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INTRODUCTION

Bagmn by reviewing the information here and in the Mizssion 1: Exploration section |pages 8-11), designed as an
sirpduciion i RISK®: Siar Trek 508 Anniversary Ediicn. Once you are comforiable with the basic nees, fes! fres to
mowe on to Mission 2: The Final Fronter game play mods, for more in-gepth stralegic action.

OVERVIEW OF COMPONENTS

Contents:
Game Hoard featuring the Alpha and Beta Gluadrants, 225 Ships, 5 Captain's Logs. 44 Locafion cards. 30 Crew

cards, 50 Q-Vent cards, 14 O's Quesis, 72 Afen Lifeform tokens, & Manhunt markers, 2 Wormhoizs, 107 Command
Credits, 50 Trbbies, & Dice. Game Guide.

Game Board

RISH® Sizr Trek 50° Anniversary Sdition game
ooard features select locations in the Alpha and
Heta Ouadranis. The map is diiided @io six Seciors;
Hreen Confederacy, Cardassian Union, Ferengi
Afance, Klingon Empire, Romulan Star Empire and
Unit=d Fegeration of Planets.

Ships

Each player will contra! the ships of one Captain. A fleet of ships is represented by two different pieces, reprezenting
edher 1 or 2 units. Use the 3-unit Starships to save space by representing three of your 1-unit shuttlecraft Noge: the
genens fem ship always refers fo 2 single wnd,

e sEeTeE.

Captaln
Kirk Picard Sishn JIanaway Archar
1 Unit -3 mts
1 s S o |

Captain’'s Logs
Each Captam has a Captain's Log to help fam or her keep track of their Crew Cards, Command Credis
and Quests achieved.

CAPTAIN KIRK
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Dice

Dic= are used when aitacking and gefending
ocatons fo resolve engagemanis. There are
fiwe G-saded dice (thres yalow Allack and two
biack Defensze) inthe game.

track Defense

Cards

Command Credits
Each crew member has a command value that

is required io use their power. There are two
denorninztions (100 and 500} of credits. Any
Ciomirmand Credits not spent durng 3 tum may be
saved and ussd on 3 future tum

5
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Saee®  Wwe?

There are three afferent decks of cards: Location Cards, G-Veni Cards and Crew Cangs.

CREW CARDS
These feature six prominent members of your crew. By paying an associated cost, your crew members will

granispec3al abilites for your Siashp

LOCATION CARDS [

collecied io gan extra
remforcement ships to k:ﬁi

Wormholes | \
There are 2 Wormholes | ) ,-"I

o create & connection e
between the Alpha and
Eeta quadrants.

Tribbles &

Manhunt Markers |7

There are 50 Tribbles and 5 Manhunit
Markers to be used = conjunchbion
wih certan G-Yent Cards. B

Location Cards | e
are usad for inital | ’ 1
sef-up and will be

Alien Lifeforms
These are neutral unids. They
will not attack, but you can
enpape them

D’s Duests —
Objectives to be completed in order
to eam wictony: u

- -
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Eame Missions

Mission 1: Exploration swatng o pgea
Introduciony version of RISKY; Star Trek S0 Anniversary Editon.

Mission 2: The Final Frontier is=tygonpaxe B

Advanced version of RIZK®™ Sfar Trek 50% Annwversary Ediion including Captan’s Logs, Crew, ('s
Cuests and more,

Mission 1: Exploration e-s payers)

Mission 1: Exploration is designed as an miroduciony version of RISK®: Siar Trek 50* Anniversary Edition game play.
It is shorler and easier to leam, and recommended that you play this wersion until you are comforiable with the basic
rutes and mechanics of this RISK game. Oncs you have perfecied your strategies. O invites you to move on to the
more challenging Mission 22 The Final Frontier.

Ohject of the Game
The first player 1o conbred 25 focations wins
the game.

Set LUp

II Place the game board, dice and Lozation
Card deck in the middle of the table.

