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What is Infinite Horizons about? 
Set in a futuristic science-fiction environment, the game explores the development of a new human 
colony on a far-flung world. As players, you will be part of a team representing one of the nine major 
Factions or the Council that oversees the Colony and will take a key role in shaping the civic, industrial 
and political development of the colony during those vital first few years. You’ll react to new 
challenges and strive to overcome both external and internal threats, balancing the interests of the 
colony with those of your sponsor back on Earth.  

During the course of the game, you will explore how humanity can overcome its differences and work 
together to achieve great things and how ambition, greed, nationalism and self-interest can undermine 
even the best intentions.  

Is it possible to balance the two? Could a mission of such grand scale bring people of all nations, 
creeds and corporations together… or in the end, will it be just another tool in the struggle for power? 

More information on the setting and background can be found in the Gazette.    

Rules  
This Handbook outlines the rules used in this megagame, there are a lot of rules but don’t worry you 
don’t need to know them all. You only need the rules relevant you your role, but it is worth skimming 
the players handbook so that you understand what the others in your team are getting up to.  

The game might look and feel very like a board game – but there are some important differences to 
stress at the outset.  

The rules are deliberately not written in a way to cover every possible eventuality. Control may need to 
make new rulings as the game progresses to resolve more complex situations. New rules may be 
introduced as the game develops. In most cases, 'reality trumps rules' – so attempts to find unrealistic 
rules loopholes will be actively discouraged. The key point of the game is the unfolding narrative of 
events. 

Within this megagame you are not expected roleplay a specific character (unless you want to) but to 
play yourself in the role. You will have objectives and motives designed to give you direction but as the 
game develops so can your objectives.  

The game does not wait for you. Megagames work on fairly rigid time-frames, (each round is 
processed according to the game timetable and this can’t slip). This means that if you are not ready at 
the right time, the game will move on without you.  So, during Phase-2 pro-actively thinking ahead is 
strongly recommended. “If you are short of time don't worry about having the perfect decision, just 'go 
for it' with what you think. An imperfect decision in time is better than the perfect decision too late.” 

Winners, and other losers. There will be no 'victory points' or any other absolute measure of who 'won' 
Players can decide for themselves how well they thought they did – but like the real world, it will be 
left to future historians to make judgements on value-laden notions of 'victory' or 'defeat'. 

  



 

 

An overview of the day  
The game will be played over a series of turns each representing a season on Niwa concluding at the 
end of three or four years (about 12 to 16 turns). The exact last turn will depend on emergent game 
play and is not fixed to reduce the effect of “last turn madness”.  

 As with most megagames there is no “win” condition the aim is for each player and faction to achieve 
its objectives as best they can.

Year 1 2 3 4 

Season Rainy Dry Rainy Storm Rainy Dry Rainy Storm Rainy Dry Rainy Storm Rainy Dry Rainy Storm 

Turn 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 
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Phase 1 Action 
Control announces any emerging issues/crisis/news.  

Players move to their assigned operational area with any 
resources they need.  

20 
minutes 

Leader 
• Ensure team members have what they need 
• Liaise other leaders and promote your agenda  
• Discuss issues with the NCC 

Political 
• Discuss current issues and lobby Assembly 
• Propose Assembly actions and laws 
• Vote on legislation/ resolutions 

Operational 
• Move units and resolve conflicts  
• Claim production rights and construct infrastructure 
• Collect resources and resolve map 

Trade 
• Collect resources from incoming ship 
• Buy and sell resources/assets 
• Bid on trade contracts and NCC contracts 
• Load resources into Earth-bound ship 

Development 
• Commit blueprints and resources to the Auto Fabricator  
• Place buildings in the Colony 
• Collect workers and bid on Labour Pool 

 

Phase 2  Planning 
Control announces Phase 2  

All players return to their team table. 

10 
minutes 

All 
Teams report back to their leader bringing information and 
resources gained during phase 1 and discuss actions for the 
next turn.  

Every 4th turn is the storm season: 

Storm Season 
The Niwan storm season is harsh and dangerous. Little 
can be done in the face of the weather, and 
development grinds to a halt – making this the ideal 
time for each Faction to catch up at their HQ, and to 
collaborate (or negotiate) with the other Factions. 

15 
minutes 
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Teams and Roles   
Each Factions is made up of 5 players representing the key roles within the team, Leader, Operations 
Director, Development Manager, lobbyist or assemble member and Trade rep. Overseeing the 
colonisation is the Niwa Colony Council (NCC) which is made up of 6 players focused on maintaining 
security and the wellbeing of the Colony.  

Faction leader  
Whether you’re the CEO, President, Premier or Managing Director doesn’t matter as your 
roles is the same, you must ensure the Faction meets its objectives on Niwa. To do this you 

must coordinate the team. You have the overview of the team’s assets and control the allocation of 
resources from Faction HQ. Ultimately, you answer your Sponsor back on Earth but here on Niwa you 
are the voice of the Faction and speak with its full authority.  

You will find yourself negotiating, delegating, and managing resources.  

[You need a good overview of the rules. You should have an overview the rules and have an idea what 
assets are important to your team] 

Ops Director 
You have full control of all your Factions units on Niwa. You are the only player from your Faction 
who may interact with the map in Operations Centre. You use your units to explore Niwa, build 
new facilities out in its wilds and protect your Factions Assets from threats.  

There is an element of logistics, planning and operations to ensure that remote facilities have the 
workers, resources and protection needed to operate and you are producing the resources your 
Faction needs. 

[You need to learn the Map Operations, Building and Discovery Rules. An understanding the trade rules 
and law making might help] 

Trade Representative  
As the key negotiator You must make deals with other Factions and with Earth. You must decide 
how to use the limited space on the twin cargo ships (Nut and Geb) to ensure resources are 
returned to Your Factions Sponsors and there is space for any requests for supplies from Earth. 

You can bid for Council Contracts to help the Council and you will need to recruit workers from the 
labour pool to ensure you mines and factories are fully staffed.  

You will find yourselves an important links between all the other members of the team, you will have 
to negotiate with other team, prioritise trade deals and faction request.   

[You need to learn the Trade rules but and understanding of the law making might help]  

*Faction Lobbyists (non-national teams only) 
 You represent your Faction in negotiations with the Assembly and the Council. You have no 
direct political powers but do hold lots of influence over sections of the colony’s population. You 
can use this influence (well as any Resources, Creds or promises) to persuade and cajole the 

Assembly and the Council into making laws and legislation in your favour.  

You will be expected to negotiate with the council to ensure Laws you want are made, you will need to 
back the right Assembly members and give them your Influence to ensure the Laws you want are 
passed.  

[you need to understand law making how the assembly is run as well as having a good understanding 
of the other rules, so you can support your Faction] 



 

 

*Assembly Member (national teams only) 
As an Assembly Member you represent your Faction at the Assembly meetings, the colony’s 
governing body. Your duties include dealing with crises, voting on new Laws to address the 
needs of the colony or agreeing to terms of the land claims treaty.  

The Assembly is formed of the three members of the National Factions and a member of Niwa Colony 
Council (NCC),  

[you need to understand law making how the assembly is run as well as having a good understanding 
of the other rules work, so you can support your Faction] 

Development Manager 
 As the Development manager you are responsible for the use of the Auto fabrication plant and 
the production of all buildings within colony. You will have to look after your factions’ buildings 
within the safety colony ensuring they have the workers and resources needed to function. If 

you have access to a laboratory then you will be in a privilege position of directing your factions 
research and scientific development.   

