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OVERVIEW

"Seeking out new life, and horld-ly geing where no one has gone before..."

Emperor, the peace treaties are holding,-and your borders are safe =far now. It's
fime to turn your attention to the problem at hand: your empire has expanded
heyond the asteroid belt marking the edge of chorted space. Now you venture
into the unknown. Beyond the edge of the known universe, you'we begun to
discover exotic worlds full of alien life. What can you gain from these
civilizations? What strange new technology can they teach you? '

This is a time of explumhun and Ieurnlng. Open yourmind to the next chqpter in
Eminent Domain: Exofical

Exotica is an expansion to Eminent Domain; and cannot be played without the
base game. The Exofica Prome Pack, included in this box, will allow Exotica to be
used along with the Escalation expansion. We recommend thot you play the base
game several times before incorporating Exofica. Furthermore, we recommend
playing with Exolica and Escalation separately several times before usmg both
expansions in the same game,
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Imporant Note: Ship and Resource tokens are net intended to be piece-limited. If you run out
of these tokens, use any suitable proxy. As in the base game, depleting the Influence Tokens
in the supply will figger game end, but additionel Influence may be collected through the
final player's last turn.
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M]NIN@ AND ASTEROIDS

The Planet deck now contains a number of Asteroids.
Free-floating hunks of rock, Astercids are liké Planets, but
less valuable —they are not worth much influence. However,

there are some new Technologies which become stronger the

more Asteroids you have in play.

Asteroid cards in the Planet deck and face-down Asteroids in
" your empire count as Planet cards, Like normal Planets,
Asteroids can be settled, attacked, and affected by things that

target Planeis. However, face-up Asteroid mrds_ure
Asteroids, nol Planets —they de not satisfy any-research

L

- _.ra'qu_ira'menis.'nni:l no longer count as Planets for any reason.

The Mining Tile )

You begin the game with a Mining tile in play, which
allows you o mine Asteroids. Mining an Asteroid
ﬁ:ler.'ms flippi'ng it over, ignoring the Colonize and
Warfare costs. You may play this dcfion instead of
playing a card during your Action phase.

The action on the Mining tile has a cost: discarding
your hand of cards. You may play this action even if
there are no cards in your hand.

When leading or fulluwil:lg a Research role, you may
upgrade Miningto Improved Mining (flip the tile over)
by paying 3@ instead of buying a Tech card. There is

"'ne Planet requirement for this upgrade.

Improved Mining Abilifies - -

Once upgraded to Improved Mining, the Mining tile
reduces both the Colonize and Warfare costs for your
asteroids by 1. You also gain the ability to keep 1
Asteroid card each Survey role in addition to the chosen
Planet card. Thus you can 'keep 1 Planet and 1 Asteroid
{or no Planets and 2 Asteroids) in the same Survey role.
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NEW TERMINOLOGY

Exotica introduces a few new common abilities that will appear on
several of the new Planets or Technology cards. These include:

Recon

Recon is an ability which allows players
to search one of the.decks in the game
and ifs discard pile for @ number of cards;
shuffle that deck and discard pile, then
put the chesen cards on top; ltis written
“‘RECON [DECK] For X cards,” where "X
is the number of chosen cards, and
[DECK] is the deck searched. For
example: “RECON the Planet deck for 1
Asteroid” means "“Search the Planet deck
and discard pile for dny 1 Asteroid card,
shufﬂaihe Flulie'l deck, and plctce the
chosen Asiamld card ontop.” And
YRECON your deck for 3 cards’ means
*Search your deck and discard pile for
any 3 cards, shuffle your deck, and place

the chesen cards on fop (in.any order).”

@ Memues (@ A0S
l®. ¢

)f ‘\}AI_“{

/J @ iR
%"‘:‘f I‘:- . -

In Exofica there are 3 cards that utilize
Recon. See the card appendix for defails.

. Technolegy cards provide

Replenishing Slots '
Some Planets and

Replenishing resource slots,
Place a token of the
appropricie type on the slot
when the card comes inte play,

You may spend that token at any time.
These slots aulomatically replenish at the
beginning of your turn.

