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30 EFFECT CARDS 96 INSTABILITY CARDS
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+ 5 TRIGGER FLARES)
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Lay out the game board (either 1-4 player or 5 player side).

Stack players’ arks on space O of the momentum track
(order does not matter).

Place the instability marker on space 13 of the
instability spiral.

Divide the red energy cubes and place 2 piles in opposite
corners of the game board.

® 0 0 600

Players select a homeworld and take that world’s player aid
and player hold. Place the following into your hold:
e 8 sundivers
¢ 3 energy cubes
¢ Movement marker on space 3 of the
movement track

o)

Place the rest of the pieces of your color in your reserve:
e 5sundivers
e 5 solar gates
¢ 3 energy nodes
e 3 sundiver foundries
e 3 transmit towers

HOLD VS. RESERVE: You have both a hold and a reserve.
The reserve is where your unbuilt structures live when they
are out of play. This includes sundivers but also nodes,
foundries, towers and gates that have not yet been converted

on the board. Your hold is where you keep your sundivers

that are in play but not yet launched onto the board, as well

as any energy you may possess. After converting, sundivers
are sacrificed to the reserve; after activating, sundivers are

recalled to your hold.
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Whoever has been closest to the Sun most recently is the first player!

Place each player’s mothership on the board, on one of the eyes between

00

outer and inner orbit. Space them equidistantly, but leave a larger
gap between the first and last player. The number of spaces between

motherships will vary based on the number of players.

e Construct the instability deck by adding the solar flares to a number of
the other suits (number of players + 1) and shuffle the deck. Place the
eﬁ instability deck near the momentum track.
@ Select instability effect cards (same number as suits above).
Instability effect titles are color coded:
conNV ECTIvg e Blue and green cards have simple effects

* Yellow cards have more complex effects
“PolATl Ve * Red cards have attack/negative effects

m Assign each instability effect a suit token to correspond to one of the
cORg instability suits (solar flares also get an associated instability effect).

INSTABILITY EFFECTS: For your first game, we suggest using the
g blue cards. Once you know how to play, feel free to mix in other
4

instability effect colors to create a custom mix for each game.

WARNING: Only use red cards if everyone agrees they are okay

with being targeted and attacked!

@ VARIANT: VESTIGIAL STRUCTURES Some vestiges of the ravaged solar
harvesting infrastructure remain. If it’s anyone’s first game, or you want to

play a quicker game, add to setup: each player places one gate and one

ﬂﬂﬂﬂﬁ

S
AR R-R-
=

station (node, foundry, or tower) on the board, one at a time, in turn order.
So, if you placed a gate the first round, place a station next, or vice versa.
Vestigial gates can be placed anywhere on the barrier between inner
orbit and the convective layer. Vestigial stations can be placed in outer
. ‘ INSTABILITY orbit, inner orbit or the convective layer. There can be only one station per
B C e space and only one gate connecting any two spaces. After placing your
station, advance your movement track to 4.

w/ SLLITEEOICEN S To build the instability deck, follow step 9 above but reduce the number
‘\é\r ‘ of suits by one (the solar flares + one suit per player).

oo

- @ YOU ARE NOW READY TO PLAY!

O,



() OBJECT OF THE GAME

Gain momentum by transmitting energy to your ark and/or hurling sundivers
into the heart of the Sun. It is a race against time — and other worlds — as
your actions accelerate the oncoming supernova. The ark with the most

momentum at the end survives! The others perish in a fiery demise.

The image to the right is your hold (if you are the purple player). It
represents the inside of your mothership and houses your available
sundivers, energy, movement marker and space for one instability card.

Every turn you perform one action, then advance your mothership

one space forward along the orbital track on the board.

PURPLE PLAYER HOLD

You have 3 actions to choose from:

»> MOVE @ CONVERT ACTIVATE
Launch sundivers from your hold, via Once your sundivers are in Sundivers on spaces with stations can
your Mothership, onto the game board, certain patterns, you can convert activate those stations to harvest energy,
fly them around the board and/or hurl them into gates or stations spend energy to build new sundivers or
them into the heart of the Sun. (nodes, foundries or towers). transmit energy back to your ark.
(See MOVE, page 8.) (See CONVERT, page 10.) (See ACTIVATE, page 12.)

Q_, DRAWING INSTABILITY CARDS

You draw instability cards at the end of your turn any time you
MUTUAL BENEFIT: You can use anyone’s gates and

. . ; activate, convert or hurl within the three layers of the sun. You
activate anyone’s stations, not just your own. When you

keep only one card to use on a future turn, and discard the rest.

use someone else’s, they get a small bonus — it is usuall ; : L e
ve . Its effect is determined by which instability effect card has the

worth the tradeoff but not always. : ?
matching suit token.

