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OVERVIEW

Master of Orion: Ad Astra — GNN is an expansion for Master of Orion: Ad Astra. It introduces three new empires, more 
base components, and optional new mechanics to expand the gameplay. It also increases the maximum player count by 
one, allowing for even larger galactic conflicts.
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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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FLEABOLT
Diplomat

� • The target has � increased by 1.

� • The target has � increased by 2.

� • The target has � increased by 3.

Takes effect immediately and lasts as long  

as it remains in play.

GNN  003/024

© 2024 Wargaming.net
© 2024 Archon 

LIVE

:: TARGETTARGET

All players.

:: TASKTASK
Whenever a player develops a new tech, they put 

1 state token aside.

At the end of the round, each player rolls a � for 

every token they put aside. Then the player who 

rolled the highest combined value of dice…

MAJOR BREAKTHROUGH!

Upgrades 1 of their technology 

branches.1+1+ →→
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AL'KREET
Diplomat

� • The target has � increased by 1.

� • The target has � increased by 2.

� • The target has � increased by 3.

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

:: TARGETTARGET
The player with the most systems under their 
influence.

:: TASKTASK
Every time the chosen player makes a trade deal 
using a spy diplomat, put 1 state token on this card.
At the end of the round, roll a � for every token 
on this card. Then, the chosen player…

GALACTIC CONSPIRACY

Gains 2 �.

Gains 5 �.

5+5+

10+10+

→→

→→

LEADER
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SAVAG
Leader

Put it in play immediately. You can only have  

1 leader in play.

� Use at the beginning of the combat. If the 

combat takes place in a system you own, gain  

1 � in every combat roll.

COST: 2 COST: 2 � • • Use at the beginning of the 

combat. If the combat takes place in a system 

you own, in the first damage phase, the enemy 

fleet receives an extra 3 �. Discard this card.
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VALOREN
Leader

The diplomacy effect “Replace Influence” can 
be used twice per test.

COST: 1 COST: 1 � • FREE ACTION • • FREE ACTION • Perform the 
“Capture a Diplomat” diplomacy effect for free, 
twice. Discard this card.

Put it in play immediately. You can only have  
1 leader in play.

STARTING
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ALKARI FLOCK

:: OR

CONSCRIPTS:CONSCRIPTS: 

Remove 1 � from any 

number of systems you own. 

Construct a free frigate unit  

in those systems.
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DIPLOMACY

CONSTRUCTION

RESEARCH

GROWTH

TECHNOLOGY
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FREE ACTIONFREE ACTION

� Remove 1 � from a system 

you own, draw 1 anomaly card.

XENOBIOTICS
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FREE ACTIONFREE ACTION
� Remove 1 � from  

a system you own to gain  
2 �.

GENETIC MUTATIONS

-6 �              
+2 �   

-5 �              

-4 �              
+1 �   

-3 �              

-2 �              
�        Cloud Cities, 

�           HTTP

�              Terraforming

�        Retirement Plan, 
�           TCP

�                      Advanced 
Terraforming

�           UDP

�           Research 
Laboratory, �           HTTP

Database

�           Astro University, 
�           TCP

Advanced Database

�           UDP

�           Automated 
Factory, �           HTTP

Jump Drive

�        Recycle Centers, 
�           TCP

Advanced 
Jump Drive

�           UDP

�        Information 

Network, �           HTTP

Better Diplomats

�           Trade Port, 
�           TCP

Superior Diplomats

�           UDP

�            1/1 FRIGATE UNIT

�           1 �    1 �       2

AVIATORS:AVIATORS: At the beginning of combat, you 

may spend a �        to retreat all your frigate 

units from the combat.

�            6/2 TITAN

�           3 �    3 �       2

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

CARRIER:CARRIER: Before �        or �        you may 

construct a frigate unit in this system.

Low Gravity......................... –2 �        

High Gravity ........................ +2 �       +1 �             , and 1 �              for every 2 

frigate units on your empire board

�     
4

�              
3

�           
2

�       
3

�         

ALKARI FLOCK
HOME PLANET: ALTAIR

VOLUNTEERS:VOLUNTEERS: During 
              in your home system, you can 

construct an additional frigate unit.

HONORABLE:HONORABLE: The abilities of spy diplomats that you are 

the initiator of have no effect.

