A GAME BY TAUCETI DEICHMANN

RULEBOQGK

Nine species came together during the great Confluence.
Not to wage war or bicker, but to commit themselves
towards building a single joint society where every species
would be the equal of the others and every new innovation
would be shared between them all.

And yet, these peoples were utterly alien to one another.
With no shared cultural heritage, they thought of “equality”
very differently. Each wanted their own ideals at the core
of the growing society.

What followed would be the single most aggressive
cooperation the galaxy had yet seen.

OVERVIEW

Sidereal Confluence is a trading game. Players represent
alien civilizations that are trading resources and inventing
shared technology. Technologies earn the inventor many
points, but the advantages of the technology are given to
all players. The player with the most victory points at the
end of six turns wins the game.

There are a few ways Sidereal Confluence is unusual
compared to most other trading games:

<> This is a simultaneous game — in each phase of the
game, players act at once.

<> Information is open, except for bids and victory points.

<> Almost everything is tradeable, including sectors of
your economy. Victory points are not tradeable.

<> Deals are binding, even across turn boundaries: if you
promise to do something, you must do it.
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CARD # INDEX

1-26 Caylion*
27-58 Eni Et*
59-70 Faderan Relic World
71-96 Faderan*
97-129 Im'dril*
130-154 Kjas*
155-182 Kit*
183-195 Kit Colony
196-224 Unity*
225-251 Yengii*
252-278 Zeth*
279-318  Colony
319-359 Technology
360-371 Confluence
372-380 Starting
381-389 Donation

* Each species set also includes
a reference card.
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SETTING UP THE GAME
 ADVICE: PICKING A SPECIES

Kt'Zr’Kt'Rtl, Caylion, Kjasjavikalimm, and Faderan are easiest
to play. A skilled new player can do well with the Im'dril. The
Eni Et and Unity require very pushy trading. The Yengii are
a challenge for experienced players. Zeth are mean, so

best if most players are experienced. )
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EXAMPLE: PLAYER AREA

The Faderan start with one
colony @, one research team

%% SPECIES STARTING CARDS ®. four converters in play ©,
one Ultratech ©, one Biotech
©, one Power O, three
Culture @, one Industry ©,
and two ships ©.

Uniquely, the Faderan have

A STARTING TECHNOLOGY 1 Acknowledgment tokens ©
O and a Relic World deck ®.
Each player has a reference
card @, donations card ®,
STARTING COLONIES and screen @. Set your
‘ ~ @ screen close to you, with all

other components in front of it.

Keep your species deck
nearby. ®
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EXAMPLE: BID TRACK (4 PLAYERS WITWOUT 0AS)

Technology cards are stacked with the Era I cards on top, followed by Era II, Ill, and IV. The Research
Team sides are all face-up. Four random research teams are placed on the spaces of the track.

TECHNOLOGY DECK

The colony cards are shuffled with their front sides face-up. Four
COLONY DECK random colony cards are placed on the spaces of thw J




GAME SETUP DIAGRAM FOR U4 PLAYERS
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GENERAL SUPPLY OF POINTS

TECHNOLOGY DECK
COLONY DECK
GENERAL SUPPLY OF RESOURCES
GENERAL SUPPLY OF SHIPS

REFERENCE
CARD

SPECIES DECK UNIQUE STARTING

SPECIES COLONY CARDS
COMPONENTS
SCREEN

DONATION CARD
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CONFLUENCE CARDS

RESEARCH TEAM BID TRACK
COLONY BID TRACK SET UP FOR 5
PLAYERS BECAUSE THE KJAS ARE
IN THIS GAME
STARTING CONVERTERS
SPECIES BOARD
STARTING SHIPS

AND RESOURCES



COMPONENTS & CONCEPTS
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ANATOMY OF A CARD

ENTERING PLAY
COLONY CONVERTERS
BORDERS
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HOW TO PLAY



| EXAMPLECONVERTING TOUPGRADE
»

Deep Hunting upgrades by running

the converter on the left.
~,\ TOP CARD

A PUT INTO PLAY -

Input: Spend 1 Ocean colony and 2
@ UPGRADE Biotech.

Output: 1 point and upgrade Deep
Hunting to Pelagic Bounty.

U\

If you have Nanotechnology
and Genetic Engineering,
INPUT you may upgrade Genetic

/ Engineering to Genetic
Resynthesis:

OUTPUT First, put Nanotechnology
underneath the Genetic
Engineering.

Then, flip the Genetic
Engineering card over to
reveal its upgraded version.

It is not Genetic Engineering any more. It cannot be used
PREVIEW . : .
to upgrade a card that has Genetic Engineering as a
prerequisite to upgrade.

 ADVICE: INVENTING ONTURN 1

For new players, it's best not to invent any technologies
on Turn 1. Experienced players can take the risk, but
generally it's too much of a strain when your economy is
stillin its early stages.
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The Zeth have Colony
Support 3.

At the start of the Economy
Phase, you have 4

colonies in your play

area. Therefore, you

must discard one

colony card to the bottom of the deck.

 EXAMPLE: DONATION DUTRUT

Multispecies Hybrid Cultures outputs 1 point, 1 Biotech,
and 1 Food that go directly to your Donation card.
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You have 4 ships. You ‘ ‘
r assign 3 to the Colony bid, C ))
1 to the Research Team

2o0 s
In the Trade Phase, you invented bid, and save 0 ships. v ﬂ

ﬁ

Genetic Engineering. According to the LJ

i

current Confluence card, you earn 3
points for inventing a technology.

e

In the Confluence phase, the other players find their
Genetic Engineering cards in their species decks and put
them into play. Note different species may have slight
variations, like Caylion producing Industry where Kjas and BUYING A COLONY
Faderan produce Culture.
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BUYING A RESEARCH TEAM CARD

PASSING

i 3 for a colony and 1 for research is a good turn 1 bid.

When selecting a research team to buy, new players often
get bogged down looking at the converters that each will add
to the game. Even for experienced players, the results of a
technology are much less important than simply determining
whether you can afford the resource cost to invent it.

If you must choose a research team based on what it invents,
remember that every player will benefit from that invention.
Don't pick something just because it synergizes well with your
own economy, as it likely does the same for everyone.

Instead, pick a technology that drives up supply or
demand. Pick a converter that consumes a resource you
over-produce or produces more of a resource that you
desperately need.

Think about how technologies warp the playing field of the
game, not merely what they do for you.
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EXAMPLE: RESOLVING A BID

It's time to bid for Colonies. Faderan and Yengii each bid 1
ship. Eni Et bids 3 ships. Kit bids 4 ships.

Kit has the highest bid, picking first. They pay their entire
bid to buy Gacrux.

Eni Et has the next highest bid. They really wanted to buy
Gacrux and don't like the other options. They decide to
pass instead.

Faderan and Yengii had tied bids. They both also have
the same number of Colony cards, so their tie breaks
according to their species tiebreaker number. Faderan
has the higher tiebreaker, so they go first.

Faderan buys Altair.
Finally, Yengii buys Sirius.
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EXAMPLE: END OF TURN

At the end of \
the fifthturn, NS
you flip over the /

“Bth Confluence”
card onto the splay of invented
technologies.

The back tells you that you're entering Turn B, and
that there is 1 Trade Phase and 1 Economy phase
remaining.



