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THE TAA NSECOPIA.

IN THE DEEPEST TRENCHES OF THE SEA A SARCOPHAGAL, SUBMAI{INEAN VES‘S‘EL IS’ SUDDENLY BATHED IN MULTI-SPECTRAL COLORS — THE

BRILLIANT LIGHT SHIMMER_S‘ FROM A RIFT DEAD AHEAD.

S$0, THE LEGENDS OF AN INTERPLANETARY PORTAL DEEP BENEATH THE OCEAN WERE TRUE. DETECTABLE AMONG THE WILD BURSTS OF
INTERDIMENSIONAL ENERGY, THE WRECKS OF BOTH FAMILIAR AND ALIEN SHIPS ARE STREWN ACROSS THE OCEAN FLOOR. PRELIMINARY
INVESTIGATION REVEALS YOUR VESSEL WON'T STAND A CHANCE AGAINST THE MIGHT OF THE PORTAL WITHOUT THE PROPER EQUIPMENT AND
UPGRADES. (JOUR ORDERS WERE CLEAR: IF IT EXISTS, FIND THE PORTAL AND PERFORM A PRELIMINARY SCOUTING MISSION INTO IT BEFORE

'YOUR_ADVERSARIES DO.

you TASK YOUR_ENGINEERS WITH ASSESSING THE PORTAL AND PREPARING MODIFICATIONS, AND YOU DEPLOY REMOTE DRONES TO SURVEY
AND SALVAGE THE NEARBY WRECKAGE — JUST AS SONAR DETECTS OTHER VESSELS APPROACHING...
SET IN THE DEPTHS OF THE OCEAN OF AN ALIEN WORLD IN THE FOUR PLANETS UNIVERSE CREATED BY _JOHN G. HANSEN, TRANSECOPIA IS A
GAME FOR 2 70 5 PLAYERS THAT TAKES 45 10 60 MINUTES TO COMPLETE. THE 2-PLAYER MODE USES MOST OF THE SAME RULES AND
COMPONENTS WITH A COUPLE MODIFICATIONS DETAILED ON PAGE 10.

Tranpsecopia is a dice placement game in
which players contend for resources
without knowing the full extent of each
other's intent. It takes calculated risk and
a modicum of psychology to decide
where you commit your resources.

Choose a character, collect resources,
and access the reality-defying elements
birthed by the spacetime rift to upgrade
your submarine. The first person to
finish upgrading their submarine will
enter the Transecopia and win the game.

In Transecopia, each ship’s captain races
against the others to salvage resources
and upgrade their submarine. There is a
cyclical light pulse that emanates from
the Transecopian portal, lending clarity
to the vessels’ captains and greater
effectiveness to their drones. The more
upgrades the captains build, the closer
they can get to the portal, and the more

they benefit from the light pulses.

But resources are limited, competition is
fierce, and working within the crushing
depths makes your efforts unreliable.
Fach captain must weigh needs,
probabilities, and assets to decide where
to commit their efforts. Amid the
uncertainty of the swirling pulses of
energy, scans have detected several alien
artifacts that can bend luck to your will
and turn misfortune into opportunity —
with a few Resources.

Do you commit all your effort to
collecting and building? Do you explore
the depths, trusting luck to bring you
caches of resources and unexpected
boons? Do you try to master the tides of
fate by tapping into the alien artifacts?

Your choices will either win you glory

within the Transecopia or consign your
name to oblivion.

Go slowly to avoid tearing pieces.

The game box contains the following
components:

This rule book
S Player Mat sets
S Submarine inserts
S double-sided Abandoned Mine inserts
5 double-sided Sunken Cargo inserts
5 double-sided Prismatic Crystals
inserts
S player screens
6 Character cards
30 Submarine tokens in S different colors
30 normal dice in S different colors
6 Prismatic dice in 3 different colors
21 Upgrade cards
57 Part tokens
8 Porthole (1) Part tokens
8 Bolts (2) Part tokens
8 Pipes (3) Part tokens
8 Propeller (4) Part tokens
3 Prismatic Part tokens
8 Aperture (S) Part tokens
3 Prismatic Part tokens
8 Gear (6) Part tokens
3 Prismatic Part tokens
16 extra Resources
4S Tech cards
14 Light cards
10 Light tokens
72 Discovery cards
7 Artifact cards
21 Artifact tokens
16 Copper Resource pieces
30 Astatine Resource pieces
36 Iron Resource pieces

Betfore playing Transecopia for the first time, carefully punch out all cardboard pieces.

