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Story 
 

Congratulations! 

You’ve been selected to compete in Exit Velocity! Out of thousands of applicants you’ve been deemed 

worthy to be dropped off on a planet we pre-selected where you will gather resources to successfully 

build and launch a ship. Now before we get to the specifics, here is more about Exit Velocity. 

Exit Velocity was created for the sole purpose of galactic entertainment. What makes Exit Velocity so 

special is viewers have direct influence on what contestants get in terms of missions. So all we had to do 

is find an abandoned planet, shape it to our needs, and drop off however many contestants we want 

and we have the most popular game show in the universe. 
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Meet the Contestants 
 

Let’s Meet Our Contestants! 

 

In no particular order, we have the Natantus. Now don’t let these little floating balls of joy 

deceive you, they’re much smarter than your average contestant.  

 

 

 

 

Next we have the Mgeni. Their home world is so bad that if I owned both it and a sun, I 

would sell their world and live on the sun. These bug-eyed humanoids are tougher than 

your common box of space screws. 

 

 

 

 

Speaking of space screws we have the Ubuso. Also known as the guys you call when your 

spaceship breaks down in the middle of a gas giant and you can’t get it started. They love 

integrating technology with biology and they sure are resourceful, get it? 

 

 

 

 

Last but not least we have the Squabblenots. It’s always so hard to give them a proper 

handshake because you don’t know which tentacle is actually a hand. With so many 

appendages it makes them fast, really fast. 

 

 

 

With this diverse mixture of creatures let’s see how they fare in this season of Exit Velocity. 
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What makes Exit Velocity Unique! 

A Brief Introduction  
Exit Velocity features four alien teams that are deserted on a desolate planet with one mission—to be 

the first team off the planet. All for the entertainment of the game show viewers at home. The first 

team to successfully build, fuel, and launch their chosen ship off of the planet will come home to fame, 

glory, and cash.  As for the other three teams, the launch of the winning team’s ship means they can 

never be first. But, no one wants to be last either so keep going and get off the planet! 

Why Exit Velocity is Unique 
Exit Velocity is a multiplayer game about collecting resources in which contestants can utilize power-

ups, steal from each other, collaborate, deceive, and trade. It is up to the contestants on which play 

style they choose and if they decide to turn against their allies or stay true to their compatriots.  

 

Contents 
1 Game Board 

12 Base Tiles: 3 Green, 3 Red, 3 Blue, 3 Purple 

5 Dice: 1d6, 1d8, 1d10, 1d12, 1d20 

4 Wet Erase Markers: 1 Green, 1 Blue, 1 Red, 1 

Black 

120 Counters: 30 Green, 30 Blue, 30 Red, 30 Clear 

8 Contestant Tokens: 2 Natantus, 2 Squabblenot, 

2 Mgeni, 2 Ubuso 

1 Sand Timer: 60 seconds (1 side marked as top)  

64 Cards: 12 boon cards, 32 resource cards, 12 

mission cards, 12 ship cards (1 of each for each 

team) 

8 Contestant Cards: 2 Natantus, 2 Squabblenot, 2 

Mgeni, 2 Ubuso 

4 Pencils: 1 per player 

Assembly 

Contestant Tokens 
1. Print out the contestant tokens from the printable section.  

2. Cut along the solid lines around the outside of each token (figure 2). 

3. Fold along the dashed located at the bottom of each token cutout (figure 3). 

4. Overlap tabs A and B (figure 4) and place tape to hold them together (figure 4a). 

5. Completed player token (figure 5). 
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Figure 2                   Figure 3     Figure 4         Figure 4a          Figure 5  

Game Piece Construction 
1. From the printable section, print out the contestant cards, base tiles, as well as the boon, 

mission, and resource cards. 

2. Cut them out by cutting along the solid lines on the outside of the pieces.  
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Getting Started 

Choosing Races 
 Each contestant, in their best game show host voice, should read this sentence out loud: 

“Welcome to Exit Velocity!” 

