


N WELCOME TRAVELERS TO

-'WHA‘I' 1S A GENERATION SHIP’
_ A'géneration ship is a massive spacecraft, | Designers

using humanity’s most advanced.
technology, de5|gned for travel across .

Cornelius Cremin

) i Pawel Mazur -
space and time. The journey-will take " : i
; ; . o Dirk Sommer L.
centuries - or even millennia - so your Fihie - .
ship will contain a self-sustaining human Art Director i
_- civilization, where generations of people £ Pawel Mazur : |
will live between the stars. : ¥ gl
TULE oy : Artists C
- The challenges of a generation shipare. Daniel Lieski “’i!
immense. Maintaining sustainability for : Alex Rommel
centuries requires efficient use of water, E
food, and materials to keep the sh|p . Graphics
growmg and surviving. o Alyssa Wing
: Nicolas Lee

: 'Your ship will need new technologlcal support systems and (very) Iong term
. supply management. But on your trip, you will find ways;to replenlsh your; T
_supplies and buﬂd even more systems to support your advancements e o

5 _Can you balance the supplles and technologies needed to brlng B
---hlstant star. system and collect needed supplles successfully?,

' GENERATION SHI>:
'-.-FROM DUST TO T HRUST

by You W|II each be in charge of expanding your spaceshlp by, constructlng
3 ~ different Sector cards and building several Tech and Expedrtron card
'Generate and/spend Supplies effectlvely to optimize your sectors and bld @_'.]
exatlng expedltlons to obtain the most W and wm

i *‘\. .
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OVEXMIEW,
types of cards

Sectors are theshlp and “ .
areﬁleeded tol pIaceTechs and 1.
: _Expedmons You'may/only/haveal
L
maximum| 6 SectorsiSectorshavelal

gray snde and: sfﬁba

Techsjare the \cards
aVéllabIe |n your

Each s;zsm
< draw/6]morelofithem

[Expeditionsiprovidejthe

Victory Points-* BRI} s
lbutleveryonelcan! outbld'
[eachlother! .

 card|icon®
L eygenerate
'thelrsupply
\Youlcantspendisuppliesiofy

highenvaluejtolpay,for/cards, but
—onlyjinlthelsamelSupply Chain! -

IManyjTechland|
[Expedition]cards}
\willlactivatefan!
@ﬁix-ﬂm}m

@n

Scoring[cardsfand

Expeditionsarelworth

Dk {Uictory/oints)
iz || (GOllECHthemoshRy
L @\mm

Optimizations and bidding are described on page 6

&



; 1) Shufﬂe the Tech and Expedmon
cards. Place them next to each other

i_n the center of the table. Make_sure to .
leave space for the discard pile.

- 2) Shuffle the Sector cards, make sure
all the gray sides are facing up. Then
“make 3 piles of 10-cards each and
" place them below the Tech and
. Expedition cards. Eig Bk

3) Give each pIayer the|r
startlng supplles '

i The game is scored after 4 generatlons For each generatlo
» 1-Draw 6 Tech cards. There'is no hand maximum. -,
B

» R2, Reveal 3 Expedltlons You will cover. up any unclalmed cards Fig

. BE Reveal 3 adva‘r'fce‘d Sector: cards’ below the 3 . piles, for.a total of 6 s

3 revealed Sector cards You will cover up any. unclalmed cards. Fig D)

/e PIayers can perform 1 action (Buy a Tech a Sector.oran Expedltlon). :
- and any number. of free actlons (fuse, recycle, research) per.turn.