You will need to negotiate with the Council to ensure that you are ably to build what you want where 
you want. You will need to coordinate with the rest of your team to ensure that have the assets you 
need, and they know what you need. You may also be required to command units within the colony if 
the operation director delegates authority to you.  

You will find yourselves managing resources, negotiating and  

 [You need a good overview of the rules but should be able to delegate most actions to your team. 
Read and understand Building, Research and Law-making rules] 

The Council of Niwa  
The Council's primary goal is to ensure the colony is Healthy, Safe and Stable. To do this they 
need policies that help house, feed, protect and look-after the population.  To achieve this, 
they must draft Bills and enforce the Laws needed to maintain stability and ensure the colony 

flourishes.   

This council is made up of six members. The Chief Executive who leads the council and is accountable 
to the Niwa Assembly. They are supported by five Directors of Services who each have their own area 
of focus: Housing and Works, Trade and Industry, Security and Justice, Health and Welfare, and the 
Treasury.  Each of these services has needs that must be satisfied to keep the Colony from collapsing.  
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Overview of game layout  
 There are 5 areas of play within the game: The Colony map, Niwa Operations centre, the Trade centre, 
the Assembly and the Faction team table. Each area is set up for different players to carry out their 
actions. These actions range from political negotiations and trade discussions, to unit movements and 
conflicts. Some areas are restricted to specific players.  

Faction team table  
Players restriction: Faction only or by invite  

Key Actions: team planning, discussions and deals.  

Home to the Faction’s leader the team table is where the team’s assets can be stored, monitored and 
controlled. It is where visitors can be safely received, and deals discussed. Importantly it is where the 
whole team returns to regroup during Phase 2.  This is where your Factions starting assets will be 
located as well as smaller map of Niwa for use during the game. 

The Assembly  
Players restriction: Assembly members only or by invite  

Key Actions: vote on new legislation, discuss issues and agree resolutions  

The Assembly is the political core of Niwa, it is the counterbalance to the Councils power. The 
Assembly is responsible for the overall governance of the Colony and is made up of representatives 
from each of the 3 national alliances plus a member of the NCC. Lobbyists can attend open session 
and very from the public gallery.  

Niwa Operations Centre  
Players restriction: Ops directors only  

Key Actions: explore the map, manoeuvre units, resolve conflicts, construct infrastructure, search for 
discoveries, resolve exposed units and collect resources.  

Home to the infamous Niwa geological map, this is where all the Ops Directors enact their plans to 
uncover the secrets of Niwa and exploit its rich wealth before others can.  

Trade Centre  
Players restriction: Trade reps only  

Key Actions: Negotiate with other Factions, bid on trade deals, hire workers, buy and sell on the open 
market, bid on NCC Contracts. fulfil Sponsors request and collect rewards from Sponsors.  

It is where one of the twin Cargo Ships will be docked. It is where the Trade Reps will collect any 
bonuses and demands from their Sponsors. It is the location of the Open Market, where things can be 
bought or sold on Niwa. It is where you make deals with other Factions. 

  



 

 

The Colony  
Players: Development Manger, NCC 

Key Actions:  manufacture pre fab tokens in the Auto Fabrication plant, place buildings within the 
colony, collect resources from HQ. 

Colony map 
The map of the Colony which is represented by series of interconnecting 
building tiles showing everything that has been built within the Colony. 
Including all HQ building, the Auto Fabrication plant, the space port, water 
treatment plant, the compact habitat blocks, bars and other critical 
infrastructure.  

Auto Fabrication Plant  
This dirty great building is the churning heart of the Colony. Developed in partnership with WeyTani 
and Cain Ind, its highly automated systems handle every step of the process with the minimum of 
human oversight, allowing a skeleton workforce to process raw materials and produce complex 
prefabricated buildings.  

Each Faction has access to the Auto-Fab Plant, but it is limited by the number of workers that you can 
allocate each turn.  

Faction HQ mat 
 The Factions HQ mat is located on the edge of the Colony table. It is where your Factions Building 
cards are placed (once built) and will be where any building rewards will be placed by control during 
Phase 2 ready for collection at the start of the next Phase 1.

The NCC Health Workers, Security Patrols, Recovery Centre and Labour Pool 
Here can be found the trackers that show the NCC’s investment 
in the colony health and security. It is where the Labour Pool 
can be found, a place to hire the workers needed to run the 
mines and build the infrastructure. It’s also home to the Recover 
Centre where the ill, starving, infected or other colony 
dependent are kept. 

Info-Net  
This is the primary source of global information within the game.  

The Info-Net will be projected near the Colony map, a hub of current 
information showing the Stability of the Colony, Faction Influence levels and 
news reports.  

If Stability ever reaches zero then the Colony is on the point of collapse – 
whether through starvation, anarchy or a mixture of both!  
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List of key components of the game  
This a list of all the components and concepts used in the game. Although not all players will need to 
use everything listed it is good to understand what is available and what other players might be worrying 
about. These represent everything that players and their Factions need within the game simulation. 
Some are abstract while others are direct representations.  

Resources (coloured cubes) 
These Resources represent the physical materials needed by your Sponsors back on Earth, they are 
needed for your survival, operation and expansion here on Niwa. These Resources are broken down 
into five broad types: 

• Low-Energy Materials (LEM) [Red] 
LEM represents an assortment of useful construction materials such as clays, wood and stone. These 
are the foundation of the early infrastructure that is needed on Niwa but is of little worth back on Earth 

• Metals (MET) [Blue] 
MET represents a variety of metals and is used in the more complex buildings required for the expansion 
on Niwa, they are still valued back on Earth and are worth exporting. 

• Rare Earth Elements (REE) [Yellow] 
REE are the hard-to-find minerals essential to the production of high-end electronics needed to support 
modern society, they are desperately wanted back on Earth.  

• Food [Green] 
Food is needed for the survival of the Colony and its workers, it is expensive to import so vital to ensure 
it is produced on Niwa. Food shortages on Earth mean that it is viable to export excess supplies.   

• Fuel [White] 
Fuel represents the supplies needed for the mobilisation of units on Niwa, without Fuel operations grind 
to a halt. Fuel security is an ongoing issue for many nations on Earth and as such there is a healthy export 
market.  

• Waste [Black] 
Waste is not a resources but a by-product of extraction and processing of resources and production of 
goods and will need to be managed.  
 

Goods (tokens) 
There are some goods and products that can’t be produced on Niwa at the start of the game and need 
to be imported these include:  

• Hi Tech components   
Complex components needed for the construction of some buildings and require REM to produce. 

• Luxuries     
Including chocolate, whisky and the like, things from earth that make colonists happy great when 
used to remind people that they’re missing home. 

• Contraband    
Illegal or banned items, personal weapons, drugs and the like. Often used to improve the user 
experience in entertainment. 

• Exotic Item    
Covers the strange and wonderful thing that can be found on Niwa or made on Niwa and is likely 
to be extremal valuable to some people back on earth. 



