


You are the Director of the Observatory. With the telescopes
_ from your research departments aimed at the infinite skies,
~ you are ready to.launch a series of daring Voyages into the

~ four Galaxies of the Oniverse.
To Voyage into a Galaxy, you will need a specific Spaceship,
designed for the Voyage at hand. You'll also need to
2 establish the coordinates of your destination by spotting
| the different astral bodies belonging to that Galaxy: the
Stars, Planet and Nebula.

If you don't have these four elements, you may search
for them by Coordinating results from two of your
"_gepartments: Ships can be sent out to find what you need,
while the mysterious Nebulas defy time, allowing you to
eve data from the past. Stars will help you refine your
oration of the skies, and the Planets can be used to
Ijsh outposts to facilitate your research — and your

 travels!

BASE GAME COMPONENTS

64 CELESTIAL CARDS 8 VOYAGE CARDS
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8 BLACK
HOLE CARDS

4 THEORY TOKENS
4 BREAKTHROUGH TOKENS

8 MIRROR
CARDS

6 SHOOTING STAR TOKENS
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EXPANSIONS
COMPONENTS

This box includes four expansions.
Each expansion is independent
from the others, and they can be
freely combined.

8 ADVANCED VOYAGE CARDS

Each expansion requires you

to add between one and five
advanced Voyage cards at
random to the Voyage cards from
the base game. If you play with all
the expansions at once, you'll use
all 16 Voyage cards.

1 GLAUCOUS SUN FIGURE
4 METEOR TOKENS
1 GAME BOARD



Stellarion is a deck management game At the beginning of the game, all the

which can | lo or wo-player Celestial cards are split into 8 decks. You
Co-gp. S know the contents of the decks. COORDINATE .
/\ Y;);Jhmay alsc% Coo(r;j|n§atet2 cardzs
i You can only use the top card from each of the same Type (for Instance
éoiL:]reg;)frI] Igftfhléa;g(;flwaiizg)ace VOIROSS o deck, making it paramount to manage Planet Icards) in order to trigger
: the resources you have in each deck to . aspecific power that will allow

ensure you have the right cards available / you to shrewdly manipulate the
at the right time. - various decks of cards — and

maybe get the cards you need.

LAUNCH

Each Voyage needs the 4
Celestial cards belonging to that
Galaxy: Ship, Nebula, Stars and
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You win the game if you acquire all the
Voyage cards (8 in the base game).
You lose if you're unable to Launch or
Coordinate at the beginning of your
turn.

Shooting Stars are a great help,
since a Shooting Star token can
replace any Celestial card.
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BASE GAME

SET-UP

Sort the Observatory cards according to the symbols on the back. You should have 8 different
decks: Alpha O, Beta B, Gamma ¥, Delta &), Ship %, Nebula @, Stars$ and Planet@.

Each deck contains 8 cards: 2 copies of each of
the 4 Celestial cards in the deck.

For instance, the Alpha deck @) will have 2 copies of
each of the Ship, Nebula, Stars and Planet cards from the
Alpha Galaxy.

The Planet deck @ will have 2 copies of each of the
Alpha, Beta, Gamma and Delta Planets.

There are 4 copies of each card
in the game: 2 in the Galaxy

deck of the card,

and 2 in the Type O e @
deck of the card. X

For instance, the \E ;

Gamma Planet oy

Celestial card will be @

found twice in the

Gamma deck, and
twice in the Planet deck.

Shuffle each deck separately and lay out the 8 decks as shown.

DISCARD PILES

OBSERVATORY

i u H u a

VICTORY PILE DISCARD PILES

Leave enough space next to each deck for a discard pile (each deck will have its own discard
pile). Leave some space next to the Observatory for a zone called the Outpost.

Sort the Voyage cards face up in four stacks —two Voyage cards per stack, one stack per
Galaxy.

Reveal the first card from each deck, leaving the card on top of its respective deck.




Each Celestial card bears three symbols.

"

A Type symbol’ (Ship§ ,Nebula & ,
Stars ¥ or Planet @) in the upper
left-hand corner.

A 'Galaxy symbol’ (Alpha O« ,
Beta B, Gamma | or Delta §)
in the upper right-hand corner.
A (smaller) ‘deck symbol’ in the center
at the bottom of the card, which
serves as a reminder of the deck —

and discard pile — to which the card
belongs.

