IN THE YEAR 2175

in extrasolar pets from the Terebellum

iterstellar exopet transporters deliver
the cute aliens to their new owners

ps are infiltrated by
shifting Mimicrys.
- These aggressive
aliens can
transform

- themselves into
». any Exopet form. Their
target is Earth! To expose
L4 the evil doppelgangers of the
real exopets, only one type of each exopet
- is taken on each flight. Your task is to bring as many

sible to the escape pods. You are the ELMA pilots! Save the Exopets!

L

) real Exopets

Skip +he reading! Just .

vSvZ’fm +he Vidéo tutorials!

vineo-TUTORIALS ar
WWW.EXOPETS.pE

~ In EXOPETS you control an ELM
crew member!!!

Defrost one of 20 crew members in the HSC
(HYPER SLEEP CHAMBER). But watch out for them!

Explore the spaceship URSULA and collect the roaming
Exopets.

) Each ELMA pilot (player) fills each ESCAPE POD with as
/ many exopets as possible. But each escape pod only once!

ELMA pilots only have access to the escape pods as
long as there are ONLY CLEAN EXOPETS in their ELMA.

Go to the LABORATORY to find out which exopet is clean and which is dirty (infected).

Untested and dirty (infected) exopets can be flushed into space in the LOO.

Be careful! There is a constant risk of MIMICRY ATTACKS and sabotage. Some of these can be
prevented if the corresponding detonator is switched off in good time.

When the lap counter reaches the end of the VDL, all escape pods start.

Good luck!

The WINNER has saved the most exopets.
rHHH.EHﬂPETS.DE \\ But also lost the fewest crew members!
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- ROUNDS, PHASES, TURNS AND ACTIONS \_/ &
@ Exopets is played in rounds that are divided into phases. ,;k"
In the player phase, each ELMA pilot (player) performs actions Q«'&‘
CONTEST one after the other in his turn, for which he pays ALC A
UERSION or one-time usable loot for loot combinations. “

N

L
ROUNDS: \

There is a maximum number of rounds, which depends on the number of players and is
indicated on the respective VDL board side. The game ends % with the last round or when
someone has loaded the third escape pod or you run out . of crew members.

"PHASEN:

Each round consists of several phases. It always begins

with the PLAYER PHASE and ends with the VDL PHASE.

In the competitive game, the MIMICRY PHASE is added

as a second phase if a Mini-Mimicry or Boss-Mimicry is
\ on the playing field.

PLAYVER-PHASE:

The player phase is played turn by turn. Each ELMA pilot (player) moves
counter-clockwise one after the other until someone does not want to or
cannot (ALC / Loot).

The ELMA pilot with the ROUND BEGINNER TOKEN takes the first turn.
He may use one action and/or one loot combination per turn. The action
may cost one or more ALCs. The loot combination costs 1xUsable Loot (see
loot board, which can be downloaded from www.exopets.de for the
competitive game).

To identify who starts in the player phase, they
receive the ROUND BEGINNER TOKEN.

In the next player phase, this token is
passed on to the next player in

\clockwise order.

MIMICRY PHASE:

This phase always comes after the player phase

if there is a MINI-MIMICRY or BOSS-MIMICRY on the playing field.
If a Mini-Mimicry or Boss-Mimicry is on the playing field, it first attacks
the player who is on the same hexagon space as it and then moves in
the direction rolled. If it does not move, it causes further DAMAGE

(see page 08)
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The ROUND COUNTER is moved to the next round slot.

If this round counter lands on a slot that is connected to the image of a ) \ §-0%
FUSE-CONTROL hexagon, it must be determined whether this visually .;;1 Ra@

identical hexagon has already been discovered. If these conditions are not } e 0!. ﬁ =
met, a MIMICRY SABOTAGE is rolled (see VDL board). These rolled -hé&a@p‘d °° . l;a_”. £

fields are vacuumed, which extinguishes all life on the field for this round.._Thé‘E.E‘B &

ELMA pilots lose their companion and the loot they have collected. 0 ":' F:ﬂ.':,:"
Unless there is a spacesuit under the loot ;-) maiﬂj ;_{g,@,g%g
An additional Mimicry is placed on each Fuse-Contol hexagon!  Atarting e

with Fuse-Controll Level 1 (See page 09). = l1-2 PLAVER J

N < 4
D« \

ELMA (EXOPET LOOT MANAGING AUTOMAT):

You are the ELMA pilot!