5-|Researchy/Pass. You may Research DlscardE1icard to draw 1 card;QR |Pass.
5 Onceyou take th|s action, you CAN NOT take ANY other actlons i

"—6

of that color

1 SUPP'V
7- Pas the first player marker left. Ftepeat until ybu have finished 4 generations.
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f i,

Fship. More details on page 6 A ¢ S

PASS OR RESEARCH

AC 1 | O N% =9

HEyasElal Ytion unt|I everyone takes the Research/Pass action.
. iF;ree actions are aIIowed at am
FREE ACTI@NS

Discardlalcardifromiyourihanditol " Exchangei2/suppliesiinto}
gainja/supply/ofithat/color. supply/ofithelnext highervalue:

@@V /A\ %@@ SECTG)R«
GreyBasic/Sectorsiarelavailablelfromithe '

(e card; mam’lﬁi@il \/
;b \_/

tqp ammiﬁmm &

h only yu can buy;
~them¥Spendjthelcardislcosand place'it on

Wanlexistinglsectorawithiat east 1 free space

E@@aﬁmﬂ]ﬂ[ﬁ‘j}d} cards|per Sector.

SIMULATORS |

e A

Ol

ISTT/ANTIZAN BID

Bidlonlonelofithe) revealed Expedmon or

JAdvanced/Sector, cards available on the i
marketjYou may bld any number that is 524
to o, hlgher ‘than the starting cost. 6 <>
wmner places the Expedrtron onan . ! !
available Sector or_Aqvance,d Sector on hls : ;

You may either Pass OR Rese%f}ﬂn 3 ;
Discard 1 card and draw 1 card. u i o A\
After you pass/research once, you may not buy

.cards anymore, but may take part in bids.
The round ends once all players have passed.

P
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SUPPLIES
Use thé 6 colored supplies from your Ship to buy cards and plaée thém_ on yaur

Ship. Supplies can also be fused to gain supplies of the next higher.value and:
. some effects can store supplies on your ship’s sectors for Victory Points * -

‘Q@

" . Dust L|qu|ds Metals Orgamx Electrlx Thrust

°

2
.
,

You may ALWAYS Fuse PHE
Lose 2 of the same supply to gain 1 supply of a hlgher
value in the 2 Supply Chains:

.Dust -> Metals -> Electrix -> Thrust

Dust -> quU|ds -> Organix - > Thrust

- You may ALWAYS Recycle:
Discard 1 Tech card to galn 1 supply of that color

Blu@aquimmﬂ supplyfrom ﬁh@
udb@m@nﬁzmiﬁasa@ ﬂﬁo

.When drawing cards you dr'av‘\grom thejlechlDecks

To buy a card pay the ; |n the '[b’ﬂwﬂ]hﬂ}@
shown supply or one ofa hlgher valuelinjthe)
2 Supply Chams. :

Thrust -> Electrixc> Metals S Dust
" Thrust >Organ|x > quulds > Dust

You may ALWAYS Recycle to pay for a card?

' Buylng an Expedition or.Advanced SeFtor
Bid.The number shown is the m|n|mum£req i

"

‘Atithe end offﬂi 'IGeneratmn each Tech, Sector and
Expedltlonlcard placed on your sh|p generates 1

supply of its type. h

& ‘Mk@zzmmh@a&a@:@@ﬁ
aﬁ@ﬂﬁr mmmmmﬁo




'Sector/cardsfare|whereyyou'can place any
ﬂzﬂ)aiﬁ] Expedmon cards. Optlmlzmg
them[grants! usef!tgbonuses

a0 I
s

mqﬁﬂma Sector, place matchlng
@:? [cardslon|thelsector. Matchingfal.
the optimize effect.” =

’Beamﬂrmﬂgz )y . o
, m@mﬁm@ﬂ Note:you.don’t need to place the cards in
R L MM{I@M@DE@ forder,youlcanistill optimize as long as the :
3 m" cards'are matchlng within the sector. !

\Youlcan|placeJANYftechlorlexpeditionlcard oniany sector, they do not have to match
thelcardsfonithelsectorcardsithey/simply/dojnot! add to the optimization.

Ghaﬂnm}fdhmm sector effectsresolve.

tech gn tj\_e_éstgte of the sector.
. Thesecomplete, andifully, opt:mlzed See page 11 for details.

Expeditiohs and Advanced Sectors provide the
biggest rewards, to buy them you must win a Bid.

'During -your turn, you may start a bid on any,
revealed Expeditions or Advanced Sectors.

' The starting valué must be at least the bid _
printed on'the card or any higher number.

