
4 3

8

Restriction: No dice
with value 6.

3

Gain      5 OR spend      to roll                 .

voh

TRANSLATION ARRAY

Gain      5 OR spend      to roll                 .

44

13

4

Restriction: No       dice.

RAPID DEPLOYMENT

Add        to the       side of the Starbase.

4
twenso

: No       dice.

Add        to the       side of the Starbase.

4 3

8

Restriction: No dice
with value 6.

3

Roll      OR spend      to gain      5       4.

voh

MATTER DUPLICATION

Roll      OR spend      to gain      5       4.

44

13

4

Restriction: No       dice.

ACCELERATED STUDY

Add        to the      side of the Starbase.

4
twenso

Add        to the      side of the Starbase.

: No       dice.

6 6

3

Gain      5 OR spend      to roll            .

SOLAR COLLECTOR

3
hematib

Gain      5 OR spend      to roll            .

Unlock: Must fill top row
before bottom row.

4

4 4

3         Escalate 3         

RAPID DEPLOYMENT

Add        to the       side of the Starbase.

the unseen

11

Add        to the       side of the Starbase.

6 6

3

Roll       OR spend       to gain      5      5.

UNIVERSAL LANGUAGE

3
hematibUnlock: Must fill top row

before bottom row.

4

4 4

3         Escalate 3         

ACCELERATED STUDY

Add        to the      side of the Starbase.

the unseen

11

Add        to the      side of the Starbase.





25

MINING PLATFORMMINING PLATFORM

Gain       6 OR spend       to roll                  .

8

Restriction: All dice here 
must have different values.

3
gern

Gain       6 OR spend       to roll                  .

5 1

1 5

44
flutara

RAPID DEPLOYMENT

Restriction: All dice here 
must have different values.

Add        to the       side of the Starbase.Add        to the       side of the Starbase.

25

WARM FUSIONWARM FUSION

Roll      OR spend      to gain       5      3      1.

8

3
gern Restriction: All dice here 

must have different values.

5 1

1 5

44
flutara

ACCELERATED STUDY

Restriction: All dice here 
must have different values.

Add        to the      side of the Starbase.Add        to the      side of the Starbase.

36
Roll      . For each            , gain       4.

DYNAMIC FACTORY

10

55
zabfab mine co.Unlock: Must fill top row

before bottom row.

10+X

5+X

X = number of        here.

6

Roll      . For each            , roll another      .

LATTICE FACTORY

6
solwert

X

X = number of        here.

36
Roll      . Reroll up to [      ] dice.

TIDAL REACTOR

10

55
zabfab mine co.Unlock: Must fill top row

before bottom row.

10+X

5+X

X = number of        here.

6

Roll      . If you have                  , roll      .

RESONANT NETWORK

6
solwert

Roll      . If you have                  , roll      .

X

X = number of        here.





2

12

5
Restriction: No dice 

with value 6.

Roll      . Reroll any or all dice of value
[      ] or less.

AQUATIC FACTORY

5
chillonis

5

5

3         Escalate3         

7

Roll      . Increase [      ] of your dice by 1.

VERDANT NETWORK

terra infirma

2

12

5

Roll      . If you have                  , reroll any
or all of your dice.

FLUID NETWORK

5
chillonis Restriction: No dice 

with value 6.

5

25

3         Escalate3         

7

Roll      . If you have                  , set up to
two dice to 6.

ORGANIC REACTOR

terra infirma

5 3

20

If studied, discard 3 cards.

5

Roll      . For each      , gain       2.

WIDE-BEAM NETWORK

5
ocean one

55

22

Restriction: All dice here 
must be the same value.

6

Roll      . Increase a die by up to [      ].

BIO FACTORY

6
rystwen

5 3

20

If studied, discard 3 cards.

5

Roll      . If you have                 , gain       6.

FORCE REACTOR

5
ocean one

55

22

Restriction: All dice here 
must be the same value.

6

Roll      . For each      , you may return
a die to roll      .

MATRIX REACTOR

6
rystwen





5 5

15

Restriction: No identical
dice (color & value)

7

Roll      . Increase [      ] of your dice by 1.

WATERGUM GREENHOUSE

7
ys kreem

Roll      . Increase 

2

17
Spend            to roll                       .

KALEIDOSCOPIC GRID

88
nomnomud

Spend            to roll                       .

Restriction: No dice
with value 1, 2, 3.

5 5

15

Restriction: No identical
dice (color & value)

7

Roll      . For each            , gain       2.

LAVAWEED EXTRACTOR

7
ys kreem

Roll      . For each            , gain       2.

2

17

Restriction: No dice
with value 1, 2, 3.

