


It’'s been thirty seven years since ISS Vanguard
completed its mission.

Earth is now in contact with several alien
species and begins to expand to nearby star
systems. The knowledge and discoveries gained
during Vanguard’s fateful journey, as well as
technology gained from alien species, allowed
humanity to construct three new starships:
faster, more resilient, and better prepared
for the dangers of the galaxy than Vanguard
ever was.

A significant part of the Builders’ starmap
has already been explored, leading to many
discoveries and contact with new life forms.

However, in the Perseus Arm of our galaxy,
there’'s one large cluster of coordinates that
have not yet been visited.

ISS Dauntless and ISS Wayfarer were sent there
together to support each other in a massive
exploration and settlement effort planned
to span multiple decades. Soon after reaching
their destination, both ships disappeared,
their quantum entanglement uplinks back
on Earth going dark in short succession.

The third ship, ISS Starchild, was recalled
from Idemian space, outfitted for every possible
contingency, and sent on a rescue mission.
However, it also disappeared.

Shocked after losing Earth’s entire fleet,
including nearly all trained starship officers
and crewmembers, the Vanguard Initiative
makes a desperate decision. There’s only one
more capital vessel left that is capable of
long interstellar travel - the decommissioned
ISS Vanguard, a memorial museum ship in
Earth’'s orbit.

ISS Vanguard is quickly refurbished and put
back in action, crewed with a mix of fresh
recruits and some of its veteran crew returning
as officers. The crew is trained to deal with
any contingency, and the ship’s sensors are
refurbished to detect any possible threat that
could catch previous vessels by surprise.

Our first starship is now also our last one,
as it once again flies into the unknown, without
any hope of help, and without any backup.

Its mission: to find the three ships of the lost
fleet, save as many of their crew as possible,
and to make sure that whatever happened to them
does not endanger Earth and other known planets.
This investigation will confront Vanguard’s crew
with one, final mystery of the Builders...

Game by: Krzysztof Piskorski, Pawel Samborski, Andrzej Betkiewicz
Game Design: Krzysztof Belczyk, Wojciech Frelich, Ernest Kiedrowicz

Lost Fleet Campaign Authors: Krzysztof Belczyk, Wojciech Frelich, Ernest Kiedrowicz
Lead Developer: Ernest Kiedrowicz

Tests and Development: Krzysztof Belczyk, Wojciech Frelich, Adrian Krawczyk,
Michat Lach

Internal Testing: kukasz Potoczny, Konrad Sulzycki, Wiktoria Slusarczyk,
Filip Tomaszewski

Additional Testing: Kristopher Peterson, Sean Nyikos, Kristian Levinsen,
Jeremy Freeman, Claudio Moratto

Rulebook: Ernest Kiedrowicz

Narrative Design: Krzysztof Piskorski

Story Concept: Krzysztof Piskorski

Writing: Marcin Mortka

Editor: Matt Click

Proofreading: Daniel Morley

Art Direction: Dominik Mayer, Patryk Jedraszek

Graphic Design: Karolina kaski-Getka, Adrian-‘Radziun, Klaudia Wéjcik

Illustrations: Dominik Mayer, Patryk Jedraszek, Ewa Labak, Agnieszka Szade,
Jakub Dzikowski, Pamela kuniewska, Piotr Orleaniski, Piotr Foksowicz,
Bozena Chadzynska, Rafal Gérniak, Maciej Siminski, Weronika Kordeusz

3D Modelling: Jakub Zidétkowski, Michal Lisek, Mateusz Modzelewski, Marek Kondratowicz,
Jedrzej Chomicki

DTP: Rafal Janiszewski, Jedrzej CieSlak, Aneta Koperkiewicz, Patrycja Marzec

Production: Olga Baraniak, Anna Czajka, Witold Chudy, Jacek Szczypinski,
Adrianna Kociecka, Zofia Jerzyiniska



PLANETARY EXPLORATION
COMPONENTS:

|- —
VANGUARD

LOST FLEET
27N

PLANETOPEDIA

Logbook

Rulebook

Planetopedia
and Operations Book
v hvilv

|
—

9 Alien dice

2 Lander standees 6 Mission Equipment 7 Threat standees

tokens

PLANETARY EXPLORATION CARDS:
SMALL CARDS:

