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OVERVIEW

Master of Orion: Ad Astra — Galactic Council is an expansion for Master of Orion: Ad Astra. It introduces three new 
empires, more base components, and new optional mechanics to expand the gameplay. It also increases the maximum 
player count by one, allowing for even larger galactic conflicts.
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FREE ACTION •FREE ACTION • �              Until the end 

of the turn, this system has a �               

and it is linked to all systems 

with a �              .
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FREE ACTION •FREE ACTION • �              Draw 
an anomaly card.

ELDRITCH

RESOURCES:RESOURCES:
� Food
� Food Income
� Research Point
� Research Point Income
� Production
� Production Income
� Credit
� Credit Income
� Any resource

ACTIONS:ACTIONS:

� Growth
� Research
� Construction
� Diplomacy
� Flight
� Invasion
� Attack
� Exploration

POPULATION:POPULATION:
� Farmer
� Scientist
� Worker
� Population

TECHNOLOGY BRANCHES:
TECHNOLOGY BRANCHES:
� Biology & Chemistry
� Physics
� Engineering
� Government
� Any branch

FLEET & BUILDINGS:
FLEET & BUILDINGS:
� Unit
� Unit Exhausted
� Unit Overcharged
� Planetary Building
� Orbital Building

MAP OBJECTS:MAP OBJECTS:
� Wormhole
� Micro Wormhole
� Anomaly
� Asteroids
� Discovery
� Orion

ENEMIES:ENEMIES:
� Pirate Raiders
� Space Eel
� The Guardian

OTHER:OTHER:

� Firepower
� Damage
<HP> HP
� Shield
� Speed
� Unrest
<VP> Victory Point
� Dice
� Card Limit
� Mission Card
� Terraforming
� Advanced Terraforming
� Once Per Round
� Invasion Success
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NITIRI
Diplomat

� • The target and initiator treat each other's 

developed techs (tier 2 or lower) as their own.

� • The target and initiator treat each other's 

developed techs (tier 3 or lower) as their own.

� • The target and initiator treat each other's 

developed techs (tier 4 or lower) as their own.

Takes effect immediately and lasts as long  

as it remains in play.

GC  005/009 © 2024 Wargaming.net© 2024 Archon 

YALARA
Diplomat

� • At the end of the combat, the target loses 
1 � for every � they destroyed.

� • At the end of the combat, the target loses 
2 � for every � they destroyed.

� • At the end of the combat, the target loses 
3 � for every � they destroyed.

Takes effect immediately and lasts as long  
as it remains in play.

STARTING
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ELERIAN FIEFDOMS

:: OR

MIND CONTROL:
MIND CONTROL: 

Take a look at another player's 

hand. You can exchange 1  

of the tech cards in it for 1 from 

your hand.
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EXPLORATION

INVASION

ATTACK

FLIGHT

TECHNOLOGY

GC  018/018
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STELLAR 
CONVERTER

COMBATCOMBAT

If your � doesn't participate 

in the combat, this card has 

no effect.

5 �8+8+ →→
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FREE ACTIONFREE ACTION
� Move 1 � between 

systems you own.

PERSONAL SHIPS
EDICT
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§ 3
New Edicts

MEGA CITIES

At the end of the game, 

players gain 2 <VP> for every 

system they own with  

at least 5 �.

Document ID: 

00119b729a0035bd04d600f1eb2bf4

waiting for a new command…

© 2024 Wargaming.net© 2024 Archon GC  002/030

§ 3
New Edicts

POPULATION 
CONTROL

At the end of the game, 
players don't gain <VP> for 

their �.

Document ID: 
007fe189ec001e76b37b00b517295c

waiting for a new command…

:: FREE ACTIONS

TRADE DEAL

Exchange resources, diplomat cards and/or developed 

technologies with another player.

Before the action, you can flip 1 of your ready influence 

tokens, to force another player to accept your diplomat card.

FORCED LABOR

Take any number of �, �, �, and/or �, and gain 2 � 

for each resource taken.

:: STANDARD ACTIONS

� FLIGHT
Move any number of your � from one system. While 

moving, a � can jump between linked systems a number 

of times equal to their speed value.

Before the action, spend any number of �. For every � 

spent, your every � from another system can also move.