Spend            to roll            , then reroll any or 
all of your dice.

PROBABILITY MODULON

88
nomnomud

Spend            to roll            , then reroll any Spend            to roll            , then reroll any Spend            to roll            , then reroll any 

33

3

7

Roll      . For each            , roll a
     ,      , or      .

VERSAWEAR IMPLANT

7
ss sunlight

Roll      . For each            , roll a

Unlock: Must fill top row
before bottom row.

556

3 4

3         Escalate 3         

Spend           to add        to each Location.

EXPEDITIONARY FORCE

solidarians

Spend           to add        to each Location.

33

7

Roll      . If you have                 , reroll any
or all of your dice.

EXTRACTQUADUCT

7
ss sunlight

Roll      . If you have                 , reroll any
or all of your dice.

3

Unlock: Must fill top row
before bottom row.

556

3 4

3         Escalate 3         

Spend      to increase three of your dice by any 
amount.

IMPROVOTRON COLLECTOR

solidarians





15

6

Restriction: All dice here 
must have different values.

Spend       to roll            .
ADJUSTABLE HULL

77
yuvgot mail co.

Spend       to roll            .Spend       to roll            .Spend       to roll            .

17

12

Return two dice to gain             with
their values.

MATTER REFRABRICATOR

88
star burger

Return two dice to gain             with

Restriction: No dice
with value 1, 2, 3.

15

6

Restriction: All dice here 
must have different values.

Roll      . For each                       , gain       6.

TESSELATING SPROCKETS

77
yuvgot mail co.

Roll      . For each                       , gain       6.Roll      . For each                       , gain       6.

17

12

Change one       into a            anywhere.

UBIQUITOUS FRANCHISING

88
star burger

Change one       into a            anywhere.

UBIQUITOUS FRANCHISINGUBIQUITOUS FRANCHISING

Change one       into a            anywhere.Change one       into a            anywhere.Change one       into a            anywhere.Change one       into a            anywhere.Change one       into a            anywhere.Change one       into a            anywhere.Change one       into a            anywhere.

Restriction: No dice
with value 1, 2, 3.

6

62

2

Gain       2       2       2. Roll      .

Restriction: No       dice.

8

INVERSION STORAGE

8
hexfinity

7

3         Escalate

18

18

Spend       to use one of your techs.

REVERTED CONVERTER

uplifters

6

62

2

Spend           to gain       6       6       6.

Restriction: No       dice.

8

RAINBOW PROJECTOR

8
hexfinity

7

3         Escalate

18

18
Choose a value. Set any or all of your dice of
one color to that value.

ESCALATION BEAM

uplifters
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20

6
6

25

6

40
28

30
6

n
e

e
b

l
e
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w

o
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b
e

r
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e
s

c
a

l
a

t
e

N
e

e
b

l
e

-
w

o
o

b
e

r
s

e
s

c
a

l
a

t
e

The N
eeble-W

oobers collect one die for 
each icon on their A

dversary Card and 
colonies, and roll them

 all. 

For each die of value <X> or higher:

: Lose 
from

 the Starbase.

: Lose 
 from

 a Location in play.

: Discard tw
o cards from

 the deck.

For each 
on the A

dversary, place a 
Tech Disc from

 the supply on any player’s 
em

pty Tech. 
(They w

ill be returned as norm
al during 

the Cleanup Phase)

adversary eventadversary event
neeble-woobers

adversary eventadversary event
neeble-woobers

adversary event adversary event
neeble-woobers

adversary event adversary event
neeble-woobers

adversary event adversary event
neeble-woobers

3+2+ 4+

6

36
3628

286
25

6
6

16

e
n

e
r

g
y

 n
e

t
s

t
h

e
 h

u
n

g
r

y
 n

e
b

u
l

a



n
e

e
b

l
e

-
w

o
o

b
e

r
s

u
l

t
r

a
t

e
c

h
 s

t
o

r
a

g
e

Place 6       from
 the supply on the Adversary.

Return them
 to the supply during the Cleanup Phase.

Then, the A
dversary gains this card as a 

bonus Colony.

Place 6       from
 the supply on the Adversary.

Place 6       from
 the supply on the Adversary.

Place 6       from
 the supply on the Adversary.

Place 6       from
 the supply on the Adversary.

Return them
 to the supply during the Cleanup Phase.

n
e

e
b

l
e

-
w

o
o

b
e

r
s

r
e

s
o

u
r

c
e

 s
c

a
r

c
it

y

Exile any six dice from
 the supply.

