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InterSpace Basic Rules

Basic Rules
These are the rules for playing the simplest form
of InterSpace. Use the Basic rules if you are a
new player just learning the game or if you are
anexperiencedplayer looking for alighter game.
When you are readyfor something meatier, try
the Standard rules. And once you are com-
fortable with the Standard Rules, tryadding any
or allof the optionalAdvanced rules.

Introduction
InterSpace is an original game of interstellar
exploration and conquest for 2 to 4 players.
Each player assumes the role of a civilization
that has grown beyond its home world and is
expanding into space.

The game is played on a map of interlocking
hexagon-shaped tiles called hexes. Each hex
represents either empty space or an area of
space that contains something interesting such
as a planet, nebula, or wormhole.

Each player starts in his or her own separate
regionofspace,whichconsists of7hexes. Each
region is surrounded by unexplored space.
Players expand their regions by exploring and
adding new hexes. Eventually, players discover
eachother, and their regions become connected
in unexpected ways.
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Definitions
Industrial Output Units (IOUs): These
represent the energy and material cost to
build new units. You will not need IOU
counters in the Basic game.

Industrial Level: The industrial level of a
home world or colony represents its popula-
tion and economic base. Aplanet’s industrial
and tech levels determine how manyand what
type of units it maybuild.

Tech Level: The tech level of a home world
or colony represents the technical expertise of
its industry. Aplanet’s industrial and tech lev-
els determine how manyand what type of units
it maybuild.

Civilization Level: This represents the tech-
nicalknowledge of your civilizationasa whole.
Your civilizationlevelis equal to the highest tech
level ever achieved by any planet you control.
Your civilization levelcannever decrease, even
if you lose control of a planet with a high tech
level.

Home World: This is the birthplace of your
species.

Colony: This is a planet populated by immi-
grants fromanother planet.

Uninhabited Planet: Any planet drawn
from the exploration box is initially uninhab-
ited. You may use a colony ship to colonize
an uninhabited 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 off the edge of a region is an unknown hex.
See the illustration to the right.

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

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

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

Warship: There are 5 warships: patrolboats
(PB), assault boats (AB), destroyers (DD),
cruisers (CA), and battleships (BB). Onlywar-
ships mayuse their combat rating to attack other
units. Onlyassault boats mayconquer another
player’s planet. Warship counters have a black
silhouette ona colored background.

Stations: These are large, space-borne de-
fense and support installations. There are 3
classes of stations: systemstations (SS), region
stations (RS), and galaxystations (GS).

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

Transport (Trn): This is a large spaceship ca-
pable ofmining asteroids and trading withyour
colonies and alien cultures.

Colony Ship (Col): This is a spaceship de-
signed to carryresources and sen-
tients to an uninhabited planet in

order to start a new colony. The ship itself is
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: There are 90 hexes in all: 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 hex type
is described in the Terrain section, which be-
gins on page 14.

Exploration Box

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

Unit Counters

Each unit counter represents an individual
ship or station. There are 11 types of units
in InterSpace. Each type is described 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.

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 is in
the lower right-hand corner. If the unit has
shields, its shield rating is shown in paren-
theses following its combat rating.

V & V/2: A V movement rate means the
unit uses your variable movement rate. AV/
2 movement rate means the unit’s movement
rate is ½, rounded up, of your variable move-
ment rate. See the Variable Movement rules
on page 8 for a description.

Warships: Warships have a black silhou-
ette on a colored background, while all other
units have a colored silhouette on a black
background. Warships are the only units that
may use their combat ratings for both attack
and defense. All other units may use their
combat ratings only 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.

CA

6 4(3)

V
Unit Type

Tech Level

Movement Rate

Combat Rating

(Shield Rating)

2

PB V+1

1 1 1

Sct V

Warship Civilian Ship

Unit Types
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Other Counters

Shield: Use shield counters dur-
ing a battle to keep track of the
number of shields each unit has.
See the Combat section on page
12 for a description of shields.

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.

Resource Counters: You willnot use the IOU,
Ore, orTrade Good counters inthe Basic game.

OptionalCounters: You willnot use the black
& white, optional counters in the Basic game.

Cards

Tables Cards: Give eachplayer aTables Card.
These cards have the Unit Table, Terrain Ef-
fects Table, Transport Bonus Table, and Vari-
able Movement Rate Table printed onone side.
These are the only tables you will need in the
Basic game.

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 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 use the Alien
Objective, Breakthrough, Colonization Result,
or Encounter cards in the Basic game.

Dice

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

ShieldShield

Resources &
New Units

1 2 3 4

5 6 7 8

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 mat-
ter how you arrange the hexes as long as you
end up with your home world in the center
surrounded by the other 6 hexes.

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”.

Initial Colony: The planet is your first
colony. It begins with industrial and tech lev-
els 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 trans-
ports, and 1 system station. You may place
these units anywhere in your 7 hex region.

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 hexes in the box as well. Treat a home
world drawn from the exploration box like
an Another Region hex. See the Another
Region rules on page 14.

Initial Region

Initial Units



Game Play

Game Turn

InterSpace is played in a series of game turns.
During agame turn, players take turns building
and moving their units, exploring space, and
engaging incombat. Eachplayer turn is divided
into 5 steps:

1. Economic Step
2. Movement Step
3. Exploration Step
4. Colonization Step
5. Combat Step

Step Order: During your player turn, you may
execute all, some, or none of these steps, but
you must execute themin order. For example,
you cannot move a scout into an unknownhex,
explore the hex, and then move more units into
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 his 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 until
everyone has had a player turn. Then start a
new game turn.

Winning the Game

Victory Points: To win the game, you must
earn 50 victorypoints (VPs). You earn 2 VPs
for each industrial level you control. For
example, at the beginning of the game you con-
trolplanets 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.

Economic Step

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

1. Increase its Industrial Level
2. Increase its Tech Level
3. Build New Units

Increase Industrial Level

You can increase a planet’s industrial levelonly
if its industrial level is equal to or lower than its
tech level. In other words, a planet cannot in-
crease its industrial level if its industrial level is
already higher than its tech level. To increase
your planet’sindustriallevel, move theInd. Level
marker up 1 step on the planet’s data card. A
planet’s industrial levelcannot exceed 8.

Increase Tech Level

You can increase a planet’s tech levelonly if its
tech level is equal to or lower than its industrial
level. In other words, a planet cannot increase
its tech level if its tech level is already higher
thanitsindustriallevel. To increase your planet’s
tech level, move the Tech Level marker up 1
step on the planet’s data card. Aplanet’s tech
level cannot exceed 8.

Civilization Level: Your civilization level au-
tomatically increases to your highest planetary
tech level. Your civilization levelcan never de-
crease, even ifyou lose controlofa planet with
a high tech level.

Civilization Growth Penalty: If increasing a
planet’s tech level increases your civilization
level, that planet incurs a penalty. The planet
may not increase its industrial or tech level or
build anynew units on your next turn.

Build New Units

Each planet you control may build new units.
Place new units on the map in the building
planet’s hex.

InterSpace Basic Rules
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CounterLimit: The number of units you may
have inplayis limited bythenumber ofcounters
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 at anygiven time.

Tech Level: A planet may build only those
units that are rated at, or below, the planet’s
tech level. For example, a planet with a tech
level of 3 cannot build a destroyer because de-
stroyers are tech level 4 units.

IOU Cost: Each unit has an IOU cost. The
total IOU cost of the units you build ona planet
must be less than or equal to the planet’s indus-
trial level. (However, see theTransport Bonus
rules below.) For example, a planet with an
industrial levelof 5 cannot buildan assault boat
because an assault boat costs 6 IOUs. If you
spend less than your planet’s industrial level,
unused IOUs are lost.

Unit Tech Levels and Cost Table:

Unit
Tech

Level

IOU

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 home world’s ability to
build units by keeping transports in asteroids,
colony, and alien home world hexes. When
building new units, your home world may ex-
ceed its industrial level by a number of IOUs
equal to your transport bonus.

Your Home World: You must have at least 1
transport inyour home world’s hex to receive a
bonus.

Alien Home World: You receive an 8 IOU
bonus for eachunconquered alien home world
where you have at least 1 transport.

Asteroids: You receive a 4 IOU bonus for
each asteroids hex where you have at least 1
transport.

Inhabited Planets: You receive a 2 IOU bo-
nus for each colony or conquered planet (in-
cluding alien home world) where your have at
least 1 transport.

Cumulative: Transport bonuses are cumula-
tive.

Extra Transports: It does not matter if you
havemore than1 transport inoneofthese hexes.
You do not receive any additional bonus for
additional transports.

Transport Bonus Table:

Tranport Location IOU Bonus
Your Home World No bonus, but required
Alien Home World 8 IOUs
Asteroids 4 IOUs
Inhabited Planet 2 IOUs

Example: You have transports in your home
world’s hex, your first colony’s hex, and an as-
teroids hex. Your home receives a6 IOU trans-
port bonus and maybuild up to 14 IOUs worth
of new units each turn.

Refusal: You may refuse to trade with an-
other player (and vice versa.) If you refuse to
trade with someone, he or she cannot count a
transport in your home world hex in his or her
transport bonus.

Lost Home World: If you lose your home
world, you maydesignate one ofyour colonies
or conquered planets to be your “home world”
for the purpose of giving and receiving a trans-
port bonus.

InterSpace Basic Rules

7



8

InterSpace Basic Rules

Movement Step

During your Movement Step, you may move
all, some or none of your units. Aunit 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.

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 as-
teroids, black hole, nebula, null space, or un-
known 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 upper, right-hand corner of the unit
counter. A unit’s movement rate is the num-
ber of movement points it may expend dur-
ing each Movement Step. A unit may ex-
pend 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 ½, rounded up, of your variable movement
rate.

Variable Movement Rate Table:

Civ Level V V+1 V/2
1, 2 1 2 1
3, 4 2 3 1
5, 6 3 4 2
7, 8 4 5 2

Black Hole

A black hole hex costs
no movement points to
enter, but you must
stop when 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
the 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

A unit must expend 2 movement points to
enter a dust cloud hex. However, it is okay
for a scout to enter an unknownhex that turns
out to be a dust 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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OK

1 1

Sct V

OK

1 1

Sct V

Not
O K

Wormhole

Movement Cost: A
unit must expend 1
movement point to en-
ter 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 normally out of a worm-
hole hex and into an adjacent hex.