Zach player chooses 3 Capiain. Take the plastic pieces
E associgted with that Capiain, but for this game you can
leawe the Captain's Log and Crew Cards in the box

3 Faoll a die to see who will gz first. Play will continue clockwise. In addition to going frst, the highest roller
will place cne end of the wormbcle in the Alpha Cuadrant. The lowest roller will place the other end of the
wormiale in the Bels Quadrant.

3 PLAYER GAME 4 PLAYER GAME 5 PLAYER GAME
Alien Lifeforms . 1E| Lcra:a'mnﬂards . ?.4 -LDII:IE-I.:‘.il:II'I-':-:EIFdE- 2 i._u-.zatm C.E.I"LTE
(32 Units) {28 Unds) (24 Uniits)
1= Player 10 Units 8 Units 8 Liniis
274 Player ' 11 Units ' 10 Unas 10 Uniits
3 Player ' 12 Units 10 Unis 10 Units
4 Player ' 12 Unis 12 Units
5 Player 12 Units
‘Wots: i you are ..T-'i_'--nw_-'- with hwo players. see the addfional 2-player instruslions on u-u.-— %

Risk




Shuffie the Location Deck. Fiip the top cands of the deck based on the chart on papge 6. Put two Alien Lifeforms on
2ach of the locatons revealed. Shuffle 3% revea’sd cards back into the Location Deck.

- riL

In turn oroer, each player will pface 30 of ther allocated ships on 3 smge uninhabited location.
Flayers w' be 35 to expand from there. At the sta of the game, some ‘ooations will be unocoupied

Game Play Overview
Om your turn, you will fake the fofiowing four actons:

1. REINFORCE by deploying additional armies to bolster your Fleet {p. 7-8).
2. EXPAND AND INVADE opposing andlor reutral locations (p. 5-10).
3. MANELVER your ships (p. 10}

4. DRAW a Location Card, # eSghbée (p. 11).

REINFORCEMENT

A1 the stami of your turn, you wl deploy additional ships {o reinforce your lecaticns. The number of ships you can
gepioy s getermned as follows;

COUNT UP THE LOCATIONS YOU CONTROL DETERMIMNE IF YOL HAVE ANY SECTOR
AND DIVIDE THAT NUMBER BY 3. BONUSES.

e I you contral every location in & secton, you eam
For examgple, i you control 10 locations, you dvide 10 by the sector bonus indicated on the map as agdiional
3 1o get 3 units 1o degioy unifs.
For example, if you contral ail 4 locations that

comprse the Serengi Alliance. you gt 2 bonus
unifs.

Moge: You ALWAY'S gain af isast 3 umits each tum, so
if this number is less than 3 {such as at the =lart of the
game], round up 1o 2 units.




TRADE IN LOCATION CARDS FOR
BONUS SHIPS.

Howw wou gef Location Cards s explained in the Lozation Cards section on page 11. Location Cards have 1 or 2
stars on them if you have cards containing a total of 2 or more stars you may choose 10 tum in same or 38 of them
to deploy more units, The number of stars determines how many units you get. You may furn a maxzimum of 10
stars in any cne tum. Refer to the Reinforcements chart on the game board to see how many units you get for a
set of cards. Add these units to your reinforcements pile from steps 1 and 2

II-- _-#1 II| |I -:_:_‘--T

R |I { Hm " I|
m Il .- I| |II . ll
02 + 2 02 -B | @ v ()
03 4 > Dy @ n .
04 4 3 07 @B Qs ) )
05 + »o 1) -l - | W
0 + > 13 B i
07 + 35 1] <l + + “

| L

08 + o 71 -l
09 + o 25 4B

10+ 0 30 ‘-l‘-

Example: i you have 2 cards containing a total of 3 stars at the start of your tum, then furning in both cards will
give you 4 reinforcement units.

