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I. OVERVIEW

In a time of hope and rebirth, distant stars rekindle their connections long after the collapse of the old galactic empire.
Planets that have rediscovered the mysterious interstellar portals join together to form the New Galactic Senate, a harmo-
nious Federation seeking to peacefully unite the fragmented systems that lie scattered across the cosmos.
Players assume the roles of ambitious politicians appointed by their planets, embarking on a grand journey to discover and 
federate ancient imperial worlds through diplomacy, intrigue, and cultural exchanges. 
As emissaries traverse the vast expanse, players must skillfully navigate Senate policies while maintaining a delicate equili-
brium to prevent triggering chaos and disorder.
Amidst this epic quest, players will uncover enigmatic Foundations — ancient stasis centers housing beings from the bygone 
days of the old empire. These beings are known as Specialists — who emerge from their timeless slumber to act as mentors, 
guiding the galaxy towards a new era of interstellar civilization.
While the mission appears peaceful and harmonious on the surface, a fierce competition simmers beneath, as players vie to 
prove their capability and commitment to guide the Federation towards a brighter future. To claim the title of Senate President 
and win the game, one must navigate the complex web of politics and intrigue with cunning and determination.
In this brave new galaxy, destiny is yours to shape. Some things never change…

“Never let your sense of morals prevent you from doing what is right.”
— Isaac Asimov, Foundation

"Most believe that a satisfactory future requires a return to an idealized past, a past which never in fact existed."
— Frank Herbert, God Emperor of Dune

The player board represents 
the Headquarters of your 

politicians.

The Assembly establishes its policy through Objectives that the players must follow in order to gain Victory
Points (VP). The first player to reach 30 VP is the winner. To do this, they will have to gain at least 10 VP on their final turn.

COMPONENTS FOR EACH PLAYER (x4):
Each player has their own color of assets 
(orange, purple, blue, or green) 

• 12 Emissary miniatures
• 1 Player board and 1Stability tile
• 7 Advisor cards
• 5 Institute miniatures
• 1 VP marker

1 - GOAL OF THE GAME

2 - COMPONENTS

7 Advisor cards 
(Gray backs and player color text boxes)

1 VP marker5 Institute 
miniatures

12 Emissary 
miniatures

 1 Player board

 1Stability 
tile
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SHARED COMPONENTS:

• 44 cards: 
- 28 Specialist cards 
- 16 Objective cards

• 5 Starting Emissaries tokens
• 15 Planet tiles

• 15 Planet tokens
• 5 Foundation miniatures
• 36 Portal tokens  

(12 red, 12 yellow, 12 blue)
• 20 Stability tiles 

(4 each of Stability 5 to 9)

• 1 New Galactic Senate board
• 6 Disorder markers
• 1 Cosmic Rabbit standee
• 1 Hub token

16 Objective cards
(Red backs)

28 Specialist cards
(Gray backs and gray text boxes)

5 Starting Emissaries  
tokens

15 Planet tokens 1 Hub token

20 Stability tiles

36 Portal tokens
6 Disorder markers

15 Planet tiles

1 New Galactic Senate board

5 Foundation 
miniatures

1 Cosmic Rabbit 
standee

Each ALLIED Planet except your Home Planet.

2 VP2 VP

allied planets

6 7

4 5
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II. SETUP

Prepare the game pieces:

Set up the New Galactic Senate board:

b
1. Shuffle the Planet tiles and the Specialist cards and place 

them in their respective face down piles. 

2. Prepare the Stability tiles pile. Depending on the number 
of players, remove some tiles from the game: 
•2 players: remove 3 of each Stability 9, Stability 8, 

and Stability 7 tiles from the game 
•3 players: remove 3 of each Stability 9 and Stability 8 

tiles from the game 
•4 players: remove 3 Stability 9 tiles from the game 
•5 players: don’t remove anything. (5th player Expansion 

only) 
Randomly select one tile of Stability 7 or higher and 
set it aside for use in Step D. Then, shuffle the remaining 
tiles and place them in a face down pile.  

3. Place the Planet tokens in a pile. They don’t need to be 
shuffled.

4. Place the Foundation miniatures and the Disorder mar-
kers on the Senate board within easy reach.

5. Each player takes all these elements in the same color:  
12 Emissaries, 1 Player board, 1 Stability player tile, 
1 deck of 7 Advisor cards, 1 VP marker, and 5 Institutes.  
Each player places their 12 Emissaries on the spaces on 
the side of their Player board and their 5 Institutes on the 
central spaces (except the topmost space labeled '2'). 
Then they place their VP marker on the New Galactic 
Senate board on the first space of the VP track (space 0). 

