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In 1969, THE FIRST STEP ON THE MOON HAS PUT AN END
TO THE SPACE RACE... OR HAS IT®

A SECRET SOVIET MISSION, SENT TO BUILD A NEW WORLD WHERE ALL

PEOPLE CAN BE EQUAL AND WORK FOR COMMON GOOD, WAS DESTINED §

T0O REACH MUCH FARTHER THAMN THE i!'-'.KZ:I'I‘.ZZ'II'«I. MAGHMIFICENT SHIP o
“KRASNAYA ZARYA” CRASH-LANDED ON A HOSPITABLE PLANET, WHICH IS
NOW YOURS. YOUR FATHERS HAVE WORKED HARD TO RECREATE THE BEST .

FROM WORLD THEY HAVE LEFT, ANMD NOW IT IS YOUR TASK TO
GUIDE YOUR COMRADES TO HAPPINESS AND PROSPERITY.
ONLY TOGETHER CAN YOU SUCCEED IN THIS TASK.




. GOAL OF THE GAME

&
Each ployer, tasked with controlling the workers of the extraterrestrial communist settlement, aims to become its
only true leader. Players, however, share both the workers and the resources produced - this future has no place
for private property (well, almost)! Nevertheless, this is not a cooperative game - earn victory points by keeping
workers productive, shipping goods in time and keeping the workers you influence happy. «From each according
to his ability, to each according to his contribution», so make your contribution seem to be the biggest one,

COMPONENTS

1 PHASE MARKER 24 RESOURCE CUBES 6 MOOD MARKERS & WORKERS:
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1 FIRST PLAYER 44 INFLUENCE DISKS 6 LOCATION
TOKEN BLOCKING TOKENS
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cards cards

1 GAME BOARD

1 12 localions

2 & character portraits
with mood tracks

3 A victory points (VP) track
Y4 Export tracks
._5 A phusn wheel

+ B A production whsel
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GAME SETOR -~y o

Place the game board in the center of
the table.

Put all resource cubes and crystals next
to the game board to form a supply.

Each player takes 11/9/8 influence
disks (in a 2/3/4-player game) of

one color and places one of them on

the starting (upper right} space of the
production wheel @3, and another on
space ‘5’ of the VP track, leaving 9/7/4
in front of him.

Each player takes one crystal, placing
it in his petsonal supply.

Place the phase marker on the Morning
space on the phase wheel.

Place a mood marker on the starting

space @[ of each meed track.

Place all the warkers upright an tha
Barracks location.

Shuffle the lake deck and the spaceship
deck separately and put them facedown
on the corresponding locations.
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Despite the fixed working hours, you can never know when o
facility will be open. Pasture closed for inventory is a common
sight. “Out of beer” sign, however, is far more dreadful.

For your first few games, we recommend placing the
morning blocking tokens on the Spaceship, the Palace of
the Soviets and the Beerhouse, evening blocking tokens
on the Field, the Pasture and the Lake. Place marning
tokens red (blocked) side up, ond evening tokens white
(open) side up. Flip the morning tokens white side up at
the end of the Marning, and red side up at the start of
the Morning. Flip the evening tokens red side up at the
start of the Evening, and white side up ot the end of the
Evening.

In your future games, you may shuffle the location deck
(minus the Barracks and the Field Kitchen cards) and
draw 6 cards. Put the morning blocking tokens an the first
3 locations drawn, then put the evening blocking tokens
on the last 3 locations drawn. Flip the tokens during the
game as described above.

We recommend using the special cards once you are
familiar with the game. Shuffle the worker cards and the
location cards seporalely ond deal each player one cord
from each deck, face up. Keep the special cards in front
of you, visible to all players. Put the rest of the special
cards back in the box, you won't need them.

One who most recently shared with someone takes the
first player token and begins the game.

TURN SEJJUENCE

3 -
Thelgome consists of tweo rounds.

Each round consists of the following phases:

2. Day

1. Morning

(1* half)

During each phase players take turns in clockwise order,
starting with the first ployer. At the end of each phaose,
pass the first player token clockwise to the next player.

OM YOUR TURN, PERFORM THE FOLLOWING IN ORDER!
1. MOUE R WORKER.

