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“Ask not what your Emplre can do for you...”

Your empire has grown vast and powerful, reaching out beyond every edge of the galuxy Now you must
ensure the ties that bind your planets do not falter. Assert your dominance in the political arena. Use your clout
to advance your agendas. As your borders expand farther and farther, do not let the core of your empire fall
into Oblivion! .

Oblivion is the third installment of the Eminent Domain series, and cannot be played withoUt the base-game.

Its focus is on political aspects of running a space empire, adding a néw Politics role and global Agendas that
affect all players. The Oblivion Promo Pack, included in this box, will integrate Oblivion with the Escalation and
Exofica expansions. We recommend that you play the base game several times before incorporating Oblivion.
Furthermore, we recommend playing with Oblivion, Exohca, and Escaluho‘h sepuruiely several times before
usmg multiple expansions in the same gume
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"""ﬂh-z- e OBLIVION PROMO PACK
(FOR COMBINING OBLIVION WITH OTHER EXPANSIONS)

POLITICS ROLE CARDS X 20 POLITICAL INFLUENCE TILES X 4 2"0E TECHNOLOGY CARDS, | POLITICAL INFLUENCE TLE,
“OX" PLANET CARDS (2 EXOTIC, 1 ASTEROID),
6 ROENDA CARDS (3 -0E" 5 “OX", 1 “OER",

* Oblivion Promo Pack cards are for use when combining Oblivion with other expansions.
Small Jetters in the upper rlgh‘l corner denote which cards to use with which expansmw

OE: OBLIVION + ESCALATION OX: OBLIVION + EXOTICA OEX: OBLIVION + ESCALATION + EXOTICA

Important Note: Ship and Resource tokens are not intended to be piece-limited. If you run out of these
tokens, use any suitable proxy. As in the base game, depleting the Influence Tokens in the supply will
trigger game end, but additional Influence may be collected through the final player’s last turn.




CI.OU'I' 'I'OKENS

Clout represents your pollilcul capital, and comes in 1he form of tokens drawn
out of a bag. Each Clout token has a Politics symbol on one side, and one of the
6 standard Role symbols on the other. You will draw Clout tokens when
folléwing a Politics role, when using the action on the Political Influence tile, or,
~occasionally, via other actions on Tech cards or Planets.

Keep these Clout tokens face’ down in your Empire until used, but yoﬁ cah look

at them at any time. You may spend these tokens to boost or follow a Role
‘where their symbol is relevant. After use, discard the tokens into a pile near the
draw bag. If the draw bag runs out, mix the dlscarded tokens back into the bag.

.__."POI.I'I'ICAI. INFI.UENCE

“The PO|I|‘ICCI[ Influence Tlle

‘Lnke the Fleet cmd Mmmg hles from Escalation and Exotlca,

-‘_Oblwlon has a reference tile that you "ll start with called the *
- Political Influence tile. This tile gives you 2 dlfferent opﬂons ;

~ of things you can do as an achon instead of pluymg a card
from your hand: N
* Draw le . -
. Trade 1 Resource for unother, dlfferenf Resource _
(this new Resource does not require a slot on a planet;.
\ you-keep it in your inveniory Iike you do ships).

| Improved Pohhcal Influence &

When Ieadmg or followmg a Research role, you may upgrade
Political Influence to Improved Political Influence (flip the tile

‘over) by paying 3© instead. of buying a Tech card.
" There is no Planet requirement for this upgrade.

Once upgraded, the Improved Political Influence tile provides a
pefmanent Politics symbol. It also increases.the efficiency with

~which you can do both of the actions listed above:

* Draw 2 Clout tokens, then discard any Clout 1oken from your

Empire (it need not be one of the two just drawn).
‘ Trade up to 2 Resources for other, different Resources
" (the new resources do not require slots on your Planets).