21 Unique Discovery 10 Injury cards

cards

OTHER CARDS: STANDARD CARDS:

SHIP MANAGEMENT
COMPONENTS:

SYSTEM MAPS

2 Ship Book cardholders

4 Ship Book pages

System Maps

P
1 double-sided
Lander board

SHIP MANAGEMENT CARDS:
SMALL CARDS: OTHER CARDS:

1 Card Tray B divider 1 Card Tray A filler box

14 Bridge cards 6 Lander Mod cards 34 Equipment cards 2 Lander cards

STANDARD CARDS:

104 Point of Interest
cards

36 Section cards

4 Reference cards

19 Global Condition 28 Mission cards

cards

21 Threat cards

22 Production Project
cards cards

10 Landing cards 12 Research Project

2 Diplomacy/
Obedience cards

2 Facility Upgrade cards 9 Facility cards 7 Survivor cards

(Survivors Quarters)



ISS VANGUARD: LOST FLEET

CAMPAIGN SETUP

Lost Fleet is a stand-alone campaign that takes place decades after the original Vanguard mission. With three of Earth’s much newer starships
mysteriously gone, it is up fo the aging ISS Vanguard to take flight once again in a daring mission fo the far fringes of the known galaxy.

Before you can enjoy the Lost Fleet campaign of 1SS Vanguard, there are several preparation and unpacking steps you must
complete. Since all of these steps can take some time, we recommend performing them in advance of your first play session.

All components from the Lost Fleet campaign are marked with [LED. This

icon will help you to discern components from the base game and this
expansion if you want to set up or reset the whole game.

Note: All components removed from the game during the Lost Fleet
campaign setup may be put in the Lost Fleet campaign box as they
will not be used in the game.

1) BASE GAME CAMPAIGN CLEAN-UP

"

First, empty the Ship Book, the “Awaiting...” envelope and Section
Compartments and return all the cards and dice back to the Card
Trays. Next, take all components from the “Removed from the Game”
slot (Card Tray B), segregate and put them behind their dividers in the
corresponding Card Trays. Recreate Tutorial Decks A and B and the

contents of the Secret Envelope.

The detailed arrangement of cards in Card Trays is presented later in
the setup.

2) PREPARE CARD TRAYS A & B
Unpack all card packs found in the Lost Fleet campaign box.

In the Lost Fleet campaign, Card Tray A is used during Planetary
Exploration and Card Tray B is used during Ship Management as in
the base game campaign.

Fill Card Tray A with dividers and cards as shown on page 6 in the
base game Rulebook. Next, follow the instructions listed below.

Card Tray A — Cards:

e Putall 5 POOO and 3 POO1 Point of Interest cards (from POI
cards and Tutorial Deck A) behind the “Points of Interest” divider.
Remove all other Point of Interest cards from the game. Put all Lost
Fleet Point of Interest cards behind the “Points of Interest” divider
in ascending order.

e Remove all Mission cards from the game. Put all Lost Fleet Mission
cards behind the “Missions” divider in ascending order.

* Remove all Global Condition cards from the game. Put all Lost
Fleet Global Condition cards behind the “Global Conditions”
divider in ascending order.

e Remove all listed Discovery cards from the game:

- “Hibernating Plant” Strange Flora Discovery

— “Ultra-Durable Ceramic Crust” Mineral Discovery
— “Telephatic Toroid” Live Specimen Discovery

— “Ravenous Protozoa” Microorganism Discovery
- “Monomolecular Wire” Alien Tech Discovery

¢ Put all other Discovery cards behind the “Discoveries” divider
grouped by type.

* Remove all Unique Discovery cards from the game. Put all Lost
Fleet Unique Discovery cards behind the “Unique Discoveries”
divider in ascending order.

* Put all Rank-Up cards behind the “Rank-Ups” divider in any order.

* Remove all 6 Freezing Injury cards from the game. Put all other
Injury cards and all Lost Fleet Injury cards behind the “Injuries”
divider in alphabetical order.

* Remove all basic Event cards from the game.

Note: You can use the filler box to fill the free space left in Card
Tray A.

Note: Since some cards from the base game are used in the Lost Fleet
campaign, the numbering for some decks may not start at 1.

