


ETTTPIRE OF THE 5THRY is a game of galactic conflict between opposing forces
stretched across the galaxy. Your empire begins from a single home world.
During the game, you will become Explorer, Steward, Merchant, Engineer,
Scientist, Warlord, and Regent. Each bestows a bonus privilege—but also
determines what happens next in the game for all players.

Using these roles, you will explore the galaxy and find planets to colonize,
gather and exchange resources, research and discover unique technologies,
build fleets of spaceships, engage in epic wars, and use your influence to
overthrow opponents and become Emperor!

The winner is the player who uses all of these roles to score colony tokens
and galaxy tokens. The one who scores the most will establish their empire
and rule the galaxy for millennia to come!
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Place the board on the
table. The board is made up of 10 sectors each
with 4 regions. Each region is a circle where an
exploration tile can be placed.

Separate the
technologies by cost: 1, 2 and 3. Shuffle them
by this cost and deal 3 cost 1 cards to each
player as their starting hand. Then create three
face down draw decks—one for each cost—and
flip over the top card of each deck to create
three face up discard piles.

Place a galaxy
token on each of the 8 far space locations on
the board. Place the remaining galaxy tokens in
a supply next to the board.

Place the 4 market tiles
resource side up, pushed to the right edge of
the market table. The order of the tiles does not
matter. Place the credit tokens in a supply next
to the board.

Set aside the 3
wormhole tiles and one 2-polymer tile per
player. Shuffle the remaining tiles into three
roughly equal stacks. Place 1 wormhole tile in
the middle of each stack and combine all three
stacks together into a single face down stack.
Flip over a number of tiles equal to the number
of players plus one to form a face up display.

If there are no planets in the display, remove
an empty space tile and place it on the bottom
of the stack and flip over a replacement tile.
Repeat as necessary until at least one planet is
in the display.
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EACH PLAYER GETS ONE Z-POLYMER TILE. THE 3 WORMHOLE
TILES ARE PLACED IN THE STARTING STACK OF TILES.

(

Each player
chooses a color, takes the corresponding
player board, 3 resource markers, home world
tile, 2-polymer tile, ship models (8 fighters,

4 cruisers, 2 dreadnoughts), colony tokens,
combat dial and a slotted throne. Make 8 stacks
of 2 colony tokens on your player board.
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CONSTRUCTING THE THRONES

CAREFULLY FOLD IN THE
ARMRESTS AND FOLD DOWN THE
SEAT ALONG THE SCORE LINES.

THEN SLOT THE SEAT INTO
THE ARMRESTS, SLOTTING
THE BACK OF THE SEAT INTO
THE TOP SLOT IN THE BACK
OF THE THRONE.

Shuffle the player
powers and deal 3 out to each player. Players
secretly choose one and put the others back in
the deck. After selecting, all players must reveal
their player power simultaneously and take
turns reading both sides out loud.

Starting with the
player with the lowest numbered power and
continuing to the highest, each takes a turn
placing their home world tile in any region and
1 fighter on this home world (unless otherwise
indicated by your power). Then place your
2-polymer tile adjacent to your home world tile.
It does not have to be in the same sector.

Your
player power indicates your starting resources
and credits. Each player marks up their
resources (polymers, metal, and energy) on
their resource track and collects their starting
credits from the supply. If you have a player
power that depends on opponents, wait until
everyone else has collected their resources.
Then starting with the lowest number player
power and continuing to the highest, collect
your resources.

. polymer ‘© metal (< energy -~ credit

Give the Chaos edict,
scepter and the Monolith to the player with the
highest numbered player power. Set the other
6 edict tiles off to the side. The starting player is
the Emperor.



In the center of the game board are 7 roles: EXPLORER,
STEWARD, MERCHANT, ENGINEER, SCIENTIST,
WARLORD, and REGENT. When chosen, a role grants
you a special privilege, and everyone takes a turn with
the role.

Add planets, asteroid fields, and wormholes
to regions in the galaxy (page 8).

Produce resources from colonized planets
(page 9).

Trade resources for credits and invest in
far space (page 10).

Build ships and deploy them to a starbase

(page 11).

Gain technologies that give a unique ability
(page N).

Move ships and engage in battle (page
12-14).

Influence planets, create starbases and
become Emperor (page 14-15).

