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[GAME OVERVIEW]

After a devastating nuclear war, six human factions are seeking shelter in the Centauri system. On the
verge of extinction, the humans are saved by a superior civilization, allegedly the Centaurians, and each
faction is given a fresh start on a new planet. Thus, the exodus of humanity seems to have ended on the
planets orbiting the star called Proxima Centauri. When the Centaurians announce their departure, the

struggle for power commences once again.

In EXODUS: PROXIMA CENTAURI, the six factions fight for dominance in an epic empire-
building game, striving to build a new human empire on the ashes of the Centaurian civilization. Each
player will build his own space fleet of customized ships and conquer new planets, fight the Centaurian
Resistance and the other players, negotiate and vote for political decisions, research Centaurian tech-

nologies and much more.
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[THE STORY]

After the devastating nuclear war of Earth year 2299, the remains of the human race embarked on a fleet of space ships and started their search for a new
world. On the 3rd of November 2299, axaoctly 83 days affer the first nuclear warhead hit Berlin, eight factions made an agreement fo cease fire, Each faction
was made of a few hundred thousand people, for sure less than one million and they represented the remains of the human race still net affected by radiation.
Hizstory did not preserve relinble evidence fo support the ethnicity of each of the nine factions, but there are speculations that three of them were frem the farmer
UISA, one from Greater China, one from the Greenland's north (the Norsemen), ene from Antarctica, one from Latin America (Mueva Espagna), one from the Af-
rican Union and one from United Europe.

Two days affer the cease fire, already unoble to find any source of food and drinking water on o rampaged planet, devastated by the nuclear winfer and the tre-
mendous level of radiation, the nine factions decided to use all the star ships they could still power up and attempt emergency evacuation, abandening Earth.
The only spacecrafts they had left were in the heart of Asia.

They all boarded the spoce shuttles frem Baikonur Cosmodrome in what people used fo coll Kazakhstan in the 2 1% century. In there, the last genecide eccurred.
The six faction that arrived early found some of the spacecrafts damaged by nuelear warheads and decided to avoid a conflict or a draw for whe gets te board
and who gefs fo stay on the dying planel. They shot down the hovercrafts bringing in the Antarctica, Africa and Greenland foctions. Allegedly, more than one
million people died. Humanity's last genocide wos recerded on camera and used for the anti-war propaganda.

Affer spending almost one year aboard thier spacecrafts and enjoying o fragile peace, the humans adapted fo almost eventhing that space fravel invelved. They
reached a commen decision o disregard the possibility of ferraforming Mars or Venus and to look for @ new home in the closest star sysfem to Earth, Alpha Cen-
tauri. They estimated the travel time to 400 cycles® at a speed of 1800 miles per second, a peried short enough that humanity would survive and long enough
to make old pride

forgotten.

* The concapt of one year, the time Earth fook to revolve around the Sun, did nof represent amything that humans wanted fo remamber, the new unif of measure for a long pericd of
tima was the cycle. One cycle was initially one year, but due fo miscalculations by physicist who fook info consideration fime dilatation af high speed [relativity theory
misinterpreted), one cycle was later roughly equal to 1.65 Earth years.

By the end of the 3 cycle, they had established a full political system which brought back to surfoce old inferests and conflicts. It took half a cycle and one elec-
fion ‘day’ to sfir up a new war. Without nukes, but with still pewerful weapens, half of the human fleet was wiped outf in @ matter of hours. With identical space-
crofts and equal weapons, the leaders of the factions reached o new peace agreement. The new setflement left the factions almost completely separated. The
only thing keeping them together was the basic instinct of survival and the promise that ence they'll find a new homa, the conflict will be solved once and for
all. That last peace treaty limited inter-faction contacts, enly their elected leaders were fo meef ance per cycle to decide on matters that concerned all of them,
calculationg their direction and making course odjustments for the fleel. Each faction was leading the convoy for one cycle and they'd rofate like that until reach-
ing their final destination. The confacis between the factions were almost nonexistent. People belonging fo each faction evolved separately, developing unigue
features and skills associated fo space fravel.

At the end of the 144th cycle, the remnants of the fleet came in contact with a superior civilization whom they wrongly call Centaurians (inhabitanis of Alpha
Cenfauri sysfem, in fact more than fwo and a half light years away from that very spot]. Af that painf, it became clear for the leaders of the factions that the erigi-
nal plan was at faull. Their spacecrafts would never last loang enough fo reach Alpha Cenfouri and their nuclear fuel was going to be exhausted in less than 50
cyeles. In the light of the new situation, the leaders presented themselves as one civilization in front of the Cenfaurians.

After establishing communicatfion, but without ever seeing them, the Cenfaurians brought the human leaders onte their space ship and allowed them fo speak
in front {as a matter of foct, they were in a sirange emply red roem on a star ship) of the High Council. Time seemed fo pass af a different rate for the new found
saviors and friends, as their meeting fell like an eternity. Never having seen any Centaurian, the humans came to understand quickly mere things about this ad-
vanced civilization. They had amazing technology, being able fo learn the human languages in a matter of minutes, they seemed fo be capable of faster than
light travel, they were the utmost humanitarians, never even considering killing or enslaving humanity and, most imporiantly, they were willing te provide help.

The Centaurians guided the old damaged fleaf fowards a planetary system that could support human life. Without ever allowing anyone else buf the six leaders
aboard the Centaurian star ship, the Saviors took about half a cycle fo prepare the human fleet for high speed fravel, No one ever explained how or what the
Centaurians did o the human spacecrafts o allow them to travel much faster, nor hew fast they'd be able to travel. The enly requirement from the Centaurians
wias that every vessel they were working on was fo be vacated completely for the duration of the repairs. This allowed the first mass confacls between factions
in more that 140 cycles. Old tensions grew quickly under the surface and sporadic fights were reporfed, but the casualfies were quickly disposed of and no word
of this got to the Cenlaurians.

Once all repairs hove been finalized, the fleet starfed the last part of ifs journey fowards humanily's new home. No one waos able to fell whether they were frav-
elling faster than light ar net, ner in which direction they were geoing. The leaders told the people they were geing to settle all tagether on a planet orbiling the
Proxima Centauri star. In the first ‘doys’, curiosity prevailed and not even ene gun shot was heard among any ship in the fleet. The history recorded this last part
of the frip as ‘the exile’.

The Cenfaurians were keeping their distance all the fime, not inferfering af all in the humans® infernal affairs. They seemed fo be the perfect ‘fathers’ providing
but never asking in exchange. The underfed humans were provided all kind of new things that they forgot or never knew they existed. This new experience pre-
served the apparent harmony for a while, but humanily's drive fowards conflict soon evercame their well being. During the final days of the exile, war spurred
again. The never forgotten pride arose one last fime and the Centaurians decided to split the fleet, without giving them means of direcl communication other
than their periodic meeting in the High Council. Each faction landed on a different planet, however all in the same solar system.

The settling process fook almost two full cycles. The humans were first taught how fo survive on their new home planefs fwhich were all alike), they were provided
with technology fo make their new home worlds look like the ancient Earth. The humans’ reproductive funcfion was lost either due fo the high exposure fo radia-
fion or fo some other undocumented reason. The only way for the humanify te grow was through cloning, o process that the Centfaurians mastered. The Cenfau-
rians fook care of all these from distance, never interfering more than necessary. Their understanding of the human race seemed far befter that anyone could
have ever expect and their respeci for human values, habits and fraditions seemed infinife.

With the passing of fime, the humans were coming closer and closer fo considering that Centaurions were in foct gods. People’s perception of their benefactors
was very close fo reality. The Cenfaurians were a peaceful race, one that seemed fo be omniscient and omnipotent. Although they weren't anything like the
humans, never fighting, they still possessed an impressive warfare arsenal, making them undefeatable in the eyes of the humans.

Following the Cenfaurian tradition, the leaders of all the six Colonies were assembled in a High Council, on the same space stafion as the Cenfourian High
Council had its headgquarters. They had the chence of acknowledging each other, share their most important issues and remember they were once brothers.

The Centaurians kept a policy of equal treatment and long disfance supervision, ensuring lasting peace. Every new Coleny was given access fo the same fech-
nologies, the same amount of knowledge, so thal proper balance would be kept. In lime, the humans, with their new found fechnology for looking info space
ware more and mare convinced that their saviors were indeed Centaurians and that they were all living on planets revolving some of the stars in the Alpha Cen-
tauri system.
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The humans had assumed that only three stars (Proxima Centauri and Alpha Centauri A & B binary star system were the only stars visible frem Earth) existed in
the Centauri system, In fact, there were many more, most of them with inhabifable planets, all alike and all perfectly suitable for human life. In fact, little did
the humans know abouf the fafe that was awaiting them...