 

 

CREDs (paper)  
Currency is represented by paper money in the denominations of 1 and 5 million Creds. 
These represent hard currency. It is needed to buy resources, hire workers and pay 
taxes, fines, bribes, etc.  It is generated by selling resources, setting up trade deals and 
meeting your obligations to your Sponsors as well as completing contracts.  If you need 
money the UBG Bank can offer loans.  

Workers (pawns) 
Within the game Workers are needed to oversee the mines and factories, all they ask for in 
return is a fair wage (and access to food, accommodation, entertainment and the odd 
luxury). Workers are obtained from the Labour Pool and are hired for a single season at a 
time.  Workers are identified by skill level: Basic [Green], Skilled [Amber], and Highly skilled 
[Red] Different buildings will require workers of a different skill level to operate.   

With the advent of eidetic imprinting technology, learning a new skill or role is often a matter of 
minutes – yet high levels of performance are still a matter of practice and experience, making these 
workers highly valuable. 

Indentured workers (meeple)  
Each faction has indentured workers of a unique coulored which do not need to be paid 
for and are kept between seasons rather than returned to the Labour Pool. These 
indentured workers are only ever counted as Basic workers, just don’t ask too many 

questions about why they are so loyal to your faction.  
 

Blueprints (cards) 
Using state of the art 3D printing Blueprints allow the production of 
prefabricated buildings. With the right Blueprints, some resources a few 
workers and access to the Auto Fabrication Plant anything can be built. 
Blueprints can be traded, lent, gifted by Sponsors or uncovered through 
scientific Breakthroughs.  Each faction will start with a set of Blueprints.  

 

Buildings (cards/tokens)  
All the physical structures and associated infrastructure that the Colony needs to 
operate on Niwa are represented by Building cards. There are five basic types of 
building: Industrial, Administrative, Residential, Commercial and Infrastructure, 
which are built either within the bounds of the Colony or out in the wilds of Niwa. 
Each building is different and will require Workers of the appropriate skill level to 
operate it.  

Production Rights (cards) 
Production Rights represent a team’s legal claim over a Hex on the world map. This 
allows the Faction to construct buildings and to exploit the resources within the Hex 
as they wish. These rights can be sold, loaned or given away by the owner at any time 
but in doing so they may lose ownership of infrastructure already built on the Hex. 
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Units (tokens) 
These are specialist groups that carry out tasks on the maps. Common units to all 
Factions are; Surveyors, capable of surveying the map and discovering the potential 
of an area; Engineers able to assemble buildings and infrastructure; Security forces 
able to protect your Faction’s assets, Operatives, a very small and discreet teams able 
to fix problems.  More types of units may become available during the game either 
from your Sponsor or from Scientific Breakthroughs.  

Tactics cards 
Every Ops Director has a deck of tactics that can be deployed during conflict. 

Influence (poker chips) 
This represents your Factions sway among the people of the Colony. It can be used to 
support Assembly votes or give more weight to actions within the Colony.  

Influence is gained from: building things the colonists need or like, from supporting 
policies that make life better, and by bringing your own people to the colony. Support 
will also shift to the Factions progressing the most, on the map, in publications and 
through trade. Pretty much anything that makes the colonists lives a bit more bearable 

will earn your Faction a little Influence. Influence is transient and cannot be store or collected it must 
be used within the turn it is earned.  

Discoveries (cards) 
There are a vast number of scientific discoveries waiting to be exploited. These 
discoveries can be sent back to Earth, sold, published or researched on Niwa [if your 
faction has access to a lab]. Each discovery has a value which represents its worth in 
studying towards new scientific breakthroughs.  

There are key three branches of research – Biochemical (Red), the study of 
biological and earth Sciences Material (Blue), the study of physics and the 
metaphysical and Exotics (Purple), the study of xenozoology and other oddities.  

Research tokens (Coloured disks) 
They are the bridge between the discovered and the Scientific breakthroughs and are used to 
purchase Breakthroughs and are gained by researching discoveries.  

• (Red disk)  Biochemical,  
• (Blue Disks)  Material,  
• (Purple Disks) Exotics 

Scientific Breakthroughs (cards) 
Where Discoveries are the things that are found on Niwa. Scientific Breakthroughs 
represent how these discoveries are forged into practical applications. They can 
range from new drugs to ground-breaking materials.  How the Scientific 
Breakthrough is implemented can have an effect on the future of the Colony and 
Earth.     

Actions Cards 
Any special abilities either as part of a starting Faction or as the result of a breakthrough are 
represented by cards with the ability and rules printed on them. 

New components  
During the game new components may emerge as the secrets of Niwa are uncovered these should 
follow a similar format as above, resources are cubes, goods tokens, units’ tokens, new cards, 
blueprints etc…  



 

 

The Niwa Colony Council game 
The Niwa Council is responsible for ensuring the colony is stable and able to prospers. To do this the 
people must be fed and housed, there needs to be employment and health care, then need to feel 
safe and be entertained…  

Feed the people  
1 food is required to feed every 10 workers.  

Under normal circumstances employed workers will consume food from the open market (10 
employed workers consume 1 food). If there is not enough food on the open market then people will 
need to be given food or starve. Unemployed workers will need to be provided with food or starve.  

Unfed workers, aka starving workers, will need to be placed in the Recover Centre and will reduce the 
colony’s stability.  

House the people 
Each Hab block can house 10 workers and a Luxury Hab Block can house 5 workers. If there is not 
enough housing then workers will be homeless and the colony stability will be reduced. If there is not 
enough housing new workers will not move to Niwa.  

Protect the people 
The jungle of Niwa is dangerous, but so are the streets of the Colony. The people need to be protected 
from each other and this can be achieved by putting Security Patrols on the streets or enacting new 
laws.  

Heal the people  
This is a new world and with it come new challenges especially health challenges. The population will 
need to be kept healthy. Each Hab block is a self-contain unit with basic facilities including clinics but 
workers will be needed to run the health service.  

Distract the people  
Food, shelter, safety and health are not enough to create a new colony, people need to be engaged, 
entertained and distracted. This can be done in many ways such as buildings, laws, events.   
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The political game 
This section is primarily for, Assembly members, Lobbyist and Council members although it is worth all 
player understanding how the law making will work on Niwa.  

Political roles  
There are three main types of political role, Council of Niwa, Assembly members and Lobbyist. Each 
has a distinct role in the development of new laws, legislation and policies, collectively referred to as 
Laws, for the Colony. 

The Council of Niwa  
The Council's primary goal is to ensure the colony is Healthy, Safe and Stable. To do this they need 
policies that help house, feed, protect and look-after the population.  To achieve this, they must draft 
Bills and enforce the Laws needed to maintain stability and ensure the colony flourishes.   

This council is made up of six members. The Chief Executive leads the council and is accountable to 
the Assembly. They are supported by five Directors of Services who each have their own area of focus: 
Housing and Works, Trade and Industry, Security and Justice, Health and Welfare, and the Treasury.    

The Assembly members  
Only the three National teams are represented in the Assembly, where they debate new Laws, crises 
and emergencies, as well as any emerging issues that are affecting the Colony. In the event of near 
collapse of the colony the Assembly has the have the power to declare a state of emergency which 
temporarily gives all legislative power to the Council.  