HIRED WINGS:HIRED WINGS: In a combat you are not involved in, 

in a system linked to a system with your �     , you may add 

the �           of those �      to either side. The opposing side may 

assign damage to those �     .

Biology & Chemistry Physics
Engineering Government

:: INVASIONINVASION
:: COMBATCOMBAT

:: ADAPTATIONADAPTATION
:: INCOMEINCOME

1 �       4+4+
∞∞ →→1 
                

:: OR

Remove 1 	           
5+5+
∞∞ →→
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:: INVASIONINVASION

:: COMBATCOMBAT

ENGINEERS:ENGINEERS: The Automa can place 1 �         in a unit slot. If the Automa is instructed to perform an ORBITAL CONSTRUCTION PROCEDURE, it treats any of its systems that have exactly one battle station as if they do not have an �         on that system.

:: PASSIVE ABILITYPASSIVE ABILITYSPECIAL ABILITY 1 :SPECIAL ABILITY 1 : 
Perform an ORBITAL CONSTRUCTION PROCEDURE.
SPECIAL ABILITY 2:SPECIAL ABILITY 2: 
Perform a PLANETARY CONSTRUCTION PROCEDURE constructing an Automated Factory, then perform a Planetary Construction Procedure, constructing a Research Laboratory.

1 �       5+5+
∞∞ →→

–1 �           5+5+
∞∞ →→

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
AUTO-REPAIR:AUTO-REPAIR: Before the combat roll, restore 1 �    to this �     .

7-9 �                  TITAN
�           3 �    3 �       1
AUTO-REPAIR:AUTO-REPAIR: Before the combat roll, restore 1 �    to this �     .

10+ �                  DOOM STAR
�           4 �    6 �       1
AUTO-REPAIR:AUTO-REPAIR: Before the combat roll, restore 1 �    to this �     .

-6 �              
+2 �   

-5 �              

-4 �              
+1 �   

-3 �              

-2 �              �           Hydroponic Farm, 
�           HTTP

�              Terraforming

�           Soil Enrichment 
Facility, �           TCP

�                      Advanced 
Terraforming

�           UDP

�        Higher Education, 
�           HTTP

Database

�           Astro University, 
�           TCP

�        Specialization

�           UDP

�           Automated 
Factory, �           HTTP

Jump Drive

�        Unautomated 
Factory, �           TCP

Advanced 
Jump Drive

�           UDP

�           Spy Center, 
�           HTTP

Better Diplomats

�        Intrigue, 
�           TCP

Superior Diplomats

�           UDP

�            1/0 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.

�            5/1 CRUISER UNIT
�           1 �    3 �       1
TEAMWORK:TEAMWORK: Costs 1 �            less for every 
4 �            you have (to a minimum of 2).

�            8/2 TITAN
�           4 �    2 �       1
TEAMWORK:TEAMWORK: Costs 1 �            less for every 
4 �            you have (to a minimum of 3).

�            15/3 DOOM STAR
�           5 �    5 �       1
TEAMWORK:TEAMWORK: Costs 1 �            less for every 
4 �            you have (to a minimum of 8).

All Planets........................... –2 �        +1 �              per 4 �            you have

STUBBORN:STUBBORN: Your �            produce no resources. For every 4 �            
you have, increase your �                     by 1.

BREEDING GROUNDS:BREEDING GROUNDS: During �       , creating a new �            in your 
home system costs a maximum of 1 �     .

REPULSIVE:REPULSIVE: A player who makes a trade deal with you gains 
2 �        (if the trade deal was not forced).

�     
3

�              
2

�           
3
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�         BROOD OF SAKKRA
HOME PLANET: SSSLA

Biology & Chemistry Physics Engineering Government

:: INVASIONINVASION :: COMBATCOMBAT

:: ADAPTATIONADAPTATION:: INCOMEINCOME

1 �       5+5+
∞∞ →→

1 
                
:: OR

Remove 1 �           
4+4+
∞∞ →→

:: 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+

→→

→→

→→

→→

→→

→→

→→

� INFORMATION NETWORK �When using “Hired Wings,” assume that systems under your influence are linked to your home system.

� RETIREMENT PLAN �Before a �, you can remove up to 3 of your frigate 
units from systems you own. For each, you gain 1 � 
in that system.

