


THE SPALE

RALE WAS
A LIE.

Look, it’s not that the moon landing

was faked. It happened. Neil hates the
conspiracy theories. The lie is that we
ever wanted to go to the moaon. We
needed a spectacle to show the people.
To justify the massive budgets.

The agencies.

Neil stepped on a rock 239,000 miles
from Earth. Big deal. | stepped on an
Exoplanet circling Ursae Majoris 18
months earlier. It's a one—way tfrip—so
there ain’'t any going home.

No ficker tape parade for me, buf that's
ok. I'm here for my country. See, the

Russians beat us here by a few months.
Japanese showed up a few weeks aftfer

us. We'll colonize this planet for America.

Because there isn’t a choice...

v the American’s a leg up on the * °

The Americans are one of the best
funded of the operations on Minos.

With substantial public support . A
behind notf only the Space Race but .
in combating the Soviet'influence,

- the fear of Congress guestioning | -r jﬂpﬂ" _

the budgets is nonexistent. No one’s sure exactly when the

Japanese arrived on Minos, or

how they managed to get there.

No one from.the Japanese teamis
forthcoming with the information.

The financial strength of the &

post—-WW?2 economy gives . &

economies of other nations.

2

* The Japanese have a unique
understanding of the XenoRelics
that is far superior to the other
nafions. Another part ofdhe
sf!ar:re’rive operation. |




SOVIET UNION
The Soviets are believed to be the
first nation to arrive on Minos. Their
rocket propulsion technelogy is far .
. superior fo that of any of the other
nations on the Exoplanet.

Their strong central government and
control of the flow of informatioh
has givén’ them a strong leg up on the
* rest of the teamswhen it Eomes to
militarization ufMinng. “ :

g - e

Though the Americans and European
Nations have t‘:nndem‘ned this activity,
they are likewise building their own
weapons systems.
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.El'he European Nationsareon a
unigue potential path towards world
peace. At war with each other less
than 30 years ago, the French and
Germans have worked together to
forge an Alliance-of free—-market

" economies following WW2.

“When it comes to mass production,
they may have lost ground to the
Americans back on Earth, but their
commitment to Minos is second

to none.

&

The Indian expedition to Minos is
fascinating for many reasons.
Having only recently won their

“independence from the British _ .

Empire, their arrival came as a
surprise to the other nations. _

Backed by wealthy.privaté investers,
the Indian Space Agency is
something of a wild-card on Minos. .
Of the agehcies that have thus far
arrived, they are most aligned with ¢
the Soviets. *
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25 PRODUCTION BUILDING TILES
[5perplaver]

S NATION BOARDS

25 TEAM MEMBERS
[5per player]

20l PRESTIGE SCORING MARKERS
4 perplayer)
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Rovers
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Fortification Carde
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ILG DEVELOFMENT CARDS
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‘ . QJ Additional rules for the 2—player vférffﬁnf are provided on pg 20.

Place the game board within reach of every player. (3 ) Separate the Lunar Season cards by Lunar Season (shown ~w Place the 5 resource types in separate piles near the board,
| on card back] and randomly select 1card for each of the within reach of all players.

Place the Round Marker on the 1 space on the top left of 3 Seasons. Place each card face-up in the Lunar Season

the board. scoring Area of the game board. Return the unused cards to | Place a Milestone statue on each of the 7 spaces for them.

the game box.

Place all Relic Power Tiles face—up next fo the board.

Shuffle each of the 4 Development Decks and place them
face-down on the matching action spaces.
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_uaﬁun Board ; ; . ﬂ 4 Prestige Markers . | . El ' 4 Production Building Tiles [1 of each type]
. . | ' " | and 1Relic Tile. '

5 Team Members (1 of each type) L. : [?3 Each player places 1of their prestige markerson - :

e i -7 _ | each of the Prestige Tracks, on the “Start” space. ﬂ Each Nation starts with 1 Produgtion Building already ‘
. 4 Flag tokens . | . S - ‘ built. Place your starting Production Building Tile at
JT e RO . the top of the 3 slot on your Natien Board. Place the
‘ remaining Production Buildings and Relic near your
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EAME SETUP

PREPARE THE HIGH COUNCIL DECK

@ Separate the High Council cards into b stacks by Team Member specialty.

SHUFFLE

t

SHUFFLE

t

SHUFFLE

@ Return the remaining High Council Cards to the box.
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| @) Shuffle each stack and deal 2 cards face-down from each.
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| @ Shuffle the 10 selected cards into a single deck and place it face-down in the High Council Area. |

SHUFFLE INTO SINGLE DECK

HIGH COUNCIL
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_PREPARE THE SUPPLY DECK

Separate out the Supply Cards with the correct player count
on the back. Return all cards for other player counts fo the
game box.

In your first game, remove all of the Third Lunar Season Cards
titled “Victory Decree” These should be used for advanced
players only.

Separate the remaining Supply Cards into 4 stacks: First
Lunar Season Cards, Second Lunar Season Cards, Third Lunar
Season Cards, and Relic Power Cards [marked with purple
border). Shuffle each stack separately, then stack them
together in the following order:

ﬁ First Lunar Season stack [fop]

ﬁ second Lunar Season stack

ﬁ Relic Power stack

ﬂ Third Lunar Season stack [bottom]

Place the Supply Deck in the Supply Depot Area of the game
board. (Do not shuffle this deckl]

Shuffle the Initial Objective Cards and deal 1o each player. This
card should be kept hidden in your hand. Return any unused Initial
Objective Cards to the game box. If a player’s Initial Objective
matches their pre-built Production Building, discard the Initial
Objective and draw another.