 Now, everyone should decide who had the most convincing host voice. You can flip a coin, vote, 

or fight to the death; I don’t care; just figure it out so we can get going. 

 Whoever had the best voice gets to choose what race they want to be first. Then the contestant 

on the right gets to choose their race and so on until every contestant has chosen. Remember, 

no race can be chosen more than once. 

 Now each contestant gets one contestant card for their race.  

Contestants 
 Each contestant will get one token that corresponds to their chosen race. 

 Now, everyone place your token on any one of your base tiles. 

Teams (4+ players) 
 If there are more than 4 contestants, create teams of two. 

 Each team then gets 2 tokens. Each contestant can control one token. 

 If there are an odd number of contestants, 1 person can make up a team, but they still get 2 

tokens.   

Ships 

 This is very important, look through your ship cards and pick the ship that you want to build for 

the rest of the game. Choose wisely, because there’s no changing your mind. 

 Keep your ship a secret, you don’t want anyone figuring out what resources you need or how 

close you are to launching. 

Resources 

 Each team receives 50 metal and 50 fuel right from the start. That way you have something to 

lose should you fail early! 

 Resource Counter Values: 

o Fuel (red) = 10 fuel, requires a roll of 10 to gather. 

o Metal (green) = 10 metal, requires a roll of 10 to gather. 

o Super Fuel (blue) = 50 fuel, requires a roll of 50 to gather. 

o Super Metal (clear) = 50 metal, requires a roll of 50 to gather. 

Let’s Play 

 We’re all about fairness here at Exit Velocity. True, we do want you to basically fight to the 

death, but do it fairly! So make sure that the top of the timer has all of the sand and the other is 

completely empty. 
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 The last contestant to select their race gets the first turn. Play moves clockwise from that 

contestant. 

Setting Up 

Board Construction 
1. Place mat on flat surface with the hex side up. 

2. Use the Board Setup Diagram to figure out where things should go. 

3. Use a black marker to draw X’s on the areas where the Impassable Tiles are marked on the 

Board Setup Diagram. 

4. Use a green marker to draw R’s on the tiles where the resource spawn points are marked on the 

Board Setup Diagram. 

5. Place the tier 1 base tile cutouts on the appropriately colored corners according to the Board 

Setup Diagram. 

a. During play, you can replace these tiles with the corresponding base tile cutouts as your 

base grows. 
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Sort the Cards & Card Placement 
 Shuffle the resource and mission cards together and place them face down in the area marked 

Resource Cards on the Board Setup Diagram. 

 Shuffle the boon cards and lay the deck face down in the area marked Boon Cards on the Board 

Setup Diagram. 

 

 
 

Resource Setup 
 Draw 5 random resource cards and place them face down without looking at them, one on each 

resource spawn point. 

 Flip over the resource cards on the board and place the indicated resources on each 

coordinating resource spawn point. 
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Image of Game Board Ready for Play 

Simulated Board Diagram 
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Live Example of Game Board Ready for Play 
 

 



©2014 HomebrewedGames_Prototype_0814 for Exit Velocity  13  

Contestant Cards 

 
A.   Ability – Every race has its own special ability that can help you win the game. 

B.   Current Tech Level – This box provides an area for the player to note their current tech level. 

C.   Carrying Capacity – This is where you will store your resources before you drop them back off at you 

base. There’s only room for one resource in each slot and you can only use as many resource slots as 

your current tech level will allow.  The higher your tech level, the more you can carry in one trip. 

Underneath each resources slot, it tells you what tech level you need to be at to unlock it. 

D.   Boon Card – This is the area will you will display your active boon card. Any inactive boon cards can 

stay in your hand and out of sight from the other contestants. But as soon as you use one, place it here 

so everybody can see it. 

E.   Tech Required Roll –This shows the amount you need to roll, and which die to use, in order to 

tech up. 

F.   Commercial Breaks – Commercial breaks are your friends! Whenever you use one, check a box. This 

will keep track of how many commercial breaks you have left. Oh, and if it didn’t click, two boxes means 

you only get two commercial breaks. 