SOLAR DEPTH: Stations built on deeper layers of the Sun : . 5
p o Every time you draw a red solar flare, you advance the instability

trigger greater instability, represented by drawing more

) " . marker down the instability spiral. When you draw the 13th solar
cards from the instability deck — accelerating the pace of

- flare the Sun goes supernova and the game is over! Whoever
gameplay but also yielding greater rewards.

moved their ark farthest along the momentum track escapes just

in time (winning the game), and the rest...do not.

©




ORBIT

The motherships are placed equidistantly on the eyes
between outer and inner orbit, with one exception:

the current player has a larger gap in front of their
mothership. The number of spaces between motherships

will vary based on the number of players.

Orbiting signals the end of a player’s turn. Once you’'ve
completed your action, advance your mothership one
space along the arrows (counterclockwise) on the orbital
track, closing the gap in front of you and creating a larger

gap behind you. This indicates it is the next player’s turn.

BLACK’S TURN PURPLE’S TURN BLUE’S TURN
BLACK HAS THE LARGER GAP IN FRONT AFTER BLACK ORBITS, IT OPENS AFTER PURPLE TAKES ITS TURN, IT ORBITS.
OF ITS MOTHERSHIP (4 EYES vs. 3 EYES A GAP BEHIND ITS MOTHERSHIP. THEN BLUE, THEN BLACK AGAIN, AROUND
FOR THE OTHER MOTHERSHIPS). NOW PURPLE HAS THE LARGER GAP. AND AROUND UNTIL THE SUN EXPLODES!

ON YOUR TURN

MOVE
On your turn, you must pick one of 3 actions: move, convert, or activate.
In addition to one of these actions, you may choose to use an instability ;«4 CONVERT
card you earned on a prior turn (see USING YOUR INSTABILITY CARD,
page 17). After your action is complete, orbit your mothership; the next
player can take their turn. ACTIVATE



»>>>» MOVE

You start with 3 movement points (tracked by the movement
marker on the movement track in your hold), and gain one
for each of the five layers in which you own a station. If you
set up with vestigial structures, your movement points are
immediately raised to 4 by placing your first station. You can
spend your available movement points to do any combination

of launching, flying or hurling.

®

MOVEMENT TRACK

@ LAUNCH

For one movement point you may launch a sundiver from
your hold onto the game board into any of the 4 orbital
spaces adjacent to your mothership. A single space has a

limit of 5 sundivers per player at any given time..

@ FLY

Once sundivers are on the board, you

<

can fly them individually from space
to space for one movement point per
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space. You cannot fly through the
thick black lines (barriers) between
the 3 layers of the Sun without

using a solar gate. Sundivers can fly
forward and backward, up and down,
provided solar gates are present

where necessary.
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LAUNCH SUNDIVERS
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SUNDIVER MOVES

SUNDIVERS IN ORBIT ONE SPACE
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SUNDIVER CAN ONLY

CROSS A BARRIER
THROUGH A GATE



MOVE p>>

MOVEMENT AND GATES: If you move
across someone else’s gate, they gain
one energy cube from the general

supply. If you use multiple players’ gates

ﬁ. 1 in one turn, they each get one energy.
. S . The maximum reward per player per
turn is one energy total, regardless
BLUE SENDS 3 SUNDIVERS of how many of their gates you use.
ACROSS 3 DIFFERENT BLACK PLAYER Consider it a day pass.
GATES: 1 BLUE (THEIR GETS 1 ENERGY

OWN) AND 2 BLACK

The owner of the gate cannot turn

down this energy. You do not get the

energy bonus for using your own gates.

(®) HURL

Sundivers in the core can hurl themselves into the heart of the Sun for one movement point each. They are vaporized (removed from the
game permanently), but you are able to capture the shockwave as momentum, advancing your ark 2 spaces on the momentum track
for each sundiver hurled. You also draw one instability card per sundiver hurled; if that card happens to be a solar flare, you gain 1 more
momentum! All other instability card rules still apply. (See INSTABILITY CARDS, page 16.)

21075
BT 750

©

3 SUNDIVERS HURL ARK ADVANCES 6 SPACES ON
INTO THE HEART OF SUN 3 SUNDIVERS ARE VAPORIZED MOMENTUM TRACK, 3 INSTABILITY
(spend 3 movement total) CARDS ARE DRAWN



Sundivers in various patterns can be converted into stations or
gates. When you convert, place the station or gate on the game
board and sacrifice the sundivers (put them back in your reserve,
NOT your hold). You will have to rebuild them if you want to fly
around with them again. Then, if you converted a station in a layer
that did not previously contain one of your stations, advance the
movement marker on your movement track one space. You are
allowed a total of only one conversion per turn. Draw instability

cards based on the layer you convert into (see DRAWING

CONVERT

INSTABILITY CARDS, page 16).