Each player controls an ELMA and uses it to manage his ALC, EXOPETS,
LOOT and the CREW MEMBER accompanying him. ELMA automatically
awakens a CREW MEMBER in the next round if a player has lost his
accompanying crew member.

Attention! ELMA can only enter an escape pod if there are clean
exopets in ELMA.

N\

ALC (AcTION LIFE COIN):
Each player uses up their ALL to perform ACTIONS in the player
phase. In addition, ALC are also LIFE PODINTS which, if lost, reduce
the action options more and more until the death of the
accompanying crew member.

DEATH OF A CREW MEMBER: b

If a crew member dies for lack of ALC, the player can defrost a new crew
member in the next round and continue playing without losing all exopets.If
he has no RDB (see Loot-Board) with him, he loses all his loot. Each player
can only lose one crewmate in a round, even if they attack several times!
Once all crewmates have been used up, the game is over!

All players refresh their exhausted ALCs (turn them to the
green side). Lost ALCs remain next to the ELMA BOARD.
ELMA pilots (players) whose crewmate died at the end of the
last round may draw a new crew member and place 3 fresh
ALCs on their ELMA BOARD.

Once all the rounds have been used up, the game ends.

A
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The aim of all ELMA pilots is
to rescue as many exopets as possible

For each dead crew member,
two rescued exopets are deducted in the final ranking.

Winner is the player
with the MOSt exopets at the
end of the game (minus the dead crew members).

Escape pod loading condition:
In the competitive game, all three ESCAPE PODS [>| /5
are available for unlimited loading of clean exopets.

All escape pods only start after the end of the game.
BUT: Each ELMA pilot can only enter each escape pod once!
This means that each ELMA pilot can load 3 escape pods!

The order does not matter.

R

JIENIDING

/THEHE ARE Y sceNARIOS TO COMPLETE THE GAME:

1. The first ELMA pilot to fill all three escape pods ends the game immediately.

If the crew draw pile is exhausted and the first ELMA pilot who cannot draw any crew
members in a new round, the game ends.

3. If the round counter ends on the last round field on the VDL board, the game is also over.

l-'. When the last hexagon of the hexagon draw stack is connected to the board and it
has been blown up with a LURE BOMB (see loot board), the game ends. As the last
hexagon is the NEST, it must be connected to a door covered with eggs. This player

\ also needs the loot combination: FLAMETHROWER.
His crew member dies in the process.

There is a special final ranking here: those who manage to sacrifice themselves for

it 1l I ias a pELial Hilic (= ASHERT I 1S - ] c =17 A= . =
i P MNEEeT S L e PSR ST TR R T ES ey = = P e Tl s = A i vun €fillad

the NEST will only take part in the final ranking with the players who have filled
Escape Pod Level 1 and Level 2. Not Level 3!

ape Pod Level 1and L .
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ERXOPET LOOT NANAGING @ED?.W@]?

In this game, the player controls an ELMA and not the crew member.
Therefore, all players are ELAM pilots. The ELMA is used to manage and transport collected
exopets and loot. The accompanying crew member only catches the Exopets and

stuffs them into the ELMA.
If a crew member dies, only the LOOT is lost, unless the ELMA pilot has an RPB with him [
(RPB see Loot Board or page 14). e —

#ﬁ;ﬁwwumﬂ%;:maax HMAwﬂh:HECH
3 d ‘,di'“l’}j DI ET”"I"

TIP:

All exopets
(dirty and
check) can be
flushed away
in the LOO
at any time!

