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EVERYTHING GOES WRONG IN SPACE

ALSOKNOWN AS: THE INSTRUCTION MANUAL FOR
WHEN SPACE EVENTUALLY TELLS YOUSTUFF IS
NOT RIGHT.

A COOPERATIVE GAME FOR Z2-B PLAYERS

WARNING: OONOT TRY TOIMITATE THE ACTIONS TAKEN BY THE
CONTAINED CREW WITHIN YOUR OWN HOME. [T TAKES MANY YEARS
OF TRAINING TO ADJUST TO ZERO GRAVITY, YET ALONE MAKE IT
TOSPACE.JONOT STUFF YOUR YOUNGER SIBLINGS INTO SMALL
CUPBOARDOS ALS0O, THEY ARE NOT CONFINEMENT ZONE NO
MATTER HOW MUCH YOU TRY TO THINK OF THEM AS SUCH..
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INTRODUCTION

SPACE, THE FINAL FRONTIER. A VAST, EMPTY YET POPULATED LAND FULL OF
INTERESTING AND OIVERSE SPECIES. OVER TIME, MANY OF THEM GREW INTO
CIVILISATIONS, GROWING POLITICALLY ANO SOCIALLY INTO GREAT POWERS
THROUGHOUT THE GALAXY.

AT POINTS THROUGHOUT THE EXPLORATION ERA, WHERE RACES FOUND ONE ANOTHER
WITHIN THE CONFINES OF SPACE SHIP PROJECTORS, MANY RACES CREATED
TREATIES. THE OLDEST, THE S0L VADI ACT,CREATED THE BASIS OF EXPEDITION-
BASEO VOYAGES ANO ALLOWED FOR COALITIONS SPANNING THE GALAXY.

YOU ARE ONE OF THOSE COALITION-BASED VOYAGES, ABOARDO THE HMS CONCORDIA
WHICH HAS BEEN RENOWNEDO FOR NAVIGATING MANY GALAXIES WITHOUT A SINGLE
ISSUE. WITH A RELIABLE CREW, KNOWN THROUGHOUT THE VARIOUS FLIGHT
ACADEMIES ANO BARS IN THE VARIOUS NATIONS. MANY OF THEM WERE RAISEO FROM
HUMBLE BEGINNINGS, STARTING AS MERE SOLDIERS IN WARS NO-ONE CAN EVEN
REMEMBER TO BECOME THE BEST CREW.

BUT.. ASWITHEVERYTHING IN SPACE.. EVERYTHING IS BOUND TO GO WRONG..

UOBJECTIVE

DOURING THE NEXT HOUR OR SO, YOU WILL BECOME A MEMBER OF THE CREW ABOARD THE
CONCORDIA. YOU ARE EACH INTEGRAL TO THE SHIPS RUNNING, A PART OF A
COMPLETE UNIT. THE GOAL OF THE GAME IS SIMPLE: SURVIVAL.

SPACE IS A STRANGE PLACE AFTER ALL. WHERE THERE IS LIFE THERE IS ALSO
DEATH, FOR EACH SPACESHIP IS A SIMILAR SHIP ORIFTING IN THE EMPTINESS OF
SPACE WHILE LACKING ANY SIGN OF REPAIR. WHERE THERE ARE HONEST MEN, THERE
ARE SPACE BANDITS. WHERE THERE IS TRADE.. THERE CAN ALS0 BE OESPAIR.

THE CONCORDIA HAS BEEN THROUGH HARDOSHIP, WITHOUT ANY OOUBT. ITS CREW IS
MADE UP OF THOSE WHO HAVE BEEN NEGLECTED ORHURT IN THE PAST, WITH HUMAN
MINDOS WHO WHILE EDUCATED LACK A CERTAINLEVEL OF FINESSE. THEY ARE BY NO
MEANS THE BEST CREW IN THE GALAXY BUT RATHER THEY ARE GOOD ENOUGH TO SEE
IT THROUGH TO THE END.

THIS GAME REPRESENTS THEIR ADVENTURES. THE STORIES OF A CREW THAT HAVE
BEEN THROUGH SO MUCH THAT EVEN THE WORSE ACCIODENTS IN THE WORLDO CANNOT
KEEP THEM DOWN..

.ORCAN THEY?

EACHGAME WILL REPRESENT ANEWRETELLING OF A NEAR-DOISASTER THE CREWHAS
EXPERIENCED. YOUR JOB IS TO SURVIVE, COMPLETING THE RELEVANT OBJECTIVES
THAT WILL CORRECT THE SHIP (CONTAINEDO WITHIN THIS MANUAL) ANOLIVE FOR
ANOTHER OAY.

FrRom THIS POINT ON, EXPECT EVERYTHING TO GO WRONG IN SPACE!
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CHARACTERS

BUT BEFORE YOU GO SAVING YOURSELVES FROMPOTENTIAL SOLAR STORMS, YOU
MIGHT WANT TOGET USED TO THE CREW. EACH OF THEM HAS BEEN BROUGHT ONTO THE
TEAMFOR VARIOUS REASONS, SOME VIA TRAINING, SOME VIA SELF-MOTIVATION..
OTHERS GOT STOLEN. THEY'RE A STRANGE ONE.