Finally, Impréﬂréd Political Influence gives each of your Planets
an Annex cost of 7, allowing you to Annex any Planet in the
game. This does not increase the Annex cost of Planets with a
printed Annex cost, or Planets that are given a different Annex
cost by another method.
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All Planets gain Anﬁex cost: 7.
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NEW TERMINOLOGY

Oblivion introduces a few new common abilities that will appear on several
of the new Planet, Technology or Agenda cards. These include:

Recon

Recon is an abiliiy'which allows players to
search one of the decks in the game and its

discard pile for a number of cards, shuffle that .

deck and discard pile, then put the chosen cards
on top. It is written “RECON [DECK] for X -
cards,”” where “X” is the number of chosen
cards, and [DECK] is the deck searched. For
example: “RECON the Planet deck for 1
Prestige Planet” means ‘“Search the Planet deck
~and discard pile for any 1 Prestige Planet card,
- shuffle the Planet deck, and place the chosen

Prestige Planet card on top.”” And “RECON the :

Clout tokens for any one. 9 and take it”

means “Se_'urcli'ihi:e' Clout token bag and discard

pile for dny one Clout token, take it into your

Empire, and then shuffle the Clout tokehs back
“into the bag.”

When lecding Palitics, pecoy

o
S the Agenda dack o,
|1 odd it jo
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EITHER Draw 24 OR RECON tha Clout Rico"h:: il a 2 w”
takmna for any ore @ and loke it *
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In Oblivion there are 4 cards that utilize Recon.
See the card appendix for details.

- Replenishing Slots «

" Some Planets prowde
_replenlshmg Clout token
slots. When one of these®
cards comes into play,
draw and place a Clout_'
token on the slot. You may
* spend that token atany
time. These slots automcmcally replenlsh at’
the beginning of your turn.

Politics Symbols

\ Politics symbols have always been onthe

Politics card, but until now they have not
done anyihmg Politics symbols are used
to boost or Follow fhe new Pohhcs Role.

Permanent Politics symb'ols, found o"ﬁ_h:fl‘ s :
Planets and Tech cards in your Empire, are
gold, while temporary symbols, found on’
cards in your hand, are silver. Both types
of symbols can be used to boost or follow
a Politics Role, but some cards (such as
Call In A Favor and Wheel & Dedil) refer to
only the permanent, gold symbols. '
For example, Wheel & Deal allows you to
repeat the effect of the card for each '
‘in your Empire. :

\ ACTION— -

' Trade a Resource for a & and another
© Resource (doesn't need a slot).

:R t.
3 0 ki — S—
| /mﬂmcﬂusllm PATTERSON

Note: O can be used whenever is

required!




Political Translators

Political Translators allow y’d_u to use
symbols from your Planets, permanent Tech
cards in play, and Tech cards in your hand,
as certain other Role symbols.

The Agenda below allows you to spend |
* to boost or follow

Produce roles - | “ﬂw — \
~ or Survey roles.
* ‘®-08

WHEN ACTIVATED: Take an Action. [

\

: Some carcls in Oblivion ullow you to 1rans|ate
- - other symbols into | as well.
““‘For exumple, .
: _Grussroofs Movement
‘ullows you fo use any @ 4

symbol as a |
| b 'symbol

' H‘ you have iwo dlfferenf transluiors in pluy,
_eclch ) may be translated by either one. ;
However, having two copres of the same
translator in play does not allow a smgle @
_to count as 2 Role symbols at once.

NEW PLANETS
. Oblivion adds 1 new planet of each of the
original types, Advanced, Fertile, and Metallic,
and adds several Planets (and 2 Start Planets)
of a type you may recognize: Prestige. -
Prestige Planets are the political hubs of the
galaxy. Once flipped, these Planets provide an
ability or a new action that can be used during
the Action phase instead of playing a card.

The Oblivion Promo Pack also includes 2 Exotic
planets and 1 Asteroid for use with Eminent
Domain: Exotica. Those are explained in the

rulebook for that expansion.