Find the Cargo Hold Card with the Tiebreaker marker on it. (This must |

be included in every game.] Randomly select 1 fewer Starting Supply
Cards than the number of players. Shuffle the Tiebreaker card into
these cards, then deal 1 to each player. Return the unused Cargo
Hold Cards to the game box.

Each player reveals their Cargo Hold Card and takes the starting
resources shown. Give the Tiebreaker marker to the player with the
Tiebreaker card.

Use Chwazi or fight with each other in a leg wrestling tournament to
choose an initial start player.

IST SEASON
STACK 2ND SEASON

3RO SEASON
STALCK

/
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GAME SETUP

PLAYER £




CGAMEPLAY | PHASES

GAME ODBIELCTIVE

Godspeed is an Exoplanet colonization game where various Nations
exploit the natural resources of the newly found planet Minos in Loy )

the shadow of the Cold War.
e shadow of the Lold War ROUND OVERVIEW

The player who best estahlishes their foothold on the new planet Godspeed is played over 10 rounds. Each round has 4 Phases:
will win the game. Godspeed is played over 10 rounds as indicated

by the Round Marker.

At the end of the final round, each Nation counts
up Victory Points they have earned from their
position on the Prestige Tracks, their Civilization
Milestones, Lunar Season Scoring, and other
bonuses they have earned. The Nation with the
most VPs is the winner.

A High Council Card is revealed, presentfing a new challenge and
opportunity for every Nation.

PHASE 02 . PL ll.'l—li

ASSIGNING TEAM MEMEBERS

Each Nation has b Team Members that can be assigned to
various tasks each round. Each Team Member has a different . >
specialty and influence value, which together determine the ke /i b # |
kinds of tasks they may be assigned to. o ' .y 1.1-‘

PHASE 03 . 12-16

Nations bid for First Player status as well as precious resources
and special abilities that will help them accomplish their mission.

Nations send their Team Members to take unigue actions and
complete Developments.

| - _';. 'I ;
- PHASE D& . PL F—Eﬁ
| RESOLUTION

Nations produce resources and take back their Team Members
for the next round.

NAME - INFLUENCE
SPECIALTY VALUE

' ™
IMPORTANT. The most important rule of the game is that when a Team Member

is assigned 1o a task in any Phase, they are assigned there for the rest of the

round. They may not be assigned again until the next round.
N S
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In the High Council Phase, Nations convene to decide
how they will respond to an event occurring back on
Earth or on the Exoplanet.

The First Player reveals the top card of the High Council Deck,

reads the text aloud, and places the card face—up next to the deck
(covering the previous round’s High Council Card, if there is one).
Nations may then negotiate and individually decide whether to
respond to the event.

Each High Council Card shows a Team Member with a
specific specialty in the center of the card. If you decide

to respond to the event, you must assign your matching
Team Member by placing it below the card. If you decide to
~ ignore the event, instead keep your Team Member.

During this Phase, Nations may announce decisions in any order,
and any Nation may freely change their decision until the Phase
ends. (If you placed your Team Member, and you change your
decision, you may take it back.]

After all Nations have committed to a decision, the event is resolved:

' Any Nation that ignored the event receives the
Q penalty on the card.

-_ If [and only if) all Nations responded fo the event,
: O everyone immediately gains the bonus on the card.

IMPORTANT. Nations may not exchange resources as part of the negotiation.

L]
-

The 4 basic resources are Munitions,
Credits, Tech, and Lithonium. °

l.'l lﬂf HEIHH-"I"

ON SITE SECURITY

Build some outposts in the field so
our sentries can spend more time

; doing what they are trained to do and

less time in fransport pods.

FAILED
RESPUNSE

" \~- HIEIH COUNCIL

REMEMEBER: Once you have
assigned a Team Member, you
cannot use them again until the
next round!

E

Rovers acts as a “wﬁd“ resource and
may be spent as any type of basic
resource. It is not a basic resource,
and may only be gained by taking the
Diplomacy action, or by completing
certain Development Cards.

You may never give your resources [including
‘Rovers) to another player.

Ellllh‘lliLE: In'a 3—player game, Indira has.the Firsy
Player token. She reveals the Council Card below:

ON SITE SECURITY

Bulld some outpasts in the field so
our sentries can spend more time
doing what they are frained 1o do and |
less time in fransport pods

ILE EUELESSFHL
| RESPFONSE RESPONSE

E

\

The event ﬁeqﬂuires an Engineer. Indira and Johnbofh -
decide to assign their Engineer to the event, to avoid the
penqlw of -7 ) Defense.They try tg convince Leonid
; to send his Engineer as well. If he dnés that will mean all
3 Nations have responded to the Evem 50 eVveryone w:i!
«receive the reward of 1 Tech.

=]
]

However, Leonid is planning to use his Endineer for an
1 3 L3 - o ".
important action later in the round, so he announces

that he will ignore the event.

