Rejoice, for the signs are clear. The presaged time has come. All shackles of caste and EU R E hJ H R D S NEA +5F —=zV
clan are exiguous now. Goyum beckons and the faithful gather. Now, we must travel... XZ2-<€ "I}V X-=T

COREWARDS is a two or three player card game in which you compete to reach the entity known as Goyum first, who awaits you in
the Milky Way's center. Along the way, you will have to make advantageous trade deals to supply and survive the long journey.

All you need to enjoy COREWARDS are the cards you have downloaded together with these rules and some additional common
components, listed further down below, which you can take from other board games.

Note: If any term is written in bold font here in the rules, it refers to one of the game's concepts. If any text or term is written in
italics anywhere, it is related to the game's narrative or scenario. Italic text on cards has no effect on the game.

— HOW TO "BUILD" THE GAME

Print all odd-numbered pages in CARDS . pdf on A4 paper (with a resolution of 300 DPI). Then, print all even-numbered pages on the
backside of the same sheets and cut out the resulting 54 cards. Alternatively, print them separately and use glue (or glue paper).
In addition, you have to provide the following additional components/items, which typically can be taken from other board games:

- 8 small pieces, meeples or cubes to represent loaded cargo. Each player will place a few right next to a dedicated card.

- 7 standard, six-sided dice. Each player will place up to two dice next to the aforementioned dedicated card to encode a number
and an additional, single die is placed on a special card in the center of the play area, serving as the journey counter.

- 1 large coin/disc to mark who "leads" the turn, the person referred to as the leading player. Any two-sided component works.

- 3 different coins/meeples of different value/size, serving as route markers I, Il and Ill. Their actual numeric values are irrelevant.

- 1 additional component, different from the rest, which is given to a player if his or her spaceship is damaged.

Aside from the dice, the rest of the rules refer to these pieces as "markers" for their respective purpose, like a loaded cargo marker.

——SETTING UP THE GAME

There are two types of cards which remain separate over the course of the game: Your 54 cards consist of 4 special cards used for
tracking the game's state and 50 cards used for actually playing it. The latter all share the same backside showing a starfield, and the
same basic design, showing an image, some text and a number of 3 symbols in their top right corner.

To prepare a new game, assign the leading player marker to a random player first. Then, deal out the special cards as follows:

- place the card showing the galaxy and several circular spaces in the center of the play area. This card is called the journey.

- place the journey counter, a die, on the first space of the journey. Ensure its face value is equal to the number of players.

- place one card showing a red space ship in front of each player, this is his or her vessel. The bottom right of the card must only
read "vessel upgrades" (otherwise flip the card). Give each player two loaded cargo markers and two dice. The markers must be
set aside for now but the dice shall be placed next to the top right corner of each vessel, indicating the player's funds in the
universal galactic currency accepted by all known species, named Galax. Ensure every player's dice show a 1 and a 2 for now.

Keep damage and additional loaded cargo markers close by, all unused vessels and dice are not needed for the rest of the game.

Next, take the remaining 50 playing cards with the starfield background and find the three Goyum cards showing the highlighted
text "Goyum beckons" and place them face-down in the center of the playing area, above they journey, with their shorter sides
facing each other (see image below). Think of these cards as a sort of foundation for your three route decks.

Now, sort the remaining 47 playing cards by (® amount, creating 5 stacks of cards. and then perform these steps:
- take the ®) stack, shuffle (face-down) and evenly divide them into three decks of cards, called route decks.
- next, take the ®®) stack, also shuffle it (face-down) and evenly deal out 9 (of 12) cards onto the route decks.
- place the 3 remaining cards from the second stack face-up to below the journey, visible to all players. These are upcoming cards.
- shuffle each of the three route decks individually, thereby mixing the 6 and ) cards contained within each.
- place one route deck on each Goyum card in a 90 degree angle, then place route markers |, Il and lll on top of each deck as
indicated at the upper edge of the journey card. If this part sounds confusing, check the setup image below.