Two cards with the same Type' and
‘Galaxy’ symbols but a different ‘deck’
symbol are considered identical.

Each Voyage card has just one
symbol. This indicates the Galaxy to
which the Voyage card belongs.

If it's your first time playing, take one Shooting Star token and place it next to the Voyage
cards.

If you've already played Stellarion and you lost your previous game(s), you can decide to play
with an extra Shooting Star (up to a maximum of four). If you won, you can choose to play
with one less Shooting Star (down to no Shooting Stars at all). Place any unused tokens back
in the box.

Important note: For the following rules, ‘the Observatory” refers to the top card of each deck
(face up). The discard piles and the cards in the Outpost are never considered to be ‘the

Observatory”.




GAMEPLAY

During a turn you must choose one of the following two actions:
- Launch
- Coordinate

Launch

Discard four different Celestial cards belonging to the same Galaxy (one Ship, one Nebula, one
Stars and one Planet card) to get one Voyage card from the Galaxy and put it in your victory
pile.

Shooting Stars

You may use one Shooting Star token during a Launch. The token replaces any one of the
Celestial cards required for that Launch (meaning you only need 3 different Celestial cards
belonging to the same Galaxy). Remove the token from the game after use. You may use only
one token per Launch.

Coordinate

Discard 2 cards of the same Type (for instance 2 Planet cards) to trigger an effect. The nature of
the effect depends on the Type of cards discarded and will be doubled if the cards are identical.
You'll find the description of the various effects on pages 12-13, and a recap on page 24.

Note: For both Launch and Coordinate actions, you may only use cards from the Observatory
and cards from the Outpost (see Outpost, page 13). Cards from the discard piles cannot be
used.

END OF A TURN

Once you have performed either a Launch or a Coordinate, end your turn by revealing the top
card of any deck where the card on top has not yet been revealed.
If a deck is exhausted, keep playing with one less deck.

END OF THE GAME

You win the game as soon as all Voyage cards are in your victory pile.
You lose the game if, at the beginning of a turn, you are unable to perform either one Launch
or one Coordinate.

DISCARD CLARIFICATIONS

Each card should be discarded face up in its corresponding discard pile (right
next to its deck). Players may look through the discard piles at any time during
the game.

Option: Provided you have enough space, we suggest you discard cards
counterclockwise and place each discarded card slightly above the

previous so that its upper left side (for the Galaxy decks) or its upper

right side (for the Type decks) remains visible. 7l
This will allow you to see at a glance which cards have been discarded

from each deck.

TWO-PLAYER RULES

The two-player game follows the solo rules, with the following exceptions:

SET-UP

Start the game with 2 extra Shooting Star tokens (if it's your first game, you'll thus start with
3 Shooting Star tokens).

GAMEPLAY

Each player has their own victory pile where they place the Voyage cards they have acquired
face up. Each player may only hold Voyage cards belonging to two different Galaxies in their
victory pile. The game is won if each player has acquired all the Voyage cards of two Galaxies.

Each player may use a Shooting Star token from the reserve during their turn (as in the solo
game, only one Shooting Star token can be used per Launch).



COORDINATE POWERS

® ship

Minor Power (2 Ships belonging to different Galaxies)

Search through one deck for the card of your choice. Shuffle the deck and place your chosen
card face up on top of the deck.

Major Power (2 identical Ships)

Search through one deck for the card of your choice. Shuffle the deck and place your chosen card
face up on top of the deck. You may repeat this once with another deck.

< Nebula

Minor Power (2 Nebulas belonging to different Galaxies)

Choose one card from a discard pile and shuffle this card back into its deck.

Major Power (2 identical Nebulas)

Choose up to 2 cards from a single discard pile and shuffle those cards back into their deck.
Note (on both Minor and Major powers):

- If the deck the chosen card(s) belong(s) to is completely exhausted, the chosen card(s)
‘become(s)’ the deck. If you retrieve 2 cards belonging to an empty deck, the order of those
2 cards is determined at random.

* You can choose any card from a discard pile, even a card you just discarded to trigger this effect.

‘k Stars

Minor Power (2 Stars belonging to different Galaxies)
Up to two times: choose a deck and shuffle it. Next, look at the top 2 cards from this deck; choose
one to put face down at the bottom of the deck, and put the other face up on top of the deck.

