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INTRODUCTION

  

You lead a desperate faction seeking to You lead a desperate faction seeking to 
build a new civilization on Andromeda’s build a new civilization on Andromeda’s 
Edge. You begin with only a space station, Edge. You begin with only a space station, 
a few ships, and a handful of resources. By a few ships, and a handful of resources. By 
carefully placing your ships, you will gather carefully placing your ships, you will gather 
resources, claim moons, acquire station resources, claim moons, acquire station 
modules, and build planetary developments. modules, and build planetary developments. 
You will battle opponents and compete You will battle opponents and compete 
with others in science, industry, commerce, with others in science, industry, commerce, 
civilization, and supremacy!civilization, and supremacy!
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GAME SETUP

Game SetupGame Setup

1   Main Board:

 Place the main board in the center of the table.

2  Event Board: 

 Place the event board next to the main board and 
place the event markerevent marker on the start space for your 
player countplayer count. 

 Choose an event deckevent deck for this game. We recommend 
Galactic Dawn for your first foray into the Edge. 
Shuffle the chosen deck and place it face down on the 
event board. 

3  Scrapyard: 

 Place the Scrapyard board next to the main board. 

4  Starting Regions: 

 Separate out the 15 planet tiles (not Alliance Base 
tiles), shuffle them, and stack them face down at the 
bottom of the main board. Then draw a number of 
planets based on your player count:

2 players 4 planets

3 players 6 planets

4 players 8 planets
 

 Shuffle the planets you drew together with the    
6 Alliance Base tiles6 Alliance Base tiles. These are your starting tiles.  
Lay them out face up on the board, one at a time, 
beginning in the top left and proceeding left to right, 
top to bottom. 

5  Moon tokens: 

 Shuffle the 6 orphaned nebula moons6 orphaned nebula moons and place  
1 face up on each nebula. 

 Separately shuffle each of the 5 colors 5 colors of planetary planetary 
moon tokensmoon tokens. On each planet, stack 3 moons3 moons of the 
matching color face down, then flip the stack face up 
so the top moon is visible. Place the remaining moons 
face down near the main board, in stacks of 3.

6  Starting Raiders: 

 Choose an S-Class raider card for this game. We 
recommend the Vorticon Strikers for your first foes. Build 
the matching S-Class standees. Place the card face up 
next to the board along with the standees for the S-Class 
raider near the main board. 

 Roll 2 dice and place 1 S-Class raider standee on nebulae 
matching the numbers rolled (they may be in the same 
nebula). 

 Select 1 A-Class, 1 B-Class, 1 C-Class, and 1 D-Class raider 
for this game, using any method you choose. Build the 
A, B, C, and D raider standees. Place the raider cards face 
down next to the board with the standees nearby. 

 Return all unused raider cards and standees to the game 
box. They will not be used during game.  
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5Game SetupGame Setup

9  Progress Tracks::

 Shuffle the discovery tokensdiscovery tokens and stack 5 tokens face down 
on each of the 2 marked spaces on the science trackscience track. 

 Stack another 5 discovery tokens face down on the 
observatory discoveriesobservatory discoveries space at the top of the science 
track. Return the remaining tokens to the game box.

 Shuffle the supremacy tokenssupremacy tokens and place 1 face up on each 
of the 3 marked spaces on the supremacy track. Return the 
remaining tokens to the game box.

10  general Supply: Create a supply area as follows: 

 Shuffle the tactics cards decktactics cards deck and place it face down.

 Pile the development cardsdevelopment cards by type, with the matching 
development tilesdevelopment tiles nearby.

 Pile the damage markersdamage markers and resourcesresources.

7  Game Length: Decide whether you will play a short, 
medium, or long game and place the terminus marker on 
the appropriate space on the VP track.

Short 50 VP

Medium 60 VP

Long 70 VP

8  Modules:: Shuffle each of the 4 module decks4 module decks and place 
them in the marked spaces at the top of the main board. 
Reveal 3 modules from each deck to fill the spaces in the 
columns below.
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PLAYER SETUP

Player SetupPlayer Setup

5  Progress Tracks: 

 Each player places 1 track marker1 track marker on the bottom space of 
each of the 5 progress tracks 5 progress tracks. 

 Then each player advances 1 space on each of the progress 
tracks marked in the top left of their faction card.

