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Basic Rules

NTEFSPaCE

Basic Rules

Thesearetherulesfor playing thesmplest form
of InterSpace. UsetheBadcrulesif youarea
new player just learning thegameor if you are
an experienced player looking for alighter game.
Whenyou areready for something meetier, try
the Standard rules. And once you are com-
fortable withthe Standard Rules, try adding any
or dl of the optional Advanced rules.

Introduction

Inter Space isan original game of interstellar
exploration and conquest for 2 to 4 players.
Each player assumestheroleof acivilization
that hasgrown beyonditshomeworld and is
expanding into space.

The gameis played on amap of interlocking
hexagon-shaped tiles called hexes. Each hex
represents either empty space or an area of
gpacethat contains something interesting such
asaplanet, nebula, or wormhole.

Each player startsin hisor her own separate
region of space, which conastsof 7 hexes. Each
region is surrounded by unexplored space.
Players expand their regions by exploring and
adding new hexes. Eventually, playersdiscover
each other, and thelr regions become connected
in unexpected ways.
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Definitions

Industrial Output Units (I0Us): These
represent the energy and material cost to
build new units. You will not need IOU
countersin the Basic game.

Industrial Level: The industria level of a
homeworld or colony representsits popula-
tion and economic base. A planet’sindustrial
and techlevels determine how many and what
typeof unitsit may build.

Tech Level: Thetechlevel of ahomeworld
or colony representsthe technica expertise of
itsindustry. A planet’sindustrial and tech lev-
elsdetermine how many and what type of units
it may build.

Civilization Level: Thisrepresentsthetech-
nical knowledgeof your civilizationasawhole.
Your avilizationleve isequd tothe highest tech
level ever achieved by any planet you control.
Your civilization level cannever decrease, even
if you lose control of aplanet with ahightech
level.

HomeWorld: Thisisthe birthplace of your
Species.

Colony: Thisisaplanet populated by immi-
grantsfromanother planet.

Uninhabited Planet: Any planet drawn
fromthe exploration box isinitialy uninhab-
ited. You may use a colony ship to colonize
an uninhabited planet.

Region: Thisisan area

of spacethat iscomposed

of contiguous hexes com-

pletely surrounded by un-

known hexes. Each player

beginsthegamein asepa-

rate region of gpace.

Unknown Hex: Any hexagon-shaped area

just off theedge of aregionisan unknown hex.
Seetheillugtrationto theright.

Basic Rules

Exploration Box: Usean opague container
to hold thosehexesnot used to st up thegame.
When you explore an unknown hex, draw a
new hex fromthe exploration box.

Unit: Thereare2typesof units. shipsand sta
tions.

Ship: Thereare2typesof ships. warshipsand
civilian ships. Civilian shipsare scouts (Sct),
trangports(Trn), and colony ships(Cal). Civil-
ian ship and station counters have a colored
slhouette and ablack background.

Warship: Thereare5warships: patrol boats
(PB), assault boats (AB), destroyers (DD),
cruisers(CA), and battleships(BB). Only war-
shipsmay usethelr combet rating to attack other
units. Only assault boats may conquer another
player’splanet. Warship countershaveablack
slhouette onacolored background.

Stations: These are large, space-borne de-
fense and support installations. Thereare 3
classesof gations. sysemgtations(SS), region
gations(RS), and gdaxy stations(GS).

Scout (Sct): Thisisaspaceship equipped
with the sensorsand telescopes it needs
to explorespace. Scoutsaretheonly units
that can explorean unknown hex.

Transport (Trn): Thisisalarge spaceship ca
pable of mining asteroidsand trading with your
coloniesand diencultures.

Colony Ship (Col): Thisisaspaceship de-
sgnedto carry resourcesand sen-
A tientsto an uninhabited planet in
order to start anew colony. Theshipitselfis
cannibalized when you establish a colony.

Unknown Hex
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€Equipment

Hexes

Interlocking:
The map of In-
terSpace is cre-
ated with hexes.
All hexes are
completely interlocking, and any hex may be
physically joined to another on any side.

Hex Types. Thereare90 hexesinall: 4 an-
other region, 6 asteroids, 3 black holes, 3 dust
clouds, 40 empty space, 4 home worlds, 3
nebulas, 3 neutron stars, 3 null space, 12 plan-
ets, 3 pulsars, and 6 wormholes. Each hextype
isdescribed inthe Terrain section, which be-
ginsonpage 14.

Exploration Box

Use an opague container for the exploration
box. The box must be large enough to hold
al the hexes.

Unit Counters

Each unit counter represents an individual
ship or station. There are 11 types of units
in InterSpace. Each type isdescribed in the
Unit Table on your Tables Card.

Limit: The number of units you may have
in play at any given time is limited by the
number of unit counters you have.

Basic Rules

Values: Each unit counter has its silhouette
in the center, its unit type in the upper left-
hand corner, its movement rate in the upper
right-hand corner, its tech level in the lower
left-hand corner, and its combat rating isin
the lower right-hand corner. If the unit has
shields, its shield rating is shown in paren-
theses following its combat rating.

Unit Type A v Movement Rate
Tech Level, |, 2(3) (Shield Rating)

% Combat Rating

V & V/2: AV movement rate means the
unit usesyour variable movement rate. AV/
2 movement rate meansthe unit’s movement
rateis¥, rounded up, of your variable move-
ment rate. Seethe Variable Movement rules
on page 8 for a description.

Warships: Warships have a black silhou-
etteon acolored background, whileall other
units have a colored silhouette on a black
background. Warshipsarethe only unitsthat
may use their combat ratings for both attack
and defense. All other units may use their
combat ratingsonly for defense. For clarity,
the combat rating of each unit is broken into
an attack and a defense column in the Unit

Table on your Tables Card.
PB V+1
2 1
Warship Civilian Ship

Unit Types
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Other Counters

Shield: Useshield countersdur- [~ -=<_
ing a battle to keep track of the | ‘gpiqig
number of shieldseach unit has. |\ /
See the Combat section on page ——
12 for adescription of shields.

Ind. Level & Tech Level: Usethesecounters
to track aplanet’sindustrial and tech levelsby
placing 1 of each type inthe numbered track
ontheplanet’s data card.

ResourceCounters Youwill not usethel OU,
Ore, or Trade Good countersinthe Basc game.

Optional Counters You will not usetheblack
& white, optional countersinthe Basic game.

Cards

TablesCards Giveeachplayer aTablesCard.
These cards have the Unit Table, Terrain Ef-
fects Table, Transport Bonus Table, and Vari-
ableMovement Rate Table printed ononesde.
These are the only tablesyou will need inthe
Basc game.

Basic Rules

Planet Data Cards. There are 16 planet
datacards, 1for each planet. Placelnd. Leve
and Tech Level counters on acard’s number
track to keep track of the planet’s industrial
and tech levels. You will not use the box
labeled “Resources & New Units’ in the
Basic game.

Optional cards: You will not usetheAlien
Objective, Breakthrough, Colonization Result,
or Encounter cardsin the Basic game.

Dice

You will need severa 6-sided dice to play
InterSpace. The more the better.

Resources &
New Units

Planet Data Card
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Getting Started

Player Setup

Hexes: Each player begins with 7 hexes: 1
home world, 1 planet, 1 asteroids, and 4
empty space. Set your home world hex in
front of you and attach each of the other
hexesto it as shown below. It does not mat-
ter how you arrange the hexes aslong asyou
end up with your home world in the center
surrounded by the other 6 hexes.

Asteroids

Planet

Initial Region

Planet Data Cards. Take the planet data
cards for your home world and the planet.
Also take 2 Ind. Level and 2 Tech Level
counters.

Home World: Your home world begins
with an industrial level of 8 and a tech level
of 3. Placean Ind. Level counter in the box
labeled “8” on your home world’s data card
and place a Tech Level counter in the box
labeled “3”.

Basic Rules

Initial Colony: The planet is your first
colony. It beginswithindustria and tech lev-
elsequal to 2. Place an Ind. and Tech level
counter in the “2” box on the planet’s data
card.

Units.  You start with 3 scouts, 2 trans-
ports, and 1 system station. You may place
these units anywhere in your 7 hex region.

11188 X

Initial Units

Exploration Box Setup

Set aside the wormhole hexes Aleph-Null,
Bet-Null and Vet-Null. Place all remaining
hexes in the exploration box. If there are
fewer than 4 players, place the extra home
world hexesinthe box aswell. Treat ahome
world drawn from the exploration box like
an Another Region hex. See the Another
Region rules on page 14.
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Game Play

Game Turn

Inter Space isplayed in aseriesof gameturns.
During agameturn, playerstaketurnsbuilding
and moving their units, exploring space, and
engagingincombat. Eachplayer turnisdivided
into 5 seps.

Economic Step
Movement Step
Exploration Step
Colonization Step
Combat Step

arwdNpE

Step Order: During your player turn, you may
executeall, some, or none of these steps, but
you must executetheminorder. For example,
you cannot moveascout into an unknown hex,
explorethe hex, and then movemore unitsinto
that hex. You must complete the Movement
Step before you start the Exploration Step.

Player Order: When a new game turn be-
gins, each player must place 1 of hisor her unit
countersinto acup. Thendraw 1 counter from
the cup to seewho movesfirst. Whenthefirs
player isdonemoving, draw another counter
to see who moves second, and so on until
everyone has had aplayer turn. Then start a
new gameturn.

Winning the Game

Victory Points:. To winthe game, you must
earn 50 victory points (VPs). Youearn2VPs
for each industrial level you control. For
example, a the beginning of thegameyou con-
trol planetswithindustrid levelstotaling 10 (8
for your home world and 2 for your initial
colony), so you aready start with20 VPs.

End Game: When you have 50 or moreVPs
at the end of a game turn, the game is over,
and you are victorious! If 2 or more players
have 50 or more VPs, thegame endsin atie.

Basic Rules

Economic Step

During your Economic Step, each of your
planets may do one (1) of the following:

1 IncreaseitsIndustrial Level
2 IncreaseitsTech Leve
3. BuildNew Units

Increase Industrial Level

You canincrease aplanet’sindugtria level only
if itsindustrid level isequal to or lower thanits
techlevel. Inother words, aplanet cannot in-
creaseitsindugtrid leve if itsindustrial level is
already higher thanitstechlevel. Toincrease
your planet’sindudtrid leved, movethelnd. Leve
marker up 1 sep ontheplanet’sdatacard. A
planet’sindustria level cannot exceed 8.

I ncrease Tech Level

You canincreaseaplanet’stech leve only if its
techlevel isequal to or lower thanitsindustrial
level. Inother words, aplanet cannot increase
itstechlevdl if itstech level isalready higher
thanitsindustrid levd. Toincreaseyour planet’s
tech level, move the Tech Level marker up 1
stepontheplanet’sdatacard. A planet’stech
level cannot exceed 8.

Civilization Leve: Your civilizationlevel au-
tomatically increasesto your highest planetary
techlevel. Your civilizationlevel can never de-
crease, evenif you lose control of aplanet with
ahightechlevel.

Civilization Growth Penalty: Ifincreesnga
planet’stech level increasesyour civilization
level, that planet incursapenalty. The planet
may not increaseitsindustrial or tech level or
build any new unitson your next turn.

Build New Units

Each planet you control may build new units.
Place new units on the map in the building
planet’shex.
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Counter Limit: Thenumber of unitsyou may
havein play islimited by thenumber of counters
that come with the game. For example, you
should have 2 galaxy station countersin your
color. You cannot have more than 2 galaxy
gationsonthemap at any giventime.

Tech Level: A planet may build only those
unitsthat are rated at, or below, the planet’s
techlevel. For example, aplanet with atech
leve of 3 cannot build adestroyer because de-
gsroyersaretechlevel 4 units.

IOU Cost: Eachunit hasan 10U cost. The
tota 10U cost of the unitsyou build onaplanet
must belessthan or equd to the planet’sindus-
trial level. (However, seethe Trangport Bonus
rulesbelow.) For example, a planet with an
indugtrial leve of 5 cannot build an assault boat
because an assault boat costs6 10Us. If you
spend lessthan your planet’sindustrial level,
unused |OUsarelogt.

Unit Tech Levelsand Cost Table:

Unit Tech [e]V]
Level Cost
Scout (Sct) 1 6
Transport (Trn) 1 4
Colony Ship (Col) 2 8
Patrol Boat (PB) 2 2
System Station (SS) 3 6
Assault Boat (AB) 4 6
Destroyer (DD) 5 10
Region Station (RS) 5 12
Cruiser (CA) 6 14
Battleship (BB) 7 18
Galaxy Station (GS) 8 24

Transport Bonus

You can augment your homewor|d'sability to
build units by keeping transportsin asteroids,
colony, and alien home world hexes. When
building new units, your homeworld may ex-
ceed itsindustrial level by anumber of IOUs
equa to your transport bonus.

Basic Rules

Your HomeWorld: Youmust haveat least 1
transport inyour homeworld'shex toreceivea
bonus.

Alien HomeWorld: Youreceivean8I|0U
bonusfor each unconquered aien homeworld
whereyou haveat least 1 transport.

Asteroids. You receive a4 10U bonus for
each asteroids hex whereyou have at least 1

trangport.

Inhabited Planets. Youreceivea?2l0OU bo-
nusfor each colony or conquered planet (in-
cluding alien homeworld) whereyour have at
least 1 transport.

Cumulative: Transport bonusesare cumula-
tive.

ExtraTransports: It doesnot matter if you
havemorethan 1 trangport inoneof thesehexes
You do not receive any additional bonus for
additional transports.

Transport BonusTable:

Tranport Location |JIOU Bonus

Your Home World  [No bonus, but required
Alien Home World |8 IOUs

Asteroids 4 10Us

Inhabited Planet 2 10Us

Example: You havetransportsinyour home
world’'shex, your first colony’shex, and anas-
teroidshex. Your homereceivesa6 |OU trans-
port bonusand may build up to 14 10Usworth
of new unitseachturn.

Refusal: You may refuse to trade with an-
other player (andviceversa.) If yourefuseto
trade with someone, he or she cannot count a
transport in your homeworld hexinhisor her
trangport bonus.

Lost Home World: If you lose your home
world, you may designate one of your colonies
or conquered planetsto beyour “homeworld”
for thepurpose of giving and receiving atrans-
port bonus.
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Movement Step

During your Movement Step, you may move
all, someor none of your units. A unit expends
0, 1, or 2 movement pointsfor each hex it en-
ters. The number of movement pointsaunit
expends during your turn may not exceed the
unit’ smovement rate.

Movement Points

Hex Costs: A unit must expend anumber of
movement pointsfor each hex it enters. The
movement point cost of each hexisgiven here

and onyour TablesCard.

M ovement Point Cost Table:

Hex Type Movement Point Cost
Asteroids 1 (stop)

Black Hole 0 (stop on entry, roll to exit)
Dust Cloud 2

Empty Space |1

Nebula 1 (stop on entry & exit)
Neutron Star |0

Null Space 1 (stop)

Planet 1

Pulsar 1

Unknown 1 (stop)

Worm-Hole 1

Sop: A unit must stop after it enters an as-
teroids, black hole, nebula, null space, or un-
known hex. A unit must stop inthefirst hex
it enterswhenit leaves ablack hole or nebula
hex.

Movement Rate

The movement rate of each unit is given on
the Unit Table on your Tables Card and in
the upper, right-hand corner of the unit
counter. A unit’smovement rate isthe num-
ber of movement points it may expend dur-
ing each Movement Step. A unit may ex-
pend dl, some or none of its movement points
each Movement Step.  Unused movement
points are lost.

Basic Rules

Variable Movement Rate: Mot of your
units have avariable movement rate, V, based
onyour civilizationlevel. Themovement rate
of your patrol boats, V+1, is 1 higher than
your variable movement rate. The movement
rate or your stations and colony ships, V/2,
is¥%2, rounded up, of your variable movement
rate.

Variable M ovement Rate Table:

Civ Level \% V+1 V/2
1,2 1 2 1
3,4 2 3 1
56 3 4 2
7,8 4 5 2

Black Hole

Black Hole

A black hole hex costs
no movement pointsto
enter, but you must
stop when you enter
the hex. Roll adiefor
each unit that attemptsto leave ablack hole.
If theresult islessthan, or equd to, theunit’s
movement rate, you may move the unit into
an adjacent hex where it then must stop. If
theresult isgreater than the unit’s movement
rate, the unit remains trapped in the black
hole hex. Theunit may roll once during each
Movement Step until it rolls a number low
enough to escape the black hole.

Dust Cloud

A unit must expend 2 movement points to
enter adust cloud hex. However, it is okay
for ascout to enter an unknown hex that turns
out to be adust cloud even if the scout had
only 1 movement point left. A unit with a
movement rate of 1 may expend its entire
movement to enter a dust cloud hex.
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Wormhole

Movement Cost: A
unit must expend 1
movement point to en-
ter a wormhole hex AlepR=Frime
from an adjacent hex. ~ ’

A unit may expend 1 movement point to
move from a wormhole hex to its partner.
Moving to the partner wormholeisoptional;
a unit may move normally out of a worm-
hole hex and into an adjacent hex.

Partners Only: A unit may move from a
wormholeto thewormhole's partner and vice
versa. Non-partner wormholes are not con-
nected. For example, a unit can move from
Aleph-Primeto Aleph-Null or from Bet-Null
to Bet-Prime, but it can’t move from Aleph-
Prime to Bet-Null.

Unknown Hex

Only scouts, and any units stacked with them,
may enter an unknown hex.

Shared Hex-Sides: If possible, the unknown
hex must share at least 2 hex-sides with
“known” hexes (seeillustration below.) Note
that an unknown hex does not become
“known” until the Exploration Step. How-
ever, this restriction does not apply if the
unknown hex iswithin 2 hexes of your home
world.

Asteroids

Civilization Leve: Thenumber of unknown
hexes your units may enter each Movement
Step may not exceed your civilization level.

Basic Rules

No Hexes: If there are no hexes left in the
exploration box, no unit may enter an un-
known hex.

Examine Box: Before moving into an un-
known hex, you may examine the contents
of the exploration box to see if there is any-
thing left worth discovering.

Patrol Boat Movement

A patrol boat must return to a m
friendly homeworld, colony, or sta-

tion every other turn.

Removed from Play: A patrol boat that be-
ginstheMovement Step inahex that contains
your homeworld, colony, or station may move
freely. However, apatrol boat that did not be-
gin the Movement Step in a hex with one of
your planets or stations must end the Move-
ment Step in ahex that contains one of your
planetsor gations. Any patrol boat that cannot
do soisremoved from play.

Blocked Movement

Blocking Units. Opposing warshipsblock the
movement of your units. Inaddition, an op-
posing stationin awormhole hex blocksyour
move if you enter the hex fromitswormhole
partner or if you intend to leave the hex and
move to its partner. All other units are non-
blocking and you my ignore them for move-
ment purposes.

Moving In: You may freely moveyour units
into ahex that containsanother player’sunits.

Moving Out: You may moveyour unitsout of
ahex that containsanother player’sblocking
units only if you leave at least 1 warship in
the occupied hex for each blocking unit the
other player has there. For example, if the
other player hasacruiser inthe hex, you may
leave apatrol boat and moveal your remain-
ing units out of the hex.
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Additional Movement Rules

Sacking: Thereisno limit to the number of
unitsyou may stack inasinglehex. Your units
may stack and unstack freely during your
Movement Step.

Landing: Nounit may ever land onaplanet.

Movement Example

Inthisexample, your civilization level is5, so
your variable movement rateis 3. Refer tothe
illustration onpage 11.

1. Patrol boatsthat do not begin theturn at
your homeworld, colony, or station must now
move to one of your planets or station. You
musgt movethe patrol boa fromthe empty space
hex to elther your homeworld or to your colony
onMaevtu.

2: Last turnyour scout discovered ablack hole;
thisturn you would like to use the scout to ex-
plore an adjacent unknown hex. You must roll
adie to determine if the scout can leave the
black hole. If youroll a“1”,“2”, or “3” the
scout may moveinto the unknownhex. How-
ever, if youroll a“4” or higher, the scout must
remainintheblack hole hex for therest of the
turn. The scout may make only 1 attempt to
leavethe black hole eachturn.

3: Toliberatean enemy-held planet near Aleph-
Null, you want to movealarge stack of ships
through thewormholeAleph-Prime. However,
your opponent, Kevin, has blocked Aleph-
Primewithasystem station and 2 patrol boats.
You decideto leave 2 patrol boatsand an as-
sault boat in the hex to counter the blocking
units. You then movetheremainder of thestack
through thewormholeto Aleph-Null.