As a penalty, he must
move his Nation marker
onthe ) Defense
Prestige Track down 1
space. Indira and John
are safe, but gain no.
bonus.




PHASE 02 . SUPPLY DEPOT

SUPPLY ODEPOT

In the Supply Depot Phase, Nations bid on deliveries from Earth that contain valuable supplies.

PREPARE THE ALULTION REVEAL BIDS & CHOOSE DELIVERIES

CLEAN UP
First, place the First Player Token in the All Nations simultaneously reveal their bid by L. . _
designated space in the Supply Depot Area. It willbe  opening their closed hand. Each Nation that Evary perticipating Netion mustdiscard al
auctioned off along with the other deliveries. participated in the auction declares their total bid, resources that they bid. All Team Members

sidinG oaethar the FesoirEss and the inflisncs that were assigned to the auction are placed on the

Then reveal 1 Supply Card per player from the T T Supply Depot Area land remain there unfil the end of

Supply Depot deck. Place each card face-up in the round)

one of the open spaces in the Supply Depot Area fo Nations are then ranked in order from highest to , o '

represent a delivery from Earth. lowest bidder. If 2 or more Nations bid the same Any LII'IE|EIII'I’IE£11 dEleH?E are placed in the Supply
amount, the fie is broken in clockwise order Depot Area discard pile.

[Some spaces will remain empty depending on player count] starting with the Nation who has the Auction L . .
Tiebreaker marker Each participating Nation then takes the supplies

iebreaker marker.

shown on their card:

m In order from highest to lowest bidder, each
participating Nation claims 1 delivery of their
DECIDE BIOS choice leither a Supply Card or the First Player
Token] from the Supply Area.

If your card provides resources, Development Cards,

Prestige Points, or a Relic Power Tile, gain these

. : immediately and place the card in the Supply Area discard pile.
Each Nation secretly decides how much they want YRy PPl p

to bid by placing Team Members and resources in After the lowest bidder chooses, the highest
their closed hand. bidder only may take a second delivery from
those remaining in the Supply Area.

If your card is a Special Ability or Assistant, add it to your
hand and keep it until you choose to activate it. (See “Assistants
Cards” on pg 15 and “Special Abilities” on pg 16.]

To participate in the auction, you must place at
least 1 Team Member in your closed hand. Each

Team Member you add to your bid increases your bid N\
by their influence value IMPORTANT. The highest bidder may not take a second

delivery if they were involved in a tie for the highest bid.

If your card is a Relic Plan, place it next to your Nation Board.
During the Action Phase, you may assign Team Members here to
complete your Relic. [See “Relics” on pg 20]

If your card awards Victory Points at the end of the game,

\ /
You may also add Credit or Rover resources o place it face-up near your Nation Board.
increase your bid. Each Credit or Rover you add y \
increases your bid by 1. IMPORTANT.

DECLINING TD PARTICIPATE
If you do not bid with a Team Member, then you are declining to participate in the auction. This means you may not take a delivery, re-

gardless of the auction outcome. When bids are revealed, any resources that you placed in your hand are returned to you. (If you don't

Other types of resources may o | | R
. ) want to bid, it may still be a good idea to pretend to put things in your hand.)
not be used in this phase. A o

DO

| CLAIMING THE FIRST PLAYER TOKEN | ¢\ Inthe first round only, if the First Player Token has not been claimed when the

last bidder chooses their delivery, they must take the First Player Token. In
subsequent rounds, if the First Player Token is not'claimed by anyone, it refurns
to the Nation who held it before the auction. ey '

The Nation who takes the First Player Token becomes the First Player

until the token is auctioned again in the next Supply Depot Phase.




| / ﬂ ";‘- 5 5 \
EXNRMPBLE:. In the Supply Iijenlg,t Phase;/Indira :
places the First Player Token in the Supply

Area, then deals out 3 Supply Cards (1 per *®

player).

) Indira, John, and Leunig all senréﬂv place their
bids in hand. When everyone is done deciding,
they reveal their bid fo be the following:

e = _- o A
( | N,
JOHN: | _
John bid his Ambassador (7).
His total bid is 7. o

LEONID: |
Leonid bid his Biologist (3) and
Engineer (3). His tfotal bid is 6.

INDIRA; |
'ﬂj Indira bid her Engineer (4) and
'Y 2 Credits.Her total bid is 6.

[

4 " N
All 3 players have decided to participate.
Indira and Leonid are tied, but Leonid
holds the Auction Tiebreaker:

marker, so he will go before Indira.

N

Play during the action phase
as a single use Biologist.

irnore normol copac ity Festrictions
o B oo oohol EoIcas

"

v You may only ever acquire 1 Relic Plan Card during the game. There is 1 Relic
Plan Card per player in the Supply Deck at all player counts, so each Nation has an
opportunity to acquire a Relic Plan.

>
John, with the highest bid,

takes the Lab Tech Assistant
Card from the Supply Area-

Leonid is next, taking the .
First Player Token.

Indira, who is last, takes the 7
" Development Card and decides
® to draw an Infrastructure
Devefn;}mﬂnt Card.

The remaining cardis I
Lithonium, which John

Oraw 1 Development
Card of your cholce.

stakes as his second delivery.

e -
All players place the Team Members they bid

in the Supply Area to show they have heenﬂ_
assigned for the round. Indira returns the 2

If you already have a Relic Plan and ’fﬁere is another one up
for auction, you must choose a different delivery to take. If
there is no other choice, instead discard the.card and gain
+] Prestige Point on a track of your c:hnicie.

