
“In the year 2315, space explorers discover a moon in a remote planetary system. There they 
stumble upon Rubium, a rare and valuable energy source. The explorers sell the moon’s location 
to immoral and competitive galactic corporations, Ares Inc., Black Helix Industries, The Galactic 
Syndicate, and Zyborg Technologies. Each send a strike force to seize control of the moon. 
When the invading forces arrive, they discover that the moon has its’ own life forms, including 
magnifi cent dragon like beings that can breathe incandescent plasma. The competing forces 
waste no time in conscripting these and other life forms as fi ghting units.
Mysterious monoliths jut from the moon’s surface, and revealing the highest concentrations 
of Rubium that lie around them. Fierce battles erupt near the monoliths as the invading forces 
struggle to possess the Rubium mines and carry out their corporations’ secret orders.
The moon’s landscape is strange. The aliens are even stranger. Perhaps strangest of all are the 
secret agendas that drive the sinister corporations . . . . “
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164 Plastic Figures
(48 Humans, 32 Fungoids,

32 Crystallines, 24 Rock Striders,
16 Lava Leapers, 12 Rubium Dragons)

16 Game Board Tiles
(6 single tiles, 6 double tiles, 
4 triple tiles (home bases))

4 Player Boards 108 Cards
(40 Mission, 36 Secret Mission, 

32 Energize)

1 3D Monolith

164 Plastic Figures164 Plastic Figures 4 Player Boards4 Player Boards4 Player Boards

1 Double-Sided
Monolith Tile

24 Exploration Tokens 65 Rubium Gems
(50 1s, 15 5s)

1 First Player Token
(for the Vortex variant)

1 First Player Token

6 Dice

108 Cards108 Cards108 Cards

COMPONENTS

h� ps://renegadegamestudios.com/learn-nexus-ops
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Randomly determine who plays fi rst. Then prepare the game for play as follows.

1. Starting with the fi rst player, each player chooses a color and takes the plastic unit pieces and player board for 
that color.

2. Place the 3D Monolith in the middle of the table. Place the Monolith tile with red border face-up into the 
Monolith. Shuffl  e the 6 single-hex tiles face down, then place them face up in a circle around the Monolith. Place 
the 6 double-hex tiles in the same way in a circle around the single-hex tiles. Then attach a home-base tile to the 
board for each player, according to where they’re sitting at the table. See player specifi c confi gurations on page 4.

3. Shuffl  e the Secret Mission deck and the Energize deck and put them face down near the playing area. Put the 
Mission cards in a stack near the other decks.

4. Randomly place 1 Exploration tile face down on each of the 18 hex spaces surrounding the Monolith, excluding 
home bases. The Exploration Tiles with the blue borders can be returned to the box. They are only used when 
playing with the Extra Exploration Tokens variant (page 12).

5. Put the dice near the playing area. Put the rubium gems in a pile next to the board; that pile is called the bank.

6. Get your starting rubium gems. The fi rst player always gets 8 rubium. Each player to the left gets 3 more than the 
previous player. For example, in a 4-player game, the fi rst player gets 8, the second gets 11, the third gets 14, and 
the fourth gets 17.

SETUP

This edition of Nexus Ops contains optional rules in addition to the classic game. This rulebook is written 
assuming players are playing the classic game.

For the optional rules, see pages 11-15.

home bases. The Exploration Tiles with the blue borders can be returned to the box. They are only used when 
playing with the Extra Exploration Tokens variant (page 12).

5. Put the dice near the playing area. Put the rubium gems in a pile next to the board; that pile is called the bank.

6. Get your starting rubium gems. The fi rst player always gets 8 rubium. Each player to the left gets 3 more than the 
previous player. For example, in a 4-player game, the fi rst player gets 8, the second gets 11, the third gets 14, and previous player. For example, in a 4-player game, the fi rst player gets 8, the second gets 11, the third gets 14, and 
the fourth gets 17.