Remember to keep game parts where children and pets can’t snack on them.
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THESE DES‘CI-{IPTIONS wiLL HELP YOU IDENTIFY EACH COMPONENT IN THE GAME AND MAKE IT EASIER TO UNDERSTAND THE RULES, SET UP FOR.
THE FIRST TIME, AND PLAY.

Player Mats have 6 pieces. The image to
the right is labeled with numbers

corresponding to each element listed 151 P
below. =
&-| o-.
. 4/5P M o
Note: Zone inserts numbered 2, 3, and S "~ 89
are double-sided with labels showing
which side should be used with different - -
player counts. All zones show the number N T e
of dice each player can place in each Zone. @ = So—
1 .. TOP SECT' ON 2 ’ p'CK N
o o o @ ¥ " SPARKLES OF COCKPIT LIGHTING A /D ENGINE FIRES FROM THE OTHER. \ Max ” /
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This piece slides into the Top piece
between the Iron Cluster and Glowing
Crater Zones.

ZONE #7
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This piece includes the Submarine T
Graveyard, Alien Vessel, and Light level R
indicators. It connects to the Top section - e (T
of the player Mat. .
5: PrismATIC CRYSTALS INSERT e
This piece slides into the bottom left NN }‘
corner of the Bottom piece. ,‘" ‘N
: Pick 2
6: SUBMARINE SECTION e S |

GRANTED TO 1ST PLACE ROLL

This piece includes the Acquisition
Zone, the Upgrades slot, and 5 Artifact
token slots. It sits against the right side
of the Player Mat.

7: ZONES

Once assembled, the Player Mat has 8
Zones. During the game, players can
Deploy (place) rolled dice on Zones to

collect Resources, Parts, cards, and more.

Learn more about Zones in the “Phase 3:
Resolving” section on page 7.




This tri-fold screen hides your Player
Mat from others while you place your
dice during the Deployment Phase. The
side facing you shows helpful tips and

gameplay reminders.

Before play starts, each player chooses a
Character card. Each one gives unique
gameplay bonuses and some offer extra
Resources or effects at the start of the
game. Read all about each Character in
“Appendix B: Characters” on page 12.

WHENEVER you R
ROLL 3 ORMORE |
MATCHING DICE, ,{- i
YOU MAY RE-
ROLL ANY
NUMBER_OF
THEM.

OnLy 1 OF THE THREE
MATCHING DICE CAN BE

| THIS HAPPENS
EACH TURN,

These tokens track your Light level and
indicate =~ which  Artifacts  you've

purchased.

In ‘Transecopia, each player’s dice
compete against each other in Zones to
gain Resources, acquire Tech, and access
Artifacts. The number of dice a player
can roll and deploy depends on their
Light level. Higher rolls beat lower ones,
and ties are resolved with a roll-off.

NORMAL DICE
FEach player gets 6 dice of their player

color.

PRISMATIC DICE

Players may temporarily gain Prismatic
dice for the following turn by deploying
dice in the Prismatic Crystals Zone.
Prismatic dice only roll 4, S, and 6.

Learn more about Prismatic dice in the
“Phase 2: Deployment” section on page

7.
=

v
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Building Upgrades gets you closer to
entering the Transecopia and winning
the game. Each upgrade you build lets
you move your Submarine token up the
Light Track on your Player Mat, giving

you acCcCEss to more Dice on your turn.

Building Upgrades requires Tech and
specific Parts, and you can only build
one Upgrade at a time. There are three
tiers of upgrades to build:

Tier 1: Ballast Manifold
Tier 2: Chassis Frame
Tier 3: Reactor Shielding

When you build your Reactor Shielding,

you win the game!

Parts come in Normal and Prismatic
versions and are used to construct

Upgrades. Players can either get Parts by

deploying dice on the Submarine
Graveyard Zone OR by paying for them
with {3 Astatine — 3 for normal parts or
6 for Prismatic Parts.

