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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...
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PLANETARY EXPLORATION 
COMPONENTS:

Planetopedia

2 Lander standees

Rulebook Logbook 
and Operations Book

9 Alien dice

6 Mission Equipment 
tokens

7 Threat standees
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Lost fleet campaign

Logbook

YOU WILL MARK AND FILL THIS LOGBOOK 

AS YOU PROGRESS YOUR CAMPAIGN. 

INSTEAD OF THIS PAPER COPY, 

YOU MAY USE THE OFFICIAL 
ISS VANGUARD APP:

IF YOU NEED ANOTHER PAPER COPY OF THE OPERATIONS BOOK,

PLEASE DOWNLOAD AND PRINT THE MOST UP-TO-DATE VERSION FROM:

ISSVANGUARD.COM/RESOURCES
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Lost fleet campaign

Operat ions
book

YOU WILL MARK AND FILL THIS LOGBOOK 
AS YOU PROGRESS YOUR CAMPAIGN. 
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9 Alien dice

SHIP MANAGEMENT 
COMPONENTS:

System Maps 2 Ship Book cardholders 4 Ship Book pages

1 double-sided 
Lander board

1 Card Tray B divider 1 Card Tray A filler box
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SHIP MANAGEMENT

When unloaded, 

go to Log 1234.

u01

Raindrop’s black 

box data 

u01

When unloaded, 

go to Log 1234

SHIP MANAGEMENT

When unloaded, 
When unloaded, 

LF

SHIP MANAGEMENT
When unloaded, place 1 in the Energy Pool.

u02
Fractal shard

u02

When unloaded, place 1 in the Energy Pool.

SHIP MANAGEMENT
When unloaded, place 1 
When unloaded, place 1 

LF

SHIP MANAGEMENT
When unloaded, 
go to Log 1257.

u03
Missile shard

u03

When unloaded, 
go to Log 1257.

SHIP MANAGEMENT
When unloaded, When unloaded, 

LF

21 Unique Discovery 
cards

Gl i tched

I njury
Gl i tched

I njury

: Roll all your Available dice 

and add them to the Roll Pool.

: 

Glitched

: 

: Refresh 1 

Half dead

: Refresh 5 

: Roll all your Available dice and add them to the Roll Pool.

: 

Glitched

10 Injury cards

SMALL CARDS:

Po i nt  of  i nterest

P101

Main Corridor

The dimly-lit corridor of the shuttle leading to the most 

essential rooms.

+ / =
=

 + 

Gain 3 Mineral Leads, 

go to Log 1233.

= Examine strange growth

LF
P101

104 Point of Interest 
cards

STANDARD CARDS:

m i ss i on

M01

COMPLETION: When you fulfill the Objective, 

you will be asked to discard this Mission.

you will be asked to discard this Mission.
OBJECTIVE: Retrieve black box data.

OBJECTIVE: Retrieve black box data.

MISSION: RAINDROP’S BLACK BOX (M01)

It is vital to learn what has happened to Dauntless and her crew. 

Therefore, we must find and retrieve the data from the black box.

LF

global  cond i t i on

G01

LF

TRAVEL

to move to a connected Sector.

Climb up

You may perform this Action only in Sector 2 or 4 – 

this counts as an Action.

Each Crewmember in a  Sector chooses one: roll

OR +  and roll . Discard this Condition.

The falling rocks are getting 

bigger and bigger. Seek cover!

Falling rocks 

(G01)

Place your Crewmember 

from Sector 2 to Sector 1 OR 

from Sector 4 to Sector 6. 

/ +

28 Mission cards19 Global Condition 
cards

sect i on

Choose a Threat in your Sector. 
Then, discard the Time token from its 
card OR move the Time token to any 

non-final space on its Time Track 
without resolving its effect.

Durability

During a Dice Check: 
Add one  to your Roll Pool 

for each Injury card the
Security Section has.

LFfor each Injury card the
Security Section has.