G. Tech Hold - This is where you keep track of how much tech you have researched toward your 

next level. You should write the total research amount achieved when you break up your tech rolls over 

multiple turns. We wouldn’t want you to keep it all in that pretty little head of yours 
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Introduction to Exit Velocity 
The contestant voted to have the best Game Show Host voice should read the following out loud to the 

group: 

“Welcome to Exit Velocity, the most popular game show in the universe; the game where 

the viewers, are the judge, jury, and executioners. In this game show time is never on 

your side. The rules are simple. Find resources, build your ship, and launch. Your best 

friend is our super advanced timekeeping device. You need to declare what you plan on 

doing at the beginning of your turn and then start the timer. Once you’re done with your 

turn, stop the timer. If you don’t complete what you declared, you failed your initial 

intentions and have to pay a penalty but you maintain the amount you’ve collected. 

Now I’m a nice host and will give every team two commercial breaks. Commercial breaks 

are beneficial for the team; you get to restart the timer with a fresh sixty seconds for 

your turn. You have to announce that you’re using your commercial break at the start of 

your turn. If you haven’t noticed a recurring theme here, declare your intentions at the 

start of your turn and don’t waste my time. Remember, above all else contestants are 

not allowed to kill each other; that’s my job. So let the games begin!” 

 

Now that everyone has been succumbed to the horrible imitations of me, and the best sounding guy or 

gal has been selected let’s move on to the tedious rules. Now I know this is a lot but if you don’t read 

them, there will be no end to the liabilities or people suing us. So read it all and read it carefully. We 

don’t want anyone blowing themselves up, that would be hilarious, actually. You know what, go ahead 

and blow yourselves up. Just make sure you’ve read the rules first. Remember everyone’s here to be 

entertained so let’s make it one hell of a show. 

On a Contestant’s Turn 
As a contestant, you may move freely and perform any action you desire.  You may not, however, 

perform an action you did not first announce.  You have free choice as to how many actions you perform 

on your turn and how many times you perform each action with one exception, movement. Movement 

is limited to a maximum amount of spaces per turn. 

 

The actions available to you are: 

 Move  

 Gather 

 Deposit 

 Steal 

 Research Tech 

 Launch 
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 Commercial Break 

How a Contestant Moves 
A contestant moves by first declaring how many spaces they are going to move at the beginning of their 

turn.  

Depending on tech level, a contestant may move: 

 

 Up to 4 spaces as tech 1 and tech 2 

 Up to 5 spaces as tech 3 and tech 4 

 Up to 6 spaces as tech 5 

o Squabblenots may move 5, 6, and 7 spaces respectively because of their special ability. 

 

Contestants may move onto any unoccupied space adjacent to them. They may not move onto spaces 

marked with an X or spaces that currently have a resource or another contestant on them.   

Contestants must tap on each tile that they pass over during movement.   

Contestants may move, perform an action, and move again as long as all of their allotted movement has 

not been performed.  But I don’t think we really needed to tell you that. Did we? 
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How a Contestant Gathers Resources 
Gathering requires five criteria to be successful: 

 

 The contestant must be next to a tile in order to collect the resources on it 

 Dice roll must sum up to or exceed the required amount for collecting the resource 

 Rolls must be counted out loud. If contestants don’t state the sum of their roll before rolling 

again. That roll does not count and they have to roll again. 

 In order to gather, a contestant must have an open resource slot on their contestant card. 

 The marker representing the resource must be picked up and placed on their contestant card 

before stopping the timer. 

 

If any of the above criteria is not met, the action of gathering fails. If the failure was a result of the timer 

running out during the attempt, then the contestant should immediately determine the outcome for 

their failed action (see penalties). 
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How a Contestant Deposits Resources 
When a contestant announces what they are doing for their turn, they have to announce if they will be 

depositing their resources.  

 

 Contestants must be on one of their own base tiles in order to deposit resources.  

