
CONTENTS
Solar Sentinels contains 45 conflict cards, 4 
boss cards, 3 hero cards, 12 mission cards, a 
rulebook (you’re reading it!), and a deck box. 
You will also need the 20 dice, chip, and chip 
holder from base 20 Strong.

WINNING & LOSING
To win Solar Sentinels, you must defeat one of 
the bosses.
You can only trigger this final confrontation once 
you have defeated or discarded all 15 conflict 
cards in at least one of the three stacks.
As in all games of 20 Strong, if your Health  is 
ever reduced below 1, you lose.

SETUP
1. Create the dice pool. Set the 17 unit dice 

in the dice pool.
2. Create the stacks. Shuffle the 45 conflict 

cards and divide them into three face-up 
stacks of 15 cards each, placed in the middle 
of your play area.

3. Choose your hero. There are three double-
sided hero cards, with six heroes in total 

to choose from. Select one to use and place it 
above the conflict card stacks. Place the three stat 
dice beside your hero, set to the values shown 
on the hero card.

4. Shuffle bosses. Shuffle and set the four boss 
cards in a face-down deck to the side. A boss will 
not be faced until the endgame, but some cards 
may allow you to interact with this deck. 

5. Missions. If this is your first game, we 
recommend you play without missions. If 
playing with them, shuffle the mission cards and 
deal out four of them, from left to right, at the 
top of your play area. Then, choose one mission 
to discard, leaving the other three in the same 
order they were dealt. Place the chip in the chip 
holder with its counter side face up near the 
missions.

GAME ADJUSTMENTS
Rounds in Solar Sentinels follow the common 

rules of 20 Strong with the following 
adjustments.

ACTIVATION: MANDATORY ENEMIES

Some enemies’ names are printed in orange 
and feature a unique border. These cards are 
mandatory enemies. When activating cards, 
if one or more mandatory enemies are on top of 
the stacks, you must choose one of those cards 
to activate.

CLEANUP: STACK DISCARD

During the Cleanup step, you must choose 
the top conflict card from one of the stacks 
and discard it. However, you cannot choose a 
mandatory enemy to discard. If all of the top 
cards are mandatory, do not discard a card that 
round. Mandatory enemies are not restricted 
from being discarded in other ways, such as 
through rewards or effects.
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In Earth’s future, humanity has harnessed the power of the sun. Harvesters sent to the solar 
surface have siphoned the stellar body’s excess plasma, allowing it to be channeled into a variety of 
groundbreaking technologies. Among its most potent uses is as the power source of a new breed of 
plasma-based personal weapons. The fighting force who wields these weapons is known as the Solar 
Sentinels.
The Earth is in crisis. The Sentinels are humanity’s last line of defense against an encroaching alien Horde, 
which has set up a base beneath the lunar surface. Even now, the remaining surviving members of this 
elite corps have embarked on a last-ditch assault on the moon, hoping their surprise attack will destroy the 
Horde before the aliens can launch their final invasion of Earth.

ENEMY LEVELS
The enemies in the conflict stacks have two 
levels,  and . This is used for some conflict 
effects and rewards. Bosses are enemies of their 
own level.

STACK MANAGEMENT
Any time the top card of a stack is removed — 
whether activated, discarded, or moved in some 
other way — the next card immediately becomes 
the new top card for that stack. This is done 
before resolving  on a newly-activated card, 
making the newly-revealed card available to be 
activated.
The boss deck is not a stack. Keep its discard 
separate. If the boss deck runs out, shuffle its 
discard to form a new deck.