Q

<N
DECONSTRUCT: If you ever start your turn and ‘ﬁlm

discover that you have no sundivers in your hold or on
the board, deconstruct one of your stations or gates and
return it to your reserve, then add 2 sundivers from your
reserve to your hold. If you remove a station from a layer
of the board where you have no other stations, reduce
your movement points by one on the movement track

in your hold. You may then proceed with your turn.

(®) SOLAR GATE

Gates are used to connect the layers of the
Sun. The pattern is 2 sundivers, one above
the other-the gate connects the space of the
deeper sundiver to an adjacent space in the

layer below. Cards are drawn based on the

deepest layer the gate touches.

ENERGY NODE

Nodes are used to harvest energy from the

Sun. The pattern is 2 sundivers in the same

layer with a gap between them-the node is i .
placed in the gap between where the two
sacrificed sundivers used to be. @



CONVERT

@ SUNDIVER FOUNDRY

Foundries are used to rebuild sundivers

from energy. The pattern is 2 sundivers

Al

in the same layer in adjacent spaces.
You can place the new foundry in either

of the spaces where the sacrificed

sundivers used to be.

(®) TRANSMIT TOWER

[

Towers are used to transmit energy to
your ark on the momentum track.

The pattern is 3 sundivers on 3 different
layers (adjacent spaces). The tower is

placed in the space where the deepest

sundiver was sacrificed.

A

IMPORTANT: There can only be one station in total per

space and only one gate connecting any 2 spaces.

Remember to draw instability cards at the end of your

turn every time you convert, activate and hurl.




ACTIVATE

To activate stations (nodes, foundries or towers), you must have sundivers of your color in the spaces
containing those stations at the start of your turn. When you choose the activate action, you recall each
activating sundiver back to your hold (not the reserve!) and reap the reward of the station.

* Energy nodes yield new energy cubes (see values in ‘base/bonus’ graphic below)

®* Sundiver foundries spend energy to rebuild sundivers (one sundiver per energy)

®* Transmit towers spend energy to boost your momentum (one momentum point per energy)

BASE / BONUS (& HOW MUCH DO | GET FOR ACTIVATING A STATION?

The amount you get for each station you activate depends on who owns it:

® Anyone who activates a station gets the base amount

® The owner then has the option to take the bonus amount

® |f the owner declines the bonus, then the activator has the option to take the bonus
If you are the activator and the owner, then you get the base amount and the option to

take the bonus as well.

The base and bonus for each station are determined by how deep the station is (as

shown in the diagram on the left). In general, the deeper the station is, the higher both

the base and bonus.

IMPORTANT: Station rewards are ALL OR NOTHING-you can never do less than the full amount of either the base
or bonus. For foundries and towers, if you do not have the full amount of energy required you cannot do the action

or gain the reward (see examples on page 13). Again: one energy is required per sundiver built at a foundry, and one

energy is required for each point of momentum transmitted from a tower to your ark.

Similarly, if you do not have enough sundivers in your reserve to complete the full foundry activation reward you
cannot take that action/bonus.
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ACTIVATE

BLACK PLAYER ACTIVATES AN ENERGY
NODE IN THE CONVECTIVE LAYER. THE
SUNDIVER IS RECALLED TO HER HOLD
AND SHE ADDS 3 ENERGY TO HER HOLD
AS WELL (BASE OF 2 + BONUS OF 1).

BLACK PLAYER ACTIVATES HER SUNDIVER
FOUNDRY IN THE RADIATIVE LAYER. THE
SUNDIVER IS RECALLED TO HER HOLD
AND SHE PAYS 5 ENERGY, ADDING 5 NEW
SUNDIVERS FROM HER RESERVE TO HER
HOLD (BASE OF 3 + BONUS OF 2).

A BLACK SUNDIVER ON A GREEN FOUNDRY
IN THE RADIATIVE LAYER. BLACK ACTIVATES
THE FOUNDRY, RECALLS HER SUNDIVER
AND PAYS 3 ENERGY TO BUILD 3 NEW
SUNDIVERS (BASE OF 3 IN THE RADIATIVE).

GREEN HAS ONLY 1 ENERGY, BUT THE
BONUS REQUIRES 2-GREEN MUST DECLINE
THE BONUS. BLACK THEN CLAIMS THE
BONUS, PAYING 2 MORE ENERGY AND
BUILDING 2 MORE SUNDIVERS.




ACTIVATE

@ MULTIPLE ACTIVATIONS IN A SINGLE TURN

If you have sundivers on multiple stations of the same type, you can
activate as many of these stations as you wish, no matter who owns
the stations. However, each individual station can only be activated
once per turn; even if you have 5 sundivers on one station, you can

only activate it once.

You cannot activate different types of stations (an energy node and a

sundiver foundry, for example) on the same turn, unless something like

the FESTIVAL effect is in play (see INSTABILITY EFFECTS, back cover).