In the 296" cycle, the Centaurians came fo all 6 factions with a ferrifying announcement, their own roce was on the verge of extinction, The Centaurians Su-
prama Leaders appoinfed a permanent human High Council made of the six leaders of the Colonies and supervised by a single Elder. The Elder had the role of
praserving relative peace and guiding them for another 7 cycles, thus concluding both the transition and the vanquish of the Centaurian race. During this pariod,
the humans would gain access fo almeost all the Centaurian technoloagies, they would be able te expand their existence on more planets and develop beyond
their imagination.

The Centaurians would leave and look for what humans assumed was a way to prevent their extinction. They were never fo refurn... or so everyone thought.

With a very good understanding of the human race, the Cenfaurians appointed the High Council with the sole purpose of giving humanity a chance of presarving
the Centaurian glory and memaery and appoinfed the Elder o prevent humans fto self-destruct and to bring them fogether te form a new great civilization. The
Council was given the powar fo decide on all political matiers of the Colonies and fo split the great haritage of the Cantauri civilization, With all the others gone,
the last of them, the Elder had the power to ensure that the Council was funclioning respacting the majority principle and that all their decision ware followad
by the Colonies.

After ¥ cycles, one Supreme Ruler would ba appointed by the High Council who would form a dynasty to rule forever the new Human Empire.

The Centaurians

Although the humans spent many cycles surrounded by Centaurians, they only got fo see and touch their fechnology. There was no recorded meeting batwean
a human and a Centaurian and no human has even seen a Centaurian. Some came fo believe that the Centaurians ware franscending the physical exisfence,
but ne one could even come close fe proving anything.

Tha only thing that the humans learned about the Centaurians was that there was some kind of division among them. Some of the scientists callad them different
‘species’, but ethers argued that the ferm itself iz nol compatible with the nafure of this superior beings. The religious groups lead by pzis (people with exfra sen-
sorial abilities) balieved that the four ‘spacies’ were in fac! auras and each of them was of a different color. The strangest thing was that these auras were com-
pletaly different colors from those of the humans, not resembling anything else anyone hos ever experienced. The only woy one ‘species” of Cenfourians was
identifying itself was by a symbeol, either marked on their ships or on some piece of equipment.

There were four Centfaurian species that humans knew of. The X [white aura) were famous for inventing the Cloaking techneology and thus the only Centaurians
wha ever stood different than the other ‘species’. Apart from this histarical distinction, all the ethers were simply classified by the humans according fo purely
subjectiva critaria. The " [grey aura) were the most eclectic one, they almost never came in confact with the humaons and everyone assumed they mastered the
mast powerful weapons. The £ (purple oura) were the enas that humans were mesfly keaping in contact with, the ones that (they assumed) splif them bafweean
planets and provided them with means of living. The # |(white aura) were the leaders or so everyone thought. This was most likely a myth fueled by those whe
strongly balieved in the ouras and claimed that the white aura is the most powarful of all.

[GENERAL CONSIDERATIONS]

*A game of Exodus: Proxima Centauri will take around 30 minutes/player once you get to know the rules. For the first game without anyone
knowing the rules, expect a game time of about 45 minutes/player.

*The game can be played by 2-6 players. To avoid a very lengthy first game, we recommend you to learn Exodus in a game of 3 or 4 players.

*The text in italic is flavor text. It does not influence the game play but it provides the background story thus making the game more enjoyable.
Skipping it will not affect the game play, but reading it may bring new light on some of the concepts or mechanics in the game.

*Whenever a playing card has a rule that contradicts this rule book, the rule on the card has priority!

*The concept “in turn order” will be used throughout the rule book. Some actions in the game will need to be done "in turn order” or "accord-
ing to the turn order”. This means that all or some of the players will perform a specific action starting with the one holding the Turn Order
card with the lowest number and ending with the player holding the Turn Crder card with the highest number. In case an action must be per-
formed by all the players and the order is not specified, it will be performed in turn order.

*The term "remove” means “return to the owner's stash” and it is used as such throughout the game. The phrase "removed from the game”
means that a specific component may not and will not be used again until the end of the current game and it should be set aside.

*The tarm “planet” is used most of the time to refer to a planet [blue) or an astercid (red or green). Anything concerning solely planets or solely
asteroid will be underlined.

*The population cubes are also often referred to as population tokens.

*The components of the game are limited to the amount found in the box. The resources, the damage tokens and the movement tokens are
an exception to this rule and are considered to be unlimited. If the tokens provided with the game are not enough, the players may improvise.

*Together with the rules of the game, please read the examples foo, they are meant to help you understand the concepts of the game.

+1f this is the first time you are playing Exodus: Proxima Centauri, it is highly recommended to let the most experienced player - the ‘rules
lawyer' of the group - go through the rules before the rest of the group and to explain them.

*When you find a concept or rule that seems unclear, please read the examples and the FAQ and if and if the question is not addressed, please
visit www.nskn_net and ask your question there.

*Experienced players are encouraged to adapt the rules to make their gaming experience more enjoyable. Feel free to make changes. Arrange
the hexes to create scenarios (map setup) or modify the costs of technologies and upgrades to best suit your needs. Please share your scenarios
and modifications with the whole community.
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[GAME COMPONENTS]
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[INTRODUCTION TO THE EXODUS UNIVERSE AND GAME CONCE”PTS]

The universe of EXODUS: PROXIMA CENTAURI is represented
by the hex map. Each hex [(except the High Council hex) has a
planet/asteroid in the middle. There are three types of planets, blue, red
and green, each of them harboring resources: CP (blug), Axinium{red)
and Phasium [green). All the Home Planets are blue. Most planets alse
provide VPs for the player(s) that has/have population there at the end of
the game.

Mumber and of resources .
infially on the planet / osteraid

- Mumbsar of Victory Points

Clone Foctory, produces bwo
Pnpulnlil::n each lurn (Home
Phanats only)

Your empire is represented by populafion and by spaceships. The
population ‘lives’ on planets/astercids and is transported between plan-
ets on ships. The population is created by cloning and you will receive
extra population cubes every turn, on your home planet. Having popula-
tion on planets allows you to harvest resources from that planet
{regardless of other players having population on the same planet).
Having majority of population on a planet also allows you to score the

victory points on that planet, at the end of the game.

There are three types of resources in the game. Crystallized Platinum(CP)
is blue and acts as currency in the game. It comes in two denominations,
the blue CP gylinder has a value of 5 and the CP token has a value of 1.
Most actions in the game require it — paying tax, building, researching
and upgrading. Axinium is red, every cylinder has o value of 1 and it is
used for building ships. Phasium is green, every cylinder has a value of 1
and it is used for purchasing upgrades.

1=5 .

Crystalized Platinum [(C.P.) Aximium

The ships are used for fighting other players ships or Centaurian Resist-
ance ships, to assert domination over a region of space (hex) and to
transport population. There are 4 types of ships, each player has two
ships of each type. Every type of ship has a blueprint which allows it to be
customized by its owner. The blueprint also shows the cost of building one
ship of that kind and the number of VPs awaorded to the enemy player
who destroys this ship.

of
The sEiI:' o

- Tha cost 1o build one

Wor Crisisar

l‘hnn!tmr ol Wichary
Paints for the opponent
who destroys the ship

The amount of
Population the ship
may bronsport

War Crulser

Players may research Technologies. Although they do nat bring victory
points direetly, technologies are pawerful instruments for developing your
empire. Each player has a technology tree on his play-mat. They are all
available throughout the game. These technologies are divided cccord-
ing to their purpose info three groups, Civilian, Transpert and Military.
They are alse divided by their origin inte (grey), ¥(brown), £{purple)
and 3 (white) according to their Cenfaurian origin. Researching a tech-
nology of one origin provides a subsequent discount for all the other
technologies of the same erigin.

Technology Technalogies according Technal jes accarding
reseqrch coat fo their origin hc:ﬁalt typo
[mCP)]  Hibrewn) L{purple) Milsary  Civilion  Tronsport

Each type of ship has its own blueprint. On this blueprint there are empty
spaces for Upgrades. These ship parts thot can be added to the blue-
prinfs are:
*Drives that allow ships to move a cerfain number of hexes away
=5Shields that increase the amount of damage a ship can withstand
before being destroyed
*Cannons used to attack other ships
The requirement for the ship parts is to physically fit inside the blueprint,
There are alse Upgrades that are placed on planets instead of ships. They
are colled Rockets and they can be fired at other planets to destroy re-
sources, population or the planets altogether.

e

Sx

Cannon - number of dice Dirive - disfonce in hexes o Shiald - the amount of
to roll whan shoating [in thip moy move(in this case  damoge it helds (in this cose
this cose 3 dice) 2 hexas) 3 damage)

Players get to move their ships in a separate stage of each turn. The
movement is simultaneocus, simulating a real-time war sitvation. The
movement tokens are used to point the direction(s) of movement for every
ship. It only matters where a ships ends its movement, two enemy ships
cannot meet half-way (the space is big enough for them not to notice
each other at high speed).