1  Player Materials: Each player takes the following 
materials in their chosen color:

  1 station mat
  1 player aid
  6 transports
  1 fighter
  1 science vessel
  1 heavy cruiser
  9 leaders
  6 dice
  5 track markers
  1 VP marker 

2  Station Mat: 

 Station mats are double-sided for flexibility.  
Note the orientation of the four colorful modules on 
one side –players will need room to build out  
from this side of their station. 

 Each player places their station in front of themselves 
and places 3 transports3 transports in the Launch Bay Launch Bay area. They 
place all other ships in a personal supply beside their 
mat. They are available to build later.

3  Factions: 

 Shuffle the faction cards faction cards and deal 3 to each player. 
Each player chooses 1chooses 1 to keep. Return all unused 
faction cards to the game box.

 Each player gains the starting resourcesstarting resources listed on the 
back of their faction card, placing them in the storage 
areas of their station, then places their faction card face 
up in the faction area on their mat. 

4  Ship Upgrades:

 Each player takes their faction’s unique ship  unique ship  
upgradeupgrade tile. 

 Separately shuffle the 4 neutral ship upgrade types4 neutral ship upgrade types 
(transports, fighters, science vessels, and heavy cruisers)
and deal 1 tile from each stackeach stack to each player. Return all 
unused ship upgrades to the game box.

 Each player places their 5 ship upgrade tiles in a 
personal supply with their unbuilt ships. They are 
available to acquire later.

1
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RESOURCES

ENERGY
Use:Use: station  
modules,  
weapons, jumps

TITANIUM
Use:Use: factories, 
industry modules,  
building ships

NANOCARBON
Use:Use: observatories, 
science modules

ICE
Use:Use: cities, 
civilization 
modules

CREDITS
Use:Use: wild for 
titanium, ice, 
nanocarbon

Over the course of the game, you will gain and spend resources of 6 different types. 
Resources are scarce in Andromeda. Use these to start building your future!

STORE  STORE  
MAX 10MAX 10

STORE  STORE  
MAX 5MAX 5

TACTICS CARDS
5 types, used in 
a variety of ways

Starting resources from back

LAUNCH BAY:  
Your fleet, repaired 
and ready to launch!

TACTICAL 
OPERATIONS:  
Snatch victory from 
the jaws of defeat!

6  Leaders: 

 Each player places 1 leader1 leader on each Alliance Base Alliance Base  
on the board. 

 Each player rolls a die and places 2 leaders2 leaders on the nebula nebula 
matching the die rolled (more than 1 player can have 
leaders in the same nebula).

 Each player places their remaining 1 leader 1 leader in the  
leaders area  of their station.

7  Start Player: 

 Choose a start player by simulating a battle: battle: each player 
rolls their 6 dice, and the player with the highest single highest single 
diedie is the start player. If there is a tie, the tied players 
compare their next highest die, and so on until there  
is a winner.

 The start player places their VP marker on the 1 space of 
the VP track.VP track. Going clockwise, each other player places 
their marker on the next empty spacenext empty space on the track.
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LEADERLEADER  COSTCOST  to 
develop here

DEVELOPMENTDEVELOPMENT that 
can be built here

RESOURCE COSTRESOURCE COST 
to develop here

MOONSMOONS  players 
can claim

GAME OVERVIEW

Game OverviewGame Overview // Regions of the Edge

Alliance Base

ACTIONACTION    
available here

LEADERS LEADERS players 
can recruit

NebulA
ACTIONACTION   
available here

VOYAGEVOYAGE  required 
to enter nebula

DIE NUMBERDIE NUMBER  for 
random nebula rolls

MOONMOON first player to 
launch here can claim

LEADERS LEADERS green 
player can recruit

REGIONS OF THE EDGE 
The board map is made up of regions regions of different types.  
During the game, you will Launch ships to different 
regions to gain resources and take actions. There are 
3 main types3 main types of regions, described below. Optionally, 
special regions (see p26) may be added as well. 

Planets
The Edge is filled with an abundance of planets. Planets 
have moon tokens moon tokens you can claim to gain resources, and 
you can build developments developments on planets to advance on 
the progress tracks and earn special rewards. New planets 
to explore will be revealed as key events trigger in 
Andromeda’s Edge.

Alliance Bases
A frontier Alliance arrived before the latest wave of 
explorers and scattered their outposts across the Edge. 
Players can visit Alliance Bases to trade resources, 
salvage precursor technology, build ships, and take other 
important actions..    

Nebulae
The Edge is bordered by mysterious, unexplored nebulae 
where raiders lurk. Ships may only enter a nebula region 
if they have Voyage. Voyage. However, those brave enough to do 
so can earn powerful rewards.

