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1 Player - Ages 10+ - 20 Minutes

You are six star oysters in to an all-night bender, when you see your name and face flashing on the telescreen in the oyster bar. 
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Ol’ Jag didn’t even offer what you owe her. You check your pockets… only 30 NuCreds left after the latest shellfish binge, just enough to buy a new ship and cash in some old favors. I guess it’s time to get Jagger her money…
Your mission - get 100 NuCreds to pay back Jagger before her bounty hunters blast you into space.
[bookmark: _oa0zlzc2e0ht]Components
6 Encounter Cards
9 Double-Sided Ship Part/Planet Cards
1 Ship Card
2 Double-Sided Resource Cards
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You will also need a notepad and paper to keep track of your current NuCreds level.
[bookmark: _pxu51shlxuf5]Setup
1. Shuffle the 6 encounter cards and put them aside near the Resource Cards.
2. Build Your Ship
a. Flip the 9 double-sided Ship Part/Planet Cards ship part side up, and lay them out by part type (Engines, Hull, Guns)
b. You have 30 NuCreds to Spend on parts. You must pick 3 different Ship Parts (one engine, one hull, and one gun.)
i. Engines hold fuel, no fuel, you lose. Extra fuel can also be consumed to evade Bounty Hunters.
ii. Hulls prevent your ship from being destroyed. 
iii. Guns are used to attack Bounty Hunters. See Combat below.
c. Take the Ship Part Card and set each of your ship parts at max values.To set a the engine or hull’s value, slide it underneath the ship card so the current value is visible. To set the guns, align it with the guns arrow on the right side of the card.
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d. Write down your starting NuCreds amount on a sheet of paper. The starting number is 30 minus the cost of all of your ship parts.
3. Build Your Star System
a. Take all the ship part cards you didn’t use, and shuffle them (ship side up). 
b. Now starting at the top, deal out the six cards planetside up in a circle. 
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c. The top planet is your current location. Take this card and put it next to your ship. 
[bookmark: _7tyeqge86hp2]Your Goal
You must collect 100 NuCreds by trading resources to planets spread across the star system. Once you have 100 NuCreds, you are confronted by a hunter guarding Jagger’s palace, and have one last battle with a random Bounty Hunter. If you can survive the fight with an intact ship, you’ve survived and win!
[bookmark: _oexgcynwv8ia]Resources
You will acquire Resources through Encounters as you move around the star system. 
· When you acquire a resource, take the appropriate resource card and slide it to the correct number on the left side (cargo) of your ship.
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· Your ship can only hold 5 of each resource type.
· You may carry two resources as long as they are compatible with each other (see cards)
· If you want to acquire a resource that is incompatible with your current cargo, you may discard the cargo and acquire the new resource.
[bookmark: _vg3irx435tb4]Gameplay
Each game turn is broken into stages. 
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1. Travel (Mandatory)
a. Every turn you will spend one unit of fuel on travel regardless of your destination. Even if you just spent fuel running from a Bounty Hunter on a previous turn, you still have to spend one fuel.
b. When travelling you can stay where you are, travel through a wormhole, or move to an adjacent planet. 
c. You must travel one space at a time. You cannot, for instance, spend 2 units of fuel and move directly to a planet 2 spaces away..
d. Wormholes - If you have Level 2 or Level 3 engines, you may also use planetary wormholes. Planets are connected by 3 different types of wormholes. Two planets with the same wormhole icon are considered adjacent for purposes of travelling.
2. Trade (Optional) 
a. After spending fuel, you may trade with the planet you are on. 
b. Each planet has two trading options. A primary trade and a secondary trade. 
c. Primary trades allow you to choose between receiving NuCreds or a ship resource. For each resource unit you trade, you get one point of a ship’s resource. You may mix and match between NuCreds and ship resources. If you trade, you must use all of a resource in the trade.
Example: You have 4 Mupus in your cargo. You arrive at Golfarb to trade. You trade 2 Mupus for 10 NuCreds, and an additional 2 Mupus for 2 fuel units.
d. Secondary trades only give you NuCreds, and are generally worth less than primary trades.
e. After trading, add the amount of NuCreds you earned to your tally. 
3. Encounter (Mandatory)
a. Now, shuffle all 6 Encounter Cards (if there are any out, put them back in the pile.)
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b. Flip over the top Encounter Card. Encounter cards are broken into 3 parts. For now, you only need to worry about the planet grid at the top. (Encounter Table)
c. Find your current location on the grid. This will reveal what type of encounter you have.
d. There are three types of encounters:
i. Empty - nothing happens. 
ii. No Encounter - Odder has encountered a freighter that owes her some favors. You may take the value in resources and add them to your cargo hold. 
1. If you are adding a new resource type to your cargo, your hold must be empty, or contain a resource that is compatible (see the Resources section above.)
2. If you already have that type of resource in your cargo hold, you may increase its value. But you may not increase it beyond the maximum capacity of listed on the resource card.
iii. Hunter Alert! - One of the six bounty hunters that is hunting Odder has found her. The bounty hunter is on the Encounter card. You enter ship combat (see below.)
4. Restock (Optional)
a. Restock can happen before or after any step in the game. You cannot restock during a step (for instance during Combat, or in the middle of a Trade.)
b. Each planet has a ship restock feature where you can trade NuCreds to replenish your ship’s supplies. Each restock consumable unit costs 2 NuCreds.
Example: On the planet Lo, you spend 6 NuCreds to get 3 units of ammunition and adjust your guns accordingly.
c. The Restock types are: Refuel (Engines), Reload(Guns), and Repair (Hull). 
[bookmark: _5o3bbk6q9awh]Ship Combat
If you encounter a Bounty Hunter in the Encounter phase, you must enter combat.
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Each Bounty Hunter has unique stats. 
· The Hull stat is the amount of damage the Bounty Hunter can take.
· The Damage stat is the amount of damage the hunter inflicts on your ship if they hit you.
· The Accuracy Stat is the number the Hunter will need to hit you.
· The Reward is the resources you earn if you defeat the Hunter.