Credits she bid to the supply pile.
L R i Y2

3
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PHASE 03 : ACTIONS {
PHASE D3 |
In the Action Phase, Nations assign Team TAKING ACTIONS
Members to action spaces fo take actions tach action space is associated with a ;?' G
Shd aarniPeosinn specific Team Member specialty. To \} .:.'"‘f.?;::.“::l 1.
gE. take an action, you must assign a Team ﬂ Asdyff /8 e et
Member with the correct specialty to { } : S .

- . that action space. Place the Team Member's // <*ag * | e, Lt ¥ ;r'f;'“”’&
Each Nation may take up to 2 actions, one at a ERb ( 3 w = s - i & ‘*\
time. Starting with the First Player and proceeding in TD]{I?['I on the action space fo show they are : S e _: N
clockwise turn order, each Nation takes one action assigned there. '
at a time, until everyone has played twice. 5

Fa ™ .T‘." Y

When it is your turn o take an action, you may

choose to pass without taking an action. If you are
not able to fake an action because you do not have
any Team Members (or Assistants/, you must pass.

. B
&

N

NOTE. Plan ahead! If you assign a Team Member in
the Council Phase or Supply Depof Phase, then you
that require
that Team Member in the Action Phase [unless you

won't be able to use any action spaces

have an Assistant with the same specialty — see

“Assistant Cards” on pg 15].

Fach action space [except the Scrap Yard) can
hold a limited number of Team Members.
Once an action space is full, no other Nation
may assign a leam Member there.

" i

\
IMPORTANT:. Ina2-3 player game, each action

space may have 1 Team Member assigned there.

In a 4-5 player game, each action space may have
up to 2 Team Members assigned there.

This is represented by the number of spaces
for Team Members next to each action space.

LERODERSHIP

.‘ “oeFense.
g ' i‘w,

=i 'i‘t'-""
r—

PRODUCTION

o) SCAUENGE AL B ton TR S
*Bearch the Supnly Depot

drea dizcard plla.

-.', ,,-r 0 Heep 1 Card.
=k

W IIE'-‘II.IIFHIITI:IIII o,

4 DEVELDPMENTCARD .
| 4 Complate E Card ’“l'uwa Hasp 15

SCRAF YARD
E:ln‘rltiﬂaulrm

A /8

LEADERSHIP
Completa ANY
Denvalopment Card

ELEE

DIFLOMALY
4 YouGae Others Bain:

4'-—-“1 "ti

& a5

EXAMPLE: Leonid Tuﬂk the First Player Tuken
in the Supply Depot Phase. Furlhis first action
in tThe Action Phase, he places his Ambassador
on the “Leadership. action space.

- |t is a 3—player game, so this means the space

Complete ANY
DE\IElDD ment Card is now full, and no other player may assign an
P X Ambassaodor there for the rest of this round.
NMOTE. If you have more than 2 Team Members This blocks Indira ft"um using the space,
e e N e i though she could still use her Ambassador
left in the Action Phase, you will still only get to T ’ = 4
take 2 actions total [unless vou have a Special for the Diplomacy action. [John, who assigned

Ability that grants an exira action).

his Ambassador to the bid in the Supply Depot
Phase, could not have used the space even if it

was ETﬂpT‘f.]




I3 . ACTIONS

"ﬂILﬂBLE ACTIONS e e - bt \

There are a fotal of 11 ac’rlun spaces. Each Team Member spemal’rv is associated with.2 action spaces.
(The Tth space, the Sr:m,c: Yard, H]’ﬂ'}" be used by ﬂny Team Member] : . o

L 1

3
@

DEFENSE ACTIONS 2 COMMERCE ALTIONS INFRASTRULTURE ACTIONS

The Captain may be assigned to either: The Trader may be assigned fo either: h The Engineer may be assigned to either:

£ ﬁlﬂ}_’“ .

b "ll

RESOURCES PRODUCTION

| | — i Build 1 Production Building.
SCAVENGE - B o Gain 2 Resources. ; -
Search the Supply Depot ” 4 |

Area discard pile.
Keep 1 Card.

SCAVENGE: Take any 1 Supply Card from the RESODURCES: Gain 2 basic resources of your CONSTRUCLTION: Build a new Production

Supply Depot Area discard pile and gain ifs rewards choice. You may take 2 of the same resource or 2 Building by paying the cost in the space below each
(see “Supply Depot Phase” on pg 11] different resources. slot on your Nation Board. Once paid, place the tile in

the open slot. (You will receive resources from this
Building in the Resolution Phase.)

HE!’E Il may gain any of the 4 basic resources
[Muni *H"'L, Credits, Tech, or Lithonium], but not Rovers. SEE. "Production Buildings™ on pg 16.

