TINY EPIC GALAXIES Rules Summarv and Reference V2.0

FORMATTING INFO: *  Black — Basic game rules

e Orange — Solo play rules for basic game

*  Blue — Satellites & Super Weapons expansion rules

e Green — Beyond the Black expansion rules

*  Brown - Solo play rules for BtB expansion

*  Magenta — Drones mini expansion rules

e [brackets] — Rules regarding different number of players

SETUP:

Place the Control Mat, Exploration Mat & 7 Action die in the center of the table
Shuffle the deck of Planet Cards & place it face down then draw 2+# players & put them in a
row face up next to it
©  [5P] In a5 player game draw only 6 Planet Cards
Shuffle the deck of Super Weapon Cards & place it face down next to planets, then draw 1 &
place it face up next to the planet row
Shuffle the deck of Pilot Cards & place it face down above the row of Planet Cards then draw
2+# players & put them in a row face up next to it
©  |5P] In a5 player game draw only 6 Pilot Cards
Shuffle the deck of Exploration Cards & place it face down on the Exploration Mat
Place the Scoring Mat nearby & place each player's Score Token on the 0 space, blank side up
Place the Factory Card next to the Pilot Cards deck & place 4 Drone Tokens per player on top
Each player takes components of a single color and should have:
© 1 Galaxy Mat, | Hanger Mat, 4 Ships, 4 Advanced Ships, 1 Culture Token, 1 Energy
Token, 1| Empire Token, 3 Satellites
= [Solo] Select a Rogue Galaxy Mat for your opponent & add a Hangar Mat
Each player places:
© 2 Ships on the center of the Galaxy Mat & 2 Ships on the ship track numbers with a square
© 4 Advanced Ships on their matching spots on the Hangar Mat
= [Solo] RG places all 4 ships in the center of the Galaxy Mat
= [Solo] RG also starts with 4 Advanced Ships on their matching spots on the Hangar Mat
©  Onresource track Culture Token to 1 & Energy Token to 2
= [Solo] RG starts with 0 Culture & 0 Energy
© 3 Satellites on the dice track numbers with a circle
Deal each player 2 Secret Mission Cards, keep one secret till the end & discard the other
= [Solo] Don't play with Secret Mission Cards

GAME END:

Remember the 1* player. End of the game is triggered when a player reaches 21VP or more, OR if the

Exploration Deck becomes exhausted. Play continues until all players have taken an equal number of turns.
After last player finishes their turn, also:

Reveal Secret Missions & add VP if completed

Count Satellites in your galaxy (not on the dice track) & add 1VP for each

Players add up their collected Exploration Badges of each simbol & compare each total:

© add 2VP for highest total of a symbol

add 1VP for 2nd highest total of a symbol

If there is a tie for the highest total all tied players earn 1VP and the 2nd highest total gains 0
If there is a tie for the 2nd highest total gains all tied players earn 1VP (highest still earns 2)
[2P] gain only for the highest total of a symbol. A tie still earns 1VP each

Each Drone doubles the amount of Exploration Badges on its Pilot Card
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In case of a tie, the player with the most colonized planets wins, then with the highest galaxy level, then
with the highest combined resources, if still tied enjoy your shared victory.

[Solo] You win instantly if you reach 21VP or more.

[Solo] RG wins instantly if it reaches 21VP or more, OR if the empire token reaches the scull and
crossbones icon.
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TURN SUMMARY & NON-DIE ACTIONS
1. Roll dice equal to the number specified on your empire's level.
2. Activate each die (optional) in any order by placing it on the Activation Bay.
3. After each activation other players can follow that die's action in clockwise order (cost: 1 culture)
*  Re-roll any unactivated dice (first re-roll free, every subsequent costs 1 energy).
To convert, place 2 inactive dice in the Converter & change the 3rd die to the side of your choice.
e To perform the action of a Super Weapon place one acquired satellite on its surface.
. [Solo] RG rolls & activates one die at a time & continues thru all available dice.
. [Solo] You may follow a die unless the die’s action is unusable by RG. (cost: 1 culture)
*  [Solo] You may force RG to re-roll a usable die as many times as you have resources to spend.
(cost: 1 energy & 1 culture)

DIE ACTIONS:

MOVE A SHIP:
& o Land on a planet & immediately perform the action listed (not on Super Weapon)