MISSIONS
You may choose to play without missions, and 
we recommend doing so for your first game so 
you can become familiar with the basics of the 
gameplay.
Your aim is to complete all of the missions 
before endgame. For each incomplete mission 
you have when you start the endgame, you must 
add   to the boss’s entourage.
Missions are completed by satisfying the 
conditions on the card. You must complete 
mission cards one at a time, in order from 
left to right. Once you complete the leftmost 
mission, flip it face down and start the next. The 
conditions of a mission can only be met while it 
is your current mission. For example, a mission 
requiring you to defeat a certain number of 
enemies does not count enemies defeated 
before it became the current mission.
Several missions require tracking the number of 
times something has occurred. Use the

counter side of the chip to track your progress in 
these missions.
You may forfeit a mission at any time, setting it 
aside in order to move on to the next mission. 
However, in endgame, all forfeited missions 
count as incomplete and add  to the boss’s 
entourage.

DWINDLING STACKS
As the game goes on, you will begin to empty 
stacks. At the start of any round after at least one 
stack has been emptied of all conflict cards, you 
may decide to face the boss in the endgame. 
If all three stacks are empty, you must start the 
endgame.
Ignore empty stacks for all game effects. Cards 
cannot be returned to a stack once empty; if one 
would be, discard the card instead. If more enemies 
would be activated than remain in the stacks (due 
to ), activate as many as possible and ignore 
the rest.

ENDGAME
You can choose to move to the endgame at the 
start of any round once at least one stack has been 
emptied of all cards. However, you are not forced to 
start the endgame unless all three stacks are empty. 
Set up the endgame as follows:
• Activate a boss. If a boss is already revealed 

(some rewards and effects cause this), activate 
the revealed boss. If not, activate one of the four 
bosses at random. Read the boss’s card in full.

• Activate the Entourage. Every boss card 
has  on it. Activate the indicated number of 
enemies from the stacks as normal (mandatory 
enemies must be activated over non-mandatory 
enemies). Remember to activate any enemies 
added as a result of incomplete missions as well. 
Ignore  on entourage cards. If there are not 
enough cards remaining in the stacks to fill the 
entourage, take all of the conflict cards in the 

discard and shuffle them together into one 
new stack. 

The endgame is played according to standard 
endgame rules. When the boss is defeated, 
the game is won, even if the boss’s entourage 
remains. Some bosses may have additional or 
alternate win conditions.

DIFFICULTY RANKING
For an escalating challenge, you may use the 
following optional difficulty ranking. The ranking 
system starts at Rank 1, which plays as the 
normal rules describe (with missions included). 
Each time you win a game, move to the next 
ranking. Each time you lose a game, move back 
to the previous ranking. Rank 6 is the highest 
ranking possible – do you have what it takes to 
achieve Senior Solar Sentinel status?
For each rank you have achieved beyond Rank 
1, during setup, you must either banish one die 
or exhaust three dice. You must also draw and 
complete one additional mission for each rank 
above Rank 1, as outlined below.
Ranking Draw Complete
1: Solar Soldier 4 3
2: Solar Specialist 5 4
3: Solar Sergeant 6 5
4: Solar Staff Sergeant 7 6
5: Solar Sentinel 8 7
6: Senior Solar Sentinel 9 8

start the endgame unless all three stacks are empty. 

If a boss is already revealed 
(some rewards and effects cause this), activate 
the revealed boss. If not, activate one of the four 
bosses at random. Read the boss’s card in full.

 Every boss card 
 on it. Activate the indicated number of 

enemies from the stacks as normal (mandatory 
enemies must be activated over non-mandatory 
enemies). Remember to activate any enemies 
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4: Solar Staff Sergeant 7 6
5: Solar Sentinel 8 7
6: Senior Solar Sentinel 9 8

FLOW OF A ROUND
ACTIVATION

• Activate one enemy (mandatory enemy if 
there is one) 
» Resolve

ENGAGEMENT

Strategy Phase (repeat = strategy stat)
• Commit Dice
• Roll Dice
• Apply Dice
Resolve Phase
• Suffer Damage
• After Effects
• Exhaust Dice
• Recover Dice
• Gain Item Rewards
• Cleanup
» Discard all active cards
» Discard one non-mandatory from stacks