CAPTAINLANCE 'LEGDAY  STEEL - CAPTAIN LANCE HAS SERVED NUMEROUS
ORGANIZATIONS BOTH AS A CAPTAIN ANO AS A MOTIVATIONAL SPEAKER. STEEL HAS
BEEN ON THE FRONT OF MANY AOVENTURES, THOUGH DESPITE THE NUMEROUS
AOVENTURESIT SFAIR TOSAY THAT STEEL CAN BE A BIT OF AN IDIOT. IF HE
COULON'T TALK HISWAY OUT OF IT, MANY OF THE CREW MEMBERS WOULDO BE
SURPRISED (EVEN IF MANY OF THEM DISMISS HIS CHARISMA].

ENGINEER WRENCH - WRENCH IS AN UNUSUAL CHARACTER, BORN ON A WORLO HEAVILY
INFLUENCED BY TECHNOLOGY. DESPITE HIS HOME WORLDO'S INCLINATION TO ENHANCE
THEMSELVES WITHCYBERNETICS, WRENCH DECLINED THE PRACTICE AND WORKED ON
MACHINES INSTEAD. HE'S JUST GLADO NOT TO BE HOME.

OAkoTA NOVA, MEDIC- NOVA'S EMPLOYMENT WAS BORN OUT OF NECESSITY, BEING THE
ONLY MEMBER OF THE RECRUITMENT BUREAU TRAINED IN ANY LEVEL OF FIRST AID
AND ACCIDENT RESPONSE. NOVA IS A SELF-TAUGHT SURGEON WHICH WHILE DUBIOUS
AT THE BEST OF TIMES, HAS NEVER BEEN QUESTIONEDO BY ANYBOOY. WHATEVER
WORKS.

FAYTON ROYCE, PILOT - ROYCE NEVER GOT TO KNOW THEIR FAMILY. AT ONE POINT, HE
WAS RAISEDBY ANELOERLY MANWHDO OWNED A HUMBLE FARM THOUGH THOSE OAYS
ARE BEHIND THEM. IT'S UNKNOWN HOW HE BECAME A PILOT, BUT REGAROLESS, HE IS.

FINLEY MICHAELS, FORMER CONVICT - FINLEY MICHAELS WAS WANTED, BUT THAT WAS
A WHILE AGO FOR SURE. NOT MANY PEOPLE KNOW WHY THE AUTHORITIES WANTED THE
PERSON IN QUESTION, NOR DO THEY WANT TO KNOW HONESTLY. SHORT ANSWER: FINLEY
MICHAELS IS NOT A NICE PERSON (BUT EVEN THAT OOESN'T GIVE ENOUGH CREDIT).

ELLIS SAGE, PRIVATE GUNNER FOR HIRE - WHEN YOU PILOT A LARGE VESSEL, YOU
TENO TO NEED AN EXTRA HAND TO FIRE THE WEAPONRY. ELLIS, BEING ROYCE'S LONG-
TIME FRIENDO, GOT THE CALL (ANO A NICE SALARY) FOR JOINING THE TEAM. HE'S NOT
OKAY WITHCONVICTS ON THE SHIP, OF TEN ARGUING WITH FINLEY MICHAELS OVER THE
LITTLEST THING.

SPENCER MORGAN, FIELD RESEARCHER - MORGANWAS A LAST MINUTE ADODITION TO
THE CREW, JOINING ON A PREVIOUS MISSION TO ANALYSIS A NEW STRAIN OF A VIRUS
FOUNDO DEEP WITHIN EARTH'S CORE. MANY OF THE CREW FINO MORGAN CLUMSY, AS
MORGAN HAS SINGLE-HANDOED NEARLY CAUSEO AROUNDO 19 INFECTION EPIDEMICS.

CyBORG THB-7Z AKA.BUCKET - BUCKET WAS SALVAGEDO FROM A PLANET FILLEDO FROM
SCRAP BY LANCE A LONG TIME AGDO. REFROGRAMMEDO DUE TO A JOINT EFFORT BY
WRENCH ANO NOVA, TB-72-BUCKET HAS SERVED THE CONCORDOIA TO OO TASKS THAT
THE HUMAN MEMBERS OF THE CREW SIMPLY CANNOT OO WITHOUT THE RISK OF OEATH.

SPARKSTER, THE FRIENOLY CAT -0ON THE PLANET OF KuBORO, CAT'S WERE
WORSHIPPED IN A SIMILAR WAY TO THE ANCIENT EGYPTIANS. SPARKSTER WAS A GOD
IN SOME PEOPLE'S EYES, FORMERLY NAMED TSUKATOPHE. IT NEVER APPRECIATED
LANCE 'KIDNAPPING' IT,BUT IT DOES SEEM TO BE CALM AROUND UNPLEASANT
CHARACTERS.
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S5TARTING THE GAME

EACHGAME OF EVERYTHING GOES WRONG IN SPACE IS OETERMINED VIA THE MISSION
OECK OF CAROS. EVERY PLAYER IN THE GAME WILL START IN THE GAME WITHIN THE
CONFERENCE ROOM ON THE TOP FLOOR OF THE SHIP (INCLUDING THE FUGITIVE, WHO
WILL BE LET OUT OF HISCELL TOHELP OUT WITH THE ISSUE). TO DETERMINE A
MISSION, YOU CAN CHOOSE ONE FROM THIS BOOK OR YOU MAY SHUFFLE THEM ALL
TOGETHER ANO THEN USE THE TOP CARD OF THE MISSION OECK.