Each Part has a physical attribute that
corresponds to a number on a die.
Prismatic Part tokens have a red, blue, or
green glow.

Porthole (1)

Bolts (2)

Pipes (3)

Propeller (4), Prismatic
Aperture (5), Prismatic
Gear (6), Prismatic

Tip: Prismatic Parts can be wused as
normal parts.
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Tech «cards are used to construct
Upgrades. Tech cards can be acquired by
deploying dice on the Acquisition Zone
and then paying their cost. Some Tech

cards have an optional extra cost to
increase their value.

LLearn more about Tech cards in the

“Zone #7: Acquisition” section on page
8.

Light cards determine how many dice
you can roll on your turn, based on how
many Upgrades you’ve built. Each player
slots their Light card into the bottom of
their Player Mat. At the end of every
turn, players pass their Light card to the
right during the Rotation Phase.

Discovery Cards, the Alien Vessel
Zone, and some Character abilities can
grant E3 Light tokens which can be used
during the Rolling Phase to roll one
additional die per token.

Tip: You can never roll more than 6 dice
at a time. Use your Light tokens wisely!
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Players get Discovery Cards by
deploying dice to certain Zones.
Discovery Cards give # Light tokens,
Tech, Resources, or mere Scattered
Fragments. Discovery cards can be used
any time.

Artifact cards give you permanent
bonuses and opportunities to change
your luck — for a price. Artifact cards
can be acquired by deploying dice on the
Acquisition Zone and then paying their
Access Cost. Some Artifacts also have a
small additional cost each time you use
them.

Learn more about Artifacts in the “Zone
#7: Acquisition” section on page 8 and

in “Appendix A: Artifacts” on page 11.

“ Gl I WHEN ANYLO

| yOUR DICE.ARE UNRESOLVEDE
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® Iron, @ Copper, and @ Astatine are
the main currencies in Transecopia
and can be acquired from Zones,
Discovery Cards, Artifacts, and other

d

players. Throughout the game, you’ll

spend these Resources to dCCCSS

Artifacts, buy Tech cards, and build

Parts.
B A




| i:'l"' 4 {

Now THA T you KNOW ABOUT THE GAME'S COMPONENTS AND BAslc GAMEPLAY MECHANICS, YOURE READY TO START SETTING UP! IMIAKE SURE
ALL CARDS AND RE&OUI{CES‘ fAR_E WITHIN EASY REACH FOR ALL PLAYERS.

Each player chooses a dice and token
color, takes a Player Screen, and
assembles their Player Mat as shown on
page 2. Remember to flip each Zone

insert to the side that matches how many
people are playing. Each player places
one of their Submarine tokens on their
Mat’s “Ballast Manifold” spot next to the
Light card slot.

Shuffle the Artifact Cards, draw five of
them, and place them in the center of the
play area. Make sure the side showing the
correct number of players is facing up.
Put the rest back in the game box. Sort
out the Artifact tokens whose numerals
match the selected Artifact cards and
place them next to their corresponding
cards, one token for each ship slot shown
on the card.

Tip: For your fairst game, we recommend
using these: Crystal of Renewal, Cyclical
Crystal, Tablet of Change, Derelict Icon,

In vigorating lcon.

Separately shuffle each of the three

Upgrade Decks and secretly deal one
Ballast Manifold card to each player.
Place the Chassis Frame and Reactor
Shielding decks face-down within easy

reach.

Tip: You may look at your Upgrade card
at any time, but it’s best to hide it from
other players until you construct it.

Shuffle the Discovery Card deck and

place it face-down within easy reach.

Shuffle the Tech Deck and place it face-
down within easy reach. Draw the top
three cards and place them face-up in a
row next to the deck. This is the Tech
Salvage Pool.

Set all six of the Part types, the # Light
tokens, and the Prismatic dice within
easy reach. Set out the Light cards based
on the number of people playing. For

example, if there are four players,
separate out the cards labeled “4P”.

Each player rolls a die. The person with
the highest roll picks their Character
first, then passes the remaining
Characters counterclockwise until each
player has chosen one. Players slot their
Character into their Player Mat above
their submarine.

Tip: For your first game, try playing

without Characters.