 Once resources are deposited, that contestant’s turn immediately ends.  

 

If a contestant is in their base and depositing resources, they will not be penalized if their time expires. 
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How a Contestant Steals Resources 
Stealing requires six criteria to be successful 

 

 In order to steal, a contestant must announce that they are going to try to steal along with the 

amount of the specific resource they want to steal. 

 The contestant must be on one of the base tiles of the contestant they are attempting to steal 

from. 

 The contestant whose resources are being stolen must have resources to steal.  

 The stealing contestant’s dice roll total must sum up to or exceed the amount they are 

attempting to steal. 

 Contestant must have enough empty slots on their contestant card to carry the resources they 

are attempting to steal. 

 If the stealing player rolls a higher number than the defending player then the stealing player 

steals 10 resources from the defending player plus 10 resources for every 10 over the 

defender’s roll. 

 

Stealing works differently from gathering in that the number of rolls taken to steal the intended 

resources must be noted and that the contestant doing the stealing does not need to physically pick up 

the stolen resources until after the turn is complete. The opposing contestant is allowed to roll defense 

against the stealing contestant.   

 

       

How a Contestant Defends Against Stealing 
A defensive roll does not count as a turn and the timer is not used when defending.  

 Defense rolls only occur in the event that a contestant attempts to steal resources from another 

contestant’s base.   

 After the contestant who is attempting to steal has completed their turn, and only if it was 

successful, the defending contestant gets the same amount of rolls that the attacking contestant 

used to attack them.  
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o If the defending player rolls a higher number than the attacking player then the 

defending player steals 10 resources from the attacking player plus 10 resources for 

every 10 over the attackers roll. 

How a Contestant Researches Tech 
Tech is a resource in the game that is earned through research. Researching is performed by simply 

rolling a die on the contestant’s turn, up to a pre-specified amount. Rolling for tech may be broken up 

over multiple turns if the contestant announces their intention to complete a specific part of the 

required roll, progress can be recorded on the tech hold section of their contestant card. Each tier of 

tech requires a specific number to be rolled on a specific die and requires the contestant to be on their 

base tile when researching.  The number required to raise a contestant’s tech level increases for each 

consecutive level. After achieving a new tech level the amount researched resets to zero. 

 Tech Level 1 – Default tech level at the start of the game 

o Use of 1d6 for research, stealing, and resource collection allowed 

o First resource collection slot unlocked 

o Movement is limited to 4 spaces per turn 

o Tier 1 base available 

 Tech Level 2 – Requires a roll of 30 on 1d6 

o Use of 1d8 or inferior die for research, stealing and resource collection allowed 

o Second resource collection slot unlocked 

 Tech Level 3 – Requires a roll of 70 on 1d8 

o Use of 1d10 or inferior die for research, stealing, and resource collection allowed 

o Third resource collection slot unlocked 

o Movement increased to 5 spaces per turn 

o Tier 2 base unlocked 

 Tech Level 4 – Requires a roll of 120 on 1d10 

o Use of 1d12 or inferior die for research, stealing, and resource collection allowed 

o Fourth resource collection slot unlocked 

 Tech Level 5 – Requires a roll of 220 on 1d12 

o Use of 1d20 or inferior die for stealing and resource collection allowed 

o Fifth resource collection slot unlocked 

o Movement increased to 6 spaces per turn 

o Tier 3 base unlocked 

How a Contestant Launches Their Ship 
Launching is required to win the game. There are three ships in the game, each with their own unique 

launching requirements that are noted on that specific ship’s card. If a contestant controls the resources 

required by their ship type to launch they are free to announce their intention to launch on their next 

turn. There is no timer for a launching contestant. Contestants may cancel a launch in progress but the 

launch sequence must start again from zero. On the launching turn and every following turn the 

contestant is allowed to roll their tech die one single time.  The amount rolled goes towards the 
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required launch number of the ship they are using. If the contestant reaches the required launch 

amount dictated by the ship card, they have won the game.  