Andromeda’s Edge consists of a series of turnsturns (there are not 
traditional rounds in this galaxy...) Players take turns in clockwiseclockwise 
order, beginning with the start player and continuing until the 
game ends. On your turn, you either send out a ship or return all 
your ships to your station. This simple decision leads to all the 
wonders of the universe.

The game endgame end is triggered 
when a player’s victory point  victory point 
marker reaches the terminus on the VP track. . Each player then 
gets 1 more turn, including the active player. Once final scores are 
tallied, the player with the most VP wins.most VP wins.

 

ACTIVE PLAYER:ACTIVE PLAYER: The player who is taking a turn is the active playeractive player. When indicated, some decisions are made by the active 
player, and many events throughout the game are carried out in turn order beginning with the active player. If game effects 
occur simultaneously, when order is not indicated, such as those triggered by the end or beginning of a turn, the active player 
determines the order in which they occur. 
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RETURN STEPSRETURN STEPS

TAKING YOUR TURN

STEPSTEP 11

Launch ShipLaunch Ship
First, choose a ship in your Launch Bay Launch Bay and place it in a regionregion 
of your choice on the board. The rules for selecting a region 
differ depending on whether you are making a first Launch first Launch or a 
subsequent Launch.subsequent Launch.

First Launch
If you have no ships no ships on the board when you Launch, it is 
considered a first Launch.  During a first Launch: 

 You may Launch to any unoccupied region. any unoccupied region. A region is 
considered to be occupied if it contains a raider or at least 1 
ship belonging to a player. In addition, all additional Launch 
requirements must be met; see below right. 

Taking Your Turn // Taking Your Turn // Launching 

Subsequent Launches
If you have 1 or more ships1 or more ships on the board when you Launch, it is 
considered a subsequent Launch. During this type of Launch: 

 You must must Launch to a region that is within range range of at least 
1 of your other ships on the board, using the launching ship’s 
range value. range value. 

 You may not not Launch to a region where you you already have 1 
or more ships.ships. You may may Launch to an occupied regionan occupied region with 
opposing ships. Doing so may result in battle..

EXAMPLE

Purple’s subsequent Launch is into a region within range.

Additional Launch Requirements
You must follow these rules when making anyany Launch:

 You may only Launch to an Alliance BaseAlliance Base if you are able to 
activate  it and do so. 

 Only ships with VoyageVoyage may Launch to a nebula.nebula.

On your turn, you must either launch  a ship onto the board  or bring back all your ships  
in a return TO STATION . . You can also use any number of free actionsfree actions during your turn.  
Launch and Return to Station turns, as well as free actions, are covered in detail over  
the following sections. At the end of your turn, discard any resources in excess of your limits.

LAUNCHING 
During a Launch turn, you send a ship from your station to a region, then activate that region 
to take its specific action. The region to which the ship Launches is the active regionactive region for this 
turn (even if the ship you Launch moves to a different region during your turn). 

LAUNCH STEPSLAUNCH STEPS

   Launch Ship   Launch Ship

    Activate Region    Activate Region

    Raider Strike    Raider Strike33

    Battle    Battle44

11

22

EXAMPLE

Green’s first Launch is into an unoccupied region.
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STEPSTEP 22

Activate Region
Once you have launched to a region, you must must activate it. What 
happens when you activate a region depends on its typetype:

 Activating a Planet::  Claim the top moon token  moon token from the 
stack and place it on your station. If the active planet has 
no no unclaimed moons left, instead gain the resource printed 
where the moons were stacked.

 Activating a Nebula: Claim the moon token moon token (if there is one) 
and place it on your station. Then secretly look at the top 2 
cards of the event deck. event deck. Choose 1 to return to the top of the 
deck and 1 to place on the bottom. 

 Activating an Alliance Base: Perform the Alliance Base’s 
action. A brief description of each is listed at left.

Claiming Moons
One of the primary ways to gain resources is to claim  
moons that orbit planets and drift through the nebulae.

Whenever you claim a moon, place it in the claimed claimed 
moons moons area of your station mat. 

You can have no more than 4 moons in your claimed 
moons area. You can use the free action Abandon 
Moon on your turn to discard a moon and gain the 
depicted benefits, or you can slot a moon token 
elsewhere on your station during any player’s turn 
to free up space.

If you gain a moon on any other player’s turn, you may discard 
a moon in your claimed moons area to make room for the new 
moon, but you do not gaindo not gain depicted benefit. 