You are now left with three stacks, containing the cards showing 0, ©®)©0) and O respectively. Also shuffle
each of these stacks individually, then place them on top of each other, least symbols on top, most symbols at the bottom.
This is the drawing stack, move it near the center of the playing area, in reach of all players. You are now ready to play.

route decks, each with a route marker

drawing stack

vessel card
i 19ft9]te) —|
Goyum card (/’" (* ( D)
@@@@—[
L;:Q:.J LOJ L#J L@J @@@@@_[
correct position of route deck IlI 3 16 5

journey card

it #
@ journey counter a g —

funds of this player .
P ) 1 r@® 3

leading player marker

upcoming cards .

(rotated to be readable for players) cargo sections by type
damage marker

(not yet assigned to a player)
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There are few believers among the Caste-Traders. Our mission is in your hands now as EU R E [LI H R D NEA +5F —=zV
the faithful of all Castes board your vessel. You must carry us through the voids, carry us... XZ2-<€ "I}V X-=T
First and foremost, take a look at the vessel card in front of you. Above it, two dice encode your current funds B8
in Galax, which simply equals the sum of their face values. Change their faces when your funds change, setting  — L gALAax —!
one or both dice aside to encode one or zero Galax. Note that you are limited to these two dice, that means {g‘i,;
funds max out at 12 Galax and further profits go to waste. A
Over the course of the game, you will use these funds to buy and sell four different types of cargo. Both funds — (3:h)
and cargo types have their own symbol and section on your vessel card. These symbols denote: @ gxg
2N ~— \ ‘ 1
G Galax {b‘j‘; Organics é’% Synthetics "“Q Moldmatter \0/ Contraband - ' ,
CY (1 Q@ Zrv\ o
To indicate that a player is in possession of cargo, you place loaded cargo markers to the left of that player's 5
vessel in the section corresponding to the cargo's type. Each placed marker encodes that you are carrying one
unit of that section's cargo type. You can load multiple types of cargo but each player is limited to two loaded ,‘@‘\
_

cargo markers, aka two units, overall.
The vessel on the right currently carries one Synthetics and one Moldmatter, with funds being at 7 Galax.

A game of COREWARDS unfolds over multiple turns. Each such turn is played in exactly four steps, denoted A, B, C and D:

In (A), players pick a route deck each. During (B), players travel through their picked deck, which means every player draws cards
one by one from this deck and decides whether to interact with the card or not. Afterwards, (C) sees the players refill the route
decks by adding new cards. Finally, the game's overall state is updated in (D), concluding the current turn.

—— STEP A: ACQUIRE ROUTE DECKS

Beginning with the leading player and proceeding in clockwise order, everybody can choose a route deck. To select a route deck,
you simply pick it up and shuffle it and keep it in your hand for step B. Note that the Goyum cards are not part of the route decks as
long as they remain rotated, leave them be when taking the deck.

The route decks must never swap places (relative to the journey, recall that they are identified as |, Il and lll). Therefore, to remember
which deck you picked, also take the corresponding route marker from the top of that deck and place it near your vessel.

Under certain conditions, players can decide or must forgo picking a route deck. This is called skipping and is explained on page 4.

—— STEP B: BRAVING YOUR ROUTE

Every player with a route deck in hand now bravely travels corewards along his or her route. Players without one can only observe
play during this step (but still gain information that way). To travel, a player repeats the following until he or she stops to travel:

- draw the next card from the top your route deck and look at it in secret.

- decide whether to perform an action in order to interact with this card, which is explained in detail further down below.

- if an action is to be performed, place the card face-up before you (thereby revealing it for all). Otherwise, place it face-down.
Through traveling, a player creates a line of face-up and face-down cards in front of him or her. This line is called the travel log.
A player must stop traveling, that means ceasing to draw new cards, if he or she has either performed 2 actions or there are 4 cards
in the travel log. Some effects can modify these numbers during the game. In addition, any player may voluntarily choose to stop
traveling after his or her travel log contains at least 2 cards. Finally, if there simply are no more cards your chosen route deck (all of
its cards have been played), you have to stop as well. After you have stopped traveling for whatever reason, you cannot resume.