Ship Combat is broken into stages:
1. Decide to Flee or Fight. 
a. Flee - if your resources are low, it’s usually a good idea to run. 
i. Fleeing costs 2 Fuel Units unless you have Level 3 engines (which decreases the cost to 1 Fuel Units.) If you do not have enough Fuel, you may not take the Flee action.
ii. If you Flee, the hunter gets one free shot on you. See “Hunter Takes a Shot” below.
b. Fight - Fighting is a good way to get resources, but only if you have enough hull and ammo.
i. Hunter takes a shot 
1. Draw an encounter card. Ignore everything on the card except for the die at the bottom.
2. If the die on the bottom is equal to or higher than the Bounty Hunter’s accuracy, they hit your ship. Move your Hull value down by the Bounty Hunter’s damage amount, one notch at a time. 
3. If you take damage when your Hull is at 0, your ship is destroyed.
Example: Your Hull is at 3 and you take 4 damage from a Hunter, your Hull would absorb 3 damage, but there’s still 1 damage left, which destroys your ship, it’s game over.
4. If you have a Level 3 Hull, you may force the hunter to draw a second card. You take the results of the second card instead. This ability may only be used once per combat.
ii. Odder takes a shot - Odder is a crack shot, and automatically hits with her shots. Take the newly-flipped Encounter card (the one that had the die roll in Hunter takes a shot), and place it face down so you can see the explosion on the back. Place the explosion next to the Hunter’s ship.
1. If you have Level 3 guns, you may take an extra encounter card and put it face down next to the Hunter’s ship. (You may not look at the numerical value on this card.)
2. Check to see if the hunter has been destroyed. If the number of explosions next to the ship are equal to or greater than the Hunter’s Hull value, then the Hunter’s ship is disabled. The following happens:
a. (Optionally) Take the reward listed on the right side of the bounty hunter’s space. 
b. Take all drawn Encounter cards and shuffle them back into the draw pile.
3. Start New Round of Combat. Only do this if the Hunter is still alive.
[bookmark: _5gsflif6ebt4]Game End & Final Confrontation
The game ends in failure if you end a turn with 0 Fuel or you take damage while at 0 Hull. (The game doesn’t end when you reach 0 hull, you must take one more damage.)

Once you have 100 NuCreds or more, you may trigger the Debt Turn In at the end of a turn (after the Encounter phase.)

To perform a Debt Turn In:
1. Shuffle all cards into the Encounters deck.
2. Draw the top card. The Bounty Hunter depicted is the one guarding Jagger’s palace. You must survive this fight to win!
3. The combat follows as normal (per combat rules above), but you may not flee from this fight.
4. If you win the combat, then Odder is able to turn in her debt, and the game is won!
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