The edges of every hex are numbered from 1 o 6. To move a ship, its
owner will place movement tokens on if. Once the tokens are revealed,
that ship will follow the direction indicated by the numbers on the move-

ment tokens.
o= Destinotion hax

_~Diraction
indicator

= Movamant
= tokan

———— Ship

Criginating hex

The gome is “powered” by Actions. Each player has an identical set of six
action cards. The selection of Actions is done simultanecusly and each
player is able to play the same kind of action several fimes every turn.
There are & possible Actions:

*Research - learn a new technology and benefit from its advantages im-
mediately

*Build Ships - puts new ships into the game. Each player has only cne
ship factory on his Home Planet, so all the new ships will enter the game
in that hex

*Buy Upgrades - purchase and place ship parts on ships or rockets on
planets, provided that the appropriate tech was researched

*Banking - roll a die to receive exira income

*Trade - exchange resources using the Common Market

*Mining - roll a die to replenish resources on your planets

The game features Political decisions that will affect all the players equally
throughout the game. Every turn, players will vote for one out of three
possible political decisions and they will choose a bonus Action to speed
up the game. The political decisions are reached through bidding. All
auctions in the game are all-pay auctions. The types of political decisions
are:

* Laws — they stay permanently on
the table or until they are can-
celled by a different political
card,

*Resolutions — they stay on the
table for exactly one turn, during
which their effect is in place. Immeadiate affect -
=Executive decisions — their ef- opply first
fects are resclved immediately, 1ypq of decision flaw/
then they are removed from the resolution/ executive
game. decision)
Besides the main effect, some po-

litical cards may have a second-

ary effect, which should be ap-

plied immediately ofter selecting

the decision.

EMNVIROMMENT

LA

Main effect
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There are ships on the map that do net belong fo any player. They are
called the Centaurian Resistance and they will fight anyone whe stations
ships there. Te see the strength of the enemy ship, a player will draw a
card from the Centaurian Resistance deck that shares a symbel and coler
with that ship. That card will determine the fire power and the shielding
of the Centaurian ship and ¥Ps that will be gained by the player that de-
feals the Centaurian Resistance ship.

[GAME SETUR]

= According to the number of players, choose a layout for the map [see
next page). Place the High Council hex in the middle of the gaming fable.
Randomly choose any red, green and blue planets according to the setup
and shuffle them together. Place them (all face up) randomly to form the
figure indicated in the layout. All the hexes should be oriented the same
way. Finally, place the Home Planet hexes and the Centaurian Resistance
ships on the map according to the layout.

*Place rescurces on the hexes of the map (1). The number and type of
resources in each hex is indicated on the planat in that hex. Place the re-
maining resources (2),domage tokens (2A] and all the Upgrades
{Cannons, Shields, Drives, Rockets) (3) on the gaming table.

*Place the High Council board on the table face up (4). Shuffle the Polifi-
cal cards and place them face down next to the High Council board (5).
Separate the Centaurian Resistance cards according to the number on
their back (I, Il or 1}, shuffle each deck and place them face down next to
the High Council board (&). Place the Bonus Action cards on the fable
face up (7).

* Distribute the Turn Order cards for the first turn (8). Do this either by
giving the lowest numbers to the most experienced players
{recommended) or af random. Holding the Chancellor and Vice-chancel-
lor titles at the beginning of the game gives no advantage.

The aim of the game is to accumulate Victory Points (VPs] and thus
assert your supremacy over the other factions. You can collect Victory
Points by winning battles against the other players or against the Centau-
rian Resistonce, by populating planets, by expanding your fleet of ships
and by helding political titles.

*CENTAURIAN SESISTANCE

o L
g v

AHIEH ESUNEIL - VEaTIiNES

*Each player chooses a color, identifies and takes all the components as-
sociated with that celor: 8 plastic ships, 4 ship blueprints, 28 meovement
tokens, 25 population cubes, & action cards, 5 dice, 3 voling tokens and
1 play-mat.

*Place 3 Population cubes on your Home Planet (9) and 1 Dark Raider
and 1 Battle Carrier (10) on the hex containing your Home Planet. Please
note that, although they are on the same hex, the Population is on the
planet, while the ships fly in the spoce surrounding the planet.

*Each player tokes 5 CP from the bank (11), 4 Nuclear Drives, 2 Phase
Cannons and |1 Electromagnetic Shield and places them on the blueprints
of their ships (12}, TIP: First time players, place one Drive on sach ship,
one Cannon and the Shield on the Battle Carrier and the remaining
Cannon on the Dark Roider.

*Place the Turn Counter token on the High Council board turn track (13)
on the place marked turn 1 and remember fo meve it forward ene space
each turn.

At this peint, you are ready fo play!




Map Layout - Standard setup

2 Players

1% High Cosncil hax
2x Home Planet hex
Sa Blue Planels hex

%, 3x Red Planets hax
% 2% Green Planets hex

* 2% Resistonca Ship |

2x Resistance Ship 1l

4 2% Resistance Ship N

3 Players

1% High Council hex
3x Home Planet hex
7= Blue Flanets hex
Sx Red Planets hex
3x Green Planets hox

Jx Resistance Ship |
3x Resistance Ship Il

4 Players

1x High Council hex
dx Home Planat hex
9x Blue Planats hex
Tu Rod Planets hex

. ik Green Plansls hex

/ #x Resrstonce Ship |

dx Resistance Ship 1|
b Resistonce Shap 11

& Players

1x High Council hex
b Home Planet hex
" Tdx Blue Planats hex
/" 10x Red Plonets hex
" éx Green Planels hex

& Resisionce Ship |
b Resistonce Ship Il
& Resistance Ship Il

[PLAYING THE GAME]

The game stretches aver 7 turns. Every turn, players go through the same
sequence of steps os defailed below. Every turn consists of 5 stages:
*Upkeep stage - players receive their income, their population increases
and they may repair their space ships.

*Council stage — players make a political decision, they decide on the
bonus action for that turn and the turn order is changed.

I. Upkeep Stage

*Reset market - Remove all tokens placed on the market. During the first
turn, skip this step, there is nething to remove.

*|ncrease Population — Each player places 2 Population cubes from his
personal supply on his home planst. If the player has researched the
Expert Cloning technology, he will place 1 additional Population cube
from his supply on his home planet.

*Update income and pay tax (in turn order]

=Get CP income - Take one 5-CP token from each blue planet where
you have Population and place it in your personal supply. If you have
researched Advanced CP Mining, you may take one additional 5-CP
token from each blue planet where you have Population.

= Get Axinium income and pay fox — Take 1 Axinium token from each
red planet where you have Population and place it in your personal
supply. If you hove researched Advanced Axinium Mining, you may
toke 1 additional Axinium from each red planet where you have Popu-
lation. Pay back to the bank 1 CP for each Axinium token you received
this furn.

= Gef Phasium income and pay tax — Take 1 Phasium token from each
green planet where you have Population and ploce it in your personal
supply. If you have researched Advanced Phasium Mining, you may
take 1 additional Phasium from each of your green planets. Pay back
to the bank 1 CP for each Phasium token you received this turn.

*|f you cannet pay the tax, you may not fake Axinium and Phasium
from the planets.

0’
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=Actions stage — players fake actions — researching new technologies,
building ships, buying upgrades for them, mining or frading resources,
*Fire Weapons of Mass Destruction stage — players may fire Weapons of
Mass Destruction.

=*Conguest (Movement) stage (x2) - players may move ships and battle.
This stage is executed twice each turn,

*Repair ships — Players who researched Basic Repairs remove |1 domage
token from each of their ships. Please note that ships do not get repaired
autematically.

B. He tokes a 5-CP token from each blue
planet and places all 3 tokens in his par-
sonal supply (see blue orrows).

C. John fokes one Axinium token from each of
his two red plonets and ploces them in his
swupply {see white arrows). For 2 Axinium, he
must pay 2 CP tax o the bank.

D. John tokes 2 Phosium tokens from his green
planet [see red arrows) and places them in his supply.
For 2 Phasium he must pay 2 CP tax to the bank,

A, John has Fopulation on 3 biue
planats (including his Home
Planetj, 2 red planets ond 1
green plonet. He hos researched
Advanced Phasium Extraction,

GAME SETUSI PLEAYING THE GAME | UPKEES STYAGE!




Il. Council Stage

Cince per cycle, the leaders of the & foctions face sach other under the supervi-
sion of the Eider. With hate in their eyes they sit af the giant Council table,
stone cold and eager te resume the fight. Mo ene dares fo defy the Elder and
fail to show up, Mot out of respect, but out of fear. The humans are leaming
Cenfourian fechnolegies, they are building Centourian ships and they mine
precious Cenfaurian resources. Their fear of lesing the Elder’s faver and the
occess to wealth and power beyond their imagination makes them sef the
weagpons aside and engage in a struggle of politics, negotiation and betrayal.
Whichever decizsion they make, everyone respects them fo the lost lefter, leav-
ing unspoken the consequences of doing otherwise.

