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It is our great pleasure at Playus Maximus
to provide you with this free expansion to
our game, Smugglers of the Galaxy.  Much
of the material in Alpha Expansion was in
conception at the time we were designing
Smugglers, and some of it developed later.
Some of the material in Alpha Expansion
even came from you, our players and
reviewers, so we’d definitely like to thank
you all for your valuable feedback!

Smugglers of the Galaxy was designed from
the start to be a highly modular and
customizable game, not only to make our
planned additions and options possible, but
also to allow players to easily fine-tune
Smugglers to their personal preferences and
liking.  Therefore, you should have little
trouble integrating any or all of the options
provided here into your game.

The next section corrects some minor things,
but mainly elaborates on those things already
in the rules.  Basically, we wanted to
emphasize some of the more subtle rules
that many players may be overlooking in the
rulebook.

The Expanded Strategy Guide provides more
details and tips for successful play in
Smugglers of the Galaxy.  The rulebook that
came with the game has a small “Strategies
& Tips” box, but here we decided that a little
more elaboration on strategies and tactics
would be a nice addition.

The section after that, Additional Optional
Rules, provides a collection of rules designed
to alter certain things about the flow and
balance of the game.  We ourselves have
played and/or witnessed countless plays of
Smugglers of the Galaxy, and feel that the
core rules have lead to very enjoyable and
playable experiences, with a good mix of
abilities and choices.  These optional rules
will help those players that prefer a slightly
different style of play find what they’re looking
for as well.  These rules will also be fun to
experiment with!  Just be sure that, in your

player group, you all make clear between
one another which rules are, and are not, in
effect before you begin any particular game.
In addition, no optional rule should be added
or dropped in mid-game unless everyone at
the table agrees.

The Custom Character Creation section
allows players to make up their own
characters, using a point-buy system for
selecting special abilities and limitations.
Many of the abilities listed in this section are
similar or the same as those of the standard
characters, although you can combine them
in new ways.  But there are also several new
abilities that none of the original characters
have.  Each ability has a different point cost,
which we carefully set based on our best
approximation of that ability’s benefit to a
player.  Our approximation comes out of a
long experience playing the standard game,
as well as play-testing with the customized
characters.  As with all rules in these types
of games, as careful as we are, there may
well be unforeseen combinations of abilities
and events that create bizarre situations.
That’s the price we pay for a flexible and
dynamic system that allows so many options
to players.  Therefore, you may decide that
a certain ability should cost more points or
less points, but you should probably play
many times before leaping to that conclusion.
 One character can seem very weak in one
game of Smugglers, and then go on to win
in the next.  The Custom Character Creation
section is also meant to serve as inspiration
for players to make up their own abilities and
point costs, provided all participating players
agree on such house rules.

The last section contains several different
pages that can be printed, photocopied, and
cut out for use in the game.  There are
character sheets for use when using the
Custom Character Creation rules.  There are
updated Spaceship Sheets which are meant
to be used with the “Designer Spaceship”
optional rule.
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Lastly, we have included some additional
money denominations.  The standard game
intentionally excluded 10s and 50s.  This is
because it only takes two of them to make
the next higher bill and we feel that they are
extraneous.  Indeed, many people seem
happy with the provided denominations or
hadn’t considered it.  But, perhaps since real
money uses these denominations, some
people feel more comfortable using them.
If you decide you must have them, we
recommend photocopying onto a pastel
paper, of a color different from the other
denominations.  Seven copies of each will
give you 70 bills, which should be plenty to
play with.

You’ll notice throughout that we’ve given
thanks to various individuals for being the
first to offer questions and comments.  In
cases where we had actual names, we use
them.  In other cases we are using screen
names and web identities.  If you know you’re
mentioned here and would like us to use
your real name (or not), just let us know and
we’ll be happy to make the change.

Thanks for playing Smugglers of the Galaxy!
Feel free to join us on our online forums,
where you can learn about new games from
Playus Maximus and tell us what you think
of Alpha Expansion.

Have Fun!
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First we should point out a few errors.  After
that, we’d mainly like to emphasize some
points on rules that, although they are in the
rules, some players may be overlooking.

Errata: Combat, Stage 3 - Additional
Damage:
The rulebook, page 16 says that if your
Shields are less than your opponent’s Lasers
(not the roll, the number added to a roll),
then you take 2 points of Additional Damage
to one random system.  However, the quick
reference summary of combat on the game
board says that you take damage equal to
the difference between your Laser roll and
the Shields.  The game board is incorrect –
go by the rulebook.