ALKARI FLOCK:: PLAYER’S AID

� CLOUD CITIES 
�When performing � in systems with “Low Gravity”  

or “Gas Giants” assume that you have “Terraforming” 
and “Advanced Terraforming”. You can’t receive any 
� by colonizing those systems.

GNN  003/003 © 2024 Archon © 2024 Wargaming.net

� RECYCLE CENTERS �Rather than recycling you can move up to 3 units of frigates from your empire board to your home system (if you own it)

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

� 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).

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

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

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


 SUPERIOR DIPLOMATSThe player can use the 
 effects of diplomats.

© 2025 Archon

© 2025 Wargaming.net

GALACTIC NEWS NETWORK
MODELS ASSEMBLY

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

� UNAUTOMATED FACTORY �
Every � in systems you own is additionally treated 
as 1 �.

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

� SPECIALIZATION �
When developing a tech card, research requirements 
are 1 tier lower for your every 4 �.

� HIGHER EDUCATION �
You can construct Research Laboratories. Research 
Laboratories don’t increase your income but set the 
system’s � limit to 4.

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

BROOD OF SAKKRA
:: PLAYER’S AID

© 2024 Archon © 2024 Wargaming.netGNN  001/003

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

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

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

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

� INTRIGUE �
DIPLOMACYDIPLOMACY

Choose any diplomat in play  
and discard it.

5+5+
∞∞ →→
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COMPONENTS

1× Rulebook 5× Star tiles

9× Planet tiles 8× Discovery tiles

3× Player Aids

9× Diplomat cards

24× Event cards

24× Leader cards

18× Tech cards 9× Starting cards

3× Empire boards

1× Assembly Instruction
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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 24× Diplomacy tokens

9× Population dice (d4) 12× Acrylic cubes

3×  
Titan 

<Alkari>

<Meklar>

<Sakkra>

15× Frigate  
unit

1× Doom  
Star 

4× Battle  
Station

3×  
Outpost 

1× Unrest  
Model

6× Empire  
Flag

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

3×  
Titan 

3×  
Titan 

9× Frigate  
unit

9× Frigate  
unit

1× Doom  
Star 

1× Doom  
Star 

6× Cruiser  
unit

6× Cruiser  
unit

4× Battle  
Station

4× Battle  
Station

3×  
Outpost 

3×  
Outpost 

1× Unrest  
Model

1× Unrest  
Model

6× Empire  
Flag

6× Empire  
Flag

1× Resource board
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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 
Galactic Council expansion), the initial galaxy setup looks 
like this:

5–6 Players

The set of star tiles used to create a galaxy includes the 
following number 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
	> Discovery 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. 

GREAT LEADERS
This mechanic allows players to hire powerful leaders to 
improve their empire’s economy or fleet’s strength.

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

:: COMPONENTS

LEADER CARDS
Leader cards represent admirals and governors that the 
players can hire to boost their fleets or economy.

Leader card

LEADER

GNN  018/024 © 2024 Wargaming.net© 2024 Archon 

SAVAG
Leader

Put it in play immediately. You can only have  
1 leader in play.

� Use at the beginning of the combat. If the 
combat takes place in a system you own, gain  
1 � in every combat roll.

COST: 2 COST: 2 � • • Use at the beginning of the 
combat. If the combat takes place in a system 
you own, in the first damage phase, the enemy 
fleet receives an extra 3 �. Discard this card.

:: SETUP
Shuffle leader cards and place them within reach of all 
players.

:: NEW DIPLOMACY EFFECTS
When playing with leaders, players have access to two 
new basic diplomacy effects:

Hire a new leader

Assassinate

HIRE A NEW LEADER
The active player draws 3 leader cards, places 1 of 
the drawn cards in play next to their empire board and 
discards the rest. Players may use abilities of leaders they 
have in play.

IMPORTANT RULE:IMPORTANT RULE: The player can only have 1 leader in 
play. If they hire a new one, the previous leader must be 
discarded.

ASSASSINATE
The active player chooses any leader in play and 
removes it from play by discarding it.

6+6+

8+8+

ADDITIONAL RULES

:: PLANET DESTRUCTION
Some in-game effects can destroy a planet. When 
this happens, flip the tile of the destroyed planet 
and remove the discovery tile, all population dice, 
<Planetary>, and <Orbital>, from the affected system.

