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“It is worlth reflecting on wi ge/alions will think
when they look back. Will j e/ generalion
o build firm foundalions

planel of the scourges d ble dis-

pride or shame 3 mothers have done

am reporl, 1999C€

lison, Dawson Berry, Robert Chalterson,
athy DeMolt, Scott Fernandez, Palrick Foley,
Richard Fortuna, Jeremy Gross, Brel Jones,
Matthew Kincaid, Andrew Mike, Kreela Moore,
Sean O0'Brien, Ben Shanks, Scolt Smith,

Jimmy Tobat

nis: Lee Valenline

Other creWits:
John Kolb, loyal minion & sounding board, for assistance with the
basic concepls and scraping Bambi off the bottom of the car.

o Cathy DeMott, for alwaus being there.

All rights reserved. soft landing is a lrademark of BTRC for its global
resource manipulation game. Protected by the Internalional
Copyright Convention and our outsourced enforcers.



starte

soft Ianding is @ game aboul hope and pragmalism, policy and
belief, hard choices and dire consequences. And winning, of
course. Each plauer takes the part of @ nalional leader, with the
power to make all the important decisions needed o stay in
power, keep their citizens happy and healthy, and ensure a belter
future for all. Bult...

There may nol enough resources in the game for everyong
they are unevenly distributed so thal nalions have lo g
what they need. Will you share whal you have and m;
use of the open markels, or manipulate it for shorl-ter,
you contribute towards a brighter future, knowing ot
simply plan fo lske advantage of your invesiment? Al
find that many of your choices are already mad
expeclalions and demands of your populac
abilily to implement vitally needed change?

Victory in soft Ianding comes from having the hig
one turn after one of the end-game tri
various man-made Caltashrophes tha,
ward spiral, or the development of
humanily into (or at least towards) a
points come from the sum of y
improvements, plus any poink
course, you can also lose
disasters, or the political

infimidaling,
your peoplg 38 whole. The game
can end with 3 sad lale of 3 down-

ward spiral info b3

Your job is o make sure yo
are the ones best prepared in eith@

your people and your ideals
case.

fhe sidebars
Most of the pages will have marginal noles. Some may be a bit
cynicalv, while others are simply informaliveA.

5o, lef's get slarted.

soft landing |

A Winning soft landing

js aboul managing
pSOUICes, some

of extortion

or there. You can
work construclively,
ork to tear down
whal others have built,
or maybe both. There
is something in it for
everyone.

V You can look at soft

landing with whatever
slant you want. You
can feel you have
validated your beliefs
if you use them and
win, or say the game
is propagandas if you
apply your ideals and
lose. You're wrong in
either case. Ifs just a
game. While having
fun is the object (and
winning is nice, too),
Ihe choices you make
fo try to reach that
goal and the reasons
you made those
choices are what you
should be thinking
aboul.



A soft landing is mosHy

aboul you lrying to
gel ahead of every-
one else, but like all
good economic and
resource manipulalion
games, there are also
waus o screw over
Ihe other players,
through alliances,
markel manipulation,
or aclions that will
slow you down a
little, butl slow down
someone else quite
@ bit more.

And this becomes a
malter of pragmatism
and diplomacy. If you
are in @ position o
slow down the leader
in a four-plauer game,
this means thatl the
lwo other players g

should be
an angle l0'Y
thing from those o
players to offsel your
costs...

basicsee

Almost everything in soft Ianding is based on skill. There are some
elements of chance, bul they affect all players in the same wauy,
can be planned for and o some extent, manipulated for your gain.
Much like real life.

soft landing does not play for @ set number of turns. Rather, play
continues until one of the end-game triggers happens, after which
one full turn is played for peopl ent last-second plans
for victory. Each of these end-g

war, of overpopula
the chance of a pa

everything else oul of

re actions thal players can
end on how they infend to
nds on the nation they are

ort ferm gain at the expense of
ersa. Players can work together, be
ed or convenience.

es included in the game, use those from some
ight have, or in @ pinch use colored paper clips

’r of game terminology, when the rules say something
like “add a token”, it can also mean “increment a die by one”.
So, if you are using dice instead of tokens or other markers, you
simply change the die face to represent the new number. If you
are reading through the rules for the first lime, having the full size
nation sheels already printed will make things easier to see.



Nalions

Each player will control 8 “nalion”. Each nation has five altributes
and three possible abilities that they can ulilize. Grab one of the
nation cards and look al it. Red circles tend to indicate that you
consume 3 lot or do nol produce much, green indicates a general
surplus of capacity and yellow is somewhere in between. The
color of the icons below is just for ease of use and has no game
effect. Nalional altributes are below:

@Resewes

This represents your nalion’s ability and will to set a
reserves for emergency use, “emergency” being defi
is in your nalion’s best interest at the lime”.

& Lifestyle

This is @ combination of your populalion and

thal are more able to produce all th
have belter numbers than those wh

Your technological base. N
you can make. The stuff
your nalion had absolut
exporls have belter numb

@Indusrrg

Your nalion’s i
efficiency of g
much of it

@resources

Resources. This covers the pO nergy, construclion and food
resources you have access to. Mires, wells, farms, forests and so
on. The more 3 nalion exporls, the belter its numbers will be.

Tech represents the
stry represents how

The numbers

The numbers in the yellow and red circles represent your chance
of gelting thal item each round of play. The larger the range of
numbers in a circle, the belter.
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V Nalions in soft landing
are nof created equal.
Some have a8 clear
advantage compared
to others. To balance
this, the lesser nalions
start off with more VP
than more developed
nalions. These exlra
VP |el lesser nalions
a3y with more
gmelimes in

he way a nalion’s
starting Victory Points
are deltermined is that
each nalion has a
total number of fokens
it would get for the set
of production rolls from
| through B. Subtract
this from 25 and add
+ | for each red circle,
each Populalion
stress icon, and each
stress icon past the
seventh one on the
nation, and that is its
starting VP.