Alliance Base Actions

Monolith of Ancients:  
Spend any 2 resources to 
draw 3 tactics cards.

Trade Hub:  
Spend any 2 resources to 
gain 2 credits.

Maximus Field:  
Advance the event marker 
1 space, then buy 1 or 2 
science or industry modules 
from the main board. 

Odessa Field:  
Advance the event marker 
1 space, then buy 1 or 2 
commerce or civilization 
modules from the main board. 

Shipyard:  
Either pay the resource cost  
to build 1 new ship, placing  
it in your Launch Bay or 
perform 1 repair action.

Development Office:  
Pay the resource and leader 
costs to build a development 
on an undeveloped planet 
where you have a transport.

Taking Your Turn // LaunchingTaking Your Turn // Launching
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Raiders
Over the course of the game, menacing raiders will emerge 
from the nebulae to threaten your operations and prey on 
your starships. Each class of raider has a raider cardraider card that 
determines its values and abilities. 

Only 1 class1 class of raider can occupy a region at a time. A raider 
can nevernever be placed or moved into any region where a raider 
of another class is present.

placing new raiders
Raiders of different classes are placed on the board when 
event cardsevent cards are resolved. Each raider’s card indicates which 
regionregion it is placed in. 

 When a raider card says it starts in a random nebula, random nebula, 
roll a die roll a die and place the new raider in the nebula 
matching the number.

 When a new raider would be placed in a region occupied 
by a raider, instead place it in a random nebularandom nebula that 
is not occupied by a raider. S-Class raiders are the 
exception, they may be placed in a region already 
occupied by S-Class raiders. 

 If the raider of the indicated classclass is already on the 
board, instead place 2 S-Class raiders2 S-Class raiders in the region 
indicated on their card. If there are fewer than 2 left in 
the supply, place as many as possible.

 A raider that has been returned to its card might return 
to the board later in the game. If an event is resolved 
that depicts the raider’s class, it is placed on the board 
again, following the same rules as above.

STEPSTEP 33

raider strike
After you activate a region, check for Raider Strike: 

 A RAIDER IS ALREADY IN ACTIVE REGION: If there is already 
a raider in the active region,in the active region, a Raider Strike does not occur, 
and no further raiders may enter the region. (An exception is 
S-Class raiders, see below).

 S-Class RAIDERS: If there is an S-Class raider already in in 
the active region,the active region, check to see if there other S-Class raiders 
within rangerange of the active region that may perform a Raider 
Strike. Unlike other raiders, multiple S-Class raiders can 
occupy a region together with Swarm. 

 NO RAIDERS IN ACTIVE REGION: If there is not not a raider in 
the active region, check to see if there are any raiders within 
range range of the active region, using the range value on each 
raider’s card. If any raiders are in range, the active player 
must choose 1 1 of them to perform a Raider Strike and move 
into the active region. (If an S-Class raider is chosen, all within 
range will move into the region). 

All raiders have the VoyageVoyage ability, so they can always 
perform a Raider Strike into nebulae. 

STEPSTEP 44

Battle
After the raiders have had a chance to strike, if 2 or more 
opposing players and/or raiders opposing players and/or raiders have ships ships in the active region, 
a battle battle must be resolved. Battle can only only occur in the active 
region. The steps of battle resolution are covered on pg. 21.

EXAMPLE

A battle between the green and blue players, and the raider.

Battle can occur even if the active player active player no longer has 
any ships in the active region.

Starting region

Battle  
reward

Weapons

Class

Targeting

Special effects

Shields

Range



civilization game end modules 
and science modules do not 
have a dock area

open dock area indicates a 
ship/energy may activate

Damage ICONDamage ICON
add a damage marker when gained

Damage markerDamage marker 
module is currently damaged

bonus VPbonus VP
for slotting  
a moon

ActionAction
when activated

PROGRESS  PROGRESS  
TRACK ICONTRACK ICON
advance when 
module is 
gained

Title  Title  Pink = game end
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RETURN TO STATION 
During a Return to Station turn, you return all all your  ships one-by-one from the board and 
Scrapyard to your station. The ships you return from the board and the Repair Barge board and the Repair Barge area of 
the Scrapyard  may be used to activate modulesactivate modules on your station. 

If you have no no ships left in your Launch Bay  at the start of 
your turn,  you must must Return to Station.