Performing an action allows you to interact with a card, with the card itself defining what exactly is possible. Most interactions are
about either gaining cargo and loosing funds in Galax, or loosing cargo and gaining funds. These trades can be performed in any
order and as often as you see fit as long as you are interacting with this particular card.

Simply put, one must pay what is indicated on a left side to gain what is shown on a right side. If both buying and selling something
for the same amount is possible, the transaction arrow shows both directions. The examplary cards below give greater details:

OY D)

©® /7

Vz

2 ‘( " W@

This card's interactions allow a player to

Each card's image shows what you are
currently traveling towards. The text you
are reading right now is written in italics on
real cards and thus has no game relevance.

If a player decides to perform an action to
interact with this card, he or she can buy
the cargo type Synthetics: For every 2 Galax
the player pays, one cargo marker of that
type is placed next to his or her vessel.

ZG_’AK

A player interacting with this card can buy
or sell Organics for 2 Galax here, which is
encoded by this card's upper interaction.

The lower interaction indicates that the

player can also sell Synthetics for 3 Galax

here, but purchasing that particular type
of cargo is not possible.

> 2G
¢ — 36

purchase Organics and Moldmatter for the
price of 1 Galax and to purchase the
card's Upgrade (see page 3) for 3 Galax.

16— por@®

[
Given the middle card, assume now that a player has no funds whatsoever but his or her vessel carries two cargo markers of type
Synthetics. Now, that player performs an action to interact with the middle card from
above: He or she could first sell the two Synthetics to increase funds to 6 and then
purchase two Organics by decreasing funds to 2 again, all within a single action.
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Others will have heeded the holy call, others will embark from the worldvessels. EU R E hJ H R D NEA +5F —=zV
Caste-Trader, all our hopes now lie with you. Goyum awaits and the journey will take us... XZ2-<€ "I}V X-=T

Note that spending an action without performing at least one interaction is forbidden, you should therefore ensure the validity of
what you are planning to do before placing the card face-up for everyone else to see.

= %8 As hinted at by the exemplary cards on page 2, some interactions provide options beyond just
b i@\ trading cargo: The first is the game-ending interaction and is found only on the three Goyum
D cards. These interactions are discussed in the section "ending the game" on page 4.

4

— The other two types of interactions allow you to either trigger a special effect (1) or to purchase
il an upgrade (2) which improves your vessel. These interactions look as follows:

SW

(7%

5 16 — R 4G — B0
_l Instead of gaining cargo or funds, paying what is indicated on the left triggers the special effect
:ﬁ;\ or just provides you with the upgrade. The game's summary lists all of them in detail.

~
<

Rules for special effects are very simple: After paying for it, immediately perform the instructions
described at the bottom of the card.

Unlike trade-related interactions, you can only trigger a card's special effect a single time per
action, with trading being possible both before and after of course.

When purchasing an upgrade, immediately take the card out of your travel log and slide it your vessel card, so that only the
upgrade's name and effect remain visible as seen on the left. Thereby, this upgrade is now installed on the vessel and benefits you.
You cannot interact with the card any further this turn. Note that the card with the upgrade still counts as a revealed card with
respect to your travel log and actions for the current turn, ensure that a gap remains in your travel log when drawing the next card.

pgrade ct

VAN — X Dz x>>

g° .

There is one important restriction regarding upgrades: No player may ever purchase a duplicate upgrade, that is an upgrade with the
same name as one already installed on his or her vessel. Only compare names, effects are irrelevant and might even differ.

Some cards in the route decks can a force a player to perform an action, indicated by a highlighted symbol shown to the right. 4,
Such a forced action does exaclty what its name implies, it forces the player drawing this card to spend an action to reveal ‘»@«'
it and to follow the instructions listed right next to the symbol, which are usually negative for that player.

Note that some forced actions trigger combat (see page 4). Once all consequences of a forced action have been dealt with, the

player may then continue with his or her turn as usual. This includes performing any interactions listed on the card he or she was just
forced to spend an action on, since said action still applies to the card as usual.