10
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Exploration Step

Draw a Hex: A scout that entered an un-
known hex during the Movement Step may
now explore that hex. For each unknown
hex you explore, randomly draw 1 hex from
the exploration box.

Another Region: If the hex you draw isa
homeworld or an Another Regionhex, return
it to the exploration box and place an empty
space hex under your scout. Thenfollow the
Another Regioningtructionson page 14.

Other Hexes. If the hex isnot ahomeworld
or an Another Region hex, placeit under your
scout. |If the hex is awormhole, follow the
Wormholeinstructionson page 17. You can
find adetailed description of each hex typein
the Terrain section beginning on page 14.

Civilization level: During the Movement
Phase, thenumber of unknown hexesyour units
may enter may not exceed your civilizetionlevel.

No Hexes. If there are no hexes left in the
exploration box no further explorationisper-
mitted and no unit may enter an unknown hex.

Colonization Step

Egtablish Colony: If you haveacolony ship
in an uninhabited planet hex you may establish
anew colony. To do this, remove the colony
shipandtaketheplanet’sdatacard. Your colony
beginswith anindustrial level of 1 and atech
level of 1.

One Per Planet: Only asingle colony may
be established per planet. Moving additional
colony shipsto a colony or home world has
no effect.
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Black Hole

\{\Iep - I"IITIE‘

Asteroids

Movement Illustraion

11



InterSpace

Combat Step

When your warships occupy a hex that con-
tainsopposing warshipsor stations, you must
attack all unitsin that hex, even if they be-
long to 2 different players.. If the hex con-
tains only opposing colony ships, scouts, or
transports, you have the option of attacking
or ignoring those units.

Overview

The player whose turn it is is the attacker
and the other player is the defender.

Combat is resolved in a series of rounds.
Each round, the attacker rollsadie for each
attacking warship and the defender rolls a
diefor each defending unit. If the attacker’s
die result isless than, or equal to, his or her
warship’s combat rating, the defender must
take anumber of hitsequal to the die result.
Likewise, if the defender’s die result is less
than, or equal to, his or her unit's combat
rating, the attacker must take a number of
hits equal to the die resullt.

Rounds continue until all unitsfromone side
or theother are eliminated or haveretreated.
Combat also ends if neither side rolls a hit
during 3 consecutive rounds.

After the battle is over, if attacking assault
boats remain in an opposing player’s home
world or colony hex, the attacker may con-

quer the planet.

Shields Up! ‘ ] I A
All attacking and defending units begin the
battle with all of their shields. Place anum-
ber of shield counters equal to each unit’s
shield rating behind that unit’s counter.
Shields are not regenerated between combat
rounds. You canfind the shield rating, if any,
of each unit in parenthesesin thelower right-
hand corner of its counter and in the Unit
Table on your Tables Card.

12

Basic Rules

Combat Round

Each combat round is divided into 3 seg-
ments:

1 Fre
2 Resolve Hits
3 Rdreat

Fire

Attacker: The attacker rolls 1 die for each
attacking warship. If theresult islessthan, or
equal to, thewarship’s combat rating, the de-
fender receives anumber of hitsequal to the
dieresult. For example, an attacking cruiser
rollsa“3", so the defender must take 3 hits.
If thecruiser had rolled “5” or “6”, the cruiser
would have missed.

Defender: Thedefender rolls 1 diefor each
defending unit. If theresult islessthan, or equal
to, the unit’s combat rating, the attacker re-
ceives a number of hits equal to the die re-
sult. For example, a defending system sta-
tionfiresandrollsa“2”, so theattacker must
take 2 hits.

Resolve Hits

Remove Shields& Units First theattacker
removes shieldsand unitsfromthe defender’s
fleet. Thenthe defender removes shieldsand
unitsfromtheattacker'sfleet. Removel shidd
or 1 unit for each hit you caused to your
opponent’sfleet. You may remove an oppos-
ing unit only after al itsshieldsaregone.

Retreat

First the attacker, and then the defender, may
move some of hisor her units out of the shared
hex and into any single adjacent hex.

Screening Units: If you choose to retreat,
you must leave at least 1 warship behind for
each opposing warship in the hex. If you
cannot leave therequired number of warships
behind, you cannot retreat.
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End of Battle

One Side Gone: Combat rounds continue
until al units from one side or the other are
eliminated or have retreated.

Stalemate: Combat also endsif neither side
rollsahit during 3 consecutive combat rounds.
At thispoint, the attacking player must retreat
all hisor her units. Inthiscase, theattacker is
not required to leave any units behind.

No Warships: If the attacker runs out of
warships, he or shemust retreat al hisor her
units. In this case, the attacker is not re-
quired to leave any units behind.

Planetary Conquest ABV

&»

2(1)

Assault Boats. During your
Combat Step, if your unitsare 12
in a hex that contains an op-

posing home world or colony, and no op-
posing units remain in the hex, your assault
boats may conguer the planet. Assault boats
arethe only unitsthat may conquer a planet.

Number: To conquer a planet, you must
have a number of assault boats equal to, or
greater than, 1/2 of the planet’s industrial
level. For example, if the planet’s industrial
level is 5, you must have 3 assault boats to
conguer it.

Spoils. Take the conquered planet’s data
card fromyour opponent. The planet retains
itsindustrial and tech levels.

Combat Example

You moved 2 patrol boats and an assault boat
to attack Kevin's system station and 2 patrol
boats. (See the Movement Example and 1l-
lustration on pages 10 and 11.)
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Round 1

Fire: You roll a“2” for your assault boat
and a“2” and a “5” for your patrol boats.
This causes 2 hits to Kevin's units. Kevin
rollsa“l” for his system station, and a “1”
and a“5” for his patrol boats, causing 2 hits
to you.

Resolve Hits. You resolve 2 hits against
Kevin by removing both his patrol boats.
Kevin resolves his 2 hits against you by re-
moving your assault boat and its shield.

Round 2

Your patrol boatsboth roll “1” scausing 2 hits,
whileKevin'ssysemdationrolls“4” and misses
You eliminate both of the system station’s
shidds.

Round 3

Your patrol boatsroll “1” and “5” causing 1
hit and Kevin's station rolls “1” causing 1
hit. You eliminate Kevin'sstation and Kevin
eliminates 1 of your patrol boats. You have
vanquished your foe and have 1 patrol boat
remaining in the hex.

Kevin's
Fleet

Your
Fleet

AB v SS  Vi2
Eliminated Eliminated
1st Round ‘ 3rd Round
4201 3202
Eliminated ," . \\ FAAY Eliminated
1st Round \‘Shleld/ \\Shleld/ 2nd Round
PB V41 Lo
Eliminated FAA Eliminated
3rd Round IL 1Shield, 2nd Round
) N N
PB V41 PB V41
Eliminated
lll ﬂ*‘ 1st Round
2 1 2 1
PB V41
Eliminated
ﬂ*l 1st Round
2 1

Combat Example
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Terrain

Another Region

All playersstart the gameintheir own separate
regionsof the galaxy. Thephysicd relationship
of oneregion to another becomesknownwhen
you draw an Another Region hex fromtheex-
plorationbox. To find out which other region
you discovered, and how it will bejoined with
yours, follow this procedure:

1. Returnthe Another Region Hex

Do not connect the Another Regionhex to your
region. Returnit to the exploration box in-
Stead.

Take an empty space hex from the box and
placeit under your scout.

3. Determine Region

Left or Right: Theregion you discover will
contain the homeworld of the player to your
left or right. Roll adieto determinewhichone:
“1",%“2" or“3 for left; “4”,“5", or “6” for right.

Example: You moveascout into anunknown
hex and draw an Another Region hex. Your
region is not yet connected to either the
player on your left or on your right, so you
roll adieto determine which player’sregion
to connect to. Theresult is“2”, so your re-
gion will connect to the player on your |eft.
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Already Connected: If your region is al-
ready connected to the player on your left,
your region will automatically connect to the
player onyour right, and vice versa. If your
region is aready connected to both of these
players regions, you cannot complete this
procedure. Continuewiththe gameasif you
had discovered only an empty space hex.

4. Determine Scout Facing

Away from your Home World: Position
your scout in the empty space hex so that it
is facing away from your home world. If
facing your scout away from your home
world causes it to point directly between 2
hex sides, roll adie to determine which hex
sdeit will face: “1”, “2” or “3” for left; and
“4” “5", or “6” for right.

Example: You return the Another Region
hex to the exploration box and get out an
empty space hex. You place your scout in
the empty space hex so that it isfacing away
from your home world. Since this causesit
to face between 2 hex sides, you roll adieto
determine which hex side it should face. You
roll a“4”, so your scout will face the hex
sideto itsright.

No Explored Hexes. Your scout must not
be facing toward any other hex that is part of
your region. If your scout faces an explored
hex inyour region, at any distance, you can-
not complete thisprocedure. Continue with
the game as if you had discovered only an
empty space hex.
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5. Determine Other Home World Hex
Side

Roll aDie: Determinewhich hex side of the
other player’s homeworld your scout should
befacing. Roll adieto determinewhich hex
side: “1” for the hex sidelabeled “1”, “2” for
thehex 3delabded“2”, and so on. Then, move
the 2 regionstogether and jointheminsucha
way that your scout isfacing the selected hex
gde of the other player’shomeworld.

Example Youroll adieand theresultis*5".
You move your region and the other player’s
region together so that your scout is facing
the other player’s home world’s hex side
number “5”.

Planet

Itaria

Overlap: If thetwo regionscannot bejoined
because hexeswill overlap, you cannot com-
pletethisprocedure. Continuewiththegame
asif you had discovered only empty space.

Single Region

The end result of these 5 steps is the 2 re-
gions become a single region shared by both
players. All hexesinthejoint region are now
part of your region.
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Asteroids

Asteroids

Asteroids are the
stony remnants of a
shattered planet.
They contain easily ©
accessible mineral resources.

Movement: A unit must expend 1 move-
ment point to enter an asteroids hex whereit
then must stop.

Mining: If you haveatransport in an aster-
oids hex and atransport in your home world
hex, your homeworld receivesa4 |OU trans-
port bonus. See the Transport Bonus rules
on page 7.

Black Hole

Black holes are col-
lapsed giant stars that
exert a powerful
gravitationd field that
is difficult to escape.

Movement: A black hole hex costsno move-
ment pointsto enter, but you must stop after
you enter the hex. Roll a die for each unit
that attempts to leave a black hole. If the
result is less than, or equal to, the unit’s
movement rate, you may move the unit into
an adjacent hex where it then must stop. If
theresult isgreater than the unit’s movement
rate, the unit remains trapped in the black
hole hex. Theunit may roll once during each
Movement Step until it rolls a number low
enough to escape the black hole.

Black Hole
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Dust Cloud

Dust Clouds are re-
gions of space with
abnormally high
densitiesof dust and
gases.

Movement: A unit must expend 2 move-
ment pointsto enter adust cloud hex. How-
ever, it is okay for a scout to enter an un-
known hex that turns out to be adust cloud,
even if the scout had only 1 movement point
left. A unit with a movement rate of 1 may
expend its entire movement to enter a dust
cloud hex.

Empty Space

Empty Space does @
not contain anything
useful or interesting.

Movement: A unit must expend 1 move-
ment point to enter an empty space hex.

Home World

Treat ahomeworld hex
drawn from the explo-
ration box as an An-
other Region hex; do
not treat it as an unin-
habited planet. Follow the Another Region
hex rules on page 14.

Nebula

Nebulae are clouds of S St
ionized gas that make “
navigation difficultand Y
combat impossible.

. Nebula .

Movement: A unit must expend 1 move-
ment point to enter a nebula hex, where it
then must stop. A unit may moveonly 1 hex
when it leaves a nebula hex.
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Combat: A warship in a nebula hex may
not attack any other unit.

Neutron Star

Neutron Starsare col-
lapsed medium-size
gars. Youmay usethe
strong (but not over-
powering) gravita-
tional pull of a neutron star to produce a
dingshot effect.

Movement: There is no movement point
cost to enter aneutron star hex and no pen-
alty for leaving.

Null Space Ny Space |
Null Spaceisaninver-
sion of the space-time
continuum that pre-
cludestheexistence of
normal matter.

Movement: A unit must expend 1 move-
ment point to enter a null space hex.

Destruction: Any unit that findsitself in a
null space hex isimmediately eliminated.
Planet

Planet

Any planet, other than
a home world, that
you draw fromthe ex-
plorationbox isanun-
inhabited planet.

Movement: A unit must expend 1 move-
ment point to enter a planet hex.

Colonization: You can colonize an unin-
habited planet by moving one of your colony
shipsto the planet’shex. Follow the Coloni-
zation Step rules on page 10.
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Pulsar

Pulsars emit powerful
and unpredictable bursts
of energy that may de-
stroy unshielded units.

Movement: A unit must expend 1 move-
ment point to enter a pulsar hex.

Destruction: Roll 1 diefor each unshielded
unit that entersapulsar hex or beginstheMove-
ment Step in a pulsar hex. An even number
result indicates that the unit is destroyed.
Unshielded unitsare scouts, transports, colony
ships, and patrol boats.

Wormhole

Wormholes are trans-dimensional portalsto
distant regions of the galaxy. Wormholesal-
wayscomeinpars the“Prime” wormholeand
its“Null” partner.

Place Null Wormhole

When you discover a wormhole, place the
“Prime’ wormholehex fromtheexploration box
under the discovering scout. Then determine
thelocation of its“Null” partner asfollows:

1. Select Another Player’sHome World

Roll a die to pick another player’s home
world: “1” or “2” for the player on your
left; “3” or “4” for the player across from
you; and “5” or “6” for the player on your
right. If there are only three players. “1”,
“2" or “3" for the player on your left; “4”,
“5” or “6” for the player on your right. If
there areonly two players, the other player’s
home world is selected automatically.

2. Select aHome World Hex Side

Roll a die to pick a hex side from the se-
lected home world.
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3. Placethe “Null” Wormhole

Moving directly away from the selected hex
sde, placethe“Null” wormholeinthefirst un-
known hex you cometo.

Example

You move a scout into an unknown hex and
draw the wormhole labeled “Aleph-Prime’”.
Youroll adieto thesdect another player’shome
world and theresult is“6”: theplayer to your
right. Youroll another dieto select one of this
homeworld' shex sdesand againtheresult is
“6”. Moving directly away fromthishex side,
you place“Aleph-Null” in thefirst unknown
hex you come to.

Movement

OneM ovement Point: A unit must expend
1 movement point to enter a wormhole hex
from an adjacent hex. A unit may expend 1
movement point to move from a wormhole
hex to its partner. Moving to the partner
wormhole is optional; a unit may move nor-
mally out of awormhole hex and into an ad-
jacent hex.

Partners Only: A unit may move only be-
tween aspecificwormhole and thewormhole's
partner. Other wormholesare not connected.
For example, aunit can movefrom Aleph-Prime
to Aleph-Null or from Bet-Null to Bet-Prime,
but not from Aleph-Prime to Bet-Null.
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Units

Assault Boat (AB) [ Vv

&

TechLeve: 4 10UCos: 6
Attack: 2 Defend: 2 4 2(1)
Shidlds: 1 Movement: V

An assault boat is a warship capable of at-
mospheric flight. It isthe only unit that can
conquer another player’s home world or
colonies.

Planetary Conquest

During your Combat Step, if your unitsareina
hex that contains an opposing homeworld or
colony, and no opposng unitsremaninthehex,
your assault boats may conquer the planet.

Number: To conquer a planet, you must
have a number of assault boats equal to, or
greater than, 1/2 of the planet’s industrial
level. For example, if the planet’s industrial
level is 5, you must have 4 assault boats to
conguer it.

Spoils. Take the conquered planet’s data
card fromyour opponent. Theplanet retains
itsindustrial and tech levels.

Battleship (BB) BE AV
TechLevd: 7 [10OUCog: 18
Attack: 5 Defend: 5 7 5(4)
Shidlds: 4 Movement: V

A battleshipisthelargest classof warship.
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Colony Ship (Col) ENRE
TechLeve: 2 [0OUCod: 8
Attack: 0 Defend: 0 2 0
Shidlds: 0 Movament: V/2

A colony ship isaspaceship designed to carry
resources and sentients to an uninhabited
planet in order to start a new colony. The
ship itself is cannibalized when you establish
acolony.

Colonization

If you have a colony ship in an uninhabited
planet hex you may establish a new colony.
To do this, remove the colony ship and take
the planet’s data card. Your colony begins
with an industria level of 1 and atech level
of 1.

Cruiser (CA) CAf 3 V
Tech Level: 6 10U Cost: 14
Attack: 4 Defend: 4 6 4(3)
Shidlds: 3 Movament: V

A cruiser isthe second largest class of warship.

DD| \%

Destroyer (DD)

TechLevd: 5 10UCod: 10
Shidds: 2 Movamet: V

A destroyer is the third largest class of war-
ship.
Galaxy Station (GS)

TechLeve: 8 [OUCos: 24
Attack: 0 Defend: 6
Shidlds: 6 Movament: V/2

A gdaxy stationisthelargest classof gation.
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Patrol Boat (PB) PB

TechLeve: 2 [OUCogs: 2
Attack: 1 Defend: 1 2 1
Shidlds: 0 Movament: V+1

A patrol boat isasmall, fast warship. It can
carry only a limited amount of life support,
SO it must return to one of your planets or
stations every other turn.

Movement

Removed from Play: A patrol boat that be-
ginstheMovement Step inahex that contains
your homeworld, colony, or station may move
freely. However, apatrol boat that did not be-
gin the Movement Step in a hex with one of
your planets or stations must end the Move-
ment Step in ahex that contains one of your
planetsor stations. Any patrol boat that can-
not do so isremoved from play.

V/2

Region Station (RS) BB

TechLeve: 5 [0OUCog: 12
Attack: 0 Defend: 4 5 4(4)
Shidlds: 4 Movement: V2

A regiongationisthemiddle sized classof sta
tion.

Scout (Sct)

TechLevel: 1 [OUCod: 6
Attack: 0 Defend: 1
Shidlds: 0 Movament: V

A scout isequipped with the sensorsand tele-
scopesit needsto explore space. Scoutsare
the only units that can explore an unknown
hex. You start the game with 3 scouts.

Unknown Hex

Only scouts, and any units stacked with them,
may enter an unknown hex. If possible, the
unknown hex must share at least 2 hex-sides
with “known” hexes. The number of un-
known hexes your units may enter each
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Movement Step may not exceed your civili-
zation level. If there are no hexes left inthe
exploration box, no unit may enter an un-
known hex.

System Station (SS) EEIRE

TechLeve: 3 [OUCod: 6
Attack: 0 Defend: 2
Shields: 2 Movement: V/2

A sysemdationisthesmallest classof gation.
You gart the game with 1 system station.

] 2(2)

Transport (Trn)

TechLeve: 1 [OUCog: 4
Attack: 0 Defend: 1
Shidlds: 0 Movament: V

g \Y%
1 1
Thisisalarge spaceship capable of mining as-

teroidsandtradingwithdien cultures. You gart
the gamewith 2 transports.

Transport Bonus

You can augment your homeworld’sability to
build units by keeping transportsin asteroids,
your colony, and alien home world hexes.
When building new units, your homeworld may
exceed itsindustrial level by anumber of IOUs
equal to your transport bonus. SeetheTrans-

port Bonusruleson page7.

Transport BonusTable:

Tranport Location JIOU Bonus

Your Home World  [No bonus, but required
Alien Home World |8 IOUs

Asteroids 4 10Us

Inhabited Planet 2 I0Us

Credits: See Standard Rules
Revision: 2009-DEC-11

Copyright © 1996 by Greg Turner
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Standard Rules

These are the standard rules for playing Inter-
Space. Use the these rules once you have mas-
tered the Basic rules or if you are an experi-
enced player wanting to jump into a meatier
game. Once you are comfortable with the Stan-
dard Rules, try adding any or all of the optional
Advanced rules.

Here are the differences between the Basic and
Standard rules.

Economic Phase: Each turn begins witha joint
economic phase in which all players simulta-
neously conduct the “business” of their civiliza-
tions. Planets have more options during this
phase than in the Economic Step of the Basic
game. Now a planet can save [OUs from one
turn to the next. In addition to IOUs, your colo-
nies may produce ore which you can convert
into IOUs. A planet may build units and invest
in both industrial and tech levels on the same
turn. However, you cannot place new units on
the map until the turn after you build them. See
the Economic Phase rules beginning on page 9.