Partners Only: A unit may move from a
wormhole to the wormhole’s partner and vice
versa. Non-partner wormholes are not con-
nected. For example, a unit can move from
Aleph-Prime to 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 (see illustration 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 is within 2 hexes of your home
world.

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 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
friendly home world, colony, or sta-
tion every other turn.

Removed from Play: Apatrol boat that be-
gins the Movement Step in a hex that contains
your home world, colony, or stationmaymove
freely. However, a patrol 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 a hex that contains one of your
planets or stations. Anypatrolboat that cannot
do so is removed from play.

Blocked Movement

Blocking Units: Opposing warships block the
movement of your units. In addition, an op-
posing station in a wormhole hex blocks your
move if you enter the hex from its wormhole
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 move your units
into a hex that contains another player’s units.

Moving Out: You maymove your units out of
a hex that contains another player’s blocking
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 has a cruiser in the hex, you may
leave a patrol boat and move all your remain-
ing units out of the hex.
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Additional Movement Rules

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

Landing: No unit may ever land on a planet.

Movement Example

In this example, your civilization level is 5, so
your variable movement rate is 3. Refer to the
illustration onpage 11.

1: Patrol boats that do not begin the turn at
your home world, colony, or station must now
move to one of your planets or station. You
must move thepatrolboat fromthe emptyspace
hex to either your homeworld or to your colony
on Mevtu.

2: Last turnyour scout discovereda black hole;
this turn you would like to use the scout to ex-
plore anadjacent unknown hex. You must roll
a die to determine if the scout can leave the
black hole. If you roll a “1”, “2”, or “3” the
scout maymove into the unknownhex. How-
ever, if you roll a “4” or higher, the scout must
remain in the black hole hex for the rest of the
turn. The scout may make only 1 attempt to
leave the black hole each turn.

3: To liberate anenemy-held planet nearAleph-
Null, you want to move a large stack of ships
through the wormholeAleph-Prime. However,
your opponent, Kevin, has blocked Aleph-
Prime witha system station and 2 patrolboats.
You decide to leave 2 patrol boats and an as-
sault boat in the hex to counter the blocking
units. You thenmove the remainder of the stack
through the wormhole to Aleph-Null.

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 is a
home world or an Another Regionhex, return
it to the exploration box and place an empty
space hex under your scout. Then follow the
Another Region instructions on page 14.

Other Hexes: If the hex is not a home world
or anAnother Region hex, place it under your
scout. If the hex is a wormhole, follow the
Wormhole instructions on page 17. You can
find a detailed description of each hex type in
the Terrain sectionbeginning on page 14.

Civilization level: During the Movement
Phase, thenumber ofunknownhexesyour units
mayenter maynot exceedyour civilization level.

No Hexes: If there are no hexes left in the
exploration box no further exploration is per-
mitted and no unit mayenter an unknown hex.

Colonization Step

Establish Colony: If you have a colony ship
in an uninhabited planet hex you may establish
a new colony. To do this, remove the colony
shipand taketheplanet’s data card. Your colony
begins with an industrial level of 1 and a tech
level of 1.

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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Movement Illustraion
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Combat Step

When your warships occupy a hex that con-
tains opposing warships or stations, you must
attack all units in 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 rolls a die for each
attacking warship and the defender rolls a
die for each defending unit. 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 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 result.

Rounds continue until all units from one 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 assault
boats remain in an opposing player’s home
world or colony hex, the attacker may con-
quer the planet.

Shields Up!

All attacking and defending units begin the
battle with all of their shields. Place a num-
ber of shield counters equal to each unit’s
shield rating behind that unit’s counter.
Shields are not regenerated between combat
rounds. You can find the shield rating, if any,
of each unit in parentheses in the lower right-
hand corner of its counter and in the Unit
Table on your Tables Card.

Combat Round

Each combat round is divided into 3 seg-
ments:

1. Fire
2. Resolve Hits
3. Retreat

Fire

Attacker: The attacker rolls 1 die for each
attacking warship. If the 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
rolls a “3”, so the defender must take 3 hits.
If the cruiser had rolled “5” or “6”, the cruiser
would have missed.

Defender: The defender rolls 1 die for each
defending unit. If the result is less than, 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-
tion fires and rolls a “2”, so the attacker must
take 2 hits.

Resolve Hits

Remove Shields & Units: First the attacker
removes shields and units from the defender’s
fleet. Then the defender removes shields and
units fromthe attacker’s fleet. Remove1 shield
or 1 unit for each hit you caused to your
opponent’s fleet. You may remove an oppos-
ing unit onlyafter all its shields are gone.

Retreat

First the attacker, and then the defender, may
move some ofhis or 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 the required number of warships
behind, you cannot retreat.

ShieldShieldShieldShield

5

DD V

3(2)
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End of Battle

One Side Gone: Combat rounds continue
until all units from one side or the other are
eliminated 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. In this case, the attacker is
not required to leave any units behind.

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

Planetary Conquest

Assault Boats: During your
Combat Step, if your units are
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 conquer the planet. Assault boats
are the only units that 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
conquer it.

Spoils: Take the conquered planet’s data
card from your opponent. The planet retains
its industrial 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 Il-
lustration on pages 10 and 11.)

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
rolls a “1” 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 patrolboats both roll “1”s causing 2 hits,
whileKevin’ssystemstationrolls“4”and misses.
You eliminate both of the system station’s
shields.

Round 3

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

Allplayers start the game in their own separate
regions ofthe galaxy. The physical relationship
of one region to another becomesknownwhen
you draw an Another Region hex fromthe 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 Regionhex 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.

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:
“1”, “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 re-
gion will connect to the player on your left.

Already Connected: If your region is al-
ready connected to the player on your left,
your region will automatically connect to the
player on your right, and vice versa. If your
region is already connected to both of these
players’ regions, you cannot complete this
procedure. Continue with the game as if 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 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 between 2 hex sides, you roll a die to
determine which hex side it should face. You
roll a “4”, so your scout will face the hex
side to its right.

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 in your region, at any distance, you can-
not complete 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 should
be facing. Roll a die to determine which hex
side: “1” for the hex side labeled “1”, “2” for
the hexside labeled “2”, and so on. Then, move
the 2 regions together and join themin such a
way that your scout is facing the selected hex
side of the other player’s home world.

Example: You roll a 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”.

Overlap: If the 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 re-
gions become a single region shared by both
players. All hexes in the joint region are now
part of your region.

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 where it
then must stop.

Mining: If you have a transport in an aster-
oids hex and a transport in your home world
hex, your home world receives a 4 IOU trans-
port bonus. See the Transport Bonus rules
on page 7.

Black Hole

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

Movement: Ablack hole hex costs no move-
ment points to 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
the 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.
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Dust Cloud

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

Movement: A unit must expend 2 move-
ment points to enter a dust cloud hex. How-
ever, it is okay for a scout to enter an un-
known hex that turns out to be a dust 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 a home world 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
ionized gas that make
navigation difficult and
combat impossible.

Movement: A unit must expend 1 move-
ment point to enter a nebula hex, where it
then must stop. A unit may move only 1 hex
when it leaves a nebula hex.

Dust CloudDust Cloud Combat: A warship in a nebula hex may
not attack any other unit.

Neutron Star

Neutron Stars are col-
lapsed medium-size
stars. You mayuse the
strong (but not over-
powering) gravita-
tional pull of a neutron star to produce a
slingshot effect.

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

Null Space

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

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

Destruction: Any unit that finds itself in a
null space hex is immediately eliminated.

Planet

Any planet, other than
a home world, that
you draw from the ex-
ploration box is an un-
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
ships to the planet’s hex. 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 die for each unshielded
unit that entersa pulsar hexor begins the Move-
ment Step in a pulsar hex. An even number
result indicates that the unit is destroyed.
Unshielded units are scouts, transports, colony
ships, and patrol boats.

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”wormholehexfromtheexplorationbox
under the discovering scout. 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: “1”,
“2” or “3” for the player on your left; “4”,
“5” or “6” for the player on your right. If
there 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 se-
lected home world.

3. Place the “Null” Wormhole

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

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. You roll another die to select one of this
home world’s hex sides and again the result is
“6”. Moving directlyaway fromthis hex side,
you place “Aleph-Null” in the first unknown
hex you come to.

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
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 a wormhole hex and into an ad-
jacent hex.

Partners Only: A unit may move only be-
tween a specificwormhole and the wormhole’s
partner. Other wormholes are not connected.
For example,a unit canmovefromAleph-Prime
to Aleph-Null or from Bet-Null to Bet-Prime,
but not from Aleph-Prime to Bet-Null.
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Colony Ship (Col)
TechLevel: 2 IOUCost: 8
Attack: 0 Defend: 0
Shields: 0 Movement: V/2

A colonyship is a spaceship 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
a colony.

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 industrial level of 1 and a tech level
of 1.

Cruiser (CA)
Tech Level: 6 IOU Cost: 14
Attack: 4 Defend: 4
Shields: 3 Movement: V

A cruiser is the second largest class of warship.

Destroyer (DD)
TechLevel: 5 IOUCost: 10
Attack: 3 Defend: 3
Shields: 2 Movement: V

A destroyer is the third largest class of war-
ship.

Galaxy Station (GS)
TechLevel: 8 IOUCost: 24
Attack: 0 Defend: 6
Shields: 6 Movement: V/2

A galaxystation is the largest class of station.

Units

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

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

Planetary Conquest

During your Combat Step, if your units are in a
hex that contains an opposing home world or
colony, andno opposing units remainin the hex,
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
conquer it.

Spoils: Take the conquered planet’s data
card from your opponent. The planet retains
its industrial and tech levels.

Battleship (BB)
TechLevel: 7 IOUCost: 18
Attack: 5 Defend: 5
Shields: 4 Movement: V

A battleship is the largest class of warship.

4

AB V
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Patrol Boat (PB)
TechLevel: 2 IOUCost: 2
Attack: 1 Defend: 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 one of your planets or
stations every other turn.

Movement

Removed from Play: Apatrol boat that be-
gins the Movement Step in a hex that contains
your home world, colony, or stationmaymove
freely. However, a patrol 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 a hex that contains one of your
planets or stations. Any patrol boat that can-
not do so is removed from play.