A Counting all parts of
production, nalions
gel from |-6 tokens
per turn, with national
averages from a low
of 2.2 (India) per turn
o a high of 4.3
(European Union).
This difference is why
India starts with 13VP
more than the
European Union..



Here’'s @ sample Nalion:
A The symbols you will

need to remember: NOfrh A

@RESENES America(zvr (@)

(=€
@Reserves @ Liesige - @Tecn

@Indushg

|. Each altribute has a sum
@Resuurces X

not have a sufficient g
o Health stress
vl

. Example: If North ifg i
Political stress . .
@J adds environ he system.

Economic stress . . .
4 2. Each attribute ircles, an upper row with

numbers (red or y ellow or green).
Environment 3 A
~_' ' sliess The upp tion, and the lower

ow i duction step of each round,
- Resource stress K
e gels to put @ marker
. on an thal number was rolled.
m Population
slress

of the round was “4”, then North
in the Reserves, Tech and

ers in them (since 4 is in the
they are currently emptuy).

When an icon is splif
like this, it will
“ count as bofth
of the items, so this
would be a health i circles has a special funclion which

hese small circles ([upper and lower)
n one token each.

stress and a polilj
stress. If you hg

as three special abilities. If 8 nation has a token
pxt o an ability, then that ability can be used.
ed, you remove the token and you have to pay

. Shorthand for what the ability does is in the blue
full defsils are in the rules and reference cards.

plue circles never hold more than one token each.

4. The “VP” is the starting point score thal nation has. Keep track
of these with coins or lokens on the Victory Point frack for
whatever nalion you end up with. Whoever has the most VP
when the game ends is the winner.. Every 4VP a nalion
gains will cause il lo add a token to the Calastrophe Zone
with the most tokens in it [player decides if fied).



SEfUD'" A The seleclion process

The first thing to decide, even before you selup the game, is how insures the starting
much of it you want or need o print. You probably want to print mix of nations has
the rules and the Quick Reference. You need to print the large sufficient resources
score track. Whether you need to print and cut out markers for and variation to be
each player depends on whether you have dice or other markers interesting.

you can use.

'V Nalion seleclion is the
Sel up the score Irack in the center of the play area where
players can read and gel o i, and give a Quick Refere
anyone who needs one.

first step in strategy.

The first player can

The basic game has “nalions”, which are individual
groups that are on the same continent (Africa), part o
entity (NAFTA) or otherwise have their fortunes li
For instance, the North America “nation” is th
Canada and Mexico. Even though they hav
perspeclives and governments, they are a3 si
purposes. However, you are free to call your nali
want, so you can call the North Americ
would be aboutl the same, since the
resources are in that chunk of territ

Dbplional rule, to
2 nalion seleclion
more interesling, you
an choose any
nation with @ number
that has not been
selected yel, and if all
numbers have been

The || nations or nalional grou
chosen sl least once,

Group |: European Union(3VP), you can choose any

Group 2: Japan(4VP), Russian nalion that has not
Group 3: Africa(l2VP], Indiall

Group 4: China(l IVP). Easter

had its number
chosen twice.

The nalions are listed in Urde d starling A The national groups
VP. Nalions with fe clion rolls and are designed to
can gain VP faslg maximize the number

of special nalional
Nalions are abilities in a three-
choosing fi i ise, determined by random player game.

die roll. Natio : fhe lower left of the

card, with @ numbeg irst nation choice, each

other player must chooS% the next number, with |

following 4.

Example: If you have three players and the first player chooses
Japan, which has a “1” in the lower left corner, then the next player
must choose one of the nalions that has a “2” there, and the last
player must choose a nation with a “3” there.
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A For less advantaged
nalions, the “global
lrade” or “outsourcing”
abilities are the best to
start play with. Since
nations start with
some of their yellow
numbered circles filled,
having “outsourcing”
means that no matter
whal the production
die roll is, you will be
able to fill your red
numbered circles.

A One round is probably
3@ number of years,
perhaps the length of
one democralically
elected government or
a treaty or trade pack.

A The goal of the game
is o have the most
Victory Points after the
game end condition is
reached, but the goal
of your furn is to get
markers on as many
of your nalion’s red
and yellow numbg
circles as possiy
each plauer's

uncovered
lrick is, o gain Vice
Points (or keep from

losing them), you need

o remove tokens from
the circles, so there is
@ constant balancing
acl, complicated by
the fact that the other
players are directly or
indirectly sabotaging
you with fheir aclions.

Once you have 3 nalion, you put a loken on each green circle [if
any], then put a token on any one blue circle. Then put tokens on
the numbered yellow circles of your choice until there are 3 lolal
of 4 tokens on the card. We recommend putling your tokens on
the uellow circles with the smallest range of numbers, if you have
a choice.

Japaniavr)

Mailel
manipulation trade,

eTech

Example: If plauing
Japan, you start the
game with a foken on
the green circles, one of
fhe blue circles and one of
Since Tech and Industry hd
Reserves, Tech or Indusiry
fhan Reserves.

Once everyone ha
VP listed on their n
Free and Black Marke
and Black M

number of
Military-In
the left sid
Scienglial

Manipulalion circles on
, World Bank and Perfect

) each round being complete
ir “turn” and any calastrophes

5. 18
6. Stress
7. Investment

Then, this step is common o all players:
8. Calastrophes

Then the round is over and you repeal the process.
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|. Begin the round

The player with the lowesf score goes first and play proceeds in
order of score. If there is 3 lie score, the lied player who acted later
in the previous round acls earlier on this one. Putl the individual
markers on the furn order lrack. As each player finishes their step
7 aclions, they move their marker to the “done” spot. When all
players are done, you do step 8 and then a new round begins.

