GAME MANUAL

Version 1.0.0 - Deep Space Exploration Canpaign

1-4 Players - Cooperative - Canpai gn Gane

Command humanity's first deep-space exploration vessel across four alien worlds.
Manage your crew, your ship, and your resources as you unravel the nystery of the
Precursors.

Tronsoft Ganes - 2026



Section

Introduction & Story
Conponent s

Gane Overvi ew

Turn Structure

The Ship

Resour ces

Crew Managenent

M ssi on System

Di ce & Resol ution
Event Cards

Expl oration System
Ref uel i ng

Research & Technol ogy

Star Map & Travel

Victory & Def eat

Save & Load

Qui ck Reference




System

Bri dge Screen
Expl ore Screen
Star Map Screen
Crew Screen
Research Screen
Event Deck

M ssi on System

Di ce Engi ne

Save System

Descri ption

Mai n conmand hub —ship status, m ssions, phase tracker,
Hex-grid planetary surface map with fog of war

Canpai gn progress —4 planets, travel, chapter unlock
Ful | crew dossiers, skills, XP, wounds, perks

Tech tree —9 upgrades purchasable with Science points

8 encounter cards drawn each Event Phase

di ce

4 active mssions per planet, skill-gated, progress-tracked

Custom difficulty-scaled resolution with partial outcones

| ocal St orage auto-save and nmanual save w th continue




Phase | Nane

ORDERS

ACTI ON

RESCLVE

EVENT

UPKEEP

Advanci ng the Turn:

Phase Navi gati on:

What Happens
Revi ew mi ssion status. Plan crew assignnents. Sel ect active m ssions.

Assign crew to missions and attenpt progress rolls. Each crew has 2 act

Apply all action results. Check mission conpletion. Trigger chapter ady

Draw one Event Card fromthe deck. Make a choice. Resolve the outcone.

Spend 1 Fuel. Reset crew actions. Apply norale decay if hull is criticdg




Section

Bri dge

Sci ence Lab
Engi neeri ng
Hangar Bay
Medi cal Bay

Weapons

Functi on
Command center. Danmge inpairs phase sel ection.

Research and sanpl e anal ysis hub.

Repairs, fuel systens, and equi pnent.

Shuttle launch and recovery. Starts damaged (2/3).
Crew recovery. Damage prevents rest actions.

Def ense systens. Danmge increases hostile encounter damage.

Repai ri ng Secti ons:

Hul |l vs. Section HP;

Resour ce
Fuel

Suppl i es
Sci ence
Mor al e
Artifacts

I nt el

Primary Sources Spent On

Ref uel actions, resource hexes, ¥wamntrs (Upkeep), 3 to travel between planets

Events, exploration, Research BdReyiaiacti(dr), mi ssion attenpts (1 each), refuel
Scans, sanples, research boost, Resmd#rch and Technol ogy unl ock costs

Rest, successful events, m ssiorHasdrpleetévants, critical hull (1/turn bel ow 6

Rui ns hex, events, planet conpl é&@ampairg@wasabring; required for sone tech unl of

Scan action, decoded signals, ewaarmign narrative gates; future content

Critical Threshol ds:



m Hull O —Ship destroyed. Canpaign ends in defeat.

m Supplies 0 —All mssion attenpts cost O Supplies but partial/failure consequences are
doubl ed.



Nanme Rol e Specialty Skill Trait
Crdr. Reyes Sci ence O ficer Sci ence 4 Anal ytical: +1 Science on all checks

Lt. Okafor Chi ef Engi neer Engi neering 4 Resourceful : Repair at reduced Supply cf

Sgt. Vol kov Security Lead Security 4 lron WIIl: I'mune to first Shock per m

Ens. Nakanura Recon Speci al i st Recon 4 Agile: May reroll 1 Recon die per missi/f

Crew Skill s:

Action Points:

Wwbunds:

XP and Level |ing:



M ssi on Types and

Type Ski | |

Sci ence Sci ence

Recon Recon

Engi neeri ng

Security

Attenpting a M ssion

M nimum Skill Gate:

Suppl y Cost:

Difficulty Success Tar get
(Easy)

(Nor mal )

(Har d)

(Brutal)

(Extrene)

Security

Need f or

1

1

2

Requi red

Engi neeri ng

success

success

successes

successes

successes

Ful |

Requi red Skills:

Col our
Cyan
G een
Orange

Red

Speci al i st
Cmdr. Reyes
Ens. Nakanura
Lt. Okafor

Sgt. Vol kov

Progresfai |l ure Consequence

Hul I -1

Hul I -(diff-1) or crew wound

Hull -3 or crew -2 wounds

Hul | -4 or crew -2 wounds + noral e | oss

Hull -5 or crew incapacitated + norale

-3




Resul t Difficulty 1-2
Success Roll 5 or 6
Parti al Rol | 4

Fai l ure Rol | 1-3

Di ce Pool

Strong Success:

