
The Stars May Swallow Us, Version 1.4 
Players: 4-8 
Game Time: 20-40 Minutes 
Age 13+, Some English reading required 
 
Set Up: 
To begin the game, each player first chooses a crewmember to play as. Crewmembers each 
have unique abilities and fall into one of four departments: Administration, Defense, 
Stewardship, and Engineering. For a well balanced game, it’s recommended that your team 
consists of at least one crewmember from each department. Give the first player token to the 
highest ranking crewmember: 
 
Admin > Defense > Steward > Engineer 
(Each department is sub-ranked, so Malumil, an Admin 1, outranks Iza, who is Admin 3.) 
 
Next, take out the appropriate Agendas and randomly give one to each player. Keep your 
Agenda secret from the other crewmembers, since at least one, probably more, is a traitor. 
 
4 Players: 3 Random Crew Agendas (Loyal, Paragon, Resolute, Vengeant), 1 Contagion 
5 Players: 3 Random Crew Agendas, 2 Contagions 
6 Players: 3 Random Crew Agendas, 1 Coward, 2 Contagions 
7 Players: 3 Random Crew Agendas, 1 Coward, 1 Prince, 2 Contagions 
8 Players: 4 Crew Agendas, 1 Coward, 1 Prince, 2 Contagions 
 
Shuffle the 5 cards from your crewmember Below Deck Actions into the 10 cards from your 
agenda Below Deck Actions, then draw 3 cards to form your starting hand. 
 
Finally, set the Oxygen Level to 100% (Full Supply) and the Power Level to 0% (Energy 
Depleted). 
 
Goal of the Game: 
In order for the crew to survive, they must restore the power level of the GF-00VL to 100% 
functionality before their emergency oxygen supply runs out. Almost every action the crew takes 
will affect either the oxygen level, the power level, or most likely both. If at any time the Oxygen 
Level reaches 0%, the crew immediately loses, even if the Power reaches 100% in the process. 
 
Round of Play: 
 
Part One: Action Phase 
Starting with the First Player and going clockwise, each crewmember takes one of three actions: 
 

1. Play a Below Deck Action. Choose a card in your hand and place it in front of you face 
down. Below Deck Actions are not flipped up and resolved until the end of the round, no 



matter how they are played, so if any effect (such as the Rush or Delegate abilities) 
instructs you to play a Below Deck Action, perform this step. 

2. Perform an Above Deck Action. Each crewmember has two abilities on their character 
card called Above Deck Actions. Unlike Below Deck Actions, Above Deck Actions are 
resolved immediately, so to perform one simply pay the associated cost in Oxygen or 
Energy and do what the effect instructs. 

3. Draw a card. Draw the top card of your deck of Below Deck Actions and add it to your 
hand. Each player’s maximum hand size is 4; if an effect would cause you to go above 
that number, instead only draw until you have 4 cards in hand (this means you may not 
take this action if you already have 4 cards in hand). 

 
Once all players around the table have taken an action, the first player collects all face down 
Below Deck Actions, shuffles the cards, and reveals and resolves them individually in a random 
order. Then, all Below Deck Actions played this round are put into the discard pile face down*.  
 
*Whenever a card is discarded, it is placed in the discard pile face down, and the contents of the 
discard pile may not be looked at unless an effect instructs otherwise. 
 
Part Two: Accusation Phase 
After each action phase, if a player thinks they have ascertained who one of the traitors are, that 
player can call for a vote to detain a crewmember. After a count of three, each player either 
points to another crewmember they think is a traitor, or keeps their hand in a fist to abstain from 
the vote. This can lead to one of three possible outcomes: 

1. The Abstaining Crew has the majority: If more than half the crew chooses not to vote, 
play continues without a penalty and moves to the next Action Phase. 

2. The Vote is Split: If there is a tie in the votes, either between two or more crewmembers 
or between a crewmember and the abstains, there is a 5% Oxygen penalty, but no one 
is detained. 

3. Clear Majority: If more players vote for a specific crewmember than any other option, 
that crewmember is now detained. That player flips their crewmember card face down 
and reveals their agenda, resolving their “If Revealed” penalty, if able. They may no 
longer perform Above Deck Actions, but can still play Below Deck Actions as long as 
they are not killed. 

 
Once the vote is complete, or if no player calls for one, the First Player token is passed to the 
next clockwise player and a new round begins. 
 
Wounding and Killing Crewmembers 
 
Certain abilities and effects will cause a crewmember to become wounded. One wound will not 
affect gameplay, but if a crewmember takes a second wound, that player has been killed. A 
crewmember is also be killed if they cannot play a Below Deck action by having no cards in 
hand and no cards in their deck. When a crewmember is killed, they reveal their Agenda and 



resolve their “If Killed” penalty, if able. Note that killing the traitor is not enough to win the crew 
the game; they must restore full energy to the ship to win, even if all traitors have been 
eliminated. 