Corporate lobbyists  
Unlike the others, lobbyists do not have direct political power. Instead they must spend their time 
convincing the council to draft the Bills they need (or even pre-draft it for them), then they must offer 
support and backing to the national teams to get the Bill passed so it becomes Law. Lobbyists don’t 
have a right to attendance at the Assembly meetings but can attend open sessions or may be invited 
to attend. The lobbyist can use their faction Influence to back an Assembly member vote or use any 
means they can to push through the Laws they need to help their expansion. 

  



 

 

The Assembly of Niwa  
The Assembly is the political core of Niwa, it is the counterbalance to the Niwa Colony Councils power 
and must try to work together to find common ground.  The Assembly is responsible for the overall 
governance of the Colony and is made up of representatives from each of the three National alliances 
and the Chief Executive of the NCC.  
The Assembly Action Phase is divided into three parts: Formal Session (7min), Recess (10min) then 
Voting (3min) 

Formal session [7 min] 
The Formal session will start with the Chief Executive or appointed 
chair running through the agenda. It is an open public meeting, but 
only appointed Assembly Members can talk during this session.  

Agenda: 

• Colony Report - This is a brief update on the state of the Colony and 
includes: Number of colonists, number of unemployed, number of 
homeless, the security level, health level, and mood of the Colony. 

• Introduce Bills -  The two Bills put forward by the NCC are presented 
for consideration.  

• Emerging issues -  Any emerging issues are announced, and Priority 
Issues are agreed and put forward for discussion during recess.  

• Sovereign claims – Assembly Members declaration of a Sovereign 
Claim which require unanimous approval. 

Recess [10min]  
This is free time for the Assembly Members and Lobbyists to 
negotiate and discuss the proposed Bills and priority issues. All 
players are free to move around, talk to team mates and to gather 
the resources needed to make any deals required.  

Within this time the Assembly Members need to come to an agreement about the resolution of any 
outstanding issues.  

Call back and Vote [3min]  
After recess Assembly Members are called back, they first present any Resolutions (see below) to the 
Chief Executive (or Chair) and these are passed unless Vetoed by an Assembly Member. Any 
resources/assets needed to support the Resolution must be committed at this point, Then Assembly 
members vote on the two Bills. This is done by placing Influence tokens in the corresponding “For” or 
“Against” ballot. A Bill is passed if it reaches a simple majority.  In the event of draw the Bill can be re-
introduced next session. Votes on Sovereign Claim require unanimous approval as per rules.  

Emerging Issues 
Control will present new Issues for consideration and the 
Assembly need to agree which ones are priority and need 
to be focused on. To deal with an Issue a Resolution must 
be proposed. 

Assembly Resolution 
A Resolution is the proposed solution to an Emerging or 
Priority Issue, it will include the proposed action and the 
support committed to making it happen. The support can 
be any game component from influence and Creds, to 
units and workers, depending on the solution, Control will 
advise on what is the appropriate type of support to 
commit.   

-State of Emergency- 
If the Colony’s Stability is 1 or 
less or Health & Security is 
negative the Council can 
request a State of 
Emergency. The Assembly 
Members vote and the SoE is 
only unsuccessful if all votes 
are Against. During a SoE the 
NCC may impose temporary 
Bills without the need for 
Assembly approval, all new 
Laws it must look to address 
the cause of the emergency 
and can be called in once the 
emergency is resolved. 

Example Issue– A variation of the flu X2N3 
virus has been reported to be spreading 
through mine workers with 3 deaths already 
directly attributed to the virus...   

Example Resolution - X2N3 virus 

After a discussion the Assembly agree that 
vaccinations are the safest option and agree 
to supporting it by committing; a Lab, [to 
make the vaccine] workers [to distribute it] 
and influence [to get the public on board].  
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Bills, Laws, Legislation and Policies  

How to create new Laws 
1.  the Niwa Colony Council drafts the new Bill and agree which two Bills they wish to introduce at 

the next Assembly meeting. The Proposed Bill must include three basic elements: The Title, a 
short name that sums up the Bill, a Summary, a few words about how that act might work, and 
any Clause or Exclusions that they wish to include.  

 

2. the Chief Executive introduces the two Bills to the Assembly who then debate the Bill before 
voting. The Assembly may recommend the addition of clauses or exclusions to the Bill before 
voting. The Vote takes place using Influence and the Bill passes into Law with a simple majority.  

 

3. Control will announce new Legislation at the end of Phase 1 as well as adding it to Info Net.  
 
 

  

Example Bill 
Title:  

Reduction of Waste Act 
Summary:  

Waste generated will incur a 
fine of 1cred per cubit of 
untreated waste.   

Clause/exclusions  
Excludes the waste generated 
by the AutoFabPlant 



 

 

Building and construction 
Buildings come in two states Pre-fabricated and Constructed. Pre-fabricated buildings are represented 
by tokens, these can be traded and moved about as required but offer no function until they have 
been Constructed somewhere. Once Constructed the token will be exchanged for building card which 
shows the number of workers and the production capabilities. 

Auto Fabrication plant (AFP) 
This dirty great building is the churning heart of the Colony. Developed in 
partnership with WeyTani and Cain Ind, its highly automated systems handle 
every step of the process with the minimum of human oversight, allowing a 
skeleton workforce to process raw materials and produce complex 
prefabricated buildings.  

With raw materials and the right blueprints, you can build almost anything… but the fabrication process 
is far from efficient, producing such high levels of waste that the technology was long banned on 
Earth. Hopefully, Niwa’s plentiful resources and as-yet-undamaged environment are far more forgiving 
of a little industrial waste… 

The AFP can directly process raw materials and technological components into the pre-fabricated 
structures needed for the expansion of the Colony, such as – mines, biofarms, habitats and much more 
(see building manual for more info).  

Manufacturing pre-fabricated tokens   
To manufacture pre-fab tokens all that is needed is a 
Blueprint for the required building and the Resources and 
Workers as indicated on the card. More complex, larger or 
more advanced projects require more (and rarer) 
resources, and more (or more skilled) workers. 

Place a Blueprint card of the building you wish to build on 
you faction’s section of the AFP. It is located on the 
Colony table. 

Every Faction starts with a base set of blueprints including 
buildings unique to them. New ones can be researched, 
purchased, traded or received from your Sponsor as a 
reward.  

Each faction has access to the AFP but it is limited by the 
number of workers that they can allocate to the AFP in 
any given turn.    

• Place workers of the relevant skill level as shown 
on the blueprint 

• Place the Resources (LEM, MET, REE) as shown on 
the blueprint  

• Add any additional goods as indicated on the 
Blueprint (Hi Tech components etc.)  

Ensure that you have not exceeded the faction worker 
limit (or have negotiated space from another faction) 

 

During Phase 2 of each turn Control will remove the workers and Resources, and replace them with 
the corresponding Pre-fab token. These tokens can then be constructed in the Colony or on the Niwa 
map. 
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Construction  
A Pre-fab token can be turned into a building, [Constructed], by an engineering team. 
There are two places that that a building can be constructed, the Niwa map and the 
Colony map. Where the building can be constructed is dictated by the type of building.  

Out on the Niwa map; Roads, Rigs, Mines, Bio farms, Camps and Outposts are built, 
these are the raw production Infrastructure that will allow the new world to expand 
and flourish.  

Within the confines and relative safety of the Colony the, Residential, Administrative, Commercial and 
Industrial facilities are constructed which will support the growth and stability of the Colony.  

