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DO NOT pay any resources when playing a card from a player’s hand.

Gain benefits at the bottom when discarding a card.

Discarded cards go to the Common Specialist area.

A card's ability can be used ONCE per round by rotating the card 90 degrees clockwise.
Place a Contract token on a common specialist to play its ability.

A player can place ONLY ONE contact token on each Specialist card per round.

Used contact tokens will be REMOVED from the game at the end of each round.




7 NAME /" ABILITY |

PROF. YAKOV | Discard ONE credit to the common supply and gain ONE resource token, or vice versa. This can

(Starter) | be done ONCE per use. |
PROF. ZION | Discard TWO of the SAME resource token to the common supply and gain ONE resource token. |
(Starter) | This can be done MULTIPLE times per use.

PROF. ARGARD | Use this ability when playing Equipment action. The player's worker levelPLUS ONE.

PROF. BRANDON | Gains ONE credit.

PROF. CHRRLES | Use this ability when playing Prospect action. The player’'s worker levelPLUS ONE.

PROF. DYLAN | Move the Audit token ONE space either to the left or right on the Audit track.

PROF. ERIC | Use this ability when playing Sale action. The player’'s worker levelPLUS ONE. |
PROF. FRITH | Use this ability when playing R&D action. The player’'s worker levelPLUS ONE. |
I

PROF. GAVIN | Swap any TWO adjacent cards on the same row (Equipment, R&D, or Sale Order).

PROF. HARPER | Roll ONE resource die and gain ONE resource token.
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PROF. ISAAC a player's Dona.tlon markerONE.space to the right. If that space contains Reputation icon, |
the player MAY NOT increase reputation.
> S < |
PROF. JAY :::piyczlgo;:; the bottom of its deck. Then, draw the top card of that deck and place it on that |
N N ' a
| .- , . I,
PROF. KONGPOP Discard TWO of the SAME resource tokens to the common supply and gain TWO credits. This |
can be done only ONCE per use.
N . a
i - : . o D
PROF. LEON Discard TWO credits to the common supply and gain TWO of the SAME resource tokens. This |
can be done only ONCE per use.
S a
v / N
PROF. MRO Discard TWO resource tokens to the common supply and gain TWO of the SAME resource |
i tokens. This can be done only ONCE per use.
N N\ v |
4 b s . . B\
PROF. NOVA LI?;secard ONE credit to the common supply and score ONE VP. This can be done only ONCE per |
N S |
( Di d ONE token to th I d ONE VP. Thi be d I 2
iscar resource token to the common su nd score . This can be done on
PROF. ORION 5 . 2 e . : : |
ONCE per use.
N N /
p.: 7 N1
Lose ONE VP (move the Score marker one space backward) and gain either ONE credit or ONE
PROF. PEDRO ) |
resource token. This can be done only ONCE per use.
> <
se this ability wh layi ired-work tion. Receive th lect tion's b PLUS
PROF. QUINN U ability when playing a required-worker action. Receive the selected action’'s bonus |
\ONE.

N

PROF. RAYDEN (Use this ability AFTER rolling Resource dice or Level dice. Reroll ONE of those dice.

Choose one: decrease ONE reliability and discard ONE credit; or discard THREE credits to

eSS Rt upgrade ONE worker ONE step. This can be done only TWICE per use.

\T/_\—/\




EQUIPMENT CAHRDOS
: \mk | Costof TheCard

| _EquipmentBonusAction . (§)

(A

= Pay required resources, at the top of a card, to the common supply when purchasing a card.
e  One-time extra action must be used IMMEDIATELY after purchasing a card.
| e The extra action required ANOTHER WORKER from the TECHNOLOGY track.
| » A purchased card must be placed in one of the four columns and it MAY NOT be moved for the rest of the game.
| e A card's ability can be used ONLY AFTER a player selects a main action in the SAME column as the card.
. DO NOT forget to apply the DISCOUNT at the bottom of all purchased Equipment cards when purchasing a new

Equipment card.

“No. Y ABILITY

@1, @2: | Gain ONE credit. If a player plays Overtime on this column, gains ONE credit and scores ONE VP instead.

@3, B4: | Move the Audit marker ONE space to the left or right.

@5, 06: | IMMEDIATELY play ONE common specialist’s ability WITHOUT using a Contract token.

Roll ONE resource die and gain ONE resource token. If a player plays Overtime on this column roll TWO

20,28 resource dice and gain TWO resource tokens.

@83, 18: | Roll ONE resource die and gain ONE resource token; or gain 1 credits.

Move a Donation marker ONE space to the right. If that space contains a Reputation icon, a player MAY NOT

M, 12 ;
increase reputation.

IMMEDIATELY play either Overbuilt or Overclock action. While playing the action, instead of paying only

2k credits, a player can pay a total of credits and resource tokens MINUS ONE.

“ \V \A/ \/_\/_\ﬂ

15, 16: | Select ONE of the first two cards from the left, on the Equipment row. Use that card ability.

ﬂ

1, 18: | Discard TWO credits to the common supply and upgrade ONE worker ONE step. Can be done ONCE per use.

