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Cities on the moon! This will be humanity’s crowning achievement.
At Last, no longer bound to the Earth; the moon, a stepping stone to the stars.
The rockets are loaded with supplies and colonists; the robots are programmed and ready.
Everything has been planned down to the tiniest detail, and there is no chance whatsoever of failure.
To the moon!

This is an engine-building engine-losing tableau game, with a shared deck the players build that makes
things happen, many of them bad things that kill people in your moon colony, but some positive,
and some that let you build up. The game lasts until one player’'s moon colony has no people left in it,
or the players reach the hottom of the Event deck; the player with the most survivors wins.

Countents

Add the next

90 Building cards 25 Perk cards 25 Twist cards 20 Development 20 Robot cards 13 Event cards 1 Starting cards
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20 Action chits 1 Robot deck chit 1 Twist deck chit

This game is not component-limited; if you run out of a chit, use a replacement (but cards are limited).
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Shuffle the deck of Building cards.
Deal 4 to each player.

Each player chooses a scientist (they're identical) and gets the Moon
Base playmat for that scientist, with 30 & onit, plus 4 & and 4 & .
Give each player the set of 5 Perks for their scientist. Each player takes
4 Action chits.

Shuffle the Twists and deal out 2 face up; for your first game, use two
Twists with the word “Twist” in white (they’re simpler). Everyone study
the chosen Twists. Then shuffle them into the starting cards - 2 copies
of Trouhle and 4 copies of Work (Loneliness is only used for the solitaire
variant). This is the initial Progress deck.

Shuffle the Rohots.
Put the Robot deck token on the Robot deck.

Keep the Developments handy in a sorted face-up pile,
ready for when you need them.

Keep the Events, sorted by number, in another
face-up pile, with the lowest number on top.

Keep the remaining & and & and & on the table, as well as the va.

So that's: a face-down deck for Buildings; a face-down Progress deck;
face-down decks for Robots and Twists, each marked with a chit; and
face-up piles of Developments and Events. The Building and Progress
decks each have 3 face-up discard pile, once cards are discarded.

There are 3 bunch of resources you can have in this game:

a - These are your people, the inhabitants of your moon colony.
Some hang out in your original moon base (your playmat); others occupy
the Buildings you build. Your goal is to have the most ‘& at the end.

FAAN [T money; the way you pay for Buildings and sometimes
other things. Keep it on or by your playmat.

© _ This is the food the people in your Buildings are eating.
Keep it on or by your playmat. Without food, people will starve.

fﬂ - These are hoxes of resources kept in your moon colony.

They have no intrinsic value, but may be given value via Buildings or
Developments or Twists. They always go on Buildings; they don’t just sit
on your playmat. When you lose 3 Building, you lose the boxes on it.

E - These are your ideas for new Buildings.
Your hand of cards is private. Discards however are face up.

These are all the kinds of cards that go into the Progress deck:

Twists - These change the game somehow. Normally
there are just two, shuffled into the initial Progress
deck, but sometimes there can he more.

Events - These are things that happen while you're working on
your moon colonies.

Rohots - These are your friendly mechanical
servants, ready to do dull tasks for you, and having
almost no chance of glitching out and killing people
in droves.

Developments - These are positive or negative things that
players can add to the Progress deck

Perks - These are special honuses you can get,
that will be specific to you, not shared with other
players. Leave yours in 3 face up pile in your area,
for if you ever need them.




Tukng

Each turn, turn over the next card
from the Progress deck, putting it
face up on top of the Progress deck
discard pile. Everyone follows the
instructions on it (simultaneously).
Then the turn is over, and you turn
| e ™ 1| over the next card.
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Make sure everyone is done first!

After resolving a card, if the Progress deck is empty, shuffle the discards
to make a new Progress deck and continue. You only shuffle when you
need to turn over the next card and there isn't one; a card can still be
added to the deck when it's empty, and that card will happen next.

Work

There are four Work cards in the starting deck. When one happens, each
player puts an Action chit onto their mat on the Action they want to do.
They do their Action, then move the Action chit to one of the four slots in
the center, to indicate that they’re done. They can pick the same Action
over and over; there’s no limit there.

There are four Actions:

. - You get 2 &4 ; put them
onto whichever of your buildings you
want. You can put two on the same
Building, or one on each of two
Buildings. && only go on Buildings;
your playmat can't hold them.