I

Give the player who won the roll-oft the
Light card marked “V Radiant”, then
give cards “IV”, “III”, and so on to each
player, clockwise from the first player.
Players slot the light card into the
bottom of their Player Mat.

Tip: The player to the right of the first

player should have the card marked

“Dim?”. Labels are not commentary on
anyone’s character or z'ntellz'gence.

If any player’s chosen Character has a
‘Start of Game’ effect, resolve those
effects.

IF YOUR PLAY AREA
LOOKS SIMILAR TO
THE PICTURE ON THE
RIGHT, YOURE
READY 10O PLAY!
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In Triﬁsecopia,
through “all five

simultaneously!

Everyone rolls the number of dice
indicated by the Light card space their
Submarine token is next to plus extra
dice for ® Light tokens they use. Players

may never roll more than 6 dice, even
if they are rolling Prismatic dice or using

#® Light tokens.

everyone
turn

plays
phases

After their initial roll, players may use
any “Rolling Phase” Artifact effects
they’ve paid to access. After each player
finishes rolling and re-rolling, they
declare the values of the dice they rolled
out loud. Players must only do this once
for each rolled die and aren’t required to
repeat themselves.

Tip: Pecking is allowed until players raise

their Screens.

After declaring their rolls, players hide
their Mats with their Screens.

Players secretly place their normal dice
and any Prismatic Dice they have access
to on any available Zones on their Mat.

Pay attention to the dice limit shown at

the bottom of each Zone! If you put too
many dice, extra dice are unresolved.

DEPLOYING PRISMATIC DICE
When you deploy a Prismatic die, you

can place it either in Zones 4-8 or in the
Zone that matches its color. Prismatic
dice deployed in the Submarine

Graveyard Zone may be wused for

Prismatic or normal Parts. Prismatic dice
deployed in the Acquisition Zone may be

used to acquire Prismatic or normal

Tech.

Example: H()lly rolls two normal dice, a
green Prismatic die, and a blue Prismatic
die. She places the blue die on the
Abandoned Mine because the die color
matches the Abandoned Mine’s outline
color. She places the Green die on the
Submarine Graveyard to get a Prismatic
Part, and she places her normal dice in
any zone.

Resolve Zones one at a time in order,
starting with Zone #1 (Iron Cluster) and

ending with the Last Zone (Prismatic

Crystals).

If a zone has at least one of the icons
shown below, it’'s a competitive Zone,
and ties must be resolved with a roll-off
using the dice placed there.

Whichever die has the highest roll gets
the top-tier reward. Second place gets the
second-tier reward, and so on. When a
Prismatic die is part of a tie, the
Prismatic die is used for the roll-off.

A die is considered “unresolved” if it
didn’t claim any reward from the Zone it

was deployed to.

Example: In the image below, Mary’s
white 4 ties with both Jobn’s black 4 and
John’s blue Prismatic 4. Jobn and Mary
roll off with all their tied dice at once.

Jobn rolls a 6 with bis prismatic and a 3
with his normal die. Mary also rolls a 3.
John and Mary must now roll off again
for the second-place reward, and Mary
wins. Since there are only two rewards in
this Zone, Jobn'’s normal die and Daniel’s
die are unresolved.

JOHN

b S

DANIEL

HERE'S HOW TO RESOLVE
EACH ZONE:

ZONE #1: IRON CLUSTER

ZONE #1

IrRoN CLUSTER

@-99%

=r=”
@ _

UNLIMITED Q

ALL DICE cLAIM AT LEAST 1 IRON -

This competitive Zone yields ™ Iron.
Players may place as many normal or red
Prismatic dice as they like here.

This Zone’s 3rd-place spot has the
infinity symbol below it, so no rolls can
go unresolved. This means all dice placed

in this Zone are guaranteed at least 1
* Iron.

ZONE #2: ABANDONED IVIINE

ZONE #2

ABANDONED VIINE

This  competitive @ Zone  yields
= | Copper. Each player may place up to
2 normal or blue Prismatic dice here in
4-5S player games, or 1 die in 2-3 player
games.

There’s no roll-oft for 1st and 2nd place
because the reward is the same for both.



ZONE #3: GLowinG CRATER.

ZONE #3

Growing CRATER.