Major Power (2 identical Stars)
Up to four times: choose a deck and shuffle it. Next, look at the top 2 cards from this deck; choose
one to put face down at the bottom of the deck, and put the other face up on top of the deck.

Note (on both Minor and Major powers): You may choose a different deck each time.

@ Planet

Minor Power (2 Planets belonging to different Galaxies)
Choose one card from the Observatory and place it in the Outpost.

Major Power (2 identical Planets)
Choose up to 2 cards from the Observatory and place them in the Outpost.
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Outpost

The Outpost allows you to stock Celestial cards for later Launch and Coordinate actions.
+ You may freely combine cards in the Outpost and cards in the Observatory.

- You do not have to use all the cards in the Outpost in a single action.

+ Once a card in the Outpost has been used, place it in its discard pile.

+ The Outpost may not hold cards belonging to different Galaxies at the same time.

+ The Outpost may not hold multiple copies of the same card at the same time.

.,

General notes on Coordinate effects:
« If you wish, you may forfeit an effect entirely.

« If an effect asks you to shuffle a deck and the card on top of your chosen deck has already
been revealed, this card is re-shuffled (face down) into the deck.




EXPANSION 1: BLACK HOLES AND REVELATIONS

©

COMPONENTS

8 BLACK HOLE CARDS o ’\‘%

SET-UP

Shuffle each Black Hole card into its deck.
Choose 5 advanced Voyage cards at random and add them to the 8 Voyage cards from the
base game.

GAMEPLAY
You now have an additional option besides Launch and Coordinate: Traverse.

Traverse
Discard 4 Black Hole cards from the Observatory to acquire any 3 Voyage cards.

Note:

+ You now lose the game if you are unable, at the beginning of your turn, to perform either a
Traverse, Launch or Coordinate action.

+ A discarded Black Hole card may never be targeted by a Nebula Coordinate action (i.e.
discarded Black Hole cards cannot be retrieved from their discard piles.

+ A Black Hole card in the Observatory may never be targeted by a Planet Coordinate action
(i.e. Black Hole cards cannot be placed in the Outpost).

TWO-PLAYER GAME

Traverse is considered an action. As such, in a two-player game, it counts as the action a
player will perform during their turn.

The player who performs the Traverse may donate to the other player one or more of the
Voyage cards they acquire through this action; if they choose to do so, they must do so
immediately.




EXPANSION 2: THEORIES AND BREAKTHROUGHS

COMPONENTS

4 THEORY TOKENS 4 BREAKTHROUGH TOKENS

SET-UP

Choose one advanced Voyage card at random and add it to the 8 Voyage cards from the base game.
Shuffle the 4 Theory tokens, stack them and reveal the first token from the stack.
Shuffle the 4 Breakthrough tokens, reveal one at random and return the other 3 tokens to the box.

GAMEPLAY

At any time during your turn, you may prove a theory simply by spotting 3 (or more) cards in
the Observatory of the Type the Theory token on top of the stack needs.

Only cards in the Observatory are included (neither cards in the Outpost nor those in the
discard piles count).

Once a theory has been proven, remove the Theory token from the game and reveal the next
token on the Theory stack.

Note:

* Proving a theory is not considered an action.

« You may prove several theories during the same turn.

* You do not need to discard a card to prove a theory; spotting the right cards in the
Observatory is enough.

* You may not prove a theory during a Coordinate action.
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The Breakthrough tokens

Each Breakthrough token improves a type of Coordinate action. This upgrade is available to
you each time you perform such a Coordinate action throughout the game.

wr Reversible thrusters (Ship)
-.a Choose one of the 2 Ship cards used to trigger this Coordinate action and put it on
3 1 the bottom of its deck instead of discarding it. Discard the other as normal.

«== | Time shift radar (Nebula)

. | You may place the retrieved card(s) face up on top of its (their) deck instead of
shuffling it (them) back into the deck. If you trigger a Major Power and retrieve 2 cards
from a discard pile, put both cards on top of the deck in the order of your choice.

Reflection amplifier (Stars)

You may place both revealed cards either on top or at the bottom of their deck (you
decide in which order). You may choose to put one on top and one at the bottom of
the deck.

e—e | Inflatable biodomes (Planet)
ﬂ The Outpost may now hold cards from different Galaxies. It still may not hold

multiple copies of the same card.
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ADDITIONAL VICTORY CONDITION

The Theory deck must be empty. It doesn't matter whether this happens before or after you've
acquired all the Voyage cards.