Region Station (RS)
TechLevel: 5 IOUCost: 12
Attack: 0 Defend: 4
Shields: 4 Movement: V/2

A regionstation is the middle sized class of sta-
tion.

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 are
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

Movement Step may not exceed your civili-
zation level. If there are no hexes left in the
exploration box, no unit may enter an un-
known hex.

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

A systemstation is the smallest class of station.
You start the game with 1 system station.

Transport (Trn)
TechLevel: 1 IOUCost: 4
Attack: 0 Defend: 1
Shields: 0 Movement: V

This is a large spaceship capable of mining as-
teroids and trading withaliencultures.You start
the game with 2 transports.

Transport Bonus

You can augment your home world’s ability to
build units by keeping transports in asteroids,
your colony, and alien home world hexes.
Whenbuildingnew units, your homeworld may
exceed its industrial level bya number of IOUs
equal to your transport bonus. See the Trans-
port Bonus rules on page 7.

Transport Bonus Table:

Tranport Location IOU Bonus
Your Home World No bonus, but required
Alien Home World 8 IOUs
Asteroids 4 IOUs
Inhabited Planet 2 IOUs

RS
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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 comfortablewith the Stan-
dard Rules, tryadding anyor allof the optional
Advanced rules.

Here are the differences between the Basic and
Standard rules.

Economic Phase: Each turnbegins witha joint
economic phase in which all players simulta-
neouslyconduct 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 IOUs from one
turn to thenext. Inaddition to IOUs, your colo-
nies may produce ore which you can convert
into IOUs. Aplanet maybuild 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 onpage 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 tradingpartners. See
page 34 for a description of transports.

Civilization Growth Penalty: There is no
civilizationgrowthpenaltyinthe Standard rules.
If a planet’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
buildinganddefending aninfrastructureof 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
intensityzones. And higher techunits receive a
first fire advantage every combat round. See
the Combat section beginning on page 19.

Planetary Conquest: Now planets have an
opportunityto 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 of a
shield. Cruisers may explore unknown hexes
like scoutsand theyignore support. And battle-
ships maybombard 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
IndustrialOutput Units (IOUs):
These represent the energy and
material you need to build units,
refine ore, and grow your
economy.

Ore: Ore is rich inhigh-grademet-
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-
resent miscellaneous consumer or
industrial products. Trade goods
are inexpensive for you to build but
may be quite valuable to another
player.

Resource: IOUs, 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 of a colony) it produces each turn.

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

Civilization Level: This represents the tech-
nicalknowledge of your civilizationasa whole.
Your civilizationlevelis equal to the highest tech
level ever achieved by any planet you control.
Your civilization levelcannever decrease, even
if you 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.

Colony: This is a planet populated by immi-
grants fromanother planet. A colonyhas eas-
ily accessible mineral resources and produces
both IOUs and ore.

Uninhabited Planet: Anyplanet drawn from
the explorationbox is initiallyuninhabited. 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 off the edge of a region is an unknown hex.

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

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

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

Warship: There are 5 warships: patrolboats
(PB), assault boats (AB), destroyers (DD),
cruisers (CA), and battleships (BB). Onlywar-
ships mayuse their combat rating to attack other
units. Warship counters have a black silhou-
ette on a colored background.
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Stations: These are huge, space-borne de-
fense and support installations. Astation can
provide support to all friendly ships within its
support range. There are 3 classes of stations:
systemstations (SS), region stations (RS), and
galaxystations (GS).

Support Range: The abilityof 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 thesensors and telescopes
it needs to explore space. Scouts and
cruisers are the onlyunits 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.

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

planet in order to start a new colony. The ship
itself iscannibalized whenyou establisha colony.

Patrol Boat (PB): This is a small, fast
warship that is cheap to build but quick
to die. Apatrol 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, thiswarship 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 onlyship
that can ignoresupport 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-
terSpace is cre-
ated with hexes.
All hexes are
completely interlocking, and any hex may be
physically joined to another on anyside.

Hex Types: There are 90 hexes in all: 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 hex type
is described in the Terrain section, which be-
gins on page 28.

Exploration Box

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

Unit Counters

Each unit counter represents an individual ship
or station. There are 11 types of units in Inter-
Space. Each type is described in the Unit Table
on your Tables Card.

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

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 is in the lower
right-hand corner. If the unit has shields, its
shield rating is shown in parentheses following
the combat rating.

V & V/2: AV movement rate means the unit
uses your variable movement rate. AV/2 move-
ment rate means the unit’s movement rate is ½,
rounded up, of your variable movement rate.
See the Movement Rate rules on page 14.

Warships: Warships have a black silhouette
on a colored background, while all other units
have a colored silhouette on a black back-
ground. Warships are the only units that may
use their combat ratings for both attack and
defense. Other units mayuse their combat rat-
ings only 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.

CA
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Combat Rating

(Shield Rating)

2

PB V+1

1 1 1

Sct V

Warship Civilian Ship

Unit Types



Other Counters

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

Trade Goods: Each of these counters repre-
sents either 1 or 5 trade goods. Thenumber of
trade goods you may have in playat anygiven
time is limited by the number of trade good
counters you have. See the
Counter Limit rule on page 10.

Ore: Each of these counters rep-
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 sectionbeginning onpage
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.

OptionalCounters: You willnot use the black
& white, optional counters in the Standard
game.

Cards

Tables Cards: Give each player aTables card.
These cards have the Unit Table, Terrain Ef-
fects Table, Transport Bonus Table, and Vari-
able Movement Rate Table printed onone side,
and the Game Play Summary, Tech Level In-
vestment Table, Industrial Level Investment
Table, andAsteroid Mining Table on the other.
You willnot use the Transport Bonus Table in
the Standard game.

Planet Data Cards: There are 16 planet data
cards, 1 for each planet. Place Ind. Level and
Tech Levelcounters on a card’s number track
to keep track of the planet’s industrial and tech
levels. Place resources and newlybuilt 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 several6-sided dice to playInter-
Space. The more the better.

InterSpace Standard Rules
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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 hexesas long as you endup with your
home world in the center surrounded by the
other 6 hexes.

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”.

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

Units: You start with 3 scouts, 2 transports,
and 1 systemstation. You mayplace these units
anywhere in your 7 hex region.

Exploration Box Setup

Set aside the wormhole hexesAleph-Null, Bet-
Nulland Vet-Null. Place all remaining hexes in
the exploration box. If there 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 anAnother Re-
gionhex. See theAnother Regionrules onpage
28.

InterSpace Standard Rules

7

Initial Region

Initial Units
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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

Allplayers simultaneouslyconduct the business
of their civilizationduring 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

Independent Economies: Eachofyour plan-
ets hasanentirelyindependent economy, so you
mayexecute allof these steps ona 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 themin 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.

Action Phase

Players take turnsmoving 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 of his or her
unit counters into a cup. Thendraw 1 counter
fromthe cup to see who moves first. When the
first player isdonemoving, drawanother counter
to see who moves second, and so on.

Step Order: You may execute all, some, or
none of the action steps during your turn, but
you must execute themin order. For example,
you cannot move a scout into an unknownhex,
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 onpage 13.

Winning the Game

Victory Points: To win the game, you must
earn 50 victorypoints (VPs). You earn 2 VPs
for each industrial level you control. For
example, at the beginning of the game you con-
trolplanets 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
Allplayers simultaneouslyconduct the business
of their civilizationduring 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 worldand colonies
mayplaceunits theybuilt onprevious 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 worldand colonies
produce IOUs. In addition, your colonies and
anyasteroids 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 of your colonies also produces
the number of IOUs equal to its industrial level.
In addition, an eligible colonyhas the option of
producing the number of ore equal to ½ 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.

No More Ore: After a colonyproduces ore,
roll 3 dice. If the result is less than, or equal to,
the colony’s industrial level, the colonymayno
longer produce ore.

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. Anyore 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 left-hand col-
umn of the Asteroids Mining Table on
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 player who has 1 or more
transports in the asteroids hex. For example, if
you have 3 transports in the hexand Roger has
4, you would add only2 to your mining die roll
(+3 for your transports, -1 for Roger’s.)

Accidents: If the 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, or 6 2 ore produced
7 or more 4 ore produced
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Purchase Step

During this step, your home worldand 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 cardof 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 level3 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
Level

IOU
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: Youmaypurchase trade goods
for 1 IOU each on any of your
planets. Unlike units, you have the
option of placing trade goods on
the map the same turn you pur-
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
onlyfromits own Resources& NewUnits box;
it may not spend IOUs from another planet.

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 galaxystations on the
map or onyour planet cards at any given time.

Rebuild: Ifa unit is destroyed or a trade good
refined, you mayrebuild that unit or trade good
on the next turn. For example, if you built 2
galaxy stations and 1 was destroyed last turn,
you maybuild 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 byanother player. Simply take the trade
goods youneed fromthe other player and place
them on the planet that is building them. The
purpose of this rule is to prevent another player
fromholdingyour trade goods indefinitely. You
may not recall your trade goods if you could
build themfromthe counters you alreadyhold.

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 industriallevel is givenhereand onyour
Tables card. The cost depends on the planet’s
current industrialand tech levels. To determine
the cost, find the planet’s current industrial level
in the table and then find its tech levelnext to it.
The cost ofincreasing theplanet’sindustriallevel
will be to the right of its 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.

G
T

Trade

Goods
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Industrial Level Investment Cost Table:
Ind.
Level
Change

Planet
Tech
Level

IOU
Cost

Planet
Tech
Level

IOU
Cost

1 to 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 to 5: 1 25 4 3
2 12 5 1
3 6 6+ 1

5 to 6: 1 36 4 4
2 18 5 2
3 9 6+ 1

6 to 7: 1 49 4 6
2 24 5 3
3 12 6+ 1

7 to 8 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 isgiven here and onyour 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 tableand thenfind your civilizationlevelnext
to it. The cost of increasing the planet’s tech
levelwillbe to the right ofyour civilization level
in the IOU Cost column. For example, if you
want to increase your planet’s tech levelfrom2
to 3, and your civilization level is 4, you must
pay 2 IOUs.