Transport Bonus: There is no Transport
Bonus in the Standard rules. Now transports
mine asteroids for ore and must move the ore
to a planet to be refined into IOUs. You may
also use your transports to move ore and IOUs
between planets. And you may build trade
goods to transport to alien trading partners. See
page 34 for a description of transports.

Civilization Growth Penalty: There is no
civilization growth penalty in the Standard rules.
Ifaplanet’s change in tech level increases your
civilization level, the planet is not penalized on
the next turn.

Support: Your ships may not move beyond
the support range of your planets and stations.
In a Standard game you face the challenge of
building and defending an infrastructure of colo-
nies and stations in order for your civilization to
expand into space. See page 26 for support
rules.

Contact: Your warships are no longer required
to attack alien warships in the same hex. You
may choose to coexist peacefully with another
player and even defend a shared hex against a
third player. See the Contract Step rules on
page 18.

Combat: The combat rules are somewhat dif-
ferent in the Standard rules. Attacker and de-
fender divide their fleets into 3 different battle
intensity zones. And higher tech units receive a
first fire advantage every combat round. See
the Combat section beginning on page 19.

Planetary Conquest: Now planets have an
opportunity to defend themselves against invad-
ing assault boats. See the Conquest rules on
page 24.

Warships: Destroyers now have the option of
attacking protected units, but at the cost ofa
shield. Cruisers may explore unknown hexes
like scouts and they ignore support. And battle-
ships may bombard planets. See the Unit de-
scriptions beginning on page 32.

Resource Counters: You will use the IOU,
Ore, and Trade Goods counters.
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Definitions

Industrial Output Units (IOUs):
These represent the energy and 1
material you need to build units,
refine ore, and grow your
economy.

co-—

Ore: Ore is rich in high-grade met-

als and may be mined from aster-

oids and colonies. Ore has no @
value of’its own, but you may re-
fine it into IOUs.

Trade Goods: Trade goods rep- o
resent miscellaneous consumer or T@®
industrial products. Trade goods | MG

are inexpensive for you to build but L__00ds
may be quite valuable to another

player.

Resource: 10Us, ore, and trade goods are
resources and may be carried by transports.

Industrial Level: The industrial level of a
home world or colony represents its popula-
tion and economic base. Aplanet’s industrial
level determines how many IOUs (and ore, in
the case ofa colony) it produces each turn.

Tech Level: The tech level of a home world
or colony represents the technical expertise of
its industry. A planet’s tech level determines
the kind of units it can build.

Civilization Level: This represents the tech-
nical knowledge of your civilization as a whole.
Your civilization level is equal to the highest tech
level ever achieved by any planet you control.
Your civilization level can never decrease, even
ifyou lose control of a planet with a high tech
level.

Home World: This is the birthplace of your
species. Your home world produces IOUs, but
not ore.

Standard Rules

Colony: This is a planet populated by immi-
grants from another planet. A colony has eas-
ily accessible mineral resources and produces
both IOUs and ore.

Uninhabited Planet: Anyplanet drawn from
the exploration box is initially uninhabited. You
may use a colony ship to colonize an uninhab-
ited planet.

Region: This is an area
of space that is composed
of contiguous hexes com-
pletely surrounded by un-
known hexes. Each player
begins the game in a sepa-
rate region of space.

Unknown Hex: Any hexagon-shaped area
just offthe edge of a region is an unknown hex.

D

\
/

Unknown Hex

Exploration Box: Use an opaque container
to hold those hexes not used to set up the game.
When you explore an unknown hex, draw a
new hex from the exploration box.

Unit: There are 2 types of units: ships and sta-
tions.

Ship: There are 2 types of'ships: warships and
civilian ships. Civilian ships are scouts (Sct),
transports (Trn), and colony ships (Col). Civil-
ian ship and station counters have a colored
silhouette and a black background.

Warship: There are 5 warships: patrol boats
(PB), assault boats (AB), destroyers (DD),
cruisers (CA), and battleships (BB). Only war-
ships may use their combat rating to attack other
units. Warship counters have a black silhou-
ette ona colored background.
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Stations: These are huge, space-borne de-
fense and support installations. A station can
provide support to all friendly ships within its
support range. There are 3 classes of stations:
system stations (SS), region stations (RS), and
galaxy stations (GS).

Support Range: The ability of a home world,
colony, or station to provide logistical support
to your far-flung ships is represented by the
planet’s or station’s support range.

Scout (Sct): This is a spaceship
equipped with the sensors and telescopes
it needs to explore space. Scouts and
cruisers are the only units that can explore
an unknown hex.

Transport (Trn): This is a large space-
ship capable of moving resources. A
transport can hold up to 6 resources in
any combination. A transport may also
mine asteroids for ore.

)

b <
<

Colony Ship (Col): This is a spaceship de-
A signed to carry resources and

sentients to an uninhabited
planet in order to start a new colony. The ship
itself'is cannibalized when you establish a colony.

Standard Rules

Patrol Boat (PB): This is a small, fast *
warship that is cheap to build but quick

to die. A patrol boat can carry only a limited
amount of life support, so it must return to a
friendly home world, colony, or station every
other turn.

Assault Boat (AB): Capable of at-
mospheric flight, this warship is the only
unit that can conquer another player’s
home world or colonies.

Destroyer (DD): Built for aggressive
fighting, this warship may charge into

combat and engage protected targets.
However, it must give up 1 shield each time it
does so.

Cruiser (CA): This warship is de-
signed for long range combat and ex- “
ploration missions. It is the only ship
that can ignore support range and the

only ship other than a scout that can explore
unknown hexes.

Battleship (BB): The heavy weap-

ons on this warship allow it to bom-

bard a planet. A successful bom-

bardment reduces a planet’s indus-

trial level by 1 step and eliminates

all units from the planet’s Resources & New
Units box.
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Equipment

Hexes

Interlocking:
The map of In-
terSpaceis cre-
ated with hexes.
All hexes are
completely interlocking, and any hex may be
physically joined to another on any side.

Hex Types. Thereare90 hexesinall: 4 an-
other region, 6 asteroids, 3 black holes, 3 dust
clouds, 40 empty space, 4 home worlds, 3
nebulas, 3 neutron stars, 3 null space, 12 plan-
ets, 3 pulsars, and 6 wormholes. Each hextype
isdescribed inthe Terrain section, which be-
ginsonpage 28.

Exploration Box

Use an opague container for the exploration
box. Thebox must belargeenoughto holdall
the hexes.

Unit Counters

Each unit counter representsan individual ship
or station. Thereare 11 typesof unitsin Inter-
Foace. Eachtypeisdescribed intheUnit Table
onyour TablesCard.

Limit: Thenumber of unitsyou may havein
play a any giventimeislimited by the number
of unit countersyou have.

Standard Rules

Values: Eachunit counter hasitsslhouettein
the center, itsunit type inthe upper left-hand
corner, itsmovement rate in the upper right-
hand corner, itstech level inthe lower left-hand
corner, and its combat rating isin the lower
right-hand corner. If the unit has shields, its
shield rating isshown in parenthesesfollowing
the combat rating.

Unit Type »[CA v Movement Rate
Tech Level, |, 4(3) (Shield Rating)

? Combat Rating

V & V/2: AV movement rate meansthe unit
usesyour variable movement rate. AV/2 move-
ment rate meansthe unit'smovement rateis?2,
rounded up, of your variable movement rate.
Seethe Movement Rateruleson page 14.

Warships: Warshipshave ablack silhouette
onacolored background, whileall other units
have a colored silhouette on a black back-
ground. Warshipsarethe only unitsthat may
use their combat ratings for both attack and
defense. Other unitsmay usetheir combat rat-
ingsonly for defense. For clarity, the combat
rating of each unit isbrokeninto an attack and
a defense column in the Unit Table on your
Tablescard.

Warship Civilian Ship

Unit Types
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Other Counters

IOU: These counters come in 3 denomina-
tions: 1, 5,and 10 IOUs.

Trade Goods: Eachofthese counters repre-

sents either 1 or 5 trade goods. The number of
trade goods you may have in play at any given
time is limited by the number of trade good
counters you have. See the

Counter Limit rule on page 10. 7T
1 = \

Ore: Each ofthese counters rep- ‘\tsh'e'ﬁl/’

resents 1, 5, or 10 ore. -

Shield: Use shield counters during a battle to
keep track of the number of shields each unit

has. See the Combat section beginning on page
19.

Ind. Level & Tech Level: Use these counters
to track a planet’s industrial and tech levels by
placing 1 of each type in the numbered track
on the planet’s data card.

Optional Counters: You will not use the black
& white, optional counters in the Standard
game.

Cards

Tables Cards: Give each player a Tables card.
These cards have the Unit Table, Terrain Ef-
fects Table, Transport Bonus Table, and Vari-
able Movement Rate Table printed on one side,
and the Game Play Summary, Tech Level In-
vestment Table, Industrial Level Investment
Table, and Asteroid Mining Table on the other.
You will not use the Transport Bonus Table in
the Standard game.

Standard Rules

Planet Data Cards: There are 16 planet data
cards, 1 for each planet. Place Ind. Level and
Tech Level counters on a card’s number track
to keep track ofthe planet’s industrial and tech
levels. Place resources and newly built units on
the card in the box labeled “Resources & New
Units”.

Optional cards: You will not use the Alien
Objective, Breakthrough, Colonization Result,
or Encounter cards in the Standard game.

Dice

You willneed several 6-sided dice to play Inter-
Space. The more the better.

Resources &
New Units

Planet Data Card
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Getting Started

Player Setup

Hexes: Each player begins with 7 hexes: 1

home world, 1 planet, 1 asteroids, and 4 empty
space. Set your home world hex in front of
you and attach each of the other hexes to it as
shown below. It does not matter how you ar-

range the hexes as long as you end up with your
home world in the center surrounded by the
other 6 hexes.

Asteroids

Initial Region

Planet Data Cards: Take the planet data
cards for your home world and the planet. Also
take 2 Ind. Level and 2 Tech Level counters.

Home World: Your home world begins with
an industrial level of 8 and a tech level of 3.
Place an Ind. Level counter in the box labeled
“8”” on your home world’s data card and place
a Tech Level counter in the box labeled “3”.

Standard Rules

Initial Colony: The planet is your first colony.
It begins with industrial and tech levels equal to
2. Place an Ind. and Tech Level counter in the
“2” box on the planet’s data card.

Units: You start with 3 scouts, 2 transports,
and 1 systemstation. You may place these units

anywhere in your 7 hex region.

Initial Units

Exploration Box Setup

Set aside the wormhole hexes Aleph-Null, Bet-
Nulland Vet-Null. Place a// remaining hexes in
the exploration box. Ifthere are fewer than 4
players, place the extra home world hexes in
the box as well. Treat a home world drawn
from the exploration box like an Another Re-
gion hex. See the Another Region rules on page
28.
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Game Play

Game Turn

InterSpace is played in a series of game turns.
Each game turn is divided into 2 phases:

1. Economic Phase
2. Action Phase

Economic Phase

All players simultaneously conduct the business
oftheir civilization during the Economic Phase.
This phase is divided into 5 steps:

Placement Step
Production Step
Purchase Step
Investment Step
Conversion Step

SARE R

Independent Economies: Each ofyour plan-
ets has an entirely independent economy, so you
may execute all of these steps on a single planet
before moving on to the next planet.

Step Order: You may execute all, some, or
none ofthe economic steps for each planet, but
you must execute them in order. For example,
you cannot do the Conversion Step on a planet
and later do the Purchase Step on the same
planet; you must do the Purchase Step before
the Conversion Step.

Rules: See the detailed Economic Phase rules
beginning on page 9.

Standard Rules

Action Phase

Players take turns moving their units, exploring
space, and coming into contact during the Ac-
tion Phase. This phase is broken into 5 steps:

1. Determine Active Player Step
2. Movement Step

3. Exploration Step

4. Colonization Step

5.

Contact Step

Player Order: When the Action Phase be-
gins, each player must place one ofhis or her
unit counters into a cup. Thendraw 1 counter
from the cup to see who moves first. When the
first player is done moving, draw another counter
to see who moves second, and so on.

Step Order: You may execute all, some, or
none ofthe action steps during your turn, but
you must execute them in order. For example,
you cannot move a scout into an unknown hex,
explore the hex, and then move more units into
that hex. You must complete the Movement
Step before you start the Exploration Step.

Rules: See the detailed Action Phase rules
beginning on page 13.

Winning the Game

Victory Points: To win the game, you must
earn 50 victory points (VPs). Youearn2 VPs
for each industrial level you control. For
example, at the beginning of the game you con-
trol planets with industrial levels totaling 10 (8
for your home world and 2 for your initial
colony), so you already start with 20 VPs.

End Game: When you have 50 or more VPs
at the end of a game turn, the game is over and
you are victorious! If 2 or more players have
50 or more VPs, the game ends in a tie.
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€Economic Phase

All players simultaneously conduct the business
oftheir civilization during the Economic Phase.
This phase is divided into 5 steps:

1. Placement Step

2. Production Step

3. Purchase Step

4. Investment Step

5. Conversion Step
Placement Step

During this step, your home world and colonies
may place units they built on previous turns onto
the map. In other words, you may move units
from a planet’s data card to that planet’s hex
on the map. This is strictly optional; you may
leave units on a planet’s card for as long as you
wish. Opposing units in the planet’s hex have
no affect on placement.

Production Step

During this step, your home world and colonies
produce IOUs. In addition, your colonies and
any asteroids you are mining produce ore.

Planets

Home World: Your home world produces the
number of IOUs equal to its industrial level.
Place these IOU counters in the box labeled
“Resources & New Units” on your home
world’s data card.

Colony: Each ofyour colonies also produces
the number of TOUs equal to its industrial level.
In addition, an eligible colony has the option of
producing the number of ore equal to %2 its in-
dustrial level, rounded up. Place these IOU
and ore counters in the box labeled “Resources
& New Units” on the colony’s data card.

Standard Rules

No More Ore: After a colony produces ore,
roll 3 dice. Iftheresult is less than, or equal to,
the colony’s industrial level, the colony may no
longer produce ore.

Asteroids Asteroids

Mining: Once each
Economic Phase, you
may mine ore from an
asteroids hex. To mine
ore, you must have 1 or
more transports in the hex. Any ore produced
must be loaded onto a transport immediately
or it is lost.

Mining Table: To mine an asteroids hex, roll
1 die and add the result to the number of trans-
ports you have in the hex. Use this total
to find the amount of ore produced by
@ first finding the total in the lefi-hand col-
&) umn of the Asteroids Mining Table on
Y| your Tables card. Then, look up the
amount of ore in the right-hand column.
For example, if you have 2 transports
mining an asteroids hex and you rolla “3”, the
total is 5 so 2 ore are produced.

Alien Transports: Subtract 1 from the die
roll for each alien p/ayer who has 1 or more
transports in the asteroids hex. For example, if
you have 3 transports in the hex and Roger has
4, you would add only 2 to your mining die roll
(+3 for your transports, -1 for Roger’s.)

Accidents: Ifthe modified mining die result is
2 or less, one (1) of your transports is de-
stroyed. You choose which transport to re-
move. Any resources onboard are lost.

Asteroids Mining Table:

Modified Die Roll Result

2 or less Lose 1 transport
3 No ore produced
4,5 0r6 2 ore produced
7 or more 4 ore produced
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Purchase Step

During this step, your home world and colonies
may spend IOUs to purchase new units and
trade goods.

New Units: Place new units in the Resources
& New Units box on the data card of the planet
that purchased the units. A planet may pur-
chase only those units that are rated at, or be-
low, the planet’s tech level. For example, a
tech level 3 planet cannot purchase a destroyer
because destroyers are tech level 4 units. The
tech level and IOU cost of each unit is given
here and on your Tables card.

Unit Tech Levels and Cost Table:

Unit Tech [o]V]
Level Cost
Scout (Sct) 1 6
Transport (Trn) 1 4
Colony Ship (Col) 2 8
Patrol Boat (PB) 2 2
System Station (SS) 3 6
Assault Boat (AB) 4 6
Destroyer (DD) 5 10
Region Station (RS) 5 12
Cruiser (CA) 6 14
Battleship (BB) 7 18
Galaxy Station (GS) 8 24

Trade Goods: Youmay purchase trade goods
for 1 IOU each on any of your

planets. Unlike units, you have the TTraﬁ
option of placing trade goodson | (W@
the map the same turn you pur- |__Goods

chase them; you do not have to
wait until the Placement Step of a later turn.
Trade goods are tech level 1.

Build Limit: The total number of units and
trade goods a planet purchases in a single turn
may not exceed its industrial level.

Local Economy: A planet may spend IOUs
only from its own Resources & New Units box;
it may not spend IOUs from another planet.
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Counter Limit

The number of units and trade goods you may
have on the map and on your planet cards is
limited by the number of counters that come
with the game. For example, you should have
2 galaxy station counters in your color. You
cannot have more than 2 galaxy stations on the
map or onyour planet cards at any given time.

Rebuild: Ifaunit is destroyed or a trade good
refined, you may rebuild that unit or trade good
on the next turn. For example, if you built 2
galaxy stations and 1 was destroyed last turn,
you may build a third galaxy station.

Recall Trade Goods: If you want to build
more trade goods than you have available, you
may recall trade goods of your color that are
held by another player. Simply take the trade
goods you need from the other player and place
them on the planet that is building them. The
purpose of'this rule is to prevent another player
from holding your trade goods indefinitely. You
may not recall your trade goods if you could
build them from the counters you already hold.

Investment Step

During this step, each planet you control may
increase or decrease its industrial level, tech
level, or both by one (1) step. You may in-
crease or decrease levels in any order.

Increase Levels

Industrial Level: The cost of increasing a
planet’s industrial level is given here and on your
Tables card. The cost depends on the planet’s
current industrial and tech levels. To determine
the cost, find the planet’s current industrial level
in the table and then find its tech level next to it.
The cost of increasing the planet’s industrial level
will be to the right ofits tech level in the IOU
Cost column. For example, if you want to in-
crease your planet’s industrial level from4 to 5,
and its tech level is 3, you must pay 6 IOUs.
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Industrial Level Investment Cost Table:

Ind. Planet IOU Planet | IOU
Level Tech Cost Tech Cost
Change | Level Level
1to 2: 1 4 3 1
2 2 4+ 1
2 to 3: 1 9 3 2
2 4 4+ 1
3 to 4: 1 16 4 2
2 8 5 1
3 4 6+ 1
4 to0 5: 1 25 4 3
2 12 5 1
3 6 6+ 1
5to 6: 1 36 4 4
2 18 5 2
3 9 6+ 1
6to7: 1 49 4 6
2 24 5 3
3 12 6+ 1
7t08 1 64 5 4
2 32 6 2
3 16 7 1
4 8 8 1

Tech Level: The cost of increasing a planet’s
tech level is given here and on your Tables card.
This cost depends on the planet’s current tech
level and your civilization level. To determine
the cost, find the planet’s current tech level in
the table and then find your civilization level next
to it. The cost of increasing the planet’s tech
level will be to the right of your civilization level
in the IOU Cost column. For example, if you
want to increase your planet’s tech level from 2
to 3, and your civilization level is 4, you must
pay 2 IOUs.
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Tech Level Investment Cost Table:

Tech Civ. [o]V) Civ. IoU

Level Level | Cost | Level | Cost

Change

1to 2: 1 4 3 1
2 2 4+ 1

2to 3: 2 9 4 2
3 4 5+ 1

3to4: 3 16 6 2
4 8 7 1
5 4 8 1

4 to0 5: 4 25 7 3
5 12 8 1
6 6

5 to 6: 5 36 7 9
6 18 8 4

6to7: 6 49 8 12
7 24

7t08 7 64 8 32

Civilization Level: Your civilization level au-
tomatically increases to your highest planetary
tech level. Your civilization level can never de-
crease, even if you lose control ofa planet with
a high tech level.

Immediate Result: Tech level changes go into
effect immediately. You may increase a planet’s
tech level and then use the new, higher level to
determine the cost of an industrial level increase
on the same planet on the same turn. Likewise,
if you increase your civilization level by increas-
ing a planet’s tech level, you may use the new,
higher civilization level to determine the cost of
a tech level increase on another planet.

Limit: The maximum industrial or tech level a
planet can attain is 8.

