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Introduction 
This PDF introduces a new Mission deck 

you’ll treat much like a patent deck.  When 

you use the Mission deck, victory points 

(VPs) are awarded only for completing Mis-

sion cards from your hand. 

Setup 
Remove the Future and Power cards if you’re 

playing a Basic game.  Then shuffle the Mis-

sion deck and place it faceup alongside the 

patent decks.  Include the Mission deck if 

you’re using Idea Turns. 

Buy / Sell / Trade 
Mission Planning Op (Engineering):  Take 

the top 3 cards from the Mission deck, auc-

tion one, and return the other two to the bot-

tom of the deck.  You may perform only one 

Mission Planning Op per turn. 

Research Op (Science):  You may auction 

the top card from the Mission deck. 

Hand Limits:  You may never have more 

than 4 uncompleted Mission cards, even if 

you have Skunkworks.  Mission cards don’t 

count against your patent card hand limit and 

vice versa. 

Free Market Op:  You may sell an uncom-

pleted Mission card to the bottom of its deck 

for the same number of WTs a white patent 

card would bring. 

Discard:  You may discard a Mission card at 

any time as a free action. 

Deal Making:  You may trade Mission cards 

with another player as long as an equal num-

ber of Mission cards are exchanged. 

Budget Cut:  You may discard an uncom-

pleted mission card instead of a patent card. 

Boost Op:  You cannot boost Mission cards. 

Missions 
Success:  You successfully complete a mis-

sion if you meet its requirements while the 

card is in your hand.  Set the card to one side 

to keep score.  Completed missions don’t 

count against your hand limits. 

Failure is Always an Option:   If someone 

else completes your mission before you do, 

remove the card from the game.  It has no 

WT value and no one scores VPs. 

Obsolete:  If the Mission card on top of the 

deck has already been completed or is no 

longer possible, remove it from the game.  No 

one scores VPs. 

Victory:  When a player reaches 8 VPs in a 

Basic game or 12 VPs in Colonization, finish 

the year and play 1 more year.  Highest total 

VPs wins and ties are possible.  Adjust the 

VP goal up or down for longer or shorter 

games. 

Other Rules 
Claim Jumping:  You don’t lose a complet-

ed Mission card if your claim is later stolen. 

Permanent Colony:  If you complete a colo-

nize mission and later convert that colony 

dome to crew, remove the completed Mission 

card from the game and lose the VPs. 
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Alternate Usage 
(by Alex Mauer) 

Replace the Glory and Venture cards with the 

Mission deck and play High Frontier normal-

ly.  In other words, you receive normal VPs 

for claims, factories, colonies, etc.…   

When you complete a mission you receive the 

VPs as a bonus exactly like completing a 

standard Glory or Venture. 

Setup:  Remove the Future and Power cards. 

Tableau:  Shuffle the Mission deck, draw 10 

cards, and place them faceup where everyone 

can see them. 

Mission Accomplished:  Take the mission 

card and replace it with a new card from the 

deck.  There should be 10 missions faceup at 

all times. 



Orbit Mercury

First to decommission a 
robonaut, plus supports, in
      L1 over Mercury.

NASA’s MESSENGER probe was 
launched in 2004 and orbited 
Mercury from 2011 until 2015 
when it was purposely crashed.

1VP

Claim Mercury

First to claim the North 
Pole site on Mercury.

1VP

First to establish a 
permanent colony on 
Mercury.

3VP

HUMANS ON BOARD

Colonize Mercury

Orbit Sol

First to decommission a 
robonaut, plus supports, in 
the  Sol-Mercury
        Rabbithole.

The ESA’s Solar Orbiter will 
provide the closest ever views of 
the Sun.  Launch is planned for 
February 2019.

1VP

First to decommission a 
robonaut, plus supports, in
        LVO.

JAXA’s Akatsuki’s main engine 
failed to put it into orbit around 
Venus.  After circling the Sun for 5 
years, it was able to attain orbit in 
2015 using only RCS thrusters.

Orbit Venus

1VP

Claim Venus

First to claim the 
Venus Aerostat.

2VP

First to land humans 
on the Venus Aerostat 
and return safely to 
Earth’s surface.

2VP

Goddess of Love Colonize Venus

First to establish a 
permanent colony on 
the Venus Aerostat.

3VP

HUMANS ON BOARD



First to decommission a 
robonaut, plus supports, in 
         LMO.

NASA’s Climate Orbiter burnt up in 
the atmosphere because the 
ground software supplied impulse 
values in English units when the 
onboard software expected metric.