Exhausted � can’t perform � and �. Before � and �,  

a � can overcharge to increase their � by 1.

� ATTACK
Choose any number of your � from one system to attack 

systems within their � reach.

Before the action, spend any number of �. For every � 

spent, your every � from another system can also attack.

All � that participated in the � became exhausted. When 

attacking, all overcharged � have their � reduced to 0.

� INVASION

Invade a system you control but do not own, using the 

combined � of all your � in that system.

Before the action, spend any number of �. For every � 

spent, your every � from another system can invade that 

system.

Exhausted and overcharged � can still participate in an 

invasion.

� EXPLORATION

Each of your � in one system may collect one anomaly 

token from that system.

Before the action, spend any number of �. For every � 

spent, your every � from another system collects anomaly 

tokens from that system.

For each collected anomaly token, draw 2 anomaly cards; 

keep 1 and discard the other.

� GROWTH
Spend � to create a � in a system you own, or in a 

system you control with no other �.

Before the action, spend any number of �. For every � 

spent, you may create a � in one additional system.

You can’t create new � in a system controlled by 

another player.

� RESEARCH

Spend � to upgrade one branch of your technology tree 

by one tier.

Before the action, spend any number of �. For every � 

spent, you may upgrade another technology branch.

� CONSTRUCTION

Spend � to construct an �, �, or � in a system you own.

Before the action, spend any number of �. For every �  

spent, you may construct an �, �, or � in one additional 

system.

You can’t construct new pieces in a system controlled by 

another player.


 DIPLOMACY

Flip your influence tokens to perform a diplomacy roll. 

Gain 1 � for every flipped influence token.

Before the action, you can spend 1 � to gain 1 additional 

� in the roll. Furthermore, you can discard any number 

of diplomats from your diplomat pool to gain 1 additional 

dice for each.

DIPLOMACY EFFECTS:

:: SPREAD YOUR INFLUENCE:
SPREAD YOUR INFLUENCE:

:: REASSIGN A POPULATION:
REASSIGN A POPULATION:

:: REDUCE UNREST:
REDUCE UNREST: 

:: INCREASE UNREST:
INCREASE UNREST:

:: HIRE A NEW DIPLOMAT:
HIRE A NEW DIPLOMAT:

:: REPLACE INFLUENCE:
REPLACE INFLUENCE:

:: CAPTURE A DIPLOMAT:
CAPTURE A DIPLOMAT:

Choose a system linked to a system under 

your influence. If the chosen system isn’t 

under any player’s influence, place your 

influence token there.

Draw 3 diplomat cards, keep 1 and discard 

the others. Immediately end your action.

Choose a system linked to a system under 

your influence. Remove the influence token 

from that system and place your influence 

token there.

Remove any diplomat in play and add them 

to your diplomat pool.

Change the profession of one � in one  

of your systems.

Reduce � by 1 in any empire.

Increase � by 1 in another player’s empire.

2+2+
∞∞

4+4+

6+6+

8+8+

2+2+
∞∞

2+2+
∞∞

2+2+

→→

→→

→→

→→

→→

→→

→→ � JUMP DRIVE
The player considers two adjacent systems linked if they have at least one jump point along a shared 
border.

� DOUBT PROPAGATOR �When you win the combat against another player, that player gains 2 �.

� FEARLESS 
�COMBAT •COMBAT • After a combat roll, you can re-roll 1  of your � for your every 2 levels of �.

� ADVANCED JUMP DRIVEThe player always considers adjacent systems  to be linked, even if there are no jump points on shared borders.

� IDEAS REPLICATOR 
�When another player accepts your non-spy diplomat, 

gain 1 �.

MRRSHAN PRIDE:: PLAYER’S AID

� HUNTING WORLDS 
�For the purpose of generating resources, assume that your � and � in systems with a yellow star are �.

GC  002/003 © 2024 Archon © 2024 Wargaming.net

� ADVANCED TERRAFORMINGEvery � icon on a planet tile increases the corresponding population limit by 1.

� ADVANCED DATABASEIncreases the limit of developed technologies by 2 
(the base limit is 6).

� DATABASE
Increases the limit of developed technologies by 2 
(the base limit is 6).