Exotica: exp:'ln'ds the universe by
adding new ‘Advanced, Ferttile; uﬁ*
Matglllt Planets, as well astwo' =
enﬁl'uhr new types of planet cards:.
Exolic planets and Asteroids.
Tﬁm% new Exofic Start Planets-that
nr'_ eqi.:rvulem to the original Start
Planats, as well as Asteroid Start
Planets. The Exotica Promo Pack also
includes an expensive Exofic Start
Planet aind a Prestige Start Planet.

. .you can harness

‘new Advanced,
Ferdile, and
Metallic Planets fo:

£
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Exotic Planets and Asteroids

Exotica fealures two new
types of cards in the Planet
deck: Exotic planets and
Asieruids: There is a stack
of Exolic Tel:hnolng.y' cards
which require that you
have flipped 1, 2, or 3
Exotic Planets to research.
Asteroids are like bad
Rlunéfs, but with the right
technology @ - =

o

their power: &

E:gdﬁéu also-adds

the Planet deck.

Exofic Symbols

These new Planets feui_ura
Jl @ new Exofic Role symbaol
. and Exotic translators.

There is nu:@ rale in the game, so this
symbol is useless... unless you find a
way to franslate it.

ih'c_rfb: Exolic symbols on Planets and
permanent Tech cards have a red hals.
Symbols on Tech cards in your hond do not.
Some abilities anly count the permanent
symbols (with the halo), whereas ciher
abilities allow you to use any Exotic symbal.
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. in play, each
' by either one. However, having two

*your hand

Exotic Translators

Translators allow you to use
symbols from your Planets,
permanent Tech cards in play, and
Tech cards in your hand as useful,

recognizable Role symbols. The
Exotic translator below allows you
to spend @ symbols as.if they
were-Warfare symbols to boost or
follow a Warfare role.
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If you have two different translaiors
may be translated

copies of the same translator in play
does not allow a single to count
as 2 Role symbols al once:

Abilities such as Alien Recruiter
“@: Collect 1 /i OR draw 1 card”
should be read as “'For. each Exofic
symbal printed on Planets or
permanent Tech cards in your
Empire, collect 1 Fighter or draw

1 card.”
Those abilities
do not count

@ Isymbnls‘

on cards in

O

—only the
ones in play.




NEW TERMINOLOGY
(cont.)

RFG (Remove From the Game)

RFG is an ability which allows you to
remove cards from the game., This
ability is optional. For example,
“Draw 1 card, thén RFG 1 card in
hand” should be read “Draw 1 card,
then remove up to 1 card in hand
from the game." :

In Exofica, there are 3 cards that utilize
RFG. See the card appendix Far-details.

ASTEROID

A_S.TEROID indicates an ability that gets
beHer for each face-up Asteroid in your
Empire. For example, “ASTEROID:
Collect l,fﬁ\,." should be read “For
each ‘face-up Asteroid in your empire,
collect 1 Fighter.”

In Exofica, there are 5 cards that utilize
ASTEROID. See the card appendix for
details.
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NEW RESOURCE

Crystal Resource

Some Exotic Planets and
some Asteroids produce
o new resource called
Crystal..Crystal is a
resource type, just like Food, Water,
Iron, and 5ilicon,

MNote that the "“any résource” icon
refers only to Fund,'
Water, Iron, and Silican
—not Crystal.

You cannot store Crystal
on an “Any resource” slot.

There is a new stack of Diverse
Technelegy. cards. Each technology in
this stack requires an Advanced, a
Ferfile, and a Metallic Planet. You must
have flipped at least one Planet of each
df these fypes in order to research these
iechno!ogies.'

SETUP

Set up the game according o the base Eminent Domain rulebook, then:
1) Give each player a Mining Tile. '

:2) Shuffle the new Planet cards and Asteroids inte the planet deck.

3) Sort the new Technology ‘cards by type (€7 “@ /€ /Diverse) and place them into
4 FACE-UP piles near the original Technolegy cards. You may consalidate new and old
technology cards into similar stacks.
NOTE: These piles are far convenience nnl\_.' You may acoess any Technology card at any time
during the game.

4) Before credling players' s1umng decks, create ﬂucks of role cards according to the setup
reference below.

. SETUP REFERENCE

PLAYERS . 1 NUMBER OF ROLE CARDS - EHII GAME TRIGGERS
2: @0 @3 @ G

16 (14| (16| (12] (18 Tza

20 (16| [20| (16| |20 28| |1

dee =1

18 15| |18 (14| |18 24

zu "Iﬁ 20 |16 |20 24
24 20 24| 20| |24 32
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* 3 Player Extended Variant. * 5 Playér requires the Escalation expansion.