Fill Card Tray B with dividers and cards as shown on page 7 in the
base game Rulebook. Next, follow the instructions listed below.

Card Tray B — Cards:

* Remove Equipment cards E19-E21, E76-E79 and E101-105
from the game. Find Equipment cards EO1-05, EQ7, E14, E16-
18, E23-28, E30, E33-34, E36-41, E43-44 and E46-48 and
put them behind the “Armory” divider in any order. Put all other
Equipment cards and all Lost Fleet Equipment cards behind the
“Unavailable Equipment” divider in ascending order.

e Put all Crewmember cards (standard cards and cards from
Tutorial Deck A) behind the “Recruits” divider in any order.

e Remove all Landing cards from the game. Put all Lost Fleet
Landing cards behind the “Landing Cards” divider in ascending
order.

* Put all Facility Upgrade cards FO1-06, Lost Fleet Facility Upgrade
cards FO7 and FO8, and Lost Fleet Facility cards HO1-09 behind
the “Facility Upgrades” divider in ascending order.

 Put Situation cards SO5, S08, S09, S12, S14, S21 behind the
“Possible Situations” divider in ascending order. Remove all
other Situation cards from the game. Put Lost Fleet Situation cards
$28-533 behind the “Possible Situations” divider. Put all other
Lost Fleet Situation cards behind the “Future Situations” divider in
ascending order.

* Remove all Research Project cards from the game. Put all Lost
Fleet Research Project cards behind the “Research Projects”
divider in ascending order.

* Remove all Production Project cards from the game. Put all Lost
Fleet Production Project cards behind the “Production Projects”
divider in ascending order.

* Put the “Survivors” divider in Card Tray B and all Survivor cards
behind the divider.

* Remove Lander Mod card A31 from the game. Put all Lander
Mod cards and all Lost Fleet Lander Mod cards behind the

“Lander Mods” divider in ascending order.



* Remove all Objective and Secondary Objective cards from the
game. Put all Lost Fleet Objective and Secondary Obijective cards
behind the “Bridge Cards” divider in ascending order.

* Putthe Morale card and all Tech Level, Bridge Upgrade and Lost
Fleet Bridge Upgrade cards behind the “Bridge Cards” divider in
ascending order.

* Remove the two Tutorial Decks (A and B) from the game. For the
detailed list of the Tutorial Decks go to Log 720 in the base game
Logbook.

3) SECRET ENVELOPE

Gather all components from the Secret Envelope.

¢ Remove Ship Book pages, a cardholder, a divider and 18 Add-on
Facility cards from the game.

¢ Put all the Wild, Expert and Universal Section dice in the additional
tray separate from all the other Section dice. The remaining Section
dice are your supply of unbought Section dice.

¢ Put all Advanced Event cards in Card Tray A behind the “Events”
divider in any order.

For the list of envelope contents see page 41 in the base game
Rulebook.

4) PREPARE THE SHIP BOOK

¢ Place all cardholders and Ship Book pages in the Ship Book in
ascending order with page 1 (Resuming a Saved Game) at the
front and page 39 (Save Point) at the back.

¢ Replace the base game Ship Book pages numbered 27-28,
31-32 and 39-40 with the Lost Fleet pages with the same
numbers. Remove the replaced pages from the game.

* Place the Lost Fleet cardholder numbered 41 at the back of the
Ship Book.

¢ Find the following starting cards and place them in the
cardholders as follows:

Cardholder page 3:
1 - Tech Level 3

2 — Medium Morale (insert the Morale card so that only its “Medium”
part is visible)

3 - Bridge Upgrade B11
4 - Bridge Upgrade B13

Cardholder page 9:
1 — Research Project RO1

Cardholder page 13:
1 — Production Projects CO1-C04 (4 cards)

Cardholder page 14:
1 - Facility Upgrade FO4

Cardholder page 19:
1 - Void Ranger Lander card

Cardholder page 21:
1 - Lander Mods AO1-A10 (10 cards)

Cardholder page 29:
1 — Unique Discovery U04

2 - Unique Discovery U08
3 - Unique Discovery U12

4 — Unique Discovery U16

Cardholder page 41:
1 - Very Low Diplomacy level
(insert the card so that only its “Very Low” part is visible)

2 - Facility Upgrade FO8

3 - Very Low Obedience level
(insert the card so that only its “Very Low” part is visible)

4 — Survivor card VO1 (Dauntless” Engineering Team)

. "

5) PREPARE THE LOGBOOK

The ISS Vanguard campaign is an ambiguous story which often
faces players with meaningful choices. Some of those decisions have
consequences in the Lost Fleet campaign.