A

Discard ONE resource token to the common supply and gain ONE resource token from the common supply.

18, 20:
This can be done TWICE per use.
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e A card has NO cost. l

« A set of automation parts provides a player VP at the end of the game. |

«  Multiple copies of the SAME part counts as NEW sets |
« Upgrade workers and improve relationships must be done IMMEDIATELY after a card is taken. Otherwise, those

benefits are LOST. |

« Upgrading “one worker two steps” MAY NOT be splitted among multiple workers. |

e Purchased cards are placed face-down in a player’s play area. The cards’ owner can see them anytime. |
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Upgrade ONE worker J V Advance & ONE space
1 ONE step each. &
N %

&
&&® Advance & upto TWO spaces
~

% Advance & ONE space

Upgrade ONE worker

1 TWO steps each. i %% Advance & upto TWO spaces
“ Advance ¢% ONE space
Upgrade TWO workers r
=f by
A

&

“ Advance % upto TWO spaces

ONE step each.
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' SALE CARDS

=

| — 4 Reference Number |
| y——

| « Payrequired resources, at the top of a card, to the common supply when purchasing it.
| A player increases relationship and reputation IMMEDIATELY after a card is purchased. Otherwise those benefits
are LOST.
e« End-game VP will be added at the end of the game.
| '+ Purchased Sale Order cards are placed face-down in a player’s play area. The cards’' owner can see them anytime.
[ While playing Assembling, upgrade ONLY the first added worker ONE step per purchased Sale Order card (maxi-
mum is LEVEL IV).

»
& Advance & ONE space
~

% Advance & ONE space

“ Advance &% ONE space

V4
(“i Advance a Reputation marker ONE space

y




o  Whenever a player plays Sponsorship action, take ONE Sponsorship tile and places an unused Turn Order marker |
in the topmost empty space on the Next Turn Order track. |

o If that player is currently the first player, that player cannot claim the first player in the next round again. place
the token on the next available space instead.

I
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( 21: (Increase ONE reputation and gain ONE credit. ) (21 Q ncrease ONE reputation Gain TWO credits. ) |
[BE - [Increase ONE reputation. Then roll ONE resourcej Increase ONE reputation. Then roll THREE l
"| die and gain ONE resource token. @2 : | resource dice and gain THREE resource tokens |
matching the dice results. [
(23 (Gam TWO resource tokens. )
(aa G}am THREE resource tokens. ) |
(EM (Galn ONE resource tokens and TWO credits. ) |
(24 (Gam TWO resource tokens and THREE credits. )
5 (Score TWO VP. ) |
> > < Bs.: (Score THREE VP. ) |
Score ONE VP. Then roll TWO resource dice and ) = 4
B6 :| gain TWO resource tokens matching the dice Score TWO VP. Then roll THREE resource dice |
results. @6 : | and gain THREE resource tokens matching the
> > < § \dice results. ) |
Take ONE worker die from a player’s supply and P 2z \ |
21 add it to the LEVEL I space on the Technology Take ONE worker die from a player’s supply and
track. Then roll ONE resource die and gain ONE @ add it to the LEVEL Il space on the Technology |
resource token. " | track. Then roll TWO resource dice and gain TWO |
> S < resource tokens matching the dice results.
Take ONE worker die from a player’s supply and > > 4 |
@8 :| add it to the LEVEL I space on the Technology Take ONE worker die from a player’s supply and |
track. Then gain ONE credit. @8 : | add it to the LEVEL Il space on the Technology
> > < N \track. Then gain TWO credit. . |
Take ONE worker die from a player’s supply and ». 2 4 |
@8 :| add it to the LEVEL Il space on the Technology Take TWO worker dice from a player's supply. Add
N \track. v @3 : | ONE to the LEVEL I space and add another to the | |
LEVEL Il space, on the Technology track.

N /|




- AUDOIT CARDS

RAUDIT A

INCOMPLETE RUDIT

Audit phase starts from the SECOND round.

RAUDIT A

COMPLETED RUDIT

Whenever the Audit marker is moved onto or passes the trigger space, trigger the card IMMEDIATELY after the

marker stops moving.

If an Audit card is triggered while a player is resolving an action, wait until that player finishes resolving the

action. Then, resolve the Audit card.

If a player fails to meet the requirement in a card, that player receives ONE minus-3-VP token.

A resolved Audit card is flipped. If the Audit marker is on the triggered space, put the token on the rightmost

space of the card after the card is flipped.