Z. PLACE AN INFLUENCE DISK
ON THE WORKER'S PORTRAIT.

3. ADJUST THE WORKER'S MODD.

4. PERFORM THE ACTION OF THE
LOCATION.

-.
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51 Mnumﬁ WORKERS

o
Take an upright worker and place him flat in a different
emply location (the worker is tired ond won't move |
anywhere else this phase). You cannot move a worker
into a location occupied by another worker, except for
the Barracks and the Field Kitchen.

m All workers start the Morning in the Barracks.

You cannot move workers to the lacations
with the morning blocking tokens during the
Morning. The Morning ends after each player
has taken o turn. At the end of the Morning,
increase the mood of each worker still in the
barracks by 1.

@ During the First half of the Day, you can move
workers to locations with blocking tokens of
any kind. This phase ends after each of the é
workers has been moved. In a 4-player game,
the number of turns taken will not be the same
tor all players.

E During Lunch, you can only move workers to

the Field Kitchen. Moreover, that locatien is
only available during Lunch. Lunch ends after
each player has taken a turn.

The second half of the diny does not differ from
tha first one,

E During the Evening, you cannot move workers
to the locations with the evening blocking
tokens. Barracks are only available during
the Evening. This phase ends after each
player has taken a turn.

2. INFLUEN
THE WDORK

Place one of your influence discs
on the portrait of the worker
you just moved.

3. CHANGING THE
WWORKERS' MODD

It the mood symbols are present on'the location you
moved the worker to, change the worker’s mood
accordingly. When the mood of a worker increases,
move the marker towards higher values, and move it

~ towards lower values when it decreases.

iiIiiIiiiliiliiliillillilli#li#l‘#Iliiliiliiliiliillilliil!iliil

: Example: Alexander is the first player during the Morning.

: : He can make his turn with any worker (they are all standing

: : upright in the Barracks), but he cannot send the worker fo

: Barracks (it's not Evening), Field Kitchen (it's not Lunch), or fo
: any of the three localions with morning blocking tokens [as it
: is moming). He has 7 locotions to choose from

: He decides to move the Bureaucrat fo the Beer House,
: placing his influence disk (pink) on her portrait and raising
t her mood by two (he doesn’t want to spend a crystal at this

¢ localion).

MNow it is Britta's turn. She cannot vse the Bureaucratl [she is
already fired], nor she can send a worker to the now occupied

: Bmﬂr House. She can choosa from 5 workers and & locations

* 1o send them 1o, i
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H. PERFORMING RACTIIDNS

RESOURCE PRODUCTION

Several locations allow you to produce resources. For each resource cube you produce,

advance your marker

one space clockwise on the production wheel. Whenever your marker passes the reward area of the production
- wheel, score 2 VP and gain a crystal.

Note the REWARDS AREA is nol a step on the wheel and players markers
~_ will naver stap on the rewards area but will proceed to the naxt *27

space on the wheel.

“Adding” a resource
dees not count as
production

- Produced resource cubes are placed on the Storehouse location; never into players’ personal supplies,
 Whenever there are 3 or more resource cubes of the same color in the Storehouse, remave 3 cubes of that

color from the Storshouse, put one of them on the leftmost umglr space of that resource’s export track, and

then return the rest to the supply near the board. Active plur
newly occupied space of the expor} track. If the cube was placed in a space with a question mark, return it 'Iu

B -

the supply after s:urmg the points.

then receives a.number of VP printed below “‘Iﬂ-- .
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1. Pasture. The Shepherd likes 10 watch
over animals and to shear them, quite unlike
other workers.

The worker loses 1 mood, unless he's the
Shepherd. Then produce 1 Wool.

2, Palace of the Soviets, Polace of the
Soviets is the symbol of the bright future, as
. the Commissar is eager to tell every visitor.
= Workers [ike fo listen to her stories about the
mﬂrvafous time soan to come. Anyone can confribute fo the
completion of the consfruction,

Both the visiting worker and the Commissar gain 1 mood.
The Commissar gains no mood when visiting the Palace

of the Soviets. I both cases, you may the place 1 erystal

on a space of your color next to the Palace of the Soviets

{to contribute to its construction). At the end of the game, the
players who donated crystals gain 4 VP if they donated the
most, 2 VP for the second place and 1 VP for the third place.
In case of a tie, all tied players earn the full amount of VP.