14+ 2-4 60-90
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TERRAIN TYPES

Liquifungus Forest Magma Pool Crystal SpiresMonolith Rock Plains

2 Player Game Setup

3 Player Game Setup

4 Player Game Setup

You’re a combat leader commanding
troops on an alien moon. Deploy your
units to accomplish the Secret 
Missions of your corporation. Score 
12 victory points before any other 
player, and you achieve control of the 
region and win the game.

THE GOAL
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HOW TO PLAY

Players take turns going left from the fi rst player. 
During your turn, do the following in order.

1. Deploy. Purchase and place new units and play
Deploy Phase Energize cards.

2. Move. Each of your units can move once.

3. Explore. Reveal discovered Exploration tiles.

4. Fight. Conduct one round of fi ghting for each battle 
you’re in.

5. Income. Gain rubium for the mines you control.

6. Draw. Draw 1 Secret Mission card. If you control the 
Monolith, draw 2 Energize cards.

1. DEPLOY

Each unit has a cost in rubium listed on your player 
board. You may purchase as many of those units 
as you’d like for their listed cost. When purchasing 
the units, return spent rubium to the bank.

Once you have purchased units, put each of them 
on any of your three home-base spaces. (You can 
split them up between those spaces.) If another 
player’s units occupy any of your home-base 
spaces, you may still put your units there. 

The number and type of units you can purchase is limited 
by the number of fi gures available. It’s possible to run 
out of a particular unit type. When units are destroyed 
during the course of the game, however, they return 
to your supply and may be purchased again later.

The Deploy phase is the only time you may play
Deployment Phase Energize cards. To play one,
simply say you’re playing it and follow its instructions.
Then discard it face up next to the Energize deck.

You may play Deployment Phase Energize cards 
and purchase units in any order you choose.

Some units and cards have special 
rules that override the general rules. 
In the case of a confl ict, follow the 
rules for that unit or card.

BREAKING THE RULES

 Conduct one round of fi ghting for each battle 

 Draw 1 Secret Mission card. If you control the 

5

The number and type of units you can purchase is limited 

Unit Cost
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2. MOVE

You can move each of your units one space (hex) during the Move phase. If a unit has the ability to move more 
than one space (such as the Rock Strider), it can’t move through a space that contains enemy units. When a unit 
moves into a space that contains an enemy unit, it must stop there (unless its ability says otherwise).

Some units can’t enter certain spaces, as noted on the player board. If your turn fi nishes and another player fi nds 
one of your units on a space it can’t enter, you must move that unit back to one of your home-base spaces (your 
choice).

If you have a unit that began the turn in a 
contested space, it may move from that space 
(retreat) but it must end its move in a space you 
control or in an empty space. In other words, a 
unit can’t retreat from a battle into another battle.

Example: You want your Rock Strider to retreat. Even 
though there’s a Rock Plains between it and a space 
containing more enemy units, you can’t move your 
Strider to or through that opponent-controlled space.

RETREATING

CONTROLLED SPACE
You “control” a space if you are
the only player with any units there.

CONTESTED SPACE
A space is “contested” if more than
one player has units in that space.

YES NO

YES
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DRAGON BREATH

At the end of your movement phase, if you have a Rubium Dragon on the board in a space you control, it can 
breathe plasma into an adjacent space.

To breathe plasma, announce which space your Dragon is breathing into, then roll a die. If you roll a 4 or higher, 
the player who has units in that space chooses a unit in that space and removes it from the board. If more than 
one player has units in that space, choose which of the players takes the casualty after you roll.

This special attack isn’t considered a battle: If it succeeds, you can’t play a “win a battle” Mission or Secret 
Mission card. Also, you can’t use Energize battle cards to aff ect the result of plasma breath. If your opponent 
loses their only unit in that space as a result of the breath, they don’t draw an Energize card (the normal result of 
losing all your units in a battle when someone attacks you). Because this special attack isn’t considered a battle, 
your opponent doesn’t get to attack your Dragon.