EACH MISSION CARO REPRESENTS AN EXPEDOITION THE CREW ABOARDO THE HMS
CONCORDIA MUST RESOLVE BEFORE THE ALLOTTED TIME. FAILING TO DO SO WILL SEE
THE CREW SUCCUMB TO ONE OF THE WAYS IN WHICH EVERYTHING GOES WRONG IN
SPACE.

PLAYERS MUST WORK TOGETHER TO RESOLVE THE PROBLEM BEFORE THE TIME,
EXPLORING THE CONCORDIA TOLOCATE THE PROBLEM ANDFIXIT BY SUCCESSFULLY
ACHIEVING THE RELEVANT CRITERIA. SOME OF IT MAY INVOLVE LOCATING CERTAIN
ITEMS, BE A TOOLBOXOR A VACCINE, OTHERS WILL REQUIRE A SKILL CHECK TOFIX
MACHINERY AROUND THE SHIP. EITHER WAY, ACHIEVING THE MISSION SHOULD BE YOUR
TOP PRIORITY.

AT THE BEGINNING OF THE GAME, NOTE YOUR STARTING HEALTH AS 10. THIS MAY GO
DOOWN DURING GAMEPLAY.IFYOuco TO0, YOURCHARACTER IS CONSIDERED TO HAVE
BEEN KILLEDO.
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MISSION UBJECTIVES

EACH THE MISSIONS IN THE MISSION DECK HAVE THEIR OWN WAY OF RESOLVING THE
PROBLEM. EACH OF THE MISSIONS PLAYS IN A OIFFERENT WAY, AND ALL THE RULES
REGARDING THESE MISSIONS CAN BE FOUNDO HERE.

THE MORIAS BRAIN PARASITE INFECTION
FiELD RESEARCHER LoOG #0189

I'M AFRAIO THAT IN THE TIME BETWEEN VOYAGES, SAMPLE [REODACTEDO] HAS
SEEMINGLY VANISHED FROM THE STORE-ROOM. | COULDHAVE SWORNIT HAO BEEN
PLACEDNEAR THE BIOLOGICAL VIRUSES A WHILE AGO, PERHAPS WHILE WE WERE
TRYING TO TEACH THOSE SAVAGES TO READ.

IN ANY REGARD, IlFEAR THAT THE VIRUS MIGHT BE ONBOARD. THE ONLY WAY TO CHECK
ISSAOLY.LETTINGIT INFECT THE CREN.

I AM SORRY WHOEVER IS THE FIRST TO BE INFECTED, JUST KNOW THAT I DION'T HAVE
ANY OTHER OPTIONS.

SET-UP INSTRUCTIONS:

. ALLCAROSIN ARE INPLAY.
O08JECTIVE: CURE THE BRAIN VIRUS ONCE AND FOR ALL.
RULES:

« ANYPLAYER WHODORAWS THE VIRUS KEEPS THE CAROFACE-DOOWN WITH THEIR
OTHERITEMS, THEIR JOB IS THE EXTERMINATE ANY PLAYERS WHO OONOT
CARRY THE VIRUS. THEY MAY DO THIS HOWEVER THEY WISH, THOUGH THEY MUST
REMAIN HIODOEN.

. THE VIRUS CANBE CURED VIA A VACCINE ONLY AFTER BEING DISCOVERED,
YOU CANNOT CURE ANO DISCOVER THE VIRUS ON THE SAME TURN. UNLESS YOu
ARE THE MEDIC.

« WHEN THE VIRUS IS REVEALED, THE PLAYER WITH THE VIRUS GAINS THE
FOLLOWING EFFECT: ONCE OURING YOUR TURN, YOU CAN RE-ROLL ANY CHECK
YOU WISH. IF YOU DO, YOU MUST TAKE THE HIGHER RESULT.

. S5HOOTING THE VIRUS CARRIER WILL RESULT NOT IN THE PLAYERS DEATH, BUT
RATHER THE INFECTION RAPIOLY ACCELERATING. THE INFECTED PLAYER HAS
THEIR UNARMEDO STRIKES INCREASED TO Z OAMAGE ANDO ARE IMMUNE TO
UNARMED STRIKES.

THE SARNEAGAS INVASION

MANY RACES OF ALIENS HAVE DEVELOPEDO A HOSTILE ATTITUDE TO MANY SHIPS. THE
IDEA OF TRAVELLING AROUND THE GALAXY AND TAKING RESOURCES OWNED BY
HOSTILE ALIEN'S IS SOMETHING NOT A LOT OF SPECIES ARE OPEN TOO. ENTER THE
SARNEAGAS. RAISED ON A PLANET THAT PRIMARILY MIMICS A SWAMP IN TERMS OF
ENVIRONMENT, THEY ARE KNOWN TO LAY SPORES THAT ALLOW FOR HUMANS TO
BECOME INFECTEOBY A FORCED EVOLUTIONARY PROCESS THAT TURNS THEM TOO
INTO SARNEAGAS.
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UPON ONE OF THE EXPEDITIONS ON THE CONCORDIA, A SMALL SELECTION OF
SARNEAGAS GRUNTS HID ONBOARD THE BOTTOM DECK OF THE SHIP. THEY'RE NOT
FRIENDOLY, ANDOYOU DOON'T WANT THEM ONBOARD.

