Cat Quest: Space Adventure!
Game Rules

Back Story
Once upon a time in the near-enough future, the Cats of the Earth began to develop special powers. This did not change their behavior much (they still mostly ignored us humans), but it was just plain creepy. In a show of fear and solidarity, we banished the Cats to all edges of the Solar System. Quite a sight all those one-way rockets to space...

Anyway, we shouldn’t have been so hasty. The Dogs eventually developed those powers, too and they weren’t so interested in being Man's best friend anymore...

Necessary Bits
Included:
· board-fancy.pdf – Print 1
The full color game board. Will probably zap home printers of all black ink though.
· board-ink-saver.pdf – Print 1
The simplified game board. White background, less ink.
· directions_READ-ME.docx – Print 1
Rules for the game. You’re reading it right now!
· cards.pdf – Print 3
Contains Solcat, Merkitty, Venyu, Marsiamese, Jupersian, Caturn, Purrinus, Neptabby, Plukitten, Metal Doom Dog, Water Doom Dog, Earth Doom Dog, Fire Doom Dog, and Air Doom Dog cards. After printing, you should have 3 of each card.
· cards2.pdf – Print 1
Contains 4 Common Earth Cat cards and 4 Reference Cards.
· pieces.pdf – Print 1
Contains Mercury, Venus, Earth, Mars, Jupiter, Saturn, Uranus, Neptune, Pluto, and 4 Player Ship Tokens. Place coins on the back for weight.

You’ll need:
· 2 standard 6-sided dice (one white, one black or otherwise distinct)
· Up to 13 small coins (we suggest American pennies as they have no other utility)

Object
Players must liberate the Earth by chasing down elemental cat warriors from the disparate planets in the solar system and sending them into battle against the dogs that have enslaved it. Yeah, it’s that kind of game.

Setup
1. Place the inner planet markers (Mercury, Venus, Earth, and Mars) in their starting positions at 1. To place the outer planets (Jupiter, Saturn, Uranus, Neptune, and Pluto), roll both dice. Multiply the face of the black die by 6 and add the white die and place the planet on that dot. For instance, if you rolled black 4, white 3 you’d place that planet on spot 27 in its orbit (4 x 6 = 24, 24 + 3 = 27).  Repeat this process for each of the outer planets.
2. Shuffle the 15 dog cards. Choose 5 at random and place them face down next to the game board. Place the others back in the box sight unseen.
3. Give each player a Common Earth Cat card and place their spaceship on the Earth. Subtract 1 from the number of players and place that number of alien cats per planet near the board. The player’s whose birthday is closest to July 20th (God Bless you, Neil) goes first.

Game Turn
On each turn, players may either:
Move their ship, recruit Cats to their team and/or use abilities possessed by their previously recruited Cats 
-OR- 
Attempt to battle the Dogs on Earth.
Either way, after every turn, the planets continue their orbit around Sun.

Movement
Roll both dice and add their numbers normally. The total is your available speed to move your ship this turn. Moving between the positions in an individual planet’s orbit count as one space. Moving between adjacent orbits costs 1 for planets in the inner ring and 2 for planets in the outer ring. The adjacent spaces to your ship are the two or three spaces in the next orbit closest to your current position. You do not need to use all the speed available to you during your move.
Movement through the asteroid belt
Moving from the inner ring to the outer ring (the orbits between Mars & Jupiter-- separated by the asteroid belt) costs 3. You cannot occupy the asteroid belt. If you cannot pass through it, your position remains in the orbit of Mars or Jupiter. 

All positions in Mercury’s orbit are distance 1 from the Sun.
If you begin or end your movement on a planet (or the Sun), you can recruit one of the Cats there.

Recruiting a Cat:
When your ship shares a space with a planet (or the Sun), stack it on top on the celestial body to indicate its orbit there. Recruit a Cat by taking a corresponding Cat of that planet from the deck and adding it to your own. Place it face down in front of you. You’ll want to try to get a mix of Cats, because you’ll need a mix to win the battle with the Dogs. Cats from the inner planets will possess only an Elemental power. Cats from the outer planets will have special abilities in addition to their Elemental power. Players cannot have two Cats from the same planet in their arsenal at any time. Players may retrieve a Cat a second time if they lost it in a battle with the Dogs. 
Special Rule regarding trading: Players may trade Cats between their arsenals if they share a position anywhere other than Earth. At least one Cat from each player must be traded and all players directly involved in the trade must agree to it. Bystanders complaints can be ignored or celebrated, but will have no effect on gameplay. Players must still adhere to rules regarding origin planets of their Cats (one from each maximum).