3. EXPLORE

After you move, if any of your units ends its movement 
on a space with a face-down Exploration token, fl ip that
token face up. You discover units and/or mines 
as shown on the face of the token.

If the token shows a unit, get one of those units 
from your supply and put it on that space, discarding 
the exploration token from the game. That unit now 
belongs to you and, on your next turn, you can move 
it and send it into battle like any of your other units.

If the token shows a mine, leave it face-up on that space.

If the token shows a unit and mine, place the 
unit on the space, and leave the token on the 
space where it will remain as a mine.

Mine tokens don’t move from the space 
where they were discovered.

NOTE: Anything with a pink background 
denotes something that you gain immediately 
when revealing the exploration token. 

Immediately add a rock 
strider to this space 

and discard the token.

Immediately add a fungoid to 
this space. Leave the token 
on the space since it also 

contains a mine.
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4. FIGHT

Conduct one round of battle in each contested space
where you have units. If there are multiple battles,
you choose the sequence to conduct them.

Order of Battle

Units attack in a particular order, called the Battle 
Order, as shown on each player board. The order 
runs from right to left. All Rubium Dragons attack 
fi rst, then all Lava Leapers, and so on. Once each 
unit has attacked in order, then the battle in that 
space ends for the turn, even if both attacker and 
defender have units remaining in that space.

Example: You are battling an opponent 
and you each have 1 Rubium Dragon in the 
battle. You each make an attack roll for your 
Dragons simultaneously. You roll a 1 and miss, 
but your opponent rolls a 2 and hits. You 
choose to take one of your Humans in that 
space off  the board as a casualty. When the 
order of battle reaches Humans, that Human 
can’t attack because it was destroyed.

Example: In the above example, let’s say you both 
hit with your Rubium Dragons and you choose to 
take your Dragon off  the board as a casualty. Your 
opponent must still choose a casualty because 
your Dragon still scored a hit and casualties are 
chosen after all units of a given type attack.

In cases when more than one opponent has 
units in a space, you choose one of those 
opponents to be the defender. Only you 
and the defending player then participate 
in the battle. If you eliminate all of that 
player’s units, you win the battle.

When a unit type comes up in the order of battle, both 
the attacker and defender simultaneously make an attack 
roll for each unit they have of that type. To succeed on an 
attack roll, you must roll equal to or higher than the “hits 
on” number listed for that unit on the player board.

For each successful attack roll, your opponent chooses 
one of their units on that space and returns it to their 
supply. That unit is destroyed and may no longer 
participate in that battle. If it hasn’t attacked yet because 
that unit type hasn’t come up in the order of battle, it no 
longer has the opportunity.

The player whose turn it is always 
makes decisions fi rst, such as deciding 
which casualties to remove or whether 
to play an Energize battle card.

TIMING

your Dragon still scored a hit and casualties are 
chosen after all units of a given type attack.

units in a space, you choose one of those 
opponents to be the defender. Only you 
and the defending player then participate 
in the battle. If you eliminate all of that 
player’s units, you win the battle.

ORDER OF BATTLE

123456
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Results of Battle

• You win a battle if you attack on your turn and 
eliminate all the defender’s units in a space. 
Many Secret Mission cards and all Mission 
cards involve winning a battle. For each battle 
you win, you can play one of these cards. 
(See “Cards” below for more details.)

• You lose a battle if all of your units in a space are 
destroyed. If it’s another player’s turn when you lose 
a battle, you draw 1 Energize card.
If you attack on your turn and lose all your units 
in a battle, you don’t draw an Energize card, 
and your opponent can’t play a Mission card.

• Neither player wins or loses if both have 
units remaining at the end of battle.

5. INCOME

For each space you control with a mine, you gain 
rubium equal to the number on that mine if you have 
at least one Human, Fungoid, or Crystalline on it. Take 
rubium from the bank equal to the amount you earn.