= BUILD - You play a card from your
hand. Pay the & cost in the upper left
corner; put the card “into play” in front
of you; do any PLAY rules on it.

When you do an Action, some of your Buildings may make things happen.
These abilities are color-coded by the Action; a yellow Building ahility
will say “MINE" and will do something each time you use the MINE Action,
and so on. If you have multiple Buildings that do something for the same
Action, you can resolve those abilities in any order, and do any of them
before or after resolving the Action itself.

For example, suppose you have Restaurant, Nursery, and Silica Mine in
play, and Work happens and you choose FARM. You decide to first get
+4 & from FARM, then spend one of that & for +4 & from the
Restaurant. If you had @ &3 on Nursery you could spend it for +4 & ,
hut you don't have any boxes on it so you don’t manage to use that
ahility. Silica Mine isn't relevant here at all, it doesn't care about
FARMing.

If they picked BUILD, they put the card they want to BUILD face down, and
players BUILDing at the same time can reveal their cards simultaneously.
Sometimes you won't care if other players know what you're BUILDing;
you'll just put your card face up on the table once you've picked it, and
g0 ahout paying for it.

I *

- You get 4 4.
- You get 4 @ .

- You draw 2 [{.

Each time the Progress deck is shuffled, remove your Action chits from
your playmat.
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Cost - The amount of & you - :
pay to BUILD the card.

Title - What this card — -
is called.

Art - What it Looks like! —

LE

- Iron Mine says “MINE: +1 &4 ." This means every
time you use the MINE Action, you'll also get a & .
[t can go on the Iron Mine itself, or on some other
Building you have.
Iron Mine also says “PLAY: Add a Perk.” This means
that when you BUILD the Iron Mine, you'll get to add
one of your Perks to the Progress deck. That only
happens once; then Iron Mine is just this handy
thing that makes boxes.

- Potato Farm says “FARM: +2 & ." So every time
you FARM, you'll get an extra 2 & , in addition to your
regular 4 @ .

It also says, “You may spend & as AA." That applies
whenever you get to spend 43 .

uture, when we've cnlnniz;gd

other planets, this first grand GGHQUE’SI 0
space will never be Iforganen,

- Dr. Banerjee

“Even in the far f

These are personal favors the players can call in.

Each player has a set of 5 Perks, the same cards except

referring to that specific player.

The text “add a Perk” means you get to add the Perk

of your choice to the Progress deck. It goes on top of

the deck, and will usually be the next thing that

happens. And then it will be in the deck; every time

| the Progress deck is shufiled, your Perk will be in
there, ready to come up again.

Buildings_ .

Perbes

sl

~People - The number of & that Live in this Building.
You never put @ chits onto the Building;
the Building just comes with the & in it,
and when you lose the Building,
you get that many ‘& on your playmat.
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Abilities - Things the card does for you
while you've got it in play.

You can have two of the same Building; nothing is stopping you.
Their abilities will usually he cumulative (a few things like “ignore
Paperwork” aren’t cumulative, because well once you're ignoring
Paperwork, you're ignoring it all the way).

Building abilities that happen due to an Action will happen even if the
Action wasn’t due to Work.

For example when you BUILD a Kale Farm, it causes you
to FARM; that will immediately get you +4 & and
also get you an extra +1 @ due to the Kale Farm's
ahility.
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- 0r. Braip

Your Perks only affect you. The Dr. Brain Perk that gives +2 &, for
example, just gives Dr. Brain +2 4 ; no-one else gets anything. Paging
Dr. Brain!

Perks aren't cards in your hand, and can't be discarded; the only thing
you can do with them is add them to the Progress deck, and only when
something tells you to “add a Perk.”
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wer 008 | These are cards players can add to the Progress deck, When you add 3 Development, fish it out of the pile of them that's on the
g | that will offect all players. Cards that add them will table, and put it on top of the deck. When one comes up from the Prog-
explain what they do in parentheses. ress deck, everyone does whatever it says; when Trade happens, everyone

For example, Market says, “PLAY: Add Trade. (&3 for can optionally spend 3 & to draw 2 EJ. Most of them are optional but a
+2 ) few are not.

And sure enough, Trade says “You may spend 3 &4

for +2 . There are two copies of each Development. If you're called on to add a

third copy, you fail to.

