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-- Konstantin Tsiolkovskii, Father of Space Flight (1857-1935)
1. Brief Description of the Game
1.
169
(Planet Card)
(Planets Environment) (Life Form) (Space
Explorer)

2. Components
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CORNER PLANET

HOME PLANET

WORM HOLE

SCORING TRACK

A.
169 M A 1 13
4 36 6>=<6
D-4 D-10
J-10
Planet 3
4 A-1 A-13 M-1 M-13 5
G-7 5
9 79
9
5 -7
6 x<6
4
D-4 D-10 J-4 J-10
4 4
5
B.
30 150
30
4 8 50 /100
C.
79 4

19 20



+1

10

30



4. How to Play the Basic Game

4.

7z 169



All tiles match
because their Space
Paths, black Deep
Space, and starry
Galaxy areas connect
to each other. A future
tile ploced where

the X is will need to
connect to the Space
Path chove and to the
Galaxy to the right.
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““Sneak Attack””

11 15

5. Drawing and Playing Sun Tiles & Special Quests
5.




B C

This sun tile ends the Space Path and Galaoxy.
Only other Sun tiles can be put on squares A, B, and C.

OK



6. How to Move a Space Ship

6.
+4
4
+1 1
1 1
13 )
4 F6 F8 H-6 H-8
2nd Move

Ist Move

It costs only 1 movement (M) number to move into
and out of a Worm Hole but you must end your
move on ¢ Plonet or Space Station.



7..Scoring
7.

13

+1

PYRRHIS 3
0
2 x[3+1+0]=8
Gavins Raiders 5
13
LLEMMER 1
1x[1-2+0]=-1
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A.This Space Probe scores
2 points for this galaxy.

B. This Space Probe scores 8

points (4 tiles x 2).
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Important Note: Do NOT count the two end Space tiles with Planets. Thus, a completed Space Path
with a Space Pirate on it scores a minimum of 1 point, and a seven-tile path that has five Space tiles
connecting the two tiles with Planets scores 15 points (1+2+3+4+5 = 15).

1 1 2 2 3 3 4 4

2 7 5
1+2+43+4+5

=15

At the end of the game, if the Space Path with the Space Pirate on it is still unfinished (i.e., it doesn’t
connect two Planets), the player scores no points.
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A. This Spcce Pirate is worth 10 points and must stay here
until the end of the game when it will be scored.

-

B. This Pirate scores zero points because his path ends
in o Black Hole. He must be removed.
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C. This Pirate is worth 3 points so far. He must connect
to another Planet to score ot the end of the game.



8. End of Game

8.
7
1 1
2
1 2
1 4
3 1
5 (3x1) + (1x2)=5
2 3
16 (2x2) + (3x4)=16
2 21
50 50

2 50 100
3 50

4
1 20 “* 7
21 40 “ 77
41 60 “ 7
61 “ 7z

Tips on Strategy

10