3. Farm. The Farmer is fond of working in
the fiald, but other workers are not.

" The worker loses 1 mood, unless she's
the Farmer. Then produce 1 Wheat.

_ 4, Beer House. Though condemned by the
Commissar in her weekly lectures, drinking
is still favorite pastime of many workers.
They say that it is even pessible to recieve
somecne else’s ration, for a small fee.

The worker gains 2 mood, unless she is the Commissar (then
_ she loses | mood instead). Then you may pay 1 crystal to
make any one worker gain 1 mood, and another lose 1 mood.

5, Storehouse. Resources, joinlly

| produced, cannol belong lo o single

¢ individual. They are common goods, and
are kep! in @ common storehouse. Maybe,
that is why they go missing from lime fo time.

" You may either
- * discard 1 resource from the Storehouse to make one

.;'Wcrrhf gain 1 mood, and another lose 1 mood

= discord 1 resource from the Storehouse to gain 1 cfystal

pay 1 crystal to add any one resource to the Storehouse

not forget that oll produced resources are kept in thé
not in the players’ personal supplies.

e

6. Administration. The Bureaucratonly
ever comes fo this emply building fo receive

her salary. She likes visitors, and is willing fo
change some papers for a good chat. 2

If the Bumﬂucm‘r visits the Administration, yﬂu gain 1 crystal.
If any other character visits it, Bureaucrat gains 1 mood,

and you may move | influence disk belonging to a different
player from one worker to another. You cannol mave the
disk to/from the worker visiting the Administration.

7. Spaceship. The ship ‘Krasnaya Zarya®
once brought first people to this planet. It
was so huge that even now something useful
can be found among the wreckage, if you
are not afraid of the spectre of communism|

The worker loses 1 mood. Then draw a Spaceship card,
raceive the reward depicted [nothing, add a specific
resource or a resource of your choice to the Storehouse,
and, possibly, gain a crystal), and then discard if.

Do not advance your marker on the production wheel.

8. Mine. A work in a mine is far too hard

for anyone but a true miner!

If the worker visiting this location is not
the Miner, he loses 2 mood and produces
1 Coal. If he is, he loses no mood and
produces 2 Cool instead.

9, Field Kitchen, Joint meals are an

important remainder that all people stand
!ngaﬂmr - wall, all who mannged to finish
their work in lime.

= %
The worker gains 1 mood. You may only move workers to
the Field Kitchen during the Lunch phase.

10. Lake, Despite all the achievements of
the socialist technology, fishing shil requires @
~ lot of skill and luck. Only the fisherman can Ba .
3 ; glad to sit all day long holding a fishing rod,
= buta good caich will make anyone happy:

If tha worker is not the Fisherman, he loses 1 mood.

Then draw a Lake card, receive the reward depicted Ipmdl.m
1 Fish, produce 2 Fish and +1 mood, or nathing), then discard
it. If the Lake is visited by the Fisherman, take two cards m
and choosa one of the rewards, then discard both cards. lfq" =
cards with Fish depicted (there are 3 of them) are in the Lnlg,? v
discard pile, shuffle the Loke deck and discard pile. v
Fisherman visits the lake, the acfive player may decide H.'l :
reshuffle the deck before or after drawing the cards. If you
need to drow 2 co hulﬂmmusnnlyﬂnﬁml‘hadcrl
that card, reshuffle the deck and then draw a m;dowﬂ.
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‘@ masterpiece of planned economy, . an honest day’s work is to go-to bed
allowing workers to be productive every early, and o get up late.
sacond of their day. The worker gains 1 mood. You may only
. move workers to the Barracks during the
The worker loses 2 mood. Then ) Evening phase.

= produce | Wheat, 1 Wool and 1 Fish.  Don’t fur?ut that each worker remaining in the Barracks at
the end of the Morning phase gains one moad.

