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Galactic Domination: 

   Extra Game
Earth, Luna,  Antarctica, Mars, Phobos/Deimos, Europa, Io, and Asteroid maps
Components
25x Communal Space Station tokens, 20x Lunar Landing Zone tokens 


1 set of Neutral armies

N.B: Although technically moons, Europa and Io will be considered planets for the remainder of this document. 
N.B: For the purpose of interplanetary matters, Antarctica is to be considered a part of Earth.
Set up
· Place the game boards on the table in a formation similar to the diagram below.
· Place one C.S.S. token on each designated Landing Zone (for lunar colonies, use L.L.Z. tokens). Tokens in premarked zones are option, but recommended for clarity.
Earth: 
(6)
Nunavut – Argentina – Warsaw Rep. – Zaire Military Zone – Alden – Oz Testing Ground
Ant.: 
(1)
Southern Anarchist Control Zone
Luna: 
(3)
Bay of Dew – Tycho – Sea of Crisis

Mars: 
(6)
Arcadia – Phaetontis – Claritas – Sinai – Hellespontica – Niliacus
Ph/D: 
(4)
Sea of Pain – Ragnarok – Nietzsche – Aeschuylus

Eur.: 
(6)
Helm – Wessex – Sussex – Deceangli – Neuindien – Caledfwlch

Io:

(6)
Euskal Herria – Parigot – Neu Thuül – Magyarország – D’Nubia - Vivode
Aster.:
(13)
All except:  Atea – Dawn
· Separate each type of territory card and command card, and place the decks, face down, within reach.

· Place 2 neutral M.O.D.s on each Neutral Zone on Mars (grey, continent-less territories)

Play
Each player receives an equal number of Land territory cards (Terran, Martian, Europan, and Ionian), and places 1 M.O.D. on each territory that he receives. He may then place the rest of his starting army and commanders in any of his territories. Players start with what is listed on their faction card, a Galaxy commander, and armies as follows: 6 players = 60 M.O.D.s; 5 players = 70 M.O.D.s; 4 players = 90 M.O.D.s
A player may not launch an attack if he is unable or unwilling to attempt to correctly pronounce the name of either the attacking or the defending territory. 
Neutral Army: 

The Neutral Army may never attack, but will always defend at maximum capacity. The player to the left of the attacker may roll for the Neutral Army. 
Communal Space Stations:

Communal Space Stations (C.S.S.s) are permanent installations in a given territory. They provide a 1d8 defence bonus to the territory they are in. If the territory is captured by another player, the new owner gains control of the C.S.S.
When Antarctica is reduced via Global Warming (Diplomat card), the C.S.S. located in it is destroyed, and Afrikaans Republic succeeds to Africa. All M.O.D.s in Antarctica not in Afrikaans Reublic are destroyed. 
Main Belt Asteroids:

The asteroid field should be treated like a set of moons belonging to both Europa and Io.

Interplanetary Travel and Attacks:
Players must have their Galaxy Commander in play to travel or attack between planets.

Interplanetary travel is restricted to Earth/Mars, Mars/Europa, Mars/Io, and Io/Europa. That is to say, traveling between Earth and the Jovian Moons is NOT permitted.

During tactical moves, a player may move freely between moons and planets using a series of space stations, C.S.S.s, and L.L.Z.s, so long as they have a safe path within their control zone. Note, however, that a player may not tactical between the Jovian Moons or the Asteroids and Earth or Luna directly (they must pass through Martian territory to do so). 
An Interplanetary Attack (IpA) may be launched from any space station or C.S.S. a player controls. A player may not launch an IpA onto a planet on which he still has forces. A player may only launch an IpA onto a planet from which he has been eliminated. All IpAs must be directed at a Communal Space Station. 
A player, may however, launch attacks from any L.L.Z. to any L.L.Z. on an adjacent moon (i.e. from Luna to Phobos, or from Deimos to an asteroid, or between asteroids) freely, provided they have a Space Commander in play somewhere.

Example: A player controls nothing on Mars, but has full control of South America. The player may then launch an IpA from his space station in the Amazon Desert to the C.S.S. in Sinai, on Mars. Upon victory, the player claims Sinai (and the C.S.S.), and then is no longer able to attack Mars via IpA. He must now expand out from Sinai if he wished more Martian land.
Additionally, should a player be on two adjacent planets, he may launch an invasion toward one of said planets’ moons from either planet. 
Example: A player only on Earth may attack, from Earth, Luna. Should the same player now be on both Earth and Mars, he may attack, from Earth, Luna, Phobos, or Deimos. 
Allowed Attack Directions:
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For tactical moves, assume all arrows are double-sided.
N.B: Note that for command cards that say to turn over several territory cards (such as Scatter Bomb), they may be played on only one planet, of the player’s choosing. For cards that determine effect location based on 1d6, consult the following table: 
	