\';m

18T PLACE CAN cLAIM 2 OF ONE, OR
1 oF EAcH ASTATINE AND
Discovery CARD)

This competitive Zone yields either
Discovery Cards or @ Astatine. Each

player may place up to 2 normal or green
Prismatic dice here.

The 1st-place player chooses two of one
reward or one of each. The 2nd-place
player chooses one of either reward.

ZONE #4: SUNKEN CARGO

- ' ZONE #4

Sunken CARGO
e 1ST 1 — 2np — 3rRD
Prc;( PrcK - Pick

”’ Qs %

yields ™ Iron,
Discovery cards, or @ Astatine. Each
player may place up to 3 dice here in 4-5

This competitive Zone

player games or 2 dice in 2-3 player

g4Imes.

The 1st-place player chooses from all
available rewards, 2nd place chooses
from whatever the 1st-place player didn’t
pick. Last place gets what’s left.

Note: Players may only receive one
reward per die from this Zone.
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GAMEPLAY
ZONE #5: SUBMARINE
GRAVEYARD

ZONE #5

SuBMARINE GRAVEYARD

80 5 3

m @R =|-:'-|=

CoMMIT DICE HERE TO CLAIM THE ASSOCIATED
PART. ALL DICE RESOLVE.
i L]

This non-competitive Zone yields Parts
that correspond to the die rolls placed
here. Each player may place up to 2 dice
here.

Prismatic  dice deployed in the
Submarine Graveyard Zone may be used
for Prismatic or normal  Parts.

Example: Mary places a normal 1 and a
Prismatic 4 here. She receives a Porthole
(1) part and chooses a normal Propeller
(4) part since she doesn’t need a Prismatic
part.

ZONE #6: ALIEN VESSEL

—

ZONE #6

ALIEN VESSEL

/ I1sT @ 2ND ®

¥ UN!QUE

N
=

A DIE IS UNIQUE IF IT DOES NOT

MATCH ANY OTHER PLAYER'S
m ON ALIEN VESSEL s
This non-competitive Zone yields

rewards for all unique dice. Each player
may place up to 2 dice here.

If a single player has two unique dice,
they get 1 @ Copper and the reward

shown on their current Light card.

UNIQUE h

It one player places two of the same
number here, both rolls are still
considered unique if no other player’s
dice match. However, a single die from
another player would negate both
matching dice.

Example: Anna deployed two 4s on the
Alien Vessel Zone. No other player
deployed a 4 on that Zone, so Anna gets 1
Copper and her Light card’s reward. Jobn
deployed two 3s, but Brandon’s matching
3 negates both of them. Neither Brandon
nor Jobn receive anything.

ZONE #7: AcQuisITION
/ i

ZONE #7

ACQUISITION

1 E:’ = 1s7 PIcK
I S 2 ¥ = 2np Pick

N = NExT PICcK
OO
A= UNLIMITED o

-
5 CrLAamm ARTIFACT ACCESS OR TECH CARDS.
EACH DIE GRANTS ONE CLAIM.
i

This competitive Zone determines the
choice order for buying Tech cards or
accessing Artifacts.

This zone’s 3rd-place spot has the
infinity symbol below it, indicating that
no rolls go wunresolved. Players may
deploy as many dice as they like to this

Zone.

After all ties are resolved, players place
their dice in the Acquisition order spots

to the left of the Zone. This helps keep

track of whose turn it is to choose.

In roll order, players may choose to
either buy a Tech card OR pay to access
an Artifact. Players may make one choice

per die they deploy to this Zone.

Example: Jobn deployed two dice to this
Zone and won 2nd and Sth place. When
it’s bis turn to resolve his 2nd-place die, he
chooses to buy a Tech card. When it’s his
turn to resolve his Sth-place die, be accesses
an Artifact.




ZONE #7: ACQUISITION,
" CONTINUED

Here’s how acquiring Tech and accessing
Artifacts work:

ACQUIRING TECH

Players must pay the Resource cost noted
on a Tech card in the Tech Salvage Pool
to buy it. Some Tech cards may only be
acquired with a Prismatic die and/or
offer an additional bonus to their value
for an additional Resource payment. If
players choose to pay for the bonus, they
place the Tech card upside down in their
play area so that the upgraded value is
shown.