©  (OR) Orbit the planet by placing a Ship on the colony track
©  (OR) Orbit the Super Weapon by placing a Ship on the destruction track
©  (OR) Explore an Unexplored Space by placing a Ship on the Exploration Mat & either:
= Take 1 of the revealed Exploration Cards & end the exploration
= (OR) reveal the top card from the Exploration Deck & then
e ifthe drawn card is a green Discovery card, you can take it & end exploration
*  (OR) leace the card face up next to the Mat (max 3), then draw & reveal a new card
= This continues until:
*  You take the card just drawn, thus ending exploration
*  (OR) A red Danger card is drawn, which you MUST take & end exploration
= After you take an Exploration Card, you must resolve ANY effects listed
e Than place it face down near your Hangar Mat (you may look at them)
= After exploring your ship stays on the Exploration Mat & cannot explore again
= Players may have multiple ships in Unexplored Space & each may acquire culture
= Ifa card has a Danger Track, you cannot leave the track until finnished
*  When the track is finnished, move the ship back to the Exploration Mat
o This does not trigger a new Explore Action
©  [Solo] RG moves a ship to a leftmost planet’s colony track that doesn’t have a rogue ship.
General movement rules:
©  Moving from surface to colony track on the same planet or vice versa is NOT allowed.
o Each player can only have 1 ship on each colony track & 1 ship on each planet.
©  Landing on another players Galaxy Mat is NOT allowed.
o Players are allowed to move ships back to their Galaxy Mat.

ACQUIRE RESOURCE (energy, culture; max =7)

Acquire 1 resource for each of your ships on, or orbiting planets with the matching symbol

©  (AND) Acquire 1 energy for each ship on your Galaxy Mat.

©  [Solo] RG acquires same as player, except its galaxy produces both energy or culture.

©  [Solo] At end of turn, if max energy, RG upgrades its empire (move the token back to zero)
©  [Solo] At end of turn, if max culture, RG takes an extra turn with only 3 dice & without end

turn actions reoccurring (move the token back to zero).
©  [Solo] When RG upgrades its empire level, it also takes Exploration Cards:
e Ifthere are any in the face-up row, it takes all of them

. If there are none in the row, it secreatly takes the top card from the deck
= These cards are placed face down and you may NOT look at them
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ADVANCE COLONIZATION (diplomacy, economy) or DESTRUCTION:
©  Advance 1 ship forward 1 space on 1 colony (or destruction) track with the matching symbol
o Ifyou are the 1" to advance his ship to the end of the track you have colonized the planet:
= Take the planet card (or flipped Super Weapon), place it under the action section on the
Galaxy Mat & announce your new victory point total
= Return all ships on the planet card to their owners’ Galaxy Mats.
= Acquire any satellites on the Planet Card & place them on your Galaxy Mat
= Discard any satellites on the Super Weapon & acquire 1 energy for each one
©  Then draw a new Planet Card (or Super Weapon) to fill the gap in the planet row
©  [Solo] RG advances all ships on colony tracks with the matching symbol up by one.

UTILIZEA COLONY:
Perform the action on your Galaxy Mat OR on one of the colonized planets
To upgrade a colony, spend resources equal to the next level of the empire track (pay with
only one type of resource):
= Place the gained ship on Galaxy Mat, it can be used in the same turn.
= Gained die becomes usable on the next turn.
= Immediately place a gained satellite on one of the uncolonized planet
©  [Solo] RG performs the action on the current empire level on its Galaxy Mat
©  [Solo] RG doesn’t uses any actions from its colonized planets.

HIRING PILOTS or DRONES:

To hire a pilot & take their Pilot Card, you must activate:

© 2 Dice with matching symbols, listed for the ship on the Hangar Mat

©  (OR) 3 Dice of matching symbols to hire any pilot and assign them to any Advanced Ship
Place the hired Pilot Card on your Hangar Mat in the designated area for that pilot's ship

Take the corresponding Advanced Ship & replace it with anyone of your active normal ships

©  Put the replaced normal ship back on the Pilot Card & mark the appropriate ship spot

Then draw a new Pilot Card to fill the gap in the pilot row

To replace a hired pilot, place the new hired Pilot Card over the previous one for that ship

©  The new pilot's ability is now the active ability for that ship

©  The previous Pilot Card is still worth 1VP & its Exploration Badges are stil used for scoring
Your empire level still dictates how many total ships and active pilot you can have

Dice activated to hire pilots are placed on the Activation Bay but are NOT used for their actions
©  Other players may spend 1 culture to follow only the action of the last die

[Solo] When RG rolls the same symbol twice in a row, it hires the leftmost Pilot Card

©  Only ifit has the corresponding Advanced Ship available on its Hanger Mat

©  The 2nd die action is NOT performed by the RG, but MAY be followed by the player

[Solo] RG never uses pilot's ability, but its still worth 1VP

[Solo] After RG takes the pilot, the 3 remaining cards are shifted left to fill the gap & a new pilot
is drawn & placed in the now empty spot on the right

[Solo] RG ignores hiring if the ship is not available on the Hangar Mat. It performs the 2nd die
instead. RG may only hire a max of 4 pilots

To hire a Drone Token, activate 2 dice of any type by placing them in the Activation Bay, but:

©  You must have a hired pilot without a drone & you can only have 1 drone per pilot

© Ifyou hire a pilot that replaces one with a drone, the drone moves to the new pilot

o Other players may NOT follow the 1st die & may NOT follow the hire drone action

©  Other players may spend 1 culture to follow only the action of the 2nd die

Place the hired Drone Token onto your hired Pilot Card




