


QUICK-START

GUIDE

If players want to jump right into the
game without reading the full rulebook,
they can use the Quick-Start Guide to set
up and learn the core rules as they play.

GAME OVERVIEW

During a game of Cosmic Encounter, each player becomes

a unique alien life form occupying a solar system in deep
space. The aliens are struggling for cosmic supremacy and
attempting to colonize planets in foreign systems. Each alien
has a special power that can be used to its advantage as players
balance diplomacy, alliances, and force to gain new colonies.
The winner of the game is the first player to establish five
colonies on foreign planets. If two or more players establish
their fifth foreign colony at the same time, they win together!

PREPARING TO PLAY

While Cosmic Encounter is a competitive game, it is more
importantly a social party game filled with wacky aliens

and outrageous abilities. Experienced fans suggest that new
players should expect surprising outcomes and focus on
diplomacy instead of numerical strategy. If players assume the
roles of their aliens by reading their aliens’ backstories and
adopting their aliens’ mindsets, Cosmic Encounter will be a
game where losing is as much fun as winning!
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SETUP

To set up a game of Cosmic Encounter, players perform the
following steps:

1. Choose Player Color: Each player chooses a player The Red Player’s Components
color and takes the colony marker, five planets, and
20 ships of that color. ; .
==
Planets Colony Ships
Marker

2. Set Up Warp, Planets, Ships, and Colonies: Players
place their planets in front of them, stacking four of
their ships on each of their planets. Then, players place
the warp in the center of the play area. Finally, players
place their colony markers at “0” on the colony track.

The Warp’s Colony Track with Colony Markers

3. Prepare Destiny Deck: Take the three destiny cards that
correspond to the color that each player has chosen and
shuffle them with the wild and special destiny cards to
create the destiny deck. Any cards that correspond to a
color that was not chosen are returned to the game box;
they are not used during the game.

For a four-player game in which no player chooses to be green, the
destiny deck consists of destiny cards of all colors except green.




4. Choose Aliens: Shuffle the cosmic combo cards and

reveal the top card of the deck. Then, gather the alien
sheets indicated for the appropriate number of players
and deal one randomly to each player.

Experienced players can use the alien selection rules

described in “Advanced Game” on page 16.

. Prepare Cosmic Deck and Deal Hands: Shuffle the
encounter, reinforcement, and artifact cards to create the
cosmic deck.

Experienced players can include flare cards as described
in “Advanced Game” on page 16.

6. Deal Starting Hands: Deal a starting hand of eight

cosmic cards to each player. Players may look at their
cards but cannot show them to other players.

. Choose First Player: If this is the players’ first game, the
youngest player is the first player and takes the first turn
when the game begins. Otherwise, reveal cards from

the destiny deck until a card matching the color of one
of the players is revealed; that player is the first player.
Then, shuffle the destiny deck.
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The cosmic deck contains all encounter cards,
all reinforcement cards, and all artifact cards.

The purple player is the first player.




BASIC
CONCEPTS

This section contains the basic concepts for Cosmic Encounter
that players need to understand before learning how to play
the game.

ALIENS

During the game, each player controls an alien that can alter
the rules of the game. To understand how alien powers work,
the players must first understand the basic mechanics of the
game. Then, they will be ready to learn about aliens in the
“Additional Rules” section.

PLANETS AND SYSTEMS

Each player begins the game with five planets that match his
or her player color. These planets are his or her HOME PLANETS
and compose his or her HOME SYSTEM. Any planets that do
not match the color of a player’s home planets are FOREIGN

PLANETS to that player, and all foreign planets of one color are
collectively a FOREIGN SYSTEM.

COVLL

The red player’s home system is composed of their five home planets.

i

These are foreign planets for the red player.

SHIPS AND COLONIES

Each player has 20 ships that match his or her player color.
Ships of the same color are stacked on planets.

Each stack of one or more ships on a planet
represents one COLONY. If a player has a
colony on one of their home planets, it is a
HOME COLONY. If a player has a colony on
a foreign planet, it is a FOREIGN COLONY.
Multiple players can have a colony on the
same planet, but each player can only have
one colony per planet.

A red planet
with one home
colony and one
foreign colony.

MOVING SHIPS

During the game, players move their ships to and from their
colonies. When a player moves their ships, that player chooses
which colonies they move from or return to, and these
colonies can be home, foreign, or a mixture of the two.

A player cannot return a ship to a planet where they do not
already have a colony of at least one ship.