J Lﬂﬂﬂ‘ﬁﬂﬂ! wham resources are Ffﬂdul’:ﬂd
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Example: Britta sends the Miner lo the Mine and places her influence disk on his portrail. He preduces 2 coal, losing no mood
in the process! So Brita places 2 coal cubes from the stock onto the Sterehouse location and advances her marker two spaces
on the produchion wheel. As her marker possed the reward area, she receives 2 VP and a crystal, In addition, there were olready
£ couf cubes on the Storehouse, so Brito removes 3 coal cubes from there, putting two into the stock and one onio the lefimost
emply coal space on the export trock, scoring 3 YP. Thus, she managed to earn § VP with a single action!
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ENIDO OF R PHASE

Example continued: As Alexander and Britia are the only
players ot the table, the Moming phose ends after Britta"s
turn (each player hos taken o single turn in that phase).
Ployers put oll workers uvpright ogain ond increase the
moad of all workers still in the Barracks by one. The first
Day phose begins, and Britta becomes the first player. This
phase, however, will only end when all the workers are
lving on their sides, so sach player will take threa turns
during this phase.
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END OF A ROIUNE 5
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Day phases end ofter each of the 6 workers has been
moved. Other phoses (Morning, Lunch and Evening) end
after each player has taken a single turn.

When a phmu and!, move the phusu marker to the next
phase, put all workers upright in their current locations
and pass the first player token to the next player clockwise.
At the end of the Morning, do not fo rget to increase the
mood of each worker still in the Barracks by 1.

EEEEEEEFA AR AR R
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A round ends after the Evening. Pass the first player token
clockwise as usual.

. Atthe end of a round, check the workers’ mood: for each

. worker, players who have the most influence disks on

" that worker receive or (if the number is negative) lose a
numbear of VP marked on the worker's mood track. In case

. ofatie, all tied players gain or lose the full amount of VP.

Example: There are
two pink disks and one
QII’JFIQL' {J{lﬁk on HFE
Bureaucrot's porfrai,
s0 Alexander recaives
3 VP bor har moo:d.

Commissar, however, hos one pink and one orange d:siz
on her panroil, 50 each player loses 2 VP for her.
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f- -«mlhl'urn all maod markers to the starting 5pacu= and all % Th’ﬂ“ put all workers upright in the Borracks and ""'m'-"
nﬂuan:a disks from the portraits to the players’ reserves. the phase marker to the Morning phase. ; 2
. .!-[hnni return resource cubes from the Storehouse of the » Play the second round using the same play ‘ﬁqﬂhﬂ-
1; ‘export fracks, or crystals from the plnyam reserves. : ahd then proceed to the final scoring.
. . 1




FINAL SCORING

=

The gome ends after 2 rounds. Players score VP for the contribution to the construction of the Paloce of the Soviels
[see location description on page 5), as well as 1 VP for auEh 2 crystals they have. The ployer with the most VP is
the winner! In case of a tie, the tied player with the most crystals wins.

SPFECIAL CARIOS

Special cards come in two flavors: worker cards and location cards. Worker cards can be used whenever you
make a turn with the curraspnnding worker. Location cards can be used whenever you pnrfnrm the action of the
corresponding location. Using special cards is always optional. You can usa your special cards any number of

fimes per game.

1. Pasture

Instead of performing the

'| normal action of this location,
you mdy increase the mood of
the visiting worker by 2.

2, Palace of the Soviets

Instead of placing a erystal at
this location, you may place
a crystal on any worker's
portrait. That crystal counts as
an influence disk of your color during
the end-of-the-round scoring. Return it
ta the common supply after the scaring.

3. Field

Instead of prnducfng 1 Grain af
this location, you may produce
any 1 resource cube [mood
decraase, if any, shill occurs).

4. Bear house.

Instead of performing the action
of this location (increasing
mood, changing it for a erystal),
you may'gain 2 crystals,

5. Storehouse.
‘While parfarming the action of

6, Administration,.

While performing the action of
this location, put your inflvence
disk on this card instead of a
worker's porirait. On o loter
Tum, you may place the disk from this card
~an a portrait of o worker you are taking o
k ’]@m with [in addition to the disk you would

R o]

this location, you moy exchange a
resource for a erystal or vice versa
up ta 2 fimas (instead of anly once).