� BETTER DIPLOMATSThe player can use the � effects of diplomats.


 SUPERIOR DIPLOMATSThe player can use the 
 effects of diplomats.

� AUTOMATED SHIPS �
All your � cost 1 � more. The “Mercenary” ability 
loses its effect.

� PRIVATE COLONY SHIPS �
During colonization, you don’t gain any �.

� MARKETPLACE OF IDEAS �
When you buy or sell developed tech as a part of 
trade deals, the player who receives that tech can 
keep it even if they don’t meet its requirements.

GNOLAM LEAGUE
:: PLAYER’S AID

© 2024 Archon © 2024 Wargaming.netGC  001/003

� NIGHT SHIFTS �
Your � can be constructed for 1 � less (to a 
minimum of 1). � constructed this way are exhausted.

� ADVANCED TERRAFORMING
Every � icon on a planet tile increases the 
corresponding population limit by 1.

� ADVANCED DATABASE
Increases the limit of developed technologies by 2 
(the base limit is 6).

� BETTER DIPLOMATS
The player can use the � effects of diplomats.

� SUPERIOR DIPLOMATS
The player can use the � effects of diplomats.

-6 �              
+2 �   

-5 �              

-4 �              
+1 �   

-3 �              

-2 �              
�           Hydroponic Farm, 

�           HTTP

�              Terraforming

�         United Minds, 
�           TCP

�                      Advanced 
Terraforming

�           UDP

�           Research 
Laboratory, �           HTTP

Database

�           Astro University, 
�           TCP

Advanced Database

�           UDP

�           Automated 
Factory, �           HTTP

Jump Drive

�         Wormhole 
Exploration, �           TCP

Advanced 
Jump Drive

�           UDP

�         Open Borders, 
�           HTTP

Better Diplomats

�         National 
Celebration, �           TCP

Superior Diplomats

�           UDP

�            1/0 FRIGATE UNIT

�           1 �    1 �       2

TELEPATHIC ASSIMILATION • INVASION:
TELEPATHIC ASSIMILATION • INVASION: 

Whenever you would remove a �           , you can 

move that �            to any system you own.

�            3/1 CRUISER UNIT

�           1 �    3 �       1

TELEPATHIC ASSIMILATION • INVASION:
TELEPATHIC ASSIMILATION • INVASION: 

Whenever you would remove a �           , you can 

move that �            to any system you own.

�            5/2 TITAN

�           4 �    2 �       1

TELEPATHIC ASSIMILATION • INVASION:
TELEPATHIC ASSIMILATION • INVASION: 

Whenever you would remove a �           , you can 

move that �            to any system you own.

�            12/3 DOOM STAR

�           5 �    5 �       1

THE GATE:THE GATE: This system has a �              .

Systems With an Anomaly 
Token .................................. –2 �        

+1 �              per 4 �            you have

�     
2

�              
5

�           
2

�       
3

�         

ELERIAN FIEFDOMS
HOME PLANET: DRACONIS

OMNISCIENT:OMNISCIENT: Whenever any player draws discovery tiles, 

look at them fi rst. You can discard those tiles and draw new 

random ones for them. They have to keep the new ones.

PICKY:PICKY: Creating a new �            costs you 1 �      more.

INSPIRING PRESENCE:INSPIRING PRESENCE: When a player targeted by your 

non-spy diplomat passes, they lose 2 �       . If targeted by 

your spy diplomat, move 1 �            from a system they own 

(with at least 2 �           ) to yours.

Biology & Chemistry Physics
Engineering Government

:: INVASIONINVASION
:: COMBATCOMBAT

:: ADAPTATIONADAPTATION
:: INCOMEINCOME

1 
       5+5+
∞∞ →→1 �                

:: OR

Remove 1 �           
5+5+
∞∞ →→
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MRRSHAN PRIDE  | AUTOMAHOME PLANET: FIERAS
�       
2

�           
1

�       
–

Human Player 1 Human Player 2 Human Player 3 Human Player 4
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:: INVASIONINVASION

:: COMBATCOMBAT

LEISURE TIME:LEISURE TIME: The Automa’s �        produce no resources. When creating �           , Automa only creates a �        if the �        and �            have reached their population limits.
UNSTOPPABLE:UNSTOPPABLE: The Automa has an �                  equal to the sum of �        from all the systems it owns.