THE WARP

The warp holds lost ships and tracks each player’s progress
toward victory. When a ship is sent to the warp, it is placed on
the warp where it remains until a player is able to retrieve it.

The red, blue, and yellow players have all lost ships and
placed them on the warp.

The outer edge of the warp contains a track that indicates
the number of foreign colonies each player has. Establishing
foreign colonies is how players win the game.

WINNING THE GAME

Players win the game by establishing foreign colonies. The
foreign colony track along the edge of the warp is used to
indicate the number of foreign colonies each player has.

Both the yellow and red player have two foreign colonies,
and the blue player has four foreign colonies.

When a player establishes their fifth foreign colony, that
player wins the game! If two or more players establish their
fifth foreign colony at the same time, all of those players win!




PLAYING
THE GAME

To play a game of Cosmic Encounter, players take turns

in clockwise order starting with the first player, who is
determined during setup. During a player’s turn, they have
an ENCOUNTER. An encounter is an interaction between two
or more players who are trying to either establish or defend
a colony.

During an encounter, the player taking their turn is the
OFFENSE. The primary goal of the offense is to either establish
a colony on a foreign planet or remove a foreign colony

from one of their home planets. The player who opposes the
offense during an encounter is the DEFENSE. The defense is
determined by the destiny deck, which is described later. The
offense and defense are each referred to as a MAIN PLAYER.

An encounter consists of the following eight phases that
players resolve in order:

1. Start Turn
. Regroup
. Destiny
. Launch
. Alliance
. Planning

. Reveal
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. Resolution

START TURN PHASE

During the Start Turn Phase, if the offense does not have any
encounter cards, they must discard their hand and draw eight
new cards. They repeat this process until they have an
encounter card in their hand. Attack cards, negotiate cards,
and morph cards are all encounter cards.

Attack Card Negotiate Card Morph Card

REGROUP PHASE

During the Regroup Phase, the offense retrieves one of their
ships from the warp and places it on any of their home or
foreign colonies, stacking it on top of another one of their ships.

The red player takes one ship from the warp and places it on
one of their established colonies.

DESTINY PHASE

During the Destiny Phase, the offense draws the top card of
the destiny deck and follows its instructions. The destiny card
determines which player the offense will have an encounter
with. There are three types of destiny cards: color, wild, and
special.

Color Destiny Card ~ Wild Destiny Card ~ Special Destiny Card

LAUNCH PHASE

During the Launch Phase, the offense chooses the planet
where the encounter occurs and commits their ships to the
encounter.

To choose a planet, the offense takes the hyperspace gate and
points it at any planet in the home system that was indicated
on their destiny card—that planet is the target planet. Planets
with fewer of that player’s ships are easier to defeat.

Since a yellow destiny card was revealed, the offense can point the
hyperspace gate at any planet in the yellow player’s home system.




If the offense drew their own color destiny card, they may
choose to point the hyperspace gate at a foreign colony on
one of their own home planets, or they can discard the card
and draw a new one.

After choosing a planet, the offense must decide how many of
their ships to commit to the encounter. The offense must
place one to four of their ships on the hyperspace gate—these
ships are participating in the encounter. Ships can be taken
from home and foreign colonies and multiple ships can be
taken from the same colony.

The red player commits three ships to the encounter, taking one ship
from a home colony and two ships from a foreign colony.

ALLIANCE PHASE

During the Alliance Phase, both the offense and the defense
can form alliances with other players in an effort to sway the
outcome of the encounter in their favor.

To resolve the Alliance Phase, players perform the following
steps in order:

1. Invite: The offense may invite other players to be ALLIES.
Then, the defense may invite other players to be allies.
To invite a player, the offense or defense states out loud
which player they are inviting. The offense and defense
can invite as many or as few allies as they like, and they
can both invite the same player. However, main players
cannot be allies themselves.

2. Accept: Starting with the player to the left of the offense
and proceeding in clockwise order, each player who was
invited to be an ally chooses whether or not to accept
the invitation and form an alliance. If a player accepts
an invitation from the offense, that player becomes an
OFFENSIVE ALLY; if a player accepts an invitation from the
defense, that player becomes a DEFENSIVE ALLY.

When a player becomes an ally, they must commit one

to four of their ships to the encounter. Similar to how the
offense commits ships during the Launch Phase, an ally can
take ships from any of their home or foreign colonies.

When an offensive ally commits ships, they place those

ships in a stack on the hyperspace gate; when a defensive ally
commits ships, they place those ships in a stack next to the
planet that the hyperspace gate is pointing at.