*Remove from the game any political cards marked Resolution.
*Political decision

*Reveal the top 3 Political cards (3,4,5,6 players) or 2 Political cards (2
players) and place them on the common play-mat in their designated
spaces.

*Allow open discussion between players to negotiate an the Political
decision they want.

*Bid on the Political cards (see The Bidding Process section on this
page) and select the winner. All the ties are broken by the Chancellor.

*Once the political card is selected, put its effect into play, starting with
the immediate effect.

*Remove the unselected Political card(s) from the game.

The Bidding Process

*The bidding currency is CP. Player have at their disposal all the CP
tokens they accumulated up to that point. All the players are allowed to
exchange 5-CP tokens info five 1-CP tokens and the other way around at
any time during the game, including before any bids and in between
bids. TIP: During the first few turns it is recommended that playars spend
less than 5 CP during the whole Council Stage.

*Make sure that the 3 pelitical cards are placed on the spaces marked A,
B and C and that everyone is aware of the effects of each card.

= All bids are closed all-pay aucfions, Each player will place in ene closed
{fist-making) hand the amount he wants o bid together with one vote
token marked A, B or C. Once everyone has decided, bids cannot be
changed anymore and all players must reveal their hands simultane-
ausly.

= Attention! If o player has enclosed in his hand more than or less than ex-
actly one vote token (A, B or C), all the CP he was bidding is returned im-
mediately to the bank and his tokens to the personal supply. His vote is
invalid and will not be considered. He will return to the bank 1 additional
CP, if he has.

*Place the content of all the bids [vote tokens and CP} on the correspond-
ing cards. Count the total number on each card, assuming 1 vote token
is equal to 1 CP.

= Select the winner. If two or more cards are fied for the highest amount,
the Chancellor breaks the tie.

Il. Action Stage
*Play 1% Action card

*Each player looks at his hand of Action cards and chooses one card
to play. That Action card is then played face down in front of him on
the table. The action that will be resolved is the one written on the top
half of the card. TIP: During the first turn, avoid selecting Mining as
your main action or reaction.

= After all the players have their Action cards face down in front of
them, all the Actien cards are revealed (they cannot be replaced any-
moare).
*|n turn order, sach player performs the main action (top half of the
card) written on his card. TIP: Even though for most Actions it is not
necessary fo resolve them in o fixed order, the players should pay at-
tention fo the Actions of the ather players.

*Reaction to 1% Action (1* Reaction)
=In turn order, each player may acfivate and execute (react] the sec-
ondary action (lower half) of one of the Action cards face up on the
table. To activate this Action, a player must remove 1 or 2 Population
token from his Home Planet and place them on the specific card with
the action they want to perform.

COUNCILSTAGESIDDING|PROCESSIACTIONISTAGE

*Bonus Action decision — The Vice-Chancellor selects 2 Bonus Adlion
cards (3 in a two-player game) from the & available and gives them to the
Chanceller. The Chancellor will choose one of them OR none of them. If
nene is chosen, no Bonus achion will be played during the current turn.
Place the selected Bonus Action card face up on the gaming table and set
the rest of the Bonus Action cards aside. They will not be used for the rest
of the turn.

*Elections for Chancellor and the order of play

=Bid for the order of play. All ties are broken by the Chanceller. For the
whole election process, the Chanceller is not allowed to breck any fies
in his favor.

*Redistribute the Turn Order cards accordingly. Attention! The ties are
broken by the “old” Chancellar! Only after all the ties are broken, do
the new turn order take sffect.

*The new Chanceller and Vice-Chancellor are officially appointed.

EXAMPLE - ELECTIONS

Example: In a &-player game (P1, P2, P3, P4, P5, P&), P1 is the Chancellor. Ployers bid the
following amounts P1 =2 P2 =3, P3 -3, P4 -2, P5 - 2, P& - 1. The Chancallor (P1] will
breck the tie batwean P2 and P3 owording the 1* player [ond therefore new Chancallor]
ta whomever he wants batwaen the two. Lot's assuma P2, Then P2 will ba tha 1% player
and F3 tha 2™ player. The Chancaller will then break the tie betwean P1 [(himsalf), P4 and
P5. He connot rule in his fover, so he will decide P5 tokes 3" player and P4 tokes 4™ player
and himsalf, F1, will be the 5" player. Tha lowest bidder, P&, will be the &™ player.

EXAMPLE - VOTING FOR POLITICAL DECISION

y A, Player bids:

*P1: & + 3 CP
*F2: 8B + 4 CP
*F3: A
*Pd4[Chancellor): T
*P5: A+B+1CP
=P&: C+1CP.

GH COUNCIL - YVOTING =——a220LITI
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B. Remove invalid bids - the bid of P5
dooas not count, his 1CP is refurned fo the

bank and he poys immediataly an extra
panalty of 1 CP

D. Computa the total voles:
*Cord A- 5 volot
=Card B: 5 voles
*Card C: 3 voles

It is tiad batwaan cords & and B,

E, The Chancellor breaks the fie batween
cards A and B. Ho chooses A, which then
becomas the political decision for that
fuerm.

C. The valid bids ore placed on the cards:

*Card A: 2x A + 3 CP
*Caord B: 1xB + 4 CP
*CordC: 2xC + 1 CP

Activating your own card requires 1 Population token, activating any
other card requires 2 Population tokens. A player who does not wish to
ocfivate any secondary action from any Action card will simply pass.

=This step is not mandatory! A player may choose not to activate any
secondary actions. To activate a secondary action, the player must use
population tokens from his Home Flanet. If there aren’t encugh Popu-
lation tekens available on his Home Planet, he cannet aclivate a reac-
fion.

*Return the used Population tokens to their owner's stashes (NOT back
on the planets).

=Any player who has researched the Basic Politics technology will take
his Action card back in his hand.
*Play 2nd Action card

*Each player looks ot the remaining Action cards in his hand and
chooses one card 1o play. That Action card is then placed face down in
frent of him on the table.




«After all the players have their Adtion cards face down in front of
them, all the Action cards are revealed (they cannot be replaced any-
more) and placed on top of the 19 Action card.

*In turn order, sach player performs the main adlion written on his
card.,

*Reaction to 2™ Action (2™ Reaction)
*In turn order, each player may react to one of the Action cards face

up on the table (only second Actions). The same rules from the 1% Re-
action apply.

*[Play 3" Action card]

*Only the players who have researched the Master Politics technology
may parficipate.

*Those players will repeat the steps fram Play 2™ Action card.

*There is no reacfion ta the 3 Action!

*Play Bonus Action

*In turn order, all the players perform the action written on the Bonus
Action card chosen during the Council Stage.

*If the bonus Action is MOVE, then the current turn will contain one aod-
ditional Congquest Stage.

*There is no reaction to the Bonus Action!

EXAMPLE - PLAYING THE ACTION STAGE

A, Players select their first Action cord

*Groen: Research/ Trade
*Yellow: Trade /Build Ships
*Red: Banking [ Research

B. Playars execute their first Action

*Graen;: Reseorch
*Yallow: Trade
*Rad: Banking

C. In turn order, players choose and execute their first Reaction
[Blua arrows)

*Graen: Research (Red card) with o cost of 2 Population
*Yallow: Build Ships [Yellow card) with a cost of 1 Population
*Red: no Reaction

D. D Green has researched Basic Politics, so he can rewse his first
Action card.

E. Flayers saloct their second Action card;

*Graon: Research / Trade [ogain)
=Yallow: Mining / Buy Upgrades
*Red: Build Ships / Mining

Actions

*Research

=With a Research Action you may learn exactly one Technology (for a
detailed list of technologies, see the Technelogies section on pages 10
and 11).

*Place a Population cube from your stash (not your Home Planet) on a
technology of your choice and pay its associated cost in CP to the
bank.

=Each technology receives a ‘discount’ of 1 CP for every other technol-
ogy of the same color a player has already researched and for every
other technology of the same type (Military, Civilian, Transport] a
player has already researched. These discounts are cumulative! Addi-
tional discounts or restrictions from Political cards may also apply.
*Technologies cannot be un-researched. The advantages of any tech-
nology are applied immediately.

=Banking
*Roll a die and collect CP from the bank equal to the amount that was
rolled.

=Build Ships
=An action to build ships allows a player to pay the costs and place any
number of ships in the hex where his Home Planet is. The cost for each
ship is written on the blueprint.

*Those ships can be activated in the very next Conguest Stage (same

turn). Bonuses , discounts or restrictions from Palitical cards also apply!

