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As the firat preaident of the International

t.Euﬂ Banurit.y Agenn_v, it is my honor to call
is meeting order. MNever before has

humanity seen uuah a thering of economie

might. HNever before, ver, has homanity

been at the brink of annihilation.

You've read hr.lafirgu lmow that

we've discovered irrefutable prna.f of hostile

alien aetivi on t.

currently isolated innidﬂnt.a,
can lead to one undeniable and terrifying
conelusion: they are but the precursor a
full-scale alien invasion.

The publin kmows nothing of thiu. We, hnmven

are not the publie. We are oa.pt.a. nas of
industry. Under the guise oi‘ thea and
other such organizations, the the

lnadﬂrn of
world have secretly funneled billions into the
coffers of I3SA with the sole of
funding the research and development needed to
dafef.tal this threat to humanity's wvary
survival.

ite our best efforts, we cammot assume
tha even thi;ﬂ t.ﬂ]?jalﬂégn fan _t:‘r'miﬂ
uncompromised. 8 y we must wor
ind t. towards
ﬂlm;m ﬂl‘% le-.har lh&nb;emua.n rqilm
I-Ug\!t.lm; M Ber. rm'
trust. They will rmtto destroy lru,a. If not
from the outside, then from within.

I find it iate that ISSA has chosen to
adorn its crest with an i of Archimedes.
Like Archimedes, we have charged to

create the fantastic machines that must defend
our homeland against invasion.

Let us not forget, however,
Archimedes fail at his taslk.

May we fair somewhat better.

that in the end

Game overview:

You and vour friends are about to become
the directors of powerful corporations in
1965 tasked with defending the Earth against
an alien invasion!

You will compete to discover increasingly advanced
technologies from all corners of science and
technology. Successfully completing a project will
increase the power and influence of your company.

After a predetermined number of projects have been
discovered, one of the players will reveal himself as
the alien co-conspirator and begin the countdown to
invasion. The remaining players will use their
fantastic discoveries to lead Earth’s final defense!

Will your discoveries be able to repel the invasion,
or will Earth fall? It's all in yoar hands!

Table of contents:

Game materials:

This box should contain:

6 human company gameboards

I alien gameboard | ISSA badge

6 human endgame cards 4 alien endgame cards
90 research cards 40 project cards

25 event cards I8 agenda cards

180 green tokens 30 red tokens

12 company logos w/ bases | sand timer

There are two logos for each company. Place these
upright in the appropriately colored plastic bases.
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Setting up the game:

1. Choose game length.

2. Pass out gameboards and company items.
3. Prepare the cards.

4, Determine alien and draw endgame cards.

5. Choose free company trait upgrades.
6. Draw and choose starting projects.

1. Choose game length.

The length of the game depends on how many projects
you decide can be discovered by the competing
companies. Longer games allow the players to complete
more projects before the invasion can begin,

Onee you have decided how long of a game you want to
play, multiply the value listed in the chart below by the
number of players. The resulting number (called the
threshold) equals the number of projects that must be
discovered before the alien player can announce its

presence.
Game Project
Length Multiplier
Short 2
Standard 3
Epic 4

Ex.) Five plavers are going to play a short game. This
means that the threshald is 10 projects (5 x 2). That
many profects must be completed among all of the
plavers hefore the alien can begin the endgame invasion.

2. Pass out gameboards and company items.
Each player takes a human company gameboard (not the
alien one). Place one green token on the left-most space
of each of the your company traits:

- Staffing
- Security

- Creativity
- Analysis

Each player then chooses a specific company
from the six provided and places one of the
its company tokens on the space provided at
the top left of the gameboard. {Your choice
of companies does not affect gameplay.)

Each playver should also take that company's
three corresponding agenda cards,

3. Prepare the cards.

ShufTle the research and event cards into separate face-
down piles. Do the same for each tech level of projects,
keeping ecach level in its own pile.

4. Determine alien and draw endgame cards.
Each player will control a powerful human corporation,
but one player is secretly allied with the aliens and will
help command the ensuing invasion!