There can be multiple offensive allies and multiple defensive
allies, but players must remember to accept invitations to
become allies in turn order, and each player must commit
ships to the encounter before the next player either accepts
or rejects any invitations they received. Players cannot accept
invitations from both the offense and the defense during

the same encounter, and they can refuse any invitations

they receive.

PLANNING PHASE

During the Planning Phase, each main player simultaneously
selects one encounter card from their hand and places it
facedown in their play area. The encounter cards that each
player selects will be used to determine the outcome of the
encounter. Encounter cards display the word “Encounter” at

the top of the card.

Card Type
Card Name

ATTACK

Opposed by Actack:
Higher total (ships +
card) wins.

Opposed by Negotiate:
Wins, but opponent
collects compensation.

This encounter card is an attack, which is placed facedown.

If the defense has no encounter cards in hand, they must reveal
all remaining cards in hand, discard them, and then draw a
new eight-card hand before selecting a card during this phase.

If the offense has no encounter cards in hand, their turn ends
immediately and they return any of their ships that are on the
hyperspace gate to all of their home or foreign colonies. Allies
must also return all of their committed ships to their colonies

as well.




REVEAL PHASE

During the Reveal Phase, both the offense and the defense
reveal the encounter card they selected during the Planning
Phase. Then, they determine the outcome of the encounter
according to the cards revealed, as follows:

ATTACK VERSUS ATTACK

If both players reveal an attack card, they calculate their totals.
The offense’s total is the value of their attack card plus the
number of ships they and their offensive allies committed.
The defense’s total is the value of their attack card plus the
number of ships they and their defensive allies committed.

ATTACK

The winner of the encounter is the player with the highest
total. If the players tie, the defense wins the encounter.

ATTACK VERSUS NEGOTIATE

If one player reveals an attack card and the other player reveals
a negotiate card, the player who reveals the attack card wins
the encounter.

ATTACK
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However, the player who played the negotiate card collects
COMPENSATION. Compensation is collected during the
Resolution Phase, which is described on the next page.

NEGOTIATE VERSUS NEGOTIATE

If both players reveal a negotiate card, all offensive and
defensive allies return the ships they committed to their
colonies. Then, the offense and defense must attempt
diplomacy by making a DEAL.

NecoTiate  §

N

The main players may make a deal to trade cards and/or
establish one colony as follows:

Trade: A player can give any number of cards from their hand
to the other player. Players can trade specific cards, specific
types of cards, or cards at random. If players agree to a trade,
they must trade the cards that were agreed upon (i.e., a player
cannot agree to trade their highest-value attack card and then
trade a different card). Players can discuss the cards they have,
and a player can give cards without receiving any in return.

Establish Colony: A player can choose any planet where he

or she has a colony (home or foreign) and allow the other
player to establish a colony on that planet. When establishing a
colony in this way, a player can take any of their ships from the
hyperspace gate or from their colonies.

The offense and defense have one minute to make a successful
deal. At minimum, a successful deal must result in either one
card being traded or one colony being established. If after

one minute, the players cannot negotiate a deal, that deal is
unsuccessful, and both players must send three of their own
ships to the warp.

MORPH VERSUS OTHER CARD

If either player reveals a morph card, that card becomes a
duplicate of the other revealed encounter card. If the other card
is an attack card, players resolve the encounter as if two attack
cards were revealed; if the other card is a negotiate, players
resolve the encounter as if two negotiate cards were revealed.

ENcouNTER

NEGoTIATE

ATTACK

This morph card functions as
an attack card with a value of 8.

This morph card functions
as a negotiate card.




RESOLUTION PHASE

During the Resolution Phase, players resolve the encounter
according to its outcome—an offense win, a defense win,

a successful deal, or an unsuccessful deal. Then, all encounter
cards played during the encounter are discarded.

OFFENSE WINS

If the offense is the winner of the encounter, the offense and any
offensive allies place all of their ships from the hyperspace gate
on the target planet. If a player does not have a colony on that
planet, they place their ships on the planet in a stack, forming a
new colony. If a player already has a colony on the planet, they
place their ships so they reinforce that colony, adding to the stack
that is already there.

The green player won the encounter, so they move their ships
to the purple planet, establishing a foreign colony.

The defense sends to the warp all of their own participating

ships and all participating ships belonging to defensive allies.
Other ships on that planet that were not participating in the
encounter are bystanders; they are not sent to the warp.