Clarification: Turn Choices:
When you encounter a planet you may
choose either to encounter a player or a
planet in that sector (you may not do both).
If you encounter the planet, after passing
Customs (if needed), you may do only one
of the following on your turn...

• Buy one type of trade good
• Sell one type of trade good
• Upgrade your ship
• Place a Bounty on another player (If you
have no Bounty yourself.  Minimum 500
credits)

[Special thanks to Daron Patton for bringing
this up.]

C la r i f i ca t ion :  Pre -Ro l l  Cho ices
Any time you have the option (a choice) to
modify any ship system or roll, you must
declare that choice just before you make the
die roll.  For example, the “Fuel Scoops”
Equipment Card states that you may wait
until you need a system to decide which
gains the advantage.  You must make the
decision before rolling the die - you cannot
roll the die, see the total, and then decide.
This is a general rule of thumb with all similar
situations.  One exception, however, is with
the ability to choose to modify Wormhole

rolls or rolls on any of the Charts, which
should be decided after making the roll.
[Thanks to Sam Marcuccio for bringing this
up.]

Clarification: Planet Event Overselling:
If a special event is happening on a planet
(war, plague, famine, robot virus, or festival),
and a player brings more goods than they
are wanting, the excess amount may not be
sold at that planet (even for the usual rate).
 Once the 8 units have been sold there, the
planet and the event immediately vanish.
So, the player will need to sell the remainder
elsewhere.
[Special thanks to Bill Byrd for bringing this
up.]

Clarification: Crime Lord Offer Event
Cards:
The phrase “...you must complete the run
within one turn” on Crime Lord Offer cards
does not mean “...you must complete the
run this turn”.  In other words, you must
complete Crime Lord Offers by the end of
your turn following the turn on which you
drew the Crime Lord Offer card.  So, you
usually will get two chances to move before
your time is up.
[Special thanks to Bill Byrd for bringing this
up.]

Clarification: Cloaking Field Equipment
Card:
When you attempt to use your Cloaking Field
before combat, you first roll one die as per
the card instructions to see if the Field
operates effectively.  If it is a failure, then
you proceed with a full combat as if you
never had the card (all three stages of combat
as normal).  If it is a success, then you may
do as the card allows.
[Special thanks to ‘petegraph’ for bringing
this up.]

Clarifiaction: Mikk Staygo’s Friend Taking:
This wasn’t explicitly stated so we should
clarify that Mikk Staygo should only be
allowed to attempt to take one Friend Card
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per turn.
[Special thanks to John Dieringer ‘chemist’
for bringing this up.]

Clarification: Combats Ending Turns:
If you get into a combat and either cannot
or do not flee, your turn ends after the combat
is complete.  Also, if you are in a combat,
and you are fled from, your turn ends.
However, if you are in a combat and you
successfully flee, then you may continue
your turn.
[Special thanks to Bill Byrd for bringing this
up.]

Clarification & Addition: Equipment
Burnout for the Engineer:
The Rune Reydar Character Card says that
he cannot lose Equipment Cards unless they
are taken from him in battle or otherwise
stolen.  There is another exception to this,
which includes Equipment which is consumed
after use.  This includes the Psionic Worm
and the Space Missile.  They are not
protected by Rune’s powers because they
do not technically “burn out” or do anything
that a good engineer can prevent with his
skill.  They are Equipment Cards that are
designed to be used once and discarded.

Clarification & Addition: Wormholes:
A Player may only travel through a Wormhole
once per turn.  Traveling through a Wormhole
does not, in itself, count as a move.  For
example, if you had a Light speed of 5, you
could move two sectors, go through a
Wormhole to the other Wormhole sector, and
then continue on with three more moves.  If
players are caught in hyperspace (rolled a
6), then, on the following turn when they roll
to see where they come out, they begin a
whole turn from the sector in which they
emerge.  In other words, they immediately
draw a Destiny Card and so on.
[Special thanks to Bill Byrd for bringing this
up.]

Clarification & Addition: Imprisonment
Isolation:
The rules state that while imprisoned you
may not take any actions not specifically
allowed while in prison, you may not have a
bounty added to you, and you may not be
attacked.  The idea is to keep in the spirit of
the rules and in this case "attack" should
mean any sort of use of offensive abilities at
all against the imprisoned person. In other
words, they're in prison and you can't mess
with them.  It also means that the imprisoned
character may not bid, trade, or use their
special abilities with or on anyone else either,
unless that ability specifically says that it may
be used while imprisoned.
[Special thanks to John Dieringer ‘chemist’
for bringing this up.]