6. DRAW

Do the following during this phase:

• Draw 1 Secret Mission card. Keep it secret in your 
hand until you play it. If you draw a Secret Mission 
card and you meet its requirements, you may play it 
immediately. For example, if you control more Rock 
Plains than any other
player and you draw
Dominate the Plains,
you could play
it immediately.

• Draw 2 Energize
cards if you control
the Monolith.
Keep them secret
in your hand until
you play them.

CARDS

There are three types of cards: Energize, 
Secret Mission, and Mission. You may discard 
Energize and Secret Mission cards from your 
hand anytime during your turn to gain 1 
rubium per discarded card. Discarded cards 
go face up next to the appropriate deck.

Energize Cards

There are two ways to get Energize cards: You 
draw 1 card whenever you lose a battle on someone 
else’s turn, and you draw 2 cards if you control 
the Monolith at the end of your turn. When you 
draw an Energize card, keep it secret in your hand 
until you decide to play it. If the deck runs out, 
reshuffl  e the discarded cards to make a new deck.

You can only play Deployment Phase Energize 
cards during the Deploy phase of the turn. To 
play one, simply tell the other players you’re 
playing it, then follow its text. When you’re 
done, put it face up in the discard pile.

Plains than any other
player and you draw
Dominate the Plains,

cards if you control

Keep them secret
in your hand until
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Energize Battle Cards

Energize battle cards may be played during a battle
when the text on the card says it can be played.
To play one, simply say you’re playing it and follow 
its instructions.

Mission and Secret Mission Cards

Secret Mission cards are kept secret in your hand until 
you meet their requirements on your turn. Mission cards 
are kept in a stack that you can draw from whenever you 
win a battle as long as you don’t play a Secret Mission 
card for winning that battle.

A Secret Mission or Mission card can be played only on 
your turn. You can play it as soon as you accomplish the 
goal listed on the card. To play it, announce you’re playing 
it and put it face up in front of you. It will remain there for 
the rest of the game.

During a battle, any player may play 
Energize battle cards, even players 
not involved in the battle.
The attacker goes fi rst in playing 
Energize battle cards, then the defender, 
then clockwise from the defender.

Many Secret Mission Cards and all 
Mission Cards involve winning a battle. 
For each battle you win, you can play 
only one card with the victory point 
total listed in red. You may play any 
number of relevant Secret Mission 
cards with the victory point total 
listed in white.

Example: You win a battle in a Liquifungus Forest and you 
have a Fungoid surviving on your side of the battle. You 
could play Send in the Fungoids, Objective: Liquifungus 
Forest, or a Mission card from the stack, but only one of 
those three. You could, however, play one of those cards 
and also a Crystalline Slayer card if you destroyed a 
Crystalline in that battle, because the VP number on that 
card isn’t red.

Draw 1 Energize card 
whenever you lose a 
battle on someone else’s 
turn. Draw 2 cards if you 
control the Monolith at 
the end of your turn.

Draw 1 Secret Mission card 
at the end of your turn.

Take and play 1 Mission 
card whenever you win 
a battle as long as you 
don’t play a Secret 
Mission card for winning 
that battle.

Each Secret Mission and Mission card has 
a VP number at the top. That number tells 
you how many victory points you earn when 
you accomplish that mission. As soon as 
the total number of victory points you’ve 
achieved reaches 12, you win the game.

Secret Mission cards are kept secret in your hand until 
you meet their requirements on your turn. Mission cards 
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WINNING THE GAME

OPTIONAL RULES

The game ends immediately when either of the 
following happens:

• A player earns a total of at least 12 victory points’ 
worth of Mission and Secret Mission cards. That 
player wins the game.

• A player is eliminated from the game. A player is 
eliminated if his or her last unit is destroyed, they 
don’t have enough rubium to purchase any more 
units, and that player doesn’t have any cards to 
discard for rubium. The player with the highest VP 
total among the remaining players wins the game. 
In case of a tie, the tied player controlling the most 
spaces wins. If there’s still a tie, the tied player with 
the most units on the board wins. Finally, if there’s 
still a tie, the game is a draw.