Choose a Threat in your Sector. 
Then, discard the Time token from its 
card OR move the Time token to any 

non-final space on its Time Track 
without resolving its effect.without resolving its effect.

Alien Knowledge 

Refresh 1  and 1 .

During a Dice Check: Reroll 1 . LF

36 Section cards

REFERENCE CARD

ALIEN DICE

 =  /  / 

 =  /  / 

 =  /  / 

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.

 may be treated as if it were  / / .

•  Alien die – An Alien die of any color.

•  Alien icon – This icon means that this effect requires 

any of ,  or .

•  Aerugon – Represents crafting skills, perseverance, 

and activities that require hunting and travel talents.

•  Idemian – Represents philosophy, spirituality, meditation, 

activities that require extraordinary concentration or intuition.

•  Visitor – Represents subspace technologies, energy 

generators, and activities that require complex abstract 

physics.

LF REFERENCE CARDDANGER DIEIf a symbol rolled on your Danger die is not described here, 
it has no effect.

 » 
 » Gain a Wounded Injury

 » 
 » Gain an ExhaustedInjury 
 » Gain an ExhaustedInjury

 » Lose 1 Supplies
 » Gain a Burned Injury
 » Gain a Wounded Injury

 » 
 » Gain an ExhaustedInjury

 » Gain a Panicked Injury

 » Gain a Just a Scratch! Injury » 

LF

4 Reference cards

PLACE THIS SIDE DOWN

RITUAL Guide 

Move
Intimidate,

Move
Move, 

Intimidate Reset this trackMoveMove
Intimidate,

Move: Place the Ritual Guide in a Sector one number higher. If there is no 
such Sector, place it in Sector 1.

Intimidate: Each Crewmember in a Sector with the Ritual Guide rolls . 
All Crewmembers in a Sector connected to a Sector with the Ritual Guide 
rolls
All Crewmembers in a Sector connected to a Sector with the Ritual Guide 

.

ritual Guide 
A towering robot twice as tall as an Earthling, its main 
features grotesquely resembling an Idemian physique.

Cut off its power source

Place the Ritual Guide 
on its Threat card.

Roll .

+ + + +

/ =

MoveMove

LF

Attack, 
Move, 

Attack, reset this track

Attack, 
Move, 
Attack

Attack, 
Move, 

Attack, 

Attack, 
Move, 

Attack: Each Crewmember in a Sector with the Security Mirage rolls .

Move: Place the Security Mirage in the Sector one number lower. 

If there is no such Sector, place it in Sector 7.

Fight

Security Mirage A hostile character emerging from the mirror-like surface 

of the lake, physically identical to the members 
of the Security Section.

/ =
/ =

Go to Log 1825.

Roll , 
reset this track.

reset this track

Attack

LF

21 Threat cards

OTHER CARDS:

SHIP MANAGEMENT CARDS:

LF

BRIDGE UPGRADE (TRAVEL)

ADVANCED 

NAVIGATION

Vanguard may now fly to distant 

systems or destinations (yellow 

Outbound options).

An experimental navigational 

application capable of plotting a course 

to the Signal.

B19

LF

BRIDGE UPGRADE

ASSIGNMENT SYSTEM

You may spend 1 

and move 1 Crewmember to 

Resting Crew to draw 1 Discovery 

of any type and move it to 

“Gathered Discoveries.”

A newly developed computer system 

effectively assigning crewmembers 

and resources to the needs of the ship.

B20

CAMPAIGN OBJECTIVE

3 3 SITUATIONS

O01

TO THE RESCUE
OBJECTIVE:
Explore the nearby systems in search of lost expeditions: 
Crystal Shard in the Eta Cassiopeiae system, and Rupturis in the HD 1019 system.

Now that the data from the black box has been deciphered, we need to start the search for three missing starships.

LF

CAMPAIGN OBJECTIVE

TO THE RESCUE

Explore the nearby systems in search of lost expeditions: 

SECONDARY OBJECTIVE

S.O.S. SOURCE SEARCH
OBJECTIVE:
Find the origin of an old S.O.S. signal emitted from the Omega Persei system.