Local Economy: A planet may spend IOUs
only from its own Resources & New Units box;
it may not spend IOUs from another planet.
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Decrease Levels

No Cost: There is no cost to decrease a
planet’s industrial or tech level, but you may
decrease each level by only one (1) step per
turn. You do not receive any IOUs for de-
creasing a level. You may not decrease a
planet’s tech level to 0 except by reducing its
industrial level to 0.

Industrial Level Zero: If you reduce a
planet’s industrial level to 0, its tech level auto-
matically falls to 0 and the planet becomes un-
inhabited. You or another player may recolo-
nized the uninhabited planet.

Conversion Step

During this step, your planets may convert ore,
trade goods, and units into [OUs.

Ore

A home world or colony may refine ore into
IOUs by first paying 2 IOUs for each ore. Then
roll a die for each ore you paid to refine. The
total of the die results is the number of IOUs
you receive. Remove the spent IOUs and the
refined ore counters from the planet’s Resources
& New Units box and replace them with a num-
ber of IOUs equal to the die result total.

Convert Ore

E0—

Trade Goods

A home world or colony may convert trade
goods into IOUs at no cost. Remove the con-
verted trade goods counters from the planet’s
Resources & New Units box and replace them
with the correct number of IOU counters. The
number of IOUs you receive depends on
whether the trade goods are alien or local.
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Alien Trade Goods: Alien trade goods are
those trade goods purchased by a planet an-
other player controls. The trade good counters
will be a color different than your own. Rolla
die for each alien trade good you convert. The
resulting total is the number of IOUs you re-

ceive
'| |
to| 5
U

Convert Alien Trade Good

Trade

o J
MG

Goods

1o

Local Trade Goods: Local trade goods are
those trade goods purchased by a planet you
control. The trade good counters will be your
color. You receive one (1) IOU for each local
trade good you convert.

Trade

T@® —
| K9 =

Goods

1o

Convert Local Trade Good
Units

A home world or colony may decommission
your units that are located in the planet’s hex.
Remove the unit from the map. In the planet’s
Resources & New Units box, place IOUs equal
to 2 of the unit’s original cost.

Economic Phase Example

The following is an example of what you might
do during the Economic Phase of the first turn
of a game of InterSpace. Inthis example, you
will conduct economics on your home world
first and then on your colony.

Home World

Production Step: Since there are no units in
your home world’s Resources & New Units
box, you skip the Placement Step. Your home
world has an industrial level of 8, so it produces
8 IOUs during the Production Step. Place 1
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“5 10U” counter and 3 “1 IOU” counters in
the Resources & New Units box on your home
world’s data card.

Purchase Step: Next, you decide to buy a
scout during the Purchase Step. According to
the Unit Table, a scout is tech level 1 and costs
6 IOUs. So youremove 1 “510U” and 1 “1
I0U” counter and place a scout counter in your
home world’s Resources & New Units box.
You may move the scout into your home
world’s hex during a later turn’s Placement Step.

Completion: Finally, you decide to save the
remaining 2 IOUs and skip the Investment and
Conversion Steps, completing the economic
steps for your home world.

Colony

Production Step: Again there are no units in
your colony’s Resources & New Units box, so
you skip the Placement Step and go straight to
the Production Step. Your colony has an in-
dustrial level of2, so it produces 2 IOUs and 1
ore. Ifyour colony’s industrial level was 3 or
more, you would roll 3 dice to determine if the
colony could continue to produce ore.

Conversion Step: You decide to skip the Pur-
chase and Investment Steps and use your IOUs
for the Conversion Step. You spend 2 IOUs to
convert 1 ore. You rolladie and the result is a
“5”, so your colony ends the Economic Phase
with 5 IOUs and no ore in its Resources &
New Units box.

Phase Completion

While you are doing the economic steps on your
planets, all other players will be doing the eco-
nomic steps on their planets. When everyone
has completed the economic steps for all their
planets, the Economic Phase is over and it is
time to begin the Action Phase.
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Action Phase

Players take turns moving their units, exploring
space, and making contact during the Action
Phase. This phase is broken into 5 steps:

Determine Active Player Step
Movement Step

Exploration Step
Colonization Step

Contact Step

SARE RS A

Determine Active Player
Step

When the Action Phase begins, each player must
place 1 ofhis or her unit counters into a cup.
Then draw 1 counter from the cup to see who
moves first. When the first player is done mov-
ing, draw another counter to see who moves
second, and so on.

Movement Step

During your Movement Step, you may move
all, some ornone of your units. A unit expends
0, 1, or 2 movement points for each hex it en-
ters. The number of movement points a unit
expends during your turn may not exceed the
unit’s movement rate.

Movement Points

Hex Costs: A unit must expend a number of
movement points for each hex it enters. The
movement point cost of each hex is given here
and on your Tables card.
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Movement Point Cost Table:

Hex Type Movement Point Cost
Asteroids 1 (stop)

Black Hole 0 (stop on entry, roll to exit)
Dust Cloud 2

Empty Space |1

Nebula 1 (stop on entry & exit)
Neutron Star [0

Null Space 1 (stop)

Planet 1

Pulsar 1

Unknown 1 (stop)

Worm-Hole 1

Stop: A unit must stop after it enters an aster-
oids, black hole, nebula, null space, or unknown
hex. A unit must stop in the first hex it enters
when it leaves a black hole or nebula hex.

Movement Rate

The movement rate of each unit is given on the
Unit Table on your Tables card and in the up-
per, right-hand corner of the unit counter. A
unit’s movement rate is the number of move-
ment points it may expend during each Move-
ment Step. A unit may expend all, some or
none of its movement points each Movement
Step. Unused movement points are lost.

Variable Movement Rate: Most of your units
have a variable movement rate, V, based on
your civilization level. The movement rate of
your patrol boats, V+1, is 1 higher than your
variable movement rate. The movement rate
or your stations and colony ships, V/2, is 2,
rounded up, of your variable movement rate.

Variable Movement Rate Table:

Civ Level \") V+1 V/2
1,2 1 2 1
3,4 2 3 1
56 3 4 2
7,8 4 5 2
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Black Hole

A black hole hex costs no

movement points to enter, but

you must stop when you enter

the hex. Rolla die for each unit that attempts to
leave a black hole. Ifthe result is less than, or
equal to, the unit’s movement rate, you may
move the unit into an adjacent hex where it then
must stop. Ifthe result is greater than the unit’s
movement rate, the unit remains trapped in the
black hole hex. The unit mayroll once during
each Movement Step until it rolls a number low
enough to escape the black hole.

Dust Cloud

A unit must expend 2 movement points to enter
a dust cloud hex. However, it is okay for a
scout or cruiser to enter an unknown hex that
turns out to be a dust cloud even if the ship had
only 1 movement point left. Aunit with a move-
ment rate of 1 may expend its entire movement
to enter a dust cloud hex.

Wormhole

Movement Cost: Aunit must

expend 1 movement point to

enter a wormhole hex from an

adjacent hex. A unit may expend 1 movement
point to move from a wormhole hex to its part-
ner. Moving to the partner wormhole is op-
tional; a unit may move normally out ofa worm-
hole hex and into an adjacent hex.

Partners Only: A unit may move froma worm-
hole to the wormhole’s partner and vice versa.
Non-partner wormholes are not connected.
For example, a unit can move from Aleph-Prime
to Aleph-Null or from Bet-Null to Bet-Prime,
but it cannot move from Aleph-Prime to Bet-
Null.

Support Range: You may count support range
through wormhole partners as if the two hexes
were physically adjacent.
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Unknown Hex

Only scouts and cruisers, and any units stacked
with them, may enter an unknown hex.

Shared Hex-Sides: Ifpossible, the unknown
hex must share at least 2 hex-sides with “known”
hexes (see illustration below.) However, this
restriction does not apply if the unknown hex is
within 2 hexes of your home world. Note that
anunknown hex does not become “known” until
the Exploration Step.

Asteroids

Civilization Level: The number of unknown
hexes your units may enter each Movement Step
may not exceed your civilization level.

No Hexes: If there are no hexes left in the
exploration box, no unit may enter an unknown
hex.

Examine Box: Before moving into an un-
known hex, you may examine the contents of
the exploration box to see if there is anything
left worth discovering.
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Patrol Boat Movement

A patrol boat must return to a friendly
home world, colony, or station every
other turn.

Removed from Play: A patrol boat that be-
gins the Movement Step in a hex that contains
a friendly home world, colony, or station may
move freely. However, a patrol boat that did
not begin the Movement Step in a hex with a
friendly planet or station must end the Move-
ment Step ina hex that contains a friendly planet
or station. Any patrol boat that can not do so is
removed from play.

Friendly Aliens: Another player may desig-
nate 1 or more ofhis or her planets or stations
as friendly to your patrol boats. This decision
must be made by the other player at the begin-
ning of your Movement Step every game turn.

Transport Movement o

> <

Stop on Unload: A transport may loa
o

and/or unload resources at any point dur-
ing itsmovement. However, once a trans-
port unloads any resource, it must stop and may
not move farther for the rest of the turn.

Resources Stop: Resources may be trans-
ferred between consenting transports and/or
planets. Once you have transferred a resource
it cannot be moved again during your Move-
ment Step.

Blocked Movement

Blocking Units: Opposing warships may
block the movement of your units. In addition,
an opposing station in a wormhole hex may
block your move if you enter the hex from its
wormbhole partner or if you intend to leave the
hex and move to its partner. All other units are
non-blocking and you may ignore them for
movement purposes.
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Moving In: You may freely move your units
into a hex that contains another player’s units.

Moving Out: You may move your units out of
a hex that contains another player’s blocking
units if at least 1 ofthe following conditions is
met:

1. the unit you intend to move started the
Movement Step in the hex

or

2. the other player gives you permission
to leave

or

3. you leave at least 1 warship in the oc-
cupied hex for each blocking unit the
other player has there. For example, if
the other player has 2 cruisers in the
hex, you may leave 2 patrol boats and
move all your remaining units out of the
hex.

Permission: Ifthe other player gives you per-
mission to move out of a hex, all of your units
may move out of the hex for the remainder of
your Movement Step. The other player cannot
pick and choose which of your units can leave
and which ones cannot.

Additional Movement Rules

Stacking: There is no limit to the number of
units you may stack in a single hex. Your units
may stack and unstack freely during your Move-
ment Step.

Support Range: You may not move a ship
into a hex if the hex is not inside the support
range of at least 1 friendly planet or station. You
may not move a station if the move would cause
a ship to no longer be inside the support range
ofat least 1 friendly planet or station. See the
Support Range rules on page 26.

Landing: No unit may ever land on a planet.
Only newly built units may be held on a planet’s
data card.
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Movement Example

In this example, your civilization level is 5, so
your variable movement rate is 3. Refer to the
illustration onpage 17.

1: The transport in the asteroids hex mined ore
during the Economic Phase and now you want
to move the ore to your home world. You move
the transport, and the ore counters stacked un-
der it, to your home world’s hex and transfer
the ore counters to the Resources & New Units
box on your home world’s data card. Although
the transport used only 1 of its 3 movement
points, it must stop moving when it unloads.

2: Patrol boats that do not begin the turn at a
friendly home world, colony, or station must now
move to a friendly home world, colony, or sta-
tion. You must move the patrol boat from the
empty space hex to either your home world or
to your colony on Mevtu.

3: Last turn your scout discovered a black hole;
this turn you would like to explore an adjacent
unknown hex. You must roll a die to determine
ifthe scout can leave the black hole. Ifyou roll
a“1”,“2”, or “3” the scout may move into the
unknown hex. However, if you roll a “4” or
higher, the scout must remain in the black hole
hex. The scout may make only 1 attempt to
leave the black hole each turn.

4: To liberate an enemy-held planet near Aleph-
Null, you want to move a large stack of ships
through the wormhole Aleph-Prime. However,
your opponent, Kevin, has blocked Aleph-
Prime with a system station and 2 patrol boats.
You decide to leave 2 patrol boats and an as-
sault boat in the hex to counter the blocking
units. You then move the remainder of your
stack through the wormhole to Aleph-Null.
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Movement Illustraion
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Exploration Step

Draw a Hex: Ascout or cruiser that entered
anunknown hex during the Movement Step may
now explore that hex. For each unknown hex
you explore, randomly draw 1 hex from the
exploration box.

Another Region: If the hex you draw is a
home world or an Another Region hex, return
it to the exploration box and place an empty
space hex under your ship. Then follow the
Another Region instructions on page 28.

Other Hexes: Ifthe hex is not a home world
or an Another Region hex, place it under your
ship. Ifthe hex is a wormhole, follow the Worm-
hole instructions on page 31. You can find a
detailed description of each hex type in the Ter-
rain section beginning on page 28.

Civilization Level: During the Movement
Phase, the number of unknown hexes your units
may enter may not exceed your civilization level.

No Hexes: Ifthere are no hexes left in the
exploration box no further exploration is per-
mitted and no unit may enter an unknown hex.

V/2

Colonization Step EZ

A,

Establish Colony: Ifyou have
a colony ship in an uninhabited
planet hex you may establish a
new colony. To do this, remove the colony ship
and take the planet’s data card. Your colony
begins with an industrial level of 1, a tech level
of'1, and 6 IOUs in its Resources & New Units
box.

2 0

One Per Planet: Only a single colony may be
established per planet. Moving additional
colony ships to a colony or home world has no
effect.
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Contact Step

Shared Hexes

Contact is made in every hex your units share
with units that belong to one or more other
players. During your Contact Step, you must
either join forces with or attack the other units
in every hex you share. You determine the or-
der in which these shared hexes are resolved.

Join Forces

Permission Granted

Mutual Defense: Ifall other players who have
units in the shared hex give you permission to
join forces with them, your units may remain in
that hex without attacking. Ifthe hex is attacked
later by another player, a// units in that hex must
defend it.

Not an Alliance: Sharing a hex does not mean
you have a permanent alliance. You may share
one hex with someone while attacking his or
her units in another. In addition, a player who
allows you to share a hex may attack your units
in that hex on his or her next or any subsequent
Contact Step.

Example: You wish to help your neighbor, Lisa,
defend her home world against an imminent at-
tack by the mutually-feared Dean. During your
Movement Step, you move several ships to
Lisa’s home world. During your Contact Step,
Lisa gives your ships permission to join forces
with her units in that hex. When Dean attacks
Lisa’s home world, both your units and Lisa’s
units defend the shared hex.
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Permission Denied

You can deny permission for another player to
remain in a shared hex during that player’s
Contact Step, forcing that player to attack your
units in the hex.

Example Continued: After defeating Dean,
Lisa moves most of her units away from her
home world hex, which she still shares with your
units. During Lisa’s Contact Step, you deny
permission for her units to remain in the shared
hex. Lisa is forced to attack your units and
loses, leaving you in a position to easily con-
quer her home world on your next turn. Itis
not very nice, but perfectly legal.

Attack

Ifyou choose to attack, follow the rules in the
Combat section to resolve the battle.

19

Standard Rules

Combat

Overview

The active player is the attacker, and all other
players in the hex are the defenders.

Combat is resolved in a series ofrounds. Each
round, both players separate their units into
battle intensity zones. Then the attacker rolls a
die for each attacking warship and the defender
rolls a die for each defending wunit. If the
attacker’s die result is less than, or equal to, his
or her warship’s combat rating, the defender
must take a number of hits equal to the die re-
sult. Likewise, if the defender’s die result is
less than, or equal to, his or her unit’s combat
rating, the attacker must take a number of hits
equal to the die result.

Each round has 2 fire segments; first fire and
second fire. During first fire, only those units
with a tech level advantage may fire. Units elimi-
nated by first fire do not get to fire back.

During second fire, all remaining units may fire
except those that fired during first fire. Dam-
age from second fire is resolved simultaneously,
so units eliminated by second fire get to fire
back.

Rounds continue until all units fromone side or
the other are eliminated or have retreated.
Combat also ends if neither side rolls a hit during
3 consecutive rounds.

After the battle is over, if attacking warships
remain in an opposing player’s home world or
colony hex, the attacker’s battleships may bom-
bard the planet and the attacker’s assault boats
may attempt to conquer the planet.



InterSpace

Shields Up!

All attacking and defending units begin the battle
with all of their shields. Place anumber of'shield
counters equal to each unit’s shield rating be-
hind that unit’s counter. Shields are not regen-
erated between combat rounds. You can find
the shield rating, if any, of each unit in parenthe-
ses in the lower right-hand corner of its counter
and in the Unit Table on your Tables card.

DD \ RN RN
4 \ 4 \
‘ \Shield ; 1Shield )
\ / \ /

\ / \ 7/

5 3(2) ~__~- ~__~-
Combat Round
Each combat round is divided into 6 segments:
1. Organize Fleets
2. FirstFire
3.  Resolve Hits
4. Second Fire
5. Resolve Hits
6. Retreat

Organize Fleets

At the beginning of each combat round, sepa-
rate units into battle intensity zones; 3 zones for
the attacker and 3 zones for the defender.

Zones: First the defender must allocate his or
her units to 3 zones numbered 0, 1, and 2. Then
the attacker must allocate his or her units into 3
zones also numbered 0, 1, and 2.
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Placement: Take your units from the map
place them a clear space on the table. Then
arrange your units into a front row, a middle
row, and back row. The front row is your zone
0, the middle row is your zone 1, and the back
row is your zone 2.

Empty: You are not required to place units
into each zone. For example, you may place
all your units in your zone 0.

Fewer Units: There must be fewer units in
your zone 2 than in your zone 1, and there must

be fewer units in your zone 1 than in your zone
0.

Civilian Attacker: If you are the attacker,
you must place your civilian units in your zone
2. This s an exception to the Fewer Units rule
above.

@)z [3 [ b

TIN SS A s

PB  V+1 PB  V+1

RS V/2

4(4)

Battle Intensity Zones
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First Fire

Only technologically superior units, if any, may
fire during this step. Immediately remove units
destroyed by first fire. Theydo not get to re-
turn fire.

Tech Advantage: Determine if either player
has a tech advantage. Compare the tech level
of the attacker’s highest tech warship with the
tech level of the defender’s highest tech unit.
You can find the tech level of each unit in the
lower left-hand corner of'its counter and in the
Unit Table on your Tables Card.

Eligible Units: Ifyou have a tech advantage,
your technically superior units may fire during
first fire. Only those units whose tech level is
higher than your opponent’s highest tech level
get fire first.

Example: Your fleet is composed of an as-
sault boat and 2 patrol boats and Kevin’s fleet
is composed of a system station and 2 patrol
boats. Your highest tech unit, the assault boat,
is tech level 4. Kevin’s highest tech unit, the
system station, is tech level 3. So only your
assault boat gets first fire.

Reevaluate: A fleet’s tech advantage may
change as units are lost on both sides. Each
combat round you must redetermine what units,
ifany, get first fire.

No Advantage: Ifneither player has a tech
advantage there is no first fire—proceed to the
second fire step.

Your Kevin’s
Fleet Fleet
AB Y, Ss V/2
Tech Tech
Level 4 ‘ X Level 3
4 2(1) 3 2(2)
PB__ V+1] PB__ V+1]
Tech PB  V+1 PB  V+1| Tech
Level 2 4“ m Level 2
12] 2
2 1 2 1

Assault Boat Recieves First Fire
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Second Fire

Simultaneous: After youresolve first fire, if
any, and remove casualties, the remaining units
may fire during second fire. However, units that
fired during first fire may not fire again. Units
eliminated by second fire get to fire back.

Fire Procedure

Follow this procedure for both first and second
fire. However, only one side gets first fire.

Penetration Fire: Destroyers may conduct
penetration fire against units in zone 1. Before
rolling any dice, first the defender, and then the
attacker, must designate which destroyers are
conducting penetration fire. See the Special
Units rules on page 23 for a description of pen-
etration fire.

Attacker: The attacker rolls 1 die for each
attacking warship. Ifthe result is less than, or
equal to, the warship’s combat rating, the de-
fender receives a number of hits equal to the
die result. For example, an attacking cruiser
fires and rolls a “3”, so the defender will take 3
hits. Ifthe cruiser had rolled ““5” or 6, it would
have missed.

Defender: The defender rolls 1 die for each
defending unit. Ifthe result is less than, or equal
to, the unit’s combat rating, the attacker receives
a number of hits equal to the die result.. For
example, a defending galaxy station fires and
rolls a “2”, so the attacker will take a 2 hits.
Galaxy stations never miss, they just do varying
amounts of damage.