F. Ployars execute their second Action

*Grean: Ressarch
*Yallow: Mining
*Rad: Build Ships

G, In turn order, ployers choose and axecule their sacond Reac-
fion [erange armows)

=Groan: Trade (Grean card) with a cost of 1 Population
=Yallow: Mining (Red cord] with o cost of 2 Population
*Rod: no Reoction

H. Yallow hos ressarched Master Politics, o he can play his
third Action

=Yallow: Research

L. Tha chosan bonus action is Research, so everybody performs
Research in turn order (Green, Yellow ond Red)

EXAMPLE - RESEARCH

TIP: The cost of
ressarching a
fechnelogy con
be decreased fo
zerol

B. Discounts from Brown (same origin:

=-1 fram Basic Resaarch
=-1 from Fusion Drive

A. The Green player plans to research
Scolid-State Laser Cannon, a Military
Brown technology. Let's alto ossume
that Military Tech Law is in play [on the

tabla). D. Dizcounts from Political cards:

C. Discounts from Military [some type): ==] from Military Tech Law

=.] from Electramognetic Shiald
+.] from Biochemical Rockets
+-1 from Basic Ressarch

=1 from Multipolar Grid Shiald
.1 from Hyparsonic Rockets

E. Tha finol cost = 3 CP [ 11 CP original
cost - 8 CP discounts). Grean will pay this
cost ond ploce o population cuba on
Solid-5State Laser Cannon fech,




*Buy Upgrades

=LUsing Buy Upgrades allows a player to purchase any number of up-
grades from the commeon supply. The ship parts (Cannens, Shields,
Drives) modify the blueprints of the ships. As soon as a new upgrade is
placed on a ship, all ships of that type behave according fo the new
blueprint.

= A necessary precondition te buying an upgrade is to have researched
the technology allowing you to have that specific upgrade (for exam-
ple, you may buy an Antigravity Drive only ofter you hove researched
the Antigravity Drive technology). Phase Cannons do not have any pre-
requisife.

=Every upgrade hos a cost. A player must pay the costs of all the up-
grades he is buying.

A, Groen player's ships bafore he chose the
Buy Upgrodaes action. His technologies include:

* Eleciromognetic Shield

=Multipolar Grid Shiald

*Plasma Cannon

*Solid-State Laser (S51) Cannon

*Fugion Drive

=Antigravily Drive

*Biochomical Rockets
We consider only two ship blueprints for the
purpose of this axample. Let us assume that the
othar ship blueprinis are already full with
highar value ship parts

B. Green player performs Buy Upgrades
action. He purchases:

= 1x Multipolar Grid Shiald

C. Grean player places his shi ris:
= 2x Sclid-State Laser Cannen sisaln s

EXAMPLE - BUY UPGRADES

*All upgrades must be placed immediately on the blueprints or on a
planets, any unused upgrades are returned fo the bank.

*Players may rearrange upgrades from one ship blueprint fo another
at any time except during the Congquest Stoge.

*Bonuses , discounts or restrictions from Political cards alse apply.
*There can only be 1 drive per ship!

*Mining
*Roll o die and place that many resources en planets where you have
population, up to the maximum that is written en each planet, The re-

sources can be distributed in any way among the planets, respedting
the maximum written on each planet.

D. Grean player ploces the Biochemical Rocket on
one of his planats.

E. The blueprintz of Green's ships have now
changed o the state depicted in the picture

= : : . *Raturn one Fusion Drive and one Plasma Cannon o the bank (1) abova,
,:: :i':rir:r:?:u:};::hu *Hea moves the Electromognetic Shield on the Dark Raider (2)
: 7 =*Tha Multipalar Grid Shield on the Fighter |3}
The tetal prica he pays is 8 +3 ‘ *Ha moves the Phase Cannon on the Fighter [4)
*nae 551 Cannon on the Fighter (5] and one 55L Cannon on the Dark Raider (&)
«The Anfigravity Drive on the Fightar (7]
*Trade EXAMPLE — TRADE

*A Trade Action allows a player to exchange resources, either selling
Axinium/Phasium for CP or buying Axinium/Phasium with CP.

*To perform a frade, place one generic token from your supply (not
from your planets] on the leftmost free space on the market. Then roll
a die, see the result. You may perform that many exchanges. One ex-
change allows selling OME Axinium/Phasium for CP OR buying ONE
Axinium/Phasium for CP.

=If you have researched Advanced Trading, you may buy, sell, or both
buy and sell. Perform the desired exchange(s) with the bank. Use the

exchange rotes written in red for buying and selling.

*If you have not researched Advanced Trading, you may either buy or
sell, but not both. Perform the desired exchange(s) with the bonk. Use
the exchange rates written in black.

=Both the buying and selling areas of one type are blocked for all the
players (including the original player] after a player has used them. If
there are no available areas, no trade may be performed.

The Technologies
Civilian

Advanced Trading - You may use the better ex-
change rates marked in red when you perform
the Trade action.

Advanced Phasium Exraction - During the
Upkeep stoge, you may take one extra Phasium

Advanced Axinium Extraction - During the
Upkeep stage, you may take one exira Axinium

Advanced C.P. Extraction — During the Upkeep
stoge, you may take one exira CP token from
the planets where you have Population.

e Pl Advanced Banking - Roll one additional die
i xa . -I-_ when you execute a Banking action or readtion.

SUVUPGRADES TIRADE! MINING!

A. The Blus ond Purple players have both chesen
to parform Trade. Befora them, thers wos one
other Trade action performed that turn,

B. The Blve ployer hos researched Advanced
Trading, the Purple player has not. The Blus
ployar geots fo Trode first due to the current turn
order- let's ossume Blue is second and Purple is
third in a 4-player gama.

C. Blue places o token on the second space of
the market and rolls 4 on o die. He may parform
4 exchanges. He will use the rotes writhen in red,
Blue has a total of 2 H and 1 [ before trading

D. At the end of his Trade action,
Blue has & Hand 18

E. Purple ploces o token on the third
space of the market and rolls 3 en a
die. He may perform 3 imhungu
Ha will vsa tha rates written in black,
Purple has o lotal of 3 ﬁ and 2
before trading

cguc 1: ul11.fqr4$

sounc 3: soll 11 for ‘E
*not used

F. At tha and of hiz Trade action,
Purple hos 1155

G. The naxt Trade action would only
allow the use of the last space on the
markel. Any further Trode action
would hove no effect.

TIP: A Trode action bocked by the
Advanced Troding fechnology

token from the planets where you have Population.

token from the planets where you haove Population.

vaxe 1: sall 1 @ for 5@ can be a source of income.

sane 72 buy | @ ior 3
coxe 3: sall 1 [ for 5
-M:J;MI.MSE

Basic Politics — During the Action stage, before
taking the second Action, you may fake your first
Action card back to your hand.

Advanced Politics - You do not have to pay
income fax.

Expert Politics — Your Reactions cost one popu-
lation less.

Master Politics — You may play the third Action.

Expert Cloning - During the Upkeep Stage,
your population increases with 1 additional
populatien cube.

THECHNOLOGIES




Military

Hypersonic Rockets — You may buy and place
Hypersonic Rockets on planets, The Hypersonic
Rockets are used against resources on other
planets.

The Hypersonic Rockets are missiles copable of passing through any plonet’s atmosphens, On
impaci, they releasze a large amount of high frequency super 2onic waves which are obliterat-

ing CP, Axinium or Phosium crystals. The amount of damage they inflict depends on the dis-
fance between the poind of impact and the crystal mines.

Biochemical Rockets — You may buy and place
Biochemical Rockets on planets. They are used
oagainst population on other planets.

The Biochemical Rockets contain o combination of chemicals and bocfeno previously un-
known fo humans. It is rumored that Phosivm residee s uvsed lo mulole otherwise harmless
bacteria which, once released in o planet's atmosphere, kill the populohion within seconds,
before dying thamselves.

P Graviten Rockets - You may buy and ploce Grav-
iton Rockets on planets. They are used against
entire planets. They completely destroy the target
planet along with its population and resources.
Considered for a long time nothing more thar a hypethefical scientific concepd, Grawiton
Rockets were fesled by Centaurians on asferoids and proved fo be very effeciive, Humans sus-
pect that Phasivm in o very excifed stated cowld emil o quantily of gravitans encugh fo obiit-
arate o whole planet. Alhough humans never undersiood the lechnological details behind the
Graviton Rockets, they are happy undergo further festing.

Electromagnetic Shield - You may buy and
place Electromagnetic Shields on your ships. An
Electromagnetic Shield can withstand a total of
one damage.

Electromagnetic shields ore the oldest shields ogainst porticle weapans developed by the Cen-
fawrians, immediately after they made Phose Cannons. Small porticle occelerotors are used fo
form a densze field around the ship, providing bosic protection agoinst small yield particle
beams.

A Pl Multipolar Grid Shield - You may buy and place

Multipolar Grid Shields on your ships. A Multipolar
Gnid Shield can withstand a total of 2 domage.

