
wars, and rather gain economically
from other Parties’ conflicts when
not in power or in areas of lesser
influence. Their A&O Well-Being
Centres (based on Nefal II) fund sub-
groups, planets and provide their
own ideological versions of medi-
care to marginalized colonies and
war-torn regions. Their undisputed
enemy, the Green Spiral Party sees
their body and ecology augmentation
agenda as equal in its evil to the
Corruption gained when the Ke’Ras
infect your body.

Pragmatic Party of the Future
(PPF)

...hear it, hear it 3:12, 3:12, you hear it
...the gates are everywhere, between me

and you
...doors lead to halls lead to doors now
unseen
...Straight paths often lead off cliffs, so
walk differently!

This Party has won
much of the youth.
But the Qera and,
curiously, Humans
are the real power
behind the Party.
Detractors claim that
the Party’s vague promises, quantum
mystical theories and outrageous
prophecies are the hysterics of
space-crazed Human Ancients and
rumoured rocks and pebbles buried
in the depths of the Qera homeworld.
Yet, there is evident organization to
the Party, innovative and practical
solutions with a Galacticarian insight
rare in other Parties. The Party
presents a vision of a galaxy ruled

by equality, justice, and generosity
that many find appealing. The Party
believes the government should
sustain the people - not harness
their wealth to achieve the selfish
goal of defeating the Ke’Ras. The
Ke’Ras are nothing more than our
shadows, and when Enlightenment
comes, and all the phantoms have
vanished, the true fire of the spirit
will govern all in peace and love - all
Ancients shall return and life will

be everlasting. Somewhere between
quantum science and mystic insights,
the PPF have carved out a niche

for the faithful, hopeful and naive.
According to the Black Iron Party,
who constantly smears the PPF as
quacks, the only thing gained from
prophecies and visions is death at
the hands of the reawakened Ke’Ras.
And many agree on this point. Ascent
to the stars...
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The Races
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The Jur
...the serpentine
wartriors of the winds
...second of the races
in the galaxy
...champions among
the races of the First
War

...worshippers and
wanderers devout and

The Races

The Humans

...eldest of the races

...fought alongside the Ancients
...battled the Ke’Ras in the First War
...bequeathed secrets of magic and
technology

...now guiding, influencing,
manipulating the other races...

...all for an ends... undisclosed. pious
Because of their age and subtlety, -.burning with a secret
a human negotiator is one of the fire...

...d fire that is not

most feared diplomats in the
always controlled...

galaxy. The most socially fractured
and independent of the races, the
Humans seem unlikely to have any
power in the Republic, but they have
gained dominance in diverse arenas
through their tenacity, skill and
millennia honed insights. If humans
appear arrogant and beyond the
other galactic races, the prejudice

is for a good reason. Like many,
Humans believe they are in control of
their destiny...but if anyone actually
is, the Humans may well be.

Honoured and feared,
these horned, clawed
and winged dragon
folk follow a dogmatic, unbending
religion — a spiritual code called the
Path of Winds. An ancient teaching
begun before the Jur entered space,
the Winds teach of solitude in a
life-long sojourn for Enlightenment.
From planet to planet a Jur will
wander, in search of his or her

true calling. A Jur’s greatest curse,
however, is his or her very own

self. The Path of Winds teaches that
Jur are not meant to live beyond
dishonour, once they have known

it, and so they must challenge and
combat all who
dishonour them. This
is frequent, since
what a Jur considers
an infringement

on his honour can

be as slight as an
inappropriate look.
On the darker side

a Jur will go to any
length to prevent any
word of shame from
leaking out, even if

it means someone’s
death.

“Eldest and the wisest. Dreamers that
have dreamt for two thousand years.
Children of Eden. We are those that
have been and will be.” — Kaelin the
Immaculate

Juran planets are run by secular
lords who rule their minions and
vassals with iron scaled fists. Their
henchmen and indentured lessers
are held faithful until death. To a
Jur justice and honour are the most
important things in life. Jur rulers
and warlords battle frequently over
discrepancies in the honour/shame
relationships that govern their
cultures. Whether a Jur fights in
traditional ceremonial combat, staff
against staff - the trademark of a
wandering Jur - or in space or on the
battlefield with guns, artillery or even
magic, to fight a Jur is to risk much.
Few warriors in the galaxy are as
ferocious, tenacious and fierce.

“I am the depths of the marsh, I am
the strength of the trees, I am the
light of the sun, I am the speed of the
winds - know me as I wander through
space and time, for I see what no one
sees, I am bornless, I am eternal.”

— Zarazarish, The Teachings of the
First Prophet




The Ajira

...beauties of cloud and star

...sailors on the desert winds
...massacred by the Ke’Ras in the First
War

...saved by the System, its technologies
...these are now the angels of a
darkling beauty...

...and will fight for their Leisure...for
Pleasure...