If you want to apply the choices from your base game campaign
play-through, check the corresponding Logs in the base game
Logbook and follow the instructions below:

Important: Only mark boxes in listed Logs, do not read them.

* If box B in the base game Log 930 is NOT marked,
mark the box in Log 1202.
* If box E in the base game Log 930 is NOT marked,
mark the box in Log 1203.
* Ifbox A in the base game Log 930 is NOT marked,
mark the box in Log 1204.
* Ifbox B in the base game Log 910 is marked,
mark the box in Log 1205.
* Ifbox C in the base game Log 910 is marked and box C in the base
game Log 930 is NOT marked, mark the box in Log 1206.
* |If the box in the base game Log 965 is marked,
mark the box in Log 1207.
* Ifbox A in the base game Log 920 is marked,
mark box A in Log 1567.




 |fbox B in the base game Log 920 is marked,
mark box B in Log 1567.
¢ |fbox Cin the base game Log 960 is marked,
mark box C in Log 1567.
¢ |f any Crewmember names are written in the base game Log 880,
find these Crewmembers in Card Tray B and put them in the
corresponding Section Compartments (following the division
in Log 880).
If you don’t have saved choices from the base game or simply want
to change them, follow the instructions below and decide on the
following matters:

Important: Only mark boxes in listed Logs, do not read them.

¢ |f Captain Wayman is alive, mark the box in Log 1202.

¢ |f Lead Researcher Dr Corey is alive, mark the box in Log 1203.

¢ |fthe Idemian Ambassador, Anu, is alive, mark the box in
Log 1204.

e |f Thrall, representative of the Visitors, has joined Vanguard's crew,
mark the box in Log 1205.

¢ |f Deadspeaker, the last memento of the Arrogators, has joined
Vanguard’s crew and is alive, mark the box in Log 1206.

¢ |If Vanguard denied the Builders’ request and shared their
technologies with the rest of the galaxy, mark the box in Log 1207.

¢ If Vanguard gathered all Unique Discoveries, mark box C
in Log 1567.

* |SS Vanguard had to choose its attitude towards the galaxy
(choose only onel):

» For the diplomatic path, mark box A in Log 1567.
» For the military path, mark box B in Log 1567.

6) PREPARE SECTION COMPARTMENTS
The Lost Fleet campaign uses the base game Section Compartments.

For each Section, there will again be:

Dividers:

¢ Rank sleeves
¢ Section cards

Cards and Sleeves:

¢ Put the Rank sleeves behind the “Rank Sleeves” divider of each
Section.

¢ Take all the base game and Lost Fleet Section cards together and
put them behind the “Section Cards” divider in order of Rank

Rank 1 first, then Rank 2, then Rank 3).

Dice:

[ 4 A | [ 4 | [ |
e Nl
I.." '?-l Ivl Ivl

7)

Take the Section dice for each Section as per the images below.

* Engineering:

e Security:

¢ Science:

OTHER COMPONENTS

Leave all tokens, standee bases, markers, models, rings, Planet
Record sheets, Lead bag, Crew boards, Planetary Scanner,
Current System bookmark, “Awaiting...” envelope and Token bag
in the game box.

Note: If you ran out of Planet Record sheets during the base game
campaign, visit issvanguard.com/resources for the printable pdf files.

Put all standees and tokens from the Lost Fleet campaign in the
game box.

Add all the Alien dice to your supply of unbought Section dice.
Remove all Threat cards and base game Threat standees NOT
listed on page 8 from the game. Put all Threat cards from the Lost
Fleet campaign in the additional Card Tray.

Put the “Void Ranger” Lander card and Lander cards from the Lost
Fleet campaign in the additional Card Tray. Remove the rest of the
Lander cards and corresponding standees from the game.
Remove the Danger die Reference card from the game. Leave the
remaining Reference cards in the additional Card Tray. Put the Lost
Fleet Reference cards in the additional Card Tray.