The purple player lost the encounter, so they move
their ships to the warp.

Each player that gains a new foreign colony advances their
colony marker on the colony track so it matches the number
of foreign colonies they have.

The green player establishes their first foreign colony, so they
advance their token one space on the foreign colony track.

The defense collects compensation if they played a negotiate
card against an attack card (see “Compensation” to the right).

DEFENSE WINS

If the defense is the winner of the encounter, their colony
survives and all ships on the hyperspace gate are sent to the
warp. Then, each defensive ally gains DEFENDER REWARDS. For
each ship a defensive ally committed to the encounter, that
player can do one of the following:

¢ Draw one card from the cosmic deck.

* Take one of their ships from the warp and place it on one
of their colonies of their choice.

After gaining defender rewards, the defensive allies return
their ships to any of their colonies; they do not get to establish
a colony on the planet they helped to defend. Only defensive
allies receive defender rewards—the defense receives nothing,.

The offense collects compensation if they played a negotiate
card against an attack card (see “Compensation” below).

SUCCESSFUL DEAL

The terms of the deal are carried out as agreed upon and the
offense returns any of their ships on the hyperspace gate to
their colonies.

UNSUCCESSFUL DEAL

Each of the main players must place three of their ships in the
warp. When placing ships in the warp, a player can take the
ships from any of their colonies or from the hyperspace gate.

COMPENSATION

If a player loses an encounter by playing a negotiate card
against an attack card, that player collects compensation. To
collect compensation, the player takes a number of cards at
random from the winner’s hand. The number of cards the
player takes is equal to the number of ships that they sent to
the warp as a result of losing the encounter. If the winner does
not have enough cards to fully compensate the other player,
that player takes as many cards from the winner as they can.

SECOND ENCOUNTER RULE

If the offense won or made a successful deal and if this was
the first encounter of their turn, they can have a second
encounter starting with the Regroup Phase. Otherwise,
the next player in clockwise order takes their turn, becoming
the offense.




ADDITIONAL
RULES

This section contains additional rules that players must
understand to play Cosmic Encounter.

ALIEN SHEETS

Each player has an alien sheet, which represents the alien
species they are playing as. Each alien sheet includes the name
of the alien and its unique POWER. The top of each alien sheet
features upside-down text that provides a one-line summary of

that alien’s power for other players to read.

Alien Power
SAUVvD A3advOosI SaNTIHLIY

Alien Name

| | You have the power to Fetch. After encounter cards are discarded
|| at the end of an encounter, you may use this power to retrieve one, Alien Power
of the discarded cards and offer it to another player. If the card is

refused, you may keep ic. If the card is accepted, the other player
keeps the card, then you may either retrieve one ship from the warp
or draw one card from the deck.

Trained for generations by a strict but unknown alien life-form, the Fidos
were bred for retrieval. Slinking out on their own, they cannot help but fotch
the debris of outer space for whomever happens by, knowing they will still be
rewarded in some way.

The bottom of each alien sheet indicates the prerequisites for
using that alien’s power. The upper blue bar indicates which
role the player must have to use that alien’s power (e.g., main
player, defensive ally, etc.).

MAIN PLAYER ONLY

I}
'l,_ Start Turn  Regroup Destiny Laun

A player can use this alien power if they are the offense or defense.
They cannot use this power if they are an ally or not participating in
the encounter.

The orange bar indicates if the power is mandatory or
optional. If an alien power is mandatory, the player must use
that alien’s power when they are able to. If an alien power is
optional, the player can choose whether or not to use that
alien’s power when they are able to.

MAIN PLAYER OR ALLY ONLY l MANDATORY ‘;

" StartTurn  Regroup  Destiny | Launch | Alliance Planning | Reveal Resolution ,
5:3
A player must use this alien power
when they are able to do so.
AS ANY PLAY OPTIONAL
:' Start Turn __Regroup  Destiny Lz g Re Resolution ,

(LN

A player can choose whether or not to use this
alien power when they are able to do so.

The phase bar (lower blue bar) reminds players when the
alien’s power can be used. One or more of the phases in this
bar are highlighted in orange; the alien’s power can be used
during these phases.

Planning

A player can use this alien power during
the Planning Phase.

ALERT LAMPS

Each alien sheet has a green-, yellow-, or red-colored alert
lamp that indicates the complexity of each alien’s power.
Green represents less complex aliens, yellow represents aliens
with medium complexity, and red represents more complex
aliens. The complexity of an alien’s power does not correlate
to its strength; aliens with green alert lamps can be as
powerful as aliens with red alert lamps.