This section explains several optional rules that players may freely use to customize the game to their liking.
Although not all of the optional rules can be used together, players can experience Nexus Ops in many
diff erent ways by using several optional rules during the same game (e.g., players can use the alternate
units, intercepted transmissions, and the vortex). Before starting the game, players must all agree on which
optional rules (if any) they wish to use.

TIME IS OF THE ESSENCE
The game ends immediately after a player acquires 10 or more victory points. That player wins the game. The game 
still ends if a player is eliminated, as described in “Winning the Game.” 

IN FDR THE LONG HAUL
The game ends immediately after a player acquires 14 or more victory points. That player wins the game. The game 
still ends if a player is eliminated, as described in “Winning the Game.”

EXECUTIVE ORDERS
During the Receive Starting Rubium step of setup, all players receive one Secret Mission card.

KING OF THE HILL
If the active player controls the Monolith hex during the Draw phase, they may either draw two Energize cards or 
take one King of the Hill card (the backside of the Battle Victory card) and place it faceup in their play area. If they 
takes a King of the Hill card, all other players each draw one Energize card. King of the Hill cards are worth 1 victory 
point each. Players still gain Battle Victory cards as normal.
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TOP PRIORITY
Instead of drawing one Secret Mission card during the Draw phase, the active player draws two Secret Mission 
cards, chooses one to keep in their hand, and returns the other card to the bottom of the Secret Mission deck.

EXTRA EXPLORATION TOKENS
Included with this game are six extra exploration tokens, marked with blue borders. These tokens are meant to 
increase the variety of rewards that players can fi nd on the board. These bonus tokens can be used in the classic 
or variant game and in conjunction with any other optional rules.

INTERCEPTED TRANSMISSIONS
After preparing the Secret Mission deck during setup, draw two more Secret Mission cards than the number of 
players in the game. (For example: in a two-player game, players draw four Secret Mission cards; in a three player
game, players draw fi ve Secret Mission cards; in a four-player game players draw six Secret Mission cards.) Reveal 
these cards by placing them faceup near the board where all players can see them. This row of cards is called the 
TRANSMISSION LINE.

During the game, players do not draw Secret Mission cards into their hand. Instead, the active player may fulfi ll 
any card(s) in the transmission line. When the active player fulfi lls a card, he places it faceup in his play area. 
During the Draw phase, he replenishes the transmission Iine back to the original total. The active player may still 
only collect one Secret Mission Card with a point value in a red circle, or collect a standard Mission Card.

During the “Place Exploration Tokens” step of setup, instead of returning the exploration tokens with blue borders 
to the game box, players are free to exchange these bonus exploration tokens with any of the other exploration 
tokens. There can only ever be 18 exploration tokens on the board (12 on the Energy Dependence two-player 
board), so return all unused exploration tokens to the game box. 

Note: For optimal game balance, it is recommended that the entire group of exploration tokens contain mines 
that generate no fewer than a total of 16 rubium.

Level 1 Mine & Draw an 
Energize Card

Draw 2 Energize Cards 
(Discard the token)

Collect 7 Rubium
(Discard the token)
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FOUR-PLAYER TEAM RULES
To play a four-player team game, set up the game for four players as shown in the diagram on page 4. Players 
separate into two teams of two players each. Teammates sit across from each other. Instead of playing to 12 
individual victory points, the fi rst team to reach a combined total of 20 victory points wins the game.

At the end of the Draw phase, the active player’s teammate may choose one card from his hand and pass that card 
facedown to the active player, who adds it to his hand. The passed card can either be an Energize card or a Secret 
Mission card.

If the active player moves any of his units into a hex that contains his teammate’s units, the hex is considered
contested but no battle occurs. Neither player collects rubium from a mine in that hex. The active player can
move units that are capable of moving more than one hex through hexes containing his teammate’s units as long
as none of the opposing team’s units are present.