Before anyone becomes the alien, however, you must
determine what type of alien force will be tryving to
destroy humanity. There are four aliens of differing
strength, each with its own alien endgame card. An
increasing number of UFO symbols on the alien card
equals an increasingly challenging alien foe.

It is recommended that vou pick the weakest alien for
vour first game. After that, you can select an alien to
reflect how difficult of a nemesis vou want to face,
Generally speaking, tougher aliens are better suited for
longer games and/or more players. You can even leave
the choice completely random... if vou're feeling
particularly brave!

Afler you have chosen the alien endgame card, shuffle
the human endgame cards face-down and draw one for
each remaining plaver without looking at the cards.

Shuffle the alien card in with the human cards. Each
player draws a face-down card without revealing it to the
other players. After looking at it, each player places it
under his own gameboard for safe keeping.

5. Choose free company trait upgrades.

Each company has four traits that represent its corporate
strengths and weaknesses. Each player takes three more
green tokens and makes three trait upgrades. Place these
on the space provide on the gameboard under the trait(s)
that you want to improve, These can be spread out or
focused among the different traits as you see fit.

If you gain immunity to an alien threat due to a security
upgrade, immediately select the alien threat that you
want to be neutralized. Cover that alien threat icon on
vour gameboard with a red token.

6. Draw and choose starting projects.

Draw a number of level one projects equal to the number
of players minus one. (i.e. 4 plavers = 3 initiaf projects.)
Place these projects face-up in the center of the table.

The owner of the game decides who starts with the ISSA
badge. Then, starting with that player and proceeding
clockwise, each player places her other company token
on the project that she wants to start working on. There
will always be at least two players competing to discover
the same project,
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Sequence of plays

1. ISSA president draws an event card.

2. Choose and reveal turn agendas.

3. Conduct research phase.

4. Submit findings phase.

5. Any new projects are drawn and selected.
6. ISSA badge is passed clockwise.

1. ISSA president draws an event card.

An 15SA president draws an event card only if he has at
least one completed project beneath his gameboard
(a.k.a. in his vaults). He draws the top event, shows it
to all the players and follows its directions,

Some events allow the ISSA president to choose the
beneficiary of the event. Players can influence his
decision by offering him items (banked research points,
held event cards, and/or completed projects). One can
even offer the promise of support in future votes.
Resecarch cards, however, cannot be traded.

The ISSA president flips over the sand timer after he
reads an event that allows him to choose a recipient.
Players must finish their negotiations before it runs out.
After that, the ISSA president must make his choice.

All offers are non-binding. This means that only after
the event's outcome is awarded are any items exchanged.
If a player decides to keep her end of the deal, the items
must be exchanged before agendas are chosen for that

- turn. At no other time can players exchange items.

Traded projects become public domain (see page 5) and
their upgrades must be transferred to the new owners,

RULES FOR VOTING EVENTS: Any player may be
the beneficiary of a vote, but only players with projects
in their vaults can cast votes. Starting with the ISSA
president, cach player casts ALL of his votes for one
company (no abstaining and no splitting votes among
multiple companies). A player can vote for himself.

Since there are multiple decision makers in a vote,
anyone can try to sway another player’s vote by offering
her items with the same procedure listed above.

Each preject tech level counts as one vote. (For
example: if a plaver had two level | projects and one
level HI project, then he would have 5 (1+1+3) votes.)

Votes can double the value of projects with specific trait
upgrades. (For example, in a 'creativity vote' any
projects with a creativity upgrade count at double their
listed tech levels. So a level Il project with a creativity
upgrade would count as four votes in that case, not two.)
Some projects have double upgrades of the same trait.
These still count at double value, not triple,

2. Choose and reveal turn agendas.

Agendas are the three basic courses of action a player
may choose to pursue at the beginning of a tum. Each
agenda allows the player to do different things.

Choose your agenda carefully; the success of your
company and the survival of the planet depends on it

é@a

The agenda choices:

CONDUCT RESEARCH:
A company collects research
cards for its current project.