ACADEMIES

In turn order, players may make a higher bld or
pass until everyone has passed. Players may
rejoin thebid'even if they have already passed.

The winner pays their bid| a2d places the Expedmon card ona Sector oran
Advaniced Sector on their ship.™

If the winner cannot pay, then the second hlghest bldder pays the prlnted
cost instead. If you are unable to place the card on your ship, recycle it.

¥
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'EXAMPLE OF PLAY

" Dirkand Pawel both start WIth 4 dust, 2 metals, 2 I|qU|ds, 1 organlx, 1 electrtlx :
and 6 cards in hand Dirk’s turns will be on the left and Pawel’s on the right:

- O8¢ "@

Dirk goes _ﬁrst, he buys -the‘
I_-Iibernators for2 @

L
HISBERNATOR!

- Dirk buys the Chemical Synthesizer

-~ for 2 @ and tucks a card from his

; hand facedown under the Hlbernato
sector and draws 1 card.

&

HISERNATORS |
§ )

Dirk recyclesa S/ and bu'ys the

cleanmg robot@; 2> ,then
arecycles a 4 to ga?‘_“}z @ from the

: card s pIace effect.

"W

"Pawel then starts a bid for the

%‘Exosampllng for 2 £4. Dirk passes
-on the bid. Pawel then fuses 2 ®
into 1 &9 and pays 2 12!

Pawel recycles.1 .t"rgaln 1 0
. then buys the Crops @Eﬁﬂ

from his hand ~
under h|s sector

i
Tu ckl:a rd faceup here

wwl i)
. ?| Rk,

H
5

It needs 2 more . |
to be fuIIy optimized:
— : j

* awel wants to buy the Cent
Transport and bids2 .
Dlrkrp_'asses onthebid. "
Pawel buys it . &

A
for2 < ,-""




Bio= Compatlble WorId expedltloN .
blddlng rounc S
because he

Ell‘(ﬂ pays§1 0&2 @ (he T '. ) ny ‘cards. * \-. :
W\mﬁh&] hrgher value supply) 45T i = R r ‘
fand[placesithe|Bio- C&rm)atlble —" " '
@j]ﬁ_'i@ Hlbernators, which | 1% Pawel ﬂhg
optimizesithelsectorand lets him . Academleson his
8 @fontany/of|his' sectors i Transport al
Thislsectonisnow fully/optimized, ud
bremeelerbannrdt i mam he buys

e ———— —~ovvf
D e el e alca ] ”ﬁ aeionuwill cost 1 less.
‘ﬂ
P

thenldrawstalnew/cards

awel researches, he deCIdes not
to dlscard any cards and passes.

ck 1 card faceup here. (: B
I (&)
oo " =

PSP

hiplayers have passed Each card now generates 1 supply of its color. -
Dirks generates ' ' Pawel generates

‘

gw@ @P GAVME7/SCORING

v ﬁh@mm&ﬁﬁmﬂ&ﬁhﬁhmwmi}wm
Wb@@dhmam]

{iremelll Expeditionsystoredfsuppliesfandituckedcards?

‘ﬁlh@ﬁh@ \winsithelgameYinlcaselofaitielbothplayersjwin'

IDirk€scoresisidaslromistoredisuppliesiilfromithe facedownituckedlcard|
andilfromihisexpeditioniRawellscoresi3pigiromithe faceupituckedlcard?
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.-'GENERATION FLEET
‘A CO-OPERATIVE JOURNEY"

Grab your friends or fly solo and set course for a new home planet! i
'Fulfill the Missions with your friends, send cards between your ships usmg
Shuttles, and encounter and solve Dangers in the depths of space. -

The_ Generatqon Fleet expansion is sold separately. , - s e : -

SOLVE DANGER

PRayithejshuttle/costito/send| \Youmay/solveithe/danger,
1|cardifromyyourihanditojany by paying|it/sicost:Thelentirelcost:
must belpaidiationce:

DES‘I’INA‘I’IONS

Destmatlons con5|st of" ’

The Difficulty: ﬁ X

The Duration, number of Genera
The Mission, comes ﬂ]] types. £

u Il""'. o
e Per. player,”all players contrlbute o
it ) gy any number to thejmission® :

StlsRyl o m ~ “All players,” eac playemustireach!
the number of thelmission¥
_The Shuttle Cost',o
5 o - L AT

: Reveal 3 Dangers at the start-of the
Generatlon .after drawing 6 cards.