:: FLIPPING A PLANET TILE
A system with a flipped planet tile is treated as 
having no planet. It can never have a population  
in it. It counts as discovered.
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:: LEADERS
Every leader has 2 abilities that can be used by the 
player who hired them. Any ability may only be used in 
the situation it describes. If an ability contains <OncePerRound>, it can 
only be used once per round. If an ability contains “Free 
Action,” it may only be used as a free action (see page 20 
in the main rulebook). Both of the leader’s abilities may be 
used in a single turn, unless the first used ability requires 
the player to discard or flip the card.

	> Free ability: These can be used for free, as often 
as allowed.

	> Special ability: These can only be used once, for 
a cost. After using one, the leader card is discarded 
from play.

GNN  020/024 © 2024 Wargaming.net© 2024 Archon 

RSW-72
Leader

Put it in play immediately. You can only have  
1 leader in play.

� Use at the beginning of the combat. At the 
end of the combat, gain 1 � for every � you 
destroyed (to a maximum of 3 �).

COST: 2 COST: 2 � • • Use at the beginning of the 
combat. At the end of the combat, gain 2 � for 
every � you destroyed (to a maximum of 8 �). 
Discard this card.

Free  
ability

Special  
ability

Cost of the  
special ability
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GNN EVENTS
This mechanic introduces random events for the players 
to experience every round. Brought to you by GNN’s 
familiar hosts.

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.

:: COMPONENTS

EVENT CARDS
Event cards represent random events announced by the 
hosts of the Galactic News Network. These events affect 
one or more players who meet the criteria mentioned on 
the card. The event’s outcome depends on the behavior of 
the affected players during the coming round.

Event card

:: SETUP
To add this mechanic to the game, shuffle all event cards 
and place them within reach of all players during the  
game setup.

:: DRAWING AN EVENT
Starting from round 2, during the draft phase, before 
players begin the draft, the first player draws a card from 
the event deck and places it next to the deck. That card 
becomes the active event.

EVENT

GNN  002/024 © 2024 Wargaming.net© 2024 Archon 

LIVE

:: TARGETTARGET
The player with the lowest �.

:: TASKTASK
As a part of a trade deal, the chosen player can 
allow another player to put 1 state token aside.
At the end of the round, each player rolls a � for 
every state token they put aside. Then the player 
who rolled the highest combined value of dice…

CHARITY

Loses 6 �.

Loses 6 � and draws  
2 anomaly cards.

2+2+

8+8+

→→

→→

:: ACTIVE EVENT
The target section on the card informs what players are 
affected by the active event. Those players are known as 
chosen players.

Target section

The task section on the card describes specific tasks 
players can perform during the action phase to interact 
with the active event. Tasks that require a player to spend 
a standard action or that say “Free Action” may only be 
performed when a player may normally do these things. 
Spending a standard action ends a player’s turn as normal. 

Task section

Active events are resolved after the last player finishes 
their management stage, but before the end of the round. 
To resolve an event, players follow the instructions on the 
card. Some events may be resolved by multiple players.
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Instructions on how to resolve the card.

Events have 1 or 2 possible effects. Every player instructed 
to roll a number of dice determines the effect the event 
has on them individually. Total up the values on the dice 
each player rolled separately. If the event requires a single 
winner and there’s a tie, the player higher on the order 
track wins. The player then resolves only the effect with the 
highest activation cost that they meet the required rolled 
result for. This may mean they resolve no effect at all. If 
resolving the effect entirely is impossible, for example due 
to population limits, resolve as much of it as possible.

After the active event is entirely resolved, its card is 
discarded unless otherwise indicated. All tokens placed 
on it or set aside for it are discarded.

If the player rolls a combined dice value of 1, no effect 
occurs. If the player rolls a combined dice value  

between 2 and 7, the first effect occurs. If the player rolls 
a combined dice value of 8 or more, the second  

effect occurs.

:: CONFLICT RESOLUTION
If it is unclear which player should resolve an event or 
become a chosen player, players higher on the order 
tracker are picked before players lower on the tracker.
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THE LIST OF DISCOVERY  
TILE ICONS

Good Soil: This system has its base <Farmer> 
limit changed by the number in this icon.

Backrooms: This system has its base <Researcher> 
limit changed by the number in this icon.

Dark Matter: <Unit> can’t be constructed in 
this system.

Toxic Soil: This system can’t produce <Food>.

Rich: This system can’t produce <ResearchPoint>.