7. Spaceship.

After performing the

oction of this location,

you may remove four
different resources from the
S'harel'u;ms-e r.md pur onea :;II: them an
them shipping track, scoring points as
vsual [put the rest into the stock).

o | B. Mine.
¥ Instead of performing the
normal action of this location,
¢ you may advance your marker
¥ on the production wheal 3 spo-
ces and decrease the mood of the visiting
waorker by 1 (preduce no resources)

9. Field kitchen,

Al the beginning of Lunch,
you moy put up o two
workers an thair sides (they
won't take part in this phase).

10. Lake

While performing the action
of this location, you may take
any card from the lake discard
pile instead of drawing o card

from the loke deck.

11. Labor camp.
While performing the action of
this location, you may forfeit
placing your influence disk

= on the character's portrait. If
you do not place it, do not reduce the
character’s mood as well,

12. Barracks.

| At the end of the Morning,
5?” may move your Inﬂu‘ﬂmﬂ
isk from any worker to a

worker in the Barracks.

7 & | 13.Shepherd.

You can take a hirn with this
worker without moving him —
just put him flat in his current
localion and use thet location’s
action (don’t forget to place your influ-
ence disk on Shepherd’s partrait]. You
cannot use a blocked location this way.

14, Farmer._

You can send this worker
to a location occupied by
a worker lying Hat,

15. Fisherman.

After taking a turn with this
worker, you may move any
othar warkar fram his current
location to any other empty
location unblocked [that worker remains
standing or lying flat).

16, Miner.
If you produce any rescurcas
*| axcept coal while taking o
turn with this worker, you may
=% produce one more resource
of the type produced and decrease his
mood by 1 [in addition to any other
possible mood decrease).

17. Commissar,

While taking a turn with this
worker, you may donate a
crystal fo the Palace of the
Soviels (see location deserip-
tion), in addition to performing the

action of tha location you are mrhng.- ;a
—

| 18. Bureaucrat, o
n‘é

You can send this worker to o

location with a bluﬁng :H;T
any phasa.

AT T
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- PARTY GENERAL SECRETARY HAS ENTRUSTED YOU WITH LEADERSHIP OF THIS SETTLEMENT AND
- EXPECTS YOU TO FULFILL HIS ORDERS. HOWEVER, HE SENT YOU AN “ASSISTANT" —

HIS SECOND NEPHEW, AUTOM [HIS NAME MEANS “AUTOMATION TO THE MASSES” ).

ALBEIT WELL MEANING, HIS “ASSISTANCE” SEEMS TO BE SOMEWHAT ERRATIC,
YET YOU CAN'T REJECT HIS HELP, AFTER ALL HE IS THE SECOND NEPHEW TO
THE GENERAL SECRETARY! TO MAKE MATTERS WORSE, YOU CAN BE SURE
AUTOM WILL NOT BE BLAMED FOR ANY OF YOUR FAILURES.

TrY YOUR REST TO HOLD ONTO YOUR PRECARIOUS POSITION HERE ON THE Rep Qurrost!

COIMPONENTS

12 OBJECTIVE CARDS 18 AUTOM CARDS 3 LOCATION CARDS 1 REFERENCE CARD
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2 CHANGES 70 GAME SETUPF
= 1 | The player rakes just 2 influence disks of his/her 2 Special cards are not used in the solo mode. =

- k= color (to place on the VP track and on the Return them to the box. 3
- production wheel). =% : . -
"‘5*‘,,,:; The player olso takes 11 disks of an unused color E add“m"""}"* s!ucﬂl ﬂ“‘? l““ﬂ"“" :"d‘ o, oA

2, {to mark Autom’s influence), and places one on e corresponding locations (Beer House, N

- the VP track and another on the production wheel. Storehouse, and Administration).

1
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OBJECTIVE CARD

A AUTOM SECTION
CECE : m 15t row — Objectives checked at the end of the round.
A a8 Etﬂ E i il i . Thu churncan; with 0 near Tth must have no Autom
* EEC] GRAEOR influence disks on their portraits.

8- [b P2 5] -fma

SLLAETTA) 1

* The characters with & near them must have at least 3 mood.

* The player must export the goods depicted during the round
(place the cube on the symbol instead of the export track as
a reminder, and receive no points).

The player loses the listed VP for every objective not completed.