To begin the first round, the starting player places the
Monolith on any role to select it. Each round after, the
player with the scepter must move the Monolith to
select a role. You can move it any number of spaces, but
must drop one credit on each role passed over. If you
have no credits, you can only move to a role adjacent to
the Monolith. After moving the Monolith, if your chosen
role has one or more credits on it, take all the credits.

MOVING THE MONOLITH PAST WARLORD MEANS YOU DROP
@ | CREDIT. LANDING ON MERCHANT MEANS YOU TAKE THE 2
CREDITS ON THAT ROLE.

In a round, each player takes a turn going clockwise
around the table. When all players have taken a turn
with the role, the scepter is given to the next player

on their left and a new round begins with that player
choosing a new role.

BOB CHOOSES MERCHANT AND AS A PRIVILEGE COLLECTS
g) CREDITS. THEN BOB, PAT, XIANG AND ELENOR ALL TAKE
TURNS BUYING AND SELLING RESOURCES.

BOB 8AYS “I'LL SELL 2 ENERGY FOR 3 CREDITS EACH".

PAT 8AYS, “I'LL SELL ALL MY POLYMERS

SES % FOR 1 CREDIT EACH SO THAT'S 5 CREDITS".

XIANG 8AYS, “I'M NOT BUYING OR SELLING".

\& é < ELENOR $AYS, “I'LL BUY | ENERGY FOR 3 CREDITS
_,,, ~ AND SELL | METAL FOR 2 CREDITS".
(SN
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Scoring tokens

Your player board begins the game with stacks of

your colony tokens. When placed on a planet or

far space location, a colony token represents your
expanding empire. However, you may also score tokens
with technologies, player powers or by destroying
opponent’s colonies. If ever a rule, technology or player
power says ‘score a token’, the token goes into the slot
of your throne—hidden from all players. If you ever run
out of colony tokens on your player board, you may
score a galaxy token instead. Your total score at the end
of the game is the total of all tokens on the game board
and in your throne. No one may examine tokens in a
throne during play!



Player powers

Each player has a unique power. There are two sides to
this power: core and surge. All players begin the game
with their power on the core side. This side can be used
each time anyone selects the role as specified on the
card. However, you are never compelled to use your
power—it is always optional.

Whenever a power says ‘before’ a role, it may be used
before anyone takes a turn with that role. Whenever it
says, ‘after’ a role, it may be used after everyone has
taken a turn with that role. And when it says ‘during’ a
role, it can be used any time during the role. If powers
ever conflict, the power with the lower number is
resolved first. If a power seems to contradict the rules,
follow what the card says. Much of the fun and strategy
of the game is using your power to your best advantage!

The surge side is much more powerful than the core
side. All players flip their power to the surge side after
EXPLORER when a new wormhole is placed in a region.
When you use your surge power, you must then flip the
power back to the core side. Usually this happens at the
end of the role in which the power is used. If you cannot
or do not want to use the surge side, you may instead

at any time flip it back to the core side. Since there are
only 3 wormholes in the game, you can use your surge
power at most 3 times—so be sure to use it wisely!
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AS A CORE POWER, DESPOT CAN DESTROY A SHIP OF EACH
OPPONENT. BUT THE SURGE SIDE LETS THEM DESTROY
COLONIES AND STARBASES!

The Emperor and ending the game

During the game, one player will be the Emperor and
bring order to the galaxy represented by an edict placed
in front of them to remind them how the game is scored
each round of the game. When the Emperor receives
the scepter, they must do the following before choosing
arole:

The Emperor calls all players
(including the Emperor) to score a colony token from
their player board. The token must be scored if
possible. Then the player who meets the condition
on the edict also scores 1 galaxy token. If two or more
players tie in this condition, no one scores the token.
The game begins with the Chaos edict which does not
score any galaxy tokens. Also, do not score the Chaos
edict before the first turn of the game!

The Emperor asks if any
player (including the Emperor) has no colony tokens left
on their player board or if there are no galaxy tokens left
in the supply. If so, the game immediately ends!

If the game ends, all players reveal and count their
tokens in their throne—each colony and galaxy token
scores 1 point. Then each adds their tokens on planets
and far space locations to this total—each colony token
scores 1 point and each starbase scores 2 points.
Tokens left on your player board are not counted
toward your final score!