:: PASSIVE ABILITYPASSIVE ABILITYSPECIAL ABILITY 1 :SPECIAL ABILITY 1 : 
Perform a FLIGHT PROCEDURE.
SPECIAL ABILITY 2:SPECIAL ABILITY 2: 
If the Automa has �                  of 2 or more, reduce �                  by 2 and perform a UNIT CONSTRUCTION PROCEDURE in the home system with a +4 �                  bonus to this action. If the Automa does not have �                  of 2 or more, perform a FLIGHT PROCEDURE.

1 �       5+5+
∞∞ →→

–1 �           4+4+
∞∞ →→

0-3 �                  FRIGATE UNIT
�           1 �    1 �       2

Frigates are the backbone of every fl eet, providing swift and reliable escorts for high-value targets and critical missions.

4-6 �                  CRUISER UNIT
�           1 �    3 �       1

These versatile ships can adapt to numerous roles, from commanding fl eets to hosting diplomatic missions.

7-9 �                  TITAN
�           4 �    2 �       1
WARMASTER:WARMASTER: If the Automa �                  is 7 or less, �        is set to 5.

10+ �                  DOOM STAR
�           6 �    5 �       1
NATIONAL PRIDE:NATIONAL PRIDE: When this �      is destroyed, increase Automa �                  by 1.

-6 �              
+2 �   

-5 �              

-4 �              
+1 �   

-3 �              

-2 �              �           Hydroponic Farm, 
�           HTTP

�        Private Colony 
Ships

�           Soil Enrichment 
Facility, �           TCP

�                      Advanced 
Terraforming

�           UDP

�           Research 
Laboratory, �           HTTP

�        Marketplace 
of Ideas

�           Astro University, 
�           TCP

Advanced Database

�           UDP

�           Automated 
Factory, �           HTTP

�        Night Shifts

�           Robo Mining 
Plant, �           TCP

�        Automated Ships

�           UDP

�           Spy Center, 
�           HTTP

Better Diplomats

�           Trade Port, 
�           TCP

Superior Diplomats

�           UDP

�            1/0 FRIGATE UNIT
�           1 �    1 �       2
TWO FOR THE PRICE OF ONE:TWO FOR THE PRICE OF ONE: When 
constructed, gain a second frigate unit 
in the same system for free.

�            2/1 CRUISER UNIT
�           1 �    3 �       1

These versatile ships can adapt to numerous 
roles, from commanding fl eets to hosting 

diplomatic missions.

�            4/2 TITAN
�           4 �    2 �       1
The titan-class vessel commands respect on the 
battlefi eld, fostering a sense of unity and strength 

among allies.

�            12/3 DOOM STAR
�           4 �    5 �       1
SENSE OF COMMERCE:SENSE OF COMMERCE: When 
constructing this �      you can use �        as �           .

All Planets........................... +1 �         +2 �             

INVESTORS:INVESTORS: At the end of your management stage, for every 
4 �        you have (to a maximum of 20), gain 1 �     , �               or �           .

MERCENARY:MERCENARY: Before your �       , spend up to 1 �        per your 
every �      in that combat. Every unpaid �      has its �           set to 0 
until the end of this action.

MASTER TRADERS:MASTER TRADERS: After you receive a non-spy diplomat 
as a part of a trade deal or you sell a �      using a “Special 
Offer,” gain 1 �       .

�     
1

�              
3

�           
1

�       
7

�            GNOLAM LEAGUE
HOME PLANET: GNOL

Biology & Chemistry Physics Engineering Government

:: INVASIONINVASION :: COMBATCOMBAT

:: ADAPTATIONADAPTATION:: INCOMEINCOME

1 �       6+6+
∞∞ →→

1 
                
:: OR

Remove 1 �           
5+5+
∞∞ →→
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COMPONENTS

1× Rulebook 5× Star tiles

7× Planet tiles 8× Discovery tiles

3× Player Aids

9× Diplomat cards

18× Tech cards 9× Starting cards 30× Edict cards

3× Empire boards 1× Assembly Instruction1× Council board
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18× Influence tokens