Whenever someone buys a Tech card,
draw a new Tech card from the deck to

fill its spot in the Tech Salvage Pool.

ACCESSING ARTIFACTS

To gain access to an Artifact’s effects,
you must pay the Access Cost noted on
the Artifact Card. If another player
already accessed the Artifact, you must
also pay the extra cost shown in the next
unoccupied Submarine token slot.

Example: Mary wants to access the
Cyclical Crystal Artifact which Jobhn has
already accessed. Mary pays the Access
Cost and an additional Astatine.

Once you’ve paid the correct Resources,
place one of your Submarine Tokens in
the next unoccupied Submarine token
slot on the Artifact, and take one of the
matching Artifact hexes. Slot the hex
into a spot on the right side of your
Player Mat. This hex serves as a reminder
that you purchased the Artifact and of
what the Artifact does.

Note: You may choose not to buy a Tech
card or access an Artifact. In this case, any
die a player chooses not to use is considered
unresolved.

ZONE: PRISMATIC
CRYSTALS
LAST ZONE

Prismaric CRySTALS

]

il PRISMATIC DICE REPLACE

=®= — PICK 2 NORMAL DICE NEXT TURN
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GRANTED 710 1ST PLACE ROLL

This is a competitive Zone. Each player
may only place one die here.

The 1st-place player gets first choice of
two Prismatic dice. If one or more rank
slots are unoccupied, the first player gets
all remaining dice. Players may roll their
chosen Prismatic dice only on their next
turn.

Example: Jobhn, Mary, Holly, and
Daniel all played a die on the Prismatic
Crystals. Jobn gets first pick and chooses a
red die and a green die. Mary gets second
and chooses a green die and a blue die.
Holly gets third and get the remaining
red and blue dice. Since all three available
rewards were taken, Daniel’s roll is
unresolved.

Players aren’t required to roll all
Prismatic dice they won, and they can’t
ever roll more than 6 dice.

Example: Anna was the only person who
deployed a die to the Prismatic Crystals
Zone. This means she gets all the
Prismatic dice. However, since her Light
card only lets her roll three dice on ber
next turn, she may only roll three of them.
Because Anna wants to get a Bolts (2) Part

from the Submarine Graveyard, she

chooses to roll one of her normal dice and
two of the Prismatic dice since prismatic
dice can’t roll 2s.

Note: All six Prismatic dice are available
to choose from, no matter how many
people are playing. However, if the Player
Mat has only two competitive icons for
this Zone, it means there are only a total
of 4 claimable Prismatic dice.

After all Zones are resolved, players may
discard the required Parts and Tech to
construct their current Upgrade.

When a player builds an Upgrade, they
move the Submarine token next to their
Light card up one level and draw a new
Upgrade card from the next tier’s deck.
Players may leave the Upgrade they built

Some upgrade cards require two different
Tech amounts which aren’t totaled.
These amounts must be met separately.
However, you can add multiple Tech
cards together to reach a given total.

Example: Mary bas the Chassis Frame
Upgrade shown below and two Tech cards
worth 3 and 8 respectively. Even though
the total shown on her lech cards matches
the total shown on her Upgrade card, she
can’t build ber upgrade because she can'’t
split value from the 8 and give it to the 3.
She needs one more Tech point to add to
the 3.

Bty o lURT
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Each player passes their Light card to the
player on their right.

Players are allowed to stack dice on top
of each other in a single Zone to add the

dice totals together. Players can exceed a
roll of 6 in this way.

Example: Reid stacks a 3 and a 4 on a
zone for a single deployment of 7.

If players tie using stacks of dice, the top
die is used for the roll-off.

WINNING THE GAME

WHEN A PLAYER BUILDS THE TIER III UPGRADE (REACTOR SHIELDING), THAT PLAYER'S SUBMARINE IS FULLY-UPGRADED AND MAY ENTER_ THE

It more than one player builds their

Reactor Shielding on the same turn, the

tied players add the number of Artifacts

they accessed to the number of
“Scattered Fragment” Discovery
Cards they have. Whoever’s total is
highest wins.

If the tied players have the same Artifact
and  “Scattered Fragment” totals,
whoever has the most ® Astatine wins.

It by some twist of spacetime the players
also have the same amount of Astatine,
they resolve the tie with a best-of-five

roll-off!