The player with the highest total wins! If there is a tie,
the tied player with the most planets wins. If there is still
a tie, the Emperor determines the winner among the tied
players!




After all players have placed
tiles, refill the display—one exploration tile per player

plus one. If there are not enough tiles, fill the display as
much as possible. If there are no planets in the display,
remove an empty space tile and place it on the bottom
of the stack and flip over a replacement tile. Repeat as

Starting with the player who chose necessary until at least one planet is in the display.
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WITH 3 PLAYERS, PUT OUT H EXPLORER TILES.

During an EXPLORER round, players choose and place
exploration tiles—expanding the known galaxy for all.

EXPLORER, each player must choose a tile and place
it in any region. As a privilege, the player who chose
EXPLORER may immediately place a colony token on
the tile (assuming it has a planet) and claim ownership.
The last player places the 2 remaining tiles.

¥ When placed, the region cannot already have a tile.

3 If there are ships in the region, place them on top of
the tile.

If one or more
new wormholes were added to the galaxy, all players
flip their player power over to the surge side. It is
immediately available for use. If a power was already
surged, it is left surged.

.3 Empty space tiles, wormholes and asteroid fields
are placed like other exploration tiles, but cannot be
colonized.

3 If there are not enough tiles for all players, place as
many as are available. In this case, some players
may not get to place a tile.

3 If the last tile is placed or the galaxy is full, for the
remainder of the game EXPLORER has no effect.

A NEW WORMHOLE WAS PLACED IN A REGION. XIANG'S POWER
FLIPS OVER TO THE SURGE SIDE.

4 : 1 _ <@y = o
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BOB PLACES AN EMPTY SPACE TILE NEXT TO AN

Rz Al OPPONENT'S HOME PLANET, PLACING THE SPACE SHIPS
LM =X | THERE ON TOP OF THE EMPTY SPACE TILE.




As a final step, flip the chosen
ETEmHRD market tile over to show one or more credits. Next, all
credit tiles are pushed to the left edge of the market
table and all resource tiles are pushed to the right edge

of the market table. The revealed column of numbers
sets the value of resources during MERCHANT.

During a STEWARD round, players produce resources
from their planets. A planet is owned (colonized) by a
player if it has their colony token on it (it does not matter
which side of the colony token is showing). Produced
resources are marked up on their resource track and
can later be spent to buy ships and technologies, or
sold for credits. If there are no market tiles showing
resources, the STEWARD role has no effect!

As a privilege, the player
who chose STEWARD selects one of the resource tiles
and immediately collects one of each resource on that
tile, marking them on their resource track. The market
tile determines which type of resources are produced
from all colonized planets.

THE CHOSEN TILE IS FLIPPED, REVEALING 1 CREDIT. THEN
ALL CREDIT TILES ARE PUSHED TO THE LEFT AND ALL
RESOURCE TILES TO THE RIGHT. POLYMER IS NOW VALLED
AT 1, METAL IS 2 AND ENERGY IS 3.

XIANG CHOOSES THE MARKET TILE WITH POLYMER AND
ENERGY. HE MARKS UP | POLYMER AND | ENERGY. THEN
EVERYONE INCLUDING XIANG PRODUCE ONLY POLYMER AND
ENERGY RESOURCES FROM THEIR PLANETS.

All players may
simultaneously produce resources and mark them
on their player board. All colonized planets produce
the resources indicated on the planet—but only the
resources that match the chosen market tile. Any excess
resources that cannot be marked up are lost.

SINCE XIANG CHOSE ENERGY AND POLYMER, ELENOR
PRODUCES | ENERGY AND | POLYMER FROM HER HOME

PLANET, AND 2 POLYMER FROM HER OTHER PLANET. SHE
CANNOT PRODUCE THE METAL FROM HER HOME PLANET.




MERCAHNT

During a MERCHANT round, players can buy and sell
resources at the current market price. The price is
determined by the market table. Prices are high with few
market tiles chosen by STEWARD, but lower with many
tiles chosen—simulating the supply and demand of
resources in the galaxy.

As a privilege, the player who
chose MERCHANT gains credits from the supply equal
to those shown on all tiles on the credit market tiles.

PAT CHOSE MERCHANT AND THERE ARE 3 CREDITS ON THE
MARKET. PAT COLLECTS 3 CREDITS FROM THE SUPPLY.