Finally, some cards cannot be interacted with. If so, it is stated so on the card, sometimes with additional instructions to follow.

To summarize step B, each player bravely travels through his or her chosen route deck and decides for each card drawn whether to
spend an action to interact with it or not. From a player's travel log, everybody else learns which cards have been interacted with.

Note that all interactions never affect another player directly, therefore step B should be played in parallel by all players currently
holding a route deck in their hands. Everybody draws one card, looks at it in secret and then waits for the others.

Once each player has decided what to do, everyone simultaneously places the card either face-up or face-down in their travel logs.
If combat is enforced, it must be resolved before any other interactions are allowed to be performed by any players.

The leading player should organize this step to keep the game flowing and to minimize waiting time for anyone skipping this turn.

Once all players who did pick up a route deck have stopped traveling, the next step begins.

—— STEP C: CHANGE CONTENTS OF THE ROUTE DECKS

In this phase, players will add new cards face-down to the bottom of the route decks. This is called refilling a deck.

To prepare for this, everybody who traveled this turn shuffles all unrevealed cards from their travel log and puts them back under
their route deck. If some route decks have remained in the center of the play area during step B (referred to as "unpicked" decks),
take one card from the top of each such deck and place them face-up in the upcoming section. Afterwards, the refilling begins.

First, the picked route decks must be refilled, which is done one card at a time. Starting with the leading player and proceeding in
clockwise order, the following operations are performed by each player until everyone has stopped refilling:

- count the number of cards in your route deck, if it contains at least 6 cards, you must stop refilling (aka, you abstain).
- refill by choosing a single card in the upcoming section, if there are none take the top card from the drawing stack instead.

Afterwards, refill the unpicked route decks until each contains at least 6 cards by drawing cards from the drawing stack. In the case
of multiple unpicked route decks, refill them in such a manner that their card counts are as equal as possible, with the leading player
deciding which deck to prioritze in case there are not enough cards in the drawing stack and no perfect solution is possible.

Once this process is concluded, return all route decks and route markers to their original position in the center of the play area. To
that end, a player can look at his or her route marker, which serves as a reminder if that player is holding route deck I, Il or Ill.
Afterwards, move all remaining cards (all revealed) from the travel logs of all players into the upcoming section below the journey.

If the drawing stack ever runs out during refilling, take all upcoming cards, shuffle them and create a new drawing stack to use for
refilling. Despite this, the amount of cards in the three route decks may start to differ near the game's end and might drop below six
cards when not enough upcoming cards are available anymore.

In very rare cases, a route deck may even become empty (zero cards). While you
cannot pick such a deck in step A, it is still refilled in step C since it is unpicked. RULEBOOK - PAGE 3 OF 4
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The Caste-Sentinels will not stop us, but neither will they render aid once we leave. EU R E hJ H R D NEA +5F —=zV
We are alone and our journey is most perilous. Press on, Caste-Trade, ever ahead, ever... XZz-4€ |}V X-=T

Note that the route decks are never shuffled after refilling. Shuffling route decks is only performed in step A, after a deck was
actually picked up by a player. This ensures that the newly added cards will remain inside if this deck is not picked in the next turn.

Once the contents of all route decks have been changed, a turn's final step begins.

—— STEP D: DISCARDING CARDS

First, players must decrease the value of the journey counter by one. If it was showing the value 1 already, move the journey marker
to the next field of the journey and set the dice's face value to 3. With counter's position updated, players must now discard all cards
from the upcomlng section which show a ©® symbol count equal to or lower than the discard value associated with the current

(/// 3 field of the journey counter. To discard a card, you simply remove it from play entirely,
setting it aside for the remainder of the game. As you can see on the journey, no cards

are discarded in the early turns of the game and cards with five symbols (including

Goyum cards) are never removed from play.

In the exemplary game state on the left, all upcoming cards showing either 6 or ©®®©

! in their upper right corner must be removed from play during this step.