2. Resel nalions
All empty green circles have tokens placed in them, all rg
with tokens in them have their fokens removed, and a

puts tokens equal to half the number of players (rou
Iheir choice of the Military-Industrial, Global Trade, Ouf
Foreign Aid and Markel Manipulalion circles. Th
accumulate no more tokens than the number
fokens must be placed if possible.

3. Produclion
The first player rolls a six-sided die. An
circle that is emphy and has number
loken (e.g. 3 roll of 5 means all em

These are the starling Ro
individual turns, starling

be blue circles al the top of
in your part of the turn.
VP. If the circle on
, you gain VP equal to
P token from thatl circle.

your nation,
Using specj
the turn track
the number of foke

s may allow yol
R has fo

Military Industrial Complex: YO emove a Military token o
move up fo three different color tok®€ns from one Calastrophe Zone
lo another. The tokens do not have to come from or go to the
same zone, bul they must be of different colors, and you cannot
move tokens in or out of the New Era Tech zone.

Global Trade Pact: You may remove a Global Trade token to add a
loken to up fo two emply yellow numbered circles on your nation.

soft landing 7

A A “lurn” is when it is @

parlicular player's
e fo acl, which

lions are just
here in case you

ave queslions about
who can do whal,
when.

A Since the availability

and price of items on
Ihe Markets are very
dependent on what
other players have
done thatl round,
going first gives you
he best chance to
gel what you want,
or manipulate marketls
fo the detriment of the
other players.

A If your score crosses

aﬁ"‘wthreshuld due fo
gaining VP from a
special nalion ability,
you must add one of
your tokens fo the
Calastrophe Zone with
the most tokens in it
(you decide if tied).
You do this before
you use the special
ability.



A The default slresses
each nalion generales
are extremely abstract,
but based as much as
possible on current
geopolitics, resources
and consumption. So,
it is no surprise that
the first two stresses
for the Middle East
are the “political” or
“populalion” stressor
(which exacerbates
whichever global
condilion is currently
most shessed), or that
Africa has “palilical”
and “health” as its first
lwo stressors.

A Shressors are things
contkributing to global
destabilizalion. For
instance, industrial
nalions exporting
foxic waste fo a less
advantaged nalion.
The industrial nalion
suffers no directill
effect from its waste,
but is slill adding Ig
global problem.

3 commodi
price of zero, you
still buy something
with it. On the market
shown af right, you
cannol sell Resources
(and drive Resource
prices down), but you
can use Resources to
buy a Tech (and drive
Tech prices up).

Outlsourcing: You may remove an Oulsourcing token to add a
loken to up fo two emply red numbered circles on your nation
(note that all red circles are numbered in the basic game).

Foreign Aid: You may remove a Foreign Aid token to remove one
of your color tokens from one Catastrophe Zone, but you must
also remove one of someone else’s tokens from one Calastrophe
Zone [these can be from different zones). Gain any VP for using
this abilily before removing foke 3lasfrophe Zones.

Markel Manipulalion: You mg
loken to shift up to three itg
point each. Do nol move 3

5. Trade

Trade involves one
First, you may free
altribute tokens on
from the larger number

Markel or Black Marketl (not both).
el, you spend belween zero and
your nation fo gel exactly one token
esources to add o your nation, in

al the current value of the commodities on either the
or Black Markel. You must spend thal number of any
lype of i®ens off your nation to buy one token of thal altribute,
and then you move the cost for thal attribute up by I. It is very
inefficient o do so, bul you may spend tokens from blue circles fo
buy from the Markel. What you use o buy an item with does not
affect the market (i.e. using Industry and Tech to buy Resources
does nof adjust the Markel's supply of Industry or Tech). Only the
price of whal you buy goes up.
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Example: If the Free Markel has Tech al a cost of |, you could
remove one foken from anywhere on your nation to buy one Tech
foken, which you would put on any empty Tech circle on your
nalion, and then move the Free Markel cost for Tech up to 2. If the
Free Markel has Industry at @ cost of 2, it would take two tokens
from anywhere on your nalion to buy one Industry token, and
then you would move the Free Markel cost for Industry up to 3.
And if the Free Markel cost for Resources was zero, you could
buy 8 Resources token for free and then move the Free
cost for Resources up o |I.

Selling: Look at the current value of the commaodilies
Free Markel or Black Markel. You must sell one tokd
national altribute or its stockpile to gel that many foke
gel to put them on any altributes or attribute stoglal
excepl the one you juslt sold. You then decre,
item in the market by |. Only the price of wh

Example: If the Free Market has Tech at a cost o
one of your Tech to the Markel and g
(except Tech). This would drop the
This would mean no one could sell
fhey would get zero return for if. If th
@ cost of 2, you could sell one
gel 2 tokens of any fype (ex
emply altribule circles or sk
decrease the Marketl cost

d the Black Markel is
Pr means thal one of
ical Catastrophe Zone
Des nol necessarily have
means thal it might be

) expensive.

belter prices, butl the pe
available when the Free MarR

Remember thal you only gef to make one trade during your furn,
you may buy or sell [not both), and may use either the Free
Markel or the Black Markel.
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A If you have thought

aboul the way the
ules work, it is very
unlikely a nalion can
be slress-free on a
continual basis. Even
if you have temporary
fixes like global trade
pacls or oulsourcing,
hey cannot be main-
gl if you get a few
lion rolls.

a clock, and
¥ have to plan
0 make a8 game
end in their favor.

sing a constructive or
destruclive strategy is
@ matter of individual
choice.

A You cannol buy

Reserves or Lifestyle
on the Markel. You
have to sell Industry,
Tech or Resources to
gel them during the
Trade step. Or, you
could use Outsourcing
or Global Trade to fill
lhose yellow or red
circles during step 4.

A Even if the “buy” price

of a Black Markel item
is zero, you slill
generate a Political or
Economic stress token
if you gel that item
from the Black Markel.



