TRUCKER'S GUIDE TO THE GALAXY



BITS AND PIECES







BUILDING YOUR FIRST SHIP

HOW TO BUILD gty

Using only one hand, take one tile.
Bring it to your board, and then look at it.
If you keep it, attach it to your ship.

If you don't attach it, return it to the pile face up.

Note that all players are building simultaneously, as fast as they can, all grabbing from the same pile
of tiles. As they build, they will return some components, and these will be face up. The components
you take can be face up or face down, but you must take them one at a time. If you take a face-down
component, you must bring it all the way to your board before you reveal it. Under no circumstances
should players be flipping over multiple components in the middle of the table.




WELDING CONNECTORS

Each component added to your ship must be placed on an empty
square next to a component that is already part of your ship. It
must join to your ship using one of the three types of connectors:

universal connector

one-pipe --.

| two-pipe
connector = |

connector

smooth side (not a connector)

Any type of connector will join with another of the same type. A one-
pipe connector cannot be adjacent to a two-pipe connector.
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If your new component touches the ship on multiple sides, all
connectors must legally join. Two smooth sides may touch as long
as the piece being added makes a legal connection on another side.
Your ship must hold together at all times.

While adding a component, you can move it around to see where it
fits. However, it becomes welded to your ship as soon as you pick
up a new component. You can't move a component once it has
been welded to your ship.




COMPONENTS




as many cargo
holds as possible

With matter-annihilation technology, it was possible
to store this much energy in a battery no larger than
a golf ball. Today, of course, such batteries are illegal
thanks to the lobbying efforts of matter rights activists,
who received heavy support from the Fatally Confused
Golfers” Memorial Fund.

as many batteries as possible

Of course there are thousands of horror stories
illustrating why hazardous goods should not be
transported in normal containers. We give only the
example of James “Skip” Fairweather, who decided to
transport several tons of plutonium in used fruit crates.
Upon landing, he lost both arms and one leg to a mob
of angry environmentalists.

a lot of special cargo holds

You only need
two shield generators,

One shield generator covers the left side and
the front of this ship. The other covers the left
side and the rear. The right side is unprotected.




POP QUIZ!

Now that you know all the ship-building rules, you should be able
to find 7 things wrong with the ship illustrated here.

WATCH FOR THESE MISTAKES!

+ A one-pipe connector adjacent
to a two-pipe connector.

+ Any type of connector adjacent to a smooth side.

+ An engine not pointing toward the rear.

+ A component placed immediately
behind an engine.

» A component placed immediately
in front of a cannon’s barrel.

+ A component outside the indicated building area.

+ A component or part of the ship
not attached to the rest.

GO BUILD YOUR FIRST SHIP!



PREPARING FOR LAUNCH
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THE FLIGHT




GO FLY YOUR FIRST SHIP!



ADVENTURE CARDS










JOURNEY'S END

WINNING

WHAT NEXT?




ADDITIONAL SHIP-BUILDING RULES

!






ALIENS

eBook available!




ADDITIONAL ADVENTURE CARDS




GIVING UP

FORCED TO GIVE UP AN EARLY LANDING

If you give up:

Losing all humans.

No engine strength in open space.

do half the
total price

Getting lapped.

once the
adventure card is fully resolved

CHOOSING TO GIVE UP

Of course, trucking has other compensations which
many truckers find more important than money. There’s
the thrill of the adventure. And fame. And glory. And

honor. And ... oh who are we kidding? With enough
money, you can buy adventure, fame, glory, and honor
and still have enough left over for dinner at a fancy
restaurant.

FINISHING ALONE

If only one player is left




THE FIRST FLIGHT
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THE SECOND FLIGHT
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THE THIRD FLIGHT
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WINNING THE TREK

ROUGH ROADS

The game might be very harsh to new truckers;
however, after few flights, you'll get a handle on
things and really learn how to build better ships. Ones

that usually make it to the finish line unscratched and
with big profit. Then you might get nostalgic and look
back at those funny beginnings, when meteors and
pirates could blast your ship to pieces, making you
drift slowly to the final destination with but a single
cabin component.

To take you back to these feelings, we proudly present
a free Rough Roads mini-expansion (available now,
only in a digital form).

This mini-expansion allows you to add one (or more)
Rough Road cards to your flights. These randomly
added cards not only give you new fresh challenges
— but you can bet that your ships will be falling apart
again, while tears of despair and joy return to your
eyes.

C

Czech Games Edition

Rough Roads can be added to any single flight, and
also to the Transgalactic Trek. Just follow this link
and then the instructions.

cge.as/gterr




