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Randomly determine which Pilulr vMII play first. "hlt player
playe
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Peraans daci, The player 9 w!nn Second draws five cands.

Starting Game Layout:

Setup
Soch plper bagis the e Wik & perscnel Sack
cight Scout

the table.
the table.
ot the top five cards from the Trads Deck face-up on the
table This is the Trade Row.

Both plsyers sl thek Parsona Decks sed place them
‘them. Leave room

Discard Pile.

There s no cost to play a card. simply place it In-play”
(face-up on the table in front of you). There are two types of

Ships

-hlu fas smn h
Ehoosa £ Use oné or both of these abilkes any time curing
your Main Phase (provided you fulfill the obligations for

doing 50)

Contents

(8O) Trade Deck cards
- 06) Scout cards Aviuty— &
-(10) Explorer cards Ability — (& -Detense
Sl Scrap a 0

(2) VS Authority

(6) 10/20 Authority cards wmm.lnlnmymmmw

This em stot scrapped. Also unlike Ships. you may choose when during
Overview
In Star Realms, each playe y S5 Baothas & Dttt sttt i e
Cards representing thalr space armada. ach tur. isyers must be hit with in
play cards from their hand o gain Trade. Combat Authority | pp-i oy destroy It Once destroyed.a Bases placed o s owners’
and other powerful efects. n 2 e any | Discard P
Trade (@) Is i i oAty Bases with the Outpost designation protect you and your
the Trade Row to add to your deck. . e other Bases, If you have an Outpost i play. you may not be

thelr Bases, | “Use the Primary Abiliies of in-play Bases. ] 7
B Combetifiis v st opponents sl Use the Ally/Scrap abiltes of in-play Ships and Bases. | ot cLo¢ ixs
4 Authority () is your begins the g s {rom 1T Traas R
Use Con their Bases. ||\ o) ities
player ing
opponent's Authority to zero, wins! e vt With the exception of a Ship's Primary. (which triggers
Playing Cards

 Ability (
wwnmuwshblsﬂiud) :pleyers wan s o WS
abilities of at any time
sumg Mmmmmyhﬁmmu\q

Some abilities are static abilities. which are in effect at ail
times (for example. Mech World is always an ally for all fac-
tions),

" Trade into

mmnmuﬁummmw
ately add it to your Authority score.

Some abilities allow you to choose from multiple effects (3

| choosing when you us these abilfties.
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Ally Abilities

L0
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Attackin

Some card abilities will give you Combat. When you gain
Combat. it goes into a Combat Pool which you may add to
and use over the course of your Main Phase. You may use
Combat to attack your or their Bases.

To attack a Ba:

your Pool
equal to the Base's Defense That Base is destroyed and

g

Icon Reference List
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% Trade Federation faction icon

ammmm

—
A Machine Cutt faction icon

corner of a card. this indicates the card's faction. When this

"ty
I, Jasd
Plages start thegame with  soreof 50 Authriy 1 your

Zero or below. you lose the game.
When this lcon is found in @ cards text box. his Indicates

On our ten a0 Ay Ay may b used a8 soon 28 u
s ancther Sl o B fthat facton g A AL | o o opponrts Discard o
during your Main Phase.
Sometimes  card's ability wil instruct you to “Destroy
target base in this case you destroy the Base without
using Combat.
abtract of Combat
from your Combat Pool and lower your opponent’s Author-
Some Ships and Bases ha bya | Muby
u-asr.mmmmmmmwmmmuu
your
Mnmuzuwmnh Jonation
your deck. 50 con-
it it
Scrapping Cards Discard Phase
Some card abilties other cards from

Row. Whenever a
itin the Scrap Heap. If a card is
‘scrapped for any reason other than its Scrap Ability, that

" If an Explor
placed in the Scrap Heap for any reason, Instead place it
face-up in the Explorer pile.

‘The Trade Row should always have five cards in it. so if you
scrap a card Trade Row. Immediately replace it
with the next card from the Trade Deck.
A:glllrm Cards

rd abilities will give you Trade. When you
Ynungusmonrmmmmmumww
use over the course of your Main Phase.

Trade Is used to acquire cards from the Trade Row o the

Tradafrom your Trade Pool equa o the card's cost and put

m.smnnnmtwhmmmmmm
e ks sbiltien Ay remaleng Trade i swved sed can be
used to acquire additional cards during the Main Phase.

