
 

WHAT YOU NEED TO PLAY 

 

 

2 propulsion 6-sided numbered red dice  

2 tactic 6-sided numbered blue dice  

2 influence 6-sided numbered green dice  

2 respect 6-sided numbered yellow dice  

1 Captain's Tactical Map 

1 pen or pencil 

 

HOW TO PLAY 

This game is designed for solo challenges. 

Each turn consists of: 

1) Rolling the dice: 
The available dice must all be rolled at 
the same time. Initially the player will 
only be able to roll one die per color, but 
during the game it will be possible to 
increase the number of rolled dice. 
 

2) Movement: 
The player has to choose where to move 
his ship according to the results of the 
rolls, crossing the sides of the hexagons. 
 

3) Encounters: 
Based on the hexagon chosen during the 
movement phase, the player will compile 
the Captain's Tactical Map. 

The adventure starts from Earth. 

 

Welcome aboard Captain Trailblazer, 

During its voyages the Starship Pioneer will explore new worlds, with the ultimate Goal of making the 
best first contact and bringing prestige to your Federation. 

However, I invite you to be very careful, the journey will be full of risks and adversities: the enemies of 
the Federation are waiting for nothing but an excuse to attack us, and the fuel for the engines, which 
sooner or later will end, is not so easy to recover in open space. 

Fortunately, you can count on the Pioneer's good weapons, and along the trip you will meet several 
space stations that will provide you with antimatter. 

I expect great things from you, Captain. If you do not disappoint me, I guarantee you that you will have 
a place in the history of mankind! 

May the stars inspire your decisions! 

Admiral May Settled 

 



HOW TO USE THE DICE 

At each turn the dice roll will give the following 
information: 

Blue Die – TACTICAL MOVEMENT 
(Consider the sum of all the rolled 
blue dice) 

Indicates the way the ship moves. Each move 
requires 1 unit of antimatter. 

1 METEOR SWARM 
The value of the red die is halved and rounded 
down, and therefore so are the available 
movements. At least 1 movement should always 
be executed, if possible. For example, if the red 
die roll results in a 3, the ship has 1 movement 
available. 

2-5 REGULAR TRIP 
The movement takes place regularly, and the ship 
moves by as many sides as the number obtained 
via the red die roll. 

6-9 EVASIVE MANEUVER 
The player can choose to roll again one or more 
of the already rolled dice, with the exception of 
the blue one. If the dice are rolled again, the 
second result is the one that will be used. 

10-12 PORTALS 
The movement happens regularly, 
but the player can choose to start it 
from any of the portals on the map. 

 

Red Die - PROPULSION 
(Consider only one of the rolled red dice, 
never consider their sum) 

The red dice indicate the number of 
movements that are made through the sides of 
the hexagons, starting from the last hexagon 
visited. The start is not tied to the corner where 
the spacecraft landed in the previous launch, it 
can be on any corner of the hexagon that has just 
been visited.  
To reach a hexagon it’s enough to be able to 
touch one of its corners. The journey can be 
interrupted even without making all the 

movements indicated by the red die. You can't 
cross the STAR. 

 

The first dice roll resulted in a 2 on the red die. The player 
chooses to stop on the purple Class A planet by moving by 
just 1 side, touching the lower right corner of its hexagon. 

The second launch resulted in a 5 on the red die. The player 
chooses to start from the right corner of the planet in order 

to reach the enemy spacecraft in 5 movements. 

As soon as the arrive 
hexagon is chosen, the 
player must draw an X 
on the first available 
antimatter unit (the 
available ones are the 
circled ones), and write 
on the map the 
progressive number of 

the used antimatter, so to always know what the 
last move was. 

"The captain must always have a clear 
understanding of where his ship is on the map." 

If a reachable hexagon doesn’t contain an 
encounter or if it contains an encounter that has 
been done already, you cannot stop on it and you 
will have to consider another road. You also can’t 
stop on a portal, as you can just come out of one 
if you achieve a 10 at least with the blue dice. If 
the result of the rolled dice doesn’t permit any 
destination, the turn is to be considered wasted, 
the antimatter is consumed as usual, and its 
progressive number is written on the map 
besides the previous one. 

In the following example 15 units of antimatter 
were already used, and after rolling the dice, the 
red one gives a 1. No free hexagon can be 
reached, but the antimatter should be marked 
with an X on the table and its progressive number 



has to be written on 
the starting hexagon, 
writing 16 next to the 
15 noted in the 
previous round. 

If the movement 
required the last 
available (circled) 
antimatter and the 
player is not on a 
planet that provides antimatter, the game ends 
immediately after the encounter and it’s time to 
count the points you’ve scored. 

Green Die – INFLUENCE ON THE 
PLANETS (Consider the sum of all the 
rolled green dice) 

When you stop on a Class M (Earth-like) or a Class 
D (rocky) planet, a first contact occurs. You must 
note the sum of the values of the rolled green 
dice, applying the modifiers, on the first available 
space on the Captain's Tactical Map.  

For example, if you stop your route on your 
second Class M planet and the green die roll gave 
a 5, you need to multiply this value with the 
number of yellow dice you have (in our example 
2), so you will write a 10 in the box (the second 
one from the left, since it’s the second planet of 
this kind you’ve encountered). 

 

Sometimes it is possible to have to note negative 
points: "you are not always welcome among 
alien civilizations". 

Yellow Die –  
RESPECT GAINED BY FIGHTING 

(Consider the sum of all the rolled yellow dice) 

When you stop on an alien spaceship a fight takes 
place. The first available space on the Captain's 
Tactical Map should be filled with the sum of the 
rolled yellow dice, also applying the modifiers. 