Players may buy and
sell simultaneously. The value of resources is indicated
by the column not covered by a market tile. Sold
resources are deducted from your track and credits are
taken from the supply. Credits spent to buy are returned
to the supply and bought resources are added to your
track.

Far space represents
distant galaxies that can further expand your empire.
The player who chose MERCHANT invests first, then
others may invest in turn order.

3 You may invest in one or more of the 8 far space
locations. The cost ranges from 5 credits to as much
as 10 credits.

3 You may invest a maximum of two times on
your turn.

¥ Ifa galaxy token is on the location, pay the credits
indicated and score the galaxy token.

3 If there is no galaxy or colony token on the location,
pay the credits indicated and place 1 of your colony
tokens on it. This makes it worth 1 point.

¥ I your colony token is on the location, pay the
credits indicted and flip your colony over to a
starbase. This makes it worth 2 points.

¥ Only one token may be placed on a far space
location—once you own a far space location, no one
can take it from you.

ELENOR INVESTS TWICE: FIRST SPENDING # CREDITS TO
SCORE A GALAXY TOKEN FROM FAR SPACE AND THEN
SPENDING # MORE CREDITS TO PLACE HER COLONY TOKEN.

After all players have
finished investing, all market tiles are flipped to their
resource side and pushed to the right edge of the
market table. The order of the tiles does not matter.

MARKET TILES GO BACK ON THE MARKET TABLE, FLIPPED TO
SHOW RESOLIRCES AND PUSHED TO THE RIGHT. POLYMERS
ARE NOW VALLIED AT 1, METAL IS 3 AND ENERGY IS H.



ENLINEER

During an ENGINEER round, players build and deploy
space ships to their starbases. Keep in mind you can
only have 3 ships per region! You may change a colony
into a starbase during REGENT.

All players can build ships
simultaneously. As a privilege, the player who chose
ENGINEER may build 1 fighter for free if one is available
in their supply. If you have no ships in your supply, you
cannot build any ships.

Fighters cost 1 polymer and 1 metal.

() £

Cruisers cost 2 polymers, 2 metal
and 1 energy.

0 @

Deduct resources from your track. All built ships are
placed in your staging area on your player board.

Dreadnoughts cost 3
polymers, 3 metal and 2
energy.

Starting with the player who chose
ENGINEER, all ships in your staging area must be
deployed to one or more of your regions with a starbase
(you cannot deploy ships to a colony or to far space).
Your home world is always a starbase. Each region can
only hold 3 ships. After deployment, any ships still in
your staging area must be put back into your supply.

BOB BUILDS A CRUISER FOR 2 METAL, | ENERGY AND
2 POLYMERS. HE THEN DEPLOYS IT TO HIS STARBASE.

SUAENTIST

During a SCIENTIST round, players acquire technologies
that grant unique abilities. There are 3 types of
technology—Science & Culture which costs polymers,
Industry which costs metal, and Military which costs
energy. Once you buy a technology, you keep it for

the entire game. Like player powers, they are usually
used before, during or after a role. If a technology

ever contradicts the rules, the technology is correct.

If technolgies ever conflict, the player with the lower
player power resolves first.

Starting with the player who chose SCIENTIST, each
player does the following:

You may draw the top
card from any face down deck or face up discard pile
into your hand of technology cards. You do not have to
draw a card. You may keep your drawn cards hidden. If a
discard pile is empty, draw and display a new card.

You may buy one technology
from your hand of cards, paying the cost from your
resources. Place it face up in front of you—it is
immediately available for use.

As a privilege, the player who chose SCIENTIST pays

1 less resource for their technology. In addition, all
players pay 1 less resource for each owned technology
matching the type they are purchasing (to a minimum
cost of zero).

You may only hold
3 cards in your hand. Discard extra cards face up in the
discard pile matching their cost.
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SINCE BOB CHOSE SCIENTIST, HE WOULD PAY 1 POLYMER FOR SPY
NETWORK OR 2 ENERGY FOR INVADE. BUT SINCE HE PREVIOLISLY
BOUGHT A SCIENCE & CULTURE TECHNOLOGY, HE CAN BLY 8PY
NETWORK FOR FREE.