Tech Level Investment Cost Table:
Tech
Level
Change

Civ.
Level

IOU
Cost

Civ.
Level

IOU
Cost

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

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

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

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

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

6 to 7: 6 49 8 12
7 24

7 to 8 7 64 8 32

Civilization Level: Your civilization level au-
tomatically increases to your highest planetary
tech level. Your civilization levelcan never de-
crease, even ifyou lose controlofa planet with
a high tech level.

Immediate Result: Techlevelchanges go into
effect immediately. You mayincreasea planet’s
tech level and then use the new, higher level to
determine thecost ofan industrial level increase
on the sameplanet on the same turn. Likewise,
ifyou increase your civilization levelbyincreas-
ing a planet’s tech level, you mayuse the new,
higher civilization level to determine the cost of
a tech level increase on another planet.

Limit: The maximumindustrialor tech level a
planet can attain is 8.

Local Economy: A planet may spend IOUs
onlyfromits own Resources& NewUnits 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 thisstep, your planets mayconvert ore,
trade goods, and units into IOUs.

Ore

A home world or colony may refine ore into
IOUs by first paying2 IOUs for eachore. 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
refinedorecounters fromtheplanet’s Resources
&New Unitsbox and replace themwitha num-
ber of IOUs equal to the die result total.

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.

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. Roll a
die for eachalien trade good you convert. The
resulting total is the number of IOUs you re-
ceive

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.

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 ½ ofthe unit’s original cost.

Economic Phase Example

The following is an example ofwhat you might
do during the Economic Phase of the first turn
of a game of InterSpace. In this example, you
will conduct economics on your home world
first and thenon 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 anindustrial levelof8, so it produces
8 IOUs during the Production Step. Place 1

Ore
I
O
U

1+ =
I
O
U

1
I
O
U

1
I
O
U

1
I
O
U

5to

Convert Ore

I
O
U

1=
I
O
U

1
I
O
U

5toG
T

Trade

Goods

Convert Alien Trade Good

I
O
U

1=G
T

Trade

Goods

Convert Local Trade Good



13

InterSpace Standard Rules

“5 IOU”counter and 3 “1 IOU”counters in
the Resources & New Units boxon 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 level1 and costs
6 IOUs. So you remove 1“5 IOU”and 1 “1
IOU”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 hexduringa later turn’sPlacement 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 of 2, so it produces 2 IOUs and 1
ore. If your 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 ConversionStep. You spend 2 IOUs to
convert 1 ore. You roll a die 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 youare doing the economicstepsonyour
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 theAction Phase.

Action Phase
Players take turnsmoving their units, exploring
space, and making contact during the Action
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

Determine Active Player
Step

WhentheActionPhasebegins, eachplayer must
place 1 of his 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 or none of your units. Aunit 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, blackhole, nebula, nullspace, 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 ofyour 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 ½,
rounded up, of your variable movement rate.

Variable Movement Rate Table:

Civ Level V V+1 V/2
1, 2 1 2 1
3, 4 2 3 1
5, 6 3 4 2
7, 8 4 5 2

Black Hole

A black hole hex costs no
movement points to enter, but
you must stopwhen you enter
the hex. Rolla die for eachunit 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 anadjacent hexwhere it then
must stop. If the 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 rollsa number low
enough to escape the black hole.

Dust Cloud

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 if the ship had
only1 movement point left. Aunit witha move-
ment rate of 1 mayexpend its entire movement
to enter a dust cloud hex.

Wormhole

Movement Cost: Aunit must
expend 1 movement point to
enter a wormhole hex froman
adjacent hex. Aunit mayexpend 1 movement
point to move froma wormhole hexto its part-
ner. Moving to the partner wormhole is op-
tional; a unit maymove normallyout ofaworm-
hole hex and into an adjacent hex.

Partners Only: Aunit maymovefromaworm-
hole to the wormhole’s partner and vice versa.
Non-partner wormholes are not connected.
For example, a unit canmovefromAleph-Prime
to Aleph-Null or from Bet-Null to Bet-Prime,
but it cannot move fromAleph-Prime to Bet-
Null.

Support Range: Youmaycount support range
through wormhole partners as if the two hexes
were physicallyadjacent.
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Unknown Hex

Onlyscoutsand cruisers, and anyunits stacked
with them, mayenter an unknown hex.

Shared Hex-Sides: If possible, the unknown
hexmust share at least 2hex-sideswith“known”
hexes (see illustration below.) However, this
restrictiondoes not apply if the unknown hex is
within 2 hexes of your home world. Note that
anunknownhexdoesnot become“known”until
the Exploration Step.

Civilization Level: The number of unknown
hexesyourunits mayenter eachMovement Step
maynot exceed your civilization level.

No Hexes: If there are no hexes left in the
exploration box, no unit mayenter anunknown
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 worthdiscovering.

Patrol Boat Movement

Apatrolboat must return toa friendly
home world, colony, or stationevery
other turn.

Removed from Play: Apatrol boat that be-
gins the Movement Step in a hex that contains
a friendlyhome 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 containsa friendlyplanet
or station. Anypatrolboat that can not do so is
removed fromplay.

Friendly Aliens: Another player may desig-
nate 1 or more of his 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 everygame turn.

Transport Movement

Stop on Unload: Atransport may load
and/or unload resourcesat anypoint dur-
ing itsmovement. However, oncea trans-
port unloadsanyresource, 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
wormhole partner or if you intend to leave the
hex and move to its partner. Allother 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 maymove your units out of
a hex that contains another player’s blocking
units if at least 1 of the 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 patrolboats and
move allyour remaining units out of the
hex.

Permission: If the 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 whichones cannot.

Additional Movement Rules

Stacking: There is no limit to the number of
units you maystack in a single hex. Your units
maystackandunstack freelyduringyour Move-
ment Step.

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

Landing: No unit may ever land on a planet.
Onlynewlybuilt units maybe held on a planet’s
data card.

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 theore 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
boxonyour 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
friendlyhomeworld, colony, or stationmust now
move to a friendly home world, colony, or sta-
tion. You must move the patrolboat from the
empty space hex to either your home world or
to your colony on Mevtu.

3: Last turnyour scout discovereda black hole;
this turn you would like to explore an adjacent
unknown hex. You must roll a die to determine
if the scout can leave the black hole. Ifyou roll
a“1”,“2”, or“3”the scout maymove 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 anenemy-held planet nearAleph-
Null, you want to move a large stack of ships
through the wormholeAleph-Prime. However,
your opponent, Kevin, has blocked Aleph-
Prime witha system station and 2 patrolboats.
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 toAleph-Null.
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Exploration Step

Draw a Hex: Ascout or cruiser that entered
anunknownhexduring theMovementStepmay
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 Regionhex, 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: If the hex is not a home world
or anAnother Region hex, place it under your
ship. Ifthe hex is awormhole, follow theWorm-
hole instructions on page 31. You can find a
detailed descriptionof eachhex type in theTer-
rain section beginning on page 28.

Civilization Level: During the Movement
Phase, thenumber ofunknownhexesyour units
mayenter maynot exceedyour civilization level.

No Hexes: If there are no hexes left in the
exploration box no further exploration is per-
mitted and no unit mayenter an unknown hex.

Colonization Step

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

One Per Planet: Only a single colonymay be
established per planet. Moving additional
colonyships to a colony or home world has no
effect.

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 withor attack the other units
in every hexyou share. You determine the or-
der in which these shared hexes are resolved.

Join Forces

Permission Granted

Mutual Defense: If all other players who have
units in the shared hex give you permission to
join forces with them, your units mayremain in
that hexwithoutattacking. If thehex isattacked
later byanother player, all units in that hexmust
defend it.

Not anAlliance: Sharing a hex does not mean
you have a permanent alliance. You mayshare
one hex with someone while attacking his or
her units in another. In addition, a player who
allows you to share a hex mayattack your units
in that hex on his or her next or anysubsequent
Contact Step.

Example: Youwishto helpyour neighbor, Lisa,
defend her home world against an imminent at-
tack bythe 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.

2 0
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Permission Denied

You candeny 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 worldhex, whichshestillshares withyour
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. It is
not very nice, but perfectly legal.

Attack

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

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 intensityzones. Then the attacker rolls a
die for eachattacking warship and the defender
rolls a die for each defending unit. 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
witha techleveladvantagemayfire. Units elimi-
nated by first fire do not get to fire back.

During second fire, all remaining units mayfire
except those that fired during first fire. Dam-
age fromsecondfire 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 ifneither side rollsa hit during
3 consecutive rounds.

After the battle is over, if attacking warships
remain in an opposing player’s home world or
colonyhex, theattacker’s battleships maybom-
bard the planet and the attacker’s assault boats
may attempt to conquer the planet.
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Shields Up!

Allattackinganddefending units beginthe battle
withalloftheir shields. Place anumber ofshield
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, ifany, of eachunit inparenthe-
ses in the lower right-hand corner of its counter
and in the Unit Table on your Tables card.

Combat Round

Each combat round is divided into 6 segments:

1. Organize Fleets
2. First Fire
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 intensityzones;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.

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 is an exception to the Fewer Units rule
above.

ShieldShieldShieldShield
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First Fire

Only technologically superior units, if any, may
fire during this step. Immediatelyremove units
destroyed byfirst fire. Theydo not get to re-
turn fire.

TechAdvantage: 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: If you 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 youmust redetermine what units,
if any, get first fire.

No Advantage: If neither player has a tech
advantage there is no first fire—proceed to the
second fire step.

Second Fire

Simultaneous: After you resolve first fire, if
any, and remove casualties, the remaining units
mayfireduring second fire. However, units that
fired during first fire may not fire again. Units
eliminated bysecond 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 anydice, first the defender, and then the
attacker, must designate which destroyers are
conducting penetration fire. See the Special
Units rules onpage 23 for a description of pen-
etration fire.

Attacker: The attacker rolls 1 die for each
attacking warship. If the 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. If the cruiser hadrolled“5”or“6”, it would
have missed.

Defender: The defender rolls 1 die for each
defending unit. If the result is less than, or equal
to, theunit’s combat rating, theattacker 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.
Galaxystationsnever miss, theyjust do varying
amounts of damage.