GAMEPI
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AY; CONTINUED

2-PLAYER RULE

S

A roll is considered unique here if it is
the only odd- or even-numbered roll. So
a 4 from one player and a 2 from another
would cancel each other out, and both
rolls are unresolved.

A player may still place 2 dice of the same
value here, but both dice will be
cancelled out if the other player deploys

even one matching die here.

Example: Reid deploys two 4s on the
Alien Vessel Zone. Brandon deploys a 2.
All dice are cancelled out because all dice
are even.

TRANSECOPIA, GIVING THEM THE WIN!




* You may use the Crystal of Renewal,
Tablet of Change, and Gem of Purity
as many times as you want during a
single turn as long as you have the
@ Astatine to pay for each time you
use it.

 The Derelict Icon and Derelict Gem
have no effect when resolving the
Iron Cluster and Acquisition Zones.

* You can gain the benefits from both
the Derelict Icon and the Derelict
Gem with the same wunresolved
Prismatic die.

* When using the Gem of Purity, you
must change all rolled dice by +1.

Example: Daniel rolls 1, 3, and 5. He
wants to improve his 3 and S, but he
also needs to get a Porthole (1) part, so
be decided not to use the Gem of

Purity because it would change his 1 to
a 2.

Gain 1 @® Astatine when any of your
Prismatic dice are unresolved.

During the Rolling Phase, you may pay 1
@ Astatine to alter all rolled dice by +1.

Access Cost: 6 ™ Iron

.@am

/):‘1.

Once per turn during the Production
Phase, you may make one of the
followmg trades:

1 &5 Copper for 3™ Iron
1 Iron ™ for 1 @ Astatine

1 @ Astatine for 1 89 Copper

Access Cost: 1 ) Copper, 1 = Iron

ONE OF, THE FOLLOWING TRADES:

vo

During the Rolling Phase, you may pay 1
@ Astatine to re-roll any of your dice
one time each.

Access Cost: 1 ) Copper

During the Rolling Phase, you may pay
1 @ Astatine to alter one of your dice by
+/-1 after rolling it.

Access Cost: 15 Copper, 1™ Iron

)
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Each turn, you may re-roll one die

during the Rolling Phase.

Access Cost: 1 £ Copper, 2 ™ Iron

\ EacriTurNlyouImAY RES
ROLL" ONE DIE DURING THE;
'ROLLING PHASE

Parts cost 1 less @ Astatine to produce
using the alternate method. Whenever
you spend @ Astatine at the Acquisition
Zone, gain that much ™ Iron.

Start of Game: Gain 1 @ Astatine.

FIELD

PARTS cost

. . ,--' J:‘\ : ﬁ"--ﬁ\».g. -1 >
RESEARCHER 0 procicE

USING THE
ALTERNATE
METHOD.

, | WHENEVER you
SR { | SPEND i3> AT
"‘"g ™ THE ACQUISITION

A |
(| ZONE GAIN THAT
iB

o - " :il‘ll
~

Gain 1™ Iron when any of your dice are

unresolved.

Access Cost: 1 &) Copper, 2 = Iron

'YOUR DICE. ARE_ UNRESOLVED

P

Whenever you win 1st place in any
competitive Zone with a specific roll,
gain the following:

1 Light token if you deployed a 1

1 @ Astatine if you deployed a 2
1 ™ Iron if you deployed a 3

SENTINEL

WHENEVER you
WIN FIRST PLACE
IN ANY
COMPETITIVE
P ZONE WiTH A
WP~ SPECIFIC ROLL,
GAIN THE
FOLLOWING:

e N
]
v
I

W

Draw a Tech card from the deck and

place it face-up near you. You alone can
purchase this Tech card. Whenever you
purchase this Tech card, draw one from

the Tech deck to replenish it.

Start of Game: Gain 1 # Light token.
i
DRrAwW A TECH
CARD FROM THE |
| DECK AND SET IT
S | FACEUP NEAR
P B | vou. You ALoNE
(| CAN PURCHASE |
W\ 7H!s TECH FROM
\ | THE ACQUISITION
2 ZONE.
WHENEVER_you
PURCHASE THIS,

II
| REPLENISH IT FROM THE
TECH DECK

Note: You must deploy an appropriate die
to the Acgm’sz’tz’on Zone to buy your
reserved Tech card.