LIHRLORD

During a WARLORD round, players move their fleets
around the galaxy and fight opponents in an effort to
take over planets. As a privilege, the player who chose
WARLORD goes last. So turns begin with the player to
the left of that player. On your turn, you can move, battle,
and colonize as follows:

Move any or all of your ships, in any
order, but each ship may only move once.

¥ Ships move from one region to an adjacent region—
each counts as 1 movement. Fighters may move 4
regions, cruisers move 3, and dreadnoughts move
2. Colonies and starbases cannot move. You do not
have to move the full distance.

Ships can move into regions with no exploration tile.

* *

The maximum number of ships in a region is 3.

You can never stop on a region with 3 ships, but
you may move through it. Opponent’s ships do not
block movement.

You can never stop on an opponent’s home world.

* %

If your ship moves into an asteroid field, it is too
dangerous to move further. You must stop moving
the ship. However, you may continue movement
when WARLORD is chosen again.

3 You may move from a wormhole to any other region
in the galaxy as if it were adjacent to the wormhole.

BOB MOVES HIS 2 FIGHTERS INTO A SECTOR, AND THEN
HIS CRUISER INTO ANOTHER SECTOR.

ELENOR MOVES HER FIGHTER INTO AN ASTEROID FIELD /
AND MUST STOP. THEN SHE MOVES HER DREADNOLIGHT
OUT OF THE WORMHOLE TO ANOTHER REGION FAR AWAY. =

After you move your ships, you
may optionally start a battle in any sectors with your
ships, colonies or starbases—these are your “units”—
and an opponent’s units. On your turn, you may declare
battles in any order, but only once per sector—the battle
includes all 4 regions! You are the attacker and the
battle is resolved as follows:

A. DECLARE OPPONENT AND CALL FOR ALLIES
You must declare one opponent in the sector as the
defender. You may then call for allies.

i.  Announce which players you wish to have as allies.
Then the defender announces which players they
wish to have as allies.

ii. Starting with the player to the left of you and
continuing around the table, each accepts or
declines the invitation of either attacker or defender.
If they accept, they may move one or more ships
into the sector following normal movement rules.

¥ Before the battle begins, an ally must have at least
one unit in the sector (ship, colony, or starbase).

An ally’s technologies apply only to their units
unless otherwise stated on the technology.

XIANG DECLARES A BATTLE IN THE SECTOR. HE PICkS BOB AS
HIS OPPONENT AND ASK ELENOR TO ALLY WITH HIM. SHE [
ACCEPTS AND MOVES 2 FIGHTERS INTO THE SECTOR.



B. DETERMINE COMBAT STRENGTH Both attacker
and defender add up the strength of all their units and
their allied units in the sector. Your home planet always
has 1 starbase.

Each fighter =1

Each colony =1

Each starbase = 2

Each cruiser =3

Each dreadnought = 6

BOB HAS 3 FIGHTERS AND A COLONY IN THE SECTOR, SO
HIS COMBAT STRENGTH IS H. XIANG HAS 1 CRUISER AND
ELENOR'S 2 FIGHTERS, SO HIS COMBAT STRENGTH IS S.

C. SET BATTLE PLAN Using your combat dials, the
attacker and defender secretly distribute their respective
total combat strength among tactics, weapons, and
shields. Players reveal battle plans simultaneously.

THLTICS SHIELDS

BOB DIVIDES HIS 4 COMBAT STRENGTH, PUTTING 1 IN
TACTICS, Z IN WEAPONS, AND | IN SHIELDS.

SHIELDS

THLTICS

XIANG PLACES HIS 5 COMBAT STRENGTH INTO 3 TACTICS
AND 2 WEAPONS.

D. TACTICS WINNER MOVES SHIPS The player
with the higher tactics may move ships equal to the
difference in tactics values. Any ships in the battle
from either side can be moved according to normal
movement rules. The tactics winner and their allies
score 1 galaxy token each.

It can be advantageous to move ships from either side. If
you move your own ships out of the sector, they cannot
be hit in this battle (see Determine Hits below) and might
be used in a next battle! If you move enemy ships out of
a region, it may be easier to destroy a colony because
there is less protection!