Green, Yellow, and Red Alert Lamps




REINFORCEMENT CARDS

Reinforcement cards offer a sneaky way for players to increase
either side’s total during an encounter.

After the main players reveal their encounter cards, each
player participating in the encounter can play reinforcement
cards, choosing to benefit either the offense or the defense.
Each reinforcement card’s value is added to the chosen player’s

total.

e

=

6‘_ 5 Card Type
Amount Added
to the Total I
Adds to either side’s total.
Play after encounter cards
are revealed.,
Role and Tlmmg MAIN PLAYER OR ALLY ONLY

Fa LNIWIOHOANITY s+
L3 -

Indicator

After an encounter is resolved, reinforcement cards are
discarded along with the encounter cards that are revealed.

ARTIFACT CARDS

Artifact cards provide players with powerful, single-use effects.
When played, they produce the effect described on the card.
Like alien sheets, these cards contain bars to indicate the
requirements for playing the card.

After an artifact is played, it is discarded.

Card Type

CARD ZAP

Negates Cards. Play this
card at any time to negate
a flare or artifact card just

Effect Summary 5 a player attempts to
use it. The flare or arifac
must then be discarded.
Role and Timing AS SN RLaER ;
StartTum  Regroup  Destiny  Launch
.

ZAPPING POWERS

Players can use the “Cosmic Zap” artifact card to cancel one
use of an alien’s power. That power cannot be used again for
the rest of the encounter. Some alien powers (or some parts of
aliens’ powers) do not require the power to be used. Powers
such as these that function without being used cannot be the
target of the “Cosmic Zap.”

For example, the Warrior’s power can be zapped when used to
add to the Warrior’s total during an encounter, but it cannot
be zapped when adding tokens to its alien sheet. Similarly,

the Zombie’s power can be zapped when used to save its own
ships from going to the warp, but it cannot be zapped to stop
the Zombie from freeing other players’ ships as part of a deal.



LOSING HOME PLANETS
AND ALIEN POWERS

When a player removes their last ship from one of their home
planets, that planet is lost. Players cannot return ships to
their lost planets. Players defend their lost planets as normal
but will not have ships to add to their total. Players can re-

establish colonies on their lost planets as described on page
18.

If a player ever has fewer than three home colonies, that
player loses their alien power. When this happens, that player
flips their alien sheet facedown to indicate that their alien’s
power is lost, and that player cannot use any part of the power
on their alien sheet. If a player who lost their alien power ever
has three or more home colonies again, they immediately
regain their alien power, flipping their alien sheet faceup.

THE COLONY TRACK

The colony track always reflects the number of foreign
colonies that each player has. If a player gains or loses a
foreign colony, they increase or decrease their colony marker
on the colony track accordingly so that the number their
colony marker is aligned with equals the number of foreign
colonies they currently have.

When a player establishes their fifth foreign colony, they
immediately win the game. If multiple people establish their
fifth foreign colony at the same time, all players who have five
foreign colonies win the game together.

The colony track reflects the number of foreign
colonies each player has.

NO ENCOUNTER
CARDS IN HAND

When a player has no encounter cards remaining in their
hand at certain times during the game, they must follow a
special rule as follows:

* During the Start Turn Phase, if the offense has no
encounter cards, they must discard their hand and create a
new hand by drawing eight cards. They repeat this process
until they have at least one encounter card.

» After a successful first encounter, if the offense has no
encounter cards, they cannot have a second encounter
that turn.

* During an encounter, at any time before cards are selected
during the Planning Phase, if the offense has no encounter
cards (due to an alien power or other game effect), their
turn ends immediately. Any committed ships are returned
to their players’ colonies.

* When the defense must play an encounter card and has no
encounter cards in hand, they may play any cards in hand
that can be played during the current phase as the defense.
Then, they must discard their hand and draw eight new
cards. This process is repeated until the defense has at least
one encounter card.

BYSTANDERS

Foreign colonies on a planet where an encounter is occurring
are BYSTANDERS. Ships that are part of a bystander colony do
not contribute to encounters and are not affected by the
outcome of an encounter. When committing ships, an ally
can take any ships, including bystanders, from any of their
home or foreign colonies.

g ;z¢ \

The purple player is attacking the green player.
The yellow player’s colony is a bystander.




The Macron (green) is the offense and has drawn
a destiny card instructing him to attack the Clone
(purple). Both the Macron and the Clone are
main players.