 

Opposing contestants are allowed and encouraged to steal the resources from a contestant who is 

attempting to launch.  If an opposing contestant causes the resources of the launching contestant to fall 

below the launch requirements of the ship they are using before they successfully launch, the launch 

fails and the launch sequence is reset to zero. 

How to Take a Commercial Break 
 A contestant must announce that they will be using a commercial break at the beginning of their 

turn. 

 Taking a commercial break will allow the contestant to reset the timer for their turn. 

 Contestants only get two commercial breaks per game, be sure to use them wisely! 

 Contestants have to mark on their contestant card each time the choose to take a break. 

 Once announced and verified by the others, the timer should be reset and the contestant gets a 

full timer in which to complete their turn! 

Missions 
Mission cards give contestants an objective to complete in order to have the chance to gain an 

advantage over the other contestants. Mission cards are randomly mixed in with the resource cards. 

When a mission card is drawn, it is immediately activated. 

 Upon receiving a mission card the contestant should read the card aloud to all contestants. 

 Contestants are teleported to their base where they can decide if they want to participate in the 

mission.  

 The mission card should then be placed face up in the active mission card area, where it can be 

seen. 

 The first person to complete all of the criteria for the mission will gain a boon card.  

Boons 
A contestant earns a boon card by being the first to complete a mission. 

 When a contestant is the victor of a mission, they get to draw a boon card from the top of the 

boon card deck. 

 The player must follow the rules on the boon card, no exceptions! 

 A contestant can only use one boon card at a time.  

 When a boon card is used up, the card is placed in the discard pile and cannot be used again.  

 Boon cards are able to be played at any time during gameplay, unless the contestant already has 

a boon card activated. In that case the contestant must wait until it is their turn again to switch 

out their boon cards.  

 Contestants can keep the instructions on the card a secret from other players until it is activated 

and there is no limit to how many boon cards a contestant can own. 

 Boon cards must be placed face up on the contestant card while active. 

 Boon cards can be traded between contestants. 
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Timer Rules 
 Used in every turn except during a launch sequence. 

 When the contestant receives the timer, they must announce what they intend to do during 

their turn. 

 The timer is started immediately after the contestant announces their intentions. 

 The timer is stopped at the end of the current contestants turn. 

 The current contestant must hand timer to the next contestant. 

 Players should determine what type of timer they are using in order to know which way to run 

the timer.  The timer should be marked on one side for players to determine the direction of 

flow. Marking both sides is preferred but only one mark is required. 

 New Timer - If the timer is empty the player should restart the timer for their turn.  This is 

referred to as a new timer (Figure 1). 

o Use: The timer should be used as is (Figure 2).  No special rules are required for new 

timer use 

 Clean Timer - The timer is clean if it was new on the previous turn. 

o Use: In this case the timer should be turned over and run in the opposite direction as it 

was when it was new (Figure 3). 

 Dirty Timer - The timer is “dirty” if it was clean or dirty on its last turn. 

o Use: Dirty timers are run in the same direction until empty (Figure 3 – Figure 4). 

 
              Figure 1                  Figure 2    Figure 3     Figure 4 

 If time runs out on a contestant, they incur a penalty (see penalties). 

 If time runs out a second time, the contestant incurs a second penalty (see penalties). 

Turn Sequence 
 At the beginning of a contestants turn, they must announce their intentions. Contestants also 

have the option to activate a boon card or take a commercial break. 

 After they announce their intentions, they must start the timer to begin their turn. 

 While the timer is running, they must complete every action that they have previously 

announced. 

 If they complete their announced intentions for that turn and the timer has not run out, they 

continue to play unhindered. 

 If they do not complete their announced intentions for that turn before time expires, they must 

pay a penalty (see penalties). 

 If that contestant fails again, they must pay the penalty for second failure (see penalties). 
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Ending a Turn 
Ending your turn can be done multiple ways. 

 If a contestant completes all actions they have declared at the beginning of their turn, the turn 

ends. 

 If a contestant returns to base and deposits their resources, their turn immediately ends. 

