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A Planetary Race for 2 to 4 Players)>® Ages 8 and Up > Designed by, Yury.-Yamshchikov,and'Nadezhda Penkrat
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OUR STORY
THE S0AL OF THE SANE

i |
SR NI the most VP wins the game!

NOTE:
For the purposes of this game, the word “Planet”
also refers to Halley's Comet. All rules apply to the comet and the Planets in exactly the same way.

G ME LOMEONENTN If this is your first time playing

Kosmonauts, you will need to place the 48 Game cards, including:

PRy ool stickers on the Planets and Spaceships.

1 Game board

= - 20 Event cards
& o ® B q 1 Sticker sheet

4 Spaceship boards 8 Mission 1 cards
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KOSMONAVT 4 Mission 2 Alpha

1 instructor tile ~— 3. cards

4 Mission 2 Beta
cards

9 Planet tokens
{including Halley’s Comet)
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3 36 landing tokens
12 Energy shield cubes 4 Player tokend {4 for each planet)




SETTING UP THE SAME

The game
board shows the orbits of the Planets of the Solar System and Halley's Comet. Each orbit includes Planet
Spaces for the Planets to move on. Each Planet is represented by a token that matches the color of its orbit on the board.

each player.

@
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h The Saturn token.

-

The Halley's Comet token.

e

game box.

3. Give the Instructor tile

Place your Player token on the Earth
space of your Spaceship board.

Landing tokens
that you collect
are placed on

these spaces.

Your Fuel Tank
can hold 10
Fuel.

NOW 40U ARE READY TO BESIN THE SAME! 300D LUCK!



PLAYINS THE SAME

@

EVENT CARD PHASE

See page 3

This phase is skipped
in the first round of the game.

The player with the
Instructor tile chooses one
face up Event card.
This card affects all players

©)

ORDER PHASE

See page 4

Each player may move up
to 3 Fuel from his Fuel Tank
(normal or Hyper-fuel)

to his Control Panel.

Players who stay “parked”
on a Planet leave their
Player tokens on the center

©)

FLYINS OR
REFUELLINI PHASE

See page 5

Each player moves his
Spaceship according to the
Fuel on his Control Panel.

Players who stay on a Planet
may refuel their Spaceships.

©)

PLANET
MOVEMENT PHASE

See page 7

The player with the
Instructor tile moves
each Planet along

its orbit.

Then, he gives
the Instructor tile to
the player on his left.

(including the Instructor).
of their Control Panels.

The Round ends.

@ EVENT CARD PHASE

Solar Wind: You must immediately add 1 or 2
normal Fuel cubes (as shown on the card) from_
the General Supply to your Control Panel, in the
direction shown on the card (the card should face
the same way as your Control Panel).

In this phase, the player with the Instructor tile
chooses one of the face-up Event cards and follows the
instructions for that card.

[and

> .d affects all = .ayers, including t*
the Instructor tile.

These symbols show how the effects of this
Event card can be avoided:

A player may spend 1 Energy Shield cube
or

stay on a Planet this round without moving.

> Players may protect themselves from some Event cards.
See the examples.

Energy Conversion: You may add up to 5 normal
Fuel from the General Supply to your Fuel Tank if
you pay 1 Energy Shield.

.(in a discard pile.
Then, turn over the top card from the draw deck and place
it face up with the others. There should always be 3 face-up
Event cards.

This symbol means that a player must spend 1 Energy Shield to
the General Supply to receive the bonus (even if the player takes
only part of the bonus). If a player does not want the bonus or has
no Energy Shields, he just ignores the Event card.

Gravity Assist: If your ship is only 1 or 2 spaces

Refueling: You may add 1 Hyper-fuel cube from the
General Supply to your Fuel Tank. If your tank is full,
you may exchange 1 normal Fuel for 1 Hyper-fuel.

away from a Planet, it is pulled to that Planet and
lands on it. If you are near more than 1 Planet, you
move to the nearest one (your choice if tied).




Solar Flares: In Phase 2, you may not place any
Fuel on your Control Panel.

Boosters: In Phase 2, you may
spend up to 4 Fuel
(instead of the normal 3).

This symbol shows how the effects
- of the Event card can be avoided:

- A player may spend 1 Energy Shield
to ignore the Event card.

Asteroids: You lose 5 normal Fuel

from your Fuel Tank. L
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Fig 1 - The white player added 2 normal Fuel and 1 Hyper-fuel
to her Control Panel.
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Important: \ 0
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Fig 2 - The green player already has 2 normal Fuel on his Control
Panel from last round. This time he adds 2 more cubes:
1 normal and one Hyper-fuel.

Fig 3 - The white player has placed 1 normal Fuel to slow down her Spaceship’s
“down-right” movement, and placed a Hyper-fuel to increase her “down-left” movement.
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Fig 4 - The green player wants to slow down his Spaceship. He places 1 normal Fuel
in the opposite direction of the Hyper-fuel on his Control Panel.
The Hyper-fuel is replaced with a normal Fuel




This way, it's clear that your Spaceship is not flying around.

Playing Tip: Your Spaceship has only 3 Energy Shields, and
you may need them for protection from dangerous regions
of space or unwanted events. So, you should only use En-
ergy Shields for fuel in very special cases!