Zone Modifier: The combat rating ofunits in
zone 2 is reduced 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”. Anyother die re-
sult is a miss.2
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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 fromthe defender’s fleet. Remove1 shield
or 1 unit for each hit you caused to your
opponent’s fleet. You may remove an oppos-
ing unit onlyafter all its shields are gone.

Zones: You may apply damage as you see fit
to any of your opponents units in zone 0. You
maynot applydamage to units ina higher num-
bered zone until all units inall lower numbered
zone are eliminated.

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

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 a retreat that does not require the re-
treating player to leave screening warships be-
hind. Or, both players maysimplyagree to end
combat and join forces in the shared hex, with
no one retreating at all.

OpposingWarships: Youmaynot retreat your
units into a hexthat containsopposing warships.

Closer to Home: If possible, you must re-
treat your units into a hex that is closer to your
homeworldthanthehexyouare 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 not retreat into a
hex that is not within the support range of at
least 1 friendly planet or station. However,
cruisers andstations do not require support and
mayretreat out of support range. See the Sup-
port Range rules on page 26.
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Special Units and Tactics

Assault Boats

Planetary Conquest: Assault
boats are the only units capable
of conquering a planet. See the
Planet Attack rules on page 24.

Destroyers

Special Tactics: Your attacking
or defending destroyers may fire
in 1 of 2 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 maychoose
to fire onunits in your opponent’s zone 1. Be-
fore rollinganydice, first the defender, and then
the attacker, must announce which destroyers
are conducting penetration fire. Thenroll1 die
for eachdestroyer and applythe 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

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

End of Battle

One Side Gone: Combat rounds continueuntil
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 maynot leave screening
warships behind.

CounterAttack: If the attacker runs out of
warships but the defender has 1 or more war-
ships, the defender may either allow the
attacker’s civilianunits to retreat or the defender
mayattack 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: If the attacker runs out of war-
ships and the defender has no warships or
chooses not to counter attack, theattacker must
retreat. In this case, the attacker maynot leave
screening units behind.
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Planet Attack

During your Contact Step, if
your unitsare inahexthat con-
tainsanopposinghomeworld
or colonyand no opposing units remain in the
hex, your battleships may bombard the planet
and your assault boats mayattempt to conquer
it. Planet attacks take place after any battle in
the hex is resolved.

Bombardment

You battleships may bombard a
planet once during your Contact
Step. If you successfully bombard a planet,
you will reduce its industrial level by1 or more
steps and remove all units from its Resources
& New Units box.

Fire: Roll 1 die for each bombarding battle-
ships. Find the totaldamage 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 levelbe-
low 0.

Remove Units: If you 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. Anyplayer mayrecolonize 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

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 anun-
inhabited planet.

Commit Assault Boats: An-
nounce how many assault boats
you are committing to the attempt.
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 ½ 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 eachresult 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 planetaryconquest. 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-
dustrialand techlevels. 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 boxare automaticallydestroyed.
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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 systemsta-
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. Kevin rolls a“2”for his system
station, and a“1”for his patrolboat, inflicting 3
hits onyour units.

Resolve Hits: Kevin removes both your pa-
trolboats fromyour 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 bothofKevin’s systemstation’s shields.
Kevin is left with 2 patrolboats and a shieldless
systemstationand you are left with a shieldless
assault boat.
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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 placeunits inzone 1unless 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 patrolboats 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 thehex, the patrolboatswill be forced
next turn to move to one of Kevin’s planets or
stations.

Additional Rules

Support Range

The abilityof 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. Aship that is not inside the sup-
port range ofat least 1 friendlyplanet or station
may not attack, colonize, or explore. A ship
maynever 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 normallyoutside 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’sor station’ssupport 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 maycount through a wormhole hex to its
partner; eachhex counting as 1. However, you
maynot count through an unknown hex.

Ships Outside of Support Range: If a ship
finds itself outside the support range of any
friendlyplanet or station, the ship’s shields are
reduced to 0, and its combat and movement
ratings are reduced to 1. Ascout can not ex-
plore an unknown hex that is outside of sup-
port range. Acolony 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 ofsupport 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 fullmovement rate.

Friendly Planet or Station: Any planet or
station you control is friendly to your ships. In
addition, another player maydeclare 1 or more
of his 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.

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 Datacards. However, ifallplayers agree,
players may keep some or all of this informa-
tion secret.

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

Trade

Resources: You may give an-
other player IOUs, ore, or trade
goods. These resources may be
moved bytransports fromone hex
to another. You may transfer resources froma
planet you control to another player’s trans-
port inthe same hex, youmaytransfer resources
fromoneof your transports to another player’s
planet in the same hex, and you may transfer
resources fromone transport to another in the
same hex.

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

Restrictions: You maynot 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-
mallyduring a conquest attempt.
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Another Region Hex

Allplayers start the game in their own separate
regions ofthe galaxy. The physical relationship
of one region to another becomesknownwhen
you draw an Another Region hex fromthe 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 theAnother Regionhex 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:
“1”,“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 onyour right, so you rolla die to
determine which player’s region to connect to.
The result is“2”, so your regionwill connect to
the player on your left.

Already Connected: Ifyour region is already
connected to the player on your left, your re-
gion willautomaticallyconnect to the player on
your right, and vice versa. If your region is al-
ready connected to both of these 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 fromyourHome World: Positionyour
scout or cruiser in the empty space hex so that
it is facing awayfromyour home world. If fac-
ingyourshipawayfromyourhomeworldcauses
it to point directly between 2 hex sides, roll a
die to determinewhich hex side it will face:“1”,
“2”or“3”for left; and“4”,“5”, or“6”for right.

Example: You return theAnother 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 hexside it should face. You rolla“4”, so
your scout will face the hex side to its right.

No Explored Hexes: Your scout must not be
facing toward anyother hex that is part of your
region. If your 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’shome world your scout or cruiser
should be facing. Rolla die to determine which
hex side: “1”for the hex side labeled“1”,“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: You roll a 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”.

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

Single Region

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

Asteroids

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

Dust CloudDust Cloud

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 whenyou have 1 or more transports in that
hex. You maymine 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 powerfulgravi-
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. 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 the result is greater
than the unit’s movement rate, the unit remains
trapped in theblack hole hex. Theunit mayroll
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
abnormallyhigh den-
sities of dust and
gases.

Movement: Aunit must expend 2 movement
points to enter a dust cloud hex. However, it is
okayfor a scout or cruiser to enter anunknown
hex that turns out to bea dust cloud, even if the
ship had only 1 movement point left. A unit
with a movement rate of 1 mayexpend 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: Aunitmust
expend 1 movement point to enter an empty
space hex.

Home World

Treat a home world hex
drawnfromthe explora-
tion box as an Another
Region hex; do not treat
it asan uninhabited planet. Follow theAnother
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 maymoveonly1 hexwhenit leaves
a nebula hex.

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

Support: Astation ina nebula hex cannot pro-
vide support.

Neutron Star

Neutron stars are col-
lapsed medium-size
stars. You may use the
strong (but not over-
powering) gravitationalpullofa neutronstar to
produce a slingshot effect.

Movement: There is no movement cost to
enter a neutronstar hexand no penaltyto leave.

Null Space

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

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

Destruction: Anyunit that finds itself in a null
space hex is immediately eliminated.

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 ofyour 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-
stroyunshielded units.

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

Destruction: Roll 1 die for each unshielded
unit that entersa pulsar hexor 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

Aleph-Primel

Wormhole

Aleph-Prime

S
ct

V

Wormhole

Aleph-Null

Wormhole

Aleph-Null

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”wormholehexfromtheexplorationbox
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: “1”,“2”or“3”
for the player on your left; and“4”,“5”or“6”
for the player on your right. If there 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”Wormhole

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

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. You roll another die to select one of this
home world’s hex sides and again the result is
“6”. Moving directlyaway fromthis hex side,
you place“Aleph-Null”in the first unknownhex
you come to.

Movement

One Movement Point: Aunit must expend 1
movement point to enter a wormhole hex from
an adjacent hex. Aunit may expend 1 move-
ment point to move froma wormhole hex to its
partner. Moving to the partner wormhole is
optional; a unit may move normally out of a
wormhole 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 fromAleph-Prime to
Aleph-Nullor fromBet-Null to Bet-Prime, but
a unit cannot move from Aleph-Prime to Bet-
Null.

Support Range: Youmaycount support range
through wormhole partners as if the 2 hexes
were physicallyadjacent.
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Battleship (BB)
TechLevel: 7 IOUCost: 18
Attack: 5 Defend: 5
Shields: 4 Movement: V

The heavyweapons on this warship allow it to
bombard planets. A successful bombardment
reduces a planet’s industrial levelby1 step and
eliminates allunits fromthe planet’s Resources
& New Units box.

Bombardment

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 totaldamage 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 levelbe-
low 0.

Remove Units: If you 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. Anyplayer mayrecolonize 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

Units

Assault Boat (AB)
TechLevel: 4 IOUCost: 6
Attack: 2 Defend: 2
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. You mayonlyattempt to conquer a planet
onlyonce during your Contact Step. You can-
not conquer an uninhabited planet.

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

Planet Combat Rating: A planet’s combat
rating is equal to ½ 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 eachresult less
than, or equal to, the planet’s combat rating,
eliminate 1assault boat. Ignoreshields. Planet’s
never score multi-point hits.

Surviving Assault Boats: Assault boats do
not fire during planetaryconquest. 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 automaticallydestroyed.

4

AB V

2(1)

BB

7 5(4)

V
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Colony Ship (Col)
TechLevel: 2 IOUCost: 8
Attack: 0 Defend: 0
Shields: 0 Movement: V/2

A colonyship is a spaceship designed to carry
resources and sentients to anuninhabited planet
in order to start a new colony. The ship itself is
cannibalized when you establish a colony.

Colonization

Ifyouhavea colonyship inanuninhabitedplanet
hexduring your Colonization Step you mayes-
tablish a new colony. To do this, remove the
colonyship and take theplanet’sdatacard. Your
colonybegins withan industrial levelof1 and a
tech level of 1 and 6 IOUs

Cruiser (CA)
TechLevel: 6 IOUCost: 14
Attack: 4 Defend: 4
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

Onlyscoutsand cruisers, and anyunits stacked
with them, mayenter an unknown hex. If pos-
sible, the unknown hex must share at least 2
hex-sides with“known”hexes. However, this
restrictiondoes not apply if the unknown hex is
within 2 hexes of your home world. The num-
ber ofunknownhexesyour unitsmayenter each
Movement Step maynot exceed your civiliza-
tion level. If there are no hexes left in the ex-
ploration box, no unit may enter an unknown
hex.