Addition: Contract bidding:
In the cases of bidding for Contract Cards,
players are required to bid in increments no
smaller than 10 credits per bid (but can go
higher if they choose).  Once a player
“passes”, they may not re-enter the bidding.

Addition: Random Selection:
On page 25 of the rulebook, we give some
methods of random selection between items.
When players need to select between the
seven planets already on the map, there is
another easy way to do so.  The odds are
not perfect, but they are extremely close.
Roll one die, followed by another.  If the
second die is the same as the first (if you
get doubles), then select planet #7.  But if
the dice are not the same, then select the
planet that corresponds to the number rolled
on the first die.  In other words, pick the
planet that you roll on the first die, unless
you get doubles, and then pick #7.  This
gives equal odds of selecting all seven
planets.
[We’d like to thank a KublaCon 2004 goer
for bringing this to our attention.  Sorry we
didn’t get the name but if that’s you, contact
us and give us your description, and we’ll be
happy to credit you!]
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There are some strategies and tips in the
rule book, but we thought it would be nice to
provide even more ideas and advice in this
expansion. Some of these tips involve
improving play by the general perspective
you approach the game with. Others are
more specific techniques. In either case,
individual players will, no doubt, find tactics
that work for them over the long run.

Handling Random Factors:
When one first plays Smugglers of the
Galaxy, the game can often seem quite
chaotic and highly random. However, after
a few plays one will come to see the patterns,
and will see that there are important decisions
that can greatly affect your chances in the
game.

Having said that, Smugglers is designed to
be much more like poker than chess, part
random and part strategic. In a strategy
game, one looks out over the map and makes
long, medium, and short term plans designed
to bring about his/her victory. But Smugglers
is more akin to a board version of a
roleplaying game than that of a strategy
game (we call it an adventure board game).
Like a roleplaying game, one would not
expect to be able to plan one’s game from
start to finish on a “campaign level”. Instead,
one makes decisions in response to events
as they come up. The random element is
designed to provide an adventurous and
unpredictable feel to the game. Smugglers
is not designed to be an isolated arena that
distills only the players intellectual plotting,
with perhaps a little randomness merely
thrown in for spice.

Also, like a roleplaying game, you do have
a say in what character you select, creating
backup plans, staying flexible, and how you
respond to different events as they happen.
After seeing many games played, it has
become very clear to us that the decisions
a player makes have a big impact, even
amidst the apparent chaos. In some games

you may have an odd string of good or bad
luck, but like life, it’s about how you play the
hand you’re dealt that influences your overall
success.

Be Proactive:
Smugglers is not a game for the passive.
Players who simply drift around to see “what
the cards turn up” will find themselves getting
nowhere. Instead, players should eye the
opportunities on the board carefully, keeping
all of their options open. They should be
proactive - making definitive plans and
constantly revise them to optimize their
progress.

A successful player cannot be timid about
attacking or foiling their opponent. Nor can
they be timid about approaching other players
to make deals. Doing a “little of this, little of
that” here and there will not do - you must
come out of the gate with fire in your belly,
decide what you’re going to do, and do it to
the extreme.

For example, you want to conduct some
serious trading? Don’t buy just one or two
cargo pods. When we say in the rule book
that “it’s best to upgrade your ship as soon
as possible... that cargo and speed are most
important early on” we mean it. Top priority:
a full 10 cargo pods as quickly as possible.
Next is Lightspeed, although not necessarily
at max right away.

Another example, you want to do some
fighting? Don’t start fighting before you’re
ready and don’t just buy a couple of lasers
or engines - buy a lot. Before you jump into
pirating make sure you can strike with
devastating force. When you have a choice,
choose not to attack enemies where you
don’t have a good chance of success
(perhaps something like 3 more Lasers than
they do).

As for Smuggling, the same principle applies.
Do it well or don’t do it at all. If you’ve got a
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bounty, you may as well smuggle illegal
goods since you’ll have to roll Customs
anyway, but if you must smuggle you should
go out of your way to deal with other players
to obtain Equipment or Friends for help on
the Customs chart. In addition, if you’ve got
a Bounty or you are carrying illegal goods,
you should hang out at Medium of smaller
Starports unless there is some abnormal
advantage or you have some special ability
for doing otherwise.

Countless times, successful players will
comment, “I’m glad I did x before y happened
to me.” At the same time, unsuccessful players
only dabble in a few things here or there and
then abandon their tactic the first time anything
negative happens. They start to follow advised
strategies, but only half heartedly, and then
go off and try something else. Don’t do this.