LEVEL 1 LEVEL 2
clean slime tendrils

n - B o R TH -0 sl writh
Door covered wit
(see page 15)

HEXAGON LEVELS TRIGGER THE FOLLOWING:

-New room functions are unlocked (study the Hexa-Board).

-The ALC loss caused by DOPPELGANGER and mimicry attacks.
(See page 09: DAMALE).

-the range of movement when using TRANSPORT. (see page 10).
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-1-2 PLAYER

B e VDL

L e 2i2505% g2 puaven | 3.4 PLAYER

Shuffles all crew ID cards into one
CREW-DRAW-STAPEL.
In the competitive game, there is only
one deck made up of all 20 crew ID
cards.

ELMA-BOARD

s ToO

Each ELMA pilot receives an ELMA board,

an ELMA figure and 3x ALCs. The ALCs are placed
on the ELMA board with the colored

side facing up! |

Each ELMA pilot draws a CREW ID CARD from the crew
draw pile and inserts it into the ELMA
board from below

1. Place the exopets well mixed in the

game box in the EXOPET DRAW POOL
2. Place a cloth over it, that the exopets are
well covered.

Or simply don't look when pulling @ \ \
)
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Place the start HSC (Hyper Sleep Chamber)

in the center of the table. e usese b
All ELAM pllOtS X ' gart HSC
place their

ELMA figure
on it.

Every ELMA pilot receives O

B a3 HEXA BOARD on which the room
functions that you can use with ALC are

described. /

Every ELMA pilot receives a
LOOT-BOARD. It describes what
to do with the LOOT combinations
and is studied during

the game.

Place the
LOOT in
the game
box next
to the

Exopets.

The "EST is

@ . simply placed

under the

HEXAGON

DRAW

STACK.

p

Mé’;’fcf?v f,-g‘j‘ the When the HEXAGON DRAW STACHK is used up, the
ge of th Ureg at ¢ NEST is docked onto an egg-covered door, through which
Fiare Play;, 1€ the first player with a FWLAMETHROWER passes
elq, g (see page 15 and the hexa board
3 for how to destroy it).
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Each game round is divided into up to 3 phases, which are played in a fixed order:

1.PLAYER-PHASE | 2.MIMICRY-PHASE 3. VDL-PHASE

The player phase is divided
P.LAV.EIRNPHAISE into turns. Each ELAM
pilot makes his move in a

clockwise direction.
He or she can perform one ACTION and/or LOOT combination per turn.

A B ALC AKMTIONEN: Exhaust ALC (Action Life Coin) for these ACTIONS:
i _'__1'._'::_’_'_'.'_'-'-{:- — p n s s I " G

TRANSPORT can be found on
== LOOTING

=S&. OPERATING pages 10 and 11).
\B . LOOT-Combinations (see page 11 and LOOT-Board).

In the player phase, ELMA pilots can be attacked by

(Detailed information

unmasked DOPPELGANGERS triggered ba a PASSING |' @ ll*"*:\ i;H r*"él f':L f?
Action. (see detailed DOPPELGANGER rules on page e M-
12). These can only be fended off with the LOOT D h e o o Lt
combination: FWLAMETHROWER. If it is no! fended off, DWPEW&;‘;;;Z:}“ cause

the ELMA pilot suffers TAMALE and a Mimi Mimicry
figure is placed on the players hexagon-field.