The Lost Fleet campaign follows the base game rules so the base
Rulebook should be used for rules reference. New rules introduced
in the Lost Fleet campaign are listed on the next page.

The Lost Fleet campaign uses the following separate components:
Logbook, System Maps, Planetopedia and Operations Book.
Remove the ones from the base game from the game as they will
not be used in the Lost Fleet campaign.

The new Ship Book page (Starmap) and the cardholder
numbered 6A are not used at the beginning of the game and will
appear soon with campaign progress. For now, please keep them
with the other game components.

Once all the above steps are finished, return the Card Trays and the

Ship Book to the game box.




STARTING YOUR GAME

ISS Vanguard Lost Fleet offers a campaign and several Operations
(one-off scenarios).

>> CAMPAIGN

Estimated Playtime: 20-30 hours

Players: 1-4

As in the base ISS Vanguard game, the campaign is the main mode
of the game. The campaign consists of playing through the process
in the Ship Book from start to finish, that usually includes a Planetary
Exploration. Each play through the Ship Book should take 2-4 hours.

To start the campaign, go to Log 1200 in the Lost Fleet Logbook.

>> OPERATIONS

Estimated Playtime: 2-3 hours

Players: 1-4

Operations are single Planetary Exploration missions that may

be played as a part of the campaign, or separately as stand-
alone scenarios. These scenarios require full knowledge of the
rules of the game. To start an Operation, go to its setup rules in the
Operations Book.

RULES

The Lost Fleet campaign introduces a few new rules, expanding the
existing base game ruleset. We highly recommend familiarizing
yourself with them before the first mission, as they may appear from
the beginning of the campaign.

ALIEN DICE

The Lost Fleet campaign introduces a new type of Section dice — the

Alien dice. They represent the knowledge gathered by the other alien
races across the centuries. Thanks to ISS Vanguard’s first mission, this
knowledge may be now achievable for humankind.

Alien dice come in three colors representing three alien races met

by Vanguard during its voyages - Aerugons, Idemians and Visitors.
Each race has a new icon which is thematically tied to certain fields of
specialized knowledge.

4 -

Alien dice follow all of the rules concerning Section dice unless stated

otherwise. For the purposes of Spending and Sacrificing, Alien dice
are treated as Section dice but without a specific color. The Vanguard
icon may be treated as if it were any Alien icon.

Each Alien icon is connected to one type of Section dice (blue, green
or red) and can be used as the following icons:

RNV,
H-P/ S/
-/ /N

For example, when you perform a Dice Check and roll a & icon,

you may treat it as Q)), }’\ or O

Players may buy and sell Alien dice in the Debriefing step during the
Ship Phase following the basic rules.

In the Prepare the Away Team step during the Mission Launch
Procedure, Alien dice may be placed by players in any colored slots.

SITUATION ROOM

When solving Situations (Ship Book, Situation Room steps 1 and 2,
page 17), you may choose Situation cards from the “Awaiting...”
envelope in addition to the cards above the Ship Book.

EQUIPMENT

The Lost Fleet campaign introduces new versions of Equipment
available in the game. They will be unlockable for players during the
campaign.

New Equipment follows the rules presented in the base game
Rulebook. For the purposes of Mission Equipment Upgrades G%, treat
upgraded Equipment as their basic versions.

DEADLY SPACE
Deady Space mode is playable with the Lost Fleet campaign.

To play with this mode, one change needs to be introcuded in
the Alternative Morale rule. If any Section has no Available or Resting
Crewmembers left — go to Log 1554.

LOST FLEET ICON GLOSSARY

\C) Alien die — An Alien die of any alien race.
Alien icon — This icon means that this effect requires or adds
any of &, {é} or 1.8,.‘-

%‘fr Idemian - Philosophy, spirituality, meditation, activities that
require extraordinary concentration or intuition.

& Aerugon - Crafting, perseverance, and activities that require
hunting and travel talents.

1@- Visitor — Subspace technologies, energy generators, and
activities that require complex abstract physics.

3" New Danger die icon - Roll a Danger die and compare its
result fo the entry with the same icon on the Danger die Reference
card.

[LE) Lost Fleet — This icon marks all components which belong to the
ISS Vanguard: Lost Fleet campaign.




LOST FLEET

Biomass Creation System
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