‘For sheer entertainment jt S hard ¢
éat food. Ypy tan eat it three ﬁmesg
day ang Vel never get poreq » ‘

- Or. Dibson b
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There are two Trouble cards in the starting deck. When
one comes up, add the next Event to the top of the
Progress deck - meaning it will be the very next thing
that happens. The Events are always added in the

same order - first Hunger, then Paperwork, and so on,
based on the number at the top. The text on Trouble
is in blue to remind you that it applies only once, not
once per player.

Paperwork: Each player draws a Building card, then
discards 2 cards. Hacker Lair makes you immune to
this; you don't do either part (and can’t choose to).

0 the seit
pent

Glitch: This adds a random Robot - the next one from

that deck. As usual it goes on top of the Progress deck,

so it will then immediately happen.

Watch out! Only one Rohot is added each time Glitch
happens, not one per player.

Some Events will make you lose & ; see that section.
Here are the Events:

Hunger: So this is why you want & . Lose an amount
of @ equal to the number of Buildings you have.
For each Building you didn't lose @ & for, you lose 3 Leak, Tempers Flare, Accident, Airlock
& . If you didn't lose any ‘&, you get +2 & Test, Moonguake, Power Failure:
on your playmat. Each player loses the indicated number of & .
- This affects all players at the same time. Space is 3 dangerous place, it turns out.
- You lose the & even if you don't want to;
the people have to eat.
- If you don’t lose ‘&, you get +2 @&, evenif you
didn’t need to spend any & at all.
- You lose all of the ‘& at once, as one big loss.
If this makes you lose a Building, you still had to
pay @ forit.

Instruction Manual: All problems are solved at Last,

and the player with the most & (counting buildings

and playmat) wins. New players will not possihly reach
this, but experienced players may. See the Game End
section.
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iy % W\ Two Twists are shuffled into the starting Progress deck Twists just have shilities that affect all players. Follow the instructions.

each game. More Twists are only possible via the Some are optional and some are not, as indicated.
Sentient Al Robot.

Robots are added to the Progress deck via the Glitch When a Robot is turned over, first, everyone loses the indicated number
Event, and also due to the Bunker Building. of @ . See the Losing People section just below.

They are all robots pone haywire; it's just not possihle

to debug these things completely before putting them When that's done, follow the rest of the instructions on the Robot. They
into operation. may be optional but usually are not, as indicated.

' ' eat for a day.
«pive a man a fish, and he ‘ _
EEE? give a man a ﬁsh-carch‘mg”machme‘
and he'll eat for life.
- Dr. White

Loging People & Game £,y

Any time you have to lose & , they come from your moon hase - When you have to lose a Building, it can be any Building you choose;
your playmat. If there aren't enough & on your playmat, lose a Building, it doesn’t matter how many @ it has.
gaining its printed & on your playmat; if there still aren't enough ‘&
on your playmat, keep losing Buildings until there are. When you finally If you have to lose more ‘& than you can, or you are reduced to no ‘&
have enough & on your playmat, lose the required number of & . hetween your playmat and Buildings, your moon colony has failed.
Humanity abandons the moon colony plan; it was hubris from the start.
You lose a Building by putting it into the Building discard pile, putting its  The game is over. The player with the most surviving @ - counting both
printed number of & onto your playmat, and doing any LOST abilities the '@ on playmats, and & printed on Buildings - wins.
Building has. You also lose any hoxes that were on the Building.
LOST abilities can end up with a bunch of stuff happening; work through The game also ends if the players reach the Instruction Manual Event. The
it all before you move on to either losing another Building or losing moon colonies are a success, all early hardships overcome.
the & you have to. The player with the most & - counting both & on playmats, and
& printed on Buildings - wins.
You can't just lose a Building hecause you want to; you have to be forced
to, either due to losing & without enough on your playmat, or due to
being told directly to Llose 3 Building. If you lose a Building such a way,
you still move its & onto your playmat.



Wore Rules

When told to do something, do as much as you can! Anything you can’t do,
you don't do. However abilities like “you may spend a &4, to...” only do
anything for you if you actually spend the &4 .

Abilities aren’t optional unless they say they are, e.g. with “you may.”

Cards added to the Progress deck always 2o on top. If two or more cards
are added to the deck at once, shuffle them, so that they happen in a ran-
dom order. You can even add a card to the Progress deck when it's empty;
you don’t shuffle the deck until you need to turn over a card and can't.