V¥ Some nalions can for B. Slress
all praclical purposes After each player has done their trading (if anu), they check their
extort assistance from nation sheel. Any atltribute whose red or yellow numbered circles
others. A major Health (the upper ones] are not covered can contribute to global skress.

Calastiophe causes Starting on the /eft side of their nation (Reserves), each Attribute is
nalions to lose Tech checked in order, and tokens are added o Calastrophe Zones

and Foreign Aid until the Attributes are done, or three tokens have been added o
tokens. Africa does Catasirophe Zones, whichever comes first. If the third token added
not have Foreign Aid lo @ Calastrophe Zone would corg an altribule with two icons
as an ability and is in if, the player must choose H

unlikely fo leave a
token on its Tech, so Example: After trading,
such a catastrophe is Eastern Europe has

Maricel
manip.

.Ezsuurtzs

of no concern (except | fokens on Reserves and -
for the VP it would Lifestyle, with Tech an @)
lose]. So, Africa can Industry emply and rces. Check
contribute to 8 Health from left fo right: R ss, Tech slress
Calastiophe and have | adds one foken fo Health Catastrophe

@ good chance that Zones, then Industry s he Economic

when other nalions Catastrophe . This is ther stress checking
use Foreign Aid to is needed, liberalely leff Resources
remove their own uncovere exlra sfress fo do so.

Catlastrophe tokens,

they will also remove . There is no “Population

is is one of the stress items for
o whichever Calastrophe Zone
e [not the most of your tokens,

s are lied for the most tokens, you

one of Africa’s Health
Calastrophe tokens.

A Remember that stress
is caused by not
having tokens on the
numbered circles.
Having tokens ig end some or all of the okens on their
small stockpilg inply remove tokens from your nalion card as

A As 3 shalegH
is difficult o get A8
game to end through
New Era Tech if only h in @ round may remove one token of any color
one nation contibutes |  from anyXalastrophe Zone or the New Era Tech zone. So, the
to it. You really need first plauer in @ round to buy New Era Tech can add to the global

lwo or more players lech pool, or say that their tech supercedes someone else’s and
compeling for it to renders it irrelevant. Note that since the player with the lowest
accumulate tokens score has the first shot at this, and the more developed nations
fast enough. start with lower scores, the more developed nalions are more likely

o gef the most benefits from invesling in New Era Tech.

10



Viclory Points: Any nalion may buy VP and may use any tupe of
lokens to pay for them. Cost is based on your current score and is
the number in the small circle al your spot on the VP tack. You
may buy more than VP, but you buy them one al a lime and the
cost may change based on your current score. If your score lands
ona ﬁ’icon when you gain VP, you must add one of your fokens
lo the Catastrophe Zone with the most tokens (you choose if lied).

Military Industrial Complex: If your nalion has an emply bl
“Military” circle, you may buy this. This has a cost of one

3 foken in the blue “Military” circle. You may remove
step 4 to move up fo three different color tokens fro

you cannot move tokens in or oul of the Ne

Global Trade Pact: If your nalion has an empt
circle, you may buy this. This has a cost of one
and one Lifestyle, and lets you putl a |
Trade” circle. You may remove that
lo up fo lwo emply uellow number

Oulsourcing: If your nation has
you may buy this. This has a
and one Resource, and let:
“Oulsourcing” circle. You
@ loken to up fo two em

fhe value of up fo three

Foreign Aid: If yo
you may buy this. This

blue “Foreign Aid” circle,
e Reserves and one Tech,
and lefls you putl a token in T oreign Aid” circle. You may
remove thal token in step 4 to rem8ve one of your color tokens
from one Calastrophe Zone, and you remove one of someone
else’s tokens from one Catastrophe Zone (may be different zones).

This ends the individual player turns. Remember to move your
turn order marker to “done”. The Calastrophe step happens to all
players at once, and when thatl step is done, the round is over.
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A The longer @ game
runs, the more likely
Ihe more advantaged
nations will win, since
fhey are almost certain
o have the tokens to
gain VP each turn.
Less advantaged
nalions can win by

orcing Catastrophes

Era Tech as

naltions in between
ave lo balance one
versus the other. There
are a lof of possible
strategies fo try oul.

V Invesling in a Military-
Industrial Complex
never makes things
better, it just rearranges
the blame. This is an
important way fo both
lemporarily avert a
major Catashophe [or
just blame someone
else for it when it
happens).

A New Era lech is a
race. If it is realized,
whoever gels the
credit can benefit
immensely, but the
other contributors get
nofthing.



A Just so you know, the

chance of 8 major
Calastrophe is below,
given the number of
lokens in a particular
zone. This is also the
chance of triggering
an endgame condition
for that many fokens
in the New Era Tech

zone.

Tokens Chance
2 -
3 <1%
4 2%
5 5%
6 9%
7 16%
8 25%
9 38%
10 50%
Il 63%
12 75%
13 84%
14 Q1%
15 95%

Example: If there are 7
fokens in the New Era
Tech zone, there will

be @ 16% chance that
the endgame will be
lriggered.

lokens in a9

zone.

Tokens Chance
| <1%
2 4%
3 13%
4 31%
5 59%
6 100%

8. Calastrophes

Everything that players can do in a round is now done. This step
covers the fallout from these actions and is @ common step fo all
players. You resolve aclions in this step in the listed order, but
note that Major Catastrophes might tigger more minor (or even
major) Catastrophes. This step is not complete unlil any and all
cascaded effects fully resolve.

a0 and major. Whether or
oot know exactly

There are wo types of Calastropjg
not one happens is a random
when a crisis will occur, only
by their aclions. Random c
early in the game. To dele
dice. You need lo keep frac
dice. The result you g ill 3ppy

Example: If the thr
fhe three dice add

die is “5”.

than the number of
al zone has a minor

or less than the number of
zone, that zone has a Major
4)or Calastrophes happen in @ game,

one can have a major or 8 minor Calastrophe, not
both, and¥a major Calastrophe result frumps 8 minor Calastrophe
resull. No zone can have multiple Calastrophes on the same furn. If
there are mulliple Catastrophes of different types, resolve the major
Calastrophes firsk, in order: F23lin, , Resource, Polilical,
Environment, then see if ofher major Catastrophes are triggered,
then check the token totals again to see if there are any minor
Catastrophes in zones thal did nol have major Calastrophes.
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Example: If the dice result indicated @ major Health Catastrophe
3nd a minor Economic Calastrophe, you resolve the major Health
Catastrophe first. The effects of the Health Catastrophe might
change the minor Economic Caltastrophe to 8 major one.