When the journey counter reaches the final field of the journey, rotate all three Goyum
e o . cards, thereby adding them at the bottom of their respective route decks. These cards
S ) ' 55 G;E)pg.g gg ¥ are novy treateq sirpilarly to any other playing card and can even become part of the

¥ upcoming section in rare cases.
To complete this step, and thus the current turn, pass the leading player marker to the next person in counter-clockwise order, then
begin a new turn, starting with step A of course.

— ENDING THE GAME

The game can end in two different ways, the first is related to the journey: If the journey counter needs to move to the next field of
the track but already resides on the last field, all players loose the game as no one has reached Goyum and heeded its holy calling.
The second way is by performing the special interaction on the Goyum cards, which all require the player to exchange two loaded
cargo markers of a specific cargo type in order to end the journey. After performing this interaction, that player must stop traveling
immediately and when step B ends and at least one player has performed this type of interaction, the game ends.

Since step B is played in parallel by all players, up to three players can end the journey during a turn. If it is only one player, he or she
simply wins the game outright. Otherwise, to break the tie, all eligible players first compare their remaining funds, adding 1 Galax for
each installed upgrade (even going beyond the max of 12 now). If no single player has the highest amount, break this second tie by
comparing their number of installed upgrades (including the tuned inertia suppressor upgrade on the vessel card, if obtained) with the
higher number winning out. If no winner be determined still, the game ends in a true tie.

—— RESOLVING COMBAT

On rare occasions, a forced action on a card may direct a player to resolve combat. Resolving combat is a very simple procedure that
involves a player's so-called combat strength value. Each player's combat strength starts at zero and can be increased by installing
upgrades. To resolve combat, you must compare your own combat strength with that of the leading player, who represents your
assailant. In case you are the leading player yourself, you may freely choose any other player to compare your combat strength
against. In the case that two players must resolve combat concurrently, the leading player decides in which order this is done.

If your strength is equal or greater than your opponent, you prevail and nothing happens. However, if your strength is lower, you must
stop traveling immediately, take the damage marker and, finally, remove one loaded cargo marker of your choice from your vessel (if
possible). In the rare case that the damage marker has already been assigned to another player during this turn, it is reassigned to you
and the other player is free of its effects. You may remove the damage marker at the end of your next turn, even if you decide to skip.

During step B, if you have the damage marker, your travel log's card limit is 2 and your action limit is 1, no matter your upgrades.

—— JETTISONING CARGO

While traveling in step B, a player may choose to jettison cargo at any time. You simply remove one or more loaded cargo markers
of your choice without any change in funds, thereby clearing space for new purchases. No action or interaction is required.

—— SKIPPING TURNS

The term skipping a turn effectively means not picking a route deck during step A. Not picking a route deck means that this player
cannot participate in steps B and C, neither traveling through nor refilling during this turn. There are only two ways this can happen:
- voluntary skip: you declare that you skip the turn by your own choice during step A. This is only allowed if your funds are
below 2 and you have no loaded cargo whatsoever. For voluntarily abstaining from choosing a route deck, you
may immediately increase your funds by 2 (you are earning this Galax by taking odd-jobs in a local star system).
- compelled skip: you might be forced to forgo picking a route deck because there is simply no route deck left to pick. Recall that
if the card count of a route deck is zero, it can still be refilled (and the Goyum card might be added to it) but it
cannot be picked during step A as long as it remains empty.
Note: If your funds are below 2 Galax and you are not carrying any cargo, you can of course perform a voluntary
skip instead and at least gain 2 Galax, as you are prevented from traveling in step B later anyway.

Many graphic resources used in the creation of this game are under CC-BY-License, a
full list of attributions (and thanks) can be found in the ReadMe document. RULEBOOK - PAGE 4 OF 4
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GAMEFLOW SUMMARY:

1.) Everyone either picks a route deck or chooses to skip to increase funds by 2 (conditions: funds below 2, no cargo).
Leading player goes first, then in clockwise order. A

2.) Shuffle the picked route decks. Player with the damage marker may set it aside now.