H OEPLDY SHIPS

After todaling up reinforcernent units to deploy for your turn, place ALL of therm into lecations you condrol. You

can choose o deploy 3ll ships onto cne location or spread them cut across multiple lacations you already
control,

HNote: On your first tum, your reinforcements must ail be deployed with your initial feer of ships.

| == 8 UNITS READY FOR DEPLOYMENT
' ’ (Calcufated from steps 1-3)

EXPAND AND INVADE

This is the main part of your turn, where you decide where to expand and whom to attack in order to gain

control of more locations. Expanding into and Invading other locations is optional; you do not have to do
this each time.

¥ow may mowve any nurmber of your ships into any adjacent, unocoupied lbeaton. You can continue 1o expand
from thers to other adjacent kacations, but you must always leave al l2ast one unit Behind on each successive
ooaton. If you want fo expand onte & location confrolied by an opponent’s fiset or Alien Lifeforms, you miust
declare an Invasion. You may declare multiple inwvasions during your fum, but each invasion can only come from

one of your locations af 3 time. Deciding to invade is always optional, so you can choose if and when to invade
e3ch turn.

B Risk




TO INVADE AN DPPOSING LOCATION:

'Enl:lEt:laremhvmhn,mammmmmmimhandmmhﬁﬁm
you seek to control. The two locations involved must be connected to each other by a shared border,
connestion ine. or wormbale, Your nvading focation must have at least 2 units &= it

Nore: Once you have expanded info 3 losabon, you can never lesve 1 unoccumisd. A legst 1 und must
Sivays remain behind in order fo refain confrod. Al oiber imils may be used fo invads new locabons.

Cince you have declared an invasion, decids
how many ships in your invading location

wou will commit to the engagement. For each
engagement. 1, 2, ar 3 ships may aitack [even
if you have more), and you will roll a die for

The defending player then choosas how many
ships t commit.in defense. They may choose
to engage either 1 or 2 ships, even i there ame
mare in the defending termronty, and will rall
die for each defending ship.

After the dice have been roiled, you and the
defending player must pair up the attack and
defense dice in order frorm from hiphest o
lomest, and compare the pairs.

. Fiheattackdieshigherhanthegsfznzede.
remowe one defending ship from the baitle
and return it to the reserves.

. Ifthe defensedieishigherthanoregualio
the attack die, remove one attacking army
from the battle and return if to the reserves
{defender wins figs).

Continue by comparing the second highest
pair of die, again with the koser rermoving 1 ship
from the board. |f there is no die to par up with
and cormpare, meaning you rolled more dice

than your cpponent, simply ignore thoss exira
dice (with the lowest numbers),

¢
=y @
2
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AR EXAMPLE
CHOEAT VY DeCioR T B iTdade & ooy conroied Oy Capmi
Blrard wein frrms mf e snles 1c s i 3 LS e
Cagtate Poand aeorges o gedend N aocaiios W heo ankss
M2 § o 3 Defeype . dins
. Enrar

L i

‘Chin'Tokn

Scenario:

Caprialn Wik {7 Ships) on Bajor decares an mession o e
Caplain Prard-ooooplsd oisnel Chls' Toka, Blrb commie 5 unts
lo he Sest engagerieryd, whie Ploard aniy has 2 shlos o defend
e nralon

Capialn K pol s 3 gic:, on® for sach alsckieg ship, soiing

5 dand 1 Caniain Picard rofs 2 dlce o defend. rolfing 'S and

d; Comparing highest de rofs for- sech Tide; Capiain Kk's

£ ineals Capta'n Plcard's £, 50 Ficasd remoser 1 ship: Then

ompsrng ssoord Righest mois both gldes rolied & £, Caplain

Picand a5 i defender wins Be5 and Caplain S remcyes

1 snip. The Fkd alisch die 5 rol psea, snos thece 5 0o
defending Gl= b compars.