Our sensors have detected a weak mayday signal from a nearby star system, definitely sent by a group of Earth’s survivors.

O15

LF

14 Bridge cards

LANDER MOD

UTILITY

POWER BOOSTER

Move this Mod to the “Awaiting...” 

envelope: 

Each Crewmember gains 

1 Charge.

A32

LF

UTILITY

LANDER MOD
A33

UTILITY

EXTRA COMPARTMENT

Move this Mod to the “Awaiting...” 

envelope:

Each Crewmember may take 1 

chosen
Each Crewmember may take 1 

from the Armory.

LF

EXTRA COMPARTMENT
EXTRA COMPARTMENT

Move this Mod to the “Awaiting...” 

Each Crewmember may take 1 

UTILITY

from the Armory.

LANDER MOD

TRANSPORT PROBE
When you gain a non-Unique Discovery, you may place it in the “Awaiting...” envelope.

UTILITY

A34

LF

TRANSPORT PROBE
When you gain a non-Unique Discovery, you may place it in the “Awaiting...” envelope.

LANDER MOD

ACE COATING
+1

+1
You may take 1 additional Utility Lander Mod. Place it next to other Mods on the Lander board.

STRUCTURAL

A35

LF

6 Lander Mod cards

SMALL CARDS:

STANDARD CARDS:

BIOMES: 
DANGERS:

Scans suggest the presence 

of old, hostile technology 

near the surface. 

The might be valuable.

FREQUENT CHECKS:

LANDING:

High  advised. 
ALIEN DIE:

L01 - Rupturis

Briefing (do not read until instructed): Log 1244

LF

L01 - Rupturis

LF

L02 - Crystal Shard

LF

PRODUCTION PROJECT

DISCOVERY ARCHIVE

Having access to the archive of discoveries, the 

crew may speed up their training and research.

Draw 2 Discoveries from any deck and place 

them in “Gathered Discoveries.” Move this 

card to the “Awaiting...” envelope.

C01

LF

PRODUCTION PROJECT

STARTING STAGE: 3

DISCOVERY ARCHIVE
As a museum-ship, Vanguard hosted 
an incredible number of her discoveries. 
It would be beneficial for the crew to 
access them.

GRANTS:
Discoveries

C
01BOOST:

LFDISCOVERY ARCHIVEDISCOVERY ARCHIVE
As a museum-ship, Vanguard hosted 
an incredible number of her discoveries. 
It would be beneficial for the crew to 
access them.

GRANTS:
Discoveries

PRODUCTION PROJECT

STARTING STAGE: 3

FIELD EQUIPMENT IAs the basic and moderately-advanced 
field equipment will be necessary for 
the Away Team to operate safely on 
the explored planet, we must be able to 
produce it. 
GRANTS:
Equipment, Lander Mods, Production Project

C02

BOOST:

 OR  LF

SURVIVOR QUARTERS UPGRADE

CAPT. MORGAN WAYMAN, 

RETIRED STAR FLEET 

COMMANDING OFFICER

A seasoned star fleet veteran, Capt. Wayman 

excels at taking care of space survivors and 

their needs.

 Whenever you Assign a Crewmember 

to raise Diplomacy or Obedience you may 

Assign a Crewmember with Rank 1 or 2, 

instead of Rank 3.

F07

LF

SURVIVOR QUARTERS UPGRADEDR. BEATICE MORRA, VANGUARD’S HEAD PSYCHOLOGIST Trained to deal with space traumas, Dr. Morra 
is responsible for taking care of survivors and 
their needs.

 Whenever you Assign a Crewmember 
to raise Diplomacy or Obedience you may 
Assign a Crewmember with Rank 2, 
instead of Rank 3.

F0
8

LF

surv i vors

SURVIVOR

DAUNTLESS’ 
ENGINEERING TEAM
A group of engineers from Dauntless who 
know their ship inside out.