3.) Each player with a route deck in hand now repeats the following as long as he or she is traveling:
3.1) Draw a card from your route deck, look at it in secret and wait until everyone else is ready for the next part.
3.2) Place the card, simultaneously with all other players, either face-up or face-down in your travel log:
- if face-up: you spend an action and may now perform perform any number of the card's allowed interactions.
- if face-down: you choose not to spend an action, other players do not learn which card you saw. B
Continue to participate in the above until you stop traveling, that is:
- you have used all your actions (normally 2, reduced to 1 when you have taken damage) or
- you have reached your travel log's card limit (normally 4, reduced to 2 when you have taken damage) or
- you stop traveling voluntarily (possible after placing 2 cards).
Furthermore, you may jettison cargo as long as you are traveling, loosing it immediately without gaining any funds.

4.) Draw a card from each unpicked route deck, if any, and place it face-up in the upcoming section.
Move unrevealed cards from all travel logs back under the respective route decks, then refill all decks to 6 cards:
4.1) Players refill picked decks one card at a time, preferring upcoming cards to ones from the drawing stack.
Leading player chooses (or draws) the first card, then in clockwise order. C
4.2) For each unpicked route deck: refill using the drawing stack only

5.) Move the revealed cards from all travel logs to the upcoming section.
6.) Update the journey counter (may end the game).
7.) Discard any upcoming cards below the discard amount indicated on the journey card. D

8.) The next player in counter-clockwise order becomes the new leading player (unless modified by a special effect).

COMBAT: Compare your combat strength with the leading player. If you are leading yourself, choose any other
*  player. If you are the one with less strength: Stop traveling, take damage and remove one loaded cargo.

SPECIAL EFFECTS:

"Exchange this card..." --- When triggering this effect, immediately choose an upcoming card to replace the card with the
effect in your travel log. Your original card (with this effect) is moved to the upcoming section.
Following that, you can now interact with your new card without spending an additional action.
If there are no upcoming cards available right now, you cannot trigger this effect.

"Look at one Goyum card..." --- This very powerful effect allows you to look at any Goyum card as long as it serves as a
route deck's foundation. Simply look at one of the Goyum cards in secret and then put it
back under the route deck you took it from. Using this effect is the key to victory.

Once the Goyum cards have become part of the route decks, you cannot trigger this
effect anymore.

"You will lead the next turn." --- If you trigger this effect, the leading player marker is passed to you at the end of this turn
instead of being passed around in counter-clockwise order. Flip the marker to remember
this when triggering the effect and flip it back to its normal side once you received it.

In the next turn, it is passed on as normal, that means your right neighbour will become
leading player unless someone else triggers the effect again and thus modifies the order.
If you are the current leading player, triggering the effect means you remain so next turn.

"Flip your vessel card." --- This effect provides you with "+1 Card each Turn"-Upgrade on the |} ﬁ; J ﬁ
backside of your vessel. Each player can only trigger this effect < T ES % = N i

once in the game, no matter from which card.

@ UPGRADE EFFECTS:

"+1 Card each Turn" --- Your travel log's card limit increases from 4 to 5, that means you can draw one more card before
your travels must end. Having damage still limits you to only 2 cards, nullifying the effect this turn.

"+1 Action per Turn" --- You may now interact with up to 3 different cards each turn. Damage still limits you to only 1.
"Carry up to 3 Cargo" --- A player with this upgrade is allowed place up to three loaded cargo markers from now on.

"Look at added Cards" --- Whenever a card is drawn from the drawing stack to refill any route deck for whatever reason,
the card is passed (face-down) to you first and you may secretly look at this card before it is
added to the respective route deck. Your "peeking" at the card does not influence the card's
destination, be it a picked or unpicked route deck, you only learn what was added.

"Damage Protection" --- If the damage marker is assigned to you, you may then remove it immediately.
"Contraband is allowed" --- Various forced actions will no longer take away the contraband cargo you are carrying.

"+X Combat Strength" --- Simply increases your combat strength. When
resolving combat, your strength equals the

added X values of all such upgrades. ©2022 Elias Heydrich, All Rights Reserved
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