Construction in the Colony  
Leave your Pre-fab token and an Engineer unit in your HQ and 
during Phase 2 the Pre-fab token will be placed on the Colony 
map and replaced with the corresponding building card (if 
appropriate). Any bonus/reward from constructing the 
building will be applied.   

The exact placement of the building token in the Colony will 
be the responsibility of the NCC’s Minister for Housing and 
Works. If you wish to build in a specific location you may need 
to negotiate this with the minister.  

There may be laws that mean there are additional tariffs or 
condition when constructing buildings so keep up to date by checking the boards.    

Construction on the Niwa Map 
Any Engineering teams in an unopposed surveyed location can Construct a Pre-Fab 
token that they are carrying. 

• The corresponding building card is immediately placed on the map in the 
Engineering team’s Hex.  

• Roads are drawn/placed from the centre of the current Hex to any adjacent Hex. 

If the building is within supply range the player may immediately place workers on it ready for 
operation and production during Phase 2.  

Buildings and production    
Building cards show the number and type of workers needed and any resources 
required, for it to function. It also shows what is gained from the active building. 

During Phase 2 Control will place anything produced by an active building on the 
building card itself.  

• Resources produced from Niwa infrastructure will be placed on the corresponding building on the 
Niwa Map  

• Production from Colony buildings will be placed on the on the building card on your HQ mat.  

Resources and rewards will be ready to collect from the start of Phase 1 except for those on Niwa map, 
these are collected by the Ops Director during map resolution. 

Production Waste  
All production building will generate waste by-products, waste will build up if not dealt with.    

Building catalogue  
There is a list of all known building blue prints, costs, functions and description in the appendix. New 
buildings may become available through Scientific Breakthroughs.  

ii colony map with the great ship Manjet in the 
centre 

i Engineering Unit 

iii infrastructure 
pre-fab token 



 

 

Discoveries, Research and Breakthroughs 
A significant reason for traveling the great distance to Niwa is the possibility of new scientific 
discoveries. The discoveries could lead to fame, fortune or momentous scientific and technological 
breakthroughs. 

Discoveries are found on the world map, then used to generate Research via Labs which leads to 
Scientific Breakthroughs.  

Discoveries 
Niwa is teaming with possible discoveries from a plethora of new life forms, new unknown materials or 
even more exotic xeno oddities.  

Finding Discoveries  
During the survey phase on the Niwa world map a Survey team in an undeveloped (no 
industry) and unopposed location may carry out search of the Hex and draw a number 
of Discovery cards equal to the number of Survey units and keep one. 

Using Discoveries  
Discoveries, what are the good for? Absolutely everything… well mainly 4 things: 

• Research the Discoveries by placing them in active Laboratories where the generate the necessary 
Research Points towards Scientific Breakthroughs. These are the things that could change the 
course of human history, or at least nudge it in a new direction. (see Lab/Research rules for more 
details or talk to a scientist)  

• Publish the Discovery and get your name in lights (or in a side bar of the New Scientist), When 
publishing new Discoveries, you will be able to name it, (Smithian Glowing Crystal discovered by 
John Smith) and it will be posted on the Niwa Discoveries board for all to see. The person will also 
be offered a reward for publishing it such as Creds or Influence as well as improving their personal 
ranking in the world of science. Once published others will be able to use any “symbols” or “clues” 
associated with the Discovery towards researching Scientific Breakthroughs. 

• Sell it the bidders back on Earth for Hard Creds  
• Send home to your Sponsor and hope they can make use of it. If you’re lucky they might even 

reward you with aid towards making a Scientific Breakthrough  

Research 
This can only be undertaken in an active Laboratory (Lab), if you have a Lab it will located on the 
Colony map. To research a Discovery, place it in your Labs research centre with all the necessary 
Workers of appropriate skill level. Once researched the Discovery will be converted into Research 
Points and you may also gain a symbol or clue that will help unlock a Scientific Breakthroughs.  

There are key three branches of research – Biochemical, the study of biological and earth Sciences 
(Red disk), Material, the study of physics and metaphysical (Blue Disks) and 
Exotics, the study of xenozoology and other oddities (Purple Disks).  

Scientific Breakthroughs  
Each Scientific Breakthrough has a prerequisite to unlock, this could be as simple 
as a having the correct number of the research points or it may also require a 
symbol. There is a “hint” of what might be unlocked as a result of the Scientific 
Breakthrough but other than that the scientists can’t say what they will discover in 
when undertaking the research. Pay the required research points to control to gain the Breakthrough.  

The types of things unlocked from these breakthroughs are; Seed research – not useful here and now 
but worth a lot to Earth and may help unlock other breakthroughs, Local Upgrades that can improve 
units or buildings, Colony upgrades, can enhance quality of life in the Colony, New blueprints, that 
allow you to build new building and create new resources and even Major Breakthroughs that could 
change the very direction of humanity.   
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Trade  
All official trade business is dealt with at the Trade centre. This includes sending goods back to Earth, 
buying and selling on the open market, hiring workers, bidding on Council contracts and securing 
Trade Deals. It is also where any incoming goods from Earth will be waiting for collection. 

Trading with Earth 
There are two main mechanisms to trade with Earth, first is through your Sponsor and the other is 
through the various Trade Deals. Everything sent back to Earth will be via the Cargo. 

At the Trade centre, you’ll find a dashboard showing the market value of resources back on Earth 
referred to as Earth market value – this may change from turn to turn based on supply and demand.  

The Cargo Ships  
The twin Cargo ships, Nut and Geb, are on a cyclic route between Niwa and Earth. When one is on 
Earth the other is here on Niwa preparing for the return trip. 

Each faction is assigned a strictly limited allocation of space in the cargo hold of the Earth-bound 
transport ships. This space can be used however you see fit but maybe subject to current Niwa Laws. 

Sponsor Requests  
Every turn, you will receive a request from your Sponsor which you are 
expected to meet. This could be a simple as providing resources or even 
securing Trade Deals, it could be scientific Discoveries or more exotic 
requirements. Hitting your quota will earn more than the goodwill of your 
Sponsor it will provide additional funding, blueprints, units or information. 

Failing to reach this turn’s quota will only earn you the ire of your Sponsor. 
If you continue to fail to meet your Sponsors needs you will be held 
accountable and which could result in you and your team being replaced 
by new more loyal employees.   

Trade deals  
Everyone is looking for a piece of what Niwa has to offer and many are keen to set up direct deals with 
the Factions. Each deal defines which and how many Resources are wanted and over how many turns 
the deal will run.  

If a Faction wishes to secure a Trade Deal the Trade Rep must quote a price for the requested 
resources. The bidding on trade deals is a closed process with each participating Factions’ Trade Rep 
placing a written bid on a piece of paper then placed under the Trade deal card. During Phase 1 
Control will check the quotes and announce the winning Faction. The winner is considered to be under 
contract and is obliged to meet the deal.  

Example: a trade deal is on the table for 4 REE per turn for 3 turns (a total of 12 REE). 
Waytani Trade rep puts in a quote to deliver it for 60 Creds (5cred per REE) GIC writes 
down a quote to deliver it for 55 Creds. GIC team win the deal and will be expected to 
ship 4 REE a turn for 3 turns (a year) and will receive part payment per delivery.  

Note: if only one teams bids for a deal it will default to the current Earth market value if lower than the 
bid. 