An upgrade for the Phase Shield, the Mullipolar Grid Shield incorporotes Phosivm crystals in

the accelerafors generating dense parficle shields, making themn more reliable and signifi-

cardly reducing the dimensions of the shield generator. This shielding sysfem iz still heawvily

wsed by Centaurians on oll their lightweight ships.

A P Quark-Gluon Plasma Shield - You may buy
fo'oh Tl and place Quark-Gluon Plasma Shields on your
ships. A Quark-Gluon Plasma Shield can with-
stand a total of 3 damage.
The quark-gluen plazma & generated by a large accelerafor colliding Phosium ions, Further
electrically charged, the plosma covers the ship offering it o very efficient profective shield
ogainst particle weapons, The QGP is the most odvanced Cenfourian shielding fechnology for
space ships,

Plasma Cannon — You may buy and place
Plasma Cannons en your ships. In combat, a

Plasma Cannen allews the rolling of three dice.
The Plasma Cannons are large experimental weapons that Canfaurions have never achually
used. Plasma Cannons use lerge parficle occelerators fo speed up fons of Phasium ond they
use lenszes fo focus the plasma flux. The lechnology behind these weopons was never fully un-
derstoad by humans, though the were hoppy fo vse #, thanks fo the reduced cosl, Due fo thesr
size, Plosma Connons can only be mounted on lorge ships.

Solid-5State Laser (S5L) Cannon - You may buy
and place SSL Cannons on your ships. In
combat, an SSL Cannon allows the rolling of
two dice.

The 55 Connons uvse o Solid Phasium gain medivm of remendous efficiency. Even though
solid-stale losers were know to humanity since lote 20th century, without the Phasium crystals,
they were never affective. The Centaurian 55L Cannans are compact and possible fo equip
aven on reconnoissance ships, making if o fovorite weapon among both humans and rebel
Cenfoursans.

e == Antimatter Cannon - You may buy and ploce

DI L ir e Antimatier Cannons on your ships. In combat, an

Antimatter Cannon allows the rolling of five dice.

The Centourians hove recently masfered the antimatier confinement and daveloped their latest

stoge of weapons, the Antimatter Cannons. The only known thing about them is that they use

anii-Phasium suspended in mognedic felds in Axinivm contaimners. Anfimatier cannons are the

mast devaslohing weapons known, but should they be fired in non vacwum environments, they

will couse the destruction of the ship corrying them. Becouse the Antimatier Connons are fairly
new, they are still quite massive,

Transport

Advanced Maneuver - Your attempts to deplay
population from ships on astercids (red / green
hexes) iz always successful. You don't need to
roll any dice.

Cenfourans were not fomous for being shiled novigators, but whot did humans really know
abauf them# Pilofing Cendaurion ships was an arf that humans were anly baginning fo under-
stard.

Basic Repairs — During the Upkeep Stage of
every turn, remove one damage foken from

each one of your ships.
Building ships proved fo be easy, mairdaining them was a completely different story, The Cen-
taurians were using robets pre-programmed fo reac! fo any damage o ship may suffer,

Civilian Ships - During the Conquest Stage, you
may freely move your population cubes omong
the planets where they are already present.

Having civilians aboard mililary ships s always a burden. The Cenfourions developed a class
of ships dedicated fo civilian transport, Much smaller and maneuverable than militery ships,
the Civilion Ships hod no weapons and no shielding, being completely unprefected ogainst af-
tacks. However, they were very rarely spotied by anemy ships, due to their size and speed.

Advanced Mining — Roll one odditional die
when executing a Mining adlion or reaction.

In their lotest cycles, the Cenfavnans developed lorge eleciramagnets capable of banging the
crystolline siructured minerals closer fo surfoce. Ploced on spoce ships, thase magnels are very
affective in finding new resources fo exploif.

Radar — Cancels the effects of Cloaking, making
all ships visible for you. Alse, when making the
Distance Check for firing WMDs, add 1 te the roll
of your die,

After the N developed the Clooking fechnology, the Cenfaurion High Council appointed the
X o creale an opposite lechnology fo cancel this sirafegic advanioge. Hurmans assume thal it
was the only ime in the history of the Cenfourians when they did nof stand umited,

Cloaking — Your ships are invisible to dll the
other players who haove net researched the
Radar technology. The ships protected by
Cloaking cannot be attacked by anyone without
the Radar tech. Players under cloaking can
choose to either engoge in combat or to remain

cloaked.
Cloaking was developed in the ancient times by the i and pul fo use by the Cenfourians when
fighting ogainst other roces. Some humans assume that cloaked Centounans observed the
humans throughout their enfire exile from Eorth. Some even claim thot cloaked Cenfourions
spurred the nuclear war thal ended life on Earth. But these are all speculations... or are they?

Fusion Drive — You may buy and place Fusion
drives on your ships. A Fusion drive allows your
ships to move up to two hexes away.

Since their 20th century, humans had many foiled oftempis fo build Fusion Drives. The Cen-
fawrian fechnclogy uses the principle of mognetized large! fusion, confining superheoted
plasma with very sirong magnetic Felds. The exhoust generafed thrust pushes the spocecraft
to almos! relativistic speeds, These drives are relatively small in size and very relicble, making
the ships powered by them highly maneuverable. The Cendourion Fusion Drive provides
speeds ug fo 120 million mph.

- ™ Anfigravity Drive — You may buy and place An-
& D A tigravity drives on your ships. An  Antigravity
drive allows your ships to move up to three

hexes away.
The Antigravily Drive was the first engine used by Centourian ships fo lrovel fo distont sfart sys-
tems. Humans do not fully understand this technology, they assume the principle behind i 15 o
parficular salufion to Einslein’s groviational field equation. These drives are relatively large
and force ships to fravel in o straight line of very high speed, making them widnerable fo hiting
large objects. The Cenfourian Antigravity Drive provides speeds up fo 610 million mph, mare

than 20% of the spead of light.

General Purpose

Basic Research — Provides a discount for all
Military, Civilian and Transport technologies.

TECHNOLOGIES MILITIARN: TRANSSPO RO THER




IV. Fire Weapons of Mass Destruction Stage

All Rockets are classified as Weapons of Maoss Destruction (WMD), The
Weapons of Mass Destruction may be ploced by players on
planets/asteroids where they have a majority in population tokens. A
WMD on a planet may be fired only by the player who has a majority on
that planet. WMD are used sclely ogainst planets and astercids, with the
exception of Home Planets who possess a unique defense system
against all WMDs.

A WMD may fire up to a maximum distance of 5 hexes away. A WMD
fires by rolling the amount of dice written on it. A roll of a 5 or a & repre-
sents a hit.

To fire the Weapons of Mass Destruction, do the following:

«Assigning targets — In turn order, players may assign one target
planet for each WMD. One or more Rockets may be assigned to the
same farget planet,

*Distance check - Roll a die. If the number rolled is sirictly greater
than the distance from the originating hex to the target hex, the WMD
hits its target. Remember that if you have the Radar technology you
should add 1 1o your die roll for the distance check.

*Damage roll - If a WMD passes the distance check, roll the necessary
amount of dice for each single rocket (5 for Hypersonic, 3 for Biochem-
ical and 2 for Graviton). 5 and & represent hits. Destroy one resource
per hit (if available) with the Hypersonic Rockets, ene Population per hit
(if available) with the Biochemical Rockets and the planst with all its
populafion, resources and Rockets (flip that hex). The ships in that hex
are not affected.

IV. Conquest Stage
During the Conquest stage, ployers get to move their ships and their

population. They will expand their empire and fight to gain victory points.

*Mount Population (OFTIOMAL) — Players may put Population from
planeis onto ships in the same hex. All those ships must have a transport
capacity (every War Cruiser can carry 1 Population and every Battle Car-
rier can carry 3 Population). The number of population tokens in a ship
may not exceed that ship’s tfransport capacity. At this point, players who
researched Civilian Ships may move Population cubes between the plan-
ets where they already have population.

*Place movement tokens on ships:

*Every ship can move up to three hexes away, according to the drive
mounted on that ship. Each token is either blank or it has a direction
number written on it. Blank means no meovement, any direction
number forces the ship to move in that direction.

*Players may place one, two or three movement fokens next to each
ship, face down. The number of tokens is ot most equal o the drive ca-
pacity equipping that type of ship. They will be executed in order, from
top to bottern. If no tokens are placed, that ship will net move.

*Move all ships - Reveal and execute the movement tokens on all ships,
from top to bottom. The order in which the ships move is not relevant.
Once the tokens assigned to a ship are executed, return them to that
player's stash.

*Uncloaking [OPTIOMNAL] - Cloaked ships decide whether to uncloak or
not. Once undoaked, there is no going back, those ships will enter
combat. All ships belonging to the same player in each hex must uncloak
or remain cloaked together. Cloaked ships detected by o Radar and thus
forced to engage in combat are visible to everyone.