[ REMEMBER. You may only ever have 1Relic Plan Card. j

\'ﬁ

- & DEVELORMENT CARD DEVELOPMENTCARD ' ) .~ DEUELDPMENTCARD .

fﬁ

- msl:nnu j-'
- w'r: '.‘J-_'fl;l
.:5,_!'

ki

DEFENSE DEVELOPMENT. Draw 3 Defense COMMERLCE DEVELDPMENT:. Draw 3 Commerce INFRASTRUCTURE DEVELOPMENT:. Draw 3
Development Cards and choose 110 add to your hand Development Cards and choose 110 add to your hand Infrastructure Development Cards and choose 1
OR complete 1 Defense Development in your hand. M  OR complete 1 Commerce Development in your hand. to add to your hand OR complete 1 Infrastructure

Development Card in your hand.

[ SEE. “Development Cards” on pg 15. j SEE. “Uevelopment Cards” on pg 15. J ’ SEE. "Development Cards” on pg 15.
“ F

F

MORE ALTIONS | §



FPHASE D3 . ACTIONS

EXPLORATION ALCTIONS

The Biologist may be assigned to either:

FIELD TEST

Draw a Development
Card from two decks.

RESEARCH: Take the top card from any 2
PN different Development Decks.

EXPLORATION DEVELODPMENT. Draw 3

in your hand.

SEE. “Development Cards” onpg 1

SCRAP YARD

Any Team Member may be assigned fo the Scrap
Yard. Unlike other action spaces, it may hold an
unlimited number of Team Members.

SCRAP YARD:
Gain 1basic resource of your choice.

DISCARD

S

Exploration Development Cards and choose 1 1o add
to your hand OR complete 1 Exploration Development

GOVERNMENT ACTIONS

The Ambassador may be assigned to either:

DIPLOMI

OIPLOMALY
You Gain: Others Gain:

DIPLOMALY: Take 2 Rover resources, then take the

top card from any Development Deck. Every other
Nation gains 1 basic resource of their choice.

OMALY

LEADERSHIP
Complete ANY
Development Card.

LEADERSHIP. Complete any 1 Development Card
in your hand. (You may not acquire Development
Cards with this action.]

| EE " “Neve tl....rj I.I. !_.["" nnal

SCRAP YARD
Gain 1 Resource.

THIS SPACE HAS UNLIMITED CAPACITY

LR | | 1 = . [E— J—_ T et L. e B T WPLLL | -
TIP: Ideally all of yvour plans will come to fruition and you will never |

that you're stuck with a Team Membei

“ I]EHEI.I]IIHIEHTI:IIIII] -
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EXAMPLE: John places his Biologisi tokén on the
"Exn[uraﬁun Development” space, wl%t:h allows him to
acqmre or cumpﬁe’re Exploration Deveinpmenfs

»

He decides fo.complete a Develr;{:lm_ﬂni‘ frum'hisﬂhand,

revealing a card that costs 2 Credits, Z Munitions, and |
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_ John returns these
resources to the supply
piles and places the card
beside his Nation Board.

>

» He qams +2 Prestige
on the g Expfﬂmnﬂn
Track.
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He also gains an
Immediate Bonus of
+1 Presfige on the
@ Defense JIrack
~_for EEII.':h player who
has fewer Munitions
than he does. He has 7
Munifions remaining,
while the other 2
% | players have none, so
he gains +2 Prestige on
the Defense Irock.
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FPHASE 03 . ACTIONS

DEVELOPMENT CARDS

Some action spaces allow you to draw new Development Cards from one or more
Development Decks, or complete Development Cards in order to gain rewards.

[~ S .. Lk -
DEVELOPMENTCARD . \
Complete . Card 35 Oraw 3 — Keep 1 [E] ‘ |

ACOUIRING A DEVELOPMENT CARD.

When you acquire a Development, add it to your If you drew multiple cards and chose 1, place the OISCARD
hand and keep it hidden from other players until you remaining cards face-up in the discard pile next
complete it. to the deck you drew from.

COMPLETING A DEVELDPMENT CARD.

When you complete a Development, reveal the card
from your hand, then spend the resources shown
at the top of the card and place it face-up next to
your Nation Board.

| EXAMPLE: John plays the ._ ,
Gain the rewards shown at the bottom of the card: 5 # 3 Lab Tech Assistant from his [ Piay T T
' < | hand as his second actibn. | a 3 asingle use mezsffe
This allows him to use the
“Expleration Development”
action space adgain, even
though he assigned his Biologist

there earlier this round!

If the Development provides
resources or Prestige Points,
gain these immediately.

== | I o = o | He decides to r:ﬂn?pte’re another
If it pravides an Immediate ﬁm Complete it now if youcan. 7N . . _ : - J # or i .:-"' o Exploration Development from
I Bonus, acfivate this immediately. | | _ | k' Ve o, - »— (I X! Y P his haiid, paying 2 Credits
e alisi ol o e 1 et AN &F . and 7 Munftion to gain +7 %
#Exph:hrruq'ﬂn and +7 @) Defense.

: . " : : During Resolution you may:

If it provides a Resolution W == ] - e
: Trade (§3) for (g)/(P#)/([L)) once. NOTE. Unless you are using a reward

Bonus or Council Bonus, place e o ool % A T

_ _ or special ability, it always takes an

it next to your Nation Board and

activate it in the indicated Phase.

[These Bonuses are only provided

by Infrasfructure Developments.]
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Assistants can be acquired during the Supply Depot Phase to help your Team Members with their waork.