Orbit Mars

1VP

Claim Mars

First to claim the 
Hellas Basin site on 
Mars.

1VP

Colonize Mars

First to establish a 
permanent colony on 
Mars.

2VP

HUMANS ON BOARD

Terraforming Mars

First to have a factory 
on all 3 Mars sites plus 
at least 1 permanent 
colony on any Mars 
site.

4VP

Claim Ceres

First to claim Ceres.

1VP

Claim Encke

First to claim Comet 
Encke.

3VP

Claim Hertha

First to decommission a 
robonaut, plus supports, in 
     any HEO in the
      Ceres zone.

NASA’s Dawn Orbiter is the first 
spacecraft to orbit two extra-
terrestrial bodies.  It orbited Vesta 
from 2011 to 2012 and began 
orbiting Ceres in 2015.

Orbit an Asteroid

1VP

First to claim Hertha.

2VP



Goddess of Harvest

2VP

First to enter the Jupiter 
slingshot with humans or a 
functioning robonaut.

In 1973, NASA’s Pioneer 10 
became the first spacecraft to visit 
Jupiter.

1VP

Claim Callisto

First to claim Achilles.

3VP

Claim Äneas

First to claim Äneas.

3VP

First to claim the 
Vahalla site on 
Callisto.

3VP

Claim AchillesFlyby Jupiter

First to establish a 
permanent colony on 
Callisto, Europa, 
Ganymede, or Io.

5VP

HUMANS ON BOARD

Colonize Jupiter

Colonize an Asteroid

First to establish a 
permanent colony on 
any asteroid in the 
Ceres zone.

2VP

HUMANS ON BOARD

First to land humans 
on Ceres and return 
safely to Earth’s 
surface.



First to establish a 
permanent colony on  
Dione, Enceladus, 
Iapetus, Rhea, Tethys, 
Titan, or the Saturn
       Aerostat.

Claim Enceladus

First to claim 
Enceladus.

3VP

First to enter the Saturn 
slingshot with humans or a 
functioning robonaut.

VP

After passing by Jupiter in 1974, 
NASA’s Pioneer 11 became the 
first spacecraft to encounter 
Saturn 5 years later.

1

6VP

Flyby Saturn

Colonize Saturn

HUMANS ON BOARD

First to enter the Uranus 
slingshot with humans or a 
functioning robonaut.

In 1986, NASA’s Voyager 2 
became the first and only 
spacecraft to visit Uranus.

Flyby Uranus

1VP

First to establish a 
permanent colony on 
Ariel, Oberon, 
Titania, Umbriel, or 
the Uranus Aerostat.

7VP

Colonize Uranus

First to enter the Neptune 
slingshot with humans or a 
functioning robonaut.

In 1989, NASA’s Voyager 2 
encountered Neptune, completing 
it’s grand tour of Jupiter, Saturn, 
Uranus, and Neptune.

Flyby Neptune

2VP

First to decommission a 
robonaut, plus supports, in 
a sunlens.

A gravitational lens mirage taken 
with the Hubble Space Telescope's 
Wide Field Camera 3.

Astronomy

2VP

HUMANS ON BOARD



First to decommission a 
robonaut, plus supports, on 
any solar system exit.

The heliopause is the boundary 
where the Sun's solar wind is 
stopped by the interstellar 
medium.

Exit Solar System

2VP

First to establish a 
permanent colony on 
Triton or the Neptune 
Aerostat.

8VP

Colonize Neptune

First to claim sites with 
all 5 spectral types.

4VP

Straight

Score if you’re in power at 
the end of an election.  
Otherwise, keep this card 
for future attempts.

Remove this card from a 
Basic game.

1VP

Power

Score if you’re in power at 
the end of an election.  
Otherwise, keep this card 
for future attempts.

Remove this card from a 
Basic game.

1VP

Power

Score if you’re in power at 
the end of an election.  
Otherwise, keep this card 
for future attempts.

Remove this card from a 
Basic game.

1VP

Power

Score if you’re in power at 
the end of an election.  
Otherwise, keep this card 
for future attempts.

Remove this card from a 
Basic game.

1VP

Power

Score if you’re in power at 
the end of an election.  
Otherwise, keep this card 
for future attempts.

Remove this card from a 
Basic game.

1VP

Power

HUMANS ON BOARD



Score 12 VP if you’re the 
first to complete any Future.  
However, score 3 VP if you 
fail an Epic Hazard roll.

Remove this card from a 
Basic game.

VP12 or 3  

Future
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