Quick Rules
1. Roll all available
Crew Dice.

2. Immediately lock in
any (Y. Fthereare 3,
draw a new threat

card then return dice.

3. Assign Crew to
Stations/Missions.

4. DOraw a new threat
card.

5. Roll threat die and
resolve matching
threats.

B. Gather all available
Crew.
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Change a Crew die to
any face
or
Re-roll available crew

Fire Weapons

1Damage + 2 for each
additional @ used
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Return all units Recharge
from the Infirmary ! Shields
or : or

Return a u Stasis Beam

D Repair Hull

+1 ¢ + 2For each

additional used

Unassigned

Game Design by Tony Go
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Removing Don't Panic cards makes the
game more challenging.

Remove:

1 Card = Easy

3 Cards = Medium
6 Cards = Hard

To make the game shorter,
shuffle all the cards you want, then remove:

5 for a shortened game.

8 for a fast game.

Dice Converter
For use with regular pip dice.
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