-

On your turn during the Action Phase, you may . Unlike Team Members, Assistants may be assigned X : g '\
choose to assign an Assistant from your hand to an action space even if it is full. Once played, b | [Payurnotlll | P;T::.-:;i *"'::::::Z?ETE_E?Mﬂ,m;';--..,l |
instead of a Team Member. - | an Assistant counts towards an action space’s Team ] | e :f:_,____ e comll 'if,_.__ | |
Member limit, so it may prevent other Nations from o R __ Nl
Like Team Members, Assistants have specialties placing there. Pl —— D
and can only take actions matching ThEiF specialty. TIP: Use your Assistants strategically. When making plans for the
When you assign an Assistant, place their card on IMPORTANT: Each Assistant may only be used once per game.

the action space, as you would a Team Member. During the Resolution Phase, all used Assistants are removed
from the game [rather than placed in the discard pile).

round. remember that an Assistant can take one of vour 2 actions

in the Action Phase. which frees up a Team Member to be assighed
to a Council Phase event or Supply Depot Phase auction



PHASE B3 . ACTIONS

The “Production” action allows players to

complete any of the remaining production * PRODULTION |
= Build 1 Production Building.

buildings on their Nation Board.

EXAMPLE. The Xenolab

L 25 : ) = ;: can be built for 7 Credit,”
To complete a Production Building, use the | i it et

Construction action and spend the resources shown - e | A
underneath the matching slot on your Nation Board. - | J N\
Then place the Production Building Tile into the slot . FORTRESS
above the cost. For example, the Xenolab can be huilt
for 1 Credit, 1 Lithonium, and 1 Tech.

fh WAREHOUSE % BIDCORPS 4
e e coima IR
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At the end of each round, each Production Building

produces 1 of the resource shown underneath the

cost for the Production Building. In the case of the
Xenolab one Lithonium.

NDOTE.

You may only consiruct one of each type of Production Building.

EXAMBLE. The Xenolab &
produces 7 Lithonium. -

SPECIAL ABILITIES |\ | - WCIIIOIT]  EXTRA ACTION:

. o) [ Play this at.any time during the Action Phase to grant yourself
another action after the last Nation in furn order takes their
second action. You must have a Team Member (or Assisfant]
available to take the action. (You may combine this card with
“Iwo At a Time” to take 2 actions on your second furn.)

Special Ability Cards are gained in the Supply Depot Phase and may be activated
once, at the time indicated on the card lwithout faking an action]. After you use a
Special Ability Card, place it in the Supply Depot Area discard pile.

TWO AT A TIME: ! | - | ,_
Play this on your turn during the Action Ehase to take l:_m’rl'! of i ._ g MEET THE NEED:
your actions for the round, one after another. _‘Q:uu must still h

* have 2 actions remaining in order to play this card (if does not
grant an extra action).

Play this during the High Council Phase fo SLJccgséfLJ'lly respond
to an event without assigning a Team Member.

&



IMPORTANT. During the Resolution Phase, furn order
may determine which player is first to earn a Civilization
Milestone or reach the top of a Prestige Track.

In the Resolution Phase, Nations produce new resources and return their Team SNl LY Loaiid has 1ndF vat RIayRELOURN, BEEN

. : ) _ _ is first to perform his-Resgjution Phase. He has not
Members home to rest. Starfing with the First Player and proceeding clockwise, | vaf eompletedhis el and Eseno B v lanta it that

each player performs the following resolution steps: provide Resolution Bonuses, but he has built 3 of his 4 « °

Production Buildings.

RELILC EDONUSES PRODULCTION BICORPS g
If your Nation has completed a Relic, you gain +1 Each of your completed
Prestige Poinft on the indicated track. Production Buildings
produces resources.
If you have completed a Relic AND you have a Take the corresponding L

resources fromthe _ , 070" 0
supply pile. 1 o' P aLs He gains 7 Credit from his Warehouse, 1.Lithonium °
: — L from his Xenolab, and 7 Tech from his Biocorps.

Relic Power Tile that activatesin the
Resolution Phase, you may use it now.

HENOLAE -

RETURN TEAM MEMBERS

Take all b of your Team Members back from the
board. Remove any used Assistants from the game.

RESOLUTION BONUSES

If you have completed one
or more Infrastructure
Development Cards
that provide Resolution
Bonuses, you may
activate them.

Indira is to his left, so -

PASS AULTION TIEBRERKER aiie rasdivesneils

After the last player returns their

Team Members, pass the Auction
Tiebreaker marker to the next

playerin clockwise order.

'] .
If this is not the 10th round, advance the Round Marker
forward on the Round Track, then begin the next round
with the Council Phase. '

If this is the 10th round the game ends and each Nation counts up their Victory
Points to determine the winner. (See “Victory Points” on pg 21)]
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PRESTIGE l.l | PRESTIGE SCORING

Each Nation may gain Prestige on 4 tracks, corresponding to the 4 Development areas: At the end of the game, Nations score
Defense, Commerce, Infrastructure, and Exploration. Most of the time, you will gain Victory Points based on their ranking on
Prestige as a result of completing Developments. each Prestige Track:

Whenever you gain Prestige Points, move your

Nation marker up the indicated number of spaces on
the indicated track. {If you are instructed to move up
on a frack of your choice, you may choose any of

the 4 iracks)

The highest Nation on each track scores & VF

The second-highest Nation on each track scores 4 VP

The third-highest Nation on each track scores 2 VP

If two or more Nations are tied on a track, split the
points evenly between the them (rounding up). For

example, if fwo Nations are tied for highest, they
receive B VP each (8 VP for highest plus 4 VP for

If your prestige reaches or surpasses a starburst
icon 5:} by advancing up the track. Immediately
take 1basic resource of your choice.