99× Miniatures 
(57× Units, 21× Buildings, 3× Unrest models, 18× Empire flags, 66× Bases, 90× Plastic sticks)

18× Empire tokens

30× Envoy tokens

24× Diplomacy tokens

9× Population dice (d4) 12× Acrylic cubes

<Gnolam>

<Mrrshan>

<Elerian>

24× Resource tokens 4× Anomaly tokens 8× State tokens

1× Resource board

3×  
Titan 

3×  
Titan 

3×  
Titan 

9× Frigate  
unit

9× Frigate  
unit

9× Frigate  
unit

1× Doom  
Star 

1× Doom  
Star 

1× Doom  
Star 

6× Cruiser  
unit

6× Cruiser  
unit

6× Cruiser  
unit

4× Battle  
Station

4× Battle  
Station

4× Battle  
Station

3×  
Outpost 

3×  
Outpost 

3×  
Outpost 

1× Unrest  
Model

1× Unrest  
Model

1× Unrest  
Model

6× Empire  
Flag

6× Empire  
Flag

6× Empire  
Flag
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NEW CONTENT

EXTRA PLAYER
To extend the maximum number of players, add all of the 
following components in this expansion to the game:

	> Starting cards
	> Star tiles
	> Resource tokens
	> Anomaly tokens
	> State tokens
	> Acrylic cubes
	> Population dice (d4)

:: BUILD THE GALAXY
When playing with 5 players (or 6, as allowed by the GNN 
expansion), the initial galaxy setup looks like this:

5–6 Players

The set of star tiles used to create a galaxy includes the 
following numbers of tiles:

	> 5 Players: 5 green, 5 blue, 5 orange, 2 white,  
3 yellow.

	> 6 Players: 6 green, 6 blue, 6 orange, 3 white,  
3 yellow.

MORE COMPONENTS
This expansion includes new components to provide 
more diversity to the gameplay without adding any new 
mechanics.

RECOMMENDATION:RECOMMENDATION: Beginners.   
We recommend including all components in this 
section, regardless of players’ experience, as they 
do not increase the game’s complexity.

:: SETUP
Shuffle all components listed below into those in the base 
game:

	> Tech cards
	> Diplomat cards
	> Planet tiles
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Each mechanic can be added independently, and they 
may all be combined. Introducing one new mechanic at  
a time is recommended.

PLAYING WITH AUTOMA:PLAYING WITH AUTOMA: Automa players are 
not designed to interact with these new rules 
and mechanics. When playing with at least one 
Automa opponent, adding these mechanics is not 
recommended. 

MINOR CIVILIZATIONS
This mechanic adds minor civilizations that could be 
encountered during space exploration. Those civilizations 
are too primitive to reach the stars but can be valuable 
assets or easy prey.

RECOMMENDATION:RECOMMENDATION: Intermediate.   
We recommend using this mechanic when most 
players are familiar with the game’s basic rules, as 
it slightly increases complexity.

:: SETUP
Shuffle all discovery tiles from this expansion into the 
discovery tiles pile during the game setup. Discovery tiles 
from this expansion represent minor civilizations.

Discovery tiles from this expansion.

:: MEETING A MINOR CIVILIZATION
When a discovery token with a minor civilization is placed 
in a system, immediately add 1 <Farmer>, 1 <Researcher>, and 1 <Worker> to that 
system (ignoring the planet’s population limits). The minor 
civilization owns this system. The player who controls that 
system can use the special ability described on the minor 
civilization tile.

G
C 

 0
08

/0
08

DIPLOMACY •DIPLOMACY • �              Gain 
2 extra �     .

YAR-SSIAN G
C 

 0
05

/0
08

FREE ACTION •FREE ACTION • �              Take your 
used empire action or a basic 

action card back to hand.

NYUNYU

Minor civilization’s ability.

IMPORTANT RULES:IMPORTANT RULES:

	> Minor civilizations can only be added to systems 
with an uncolonized planet. If the system does not 
meet this criterion, discard any drawn discovery tile 
with a minor civilization and draw a new one.

	> Systems owned by minor civilizations can’t be 
colonized.

	> Systems owned by minor civilizations can be 
invaded.

	> When a minor civilization loses all its <Population>, it loses 
ownership of the system.