B 2nd and 3rd rows - Autom’s priorities
* Storehouse (top left) * Workers (top right)
* Spaceship (bottom left) * Locations (bottom right)

C EXPORT SECTION
Lists VP received for exporting goods during this round
(use instead of the export tracks).

AUTOM CARD
R WORKER SELECTOR

B LOCATION SELECTOR

) GAMEPLRAY CHRANGES

TURN SEQUENCE

Avtom takes the first turn in EVERY phase.

BEFORE EACH ROUND!
1. TAKE A RANDIOM DEJECTIUE CARD AND PUT IT OUER THE EXPORT Tﬂlll:l!l.'_- .
2. SHUFFLE ALL AUTOM CAROS AND REUERAL THE TOP CARI OF THE DECK.

3.PUT 1 RUTOM'S INFLUENCE I:I‘l‘!Il ON EACH CHARARCTER PORTRAIT, AND [
THEN PUT ONE MORE ON THE PORTRAITS OF THE CHRRACTERS DEPICTED
- AT THE TOP OF THE OEJECTIUE CARD (3 DISKS IN TOTAL). > -

4




T T T

= Ty e Ty
- " s B
- by o
=T

L
m Autom never receives crystals (he always
has a crystal if he needs to spend one; if he should
receive a crystal, he scores 1 VP instead).

E Look at the already revealed Autom card to find
where Autom moves a worker. He chooses the top
emply location from those listed on the card. If all
3 locations are unavailable, he chooses the closest
clockwise/counterclockwise location (per the
priorities section of the abjective card).

Autom never chooses the Barracks (his enthusiasm
is truly staggeringl) or the Field Kitchen {except
during the Lunch phase, ses below).

E Then reveal o new Autom card. Autom moves the
worker listed on the top of the card. If the worker
is unavaoilable, he chooses the first available
worker from his priority list (on the objective card).
Do not place an influence disk on the worker
Autom is moving.

Otherwise, the turn is resolved as usval (move the
worker, change the mood and perform the action).

The Farm, Beerhouse,~ond Storehouse ore occupied. The
objective cord says fo go counter clockwise to the nextlocalion,
The worker revaalad, the Fisherman, is on the Spoceship, and
the next counter clockwise space from there is the Lake.
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. AUTOM'S TURN

Change the actions performed by Autom
according to the following list (action of the
locations not listad are performed normally):

* Palace of the Soviets - Action is performed
as usual. Autom always donates o crystal.

= Beer House - Instead of spending a crystal
to change the mood, Autom scores 1 VP.

* Storehouse - Instead of the usual action,
Autom removes a resource cube from the
location (accarding to the priorities on the
objective card).

+ Administration — Instead of moving an
influence disk, place one Autom igfluence
disk (if available) on the visiting character’s
portrait (even when the Bureaucrat visits the
Administration).

* Spaceship - Action is performed as usual.
It Autom finds o “resource of your choica”,
he chooses one to export goods immediately
(if possible), and follows the priorities listed
on the cbjective card.

E During the Lunch phase, do not reveal a new
Autom card. Autem sends a worker listed first in
the objective card priorities to the Field Kitchen.
Place an Autem influence disk on that warker's
portrait and increase the worker’'s mood.
Then Autem scores a number of VP aqual to the
number of influence disks an that warker,

Avtom wanis lo sand the Bureoucral (grey meeple] lo the
Field Kitchen in the evening. If that worker is unovailable,
the next choice is the Fisherman (blue meeples)],

L e T T T
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PLAYER’S TURN g
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Lfter the playar moves the gray Burcaucrat warker, thay will
portrait, remove Autom’s influence disk (if thera are any). poy o :

remove one of the Avlam's counlers from the Bureavcral's

3 S it
When you fulfill an export objective, place one of the i

resource cubes on the objective card as a reminder, and
score no points for the export.

L T
B Y
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! ENIDO OF A ROUNID

The player scoras VP for the workers without Autom’s influence disks on their portraits.
Autom instead scores | VP for each influence disk remaining on the characters’ portraits.
The player loses VPs for each objective not completed.

Discard the objective card and all cubes on it; remove all influence disks from the warkers” portraits.

FINAL SCORING

To win, the player must earn more VPs than Autom,
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