Then, the A
dversary gains this card as a 

bonus Colony.

n
e

e
b

l
e

-
w

o
o

b
e

r
s

d
e

f
e

c
t

o
r

s

The players m
ust collectively exile 

one Colony and one Tech.

Then, the A
dversary gains this card as a 

bonus Colony.

3+ 2+4+

6
6

566

566

r
e

s
e
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r

c
h

 t
e

a
m

s

t
h

e
 h

u
n

g
r

y
 n

e
b

u
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a

5 5

7 5

5 5
3+2+ 4+

5

6
6

5

4025b
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o
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n
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l
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o
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4 6

5 7

5 7
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 c
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A
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 D
is

co
ve

r P
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A
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 3
+ 

, s
pe
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 it

 a
ll.

 T
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n,
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e 
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p 
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f t

he
 d

ec
k 
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ed
 a

nd
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d 
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e 

A
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sa

ry
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s 
a 
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. 
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e 

A
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s 
a 

Co
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. 

d
e

f
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a
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d
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f
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a
t

A
t t
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f t
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 C
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 P
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s 
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e 

O
ve
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he
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 if
 th

e 
N

-W
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ve

 m
or

e 
th
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e 
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 m

an
y 
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 a
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 o
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 p
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s 
Fe

de
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tio
n 

Le
ve

l.

N
e

e
b

l
e

-
w

o
o

b
e

r
s

a
d

v
e

r
s

a
r

y
 c

o
l

o
n
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s

Th
e 

N
ee

bl
e-

W
oo

be
r C

ol
on

iz
at

io
n 

Fl
ee

t 
w

ill
 a

m
as

s 
its

 o
w

n 
co

lo
ni

es
, t

uc
ki

ng
 c

ar
ds

 
un

de
r t

he
 le

ft 
ed

ge
 o

f t
he

 A
dv

er
sa

ry
 

ca
rd

. T
he

 ic
on

s 
on

 th
es

e 
co

lo
ni

es
 a

llo
w

 
th

em
 to

 ro
ll 

di
ce

 d
ur

in
g 
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ch

 E
sc

al
at

e.

n
e

e
b

l
e

-
w

o
o

b
e

r
s

m
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a
c

l
e

 w
o

r
l

d

Th
e 

A
dv

er
sa

ry
 g

ai
ns

 th
is

 c
ar

d 
as

 a
 b

on
us

 C
ol

on
y.

n
e

e
b

l
e

-
w

o
o

b
e

r
s

r
iv

a
l

 s
t

a
r

b
a

s
e

s

Re
du

ce
 th

e 
St

ar
ba

se
 to

 it
s 

pr
ev

io
us

 C
la

ss
.

If 
it 

is
 C

la
ss

 1
, d

is
ca

rd
 5

 c
ar

ds
.

Th
en

, t
he

 A
dv

er
sa

ry
 g

ai
ns

 th
is

 c
ar

d 
as

 a
 

bo
nu

s 
Co

lo
ny

.



e
s

c
a

l
a

t
e

d
is

c
o

v
e

r
d

is
c

o
v

e
r

If there are four cards in the Discovery 
Zone at the start of the phase, the 
A

dversary gains
.

d
e

f
e

a
t

d
e

f
e

a
t

A
t the end of the Cleanup Phase, the 

players are O
verw

helm
ed if the num

ber 
of A

dversary Events in play (tucked under 
this card) is higher than any one player’s 
Federation Level.

c
l

e
a

n
u

p
c

l
e

a
n

u
p

A
t the end of the Cleanup Phase, discard 

<X> cards from
 the deck.

h
u

n
g

r
y

 n
e

b
u

l
a

e
s

c
a

l
a

t
e

Exile the top card of the deck.

adversary eventadversary event
the hungry nebula

adversary eventadversary event
the hungry nebula

adversary eventadversary event
the hungry nebula

adversary event adversary event
the hungry nebula

adversary event adversary event
the hungry nebula

3+2+ 4+
66

5 5

55
6 6

5
6

44

5
6

33

o
v

e
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l
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a
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 g
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o
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t
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a
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a
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e
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c
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l
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t
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a
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t
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n
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c
t

io
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If 
th

e 
A

dv
er

sa
ry
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 5
+/

6+
 in

flu
en
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, 

di
sc
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d 

th
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 a
ll.

 T
he
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 c

ho
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 p
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c
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e
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n
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p
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l
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a
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u
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Du
rin

g 
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 d
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t b
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A
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d 
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e 
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. I

t m
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t f
ol
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w

 a
ll 
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tio

ns
. 

d
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f
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a
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d
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f
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a
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o
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t
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a
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o
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e
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c
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l
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Ro
ll 
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A
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gn
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.



t
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e
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u
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g
r

y
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e
b

u
l

a
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p

o
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s
ib

l
e
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h

y
s

ic
s

For every tw
o       on the H

ungry N
ebula, 

spend one      or discard tw
o cards.