Lack of Magnetosphere: This system 
can’t produce <Production>.

+1

G
N
N

  0
01

/0
08

�          
+1

G
N
N

  0
01

/0
08

�          

+1

G
N
N

  0
03

/0
08

�          
+1

G
N
N

  0
03

/0
08

�          

G
N
N

  0
05

/0
08

�        

�             :  �     

G
N
N

  0
06

/0
08

�           

+1 �             

G
N
N

  0
07

/0
08

�                    

+1 �             

G
N
N

  0
08

/0
08

�                 

+1 �             



1010

CREDITS

Lead Rules Designer: Jacek Karpowicz

Rules Design: Sławomir Aftarczuk, Kamil Białkowski, 
Aleksander Kubiak, Robert Mańkowski, Aleksander 
Nowacki

Solo Mode Rules Design: Robert Mańkowski

Introduction Scenario Design: Jacek Karpowicz

Technical Writing: Rijnyr Van Putten

Proofreading & Editing: Emily Blaine, Jacob Blaine, 
Bryan Gerding, Anna Skup, Piotr A. Wesołowski

Graphic Design Manager: Anna Gut

Lead Graphic Designer: Patryk Kubiak

Graphic Design: Hubert Charczyński, Jakub Jazdończyk, 
Dawid Kopczyński, Emilia Nalewajska, Przemysław 
Nawrocki

Box Cover & Book Cover Art: Elias Stern

Miniature Sculpting & Engineering: Łukasz Burdziak, 
Sylwia Ciszek, Paweł Filipiak, Adam Humeniuk, Michalina 
Kin, Kamil Kowalski, Jakub Sado, Kacper Siama, Damian 
Stolarz, Tomasz Tyrański, Natalia Wiśniewska, Martyna 
Włodarczyk, Katarzyna Wylegała, Przemysław Zwoliński

Marketing: Wiktoria Budnik, Szymon Ewertowski, Kamil 
Grochowski

Project Management: Michał Tukan

Chief Executive Officer: Jarosław Ewertowski

Chief Operating Officer: Michał Pawlaczyk

IP Team (Wargaming Group): 
Platform & Licensing Lead: Mariya Kozenkova
Global Business Development Lead: Aleksandr Losevich
Platform Relations Lead: Sergey Rakitskiy

Special thanks to:
Michael Buonagurio, Jeff Johannigman, Chris Keeling, 
Jason Matthews, Pascal Portier, Lee Stephen,  
Wargaming.net

Gametesting & Consulting:
Andrzej Aftarczuk, Iga Aftarczuk, Piotr Andrzejewski, 
Franek Białkowski, Paul Brinker, Michael Buonagurio, 
Marek Ciemski, Jeff Dee, Sten Drescher, Nathaniel 
Edgar, Michael Eskew, William Gandia III, Klauda Gil, 
Jonathan Giokas, Szymon Gorlicki, Dave Govett, Patryk 
Gruszka, Ruben Gurerra, Nautica Harvick, Annisa Islas, 
Jeff Johannigman, Krzysztof Jordan, Chris Keeling, 
Dave Ketch, Todd Luney, Paweł Łabno, Alex Maslow, 

Jason Matthews, Olga Mazuryk, Christina Mervin, David 
Mervin, Sławomir Mocha, Krystian Munia, Michał Musiał, 
Kajetan Najda, Artur Niedzielski, Rafał Niedzielski, Marcin 
Okraska, Mariusz Ostafin, Jason Petty, Jan Pietras, 
Nathaniel Pinckney, Dorota Przybył, Rafał Przybył, Bartek 
Pyclik, Marshall Pyle, Tomasz Rybak, Cyprian Sala, 
Natalia Sala, Tomasz Silny, Jason Snow, Lee Stephen, 
Tim Surber, Michał Śmigielski, Jakub Talarczyk, Maciej 
Urbaniak, Marcin Zdeb

Archon Studio and the Archon Studio logo are TMs of 
Archon Spółka z o.o. Archon Studio is a ® of Archon 
Studio. All rights reserved to their respective owners. 
©2025 Archon.

Archon Studio is located at Magazynowa 17 Street,  
Piła 64-920, Poland.

Actual components may vary from those shown.

Manufactured in Poland and distributed by Archon  
Sp. z o.o.

©2015–2025 Wargaming.net. All rights reserved.



1111



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