TR TREK g
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EXPAND AND INVADE [(Continued)

If the defenasr siill has ships on the locaton
=g invaded, the aitacker may contnue the
current invasion from the same locaton by
cammitting mare ships to that batte, but can
a%ways chooss to end an invasion after the
first engagement and declare another
mwazion elsewhere.

Ear:d

Conquering a Territory:

Ui Castin Hik B v s e o s
1 meare wlvge, ared dabeity S o of Capists
Fgmnd s atig or Chis T, &8 3 alaciisg
<1 ek s ﬁ:l‘nhp:hl’.ﬁ\.ll'?hl ik
SadiE T heve 2 e s BT hiE Tk S
ik S aPasvay, (murdireg U ahp bt ain
Haps

When the last defending ship is defeated n
an inuasion, you have conguersd the
ocaton. Mowve the remaining sitacking
ships commidted to the final engagement
onio the defending focaton. You may a'so
mowe in 3dditional ships from the invading
ocation. Sooeven though you can only ;
aitack with 2 units a1 3 tme, you may movs /
sddtienal units into the same locabion.

Remember that wou must always leave 1 ship

behind on the location that aitzcked, 3s no

territory may ever be f=ft unocoupied.

REMEMBER, you can declare a5 many invasions as you like on your tumn, provided you hawve the ships
available. Also, you £an wage as many engagaments 35 you Bke dunng each invasion, or can stop afer fest one
mmrtﬂ:&dmm:smmﬁu play it =afe, or risk i all in the name of exploration’

if you manage to remove all of another player’s ships from the map, that player is eliminated from the game.
You cofisct that player's Location Cards.

Maneuver

Cince you have decided that you are done expanding and invading, you may make one maneuver to reinforce

a location you control. To make 3 mansuver, [3%e 35 many shios 35 you like from cne location you contrz! and
rmowve thern to one other connected location. Remember: you must leave at least 1 unit on the first location, and
locations are connected if you conirol all the locations in between the two. You cannot manewver through locations
contrelied by other players or lifeforms. This is not considered an abiack, just 3 way to reinforce a strategic or
wulnerable position

TEik ALLISRCE:
I]II-_'I-..-I

SCenario:
&)t wod of B fein Cegfan Kik sacb b oy e
i Rk ShEToke. e can ke 2 Fhibe o Yuzin
il et s P P Tiel wod it Cinai Tobs
SiSE S CoiiorE Wl of 1S WO Cebo s ared e ae
s S ]

Risk




Location Cards

Locaton Cands are an mmportanst and garme-changing part of RISK® Siar Trek S0th Annwersany Eddion stategy. If you
suzcessfuty Invaded and Conguered 3 fi=ast one coposing focaton during your tum, you draw the top cand from
the Location Card deck. You can onfy draw one card, regardiess of how many locations you conguered.

NOTE: You may nof fake 3 Location Cand i you only expanded info unoccupied focgbhons an pour fum,

Location Cands may be fraded in at the siart of your turm to gain bonus ships to deploy (Deployment p. 8). Each
card has esther one or two star symbels on £ When you trade in Location Cards, simply discard them face-upfo a

separate pile Deside the deck. Cards can be redeemed af the star of your tum for bomnus ships based on the chan
below and on the game boand.

CERRT

02 + »> (2 -
03 4 335 O4 R
0% + 20 07 4R

05 + o 1) 4
0 + 235 13 4R
07 4 » 11 -0
] 05 + 200 7 4R
013 + > 25 A
7 10 + 02 31 4

[ pa—— oo R

Winning

The first player to controd 25 locations on the map wins the game. For a longer or shorter game, adjust the number of
ications reguired bo winu

STRR TREK 3,

n




Mission 2: The Final Frontier iz-s piagersi

Mission 2 is an advanced version of Risk®: Sfar Trek 50th Anniversany Edition. In this gams, & has assemibied the
Captans on the holodeck = an epic showdown 1o see who is the greatest commander in all of Starfesl Sach player
will assemble an away team to aid hs Captan in viciony