You may not produce Parts using the
alternate method.

Start of Game: Gain access to the
Artifact of your choice for free. Other
players must pay you the additional

@ Astatine cost to access this Artifact.

| You may nor | N
" PRODUCE PARTS |
 using THE |
ALTERNATE
METHOD.

| S1aRT OF GAME: |
4 GAmw AccessTO |
‘W 1HE ARTIFACT OF |
& 1 yOUR cHOICE FOR |
| FREE OTHER |

B/ PLAYERS MuST |
Wl PayyourHE |
{' | ADDITIONAL COST |

I TO ACCESS THIS
ARJIFACT. '

APPENDIX B: CHARACTE

fi
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Whenever you roll 3 or more of the same
number, you may re-roll any of those
dice. This counts before or after Artifact
modifiers.

Only one of the matching dice may be
Prismatic.

The first time this happens each turn,
gain 1 v Light token.

N AL ANE
W =N i g
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WHENEVER you | §
ROLL 3 OR MORE |
MATCHING DICE, |
YOU MAY RE-
ROLL ANY
NUMBER_OF
THEM.

THIS COUNTS BEFORE OR_ onr
AFTER ARTIFACT MODIFIERS. ||

OnLy 1 OF THE THREE
MATCHING DICE CAN BE
PrismATic

THE FIRST TIME |
THIS HAPPENS |
EACH TURN, ||

ZA

Tips AND TRICKS

Whenever you lose a tie breaker with
exactly one other player in a Zone, that
player must pay you 2 = Iron or 1
@ Astatine. Otherwise they concede the

roll-off.

Limit: Once per Zone

WHENEVER yoU |
TIE WITH &
EXACTLY ONE |

OTHER PLAYER IN |
&. | AZONE ROLLTO |
% | BREAK THE TIE |
MW As wormAL IF |
FRR\  you LOSE THE ||
TIE, THAT PLAYER ||
MUST PAY by
b you g or |
2Bl ©& OrHERWISE, |
W | THEY coNcEDE |
THE ROLL-OFF. |

LimMiT: ONCE PER |
ZONE '

UsinG THE INTIMIDATOR.

It a player can’t pay either Resource, they
must concede the roll-off.

If the Intimidator ties with more than
one player, the ability has no eftect.

It multiple dice tied in a single Zone, the
conceding player loses the least-
significant place.

Example: Two of the Intimidator’s dice
tie with another player’s two dice in the
Glowing Crater. In the roll-off to break
the tie, the other player wins both times.
They can then either pay one Iron to keep
both slots, or concede the lesser slot to the
Intimidator.

If the Intimidator won one of the slots the
other player must give them one Iron, or
they concede and do not receive anything
from this Zone.

* FEEL FREE TO “TABLE TALK" ABOUT WHERE YOURE GOING TO PLACE YOUR DICE, BLUFFING OR NOT. {Jou MAy NOT, HOWEVER, LIE OR.
MISLEAD OTHER_PLAYERS ABOUT WHAT YOU ROLLED.

* You cAN LOOK AT OTHER PLAYERS' DICE DURING THE ROLLING PHASE, BUT NO PEEKING AFTER THEY PUT UP THEIR SCREENS!

* IF YOURE STRUGGLING TO GET SPECIFIC ROLLS, CONSIDER INVESTING IN AN ARTIFACT THAT LETS YOU CHANGE OR REROLL DICE, OR GO
HARD AFTER ASTATINE SO YOU CAN ACQUIRE PARTS yOU NEED.

* TRY YOUR LUCK AT THE ALIEN VESSEL ZONE IF YOURE UNABLE TO SECURE COPPER USING HIGH QUALITY ROLLS. PAYy ATTENTION TO WHAT
OTHER_PLAYERS ROLL SO YOU HAVE A BETTER CHANCE OF A UNIQUE ROLL ON THE ALIEN VESSEL!

* HAVE EVERYONE GIVE A SIGNAL, LIKE A “THUMBS UP” WHEN THEY RE FINISHED PLACING DICE SO NO ONE HAS TO WONDER WHO'S READY.
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