EFFECT:
» If Obedience is Medium 

gain 2 .
» If Obedience is High gain 2  . 

You may also perform the Buy 
or Sell Dice step, following the 
rules on page 27.

Lower the Obedience by one level.

V
01

 OR 

LF

rules on page
Lower the Obedience by one level.

SURVIVOR

WAYFARER’S RESEARCH TEAMA team of scientists from Wayfarer who 
were left behind to do some research, 
but never picked up.
EFFECT:
» If Diplomacy is Medium gain 1 chosen Discovery and move it to 

“Gathered Discoveries.”» If Diplomacy is High, gain 2 chosen Discoveries and move them to “Gathered Discoveries.”Lower the Diplomacy by one level.

V
02

 OR  LF

RESEARCH PROJECT BASIC

R01

REACTIVATE VANGUARD 

SYSTEMS
Thanks to the Reactivation System, Vanguard 

modules are functional.

Move the following cards to the “Awaiting...” 

envelope:

•R02, R03, R04, R05

from “Research Projects”

LFRESEARCH PROJECT

REACTIVATE VANGUARD 
REACTIVATE VANGUARD 

Thanks to the Reactivation System, Vanguard 

modules are functional.

LF

RESEARCH PROJECT

R
01BASIC

COST: Free

REACTIVATE VANGUARD 
SYSTEMS
To maintain proper functioning of the ship, all 
Vanguard’s systems must be reactivated.
GRANTS:
Research Projects

Vanguard’s systems must be reactivated.

Research Projects

LF

RESEARCH PROJECT TECHCOST: 1 Microorganism Discovery, 
1 Strange Flora Discovery, 1 Discovery (any)

R02

REACTIVATE FACILITY UPGRADES
Our facilities have to be reactivated to secure 
stable work for the crew. GRANTS:

Production Projects

WHEN SOLVED
Raise Morale and remove this card 
from the game.

EFFECT:
Lose 1  and lower Morale. 

Move this card to the “Awaiting...” envelope.

MUSEUM UNIT 
The crew are complaining 

about the general condition 
of the ship. 

+

LF

S29

about the general condition 

WHEN SOLVED
Raise Morale and remove this card 
from the game.

Move this card to the “Awaiting...” envelope.

of the ship. 

WHEN SOLVEDShuffle this card into “Possible Situations.”

about the general condition about the general condition 
of the ship. 

about the general condition 

VIRUS ATTACK The ship’s systems are malfunctioning 
due to an extensive hacking attack.

EFFECT:This card has no effect. Each revealed Virus Attack card will later 
affect the Hacked Ship Facility section.

 OR 

LF

S27

/

HACKED FACILITY

H
01

HACKED BARRACKS

The area is under hacking assault, and its 

computer systems are working chaotically.

Draw 1 Situation card and place it 

in the “Awaiting…” envelope.

LF

FACILITY

H
01

BARRACKS LF

FACILITY

H
02BARRACKS

LF HIGH DIPLOMACY

MEDIUM DIPLOMACY

LOW DIPLOMACY

VERY LOW DIPLOMACY

10 Landing cards 22 Production Project 
cards

2 Facility Upgrade cards 
(Survivors Quarters)

7 Survivor cards

12 Research Project 
cards

19 Situation cards

9 Facility cards 2 Diplomacy/
Obedience cards

LOAD : +

SUPPLIES
STRUCTURAL 

MOD

UTILITY 
MOD

LANDING
SUCCESSFUL

D I S C O V E R I E S   M A X I M U M :  4

35

6
12

234

Sabretooth
Sabretooth

0

LOAD : +
SUPPLIES STRUCTURAL MOD UTILITY 

MOD

Lev i athan

36

3
8

During the Landing Procedure, you immediately land successfully.
Flip the Leviathan card to the Damaged side.

000

2 Lander cards

OTHER CARDS:

equ i pment

E101

equ i pment
: Crewmembers in your Sector 

discard a total of 3 Injury dice. Return this card 

to the Armory.