Partial Success:

Manual Dice Rolling:

Cal cul ati on:

Difficulty 3+

Roll 6 only

Roll 5

Rol | 1-4

Ef f ect
+1 progress (or +2 on Strong Success)
+1 progress WTH a consequence

No progress. Consequences scale with difficulty

Card Type

Sentry Drones
Alien Transm ssion
Survi vor Cache

At nospheric Storm

Hostil e
Neut r al
Friendly

Hostil e

Choi ces Avail abl e

Engage (Security roll), ECM (Engineering roll), Retreat

Decode (Science roll), Respond (Science roll), lgnore

Open (gain supplies), Scan first (Science roll)

Evacuate (Engineering roll), Shelter (Recon roll), Endure




Anci ent Cbservatory Neut r al Anal yse (free), Extract conponents (free)
Xeno Predat or Hostil e Fi ght (Security roll), Tranquilize (Science roll), Abandon

Rui ns Di scovery Friendly Recover archives (free), Study (Science roll)

Fuel Deposit Neut r al Extract (Engineering roll), Mark for later (free)

Event Qutcone Tiers:



Hex Type Reveal Reward Expl ore Reward

Base Canp Starting reveal ed — (Hone base, no explore action needed)
Terrain None +1 Sci ence

Rui ns None +1 Science +1 Artifact

Hazard None +1 Science (risk: hull danmage on failure)
Resour ce None +2 Supplies OR harvest 2 Fuel

Anomal y None +1 Science (special event may trigger)

Hex Acti ons:

Met hod Cost Fuel Gai ned Not es
Pl anetary Deposit 1 Supply +4 Fuel Only on Fuel -Rich worlds (Vega-4, Sol-9)

Resour ce Hex None +2 Fuel Depl etes the hex. Al so available on Explg

Supply Conver si on 3 Supplies +2 Fuel Ener gency only —poor exchange rate

Fuel Synt hesi zer 2 Supplies +3 Fuel Requi res Fuel Synthesizer tech (Research

Sol ar Col |l ection 1 Turn +1 Fuel Sl ow but free. Consunes an entire turn.

Fuel Priority:



Acti ve Research

Pr oj ect Cost Prerequisite Ef f ect

Alien Materials Anal ysijs4 Science None Unl ocks Dark Matter Shiel ding

Xenobi ol ogy Basi cs 3 Sci ence None Unl ocks Precursor Language Decode
Dark Matter Shiel ding 8 Sci ence Alien Materials Passi ve hull protection

Precursor Language Decodé Sci ence Xenobi ol ogy Required for Sol-9 narrative m ssions

Tech Tree:

Technol ogy Ef f ect

Enhanced Sensors i Reveal 2 additional hex tiles per turn
Adaptive Hull Plating i Ship sections take 1 | ess damage per hit
Portabl e Lab i +1 Science on all field mssions

Drone Scouts i Expl ore hazardous hexes renotely (no crew risk)

Neural Transl at or i Unl ock Precursor encounter dial ogue choices

Quant um Comms i +2 Intel per scan action

Medi cal Nanobot s i Heal 1 wound to all crew at start of Upkeep
Ener gency Thrusters i Spend 1 Fuel to escape any encounter

Fuel Synt hesi zer i Convert 2 Supplies to 3 Fuel at any tine




Pl anet
Kepl er - 7f
Vega- 4
Cygnus- 2

Sol -9

Travel Rul es:

Type Thr eat Fuel Rich

Tenperate Terrestri al 3/6 No
Vol cani ¢ Desert
Ccean World

Precursor Megastructure

Chapt er
1
2

3

4 (Final)

DEFEAT — Shi p Destroyed:

DEFEAT — Mt i ny:




m Save data is stored in your browser's |ocal Storage under the key 'iss_vanguard_save'.



Di ce Qutcones:

Qut cone Tri gger Ef f ect

Strong Success Successes > threshol d+1 +2 progress, no consequence
Success Successes >= threshol d +1 progress, no consequence
Parti al 1 success or 2+ partials 1 progress + hull/wound/ noral e cost

Fai l ure No successes or partials No progress, consequences scale with difficul{

Resource Qui ck Reference
Acti on Resour ce Cost
End Turn (Upkeep) -1 Fuel
Travel to Next Pl anet Fuel
Scan Regi on (Expl ore) Fuel

Repair Section Suppl y

M ssion Attenpt Suppl y

Resear ch Boost Supply - +3 Sci ence
Ener gency Ref uel Supplies - +2 Fuel
Rest Action Morale, +1 crew HP

Scan Action Intel (+2 nmore with Quantum Conms)

Key Threshol ds:




