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Player phase:
Theoretically, anyone can start in the player phase, as there is no 
turn order. Players can exhaust ALC for actions in parallel 
whenever they want. Not all ALCs have to be exhausted at once or 
one after the other. This phase ends when no more players want to 
take an action, even if there are still ALCs left!
  The only exception is drawing and collecting EXOPETS from 
the EXOPET DRAW POOL. Never do this at the same time, 
otherwise triggered effects cannot be dealt with properly. To avoid 
this, the player should take the ACTIVE EXOPET COLLECTOR and 
signal to the other players that he is now 
drawing exopets and that everyone 
else must pay attention. else must pay attention. 

Mimicry Phase: 
This phase is only available in the COMPLEX GAME. It comes into play if 
there is a Mini-Mimicry or BOSS-Mimicry on the playing field. The NEST 
only counts as part of the playing field after it is connected as last 
hexagon to the playing field on which the ELMA figures are 
moving. If there are Mimicrys on the playing field, they move 
and can attack when confronted on the same Hexagon field.and can attack when confronted on the same Hexagon field.
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Phases:
Each round consists of phases. It always begins with the 
PLAYER PHASE and ends with the VDL PHASE, which 
closes the round. In the Complex GAME, the MIMICRY 
PHASE is added as a secound phase if there is a Mini 
Mimicry or Boss Mimicry on the playing field. 

Rounds: 
The game is played in rounds. There is a maximum number                of rounds, depending 
on the number of players and indicated on the respective                    VDL  board side. The game 
ends before the final round if you reach your goals or                              you run out of crewmates.
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m i n There are two versions of Exopets: 
the SMART GAME and the COMPLEX GAME, both of which can be played 

cooperative or semi-competitively. Exopets is played in rounds, which are 
divided into phases and in which actions can be taken and effects triggered.

HOW TO PLAY
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ELMA (Exopet Loot Managing Automat): 
Each player controls an ELMA. Each player uses it to manage 
their ALC, EXOPETS, LOOT and the CREWMATE escorting it. In 
addition, ELMA automatically awakens CREWMATES in the next 
round if a player has lost his escorting crewmate. 
Attention: ELMA can only enter an escape pod if it has nothing but Attention: ELMA can only enter an escape pod if it has nothing but 
clean Exopets stored. ELMA does not fly with an escape pod!

ALC (Action Life Coin): 
Each player exhausts his ALC to be able to perform ACTIONS
in the PLAYER PHASE. In addition, ALC are also life points 
which, when lost, reduce the action possibilities more and 
more until the death of the escorting CREWMATE.

Death of an escorting crewmate: 
If a crewmate dies of a lack of ALC, the player can defrost a new 
crewmate from a HSC (Hyper Sleep Chamber) of his choice in the 
next round and continue playing without losing all his EXOPETS or 
LOOT. Each player can only lose one crewmate in a round.

Dead

  VDL phase: 
The round counter is moved forward to the next round slot. 
If the round counter comes to a slot that is connected to the 
image of a FUSE-CONTROL hexagon, it must be determined 
whether this optically identical field has already been detected 
and removed. 
If both conditions are not met, a If both conditions are not met, a MIMICRY SABOTAGE is rolled. 
The effect removes only hexagons named by the effect but not 
neighbouring ones, even if they are not connected annymore.
After this phase, the next round begins again with the player     
  phase.

FUSE CONTROL

V D L R o u n d C o u n t e r

Next round: 
All players refresh exhausted ALC (turn over to green All players refresh exhausted ALC (turn over to green 
side). Lost ALC remain next to the ELMA-BOARD. Players 
whose crewmate was frozen, flew away or died in the 
previous round may draw a new crewmate from the 
HR-STACK and place 3 fresh ALC on their ELMA-BOARD.  
If the HR-STACK is empty so that a player can no longer 
draw a crewmate , the game ends and everyone loses!!!




