/ \ second-highest divided by 2].
NOTE: You do not gain the bonus if you lose prestige causing -
vou to reach or pass a starburst icon. You may gain the bonus if
mil etifeernl v reach ne eveead ta ctarhiiret ater hv advanc-— - " Bias & A -
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Ing up the frack based on your ranking, you must be above the “Start” space
™ /

at the end of the game. Any Nation that is at or below the
“Start” space at the end of the game gains no VP for their
ranking. Nations below the “Start” space additionally lose the
VP shown on the space they occupy.

Nations may lose Prestige Points, primarily by
ignoring events. When you lose Prestige, move your
Nation marker down the indicated number of spaces
on the frack.

[ IMPORTANT. Any time you would gain Prestige but cannot move further up a track, you instead gain 1basic resource of your choice. ]

MASTERING A PRESTIGE TRALK
The first Nation to occupy the highest [(12th) space on a Prestige Track has mastered that track.

Unce a Nation has mastered a track, no other Nation may progress to the 12th space of
that track lunless the master Nation loses Prestige and vacates the highest spacel

-
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In each Lunar Season, you can complete
an extra strategic goal for bonus VP

Each Lunar Season Scoring card you completeis  #
worth 3 VP. Unlike Milestones, each Nation can

There are / Civilization Milestones that serve notice to the rest of the planet that your complete each Lunar Season Scoring card once.,,

Nation’s influence is growinag.

Fach Milestone is claimed by the first Nation to achieve it and is worth 4 VP at the end of the game. When
you complete a Milestone, immediately take the Milestone Statue and place it on your Nation Board. No

other Nation may achieve this Milestone.

I First to complete 3 Commerce Development Cards

2 First to complete 3 Defense Development Cards

3 First fo master any Prestige Track

& First to complete 3 Infrastructure Development Cards
5 First to complete 3 Exploration Development Cards

B First to complete 1 Development Card of all 4 types

7 First to build all 4 Production Building Tiles

& N

IMPORTANT. Oncevyou have earned a Milestone, you
cannot lose it by any means. This includes mastering a
Prestige Track - if you later vacate that space, you keep
the Milestone.

N\

To complete a Lunar Season Sr:urilyj E:Elrd, you must
complete all requirements for-the bonus before

the Lunar Season ends. When you complete the . °
requiremen’ré, place one of your Lunar Season
Scoring Flags on the tile.

D 7 exeansionist \

N4 @l 1

Any agency that completes BOTH a
Defense gnd an Exploration

card this ?—:E‘ﬁﬁhh recelves!

Any agency that E:{':H'IL'.IlE’fE_ﬁ:HDTH arn
Infrastructure snd an Exploration

card this season receiyes:

Lunar Season 1takes place over Rounds 1-3 of the
game, Season 2 takes place over rounds 4-6 and
Lunar Season 3 takes place over rounds 7-10. The
Round track will indicate which round you are on, and
will also indicate which Lunar Season Card is active.

1of each:

oo

NOTE.
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RELILS

Each Nation may build an ancient
XenoRelic that provides Prestige
at the end of each round and
activates potent Relic Powers.

£

To build your Relic, you must first acquire a
Relic Plan Card. If you have a Relic Plan,

_ you may use an action during the Action
Phase to assign the indicated number of
Team Members to complete it.

Place the Relic Tile in

the Relic slot of your

Nation Board to show.
itis cumpﬁ!e’res

Once your Relic is completed, in EVEry

- Resolution Phase you gain"+1 Prestige
Point towards a specific track indicated
on your Nation Board. |

(2]

~ Completed Relics also allow you to use the
¢ Relie Power Tiles (once acquired).

IMPORTANT. Building a Relic on your Nation Board
does not gain you a Relic Power. Relic Powers must be
acquired separately in the Supply Depot Phase..

RELIC POWERS

Relic Power Tiles enter the game in the first Supply
Depot Phase of the 3rd Lunar Season (Round 7). \ /

When you acquire a Relic Power Card, immediately
choose 1 of the available Relic Power Tiles and place
it on the Relic space of your Nation Board.

If you have completed your Relic, you gain both
your Relic Bonus and Relic Power. You may acquire
a Relic Power Tile before you complete your Relic,
but it does not activate until your Relic is completed.

-

During Resolution: You may frade 2 resources o move

IMPORTANT. Before a Relic Power Tile can
be activated, you must have a Relic built on
vour Nation Board.

up 1space on any Prestige Track up to TWICE per round.

Gamma Chamber: In each Resolution Phase, you may
trade any 2 resources to gain +1 Prestige on any track, up to
Z times. The resources you frade do not have to match.

STARLGATE

Ignore capacity limits

on action spaces.

Stargate: You may place Team Members on action spaces
that are full.

STELLAR CODEX

Gain +1 PRESTIGE on ANY TRACK every
time you complete a Development Card.