Zone Modifier: The combat rating of units in
zone 2 isreduced by 2. The combat rating of
units in zone 1 is reduced by 1. Units in zone 0
are not affected. For example, a destroyer in
zone 1 will cause 1 hit on a die result of “1”” and
2 hits on a die result of “2”. Any other die re-
sult is a miss.
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Resolve Hits

Remove Shields & Units: First the defender
removes shields and units from the attacker s
fleet. Then the attacker removes shields and
units from the defender s fleet. Remove 1 shield
or 1 unit for each hit you caused to your
opponent’s fleet. You may remove an oppos-
ing unit only after all its shields are gone.

Zones: You may apply damage as you see fit
to any of your opponents units in zone 0. You
may not apply damage to units in a higher num-
bered zone until all units in all lower numbered
zone are eliminated.

Penetration Fire: You may apply hits from
penetration fire to units in either zone 0 or zone
1 or both.
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Retreat

First the defender, and then the attacker, may
move some ofhis or her units out of the shared
hex and into a single adjacent hex.

Screening Units: If you choose to retreat,
you must leave at least 1 warship in the shared
hex for each opposing warship. If you cannot
leave the required number of warships behind,
you cannot retreat.

Negotiated Retreat: The combatants may
negotiate aretreat that does not require the re-
treating player to leave screening warships be-
hind. Or, both players may simply agree to end
combat and join forces in the shared hex, with
no one retreating at all.

Opposing Warships: Youmay not retreat your
units into a hex that contains opposing warships.

Closer to Home: If possible, you must re-
treat your units into a hex that is closer to your
home world than the hex you are retreating from.
When you determine which hex is closer, fol-
low the shortest possible route to your home
world. Count distance through wormhole pairs
if doing so gives the shortest route.

Support Range: You may nof retreat into a
hex that is not within the support range of at
least 1 friendly planet or station. However,
cruisers and stations do not require support and
may retreat out of support range. See the Sup-
port Range rules on page 26.
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End of Battle

One Side Gone: Combat rounds continue until
all units from one side or the other are elimi-
nated or have retreated.

Stalemate: Combat also ends if neither side
rolls a hit during 3 consecutive combat rounds.
At this point, the attacking player must retreat
all his or her units and may not leave screening
warships behind.

Counter Attack: Ifthe attacker runs out of
warships but the defender has 1 or more war-
ships, the defender may either allow the
attacker’s civilian units to retreat or the defender
may attack those units. Ifthe defender chooses
to attack, continue the battle, but now the de-
fender becomes the attacker and the active
player becomes the defender. Shields are not
regenerated before a counter attack.

No Warships: Ifthe attacker runs out of war-
ships and the defender has no warships or
chooses not to counter attack, the attacker must
retreat. In this case, the attacker may not leave
screening units behind.
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Special Units and Tactics

Assault Boats

Planetary Conquest: Assault |AP v
boats are the only units capable *
of conquering aplanet. Seethe |4 2(1)
Planet Attack rules on page 24.

Destroyers DD v
Special Tactics: Your attacking ‘
or defending destroyers may fire 5 3(2)

in 1 of2 ways: normal fire or penetration fire.
If you choose penetration fire, your destroyer
first must give up 1 of’its shields.

Normal Fire: Your destroyer fires normally,
rolling 1 die against its combat rating of 3.

Penetration Fire: Your destroyer may choose
to fire on units in your opponent’s zone 1. Be-
fore rolling any dice, first the defender, and then
the attacker, must announce which destroyers
are conducting penetration fire. Thenroll 1 die
for each destroyer and apply the damage, if any,
to units in your opponent’s zone 1 or zone 0.

Shields Down: A destroyer cannot conduct
penetration fire if it does not have at least 1
shield.

Battleships BE AV

Bombardment: Your battleships
may bombard a planet to reduce
the planet’s industrial level and eliminate units
from the planet’s Resources & New Units box.
See the Planet Attack rules on the next page.

7 5(4)




InterSpace

Planet Attack
During your Contact Step, if
your units are in a hex that con-
tains an opposing home world
or colony and no opposing units remain in the
hex, your battleships may bombard the planet
and your assault boats may attempt to conquer
it. Planet attacks take place after any battle in
the hex is resolved.

Bombardment BB v

You battleships may bombard a
planet once during your Contact
Step. If you successfully bombard a planet,
you will reduce its industrial level by 1 or more
steps and remove all units from its Resources
& New Units box.

Fire: Roll 1 die for each bombarding battle-
ships. Find the total damage inflicted in the left-
hand column of the Bombardment Table be-
low. Reduce the planet’s industrial level by the
number of steps shown in the right-hand col-
umn. You cannot reduce its industrial level be-
low 0.

7 5(4)

Remove Units: Ifyou reduce the planet’s in-
dustrial level by 1 or more steps, remove all
units fromthe planet’s Resources & New Units
box.

Industrial Level Zero: If you reduce a
planet’s industrial level to 0, its tech level also
drops to 0 and the planet becomes uninhab-
ited. Any player may recolonize the planet dur-
ing his or her Colonization Step.

Bombardment Table:
Total Damage Reduce Ind. Level
0-2 0 steps
3-5 1 step
6-10 2 steps
11+ 3 steps
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Conquest

After bombardment, ifany, your assault boats
may attempt to conquer the planet. You may
only attempt to conquer a planet once during
your Contact Step. You cannot conquer an un-
inhabited planet.

Commit Assault Boats: An- [;g v

nounce how many assault boats ‘

you are committing to the attempt. "
4 2(1

No uncommitted assault boats, or
any other unit, can be harmed during a con-
quest attempt.

Planet Combat Rating: A planet’s combat
rating is equal to /% of its tech level, rounded
up.

Planet Fire: The planet fires at the committed
assault boats. Roll a number of dice equal to
the planet’s industrial level. For each result less
than, or equal to, the planet’s combat rating,
eliminate 1 assault boat. Ignore shields. Plan-
ets never score multi-point hits.

Example: Your defending home world has an
industrial level of 8 and a tech level of 5. You
roll 8 dice and destroy 1 assault boat on each
result of “1”,“2”, or “3”.

Surviving Assault Boats: Assault boats do
not fire during planetary conquest. However, if
1 or more of your assault boats survive, you
conquer the planet.

Spoils: Take the conquered planet’s data card
from your opponent. The planet retains its in-
dustrial and tech levels. AllIOUs, ore, and trade
goods inthe planet’s Resources & New Builds
box remain on the planet and become yours.
However, any units in the Resources & New
Builds box are automatically destroyed.
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Combat Example

You moved 2 patrol boats and an assault boat
to attack Kevin’s system station and 2 patrol
boats. (See the Movement Example and Illus-
tration on pages 16 and 17.) You are not inter-
ested in joining forces with Kevin, so you pro-
ceed straight to the first combat round.

Round 1

Organize Fleets: Kevin places all of his units
in his zone 0. You place your patrol boats in
your zone 0. You would like to protect your
assault boat so you can use it later to conquer a
colony, so you place it in your zone 1.

First Fire: Your assault boat is tech level 4
while Kevin’s highest tech unit, his system sta-
tion, is only tech level 3. So your assault boat
gets first fire and rolls a “2”. Normally, this
would cause 2 hits to Kevin’s units, but be-
cause your assault boat is in zone 1 its combat
rating is reduced to 1, so a die result of “2” is a
miss.

Second Fire: During second fire, you roll “1”’s
for both your patrol boats and inflict 2 hits on
Kevin’s units. Kevinrolls a “2” for his system
station, and a““1” for his patrol boat, inflicting 3
hits on your units.

Resolve Hits: Kevinremoves both your pa-
trol boats from your zone 0. Since you have no
more units left in zone 0, he applies the 3rd hit
to your assault boat’s shield. You choose to
remove both of Kevin’s system station’s shields.
Kevin is left with 2 patrol boats and a shieldless
system station and you are left with a shieldless
assault boat.
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Your Kevin’s
Fleet Fleet

Zone 1 Zone0 2 1

ZoneO

Combat Example Round 1
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Round 2

Organize Fleets: Kevin leaves his units in his
zone 0. Since you have only 1 unit left, you
must place your it in your zone 0. Remember,
you cannot place units in zone 1 unless you have
more units in zone 0. This is impossible if you
have only 1 or 2 units.

First Fire: Your assault boat is still the highest
tech unit in the battle, so it fires and rolls a “1”’,
causing 1 hit. You choose to eliminate Kevin’s
system station. It does not get to fire back.

Second Fire: Kevin’s patrol boats roll “1”” and
“3”, inflicting 1 hit and eliminating your shield-
less assault boat. Your units have been com-
pletely wiped out while both of Kevin’s patrol
boats remains in the hex. However, without a
station in the hex, the patrol boats will be forced
next turn to move to one of Kevin’s planets or
stations.

Your Kevin’s
Fleet Fleet

First
Fire

Second
Fire

ZoneO Zone0

Combat Example Round 2

Standard Rules

Additional Rules

Support Range

The ability of a home world, colony, or station
to provide logistical support to your far-flung
ships is represented by the planet or station’s
support range. A ship that is not inside the sup-
port range ofat least 1 friendly planet or station
may not attack, colonize, or explore. A ship
may never voluntarily leave support range.

Unit Exceptions

Stations: Stations are not required to remain
inside the support range of a planet or another
station.

Cruisers: Cruisers are an exception to the
normal support range rules. Cruisers are the
only ships that may leave support range and
attack and explore normally outside of support
range.

Determine Support

Ranges: The support ranges of planets and
stations are:

Planet or Station Support Range
Home World 2
Colony 2
System Station 4
Region Station 6
Galaxy Station 8

Counting Hexes: To determine if a ship is
inside aplanet’s or station’s support range, count
the number of hexes from the planet or station
to the ship. Do not count the hex the planet or
station is in, but do count the hex the ship is in.
If the number of hexes is less than or equal to
the planet’s or station’s support range, the ship
is inside that planet’s or station’s support range.
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Counting Hexes Continued: Count each hex
as 1; do not worry about the movement point
cost of the hex. You may count through any
hex, even a hex that contains opposing units.
You may count through a wormhole hex to its
partner; each hex counting as 1. However, you
may not count through an unknown hex.

Ships Outside of Support Range: Ifa ship
finds itself outside the support range of any
friendly planet or station, the ship’s shields are
reduced to 0, and its combat and movement
ratings are reduced to 1. A scout can not ex-
plore an unknown hex that is outside of sup-
port range. A colony ship can not colonize an
uninhabited planet that is outside of support
range. And you can not conquer another
player’s planet that is outside of support range.

Returning to Support Range: The effects of
being outside of support range are lifted the
moment a ship enters a hex inside of support
range. For example, if the first hex a ship en-
ters is inside support range, the ship may con-
tinue to move its full movement rate.

Friendly Planet or Station: Any planet or
station you control is friendly to your ships. In
addition, another player may declare 1 or more
ofhis or her planets or stations friendly to your
ships in order to support your ships. This dec-
laration must be made by the other player at
the beginning of your Movement Step every
game turn.

Nebulae: A station in a nebula hex cannot
provide support.
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Secrecy

No Secrets: In a Standard game of Inter-
Space there are no secrets; players are free to
examine one another’s counter stacks and
Planet Data cards. However, ifall players agree,
players may keep some or all ofthis informa-
tion secret.

Example: All players may agree to disallow
players from examining any but the top unit in
an opposing counter stack.

Trade

Resources: You may give an- Trade

other player IOUs, ore, or trade %'
G

goods. These resources may be Goods

moved by transports from one hex
to another. You may transfer resources froma
planet you control to another player’s trans-
port inthe same hex, you may transfer resources
from one of your transports to another player’s
planet in the same hex, and you may transfer
resources from one transport to another in the
same hex.

Enforcement: There are no rules that cover
the terms of these transactions. You may wish
to give another player IOUs, ore, or trade
goods as a bribe, in exchange for other re-
sources, or on a whim. Enforcement oftrade
agreements is left solely to your warships.

Restrictions: You may not give another player
any of your units. You may not give another
player your home world or any of your colo-
nies. Your planets must defend themselves nor-
mally during a conquest attempt.
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Terrain

Another Region Hex

All players start the game in their own separate
regions ofthe galaxy. The physical relationship
of one region to another becomes known when
you draw an Another Region hex from the ex-
ploration box. To find out which other region
you discovered, and how it will be joined with
yours, follow this procedure:

1. Return the Another Region Hex

Do not connect the Another Region hex to your
region. Return it to the exploration box in-
stead.

2. Take an Empty Space Hex

Take an empty space hex from the box and
place it under your scout or cruiser.

3. Determine Region

Left or Right: The region you discover will
contain the home world of the player to your
left or right. Roll a die to determine which one:
“17,°2” or “3” for left; “4”, 5", or “6” for right.

Example: You move a scout into an unknown
hex and draw an Another Region hex. Your
region is not yet connected to either the player
on your left or on your right, so you roll a die to
determine which player’s region to connect to.
The result is “2”, so your region will connect to
the player on your left.
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Already Connected: Ifyour region is already
connected to the player on your left, your re-
gion will automatically connect to the player on
your right, and vice versa. If your region is al-
ready connected to both ofthese players’ re-
gions, you cannot complete this procedure.
Continue with the game as if you had discov-
ered only an empty space hex.

4. Determine Ship Facing

Away from your Home World: Position your
scout or cruiser in the empty space hex so that
it is facing away from your home world. If fac-
ing your ship away from your home world causes
it to point directly between 2 hex sides, roll a
die to determine which hex side it will face: “1”,
“2” or “3” for left; and “4”, “5”, or “6” for right.

Example: You return the Another Region hex
to the exploration box and get out an empty
space hex. You place your scout in the empty
space hex so that it is facing away from your
home world. Since this causes it to face be-
tween 2 hex sides, you roll a die to determine
which hex side it should face. Yourolla“4”, so
your scout will face the hex side to its right.

Asteroids

No Explored Hexes: Your scout must not be
facing toward any other hex that is part of your
region. Ifyour scout faces an explored hex in
your region, at any distance, you cannot com-
plete this procedure. Continue with the game
as if you had discovered only an empty space
hex.
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5. Determine Other Home World Hex
Side

Roll a Die: Determine which hex side of the
other player’s home world your scout or cruiser
should be facing. Rolla die to determine which
hex side: “1” for the hex side labeled <17, “2”
for the hex side labeled “2”, and so on. Then,
move the 2 regions together and join them in
such a way that your ship is facing the selected
hex side of the other player’s home world.

Example: Yourolla die and the result is “5”.
You move your region and the other player’s
region together so that your scout is facing the
other player’s home world’s hex side number
“5”.

Planet

%

£

Itaria

Overlap: Ifthe two regions cannot be joined
because hexes will overlap, you cannot com-
plete this procedure. Continue with the game
as if you had discovered only empty space.

Single Region

The end result of these 5 steps is the 2 regions
become a single region shared by both players.
All hexes in the joint region are now part of
your region.

Asteroids

Asteroids

Asteroids are the
stony remnants of a
shattered planet.
They contain easily ,
accessible mineral resources.
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Movement: Aunit must expend 1 movement
point to enter an asteroids hex where it then
must stop.

Mining: You may mine ore from an asteroids
hex when you have 1 or more transports in that
hex. You may mine an asteroids hex only once
each Economic Phase during the Production
Step. See the Production Step rules on page
9.

Black Hole

Black holes are col-
lapsed giant stars that
exert a powerful gravi-
tational field that is dif-
ficult to escape.

Movement: Ablack hole hex costs no move-
ment points to enter, but a unit must stop after it
enters the hex. Roll a die for each unit that
attempts to leave a black hole. Ifthe result is
less than, or equal to, the unit’s movement rate,
you may move the unit into an adjacent hex
where it then must stop. Ifthe result is greater
than the unit’s movement rate, the unit remains
trapped in the black hole hex. The unit may roll
once during each Movement Step until it rolls a
number low enough to escape the black hole.

Dust Cloud

Dust Clouds are re-
gions of space with
abnormally high den-
sities of dust and
gases.

Movement: Aunit must expend 2 movement
points to enter a dust cloud hex. However, it is
okay for a scout or cruiser to enter an unknown
hex that turns out to be a dust cloud, even ifthe
ship had only 1 movement point left. A unit
with a movement rate of 1 may expend its en-
tire movement to enter a dust cloud hex.
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Empty Space

Empty space does not
contain anything useful
or interesting.

Movement: Aunit must
expend 1 movement point to enter an empty
space hex.

Home World

Treat a home world hex
drawn from the explora-
tion box as an Another
Region hex; do not treat
it as an uninhabited planet. Follow the Another
Region Hex rules on page 28.

Nebula

Nebulae are clouds of
ionized gas that make
navigation difficult and
combat impossible.

Movement: Aunit must expend 1 movement
point to enter a nebula hex, where it then must
stop. Aunit may move only 1 hex when it leaves
anebula hex.

Combat: A warship in a nebula hex cannot
attack any other unit.

Support: Astation in a nebula hex cannot pro-
vide support.

Neutron Star

Neutron stars are col-
lapsed medium-size
stars. Youmay use the
strong (but not over-
powering) gravitational pull of a neutron star to
produce a slingshot effect.

Neutron Star

Movement: There is no movement cost to
enter a neutron star hex and no penalty to leave.
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Null Space

. Nuli Space .

Null space is an inver-
sion of the space-time
continuum that pre-
cludes the existence of
normal matter.

Movement: Aunit must expend 1 movement
point to enter a null space hex.

Destruction: Any unit that finds itselfin a null
space hex is immediately eliminated.
Planet

Planet

Any planet, other than
a home world, that you
draw fromthe explora-
tion box is an uninhab-
ited planet.

Movement: Aunit must expend 1 movement
point to enter a planet hex.

Colonization: You can colonize an uninhab-
ited planet by moving one of your colony ships
to the planet’s hex. Follow the Colonization
Step rules on page 18.

Pulsar

Pulsars emit powerful
and unpredictable bursts
of energy that may de-
stroy unshielded units.

Movement: Aunit must expend 1 movement
point to enter a pulsar hex.

Destruction: Roll 1 die for each unshielded
unit that enters a pulsar hex or begins the Move-
ment Step in a pulsar hex. An even number
result indicates that the unit is destroyed. Un-
shielded units are scouts, transports, colony
ships, and patrol boats.
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Wormhole

Wormholes are trans-dimensional portals to
distant regions of the galaxy. Wormholes al-
ways come in pairs: the “Prime” wormhole and
its “Null” partner.

Place Null Wormhole

When you discover a wormhole, place the
“Prime” wormhole hex from the exploration box
under the discovering scout or cruiser. Then
determine the location of'its “Null” partner as
follows:

1. Select Another Player’s Home World

Roll a die to pick another player’s home
world: “1” or “2” for the player on your left;
“3” or “4” for the player across from you; and
“5” or “6” for the player on your right. If
there are only three players: “17, “2” or “3”
for the player on your left; and “4”, “5” or “6”
for the player on your right. Ifthere are only
two players, the other player’s home world is
selected automatically.

2. Select a Home World Hex Side

Roll a die to pick a hex side from the selected
home world: “1” for the hex side labeled “1”,
“2” for the hex side labeled “2”, and so on.

3. Place the “Null” Wormbhole

Moving directly away from the selected hex
side, place the “Null” wormhole in the first un-
known hex you come to.
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Example

You move a scout into an unknown hex and
draw the wormhole labeled “Aleph-Prime”.
Yourolladie to the select another player’s home
world and the result is “6”: the player to your
right. Youroll another die to select one of this
home world’s hex sides and again the result is
“6”. Moving directly away from this hex side,
you place “Aleph-Null” in the first unknown hex
you come to.

'ormhol

Aleph=Null
QlephRul

Asteroids

Movement

One Movement Point: A unit must expend 1
movement point to enter a wormhole hex from
an adjacent hex. A unit may expend 1 move-
ment point to move from a wormhole hex to its
partner. Moving to the partner wormhole is
optional; a unit may move normally out of a
wormbhole hex and into an adjacent hex.

Partners Only: A unit may move only be-
tween a specific wormhole and its partner.
Other wormholes are not connected. For ex-
ample, a unit can move from Aleph-Prime to
Aleph-Null or from Bet-Null to Bet-Prime, but
a unit cannot move from Aleph-Prime to Bet-
Null.

Support Range: You may count support range
through wormhole partners as if the 2 hexes
were physically adjacent.
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Units

Assault Boat (AB) [ v
TechLevel: 4 IOUCost: 6 *
Attack: 2 Defend: 2 4 2(1)
Shields: 1 Movement: V

An assault boat is a warship capable of atmo-
spheric flight. It is the only unit that can con-
quer another player’s home world or colonies.

