QUICK REFERENCE GUIDE

WAvs Tn PLA‘[ Transgalactic Trek. The most epic way to play — three

consecutive flights with increasing challenge. Rules on

L ing flight. Best to | th - [ b
earning Tig est way 1o 'eam the game. tearn by pages 21-24. Key to trucker titles on pages 22 and 23.

playing as you read pages 4-15.
Rough Roads. Free downloadable mini-expansion.
Makes any flight* harsher, more challenging, and more
fun. See cge.as/gterr.

Level |, level II, or level lll flight. The full game. Quick and
thrilling. Detailed explanation on pages 16—20. All rules
are also covered by this Quick Reference Guide.

*Okay, maybe not a good idea for the learning flight.




Players who finished ...  Players who gave up ...

get reward

for final order. e reward.

compete for Trek titles
or best-looking* ship.

are ignored
in competition.

pay for lost
components.

sell goods
at full value.

pay for lost
components.

Load goods. Red blocks can only be

loaded in red containers. The other
blocks can go in any containers. When loading, you may also
discard any goods and rearrange goods in your containers.
If the bank does not have enough blocks, unavailable blocks
can't be loaded.

g ¢ Gain credits. Just take them from the bank. They're
yours now.

Lose goods. They take your most valuable goods
first. If you run out of goods, they take batteries. If
you run out of batteries ... well, nothing else happens.

Lose flight days to gain reward. If you choose to

take the adventure’s reward, you will lose flight days.

Move your rocket back that many empty spaces.
(Skip over other rockets.) If multiple players lose days on
the same card, those farther behind move back first.

Lose flight days penalty. Same as above, except
that you have no choice.

Lose crew. You decide whether you give up aliens
or astronauts and from which cabins.




Count crew. Don't forget that aliens are crew. Compare a parameter. In order, players
L 4 L 4 4 count and declare crew, cannon

strength, or engine strength. Whoever has the lowest value
is penalized. Among players tied for lowest, the one farther
ahead is the only one penalized.

Count cannon strength. Single cannons count +1
pointing forward or +% if not. Double cannons count
+2 pointing forward or +1 if not, and you must spend
a battery. Purple aliens count +2, but only if strength is
already above 0. Small Meteors. Bounce off smooth sides, can be
blocked by a shield.
Big Meteors. The only defense is to shoot them
with a cannon. (See facing page.)

Count engine strength. Single engines count +1.
Double engines count +2 if you spend a battery. Brown

aliens count +2, but only if strength is already above 0.
Light cannon fire. Can be blocked by a shield.

Heavy cannon fire. No defense possible.

Note: You cannot choose to not use aliens, single cannons,
and single engines.




THE TRANSGALACTIC TREK

Setup: Randomly choose as many titles as there are players.
Their description is on page 22.

Level | flight: Instead of the best-looking ship award, count
up scores for each title. Score only those who finished the
flight. All players with the best score earn 2 credits, but the
title goes to the one farther ahead. If all players score 0, no
one gets credits, but the leader gets the title.

Distribute titles: In order, all players with multiple titles must
choose one to keep. Give the others to players with no title,

however you want. Everyone has 1 title, which they keep for
the rest of the Trek.

Level Il flight: To defend your title, finish the flight with the
highest score in your title. (Or tied for highest. Count only
players who finished.) Players who defend earn 4 credits

and flip title to gold.

Level Il flight: Those with silver titles again try to defend
as before. Those with gold must fly with the restrictions on
page 23. Anyone who defends gets 6 credits for silver or
12 credits for gold.