SUBMIT FINDINGS:

A company forgoes collecting
research cards in an effort to
claim a project for its vaults.

SWITCH PROJECTS:

A company picks a different project
to start studying. (You can, in theory,
switch back to your old project later.)

iy

Each player secretly selects one agenda card and sets the
other two aside. Then all players reveal their agendas at
the same time, based on the ISSA president's lead.

3. Conduct research phase.

The ISSA president deals out face-down research cards
to any players who chose to conduct research starting
with the player to her lefi and moving clockwise. (Each
player conducting research should hold up enough
fingers to let the ISSA president casily determine how
many cards to deal out.) The number of cards the player
receives is determined by his staffing trait. Without
looking at the values of the dealt cards, each player
places them face-down next to the numbered spaces
around the perimeter of his gameboard (a.k.a. the data
ports) starting with the lowest data port available.

The gameboard only has 14 data ports. Any cards
collected beyond that are discarded. A player cannot
choose to conduct research if his 14 data ports are
already completely filled with research cards.

A player cannot look at the values of his face-down
cards until he decides to submit his results.
exception to this if a company has analysis .=
upgrades, This trait allows a player to peek at the
research values of a certain number of face-
down cards in his data ports (i.e. two
upgrades of analysis allows you to peek at
your first four data ports). You may
do this at any time, but you cannot
change the order of any cards.

The —
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One of your company
logos goes here. (The
other will go on the project
that you are rescarching.)

'Stai’ﬁng determines how many
research cards you'll draw when
| investigating new projects.

Creativity measures how well
you can manipulate your research
cards to maximize your findings.

[ Security allows you to ignore
certain alien threats that hinder
the progress of your research,

L

Analysis lets vou check your
research progress and can help
you plan vour future agendas.

If you want increased defense
from your completed projects
then vou'll place them below
the left side of your gameboard,
a.k.a. the top secret vault.

Ih-l' ﬂuﬂ l'".'.!'i Fu' UM TOU CAM
BURMITTENG FIMDDAGR

FLACE ANY COMRIMATRIN
TORLRE TO |l|'..l'|"l. TOLU'R

" TOTAL BAMKID K

The alien threats are hazards
that you'll encounter when you
try to submit vour research. As
vour sceurity trait increases,
vou'll get to decide which

threats vour company has been
able to neutralize. The four
threats are: Abduction, Arson,
Data Virus and Spy. Choose
your immunities wisely! }

You'll place your research cards
around the gameboard at your
data ports. Start at ‘1" and fill
clockwise. (Any cards beyvond
‘14" are discarded.)

The data bank allows you to
store research and use it later,

If vou want increased fame from
your completed projects, then
you'll place them below the

right side of your gameboard,
a.k.a. the public domain vault. i

There are cight fields of study
which encompass a variety of
disciplines and technologies.

The tech level indicates the
relative complexity of the project.

Each field of study has five

increasingly powerful levels, from
I (the simplest) to WV (the toughest). 1
—

Uh... that's the project's name,
(You sure that you're up for this?)

The defense value of your l/
projects will determine how
well your company can
counter the alien attack.
Without a lot of defense, your
company will probably be
destroyed during the invasion,

A

Some projects will provide you with
valuable company trait upgrades.
These remain with you for as long as
-5 You hold the project in your vaults.,

J A project’s fame measures how
awed society will be with its impact.
If more than one company survives
the alien invasion, then the human
with the most fame left wins,

A project's difficulty tells vou how
much data you must successfully

claim it for vour facility's vaults,

—l submit to ISSA before you can

Respect the

-
L]

The owner of the game decides who stants with the 1SSA badge. This represents the
rotating presidency of the International Space Security Agency, the organization that
is secretly funding your work. This player is responsible for: dealing out cards,

drawing events and deciding who wins ties (such as voles, research,
events, ete.). The badge is passed clockwise at the end of the tumn.

For the record, E.T.1. starts in 1965 and each game tumn represents one
year of work.  Feel free to keep track of the game year for fun.




