Advanced Medkit

LF

Whenever you make a Dice Check in a  Sector, 

you may roll 1 

Whenever you make a Dice Check in a  and 1  from your Spent Pool.

AI Pocket AssistantLF

34 Equipment cards

survivors

2 Lander standees
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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 to the aging ISS Vanguard to take flight once again in a daring mission to the far fringes of the known galaxy.

Before you can enjoy the Lost Fleet campaign of ISS 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 LF . 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 CLEANUP
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:
• Put all 5 P000 and 3 P001 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.

• 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.

• 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 E01-05, E07, 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.

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

• 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 F01-06, Lost Fleet Facility Upgrade 
cards F07 and F08, and Lost Fleet Facility cards H01-09 behind 
the “Facility Upgrades” divider in ascending order.

• Put Situation cards S05, 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 
S28-S33 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.
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• Remove all Objective and Secondary Objective cards from the 
game. Put all Lost Fleet Objective and Secondary Objective cards 
behind the “Bridge Cards” divider in ascending order.

• Put the 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 R01

Cardholder page 13:
1 – Production Projects C01-C04 (4 cards)

Cardholder page 14:
1 – Facility Upgrade F04

Cardholder page 19:
1 – Void Ranger Lander card

Cardholder page 21:
1 – Lander Mods A01-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 F08
3 – Very Low Obedience level 
(insert the card so that only its “Very Low” part is visible)

4 – Survivor card V01 (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.

• If box A in the base game Log 930 is NOT marked, 
mark the box in Log 1204.

• If box B in the base game Log 910 is marked, 
mark the box in Log 1205.

• If box 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.

• If box A in the base game Log 920 is marked, 
mark box A in Log 1567.
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• If box B in the base game Log 920 is marked, 
mark box B in Log 1567.

• If box C in the base game Log 960 is marked, 
mark box C in Log 1567.

• If 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.

• If Captain Wayman is alive, mark the box in Log 1202.
• If Lead Researcher Dr Corey is alive, mark the box in Log 1203.
• If the Idemian Ambassador, Anu, is alive, mark the box in 

Log 1204.
• If Thrall, representative of the Visitors, has joined Vanguard’s crew, 

mark the box in Log 1205.
• If 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.
• ISS Vanguard had to choose its attitude towards the galaxy 

(choose only one!):

» 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:
• Take the Section dice for each Section as per the images below.

• Engineering:

• Recon:

• Security:

• Science:

7) 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.
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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:

 =  /  / 

 =  /  / 

 =  /  / 

For example, when you perform a Dice Check and roll a  icon, 
you may treat it as ,  or .

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 , 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
Alien die – An Alien die of any alien race.

Alien icon – This icon means that this effect requires or adds 
any of ,  or .

Idemian – Philosophy, spirituality, meditation, activities that 
require extraordinary concentration or intuition.

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

Visitor – Subspace technologies, energy generators, and 
activities that require complex abstract physics.

New Danger die icon – Roll a Danger die and compare its 
result to the entry with the same icon on the Danger die Reference 
card.

LF Lost Fleet – This icon marks all components which belong to the 
ISS Vanguard: Lost Fleet campaign.

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.

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



8

STANDEES AND EQUIPMENT GLOSSARY

Lost Fleet

base game

Unknown Entity

Stunned Unknown Entity

Planidian Guard

Planidian Infiltrator

Spawn Guard

New Specimen

Phantom

Enhanced Mining Probe

Top-Quality Zipline

Sin Hound

Guardian of Hell

Awakened Leaftrap

Defense Matrix

Sabretooth

Field MedbayLeviathan

Biomass Creation System

Pioneer Outpost

Sprouts Awakened Bug

Lost Arrogator

Stunned Arrogator

Ritual Guide Awakened Thicket Primal Scintillating Shardfly Planidian Bombardment

Planidian Assault

Glitched Stele

Rebooting Stele