Conquest

Your assault boats may attempt to conquer a
planet only ifthere are no defending units in the
hex. Youmay only attempt to conquer a planet
only once during your Contact Step. You can-
not conquer an uninhabited planet.

Commit Assault Boats: Announce how many
assault boats you are committing to the attempt.
No uncommitted assault boats, or any other
unit, can be harmed during a conquest attempt.

Planet Combat Rating: A planet’s combat
rating is equal to Y% it tech level, rounded up.

Planet Fire: The planet fires at the committed
assault boats. Roll a number of dice equal to
the planet’s industrial level. For each result less
than, or equal to, the planet’s combat rating,
eliminate 1 assault boat. Ignore shields. Planet’s
never score multi-point hits.

Surviving Assault Boats: Assault boats do
not fire during planetary conquest. However, if
1 or more of your assault boats survive, you
conquer the planet.

Spoils: Take the conquered planet’s data card
from your opponent. The planet retains its in-
dustrial and tech levels. All IOUs, ore, and
trade goods in the planet’s Resources & New
Builds box remain on the planet and become
yours. However, any units in the Resources &
New Builds box are automatically destroyed.

Standard Rules

Battleship (BB)
TechLevel: 7 IOU Cost:
Attack: 5 Defend:

Shields: 4  Movement:

BB v
18
5 7 5(4)
v

The heavy weapons on this warship allow it to
bombard planets. A successful bombardment
reduces a planet’s industrial level by 1 step and
eliminates all units from the planet’s Resources

& New Units box.

Bombardment

You battleships may bombard a planet once
during your Contact Step. Ifyou successfully
bombard a planet, you will reduce its industrial
level by 1 or more steps and remove all units
from its Resources & New Units box.

Fire: Roll 1 die for each bombarding battle-
ships. Find the total damage inflicted in the left-
hand column of the Bombardment Table be-
low. Reduce the planet’s industrial level by the
number of steps shown in the right-hand col-
umn. You cannot reduce its industrial level be-

low 0.

Remove Units: Ifyou reduce the planet’s in-
dustrial level by 1 or more steps, remove all
units fromthe planet’s Resources & New Units

box.

Industrial Level Zero:

If you reduce a

planet’s industrial levelto 0 or less, its tech level
drops to 0 and the planet becomes uninhab-
ited. Any player may recolonize the planet dur-
ing his or her Colonization Step.

Bombardment Table:
Total Damage Reduce Ind. Level
0-2 0 steps
3-5 1 step
6-10 2 steps
11+ 3 steps
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Colony Ship (Col) Col VP2
TechLevel: 2 TOUCost: 8 AR,
Attack: 0  Defend: 0 2 0
Shields: 0 Movement: V/2

A colony ship is a spaceship designed to carry
resources and sentients to an uninhabited planet
in order to start a new colony. The ship itselfis
cannibalized when you establish a colony.

Colonization

If you have a colony ship inan uninhabited planet
hex during your Colonization Step you may es-
tablish a new colony. To do this, remove the
colony ship and take the planet’s data card. Your
colony begins with an industrial level of 1 and a
tech level of I and 6 IOUs

Cruiser (CA) CAL ) Vv
TechLevel: 6 IOUCost: 14
Attack: 4  Defend: 4 6 4(3)
Shields: 3 Movement: V

A cruiser is a warship designed for long range
combat and exploration missions. It is the only
ship that can ignore support range and the only
ship other than a scout that can explore un-
known hexes.

Exploration

Only scouts and cruisers, and any units stacked
with them, may enter an unknown hex. If pos-
sible, the unknown hex must share at least 2
hex-sides with “known” hexes. However, this
restriction does not apply if the unknown hex is
within 2 hexes of your home world. The num-
ber of unknown hexes your units may enter each
Movement Step may not exceed your civiliza-
tion level. Ifthere are no hexes left in the ex-
ploration box, no unit may enter an unknown
hex.
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Support

Cruisers are an exception to the normal sup-
port range rules. Cruisers are the only ships
that may leave support range and attack and
explore normally outside of support range.

Destroyer (DD) DD o V
TechLevel: 5 I0UCost: 10 ‘

Attack: 3 Defend: 3 5 3(2)
Shields: 2  Movement: V

A destroyer is a warship built for aggressive
fighting. It may charge into combat and make
penetration fire against protected zone 1 units.
However, it must give up 1 shield each time it
does so.

Special Tactics

Your attacking or defending destroyers may fire
in 1 of2 ways: normal fire or penetration fire.
If you choose penetration fire, your destroyer
first must give up 1 of’its shields.

Normal Fire: Your destroyer fires normally,
rolling 1 die against its combat rating of 3.

Penetration Fire: Your destroyer may choose
to fire on units in your opponent’s zone 1. Be-
fore rolling any dice, first the defender, and then
the attacker, must announce which destroyers
are conducting penetration fire. Thenroll 1 die
for each destroyer and apply the damage, if any,
to units in your opponent’s zone 1 or zone 0.

Shields Down: A destroyer cannot conduct
penetration fire if it does not have at least 1
shield.

Shields Down: A destroyer cannot make pen-
etration fire if it does not have at least 1 shield.
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Galaxy Station (GS)
TechLevel: 8§ IOUCost: 24
Attack: 0  Defend: 6
Shields: 6 Movement: V/2

A galaxy station is the largest class of station.
It can provide support for you ships up to 8
hexes away.

Patrol Boat (PB) PB

V+1

o]

TechLevel: 2 IOUCost: 2
Attack: 1  Defend: 1 2 1
Shields: 0 Movement: V+1

A patrol boat is a small, fast warship. It can
carry only a limited amount of life support, so it
must return to a friendly home world, colony,
or station every other turn.

Movement

Removed from Play: A patrol boat that be-
gins the Movement Step in a hex that contains
a friendly home world, colony, or station may
move freely. However, a patrol boat that did
not begin the Movement Step in a hex with a
friendly planet or station must end the Move-
ment Step ina hex that contains a friendly planet
or station. Any patrol boat that cannot do so is
removed from play.

Friendly Aliens: Another player may desig-
nate 1 or more ofhis or her planets or stations
as friendly to your patrol boats. This decision
must be made by the other player at the end of
your Movement Step every game turn.

Region Station (RS)

TechLevel: 5 IOUCost: 12
Attack: 0 Defend: 4
Shields: 4 Movement: V/2

A region station can provide support for you
ships up to 6 hexes away.
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Scout (Sct)

TechLevel: 1 IOUCost: 6
Attack: 0  Defend: 1
Shields: 0 Movement: V

A scout is equipped with the sensors and tele-
scopes it needs to explore space. Scouts and
cruisers are the only units that can explore an
unknown hex. You start the game with 3
scouts.

Exploration

Only scouts and cruisers, and any units stacked
with them, may enter an unknown hex. If pos-
sible, the unknown hex must share at least 2
hex-sides with “known’ hexes. However, this
restriction does not apply if the unknown hex is
within 2 hexes of your home world. The num-
ber of unknown hexes your units may enter each
Movement Step may not exceed your civiliza-
tion level. Ifthere are no hexes left in the ex-
ploration box, no unit may enter an unknown
hex.

System Station (SS) ENFE

TechLevel: 3 IOUCost: 6
Attack: 0  Defend: 2 2(2)
Shields: 2  Movement: V/2

A system station is the smallest class of station.
It can provide support for you ships up to 4
hexes away. You start the game with 1 system
station.

Transport (Trn)

TechLevel: 1 IOUCost: 4
Attack: 0  Defend: 1
Shields: 0 Movement: V

A transport is a large spaceship capable of
moving resources. Resources are [OUs, ore,
and trade goods. A transport can hold up to 6
resources inany combination. A transport may
also mine asteroids for ore. You start the game
with 2 transports.
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Mining Asteroids

Mining: Onceeach Economic Phase, you may
mine ore froman asteroidshex. To mine ore,
you must have 1 or more transportsin the hex.
Any oreproduced must beloaded onto atrans-
port immediately or it islost. Seethe Produc-
tion Step ruleson page 9.

Mining Table: To mineanasteroidshex, roll
1 dieand add theresult to the number of trans-
portsyou haveinthehex. Usethistotal to find
theamount of ore produced by first finding the
total in the left-hand column of the Asteroid
Mining Tableonyour Tablescard. Then, look
up theamount of oreintheright-hand column.

Alien Transports: Subtract 1 from the die
roll for each dien player who hastrangportsin
the asteroids hex.

Ageroid Mining Table:

Modified Die Roll Result

2 or less Lose 1 transport
3 No ore produced
4,5, 0or 6 2 ore produced
7 or more 4 ore produced
Movement

Stop on Unload: A transport may load and/
or unload resources at any point during its
movement. However, onceatransport unloads
any resource, it must stop and may not move
farther for therest of theturn.

Resources Stop: Resources may be trans-
ferred between consenting transports and/or
planets. Onceyou havetransferred aresource
it cannot be moved again during your Move-
ment Step.
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Advanced Rules

The Advanced rules are a set of optional rules
for playing InterSpace. Use these optional rules
along with the Standard rules. You may use all,
some, or none of the optional rules as you see
fit. The optional rules are:

Alien Objective Cards
Breakthrough Cards
Colonization Cards
Encounter Cards
Additional Options

Alien Objective Cards: These cards give each
player his or her own unique victory condition.

Breakthrough Cards: Players use these cards
to pursue different lines of technological devel-
opment. You may take a Breakthrough card
each time you increase your civilization level.

Colonization Cards: Your colonists may find
a surprise or two when they establish a new
colony.

Encounter Cards: Empty space is not as
empty as you think. Now when you discover
an empty space hex, you may find something
or something may find you.

Additional Options: These are additional rules
to allow 5 or more to play InterSpace, a rule
for taking the randomness out of exploration,

and a rule to allow players to exceed the counter
mix limit.
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Alien Objective
Cards

Not all species think alike. During your explo-
rations you will encounter alien civilizations
whose goals are totally unlike your own.

How They Work

Draw a Card: There are 8 Alien Objective
cards. Each player must draw 1 card at ran-
dom before the game begins. Keep the card
you draw secret for now.

Victory Points: The card you draw will ex-
plain how you earn victory points (VPs) during
the game. You can earn VPs only in the man-
ners described on your objective card. To win
the game, you must earn 50 victory points (VPs).

End Game: When you have 50 or more VPs
at the end ofa game turn, the game is over, and
you are victorious! If 2 or more players have
50 or more VPs, the game ends in a tie.

Secret: Inthe early part of the game, you must
keep your Alien Objective card hidden. How-
ever, you may be forced to reveal your card in
some situations.. For example, if you are the
Conquerors and you build assault boats at a
tech level 3 planet and someone points this out,
you must reveal your Alien Objective card.

One Region: All players must reveal their Alien
Objective cards when all of the home worlds
have been joined into a single region.

Advanced Rules

Examples

Researchers

Aleph=Prime

You drew the Researchers
card when the game began. This card states:

For each of the following hex types
you study, you earn 7 VPs: black hole,
dust cloud, neutron star, nebula,
pulsar, and wormhole. To earn VPs
for a hex type, you must currently
have 1 or more stations in 1 or more
hexes of that type. If you no longer
have a station in a particular hex type,
you no longer earn those VPs.

You also earn 1 VP for each industrial
level you control.

Later in the game, you still control your home
world with an industrial level of 8, and you have
improved the industrial level of your original
colonyto 6. You do not have any other colo-
nies and you have not conquered any planets.
You have system stations in a black hole hex, a
nebula hex, and in the Aleph-Prime and Aleph-
Null wormhole hexes. So right now you have
35 VPs: 14 for the industrial levels of the plan-
ets your control plus 21 for having stations in 3
of the different types of hexes that interest you.

Techies Q

You drew the Techies card before n
the game began. This card states:

Nothing excites your species more
than owning the latest gadget.

You earn 4 VPs for each civilization
level you attain. For example, if your
civilization level is 6, you have earned
24 \/Ps.

You also earn 1 VP for each industrial
level you control.

Later in the game, you control planets with in-
dustrial levels that total 21 and your civilization
level is 5. You have 41 VPs and are only 9
VPs short of winning the game.
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Additional Rules

Asterisk: The asterisk on the Parasites card
indicates that there are additional rules that
would not fit on the card. These additional rules
are given here.

Parasites @

Each member of the Parasite spe- 2
cies inhabits the body and controls /,‘?
the mind of a host life form. The
Parasites can multiply quickly and

take over the population of an entire planet in a
short period of time. When this occurs, the
planet is infested.

Victory Points: The Parasites receive 5 VPs
for each home world and colony they infest.
The Parasite home world and original colony
are already infested at the beginning of the game.

Control Does Not Matter: The Parasites
receive 5 VPs for an infested planet even if an-
other player controls that planet. It is possible
for the parasites and the controlling player to
earn VPs for the same planet. However, the
parasites do not receive VPs for the industrial
level ofa planet they do not control.

Colonization: Anuninhabited planet becomes
infested if it is colonized by a colony ship that
was built on an infested planet, even if another
player controls the planet that built the colony
ship.

Advanced Rules

Infestation: The Parasites have the special
ability to infest another player’s home world or
colony by using a colony ship built at an in-
fested planet. The Parasites must move the
colony ship into the opposing planet’s hex. Then,
at the end of the Contact Step, the Parasites
may remove the colony ship from play. This
causes the opposing planet to become infested.

Not Colonization: By eliminating the colony
ship, the Parasites are seeding the planet with
pods and taking over the minds and bodies of
the population. The planet remains under the
control of'its original owner and it retains its
industrial and tech levels. The planet does not
receive 6 additional IOUs when the colony ship
is removed.

Conquered Planets: Ifthe Parasites conquer
another player’s home world or colony, the
planet does not become infested. To infest the
planet, the Parasites must move a colony ship
to the planet’s hex and remove it as described
above.

Eradication: The only way to remove an in-
festation is to reduce the planet’s industrial level
to 0. Ifyou control the planet, you can reduce
its industrial level by 1 each turn during the In-
vestment Step. Ifyou do not control the planet
you may reduce its industrial level by 1 each
turn by bombarding it with battleships during
your Contact Step. You cannot bombard a
planet you control.

Rebels: Ifan infested colony rebels the colony
is no longer infested.
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Breakthrough
Cards

Breakthrough cards allow players to
pursue different lines of technologi-
cal development. You may take a
Breakthrough card each time you increase your
civilization level.

How They Work

Civilization Level: Each Breakthrough card
has in its upper, right-hand corner, the civiliza-
tion level required to take that card. An(A)
indicates the card may be taken at any civiliza-
tion level.

Take a Card: When you increase your civili-
zation level, you may take 1 Breakthrough card
whose level is equal to, or less than, your new
civilization level. For example, if you increase
your civilization level from 3 to 4, you may take
a(2),(3),(4),or (A) card.

Multiple Players: In general, you may take a
new Breakthrough card immediately when you
increase your civilization level. However, if 2
or more players improve their civilization levels
during the same Economic Phase, you must
determine the order in which players choose
cards. To do this, each player must place one
of his or her unit counters ina cup. Then draw
counters 1 at a time to determine who chooses
first, second, third, and fourth.

Only Two: There are only 2 copies of each
card (except Drive Improvement.) So if2 other
players already hold the card you want, you
can never have that breakthrough.

Drive Improvements: You no longer receive
automatic increases in your variable move-
ment rate when your civilization level in-
creases. Instead, your variable movement rate
isequal to 1 plus the number of Drive Improve-
ment cards you hold.

Advanced Rules

Getting Started

Two Cards: Players should begin the game
holding 2 Breakthrough cards. Players choose
the cards they want in 2 rounds. During the
first round, you may take a (2) or an (A) card.
During the second round, you may take a (2),
(3), or (A) card. However, you cannot take a
second Drive Improvement card at this time.

Round Order: To determine the order play-
ers choose cards, each player must place 1 of
his or her unit counters in a cup. Then draw
counters 1 at a time to determine who chooses
first, second, third, and fourth during the first
round. Reverse this order for the second round.

Additional Rules

Asterisk: An asterisk on a Breakthrough card
indicates that there are additional rules that
would not fit on the card. These additional rules
are given here.

Drive Improvement

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive Improve-
ment cards you hold.

Draw Limit: You may not take a Drive Im-
provement card if more than half the Break-
through cards in your hand are already Drive
Improvements.

Example: You are holding 1 Drive Improve-
ment and 2 other Breakthrough cards, so your
fourth draw my be a Drive Improvement. If
you were holding 2 Drive Improvements and
only 1 other Breakthrough card, your fourth
draw could not be a Drive Improvement.
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Grapple Beams and
Repair Robots

Following a battle, if you have the

Grapple Beams and/or the Repair Robots card,
and no opposing units remain in the hex, you
may be able to bring some destroyed units back
into play. If' you have both the Grapple Beams
and Repair Robots cards, you must use the
Grapple Beams first.

Victory Points: For the purpose of counting
victory points, units that are repaired or cap-
tured are still considered “destroyed”.

Assault Boats & Battleships: An assault
boat or battleship may attack a planet on the
turn it is repaired or captured. You may at-
tempt to repair assault boats after successfully
conquering a planet.

Artifacts: You cannot repair artifacts. See
page 7.

Advanced Rules

Jamming

Ifyouhave 1 or more scouts in your fleet,
you may jam enemy fire control. Addi-
tional scouts have no effect.

Reduce Hits: After each combat round, roll a
number of dice equal to your civilization level.
However, you may not roll more dice than the
number of hits you received. Eliminate 1 hit for
each even numbered result.

First and Second Fire: You may spread your
jamming die rolls across first and second fire.
The number of dice you may roll after first fire
must be equal to or less than the number of first
fire hits you recive. Likewise, the number of
dice you mayroll after the second fire must be
equal to or less than the number of second fire
hits. The total number of dice you roll during
the combat round must be equal to or less than
your civilization level.

Zone 0 or 1: The attacker may place his or
her scouts in zone 0 or 1. This is an exception
to the Civilian Attacker rule on page 20 of the
Standard Rules. A scout may jam on/yifitis in
itszone O or 1.

Destroyer Hits: If your opponent uses de-
stroyers to damage your zone 1 units, you may
choose to reduce zone 1 hits before zone 0 hits.

Defending: Your scouts defend normally.

Missile Round: Your scouts may jam during
the missile round.

Example: Ed’s cruiser attacks one of your
lone scouts. The cruiser rolls a “2” scoring 2
hits. Your civilization levelis 6. Youroll 2 dice
and the results are “2” and “6”. The cruiser’s
hits are completely negated. Your scout returns
fire during second fire but rolls a “4”” and misses.
On the second round, Ed’s cruiser rolls a “4”
during first fire. You scout rolls 4 dice and the
results are <17, “2”, “2”, and “4”. You reduce
the number ofhits from 4 to 1, but this is enough
to destroy your scout.
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Modular Units

b
Economic Phase: During the -} {.‘.‘
economic phase, inevery hex that

contains your units, you may re- + ‘
place those units with units of

equal or lesser IOU value. For ‘
example, you may replace a pa-

trol boat (2 IOUs) and a destroyer (10 IOUs)
with a region station (12 IOUs) or vice versa.

Combat: During the retreat step of each com-
bat round, you may either replace patrol boats
with larger warships or replace larger warships
with patrol boats. The warships must be in your
zone 1 or 2. The IOU value of the new war-
ships must be equal to or less than the IOU
value of'the original warships. You cannot as-
semble or disassemble stations during combat.

Shields: During combat, reduce the IOU value
of'a warship by 2 for each missing shield. For
example, a destroyer with 1 shield is worth 8
I0Us and could be disassembled into 4 patrol
boats. You may also assemble new warships
with fewer than their standard number of shields.
For example, you may replace 2 patrol boats
with 1 shieldless assault boat. During the Eco-
nomic Phase, all units are considered to have
their full complement of shields.

Tech Level: The tech level ofa newly created
unit must be at or below your civilization level.

Colony Ship: You may never assemble or dis-
assemble a colony ship.

Advanced Rules
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Colonization
Cards

Your scouts and cruisers may locate an unin-
habited planet suitable for colonization, but they
cannot determine exactly what your colonists
will find when the settle down there. Each time
you establish a new colony, draw a Coloniza-
tion card and follow the instructions written on
the card. Do not draw a card for your original
colony.

Additional Rules

Asterisk: The asterisk on the Rebels card in-
dicates that there are additional rules that would
not fit onthe card. These additional rules are
given here.

Rebels

This colony immediately declares
its independence from your home
world. Allofyour units currently
in the planet’s hex join the rebels.