* have seen before.

~ cards which require

PRESTIGE PLANETS

Oblivion adds new

Advanced, Fertile, SURVEYING ALIEN WORLD|

_and Metallic Planets -
" to the Planet Deck,

and also features
Prestige planets,
which you may

There is.a stack of
Prestige Technology

that you have flipped
1 or 2 Prestige

% Plunets to research. .
In addition to a Colonize cost and u Warfare k.

cost, the new_' Prestige plcmeis also have an
Annex cost. Annexing a Planet is a new way

2o add it i_ol'ydbr.Empire. .

.An nexing Planets.

Annexing a Planet means flipping.it over,
puymg an Annex cost msfeud of the Colonize or
Warfare costs. When directed o Annex a Planet,
spend a number of (f) equal to its Annex cost,
and then flip it over. You may Annex a Planet as

_ part of the Politics role, or with the action ona
Planet or Tech card.

v Y ;
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AGVENIDAS_ AND THE POLITICS ROLE

Oblivion introduces a new board that replaces the Central Card Display.
It has space for an Agenda deck, and slots along the top for Upcoming
Agendas and along the bottom for Active Agendas. The slots show costs,
with the leftmost being the most expensive and the'righihost-being the
cheapest. These costs are the number of quiticsx icons you need fo .

Agendas are global effects that can be
activated and dismissed via the new Politics
role. The player activating the- Agenda will
_generally get a bonus for doing so, and while
~ active, the Agenda will affect all players ~ *
equally. ; ot

For example, an Agendd may award you
Influence at the end of your turn if you meet
certain criteria, offer an action you can use
during your action phase instead of playing a
card, or provide a constant ability as long as it
_is acfive.

You may do well to activate Agendas that
suppoi‘t your strategy, or tweak your strategy
to take advantage of the Agendas that get
activated.
AG}“?_.A..._./ B—

—_—

@ for most differ rent Planet fypes.

e aaQ @

3 After your turn, if you have fhe most ‘

different Planet types (face up), ge!

AGENDA " . A

i

@@

Colenize costs increase by 2. [

\ WHEN ACTIVATED: Attack o Planet,

Activate or Dismiss the Agenda in that slot during a Politics role.

The Politics role will allow you to amass .

support from other players i in order fo. activate

or dismiss Agendas or annex Plur_lefs. In _
exchange for their sypport, those players draw ..
Clout tokens which they can use to, boost or
follow roles in the future. -

When choosing the Politics role, take a Polil_fcs '
card from the stack and put it into play as .
normal. Then resolve the role in this specuf‘c
order: " .
1) Declare a proposal

a) Activate an Agenda

b) Dismiss an Agenda

c) Annex a Planet

- 2) Boost your role

3) Solicit Support

4) Spend (®) symbols

5) Draw Clout

1) Declare a proposal -
- Declare a proposal you are trying to garner
support for: *

a) Activate an Agenda
Choose an Upcoming Agenda. If this
proposal is successful, move that Agenda
to the leftmost Active slot, bumping other
Active Agendas to the right 1 slot to make
room. If there is an empty slot, Agendas
beyond the empty slot stay in place.




If an Agenda slides off the rightmost slot,
return it to the bottom of the Agenda deck.
While active, an Agenda applies to all
* players as if it-'were a permanent Tech
' card in their Empire. y

b) Dlsmlss an Agendu
Choose an Achve Agenda. If this proposuf
is successful, move that Agenda to the

- bottom of the Agenda deck. Do not shift

X any 'other Agendas to fill thé empty s!ot.

Once dlsmlssed the effeci of the Agenda
ceases lmmednately

B Annex a Planet

‘Choose a face down Planet in your empire

~ that has-a Annex cost. If this proposal is
successful, flip that planet.over. . :

2) Boost your role % :
" Boost your role wnih . symbols from cards in
your hand and permanent @ symbols in play.
You must play any cards you intend to play at

x this'time, bui you do not need to play e yet.