SET-UP RULES:
« ALLCARDS ARE INPLAY, ASIOE FROM THE ALIEN BRAIN VIRUS ITEM CARDOS.

OBJECTIVE: ELIMINATE THE X+1(X BEING THE NUMBER OF PLAYERS IN THE GAME)
SARNEAGAS S ONBOARD THE CONCORDIA BEFORE THEY INFECT THE CREW.

ALIEN'S RULES:

. AFTEREACHPLAYERHAS MADOE THEIR MOVE FOR THE TURN, EACH PLAYER
MUST ROLL A DICE. IF ANYPLAYERROLLS A1, THE ALIENS WILL MOVE THROUGH
THE VENTS TO ANOTHER LOCATION.

. TOFIND A SARNEAGAS, AFTER APLAYERENTERS A ROOMON THE BOTTOM
DECK OF THE SHIP THEY MUST ROLL A DICE. ON A 5-BE ROLL, THE PLAYERS FIND
AN ALIEN ANO MAY EXPEND ONE WEAPON ITEMCARD TOKILL THE ALIEN. IF yoOu
ROLL 1,Z0R 3, AN ALIEN WILL AMBUSH YOU AND DEAL TDOAMAGE TO YOUR
CHARACTER. IT WILL THEN AUTOMATICALLY LOCATE, YOUR TURN ENOS.

. IF APLAYERRELOCATES, PLAYERS ENTERING THE VENTS ON THE NEXT TURN
MUST ROLL A DICE, IF THEY ROLL 1-3, THE SPORES INFECT THE PLAYER.
MOVEMENT IS HALVED WHILE INFECTED, ANO YOU TAKE 1TDAMAGE AT THE END
OF YOUR TURNS.

. IF APLAYERISINFECTEDBY THE SPORES, THEY MAY CURE THEMSELVES WITH
THE VACCINE IF THEY ARE IN A SAFE AREA. DOING SO WILL TAKE UP AN ENTIRE
TURN. FAILING TOCURE THE PLAYER WITHIN THREE TURNS WILL RESULT IN
THAT PLAYER DOYING ANO A NEW ALIEN BEING ADOED TO THE GAME.

TEMPORAL ANOMALY

YOUEVERGET THAT FEELING OF DEJA VU™? THAT SENSE THAT FOR SOME REASON,
ANDO YOU CAN NEVER KNOW WHY, THERE IS THAT SENSE YOU DIO SOMETHING BEFORE?
THAT YOU ENDOEDO UP IN THE WRONG PLACE DESPITE BEING ORIGINALLY INONE PLACE?
YOU WERE IN THE CONFERENCE ROOM, RIGHT? YOU REMEMBER EVERYONE BEING THERE
RIGHT™? NOW YOU'RE NOT..

YOUEVERGET THAT FEELING OF OEJA vUu~?
SET-UP RULES:

. UNLIKE OTHER MISSIONS, TEMPORAL ANOMALY THROWS PLAYERS IN RANDOM
LOCATIONS TOSTART WITH. WHEN THE GAME STARTS, EACHCHARACTER MUST
ROLL A DICE ANO SPAWN IN THE ROOM CONTAINING THE CORRESPONDING VENT
EXIT ANO ROLL AGAIN TOOETERMINE THE

OBJECTIVE: SURVIVE 10 TURNS.
RuLEs:

. FLAYERS CANNOT INTERACT WITHIN THE GAME WITH EACH OTHER, DUE TO THE
NATURE OF THE TEMPORAL ANOMALY.

. IN ADDITION, YOU CANNOT SAVE EACHOTHER. I[IF APLAYER WOULD BE KILLED,
THEY OIE AUTOMATICALLY.

. AFTER ACHARACTER DIES, DORAW AN EXTRA DISASTER ON THE NEXT TURN.
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ACTIONS

DOURING EACHPLAYER TURN, THE PLAYER CAN OO MULTIPLE ACTIONS. THESE ACTIONS
UTILISE A RESOURCE CALLEDO ENERGY, WHICH EVERY CHARACTER POSSESSES. EACH
ACTION TAKES UP ONE ENERGY FROM YOUR CHARACTERS TOTAL. ONCE YOU HAVE
DEPLETED YOUR ENERGY, OR YOUHAVE DONE ALL THE MOVES YOU WISH TO OO, YOUR
TURN ENDS.

MOVEMENT: PLAYERS CAN USE ONE ENERGY TO MOVE AROUNDO THE SHIP, COUNTING
EACHSQUARE ON THE GRID TOCALCULATE HOW MUCH ENERGY THEY SPENDO MOVING.

SCAVENGE: PLAYERS CAN ALS0O SCAVENGE FORMATERIALS IN ROOMS ON THE MIOOLE
OR BOTTOMFLOOR. OOING SO IN ANY AREA REQUIRES A OICE ROLL. IF THE PLAYER
SUCCEEDOS WITH A 4,5,6 (UNLESSITEMCAROS OREVENTS SAY OTHERWISE), yOu
SUCCESSFULLY FOUND ANITEMCARD.

