
 



 

 

1 player - 15 Minutes 

Resources are scarce, but isn't the universe infinite?, ironies of 

reality. We must look for Planets and take them, we need them, 

most probably we are a superior race that doesn't need to 

recycle, and whatever the case, that over there will be my planet, 

get out that´s my planet! 

In That's my Planet! you are a general in charge of a large army, 

you will carry out the recruitment of aliens, the formation of 

teams and the actions to be performed, the objective is ruler over 

the planet of the solar system, sounds simple, isn´t it?, but you 

must regulate the resources you use and achieve the best perfor-

mance to satisfy your superiors. 

 

 

Four 6-sided dice (one blue, one red, one yellow and one white), a 

deck of 52 traditional playing cards, a copy of the board sheet, a 

copy of the player sheet and a pencil. 

Put, in front of you, the player's sheet and, on it, the game 

board. Put on the Mother Ship the Red , Blue and Yellow die 

with the valeu 6 faceup, these will represent the different ships 

that contain the different teams you will perform later in the 

Drafting, take the deck of cards, remove from the game the 

cards J, Q and K, leaving only the cards with numbers and the 

Aces with the Jokers. Once you do it, shuffle the deck of cards 

and you can start with the Drafting. 

Drafting" is the action of performing a logical or random sorting 

of a deck of cards by consciously or randomly selecting cards 

from different smaller decks. 

This is the moment to select your personnel, the aliens that will 

be under your charge and will help you to dominate the rest of 

the planets. 

Take the deck of cards already shuffled and discard the first 2 

cards of the deck, then show the first 4 cards of the deck, choo-

se 3 of them and put a card in each Team Zone marked on the 

game sheet, discard the fourth card, continue with the rest of 

the cards until there are no more cards left to perform the 

"Drafting". 

 

Considerations during the Drafting: 

 Keep the larger numbers and Aces, they will make your game 

easier to play. 

 Try to leave cards of the same color in the same deck, this will 

give you bonuses when performing the actions of the game. 

 If you draw the joker, discard all the four cards. 

 If you draw the 2 jokers, shuffle the four cards and continue 

drafting. 

Example: at the beginning of the draft I take the first two cards 

from the deck and put them to the discard pile. 

 

 

 

 

Then I take the first 4 cards and I get the ones in the next pictu-

re, 

 

 

 

 

 

It is then that I decide to place the 10 of Diamonds on the Con-

quest Team, the Ace of Club on the Invasion Team and the 8 of 

Spades on the Infiltration Team, sending the 5 of Hearts to the 

discard pile. 
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The second time I draft, I get 2 Jokers, so I  have to put them back  

and shuffle them in the deck, then continue with the draft. 

 

 

 

 

 

 

 

 

 

 

 

 

 

The third time we draw we get only one Joker, so we have to send 

all the drawn cards to the discard. 

Drafting continues until there are no cards left in the deck. Each 

Team Zone must have 8 cards and 21 cards left in the Discard 

Pile, then take these cards and remove the Jokers from the ga-

me and shuffle the remaining cards, place this new deck to the 

side of your Player Sheet, which will now be called the 

"Recruitment Zone". You can start playing. 

 

During your turn you have a series of actions that you must 

perform in the following sequence. 

 

Phase 1: Manage Teams; Take a die that is somewhere on the 

board and move it to a planet that is unoccupied (that does not 

have a die on it) or to the "Mother Ship" (where up to 3 dice can 

be at the same time). When you move a die, you deduct the 

amount of Fuel noted in the middle box of the die you moved. 

You must move a different die each turn. 

 

when the die reaches 0, remove it from the board and place it in 

the breakdown zone (see below) 

 

 

Example: You have decided to Conquer a planet, so you move 

the red "Conquest Team" die to it. When you do so, the die redu-

ces its value by 3 points because that is the fuel cost of the route 

you used to do so (indicated on the green fuel container in the 

middle of the Route). 

Example: the next turn, you can no longer move the red die, so 

you decide to move your Invasion team to the same planet, but 

as long as the conquering team is still on it, you can't move a 

team there. So you must move the Infiltration or Invasion team 

to another planet. 

 

 

 

 

 

 

Phase 2: Perform an action; to understand the order of attack 

on the planets we must first understand the hierarchy of the 

different actions we can perform. 

 

 

 

Conquest is greater than Invasion and Invasion is greater than 

Infiltration, therefore, Invaded or Conquered planets cannot be 

Infiltrate and you cannot Invade Conquered planets. 

 

 If you move the Infiltrate (Yellow) die on a Planet that 

has not previously been Infiltrated, Invaded or Conque-

red, you may attempt to Infiltrate it. 

 If you move the Invasion (Blue) die on a Planet that has 

not been previously Invaded or Conquered, you may 

attempt to Invade it. 

 If you move the Conquest (Red) die to a Planet Box that 

has not been previously Conquered, you may attempt to 

Conquer it. 

Mi-
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When Infiltrating, Invading or Conquering you must calculate the 

Planet's competition and the value of the Action: 

Competition of the Planet:  

Roll 6-sided die (white die) and apply the corresponding modifier 

depending on the action you have performed, this modifier is 

adjacent to the planet. 

 

 

 

 

 

 

 

 

 

Action Value:  

Discard a card from the card pool and determine its Action Value 

by taking the card pool from the corresponding team you are 

using (Infiltration, Invasion or Conquest) and applying the modi-

fiers: 

The card will gain +1 for each extra card that is the same symbol. 

 

Example: if you discard a 10 of Club and you have 3 other cards 

of Club within the same symbol in a Team, so the card score will be 

13. 