RAUDIT A RUDIT B
& e N\ 7 4 2
A player has at least THREE workers on the A player has at least ONE LEVEL IV worker on the
21: an
Technology track. Technology track.
N N\ N\ N &
/ - 4 )
A player has at least SIX resource tokens in the If this card is triggered during the FIRST to the
e2: ;
player's play area. o2 FOURTH round, A player has purchased at least
> > < TWO Equipment cards. Otherwise, A player has
@3 - A player has at least FOUR credits in the player's purchased at least THREE Equipment cards.
‘| play area. > >
> > o If this card is triggered during the FIRST to the
o4 : A player has at least FIVE credits in the player’s 23 : FOURTH round, A player has advanced at least
‘| play area. "| TWO PROSPECT TRACKS. Otherwise, A player has
— { advanced at least THREE PROSPECT TRACKS.
o5 - A player has at least FIVE resource tokens in the > > <
‘| player's play area. | If this card is triggered during the FIRST to the
N = 4 24 FOURTH round, A player has purchased at least
“| TWO Sale Order cards. Otherwise, A player has
g purchased at least THREE Sale Order cards.
N N\ o
y. 7 N
| If this card is triggered during the FIRST to the
o5 : FOURTH round, A player has purchased at least

TWO R&D cards. Otherwise, A player has

\purchased at least THREE R&D cards.




ACHIEVEMENT CAROS
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' Achievement's

'Reference Number |

« During the game, whenever players achieve Achievement cards, those players put their Achievement markers

on each achieved card and receive benefits.

. If players are the first who achieve a card, each player gains ONE additional resource token or ONE credit.

¢ An Achievement card can be achieved by multiple players.

o “REQUREMENT ” REWARD |
AT 4 7 )
_| Have atleast SIX of the SAME resource tokens and at least EIGHT | Score TWO VP. Then add ONE LEVEL | l
a1 credits in the player’s play area. worker into the Technology track |
N N hN '
Vil / / N |
Lo t least TWELVE credits in the pl . Score TWO VP. Then add ONE LEVEL |
@2 :| Haveatieas CrEQiA IS RIns e s PIo atas: worker into the Technology track |
N AN v
Vil / 7 AN |
23 - Have at least SEVEN of the SAME resource tokens and at least Score TWO VP. Then add ONE LEVEL |
| ‘| THREE credits in the player’s play area. o worker into the Technology track. 7 |
W ‘REQUIREMENT / REWARD
/H t least FOUR of the SAME tok d at least i ) |
ave at leas of the resource tokens and at leas . :
a1: Score TWO VP and increase ONE reputation
TWO LEVEL lll workers on the Technology track ¥ |
N N NS v
P / - / N |
o= Have at Igast ONE each of LEVEL I, LEVEL lll, and LEVEL IV Score TWO VP and increase ONE reputation
workers in the Technology track. |
N N N ¥
q H | THREE credit in the pl | datl 1
ave at least credit in the player’s play area and at least : :
= Score TWO VP and increase ONE reputation
TWO LEVEL IV workers on the Technology track. Y |
AN AN N 4
e — e L I
el pEQUIREMENT 7 REWARD I
( (7| :(Have at least FOURTEEN VP ( Score ONE VP. ) |
_| Advance at least TWELVE spaces on the Donation track, play at |
es=: least TWO Specialist cards, and score at least TWELVE VP. Score ONE VP. |
Advance at least ONE Relationship marker to the last space on |
B3 :| the right, have at least TWO UNUSED Contract tokens, and score Score ONE VP.
at least ELEVEN VP. I
S S e « : I
MWW REQUIREMENT " REWARD
4 / 7 |
21: The total number of advanced Prospect tracks ('no matter how Score ONE VP. |
\many spaces) and purchased Sale Order cards, is at least SIX. S
Vi 7 |
@2 The total number of advanced Prospect tracks (no matter how Score ONE VP. |

\many spaces) and purchased Equipment cards, is at least SIX.

N .
/ / 7
23: The total number of purchased R&D cards and purchased Score ONE VP.

Equipment cards, is at least SEVEN.
N\ N N




' PROMO

-

 SPECIALIST CARDS

| . If you have these cards in your possession. That means you are a very special person. We would like to express
our thanks to you for purchasing this copy of “ ETﬁ'I:IMFITI:IN" . And thank you very much for deciding to
| buy this first lot. We would like to present these five promotional cards to deserving people like you.

’ Randomly deal ONE Promo Specialist to each player.

‘ In Setup 23. (on Rulebook page 8), instead of draw FOUR Specialist cards to each player, draw THREE cards.
| Return the remaining Specialist cards to the box. Each player has a total of FOUR Specialist cards in hand.

| o7 7 4
| —< NAME /" RBILITY »—

Discard ONE credit to the common supply. Then reroll ALL THREE prospect dice. This can
be done ONCE per use.

PROF. TATARIGA

EREE-Ehd marker ONE space to the left or right. This can be done TWICE per use.

PROF. VATCHARIS | Gains ONE resource token.

NN N/ N\
ey Sy

[Discard TWO credits or TWO resource tokens to the common supply. Then move the Audit
p+

If this card is a played specialist, swap it with a common specialist and remove all Contract
| okens on th rd from the game. That swapped card is r: for using.

PROF. WALKER | K¢ patiegie jron the ga it peigp bl s teady 2
| If this card is a common specialist, swap it with a played specialist and remove all Contract

tokens on this card from the game. Rotate this card 90 degrees clockwise.

| > /

L N
Discard ONE credit to the common supply. A player can place LEVEL lll worker on the LEVEL

I Q PROF. XENOS IV ONLY worker space. This can be done ONCE per use.
AN A

| A N N\ N\ \N

N
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