NOTE:IF THE PLAYER IS IN A ROOM SHARING THEIR CHARACTERS NAME, ONCE PER
GAME, THEY MAY SCAVENGE ANITEMCARDFORFREE WITHOUT ROLLINGFORIT.

ATTACKING: IN SOME SCENARIOS, THE PLAYERS WILL BE TASKED TO ATTACK ALIENS
OR OTHER MEMBERS OF THE CONCORDOIA CREW. IN THESE OCCASIONS, YOU CAN
ATTACK UNARMED OR WITH A WEAPONITEM IF YOU FIND THEM. ATTACKING UNARMED
DOES NOT REQUIRE A DICE ROLL AND WILL ALWAYS DEAL 1DAMAGE (UNLESS ANITEM
OREVENT SAYS OTHERWISE). [F USING A WEAFON, A PLAYERMUST ROLL A5 ORB ANDO
IF THEY DO THEY DEAL DAMAGE EQUAL TO THE ITEM'S DAMAGE INOICATOR.

NOTE: SUCCESSFULLY DAMAGING A NON-PLAYER CHARACTER WILL RESULT IN THEIR
DEATH.

MAINTENANCE: I[F ACHARACTER IS INCLINED TOFIXUP MECHANICAL OR ELECTRONIC
EQUIPMENT, THEY CAN SPENDO AN ACTION TO ATTEMPT IT. ROLLING A5 0RB WILL
SUCCESSFULLY FIX THE PIECE OF EQUIPMENT ANO ALLOW FOR TO CONTINUE YOUR
TURN. AROLL OF 1- 4 WILL PREVENT THEM FROM FIXING THE ITEM FOR THE REST OF
THE TURN.

RUNNING: IF YOU ARE DETERMINED TOGET TO ANY ARE QUICKLY, A SIMPLE SOLUTION
IS TO RUN, EXPENDING ALL YOUR ENERGY, YOU CAN RUN TWICE ARE MUCH AS YOU COULD
NORMALLY MOVE. NOTE YOU CANNOT DO ANYTHING AFTER THIS, SOUSE IT ONLY IN
EXTREME SITUATIONS OR IN THE SITUATIONS WHERE YOU WANT TO MOVE QUICKLY.

THELIFT: THELIFTIS A CENTRAL PART OF THE SHIP THAT, WHEN WORKING, ALLOWS
PLAYERS TO GO OOWN ANDOUP TO ANY FLOOR THEY WOULDO WISH TO GO TO. IF THEY
CHOOSE TO DO SO, GOING TO ANOTHER FLOOR WITH TAKE UP ONLY ONE ACTION. IF IT IS
BROKEN HOWEVER, THEY WILL HAVE TO REPAIRIT.

IF THELIFTISNOTON YOURFLOOR, YOUMAYCALL IT TO YOUR FLOOR, BUT AT THE
COST OF TWDO ACTIONS.

VENTS: SCATTEREDO AROUNDO THE MAPS ARE GREEN MARKS TO OENOTE VENT ENTRIES
ANDOEXITS. VENTS REPRESENT AN ALTERNATIVE WAY TO GET AROUNDO THE SHIP.
WHEN ENTERING A VENT, YOU ARE NOT ALLOWED TO CHOOSE THE VENT YOU EXIT FROM.
INSTEAD, ROLL THE DICE TWICE. THE FIRST WILL OETERMINE THE FLOOR YOU EXIT TO
(1-ZFoR ToP., 3-4 FOR MIDOLE ANO 5-6 FOR BOTTOM) AND THE SECOND DETERMINES
THE EXACT VENT YOU EXIT OUT OF.

RECHARGE: THIS ACTION IS EXCLUSIVE TO THE CYBORG: OTHER CHARACTERS DONOT
HAVE THE TECH IMPLANTS TO UTILISE THE SOFTWARE. AROUND THE MAP ARE
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CHARGING STATIONS (THE I.C.T) WHICH ARE USED TO CHARGE THE CYBORG. [F THE
CYBORG IS OAMAGED, THEY ARE PUT INTORETREAT MOOE ANO CANNOT PERFORM
ACTIONS OTHER THAN MOVE UNLESS THEY SPENO A TURN IN THE I.C.TS. THERE IS ONE
ONEACHFLOOR, DENOTEOBY A LIGHTNING BOLT.

THE DECKS

JOURNEYING THROUGH THE GAME, PLAYERS WILL HAVE NUMEROUS OPPORTUNITIES TO
UNCOVER CARDOS FROM THE MULTIPLE DECKS. THESE DOECKS ARE WILOCARDOS IN YOUR
ADVENTURE, OF TEN FORCING YOU TO DEAL WITH MANY OF THE ISSUES THAT ARISE
DURING THE OAILY LIFE OF A SPACE-TRAVELLER WHILE OTHERS ARE HELPFUL
BENEFITS ORITEMS YOU CAN USE TORESOLVE ISSUES.