5 Player Setup - requires Escalation expansion

standard supply pile. In S-player games, the
expansian): Add the four blue-bordered game end will tigger when any two role

“5 PLAYER ONLY" Role cards to each stack. stacks are empty, or when the Influence Token
Also add the sight blue Influence Tokens tothe  supply pile (induding the blue tokens) is empty.

7 £

For 5 Players {requires the Escalalion
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SCENARIOS

An optional rule which replaces the standard setup, Scenarios provide a
great deal of variety to experienced players by providing unique starting
configurations, Each Scenarie card indicates your staring deck, starting
Planet, and any Technology cards which you will have ot the beginning
of the game. Each player will have o different starfing configuration,

greatly increasing play variety.

For added variability you may choose fo
use Scenarios instead of the normal set-up
rules. To use them, distribute 1 Scenarnio
card to each player using any method you
choose (choose them, deal them randemly,
deal Start Planets and let players choose

GAMEPLAY

UMITED GALAXIES
8000I®®
15 | 19 e A
e | 2
petigh 3
] g

@ Scenario that uses their Start Planet, or
draft them), making sure notto use any
two mutually exclusive Scenarios. Set up
each starfing configuration according to the
Scenario Card, and then set up the rest of
the game and play as normal. -

Many of the gameplay me:hnnlsms of Exetica are idenfical fo the base game. However,.
Exofica infreduces cerain mnnepis, such as multiple Role phasesin a given fum, which '
require o slight modification fo the basic gameplay structure, These rules replace the base

game rules,

Replenish Phase

At the very beginning of your tum,
replenish any empty Replenishing slofs in
your Empire. If a card contains more than
one Replenishing slot, each empty slot
will refresh even if the oiher slofs are full.
Any Replenishing slots that are full at the
beginning of your tum are unaffected.

Action Phase

Dwring your Adion phase, you are dllowed
to fake one adion. This action may be frem
a card in your hand, from your Mining tile,

or from any face up Planets or Tech cards in

8

your Empire. Taking an action is optional;
you may choose to take no Adfions during
your Action phase. i

Any cards played during your Action phase
are set aside from the play area. Cards set
aside in this way have no effect during
subsequent Role phases. Cards played
during your Action phase will not be placed
into the Discard pile until the beginning of
the Cleanup phase,

Adlions printed on Planets and permanent
Technology cards are limited to once per
actien, not once per tum.

Role Phase

The Role phase is mandatery and works just
like it does in the base game. If using the
Escalation expansion, it is possible to get
two Role phases in a single tum. When that
happens, each Role phase is resolved |
separately.

Any cards played to hno‘s:_i or follow a role

. are set aside from the play area ot the end of

the Role phase, Cards set aside in this way
have no effect during subsequent Rele
phases. Cards played during any Role
phase will not be placed inta the Discard pile

*until the beginning aﬂhe Leuder s Cleanup

phusea.

FINAL ROUND

Rale symhbaols on Planets and permanent
Technology cards may be used.once per
Role phase.

- Cleanup Phase

The Clecnup phase works just like it does
in the base game, except as follows:

At the beginning of the Cleanup phase,
before you reconcile your hand, place all
cards that were set aside during your
Action-and Role phases into your Discard
pile. Players whe followed during your

‘Role phase(s) place €ll'l‘5.|" cards they set

aside info their Discard pilesat the
beginning of your Cleanup phase.

With the expansion, it is even more important to know whether you will have one last tum
ot the end of the game. When the game end triggers, complete the cumrent round as normail,
and then play one additional full reund. This way, all players will know for sure whether

any given tum is their last tum.

Remember th‘he Influence supply is deple‘led additional Influence may sfill be collected,
Use any suitable proxy to track the additional Influence.




TECHNOLOGY CARD APPENDIX

This appendix includes the complete text of all new tech nolagy cards, as well as any speaﬁ:
notes or rules governing their usage.

€% FERTILE TECHNOLOGY

) FLEALTERH )

Fertile Alien Tech -
If you have at least,

If you have at least

2@: @

(@ rsouvoums )
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Asteroidal Colonies

Each face-up Asteroid
in your Empire gains

for this action only.
Settle 1 Planet.