CA

6 4(3)

V

5

DD V

3(2)

2 0

Col V/2 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 normallyoutside of support range.

Destroyer (DD)
TechLevel: 5 IOUCost: 10
Attack: 3 Defend: 3
Shields: 2 Movement: V

A destroyer is a warship built for aggressive
fighting. It maycharge 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 mayfire
in 1 of 2 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 maychoose
to fire onunits in your opponent’s zone 1. Be-
fore rollinganydice, first the defender, and then
the attacker, must announce which destroyers
are conducting penetration fire. Thenroll1 die
for eachdestroyer and applythe 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: Adestroyer cannot make pen-
etration fire if it does not have at least 1 shield.
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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

Onlyscoutsand cruisers, and anyunits stacked
with them, mayenter an unknown hex. If pos-
sible, the unknown hex must share at least 2
hex-sides with“known”hexes. However, this
restrictiondoes not apply if the unknown hex is
within 2 hexes of your home world. The num-
ber ofunknownhexesyour unitsmayenter each
Movement Step maynot exceed your civiliza-
tion level. If there are no hexes left in the ex-
ploration box, no unit may enter an unknown
hex.

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

A systemstation 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 IOUs, ore,
and trade goods. Atransport can hold up to 6
resources inanycombination. Atransport may
also mine asteroids for ore. You start the game
with 2 transports.

Galaxy Station (GS)
TechLevel: 8 IOUCost: 24
Attack: 0 Defend: 6
Shields: 6 Movement: V/2

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

Patrol Boat (PB)
TechLevel: 2 IOUCost: 2
Attack: 1 Defend: 1
Shields: 0 Movement: V+1

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

Movement

Removed from Play: A patrol boat that be-
gins the Movement Step in a hex that contains
a friendlyhome 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 containsa friendlyplanet
or station. Anypatrolboat that cannot do so is
removed fromplay.

Friendly Aliens: Another player may desig-
nate 1 or more of his 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 everygame 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.

1 1

Sct V

SS V/2

3 2(2)2(2)

1 1

Trn V

GS V/2

8 6(6)

2

PB V+1

1

RS

5 4(4)

V/2
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Mining Asteroids

Mining: Once eachEconomic Phase, you may
mine ore froman asteroids hex. To mine ore,
you must have 1 or more transports in the hex.
Anyore produced must be loaded onto a trans-
port immediately or it is lost. See the Produc-
tion Step rules on page 9.

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 byfirst finding the
total in the left-hand column of the Asteroid
Mining Table on your Tables card. Then, look
up the amount of ore in the right-hand column.

Alien Transports: Subtract 1 from the die
roll for each alien player who has transports in
the asteroids hex.

Asteroid Mining Table:

Modified Die Roll Result

2 or less Lose 1 transport

3 No ore produced
4, 5, or 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, once a transport 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.
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Advanced Rules
TheAdvanced rules are a set of optional rules
for playing InterSpace. Use theseoptionalrules
along with the Standard rules. You mayuse 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: Thesecards give each
player his or her own unique victorycondition.

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

Colonization Cards: Your colonists mayfind
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 mayfind you.

AdditionalOptions: Theseareadditionalrules
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
mixlimit.
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Alien Objective
Cards
Not allspecies 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-
plainhow you earn victorypoints (VPs) during
the game. You can earn VPs only in the man-
ners described on your objective card. To win
thegame,youmust earn50victorypoints (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.

Secret: Inthe earlypart of the game, you must
keep yourAlien Objective card hidden. How-
ever, you maybe forced to revealyour card in
some situations.. For example, if you are the
Conquerors and you build assault boats at a
tech level3 planet and someone points this out,
you must revealyour Alien Objective card.

One Region: Allplayers must revealtheirAlien
Objective cards when all of the home worlds
have been joined into a single region.

Examples

Researchers

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

Later in the game, you still control your home
world withanindustrial levelof8, and you have
improved the industrial level of your original
colony to 6. You do not have any other colo-
nies and you have not conquered any planets.
You have systemstations 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 controlplus 21 for having stations in 3
of the different types of hexes that interest you.

Techies

You drew theTechies card before
the game began. This card states:

Later in the game, you controlplanets with in-
dustrial levels that total21 and your civilization
level is 5. You have 41 VPs and are only 9
VPs short ofwinning the game.

For each of the following hex
you study, you earn 7VPs: black hole,
dust cloud, neutron star, nebula,
pulsar, and wormhole. To earn VPs
for a hex type, you must
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.

types

currently

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 VPs.

You also earn 1 VP for each industrial
level you control.
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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 additionalrules
are given here.

Parasites

Each member of the Parasite spe-
cies inhabits thebodyand controls
the mind of a host life form. The
Parasites canmultiplyquicklyand
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
arealreadyinfested at the beginningof 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
levelofa 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.

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
colonyshipinto theopposingplanet’shex. 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: Byeliminating 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 colonyship
is removed.

Conquered Planets: If the 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. If you control the planet, you can reduce
its industrial levelby1 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: If an infested colonyrebels the colony
is no longer infested.
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Breakthrough
Cards
Breakthroughcards allow players to
pursue different lines of technologi-
cal development. You may take a
Breakthrough card each time you increase your
civilizationlevel.

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 maybe taken at any civiliza-
tion level.

Take a Card: When you increase your civili-
zation level, you maytake 1Breakthrough card
whose level is equal to, or less than, your new
civilization level. For example, if you increase
your civilization levelfrom3 to 4, you may take
a (2), (3), (4), or (A) card.

Multiple Players: In general, you may take a
new Breakthrough card immediatelywhenyou
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 in a 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
is equal to 1 plus the number of Drive Improve-
ment cards you hold.

Getting Started

Two Cards: Players should begin the game
holding 2 Breakthroughcards. 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 additionalrules
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
maybe 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.

Jamming

Ifyouhave1 or more scoutsinyour 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 evennumbered result.

First and Second Fire: You mayspread your
jamming die rolls across first and second fire.
The number of dice you mayroll after first fire
must be equal to or less than thenumber offirst
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 CivilianAttacker rule on page 20 of the
Standard Rules. Ascout may jamonly if it is in
its zone 0 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 level is 6. You roll2 dice
and the results are“2”and“6”. The cruiser’s
hits arecompletelynegated. Your scout returns
fire during secondfire 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“1”,“2”,“2”, and“4”. You reduce
the number ofhits from4to 1, but this is enough
to destroyyour scout.
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Modular Units

Economic Phase: During the
economic phase, ineveryhexthat
contains your units, you may re-
place those units with units of
equal or lesser IOU value. For
example, you mayreplace 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 eachcom-
bat round, you may either replace patrolboats
with larger warships or replace larger warships
withpatrolboats. The warships must be inyour
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
IOUs and could be disassembled into 4 patrol
boats. You may also assemble new warships
withfewer than their standard numberofshields.
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 fullcomplement ofshields.

Tech Level: The tech levelofa newlycreated
unit must be at or belowyour civilization level.

Colony Ship: You maynever assemble or dis-
assemble a colony ship.
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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 downthere. 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 additionalrules that would
not fit on the card. These additional rules are
given here.

Rebels

This colonyimmediatelydeclares
its independencefromyour home
world. Allofyour unitscurrently
in the planet’shex join the rebels.

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

Production: Each turn, the rebels will grow
their economyor build a unit. Roll 1 die at the
beginning ofeachEconomic Phase and consult
the list below:

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

Increase Level: If you roll a “1”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: If you roll a“3”or “4”, the
rebels build the largest station their tech level
allows. However, if their tech level is only1 or
2, increase their tech level by1 step instead.

Build a Warship: Ifyou roll a“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. If you 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 anyBreakthrough Cards.
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Encounter Cards
Emptyspace maynot be as emptyas you think.
Each time you explore an unknown hex and
draw an empty space hex, roll 2 dice. If both
die results are even numbers, you must draw
an Encounter card.

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

Scouts: Many of the Encounter cards refer to
your scout. If you are exploring an unknown
hexwithacruiser, thenthecruiser isyour“scout”.
Ifyouare exploringwithadditionalunits stacked
with a scout or cruiser, and a card states that it
affects your scout, all of your units in the hex
are affected the same way.

Artifacts

Some encounters result in the discoveryof an-
cient artifacts. Eachartifact has its owncounter.
Any unit maycarryanynumber ofartifacts. 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. If the unit
carrying an artifact is destroyed, so is the arti-
fact. It cannot be repaired even if the unit is.

Free Agents

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

1. Berserker
2. Ion Storm
3. Madness
4. Pirates
5. Plague Units
6. Raiders
7. Rogue Miners
8. Space Amoeba
9. Trader

Interaction

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

Random Movement

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

Black Hole: Black Holes have no affect on
randomagents.

Dust Cloud: Dust clouds have no affect on
randomagents.

Null Space: If a random 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 destroyan unshielded plague unit
normally.

Shield
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Worm Hole: Ifa randomlymovingagent starts
its turn in a worm hole hex, roll a die. If the
result is“1”, the agent will move to the worm
hole partner. On any other result, ignore the
wormhole 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 additionalrules
are given here.

Combat: Whenyou allocate hits fromanagent,
you must attempt the eliminate thehighest num-
ber of warships.

Madness

Contemplation of the Universe’s
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,
friendlyor alien. If two or moreunitsare 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.
If there is more than 1 unit in the hex, randomly
determine which one is destroyed. Your scout
is also destroyed.

Pirates

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

Movement: Each turn the pirates expend up
to 3movement points to move toward the near-
est transport. If two or more transports are
equallydistant, 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 of the Standard rules. Pirates
never block movement.

Combat: Pirates attack only if you refuse to
share a hexwith them. Theydefend 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 frombeneath the
transport and place themwith the other unused
counters.

No Resources: If the transport has no cargo,
roll a die. If the result is even, the transport is
destroyed. If the result is odd, the transport is
unharmed.

Multiple Transports: If there are 2 or more
transports in thehex, randomlydetermine 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 in a row.

