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Snizte cenu jakéhokoliv
predmeétu, ktery stoji 2+ Srotu,

o jeden S$rot. Vyrobeni predmétu
nevyZaduje akci.
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USCSS NOSTROMO

Utrat'te akci: Podivejte se na

vrchni kartu z bali¢ku stretnuti.

Muizete ji dat naspod bali¢ku.
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Should an officer expire during active
deployment, refer to TH-UR
for task distri

Pokud dustojnikovi vyprsi pla
béhem aktivniho nasazeni, nav
MA-T-KU pro rozdéleni ukolu.

Use caution while navigating an M-Class
Starfreighter. Dark passages can hide
Pfi navigaci nakladni lodi tfidy M obstacles and hazards.

zvysSené opatrnosti. Temné chodby » WEYLAN-YUTANI DIRECTIVE 233.2
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Encounter cards
Encounter deck.

ROZKAZ 937

ORDER 937

SEIDEME SE NA OSETROVNE I meeT me In THE INFIRMARY

- Aktivni ¢len posadky se presune * The active Crew member moves

na o$etfovnu. g oveabay
¢ If Ash is in the ship, and no Crew

« Pokud je Ash na lodi a neni s nim member is with him, move him 2
Zadny élen posadky, posuiite ho o~ SPaces.
2 poli¢ka.

ROZKAZ 937

HOMPLETACE DAT ORDER 937

COUATING PATA

« Kazdy ¢len posadky ztraci 1
SROT. « Each Crew Loses 1 SCRAP.

j i A « If Ash is in the ship, move him
- Pokud je Ash na lodi, posuiite hc  * 7 (8 cpe

0 2 poli¢ka.
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VYHODIME OB DO POVETRI

PRIPRAVA

Umistéte vSechny vyfazené kanystry s chladici
kapalinou do skladu vybaveni.

Aktivni €len posadky vezme desku autodestrukce
a umisti na néj 4 zetony odpoéitavani.

Na zacatku tahu tohoto élena posadky odeberte
jeden zeton z desky autodestrukce.

PORAZKA

Pokud &len posadky na zaéatku svého tahu uz
nemiize odebrat Zeton z desky autodestrukce, je
Nostromo i jeji posadka zni¢ena.

VITEZSTVI

Vsichni élenové posadky se musi shromazdit v
prechodové komofe, kazdy s 1 kanystrem chladici
kapaliny a 1 Srotem.

ODRIZNETE VSECHNY PREPAZHY
A VENTILACNI OTVORY

PRIPRAVA

Umistéte Zeton prizkumu do kazdé mistnosti,
ktera jej nema. Ignorujte jakykoli budouci efekt,
ktery vam nafizuje umistit Zeton priizkumu do
mistnosti.

Aktivni élen posadky vezme desku autodestrykce
a umisti na ni 4 zetony odpog¢itavani.

Na za¢atku tahu tohoto €lena poséadky odeberte
jeden zeton z desky autodestrukce.

PORAZKA
Pokud ¢len posadky na zacatku svého tahu uz
nemiize odebrat zeton z desky autodestrukce, je
Nostromo i j osadka zni¢ena.

VITEZSTVI

Odstrante véechny Zetony prizkumu na lodi
Nostromo, abyste z: il

ZAVERECNA MISE

DOKOVACI STANICE
DOCKING BAY

FINAL MISSION

START
HRACI: 1-3

UTEK NA LODI NARCISSUS

PRIPRAVA

Umistéte vSechny odhozené kanystry s chladici

| Odlozte 1 kanystr chladici kapaliny do dokovaci
stanice za kazdého ¢lena poséadky.

Posadka musi mit v inventafi pfepravku pro ko¢ky a
plamenomet.

VITEZSTVI

Vsichni élenové posadky se musi shromazdit v
dokovaci stanici.

PRIPRAVA
Umistéte vSechny vyfazené kanystry s chladici
kapalinou do skladu zafizeni.
2 Umistéte Ashe do MA-T-KY. Kdyz se Ash

Yl
tento ¢len posadky odhodit kanystr s chladicT
kapalinou, aby Ashovi zplsobil 1 zranéni a
posunul se o 3 poli¢ka podle svého vybéru.

adé ztrati 3 morélky a ute¢e 0 3
poli¢ka. Kdyz je Ash porazen, odstraiite ho z lodi.

VITEZSTVI

Po porazce Ashe pouzijte na vetfelce plamenomet.

STRETNUTI
9

GARAL

ENCOUNTERS

YOU HAVE MY SYMPATHIES

SETUP
1 Place all discarded coolant canisters into
Equipment Storage.
2 Place Ash at MU-TH-UR. Ash moves
towards Crew members when he moves.

OBJECTIVE

* Defeat Ash by de:

g 3 damage to hi

BLOW IT OUT INTO SPACE

AR
SETUP

1 Shuffle the Encounter discard pile back into the
Encounter deck.

2 Al crew members gain an additional
ABILITY: Spend an action and discard 1 Scrap
token to reveal the top card of the Encounter
deck. You may choose to put it on the bottom of
the Encounter deck.

VICTORY

[A] The Alien must be in or adjacent to the Docking
Bay.

[2] 1 Grew member must be in Airlock. 1 Crew
member must be at the Bridge.
Reveal an Alien type Encounter card from the
deck in the Encounter Phase to win.

[

WE’RE GOING TO BLOW UP THE SHIP

SETUP
1 Place all discarded Coolant Canisters into
Equipment Storage.
2 The active Crew member takes the Self Destruct
tracker and place 4 Countdown Tokens on it.
3 At the start of that Crew member’s turn, one
token from the Self Destruct tracker.

CUT OFF EVERY BULKHEAD
AND EVERY VENT

1 Place a Concealed token on each room that
does not have one. Ignore any future effect that
instructs you to place a Concealed token in a
room.

The active Crew member takes the Self Destruct
tracker and places the 4 Countdown Tokens on it.
At the start of that Crew member’s turn, remove
one token from the tracker.

DEFEAT

If the Crew member with the Self Destruct tracker
starts their turn with 4 tokens, the Nostromo and
her crew are destroyed.

VICTORY

Clear all Concealed tokens on the Nostromo to
win the game.
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1 Zamichejte odhazovaci hromadku stfetnuti zpét
do bali¢ku stfetnuti.

2 Vsichni &lenové posadky ziskaji dalsi
SCHOPNOST: Utrat'te akci a odhod'te 1 zeton
Srotu, aby: u
stretnuti
spod bal

odhalili vrehni kartu bali¢
ete se rozhodnout, zda ji
ku stfetnuti.

VITEZSTVI

[1] Vettelec se musf nachazet v dokovacf stanici
nebo v jeji sousedni mistnosti.

[2] 1 &len posédky musi byt v pfechodové komore.
1 élen posadky musi byt na mastku.

Odhalte kartu stretnuti typu vetielec z bali¢ku
stietnuti ve fazi stretnuti, abyste zvitézili.