‘Sometimes a card's ability will instruct you to "Acquire a
card: In this case you immediately acquire the card without
paying its cost

Remember. the Trade Row should always have five cards in

it50 f you acauies & card from the Trade Row Immadiatahy
replace it with the next card from the Trade Deck.

Whenever you discar from
the Trade Row. place it face-up in your Discard Pile. Any

During your Discard Phase you:

Lose any Trade remaining in your Trade Pool.

Lose any Combat remaining in our Combat Fook

Put all in-play Ships into your Disc:

Put ang cards It in your hand Into your Discard Pie.

Draw Phase
During your Draw Phase you:

* Draw five cards. then your turn ends.

mnmwmsammwmnmm.
‘your new personal deck.

Example: At the beginning of your Draw Phase you have

your.
fie your Discard Pile into a new personal deck. then draw
two more cards.

Q Combat

this icon is found in a card's text box. this indicates.
Pt Combat you gain.

. Trade

‘When this icon Is found in the upper-right hand corner of a
card, this indicates the card's cost. When this icon is found
a card's text box. this indicates an amount of Trade you

M-

‘When this icon is found in a card’s text box. this indicates a
Scrap Ability

[OUTPOST] Outpost

This Base is an Outpost If a player has an Outpost in-play.
they may not be

not be attacked or targeted by an opponent until al of their
Outposts are destroyed.

A

ABase's Defense is the amount of Combat that it must be
hit with in a single turn to destroy it.
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Multiplayer Rules

Star Reaims is designed to support a wide variety of multi-
yer formats. Unless otherwise specified. all the standard
apply to multiplayer.

tiplayer to
your own multiplayer inventions. visit

Note In most mutplayer formats Outposts beongig to
do not prevent you from attacking other players or

Hydra

4 or 6 players h 60 Authority. The team going first (Team A) gets a
three-card starting hand. The team going second (Team B)

Two-Headed Hyd gets a five-card starting hand. Play begins with Player |

 piay and proceeds clockwise.

€ach two-player team has a shared score of 75 Authority. |

Three-Headed Hudra from them and/or bases controlled by that Admiral. If that
(AR i o 2 S

€ach three-player team has a of Emperors may

A payers on team share an Authorty score. €ach nch
vidual player has their own nd. Discard Pile
2l o (o ammie o eamwmat's b Pl
won't trigger your Ally Abilties)

Randomi determion which emm Wl (st PRURESE el

(Boch poser 48l oo Uk o Tl e GO Poctend
wmmm-w-mvum

player or Base.

any player may pay one Trade to move a card from their

Discard Pile to the Discard Pile of a neighboring teammate.

When an Admieal s defeated. they may put any one card

own ik Enperac’s Discard pm.wrm. €m-
peror is

Raid
3-6 players (1 boss and 2-5 raiders)

Choose one player to act as the Boss. with al other players:
the Raiders.

acting as the Play starts with the Boss and pro-
ceeds clockwise around the tat Boss begins the game
with cards than their normal hand size (i

ividually. but any
[

©opponent Cnmblkﬁom their lam Combat Pothllmmlhl m!\l
targeting the B: also pool their
Trade Row. As long as any ph en team n- .n
Free-For-All Omost(nway mannmm-umu nu ced and ar
3+ players ses belonging to that team may not be af
tld(ld or (l'ﬂﬁ'&ﬂ by opponents.
Randomly determi [ i
andon) rmine which player (s going first That player |\ s
around the table. The player going second gets a four-card | that team are defeated.
€Emperor
On their turn. players may attack/target any combination of |6 players.

ny
 Bases and players. The last player alive wins the gamel

Hunter
3+ players
Randomly determine which player s going first. That player

starting hand. All other players get a five-card starting hand.
O thee turn players may ony attack/target the player to
their left a Bases o payers on thele et
Sndight 1 the player 1 yout et 1 deeated, thenext
prodigutebuglog mrd ol it ol 81
plaer alive wins the gamel

the
start of the Boss's turn (so that one Raider can start
attack on a Base while another Raider finishes the job on
their own turn).

Raiders

Raiders may look at each other’s hands and discuss strat-

regarding playing cards. acquiring
cards abilty activations and attacking When a Ralger s
eliminated. they may place one card they own in the Discard
Pile of each teammate. If all of the Raiders are eliminated.

Phyesspmmtu!wotamsufmr-.mwh team choos-
ing

by their teammates

The Boss
The Boss's starti

dent on the number of Raiders.

I the Boss has their Authority reduced to zero, the Raiders
wint
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