Finished: If there 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.

Pirates

6 4(3)

3

Ma
dn
es
s
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Plague

Your scout’s crew becomes in-
fected withahideous, 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 maybecome infected. Roll2 dice for each
uninfected unit. If both die results are even,
that unit becomes a plague unit—placea plague
marker on it.

Combat: Infection takes place before com-
bat. Plague units attack only if you refuse to
share a hexwith them. Theydefend normally if
you attack them.

Breakthroughs: Plague units have allof 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: If a plague unit occupies a planet’s
hex during the Economic Phase, reduce the
planet’s industrial level by 1 step. If a planet’s
industrial level is reduced to 0, its tech levelalso
drops to 0 and it becomes uninhabited. Any
player mayrecolonize the planet.

Raiders
Place the Raider’s cruiser in the
new empty space hex. The raid-
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. If two or more inhab-
ited planets are equallydistant, 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 of the Standard rules. Raid-
ers never block movement.

Combat: Raiders attack only if you refuse to
share a hexwith them. Theydefend normally if
you attack them.

Steal IOUs: Once they reach a planet hex,
they take all IOUs fromthe 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. If the result is even, reduce the planet’s
industrial levelby1 step. If the level is already
1, there is no effect.

Moving On: The raiders do not dawdle. On
the turn after raiding a planet, theyagain move
toward the next nearest planet. However, they
never visit the same planet twice. Keepa 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 theyhave visited all
the inhabited worlds theycan reach (including
those reachablevia wormhole.) Thentheyleave
the game bymoving into the nearest unknown
hex.

Raiders

6 4(3)

3
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Rogue Miners

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

Movement: Each turn, the miners expend up
to 3movement points to move toward the near-
est asteroids hex. If two 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. Theminers 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) fromtheir mining die roll. This is inaddition
to anyother 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. If all asteroids hexes the
miners can reach(including those reachable via
a wormhole) containwarships, the miners leave
the game bymoving into the nearest unknown
hex.

Space Amoeba

Place theAmoebacounter into the
new, empty space hex. The
amoeba isa free agent. Your scout
is unharmed.

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

Movement: If there is no colonyship within 2
hexes, the amoeba moves 1 hex in random di-
rection each turn. However, the amoeba stops
when it reaches the edge of the map.

Colony Ships: If there 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 acolonyship within2hexes, the amoeba
moves 1 hex toward it. If there are 2 or more
colonyships equallydistant, choose 1 randomly.
If the amoeba enters a hex that contains 1 or
more colonyships, the amoeba eats 1 colony
ship.

Limit: The amoeba will eat only1 colonyship
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: If the amoeba occupies a planet’s hex
during the Economic Phase, reduce the planet’s
industrial levelby1 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.

1

Miners 3

*

Amoeba
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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 3movement points to move toward the near-
est home world or colony. If two or more plan-
ets are equallydistant, 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 anypoint during anyplayers move-
ment step, including the trader’s, the trader will
exchange up to 6 trade goods for thesame num-
ber of trade goods of any other color. She
never exchanges trade goods for trade goods
of the same color. The trader exchanges trade
goods onlyat 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
fromplanet to planet until she hasvisited all the
home worlds and colonies she can reach (in-
cluding those reachable via wormhole). Then
she leaves the game bymoving into the nearest
unknown hex. The trader will also leave if she
loses allof her trade goods to the Pirates.

Additional
Options
Here are some additionaloptional 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, eachplayer 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 levelof 8, but a tech level of only
1. Allplayers start the game with a civilization
level of 1.

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

Breakthrough Cards: You do not receive
Breakthrough cards at the beginning of the
game. Whenyou improveyour civilizationlevel,
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 if the newly discovered emptyspace hex is
adjacent to a home world.

1

Trader 3

1
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Number of
Players

Planet
Discovery

Limit

Asteroids
Discovery

Limit

2 5 2
3 3 1
4 2 1
5 2 1
6 1 1
7 1 1
8 1 1

Discovery Limits

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 awaywith. The only limit is on discov-
ery.

Discovery Limit: Thenumber of planets each
player may discover is given in the table be-
low. For example, in a 5 player game you may
discover only2 uninhabited planets. Whenyou
draw your 3rd or higher planet from the explo-
rationbox, you must put it back inand 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 hasdiscovered 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 turns in a
row, youforfeit anyplanet or asteroids reserved
for you. Proceed as if you have discovered
your allotted number of planets and asteroids.

Plus Counters

Withpluscounters,youarenot lim-
ited bythenumber ofcounters that
comewith thegame. You mayuse pluscounters
to add additional units and trade goods. For
example, a +5 counter stacked under a patrol
boat represents 5 additional patrol boats for a
totalof 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 off first contact, add additionalemptyspace
hexes to the exploration box.



Transport IOU
Location Bonus

Your Home World No bonus,
but required

Your Colony 2 IOUs

Asteroids 4 IOUs

Alien Home World 8 IOUs

Terrain Effects Table

Unit Table
Unit Tech Atk Def Shld Move Cost

Trade Good 1 n/a n/a n/a n/a 1

Scout (Sct) 1 0 1 0 V 6
Explore unknown hexes

Transport (Trn) 1 0 1 0 V 4
Carry up to 6 resources (IOUs, ore, trade goods)

Colony Ship (Col) 2 0 0 0 V/2 8
Colonize an uninhabited planet

System Stations (SS) 3 0 2 2 V/2 6
Provide support for ships up to 4 hexes away

Assault Boat (AB) 4 2 2 1 V 6
Conquer opposing home worlds and colonies

Region Station (RS) 5 0 4 4 V/2 12
Provide support for ships up to 6 hexes away

Cruiser (CA) 6 4 4 3 V 14
Explore unknown hexes - does not need support

Battleship (BB) 7 5 5 4 V 18
Bombard planets

Galaxy Station (GS) 8 0 6 6 V/2 24
Provide support for ships up to 8 hexes away

Patrol Boat (PB) 2 1 1 0 V+1 2
Must return to a friendly planet or station every other turn

Destroyer (DD) 5 3 3 2 V 10
Make double or specific attack by sacrificing a shield

G

T

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

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.

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

Variable (V)

Movement Rate*
Civ. Level (Highest Tech)

V
V/2

1 1 2 2 3 3 4 4
1 1 1 1 2 2 2 2

1 2 3 4 5 6 7 8

* Do not use this table if you are
following the Standard rules.

Transport Bonus

Table*

Basic & Standard TablesInnnnnnnnntttttttttttteeeeeeeeeeeeeeeerrrrrrrrrrrrrrrrrrrSSSSSSSSSSSSSSSSSSSppppppppppppppppaaaaaaaaaaaacccccccceeeeeInterSpace

* Do not use this table if you are
using the optional Breakthrough
cards. Follow the instructions on
the Drive Improvement cards.



Asteroid

Mining Table

Basic Rules

Ind. Planet
Level Tech IOU
Change Level Cost

1 to 2 1 4
2 2
3+ 1

2 to 3 1 9
2 4
3 2
4+ 1

3 to 4 1 16
2 8
3 4
4 2
5+ 1

4 to 5 1 25
2 12
3 6
4 3
5+ 1

5 to 6 1 36
2 18
3 9
4 4
5 2
6+ 1

6 to 7 1 49
2 24
3 12
4 6
5 3
6+ 1

7 to 8 1 64
2 32
3 16
4 8
5 4
6 2
7+ 1

Ind. Level

Investment

Table

Tech Level

Investment

Table

Tech
Level Civ. IOU
Change Level Cost

1 to 2 1 4
2 2
3+ 1

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

3 to 4 3 16
4 8
5 4
6 2
7+ 1

4 to 5 4 25
5 12
6 6
7 3
8 1

5 to 6 5 36
6 18
7 9
8 4

6 to 7 6 49
7 24
8 12

7 to 8 7 64
8 32

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

Each planet may deploy units from its data card to
its hex on the map.

Each planet produces IOUs equal to its ind. level.
Each eligible colony may produce a number of
ore equal to ½ its industrial level, rounded up.
Check
Transports in asteroids hex may mine for ore.

Purchase trade goods and units. A planet may
purchase only units whose tech level is less than,
or equal to, the planet’s tech level.

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

Refine ore into IOUs at a cost of 2 IOUs per ore.
Convert trade goods to IOUs at no cost.
Roll a die for each ore and alien trade good
converted to find how many IOUs are produced.

Placement Step

Production Step

Purchase Step

Investment Step

Conversion Step

�

�

�

�

�

�

�

�

�

if the colony can continue to produce ore.

�

�

�

�

�

�

�

�

�

Decommission units and receive IOUs equal to ½
of the units’ cost.

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

Move units through explored hexes within their
support range. Cruisers may ignore support.
Only scouts and cruisers, and units stacked with
them, may enter unknown hexes.
Transports may load and/or unload resources. A
transport must stop when it unloads.
Patrol boats must return to a friendly planet or
station every other turn.

A scout or cruiser in an unknown hex may draw a
new hex from the exploration box.

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

Units may either attack or join forces with
opposing units in the same hex.
Battleships may bombard and assault boats may
conquer an opposing planet in the same hex.

Action Phase

Movement Step

Exploration Step

Colonization Step

Contact Step

Game Play Summary

�

�

�

Roll 1 die
Add the number of
your transports
Subt. 1 for each other

mining the hex

2 or less 1 Transport
destroyed

3 No ore
4, 5, or 6 2 ore
7 or more 4 ore

player

Total Result

Standard TablesInnnnnnnnntttttttttttteeeeeeeeeeeeeeeerrrrrrrrrrrrrrrrrrrSSSSSSSSSSSSSSSSSSSppppppppppppppppaaaaaaaaaaaacccccccceeeeeInterSpace

Do not use any of the
tables on this side of the
card if you are following
the Basic rules.
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You may place these optional flags on the map to
mark your home world and colonies.
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Parasites* Builders

Conquerors Xenophobes

Warriors Techies

Researchers

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 ofconquest.

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

You may build assault boats at a cost
of 4 IOUs. For purposes, treat
your assault boatsas tech level3.

all

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

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

See the rules for more information.

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

You earn 2 VPs for each industrial
level you control.

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 for each alien industrial
level you destroy by bombardment.

Youalso earn 1 VPfor each industrial
level you control.