Special abilities:
Cats from the outer planets have special abilities that give you advantages prior to or during the fight with the Dogs. These abilities cannot be used on the same turn the Cat is acquired. To use a Cat’s ability, the Cat's card is played face up in front of you. If this is done to use a Space ability, the Cat can still be used for its Elemental power in the battle with the dogs. The Space abilities can only be used once per Cat, likewise the Battle abilities can be used once per battle.

Special abilities explained:
Jupersian (Jupiter Cat): Incinerate (Battle Ability) - “burn” a face down Dog card before it is revealed and replace it with a random new one from the box. This ability works against previously revealed Dog cards as well, but the use of the ability must be declared before the card is turned face up.
Caturn (Saturn Cat): Earthquake (Space / Battle Ability) - Re-roll one or both dice. This can be used to replace ANY die roll, even Plukitten's. Remember this ability can only be used once per recruitment.
Purrinus (Uranus Cat): Levitation (Space Ability) Sneak a peek at the next Dog Card that has not been revealed in battle to all players. The identity of this peeked card will only be known to the player of Purrinus. If you somehow procure Purrinus again, you won’t be able to dig deeper until that card has been revealed in battle. This ability must be used during travel around the gameboard and cannot be used during a battle involving the holder of Purrinus.
Neptabby (Neptune Cat): Tsunami (Battle Ability) - When Neptabby defeats a Dog, that Dog is removed from the game entirely and not replaced. This permanently decreases the number of Dogs that need to be defeated, but increases the likelihood another player can win the game if the player of Neptabby does not win this turn. This ability is ALWAYS activated when Neptabby is used in battle. She just cannot help it.
Plukitten (Pluto Cat): Itty Bitty Kitty (Battle Ability) - Plukitten can battle as a normal Elemental Metal Cat to defeat Air & Earth Dogs, but can also be used against any of the other Dog Elemental Types. When using this ability in battle, roll one die. If the result is odd, Plukitten wins. An even result loses the player the whole battle. Like all the other abilities, this is a one shot.

End of round:
The round ends once every player has had a turn. At the end of every round, each planetoid moves 1 position counterclockwise in its own orbit according the chart printed on the gameboard. Any ships already on a planet go along for the ride. If the planet encounters any player ships along the orbit to its new position, those ships will begin their turn on that planet. Encountered ships do not affect the planet’s new position. Note: the Sun does not have any other positions. Pluto is not a planet (THANKS, NEIL DEGRASSE-TYSON), but it moves anyway.

Earth Battle - Taking it to the Dogs:
Once you’ve collected a worthwhile number of Cats and a will to win, travel back to Earth to face the Dogs in battle. The top Dog card is revealed to you (and crucially, to all the other players). You must choose a Cat from your arsenal with a corresponding Elemental power (see chart below) to defeat it. The Cat you choose cannot fight again in this same battle. You must face the remaining Dogs with your remaining Cats. Your turn continues until beat each of the Dogs in order and you win or you encounter a Dog you cannot defeat, and you lose. If you lose, you must leave the Earth on your next turn and try to return later with all the Cats you need. Post a marker indicating your score on the score track. All the Dogs you defeated are returned to the top of the Dog deck in the same order they appeared (unless any were defeated by Neptabby and were removed). Should you lose a battle, you must forfeit a randomly chosen Cat used in the battle back to its home planet as a penalty. Mix up your Battle used Cat cards and present them face down. The player to your left will select the Cat you lost (gleefully).

Elemental Powers Explained:
Metal & Fire Cats beat Air Dogs
Air & Metal Cats beat Earth Dogs
Earth & Water Cats beat Fire Dogs
Fire & Water Cats beat Metal Dogs
Air & Earth Cats beat Water Dogs

Winning
The first player to defeat all five Dogs or the player who defeated the greatest number of Dogs in a single challenge when all Cats have been recruited is the winner. If there is a tie, the player who first beat the winning number of Dogs is the winner.
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Errata
The planetoids in order from the center out (and their associated kitties):
The Sun (a star and the quite temperate home of Solcat)
Mercury (home planet of Merkitty)
Venus (Venyu)
Earth (Common Earth Cat. Possibly named Mike... he doesn't really respond to it)
Mars (Marsiamese)
--Asteroid Belt-- (home to nothing useful)
Jupiter (Jupersian)
Saturn (Caturn)
Uranus (Purrinus)
Neptune (Neptabby)
Pluto (a dwarf planet, home to Plukitten)
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