Defend Only: Rebel units
never leave the planet’s hex.
From now on, ifany player moves units into the
hex, the rebels will block movement and de-
fend the hex. Any player may attempt to con-
quer the planet with assault boats.

Advanced Rules

Production: Each turn, the rebels will grow
their economy or build a unit. Roll 1 die at the
beginning of each Economic Phase and consult
the list below:

1. Increase Level
2. Increase Level
3. Builda Station
4. Build a Station
5. Build a Warship
6. Build a Warship

Increase Level: If yourolla“l” or “2”, in-
crease the lower of'the rebel’s tech or industrial
levels by 1 step. If both levels are the same,
increase their tech level by 1 step.

Build a Station: Ifyourolla“3” or “4”, the
rebels build the largest station their tech level
allows. However, if their tech level isonly 1 or
2, increase their tech level by 1 step instead.

Build a Warship: Ifyourolla“5” or “6”, the
rebels build the largest warship their tech level
allows. However, if their tech level is only 1,
increase their tech level to 2 instead.

Place Units: Place a new station or warship
onto the map immediately.

No Resources: Do not keep track of IOUs
or ore for the rebel planet. Ifyou conquer the
planet, it will have no IOUs or ore.

Parasites: If an infested colony rebels, the
colony is no longer infested.

Breakthroughs: Rebels do not receive the
benefit of any Breakthrough Cards.
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€Encounter Cards

Empty space may not be as empty as you think.
Each time you explore an unknown hex and
draw an empty space hex, roll 2 dice. Ifboth
die results are even numbers, you must draw
an Encounter card.

Counters: AnEncounter card may require the
placement of a counter on the map. All op-
tional counters are printed in black and white.

Scouts: Many ofthe Encounter cards refer to
your scout. Ifyou are exploring an unknown
hex with a cruiser, then the cruiser is your “scout””.
If you are exploring with additional units stacked
with a scout or cruiser, and a card states that it
affects your scout, a/l of' your units in the hex
are affected the same way.

Artifacts

Some encounters result in the discovery of an-
cient artifacts. Each artifact has its own counter.
Any unit may carry any number of artifacts. You
may transfer artifacts between units and be-
tween a unit and a planet the same way a trans-
port transfers resources. An artifact does not
take up any space on a transport. Ifthe unit
carrying an artifact is destroyed, so is the arti-
fact. It cannot be repaired even if the unit is.

ST TN
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Advanced Rules

Free Agents

Some encounters result in the discovery of free
agents. During the Action Phase, agents move
after all players have finished their turns. They
move in the following order:

Berserker

Ton Storm
Madness
Pirates

Plague Units
Raiders

Rogue Miners
Space Amoeba
Trader

O 0NN AW~

Interaction

Free agents will interact with each other. The
Berserker will attack the Pirates, the Pirates will
attack the Trader, the lon Storm may destroy
the Rogue Miners, etc...

Random Movement

The Berserker, Ion Storm, Plague units, and
Space Amoeba may move randomly. To de-
termine which direction an agent moves, choose
a nearby home world and use its numbered hex
sides to designate directions. Then roll a die
and move the agent 1 hex in the corresponding
direction. Ifa random move would take an
agent offof the map, it stops at the edge ofthe
map instead.

Black Hole: Black Holes have no affect on
random agents.

Dust Cloud: Dust clouds have no affect on
random agents.

Null Space: Ifarandom move takes an agent
into a Null Space hex, the agent is eliminated.

Pulsar and Ion Storm: Pulsars and the Ion
Storm have no affect on the Berserker, Ion
Storm, or Space Amoeba. A Pulsar or Ion
Storm may destroy an unshielded plague unit
normally.
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Worm Hole: Ifarandomly moving agent starts
its turn in a worm hole hex, roll a die. Ifthe
result is “1”, the agent will move to the worm
hole partner. On any other result, ignore the
worm hole and roll again to determine a direc-
tion of movement.

Additional Rules

Asterisk: An asterisk on an Encounter card
indicates that there are additional rules that
would not fit on the card. These additional rules
are given here.

Combat: When you allocate hits from an agent,
you must attempt the eliminate the highest num-
ber of warships.

Madness

Contemplation of the Universe’s gj
deepest secrets causes your
scout’s crew to go insane.

Movement: Each turn your scout must move
at its maximum speed toward the nearest unit,
friendly or alien. Iftwo or more units are equally
distant, you choose which one. Ignore support
range.

Suicide Pact: When your scout enters a hex
that contains another unit, or another unit en-
ters a hex that contains your scout, your scout
convinces the other unit’s crew to self-destruct.
Ifthere is more than 1 unit in the hex, randomly
determine which one is destroyed. Your scout
is also destroyed.

Advanced Rules

Pirates Pirates 3

Place the Pirate cruiser in the new, “
empty space hex. The pirates are L8 A3
a free agent. Your scout is unharmed.

Movement: Each turn the pirates expend up
to 3 movement points to move toward the near-
est transport. If two or more transports are
equally distant, the player who drew the Pirates
card decides which one.

Blocking: You may block the pirates move-
ment normally. See the Blocked Movement
rules on page 15 ofthe Standard rules. Pirates
never block movement.

Combat: Pirates attack only if you refuse to
share a hex with them. They defend normally if
you attack them.

Steal Resources: Once the pirates reach a
hex that contains a transport, they take all its
cargo. Remove the resources from beneath the
transport and place them with the other unused
counters.

No Resources: Ifthe transport has no cargo,
rolladie. Ifthe result is even, the transport is
destroyed. Ifthe result is odd, the transport is
unharmed.

Multiple Transports: Ifthere are 2 or more
transports in the hex, randomly determine which
one the pirates plunder. The pirates ignore the
others transports until their next turn.

Moving On: The pirates do not dawdle. On
their next turn, they leave the hex and move
toward the next nearest transport, ignoring any
transports in the hex they started the turn in.
The pirates never plunder in the same hex 2
turns ina row.

Finished: Ifthere are no more transports the
pirates can reach (including those reachable via
a wormhole), the pirates leave the game by
moving into the nearest unknown hex.
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Plague

\®’

\1/

Your scout’s crew becomes in-
fected with a hideous, space borne
disease. Place a plague marker
on the scout. Plague units are free agents.

Random Movement: Plague units move ran-
domly each turn. Roll a die for each unit to
determine a direction and move it 1 hex in that
direction. However, a plague unit stops when
it reaches the edge of the map.

Blocking: You may block a plague unit’s
movement normally. See the Blocked Move-
ment rules on page 15 of the Standard rules.
Plague units never block movement. However,
any unit entering a plague unit’s hex may be-
come contaminated, even if the unit is simply
moving through the hex.

Contamination: When a plague unit enters a
hex that contains other units, or other units en-
ter a hex that contains a plague unit, the new
units may become infected. Roll2 dice for each
uninfected unit. If both die results are even,
that unit becomes a plague unit—place a plague
marker onit.

Combat: Infection takes place before com-
bat. Plague units attack only if you refuse to
share a hex with them. They defend normally if
you attack them.

Breakthroughs: Plague units have all of the
same breakthroughs as their original owners,
include breakthroughs aquired after the unit
caught the plague.

Support: Plague units do not need support.

Patrol Boats: Plagued PBs are not required
to return to a planet or station each turn.

Planet: Ifa plague unit occupies a planet’s
hex during the Economic Phase, reduce the
planet’s industrial level by 1 step. Ifa planet’s
industrial level is reduced to 0, its tech level also
drops to 0 and it becomes uninhabited. Any
player may recolonize the planet.
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Raidel’s Raiders 3
Place the Raider’s cruiser in the “
new empty space hex. The raid- 6___4@Q)

ers are a free agent. Your scout is
unharmed.

Movement: Each turn, the raiders expend up
3 movement points to move toward the nearest
home world or colony. Iftwo or more inhab-
ited planets are equally distant, the player who
drew the card decides which one.

Blocking: You may block the raiders move-
ment normally. See the Blocked Movement
rules on page 15 ofthe Standard rules. Raid-
ers never block movement.

Combat: Raiders attack only if you refuse to
share a hex with them. They defend normally if
you attack them.

Steal IOUs: Once they reach a planet hex,
they take a// IOUs from the planet’s Resources
& New Builds box. Remove the IOUs from
the planet’s data card and place them with the
other unused counters.

No IOUs: If the planet has no IOUs, roll a
die. Ifthe result is even, reduce the planet’s
industrial level by 1 step. Ifthelevelis already
1, there is no effect.

Moving On: The raiders do not dawdle. On
the turn after raiding a planet, they again move
toward the next nearest planet. However, they
never visit the same planet twice. Keep a list of
visited planets and exclude them when choos-
ing which planet to move to next.

Finished: The raiders will continue to travel
from planet to planet until they have visited all
the inhabited worlds they can reach (including
those reachable via wormhole.) Then they leave
the game by moving into the nearest unknown
hex.
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Rogue Miners

Place the Miner’s transport into
the new, empty space hex. The
miners are a free agent. Your scout
is unharmed.

Movement: Each turn, the miners expend up
to 3 movement points to move toward the near-
est asteroids hex. Iftwo or more asteroids are
equally distant, the player who drew the card
decides which one. However, the miners will
not move toward an asteroids hex if the hex
contains a warship.

Blocking: You may not block the miners
movement. The miners never block movement.

Combat: The miners never attack and you
cannot attack them.

Mining: While the miners are in an asteroids
hex, players mining the hex must subtract two
(2) from their mining die roll. This is in addition
to any other die roll penalty.

Moving On: The miners cannot be destroyed,
but they will leave if a warship enters the hex.
On their next turn, the miners move toward the
next nearest asteroids hex. However, they will
not move toward an asteroids hex if it already
contains a warship. Ifall asteroids hexes the
miners can reach (including those reachable via
awormhole) contain warships, the miners leave
the game by moving into the nearest unknown
hex.
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Space Amoeba

Place the Amoeba counter into the &H
new, empty space hex. The

amoeba is a free agent. Your scout
is unharmed.

Blocking: The amoeba never blocks move-
ment, even for a colony ship. You may build a
colony ship on a planet even if the amoeba is in
that planet’s hex.

Movement: Ifthere is no colony ship within 2
hexes, the amoeba moves 1 hex in random di-
rection each turn. However, the amoeba stops
when it reaches the edge ofthe map.

Colony Ships: Ifthere are 1 or more colony
ships in the amoeba’s hex, the amoeba eats 1
of'the ships and does not move. Otherwise, if
there is a colony ship within 2 hexes, the amoeba
moves 1 hex toward it. Ifthere are 2 or more
colony ships equally distant, choose 1 randomly.
Ifthe amoeba enters a hex that contains 1 or
more colony ships, the amoeba eats 1 colony
ship.

Limit: The amoeba will eat only 1 colony ship
per turn and the amoeba eats only during its
own turn. If your colony ship enters the
amoeba’s hex on your turn, the amoeba does
not eat the ship until the amoeba’s turn.

Planet: Ifthe amoeba occupies a planet’s hex
during the Economic Phase, reduce the planet’s
industrial level by 1 step. Ifa planet’s industrial
level is reduced to 0, its tech level also drops to
0 and it becomes uninhabited. Any player may
recolonize the planet.
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Trader

Place the Trader’s transport into
the new, empty space hex. Also
place the 6 black and white trade good counters
beneath the transport. The trader is a free
agent. Your scout is unharmed.

Movement: Each turn the trader expends up
to 3 movement points to move toward the near-
est home world or colony. Iftwo or more plan-
ets are equally distant, the player who drew the
card decides which one.

Blocking: You may block the traders move-
ment normally. See the Blocked Movement
rules on page 15 of the Standard rules. The
trader never blocks movement.

Combat: The trader never attacks, but she
does defend normally if you attack her.

Trade: At any point during any players move-
ment step, including the trader’s, the trader will
exchange up to 6 trade goods for the same num-
ber of trade goods of any other color. She
never exchanges trade goods for trade goods
ofthe same color. The trader exchanges trade
goods only at a planet.

Moving On: The trader does not dawdle. On
her next turn, whether a trade has been made
or not, she again moves toward the nearest
home world or colony. However, she never
visits the same planet twice. Keep a list of vis-
ited planets and exclude them when choosing
which planet to move to next.

Finished: The trader will continue to travel
from planet to planet until she has visited all the
home worlds and colonies she can reach (in-
cluding those reachable via wormhole). Then
she leaves the game by moving into the nearest
unknown hex. The trader will also leave if she
loses all of her trade goods to the Pirates.
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Additional
Options
Here are some additional optional rules for:

*  Five or More Players

*  Plus Counters

*  Variable Space

*  Non-Random Exploration

Five or More Players

If 5 or more are playing InterSpace, do not
use the Getting Started rules to set up the game.
Instead, each player begins the game with only
1 hex; his or her home world.

Home World Hexes: Since there are only 4
home world hexes in the game, some players
must use planet hexes to represent their home
worlds. Treat these planet hexes exactly as if
they were home world hexes.

Levels: Each player’s home world starts with
an industrial level of 8, but a tech level of only
1. All players start the game with a civilization
level of 1.

Units: No one has any units at the beginning
ofthe game.

Breakthrough Cards: You do not receive
Breakthrough cards at the beginning of the
game. When you improve your civilization level,
do not take and hold a Breakthrough card.
Instead, set the card you want faceup in a com-
mon area on the table and place one of your
unit counters on the card. If you want the same
breakthrough another player has already cho-
sen, place one of your unit counters on that
card.

Encounter Cards: Do not roll for an encoun-
ter ifthe newly discovered empty space hex is
adjacent to a home world.
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Non-Random Exploration

Planets: Each player is allowed to discover a
fixed number of uninhabited planets. You can
colonize and conquer as many planets as you
can get away with. The only limit is on discov-
ery.

Discovery Limit: The number of planets each
player may discover is given in the table be-
low. For example, in a 5 player game you may
discover only 2 uninhabited planets. When you
draw your 3™ or higher planet from the explo-
ration box, you must put it back in and continue
drawing until you get something other than a
planet.

Fulfillment: After every player has discov-
ered all of the planets they are entitled to, each
player is allowed to discover one (1) additional
planet. For example, once everyone in a 5
player game has discovered 2 uninhabited plan-
ets each, all players are eligible to discover the
single remaining planet.

Asteroids: Follow the same system to regu-
late the discovery of asteroids using the table
below.

Forfeit: If you do not explore for 3 turnsina
row, you forfeit any planet or asteroids reserved
for you. Proceed as if you have discovered
your allotted number of planets and asteroids.

Planet Asteroids
Number of . .
Players Dlsc:.oYery Dlsc:.oYery
Limit Limit

2 5 2

3 3 1

4 2 1

5 2 1

6 1 1

7 1 1

8 1 1

Discovery Limits
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Plus Counters

With plus counters, you are not lim- + 5
ited by the number of counters that

come with the game. You may use plus counters
to add additional units and trade goods. For
example, a+5 counter stacked under a patrol
boat represents 5 additional patrol boats for a
total of 6.

Variable Space

If players wish to come into contact with one
another sooner, remove some of the empty
space hexes from the exploration box. For
example, before starting play, remove 18 empty
space hexes. Alternatively, if players wish to
put offfirst contact, add additional empty space
hexes to the exploration box.

Credits: See Standard Rules
Revision: 2008-04-03

Copyright © 1996 by Greg Turner
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Unit Table Variable (V)

Unit Tech Atk Def Shid Move Cost Movement Rate*
70
Trade Good 1 n/a n/a n/a n/a 1 Civ. Level (Highest Tech)
i Scout (Sct) 1 0 1 0 \Y 6 1. 2 3 4 5 6 7 8
Explore unknown hexes v 1.1 2 2 3 3 4 4
g Transport (Trn) 1 0 1 0 v 4 vic1 1 1 1 2 2 2 2
Carry up to 6 resources (IOUs, ore, trade goods) * Do not use this table if you are
am, Colony Ship (Col) 2 0 0 0 V/2 8 using the optional Breakthrough
Colonize an uninhabited planet cards. Follow the instructions on
the Drive | tcards.
4, Patrol Boat (PB) 2 1 1 0 V1 2 e rive Improvement cards
Must return to a friendly planet or station every other turn
System Stations (SS) 3 0 2 2 V/2 6
X Provide support for ships up to 4 hexes away Transport Bonus
4 AssaultBoat(AB) 4 2 2 1 v 6 Table*
Conquer opposing home worlds and colonies
4 Destroyer (DD) 5 3 3 2 v 10 Transport 10U
Make double or specific attack by sacrificing a shield Location Bonus
@ Region Station (RS) 5 0 4 4 vi2 12 Your Home World  No bonus,
Provide support for ships up to 6 hexes away but required
“ Cruiser (CA) 6 4 4 3 Vv 14 Your Colony 210Us
Explore unknown hexes - does not need support Asteroids 4 I0Us
‘ Battleship (BB) 7 5 5 4 v o o18 Alien Home World 8 I0Us
Bombard planets
‘ Galaxy Station (GS) 8 0 6 6 V/2 24 * Do not use this table if you are
Provide support for ships up to 8 hexes away following the Standard rules.

Terrain Effects Table

Move
Terrain Cost Additional Affects

Another Region n/a Replace with an empty space hex and follow the Another Region procedure.

Asteroids 1-Stop  Transports receive a 4 IOU bonus in Basic game, or may mine for ore in Standard game.

Black Hole 0-Stop Roll a die when attempting to leave. If the result is less than, or equal to, the unit’s
movement rate, it may move into the next hex and stop.

Dust Cloud 2 None
Empty Space 1 None

Nebula 1-Stop Combat is not permitted. A unit may move only 1 hex when leaving. A station in a nebula
cannot provide support (Standard rules.)

Neutron Star 0 None
Null Space 1-Stop  All units are destroyed.

Planet 1 A newly discovered planet is uninhabited and may be colonized.

Pulsar 1 Roll 1 die for each unshielded unit. An even result indicates the unit is destroyed.
Unknown 1-Stop May be entered only by a scout (or cruiser in Standard game) and units stacked with them.
Wormhole 1 It costs 1 movement point to move from a wormhole to its partner. The unit may continue

moving normally after reaching the partner.
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Standard Tables

Game Play Summary

Economic Phase
All players simultaneously conduct the business of
their civilization during the Economic Phase.

Placement Step
o Each planet may deploy units fromits data card to
its hex on the map.

Production Step
o Eachplanetproduces |OUs equaltoitsind. level.
« Each eligible colony may produce a number of
ore equal to ' its industrial level, rounded up.
Check if the colony can continue to produce ore.
o Transports in asteroids hex may mine for ore.

Purchase Step
o Purchase trade goods and units. A planet may
purchase only units whose tech level is less than,
orequalto, the planet’s tech level.

Investment Step
o Each planet may increase or decrease its
industrial and tech levels by 1 step each.

Conversion Step
o Refine oreinto IOUs ata costof2 IOUs perore.
o Converttrade goods to IOUs at no cost.
o Roll a die for each ore and alien trade good
converted to find how many IOUs are produced.
o Decommission units and receive IOUs equal to /2
of the units’ cost.

Action Phase

Players take turns moving their units, exploring
space, colonizing planets, and making contact.

Movement Step

o Move units through explored hexes within their
supportrange. Cruisers may ignore support.

o Only scouts and cruisers, and units stacked with
them, may enter unknown hexes.

o Transports may load and/or unload resources. A
transport must stop when it unloads.

o Patrol boats must return to a friendly planet or
station every otherturn.

Exploration Step
o Ascout or cruiser in an unknown hex may draw a
new hex from the exploration box.

Colonization Step
o A colony ship in an uninhabited planet hex may
establish a new colony.

Contact Step
o Units may either attack or join forces with
opposing units in the same hex.
« Battleships may bombard and assault boats may
conquer an opposing planetin the same hex.

Tech Level Ind. Level
Investment Investment
Table Table

Tech Ind. Planet

Level Civ. 10U
Change Level Cost

1to 2 1 4
2 2
3+ 1
2t03 2 9
3 4
4 2
5+ 1
3to4 3 16
4 8
S 4
6 2
7+ 1
4t05 4 25
5 12
6 6
7 3
8 1
5t06 5 36
6 18
7 9
8 4
6to7 6 49
7 24
8 12
7to8 7 64
8 32

Asteroid
Mining Table

o Roll 1 die

o Add the number of
your transports

o Subt. 1 for each other
player mining the hex

Total Result
2orless 1 Transport

destroyed
3 No ore

4,5, 0or6 2ore
7 ormore 4 ore

Level Tech 10U
Change Level Cost

1t02 1 4
2 2
3+ 1
2t03 1 9
2 4
3 2
4+ 1
3to 4 1 16
2 8
3 4
4 2
5+ 1
4105 1 25
2 12
3 6
4 3
5+ 1
5t0 6 1 36
2 18
3 9
4 4
5 2
6+ 1
6to7 1 49
2 24
3 12
4 6
5 3
6+ 1
7t08 1 64
2 32
3 16
4 8
5 4
6 2
7+ 1

Basic Rules

Do not use any of the
tables on this side of the
card if you are following
the Basicrules.
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mark your home world and colonies.
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Parasites*

Members of your species inhabit the
bodies and control the minds of host
life forms. You can multiply quickly to
infestan entire planet.

