
Another Galaxy …  An Other Time …

Time Mark 10487: The discovery of the Stellarium and its tremendous energetic
properties plunges the solar system Solarii into a turmoil. Long haul space travel is
finally possible.

Time Mark 10495: Using this new technology, probes are sent throughout the
Galaxy seeking new worlds. The powerfull Environmental Leagues request that the
upcoming expansion doesn't interfere with the Peace Agreements amongst
Solarii's Nations. They also underscore the respect of any new form of life or
ecosytems encountered.

Time Mark 10499: The first probes are back into Solarii. The conquest of the newly
discoverd worlds is starting ...

GOAL

EAch player represents one of the Nations of
SOLARii.  At the beginning of a game, each player
gets a Goal Card. This card defines the kind of
worlds the player will have to conquier. The winner
is the first player who achieve his goal.

DESCRIPTION OF A GAME

At the beginning the game area just contains the first
solar system, Home of the players. The board
expands progressively with the discovery of new
systems by the probes. Players start settlements on
these new worls according to their goal. In order to
get the energy required to feed their expansion,
players must aslo build Stellarium factories.
Basic rules are completed by a system of cards sim-
ulating random factors involved in the stellar con-
quest. For instance, you might discover a
Civilisation revealed on a world you initially
thought uninhabited. Or you can penalize a player
polluting his worlds with his factories, start a guer-
rilla war on a world where you are overwhelmed by
other players, etc.

The Markers

They represent the People of each player. They come in
6 colors allowing games up to 6 players. They have 2
uses, on a side they represent the people and on the
other side the power Plants (stellarium Factories).

Population Plants 

The Stones

They represent the energy used by players to perform
their actions during the game. The energy comes
from the power Plants. The white stones equal 1 Unit
of Energy and the red ones 5 Units of Energy.

1 Unit 5 Units

2 Help Cards

They remind you the succession
of phases during a round. The
Leader of the round keeps one of
these cards in front of him. The
Leader deals the cards and start
playing for each phase of the
turn.
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2)  ACTIONS PHASE

Now, starting by the Leader, each player may per-
form one of the 6 following actions : EITHER build
a Plant OR create a new Population OR make one
move OR buy cards OR play a card OR declare one
fight.

After everyone performed one action, the Leader
may start a new action, followed by the other players
clockwise.  If a player doesn’t want to play, or can-
not play anymore (if for instance he is running out of
energy) he declares “pass”. Players who passed can-
not play again during this phase. Other players con-
tinue playing until everyone  have passed, then the
round is finished.

New Plants
You can build one or several  Plants on a World
where you already have one Population or one Plant.
Each new Plant costs 3 Units of Energy.

New Populations
You can create new Population on a World where
you already have an existing Population.
You just need to put 3 Event Cards in the discard
deck. The amount of population markers generated
depends on the number of Population logos the three
cards discarded have in common.

Examples :

These 3 cards have 2 logos in
common. You generate 2 new
Population markers.

These cards don’t have any sim-
ilar pattern. You can’t generate
Population with this combina-
tion

We have here only 2 similar
logos. 2 markers are generated.

Only one similar logo allows
the creation of a single marker.

That’s the best combination !
You can generate 4 markers.

Move
Only the population can move. The Plants cannot
move at all.
You can move one marker or a group of markers
from a card to another one. There are two kinds of
moves :
- Within the same system, from a World to another
World, from a World to its Sun and vice-versa. You
spend 1 Unit of Energy per Population.
- In between two Suns. The cost for each marker
involved equals the difference in between the coodi-
nates of the 2 Suns.

eg : To travel from the Sun 5 to the Sun 9, you must
spend 4 Units of Energy per Population.

During the same move, you may combine the two
types of move with the same group of Populations.

eg : A Population goes from a World to its Sun, from
the Sun to another one, then lands on a World in the
new system. You spend the energy as it  goes.

Buying  cards  
You may purchase new Event Cards or Solar System
Cards at one Unit of Energy per card.
IMPORTANT : you CANNOT have more than 8
cards in your hand at the same time !

Playing a  card
You can play an Event Card and apply its effect. You
can play only one card during your turn. Some cards
have a limited effect and are immediately discarded.
Other cards remain active on the board until their
effect is canceled by another card.

BUYING BACK EVENT CARDS
Each time you play an Event Card for its effect,
everyone can buy it back, you included.
After the effect is applied, the card is sold by auction
among the players interested in it. The auction is
resolved by using  Units of Energy. The player who
played the card may start the first bid which must be
at least 2 units.
You cannot bid more energy than you actually have.
The winner is the player with the highest bid. He
spends the energy and take the card in hand. He will
be able to use this card during his next turn.
Should no one be interested in the card, it is simply
discarded without auction. Once a card is in the dis-
card deck, it cannot be purchased back through the
system of auction.
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