Minor Catastrophe:
When a minor Catastrophe occurs the plauer or players with the

most tokens in that Calastrophe zone each lose | VP and remove
one of their tokens from the New Era Tech zone [if they hg
Minor Calastrophes all have the same game effecl, rega
the tupe. After @ minor Catastrophe, any player who log
because of it may remove one of their fokens from |
minor disaster reduces 3 little stress from the system,
nations most affected hopefully learn a liltle from thei

Major Catastrophe:
When a major Catastrophe occurs the player
most tokens in that Calastrophe zone each |0
lwo of their tokens from the New Era Tech zone
The plauer or players who lost the VP
their color to another Caltastrophe Z
which lupe of Calastrophe was trig

Then, immediately apply the ofl
Catastrophes can have effeck
Catastrophes on the same |
resolves, remove 3/l foke

Example: If 3 major HealH

Catastrophe, yo
Catastrophe hg

dd tokens to another
ber of tokens fo the

, then another minor
Catastrophe may happe hange whal would have
been a minor Calastrophe 0™ Dne, in which case the major
Calastrophe result happens instea® of the minor one.

When 8 mgj
Catastrophe 24
minor Calastrophe

soft landing 13

A For chance of a8 minor

Catlastrophe, “B” is the
magic number. If 3
zone ever has 6 or
more tokens in it, you
are guaranteed to
have al least a minor
Catastrophe in that
zone.

ple: Six or more

die rolled
Dr less than

A Increases in Polilical

alastrophe chance
come from people’s
expeclations not
being mel, blaming
other nations for it
(they jacked up the
price of oil, they are
exploiling our workers,
they are corrupling our
values, elc).

A Increases in

chance
represent things like
tariffs or protectionism,
embargoes, cartels or
problems associated
with moving jobs from
one country fo some
ofther with lower Iabor
costs.

A You do not add

lokens to Catastrophe
Zones if crossing a8 VP
stress level when your
score goes down.



V¥ A “minor” Catastrophe
is somelthing killing or
adversely affecling
al least @ hundred
thousand people. A
major Catastrophe
is an infernational
disaster thal affects
millions. Some major
Calastrophes in game
terms would be the
influenza epidemic
of 1918 [Health
Calastrophe), the Great
Depression (Economic
Calastrophe) and
World Wars | and 2
[Political Catastrophe).

A Calaslrophes are
generally very, very
bad. Some are worse
than others, and most
of them make it harder
lo keep your nalion
funning smoothly, and
thus increase the
chance of some other
sort of Catastrophe
further down the line.

lo be blameB
major Catastrophe

and having the resulls

of that trigger anaother
Catlastrophe.

The full effects of the Calastrophes are as follows:

Health Calastrophe: Most likely this is @ global pandemic.
f\ ) This could be 3 slow problem like HIV, or something
faster like influenza. Poor living standards and health
care plus @ high populalion have crealed a reservoir for some sort
of pathogen, which then spreads across the globe, overwhelming
health care and causing disruplion in other parlts of the global
machine.

In the event of @ major Heally g confributors

landards, banking
o bring aboul or

or nalions who contributed
[he Resource Calastrophe Zone.

newable resources, bul could also be
Je of some ofher necessary resource,

Resource Calastrophe the major contributors lose
arlier, and the nation or nations who contributed
| token each to the Polilical Calasirophe Zone.

¥ nalion with tokens on Military or Resources or a
pckpile removes them.



\ Polilical Catastrophe: A Polilical Catastrophe is probably 3
‘| major war, or something of equal disruplive power, like a
= number of minor wars going on simultaneously. Nalions
thal cannot keep their populalions happy may engage in wars as
@ political tool or resource-gathering measure.

If there is @ major Political Catastrophe the major contributors lose

VP as described earlier, and the nalion or nations who contributed
the most to it add | token each o the Environmental Cala
Zone. In addilion, any nalion with tokens on Oulsourcing
Reserves or @ Reserves stockpile removes them.

environmental Catastrophe: The most obvio
for this is global warming, with increased flo®
luing coastal areas, increased hurrican
floods, droughts, disruplion of the Gulf Strea
info areas normally foo cold for them and so

Anarchy:
If, after Catastrophes (and p
would be reduced lo less

fo stockpiles),
nation adds no

in the stree
minor Calasi®
can act normally O

y VP to a major or

Il out of anarchy and
hame circumstances make
them lose VP due to ant ajor Calastrophe, then

the state of anarchy conlinue on resull in @ player being
effeclively unable o act on the findY turn of the game. Anarchy is
very unlikely state, but it can happen.
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A A major Calastrophe

can make it difficult to
impossible to reach
fhe New Era tech,
depending on the
number of players
and their nalions.
Even the minor
Catlastrophes have
he potential to start a3

lics, there is not
sufficient abilitly to
move Calastrophe
lokens to keep the
system going. Not all
games will [or can)
have a happy ending.
Plus, differing player
styles and different
combinalions of
nalions mean thal no
lwo games will be the
same.

A You do not have o

agree with all of the
nalional rankings and
shressors. soft landing
works regardless of
the name on the card,
and you can assign
any name you want
fo @ nation so that it
malches the way you
perceive its attributes
and stressors.