204 alpha requisition form  
The Factions Trade Rep can request Assets they need from their Sponsor by sending a 204a form back 
with the cargo ship. A happy Sponsor is more likely to meet the request than one that has been 
ignored.  

Smuggling  
The act of moving assets on and off world illegally. Information redacted: see Trade Rep briefing  



 

 

Trading on Niwa 
Factions may trade any and every asset however they see fit. Production Rights, buildings, units, 
workers, CREDs, Trade deals and promises… whatever you choose may be traded between Factions.  

The Open Market, is where recourses  can be bought or sold on Niwa, and the Labour Pool is where 
works looking for employment can be found both are located in the Trade Centre. 

Open Market (materials and resources)   
Part of the Trade Centre is given over to the Open Market, 
a place where Factions can buy and sell Resources on 
Niwa. Each turn Niwa prices will be set by Control based 
on supply and demand. A Trade Rep can buy or sell to the 
Open Market at any time during Phase 1.  

Council Contracts  
Sometimes the NCC needs things – certain facilities, resources or services without which the 
Colony cannot grow… or without which it cannot be kept safe. These things are always for the 
good and necessity of the whole Colony – and so the Council puts contracts out to tender.  

There are two main forms of contract offered by the NCC - Buildings and Services:  

A Building contract is fulfilled by constructing the requested building as per the normal building rules. 
Failure to deliver in a timely fashion may result in a fine, a loss of Influence, and (eventually) loss of the 
contract. On the completion of the contract inform the Member of Council and they will reward you as 
agreed within the contract (normally Creds).   

Service contracts cover health and security contracts where the winner of the tender will provide 
workers or security forces for a set number of turns.  

Workers are placed on the Health Workers mat this represents health care providers and helps to 
maintain a healthy population. The more workers and greater their skill level the greater the impact it 
will have on the Colony.  

The Colony’s internal policing and security is politically independent and managed by the NCC but 
reinforced by the Factions through private contracts. A security contract is fulfilled by committing 
Security or Militia units to the Colonies Patrol Chart. The more units dedicated to security the greater 
the enforcement of the laws and the lower the crime rates.  

Hiring Workers  
Workers are hired from the Labour Pool for one season (turn) at a time. A request 
for the numbers of Workers is submitted before the end of Phase 1. This request 
shows the number of workers you wish to hire for next turn and how much you 
are willing to pay. This request will be fulfilled by control during Phase 2. If there 
are not enough workers in the Labour Pool on Niwa to satisfy all the requests, 
then workers will first fulfil the best paid jobs then the jobs with the faction with 
the most Influence.  

If there are still unemployed workers after all requests have been fulfilled, then 
they will be available for hire through the Labour Pool. The more unemployed 
workers at the end of the turn the cheaper they become (but the unhappier the 
Colony may become).  

Each turn the cargo ship may bring with it more workers to fuel the flames of 
expansion but that means more people to feed and house.  

Please do not unintentionally (or intentionally) “kidnap” workers, they should be returned to trade 
control if not utilised during the turn. 
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Operational Units  
Each faction’s Ops Director has access to a variety of units for use beyond the bounds of the Colony. 
All units have two basic stats: Operational Range [ ] and Unit Strength [ ].  

Operational Range [ ] is how far from the Colony (or another safe haven) the unit can operate without 
being left exposed in the harsh Niwa environment. It is how far the unit can move from its current 
location. Any Units outside of a safe haven at the end of the turn must survive an Exposure encounter 
or suffer the consequences.    

Unit Strength [ ] represents how well a unit can deal with physical threats, it encompasses combat 
experiences and survivability as well as the amount of damage a unit can take before becoming 
ineffective. It is used during Conflicts and Exposure.   

The common units available at the start of the game are: 

 
During the game, other units may become available such as locally trained Militia, National Military 
units from Earth or even Indigenous wildlife trained to serve. 

Operatives  
These units represent a wide range of specialists that can be called upon to assist in more complex or 
delicate situations. They can be used as role play tools to help achieve more abstract objectives like 
creating propaganda or altering public records.  Whatever you can come up with, (within the bounds of 
the game world), is possible for Operatives to try and achieve.  

To be successful they may need additional support in the form of Creds, to pay for expenses, Influence 
(to get local support), contraband or other items, whatever might be needed to support their action in 
the field. They will not always be successful and sometime may not return. 

Control will tell you what might be needed to achieve the action, they will tell you how long it might 
take, and they will tell you the results. Be patient as there is a lot for Control to do and your action will 
be one of many. 

Operatives can also be used for more mundane action such as improving the efficiency of a building. 
Don’t worry Control will make the necessary adjustments. Operatives are immune to exposure.    

Security Forces 
Lightweight, lightly-armed fast-response security 
teams, whose only objective is securing and 
protecting Faction assets.  

Deployed on the world map 
or within the Colony to 
protect Faction assets. Can 
also block movement on Hex. 

Survey Teams  
Highly trained explorers, geological surveyors and 
researchers. Specialised in identifying and appraising 
the production value of the land or conducting field 
research allowing them to identify valuable 
discoveries. 

Allows Faction to either:  
a) Claim the Production Rights 
in the unit’s current Hex.  
b) Search for discoveries in 
unit’s current Hex.  

Engineering Teams 
Part civil engineer, part extreme survivalists, these 
brave and daring teams are responsible for 
constructing infrastructure such as roads, mines and 
farms in the jungle beyond the Colony – making 
humanity’s mark on this alien world.   

Allows Faction to either:  
a) Construct infrastructure on 
the main map. 
b) Construct buildings in the 
Colony. 

Operative 
They act as corporate trouble-shooters, professional 
treasure hunters and covert operatives amongst other 
things. 

Allows Faction to either:  
a) Conduct Covert Operations. 
b) Improve the efficiency of a 
building.  
c) Undertake reconnaissance 
operations. 



 

 

Production Rights Vs Sovereign Claims  
Niwa is shown as a geological map split into a Hexagonal grid. Each Hexagon representing an area 
small enough to survey in one season and is referred to as a Hex.  

Sovereign Claims and Production Rights are not the same and are not necessarily mutually exclusive. 
Production Rights represent the legal right to build and exploit the area for its resources. A Sovereign 
Claim is the national declaration of the land in the name of a sovereign state as recognised by the UN. 

The modified UN Treaty on Principles Governing the Activities of States in the Exploration and Use of 
Outer Space, including the Moon and Other Celestial Bodies states that: 

• no land can be subject to national appropriation by claim of sovereignty unless by a unanimous 
agreement from the Niwa Assembly 

• exploration shall be carried out for the benefit and in the interests of all countries and shall be the 
province of all mankind 

• Niwa shall be free for exploration and use by all States 

Production Rights  
During the survey segment of the World Map phase a survey team in 
an unclaimed, unsurveyed and unopposed location may carry out a 
full and detailed survey of the Hex.  

Doing so allows the Faction to claim the Production Rights. This 
allows them to take the associated Hex card and to place their 
Factions sticker on the Hex.  

The Hex card shows what can be produced with the right buildings 
and will also give clues as to what the different geological layers 
represent.  

Production Rights can be swapped or traded away by the owning 
Faction.  

Sovereign Claim 
The Faction making a claim must belong to a recognised sovereign state or find a recognised 
sovereign state to Sponsor their claim.  