	
	Earth
	Mars
	Europa
	Io

	1
	Land
	N.  America
	Arcadia
	Galilei
	Gran. + Ghaul

	
	Lunar
	Cresinion
	Norseland
	Ida + Dactyl
	Ida + Dactyl

	
	Naval
	US Pacific
	Propontis
	Sung Tzu
	Khell

	2
	Land
	S. America
	Amazonis
	Angeln
	Eccl. + Hoen.

	
	Lunar
	Cresinion
	Norseland
	Ceres
	Ceres

	
	Naval
	Asia Pacific
	Acidalium
	Fail
	Magreb

	3
	Land
	Europe
	Thasis
	Seaxna
	Ugricya

	
	Lunar
	Delphot
	N. America
	Vesta
	Vesta

	
	Naval
	N. Atlantic
	Arabia
	Sung Tzu
	Nuraghe

	4
	Land
	Africa
	Vulcan
	Cymru
	Balt + Skandi

	
	Lunar
	Delphot
	N. America
	Ida + Dactyl
	Ida + Dactyl

	
	Naval
	S. Atlantic
	Utopia
	Fail
	Soter

	5
	Land
	Asia
	Eden
	Dyfed
	Narkom

	
	Lunar
	Sajon
	Federation
	Ceres
	Ceres

	
	Naval
	Indian
	Isidis
	Sung Tzu
	Mashriq

	6
	Land
	Australia
	Casius
	Avalon
	Automin

	
	Lunar
	Sajon
	Federation
	Vesta
	Vesta

	
	Naval
	Re-Roll
	Re-Roll
	Re-Roll
	Caprica


Capital Risk: 
Components
1 Capital token per player (2 2x2 round LEGO® bricks in player’s colour)

Set up
At the start of the game, each player may place their capital in any of their starting territories.
Play
If playing with the Mission Risk variant, a player must control at least 1 capital in order to claim victory. Otherwise, a player must capture all, save one, enemy capitals to win. 
Players may roll up to 2d8 defense when defending the territory containing their capital. Command cards cannot negatively effect a territory containing any player’s capital. Space stations (either owned or communal) and capitals may not occupy the same territory at any time.
A player without a capital is subject to a penalty of 5 M.O.D.s per turn, though their total income may never drop below 3, and may purchase no rore than 1 commander and 2 cards per turn.
Players controlling enemy capitals do not receive the 2d8 bonus when defending a conquered capital, however, they produce 1 bonus M.O.D. for each enemy capital they control at the start of their turn.

During their Redeployment phase, a player may opt to spend 3 energy to move their Capital to any territory that they can reach in a single path. A player may not move captured opponent capitals.

If the Diplomat Commander is attacking within 1 territory of any capital under a player’s control, that player may roll a d8 for his Diplomat.

Should a player’s capital be in Antarctica when Global Warming occurs, the capital is automatically relocated to the nearest possible territory the player controls, with preference given to the Afrikaans Republic. 
Risk Cards: 

Each turn, provided you have launched at least 1 successful invasion into a contested territory (walking in to an empty territory does not count), you may draw 1 Risk Card. Risk Cards are any Land territory cards.

Risk Cards come in three varieties: 1, 3, and 5-MOD. A matched set consists of 1 card of each type (1-3-5) or three of a kind (1-1-1, 3-3-3, 5-5-5). A matched set of 3 Risk Cards can be traded in at the start of a player's turn for an additional 5 reinforcement MODs. A player trading in a matched set of Risk Cards also receives a bonus of 1 Energy for each territory he owns that is represented in his set. When a matched set of 3 cards is traded in, the cards are to be reshuffled into the proper deck.


Players may hold up to 5 Risk Cards in their hand at any time. A player may not draw a card at the end of his turn if he is already holding 5 Risk Cards. If a player defeats another player, the conquering player receives from his defeated opponent all of his currently held Risk Cards. If this brings the conquering player to hold more than 5 Risk Cards, he must immediatly trade in matched sets until he has no more than 5 cards in his hand. Risk Cards may be held for as long as a player wishes.
Homefront-Tech Commander: 

Components
Homefront-Tech command cards


1 Tech Commander token per player (Godstorm ‘magic’ goddess token)


3x Solar Power Station tokens (grey/blue LEGO® ​ dish assemblies)


4x Advanced Sensor Tower tokens (dark grey LEGO® ​ tower assemblies)

Play
If playing with the Factions set up, the Homefront-Tech commander replaces the Tech Commander

Commander:


The Homefront-Tech Commander (Tech Commander) may be hired like an ordinary commander. He defends on a d8 and attacks on a d6, like the Diplomat Commander. Players owning the Tech Commander may purchase and play Tech cards on their turn.

Card Descriptions:


Advanced Sensor Tower: The Advanced Sensor Tower (A.S.T.) cards allow a player to deploy an A.S.T. token in their control zone. The A.S.T. forbids the play of the following cards on the continent in which it is located:

Decoys Revealed (Diplomat)





Stealth MODs (Naval, Space, Galactic, Land)





Scout Forces

Stealth Station


Solar Power Station: The Solar Power Station (S.P.S) cards allow a player to deploy an S.P.S. token in their control zone. At the start of a player’s turn, during the “Collect Energy” phase, a player may collect 1d6 energy for each S.P.S. in his control zone.

N.B: If a player loses control of a territory containing either an A.S.T. or an S.P.S, he loses said structure. Ownership is transferred to the conquering players along with the territory,

The Resistance Commander:

Components
Resistance command cards


1 Resistance Commander token per player (Godstorm ‘death’ god token)

Play
Commander:

 The Resistance Commander excels at fighting against small forces and enemy commanders. As such, the Resistance Commander attacks with a d6 unless the target territory contains 3 or less MODs, in which case he attacks with a d8. Players owning the Resistance Commander may purchase and play Resistance cards on their turn.

The Galaxy Commander:

Components
Galactic command cards


1 Galaxy Commander token per player (Godstorm ‘war’ god token)

Play
Commander:

 The Galaxy Commander is a leader in interplanetary travel.  Whenever he is in a territory containing a C.S.S, he therefore is able to attack on a d8. Players owning the Galaxy Commander may purchase and play Galactic cards on their turn.

N.B: Niven Station (Resistance) and Yavin VI (Galactic) may be played in orbit around any planet. Once in orbit, they act as if they were lunar colonies of the chosen planet. Each colony (Niven and Yavin) has a colonial bonus of 1.