Obhject of the Game
The first player 1o comglete 3 of O's Quests wns the game. (See Winning page 15)

St LUp
Each player rolis a die, highest roller pets first choice of Captam. In descending onger, sach other player ooes

1 the same. Note: Ve recommend thail you chooss your Caplain and then sea! pourseles around the 2ble in fim
armer based on the air date of the frst episods of the TV Senes in adich they siamsd

Each player takes the Captain's Log, Crew cards, and ships associated with their Captain. Players may choose
E £ of their § Crew Mernbers to bring on their away team. Place your £ cards face-up on your Captan's Log and
return fhe other 2 cards o the box,

Ty

. 8

-

3 Player Game 4 Player Game 3 Player Game Euﬂarnmm:.:d

o e L 14 L-;DEF.I?EIE;::;EME 13 Lfﬁ&%EME +22:-D|3-:1-‘I|‘?_=.T5
cﬁfﬁﬁf{rﬁ 1 Unite | 8 Units | 8 Units 300
r:f::a'::,“}fl;m 1 Units 10 Units 10 Units 400
I::;tgiluiij;ifs.;m tZlUnis 10 Units 10 Units 400
['..a]:lltiﬁjzi:;-;ly | 12 Units | 12 Undts A00
Eaﬁp;;laﬁgl:ler 12 Linits 500

*‘Note: If you are playing with two players. see the addiional 2-player instructions on gage 16

Shuffle the Location cards and flip owver cards from the deck based onthe chart above. Place 2 Aben Lifeforms
3 cn each of the locations revealed. Reshufle the revealed cards back into the deck.

Zach player rolls a die, the highest roller places cne end of the wormmho's in the Alpha Cuadrant and the lowsst
lI rofler places the other end in the Bela Quadrant.

12 Risk




E Shuffle the &'s Quests and randomly pick & to be active on the game board. Put the other O's Cuests in a pile
nearby.

E Shuffle the Q-Vent cards and place them on the gams board. Place all remaining componenis to the side of the

hoard. These will be used to rescive certain G-Vent cards.

T I twrm order, sach player will place 30 of ther allocated ships on 3 s uninhabited locstion. Playsrs will be

able 1o expand from thare,

Game Play Overview
O your tum, you will fake the foliowing five actions:

1. RESOLVE the topmost 0-Vent card (Resolve p. 13).
2. REINFORCE with additons! ships (Reinforcement p. 14).

4. MAMNEUVER your ships (Mansover p. 15]).

3. EXPAND AND INVADE opposing locations (Expand and Invade p. 14-15).

5. DRAW A LOCATION CARD DR O'S DUEST i efgibie (Location Cards and &'s Quests p. 15).

Resolve

Wanting the Caplain's to expand and engage guickly, G has sef up a few
events for the Captans to react o, Beginning with round 2 {all players
have one round o expand), read the toprnost Q-Vent card alowd at the
start of each player’s twrn. Most of the cards will relate only to the active
piayer, but some will effzct the entraly of the board. Once a card has
been rescived, discard it

Zome d-Vent cards may require some elaboration. Refer to pages
17-18 of the rules for more information on how to resobee those cards—
noluding sxampies of how to deal with Tribbles.

Tha Troubla With Tribblos

=it 22 = Ep Lo qmiice
:i:'-hl'-l':-ll. i BT
=iz erd g e o
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Reinforcement

Deployment for Mission 2; The Final Frontier works. Bke # doss m Missaon 1, wth the agdiion of collecting Commnand
Credits o use.

II Count up the number of iocations and starbases you ' ,-"h WA

controd and dvide that nurmser by 3, rounding down. 13 _.-" fi’ﬁ'
Collect that many ships and that numssr tmes 100 = - N Lol |
Command Credits. For example, if you condrol 10 locstions LEGATIRNG | ]:‘]& ||Em|
and 3 Siarbases [iotafng 13), you wil get £ ships and 400 s f
Command Credits.

