
The Aim 

The game aims to eliminate all your plant cards in the pile each player is given at the 
beginning of the game. Once the pile is gone, the game ends. The player with the 
smallest scone wins. 

The Contents 

Six or four placement mats. 

Plants Cards: ( show 1 or 2 examples and the back) 

1. The Sun 2. Mercury 3. Venus 4. Earth 5. Mars. 6. Astro Belt 7. Jupiter 

8. Saturn 9. Uranus 10. Neptune. 

Celestial Cards: (show 1 or 2 examples and the back) 

Discovery cards - Astrophotography. Rocket Falcon 9. Spacecraft Dragon. Hubble 
telescope. International Space Station. Ring Nebula. Spiral galaxy. Star Cluster. 
Observatory. Webb telescope. Crab Nebula. 

Moon cards - Crescent moon. Gibbous Moon. Quarter moon. Full moon. The far side of 
the Moon (or New Moon) 

Disaster cards- Black hole. Cosmic Void. 

Game Set up 

(visually show the game setup) 

Shuffle all of the planet cards, then give each player seven or ten cards each; the players 
are not to look at their cards. Each player has a placement mat; the planet cards must be 
placed in the designated spot on the mat, facing down, with only the top card revealed. 

During the game, players will pick up more planet cards, which will be put into supporting 
piles on the placement mat to be seen face-up. Each player can have up to three piles; 
however, once a card has been placed within the pile, it cannot be removed if it is not at 
the top. 

The remaining planet cards that are not given out will be placed in the middle of the table 
and become the main deck. 

All of the celestial cards will also be placed in the middle of the table. 

Plants Cards 

These cards comprise the sequence of the planets in our solar system, going from one, 
the Sun, to ten, Neptune. The numbers on an individual card will be used for marks at the 
end of the game. 



Celestial Cards 

Celestial cards include discovery cards, moon cards, and disaster cards. These cards are 
all shuffled together at the beginning of the game and placed in the middle of the table. 
Each of these cards will either allow the player to lose or gain marks and give or take 
away marks from other players. Some of these cards will have to be used straight away, 
while others can either be used in the middle of the game or at the end when the marks 
are being tallied. 

The discovery cards will benefit the players by reducing their marks or allowing them to 
steal cards from others. (show each card with a description of what they do) 

The moon cards are more of a gamble as they will either benefit the player or set them 
back. (show each card with a description of what they do) 

The disaster cards, however, will not benefit the player who picks them up. (show each 
card with a description of what they do) 

Gameplay/ Rules 

Any player can start the game. Play then proceeds clockwise or anti-clockwise. During 
each round, the players create sequences using the planet cards. There is no limit to the 
number of sequences that start. 

To create the Solar System sequences, on a player's turn, they can pick up a card from the 
main pack or take one card at a time from the top of their planet cards. However, if a card 
is taken from your own pile, it must be the next planet within one of the sequence 
forming. But if the card taken from the main pack is unusable, it will go into any of the 
player's own supporting piles they choose. During a player's turn, if any of the top cards 
within their supporting piles become the next planet within any of the sequences, they 
can also be added to the sequences forming. 

Once a sequence has been completed, the player who placed the final card Neptune 
down can pick up a celestial card. Players can also choose to pick up a celestial card every 
three times they have placed a planet card onto the Solar System. Celestial cards will be 
picked up once the player's turn is over. 

Some celestial cards will have to be played immediately after being picked up. Once 
played, they get shuffled back into the deck. Each celestial card will have a brief 
description of what they do. However, there is a more in-depth description of what they 
do in the celestial card section of this manual. 

A player's turn is over when they place a card in one of their supporting piles. 

If the main pack runs out of cards, reshuffle the completed sequences so that the game 
may continue. 

The game ends once one of the players has gotten rid of their planet cards. 



Scoring 

If a player has all three supporting pile slots with cards in them, they get ten marks added 
on. Five points will be added on if they have only two slots full. But no points will be 
added if only one slot has cards. 

Each player's points are tallied by the numbers shown on the remaining cards they have 
left in their hand, all added together; this includes their planet cards and supporting 
cards. 

If celestial cards are not used during the game, they can be used now. Celestia cards that 
distribute marks need to be added or subtracted as well. 

The person with the least amount of marks at the end wins. 