) MNIRGCOLONY

Mining Colony
When you mine an
- Asteroid!?
Seffle 1 Planet AND
Produce 2 Resources.

(@ IsTEromALRODCTON

Asteroidal Production

Produce 1 Resource.
ASTERQID: Produce 1

Resource.
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ALIE INHABITATION

@

930

Alien Inhahitation

Settle 1 Planet AND
Produce | Resource,
@) : settle 1 planet OR
Produce 1 Resource.

" etallc Alen Tech

If you have at least

@O

@ ASTRUDALSURVEY )

(@ ISR )

Asteroidal Survey
Draw 1 card.

* ASTEROID: Draw 1 card.
You may play another
daclien during this action
phase.

Mining Base

When you mine
an Asteroid:

Draw 2 cards AND
collect 2 _,_-f_?},.

Asteroidal Warfare
ASTEROID: Collect 1 fil..
Attack 1 Planet.

11 4

Nlien Recruiter

. Collect 144, AND

draw | card.

@: Collect 1 /. OR

draw 1 cord,




Advanced Alien Tech

If you have at least
'@

If you have at least
2@: @

Mmmglahuratmy

When you mine an
Asteroid: RFG up to

2 cards from your hand
or discard pile AND

. Trade up.to 2 Resources

for 1 @‘ each,

O
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Asteroidal Trade

Trade 1 Resource for l@
Repeat for each face up
Asteroid in your Empire.

@ ASTEHHIEALHESEAHITH R

@k
@

B 1o 1 3@
Astemlﬁal Research

Draw 1 card, then RFG
1 card in hand {(may
include this card).
ASTEROID: Draw 1
additional card and
RFG 1 additional card
in hand.
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(@ MmuomsTHONG )

F

* Alien Understanding

Trade 1 Resnum&_hr 1
AND RFG 1 ¢éard'in hand.

@: Trade 1 Resource for | 4

"OR RFG _I' card
in hand.

L Q _ DIVERSE TECHNOLOGY

l ABTRT 3

(
;

.\' j_'}__

Mien Artifact

e

Coalition

Exotic Planets in your
Empire count as any

* Planet type for research
requirements.

ADQUTES; g N'..}L 5 O.A} l

) PICESTTN )

_ EEQUIRES: a‘laf {..11
Space Station

“ When 5pace Station
comes into play, choose
an Asteroid in play.
Space Station becomes a
copy of that Asteroid.

Y ORGANIED LABOR

mm@a:SO_

Organized Labor

At the beginning of your
turn; fill all Rescurce
slots on Asteroids in
your Empire.
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Tractor Beam

RECON the Planet deck

For 1_Asteroid.

Put that card into your
. Empire face-down.

(@ oumesnx )

f%, «

"mma@”é@
Double Back

Take 1 Planet card from
the Planet discard pile
and put it Face-down

into your Empire,




¥ EXOTIC TECHNOLOGY

@ wmomomnz )
@l' _.,t‘r' . :-. T _'_"
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Improved Colonize -
Settle a Planet. Then
either settle another
Planet OR add this
Colony to a Planat.

Improved Production

Produce 2 Resources.

(@ Memvaiescao )
@* q\ =

Impmueﬁ Research

Draw 1 card, then RFG
uﬂ.to 3 cards in hand
(may include this card).

(@ womswEy ) (@) womme )
e —

@"'

'r_! REGULEE: O 3
Improved Survey Improved Trade
Draw 3 cards. Collect 1 ) from
the supply.
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@ WPREDWARFARE.
| AN

R

"~ Improved Warfare
Collect 2 4. OR
attack 1 Planet.

PERCEPTION FLTER

PerceptionFilter -

" During Suryey Roles,

+you may discard any
Planet card '{fm:e up or
face down) fram your
Empire to keep 1
addifienal Planet.

Tharough Probing
Discard any number of

«cards. RECOMN the
Planet deck for that
number of cards. You
may play an additional
Actien during this
Action phase.

(@) Mo

Rosetta Fish

_ "Tuck a standard Role card

from the stacks ungder
Roseta Fish. That card is
out of the gome. Yol may
use ‘as if they were
that Role's symbol. For
Produce/Trade, this

franslates to both symbaols.