 

 

MODIFIERS AND TROPHIES 

The planets and fights boxes on the right contain 
symbols that change the result of the roll of their 
required die.  

Some events require the value 
obtained by rolling the dice of 
their specific color. In particular, 
Class M and Class D planets 
require the value of the green 
dice, while fights require the value 
of the yellow dice. 

Landing or fighting is penalized by 
how much cargo you carry. 

This symbol requires that you subtract 
the number of rolled dice from the result of the 
required dice roll: for example, in the first turn 
you have 4 dice, one per color, and in this case 
you have to subtract 4 from the value obtained 
with the specific die. 

The enemy tends to show more 
respect towards those who 
demonstrate a good ability in 
influencing populations. 

This symbol requires you to multiply the value 
obtained by rolling the required die with the 
amount of green dice thrown (if you have 2 green 
dice you have to multiply the value of the 
required die by 2). 

Landing on irregular planets or 
fighting enemy ships may have better 
results if you have an agile ship. 

This symbol requires you to multiply 
the value obtained by rolling the required die 
with the amount of red dice thrown (if you have 2 
red dice you have to multiply the value of the 
required die by 2). 

Sometimes showing yourself well 
armed when arriving on a planet 
makes its population more well 

disposed towards you. 



This symbol requires you to multiply the value 
obtained by rolling the required die with the 
amount of yellow dice thrown. 

Each time you stop on an event where there is a 
modifier, you must draw an X on one of the 
respective symbols in the TROPHIES table. If you 
complete a row or a column on it, you are 
entitled to the respective prize (trade or 
antimatter units). 

For example, if the player stops on a Class D 
planet for the third time, he will fill out a box with 

the  modifier, and 
he can put an X on the 
same symbol in the 
TROPHIES table, 
completing the second 
line and thus gaining an 
antimatter unit. 

FIGHTING 

Every time you decide to occupy a space where 
there is an alien ship, you make a declaration of 
war. The attack can be more effective if you have 
great agility (2 red dice) and a light cargo (total 
number of dice possessed). In many cases, having 
a strong influence (2 green dice) increases the 
respect you will earn from your opponent. 

For example, if you stop 
for the second time on 
an enemy ship and you 
obtained a 3 with the 
yellow die, you have to multiply the total number 
of green dice you have (in our example 2), so 
you’ll have to write the value of 6 in the box. 
You’ll also be entitled to a trade phase (see 
below), as per the bonus listed below the box 
you’ve just filled. 

“The enemy was more skillful”. 

CLASS M PLANETS 

These planets are inhabited 
and friendly to strangers. It is 
often easier to influence their population if you 
prove to be well armed (2 yellow dice). 

CLASS D PLANETS 

These little planets 
are hostile to 
visitors. Landing 
on them is often 

complicated and penalizing. The uneven nature 
of their surface disadvantages landing to the 
bulkiest ships (with more dice possessed in 
totaal), but it is good for the most agile (2 red 
dice). 

CLASS A PLANETS 

Unlike other 
explorable planets, 
these planets are 
uninhabited, but 
ready to be terraformed. These planets are not 
affected by the result of the green dice roll. 
When you stop on a Class A planet you should 
draw an X on the first available box and the last 
crossed out value will be the score for the final 
count. 

STELLAR BASES 

On each game turn your 
ship consumes an 
antimatter unit to move. 

You start with 3 antimatter units (4 if you prefer a 
simplified difficulty level), but during the game 
you can increase their availability by stopping on 
a stellar base. Each stellar 
base adds 2 antimatter 
units, and you must circle 
two atoms on the Captain's 
Tactical Map, so to always 
have a clear idea of how 
much antimatter you have 
at your disposal.  
Not circled atoms should 
be considered unavailable. 

TRADE 

Each time a box is marked with the 
Exchange symbol, the captain manages 

to purchase upgrades for his spaceship. 



The player must choose an empty box in the 
trade table. If the marked box completes a row or 
a column, you are entitled to the corresponding 
bonus, which can be a die to be added to your 
rolls, or 2 units of antimatter to be circled on the 
Captain's Tactical Map. If there are no more 
boxes to fill on the table, the action should be 
considered wasted. 

  

The player has stopped for the first time on a Class M planet, 

so he earned the right to a trade  phase. He chooses the 
second box for the Blue die, as the first one has already been 

marked before. Starting from the next roll, the player can 
count on 2 blue dice. 

OTHER BONUSES 

When you complete each of the first 4 
columns of different planets you are 
entitled to a bonus, which can be a 
trade phase or antimatter units. For 
example, by putting an X on the first 
Class A planet and having already 
visited the first Class D and Class M 
planet, you earn a trade phase, and 
then you have to fill out the trade 
table as indicated in the TRADE section. 

END OF THE GAME 

When the last available antimatter unit has been 
used and the executed event does not provide 
new antimatter, the game ends. 

At this point you have to sum up all the values 
noted in the combat boxes, in the Class M and 
Class D planets boxes, and the highest value 
marked on the Class A planets (not the first 
unmarked one). 

 

CREDITS 

Game designed and produced by 

SIMONE GIOVAGNOLI 

The game is free and ready to be printed, possibly 
in color. 

I suggest that you plasticize the Captain's Tactical 
Map so you can reuse it at will. 

Selling this game or using it in any other for-profit 
activity without the author's explicit permission is 
not allowed. 

Designed by: 

Simone Giovagnoli 
librgfx / Freepik 
macrovector / Freepik 
macrovector_official / Freepik 

 

To contact the author: 

email: lancil9@gmail.com 

website: www.tavernadisylgar.net 
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