The Ajira were damaged terribly by
the Infestation. Recovered, enabled
and augmented by machinery and
technologies of every kind, these

I' = aptly called “techno-angels” are

vicious and battle-ready, willing to
augment their bodies with machinery
to achieve any ends. Of course, with

4 their ancient past of leisurely bliss

{ gone, their goals are to create and
protect a pleasure-seeking society
where the individual can find true,

enlightened bliss. While some

| Ajira rebel against the technocratic
dominion their race has proclaimed,
the majority of the billions embrace
the body augmentation and
amplification both aesthetic and
practical now emblematic of the

“Leisure for Pleasure’,

the System says. My

pretty, in yore you

glided on winds over Il
mountaintops, through | ; \Q
verdant glade and

lush valley. Your body

sleek and sensuous

through the desert

wind, caressed by the

sun: Come sweet, one

shot of this and you’ll

feel it all again, and

more. You won't even

have to leave your

bed.”

— Caliana, Moderator
of Pleasuredom Istalé
4 - Planet Nefal

The Qera

...from the bedrock of time they grew
...slow, aged by the ageless caress of
years

...sprung to life and thought

...with an urgency and brilliance
unsuspected

...Heralds, Gargoyles and Old Ones...
...their time has come, and that time
may be short...

First of the new races discovered
after the First War.
When the Humans,
Jur and Ajira were
conquering the
reaches of the
galaxy, on the planet
Shamii a silicon
based intelligent
life form was found.
A species of rock
and crystal, they
thrive on worlds
other races could
not withstand.

Their hardy bodies
are shaped to

be monstrous or
beautiful, political or

practical, whatever form is needed
for their life-tasks: battle, diplomacy,
science, or otherwise. Despite their
sedimentary form, the Qera are
anything but slow and sluggish. The
Qera appreciate beauty and art but
have no time for frivolous and trivial
things. They prize efficiency and
speed but also originality, quality and
craft. This dual focus has made them
the best negotiators, merchants,

and Admirals in the galaxy. They

are usually met in three forms:
Heralds — diplomats, salesmen,

and seducers; Gargoyles - warriors,
grunts, and footmen; and Old Ones
— unseen leaders, masterminds,
generals and lieutenants.

“When life shows you all that must be
done, what time is there for concerns,
the galaxy must be met... now.”

— Tzevi, Old One of Planet Shemii IV
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The Races

The Tumba

...beneath the earth in the caverns
...d blackened race with oily eyes
and hair ...nightmares to the rest of
the galaxy ...but refined, dignified,
entrenched in families ...divided by
castes of nobles and drones...

...beneath the surface of all families is

turmoil...

Dependant on the hot, humid caverns

beneath their home planet Tume,
were the Tumba not contrasted by
the demonic Ke’Ras, they might be
the terrors of the galaxy. But in fact
their often misunderstood beauty,
decorum and dignity is augmented
by their skills in crafts and mineral
mining. Some of the greatest gem

and metal art objects and accessories

in the galaxy are made by the four
armed Tumba drones, slaves to their
two armed nobles, but not without
skill and their own dignity. There

is also the fact that the Tasathi,
noble family diplomats (assassins,
in fact) are the most dreaded and
subtle murderers in the galaxy.
Engaging a Tasathi one on one is like
confronting a Human in a debate...
hopeless and futile. Combined with
an interfamilial eugenic agenda,

breeding to be the

B ot R ey
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best, and to-the-death
family loyalty, the
carnivorous, sharp-
toothed Tumba both
fascinate and frighten
most in the galaxy.

“Your life is given by
your family, and in
your death you give
back that gift.”

— Tumban Proverb

The Shorem

...through Vision and
Dream

...from the dance in
the forests of Ashari
...the Mashem shaman sees through
...and the Vision of Destiny, the
Dream of Enlightenment

...appear through smoke and drum...
...but not all visions show the face of
truth...

This Minotaur race, last onto the
galactic scene, despite all their
taboos against the taking of life,

have gained the worst of reputations.

For it was a tribe of Shorem who
journeyed to the Outer Reaches and
performed the ritual
that unlocked the
Ke’Ras and began
the Second War.
Masters of ciphers
and codes, mazes
and puzzles, the
naturalistic Shorem,
who prefer to avoid
technology as

much as they can,
were drawn to the
myths and ancient
sigilla that masked
the history of the
Ke’Ras. Following
the Visions of a
leader, they thought

they would find Enlightenment.
Now... due to that failure, many of
the Shorem tribes have diminished
their spiritual focuses and begun to
hope for acceptance and regard in
the galaxy by living more in harmony
with the technological universe.

This has also fractured the Shorem
heritage, causing feuds and skirmish.
However, regardless of whether a
Shorem beads his dreadlocked hair
and carries a handmade battle-axe,
or has cybernetic implants and

touts a laser rifle and ion blade

they maintain conviction that to

kill is only to invite vengeance

once the soul has transmigrated

— reincarnated to another form.

“Despite our past, despite our
wrong, despite our sadness at our
lost brothers and sisters, we Shorem
apologize but believe we have value
and truth...still hold a Vision and a
Dream of Enlightenment to come...
still have much to offer this Republic
and its peoples.”

— Mashem Halekh Mah, Address at
the 124th Synod of the Republic on
Simas 11
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