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

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

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

your own
your

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 VPs.

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

Yo ur peo p le l o ve to lav i sh
extravagant gifts on their royal family.

During the Purchase Step, your
may buy VPs in pairs. The first

pair of VPs you buy during the game
cost 2 IOUs, the second pair cost 4,
the third pair costs6, and so on.

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

home
world

Each
VP you purchase counts against your
home world’s purchase limit.

Royalists
For each of the following hex
you study, you earn 7 VPs: blackhole,
dust cloud, neutron star, nebula,
pulsar, and wormhole. To earn VPs
for a hex type, you must
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.

types

currently
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Heavy Transports (2) Nav Computers (2)

Jamming* (3) Multiplex Sensors (3)

Advanced PBs (4) Repair Robots* (4)

Nine Resources:

Mining:

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

For each Heavy Transport
card you hold, add 1 to your mining
die rolls.

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

Black Holes:

Pulsars:

Your units treat black
holes as if theywere neutron stars.

Your units are immune to
pulsars.

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 each turn.

Cards: you may
disca rd 1 Enco unte r and 1
Colonization Result card and draw
again.

Once per game

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
tech level 2units.

Repair:

VPs:

After winning a battle, roll 1
die for each of your “destroyed”units.
If the result is an even number, return
that unit to the hex where the battle
tookplace.

Repaired units still count as
destroyed when counting VPs.

See Rules: See rules for more info.

Grapple Beams* (5)

Capture: After winning a battle, roll 1
die for each of your remaining
warships and stations. If the result is
even, that unit may capture 1
“destroyed”enemy unit of equal or
lower IOU value than itself. Replace
the enemy unit with one of your own.
Captured units sti ll count as
destroyed for VPs. A captured
transport retains its cargo.

See Rules: See rules for more info.

LRMs (5)

Missile Round:

No Zones:

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.

Do not divide units into
zones for the missile round. Your

must apply LRM hits to his
or her ownunits as he or she sees fit.
opponent

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,
whichever is lower. Eliminate 1 hit for
each evennumbered result.

Ascout may jam only if it
is in its zone 0 or 1. The attacker may
place scouts in these zones.

See rules for more info.

Zone 0 or 1:

See Rules:



Economic Phase:

Combat:

See Rules:

During the
economic phase, you may replace
units with other units of an equal or
lesser IOU value.

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

See rules for more info.

Modular Units* (6)

Multiple Fire:

LRMs:

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

Your stations do not get
multiple fireduring the missile round.

Plasma Cannons (7)

Jump:

Resources:

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

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

both

Star Gates (7)

Colony Ships:

Detonate:

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 it is a tech level 8unit.

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
empty hex left behind as null space.

Nova Bombs (8)

Impervious:

Units:

Your tech level 8
planets may not be conquered or
attacked by including nova
bombs andspace amoebas.

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 screeningunits behind.

anything,

Planetary Grid (8)

Stealth Tech (6)

Drive Improvement (A)

Variable Movement Rate:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t he n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t h e n u m b e r o f D r i v e
Improvement cards you hold.

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

B lock e d Mo ve me nt :

Retreat:

First Fire:

Yo u r
movement cannot be blocked by
opposing units except at wormhole
entrances.

You are not required to
leave screening units behind when
you retreat.

Your opponent never
receives first fire.

LRMs: Roll a die for each LRM hit on
your units. Ignore the hit if even.



Drive Improvement (A)

Variable Movement Rate:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t he n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t h e n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t he n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t h e n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t he n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t h e n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t he n u m b e r o f D r i v e
Improvement cards you hold.

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:

Card Limit:

Your
variable movement rate is equal to 1
p lu s t h e n u m b e r o f D r i v e
Improvement cards you hold.

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



Breakthrough Breakthrough

Breakthrough Breakthrough

Breakthrough Breakthrough

Breakthrough Breakthrough



Ancient Ruins Pleasure World

Lost Treasure Paradise

Nice World Ice World

Mineral World

Your colonists discover the fabled lost
treasure ofspace pirate Mack M’Ahn.

This colony starts with an additional
12 IOUs, for a total of 18.

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.

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

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
civilization level is1.

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
colony’s hex.

The ideal climate of this planet
e n h a n c es t he g r o w t h a n d
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
it actually is.

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.

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.

The lack of mineral resources on
this planet prohibits mining.

This colony does not produce ore.

Vegetable World



Your colonists turn out to be hard
working and resourceful.

This colony starts with 6 IOUs,
industrial level 2, and tech level2.

Frontier Spirit

This colony may increase its
industrial or tech levels only if you
have an assault boat or battleship in
the colony’s hex.

Hostile Natives
This colony immediately declares its
independence from your home world.
All of your units currently in the hex
join the rebels.

See the Advanced Rules for more
information.

Rebels*

Your colonists packed the wrong gear
for this planet's environment!

This colony starts with 0 IOUs,
industrial level 1, and tech level1.

Doh!

!

Th ere is nothing particular ly
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 particular ly
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

Th ere is nothing particular ly
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 particular ly
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



Colonization Colonization

Colonization Colonization

Colonization Colonization

Colonization Colonization



Ancients Return Berserker

Crystal Artifact Doom Station

Dread Drive Artifact

Fabrication 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 crystal to 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.

Your scout awakens the ancients,
and they are not pleased with how
you have used their technology.

Lose all the artifacts control, if
any. The artifacts are Crystal,
Fabrication, Drive, Shield, and
Weapon.

This card has no effect on artifacts
you draw later in the game.

you

Place the Berserker counter in the
hex. Your scout isdestroyed.

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 of the map.

moving, the Berserker attacks
any units in its hex and will bombard a
planet in its hex. The Berserker

After

defends normallyduringplayer turns.

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 unitsdefend normally.

The station always starts with 6 patrol
boats when another unit moves into
its hex, even if the station lost PBs
during a previousbattle.

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
movement rating.

The crew regains its composure on
your next turn and the scout may
move normally.

Your scout salvages the drive from an
ancient derelict. Place the Drive
Artifact under your scout.

Any unit with the Drive Artifact has a
movement rating of 5.

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 IOUs are
produced. However, the artifact will
notproduce on a turn it ismoved.

Aspace borne gambling cartel makes
an offer you can’t refuse: double or
nothing.

Youmust roll 1 die. If the result is 1, 2,
or 3, place an additional scout in the
hex. If the result is 4, 5, or 6, your
scout is lost permanently.

If you used a cruiser to explore the
hex and you roll 1, 2, or 3, you gain an
additional cruiser. If you roll 4, 5, or 6,
your cruiser is lost.

Gamblers



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 yourcurrent civilization level.

If you are not using Breakthrough
cards, Knowledge has no effect.
Discard this card and draw another
Encountercard.

Insight
Contemplation of the Universe gives
your people a deeper understanding
of the aliencultures you encounter.

You may look at 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.

all

Ion Storm
Place the Ion Storm counter in the
hex.

Before and after itmoves, roll 1 die for
each unshielded unit in the storm’s
hex. If the result is even, the unit is
destroyed.

Thestorm does not blockmovement.

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 of the map.

Knowledge

Youdiscover a long lost colony ship.

Place a colony ship of your color in
the hex.

Lost Colonists

Yo u di scove r an auto mated
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, put it backand draw again.

Lost Probe
Contemplation of the Universe's
deepest secrets causes your scout's
crew to go insane.

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.

Madness*

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.

st

nd

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 & Found

?



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 of its IOUs. If the planet has
no IOUs, roll a die. If the result is
even, reduce the planet’s industrial
level by 1 step, but never to 0.

See the rules for more information.

all

Raiders*

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 choosewhich one.

Once the pirates reach a transport,
they take its cargo. If the transport
is empty, roll a die. If the result is
even, the transport is destroyed.

See the rules for more information.

all

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.

Meteor Storm
Your scout is destroyed in an unlucky
accident. These things happen.

Pirates*

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.

Rejection
Place the miner’s transport in the hex.
Each turn the miners move at speed 3
toward the nearest asteroids hex. If 2
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.

Rogue Miners*

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. When a plague unit enters
a hex, roll 2 dice for each uninfected
unit in the hex. If both die results are
even, that unit also becomes a plague
unit.

See the rules for more information.

Plague*

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
drawa newEncounter card.

Upgrade

Sct+ V+1

4(3)6



A time travel experiment in your
civilization's future strands an
advanced unit in your era.

Place 1 new unit of your choice into
the hex. The new unit’s tech level
may be up to 2 levels higher than your
current civilization level.

Temporal Shift

Your scout activates a ancient portal.
The portal is destroyed and your
scout is sent to 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 scoutoff the map, stop when you
reach the edge of the map.

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 if it had none before. In
addition, the unit regenerates 1
shield aftereach round of combat.

lost

Space Amoeba*
Place the Amoeba counter in the hex.
Your scout is 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. If there are no
nearby colony ships, the amoeba
moves 1 hex in a randomdirection.

See the rules for more information.

Dimensional Portal

Place the Trader's transport, loaded
with 6 trade goods, into the hex.

Each turn the trader moves at speed
3 toward the nearest inhabited 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 differentcolor.

See the rules for more information.

Trader*
Roll a die and move your scout to the
corresponding wormholehex:

If the worm-hole hex has not yet been
placed, remove your scout. When
that wormhole is discovered, place
your scout into that hex.

1. Aleph Prime
2. Aleph Null
3. Bet Prime
4. Bet Null
5. Vet Prime
6. Vet Null

Unstable Wormhole

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.

Stasis

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.

Telepaths

Shield



Yo ur s cout' s crew stares in
amazement at the fantastic alignment
of stars in this area of space.

You may not move your scout on your
next turn.

Weapon Artifact
Your scout salvages a weapon from
an ancient derelict. Place the
WeaponArtifact 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.

Wisdom
Your discovery of the fundamental
nature of the Universe leads your
society to completely reassess its
values.

Discard your Alien Objective card and
drawa newone at random.

If you are not using the Alien
Objective cards, Wisdom has no
effect. Discard this card and draw
another Encounter card.

Wonder
Your scout's crew mysteriously
disappears but the ship itself is
unharmed.

The next player to move a unit into the
hex may capture the scout and
replace it with one of his or her own
color.

Vanished



Encounter Encounter
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