) ISTRIDALES )

f
s

Asteroidal Aliens

Each face up Asteroid
in your Empire gains

@ until end of turn.
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Asteroidal Library

Reveal the top 2 cards
of your.deck.
ASTEROID: Reveal an

. additionol card from the

top of your deck.

Put 1 revealed card inte
your hand and discard
the rest. Until end of turn,
treat @ asany role
symbol on the kept card.
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Cult of the New

At the end of the game:

@_:1@.

Alien Advisory
@ =

@ IUHHII?EH_ @\
/7' 11

Junk Diver

RECON the Planet
deck For 1 Asteroid.
After your Role phase,
mine 1 Asteroid {uf ne
cost).

_errm

@i CRIFORAPY_
@

Cryptography

Draw 3 cards, then
return up fo 2 cards
in hand to the stacks.
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" Yenolinguistics

Chcoose a LRq-I-e_.- symboal.

Far the rest of this turn,

you may use @ as if
it-were the chosen
symbal.

(@ mowsms )
@* 92 a@:&.@'

Y EXTICEFFENCY

Exotic Efficiency -

~ If you have af least -

Ff@@@@ |
coe

(B PEACETREATY

(0070

" Return any number of

EXOTICA PROMO PACK

Peace Treaty

_ Collect I@ when
"dissenting a Warfare
Role.

Asteroidal Sentry

) IFNTELRON )

p—

Infinite Unknown

standard Role sards
from your hand to the.
stacks each turn.

Technological Display
Draw 1.card for each
Permanent Technology
in yeur Empira. You
may play an additional
Action during this
Action phase.

If you have at least
1 face-up Asteroid

in your Empire:

17 == ™
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Alien Weaponry

: Reduce Warfare
costs by 1,01, .

Crunch Time

Draw 3 cards. You may
discard standard Survey
cards from your hand.
For each card discarded
this way, you may play
an additional Action

during thic Action phase.

P2\ -

Mercs for Hire

You may Trade as
if they were

Cnce per furn:

You may spend 1

 asifit were a

@ HTRGHESS

REQINREL: 0 0 2 ,!_Jq- 5@

EraiRes: \D 0 o ],&j:u ?U

Mutagenesis

Remove any ¥ Planef in
any player's Empire
from the game.
REPARATIONS: That
player may RECON the
Planet deck for 1
Asteroid and put it into
their Empire face up.
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Political Sahntage
Choose a Role symbol.
Each apponent must
reveal their hand and
discard all cards with
that Role symbol, =

) CORLTION VICTORY

none O O O 18)=7Q
Coalition Victory (2P - 3P)

If you have three each
Advanced, Ferile, Metallic
Planets in play (face-up],
you win the game.

Coalition Victory (4P - 5P)

If yoy have two each
Advanced, Fertile, Metallic
Planets in play (face-up),
you win the game.

EXOTICA PROMO PACK

©) EATECHOS
@I

nlnws:a'\aﬁ_‘}_,‘z dhajon 50 |
Create Chaos

¢ Opponents must

disgard all cards in
their hands.
REPARATIONS:
Draw 2 cards.

e

| recumes. a &F{&z ca 5{_3,
Lesser Mimic
When Lessar Mimic
comes into play, choose
o Permanent Technology
_inan opponent's Empire.
Lesser Mimic becomes a
copy of that Technology.

@DHUELEHME -
o\ /u

Double Time

- You may play 2
additional Actions :
during this Actien
phaose. .

IIH[ATEII HIH]E 9
_'__,.- ‘Fed
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\ nauu&‘ #J_’LI @ﬂyg
Greater Mimic
At the beginning of

yourturn choose a

R

Permanent Technology
in an opponent's
Empire. Greater Mimic
becomes a copy of that
Technolagy.

19
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REQUIRES: a o 3' 31'__-_; 3L

Double Time

You may play 2
additional Actions
during this Aclion
phase.

("@ STOLEN TRADE SECRETS

e I

/,N

ReqanEs: O “}\‘!_2 o 50

- Stolen Trade Secrets

Take a Technology card
from another player's
Empire or discard pile
and place it in your
Empire or hand.
REPARATIONS: Put
Stolen Trade Secrets into
that player's discard pile.
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