	> When a minor civilization loses ownership of a 
system, its discovery tile is discarded.

	> Some minor civilizations’ abilities contain <OncePerRound>. When 
a player uses that ability, flip its discovery tile, no 
one will be able to use it again this round.

	> At the end of the round, all flipped discovery tiles are 
flipped back face up.

:: INVADING A MINOR CIVILIZATION
When the active player invades a system owned by a 
minor civilization, follow the rules of invading another 
player system (see page 30 in the main rulebook).

GALACTIC COUNCIL
This mechanic allows players to vote for edicts. This might 
provide new ways of gaining <VP>, or alter old ones.

RECOMMENDATION:RECOMMENDATION: Advanced.   
We recommend using this mechanic only when 
all players know the game’s basic rules. It adds 
complexity and extends playtime. For the best 
experience, avoid combining too many advanced 
rules unfamiliar to the players.

G
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03
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08

FREE ACTION •FREE ACTION • �              Draw 
an anomaly card.

ELDRITCH

G
C 

 0
03

/0
08

FREE ACTION •FREE ACTION • �              Draw 
an anomaly card.

ELDRITCH

ADDITIONAL RULES
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:: COMPONENTS

ENVOY TOKENS
Envoy tokens represent envoys ready to vote for your 
cause in the Galactic Council. The number on a token 
informs you of the number of votes it provides. Envoy 
tokens can be in one of two states:

	> Ready: When the number on the token is face 
down.

	> Used: When the number on the token is face up.

Envoy token — Ready 
state (number is hidden) 

Envoy token — Used  
state (number is visible  

to everybody)

EDICT CARDS
Edict cards represent laws debated during the Galactic 
Council sittings. These cards alter old scoring methods or 
provide new ways of gathering <VP>.

Edict card

COUNCIL BOARD
The council board provides space for all active edicts 
and those proposed during the vote.

Council board

EDICT

© 2024 Wargaming.net© 2024 Archon GC  006/030

§ 3
New Edicts

FORBIDDEN 
MATERIALS

At the end of the game, 
players lose 1 <VP> for every 

tier in �.

Document ID: 
00a8fb8a3b0073c4ab3700b0cf2813

waiting for a new command…
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:: SETUP
Place the council board beside the round tracker. Shuffle 
all edict cards and set them near the council board. 
Each player receives two envoy tokens (valued 4 and 
5) and places them in a ready state (face down) next 
to their empire board — that player owns these tokens. 
Additionally, place a single set of tokens valued 1, 2 and 
3 face down next to the council board. Do this once per 
player in the game. Shuffle all those tokens. No player 
owns those tokens.

:: NEW DIPLOMACY EFFECTS
When playing with the Galactic Council mechanic, players 
have access to 2 new basic diplomacy effects:

Hire a new envoy

Start a council session

HIRE A NEW ENVOY
The active player chooses a random envoy token from the 
pile next to the council board and places it next to their 
empire board. From now on, the player owns that token.

START A COUNCIL SESSION
The active player starts a new council session. After 
resolving this effect, the diplomacy action immediately 
ends.

:: MANDATORY COUNCIL SESSION
Before the end of the round, at the end of the final player’s 
management stage, they initiate a new Council Session. 
They gain all the benefits of being the active player during 
the session — without paying any cost for it.

2+2+
∞∞

4+4+
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:: STARTING A NEW COUNCIL 
SESSION

Players start a new council session at the end of the 
final player’s management stage or during a diplomacy 
action. The active player draws three edict cards and 
discards one of the drawn cards. They then choose two 
of the proposition slots on the council board and place 
the remaining two drawn edicts in those slots. Those 
cards become proposed edicts. The active player reads 
those cards out loud so every participant knows what they  
will vote for.

Proposed edicts are placed on the council board.

Every player, in secret, chooses any number of their 
ready envoy tokens to vote on one of the proposed edicts. 
The number on the token indicates the number of votes 
it counts for. Players can check the values of the tokens 
before choosing, but they can’t show these values to other 
players.

This token represents 4 votes.

Once all players have chosen the tokens they wish to 
use, they reveal their choices individually, starting with 
the player on the left of the active player and taking turns 
clockwise. When a player reveals how many votes they 
have, they choose the proposed edict they wish to support 
and place their envoy tokens on it. 