The Macron points the hyperspace gate at a Clone
planet that contains two Clone ships. The Macron uses
his alien power of Mass and commits one of his ships to
the encounter, placing it on the hyperspace gate.

The Macron asks the Zombie to be his ally. The Clone
asks both the Parasite and the Zombie to ally with her.
The Zombie (yellow) decides to ally with the Clone,
committing four ships.

The Parasite uses her alien power to Infest to become an
offensive ally even though the Macron did not invite her
to do so. The Parasite (blue) commits three ships.

The main players each choose an encounter card and
place it facedown.

Each player reveals their chosen encounter card. The
Macron reveals a 10, the Clone reveals a 12. Both
players calculate their totals.

The Macron’s alien power (Mass) makes his ship worth
four. With the Parasite’s three ships and the attack card
of 10, the offense’s total is 17.

The Clone’s two ships, the Zombie’s four ships, and the
attack card of 12 is a total of 18.




The Parasite decides to play a +2 reinforcement card to
increase the offense’s total to 19. The Macron, Clone,
and Parasite choose not to play any reinforcement cards.
The offense wins.

The Clone loses the encounter so all of her ships on
her planet as well as all of the Zombie’s ships that were
committed as defensive allies go to the warp.

The Zombie uses his alien power of Immortality, saving
his ships from the warp and placing them back on his
colonies instead.

10. The Macron and the Parasite each establish a foreign
colony on the Clone’s planet, moving their committed
ships from the hyperspace gate to that planet.

11. The Macron and the Parasite each increase their foreign
colony marker on the foreign colony track by one.

12. All players discard their played encounter cards. The
Clone uses her power to Replicate to return her played
encounter card (an attack card with a value of 12) to her
hand instead of discarding it.




ADVANCED
GAME

Once players are comfortable with the core rules of the game,
they should add flare cards to their future games.

FLARE CARDS

Flare cards provide players with powerful abilities that can be
used repeatedly. Each flare has a blue bar indicating the
prerequisities for it to be played. When a player plays a flare
card, they use its wild ability. However, if that player has the
matching alien sheet, they must use the super ability instead.

ﬁrj KAMIKAZE 1
| 4 SAcRIFICES SHIPS For CARDS

WILD

(IF YOU ARE NOT THE KAMIKAZE)

Wild Ability ez A« main player afcr encounter

cards are selected but before
they ai ed, you may send

warp to add 3 to your side’s
total for each ship sacrificed

{_manpeaveronwe T Fa T}
Super Ability =B 0 SY25R e

You may retrieve three ships from
the warp during each of your
regroup phases instead of one.

(_ orrenssowy e

Only the player who has the Kamikaze alien sheet can use
this card’s super ability.

After a player plays a flare card, they return it to their hand.
A player cannot play more than one flare card during an
encounter, and the same flare card cannot be played more
than once during an encounter, even by a different player.

If a player’s alien sheet is facedown (due to losing their alien
power), they cannot use the super ability on the matching
flare card, but they can use the wild ability instead.

ADVANCED SETUP

To play the advanced game, players replace steps 4 and 5 of

setup as follows:

4. Choose Aliens: Shuffle the flare cards and deal two
facedown to each player. Each player takes the two alien
sheets matching their flare cards, chooses one sheet to
keep, and returns the other to the game box. Then, all
players reveal their chosen sheet simultaneously.

5. Prepare Cosmic Deck: Collect the flare cards that
were dealt to each player; if playing with fewer than
five players, add additional flares randomly to bring
the total to 10. Then, shuffle those 10 flares with the
encounter, reinforcement, and artifact cards to create the
cosmic deck.

VARIANTS

This section contains variant rules that players can
incorporate into their games of Cosmic Encounter if they
desire. The variants can be used individually, or they can
be combined.

FOUR PLANETS

If players wish to play a shorter game of Cosmic Encounter,
they play the game following all the normal rules with the
following exceptions:

* Players each have four planets instead of five.

* Players start the game with 16 ships instead of 20, placing
four ships on each planet.

* The winner is the first player to establish four foreign
colonies instead of five.

* Players lose their alien power when having fewer than two
home colonies instead of three.

To experience a variety of aliens quickly, it is recommended
that players play multiple three-player games using the Four
Planets variant.

SINGLE-ENCOUNTER TURNS

In this variant, the offense is limited to a single encounter
during their turn, even if they win the encounter or make
a successful deal. This ensures that players take roughly the
same number of turns throughout the game.