A Some Calaslrophes
are going fo be more
likely than others, to
some extent modified
by the nalions in plau.

A This is also a reminder
that if you have the
Foreign Aid or Military
ability, a litlle planning
Can save you some
grief. In this example,
Ihe potential political
calastrophe is fairly
obvious. If the North
America player had a
Military, they could
have used it earlier in
fhe turn to move one
of their (red) tokens
out of the Environment
zone and one of
China’s [blue) tokens
into the Environment
zone from the Political
zone. This means that
China would gel the
blame for the minor
Environmental
Calastrophe and loses
I VP instead of Ng
America losing i

America and
China token from
Environment zone fo
the Political zone, and
one Middle East loken
from the Political zone
fo the Environment
zone. Work that one
oul for yourself.

Catastrophe Example: Three dice are rolled for Calastrophe chance.
If the highesl of those three dice is equal or less than the number
of tokens in @ parlicular Catastrophe zone, then there will be a
minor Catastrophe in thal zone. If the fofal roll is equal or less than
the number of tokens in @ particular Catasirophe zone, then there
is @ major Calastrophe in any zone thal meets this criteria.

In this case, we are guaranteed fo have al least @ minor Political
Catastrophe, since there are 9 tokens there (more than any one
die). For this four-plauer exampl of fthree dice comes up
“2”, “4q”, “2". This means @ maj ophe (since there
are 9 tokens there and the Ig

Middle

Eastiiavp)
@Reseres @iesiys  @ech

A ol

SASnLtjatrr!]cauovm ‘:@ ‘@m

Reserves (@Lisiylz  @ech @Resouices

L

ey had anu). In addition, all nalions lose all
n Oulsourcing, Reserves and Reserves stock-

eir fokens o the Environment Calastrophe zone. This
are now four fokens there, triggering @ minor
Catastropfe (the highest die rolled was “4”). North America has
the most tokens in this zone, so they lose | VP and would lose |
loken from New Era Tech if they had anu. North America then
removes one of their tokens from this zone. Note thal even though
North America did not contribute at all to the Palilical Catastrophe,
they slill got hit by the fallout from it, losing | VP from something
that wasn'’t even their faull!
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game endeeeee

There are three ways o tigger the endgame of soft Ianding. It is
possible more than one can happen. In each case, one more
round is played. The first condition is realizalion of New Era Tech.
If, after Catastrophes, the total Calastrophe dice roll is equal or less
than tolal investment in the New Era, this riggers the end game.

Example: If after all Catastrophes have resolved, there are six
fokens in New Era Tech and the fofal of the Calastrophe djg
or less, this triggers the end game.

Each player with tokens in New Era Tech rolls a six-
adds their lokens in that zone to the resull. Whoeve
lolal gelts VP equal to the tokens they have in the Ne
zone, and the other contributors get nothing. If t
unlil there is @ winner. Remove all tokens fro
zone. No one may invest in New Era Tech f

If the end game is friggered by realizalion of Ne
are special condilions. After the producj
nation may add a foken to any one,
Then, they may remove one of their
Catastrophe zone, in turn order.

The second end game trigger,
more major Calastrophes h
same major Catastrophe),
end game is lriggered by
conditions. After the prod
remove 3 foken from one of

The last end ga

, one more round is
e ftrigger happened. VP
ol means during this final

played after the oM

can be gained and los'
round. At the end of this fina hoever has the highest VP
lotal is the winner, with fies brokeMy the number of tokens of
any kind remaining on their nation. If another end game frigger
happens on the final turn, the game slill ends on that turn. This
second end game trigger may adjust VP lotals, however.
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A |If you somehow

manage lo realize
New Era Tech on the
last round of the
game, you do gel VP
for il, bul the game
does nof continue for
another round.

or the Calastrophes
g one nation is
gresented,

, otherwise
pwill be the main
culprit, losing the most
P as & resull.

Of course, “doing
somelhing about it
could just mean
investing in @ Military-
Industrial Complex fo
shift the blame for the
problem elsewhere...

A The Calaslrophe

example gives you 3
good idea of the
interconnected nalure
of the global system.
Your aclions (or your
inactions] can have
effects that spread
farther than your own
sphere of infterest or
influence.

A Do not be lulled by

low numbers of
lokens in the various
Zones. Many are the
games that will end
with a surprise low
roll.



A Play lips:

|. Know the globe.
Look al the starling
mix of nalions. This
gives you an idea
of where the slress
points are going fo
be Iater on.

2. Don’t be shy. If you
have something
you need fo trade
for, get il, even if
you have o use
the Black Markel.

3. Do whatl you have
o do. Winning is
the object after all. If
you can gef others
lo pay lo clean up
your messes, then
do it If you can win
just by shrewd
trading, that works
loo.

4. Keep an eye on
Catastrophes. The
minor Catastrophe
that costs everyone
involved a New Era
loken and VP can
be a sefback g
your plans. Ag
major Cata

means you have
the lowest score, so
use the advanltage
of going first fo help
yourself or hinder
olthers.

6. Nelwork. The first
and last players are
nalural enemies,
but also have the
best synergy.

Remember: Your nalion in soft Ianding is governed by you. What
your personal philosophy is about your nation, nalionalism in
general, the environment, resources and so on is the way your
nation goes. You can play skriclly according to your philosophy
and see how it works. Maube you are willing o bend the rules a
litle, maube you are willing to manipulate the markel, depending
on your perceplion of how it affects your nation, the world and the
common good.

Just remember that if you don't
shapes the world of the futurg

strategieseeeee
The best way to try for victa
players and parlially
India and its I6VP,
advanlage, while i
accumulate more VP,

zero VP or below.

using special abililies and
S0 more easily invest in
ou choose your nation
players have a parlicular
he VP for using that ability to
henever it is profitable to do

es. Manipulaling the number and placement of the
offen key lo victory. Using a Military to shove three
P into 3 parlicular Calastrophe Zone can throw a

he works for the players affected.