 If a contestant declares that they are skipping a turn then they must pay a penalty and their turn 

immediately ends (see penalties). 

 If a contestant runs out of time they have failed.  To determine the next course of action see 

penalties. 

Penalties 

Failure 
A failure occurs when a contestant runs out of time while attempting to complete their stated actions.  

There are two different outcomes for a failure depending on whether it is the first failure or the second 

failure.  

NOTE: Any resources used to pay a penalty must be recycled back into the unused resource pool to be 

used again later. 

First Failure 
When a contestant runs out of time while attempting to complete their actions, it is considered a first 

failure.  The contestant must pay a penalty fee of 100 metal and 100 fuel. The contestant is then free to 

restart the timer and complete their turn in full.  

Second Failure 
When a contestant fails to complete a task a second time in a row they must pay a penalty of 200 metal 

and 200 fuel.  This is on top of the previous 100 metal and 100 fuel penalty incurred for their first failure.  

The contestant is also denied the chance to replay their turn.  They must immediately pay the penalty 

and hand the timer to the next contestant.  The next contestant should receive a new timer. 

Skipping a turn 
Every contestant has the option to skip their turn. Upon skipping their turn, the contestant must pay a 

penalty of 100 metal and 100 fuel. Additionally, the contestant's turn is over, as if that wasn’t obvious. 

Winning the Game 
 Contestants must retain the necessary resources throughout the launch sequence in order to 

win. 

 Contestants must state their intention to launch and proceed to launch sequence. 

 Contestants must be able to show their selected ship and resources to verify their matching 

requirements and depository. 

 Contestants then get one roll per turn to meet the required number for launching their ship. 

 Once the contestant survives the launching sequence, they win! 
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Frequently Asked Questions 

What happens if someone launches? 
Well, first to launch is the winner, everyone else is then fighting for second or third place. All the rules 

still apply so the remaining players can keep being as sneaky and underhanded as they would like. 

What happens if we run out of resource counters? 
Congratulations are in order! You’ve tapped all the resources on the planet. That’s only an issue if you 

don’t have enough to launch, so you might have to start stealing! 

What happens if we run out of missions? 
That’s the end of the missions. Time to really get down to business and get that ship off the ground! 

Once resources have been deposited at a base where should the resource 

counters be placed? 
The resource counters must be placed in front of the contestant that owns them and in plain view for 

other contestants. This is the only way other contestants can be aware of progress and possible stealing 

opportunities.  

Why can’t I defend my base while I am launching? 
While it is nice to sit back and watch something rocket into space, if you’re in your base watching and 

defending you cannot very well be in the ship too, now can you? Remember the object is to escape the 

planet, not just launch a ship. Unfortunately, your base must be left unattended during your launch. 

If a player has not deposited their resources can I steal them from the player 

outside of their base? 
No, this is not allowed unless you use the subterfuge boon card. The resources are heavy enough 

without having to fight people off on your way home. 

When first starting the game can I place my base closer to the resources and 

then, when I tech up, build into the corner? 
No, the starting three base tiles should be placed in the corner as shown in the board setup diagram. 

Your base expands as you upgrade tech; we would want you starting with an unfair advantage would 

we? 

When a mission card is drawn do I have to participate? 
No, you do not have to participate but you do still get sent back to your base.  If you decide to just go 

around and gather resources on your turn feel free.  But, without participating there is no way to get a 

boon card. 

How do I know what base tile I should use for my contestant? 
The contestant cards have a portrait of each race exactly the same as the contestant tokens.  Each 

contestant card has a colored border that corresponds to the color of the base tiles that should be used. 
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If I leave my base while in the middle of researching tech, do I have to start over 

at zero? 
No, the amount that you have rolled towards a new tech level can stay with you until you reach that 

tech level. But the counter does start at zero after you have reached that tech level. 

Do I have to use the die that corresponds to my tech level? 
No, you can use any inferior die you would like. But you cannot use a die that is higher than the one 

dictated by your tech level.  
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