You can play Moon Colony Bloodhath solitaire. Set it up
as usual, but add the Loneliness card to the starting
deck. Just try to reach the Instruction Manual; if you
do, you win. Otherwise your score is the highest
numbered Event you added before being wiped out.

If you can regularly reach the Instruction Manual,
you can keep going. Instead of adding Events for
Instruction Manual and on, add Robots.

Your score is the number of extra Robots you added
before Losing.

about Al gaining cuns;[:iuusn'esst,h r
s that’s the part of your Qrag Sa
n'ings the rest of your bram? “ oes.

ried about Al getting that?

- Dr. White

“Pgople are worried
But your consciousnes
takes credit for the t
Why are we Wor

If you need to draw 3 Building card and the deck is empty, shuffle the
discards.

You can't look through the discard piles for the Building and Progress
decks.

Abilities that let you spend a & still just work once per time they
happen; you can't spend multiple hoxes at once unless the ability
specifically lets you.

Loneliness refers to these little symbols on Buildings

that never mattered hefore.

This is to balance Developments for single player; good
Developments are just great, had ones are just awful,
so Loneliness compensates for that.

Each time Loneliness happens, you get 3 @ per oo
Building you have in play, and lose 3 & per )ﬁ
Building you have in play.

‘Human ang robot m

The robots dispense with

and focus op being

Inds are much differept

the uselgss j
parts, Jike emotion
really good at one task.” ’

- Or. Kanekg



Automatic Doors: Set this Robot aside so that you
remember that it affects the next Work, once it shows
up. Once the next Work shows up, discard the

that Work. That includes PLAY abilities! This doesn’t

stop Buildings from doing things prior to that Work.
If there are no Works left before the next time the
Progress deck is shuffled, then that ability of
Automatic Doors does nothing that time.

Construction Robot: The card put on your mat (face
down) will he the next card you BUILD, hecause it's the
only card you can BUILD (whether via a Work BUILD, or
other things letting you BUILD)... unless Construction
Robot hits you multiple times without you BUILDing,
in which case you'll set aside a 2nd card, and then
could BUILD either one next. If you have no cards in
hand, you don't put a card on your mat. Cards put
on your mat with this don't interact with the cards
put under your mat due to Surveying.

Delivery Drone: If you have no cards in hand, you'll
fail to pass a card to your left, but still be passed a
card from the player to your right.

Drilling Robot: When you lose a Building, you add
its & to your playmat, and LOST abilities happen.

Mining Robot: This gives you 1 Z2 each for having
Dust Mine, Silica Mine, Iron Mine, Helium-3 Mine,
Titanium Mine, and/or Aluminum Mine.

Repairs Robot: Set this Robot aside so that you
remember that it affects the next Work, once it shows
up. Once the next Work shows up, discard the Repairs
Robot, and no-one can BUILD during that Work. This

as due to Innovation. If there are no Works left hefore
the next time the Progress deck is shuffled, then that
ahility of Repairs Robot does nothing that time.

Automatic Doors, and Buildings have no abilities during

doesn’t stop players from BUILDing at other times, such

Rohot Butler: If you have no boxes, you simply fail to
lose ane.

Robot Waiter: If you just have one & , lose it; if you
have no @ , you just don’t Lose any.

You still lose 4 &, but take delight from whatever
small comforts you can.

Sentient Al: The blue text on this is to remind you
that you only add one Twist, not one Twist per player.
Only add the Twist after all players have resolved
| Losing & . The added Twist goes on top of the
Progress deck and will be the next thing that
happens. Adding this Twist doesn't give anyone
+2 A for Trading Post; the Sentient Al is adding
it, not a player.

Stacking Robot: You don't have to spend any hoxes,
but for each one you spend, you lose 2 ‘& fewer to
the Stacking Robot. You can spend more than 3 hoxes,
but you won’t want to.

whe
1@ o
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Warehouse Robot: If all of your Buildings already
have one or more boxes on them, you will sadly not get
a free hox.



“Beliefs are the false things
people believe.
The true things ar.e facts.
- Dr. Banerjeé

Aluminum Mine: Note that when using MINE with

no &, you can choose to first resolve Aluminum Mine
and get +5 A&, then resolve the MINE Action itself
and get +4 &Q for it.

Assembly Line: When you lose this, you get to BUILD
3 Building, but you won't have Assembly Line in play
anymore to make that Building cheaper.

Bunker: The added Robot is a random one from the
deck. It goes on top of the Progress deck and will
normally be the next thing that happens.