Teammates may discuss whatever they like, but all talk must be public. Also, aside from the card-passing rule
explained above, a player may show his teammate some cards from his hand. If he does so, he must show it to
all players.

If one player is eliminated, the game does not end. The remaining teammate continues playing and can still win
the game for the team. The eliminated player’s victory points still count toward the team’s total victory points.

If two teammates are both eliminated, the game ends. The surviving team wins the game.

VORTEX
During the Place Terrain step of setup, fl ip the Monolith hex to reveal the Vortex. Each edge of this hex is labeled
with one face of a six-sided die. It does not matter how players orient this hex during setup, but once placed it
must remain in that position for the duration of the game. Give the Start Player Marker to the fi rst player.

Each time before the fi rst player takes his turn, they must follow these steps to resolve the Vortex’s eff ect:

1. Roll one black die and one yellow die, and then refer to the numbers on the Vortex hex. The Vortex sucks in all 
units occupying the hex that borders the number shown on the black die. Then the storm, blows these units 
into the hex that borders the number shown on the yellow die. Simply move the units to this new hex.

2. Then roll one die and refer to the numbers on the 
vortex hex. The Vortex projects massive amounts 
of energy, toward the hex that borders the number 
shown on the die. All units occupying that hex are 
destroyed.

3. Finally, for each controlled hex adjacent to the vortex, 
the controlling player draws one Energize card.

Note: Skip these steps during the fi rst turn of the game.

No unit may enter the monolith when the Vortex is in play. 
Cards aff ecting the Monolith do not aff ect the Vortex.
During setup, return “Death From Above” and “Secure the 
Monolith” to the game box; they are not used.
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ALTERNATE UNITS
To play with alternate units; use the backside of the player board labeled “Alternate Units.” Some clarifi cations

• Clones: If players have diffi  culty remembering the purchasing limit, simply place newly purchased Clones next 
to the home base tiles. Then at the end of the Deploy Phase, move them on to the tiles.

• Shardian: If a defender destroys his own Shardians and he has no other units in the contested hex, he loses the 
battle and the attacker wins the battle.

• Sporling: lt is possible for Sporlings to move several times and participate in multiple battles during a 
single turn.

• Boulder Blitzer: If in a Rock Plains, Boulder Blitzers attack before all other units (instead of after 
Magma Divers).

• Magma Diver: When moving from a Magma Pool, Magma Divers “dive” down and may surface in any other 
Magma Pool as well as any hex adjacent to a Magma Pool.

• Monolith Wyrm: Each time the Monolith Wyrm scores a hit during its special attack, the owner must roll 
another die. This process continues until the Monolith Wyrm misses.

ALTERNATE TWO-PLAYER BOARDS
This section describes how to set up and play with alternate two-player boards.

ENERGY DEPENDENCE

During the “Place the Terrain” step of setup, set aside the following terrain tiles:

• 3 Double-hex tiles with a Liquifungus Forest

• 1 Double-hex tile with a Crystal Spires

• 1 Single-hex Liquifungus Forest

• 1 Single-hex Crystal Spires

• 2 Single-hex Magma Pools

Return all other terrain tiles to the game box. Then shuffl  e the set aside terrain tiles and build the board according to 
the setup diagram on page 15.

During the “Place Exploration Tokens” step of setup, set aside the following 12 exploration tokens into two identical 
piles that contain:

• 2 Rock Strider tokens

•  1 Rubium Mine (2) tokens

• 2 Rubium Mine (1) + Crystalline tokens

• 1 Rubium Mine (1) + Fungoid tokens

Return all remaining exploration tokens to the game box. Each player shuffl  es one pile facedown and then randomly 
places those tokens on their opponent’s side of the map.

All other rules remain unchanged.

BAD NEIGHBORS

During setup, players place the terrain according to the standard two-player setup. However, players must place their 
home base hexes much closer to each other than required in the standard two-player setup.
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ALTERNATE TWO-PLAYER BOARDS

ENERGY
DEPENDENCE

BAD NEIGHBORS
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