 

 

 

 

 

 If you have an Ace of the same symbol as the card you used, 

you will add an extra +1 (+2 in total) to a card of the same 

type (color and symbol). 

Example: if you discard a 10 of club and you have 3 other club 

in the same team's set, one of them is the Ace of Club, so the 

card score will be 14 (10 base + 2 cards of the same type +2 for 

an Ace of the same type). 

 

 

Resolve the Action:  

Discard a card from the cards pool used and compare its action 

value to the competition of the planet. 

If the Action Value of the discarded card is greater than the 

Planet's Competition, you have succeeded the Infiltration, Inva-

sion or Conquest of the Planet (depending on the action deter-

mined), make the corresponding X mark on the Game Sheet in 

the Planets section. 

Example: if the planet was Invaded, mark an X in the box on 

the Blue Line. Remember the Hierarchy levels of the actions, 

from now on, you cannot try to Infiltrate the Planet, but you can 

Conquer it. 

If the Action Value of the discarded card is less than the Planet's 

Competition, you have failed the task, move the die on the pla-

net to the  Breakdown Zone on the Game Sheet (explained la-

ter). 

 

 

In the case that you have moved a die to a planet where you 

cannot perform that action, return to Phase 1. 

 

 

Other actions you can perform 
During the turn you have other actions you can perform before 

Phase 1 or between Phase 1 and 2. You can perform these ac-

tions as many times as you want per turn. 

Recruit 
Choose a lot of cards in a Team zone (Infiltration, Invasion or 

Conquest), take a card from the top of Recruitment Deck and 

put it in that lot of cards, mark a box with an X in the Recruit-

ment Zone. 

 

 

 

 

 

Refuel 

There are two options for this action: 

1.- Use the Reserves: Take a die in the Game Sheet, and increa-

se its value by 1 (Example: go from 4 to 5) mark a box with an X 

in the Fuel Reserve zone (you cannot increase the amount of 

fuel in a die over 6). 

 

 

 

 

   

 

   
 

03 



2.- Fuel Search: discard the highest Action Value card from a Tea-

m's card pool and increase the die value of the same Team to 6 . 

 

 

 

 

 

 

 

 

Example: you need to move the Conquest Team from a planet to 

the Mother Ship, however, you have only 1 fuel point on it and 

must pay 3 fuel points to move it, you have two options, you mark 

3 boxes on the Fuel Reserve zone and increase its value to 4 or you 

take the highest Action Value card from the Conquest Team's card 

pool and automatically increase its value to 6. 

 

   
 

Breakdown and intergalactic bank 
Expeditions must be commercialized by someone, no? well, 

here it's no different, there is an Intergalactic Bank that basically 

will try to take away as much as it can from you regardless of 

the conditions in which its own contributors end up, it seems 

familiar to you, well, the space is cruel. 

How do the dice get into the breakdown zone? 

Two ways: 

1.- You run out of fuel; in response to the fact that to move a 

ship from one planet to another it runs out of fuel (0 or less), 

you must place the corresponding die in the Breakdown Zone. 

2 .- The Action value of the discarded card is less than the Com-

petition of the Planet, in this case, the die automatically beco-

mes in the Breakdown Zone. 

 

Remove a die from the breakdown zone? 

To do this, you must mark an Intergalactic Bank box with an X, if 

you do, take the die and place it on the Mother Ship, with its 

fuel score at 6. 

 

The game ends when you have no moves left or when you deci-

de to end it, whichever is the case, you must start with the cal-

culation of points. 

First you must go to the section of the planets, the most positive 

points will be seen in this panel, so you must try to get as many 

marks as possible. 

Here you must add up the number of points in each of the 3 

columns and multiply it by the multiple on the given box (the 

marks of infiltrated planets must be multiplied by 3, Invaded by 

4 and Conquered by 5) and place the result in the lower box. 

Copy this result to the boxes with the same colored borders on 

the Totals line. 
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Then you must do it horizontally and multiply it by the multiple 

before the grey box and finally add up all the grey boxes in the 

first box of the totals line. 

 

Example: if a player achieves the following marks, he will 

achieve the next score;  
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You must then add up the marks in the Recruitment, Fuel Reserve 

and Intergalactic Bank boxes and multiply each by the multiple 

shown on the Player Sheet. Copy the results to the totals line. 

 

Example: Let's start with the recruiting marks, here we count the 

marks and multiply by 1. as we have a total of 3 marks, the result 

is 3. 

 

 

 

 

 

 

 

 

Let's continue with the Fuel Reserve, here after counting the 

marks, we multiply by 2. as we have a total of 8 marks, the result 

is 16. 

 

 

 

 

 

 

 

 

Finally we go to the Intergalactic Bank section, here after counting 

the marks, we multiply by 5. as we have the total of 2 marks, the 

result is 10. 
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Finally we made the final calculation on the totals line. 

 

Example: if we follow all the previous examples, we will 

get a final result of 43. 

 

 

With our own skill and luck with the cards during the 

Draft. Each game is different depending on how we use 

our resources, measure your performance by comparing 

the totals of different games, come on and share with us 

in our social networks your different scores, we will make 

a ranking of the best players, we will give prizes and new 

surprises. 

 

 

Well, go and play a couple of games, compare your scores 

with your friends, soon we will bring new updates, which 

will add new mechanics to the game, constantly check 

our social networks. 

  

 

In Nebral Games we have more than 16 board games 

published in our Facebook Fan Page, all of them are in 

Print & Play format and are completely free, so what are 

you waiting for? 

https://www.facebook.com/NebrallGames
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