LEVEL 1: -1 ALC
LEVEL 2: -2 ALC

I iR - =y, R ™
LEVEL 3: -3 ALC

These situations generally lead to DA MALE:

1. Every doppelganger case causes O MALE

2. As soon as an ELMA figure with a MIMICRY is togethe
on a Hexagon-Field, the ELAM pilot suffers Do MALE.

\ No matter in which phase!/

fMIMICRYIEVOLUTION
If an ELMA pilot draws an EXOPET that he or

another player already owns, one of the two
doppelgangers reveals itself as a

Lost ALCs are placed next to
| the ELMA-BOARD y

MIMICRY

MINI-MIMICRY and is placed directly on the JHInIcats | Boge }»;_E. ]
hexagon field of the determined ELMA pilot! field and it ;-M.Iiﬁv
(The creation and determination of doppelgangers is ’ A attz_cktsl 1 re Coueq;’y”ys
. oo | immeciately L "eplaceq ., 3Nd
described on pages 12 and 13). 097" Defense only wit Bosacsd by the
o® FLAME THROWERS imicry,

As soon as a fourth MINI-MIMICRY is created,

a BOSS-MIMICRY replaces all three Mini-Mimicries and is placed on the hexagon
space where the fourth Mini-Mimicry should have been created. After that, three
Mini-Mimicys are created again and then another Boss-Mimic, etc.

Once all the Mimi-Mimicry figures are on the playing field, a Mini-Mimicry is not
placed on the playing field again until one has been removed from the playing...

N\




. @x

/ If there is no mimicry on the playing field, this phase is skipped.

/ M’I‘M'I‘E‘HV mm First, the Mimicrys cause DAMAGE

to everyone standing on a hexagon
field with them!

Then roll the DICE for each
mimicry individually! If the
result of the DICE ROLL
| is equal to the number
on the edge of the HEXAGON on Wthh
the mimicry is standing, it determines
its DIRECTION. The mimicry moves
one hexagon further (even through
walls!). It attacks immediately if an
ELMA figure is on the same hexagon.
The hexagon level determines how
much DAMAGE the ELMA pilot
suffers.

If there is no hexagon on the other side, the mimicry EOUNCES off the wall and
moves in the opposite direction! If there is no hexagon there either, it stops. An ELMA
still standing there suffers DAMALE again.

s gy (@NDEIRHASE

field to the left on
the VDL board.

MIMICRY-SABOTAGE:

If the ROUND COUNTER lands on a
hexagon that is connected to a FUSE
CONTROL that has not yet been :
discovered, a mimicry sabotage is
triggered (in the 3-4 player
game also with GOO) If a mimicry |\
sabotage occurs, a dice is rolled.
The result determines which
hexagon fields are emptied of oxygen.
All crew members will suffocate there, é

unless they have the LOOT combination:
SPACESUIT.

When the Fuse Contol =/ _Av]
round is reached, a Mini-Mimicry is placed
on each Fuse Control field that has been
uncovered. Starting with the Fuse Control
with the lowest level. If a fourth
Mini-Mimicry is placed on the square, the
other three are collected and a
Boss-Mimicry is placed in its place,

and so on...(likke mimicry evolution) A




There are 2 types of ACTIONS that can be performed at any time during the player phase.

1. ALC ACTION 2. LOOT ACTION the SPECIAL

on the crew ID card
is ignored in
competitive play.

PASSING means moving through
a door from one hexagon space to
another for an ALC.

In any case, exopets are captured:

you have to make an EXOCATCH

where the result of the dice determines how many
Exopets you have to draw from the box. Places the
captured exopets in the CHECK area of your ELMA.

ht

‘I there is no hexagon fleld’?u—-bﬂ Draw a new HEXAGON from

CETRANSPORTER

A better alternative for PASSING across hexag
fields that have already been laid out is

the TRANSPORT action.

WO EXOCATCH is rolled and you can traverse
entire LEVEL in one go. The only

requirement is that you spend
enough ALC and pass
the hexagon fields =
through
connected DOORS.

ALC COSTS:
LEVEL 1======= 1 ALC
LEVEL 1,2 ----2 ALC
LEVEL 1,2, --3 ALC

N

HEXAGON DRAW STACH.
B Place and rotate it however
you like on a door that leads
to the void. As long as you
place it on the space where
your ELMA figure is
standing
€ Roll the EXOCATCH DICE
and draw as many exopets
from the EXOPET DRAW
POOL as the dice result
indicates+/-ATTRACTION
(which is on the CREW-ID-CARD)
D All ELMA pilots must now
check if they also carry
these exopets as
Doppelgangers in their

ELMASs! /

(see page 12 and 13)

MINI- MIMICRYS from playing—field with the FLAMETHROWER
(see LOOT board).

