
1The New Caprica and Crossroads Phases

Before Galactica Returns to Orbit
Until Galactica returns to orbit (described on the next page), 
the following restrictions apply to both humans and Cylons 
during the New Caprica phase.

•	 Ignore any effect that would place, damage, destroy, 
activate, launch, move, or remove Cylon ships, vipers, or 
civilian ships in any space area. (Human players can risk 
raptors, however.)

•	 Ignore any effect that would place, destroy, or move cen-
turions on the Boarding Party track.

•	 Locations on Galactica and Pegasus can neither be dam-
aged nor repaired.

•	 No player (human or Cylon) can move to or activate any 
location other than the locations on the New Caprica 
game board.

•	 If a new character is introduced to the game as a result 
of an execution, use the “Resistance HQ” location instead 
of the character’s normal starting location.

After Galactica returns, these restrictions no longer apply.

Prepared Civilian Ships and Locked Civilian Ships
The New Caprica phase starts with the civilian ships stacked 
on the “Locked Civilian Ships” box. When a player prepares a 
civilian ship (for example, by activating the “Shipyard” location), 
he moves the ship on the top of the Locked Civilian Ship stack 
to the bottom of the Prepared Civilian Ships stack.

Some game effects instruct players to evacuate a civilian 
ship. To evacuate a ship, the current player chooses a space 
area with a viper launch icon and then moves the top ship on 
the Prepared Civilian Ships stack to that area. Ships stacked 
on the “Prepared Civilians Ships” box can only be evacuated 
once Galactica has returned to orbit.

New Caprica Crisis Cards
During a player’s Crisis step in the New Caprica phase, he 
draws from the New Caprica Crisis deck instead of the nor-
mal Crisis deck. Any game effect that affects the Crisis Deck 
also affects the New Caprica Crisis Deck. New Caprica crises 
are resolved in the same manner as normal crises, with some 
exceptions and special rules as listed in the following sections. 

Players using the New Caprica Objective Card from Pegasus 
eventually enter a unique part of the game called ”The New 
Caprica Phase.” Players using the Ionian Nebula Objective Card 
from Exodus eventually enter a unique part of the game called 
“The Crossroads Phase.” The rules for setting up and resolving 
these phases are described in the following sections.

The New Caprica Phase
During this phase, Galactica has been forced to abandon a large 
population of humans on New Caprica with the Cylons. When 
the fleet marker reaches the “Auto Jump” space of the Jump 
Preparation track, Galactica returns. After that, the admiral may 
use the action on his Title Card to order the fleet to jump away, 
leaving behind any people or ships that have not been evacuated.

Setting Up the New Caprica Phase
If seven or more distance has been traveled after the “Follow 
Instructions” step of Jumping the Fleet, carry out the follow-
ing steps in order instead of the “Kobol Instructions” step.

1. Place New Caprica Game Board: Place the New Caprica 
game board adjacent to the game board.

2. Maintain Game Board: Leave centurion tokens on the 
Boarding Party track in their current position. If any Cylon 
ships were placed on the game board by the Destination 
Card during the “Follow Instructions” step of Jumping the 
Fleet, leave them in their current position.

•	 If using Daybreak, return all assault raptor in space 
areas to the “Reserves” and move all characters pilot-
ing an assault raptor to “Resistance HQ.” If the “Colonial 
One Destroyed” side of the Colonial One overlay is not 
faceup, flip the overlay.

3. Move Human Players: Move all human players to “Resis-
tance HQ.”

4. Move Cylon Players: Move all Cylon players to “Occupa-
tion Authority.”

5. Move Civilians: Take all civilian ships that have not been 
removed from the game and place them facedown in a 
stack on the “Locked Civilian Ships” box.

6. Place the New Caprica Crisis Deck: Shuffle the New 
Caprica Crisis deck and place it next to the game board. 
Return the normal Crisis deck to the box.

7. Reset Jump Preparation Track: Proceed to the “Reset 
Jump Preparation Track” step of Jumping the Fleet.
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Galactica Returns to Orbit
Once the fleet marker reaches the “Auto Jump” space of the 
Jump Preparation track, Galactica jumps into orbit. Do not 
resolve the steps for jumping the fleet. Instead, carry out the 
following steps, in order: 

1. Place a basestar and four raiders in each of the two 
space areas above Galactica (adjacent to its starboard 
side), as shown below.

2. Launch 2 vipers into each space area containing a viper 
launch icon, as shown below. 

Once Galactica returns to orbit, follow the rules listed below 
for the rest of the game:

•	 Human players can move to and activate locations on 
New Caprica, Galactica, and Pegasus (if it has not been 
destroyed). A player must discard one Skill Card to move 
between a location on New Caprica and a location on a 
ship or to move from a viper to a location on New Caprica. 
Characters cannot move to or activate locations on Colo-
nial One, even after Galactica returns to orbit.

•	 Locations on Galactica and Pegasus (provided it has not 
been destroyed) can be damaged and repaired.