Flag: If you have no '@ and this is your only Building,
you still lose. The Flag has no & .

Fuel Cells: Note that you can first get +2 &4 from
RESTOCK, put one of them on Fuel Cells, then spend
that &@ for +4 & and drawing a card then
discarding a card.

Hacker Lair: You don't draw for Paperwork, and don't
discard for Paperwork.
You can't choose not to ignore it.

Kitchen: Note that you can first get +2 &g from
RESTOCK, put one of them on Kitchen,
then spend that & for +4 & .

Launch Pad: For example you could choose to repeat
the “Add a Perk” on Organ Banks, or the “+2 "
on Lunarcrete Factory.

Market: Note that you can first get +4 & from
FARM, then spend 2 of the @ for +4 A from
the Market.

Al
e

Moon Hotel: This counts each time you get + & .

If you FARM and have a Kale Farm, you got +4 &
from FARM and +1 & from Kale Farm, so Moon Hotel
would give you +2 & .

Organ Banks: This lets you spend a &3 from Organ
Banks rather than lose 3 ‘& to an Accident. It has no
effect on other ways to lose ‘@ , including all of the
other Events; it just works on Accidents.

Potato Farm: This applies any time you can spend 4R

you can spend & instead. It doesn’t let you other-

wise use & as AR\; for example Budget Cuts will

still make you lose 2 & and ignore your & . You
can spend & and & in any comhination. This
doesn’t let you use 4R 3s & .
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R&D Storage: “Any time” really means at any time.

a . You could even immediately use R&D Storage
again, up to the number of & on it, before finally
moving on to resolving Paperwork.

Radio Antennae: If you have two of these and start
Work with no cards in hand, you'll draw 2 [.

let you pay less, such as Reactor itself.

Recycling: If you discard 2 or more cards at once,

ALl ahilities that let you spend something will fail to work for you if you
don’t actually spend the something.

Budget Cuts: If you just have 1 43, lose the 1 &3 ;
if you have no 4R, just be happy that Budget Cuts
didn't affect you.

Innovation: You still pay for the Building.

For example, we flip over Paperwork from the Progress
deck, and you decide, time to remove a &4 and draw

Reactor: Building costs aren’t affected by things that

such as to Paperwork, you get +1 &R for each card.

elopment ) h@gs

Restaurant: Note that you can first get +4 @
from FARM, then resolve Restaurant to spend one of
those & .

Solar Panels: Because you can choose the order of

abilities, you could for example BUILD a Makeshift
Lah, resolve its PLAY ahility to put 2 && on Solar
Panels, then resolve Solar Panels to get + & .

Trading Post: Any cards you personally add to the
Progress deck make you +2 A& each; this includes
Perks, Developments, Robots, and Events.

Warehouse: This lets you move a &4 from one
Building to another.

Don't call jt he uncaring vacyym of space

That's such a bummer
Space fsn’t lrying t

: 0 hurt yoy,
Its freedom. Its spacel”

- 0r. Dibsgn

If you don’t have 2 &, you can’t make use of Tourists, and so on.

Radiation: If you choose to lose a Building, you add
| its ‘& to your playmat, and LOST ahilities for it
happen.
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of BUILDing; you still have to pay for the Building.

You can spend 3 &4 even if you then have no Buildings

in hand costing up to 4 A& Things that reduce what

you pay, such as Lunarcrete Factory, don’t change
costs, and have no effect on what can be built with
Construction Kits.

Overtime: You still have to pay for the Building.

Risky Research: You can pay 2 ‘& to do this even if
you don't have enough ‘& on your playmat; that would
cause you to lose a Building.

Engineers: When you lose 3 Building, you add its ‘&
to your playmat, and LOST abilities happen.

Grand Plan: You discard a card for the privilege of

BUILDing; you still have to pay for the Building.

You can discard a card even if you then have no

Buildings in hand costing 5 & or more. Things that
reduce what you pay, such s Lunarcrete Factory,
don’t change costs, and have no effect on what can
be built with Grand Plan.

Surveying: You may choose to discard the cards even
if there aren't any there (and you'll get +0 AR).
Cards put under your mat for Surveying don't
interact with cards put on your mat due to
Construction Robot.

4

‘I love psychology.

Telling someone to do something when you want
them to do the opposite. Making fun of someone
so that years later they're a better person.
It’s all so great.”

- Dr. Kaneko
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