HIDDEN POWERS

In this variant, each player keeps their chosen alien secret
until they are ready to use its power.

During setup, the players do not reveal their chosen alien
sheets to the other players—the sheets remain facedown and
their flare cards are shuffled into the cosmic deck without
being revealed.

While an alien sheet is facedown, its power cannot be used. A
player may flip their alien sheet faceup at any time in order to
use it. Once an alien sheet is flipped faceup, it remains faceup
for the rest of the game.

CosMic COMBOS AND FLARES

If players want to add flares to their game while still using
cosmic combo cards, they simply create the cosmic deck with
the flare cards matching the aliens on the cosmic combo card
plus enough random flares to bring the total in the deck to 10.




TECHNOLOGY

The technology variant allows players to use the effects of tech

cards during the game. Tech cards represent revolutionary
technologies that players can research. The text on each

tech card describes the effect that each tech provides. Some
techs provide players with single-use effects while other techs
remain in play for the duration of the game.

SETUP

If players are using the technology variant, after setup is
completed, players shuffle the tech deck and deal two cards
from the deck to each player. Then, each player selects one
technology card to keep and discards the other faceup in the
tech discard pile. The tech that each player selects is placed
facedown in their play area.

COMBINING THE TECHNOLOGY
AND FOUR-PLANET VARIANTS

If players are using both the technology and four-planet
variants during the same game, players must remove all tech
from the tech deck that have a research number equal to or
greater than eight. The removed tech cards are placed in the
game box; they will not be used during the game.

TECH CARDS

Each player begins the game with one tech card, which is
placed facedown in their play area. A player can look at their
facedown tech card at any time, but before they can use a tech
card, they must research it. Each tech card has a research
number, which indicates how much time is required to
research that tech.

Research
Number

OFFENSE ONLY

During the start of any player’s Regroup Phase, before that
player retrieves one of their ships from the warp, each player
can choose to RESEARCH, COMPLETE, or ABANDON a tech—a
player can also choose to do none of these.

RESEARCHING TECH

To research a tech, a player takes one of their ships from
among their colonies and places it on the facedown tech
card. That ship must remain on that tech card until the tech
is completed.

COMPLETING TECH

If the number of ships on a tech card is greater than or equal
to the card’s research number, that player can complete the
tech by flipping the card faceup and returning those ships to
their colonies. The player can now use that tech card’s abilities
as described on the card.

ABANDONING TECH

A player can ABANDON a tech by revealing the card and
placing it in the tech discard pile. Then, they return any ships
that were on the card to their colonies.

USING TECH

Like alien sheets and artifact cards, the bottom of each tech
card has bars that indicate the role the player must have when
using the effect on the card as well as the phase during which

the card can be used.

After a player has completed a tech, they can use the tech by
resolving the ability described on the card. The ability of some
technology requires the use of specific tokens which are
described on their corresponding tech cards.

Lunar Cannon The Prometheus

Genesis Planet

ACQUIRING NEW TECH

If the first encounter is successful for the offense, and they
still have an encounter card in their hand, instead of having

a second encounter, that player may draw a number of tech
cards equal to his or her current foreign colonies plus one.
Then, he or she selects one tech card to keep and discards the
others. The selected tech card is placed facedown and can be
researched as normal. There is no limit to the number of tech
cards a player can have; however, a player can only research or
complete one tech card during each Regroup Phase.

If the tech deck is ever depleted, players shuffle the tech
discard pile to create a new tech deck.

Note: The Machine may give up their second or later
encounter to acquire a new tech card, but doing so ends their
turn, regardless of their alien power.




CLARIFICATIONS

This section contains a list of clarifications about components
and some situations that can occur during the game.

TIMING

Players must resolve alien powers and card abilities according
to the specific phases indicated on the component for that
power or ability. However, there are times when multiple
people may wish to resolve powers or abilities during the
same phase. When this occurs, players resolve their powers or
abilities in the following order:

1. Offense
2. Defense

3. Other players in clockwise order, starting with the player
to the left of the offense

ALIEN POWER PRECEDENCE

If an alien power contradicts a rule from this booklet, the
alien power takes precedence.

NO COLONIES DURING REGROUP PHASE

When a player would take a ship from the warp during their
Regroup Phase, if they have no home or foreign colonies, they
place the ship directly on the hyperspace gate and continue
their turn as normal.