ITEMS -ITEMCARDS ARECARDS THAT CAN BE USED AND UTILISED IN ORODER TOHELP
FIXISSUES AROUND THE SHIP. SOME OF THEM ARE MUNDANE ITEMS SUCH AS A
TOOLKIT OR VACCINE, WHILE OTHERS OEPENDOING ON THE SCENARIO YOU ARE PLAYING
WILL BE NEGATIVE ITEMS EQUIVALENT TO CURSES. SOME GAMES, YOU MAY EVEN FIND
A MIND-CONTROLLING VIRUS AND INOTHERS THAT ITEMMIGHT JUST BE AN
EXPERIMENTAL WEAPON. NWHATEVERIT IS HOWEVER, IT SHOULD COME TO HELP YOU ON
YOUR JOURNEY.

WHEN AN ITEM IS ORAWN, YOUR CHARACTERKEEPS IT FACE-ODOWN NEXT TO THEM
UNTIL THEYUSE IT. NHEN USEDO, REVEAL THE ITEM CARD ANO UNLESS THE CARD
STATES OTHERWISE, SHUFFLE IT BACK INTO THE ITEM DECK.

EVENTS - EVENT CAROS REPRESENT SMALL LITTLE THINGS THAT HAPPEN ABOARD
THE CONCORDIA, WHICH ARE USUALLY MUNDODANE EVENTS THAT WOULD TYPICALLY
OCCUR REGULARLY. UNLIKE OI1SASTERS (COVEREDO LATER THIS PAGE), EVENTS CAN
HAVE POSITIVE EFFECTS ON PLAYERS. SOME WILL ALLOW FOR THE PLAYER ORANWING
THEM TO FINO A RANOOM ITEM WHILE OTHERS WILL RESULT IN YOU LOSING ONE. WE'LL
KEEP THE REST OF THEM A SECRET FOR NOW. IF YOU WALK THROUGH ANEVENT
SOUARE, EVENIF YOU OO NOT FINISH YOUR TURNONIT, ORAW AN EVENT CARD.

WHEN AN EVENT IS ORAWN, UNLESS THE CARD STATES OTHERWISE, SHUFFLE IT BACK
INTO THE EVENT DOECK.

OJi1SASTERS - OISASTERS ARE MAJOREVENTS THAT HINOER THE CONCORDIA'S CREW,
OFTENHAVING A MAJOR IMPACT ON THE GAME. WHILE THESE ARE ACTIVE, PLAYERS
CAN TRY TO RESOLVE THEM OR RISK THEIR PENALTY. SOMETIMES, OISASTERS WILL
CAUSE EFFECTS THAT HINDER YOU SO MUCH YOU WILL HAVE TO RESOLVE THEM.
EITHERWAY, YOU DONOT WANT TO ORAW TOO MANY DISASTERS ANOLEAVE THEM
LINGERING TOO LONG. EACH TURN WILL CAUSE A NEW DISASTER, SO BE PREPARED.

DOISASTERS STAY IN PLACE UNTIL RESOLVED, DOONOT SHUFFLE THEM INTO THE
DISASTER DECK AFTER RESOLVING THEM.

EVENT CARDOEFFECTS

ITEMFOUND! - WHILE WANDERING AROUND THE SHIP, YOU STUMBLE UPON A LOOSE
ITEM.HOWIT GOT HERE YOU WILL NEVER KNOWBUT NOWIT'S YOURS. TAKE ONE CARD
FROM THE ITEM DECK.

RooMm MAINTENANCE ONLINE! - YOU HEAR THE SYSTEMATIC FIX-A-TRON GO ONLINE IN
ONE OF THE ROOMS, FIXING UP THE ENTIRE PLACE. LOOKS SNAZZY NOW.
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EXTINCTION! - THE SHIP MAY BE FALLING APART BUT THATISN'T ALL BAO. STEEL
BEAMS SEEMS TOFALL ONTO ALIENS QUITE WELL. EITHER WAY, ELIMINATE ONE ALIEN
FROM YOUR COUNTER OR A SPACE PIRATE IF APPLICABLE.

NANOBOT BoosT! - LOOKS LIKE YOUR NANOBOTS ARE KICKING IN, YOUR BOOY FEELS
STRONGER THAN BEFORE AND FULL OF ENERGY. UNTIL THE END OF THE NEXT TURN,
YOU TAKE NO DAMAGE FROM ALIENS, EVENTS OR DISASTERS.

VENT MEMORISATION! - YOU REMEMBER JUST ENOUGH ABOUT THE VENTS TOGET TO
WHERE YOU NEEDO TO GO. KEEP THIS CARD IN THE MIDDOLE OF THE TABLE UNTIL YOU
NEXT USE A VENT ENTRANCE, INSTEAD OF RANDOMLY BEING SENT TO A VENT EXIT.
YOU GET TO CHOOSE YOUR VENT EXIT, AFTER THIS CARDO IS USEDO, SHUFFLE IT INTD
THE EVENT DECK. ANY PLAYER MAY USE THIS CARD AS YOU ALLOWIT.

A SMALL POCkeT OF TIME! - YOU HAVE DISCOVERED A SMALL-TIME ANOMALY HIDDEN
WITHIN A SMALL TRINKET. WHILE IT IS NOT POWERFUL BY ANY MEANS INRELATIVITY
TO ADARK HOLE,IT AT LEAST OOES SOMETHING. GAIN AN EXTRA TURN (THIS TURN
DOES NOT COUNT TOWARDOS THE TURN LIMIT).

