GOAL

EAch player represents one of the Nations of
SOLARIi. At the beginning of a game, each player
gets a Goa Card. This card defines the kind of
worldsthe player will have to conquier. Thewinner

isthefirst player who achieve his goal.

DESCRIPTION.OF A GAME - -

At the béginning the gamearea just containsthe 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 initialy
thought uninhabited. Or you can penalize a player
polluting his worlds with his factories, start a guer-
rillawar on aworld where you are overwhelmed by
other players, etc.

MATERFAL

Th arkers

f They represent the People of each player. They comein

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 Sones

They represent the energy used by playersto perform
their actions during the game. The energy comes |

4 from the power Plants. The white stones equal 1 Unit §

of Energy and the red ones 5 Units of Energy.

1Unit o 5 Units .

| 2 HIp 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 dedls the cards and start
playing for each phase of the
turn.
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