We face this journey alone. They refuse. They fail to understand. They do not listen. EO R EU H R D NEA +5 —zVo
What remains of the faithful has boarded. There is no one else coming. Now, we travel... XZ2+<€ IV X-=71
Using the following rules, you can play COREWARDS as a score-based one player card game.
Your goal is to achieve the highest score. A table to record your achviements can be found further down below.

Note: This document only describes some rule alterations to enable solo-play. Unless something is described differently here, the
rules of the "normal" still game apply.

— HOW TO "SET UP" A SOLO GAME

First, place the journey and a single vessel in front of you, placing the dice as normal. Ensure that the journey counter shows a 1
when you start the game, as it is supposed to be equal to the number of players at the start.
Then, form the different stacks of cards according to their 6 amount, as normal. Now, setup the game as follows:

- from the ®® stack of cards, remove all cards which contain an upgrade.

- from the ©®® stack of cards, remove all cards which contain a forced action.

- fully deal out the first and second stack of playing cards to form the roude decks, the upcoming section remains empty.
Note that one of the route decks will still lack a single card.

- create the drawing stack as usual, then take the first card from the top and refill the incomplete route deck.

Set aside all removed cards, they are simply not used when playing COREWARDS as a solo game.
Finally, place a second vessel on the table and place the leading player marker on it, but do not any place any dice on it.

——HOW TO PLAY A SOLO GAME

You play alone and there are no opponents, the game does not simulate a second player. The other vessel only indicates if you are
leading the current turn or not and, due to the setup described above, you will never lead the turn when the game starts.

Make the following simple alterations to gameplay in step A:

- if you are not the leading player, roll a die to obtain a number in range 1 - 3 when step A begins. To that end, simply subtract
three from all die values of four and onwards. Place this die on top of the route deck with the associated number during this turn.

- you are forbidden to pick the route deck with a die on top, if there is such a deck.

- since there are no other players, only you pick a route deck. Therefore, at least two route decks remain unpicked in every turn.
For step B, only combat and a limited number of interactions work differently:

- if combat must be resolved, enemy combat strengh is equal to 1 + the current discard amount indicated on the journey. g, &%

- if encountering an interaction containing an "or", like the one on the right, play as only the left option would exist. o °r ‘:9'
Finally, in step C:

- remove the die placed in step A from the route deck, if any. Refill this route deck as you would any other a unpicked deck.

- when refilling your picked route deck from the upcoming section, you must choose cards that trigger combat before any others!

Easily forgotten: You still move the leading player marker between "players" following normal rules. Remember, the other vessel
serves as a fake opponent to allow you to keep track of this marker as in the normal game. As such, the special effect relating to the
leading player works just like in a two player game. It is useful only every second turn to ensure that you remain the leading player.

——HOW TO CALCULATE SCORE

If you end the game using the END THE JOURNEY interaction on a Goyum card, your score is computed by adding the following:
- one point for every Galax in your funds
- for every installed upgrade: amount of points equal to the current value of the journey counter

If the game ends in any other way, you loose and you may thus not enter your name into the list below.

REMEMBER THOSE WHO EMBARKED BEFORE US:

COMMENTS

(Your name) (Time of Play) (Score achieved) SOLO RULES
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