Focus and Perspective:
Smugglers has a standard trading mechanic,
but it’s not about standard trading. Trading
in standard goods is mainly something to
make money on between the real elements
of the game. One key to success is to
understand that the central emphasis in the
game lies in looking out for special
opportunities that pop up. These mainly
include Crime Lord Offers, planet Events,
and Contracts. If you look at THE game as
the standard trading mechanism, and these
cards as simply high-powered distractions,
you will be at a disadvantage.

Does this mean that if you don’t draw these
cards you’re screwed? Not as much as you
might think. Contracts are bid on, so here
the usual tactics of effective bidding help
anyone with a reasonable amount of credits
have a shot. So, try to keep some on-hand
credits instead of always having it invested
in maximum trade goods or spaceship
systems you don’t really need. As for planet
Events, everyone can benefit from those. If
someone else seems able to beat you there,
take note of how many they are bringing - it
may be less than 8, which means you can

still make money on the Event. Keep in mind
pirating and attack options to keep others
from benefiting from these Events too. As
for Crime Lord Offers, if you have a shot at
attacking a player running a Crime Lord Offer,
and can possibly take or destroy their trade
goods, consider doing it! In all three cases
of these major events, there are things you
can do to minimize the effects of someone
else drawing the card and maximize your
advantage.

Weigh Risks & Benefits:
Smugglers can be a very unpredictable game,
but in that lies much predictability as well.
As you play, take note of your weaknesses
and vulnerabilities. Do you have a high bounty
but visit larger sized Starports? Do you have
a disadvantage in something, but still attempt
those things when you don’t have to? How
are your Spaceship systems compared to
the other players? Are you carrying goods
or Equipment other players or non-player
pirates may want? Do you have a lot of
Equipment, but no Shields? Each of these
opens up the door to a possible bad event.
Try to assume that the worst will happen and
develop a way to face it before it happens,
or have a backup plan.

You should constantly be weighing the risks
and consequences of a given smuggling
operation to the possible return. Don’t run
up a 5000 credit bounty and then try to
smuggle 3 Food into a Large Starport -
especially if you have no cards or abilities to
help you at Customs. The value of 3 Food
and the risk of a Large Starport is not worth
ten lost turns. And, if you’re unfortunate
enough to have built up a 5000 credit Bounty
- buy engines before you draw a Military Ship
or Bounty Hunter card. If you draw a Pirate
card, don’t let pride keep you from giving up
routine cargo if you don’t have a good chance
of beating the Pirate.

When you draw a Crime Lord Offer, check
out the Starport size. Crime Lord Offers may
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seem like a fast ticket to riches, but I’ve seen
players run up large bounties followed by
long jail terms as well. I personally wouldn’t
recommend accepting Crime Lord Offers to
anything over a Medium Starport unless you
have some special abilities or cards that help
you at customs. Another thing to consider in
your risk assessment is how far the planet
is. If you can get there this turn, no problem.
But if it will take you into your next turn, then
there is an additional level of risk. This gives
other players the opportunity to stop you by
damaging your cargo pods (or worse). It also
means you’ll have to draw another Destiny
Card, which can foil you. So, if you’re going
to have face this additional risk, you may
want to lower your tolerance level for how
large a Starport your willing to try so that the
total risk for the smuggling run is less.

If you’re going to attack other players, look
at what you can get by doing it. Look also at
how much of a threat that player is to you
winning the game, and how much you could
reduce that threat by attack. Then compare
this to your chances of winning. Not only
that, but think about the consequences in
terms of how others will feel about the attack.
If you look like a bully you’ll find the others
working against you, but if you can come off
as the leader of the noble allies, taking down
a threat to all the players you’ll do much
better. This is interpersonal negotiation skill
and can’t be easily taught, but it’s important
nonetheless. Especially if you’re going to get
into direct trading or combat with other
players.

As in life, all sorts of things can happen to
you that are unexpected, but with experience
will come a better grasp on what’s more or
less likely. With that, you should begin to be
able to manage your risks. While this doesn’t
guarantee success, it makes you more likely
overall to succeed on the whole.

Make An Effort To Interact:
The more players choose to interact with
one another, the less random the game
becomes. You can optimize your chances
by keeping all of your player-to-player options
open (the friendly and the hostile).

