Storyline
Not long ago, humankind began to look past our bases on Mars and Europa for a new home. We sent out probes to explore a universe we
barely knew anything about. Contact was lost with most of them, but a few sent back the locations of habitable exoplanets. The four
Coalitions each sent out terraforming missions. Some of these were also lost due to forces or phenomena... or perhaps agents... unknown.
Captain’s Log, December 19, 2277
I am honoured to announce that we have won the race. Upon reaching orbit at Epsilon Franklin-10c, the bridge crew and I became the first
humans in history to gaze upon an exoplanet with our own eyes.
Speaking of eyes, I pretended not to notice Commander Konczal trying to subtly wipe a tear from hers while we were all staring out the
viewport. I probably should have called her on it; it may have stopped her little speech.
Don't get me wrong, I'm proud of what I, scratch that, what we’ve accomplished, and she is an excellent First Officer, but I did find her
gushing words, "Without your guidance and bravery we would have all perished," a trifle embarrassing. The bridge crew applauding
afterward, though, is what I think caused my "Captain Face" to finally slip. I tried to yell triumphantly, "We've done it!" but it came out more
like a croaking gurgle.

Well, at least I wasn't the only one choked up, and discipline appears intact so far. Anyway, the first landing parties are enroute, and will
debark within the hour. I'm jealous.

Objective
The aim of the game is to explore the
universe with your space craft to find an
exoplanet and then send a rocket there.
You do this by picking up cards to firstly build
your space probe. Play your cards wisely to
unveil the universe and choose to keep your
knowledge a secret or reveal the wonders of
the universe to everybody.
Move your space probe around the universe
manipulating it’s secrets to your advantage
whilst watching out for black holes.
Once somebody discovers an exoplanet, the
race is on!
Purchase your rocket and be the first to land
on your exoplanet to win the game but watch
out as your opponents will be trying to
thwart you at every step.

Component list
80 yellow, green, red and blue Universe and Exoplanet
Cards. Only space craft of the same colour as the card can
move onto the card for free. Space craft of a different
colour can move onto the card if the player discards that
colour card from their hand.

Space craft cannot move onto or past a
black hole (9 cards). Any colour space craft
can move onto a purple wildcard (7 cards)
or if the wildcard is in your hand it can be
used in place of any colour card.
At the beginning of the game you purchase your space probe (4
space probes included) by trading in 4 of the same colour cards as
the probe.
Players can only purchase rockets (4 rockets included) after the first
exoplanet is revealed. To purchase a rocket, players trade in 4 of the
same colour cards as their probe.
Alternative rule: for a faster game, players can choose their colour probe at the
beginning of the game for free and rockets are free to purchase too.

Set Up

Game Play

For your first game, set out 28 Universe Cards and 4 Exoplanet
Cards face down (as illustrated). Shuffle and then deal four
face down universe cards to each player. The rest of the cards
form the deck.

The youngest person starts and on your turn you choose
to either Research or Explore. You cannot do both.

Turn the top two
universe cards
from the deck face
up and place them
side by side with
the rest of the
deck.
Each player turns
any two universe
cards of their
choice face up.

First Row

The handy Help Card will remind you of the actions you
can take if you Research or Explore.

Research

Playing Cards

1.

Buy a space probe - Trade in a total of four cards of the same
colour to buy a space probe of that colour. Once Exoplanets
are revealed everybody can trade in a total of four cards of
the same colour as your space probe to buy a space rocket of
your colour at any time.

Pick Up Cards
a. pick up one of the face up cards next to
the deck (and replace it with another card
from the deck)

b.

OR

a.

b. choose the face down top card from
the deck.
Repeat this so you have picked up two new cards in total.
2.

Play cards - you can then play as many cards in your hand
as desired each turn. Cards can be used to do as many of
the actions as you wish.

3.

Discard cards - you can only have a maximum of four cards
in your hand at the end of your turn so play or discard any
cards until you are left with four or less. Play now moves to
the next person.

Reveal the Universe - Trade in 2 cards of different colours to
take a personal peek at any unrevealed Universe Card (except
Exoplanet Cards) or you can turn it over and reveal it to
everybody if you wish.
Change the Universe - You can play 3 of the same colour cards
to change the universe. To do this, remove any ‘revealed’ card
from the universe that doesn’t have a space craft on it
(including black hole cards) and lay down one of the coloured
cards you are trading in (discarding the rest of the cards) in it’s
place. You can’t change ‘unrevealed’ Universe Cards.
Black Holes - Black Hole cards can be played on top of any
‘revealed’ card in the universe that doesn’t have space craft
on it to stop your opponents from advancing.

Explore

cont.

1.

If the universe card is the same colour as your Space Craft (or
it is a wild card) then you can move onto the Universe Card.

Play Cards – Reminder: you cannot pick up cards
(Research) if you intend to explore this turn.

Alternatively, if you have that colour card (or a wild card) in
your hand, you can move onto the universe card by discarding
that card.

2.

Explore - move your space craft onto a ‘revealed’ or
‘unrevealed’ universe card on the first row of the board.
If you move onto an ‘unrevealed’ card then the card is
turned over and ‘revealed’.

