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The world is under siege. Creatures from beyond

the stars or under the sea or something are

threatening our very existence. YOU are

members of a high-level global security

council. Working remotely, preferably in the

shadows, you must coordinate resources in your

respective fields in order to save the world.
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Each player will need

A copy of this page, a pencil, and access to

a video conference solution

Director will need

A standard deck of playing cards

Operations will need

A timer set to 20 minutes

OBJECTIVE
Stop the invasion by using teamwork to combat

monster attacks. After 20 minutes (or the deck

runs out of cards), if the council controls 6+

sectors, the invasion is repelled. If, at any point, 6

or more sectors are occupied, the invasion is

successful and the council fails.

SETUP
Director draws 2 cards to indicate the sectors in

the initial attacks and adds one marker to those

sectors threat boxes. Discard the cards. Face

cards are set aside and shuffled back into the

deck after setup. Response deploys 2 units to any

sector with 0 threat.

RULES OF PLAY
Each turn, Director draws a card. The suit of the

card indicates which player may take their action.

A-10 indicates the sector a threat is detected in.

Add a threat marker to the sector. Sectors with 2

threat are considered occupied. Threats entering

sectors with 1 deployed unit will destroy the unit,

Sectors with 2 or more units will repel the threat.

Drawn face cards are special actions that the

corresponding suit member may take.

COUNCIL MeMBERS Sector MAP
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Draw cards and facilitate play

Action - Play or discard next card

Action x 2

Replay a discarded card

Mech Head

Give time remaining alerts Every five mins.

Action - Move 1 unit or threat to an

adjacent sector

Action x2

Move up to 2 units to any sector

Mech Torso

Every five cards, shield a sector

with 0 threat permanently

Action - Improve 1 unit (counts as 2 units)

or Turn 1 improved unit into 2 units

Action x2

Play any card from the deck

Mech Arms

Track threats and units on the map

Action - Deploy 1 unit to any sector/Attack

(remove 1 threat per unit in sector)

Action x2

Clear a sector (threat and units)

Mech Legs

MECH CONSTRUCTION
When the mech is complete, Response may deploy it

to any sector. The mech functions as a unit and will

clear all threat boxes in a sector when it attacks.
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