The Markels are exceplionally important. Being able to mess with
markel prices can be used to help you and hurt other nations. For
instance, if the player aftfer you needs Tech and you can drive the
price up, you may be able to keep them from gelting it. Or, if you
want New Era Tech o resolve, you can help them gel it..

18



oplional ruleseseesee

Once you figure oul what you are doing, you may want to try one
or more of the following oplional rules. Options 2 and 4 may be
useful if everyone is being culthroal and tokens are piling up in
the Calastrophe zones oo fast, like in 3 five- or six-plauer game.

oplion |: Two-player game
Like a lot of games of this tupe, soft landing does not play well
with two players. To gel around thal, try the following. Wheg
choosing nations, the second player chooses two nalio
if there were 3 third plauer, then chooses which of the

nalion is plaued by the player who goes first. All de
use of special abililies, lrade, efc. are handled by tha
game end condilions are normal, but in the unli
shared nation has the highest score, the pla
shared nalion on the final furn wins the gam

oplion 2: UN relief fund
The game starts with a relief fund of th
The /asf plauer in @ round is the curr
and can decide how it is used. Wh

loken, bul they may nof spe
nation with the ability of “F
al the cost of a Foreign Aj
used. Adding tokens to H
for the player doing it an
The UN relief fund can have

players cannol adg lwo tokens).

oplion 3: U}

If 3 plauer ad \1g/e Calastrophe Zone
during slep, 3 “sancltions” vote”, for
wanton poll ” Voling is done in turn

order. Only one s3
excepl the targel of the™
sanclions pass. In turn order, ion voling in favor then
decides whether or not to fund theanclions. Any nalion voling in
favor of sanclions may pay one token of any kind (a fund to
monitor the situalion). If any nalion voting in favor of the sanclions
pays a token, then sanclions are in effect for this round. Ofherwise
it just ends up as anolther foothless UN resolulion. If sanctions go
info effect, if there is @ Catashrophe of any type in that zone this
round, each nalion who paid to fund the sanclions gains |VP.

P per round. All plauers
and if 8 majority is in favor,
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A This is actually a
prefty cool way o do
3 two-plauer game,

but it does mean the

g With the lower

his just gives plauers
3 way fo profit from
someone else’s bad
luck or irresponsibility.

A This oplion can
remove up fo 3
Catlastrophe tokens
and possibly slave
off disaster long
enough for New Era
Tech to be reslized.

A This oplion makes it
less profitable for less
developed nalions to
Iry to overload the
Calastrophe zones,
since not only will that
player lose VP from
being blamed for
Calastrophes, but
olther players can
be awarded VP for
funding sancltions
against thal player.



V IF's 3 subsidized loan.

The World Bank never
expecls o get its
money back.

A A World Bank loan

really just gives a less
advantaged nalion an
extra token or two of
some kind to get it
over @ bad produclion
roll.

V soft landing has no
slant other than that
which you put on it
yourself. The author
has his own biases,
but they really just
affect the perceived
limescale of the game,
nal the final outcome.

That is, there just are
not enough resources
on Earth to support 7
billion people at the
standard of living
enjoyed by the most
developed nalions,
al least not with |
current technolog
used by the
developed
The only g
is whether
Us serious proble
sooner..or later.

Do we run out of
resources, shralify into
haves and have-nols
fighling over an ever-
shrinking pie, or come
up with 8 new way of
doing things? You
decide...

oplion 4: World Bank

The World Bank starts with a stockpile of three tokens. Once per
turn during Trade (step four), 8 player who has or is tied for the
fewest lokens on the sum of Tech, Industry and Resources (which
includes stockpiles) may apply for a loan of one or two tokens
from the World Bank. All players except for the applicant vole, and
if @ majorily is in favor of the loan, the player removes one or two
lokens from the World Bank and places them on any empty red,
yellow, or green circles on their bis includes stockpiles).
The player who is granted the gd fo pay il back
during their Trade step in the k00 one or lwo
fokens from their nation ang
If they cannot or choose n
due, they add one loken to
each token they did n

However, before it
done their Trade ste
their Trade step. If they
(basically, th

roll, assign one of the dice as
m round to round and just roll
die, then none). This means the
e fixed. On any round with one or
ighest predictor die is put back into
is @ major Calastrophe, all predictor

pf soft landing is that the sentiment expressed in
jame is not fully achievable..ever. By some

puld take three Earths to support the population of
IS standard of living, two Earths for an EU standard
hat is only if world population stays steadu. The old
ol “a rising tide lifts all boals”. That is, rising standards
of living ¥ some extent helps everyone. The problem is thal there
may simply nol be enough water fo float all the boats.

alculatiog

soft landing gives the option of 3 “new era”, some undefined tech
or combinalion of tech thatl lets us do more with less and thus
“float more boals”. Whether or not it can be achieved, in either the
game or the real world is presumably up o you.
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soft landing glossaryeeeeee

Below are some of the terms used in soft landing or which might
come up in any discussion of the subject and nature of the game.
Some items will have web links to sites holding supporting or
opposing views on the subject.

cartel: A group of independent producers whose goal is o fix
prices, fo limit supply and compelilion. Private cartels are prohibited
by antlitrust laws in most countries; however, they continue
nalionally and internationally. A single enlity with @ mo
not a cartel, though it may abuse its monopoly in othe
Cartels are inherently unstable, s members can gai
advantage by exceeding their produclion quolas or
other cartel members.

proponent site: www.opec.org

opponent site: www.freedomandpro

clear culting: A logging operation in which all
3 selecled area are harvested. The reasons for c
range from oplimizing the regeneration
for other uses fo taking every free w,
proponent site: www.healH
opponent site: www.ran.org

embargo: The prohibilion of ¢
country, usually as puniliv
protest of that nalion’s polj
group. Embargoes are of
result in smugagling.

global warming: Th
lemperature of t
decades. The g

fhe average
in recent

s offributable fo human
bus nor is it agreed

peak oil: The Hubbert Peak theory ®osits thal for any given area,
from an individual oil field to the planet as a whole, the rate of oil
produclion tends to follow a bell-shaped curve. Early in the curve
|pre-peak], production increases due to addilion of infrastructure.