E Dietermine f you hawve any secior bonuses. If you e X
contred every iocabion in 2 sector, you 2am the ]
secior bonus on the map as additional ships and ! ,"T'-_@ \ ﬁ"
Command Credits, For example, if you control 27 4 : oL e o
inzations that comiprise the Fereng Afance, you get 1
2 bonus ships and 200 extra Command Cradis. ! SF 7

Trade in & set of Location Cards for bonus £‘=_l s
3 ships. You may not collect Command Ty
Zredits for redesming cards.

After totaling up reinforcernent ships for wour turn;, you must deploy AL ships into locations you contrel. You can
chioose to deploy all ships into ene location, or spread them out across madiple ones, Command Cradits are aodsd
1o your Captain's Log fo be used to cormmand your Crew 3t any time. You may save up your Command Credits, and
do not have o use them all an each tum

Crevw Member Cards

Each Captan can have fouwr Crew Members on ther

away tzam. Each Crewman has a special ability, e __..#"#

ulilizabie once per round, based on ther position . !

m Starfleet (for example, all First Officer's wt give ! t
b

a +1 1o the highest Attack Die for the duration of an
Iréasion).

To command a Crew memiber and uiilize ther ability, you
miust turn . the required number of Command Credits 1
shown on the cand. Then you can resclve the ability,

ana st fifp thad character over. This denotes that the
ab@y has been used for the round. At the start of your
next tum (before resolfving the S-Yent and depioying
renforcements], g all Crew Mambers face-up again,
ready 1o be commanded for the next round,

Expand and Invade

Expansion and Engagemeant in Misson 2 works simfarly o Mission 1 (pages 7-8). You may expand onto empty
lzcations by moving 3 ship thers from an adjacent focabion. Or wou may mwade 3 location controfed by another
Captain or Alen Lifsform in an engagement iz iy and conquer one of their locations next o a location you confrol,
You may deciare muttiple mvasions during your twen, but each invasion can only come from one of your locations at a
feme.

I you manage 1o remove all of ancther player's ships from the map, that player is eiminated from the game. You

cofect that player's Location cards and Command Credits, but you do not get their completed C's Quests. These are
returned to the O's Quest resenes.

Risk




Crossing the

Neutral Fone

To simulate the siealth needed 1o
cross from Federation to Romulan
Airspace and vice versa, players can
only invade wih 2 maximumi of 2 ships
across The Meutral Zone instead of

3 ships. This means that a playeris
only able to rofl 2 dice mstead of 3
dice, one die per ship engaged o the
cordlict.

Scenario:
Caaplan Janeway on Soan [ ships) aants
b Inwmde baotrits coniroded by Capten Kok
{2 shipsi Ehe canorty oommt 2-EShire

o e onfict even fough she kas mone,
=xing I Afack de. Capfaly KEFE can defend
whin Z Snips and also rods 1 dic=, ples he
il wing 21 tes. Jareway rofs & S an 4,
wetrie Bk robs & 5 ard d, 50 Janewy i05es
2 sHips. Al s point 5t cap choose o
conbree the abiack with I mose ships or cal
off the mngagemeenl.

Maneuver
Az i Mession 1, once you have decaded that

you are done engagng, you may make ons maneuver to reinforce a key
strategic posdion. Some Craw Cards may slow you iomaks an exira mansuver or mansuver through opponents’
ocations.

Location Cards and O's Duests

As i Messaon 1, if you succsssfully invadsd and conguered a1 bsast one opgosing fecation, you may draw the top
card from the Location deck. Locaton Cards may be fraded = during your Reinforcement phase o gain bonus

ships to deploy.