3) Solicit suppori
Opponents. in turn order either follow,
playing{ symbols from their hand, ’
or @ from their Empire, or Dissent, drawmg
a card ’from ihelr deck.

4) Spend ) symbols

Spend symbols played by all pluyers-

u) If you hqve enough for the proposal
declared in step 1, then you must do that
proposal. You must spend 9 if
necesSBREL. . '

b) If you do not have enough for the
declared proposal, then you may do any 1
proposal of your choice (Activate or Dismiss
an Agenda or Annex a planet) that you can

afford.

<) If you have leftover _ symbols after
paying for the declared proposail, then you
may do another, dlﬁerent proposal of your -
choice,
At most you can Activate 1 Agendu, Dismiss
‘1 Agénda, and Annex 1 Planet. You may
spend @@ at this time to pay for the
additional proposalé. These additional

) pfoposals may be done in any order, but the
declared proposal must be done first. When
doing multiple proposals in one turn, fully
resolve one proposul before movmg on to
the next.

: 5) Draw CIouI

Fnally, opponents draw 1 Q for each
they contrlbuied‘ then discard any
_ played cards and Clout tokens. As the Leader
" of the role, you do not draw &®.

For example, you call Politics role (taking a Politics
 card from the stack and putting it into play) and
declare "| want to enact the Agenda in the 5-cost

slot" boosting with no additional cards, and no ()
mplay Player 2 follows with 2 icons (drawing

2&). Ps‘ayers_3and4 dissent (drawing 1 card
each). If you have 2 or more &, then you must

 play 2 and activate the 5-cost Agénda. If you have
“only 1&D to play then you could choose to play it

(making 4 total) and activate or dismiss the Agenda in
the 4-cost slot, or Annex a Prestige Planet in your

~ Empire. Or you could play no @ (making 3 fofal)
. and activate or dismiss the 2-«msfpri‘he 3-cost

Agends.

. At the end of each Politics role, no matter what

option.was chosen, if there's an Agenda in the
rightmost Upcoming slot, return it to the bottom
of the deck. Then slide all Upcoming Agendas
to the right as far as they go (maintaining 1
card per slot) and refill the empty (leftmost)
slof(s) from the top of the deck.




Set up the game according to the base Eminent Domain rulebook, but use the new game board
in place of the original Cenir_dl Card Display. Be sure to use the correct side according to player
count. Then:

1) Give each player a Political Influence Tile. -

2) Shuffle the new Planet cards into the planet deck.

3) Sort all of the new Technology cards by type (€ X ' 3 /ﬂ/‘ ) cmd place fhem into4
FACE-UP piles near.the original Technology cards. You may consolidate new and old techs
into similar stacks if you wish. Note: these piles are for convenience only Yoy may access.

. any Technology card at any time during the game.

4) Before creating players' starting decks create stacks of role curds uccordlng fo the. setup
reference below. '

5) Give each player 2 Politics cards in their siarilng deck instead of 1.

6) Shuffle the Agenda cards and deal one Agenda face up into each Upcoming ‘Agenda slot
across the top of the’game bourd Nothing goes in the Active Agenda slois yet.
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] * 3 Player Exterided Variant. ** 5 Player requires the Escalation expansion.

" 5 Player.Setup - reqUires Escalafion expansion

For 5 Players (requires the Escalation expansion): Add the four blue-bordered %5 PLAYER ONLY” Role
cards to each stack. Also add the eight blue Influence Tokens to the standard supply pile. In 5-player

games, the game end will trigger when any two role stacks are empty, or when the Influence Token
supply pile (including the blue tokens) is empty.




Many of the gamepldy mechanisms of Oblivion are identical to the basé game of Eminent Domain..

However, the expansions-have introduced some concepts.which require sllght modifications to the basic
gameplay structure. These rules replace the base game rules.