MAY MOVE 2 SHIPS IN THE SECTOR. HE MOVES HIS CRUISER
ONTO BOB'S REGION AND MOVES BOB'S FIGHTER OFF THE
REGION. THIS MAKES BOB'S COLONY VULNERABLE. THEN
XIANG AND HIS ALLY ELENOR BOTH SCORE | GALAXY TOKEN.

E. DETERMINE HITS Both players compare their
weapons against their opponent’s shields. For each
weapon not deflected by a shield, the player of the firing
ships makes a hit, and decides which opposing unit in
the sector is destroyed. You may only hit units in the
sector! A fighter or colony is destroyed by 1 hit, cruisers
by 2 hits, and dreadnoughts by 3 hits. A starbase is
flipped to a colony by 1 hit or destroyed by 2 hits. Home
world starbases can never be destroyed. And you cannot
destroy an enemy colony if there are any enemy ships in
its region!

o -

XIANG HAS 2 WEAPONS AGAINST BOB'S 1 SHIELD. XIANG
APPLIES THE HIT TO BOB'S COLONY AND DESTROYS IT.
BOB HAS 2 WEAPONS AND XIANG HAS O SHIELDS. BOB
HITS AND DESTROYS BOTH OF ELENOR'S FIGHTERS.



F. RETURN DESTROYED SHIPS AND SCORE
COLONIES All destroyed ships are returned to their
owner’s staging area—not their supply! These ships can
be deployed again during ENGINEER. However, if you
destroy an opponent’s colony, it is not returned to them. It
is instead scored in your throne.

Each of your allies score 1 galaxy token for each colony
you score!

SINCE XIANG DESTROYED BOB'S COLONY, HE SCORES IT.
ELENOR AS XIANG'S ALLY SCORES 1 GALAXY TOKEN.

After all your movements and
battles (if any), if you are the only player with ships on an
empty planet, you may place 1 of your colony tokens on
the planet. If there is more than one player on the planet,
nothing happens.

XIANG IS OVER THE PLANET ALONE AND PLACES | OF HIS
COLONY TOKENS ON THE PLANET. XIANG NOW CONTROLS
THE PLANET AND CAN PRODUCES RESOURCES FROM IT
DURING STEWARD.

RELENT

During a REGENT round, players use political influence to
expand or protect their colonies or upgrade their colonies
into starbases. Influence can enable you to take control
of planets or create a new starbase. All players may also
influence the Galactic Throne to become Emperor!

All players take 2 colony tokens
from their player board to use as political influence. If a
player has less than 2 colony tokens, they use what they
have. In turn order starting with the player who chose
REGENT, each player decides whether to buy 1 additional
token to use as political influence. Players may only buy 1
additional token! The cost for this extra influence starts at
2 credits, but the cost rises 1 credit each time influence is
purchased (i.e. if a player does not buy an extra influence,
the cost does not go up).

XIANG CHOSE REGENT AND DECIDES TO PAY 2 CREDITS
TO BUY | MORE INFLUENCE. BOB IS NEXT AND DECLINES
TO BUY AN EXTRA INFLUENCE. THEN PAT PAYS 3 FOR |
ADDITIONAL INFLUENCE.

In turn order starting with the
player to the left of the player who chose REGENT (the
player who chose REGENT will go last), each player
decides where to place all of their influence.

3 Each token you place counts as 1influence, just as
colonies already on the board do. A starbase already
on the board counts as 2 influence.

¥ You may spread your influence around or put it all on
one planet. You may expand your empire by putting
influence on uncolonized planets.

You may not place influence on far space locations.

* %

You may put influence on your own planets to
upgrade them to starbases. You may influence enemy
planets to downgrade an enemy starbase to a colony,
or eliminate an enemy colony.

¥ You may place influence on the the Galactic Throne at
the bottom of the game board to become Emperor.



PAT PLACES 1 INFLLUENCE ON HIS COLONY HOPING TO TURN
IT INTO A STARBASE. THEN HE PLACES 1 INFLLUENCE ON AN
EMPTY PLANET AND | ON XIANG'S STARBASE - HOPING TO
KNOCK IT DOWN TO A COLONY.

If 2 or more players have
influence on a planet or the Galactic Throne, the conflict
must be resolved. Remove influence from each player
evenly until only one player has influence left. If both
players have the same amount of influence, the planet or
Galactic Throne will be left empty. The removed tokens are
returned to the player’s board.