A4

D

A1
B1

B4

B2

B5

B5

B3

Purple player 
symbol 

Blue player 
symbol 

Green player 
symbol 

Orange player 
symbol 

a
1. Place the New Galactic Senate board on one side of the 

play area. 

2. Shuffle the Objective cards and place three of them face 
down in the three Objective slots of the New Galactic 
Senate board. Place an additional Objective card face up 
on top of each of the first two Objective cards, from left 
to right. Return the remaining Objective cards to the box 
without looking at them.  

3. Place the Portal tokens in their respective reserves on the 
New Galactic Senate board. 

4. Place the Cosmic Rabbit on the first Portal token reserve 
(the blue Portals).
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Starting assets selection:

Place the remaining Planet in the center of 
the play area. This Planet is the Hub. Attach 
the previously set aside Stability tile to it. 
Place the Hub token and one of each Portal 
token on the Hub.

Each player, beginning with the first player 
and going clockwise, takes a Portal color 
marker of the color indicated by the position 
of the Cosmic Rabbit and places it on their 
Home Planet on the appropriate Portal 
space. The Cosmic Rabbit is moved to the 
right after each player takes their portal (or 
back to the first position if it is already in the 
rightmost position).

i.e.: 

Each player draws three cards from their 
Advisor deck. Each player may place some 
or all of their cards face down on the bottom 
of their deck and draw back to three cards 
(only once). Note that at the beginning of the 
game, players have a hand of 3 cards and a 
value for hand size of 2. This is intentional.

C

D

E

F

1. Place the following assets at the center of the play 
area, each in the quantity indicated and face up: 
• Planet tiles and their associated tokens: number of 

players +1 
• Specialist cards: number of players + 1 
• Starting Emissaries tokens: 

2 players: 4 and 7 
3 players: 4, 6, and 8 
4 players: 4, 5, 6, and 7 
5 players: 4, 5, 6, 7, and 8 (5th player Expansion only) 

2. Randomly select a first player, then starting from the 
player on their right and going counterclockwise, each 
player in turn takes one of those assets of a type they 
haven’t already taken and places it in front of them. 
Proceed until each player has one asset of each type in 
front of them. 

3. Then each player: 
• Places their Home Planet in the center area near them 

and attaches the Stability tile of their color to their 
Home Planet tile 

• Places their starting number of Emissaries on their 
Home Planet and returns the Starting Emissaries 
tokens to the box 

• Attaches their Home Planet token to their Player 
board 

• Shuffles their starting deck, composed of their 7 Advisor 
cards and their chosen Specialist card, and place it face 
down in front of them 

4. The unclaimed Specialist card is placed face down under 
the Specialist deck.

A3

E

F

A2

B1

C3

C3

C1

B5

(Planets with this symbol        are not authorized 
for the starting asset selection.)

7
6
5
4
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III. HOW TO PLAY

A) PLAYER’S TURN

On their turn, a player must proceed through the following steps in order:
1- Operation phase (playing cards)
2- Disorder phase (resolve disorder, if any)
3- End of turn phase (discard played cards, optionally discard one additional card, and then refill hand)
Then, the next player in clockwise order takes their turn, continuing in this way until the game ends.

1 - OPERATION PHASE 
During the Operation phase of a player's turn, they will play one card (or more, see 'Play Again') for its Operation effect. Cards 
played will retain their order in a player's deck, allowing the player to structure their deck to prepare for future turns. 

a) Card types and deck management 
The cards are the heart of the game. Among the 3 types of cards present in the game, Advisor and Specialist cards drive the 
actions of the game.
 

Each player has their own deck, made up of 8 cards at the start of the game (7 Advisor cards and 1 Specialist card), expanding it as 
players acquire new Specialist cards.  
This deck forms the player’s draw pile and will not be shuffled during the game unless an effect explicitly says to shuffle.  
Cards in the players' draw piles are always face down. Players have no discard pile; during the End of turn phase, played cards will 
be placed face down on the bottom of their owner’s deck (as described on page 10).

b) Card structure

There are 3 different card types, identified by their back colors and text box colors: Advisor cards, Specialist cards, and Objective 
cards. 
The Advisor cards (gray backs and text boxes in player colors) are the basic action cards. They form the players’ starting decks 
and allow all the essential actions. Each player will always have these 7 identical Advisor cards.  
The Specialist cards (gray backs and gray text boxes) have the same gray backs as the Advisor cards, but are gained through 
different effects and added to the players’ decks throughout the game. 

