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The game proceeds over
several rounds.

Each round consists of
3 phases:

1. Buying

2. Planning/Ordering
3. Actions (and scoring)

Players begins with
Phase 1: “Buy”

D-><S>D

When players overpay, they do

not receive any change.

To buy Al cards:

Players pay the purchase price,
then add the card to their hand.
Players may purchase multiple
Al cards per turn.

Buying Board Upgrades:
Players pay the purchase price

shown, then place a cube in the
corresponding field. Players can
purchase multiple upgrades per
turn.




Types of Planets:
Blue (earth-like planets)
Brown (desert planets)

Red (volcanic planets)

Stacking cubes is now permit-
ted - either on a player’s own
cubes or those of their oppo-

nents.

Extra Energy

Expanded reach l-_i I?r DI::‘: D

Phase 2: Planning/Order

With or without a screen

Place 1 Action card on each
field (placing on top of other

cards is also allowed).




value for that turn, move your
marker, and pass out Turn
Order titles. Whoever has the
highest Consumption value this
turn receives the 1 and so on.




Phase 3: Actions and Scoring
Take Actions from left to right

Settling/Founding Colonies

Placing cubes on Planets
(considering the range and

adaptability)

Never more than three cubes
on top of each other

Collecting Resources

You may collect the matching
resources from of your colonies
(consider the range)




Discover

Bringing new Solar Systems
into the game, then either
settling or collecting resources.
(Pay attention to the range!)

Collecting 3 Gemstones

Upgrading Gemstones by

one level

Finally, players slide all cards
one space to the right and take
the last card into their hand.




Assessment

Every galaxy in which there is at
least one colony can be assessed
a maximum of once

Majority (>): higher number

Minority (2): lower number

Remove 1 cube and gain the
corresponding Energy

Players are limited
to 4 Bonus cards
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Cubes are only removed
through assessment




Dark Tech

Whoever reaches or overtakes
their Consumption marker

with their Energy marker rises
one Dark Tech level and resets
their Energy marker to O (+ any
extra Energy)

Players advance from Dark Tech
Level O to Level |, then to Level

Il, and finally to Level IlI. (The
end of the game)

Players draw 1 Dark Tech Level
| card or 1 Dark Tech Level Il
card accordingly; those players
who are behind them receive
Gemstones.




THE END OF THE GAME

As soon as someone reaches
Dark Tech Level lll, play the

current round to the end.

Final Scoring Round:

-the remaining Gemstones (1-3)
-Al cards (2)

-Bonus cards
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EXPANSIONS

Module 1: Space Stations

A part of the Buying phase; the

costs are printed on the left.

Placed on an empty Space
Station field in a Galaxy where a
person has at least one Colony.

Collecting Resources with
Stations

Harvesting with Stations

Colonizing Stations




Module 2: Leaders

At the beginning of the game,

select them in reverse turn

order.
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Automa Mode

Play against the Al.

Play the corresponding Al
cards; otherwise it is similar to a
two-person game.

Follow the rules of the base
game.

Always carry out the left action.
When this is not possible, carry

out the alternative on the right.
(If this is also not possible, take

no action.)

For the final scoring round, only
count up all of the Light Bonus
cards the Al has gathered.
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The authors and the company thank the many test players for their wonderful efforts and their numer-
ous comments, especially:

Jan Scherer, Jorn Koch, Andreas Wagner, Kathi Kallenborn, Melissa Hoffmann, Pierre Schumberra, Michael
Klasen, Jens Merkl, Laura Kloos, Heiko Schmitt, allen Mitgliedern des Legendary Games Club St. Wendel,
Manuel Renn, Rita Modl, Nils Stamer, Alexandre Laurenti Done, Martin Braun, Matthias Prinz, Bianca
Lisch and the Copyshop Bliesen as well as the many test groups in Rotenburg, Lieberhausen and Krumbach.

If critics have questions or comments about this game, write to us:

alea(@ravensburger.de
www.aleaspiele.de
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