Howewver, if you have completza one of O's Quests you may claim it a2 the end of your tum instead of taking a
Lozation Card. You may only take one Q's Suwest per tum. regardless of how many you guaty for

@ S

-

]

For example: Capiain Janeway conircls all of the locations
in the Cardaszsian Unign and none @ the Breen Confederacy.
If a1 the end of her tum she has successiully Invaded and
conguered all 4 locations in the Breen Confederacy, she
qualifies for 2 different G's Quests: "Contrel 2 Sectors” and

m . ;'—-— "Conguer an enfire sector in one tum”. Because she is only
3 BadE F allowed to take one of O's Quests per urn, she chooses
2 ALappr—— fi! s e to take the "Cenguer sn entire sector in one twm” Cuest.
S E - because she may stll be able to claim the cther cne on her
/:'f - —— next wm. She doss not get a Location Card also.
e——f & 7
B’ LN I AN AT T
S N il S| WA i
4 sz B ] e g .\_..‘_ g £t

Winning

Cince one of Qs Juwests has been dlamed, placs a new
Quest on the board:

The gams ends as soon as one player complates 3 of O's Quests.

STRR TREK 3 15
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ADDITIONAL 2 PLAYER RULES
Mission 1: Exploration (2 player variant)

Setup

1 Place the two wormtholes on Ferenginar in the Ferengi Alliance and Marendra [l in the Klingon Empire.

E Flip the top 15 Location Cards, putting 2 Alien Lifeforms on each of those lecatons. Shuffle 30 reveaied

cards back into the Location Deck.

3 Each Player starts with 14 units. The higher rofer chooses whether to place sl his ships on a location in

the Alpha or Beta Cuadrant. The lower roder must choose a location in the other Cluadrant.

Game Play Overview
Cin your turm, you we t3ke the same 4 actons a5 in the 3-5 player pame:

1. REINHOREE by deploying addifional ships to bolster your Fleet |Resforcement p. 7-81
2. EXPAND AND INVADE to control more locabons (Expand and Invade pe 2-100
3. MANELVER your units (Maneuwer p. 10).
4. ORAW A LOCATION CARD 7 efighis (Location Cards p. 111
Winning

The game ends when one Captan has elimnaied the ather.

Mission 2: The Final Frontier [2 player variant)
Setup

Begin by setling up the game with steps 1-3 above.

cach Captain will need his Captain’'s Log and Crew members. Afier Pl il
"I choosing 4 crew mermbers_ return the other 2 to the box.

Siort through the Q-Vent cards and find the ones with the | symbod in

E thie lower right corner. These will be used in the two player game. All
others can be returned o the box, Shuffe the deck and place 7 next
to the game beard.

Each Player starts with 12 ships and 500 Command Credits. The higher roller 1
E chooses whether to place all his ships on a location i the Alpha or Beta ti=ganl |

Juadrant. The lower roller must choose a location in the other Guadrant, srmedll

Game Play Overview
O oyour tum, you will iake the same 5 acticns as in the 3-5 player game:
1. RERDLVE the topmost O-Vent Card (Resolve p. 13-141
2. REINFORLE with additional ships {Reinforcement p. 14
3. EXPAND AND ENGARE o control more locations {Expand and Engage p. 14-150.
4. MANELVER your ships (Mansuver p. 15

5. DRAW A LOCATION CARD OR CLAIM A O™S DUEST i eligible {Locations and O's
Cluesis p. 151

Winning

Toowin you wil need o complste 4 of G's Quesis or efminate the other playsr,

Risk




O-VENT CARD EXPANDED DESCRIPTIONS

“Hefore and After”

Al the start of your tum you will deploy ships and may make a manewver, &1 the end of your tum, you
may add 2 rmore ships and still make a manauver.

“Hooby Trap™
This appfies only to the active player, not everyone.