STEPSTEP 11

activate modules
During this step, you may activate any number of modules modules 
on your station, in any order, to gain their printed benefit.  To 
activate a module, either take 1 ship  1 ship from anywhere on the 
board board (or the Repair Barge area of the Scrapyard) and place it on 
the module, or take 1 energy1 energy from your storage area and place it 
on the module. 

In addition, you must follow these rules:

 You may not activate a module that already has a ship or 
energy on it.

 You may only activate a module using energy energy if you have 
already activated a module in the same rowsame row using a ship. ship. 

Taking Your Turn // Returning To StationTaking Your Turn // Returning To Station

RETURN STEPSRETURN STEPS

   Activate Modules   Activate Modules

    Return All Ships    Return All Ships

    Discard Energy    Discard Energy33

11

22

 You may not not activate modules with  
any damage markers damage markers on them.

 Ships in the top area of the Scrapyard can’t be used to 
activate modules. However, ships that have been moved to 
the Repair Barge area at the bottom of the Scrapyard board 
can be used to activate modules. This includes ships moved to 
the Repair Barge during the current turn.

 Science Modules: Unlike other modules, science modules 
can’t can’t be activated individually when you Return to Station. 
Instead, you can activate them by activating your Primary Primary 
Reactor Reactor module (see below left). This must be done with a ship.ship.

 Moon Inputs: If a module has a moon slot moon slot on the input input side 
of an action, you may only activate it once you have slotted a 
moon into it. 

Primary Reactor: Gain 2 energy2 energy and 
activate any numberany number  of your other 
science modules.

Shipwright: Either pay the resource cost 
to build build 1 new ship in your Launch Bay or 
perform a repair repair action.

Treasury: Gain 1 credit.1 credit.

Architect: Either draw 1 tactics card1 tactics card or 
pay the resource and leader costs to build 
a development a development on an undeveloped planet 
where you have a transport.

Core Modules
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ON ANY TURNON ANY TURN

 � Slot a Moon TokenSlot a Moon Token

 � Play Tactics CardsPlay Tactics Cards

ON YOUR TURNON YOUR TURN

 � Use Development CardUse Development Card

 � Discard a Discovery/ Discard a Discovery/ 
Supremacy TokenSupremacy Token

 � Recruit LeadersRecruit Leaders

 � Abandon a MoonAbandon a Moon

 � Collect Bonus ResourcesCollect Bonus Resources

 � Use Faction AbilitiesUse Faction Abilities

STEPSTEP 22

RETURN ALL SHIPS
After you have finished activating modules, return all all your ships 
from modulesmodules, the ScrapyardScrapyard, and the boardboard to the Launch Bay Launch Bay 
on your station. Remove all damage markers damage markers from any ships  
with shields.shields.

You may not not choose to leave ships behind on the board or in the 
Scrapyard, unless a game effect says otherwise.

Slot a Moon Token
At any time, any time, you may slot a moon from your claimed moonsclaimed moons area 
into a moon slot moon slot on a module or the Tactical Operations  area on 
your station. 

Once you have slotted a moon, you may no longer discard it no longer discard it to 
gain its benefit. If you replace replace a moon that is already in a slot, 
you must discard it without without gaining its benefit. 

PLAY Tactics Cards
Tactics cards are resources resources you can gain during the game and 
play to take special actions. Each tactics card indicates when it 
can be played. 

After you play and fully resolve a tactics card, place it in a face up 
discard pile next to the deck. If the deck is ever empty, shuffle the 
discard pile to make a new deck. 

FREE ACTIONS
You may take any number of free actions during your turn, regardless of whether you are 
taking a Launch or Return to Station turn. Free actions may be used at any time  on your turn, 
including immediately before or after other actions.

Slot a Moon Token and Play Tactics Cards are the only two free actions that can be performed 
on any turnon any turn. The rest can be performed only on your turnonly on your turn. 

Taking Your Turn // Free ActionsTaking Your Turn // Free Actions

STEPSTEP 33

Discard ENERGY
After ships are returned to the Launch Bay, return all energy you 
spent to activate modules to the supply.  
 
If you have played any tactics cards with sustain abilities, these 
are also discarded at this time.

Here are a few examples of when tactics cards can be played.
Taking Damage During Battle Return to station Response to Opponent

EXAMPLE
Slot moons in modules and Tactical Operations to 
use their benefit in different ways. 

EXAMPLE

Supplier (incomplete) and Index Extractor (damaged) cannot be activated. 

EXAMPLE

A single ship activates all undamaged science modules. 