Operation 
symbol

Play again
symbol

Advisor card
(Gray back and player color 
text box & faction symbol)

Specialist card
(Gray back and 
gray text box)

Objective card
(Red back)

Each ALLIED Planet except your Home 
Planet.

2 VP2 VP

allied planets

Each ALLIED Planet except your Home 
Planet.

2 VP2 VP

allied planets
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The Objective cards (red backs) indicate how Victory Points are scored when playing the Senator Advisor card. 
These cards stay on the New Galactic Senate board and are never played by the players. 
Advisor and Specialist cards have a symbol above their effect box, indicating when they can be played. 
There are two possible timing symbols: 
• Operation effect       : effects played during the player’s turn.
• Disorder effect       : effects played during Disorder resolution, when a player is required to choose a Disorder option. 

Some symbols can also be present under the effect box:
• Play again        : The player may play another card.
• Activate an Allied Planet icon       : The player may resolve the effect of an allied Planet token that has not been resolved 

yet this turn. (This ability is shown in the card text — this icon is meant to, at a glance, remind you that this might allow you 
to Play again through your Planet token effects.) 

c) Playing cards

During the Operation phase, the active player goes through the following steps:

1. Choose a card from your hand and place it in front of you. If this is not the first card played this turn, position this card to the right of 
any previously played cards to maintain the order of play.
2. You have two options:
   - Choose one Operation effect on the selected card and resolve it fully. If a card has multiple Operation effects, you must select one.
   - Alternatively, if the selected card is a Specialist, you may opt to draw one card from your deck instead of resolving an Operation 

effect.
3. If the Operation effect you chose includes a "Play Again" arrow (or an "Allied Planet" icon that activated includes a "Play Again" 
arrow), or if you played a Specialist solely for drawing, you may choose to either go back to Step 1 or move on to Step 4.
4. When a player opts not to play more cards, or cannot do so, the Operation phase comes to an end.

Operation 
symbol

Disorder
symbol

Activate an 
Allied Planet  
symbol

Operation effect Effect 1 -OR- Effect 2Disorder effect

EFFECT BOX EFFECT CHOICE

Play again
symbol
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2 - DISORDER PHASE 

During the Disorder phase, the players will resolve potential conflicts caused by the overcrowding of the different Planets in the game.
This overcrowding is caused by an excess of elements on the Planets, which will be detailed further below.
If there is no Disorder during this phase, proceed to the End of the turn phase.

a) Planet structure 

A Planet is composed of a Planet tile and an attached Stability tile. Elements on a Planet's attached Stability tile are considered to 
be on the Planet.   
The Planet tiles represent planets on which the players can send their Emissaries in order to build relationships, establish Institutes, 
and discover Foundations. 
Each Planet tile has 3 Portal spaces on which the Portal tokens are placed and a space for the corresponding Planet token.  
These 3 Portals (blue, yellow, or red) allow movement between Planets with a matching Portal. 
Additionally, some Planets have an effect printed on their tile that should be followed when necessary. 

The Stability tiles represent the Planet’s tolerance levels to other people coming to their Planet and meddling. Building Institutes, 
sending Emissaries, and pushing the agenda of the Galactic Senate can all disrupt the planet's existing order. 

These tiles indicate how many elements (Emissaries, Institutes, and Foundations) can be placed on the Planet without triggering a 
Disorder.
White circular spaces on the Stability tile represent each space available on a Planet. These tiles can have a different number of 
spaces from 5 to 9. The Home Planets have infinite Stability and are not limited in the number of elements that they can contain.
If all spaces are occupied, new elements can be placed anywhere on the Planet, but it now becomes visible that the Stability 
threshold has been exceeded and that a Disorder will be triggered.
If there are empty Stability spaces on the Stability tile and additional elements on the Planet, move those elements to the empty 
spaces.

Planet name

Yellow Portal 
space

Red Portal
space

Blue Portal
space

Planet token 
space

Planet
token 

PLANET TILE ANATOMY

STABILITY TILE ANATOMY

The corresponding Planet token 
should be placed on the tile if no 
player is allied with the Planet.

Stable spaces to place Institutes, Emissaries, 
and Foundations without exceeding the 

Stability value of the Planet.