. Replenish Phase
At the very beginning of your turn, replgnish'
any empty Replenishing slots in your Empire.
. I a card contains more than one Replenishing

slot, each empty s|01 will refresh even if the
other slots are full.

. Any Replemshmg slots that are full at the
; bqgmnmg of_your_iurn are unaffected.

Ach@n Phase

During your Action phase, you are allowed to

 take one action. This action may.he from a card:
* in your hand, from your Political Influence tile, -

or from any facé up Planets or Tech cards in
your Empire. Taking an action is opti'onnl you
‘may choose to take no Achons clunng your
Action phase. ;

Any cards played dqrirgg your Action phuse are’

set aside from the play area. Cards set.aside in
this way have no effect during subsequent Role
' phases. Cards played during your Action phase
will not be placed into the Discard pile until the
beginning of the Cleanup plliusp. ’

"Actions printed on Planets and permanent

Technology cards are limited to orice per achon,

not once per turn.

Role thé

The Role phase is mandatory and works just like

. it does in the base game. If using the Escalation

expansion, it is possible to get two Role phases
in a single turn. When that happens, each Role

- phase is resolved separately.

Any ct rds play-ed to boost or follow a role a're_
set aside from the play area at the end of the

 Role phase. Cards set aside in this way have no
. effect du ring subsequent Role phases. Cards

p‘Iuy"ed-during any Role phase will not be placed

~ into the Discard pile until the beginning of the
. Leader’s Cleanup phase. %

Role symbols on Planets and permanent

‘Technology cards may be used once per

Role phase.

- Cleanup Phasé*

, The Cleanup phase works just like it does in

the base game, except as follows: -

Af the beginning of the Cl.eanup phase, before

you-reconcile your hand, place all cards that '

- were set aside during your Action and Role
~ phases into your Discard pile. Players who

followed during your Role phase(s) place any
cards they set aside into their Discard piles at

the beginning of your Cleanup phase.

With the expansion,'lit is even more important to know whether you Will have one last turn at the end of

the game. When the game end triggers, complete the current round as normal, and then play one

additional full round. This way, all players will know for sure whether any given turn is their last turn.

Remember: if the Influence supply is depleted, additional Influence may still be collected. Use any

suitable proxy to track the additional Influence.




TECHNOLOGY CARD APPENDIX

This appendix includes the Eomplete text of all new technology cards, .

as well as any specific noteé orrules governing their-usuge

@ msne: TECHNOLOGY

Political Annexatmn
ANNEX a Planet by
paying equal fb
its Annex cost.

N WHEEL& I]Eﬂiﬂ_

[

Campaign Trail
Target Planet gains
Annex cost 4

until end of turn.

Wheel & Deal

Trade a Resource for
. a ’ and another

Resource (doesn't

need a slot).

O : Repeat.

TARGETED LW!\IG \

f/ = = x-@;

& S

REQUIRES: )) 3 (‘))

Targeted Lobhying
EITHER Draw 2

- OR RECON the Clout
tokens for any one &P
and take it.

10

J

) CALLIN AFA‘.'I]R

t =
q. _

. | You may repeat the -

t .
REQUIRES

| Ball InAFaior -
-Draw l’ per a

L e

" then trade ]-.’ .‘

~ for 1

(NOTES
Political Annexation-

You may count
in your empire.

Wheel & Deal

effect for each
in your empire.

Call In A Favor
No matter how many O

are in your empire, only

trade 1€ for 1 @




g%'.

Eﬁ

N PARTY WHIP B)) FluBusTe

REQUIRES: J/} )}5 I

When another player " - ‘When dlssent-

*‘W follows your, Role, ” = Role, drqw K

druw 1 ’

. ..R.Eaumis: )/ _ 5 @ . . nzoumz& )/J )/ 5 Q)
lobbyist ™. - Political Clout |

~ When you draw _a'ny
number of ',,
draw 1@ more.