•	 Cylon players can move to and activate locations on New 
Caprica and Cylon locations. To move between a location 
on New Caprica and the Cylon locations, the Cylon player 
must discard one Skill Card.

If using the Cylon Fleet option of Exodus, a Cylon player 
must discard one Skill Card to move between a location 
on New Caprica and the “Basestar Bridge” location.

•	 Effects that place, damage, destroy, activate, launch, move, 
or remove cylon ships or vipers are no longer ignored. 
Centurions on the Boarding Party track can be placed, 
destroyed, or moved.

•	 Effects that destroy or move civilian ships are no longer 
ignored. If a player is instructed to draw a civilian ship to 
destroy and the only remaining ships are on the Prepared 
Civilian Ships stack or the Locked Civilian Ships stack, the 
player draws the top ship from the Prepared Civilian Ships 
stack, if possible, or the top ship from the Locked Civilian 
Ships stack if the Prepared Civilian Ships stack is empty.

Cylon Ship and Occupation Forces Icons

Until the Galactica returns to orbit, ignore all Cylon ship 
activation icons. However, this restriction does not apply to 
“Activate Occupation Forces” icons.

Activate Occupation Forces Icon

To resolve the “Activate Occupation Forces” icon, activate each 
occupation forces token on the board, one at a time in the order 
of the current player’s choosing. Note that when a Cylon player 
uses the action on the “Occupation Authority” location, he only 
activates one occupation forces token on the board.

To activate an occupation forces token, carry out the first action 
listed below that it is able to perform. Carry out only one action 
for each occupation forces token.

1. Destroy Civilian Ship: If the occupation forces token is on 
the “Shipyard” location, remove that token from the New 
Caprica game board. Then, destroy the civilian ship on the 
top of the “Locked Civilian Ships” box. If the Locked Civil-
ian Ships stack is empty, destroy the civilian ship on top 
of the Prepared Civilian Ships stack. If both stacks are 
empty, no civilian ship is destroyed.

2. Move: Move the occupation forces token one space to the 
right, following the track along the bottom of the board.

If there are no occupation forces tokens on the game board 
when occupation forces are activated, place one on the “Oc-
cupation Authority” location. If there are not enough tokens to 
place more occupation forces, no new tokens are placed.

The “Activate Heavy Raiders and Centurions” icon does not 
activate occupation forces, and the “Activate Occupation 
Forces” icon forces icon does not activate centurions.

Prepare for Jump and Evacuation Icons

New Caprica Crisis Cards have two icons used during the Pre-
pare for Jump step, the “Evacuation” icon and the “Prepare 
for Jump” icon.

Evacuation Icon and the Prepare for Jump Icon

Until Galactica returns to orbit, disregard the “Evacuation” 
icon and resolve “Prepare for Jump” icons as normal. After 
Galactica returns to orbit, disregard the “Prepare for Jump” 
icon and resolve the “Evacuation” icon.

To resolve an “Evacuation” icon, the current player places the 
top civilian ship from the Prepared Civilian Ships stack in any 
space area with a viper launch icon. If the Prepared Civilian 
Ships stack is empty, ignore the “Evacuation” icon.
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The Crossroads Phase
During this phase, humanity reaches the Ionian Nebula to find 
a Cylon ambush waiting for them. At this critical moment, each 
character must face the consequences of his choices. For a 
human, this could mean a trial that ends in a death sentence. 
For a Cylon, this could mean having his entire model line “boxed” 
and kept in cold storage forever. After this ordeal, humanity 
must make one final jump to win the game!

Setting Up the Crossroads Phase
If eight or more distance has been traveled after the “Follow 
Instructions” step of Jumping the Fleet, carry out the follow-
ing steps in order instead of the “Kobol Instructions” and the 
“Reset Jump Preparation Track” step.

1. Set Up Battle of the Ionian Nebula: The current player 
does the following in order:

A. Place a basestar and four raiders in each of the two 
space areas above Galactica (adjacent to its star-
board side), as shown below.

B. Launch two vipers into each space area containing a 
viper launch icon, as shown below.

C. Move the fleet marker to the start space of the 
Jump Preparation track.

2. Draw and Resolve Crossroads Cards: Shuffle the Cross-
roads deck and deal one card facedown to each player. 
Each player examines his card and chooses one of his 
trauma tokens to play facedown. This token indicates which 
result on the card will be resolved. If a player has no trauma 
tokens, he does not play one, but will be able to chose either 
of the two results to resolve when his card is revealed.

•	 Effects that place civilian ships are ignored for the rest of 
the game. 

If using the Cylon Fleet option of Exodus, the CAG 
does not place civilian ships on the game board when 
the Cylon Pursuit Marker moves onto a space with 
one or more civilian ships on it.

“The Medical Center” and “Detention”
The following special rules apply to the “Medical Center” and 
“Detention” locations.

•	 Until Galactica returns to orbit, when a character would 
be sent to the “Resurrection Ship,” he is instead sent to 
the “Medical Center.” After Galactica returns to orbit, 
characters are sent to the “Resurrection Ship” as normal.