Example: The white player is out of Fuel, so she converts one of her
Energy Shields into 2 normal Fuel, and uses them right away.

Once this phase is over, the players cannot make any more changes to their Control Panels!

@ PLYINS OR REPUELLINS PHASE

Planet.
Flying
Eacr aoves the Sp~ceship 2 spaces in t*
only ¥’
Thereis nolimit .nenu- _eships that can be ir ne s>

The directions on the Control Panel show which direction the ship will fly.

The Fuel on the
Control Panel

= | RIEETAAES
which directions
the Spaceship
moves.

The center of the
Control Panel
matches where the
Spaceship is on
the game board.
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Example 2 Example 3 - The direction the Spaceship
2 normal Fuel: The Spaceship moves moves first doesn’t matter: it ends up in the

2 spaces in the same direction. same space either way

NS og, players eith-

Example 1
1 normal Fuel: The Spaceship moves
1 space in the same direction.

Example 4
1 Hyper-fuel: The Spaceship moves
2 spaces.



r ; Example 5

@rrr ‘ 'F'II ] AsAmuRBERMENNEDYSNRBLERLE Ry Here are 3 possible moves. Note that it doesn't matter which route

you take—only the final space matters.

The yellow player moves his Spaceship
'!_9’ to the same space as the Planet Saturn
5 {the violet token). He decides to land and

discards his Fuel to the General Supply.

he must discard all Fuel from his
with the highest value and places it

cannot land.

/ﬂ!'f

Landing token. This way, he will remember
Q that the last planet he visited was Saturn,

Important:

Example: The yellow player has left his Player token in the center of
his Control Panel, so this round he refuels his Spaceship.
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If a Spaceship ends its movement for the round in the Asteroid

Belt or one of the 6 spaces next to the Sun (any of the shaded ¥ ¢ w o
spaces on the game board), it loses 1 Energy Shield. - ’,,q _P-".' ¢
Flying through a dangerous region without stopping - H' : ;ﬁ- - .._!'_
does not cost an Energy Shield. ‘ e .

: . ¥ X
The Sun & g H -] py
does not count as a space. Spaceships cannot move through the _ F -
Sun even if they do not end their move there. . s . g §
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Possible moves. NOT possible!

Emergency Situations and Evacuation

Fuel Cubes on the

If a Spaceship has an Emergency, it must be “rescued”. When a Spaceship is Control Panel

.road out _re e}
the General Supply), and the Spaceship is moved back to the last Planet it visited
(the Player token on the Spaceship board shows which Plane’
most recently). During the current round, that Spaceshir

Any Fuel on a Control Panel

is not removed after the
Spaceship moves, and remains
in place for the next round,
unless the Spaceship lands

on a Planet.

Lis ~rgency Sit»
‘o Ene gy
Shields.
ne be
e’

Important: A player may also ask to be rescued during Phase 3 of the round.

@ PLANET HOVEMENT PHASE

ne next mate’

Example: The red Spaceship landed on Saturn during Phase 3
of the round. In this phase, it moves with the Planet.




ENDINS THE SAME AND SCORINS

receives 2 VP.

Game designers are grateful to Gil d'Orey who
believed in this game, Igor Kiselev who gave us a lot
of really good advice, Eugenii and Gregorii Maslovski
(Zani Family, AKNI) who help us a lot with this game.
Also great thanks to all who participated in game
testing: Andrej and Egor Penkrat, Natalija Gelfreih,
Elena Yamshchikova, Nikolaj Penkrat, Vika Aleshuna,
Ilja Merkylov and Dmitrij Kosinov, lago Sousa, Diogo
Charters Monteiro, Miguel Pinto, Jodo Guedes,
Manuel e Jodo Maria Herédia, Diogo Sousa, Vasco,
Inés, Mariana, Francisca e Anténio Morais David,
Dimitri e Susana Dagot, Marcelo Ferreira,

Example: The red player cannot land her ship on Uranus (the white

{the brown token).

Miguel Angel, José Gama, Monica Corte,

Hordcio Aguiar, Bernardo Aguiar, Pedro Dominguez,
Angela Ruiz, Juan Luque, Rafael Saiz, David Prieto
Gémez. Alvaro Manuel, Alvaro Gil, Henrique,

Miguel e Sebastido Gouveia e Melo, Pedro, Maria
Jodo, Bernardo, Frederico, Teresa e Jodo Teixeira de
Abreu, Paulo Honorato, Micael Anc¢é e Carlos Alves.
English review by:

Zontziry Johnson, William Niebling and Will Niebling
Box front illustration: Filipe Alves
filalves.blogspot.com

Graphic designer: Gil d'Orey and Marina Fahrenbach

Mission 1 cards
have the objective
to be the first
player to reach a
Planet.

In this example,
it's Planet
Mercury.

If this player gets
the 4VP Landing
token for Mercury,
he gets 2 bonus VP.

to the website / e-mail:

Mission 2 cards
{Alpha and Beta)
have the objective
to be the second to
land on a planet
OR

to be the only

player to land

on a planet.

If this player
completes the
goal shown, she
gets 4 bonus VP.

mesaboardgames®