C‘.]a @DBE}QFBG]@ h

In each room you can spend ALC for functions such as
flushing exopets in the LOO, testing exopets in the lab, etc.
(See HEXA board)

PAGE 10




2900 ING

For 1 ALC, ROLL THE DICE and blindly draw
the number of loot tokens corresponding to the dice
result from the Loot-Draw-Pool. You can now
keep all combinable LOOT tokens. Including those
that you can combine with loot in your collection.
If you have not found any, you may

keep one loot token.

il ()7 GV

/LOOT-ACTIONS cost 110 ALC only 1X USABLE LOOT/,
token and can be performed at any time and as
often as you like in the player phase. But only
once in one turn! If you don't have LOOT and
ALC or don't want to spend them, you have
to watch how others continue until
nobody does anything anymore.

LOOT-CoMBINATIONS

Combine loot to create
useful items such as: Flamethrower,
Spacesuit, Hexsapper, Exosalat or
Lure Bomb.

Siehe LOOT-BOARD

SPECIAL

is ignored in competitive play, as they only
work in cooperative play.

ﬂ she can

. sendacrew |
‘4 |

member to
another

accessible

hexagon

ATTRACTION

This number indicates how strongly exopets
are attracted to the crew member. The

- ' number is added or subtracted from the
z 0w |a EXOCATCH dice result.
RS B
nE &;ﬂﬁ {e Example:
'~E‘. § t a If, for example, a Y is rolled and the crew
E".,I_.!_.g_ﬂ: 1= ID card shows a value of +1, the player

W must draw 5 exopets from the exopet
|G draw pool.
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./."“ . \.._ ; | - J
Dl The DOUBLEGANGR token goes | | ‘s

[ ] .
A | Every time you draw a new

EXOPET-DRAW-POOL

" B R it one of the EXOPETS drawn is 3

_the ELMA board. . - -

El Exopets paced by an ELMA pilot in

hexagon from the

HEXAGON DRAW STACH, you
must also draw exopets.

From here:

(see page 10: PASSING)

DOPPELGANGER or a player has a
double, then one is an

evil DOPPELGANGER and the other is a
CLEAN EXOPET (Doppl. cases page 13)

CI‘-\HDUFbRGED ﬁICﬁ?

B 1he ELMA pilot who has the
DOPPELGANGER is now given a
MINI-MIMICRY figure on the
Hexagon field on which his ELMA
figure is standing. This causes
DAMALE to the owner (see page 08).

If the ELMA pilot had a
FLAMETHROWER, he can dispel this
MIMI-MIMICRY from the playing field
and suffers NO DAMAGE.

(see also Loot-Board)

back into the Exopet draw pool! The |« :
real CLEAN EXOPET is automatically | i
moved to the left side of J |'

an escape pod are shuffled back into the

aw pool. h
exopet ,_ p Please note in asimple SHEET
WHO rescued them, HOW MANY
and WHICH escape pods they
used or inherited
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If you draw an EXO
that you already have,
one of them is a
MIMICRY and attacks
you. The other one is
automatically CLEAN.

If a player has the
DOPPELGANGER and it
: has not yet been tested,
%0 the dice decides which one
~ is the MIMICRY. If the dice
== result is even, the other
player will be attacked
by the MIMICRY.

If the EXOPET of the other
player is already clean,
the player who drew it
automatically will be
attacked by the
MIMICRY.

If the other player's Exo- N\
pet is dirty, the owner will
be attacked. His dirty Exo-
pet will be shuffled

back into the Exopet

Draw Pool!

If there are
multiple
DOPPELGANGER,
@ each case must be
' > handled one by one,
Wil even if a crewmate
. dies in this
=== process!!!

