Star Trek: CCG First Edition Rulings
'45 Dom Perignon - Discarding this equipment to replace a ship is not
a valid response to any other action (such as battle) and does not
suspend play. You may replace a ship with one of different
affiliation only if the class name is identical and any personnel
aboard are compatible with the new ship (you may not place them
under house arrest). You may not replace one "UNKNOWN
CLASS" ship with another (e.g., Mercenary Ship with Fesarius).
See ship class, exchanging cards.
1 Tribble - See Once Per Turn
10/20 Rule - See Warp Speed.
1962 Roger Maris Baseball Card - You may not trade this artifact for
another unless you are immediately able to play that artifact as
your own (this does not count as your normal card play). Traded
artifacts are returned to their owners at the end of the game.
See in play.
30/30 Rule - Your seed deck may contain no more than 30 seed cards
(not counting missions and sites, which seed for free) and your
draw deck may contain no fewer than 30 cards.
35th Rule of Acquisition - You may not use this event for a download
or card draw at the end of your first turn. Playing a 35th Rule card
nullifies all 34th Rule cards already in play, and vice versa. A 35th
Rule card in play does not prevent the play of a 34th Rule card (or
vice versa). See turn.
62nd Rule of Acquisition - 62nd Rule of Acquisition - This event is
nullified if you play or have played Scan or Full Planet Scan on
any mission, or if you begin an attempt of the mission on which it
is played with 7 personnel. Attempts of other missions have no
effect on this event.
75th Rule of Acquisition - See helps.
A Fast Ship Would Be Nice - When encountering this dilemma, you
may not substitute a ship for the victim if your opponent is playing
Borg. See commandeering.
Abandon Ship! - For this dilemma, you may choose which of your
personnel will fulfill the staffing requirements. A [Cmd] personnel
may fill a [Stf] requirement. In addition to printed staffing
requirements (if any), a ship requires at least one matching
personnel aboard to be staffed.
You may not rescue or capture the abandoned personnel during a
mission or scouting attempt or during your opponent's turn.
See damage, attribute modifiers, capturing, quarantine, ship
staffing.
Activate Subcommands - This event may download a drone which
has multiple subcommand icons (e.g. Seven of Nine) as any of
their icons. You must also download two other drones.
Activate Tractor Beam - The first function of this interrupt allows you to
tow one ship for the extent of your available RANGE on the

Page 1/2

current turn; the interrupt is then discarded. When played for the
second function, the interrupt remains on the ship to add the
Tractor Beam permanently. You may play two copies of this
interrupt on a ship, one to add a Tractor Beam and one to tow a
ship. See towing.
Adapt: Negate Obstruction - A dilemma may be nullified by this
interrupt only after it is encountered in a Borg scouting attempt.
You must play another copy of the interrupt each time you
encounter another copy of a dilemma that you wish to adapt to.
Ajur and Boratus - These personnel may use their special skill to peek
at only cards that are seeded face down under the mission, and
only if there more than three.
Alien Parasites - This entry covers both the original Alien Parasites
dilemma and the version included in the combo dilemma Alien
Parasites & REM Fatigue, whether encountered on a planet or in
space. When you encounter this dilemma and fail to meet its
conditions, the mission or scouting attempt immediately ends. At a
planet mission, beam the Away Team back to the ship or facility
with which they are associated, if any (if not, they remain on the
planet surface) or have them reboard their landed ship without
transporters. At a space mission, the crew remains aboard their
ship. Your opponent then chooses whether or not to take control
of the ship/facility and the crew or Away Team. If he chooses to
take control, your turn is suspended (you may not initiate actions
except as normally allowed during your opponent's turn) while he
temporarily controls the ship or facility (if any), the Away Team or
crew which encountered the dilemma, and any other personnel
aboard that ship or facility. (If any personnel aboard are already
stopped, they remain so unless your opponent plays a card that
unstops them, such as Distortion of Space/Time Continuum; they
then join the rest of the crew.) He does not control any other ship
or facility at the location or any personnel who were previously
stopped on the planet. He may not take any actions that would
normally occur only during his turn, except those using your ship
and crew which he controls. Your opponent may take legal actions
(see control for limitations) with the ship and crew until they
become stopped (he may not then take any action to unstop them)
OR he cannot take any further meaningful actions with them (e.g.,
he may not simply beam them up and down endlessly) OR he
chooses not to take any further actions with them. Then control
returns to you and your suspended turn resumes. If the ship and
crew are not already stopped (or if your opponent chose not to
take control), the personnel who originally encountered the
dilemma (and the ship, if encountered at a space mission) are
now stopped by their failure to overcome it. The dilemma is
replaced under the mission to be encountered on the next mission
or scouting attempt. If your opponent's Borg scout fails to
overcome this dilemma, you must follow all Borg Away Team and
battle restrictions, and the Borg may not attempt missions. You
may use the controlled Borg to scout for your own current
objective if you are playing Borg. If you are playing Borg and
control a non-Borg ship and crew, they may attempt and solve a
mission, but neither player scores the mission points.
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All Threes - To play this interrupt, you must have at least six cards in
your draw deck to reveal. Reveal the first three cards and the next
three cards from the top of your draw deck in two sets, which you
may not rearrange.
Hypospray - This is not a hand weapon.
Works only with - Q: Say you have Kirk, Captain Spock,Dr. Mccoy,
and Sybok. Also say there on Malcor. Can Sybok use he's
empathy skill, to complete the mission? Or do treat him as if he's a
prisoner.
Can he command a [Fed] ship?
[NA]?
A: Sybok could not mix with Kirk and Spock. He would form a
separate team. He could not solve the mission, he could not staff
a Fed ship. He would be under house arrest.
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