MISPLACEDITEM! - YOU COULDHAVE SWORN YOUHAD IT ONLY A MINUTE AGO, OISCARD
OF ANITEMCARDBY SHUFFLINGITINTO THE ITEM DECK.

VENT Lock-UpP!- YOU GET THE FEELING THE VENTS OON'T LIKE YOU, EITHER THAT OR
THEY SHRUNK REALLY QUICK. UNTIL THE ENO OF THE NEXT TURN, YOU CANNOT ENTER
VENTS.

Room Mix-UP™ - FUNNY, YOU OON'T REMEMBER THE CARGO BAY BEING THIS FAR FROM
THE LIFT. THE NEXT ROOM YOU ENTER IS CHANGED TO BE ANOTHER ROOM, TYPICALLY
THE ONE WITH THE LEAST AMOUNT OF GRIO SPACES FROMIT.

ABRUPT SPIKE! - IS YOUR BOOY MEANT TO PRETENDO THERE'S A KNIFE IN YOUR EYE™?
EITHERWAY, TAKE ONE DAMAGE FROM A WEIRD SPIKE IN PAIN.

TIME FLIES BY! - BEEMS LIKE SPARKSTER IS STILL NOT A FAN OF YOU, YOU FOUNDO ONE
OF HIS RELICS. THIS RELIC SEEMS TO ACCELERATE THE PROBLEMS QUICKLY. ADD A
TURN TO THE TURN COUNTER.

SECURITY GLITCH! -NOT EVEN SECURITY IS GIVING YOU A BREAK! SPACE IS HARDO MAN!
NEXT TIME YOU ROLL A DICE INREGARDO TO ANYTHING INVOLVING ELECTRONICS OR
MACHINES, ROLL TWICE ANDO TAKE THE LOWER NUMBER.

DISASTER CARDEFFECTS

ASTEROIDOFIELD AHEAD! - ASTEROIOS ARE MANY THINGS, MOST OF ALL OEADOLY. IF
THE PILOT IS INPLAY, THEY MUST RUN TO THE COCKPIT TO TRY ANO PREVENT A
COLLISION WITH THE FIELD.IF THEY FAIL TO DO SO, THE SHIP WILL BE HIT BY AN
ASTEROIDO OUT OF PROJECTION AND SPIN THE SHIP OUT OF CONTROL. PLAYERS IN
ROOMS WILL BE THROWN OUT OF THE ROOMS ANODEALT 1TOAMAGE. [F THE CLOSEST
EXIT TO THEIR CURRENT ROOM IS ANOTHER ROOM, THEY ARE THROWN THERE ANDO TAKE
AN EXTRA ODOAMAGE.

BHBROKEN EQUIPMENT! - NHO MADE THIS SHIP? EITHER WAY, THEY OION'T DO A GOOD JOB.
WHEN THIS DISASTER IS ORAWN, THE LIFT IS AUTOMATICALLY BROKEN. IN ADDITION,
YOU CANNOT SALVAGE IN ANY ROOMUNLESS YOUFIXIT.
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HIOLOGICAL DOISASTER - IT APPEARS AS THOUGH THE EXPERIMENTS ON THAT ILLIX
BACTERIAL PLANT DIDNOT PAY OFF. THE ROOMS ASSOCIATEDO WITH THE FIELD
RESEARCHER ARE OFF LIMITS, UNLESS YOU TAKE DAMAGE FOR EACH ROOM YOU ENTER
(STARTING AT TDAMAGE, ANO INCREASING BY ONE FOR EACH NEW ROOM YOU ENTER).

SOLAR STORMRADIATION -50 THE POWER'S OUT, THE VENTS ARE HOT, ANDO YOU HAVE
NO LIFT. GooD TIMES. UNTIL THE POWER IS SWITCHEO BACK ON, THE LIFT WILL BE
OOWN OUE TO SOLAR RAYS. IN ADDITION, THE VENTS WILL DEAL TDAMAGE TO YOU WHEN
YOU GO THROUGH THEM WITH AN AOOITIONAL DAMAGE FOR EACH FLOOR YOU GO
THROUGH (IE. IF YOUGD FROM TOP FLOOR TOBOTTOM FLOOR, YOU WILL TAKE 3
DAMAGE). THIS EFFECT GOES AWAY AFTER 1 TURN.

Rocsue AI' - YOU'RE PRETTY SURE NOW THAT WRENCH IS EITHER BAD AT THEIR J0OB, OR
THAT THEY SHOULON'T HAVE J0B. THE PLAYER WHOSE TURN IT WAS BEFORE ORAWING
THIS OISASTER MUST ROLL A OICE. ON A B, NOTHING HAPPENS. FAILING TO DO SO WILL
RESULT IN YOUR CHARACTER BEING KNOCKED OUT ANO PUT YOUR CHARACTER INTO
THE FUGITIVE CELL UNTIL YOU ARE FREED. YOU CANNOT GO THROUGH THE VENT IN
THE FUGITIVE CELL. FREEING THIS PLACE TAKES UP ONE ACTION.