Stellar Codex: Each fime you complete a Development, gain
+1 Prestige on any track.

Moon Stone: In each Supply Depot Phase, you have +4 to
vour bid. You must still send a Team Member to participate in
the auction.

Once per round, if you complete a Development

Card, you may immediately complete a Znd.

Hyperspeed: Once per round, when you complete a
Development, you may immediately complete another
Development of any type. You must still pay the cost of the
second Development.

SUN STONE

' Ynu may 'c:nrn[jle’re Development Cards using
1LESS resource of your choice.

g

sun Stone: Whenever you complete a Development, spend 1
less resource of your choice.

During Resolution:

Gain 4 \'ﬂ_, fﬂ" b every round.

Treasure: In each Resolution Phase, gain 1 of each basic
resource.

Scepter of the Ancients: Gain 3 VP atf the end of the game.

'

\ ¥
IMPORTANT. You may have only 1 Relic Power active at any time. If you gain an additional Relic Power Tile, you must immediately
choose either your currently active Relic Power or the new Relic Power to remain active. Place the Power Tile you did not choose
face—down near your Nation Board to show it is inactive. Each “extra” Relic Power Tile at the end of the game is worth a bonus 1VP
if you have completed your Relic.,

/s
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CAME ENO & SCORING

When the Round Marker reaches the 10th space on

the Round Track, this signals the last round of
the game.

VICTORY POINTS

At the end of the game, each Nation totals up their Victory Points.
Use the score pad to total the following:

8 VP per 1st place on Prestige Tracks

4 VP per 2nd place on Prestige Tracks

2 VP per 3rd place on Prestige Tracks

-1VP/-2 VP per Prestige Track where you are below “Start”

4 VP per completed Civilization Milestone

3 VP per completed Lunar Season Scoring tile

Bonus VP for Artifacts, Special Objective Cards, or Scepter of the Ancients
VP per “extra” Relic Power Tiles [if Relic is completed]

1 VP for every 10 leftover resources [including Rovers])

In the event of a tie, the Nation who completed the most
Development Cards is the winner. If it is still tied, each tied
Nation adds together the total number of spaces they have
progressed on all Prestige Tracks, and the Nation with the higher
total is the winner. If it is still tied—jeez—you folks fiel




OPTIONAL DUMMY PAWNS

2-PLAYER VRARIANT

2-PLAYER VARIANT

When playing with only 2 players, use the following additional
rules for setup and gameplay.

(I) During setup, place 1 unused Nation marker on the 6th space of each Prestige Track. | RESOURCES

7 ' Gain 2 Hesources. . ‘ FIELOD TEST

BLOCKERS

Oraw a Development
Card from two decks.

When scoring VPs at the end of the game, include the dummy markers in the
ranking. (For example, if both players are behind the dummy on the Defense Track,
they are ranked in 2nd and 3rd place.]

.

\

@ During setup, each player fakes the /70055000 from 1 of the Nations not in the game to use as J

their blocker.

(N, 'IHFH i!_l] UE

Build | Production Building. _ -

Blockers are placed at the start of each round, before the High Council Phase. .
Search the Supply Depot

In reverse turn order, each player places their blocker on any 1action space. In | S
" B Heep 1Card.
the first round of the game, the player with the Auction Tiebreaker Marker is -'

considered the First Player. L | P Stuctaratat cane 8

-|"' Complete _ Cad 5‘ Draw3-Keep1 ' - i:"'. Complete Z Card s Oraw3 - Keep 12 ‘].

e

During the Action Phase, any space with a blocker is treated as “full.” Players may
still use Assistants or the Stargate Relic Power to activate a blocked space.



AOVANCED RULES

A

When setting up the Supply Deck at the start of the game, shuffle all “Victory Decree” cards
matching the current player count into the 3rd Lunar Season stack Deal out the same number of
cards from the 3rd Lunar Season stack as normal.

VICTORY BECREE

VICTEEY BECREE

A IUP/

[ At game end: Gain+1VE |
| foreachsetof ddistinct |
II Development Cards you II

henve completed. ]

[ Atgemeent Goin+vp | |} have (nstead of
| foreach Xenorwinand | 'ary 10 resources
| completed Fortification || - -
|

| YOU poBsass, |

Victory Decree cards of fer potentially powerful end—game scoring bonuses. In the

Ra

B

ndom variant, a random number of Victory Decrees will be included in the game.

When setting up the Supply Deck at the start of the game, set aside all of the “Victory Decree”
cards matching the current player count.

Shuffle the 3rd Lunar Season Supply Cards matching the current player count and deal 2 per
player. Return the remaining 3rd Lunar Phase Supply Cards to the game box.

Add the set-aside “Victory Decree” cards and reshuffle this new deck. This will be the 3rd Lunar
Phase stack used to create the Supply Deck.

The Fixed variant ensures there are enough Victory Decrees that each Nation can
acquire one, though there is no guarantee. A Nation may acquire more than one
Victory Decree if the opportunity arises. e

! yOU POBBESE. | [ — g | have completed. )

% WVICTERY DECREE

[ stgameend Gain VP | B hevelnatesdof ll [ At game end:Ban VR |
| for esch Xenoruinend | (Bvery 10 resource ,' for each set of 4 distinct |
{ completed Fertification \ II Development Cardayou |

P rmeam
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