11

S || | ..,. . \\ 3 REQUIRES: J/ J/ 5 (_)) .
hmwm T Tl

\ REQUIRES: J/ )} 5 (__))
.~ Executive Order
- Activate one of the 3

' rlghimosi (cheapest)
Upcommg Agendas

y ;-NOTES

| Lobbyist

in your empire.
.

Executive Order

No activation cost
is necessary.

This counts as a




B sy

Farming Suhsuiy

- Discard any number

of ’ Produce 2 *
Resources for each ’
dlsmrdecl

METALLIC TECHNOLOGY
/}?UIEESTAL__ R

(s \FGLTHEALWE )

, REQUIRES: e‘ 3 Q)

Political Climate

. When leading or
following a Survey '
Role: RECON the

Planet deck fora = -
Prestige Planet.

(2 FER'I'II.E 'I'ECHNOI.OGY

Grassroots Movement

s

Poice State

You may spend
as |

12
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(NOTES

Brassroots Movement

You may use

as . They do not

| count as

(NOTES

Political Climate

The Prestige Planet

goes on top of the
shuffled Planet deck.

Poice State

These do not count

)




(NOTES
Free Trade Agreement

.| You may only discard

1&® this way per

turn, and only on your

ST e - .- - . : 0 wn turn.

"~ FrégTrade Agreement, -~ . - TradeDeal -~ - E ; e

~ SONCEPERTURN: -~ . * (@ ;& + . | Grassroots Movemen
. You may discard - * T - " . .| Youmay use

o l:, to collect @ e AL AR Vg :__ i | as . They do not

| count as

ey

SecretSenice -Ho_stile Takenver

o B ¢ - - esce any, TR rores

| number of Ji, in + | Secret Service

the cost with &@®.

Only count O in
your empire.

13




Gain 1 Politics symbol.

WHEN ACTIVATED: Improve Political Influence.

AGENDA

+ @ per Trade Action or Role if you trade
\ at least 1 Resource of this type:

WHEN ACTIVATED:
Put a Resource from the supply on this Agenda.

ONCE PER TURN: Discard @ and

Ny \ i: collect B + ’_ (

WHEN ACTIVATED:
Put a Resource from the supply on this Agenda.

AGENDA

ONCE PER TURN: Discard

\ to collect @ + any other Resource.

This resource doesn't require a slot.

"-"#K

WHEN ACTIVATED:
Put a Resource from the supply on this agenda.

14

.’.

\ Gain 1 Colonize symbol.

WHEN ACTIVATED: Settle a Planet.
(The symbol on this agenda counts).

\ 1 Resource of this type: f

WHEN ACTIVATED:
Put a Resource from the supply on this Agenda.

AGENDA

\ ONCE PER TURN: Discard LLE]
to collect @ + ’

WHEN ACTIVATED:
Put a Resource from the supply on this Agenda.

AGENDA

as if they were Resources.

\ You may trade ’

WHEN ACTIVATED: Draw 2 .




EIF'

®-@0 -

WHEN ACTIVATED: Take an Action. p 3 I WHEN ACTIVATED: Take an Action.

=

® i

WHEN ACTIVATED: Take an Action. . . -2 : WHEN ACTIVATED: Take an Action.

i

\ Gain 2 Produce symbols. / } i Gain 2 Survey symbols.
A —_— — Iy - \ — —
WHEN ACTIVATED: Produce any 2 Resources. WHEN ACTIVATED:
- These Resources don't require slots. c Take the top Planet card (face down).

B {

{ ; | Hand size +1 for each

Attacking a Planet requires 2 less & * \ Permanent Technology in your Empire.
WHEN ACTIVATED: Collect 2 & WHEN ACTIVATED: Draw 3 cards

and then play an Action.

AGENDA ../ . . w N AGE“DA aadl)’ sl
AGENDA SR -

AGENDA e

AGENDA i N AGENDA .
I/mw/ — \ LAy s

Y

i
i




AGENDA

U

@@

Colonize costs increase by 2.