=], Borg™
If ot are the player who has to sacrifice one of your crasw, it is now impossists for you to cofiect e
C's Cuest “Use the powers of all your crew members in one round.” because you are shor a crew
mermber

“ln a Mirror. Darkiy™
Whean resclving dice rolls, ook at the lowest 2 dice rofled by each player and compare waiues, The
icwest value wins. Then match the 2 dice with the next highest values and resclve them All ties gofo
the defender. NOTE: Crew member bonuses can negatively affect the outcome of an engagement.
For instance; if you use your First Officer for @ +1 o your aitack dice, it will still give a +1 not 3 -1.
“Manhunt™

Manhunt rarkers cannot be collected from locations you already confral. They can be collected if
yiou expand onlc or successhully invade a location. Leavs the markers on the board at the end of
your tum, they are now awailable for other players to try and cofiect.

“Operation: Annihilate!™
Because the Alien Lifeforms are atfacking, they moll 2 dice. Each defending player rofs up to 2 dice,
and will win all ties.

“Return to Tomorrow"™
“fou do not need 1o {ake any ships off of the board. This is an opportunity to re-deploy ships that
could betier help you m a new location. If you choose fo remiove ships, you may nof fake the Sst ship
from a location.

“The Cloud™
The affected plamats are: Amileth Prime, Argus X, Bolarus X Cardassia, Condan, Minos Corea, and
Soukara The Etnap Nebula in Klingon space acts 35 3 border 1o those planets’ space

“That Which Survives"

A defender is successful and gets 2 ships, sven if you choose to contines invading the same locabon
from a diffierent location.

“To the Death”
This is the coly fime you are allowed to commit the st ship on a kocation to an Invasion.

“Tomaorrow is Yesterday™
Riafer io the chart to see how many reinforcements you are entiled 1o,

3Players | 4 Players 5 Players
1 - Captain Kirk ' 5 Units ' 4 Units 4 Units
| 2 - Captain Picard & Units ' 5 Units 5 Units
3 - Captain Sisko & Units 5 Units & Units
4 - Captain Janeway | i ' B Units & Units
5 - Captain Archer | ' & Unis

STRR TREK 3, 1




“The Trouble with Tribbles™ and “Trials and Tribble-ations™

Once the Tribbles are infroduced, at the stant of each successive player's turn add 1 Tribble to the
location. Note: Trﬂﬂrleamnheamcﬂadﬂmanfumerﬂﬁm Lifefarm.

lif you add the 10* Tribble to' a location on your tum, miowe 1 Tribble from the ceerrun location onto
each surrcunding location {including other locations with Tribbles, Alien Lifeforms and unocouped
locations| working clockwise. If there are ships er Alien Lifeforms on the invaged location, the Tribble
will attack, roling one die, Players can defend with up fo two dice.

More: If you ever run out of Tribbles in the reserves, O and the Tribbhes win and ail players lose.

FOR EXAMPE: If there are B Tribbles cn Cordan at the end of the previous players tum,
you will place the 10F Trohie, causing them 1o overmun. Imrmediately move 1 Tribkle onto
sl surrounding locaticns: Andoria, Archanis, Boreth, Planet O, Betazed, and Trill, leaving 4
Tribbles on Coridan. Resohe all conflicts in order.

Alyrmi D

Captain Janeway has 3 ships on Trill o0 she can defend against the Tribbles with 2 defense
die while the Trbble can only moll 1 atack die. Janeway roils a 3 and 1, while the Tribble rolls
3 5. Janeway removes one ship and the Tokble continues 1o atack the remaining 2 ships
on Trll. Thes dires Jansway rells a € and the Triooe rolls a 4, 52 the Triob's is defzsied and
retumed to the reserves

There are no ships or Alien Lifeforms an Andena. so the Trkkle remains and the Tribble
population will continue o grow

Captain Archer has 1 ship on Archanis. Archer and the Tribble both roll 3 5 since he is
aefending. Archer wins the engagement and returns the Tribble 1o the reserves.,

continue uniil all conflicis are resolved.

“¥ear of Hell” .
All locations in the determined sector lose one unit, moluding locatons conbrofed by Alen Lifsforms
and Tribbles.

18 Risk
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