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DESCRIPTION
The purpose of this ST:CCG game is to provide quick, random play for 2-4 players.  The players use common decks for set-up and play:


Set-Up



1 - missions (no space missions, i.e., only planet missions)



2 - dilemmas  (no space-only dilemmas)


Play



3 - affiliated cards



4 - unaffiliated cards

The missions and dilemmas are seeded randomly.  The players all assume the role of admirals in the same affiliation, drawing cards from a single common deck of affiliated ships, personnel, equipment, etc.  In addition, the players also draw from a common deck of unaffiliated cards including events and interrupts, unaffiliated equipment, and non-aligned personnel and ships.  Regardless of affiliation, combat is possible between players using the non-aligned personnel and ships.  However, if combat play is desired, it is recommended that players use an affiliation without attack restrictions, such as the Klingon.  [The decks can and should include cards of all rarities; the word common is used here to indicate that all players draw from the same decks.]

SET-UP
The missions and dilemmas are laid out like the spokes of a wheel, where each person “plays” on a spaceline consisting of two neighboring spokes, i.e., playing between the pair of spokes.  The hub is the affiliation outpost, which is assumed to have a span of 3, and no mission (e.g., it’s already been carried out).  There is no rim (in contrast with some multi-player rules).  Each spoke should be the same length, for example 4-6 cards long.  The spokes are created by randomly putting down a line of face-down dilemmas.  There should be an equal number (e.g., 2) of dilemmas at each mission location.  Then, the dilemmas are covered randomly with face-up mission cards.  It is recommended that the missions only include those that can be accomplished by the affiliation in play, and non-aligned personnel. [As an alternate, players could agree to ignore the affiliation requirements of the missions.] It is suggested that no other cards be seeded, except perhaps an Alternate Universe Door allowing all players to use cards with the Alternate Universe icon.

After setting up the spaceline, each player is dealt 5 cards from the affiliated deck and 2 cards from the unaffiliated deck.  Each player is also given a colored set of markers to be used to mark completed missions, or to track turns for cards with a countdown.
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PLAY
The winner is the player who first reaches 100 points (for example), or has the most points at the end of game time.

Turns are conducted in a clock-wise fashion, where in each turn, the player will sequentially:


1.  Play 0-2 cards.


2.  Execute orders (e.g., move, attempt missions).


3.  Draw 1 card each from the affiliated and unaffiliated decks.

To speed play, up to 2 cards can be played in a turn instead of the 1 allowed in standard play.  More importantly, the players hand is not replenished to 7 cards at the end of the turn, but 1 card each is drawn from the 2 play decks.  It is expected that this approach will encourage the play of events and interrupts that would seldom be used in standard play.
All ship, personnel, and equipment cards report to the same hub outpost (unless otherwise allowed by card text), where combat is not allowed.

MISC. RULES & TIPS
C
Card types not used in this game:



Artifact (?, see below), Borg affiliation, Q-icon, Site, Tactic

C
Artifacts could be included with the dilemmas, but it suggested that their inclusion could unbalance the game, making it much more dependent on luck than skill.

C
ST:ORM is not intended for the Borg affiliation, since they do not score points by completing missions, but instead by achieving objectives.

C
All mission cards should be for the same quadrant, or assumed to be from the same quadrant.

C
Side decks (e.g., Battle Bridge, Q-Continuum, Q’s Tent) are not used in this game.

C
Use common sense in determining whether cards apply to a single opponent or all players.  Cards do not apply to multiple opponents, unless they apply to all players.

C
If a card applies to a single opponent, the player of the card can choose which opponent it effects.

C
If a dilemma gives an opponent some sort of control over the player encountering the dilemma (e.g., Q), the controlling player is the one to the player’s right.

C
Since a single affiliation is being played, Red Alert! (for example) applies to all players.

C
As described in Set-Up, the Alternate Universe Door applies to all players, allowing them to play cards with the Alternate Universe icon.
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