You earn 5 VPs for each planet you
infest. You also earn 1 VP for each
industrial level you control.

Seetherules for more information.

Conquerors

You earn VPs each time you conquer
a planet that you have never
controlled before. The number of
VPs you earn is equal to the planet’s
industrial level plus its tech level at
the time of conquest.

You also earn 1 VP for each industrial
level you control.

You may build assault boats at a cost
of 4 IOUs. For all purposes, treat
your assault boats as tech level 3.

Warriors

Your people live to die in battle - there
is nogreater glory!

You earn 1 VP for each of your own
warships destroyed during your
Contact Step. You do not earn VPs
for destroying alien units and you do
notearn VPs when yourwarships are
destroyed defending themselves.

You also earn 1 VP for each industrial
level you control.

Researchers

For each of the following hex types
you study, youeam 7 VVPs: blackhole,
dust cloud, neutron star, nebula,
pulsar, and wormhole. To earn VPs
for a hex type, you must currently
have 1 or more stations in 1 or more
hexes of that type. If you no longer
have a station in a particular hex type,
you no longer earnVPs for that type.

You also earn 1 VP for each industrial
level you control.

B
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Builders

Your people believe a strong and
growing economy is the key to
greatness.

You earn 2 VPs for each industrial
level you control.

#

Xenophobes

Your species is driven by a paranoid
fearand loathing of all things alien.

You earn VPs for destroying alien
units. You earn 1 VP for each alien
warship, 2 VPs for each scout, 4 VPs
for each station, and 8 VPs for each
colony ship you destroy or capture.
Youearn 1 VP foreach alien industrial
level you destroy by bombardment.

Youalsoearn 1 VPforeach industrial

level you control.

Techies

Nothing excites your species more
than owning the latest gadget.

You earn 4 VVPs for each civilization
level you attain. For example, if your
civilizationlevel is 6, you have earned
24 \/Ps.

You also earn 1 VP for each industrial
level you control.

#

During the Purchase Step, yourhome
word may buy VPs in pairs. The first
pair of VPs you buy during the game
cost 2 I0Us, the second pair cost 4,
the third pair costs 6, and soon. Each
VP you purchase counts against your
home world’s purchase limit.

Rouyalists

Your people love to lavish
extravagant gifts on theirroyal family.

You also earn 1 VP for each industrial

level you control.
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Heavy Transports (2)

Nine Resources: Your transports
may carry up to 9 resources instead
of the usual 6.

Mining: For each Heavy Transport
card you hold, add 1 to your mining
dierolls.

Jamming*

Reduce Hits: If you have 1 or more
scouts in your fleet, after hits are
rolled against you, you may roll a
number of dice equal to the number of
hits or your civilization level,
whicheveris lower. Eliminate 1 hit for
each evennumbered result.

Zone 0 or 1: Ascoutmayjam only ifit
is inits zone 0 or 1. The attacker may
place scouts inthese zones.

SeeRules: See rules formore info.
Advanced PBs (4)

First Fire: Each combat round,
when you determine which units get
first fire, treat your patrol boats as if
their tech level were equal to your
civilization level. For all other
purposes treat your patrol boats as
techlevel 2units.

LRMs

Missile Round: Before the first
combat round, your attacking
warships or defending warships and
stations may fire once. Unless your
opponent also has LRMs, destroyed
units may not return fire.

No Zones: Do not divide units into
zones for the missile round. Your
opponent must apply LRM hits to his
or herownunits as he or she sees fit.

1

(3)

3)

(t':‘)T

Asteroids: Your units are not
required to stop when they enter an
asteroids hex.

Nav Computers

Black Holes: Your units treat black
holes asif they were neutron stars.

Pulsars: Your units are immune to
pulsars.

Multiplex Sensors (Bﬁ

Draw Again: When you draw a hex
from the exploration box, you may
return it and draw again. You must
make this decision immediately,
before you draw any more hexes.
You may return a hex and draw again
onlyonce eachturn.

Cards: Once per game you may
discard 1 Encounter and 1
Colonization Result card and draw

again. #
(4)

Repair: After winning a battle, roll 1
die for each of your “destroyed” units.
If the resultis an even number, return
that unit to the hex where the battle
took place.

Repair Robots*

VPs: Repaired units still count as
destroyed when counting VPs.

SeeRules: Seerules formoreinfo.

Grapple Beams* (5)+

Capture: After winning abattle, roll 1
die for each of your remaining
warships and stations. [f the resultis
even, that unit may capture 1
“destroyed” enemy unit of equal or
lower 10U value than itself. Replace
the enemy unit with one of your own.
Captured units still count as

destroyed for VPs. A captured
transport retains its cargo.
SeeRules: Seerulesformoreinfo.
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Stealth Tech

Blocked Movement: Your
movement cannot be blocked by
opposing units except at wormhole
entrances.

Retreat: You are not required to
leave screening units behind when
youretreat.

First Fire: Your opponent never
receives firstfire.

LRMs: Roll adieforeach LRM hiton

(6)

+

.l

your units. Ignorethe hitifeven.
Plasma Cannons (7)

Multiple Fire: Each combat round,
your defending stations may fire a
number oftimes equal to their combat
rating. In other words, system
stations fire twice, region stations fire
4 times, and galaxy stations fire 6
times.

LRMs: Your stations do not get
multiple fire during the missile round.

Nova Bombs

Colony Ships: You may no longer
build colony ships. These counters
now represent nova bombs (NB). An
NB has the same cost, movement,
combat, and shield ratings as a
colony ship, but itis atech level 8 unit.

Detonate: You may detonate an NB
at any time in any hex as long as the
hex does not contain any other units.
Remove the hex from the game; do
not return it to the box. Treat the

8) +

empty hexleft behind as null space.
Drive Improvement (A)

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

1

Modular Units* (6) T

Economic Phase: During the
economic phase, you may replace
units with other units of an equal or
lesser 10U value.

Combat: During the retreat step of
each combat round, you may either
break down larger units nto PBs, or
assemble PBs into largerunits.

SeeRules: Seerules formoreinfo.

Star Gates (7)+

Jump: Your units may jump from 1
station directly to another station at a
cost of 1 movement point. The
stations must both be within each
other’s support range. Units may
continue to move and jump.

Resources: You cannot move
resources independently. You can
move only those resources that are
loaded on a transport.

Planetarg Grid (8)+

Impervious:  Your tech level 8
planets may not be conquered or
attacked by anything, including nova
bombs and space amoebas.

Units: You may announce that all,
some, or none of your units are inside
the grid. Units inside the grid cannot
attack or be attacked. Units outside
the grid attack or defend normally but
may retreat into the grid without
leaving screening units behind.

Drive Improvement (A) #

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

]
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Drive Improvement (A)

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A)

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A)

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A)

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

1

B

N

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Drive Improvement (A)

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A) #

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A) #

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

Drive Improvement (A) #

Variable Movement Rate: Your
variable movement rate is equal to 1
plus the number of Drive
Improvement cards you hold.

Card Limit: You may not draw a
Drive Improvement card if more than
half the Breakthrough cards you
already hold are Drive Improvement
cards.

]
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Ancient Ruins

The discovery of ancient ruins on this
planet leads to rapid technological
advances.

Calculate the cost of tech level
investment for this colony as if your
civilization level were 1 higher than it
actually is.

Lost Treasure

Your colonists discover the fabled lost
treasure of space pirate Mack M'Ahn.

This colony starts with an additional
12 10Us, for atotal of 18.

Nice World

The ideal climate of this planet
enhances the growth and
development of your colony.

Calculate the cost of industrial level
investment for this colony as if the
colony’s tech level were 1 higher than
itactually is.

Mineral World

The abundant mineral resources on
this planet insure your colony will
always produce ore.

When this colony produces ore, do
not roll dice to determine if it has run
out. This colony will never run out of
ore.

B

O

+

N

Pleasure World

Psycho-active chemicals in the local
plant life keep your colonists happy,
but stupid.

Calculate the cost of tech level
investment for this colony as if your
civilization level were 1 lower than it
actually is. There is no effect if your

civilizationlevel is 1.

Paradise

Z

The idyllic conditions on this planet
lead your colonists to defend it
fiercely.

As long as you control this colony,
your patrol boats have a combat
rating of 2 when they are in this

+

W

+

1

colony’s hex.

lce World #

The adverse climate of this planet
inhibits the growth and development
of your colony.

Calculate the cost of industrial level
investment for this colony as if the
colony’s tech level were 1 lower than
it actually is. There is no effect if the
colony’s tech level is already 1.

Vegetable World #

The lack of mineral resources on
this planet prohibits mining.

This colony does not produce ore.



B

Doh!

Your colonists packed the wrong gear
for this planet's environment!

This colony starts with 0 10Us,
industrial level 1, and tech level 1.

Hostile Natives

This colony may increase its
industrial or tech levels only if you
have an assault boat or battleship in
the colony’s hex.

Normal World

There is nothing particularly
interesting about this colony. It
begins with an industrial level of 1, a
tech level of 1, and 6 IOUs in its
Resources & New Units box.

Normal World

There is nothing particularly
interesting about this colony. It
begins with an industrial level of 1, a
tech level of 1, and 6 IOUs in its
Resources & New Units box.

N

Frontier Spirit
Your colonists turn out to be hard
working and resourceful.

This colony starts with 6 10Us,
industrial level 2, and tech level 2.

Rebels*

This colony immediately declares its
independence from your home world.

All of your units currently in the hex
jointhe rebels.

See the Advanced Rules for more
information.

Normal World

There is nothing particularly
interesting about this colony. It
begins with an industrial level of 1, a
tech level of 1, and 6 |IOUs in its
Resources & New Units box.

Normal World

There is nothing particularly
interesting about this colony. It
begins with an industrial level of 1, a
tech level of 1, and 6 |IOUs in its
Resources & New Units box.




( dInterSpace

Colonization

( dInterSpace

Colonization

(dInterSpace

Colonization

(dInterSpace

Colonization

( dInterSpace

Colonization

( dInterSpace

Colonization

(dInterSpace

Colonization

(dInterSpace

Colonization



Ancients Return

Your scout awakens the ancients,
and they are not pleased with how
you have used their technology.

Lose all the artifacts you control, if
any. The artifacts are Crystal,
Fabrication, Drive, Shield, and
Weapon.

This card has no effect on artifacts
youdraw later in the game.

B

Crystal Artifact

Your scout salvages a crystalline
object of rare beauty and unknown
purpose from an ancient derelict.
Place the Crystal Artifact under your
scout.

You may take the crystalto any home
world or colony and convert it to 12
IOUs during the Conversion Step of
the Economic Phase. Discard the
crystal after you convert it.

Dread

Fear of the unknown causes your
scout's crew to panic.

Move your scout toward your home
world a number of hexes equal to its
movementrating.

The crew regains its composure on
your next turn and the scout may
move normally.

Fabrication Artifact

Your scout salvages a fabrication unit
from an ancient derelict. Place the
FabricationArtifact under your scout.

When placed in the Resources & New
Builds box of a home world or colony,
the artifact produces 1 to 6 IOUs
during the Production Step of each
Economic Phase. Roll a die to
determine how many I0Us are
produced. However, the artifact will
notproduce on aturn itismoved.

+

+

1

N

Berserker

Place the Berserker counter in the
hex. Yourscoutisdestroyed.

The Berserker moves randomly each
turn.  Roll a die to determine a
direction and move it 1 hex.
However, it stops when it reaches the
edge ofthe map.

After moving, the Berserker attacks
any units inits hexand willbombard a
planet in its hex. The Berserker

defends normally during playerturns. #

Doom Station

Place a galaxy station and 6 patrol
boats in the hex. Your scout is
destroyed.

The station and PBs always remain in
the hex. The PBs block movement
andall Doom units defend normally.

The station always starts with 6 patrol
boats when another unit moves into
its hex, even if the station lost PBs
during a previous battle.

Drive Artifact #

Your scout salvages the drive from an
ancient derelict. Place the Drive
Artifact under your scout.

Any unit with the Drive Artifact has a
movementrating of 5.

Gamblers

Aspace borne gambling cartel makes
an offer you can’t refuse: double or
nothing.

Youmustroll 1 die. Iftheresultis 1, 2,
or 3, place an additional scout in the
hex. If the result is 4, 5, or 6, your
scoutis lost permanently.

If you used a cruiser to explore the
hexand youroll 1,2, or 3, you gain an
additional cruiser. If youroll 4,5, 0r6,

your cruiser is lost.
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Insight

Contemplation of the Universe gives
your people a deeper understanding
of the alien cultures you encounter.

You may look at all players' Alien
Objective cards. However, you may
not show one player’s objective to
another.

If you are not using the Alien
Objective cards, Insight has no effect.
Discard this card and draw another
Encountercard.

Knowledge

Your study of hyper-spatial anomalies
in this area leads to a technological
breakthrough.

You may immediately take 1 new
Breakthrough card of your choice.
However, the card must be at or
below your current civilization level.

If you are not using Breakthrough
cards, Knowledge has no effect.
Discard this card and draw another
Encountercard.

Lost & Found

If this is the first Lost and Found card
drawn, place it to one side and place
your scouton top of the card.

If this is the first Lost and Found card
drawn, place into the hex the scout
thatwas lost earlier.

Lost Probe

You discover an automated
exploration probe and download its
database. Immediately draw
additional hexes to fill in all unknown
hexes adjacent to the empty space
hexyou just explored.

You may not use Multiplex Sensors
when adding the hexes. The new
hexes never result in an encounter or
Another Region. If you draw Another
Region, putitbackand draw again.
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lon Storm

Place the lon Storm counter in the
hex. The storm moves randomly
each turn. Roll a die to determine a
direction and move it 1 hex.
However, it stops when it reaches the
edge ofthe map.

Before and after itmoves, roll 1 die for
each unshielded unit in the storm’s
hex. If the resultis even, the unit is
destroyed.

The storm does not block movement.

Lost & Found

If this is the 1* Lost and Found card
drawn, place it to one side and place
your scouton top of the card.

If this is the 2™ Lost and Found card
drawn, place into the hex the scout
thatwas lost earlier.

#

Lost Colonists

Youdiscover a long lost colony ship.

Place a colony ship of your color in
the hex.

#

Madness*

Contemplation of the Universe's
deepest secrets causes your scout's
crewto goinsane.

Each turn your scout must move at its
maximum speed toward the nearest
unit, friendly or alien. When your
scout is in a hex that contains another
unit your scout convinces the other
unit's crew to self-destruct. You scout
is also destroyed.

See the rules for more information.
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Merchants

Space borne merchants offer to trade
your scout for any other type of unit
except a colony chip.

You have the option of removing your
scout and replacing it with a new unit.
However, the tech level of the new
unit must be equal to, or less than,
your civilization level.

Pirates*

Place the Pirate cruiser in the hex.
Each turn the pirates move at speed 3
toward the nearest transport. If 2 or
more transports are equally distant,
you choosewhichone.

Once the pirates reach a transport,
they take allits cargo. Ifthe transport
is empty, roll a die. If the result is
even, the transport is destroyed.

Seetherules for more information.

Upgrade

Aspace borne robotic culture decides
your scoutneeds an upgrade.

Replace your scout with the Sct+
counter.  Your scout’s movement
rating is now equal to your variable
movement rate plus 1. It has a tech
level of 6, a defensive combat rating
of 4, and 3 shields.

If you are exploring with a cruiser, this
card has no effect. However, do not
drawanew Encounter card.

Rejection

Higher beings determine your people
are not yet worthy of unlocking the
secrets of the Universe.

Move your scout directly to your
home world. Do not pass Go, do not
collect $200.
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Meteor Storm T

Your scout is destroyed in an unlucky
accident. These things happen.

Plaque*

Your scout's crew becomes infected
with a hideous, space borne disease.

You lose control of your scout and it
becomes a plague unit. Plague units
move 1 hex in a random direction
each turn. Whena plague unit enters
a hex, roll 2 dice for each uninfected
unitin the hex. If both die results are
even, that unit alsobecomes a plague
unit.

See the rules for more information.

Raiders*

Place the Raiders cruiser in the hex.
Each turn the raiders move at speed 3
toward the nearest inhabited planet.
If 2 or more planets are equally
distant, you choose which one.

Once the raiders reach a planet, they
take all of its IOUs. If the planet has
no 10Us, roll a die. If the result is
even, reduce the planet’'s industrial
level by 1 step, but neverto 0.

See the rules for more information.

Roque Miners*

Place the miner’stransport in the hex.
Each turn the miners move at speed 3
toward the nearest asteroids hex. If2
or more asteroids hexes are equally
distant, you choose which one.

While the miners are in the asteroids
hex, players mining the hex must
subtract 2 from their mining die roll.

See the rules for more information.
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Shield Artifact

Your scout salvages a shield
generator from an ancient derelict.
Place the Shield Artifact under your
scout.

Any unit with the Shield Artifact
receives 1 extra shield before
combat, even ifit had none before. In
addition, the unit regenerates 1 lost
shield aftereach round of combat.

Dimensional Portal

Your scout activates a ancient portal.
The portal is destroyed and your
scoutis sentto another location.

Randomly select a home world.
Then roll a die to select a direction
from that home world. Then roll once
more and place your scout that many
hexes from the home world in the
direction chosen. If this would place
your scout off the map, stop when you
reach the edge ofthe map.

Telepaths

A star faring race of busy bodies
exposes your secrets.

You must reveal your Alien Objective
card and leave it faceup for the rest of
the game.

If you are not using the Alien
Objective cards, Telepaths has no
effect. Discard this card and draw
another Encounter card.

Trader*

Place the Trader's transport, loaded
with 6 trade goods, into the hex.

Each turn the trader moves at speed
3 toward the nearestinhabited planet.
If 2 or more planets are equally
distant, you decide which one. Once
there, the trader will exchange up to 6
trade goods for the same number of
trade goods of a different color.

Seetherules for more information.
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Space Amoeba*

Place the Amoeba counter in the hex.
Your scoutis unharmed.

If there is a colony ship in the
amoeba’s hex, it eats the ship and
does not move. If there is a colony
ship within 2 hexes, the amoeba
moves 1 hex toward it. Ifthere are no
nearby colony ships, the amoeba
moves 1 hex in a randomdirection.

See the rules for more information.

Stasis

Your scout is trapped in a time
anomaly. It must remain in the hex
until released by anotherunit.

Any unit entering the hex has the
option of releasing the scout. There
is no affect on the releasing unit and
no further affect on your scout.

Temporal Shift

A time travel experiment in your
civilization's future strands an
advanced unitin your era.

Place 1 new unit of your choice into
the hex. The new unit's tech level
may be upto 2 levels higher than your
current civilizationlevel.

Unstable Wormhole

Roll a die and move your scout to the
corresponding wormhole hex:

Aleph Prime
Aleph Null
BetPrime
BetNull

Vet Prime
Vet Null

Uk wN =

If the worm-hole hex has not yetbeen
placed, remove your scout. When
that wormhole is discovered, place
your scoutinto that hex.

]



Weapon Artifact

Your scout salvages a weapon from
an ancient derelict. Place the
Weapon Artifact under your scout.

Any unit with the Weapon Artifact has
combat rating of 5. Any unit may use
the weapon to defend. However, only
a warship may use the weapon to
attack.

Wonder

Your scout's crew stares in
amazement at the fantastic alignment
of stars in this area of space.

You may not move your scout on your
nextturn.
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Wisdom T

Your discovery of the fundamental
nature of the Universe leads your
society to completely reassess its
values.

Discard your Alien Objective card and
drawanewone atrandom.

If you are not using the Alien
Objective cards, Wisdom has no
effect. Discard this card and draw
another Encounter card.

Vanished

Your scout's crew mysteriously
disappears but the ship itself is
unharmed.

The next playertomove a unitinto the
hex may capture the scout and
replace it with one of his or her own
color.
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