The proposed edict that receives the most votes is moved 
into the active edict slot directly above it. If another active 
edict occupies that slot, it is discarded. Any edicts that 
did not become active are discarded. The active player 
resolves all ties.
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The proposed edict becomes an active edict.

All envoy tokens used during voting are returned to their 
owners. They are now in a used state (the number faces 
up) and cannot be used again until they are refreshed.

:: SINGLE-USE EDICTS
Some active edicts can only be used once. The first player 
to perform the action specified on the edict card removes 
it from the council board and places it beside their empire 
board. That card no longer occupies the active edict slot.

Single-use edicts
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:: BASIC TERMS — PROPOSED EDICTS
Edict cards placed on the council board during  
a council session are known as proposed edicts.

:: BASIC TERMS — ACTIVE EDICTS
A proposed edict that won a vote and hasn’t been 
discarded is an active edict. Active edicts may alter 
old scoring methods or create completely new ones.

Some active edicts provide new diplomacy effects 
or free actions. Any player may use these when they 
are the active player.
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:: REFRESHING ENVOY TOKENS
Every player refreshes their envoy tokens during their 
management phase, during the same step they refresh 
their influence tokens.

Refreshing an envoy token.

:: TRADING ENVOY TOKENS
Players can exchange their envoy tokens as part of trade 
deals. The exchanged tokens don’t change their state, and 
tokens in a ready state remain hidden during the trade.

:: SCORING
When using the Galactic Council mechanic, players can 
earn additional <VP> during scoring at the end of the game, 
based on the number of votes on their envoy tokens, in 
addition to the effects of active edicts:

	> The player with the most votes on their envoy tokens 
gains 3 <VP>.

	> The player with the second-most votes gains 2 <VP>.
	> The player with the third-most votes gains 1 <VP>.

In case of a tie, all tied players receive the full <VP> for that 
position, and the next position is skipped accordingly.
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RESOURCES:RESOURCES:

<Food>	 Food

<IncomeFood>	 Food Income

<ResearchPoint>	 Research Point

<IncomeResearchPoint>	 Research Point Income

<Production>	 Production

<IncomeProduction>	 Production Income

<Credit>	 Credit

<IncomeCredit>	 Credit Income

<AnyResource>	 Any resource

ACTIONS:ACTIONS:

<Growth>	 Growth

<Research>	 Research

<Construction>	 Construction

<Diplomacy>	 Diplomacy

<Flight>	 Flight

<Invasion>	 Invasion

<Attack>	 Attack

<Exploration>	 Exploration

POPULATION:POPULATION:

<Farmer>	 Farmer

<Researcher>	 Scientist

<Worker>	 Worker

<Population>	 Population

TECHNOLOGY BRANCHES:TECHNOLOGY BRANCHES:

<Biology>	 Biology & Chemistry

<Physics>	 Physics

<Engineering>	 Engineering

<Government>	 Government

<Tier0>	 Any branch

FLEET & BUILDINGS:FLEET & BUILDINGS:

<Unit>	 Unit

<Exhausted>	 Unit Exhausted

<Overcharged>	 Unit Overcharged

<Planetary>	 Planetary Building

<Orbital>	 Orbital Building

MAP OBJECTS:MAP OBJECTS:

<Wormhole>	 Wormhole

<MicroWormhole>	 Micro Wormhole

<Anomaly>	 Anomaly

<Asteroids>	 Asteroids

<Discovery>	 Discovery

<Orion>	 Orion

ENEMIES:ENEMIES:

<Pirates>	 Pirate Raiders

<Eel>	 Space Eel

<Guardian>	 The Guardian

OTHER:OTHER:

<Firepower>	 Firepower

<Damage>	 Damage

<HP>	 HP

<Shield>	 Shield

<Speed>	 Speed

<Unrest>	 Unrest

<VP>	 Victory Point

<Dice>	 Dice

<Card>	 Card Limit

<MissionCard>	 Mission Card

<Terraforming>	 Terraforming

<AdvancedTerraforming>	 Advanced Terraforming

<OncePerRound>	 Once Per Round

<InvasionSuccess>	 Invasion Success