*Resclve conflicts — Conflicts appear when ships belonging to two or
more players are in the some hex. All ships in the some hex will batile
until there are ships belonging to only one player left in that hex. Bafiles
are structured in combat rounds. Each combat round consists of;

=Roll @ number of dice equal fo the total number of damage symbaols
on the cannens of all your ships (e.g. an Antimatter Cannen has 5
damage symbols). All 5 & & are hits, any other number is a miss. All
ships fire of the same time! For every hit, assign 1 damage to (put o
damoge token on) a ship belenging to another player (if more than 2
players are in a hex, the domage assignment is dona in turn order).

*Remove all ships with damage exceeding their total shield power.

FIREIWMD: STYAGE CONQUESTI STIAGE

EXAMPLE - FIRE WEAPOMS OF
MASS DESTRUCTION

A. The Green ployer contrals o
Gravilon Rocket (1) and two
Bischamical Rockat (2] 1
ond the Red player
controls o Hypersonic, #
Roekat (3]

B. We assume that all
tha distanca chocks
ware  successful  and
thet all the WMDs wera
able to hit their targets

C. Grean is first and has
assigned his targel (see
arrows 1 & 2). He rolls:

=& dica for the two
Biochemical Rockets (2] (dice roll 1,3.4,5,6,6)
} and hits 3 times. He must destroy threa
population cubes, two Red and one Groen [his
owm)
=2 dice for the Graviton Rocket (1) [dice rolls 2.5)
and has one hit. The target planet will be destroyed, but not befere
Red has a chanca fo fire

Red is next and ha hos assigned his target [see armew 3). He rolls:
+5 dice for the Hypersonic Rocket (3] (dice roll 1,3,3,5,6) having
two hits, He destroys two Axinium resources

D. Flip the hex that was destroyed by the Graviton Rocket. Remove all Population, re-
sources and Rockets thot ware there. The spoce ships are not offacted.

= Attention! All WMDs are fired at the same time. Even if a planet con-
taining @ WMD is the target of a successful attack by a Graviton
Rocket, the WMD will still be allowed to be fired before the hex is
flipped.

*Remember, every WMD may be fired only once per turn.

*Fight the Centaurian Resistance — After only one player has ships left
in each hex, in those hexes where there are Ceniaurian Resistance ships,
another battle takes place:

*|dentify the type of Centaurion Resistance ship and reveal the top
card of the correspending deck. That eard will reveal the fire pawer
and strength of the Centaurian Resistance ship. The Centaurian Resist-
ance ship will be controlled by the player o the left of the attacking
player.

*Battle that ship, respecting the rules for player vs. player combat
above.

*in the case of victory, keep the battle card and remove the defeated
Centaurian Resistance ships from the game. You may discard it any
time [outside the Conguest stage) to gain a bonus or you may keep it
until the end of the game fo gain Victery Points.

*In the case of defeat, remove immediately all domage from the Re-
sistance ship and place the Centaurian Resistance card at the bottom
of its deck.

*Deploy Population (OPTIOMAL) ~ One or more of the Population
tokens on ships may be deployed on the planets in the same hexes as the
ship carrying them. The deployment may occur regardiess of the pres-
ence of Population tokens belonging fo other players.

*Population may be deployed off all ships, incduding cloaked ships.

*Population can descend without restrictions on any blue planet {that
includes all Home Planets).

*For each Population token that needs to descend on a red or green
asteroid, roll a die to check deployment success. A roll of 4-6 is o suc-
cass, that population token may be deployed. Any other roll prevents
the respective Population token to be deployed, therefore it must
remain on the ship.

*The Advanced Maneuvers fechnology allows players fo skip the die
roll and always deploy successfully.

Every turn, the players play two separate, consecutive Conquest stages. In
case the selected Bonus Action was MOVE, then a third separate Con-
quest stage is played that turn.




A, Motice the blueprints of the
thips! The Green player hos re-
searched Cloaking tach,
no one has

ressarchoed Radar.

rovaaled and executed:
*Groan [1]: <5
*Rad (2): <blank=>
*Red (3): <d4>
*Rod [4): <d4>
*Red (5): <3>
*Bloa (6): =1><b>

Cruiser.

At the baginnig of tha .
Conguest stage, before
rosvamant

The Contaurizn
Fesistonce card

which iz defeated

Cruizer

Tha blusprints of tha ships
inveved in combat

Additional rules for the Conquest Stage

*Players may choose not to use movement tokens for moving some or all
of their ships. If they do so, they must move all their ships for which they
do not wish to use tokens before any mevement tokens are revealed.
The general rules of moving ships apply.

=|f the ships belonging to 2 or more players all with Cloaking technology
and without Radar end up in the same hex, they may not uncloak and
engage in combat. As long as the ships belonging to of least one player
become visible, either due to the lack of Cloaking or due to discovery by
Radar, then all the players still cloaked have the option to uncloak.

[VICTORY]

The aim of the game is to accumulate Victory Points(VF) to assert suprem-
acy over the other factions. At the end of the game, the player with the
most Victory Points wins the game.

Use the Victory Points frack on the common board to keep track of VPs
throughout the game and to count VPs in the end. In the case of a final
tie, the turn arder is the tie breaker.

Accumulating Victory Points

*Populafion cubes of planets/asteraids (at the end of the game):
*The player with the most population tokens on a planet gets all the
victory points.
*|n the case of a tie, all the players tied for the most population share
the VPs. If 4 players have 2 population tokens each on a 1-VP planet

and the 5th ene enly one population token, the first four get 0.25 VP
each.

EXAMPLE - MOVE AMD COMBAT

B. All players assign movement tokens to their ships. Blue decides to group his two ships

and declares ha will move them together. He must assign only 1 sef of tokans

C. All movemant token: ora

E. Combat |player vs, player) round 1 ;

*Rad has a total of & dice to roll , Blue rolls 12 dice

*Rod rolle: 1,1,1,2,3,4,5,6,4, a total of 3 hits all assigned 1o tha
sama Blue War Cruiser

*Blua rolls 1,2,2,2,.3,3,4,4,5,5,5,6, o total of 4 hils. He assign 3 hits
to tha Red Fighter {destroyed) and 1 to o Dark Roider

F. Combat (ployer vs. player) round 2 :

=Red rolls 4 dice , Blue rolls 12 dico
«Red rolls: 1,556 o tofal of 3 hits. 2 hils are ossigned to the dom-
oged Blue War Cruiser and 1 hit is assigned to the other War

*Blue rolls 1,1,2,3,3,3,4,.5,5,5,6.6, a tolal of 5 hits: Ha ossigns 2
hits to the undomoged Dark Roider and 1 to the domoged Dark
Raider. Thoy aro bath destroyed,

Combat [Blue player vs. Resistonce) round 2

=Blue rolls & dice, the Resistance rolls 4 dice
“Blue rolls 1,2,2,3, 4.5 docks 1 domaoge fo the Resistance Ship

*Tha Resistance rolls 3,4,6, dealing 1 damage to the Blue War

). The Blue player iz owarded victary points for wining the ployer vs.
player combat (2 YP) and keaps the Centaurian Resistance cord.

CONQUEST TADDITIONAL RULESIVICTORY,

D, Groon chooses nol fo un=
cloak. Since no one has the

Rodor technology, ha will
remain cloaked until the end
of turn.

G, Blue engages the Centourian Resistance
ship. He ravoals tha fop card of the Yellow
(I1j Resistance Dack.

H. Combat (Blua playar vs. Resistancae)
reund 1:

*Blue rolls & dice, the Resistonca
[cantralled by the White playar) rolls 3 dica
*Blue rolls 2,3,4,4,5,5, deals 2 domage to
tha Resisianca Ship

+The Resistance rollz 1,1,2 failing to deal
any doamaga

Al the and of the
Congquest Stage

*The winner of the combat (player vs. player) is the only one awarded
points for destroying enemy ships. He will get points for all the ships de-
stroyed in that combat [except his own), regardless of who dealt the
damage. Mark those points on the Victory Points track on the commen
board.

*Population cubes can be deployed off cloaked ships without any addi-
tional constraints and without uncloaking. The general rules for deploy-
ment still apply.

= Before the last Conquest stage of the last turn of the game, all players
gain the Radar technology and there are no cloaked ships anymore.

=Space domination (at the end of the game:
*Each player gets 1 VP for each hex where he haos af least one ship.
=The player who has ships in the High Council hex gets 3 additional VPs,
= Centaurion Resistance cards:

=All the Centaurian Resistance cards come with a number of VPs. The
players that did not discard them for the immediate bonus should add
these VPs.

=Fighting (throughout the game|:
*The winner of every player vs. player fight (the player thot has ships
left in a hex at the end of a battle) is awarded VPs for every enemy ship
destroyed in that botile [regardless of who dealt the domage). The
number of VPs for each type of ship is marked on the blueprint.