RE-ESTABLISHING A HOME COLONY

If a player draws a destiny card of their own color and has

a home planet that has zero ships on it, they may aim the
hyperspace gate at it to automatically re-establish a colony
with up to four ships from their other colonies. This counts
as a successful encounter, allowing the player to have a second
encounter if this was their first encounter this turn.

DEFENDING WITHOUT SHIPS

If the defense has no ships on a planet during an encounter,
they still play encounter cards, can receive help from allies,
and defend their planet as normal. When determining totals,
the defense’s own ship value is zero.

COLOR OF SPECIAL DESTINY CARDS

For the purposes of game effects, a special destiny card is
treated as a color card that matches the color of the player
that the card indicates as the defense.

DEPLETING THE DESTINY DECK

If the destiny deck ever has only one card remaining, players
cannot draw it. Instead, the remaining card is shuffled into
the discard pile to form a new destiny deck.

CosMIC TOKENS
AND GRUDGE
TOKENS

Many alien powers require the use of
tokens. For example, the Warrior’s alien
power requires that tokens be placed on
its alien sheet. Players use cosmic tokens
when resolving powers such as these.
Cosmic tokens have no inherent effects;
they produce the effect described in the
alien power. Alternatively, some powers
instruct the players to use specific tokens
instead, such as as the Grudge tokens
used by the Grudge’s power.

Cosmic Token

Grudge Token

CosMiIc QUAKE

If a player needs to draw a card from the cosmic deck, and
both the cosmic deck and discard pile are empty, then a
cosmic quake occurs! All players discard their hands, the
discard pile is shuffled to make a new deck, and eight cards
are dealt to each player.

HAZARD WARNING

Some of the destiny cards are marked
with a hazard warning, which is a
glowing circle around the colored
circle in the upper-left corner. This

DesTiNny

= iy — —_
has no effect on gameplay and is used
in expansions D
P ’ Hazard Warning

ALTERNATE FILCH FLARE

An alternate flare card for the Filch alien is included in this
game. This card contains the controversial version of the Filch
flare card from the classic edition of Cosmic Encounter. Players
can use the Filch flare of their choice, but only one version of
the card should be used during a game.
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QUICK REFERENCE

PHASES OF AN ENCOUNTER

1. Start Turn: If the offense has no encounter cards, they
discard and draw a new hand of eight cards.

2. Regroup: The offense retrieves one ship from the warp.

3. Destiny: The offense draws a destiny card to determine
the defense and target system.

4. Launch: The offense aims the hyperspace gate at one of
the defense’s planets in the target system and places one
to four ships in the gate.

5. Alliance: The offense invites allies, then the defense
invites allies. Starting to the left of the offense and
continuing clockwise, allies join sides and send one to

four ships each to help their side.

6. Planning: The offense and the defense each select an
encounter card and play them facedown.

7. Reveal: The offense and the defense turn their
encounter cards faceup and add up their totals.

8. Resolution: Players determine the winner of the
encounter and resolve any effects from the encounter.

TIMING CONFLICTS

When timing conflicts occur, resolve effects in the following
order:

1. Offense
2. Defense

3. Other players (starting with the player to the left of the
offense and proceeding clockwise)

SECOND ENCOUNTER RULE

If the offense won or made a successful deal and if this was
the first encounter of their turn, they can have a second
encounter starting with the Regroup Phase. Otherwise,
the next player in clockwise order takes their turn, becoming
the offense.

DEFENDER REWARDS

For each ship a defensive ally committed to an encounter that
the defense wins, that player can do one of the following:

¢ Draw one card from the cosmic deck

* Take one of their ships from the warp and place it on one
of their colonies of their choice

DEALS

The main players in the encounter may trade any number of
cards and allow up to one colonization, as follows:

Trade: A player can give any number of cards from their hand
to the other player. A player can give cards without receiving
any in return.

Establish Colony: A player can choose any planet where they
have a colony (home or foreign) and allow the other player to
establish a colony on that planet, using their ships from the
hyperspace gate or from colonies.

No Deal: If the main players do not agree to a deal, they both
lose three ships to the warp.

COMPENSATION

If a player loses an encounter by playing a negotiate card
against an attack card, that player collects compensation.

* The player takes a number of cards at random from
the winner’s hand. The number of cards is equal to the
number of ships that they sent to the warp as a result of
losing the encounter.

* If the winner does not have enough cards to fully
compensate the other player, that player takes as many
cards from the winner as they can.

PLAY CosMIC ENCOUNTER ONLINE AT
WWW.COSMICENCOUNTER.COM




