i | Beginning with the start player, take turns adding cards to <.o.=. hand and playing actions to colonize and
; mg- zmi .. | attack planets and research technologies to increase your Influence. On your turn, you do the following: o
.. . | u E- z : | b dack, 1ol e st mc_u_n_.._%. Then, if cards remainin ~ 2a) Play a card from your hand and resolve the acfion printed
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. the deck, re-fill the supply from the deck. If you don't like on it (read each card for a description of its action), then place
S T what’s in the supply, you may draw the top card from the it into your discard pile. Some actions require you to reveal

: ; - | deckinstead. icons (from your hand, Colonies, or Tech cards) in order to get
. a better effect. Once revealed, Colonies remain face-up, cards
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in hand return to your hand. You may “reveal” the icon on
the card you are resolving, as well as -
Colonies (face up or face mos_:_

but never cards,in your Spoils.

- .
2 players. 10 minutes. The entire cosmos.

OR
2b) Return any number of

) — 4 _ cards from your discard pile

Game End /\/... - T : : to your hand.

- When the deck is exhausted, continue play without
_ refilling the supply when cards are drawn. After the

last card is drawn from the supply, the active player
: finishes their turn and the game ends. Players collect .
dll cards from their hands and discard piles and ¢ > & ~ ¢
determine their Influence (score) as follows: —— —
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% PLAYER HAND

e . ARCH & Each card has a scoring condition
—_ % Am } at the top, indicating its Influence value:
e Shuffle the 18 Domain cards n_..n_ deal 3 face up to E RPN i j
the center of the table to create the supply. o . PeT o .
| & wonze ® o 1® per Spoils
"% * Mix the Planet cards _"nnm down, separated by cost. | aoe 1® Bomai A Tach
=1 Ti iles, but note that all cards in [ per She bkl
o save space, use piles, bu Col 4 Sooil 4
each pile are accessible at all times. @Mo:_mm n...r pot MOE:m . e e
¢ Place the 5 Technology cards in the center of the, | 8 7 ._® “um_. ._.mnr oome d, ol sl = 2 Colonies 6 &
se. | play area, face up (with uu\:,._uo_m showing). i .. =1 or each Domain card, Colony " E . w% H” m.m‘ms ' fwmw__mlf MM

and Spoils of a particular color

. -| * Randomly determine a start player.
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o R In case of a tie, the player who played second wins. 4® on the Colonies and Spoils Al
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“Colonies” are ﬂ_n.._o_m that have
been taken with a Colonize action
and placed in front of @ player.

w- When colonizing, you may
g . 4 5
chaose any planet in a pile
. {not just the top one).
: O-cost planets require " 4 =
no 3._.._ to colonize. uhﬁﬁ-@ icons to take a planet
Face up planets (due to TP cost as a colorry.
unsuccessful Warfare attemnpts) You may look at your colonies, but
may be colonized as nermal. keep them face down in front of you,
You may reveal & coleny at any time
to gain its benefit (leave it face up).
.
"
“Spoils” are planets or colonies that have i
é been taken with a Warfare actionand |}
ol placed in front of a player —face up ad
eS| sideways.
Y L ] If you don't have m_..o_._m_._ ®~ leave the
{ planet or colony where it is, face up.
When n_.—nnrw_..m a _u_n net, you may
chaose any planet in a pile [not just the
top one).
Spoils may not be “revealed” to use their
icons during the game, but Influence and
nn_umwn_ icons do count for scoring at
Giinie sa "ACTION —
Choose a planet or colony.
. 5 = and reveal it.
Reveal @ icons equal to the Defense
CARD >=>.—.°;< Y . ibey
Speils are placed face up and
: 4 e . sideways. They may not be revealed.
. I} Card color,/p _n:m* Qﬂn . L
. "l for game end scoring Scoring | .
of certain cards. noﬂm.:o:
. . thevalueof
8 Icon thatmay " this card at "
be * ._ﬂ. (s _the end of g
: when u.nwo_..___:m the bl
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The Research action can be
repeated only.once,.no.matter
hew many i) you reveal.
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ACTION— —
Take 1 tech card from the center
OR oppeonent discards 1 tech card
of your choice to the center.
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"Cool lllustration 1 * Reveal 3 .@ to repeat this process.
Game Text describing how :
to resolve this card's action.

| ucv_u_%-o._..og..:om___..onrn_nn:n_

@ poLmmicAL R

Move any number of cards from the

« - replace them. _F..ﬁ-.—ozi —
Youlmay play this before drawing. If there is a tech card in the center,
ol Aath fiot this Hui take one. Return 1 card from your dis-
ay n* P .__‘_."__n ek i m“l pile to Enﬁ:&.
2 Whilo hisSartic i Yot iitieatd sds;
While this card is opponent may not peek r
in your discard 1_2@ colonies with Survey 32”:

POLITICAL &

PARTY _r INTRIGUE.

COLONY

The @ on Political Party may not - . Nﬁ

be used if you,choose a Colenize
action to pick up and play.

Pick up and immediately play 1 card
from your discard pile.

Look at opponent's hand and choose
a card. They discard that card.

While this eard is in your discard pile,
opponent may not draw
off the top of the dack.

While this card is in your discard
you may peek at the top ca
of the deck before drawing.

SURVEY & _ SURVEY &®

SWEEP

This card is sfill in play as it resolves,
so if you use the additional action to !
pick up discards, do not pick up 9 ms.”lm:_.
Survey Sweep. ACTION. — o ™

Peek at a facedown planet or colony.
ACTION You may place this card into an
Peek at a fucedown planet or colony. opponents discard pile.
If you do, take a card from
Play anather action. that discard pile inte your hand.

_ A ._.rmgm:n_.mnaaoun. .

Sotvman . | m_nzﬂ,m defense value.

The @ indicates

ALL your colonies have
1 higher defense value.