BOB HAS 2 INFLUENCE ON A PLANET AND ELENOR HAS I.
BOTH REMOVE 1 INFLUENCE LEAVING BOB WITH I COLONY
ON THE PLANET.

If you have 1 influence left on a planet, leave your colony
token on the planet to show control. If you have 2 or more
influence left, flip one colony token over to a starbase and
take back any excess tokens.

XIANG HAS 2 INFLUENCE ON HIS
COLONY. HE FLIPS | OVER - TURNING
IT INTO A STARBASE - AND RETURNS
THE EXTRA INFLUENCE BACK TO HIS
PLAYER BOARD.

If you have 1 or more influence
left on the Galactic Throne, return the tokens back to your
player board—you are the new Emperor. If no one has
influence left on the Galactic Throne, the player who chose
REGENT becomes Emperor.

BOTH PAT AND ELENOR PLACED 1 INFLUENCE ON THE
THRONE. BOTH ARE REMOVED IN RESOLVING THE CONFLICT.
SINCE XIANG CHOSE REGENT AND THERE IS NO INFLUENCE
ON THE THRONE, HE WILL BECOME EMPEROR.

The Emperor must
choose one of the 7 edict tiles and place it face up in
front of their player board. You may have only one edict in
effect. If you were previously the Emperor, you may keep
your edict or choose a new one.

The Emperor calls all players (including the Emperor) to
score a colony token from their player board. The token
must be scored if possible. Then the player who meets
the condition on the edict also scores 1 galaxy token. If
two or more players tie in this condition, no one scores the
token.

ALL PLAYERS score 1 colany loken.

B The playar with the most RESOURCES
searas | galaxy token

XIANG IS EMPEROR. HE HAS THE MOST RESOLIRCES ON
HIS TRACKER, AND SO CHOOSES ERGATOCRACY. ALL
PLAYERS SCORE | COLONY TOKEN IN THEIR THRONE AND
THEN XIANG SCORES 1 GALAXY TOKEN.



Playing with 2 players

There are a few changes for 2 players. Roles are
selected differently. Also, substitute the following set up
steps.

Set aside the 3 wormhole tiles
and one 2-polymer tile per player. Shuffle the remaining
tiles and remove 16 tiles. Choose 4 sectors adjacent to
each other and fill all the regions with the 16 face down
tiles. These sectors are now blocked from play. Divide
the remaining tiles into three roughly equal stacks. Place
1 wormhole tile in the middle of each stack and combine
all three stacks together into a single face down stack.
Flip over 3 tiles to form a face up display. Replace a tile if
all tiles have no planets.

When the game begins, the
starting player may place the Monolith on any of role.
Each player takes a turn as indicated by the role. The
scepter is then handed to the other player. However,
from this point forward, each player chooses two roles,
one after the other, resolving and moving the Monolith
between each selection before handing the scepter to
their opponent.

& BARRY MOVES TO WARLORD. HE AND SHARON COMPLETE
= THEIR TLRN. THEN BARRY MOVES TO REGENT FOR HIS
SECOND ROLE, DROPPING A CREDIT ON MERCHANT.

Set up for first time players

You can play Empire of the Stars without player powers.
This will make the game easier for first time players. For
starting resources, each player begins with 3 polymers,
2 metal, 1 energy and 5 credits. Do not deal powers out
and ignore the rule for flipping powers to surge after a
worm hole appears.

PLHY TESTERA

Brian Current, Emily Begerman. David Bridsham,
Adam Daulton, Adam Dixon, Joey Dudrow, Ed Gentry,
Lara Gose, Collin Gresso, Drew Hensley, Stephen
Higgins, Bob Jolly, Andrew Kanis, Karl Mayer, Mary
McClarey, Matt McGriff, Brian Moffett, Hiram Nieves,
Jill Nieves, Ben Passimo, Ben Patterson, Louis Pezet,
Maddie Powell, Brett Pritchard, Bryan Pritchard, Megan
Reckelhoff, Steven Reckelhoff, Vinny Romano, Abe
Schnake, Dan Schnake, Dave Schnake, lzzie Schnake,
Derrick Stout, Giovanni Ventura, Kyler Weihe, Matthew
Wendel-Bacckas, Alex Whitney

CREDITA

Adam West
Peter Gifford (UniversalHead.com)

Jeff Brown
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