•	 Any effect that would send a character on a New Caprica 
location to the “Brig” sends them to “Detention” instead. Any 
effect that would send a character on a New Caprica loca-
tion to “Sickbay” sends them to the “Medical Center” instead. 

•	 Any character ability that applies to the “Brig” applies 
instead to “Detention” while that character is on a New 
Caprica location.

•	 Any game effect that moves a character in the “Brig” 
or “Sickbay” to another location, moves a character in 
“Detention” or “The Medical Center” to any New Caprica 
location instead.

•	 While the President is on a New Caprica location, any 
Quorum Card effect that applies to the “Brig” applies to 
“Detention” instead.

•	 When the President plays a Quorum Card while on a 
New Caprica location, she rolls a die. If 3 or less, she is 
sent to “Detention.”

•	 As is the case with the “Brig,” players may not use the 
reveal actions on Loyalty Cards while in “Detention.” 

•	 When the Admiral is sent to “Detention,” he retains his 
Admiral title card.

If using the Cylon Fleet option from Exodus, when the 
CAG is sent to “Detention,” he retains his CAG title card.

•	 Cylon players cannot be sent to “Detention.”

Winning the Game
At any point after Galactica’s return, the Admiral may use 
the action on his Title Card to order Galactica to leave. Once 
the Admiral uses this action, destroy all civilian ships in the 
Prepared Civilians Ships stack and the Locked Civilian Ships 
stack. Then execute all human players on New Caprica loca-
tions. After resolving those losses, if no resource has been 
reduced to 0, the humans win the game!

If any resource has been reduced to 0 after resolving those 
losses or at the end of a player’s turn, if six or more locations 
on Galactica (not including locations on Pegasus) have been 
damaged, or if a centurion has reached the end of the Board-
ing Party track, the Cylons win the game!
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Each player then resolves his Crossroads Card, starting 
with the current player and proceeding clockwise. To resolve 
a Crossroads Card, carry out the following steps in order:

A. Reveal the Crossroads Card and the trauma token (if 
one was played).

B. Resolve the result on the card that matches the 
trauma token, and then discard the token. If no 
trauma token was played, choose one result on the 
card and resolve it.

While resolving a Crossroads Card, if another player’s 
character is executed before that player has resolved his 
Crossroads Card, he does not discard his Crossroads 
Card or the trauma token he played. He will still resolve 
his Crossroads Card.

Being executed while resolving Crossroads Cards is not 
the same as being eliminated, as described at right. 

3. Resolve “The Trial/Boxing the Line”: Each character 
must then face the judgement of his peers to determine 
whether he still belongs among his own kind, human or 
Cylon. To resolve this step, players do the following:

A. Reveal Trauma Tokens: Each player reveals all of 
his trauma tokens. All human players (including 
unrevealed Cylons) discard all of their tokens with a 
benevolent symbol, while Cylon players discard all of 
their tokens with an antagonistic symbol.

B. Discard Two or Fewer Trauma Tokens: Each player 
with two or fewer remaining trauma tokens discards 
them as well.

C. Total Remaining Trauma Tokens: If no players have any 
remaining trauma tokens, proceed to step E, “Discard 
Cards and Tokens.” However, if one or more players still 
have trauma tokens, each of those players determines 
his total number of remaining tokens. 

D. Elimination: The player who has the most trauma 
tokens remaining is eliminated from the game (see 
below). Resolve ties for having the most trauma 
tokens in the following manner:

•	 In the event of a tie among human players, the Pres-
ident chooses one of the human players tied for the 
most trauma tokens. That player is eliminated.

•	 In the event of a tie among Cylon players, each 
tied Cylon player is eliminated.

•	 In the event of a tie between human players and Cy-
lon players, each tied Cylon player is eliminated. The 
tied human player is also eliminated. If more than 
one human player was tied, the President chooses 
which of the tied human players is eliminated.

When a player is eliminated, resolve the execution of 
his character, including any loss of morale for execut-
ing a human. However, an eliminated human player 
does not choose a new character. Eliminated Cylon 
players do not move their characters to the “Resur-
rection Ship,” but instead return their character 
sheets and tokens to the game box and discard any 
Super Crisis Cards they have. An eliminated player no 
longer receives a turn; he is out of the game com-
pletely. A player that has been eliminated does not win 
the game, regardless of whether Cylons or humans 
win. If an eliminated player was the current player, the 
current player token is passed clockwise to the first 
player who was not eliminated.

E. Discard Cards and Tokens: Return all Ally Cards, ally 
tokens, Crossroads Cards, and trauma tokens to the 
box. They will not be used for the rest of the game.

After the “Resolve ‘The Trial/Boxing the Line’” step, resume 
normal game play from after the “Reset Jump Preparation 
Track” step of Jumping the Fleet (or from the beginning of the 
new current player’s turn, if the previous current player was 
eliminated during the Crossroads phase). The next time the 
humans jump, they do not draw a Destination Card; instead, 
they simply win the game (as long as every resource is higher 
than 0 after their jump).