Lale in the curve (post-peak), produclion declines due fo resource
depletion. Peak oil refers to the peak of the Earth’s oil produclion,
affer which the rate of oil produclion will enter a terminal decline.
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'V This game brings up

whal is known as 8
“Prisoner's Dilemma”. If
all nalions cooperate
lowards reaching the
New Ers, then that
goal can be readily
achieved, and this is
good for everyone.
Bul, only one nation
the VP benefils.

not contribute or add
stress in an attempt fo
calch up, will hinder
Ihe developing of
New Era tech, making
it more likely that
Calastrophes will
overtake the world,
making it even more
difficult fo achieve the
New Era tech.

So, it would seem lo
be in the interest of
Ihe more advantaged
nalions to help less
advantaged nalions,
encouraging them fo
acl more responsibly.
But this of course
makes it easier for the
less advantaged
nalions to improve
fhemselves and
increase fheir chance
of winning.



A For reference, in terms | Opinion is currently split belween those who think we have

of US$, a per capita already passed this peak, and those who feel we have not and
income as listed puts that alternalte sources will make up any shorlfall. The theory is
you in the listed named after American geophuysicist Marion King Hubbert.
percentage bracket on proponent site: www.peakaoil.nef

@ global scale: opponent site: www.cera.com

Us$500 top 80% | slash & burn: An agricultural praclice involving the cutling and

R0 and release a pulse of
s the pH of the soil, @
Rle in the short

US$1,000 top 45% | burning of forest to remove the vg
US$2,000 top 18% | nulrients to ferlilize the soil. Ash
US$5,000 top I5% process which makes cerfai
US$10,000 top 13% | term, bul usually to the delrj
US%$20,000 top I1% | praclice only in areas of lo ruse may
US$50,000 top 1% resultin deserlificalion of Ih i pplied to
fhe praclice as used i

Or, put another way,

half of the world’s smuggling: The ille
populalion gefs by on| often across nalion
about US%2.50 per prohibiling the items, o , Of requlatory

day. Much of the inspection. Tl ifference and trafficking is that
world's wealth is in Iraffickers nd selling of the items,

the hands of a liny while the nsporling the goods. The
percentage of the fwo terms
population. 5o, should
f surface mining, the term is

Is the praclice of mining a

ing all of the soil and rock that

e open pil mining and mountain-
mining practices require the removal
displacement of a large quantity of

wealth be forcibly
redistibuted through
taxalion? Thal's a
malter of personal
opinion, bul consider
that if you decided to

would adg
than $1 per's Jup of five internalional organizations responsible
person. Is raising i ance and advice fo countries for the purposes of
elopment and poverly reduclion. The World Bank’s
focused on developing countries, for educalion,

average daily income
o US$3.50 going to

end global poverty? health, aWiculture, environmental protection, infrastructure and
Unlikely. But, given governance. It provides loans at preferential rates fo member
their past rack record, |  counlries, as well as grants to the poorest countries.

would government proponent site: www.worldbankgroup.org

spending initialives do opponent site: www.globalpolicy.org

any belter? Just as
unlikely.
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pdf-based gameseeeeeeee

BTRC produces virtually all its producls as downloadable, high-
qualitly pdfs or print on demand items. In addilion to the obvious
reasons like reduced coslt, it is more environmentally sound. A
normal game, or other convenlionally printed product goes through
@ number of steps to gel from where it is designed fo you. Some of
these steps are going to be required regardless of how you ulilize
the game, others generate savings because of the pdf.

Harvesling limber: If you are going o print the game, yo
paper, just as if you had bought it off the shelf. Al somy
recycled paper or nol, limber had to be harvested ang
@ paper making plant. No real savings there, but the
paper qualily, color and whether or not it is recycled O
recycled content is up to you, not the publisher.
packaging and no packaging waste.

Shipping: Paper has to be shipped lo the en
3 conventional print job done on 3 Iarge press @
through normal channels, or 8 home-pgj

Conventlional
Paper manufacturer to printer Pap
Printer to publisher S
Publisher to book distributor
Book distributor o book se
Book seller o you o ho

Re-use: You can re-use |
in soft landing, for all-around

er games

Slorage: The fola
Each link in thg

other climate-, df version is made
using 3 corg ens, both the storage
and shipping

Price: Because the cosiS e information in the game
is merely bandwidth, the sel of the game is far less than if
it went through the normal publical®n roule, with everyone in the
chain needing to make a profil. While some of the reduced cost is
offset by your time, ink and paper, the total cost is still significantly
less than for @ conventionally printed game.

Durability: Not really @ manufacturing cost, but a side benefit of
pdfs. If your copy of soft landing wears oul, just print @ new one!
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The point of these
numbers is nofto
inspire gloom and
doom, but fo reinforce
that there really isn’t
enough to go around,
al least in the sense
of giving everyone the
same opportunity that
ost people reading
Bsve, and fo point
pile there

BTRC web page is
www.bfrc.nel, and has
full listing of our
products and links o
our on-line vendors.
Among our lilles:

EABA: An open-source
1pg and compelling,
esoleric ggmeworlds
ranging from extropian
cyberpunk fo Biblical
zombie horror to lime
lravel to nanotech
dystopia and more.

Infinite Armies: Down-
loadable, customizable
card game, winner of
fhe 2005 Origins
Vanguard Award.

End of Days: Disaster
threatens Earth. Can
your nalion build a
rockelship in lime o
escape, or will political
squabbles doom the
human race?

and more...