For every tw
o       on the H

ungry N
ebula, 

SW
ELL

For every tw
o       on the H

ungry N
ebula, 

      or discard tw
o cards.

For every tw
o       on the H

ungry N
ebula, 

Follow
 the instructions for Sw

ell Events on the 
Adversary Reference card w

hen this is revealed.

t
h

e
 h

u
n

g
r

y
 n

e
b

u
l

a

l
o

g
is

t
ic

a
l

 c
h

a
l

l
e

n
g

e
s

SW
ELL

Follow
 the instructions for Sw

ell Events on the 
Adversary Reference card w

hen this is revealed.

SW
ELL

SW
ELL

Exile      or discard tw
o cards.

Exile      or discard tw
o cards.

Exile      or discard tw
o cards.

3+ 2+

57

5

47

7

47 69 d
e

p
l

o
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t
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l
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o
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t
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t
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a
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a
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o
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4+

s
t

o
r

e
d

 d
ic

e

o
p

t
. c

a
l

ib
r

a
t

o
r

s
t

o
r

e
d
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ic

e

The O
ptim

ization Calibrator stores dice, 
w

hich are placed on the A
dversary card. 

Stored dice are not returned to the supply 
during the Cleanup Phase. 

Each die being stored m
ust follow

 all 
restrictions, unless otherw

ise specified. 

1) A
 die cannot be stored if there are at 

least <X> dice of its color here. 

2) A
 die cannot be stored unless it is 

higher than all dice of its color here.

Black dice count as their ow
n color for 

the purposes of these restrictions.
A

dditional restrictions w
ill be added by 

A
dversary Events.
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Roll a die from
 the supply and store it on the 

A
dversary, ignoring all restrictions.

Then, tuck this card under the A
dversary

Reference, to show
 the restriction below

.
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 player cannot store a die here unless 

they have at least one      in their pool.
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During Setup, add
to the Adversary.
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H
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H

Resolve and clear up to tw
o fi lled row

s 
on the Starbase.

H
ave 15 dice in your pool.
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E RIG
H
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SALVAG

E RIG
H
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Roll        or use the Tech on the top card of the 
discard pile.

H
ave 0 or 1 G

alaxy cards in the
Discovery Zone durng Cleanup.
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Resolve and clear a fi lled row
 at a Location.
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FEDERATION LEVEL

12345

1p

Return up to four dice. G
ain that m

any       6.

Return up to three dice. G
ain that m

any       4.

Return up to tw
o dice. G

ain that m
any       3.

PR
O

BE AR
M

AD
A

5 3

H
ave 6 of one resource.

e
x

p
l

o
r

e
r

s

Return up to tw
o dice. G

ain that m
any       3.

Return up to three dice. G
ain that m

any       4.

Return up to four dice. G
ain that m

any       6.

H
ave 4 each of tw

o resources.

H
ave 2 each of four resources.

Count Resource icons in the Discovery Zone 
as if they w

ere attached to your H
om

ew
orld.

M
ILESTO

N
ES

FEDERATION LEVEL

12345
You can use         as if they w

ere       .

M
O

BILE LABO
RATO

RIES

Study a                location.

Study a                      location.

Study a                            location.

35

H
ave 4 activated Techs.

H
ave 5 activated Techs.

H
ave 6 activated Techs.
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n
t
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t

s
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C
U

BIC
 FAR

M
IN

G

Store a die from
 your pool here, increased by 1.

Store up to tw
o dice from

 your pool here,
increased by 2.

Store up to three dice from
 your pool here,

set to any values.

35

1p
b

o
t

a
n

is
t

s

Dice stored here are not rem
oved

during Cleanup. G
ain them

 to
your pool after you G

ather Dice.

5       in your pool and
0 in the supply.

5       in your pool and
0 in the supply.

5       in your pool and
0 in the supply.

M
ILESTO

N
ES

FEDERATION LEVEL

12345

SU
PER C

O
LO

N
IES

Increase up to three dice of different colors 
by 1 each.
by 1 each.

Increase up to three dice of different colors
by up to 2 each.

Set up to three dice of different colors to any values.

35

1p
p
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e
e

r
s

H
ave 4x        4x          

4x        2x        in your pool.

H
ave 3x        3x          

3x        2x        in your pool.

H
ave 5x        5x          

5x        2x        in your pool.

Ignore your colony lim
it.

You can stack 2 additional         on an
activated tech to activate it again.
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