In this example, the red probe can move onto the red card
(same colour), the purple wild card or the green card (by
discarding the green card in their hand). Red cannot move
onto the yellow card.

Explore cont.

cont.

You can keep moving your space craft as many spaces
forwards, sideways or backwards (not diagonally) as is
possible by discarding cards.

You can stop moving when you want however if you reveal a
card and you don’t have the same colour card in your hand (or
it is a black hole) then your space craft is destroyed and taken
off the universe until your next go.

In this example, red made the decision to move forward
(without knowing what the card would be) and revealed a
black hole. Red’s space probe is destroyed.

In this example, red can move onto the purple wildcard then
the red card (same colour as probe) and finally the green card
(by discarding the green card in their hand).

Any space craft that are destroyed are taken off the universe
and returned to the player. The space craft can be placed
again on the first row of Universe Cards next turn without the
need to buy a new one.

Other Rules

Winning

Each player can only own one colour space probe or space
rocket.

When the first space probe moves onto any of the cards on
the row beneath the exoplanets then all the Exoplanet Cards
are revealed.

Wild cards act as any colour you wish and are used like any
other card.
Space craft can travel past other space craft as long as they do
not end their turn on the same universe card.

E.g. in this example, Red could move all the way to the green
card but it can’t stop on the same card as another player.

Each space probe then needs to make its way to its own
colour Exoplanet.

In this example, Red moved onto the row beneath the
exoplanets and all the Exoplanet Cards have been revealed.
Red needs to now travel over to get to the red exoplanet.

Winning cont.

Alternative Set Ups

From this point, any player can now buy a space rocket of their
own colour at any time by trading in 4 of the same colour
cards as their probe.

The Universe cards can be set up in hundreds of different ways.

Once your space probe lands on your exoplanet, your turn
ends. Next turn, if you have bought a rocket, place it at the
start and you can move your rocket forward if you can.
Once you move your rocket onto the same Exoplanet Card as
your space probe then you colonize the exoplanet and win the
game!

In the example, Red has moved both the space probe and
rocket onto the red exoplanet and so is the winner!

See some examples below or why not be creative and make up
your own…

Alternative Set Ups cont.

www.emptyspaceexplorers.com

Solo Storyline – ‘The black hole blitz’

Solo Rules

Captain’s Log, March 8th, 2311

Set out the universe as per normal but turn over all the cards
in the first row only. If any of the cards next to the draw deck
or in your hand are black holes, shuffle them back into the
deck and redraw.

It seems like only yesterday when we had our first mission to
land on an exoplanet. I still get a warm feeling of pride when I
look back and think about how my crew handled the situation.
Today, I find we will need that teamwork once again.
Our successful dispersal to the stars was too good to last.
Recently, black hole activity has increased in the Milky Way.
Our scientists are baffled as routes that used to be safe just a
few years ago are now too dangerous to travel. We call it the
'Black Hole Blitz' and it has quarantined much of the galaxy.
Soon, it may prevent us from launching rockets at all.
It is imperative we map a safe route through the black holes.
We have found one new planet we are using as a base, away
from the crushing gravity hemming in the rest of the galaxy.
We have sent instructions to the other coalitions in order to
disperse more humans to three other exoplanets in this safe
zone.
We will survive! Won’t we?

Easy Game: Play just with rockets and choose a rocket of any
colour to start with (you don’t need to buy rockets in solo
mode)

Harder Game:
Choose a probe of any
colour to start with

Aim

Black holes

The aim of the solo game is to first explore the universe with
one rocket (or probe in the harder game). Once your rocket
reaches the row beneath the exoplanets then all exoplanets
are revealed.

Reminder: Black Hole cards are played only on top of
‘revealed’ cards in the universe that don’t have space craft on
them.

Once you land on your colour exoplanet, all the other rockets
become available (no need to buy them) and each needs to
make its own way to its exoplanet.
The main rule change is that you can Research and Explore all
in the same turn and when you have all rockets in play, you
can move as many as you want each turn in any order.

When you pick up cards, as soon as a black hole is taken into
your hand or it is turned over as one of the two face up cards
next to the deck, it must be played into the universe straight
away.
A black hole card cannot be placed next to another black hole.

e.g. black hole can be placed here

but not here

Black holes continued…
In addition, one card next to the black hole is swallowed up
and removed from the universe.

End Game
Play continues until either all the rockets have reached their
exoplanets or the entire deck (and any cards in your hand) has
been used.
Scoring
3 points for each rocket successfully landed on it’s exoplanet
1 point for each card left in the deck if all rockets reach their
targets
3 bonus points if you can trace one route from Earth to any
exoplanet that isn’t blocked by a black hole
Rate yourself
3 points
6-9 points
12 points
15+ points

e.g. if the black hole was placed on the green card then you
would need to remove one of the ticked cards from the game.

Lose! Humankind unlikely to survive long term
Lose but some human colonies may survive
Win! Good job, humankind likely to survive
Win! You are humankind’s saviour!

And finally…if you really like a challenge, play the harder game
with a space probe first off and then try to get all 4 rockets to
their exoplanets…good luck!
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