1 Dangers come) in two types: Place and '

3 AIways They canlalso be Solved..

[HE@MM@@;&E
andlifinotisolvedyagainlatithelstart
@{?@edh[[?ﬂ}fs ,
C@ |

! Always Actlvate upon|reveal, effect is

t:m:ﬂ]tﬂrat’s

|'.-

g &dmw@maivma ik
freelactionWAllplayersimay/contributelpaymentiatithelsame time.

e K -



'I:Dlmﬁk‘l] Destmatrons or reveal 3 randol thenpi'c‘.»k1 : o il “ ‘
@g}nﬂbﬁh@ Dangersfand place them next to the exped|t|ons g
a:em@ﬂ revealed as part of; the Round

(@nly/Sector; naiTechlc: cards can reveal.th ' i
\Whenlbuyingfan! Expedtron do not b|d [ rite_d'dst.“_ '

1 @Mb@ﬁb{ﬁl}ﬂ@mm and|maximum.

] , advancedISectorcardsibelowthe)3 . piles, for a total of 6
ed! Sector GOVEr any unclaimed cards.
CoeuPT

g v, effects one at atime, startlng with the oldest Flip
resolved cover unsolved cards. You can always solve Dangers. .

0 4 JACLiON SN Player prfor 11 action-(Buy a Tech, a Sector or an Expedition)
. andfany/numberof,free'actions (fuse, recycle, research) per turn.

5:\‘_’@1] may Research Discard 1 card to draw 1 card Once you
takelthisiaction2you[CAN INOT take ANY other actions OR Pass.

6GainlSupplies After every. player has passed each card on your sh|p gam 1

supply/ofithat: color . S
Pass the ﬁrst player marker left. Repeat until you have finished 4 generations. .

ENDJOF{GA'ME/SCORING
WAfterthellastGenerationYcheckitolseelifiyoulhavelcompletediyouriMission’
Ifiyoulmeetiorlexceedithelrequirementyoutalliwin!|

‘KGtherwiselyoulalllloseland|humanityjisidoomed:good|joblidiot(s)8



The 1st card placed onto a Sector WThe 5 ,card placed onto a Sector will

11

conditionsiwill now resolve |nclud|ng the card that was y
.pIaced to fﬁlily optlmlze : . :
NEW — 'COMPLETE

" The Exosampling sector e printedfstar]
Civic Government has 5 * *ﬁ* *stars

.STORE SUPPLY.
~ Cards|i may ask you to Store Supphes.

:CARD%CONS ' _ -\“~ — = i

: Card |cons represent tech, sector and expedltlon cards

. = Dust @ = Liquids Q = Metals

,-';q:sRMs TO REMEMBER )@,,;,—

r 4

* Some tech cards have a condltlonal effect wh|ch only @
" activates |f the card is placed in a matchlng sector

FULLY/ GPTIMIZED

The ﬁnal matchlng card pIaced ontoa Sector W|II fuIIy
optimize the sector. Cards-with “if fully optimized”

Sect'brs with no cards are new b Sectors W|th 5 cards are complete

W|II galvate |ts “if newXeffecty

TUCK CRDS

Cards may. ask‘you @ﬁ!ﬂk@m | i

PIace a card faceuplonfacedown! under one sector
Facedown cards &]]@d]!m hi *
Faceup cardsPn' d's

PRINTED g@?ﬁ

Wactivate its ‘if complete” effect

look at the number ﬁﬁ]ﬁ@,ﬁ]a c

Take 1 supply from the reserve (not your
on your sector Stored Supplres are aIways

. Organlx . EIectr|x ' =Thrust

. =Any card = Card with any prl_nte_d ) ¢