Firstly, paying close attention to other players’
turns is a must. Watch what they are doing,
and more importantly, why they are doing it.
If you can determine where they’re headed,
you can consider foiling their attempts and
weighing the advantages of that against
doing your own thing. Just as importantly,
you can assess their needs. Knowing this
will help you in negotiating with them for
needed items.

You can’t spend all your time trying to foil
other players, but when you see a player
about to make a huge amount of money,
then trying to intervene where possible should
be something you consider. One of the
simplest ways to foil a player is to beat them
to their destination and sell, making the planet
go away. You can usually guess where a
player is headed by looking at what they are
carrying and where it is in highest demand.
You might try always keeping one Trade
Good in your cargo pods just for such an
occasion. Another way of foiling a player is
to attack him/her and take Trade Goods or
Equipment Cards. You might even try paying
off other players to help you attack a player
that is a threat.

Aside from foiling other characters, keep in
mind the benefits of good relations and
trading opportunities. Players whose
characters suffer a restriction or lack important
abilities will be more willing to consider your
offers if you can include things which help
them in such. If you have a particular
weakness, or if you want to further enhance
a strength, consider serious negotiation for
needed items. A good trade can affect the
game every bit as much as a good card.
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Play To Your Strengths:
We mentioned this in the rulebook but it
bears repeating (and elaborating). Whether
it’s because of your character’s abilities, or
your cards, your ship, or even your real life
strengths as a player, you should always try
to take the most advantage out of what you
do well. Don’t pick Greenbeard the Pirate to
play and then never attack anyone. Don’t
play Jake Jouster and never smuggle. Don’t
play Slikk Vagar and only smuggle.

Let’s take Mihoko Fujiwara for example.
Given her ability to gain bonuses on
Lightspeed and Engines, is it important that
you fill up to 10 on these systems as early
as you normally would? Perhaps it is if you
plan on doing a lot of player-to-player combat.
But if not, then what if you only went up to
8 and used the remaining money to do other
things with? If you plan on being aggressive
early on, then pump up your lasers and
engines first. This sort of thinking also
qualifies as taking advantage of your
strengths.

Of course, everyone will eventually have to
do just about everything, but we have found
that those who keep their abilities in mind in
their decisions tend to do better overall.

Note that the various characters or abilities
may not always seem perfectly balanced. It
is impossible to guarantee perfectly balanced
characters since every ability is inherently
different, and will play out differently in every
game. This is why characters are half
randomized and half chosen at the start of
a game. Players also have the option of
working together against players they deem
a mutual threat (for whatever reason). But
having said that, almost without exception,
we have found that characters claimed to be
imbalanced after one play, will not seem so
after more. In one case, we even had two
players who had never met claiming the
same character was “broken” - one saying
that he was too powerful to lose and the
other saying he was too weak to win. It is
best to look at character selection as another
factor that isn’t completely in your control,
but also not completely incapable of being
dealt with.



Keep in mind that the rules presented here
are optional. You may want to play the
standard game a few times to really get a
feel for what options you would prefer (if
any). We have noticed that quite a lot of
players jump to conclusions about the
perceived effects of a rule simply because it
had a certain effect in the one or two games
they played first. If you have any questions
as to why a rule exists, or what it was
designed to accomplish (or prevent), please
contact us or post on our forums and we’ll
be happy to explain our thinking behind it.

You’ll notice that some of the rules have a
[LT] or [ST] symbol next to them. The [LT]
symbol indicates that this optional rule is
likely to lengthen the time it takes to play the
game. The [ST] symbol indicates that the
rule may shorten the game time. Those rules
with neither symbol will either not effect the
length of the game, or will effect it in variable
ways. When selecting optional rules to
experiment with, you might want to select
some of each to keep the game length
reasonable.

We should also point out that you probably
don’t want to play with all, or even most, of
these options all at once (in fact we advise
against it). They are designed to be used “a
la carte” style, picking one or two you’d like
to experiment with at a time. There is no
intention or guarantee that, taken all together
in one game, all of these rules will function
properly with one another. You’ll have to use
your own group’s preferences and judgment
to decide on which rules you’d like to try out,
and in what combinations. Our goal here is
to provide the players with a lot of neat
options that will be fun to explore and
experiment with.

One last note – on some of the optional rules
you’ll see a comment that the rule is “a
recommended addition to the standard
game.” This means that the manufacturer
now considers these rules in particular to be
the “official tournament” version of the

standard game, and we highly recommend
their use.

UPGRADE OPTIONS

[ST] CARGO SHIP START
All players begin the game with 10 cargo
pods when playing with this optional rule.