IMPORTANT: Once the energy has been paid (if any)
and the activation reward received, recall the activating
sundiver back to your hold. This is an important
difference between converting and activating: when
converting, the sundivers are sacrificed and placed

in your reserve — they need to be rebuilt in order to
use them again. When activating stations, however,

the sundivers are recalled to your hold where they

can be launched again on a subsequent turn. Don’t

thoughtlessly cast away your loyal sundivers!

GREEN PLAYER ACTIVATES HIS OWN TRANSMIT TOWER IN THE RADIATIVE LAYER AND ALSO BLACK’S TOWER IN THE CORE — ON THE
SAME TURN! BOTH GREEN SUNDIVERS ARE RECALLED BACK TO GREEN’S HOLD. GREEN TRANSMITS 10 (5 FOR THE BASE + BONUS OF
HIS OWN TOWER + 5 FOR THE BASE OF BLACK’S TOWER), PAYING 10 ENERGY AND MOVING HIS ARK FORWARD 10 SPACES ON THE
MOMENTUM TRACK. BLACK HAS THE OPTION TO TAKE THE BONUS OF 3 TRANSMIT FOR GREEN ACTIVATING HER TOWER. BLACK HAS
ENOUGH ENERGY, SO SHE PAYS THE 3 ENERGY AND MOVES HER ARK FORWARD 3 SPACES ON THE MOMENTUM TRACK.
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ACTIVATE
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GREEN SUNDIVERS ARE ON 3 OTHER PLAYER’S ENERGY NODES, ONE EACH IN CONVECTIVE, RADIATIVE AND CORE.
ALL 3 ARE ACTIVATED; GREEN PLAYER GETS 10 ENERGY AND EACH OTHER PLAYER GETS 1, 2 AND 3 ENERGY RESPECTIVELY.
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THEN, 6 CARDS ARE DRAWN BY GREEN. 2 ARE SOLAR FLARES, WHOSE IMMEDIATE IMPACT IS RESOLVED FIRST. GREEN CHOOSES
ONE CARD TO KEEP (A SOLAR FLARE IN THIS CASE) AND PLACES IT INTO HIS HOLD. HE CAN PLAY IT ON A SUBSEQUENT TURN
TO PERFORM WHICHEVER INSTABILITY EFFECT THE SOLAR FLARE’S SUIT TOKEN IS ON (SEE INSTABILITY CARDS, PAGE 16).



OVERVIEW

Instability cards serve two functions in the game:
they are the means for tracking time, and they
provide opportunities to use the instability effects

selected at the beginning of the game.

BASE / BONUS

DRAWING INSTABILITY CARDS

Our actions in the Sun have an impact on solar integrity.

When you convert or activate in any of the 3 layers of

the Sun, you must draw instability cards. For multiple

activations, cards are drawn for each station activated

in that turn. All cards are drawn at the end of your turn.

Number of cards per layer:

Convective: Draw 1 card

. . CARD DRAW
Radiative: Draw 2 cards

Core: Draw 3 cards

Hurling into the heart of the Sun:
Draw 1 card per sundiver hurled.
If that card is a solar flare, gain 1

SOLAR FLARES

For each solar flare drawn, immediately resolve its impact in this order:

The instability marker descends
on the instability spiral, counting

down to solar finality.

additional momentum!

Energy is stored in a volatile plasma
form: all players with 13 or more
energy cubes in their hold lose half!

(Round loss down.)

VAPORIZE

All stations in outer orbit (not inner!) of any and
all types may be activated by their owners. The
owner does not need to have a sundiver present
at the station. Foundries and towers still require
one energy to activate, which could come from

an energy node in outer orbit if you have one.



CHOOSING A CARD TO KEEP

You can only keep ONE card in your hold for use on a future turn. If you have a card in your hold and draw more, you

may choose to keep the old card or one of the new cards. Place the chosen card face up in your hold. Discard the others.

Once the impact of the solar flare is resolved, a player may choose to keep it just like any other instability card.

USING YOUR INSTABILITY CARD
(BASED ON INSTABILITY EFFECTS)

On your turn, you may elect to use an instability card earned on a previous turn.

This is in addition to your regular action.

The ability associated with each instability suit is determined by the suit tokens

assigned to each instability effect selected at the beginning of the game.

Each instability effect has a symbol indicating when it can be played: move,

convert, activate, draw or any time.
Discard the instability card immediately after use and before drawing any new
cards as a result of your action. You cannot play a card the same turn you

receive it.

For the full list of possible effects, see INSTABILITY EFFECTS, back cover.

REFRACTION CONDENSATION SUBDUCTION OSCILLATION EXPANSION

MOVE CONVERT

ACTIVATE DRAW

PLAYABLE AT ANY TIME
DURING YOUR TURN

REVERBERATION SOLAR FLARE
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