Empty spaces to place Institues, Emissaries, 
and Foundations, exceeding the Stability 

value of the Planet, resulting in the triggering 
of a Disorder.
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b) Disorder trigger 

During the Disorder phase, the active player goes through the following steps:

1. Check for Disorders: for each Planet that contains more elements than its Stability threshold, place a red Disorder marker on 
it; this means that a Disorder has been triggered on this Planet and will need to be resolved.
2. If there are no red Disorder tokens on any planet, proceed to the End of turn phase. 
3. The active player chooses a Planet with a red Disorder token to resolve. 
4. The disorder is resolved (see below). Then return to step 2. 

IMPORTANT:
Stability is only checked during the Disorder Phase, not during the Operation Phase.
This means that a Planet could temporarily exceed its threshold without triggering a Disorder if, for example, a player moves some 
of their Emissaries onto a Planet and then moves them to a different Planet before ending their turn.

c) Disorder resolution

Beginning with the active player and going clockwise, each player present on the chosen Planet must, in turn, choose and 
resolve one of the following options:
• Remove one of their Emissaries from the Planet in Disorder and return it to their reserve (see page 12).
• Move 2 or more of their Emissaries from the Planet in Disorder to one or more Allied Planets (see page 11).
• Remove one of their Institutes from the Planet in Disorder and place it back beside their Player board. This Institute does not 

cover one of the previously revealed Institute spaces but is available to be rebuilt later.
• Play a Disorder card from their hand, resolving its specific effect. The active player adds this card to their line of played cards 

for the turn. Any other player playing a Disorder card places the played card face down under their deck after resolving it.

NOTE:
If the player's chosen option results in exceeding a different Planet's Stability threshold, then add a red Disorder token to that 
Planet immediately. 

After a full round, when each player present in the Planet has resolved their Disorder option, if there are still more elements 
on the Planet than the Stability threshold allows, a new full round of Disorder resolution must be observed, and so on, until the 
Stability threshold is no longer exceeded at the end of a full round. 
 
When a Disorder ends, if there are any elements on the Planet outside of the Stability spaces, place them on empty Stability 
spaces, and flip the Disorder token to the yellow (resolved) side. 
This yellow Disorder side indicates the Planets in which Disorder has already been resolved during this phase. 
No game effects allow a player to move more elements to a Planet with a yellow Disorder token — these Planets are unavailable 
until the next turn.
 
After all Disorders have been resolved, return all Disorder markers to the reserve. 
Play then returns to the active player, proceeding to the End of turn phase.

This Planet has 7 spaces for welcoming elements.
The green, orange, and purple players shared them all, but 
the green player decides to add one more Emissary to the 
Planet.
The Stability value is exceeded during the Disorder phase 
and a Disorder is triggered.
The Disorder token is placed with the red side face up.

Disorder
triggered

Disorder
resolved



1010

3 - END OF TURN PHASE

a) Discard 

The active player places all their played cards face down under their deck without changing the order of the cards. To facilitate 
the last point, each card played after the first should be played in part over the previously played card. 
The final card played will end up on the bottom of the deck.
After discarding all played cards, the active player may place one additional card from their hand face down under their deck. This 
card is not shown to the other players. Lastly, flip all face down Planet tokens face up (see page 11).

b) Refill hand

The active player draws cards from the top of their deck until they reach their hand size. Their hand size is determined by the 
highest visible value on their Player board, based on the number of Institutes they have built. If the player has more cards in 
hand than their hand size, they do not draw any cards but do not have to discard any cards.

1 - OBJECTIVES AND VICTORY POINTS 

VP are scored mainly through each player’s Senator Advisor card. When a player plays this card, as indicated, this player 
scores all the VP given by all the face up Objective cards.
When players score VP, they track their earned VP by moving their VP marker on the VP track. 
If a player ends their turn with more than 20 VP but fewer than 30 VP, they place their marker back on the 20 VP space.

There are two face up Objective cards at the beginning of the game. The Senate will evolve 
its policy during the game and progressively change the face up Objectives. 
On the New Galactic Senate board, the first time a VP marker reaches or exceeds the 6, 13, 
or 20 spaces (depicted as planets on the track), the Objectives are adjusted as follows:
• 6: Flip the rightmost Objective card face-up.
• 13: Flip the leftmost stack of two Objective cards to reveal the hidden one and hide the 

revealed one.
• 20: Flip the central stack of two Objective cards to reveal the hidden one and hide the 

revealed one.

2 - WINNING CONDITION

When a player reaches or exceeds 30 VP, the game ends, and that player is the winner.

The Purple player has built 2 Institutes, and 2 
icons are visible:

• The first icon indicates that when this 
institute is built, they immediately draw 
a card from their deck.