DESIGNER SPACESHIPS
While Cargo Pods may be upgraded to 10
as before, the total combined upgrades for
Engines, Lightspeed, Lasers, and Shields
cannot be higher than 26, and no single
system above 10. Any time a player normally
upgrades, they can raise any single system
up to a maximum of 10 but if the total of
these four systems goes over 26, then other
systems must be dropped to compensate.
The player does not get a refund for dropped
systems. Note that if you are playing with
the Custom Character rules and your
spaceship has increased “potential” in any
of the four relevant systems, then the 26
maximum is increased by the same amount.
[This is a recommended addition to the
standard game.]

[LT] SLOWER UPGRADING
Players must roll on the Availability Chart to
determine the number of upgrades they can
buy in a single turn. Military Starports do not
sell upgrades.

CHARACTER OPTIONS

GREENBEARD
Greenbeard’s starting spaceship has 2 more
Lasers than normal. In addition, Greenbeard
may immediately gain 50 credits per each
unit of Trade Goods that he captures (from
cards or players) that do not fit in his cargo
pods. He still gets double the amount of trade
goods he plunders, as per his indicated ability.
The pirated cargo is discarded and the money
is taken from the bank immediately. For
example: Suppose Greenbeard has 5 empty

© Copyright 2004, Playus Maximus, LLC.  |  www.playusmaximus.com



© Copyright 2004, Playus Maximus, LLC.  |  www.playusmaximus.com

Cargo Pods on his ship, and he defeats a
merchant vessel carrying 7 Trade Goods of
some type. Greenbeard doubles this amount
to 14 as per his indicated ability. He places
5 of these goods in his cargo pods, and may
immediately sell all of the remaining 9 for 50
credits each (450 credits).
[This is a recommended addition to the
standard game]

ENDING OPTIONS
These rules give some optional ways of
choosing a winner. Many of them require
players to reach a certain number of this or
that. Note that in such cases you should wait
until it would normally be the turn of the
person who took the first turn in the game
before officially counting up goal totals. This
is so that all players are allotted the same
number of turns to reach the goal. For
example, suppose Jake Jouster took the first
turn of the game, followed by Sharon, Rune,
and then Mikk (and then back to Jake). Then
suppose Sharon reaches the goal of the
game. The game should not be called until
Rune and Mikk have taken one more turn.
This gives them the same number of total
turns that Jake and Sharon had to reach the
goal. If they could also reach the goal in that
time they would tie with Sharon.

On another note, many of these alternate
endings shift the emphasis of certain abilities
to be more or less central. As a result, you
may want to play using the “Equal
Characters” rule (under “Other Options”) if
you use these endings. For example, the
player playing Sharon Rex in the “Bounty
Hunters of the Galaxy” variant would have
an incredible advantage.

BOUNTY HUNTERS OF THE GALAXY
Each time a Pirate Ship is drawn, all players
may choose to roll a die and add Lightspeed.
The winner intercepts the card and must fight
it. If a Bounty is collected, write this amount
down on a running total of all Bounties you

have collected in the game (including those
of other players). The first player to have
collected 5000 credits in Bounties wins the
game.

[ST] EASY/QUICK GAME
The winning player is the first to make the
Koroth Run. However Brix Weapons only
cost 200 credits each (2000 for all ten).

MERCHANTS OF THE GALAXY
Under this rule, the first player to hold 7000
credits in hand at one time wins the game.
Players should also select a time limit at the
start of play. Once the time limit is reached,
if no one has yet obtained the 7000 credits,
the player with the most credits in hand wins
the game.

PIRATES OF THE GALAXY
For any Spaceship Card that is drawn, all
players that wish to may roll 1 die and add
his/her Lightspeed. The winner intercepts
the card and must then fight it. If the ship
would normally flee and does so successfully
then it is discarded (others may not attempt
to catch it). For each ship you destroy, make
a mark on your Spaceship Sheet (a little
“skull & crossbones” if you want). In addition,
for each player spaceship you completely
destroy (0 hull), make five marks. The first
player to get 15 marks wins the game.

You should also decide on a time limit before
the game begins. At the end of this time limit,
if no one has yet obtained required marks,
the player with the highest number of marks
wins. If there is a tie, then the two ships must
engage in combat (without fleeing), with the
winner breaking the tie.

TIMED GAME
This game operates by all the standard
ending rules, except that if the agreed upon
time limit has been reached and no one has
yet made the Koroth Run, then the player
with the most credits in hand wins the game.
[This is a recommended addition to the
standard game.]