AIRLOCK MALFUNCTION! - DIDN'T STAY LOCKED FOR LONG. ANYTHING IN THE AIR LOCK
MUST BE REMOVED FROM THE GAME. ANY PLAYER IN THE AIR LOCK, ASIDE FROM THE
CYBORG, MAY ROLL ANDO IF THEY GET A 5-B WILL HAVE ONE TURN IN WHICH TO ESCAPE
THE AIR LOCK BY ANY MEANS POSSIBLE. FAILING THIS, THE CHARACTER WILL DIE.

JisSeAsSE INFECTION - INFECTION 40B IS NOT A FUNONE, THE INFECTION IS KNOWN TO
BE CONTAGIOUS. THE PLAYER WHOSE TURNIT WAS BEFORE THIS CARD IS REVEALED
IS INFECTED. ONLY THE DOCTOR CAN CURE YOU, AN ACTION THAT TAKES UP THE
ENTIRE TURN. IF YOU USE A VACCINE HOWEVER, YOU OR ANYONE ELSE WITHIT MAY
HEAL YOU AT THE COST OF A TURN ON A SUCCESSFUL ROLL. WHILE INFECTED, YOU
MOVE ONLY Z TILES A TURN ANO CANNOT RUN. IF A PLAYERPASSES YOU ANO DOES
NOT CURE YOU, THEY BECOME INFECTEDO ANDO YOU ARE FREE OF THE INFECTION.

HuLL BREACH! - PRETTY SURE THE HULL SHOULON'T HAVE A HOLE INIT.UNLESSIT IS
FIXED WITHIN THE TURN, THE TOP FLOOR WILL BE UNINHABITABLE ANO FPLAYERS IN
THE TOP FLOOR ARE KILLEDO IF THEY FAIL TO ESCAPE DURING THEIR NEXT TURN. THE
ONLY WAY TOFIXIT AFTER THATISIF THE CYBORG GOES TO REPAIRIT.

SPACE BANDITS! - THE G.B.L. (GALACTIC BANDOIT LEAGUE) HAVE COME TO ATTACK
YOu, THEY OON'T TAKE PRISONERS THESE OAYS IT SEEMS. SPAWN TWO BANDITS ON
THE BOTTOMFLOOR (FOLLOW THE GUIOE FROM ALIEN INVASION MISSION, IGNORING
THE RULINGS EFFECTING SPORES). THE CAPTAIN MAY TRY TO USE DIFLOMACY (AT THE
COST OF AN ACTION ANO DICE ROLL) TO TALK THEM OOWN. SUCCEEDING RESULTS IN 2
ITEMCARDS. IF ONE OF THEM WOULD DAMAGE YOU, LOSE ANITEM AT RANDOOM BECAUSE
THEY AIN'T PICKY.

THE FORCED EVOLUTION! - ALIENS ARE MANY THINGS.. ANNOYING, FUN TO SPLAT AT
TIMES AND OF TEN CHANGING. [F ALIENS ARE IN YOUR MISSION, THEY DEAL DOUBLE
OAMAGE WHEN AMBUSHING THE PLAYER ANDO THE ROLL NEEDED FOR THEM TO AMBUSH
THE PLAYER INCREASES BY 2 (IE. 1-4 BECOMES 1-BETC.). [IF AN ALIEN IS NOT IN YOUR
CURRENT MISSION, SPAWN ONE IN THE TOF (1-2), MIDDOLE (3-4) or BOTTOM (5-6) DECK
ODEPENDING ON YOUR ROLL.

CURsenD RELIC LOST! - SPARKSTER, DESPITE BEING A CAT, IS ALS0O A PAIN IN THE
ASS. ONE OF HIS RELICS HAS ESCAPEDO CONTAINMENT. EACHPLAYER ROLLS THE DICE
(RE-ROLLING IF MULTIPLE PLAYER TIE)FOR THE LOWEST NUMBER. THE PLAYER WITH
THE LOWEST NUMBER IS CONSIDERED 'CURSED. THAT PLAYER MUST ROLL TWICE
WHENEVER THEY ROLL THE DICE ANO TAKE THE LOWER RESULT.IF THEY PASS
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ANOTHER PLAYER, THE CURSE IS PASSEOONTO THAT PLAYER. AFTER THAT, IT
CANNOT BE PASSEDO BACK IMMEDIATELY.

SPARKSTER, THE CAT! - SBPARKSTER HAS GONE LOOSE. ROLL THE DICE ANO SELECT
PLAYER'S ROOMS EQUAL TO THE DICE ROLL BASED ON WHICH CHARACTERS ARE BEING
PLAYED. UNTIL THE ENO OF THE TURN, THESE ROOMS HAVE NO ITEMS TO SCAVENGE,
IF APLAYERISIN THEIR ROOM WHEN THIS IS ROLLEDO, OEAL TDAMAGE TO THEM IN
ADODITION.

WHIPLASH! - WHEN THE SHIP STEERS TOOFAR TO THE RIGHT, IT'SONLY NATURAL
THAT YOU WILL GOING FLYING. WHEN THIS DISASTER HAPPENS, ALL PLAYERS ARE
FORCEDINTO A CLOSEST AOJACENT ROOM ANO TAKE 1DAMAGE.
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