*Chancellor and vice-Chancellor (ot the end of the game):
*The holder of the Chancellor fitle gets 3 YPs and the holder of the
vice-Chancellor gets 1 VP.

Congratulate

the winner!



[OPTIONAL RULES]
Different Map Layout

. 2 Players
/Minimal Setup

2 Players ;
Long Game Setup ¢

1x High Council hex
Zx Homn Flanet hex
b Blue Planets hex
4x Fad Plonets hex

P Graon Plonets hex
Ax Rasistonce Ship |
$ 2w Resisionce Ship 1|

2w Resrstance Shap (1

1% High Council hex
24 Home Plonet hex
dx Blue Planets hex
2u Red Plonets hex

% 2% Groan Plonels hex

" 2% Resistance Ship |
{2 Resistonce Ship ||
, 2x Resistance Ship Il /

3 Players

. -
o by
Long Game Sefup /
Ix High Council hax
dx Home Planet hex ; \
Px Blue Planets hex { b 0
/ 2 4

4 Players
Leng Game Setup

1x High Council hex
% dx Home Planet hex y
%11x Blue Planats hex
/ Bx Red Plonets hex W
Su Green Flonsts hex

&x Reod Planets hex

3x Green Planets hex

.-"’
0 /' #x Resistance Ship |

3x Resistance Ship 1l

" ?x Ressstance Ship |
% 3x Resistance Ship Il

/' 4x Resistonce Ship Il
% & Resistance Ship Il /~

5 Players
Leng Game Setup

1x High Council hax
5% Home Planat hox
1dx Blue Planets hex

_ 10x Red Planats hex
% & Green Planets hax

N

0 {h Resistanca Ship |
—— 54 Resistance Ship [l
fm Resistonce Ship [l
rd

i

Long Game

*For those who want to spend more time and get the full experience of
Exedus: Proxima Centauri, we recommend the Long Game Setup of the map.

=Play over 9 turns!
*Take only 2 CP os the starting resources at the beginning of the game.
*Basic Research technalogy is not available.

Combat Intensive Game

*Wea recommend the Combat Intensive Game to experienced players.
*Follow the Minimal Setup te encourage battles.

Play over 5 turns enlyl.

*Take 10 CP as starting resources at the beginning of the game.

*Each player starts with exactly 3 technologies of his choice, with a fotal re-
search cost of 20 CP or less. Basic Research may not be obtained this way.

*Each player starts with one extra Battle Carrier.

O, TIONAL RULES

3 Players
Minimal Setup

1 High Council hex
_31 Home Planet hex
/Gx Blue Planets hex

! dx Red Planets hex

3x Green Planets hex

Jx Resistance Ship |
3x Resistance Ship I

", 3¢ Rasistance Ship il

/ 4 Players
% Minimal Setup

/' 1x High Council hex

4x Home Planet hex
7x Blue Planets hax
bx Red Plansts hex
3x Grean Plonets hex

dx Resistance Ship |
4x Resistance Ship ||
dx Resistance Ship M|

/& Players
— . Long Game Setup

9,

Ix High Council hax
Hx Homa Planat hex
18x Blue Flanets hex
12x Reod Planats hex
&ix Groen Planats hex

&x Rasistance Ship |
éx Resistance Ship |l
& Resistance Ship |1l

& Players
Minimal Setup

1 High Council hex
i Hame Planet hex
10x Blue Planals hax
9% Red Planets hex
5x Grean Planets hex

&y Resistonce Ship |
4x Resistance Ship [l
b Resistance Ship Il




Short/Simplified Game

*This setup is for those in a rush, who would like to finish the game in 120 minutes and have simpler rules,

*Do not use movement tokens during the Conguest Stage. Execute the movement in reverse turn order (from number 6 fo number 1).

+5Skip paying tax . Always play 3 Actions per turn and do not play Reactions! Bonus Politics and Bonus Action still apply.

*Decide on a time limit or a number of turns. When you reach the fime limit, call the last turn.

[FREQUENTLY ASKED QUESTIONS]

G; There are no more upgrades of the kind that | want. What can | do?
A: Try to research a different technology that is shll availoble which provides o
similar upgrade.

G De | poy tax for the resources | hod before together with the new ones?
A: Mo, it is a fox per income, not per fortune. You pay tax for what you get “fresh’
that turn,

G What hoppens if | om ottocked and aoll my ships and my population are de-
stroved?

A: Every turn, the clone foctery on your home plonet produces twe population,
That can be a frash start fer you.

G There are enamy ships on the hex with my home planet. Can | still build ships?
A Yas

@ So, whot heppens then2 Do we fight immediately?

A: You do not fight immediately. During the Conguest stoge, everyone gefs fo
move their thips before botfle. If the enemy ships are too powerful, you have the
option fo run away with your ships. You get to mount population , place mevement
tokens and execute them before the actual fight takes place.

G My stash of population cubes ran out. They are all out on the plonets. What do
| do next?

A: This steck iz limited. Your clone faclory can enly preduce a limited number with-
out significant genetic degeneration. You will just hove to better monage your
population.

G In the last turn, the selected bonus Action was MOVE. How many Conguest
Stoges do we perform and when does everyone get the Radar tech?

A: You will go one by ene through three Conquest Stages. The Radar iz awarded
to evaryone before the third Conguest Stage.

Q: Can population belonging te twe or more players coexist on the zame planet?
A: Yes| They're not happy about it, but thay can.

Q: Sa, in this caze, whe gets resources first? Does it matter how much population
wa have there?

A: The resources are taken in furn erder. The amount of pepulation counts enly for
getting victery points af the end of the game.

@: 1 am in the middle of a combat and | have in my hand a Centaurion Resistance
card that givez me a better shield. Can | uze if fo upgrade my shield?

A: Mo, these cards con be used only outside the Conguest stage. You will be able
to use it mext turn.

@ Can | ploce twe Muclear Drives on my ship blueprint, it is cheaper than one
Fusion Drive?
A: Only one drnve can be mounted on any ship at any given fime. 5o, no.

G: The Abolish Low exacutive decision was voted for, but there is no law on the
toble. What do we do?
A: Mothing. Just remove the Abalish Low card from the game.

[THE 'GENERALS' MINI EXPANSION]

If your gome beox came with the ‘Generals’ Mini Expansion, then you
have a few extra cards in there.

Use the 15 extra Pelitical cards and the & exra Centaurian Resistance
cards tegether with the ones from the eriginal game, you will enjoy great-
er diversity.

Shuffle all the Ability cards and deal one to each player [two for the Long
Game and Combat Intensive Game). Remove the rest of them from the
game without locking at them. The Ability cards should be kept secret
throughout the gome.

The Abilities Info Card haos a detailed description of how the playars may
use the Ability Cards. In cose an Ability Card contradicts this rule book,
the Ability Card has priority.

Qi There iz no red planet near me and | connot get enough Axinium te build all
the zhips that | want, What do | do?

A: Usze Trode. For greater efficiency, research Advanced Trading, this way your
frade rates will also improve.

G | have many ships but they're easily defeated in combat. What's the problem?
A; Try te put better ship upgrades on their blueprints.

& Can | refreat from o battle?
A Mo,

G | keep rolling the "wreng' dice whan | need to deploy my population. What else
can | do?
A: Research Advanced Maoneuver, you won't have fo roll the die ot all.

Q: | had pepulation cubez on a ship that wos destreyed in combat. What happens
to my population cubes from that ship?
A: The populgticn iz dead. Return the cubes to your stash.

Q: | am the ‘guy on the left’ controlling the Centaurian Resistance ond | om not
sure what | should deal my the Resistance's domage on. What do | do?

A;: Target shipz with pepulation if you can decl enough damage to take them
down. Than, go for the most expansive ship or for many weak ships. If you're shll
in doubt, just hit something, it will shill be fun.

Q): Con | choose not to execute some of my movement tokens?
A: Mo. Once the players have started revealing them, they are final ond must be
executed.

Q: At the end of the combat, no players have ships left in the hex. Who gets tha
WPz for the destroyed ships?
M: Me one. It is o rare case but it can hoppen. If there was no one fo survive the
baottle, no one gets the glory.

Q): At the end of the combat with the Centaurian Resistance, all my ships were de-
stroyed but so were theier. Am | owarded the Centaurian Resistance card?

A: Me. You may have learned something uzeful from it, but since thers’s no one
left around to search the wrecks, everything iz lost in space.

G | am too lozy to use the movement tokens. Can | just move my ships without
tham#

A: Yes, provided that you respect the power of your drives and you do that before
the other players execute their movement fakens.

Q) Three players have populaticn fokens on o planet with @ WMD. Red has 2
population cubes, Blue also 2 and Green has 3. Who controls the WMD?
A: Green does,

Q: How do | gat fo play more Actions per furn#@
Al Research Master Politics, it provides the third Action.

Q) Can | un-research or lose a technology that I've already researched?
A No.
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