This is the declaration of ownership of a Hex by a sovereign nation, to make the Sovereign Claim the 
national team must declare it in the Assembly meeting. 

All active members of the Assembly must be in unanimous agreement on the claim for it to have any 
bearing.  

A National flag can now be placed on the Hex to show that it is a dependent territory of its Sovereign 
State.  

Production Rights on a Sovereign Claim 
If another faction has Production Rights on a Hex that is now under Sovereign Claim they still have full 
access to all buildings and production but may be subject to any laws and taxes of the Sovereign state. 

Any disputes about validity of taxes or the nationalisation of assets can be taken to the Assembly for 
arbitration or in extreme cases escalated to the UN (i.e. Control) for final ruling.  

  

iv: Example of Production Right card 
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Niwa Map Operations 
Long before the Mandjet landed on Niwa, the planet was extensively scanned from orbit in order to 
establish the most geologically stable location for a Colony. One happy side effect of such intensive 
scanning was a reasonably accurate geological map of the local area – a map that all Factions have 
access to. While the first surveyors were able to discern a range of different geological features 
beneath the Niwan jungle, what that means in terms of resources remains a mystery. It’s down to your 
Survey Teams to find out.  

The Map is where the Ops Directors will gather each turn to:  

• manoeuvre their units 
• resolve conflicts  
• construct infrastructure 
• search for Discoveries 
• resolve units suffering Exposure  
• collect resources 

The map has been divided up into Hexes which represent an 
area that can easily be traversed and is a reasonable size to 
survey in one season.  

It has been determined that a single Hex represents an area that 
Production Rights can be claimed for by a faction, or a 
Sovereign Claim made by a National team. 

 
Each turn on the world map goes through five stages:  

1. Movement  
All Activated Units are moved on the map at a distance of up to their operational range from their 
starting location. 

2. Conflict   
If any of units end up in the same Hex as another Faction’s unit there may be a conflict. Any Faction 
may withdraw, yielding the Hex. 

3. Survey   
If one of your survey teams occupies an unopposed Hex, the area can be surveyed for its production 
value or searched for Discoveries.  

4. Build  
Engineer units may Construct a prefab infrastructure on the Hex they occupy.  

5. Resolve  /  
All units move back to a safe haven (the Colony or an outpost) if possible. If they can’t make it back, 
they suffer Exposure. Ops Directors collect resources from all their building within supply range.  

  



 

 

Supply range  
The thick and dense jungle combined with the unpredictable electrical storms makes basic logistics 
very difficult. Therefore freely moving Workers and Resource on the main Niwa map can only be done 
within the supply range of the Colony.  

The Colony’s basic supply range stretches out two Hex’s from the centre.  

Roads cut through the jungle allowing for better and faster connection to the Colony and only ever 
count a single Hex when calculating supply range and movement no matter how long the road is.  

Outposts have a supply range of one Hex and are always within range of the Colony thanks to their 
aerocopter landing pads. 

Workers can be placed on a building that is within supply range anytime during Phase 1 *note that if a 
building doesn’t have enough workers by the end of Phase1 it will not produce during Phase2  

Resources are collected from buildings that are within supply range during the map’s resolution stage.  

Example of supply range 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Undeveloped / Unopposed / Unclaimed   
A Hex is considered undeveloped if there are no buildings or other structures built in the Hex  
A Hex is considered unopposed when only one Factions units or friendly Factions units are within the 
Hex  
A Hex is considered Unclaimed there is no Faction sticker or sovereign flag on the Hex (Production 
Rights card will also still be available)   

 

  

The Player who owns the Mine can collect its 
Resources as it is within the Colony Supply Range.  

The Player who owns the Bio farm cannot collect 
its Resources as it’s not within the Colony Supply 
Range.  

The Player who owns the Outpost can use it to 
extend their Supply Range.  

The Player who owns the Rig can collect its 
Resources as it is only 1 Hexes away from the 
Road.  
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1 – Movement  
To explore and exploit the riches of Niwa you will have to send your units out into the unknown 
dangers of the new world. To do this your units need to be supplied with Fuel. All units in the same 
location are activated by a single payment of Fuel.  

The Fuel cost is based on the location of the units, this is because it is easier to supply units who are in 
the Colony or other Safe Haven and very difficult to if they are out in the wilds of the Niwan Jungle.   

Fuel cost for activating units is: 

  1 Fuel from a Colony or Outpost, 
  2 Fuel on the Open map 
 

All units in the activated location may then move a number of Hex’s equal to the units Range stat. 
Units may move in any direction and each unit may move independently.  

Roads cut through the jungle allowing for better and faster connection to the Colony and only count a 
single Hex when calculating movement no matter how long the road is or how far the unit travels 
along it.  

[example, if all your units are in your Operations Centre at the start of the turn then it would cost 1 Fuel 
cubit to activate all of them and they can each end their movement in a different Hex]  

Warning: All movement is simultaneous and is time limited. Ops Directors must come to the map 
knowing where they wish to move their units. Any units not moved when control calls time will be left 
unplaced/unmoved.  

Example of play: Movement   



 

 

2 – Conflict  
Conflict occurs when units belonging to different Factions end their movement in the same Hex. At this 
point both players have the option to remain in the Hex or retreat.  

First action of a conflict is for all Factions in the same Hex to choose to remain, retreat or cooperate.  

If one or both sides retreat or they agree to cooperate (see “joint venture”) then the conflict is avoided, 
if more than one Faction remains in the same Hex then the conflict plays out as follows: 

1. Declare the intent to use lethal force [this may break the Non-aggression pact] 
2. Each Faction chooses and plays one of their valid Tactics cards 
3. Each Faction rolls a conflict die (1d3) 

4. Each player adds up strength  of all their units in the Hex  
5. Each player adds the result from the conflict die + Tactics bonus + unit strength  
6. The side with the highest result wins the conflict.  

The victor can move the losers’ units into an adjacent empty/friendly Hex or to enforce the action on 
the tactic card (if there is one). If there is nowhere to for the losing faction to move to then all the losing 
faction units become lost.  

Note: in the event of a draw the player with the most security/military units wins. If this is equal it is a 
stalemate, and all units remain in the Hex without the option to build or survey the location.  

When choosing to retreat to avoid conflict the move must always be made towards a safe haven and 
can never end in a Hex with another opponent. If it is not possible to retreat, then conflict is 
unavoidable.  

   

All players are given the option to retreat (if possible), In this example, Blue could only retreat if Green 
team allowed it. Yellow could retreat to the Hex where it already has units. Note: Retreat must be 
towards the closest safe-haven.  
If neither team retreats and has no intention of cooperating, then the area is contested. At this point 

either player may declare the use of lethal force.    
 

  

Example of play: Conflict   

Both players add up and announce their total unit strength 

Yellow     = 4 (1 from the survey team + 3 from the security forces) 

Blue         = 7 (1 from the Eng team + 6 from the 2 security forces) 

Both players then roll 1d3 and add this to their total strength 

Yellow rolls a 2  

Blue rolls a 1  

Ops Directors play a tactics card  

Yellow plays the Assault tactic as they felt this might be the only way to gain an advantage.  

Blue plays the Conventional tactic hoping to play it safe and keep the advantage.  