SEITE 13




j
FLAMETHROWER

You can only use a flamethrower to remove
Mini-Mimicrys from the playing field. If they attack
you or you attack them!

Scee LOOT-BOARD:
N Y \

/
n n B \—/ : The RDB can also be sacrificed to fend

If you have an RDB, off Mimicry attacks. The RDB is then
you will not lose your destroyed and you receive no DAMALE,
loot if your crew but the Mimicry stays on the playingfield.

member dies. See LOOT-BOARD:

With a LURE-BOMB you can
kill Mini- and Boss-Mimicrys.

You can also destroy the

| - NEST if you can enter it with a
+
3 CLEAN EXOPETS FLAMETHROWER.

If a door is covered
with ALIEN EGGS

it can be passed
through in the same
way as a PASSING
action. However, the
Elma-Pilot must
also use a
FLAMETHROWER.
(see

LOOT-BOARD).

If a NEW HEXAGON is added
on the other side, there does
not necessarily have to be a
door covered with eggs too.
From now on, everyone can
. use this passage without a
/ flamethrower. Once all
hexagons have been placed,
the NEST is docked on last
(see NEST on the hexa board)
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CHANGES TO
LOOT= ; HEERABOARDS & VDI

There are also changes to the crafting boards for looting and operating
hexagon rooms in the competitive game.

These are available for free download on the website WWW.EXOPETS.DE

under the website-menu “*RULES?®, where this manual can also be

downloaded for free. 4

m\{ [ HERAGNS |

The ROOM-FUNCTIONS change here
for the following HEXAGONS:

now Looting is also

different. The difference FUSE-CONTRO NEST
is described on page 11. ET-KEN __ HSC
The only !.nl]DT E] ESCAPE-PODS GO0
changes its function: V&LCORRIDORS CARGO

Corridors have no functions

The VOB which is now
called RDB, see page
14 and the
downloadable loot
board for the
competitive game:

N

|\ WWW.EXOPETS.DE

The downloadable HEXA BOARD
for competitive game:

 UDk

You do not need a new
board for the VDL and can use the
one from the basic game! You can
find the adapted rules on
page 09 VDL Phase.

can be downloaded free of charge under the
website-menue: RULES.
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START fFIeLD HSL
(Hyper Sleep Chamber)

9 Level 1
Hexagon playing fields.
DAMAGE: -1 ALC

9 Level 2
Hexagon playing fields.
DAMAGE: -2 ALC

9 Level 3

Hexagon playing fields.

OAMAGE: -3 ALC

NEST
Whoever destroys it

ends the game. But
his crew member is
eaten by the
Mimicrys.

120
EXOPETS
(2x60 with
DOPPEL-
GANGERS)

12 ALC (3 for each player)Exhaust
ALC to perform actions. If completely
' lost to Doppelganger or Mimicry
attacks, your crewmate dies.

yo LOOT i
Have a look at \
the LOOT-BOARD!

4

1VUDL
ROUND
COUNTER

- 20 CREW ID

- CARDS with
Exopet attraction
value.

The SPECIAL

is not used for this
| compeditive game!

3 . 3BOSS
 T'MIMICRY

yLOOT-

U =aMINT
" MIMICRY

(one for each player) that
describe special room
functions. How many ALCs
you need...

For competitive play,

(one for each player)
On the LOOT board you
will find recipes on
how to combine
different LOOTSs.

please download the hexa and
loot board update from:
WWW.EXOPETS.DE!

(Vessel-Dead-Line)
causes vacuum on diced hexagon

fields. Mimicrys hatch from th
Fuse Controls.

RUNDEN-BEGINNER-
TOHKEN
Whoever has it starts in the
next round

y ELMA -
Figure
ELMA-Pilot
(1 for each

ELMA pilot) \

u ELMAS- ’
Boards (1 for each ELMA
pilot)-Inserting the
active crew ID card
-Stowing the LOOT,
separating the collected
exopets (control) -Reminder:
only ELMA with clean exopets
can enter an escape pod!
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