CONTENTS

> 1 game board
> 6 astrolabes (assembly required)
> 6 Player’s Base Starship cards
> 34 Near Space cards
(30 Starships and 4 Events)
> 34 Deep Space cards
(28 Starships and 6 Events)
> 18 Trophy cards
> 24 Improvement cards
(15 Equipment and 9 Support)
> 16 Game Help cards
> 72 Galactic Credits tokens
- > 2 battle dice
< (1 orange and 1 gray)
7 ' > 6 Metal Faktor red dice
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ILLUSTRATIONS: EAMILLE DURAND-KRIEGEL, REMTON, DIMITRI BIELAK, ERVIN

In an infinite galaxy, the Empire of Sol and the Galactic Empire are engaged in a merciless war.
Raiders of the Barrens threaten the weakest planets and the OCG imposes its monopoly on trade.
Faced with this madness, valiant men and woman have decided to take destiny into their own
hands. They have chosen a dangerous life, but one filled with freedom and adventure.

They are called the Space Pirates!

>> PREPARING THE IMPROVEMENT CARD DECK

@ Place the Improvement cards in a face-down pile which is
then placed on the OCG Trading Post. Turn the top four
cards face-up in the spaces provided.

I OF THE GAME.

Become the most famous pirate with the most Glory points

at the end of the game. = BANK

@ Place remaining Credits on the Bank.
= STARTING >> FIRST PLAYER AND TURN ORDER
" THE GAM

. The first player is determined randomly.
s s . Thereafter and during the remainder of the game, each

> EACH PLAYER RECEIVES player plays his turn in a clockwise turn order.

@ 1 Astrolabe (with the four values set to Power 8,
Damage 0, Glory 0 and Judgment of Pirates 0).

9 1 Game Help card and 1 randomly selected Player’s
Base Starship card.

© 1 Metal Faktor die placed on its blank face.

@ 2 Trophy cards selected from three randomly
drawn, the third one is put under the Trophy
deck.

® 3¢ (Galactic Credits).

>> PREPARING THE SPACE DECK

@ There are two types of Space card: blue-backed
ones and red-backed ones.
2 Shuffle the blue-backed cards.
© Shuffle the red-backed cards.
© Place the blue-backed cards on top of the
red-backed cards to form a single draw pile.

>> PREPARING THE TROPHY CARD DECK

@ Shuffle the Trophy cards to form a deck, which should
be placed on Exxalia.
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DESCRIPTION OF
GAME ELEMENTS
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) PLAYER'S ASTROLABE

The Astrolabe includes 4 wheels:
Power, Damage, Glory and Judgment
of Pirates.

== \WHEEL 1 - POWER

2 Main Power: This Power Wheel indi-
cates the player's main power. At the
beginning of the game, it should be set to
8. It can be increased through the use of
Improvement cards (Equipment). When a
player gains or loses Equipment, he must
adjust his Power Wheel accordingly.

2 Support Power: Beneath the main power, there is Support
Power. When a player helps another player during a battle
(against a Starship or during a challenge), he adds his
support power, not his main power.

>> WHEEL 2 - DAMAGE

When a player suffers Damage (in Battle, following an Event or
a Support card), he turns his Damage Wheel one notch, which
reduces his power by one.

Immunity: A player cannot suffer more than 4 Dam-
If he reaches 4, he continues to play and is
immune to further damage.

| When a Player’s Starship is repaired, the Damage Wheel is
turned in the other direction.

Wheel 1:
Power

mumm Wheel 3:
Glory

Wheel 2: Wheel 4: Judgment
Damage of Pirates

>> WHEEL 3 - GLORY

The Glory Wheel shows the player’s current Glory score. It is
adjusted when a player wins Glory (through a Trophy, a Chal-
lenge, the Extravagant Expenditure action, etc.).

>> WHEEL 4 - JUDGMENT OF PIRATES

When a player suffers the Judgment of Pirates, he turns this B8

wheel one notch, which also lowers his Glory by one.

Infamy: A player cannot have more than 4 Judgment of
Pirates points. As long as a player has 4 Judgment of
Pirates points he can’t ally with another player, provide
assistance or receive the assistance of an external ally.

When 1 point of Judgment is canceled (Amnesty), the player
turns his Judgment of Pirates Wheel in the opposite direction.

The game has several specific locations:

Space to the far left, the OCG Trading Post to the far right, Havana (the planet of pirates), and three other planets:

Exxalia, Bazaar, and Karokum.

@ Pirates’ Pot
@ Space deck
® Space cards
@ Havana

Treasure of Exxalia (%)
Actions of Exxalia
Trophy Card deck

Improvement Card deck
Actions on OCG Trading Post
Improvement cards

@ Treasure of Karokum (¢)
@ Actions of Karokum
® Starship Discard pile

Treasure of Bazaar (¢)
Actions of Bazaar
Support Card discard pile
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== STARSHIP CARDS

Starship’s
power (6 to 20)

A 4

[ Rewards: According to the Starships: ]

Credits, Glory points, Support card ...

Damage inflicted
by Starship (1 to 3)

-—

The Starship cards contain the following information: If a Pirate Hunter card is

2 Pirate Hunter Cards: Pirate Hunter cards
are recognized by their red background.

not chosen for Battle, it
is returned to the Space

. B

Nation of the Starship: 0| deck (see page 4). It is

not possible to betray
during a battle against a Pirate Hunter
card (see page 4).

Solar Imperial

== EVENT CARDS

The effects of these cards are
arrens 0CG ) applied to all players as soon as

they are drawn (see page 6).
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Trophy cards allow players to earn Glory
points and, sometimes, Credits.

Each player's Trophy cards are revealed
only when the player meets its condition.
The trophy is then placed at the bottom
of the Trophy Cards deck on Exxalia and
may become available again later during
the game.

A player starts with two Trophy cards in his
hand. He may acquire extra ones on the
planet Exxalia or through an exchange with
other players (see page 5).

Trophy cards at any point during their turn

or during the turn of another player.

Glory However, a player can only reveal ONE

points to Trophy card PER PLAYER TURN, wheth-

- earn er it is his own or the turn of another
player.

Important: If a trophy’s condition is lost

to earn during an action (for example: Possession

A player cannot have more than 2 Tro-
phy cards in his hand during the game.
A player can reveal completed trophy

Condition to
validate the

of an object of a certain power that is
plundered), it is not possible to validate
this trophy “just before” the loss occurs.

@ MPROVEMENT EARES °
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Support cards are single-use.
When used, the player applies
the card’s effect and then puts
the card into the discard pile on
the planet Bazaar.

Until used, a Support card is kept
in front of the player. A player can
always discard a support card,
which is then put in the discard
pile on the planet Bazaar.

When a player aquires an Improve
ment card he has to pay a number
of credits equal to the equipment’s
cost to the action’s Planet treasure.

There are two types of Improvement cards: Equipment and Support. These cards are kept face-
up in front of the player. A player can never have more than 4 Improvement cards in front of him.

== SUPPORT CARDS
cost

Type:
Tool,

== EQUIPMENT CARDS | o Sebon.
Each Equipment card has a Power score.
As long as a player posesses this card,
he adds this Power Score to the total
value of his Main Power (turning the
Power Wheel accordingly).

Some cards also grant a special effect.

All Equipment cards effects are cumula-
tive with no restrictions.

Equipment cards are permanent. A play-
er can always discard an Equipment card
freely, which is then put on the bottom of
the OCG Trading Post deck.

Card’s special
effect (if any)
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