• The second  icon indicates the hand limit 
size for that player.  

The planets on the VP track 
are indicators of when 

the Objectives are to be 
adjusted. 

Remember, if a player exceeds 20 
points but falls short of 30 points, at the 
end of their turn they must place their VP 
marker on the 20 point spot (the planet 
with the red dot). Therefore, in order to 
reach 30 VP, a player will have to gain 
10 VP in a single turn!

B) MAIN SCORING & END GAME
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1 - ALLIED PLANETS 

The Ambassador card allows a player to take the Planet token of a Planet where they are leading (i.e. they have more total 
Emissaries and Institutes than any other player). These tokens will be attached to their player board in a free slot reserved 
for Planet tokens. The Planet token may be taken from anywhere, even if it is attached to another player’s board.
A player is limited to 5 Allied Planets at the same time (including their Home Planet), as indicated by the 5 slots for Planet 
tokens on the Player boards.
When a player takes a Planet token and already has 5 Planet tokens attached to their player board, they must place one of 
their Planet tokens back on its Planet. They cannot remove their Home Planet token.

Different cards, like the Ambassador or the Explorer, will activate these tokens.
When an effect requires activating a Planet token, the player chooses one of the Planet tokens attached to their board and 
resolves its effect. Each Planet token can only be activated once during a player’s turn, so Planet tokens are flipped face 
down after activation. Flip activated Planet tokens back face up during the End of Turn Phase.

2 - EFFECTS WITH CONDITIONS

This symbol is sometimes used in expressions such as "Do A   Do B". This means that the player must do A, if able, and 
that if they do A they must do B, if able. However, they cannot do B if they do not do A.

Some effects allow a player to change the Stability of a Planet. When required to do so, search the Stability tiles pile for the 
correct new tile and replace the former tile with it. The original tile is shuffled back into the pile.
If there is no tile of the correct stability value, then there is no change.
Changing a Stability tile can cause a Planet to exceed its Stability threshold or prevent a Disorder that could have been triggered. 

 When activated, 
flip the token.

Allied Planet 
effect

Home 
Planet

1

Your Home Planet 
token cannot be lost 

or taken by other 
players. 

Allied 
Planet

2

Allied 
Planet

3

Allied 
Planet

4

Allied 
Planet

5

PLANET TOKEN SLOT

ALLIED PLANET NOT ACTIVATED ALLIED PLANET ACTIVATED

C) CARDS & EFFECTS
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3 - MOVE / ADD / REMOVE 

• To "move" an Emissary, take it from the Planet they are on and place it on an adjacent Planet, which means another Planet 
sharing at least one Portal color token with the starting Planet. Emissaries must be placed on empty Stability spaces; if all 
the Stability spaces are filled, the Emissaries are placed anywhere on the Planet tile (see Disorders on page 8). 
If nothing is specified other than "move," it always means moving to adjacent Planets using the Portals.

• To "add" an Emissary or an Institute on a Planet means that a player takes an Emissary miniature or an Institute miniature from 
their reserve and places it in a free space on the Stability tile if one is available; otherwise, it is placed anywhere on the Planet 
tile itself. If players have no Emissaries in their reserve, they cannot add any until they recover some by in-game effects. 
Institutes must be taken from their Player board in a clockwise order.

• To "remove" an Emissary or an Institute means to place it back into its owner’s reserve. Institutes must be placed back 
beside the owner's Player board. This Institute does not cover previously unlocked Institute spaces, but is available to be 
rebuilt in the future.

4 - NEW PLANET EXPLORATION 

When a game effect asks for a player to explore a new Planet, they must proceed as follows:
1. The player shows the Planet from where they are exploring, where they must have at least one Emissary.
2. They choose one of the Portal colors on the Planet and announce their choice.
3. They draw a Planet tile, find the matching Planet token, and place them in the play area.
4. They place a Portal token of the previously chosen color on the Planet tile.
5. They place a second color token on the Portal, matching the color where the Cosmic Rabbit is. If the Cosmic Rabbit indicates 

the same color that was already chosen, no second Portal token is placed. The Cosmic Rabbit is then moved to the right (or 
the back to the leftmost position if it is already in the rightmost position).

6. They draw a Stability tile and attach it to the Planet tile.

If the Planet tiles pile or the Stability tiles pile is empty, then exploration has no effect.

Emissary 
reserve

These Planets have 
the Yellow Portal

in common

These Planets have 
no Portals in com-

mon

Institute 
reserve

Institutes are removed 
from a player's board 

in a clockwise direction

"Move" action 
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