TWO-PLAYER

Any player can prove one (or multiple) theory (theories) during their turn.
Both players benefit from the Breakthrough token.
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+ You may not use a pair of Mirror cards to Coordmate

You may not use Mirror cards to Launch.

A discarded Mirror card may never be targeted by a Nebula Coordlnate action (i.e. discarded
Mirror cards cannot be retrieved from their discard piles.

A Mirror card in the Observatoiy may never be targeted by a Planet Coordinate action (i.e.
Mirror cards cannot be placed in the Outpost).

If you play with the Theories and Breakthrough expansion, Mirror cards cannot be used to
prove a theory.

If you play with the Black Holes and Revelations expansion, each of the three Voyage cards
you acquire with a Traverse must be accessible.




EXPANSION 4: THE GLAUCOUS SUN

COMPONENTS
@& %
1 GLAUCOUS SUN 4 METEOR TOKENS
FIGURE
1 GAME BOARD
SET-UP

Choose one advanced Voyage card at random and
add it to the 8 Voyage cards from the base game.
Lay the board next to the Observatory.
Place the four Meteor tokens on the
appropriate spots; place the figure on
its starting field.

GAMEPLAY

The Glaucous Sun moves forward

The figure automatically moves each time you perform a Launch or a Coordinate.

A Launch will move the figure 4 spaces forward.

A Major Coordinate will move the figure 2 spaces forward.

A Minor Coordinate will move the figure one space forward. ’
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Moving the Glaucous Sun backward

You can move the figure backward by performing a Coordinate and forfeiting all of its effects.
Forfeiting a Major Coordinate's effect will move the figure up to 8 spaces backward.
Forfeiting a Minor Coordinate’s effect will move the figure up to 4 spaces backward.

If the figure ends its movement on a space with a Meteor token on it, take this token.

Note that moving the figure backward is the only way to land on a token.

Note:

« When you move the figure backward, you may move it fewer spaces than the maximum
allowed (for instance if you want the figure to land on a spacé with a token).

« If you play with the ‘Mirrors and Orbits’ expansion, a Coordinate using a Mirror card has the
same effect as a regular’ Minor Coordinate: if you use the Coordinate’s effect, the figure will
move one space forward; if you forfeit the effect, the figure will move 4 spaces backward.

« If you play with the ‘Black Holes and Revelations’ expansion, a Traverse does not move the figure.

ADDITIONAL DEFEAT CONDITION

You lose the game if the figure reaches the final space on the board. If this happens as a
result of the Launch that allows you to get the final Voyage card, you still win the game.

THE METEOR TOKENS

Whenever you choose, you can remove from the game 2 Meteor tokens you have acquired to
immediately acquire one Voyage card. This does not count as an action (and will not move the
Glaucous Sun).

Note: If you play with the Mirrors and Orbits expansion, the Voyage card you acquire this way
must be accessible.

TWO-PLAYER

If a player chooses to move the Glaucous Sun figure backward, they have performed their
action for this turn.
Acquired Meteor tokens can be used by both players.

21
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PLAYER AID

HOW TO GET THE VOYAGE CARDS

ADVANCED VOYAGE CARDS ADDED DURING SET UP

THE GLAUCOUS

BLACK HOLES AND THEORIES AND MIRRORS AND
SUN

REVELATIONS BREAKTHROUGHS ORBITS
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THE GLAUCOUS SUN MOVEMENTS
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COORDINATE

POWERS

Search through one deck for the card of your choice, shuffle the deck and
place the chosen card on top.

2 x Search through one deck for the card of your choice, shuffle the deck and
place the chosen card on top.

Choose one card from a discard pile and shuffle it back into its deck.

Choose up to 2 cards from a discard pile and shuffle those back into their deck.

2X Choose a deck, shuffle it and look at the top 2 cards from this deck; put one
face down at the bottom, and the other face up on top.

4X Choose a deck, shuffle it and look at the top 2 cards from this deck; put one
face down at the bottom, and the other face up on top.

Put one card from the Observatory in the Outpost.

Put up to 2 cards from the Observatory in the Outpost.




