


Reactions ( )

Normally, no card, ability or effect may be played while 
another effect is being resolved.   cards may be 
played during the resolution of a pending effect.

Text Boxes

Text boxes contain a card’s abilities, effects, 
keywords, limitations and penalties.  In this sample:

Phase restriction:  Any text below the phase 
restriction is only active during the stated phase.

Timing indicator:  Information preceding a dash (-) 
determines an ability’s timing.   in this example.

Cost:  Icons or text before a colon (:) but after a dash (-) 
represent the cost the controlling captain must pay.

Exert ( ) and Ready ( )

Exerted and Ready are two game states that indicate 
a card’s availability for further use.  Only ready cards 
may  and only exerted cards may .

Selected Terms and Keywords:

Armor:  For each point of Armor, reduce  inflicted on 
a  by one.

Bankruptcy:  A captain becomes insolvent if they incur 
an expense they cannot meet.  Captains are required 
to meet expenses if able.  A bankrupt captain loses, 
even if ahead in .

Expend:  Move a card from hand or top of the captain’s 
deck to the discard pile to apply the card’s  to a cost.

Expense:  Any cost that includes credits ( ), and 
therefore requires a captain to expend cards for .

Hindrance:  Both Integral and Trifling.  

Integral:  Integral cards may not be moved, except to 
the discard pile.

Jettison:  Move the card from play to the discard pile.

Move:  Transfer a card from one location to another, 
one attached card to another, or from play to discard.

Non-Human:  Any  with a  other than human. 

Trifling:  This card does not count against restrictions 
on the number of cards a captain may have in play.

Action Phase

In Initiative Order, captains alternate performing one 
of the following selections:

●�” Perform :    may require a card to .  Only 
ready cards may .  Some  may provide  
abilities to the attached .   is always an  
and it always requires the  .  

●�” Pass:  If all captains pass in order, the phase 
ends.  If one captain passes and another acts, 
any previously passing captain may act.

Resource Phase

All captains:

●�” Collect capability tokens from the capabilities 
printed on their  and skill tokens from 
controlled , and deposit them into their 
Resource Pool.   entitles the captain to choose 
any other trained skill token.   provides any 
two different trained skill tokens.

Resolution Phase

●�” Reveal all face down  on all pursued .

In Initiative Order, captains alternate performing one 
of the below selections:

●�” A captain declared as a pirate may target a  
controlled by an opposing captain.  The pirate is 
the “attacker,” the target the “defender.”

a.	Attacker inflicts damage equal to its , 
minus the defender’s .  For each point of 
damage, the attacker assigns it either as  
inflicted on  attached to the defender’s , 
or as an expense the defender must meet.

b.	If attacker’s  exceeds defender’s , the 
piracy attempt is successful. 

c.	Repeat step b., this time comparing the 
defender’s  to the attacker’s , with the 
defender assigning any damage.

d.	The pirate becomes uncommitted.

●�” A captain pursuing a  picks a  to resolve.  
 are resolved by meeting its requirements.    
 are resolved only if all requirements are met.  

a.	Commonly, a requirement obligates the 
captain to discard specified token(s) from 
their Resource Pool, but other conditions, 
including but not limited to incurring 
expenses or jettisoning cards may exist.

b.	If a  is resolved, the captain may then 
attempt to resolve any  on the  by 
meeting its requirements.

c.	Move resolved  to their owner’s 
adventure discard.  Unresolved  remain 
attached.

●�” A captain may pass.  Captains who pass during 
may make no further selections this phase.

a.	Captains who pass only after all  have 
been removed from the  they’re pursuing 
are “Eligible” captains.

b.	Captains who pass while the  they are 
pursuing still has attached  are “Ineligible.”

Then, all eligible captains:

●�” May attempt to resolve the  they’re pursuing.  
 are resolved by meeting its requirements.  A 
 is resolved only if all requirements are met.

a.	Commonly, a requirement obligates the 
captain to discard specified token(s) from 
their Resource Pool, but other conditions, 
including but not limited to incurring 
expenses or jettisoning cards may exist.

b.	If the  is resolved, the captain may then 
attempt to resolve any  on the  by 
meeting its requirements.

c.	If the  is successfully resolved, the 
captain collects the . If multiple captains 
complete the same contract, each captain 
gains 1 less .

d.	If a captain is unable to resolve a  they 
are pursuing, the captain continues to 
pursue it.

Then, all captains:

●�” Lose one  token if they didn’t perform piracy 
during the round.

●�” Discard any tokens in their Resource Pools. 

Costs and Expense Value

All cards have a cost in credits a captain must pay 
to bring them into play (though that cost may be zero).  
Credits are met by expending cards from hand or 
from the top of the captain’s deck.  Expended cards 
contribute their  towards the cost of the card being 
played.

Cards may also have one or more abilities, and those 
abilities may require the captain to pay credits,  or 
jettison cards, discard tokens or victory points.

Download the full rulebook for free at www.travellerccg.com


