
Space Fleet: The Game 
  
  
Number of Players: 1-2 (solo variant at the end of the rules) 
  
Overview: You are a new crew member on Captain Daly’s U.S.S. Callister - a member of the 
Space Fleet! You must work with your team to defeat the mighty space villain Valdack. 
However, you must also avoid dangerous asteroid fields and keep your temperamental, particular 
Captain in good spirits! 
  
Goal: Survive and bring the War With Valdack track to 10 and your team wins! 
  
There are three ways to lose the game: 

1. If the Daly’s Mood track ever reaches 0, you and your teammate are ejected through the 
airlock into the emptiness of space. 

2. If the War With Valdack track ever reaches -10, Captain Daly and your crew members 
are all vanquished in battle. 

3. If the Asteroid track ever reaches the asteroid field at the bottom, your ship explodes and 
your crew dies. 

  
Game Contents:  
  

● Skill Cards: cards with a USS Callister pin on the back. Their color denotes whether they 
are navigation skills (blue), fighting skills (red), social skills (white), tactical skills 
(green), disadvantage skills (black), and crew member skill cards (gold). 

○ Basic skill cards make up the starting player decks. These have NO number in the 
bottom right. 

○ Advanced skill cards must be added to player decks. They have numbers in their 
bottom right corner denoting their level, and they begin in a supply inaccessible to 
the players until they are gained. 

○ Black disadvantage cards are occasionally added when events compromise the 
traits of the players during the story. 

  
● Event Deck: cards with the USS Callister ship on the back 

○ The event deck cards have a roman numeral on the left side of their center bar 
(between the art and text of the card). This denotes what phase of the game each 
event can be encountered in. 

  
● One top-secret envelope, to be opened ONLY when instructed! 

  



● Six player action pieces, in two colors. Each player gets three of one color. 
 

● One board, with action spaces where players can denote the things they spend time doing 
on their turn and track their progress in keeping Daly happy, fighting Valdack, and 
navigating safely away from dangerous asteroids. 

  
Game Setup:  

1. Sort the event deck based on the phase of each card. This is the roman number (between i 
and iv) on the left side in the middle of the card. Shuffle each phase independently, then 
place them on top of one another such that all phase i cards are on top, then phase ii 
cards, then phase iii, then the phase iv on the bottom. Each section of cards, known as a 
phase, will be randomized, but cannot be drawn before cards of any previous phases. 

2. Split all basic skill cards as evenly as possible. Every player gets one of each card of 
which there are two, and two of the Vanilla Lattes (of which there are four). Divide the 
crew members between the two players randomly (one player gets 4 and the other gets 3 
crew members in their starting deck). These cards form each player’s starting deck, and 
should be shuffled and placed facedown. 

3. Put all other skill cards to the side of the board within reach. Sort these cards by color. 
Sort the black cards, by name, and also sort the advanced skill cards (already sorted into 
blue, green, white, and red) by their level. 

4. Place the advanced skills cards such that the lowest level skill is showing. This is the only 
skill that can be gained from each color during gameplay. For instance, to gain the level 3 
fighting skill, the level 1 and 2 fighting skills must have already been gained (by any 
players) to do so. 

  
Game Play Overview: The game is played in a series of turns, each with three phases completed 
in order: the event phase, the player phase, and the cleanup phase. 
  

● Event Phase: On each turn except the first turn, begin by drawing the top event card and 
resolving all of its effects. Some effects might be contingent on what players are able or 
not able to accomplish during the turn, and only these effects will be resolved after the 
player phase is complete. 
 

● Player Phase: Each round, both players will take 3 turns, alternating, with either player 
beginning (the team can choose). A player turn consists of one player placing a token in 
one of five spaces - play skill, gain skill, remove skill, effort, or discard/redraw.  

○ When a player takes an action, they should place one of their player action 
markers on that space to track how many actions they have taken and which 
spaces cannot be taken again (some spaces can only be taken one per player or 
once per turn in total, and “effort” can only be taken twice in sum per turn). 



○ The player phase ends when all player actions have been taken, or when players 
have passed and no longer wish to take actions. 

○ The possible actions, shown on the board, are as follows: 
■ Play Skill (may be taken ANY NUMBER OF TIMES): Play any card 

from your hand, resolving all of its effects. The card is then placed in your 
discard pile. 

■ Gain Skill (may be taken once only): Choose the lowest level advanced 
skill remaining in the supply of any color (blue, green, red, or white), and 
add it to your discard pile. The level is denoted in the bottom right of 
advanced skills. 

■ Remove Skill (may be taken once only):Choose any card in your hand and 
remove it from your deck. If it is an acquired skill, return it to the supply 
in its position. If it is a basic skill, it is removed from the game. If it is a 
negative card you gained, return it to the appropriate supply. You cannot 
remove crew member cards. 

■ Effort (may be taken up to once by both players or twice by a single 
player): Move any tracker one space in any direction, then place an 
“Exhaustion” card in your discard pile (any time you gain player cards, 
they are put in your discard pile). 

■ Discard and Redraw (may be taken once by each player): Discard your 
entire hand, and redraw a new hand of four cards. If, while drawing any of 
these four cards (or drawing  cards for any other reason), your player deck 
is empty, shuffle your entire discard pile to form your deck again, and then 
finish drawing the remaining number of cards. 
 

●   Cleanup Phase: Check if any turn-long requirements of the event card were met or not 
met, and resolve effects accordingly. Return all player action pieces to the players, 
freeing up all spaces to be claimed again on subsequent turns. 

  
Winning: You can also win immediately by reaching 10 on the Valdack track.  
  
Golden Rule: When there is a conflict between the rulebook and the cards, follow the cards. For 
example, if the rulebook says you can only take 3 turns each, but a skill card says you can take 
an extra turn, then you can take 4 turns. 
  
Solo Play Variant: Play both decks of decks of cards yourself, keeping them separate and 
alternating your moves between the two decks. Keep your actions tokens separate, and identify 
each instance of the word “player” with only the cards and action markers associated with each 
deck. In essence, you are both players as one! However, as a tradeoff for your increased 
information available, you may only take “Effort” once total per turn, between both of the 



players you are in control of. Also, don’t let the control of multiple people get to your head… 
looking at you, Captain Daly! 
  
Veteran Variant: Try one (or ideally both) of these after your first play to keep a high level of 
challenge: 

1. Realistic Perspective: You cannot share any information about the cards in your hand 
with your opponent, even though vague hints. 

2. Increased Peril: Each player begins the game with an “Exhaustion” card in their deck, 
and you start with all trackers one lower than their original position. 

  
Troubleshooting and/or strategy tips: 

● Adding new skills is helpful, but so is keeping your deck free of negative cards which do 
nothing when drawn! 

● Balance your decks to be able to deal with all three of the primary perils of space - Daly’s 
Mood, the War With Valdack, and navigating on the Asteroid Track. 

  
Re-storage Considerations: 
After a game, consider returning any cards from envelopes to their respective envelopes to keep 
the surprise for future plays! 
  
 