This gives a +3 to the yellow team  

Blue team wins the conflict and can evict the yellow team into any friendly or unoccupied Hex. If 

there are no unoccupied or friendly Hexs then the unit becomes Lost.  

The scores and bonces are added up  
Yellow 3 (tactics) + 1 (conflict Die) +4 (unit str) = 8  
Blue 0 (tactics) + 2 (conflict Die) +7 (unit str) = 9  
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Tactics  
Each Director of Operations start the game with five Tactics cards which can be played in a conflict 
help improve their odds. To play a tactic card you must meet the prerequisite, Security forces are a 
basic requirement but for advance tactics Survey teams or Engineers are needed.  These Tactics are 
there to help you to gain the upper hand in a fight - use them wisely. Additional Tactics might be 
researched or learnt during the game 

 

Note: in a conflict with more than two sides, the Tactics modifier is applied to each opponent 
independently and the side with the highest total strength can move each losing Faction as they see 
fit.  

 

Lethal force  
Warning: Lethal force may result in death and permanent loss of Units 

Skirmishes between security forces are mostly a case of intimidation, with the loser recognising their 
weaker position and backing down before anyone really dies. 
However, any Faction that wishes to raise the stakes can declare use of lethal force by declaring it at the 
start of the conflict. Only Security or Military units can be used to declare lethal force Engineers and 
survey teams have no interest in dyeing if they can avoid it.  
Damage is dealt to each side equal to the number of security (or military) units plus the difference in the 

final strength score.  

Using the example above:  

Blue would inflict 3 damage (1 for each of the security forces and 1 from difference in strength 9-8=1) 

Yellow would inflict 1 damage (1 for the security forces) 

Both side then must resolve the damage by removing units with strength equal to the damage done then 

marking additional damage on remaining unit. How this is applied is up to the unit owners.  

In the above example Blue would have to remove their Engineer and before marking any damage on the 

Security force. After damage is dealt all surviving units follow normal retreat rules.  

  

Conventional: - a good all-
round tactic, taking a 
steady approach towards 
the fight.  

Prerequisite:  
Bonus:  
+2  vs Defensive  
+1  vs Flank 

Assault: -a hard push 
forward to break the 
opponent fast.  
 

Prerequisite:  
Bonus:  
+3  vs Conventional 

Flank: - with superior 
knowledge of the land the 
opponent might just be 
out flanked.  

Prerequisite: +  
Bonus:  
+2  vs Defensive 
+2  vs Assault 

Ambush: - with the help of 
the engineering team the 
opponent might be lured 
into an ambush.  

Prerequisite: +  
Bonus:  
+2  vs Conventional  
+2  vs Assault 

Defensive: - dig in and 
hold the ground against 
oncoming attacks. 
 

Prerequisite:  
Bonus:  
+2  vs Assault  
+1  vs Ambush  

Example of play: Lethal force   



 

 

3– Survey   
Each Survey team on the main map may take one of the following actions in its Hex: 

1. Survey the Hex and claim the Production Rights 
• In an unopposed and unclaimed Hex they may carry out a full and detailed survey of the 

Hex.  
• Take the locations production card and claim, in the name of their faction, the 

Production Rights for that Hex. Each Hex has a unique production card which identifies 
the resource production value of the area.  

• Add your Factions Sticker to the Hex to identify it as Claimed 

 

2. Search for exciting discoveries 
• In an unopposed and undeveloped Hex they may search for Discoveries  
• Draw a Discovery card from the deck. If you have multiple survey teams in a single 

location you may draw up to one card per survey team but keep only one card. 

4 - Build   
An Engineering team in an unopposed but claimed location can construct a Pre-Fab token that they 
are carrying. 

One engineering team can construct one pre-fab in a turn.  

The Pre-fab token is handed in to and the corresponding building card is immediately placed on the 
map in the Engineering team’s Hex.  

If it road is being built then the prefab token is handed in and the road 
section is drawn from the centre of the Hex to any adjacent roads and safe 
havens.  

If the building is within supply range the player may immediately place 
workers on it ready for operation and production during Phase 2.  

Only one of each type of building can be built on a Hex (a mine, a Rig, a bio 
farm, etc) when a mine is built the player choses the type of resources that 
it will mine.  
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5 - Resolution /  

• Declare blocking  
Before the resolution of movement is started Players may declare that their Security forces (or Military) 
are blocking movement through their occupied Hex.  The blocking player may agree to allow to 
passage to any Factions they wish. 

If a Hex is blocked by a unit other players may: 
• negotiate movement through the Hex 
• move around it, if they have the range  
• accept that they are now out of range (this includes buildings) 
• move into the Hex and instigated a conflict follow normal conflict resolution  

• Return units to a safe-haven  
All Units within Operational Range of a safe-haven (the Colony or a friendly outpost), may return their 
units to safety.  

Units that choose to remain outside a safe haven or do not have enough Range to reach a safe haven 
remain on the map and will suffer the effects of Exposure  

• Collect resources 
Players may collect the Resources from all their controlled buildings within supply range. Blocking 
units will hamper supply lines.  

All Resources on buildings that are out of supply range remain on the building.   

Exposure  
All Units remaining on the map at the end of resolution must draw an Exposur card and 
hope to survive the harsh Niwa environment. 

Each Exposure card has a strength which represents the difficulty of the encounter. To 
survive the total unit strength plus the combat dice result equal or exceed the value on 
the card. [add all the Units in the Hex’s strength together plus the result of a D3 

Success – the unit remains out in the wilds ready to activate next turn. 

Failure - causes the unit to become Lost out in the wilds and needs to be rescued, to 
represent this the units flipped upside down and will remain in its current location until 
found.  

Warning; the Niwa storm season is deadly and any units suffering exposure during this time are 
unlikely to survive. Failing an exposure test during the storm season also inflicts lethal damage    

Lost units  
There are two ways to recover Lost units:  

1. Rescue 

Send out a unit (or more) to rescue the Lost units. To do this the friendly units must begin its movement 
in the same Hex as the lost units and then pay the activation cost.  

(That’s right they must put themselves at risk to rescue their friends and this takes a season)  

2. Hope  

You can hope they find their own way back. At the end of resolution roll a d6 for each unit and on a 6 
turn the unit back the right way up.   



 

 

  

Example of play: Resolution (Operational range)  

All units may move up to their operational Range back to a Safe haven. 
 

Blue player declares that the single security unit is not moving 

and is actively blocking the Hex. Blues other units are now 3 

hexes away from the colony and therefore may move up to two 

Hex towards the colony. The Blocking unit must now remain on 

the Map and all units will suffer Exposure.  

Green Player can move its units back to the Colony thanks to the 

road and is safe.  

Yellow Player has a few choices: 

a) Ask Blue to let it move though the hex  

b) Start a conflict with Blue 

c) Move to outpost Alpha (if its friendly) 

d) Move 2 Hexs towards the colony and suffer exposure  

The Player moves to the outpost to avoid conflict or exposure     

If during resolution movement 2 or more faction end in the same Hex, then there is no conflict. All units that 

remain on the map suffer the effect of Exposure. If the Factions in the same Hex agree they may join forces 

and to work together to survive the effects of Exposure 
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 Megagame of colonisation, cooperation, corruption and greed set in a futuristic science-fiction 
environment, the game explores the development of a new human colony on a far-flung world – the 

untouched paradise we’ve come to call Niwa. 
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