WHEN ACTIVATED: Attack a Planet.

Produce -1 Resource per Produce Role.
Trade -1 Resource per Trade Role.

WHEN ACTIVATED: Produce any 2 Resources.

These Resources don't require slots.

Lose 2 Survey symbols per Survey Role.
You may keep 1 additional Planet per Survey Role.

Technology cards may not be played as Actions.

\I/_ e
® v
N2

WHEN ACTIVATED: Take a 3(®)-cost Technology.

Ignere prerequisites.

16
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Research costs increase by 2.

WHEN ACTIVATED: Take a 3(8)-cost Technology.

Ignore prerequisites.

Attacking a Planet requires 2 more &

WHEN ACTIVATED: Settle a Planet.

DA .

Planets cost 1 more to ANNEX.

WHEN ACTIVATED: All other players
downgrade Political Influence.

Hand size -1 for each Permanent Technology
in your Empire (min. hand size = 4).

WHEN ACTIVATED: Draw 5 cards
and ignore hand limit this turn.

¢

b
|




AGENDA -

T

+® for most Per t Technologi

9 (

After your turn, if you have *
the most Per t Technologies in play, get @

+® for most Fertile Planets.

After your turn, if you have
the most Fertile Planets (face up), get @

After your turn, if you have
the most Advanced Planets (face up), get @

After your turn, if you have the most
different Planet types (face up), get

Y

. e - _ > (s]
AGENDA W’ e e \
% e i'g & - ¥
| oculiil
( +® whenever you play
a 3©-tosl Technology card for its Action.

\ e

WHEN ACTIVATED: Take a 3(@)-cost Technology. E

Ignore prerequisites.

AGENDA W/ V' it

[ +® for most Metallic Planets.

After your turn, if you have
the most Metallic Planets (face up), get @

i 5 _h i,_'__:

\AGE /EW B ‘. _\

| +® for most Prestige Planets.

After your turn, if you have
the most Prestige Planets (face up), get @

17
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\ ONCE PER TURN:

piscard (@) 1o colleat T + @P.
\

\AG;N DA.. Sl

Players may not spend Ships for Research.

\\ WHEN ACTIVATED: Call another Role after this one.

AGENDA

+ @ for most Asteroids.

|

\ L

After your turn, if you have the most

\\ Asteroids (face up), get @

AGENDA o

\ Add @ to all REPARATIONS.

\\ WHEN ACTIVATED: Call another Role after this one.

18

Each Eminent Domain set has had an Alternate Victory card.
Traditional Victory is a special Agenda in Oblivion along
those lines. If you choose to play with the Alternate Victory
cards, then you should also play with Traditional Victory.

During SETUP, set Traditional Victory to the left of the top
Upcoming Agenda. Use the side that matches your player
count. This Agenda is always considered an Upcoming
Agenda when not active, but never changes in cost.

If Activated, move the card to the left of the topmost Active
slot. While active, no player can win the game with any of
the Alternate Victory cards (Elusive/Exclusive Victory,
Military/Economic Victory, or Coalition Victory). It always
costs the indicated number of to dismiss Traditional
Victory, it does not slide down the Active Agenda track like
other Agendas.

If Traditional Victory is dismissed, return it to its original
location beside the Upcoming Agenda track. When not
active, the Alternate Victory cards work as normal.

AG;HDA o Al R 4
...._.._ . Acnvnmmsmnss:s 0{

TRADITIONAL VICTORY @
||I Alternate Victory cards have no effect.
\ Traditional Victory is always Upcoming when not Active. (
I WHEN ACTIVATED: ! (
ANNEX any Planet as if it had Annex cost 0. ] T
2-3 Players d
|
\\ 4-5 Players

+ @ for most Exotic Planets.

| ]

After your turn, if you have the most

\\ Exotic Planets (face up), get @
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