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GAME CONTENT |
1 BIG GAMEPLAN i 3

6 MODEL SPACESHIPS 4
'ﬁ'

6 SPACESHIP TEMPLATES

GAME PLAN BASE GRAPHIC: STSCI (WWW.STSCI.EDU)
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18 ASTEROIDS

. l i

18 EQUIPMENT SHEETS

" 34 SMALL COLORED DICE
4 i .
6 START COUNTERS 6 SEQUENCE COUNTERS %[

| ./ 4 BIG WHITE DICE _ - _ 1 RULESET

i

12

IF SOMETHING IS MISSING OR DAMAGED WHEN THE BOX IS FIRST OPENED, PLEASE FEEL FREE TO CONTACT US AT
4 INFO®SOYLENT - GAMES, DE TO GET A REPLACEMENT.

TERMINOLOGY ,_, l,

A FEW TERMI ARE BEST U UNbE)?J' TOOD BEFORE READING THE GAME RULES. PLEASE READ THE FOLLOWING PARAGRAPHS
CAREFULLY - THE TEI?MJ' MENTIONED WILL BE REFERRED TO IN THE RULES.

oy 1

VALUE p/c_E:' A
SPEED VALUEZSS
SHIELDS VAGUES

DICE WHICH LIE ON THE SPEED-, SHIELDS- AND FIELDS,
THE SUM OF ALL PIPS ON THE SPEED DICE.
' THE SUM OF ALL PIPS ON THE SHIELDS DICE.
THE SUM OF ALL PIPS ON THE DICE.
 THESE SHEETS SHOW THE INDIVIDUAL EQUIPMENT OF THE SPACESHIPS,
" 'aAME ROUND: /| GAME ROUND CONSISTS OF THE GAME TURNS OF ALL PLAYERS (STEP 3).
aAME TURN: THE COMPLETE TURN OF ONE PLAYER (PHASE A -E).
| DICE pIP: I ": A SINGLE PIP ON A DIE.
7
ADD TO DIE:
{ [F YoU ADD TO A DIE THE SEQUENCE IS ALWAYS B, @, B, B, B, B, IT CAN NEVER BE HIGHER THAN BB. EVERY
| FURTHER ADDED PIP IS LOST.

L EOUIPMENT SHEE T'

SUBTRACT FROM DIE:
-5 IF YOU SUBTRACT FROM A DIE THE SEQUEMCE IS ALWAYSEE, R, B8, &, B, B, IF YOU HAVE TO SUBTRACT BELOW
: B, YOU MUST PUT THE DIE INTO THE REACTOR, IF THERE IS A GAP MOVE YOUR DIE TO THE LEFT. THIS CAN LEAD TO

A OVERHEAT DIE BECOMING A VALUE DIE.

1 3
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1. WINNING THE GAME y '\‘é

2. PREPARATION "

3. GAME ROUND )
3.1 ROLL STARTING VALUES

. 3.2 DETERMINE TURN ORDER ey = i -
| 3.3 DETERMINE STARTING POINT K _ =3
3.4 GAMETURN. e = o oy V
A) REMOVE OVERHEAT » L
B) RECHARGE UP TO 2 DICE ' : oy~ T

C) RECALIBRATE 1 DIE h. ' 'y

D) MOVE, TURN, SHOOT IN ANY ORDE

E) CHECK VICTORY. CONDITIONS v e o

b A
P -
1. WINNI VG THE GAME { - : » AL
IN INTERSTELLAR MAYHEM YOU ARE A SPACE COMBAT PILOT. THE FIRST PILOT TO GET 3 KILL COUNTS WINS THE GAME.
X ! ' S %
S Y1

2. PREPARATION 4 . k2

FIRST YOU WILL NEED AN ASTE ROID

THE SPACESHEEP TEMPMTEJ' ‘NC

AFTER THAT PLACE 3 6

NOT BE IN A DIRECT lINE T

REFER TO THE SIDES OF TH
¢

G% BOAI?D AND PUT IT ON THE TABLE. [EAVE ENOUGH SPACE FOR
‘:I}ﬁiﬁ'” NS PUTTING ASTEROIDS ON SINGLE HEXFIELDS OF THE GAME BOARD.
ON EMPTY HEXEI THEY SHOULD HAVE A MINIMUM DISTANCE OF 6 FIELDS AND
THEMLIGNMENT WITHIN THE HEXFIELD HAS TO BE CLEAR. THE SIX NUMBERS

3 EXAMPLE:'.' f INGO PUTS THE STARTING POINT COUNTER
NUMBER ] IN THE UPPER MIDDLE OF THE GAME BOARD.
THE RED AREA SHOWS THAT NO FURTHER STARTING POINT
COUNTERS SHOULD BE PLACED HERE.

DIRK HAS TO THINK A LITTLE WHERE TO PUT THE NEXT ONE,
BUT THERE IS STILL SOME SPACE LEFT.

*r‘T M ON HE TABLE J'O THAT EVERYBODY CAN COMFORTABLY REACH THEM.

ﬂ* * -
]MPO‘{?FANT: THE FOUR BIGGER, WHITE DICE ARE FOR COMBAT ROLLS AND DETERMINATION OF STARTING
POIfg'.szﬂD ARE USED BY ALL PLAYERS.

! WmY[ENT- GAMES.DE



' EXAMPLE: FLO PUTS HIS DICE VERY EQU m

RSy O e

3. GAME ROUND

3.7 ROLL STARTING VALUES
EVERY PLAYER WHOSE SHIP IS CURRENTLY NOT ON THE GAME 'PM“A#HAJ' TO TAKE
MENT SHEET FROM THE STACK. ROLL YOUR b COLORED D
YOU MAY PUT O -3 DICE ON EACH VALUE. TAKE CARE NO
DICE ON EVERY VALUE. .—*’..-r . ,_d

HIS STER. TAI(E-'THE LOWERMOST EQUIP-
’E AND PUT THEM ON IPEED'(IHIELKDI AND EIREPOWER.
T0 CHANGE HE PIPS OF ANY DICE. WE IUZ‘E?EI T YOU PUT 2

« % .?" '

x..-f"

HIS TEMPLATE. |2 DICE WITH VALUE 7 E.4
THE . WORST IDEA SINCE THE VALUES WI
TANTLY CHANGE THROUGHOUT THE WHOLE

- NOT

|. Remove Overhewt

e y 2l 2. Recharge two dice
f > ; 3. Recalibrats one din
! U, Mevae, turn and lire
in any order
&
3.2 DETERMINE TURN
THE PLAYER WITH THE H{ VALUE B'EELNI THII TURN. FO[LOWED BY THE PLAYER WITH THE SECOND HIGHEST
AND 50 ON, IF THERE ARE YERS WITH THE IAME IPEED VALUE THE PLAYER WITH THE LARGER NUMBER OF DICE
IN SPEED GOES FIRST. F DOES NOT SOL VE T THE CONFLICT I?O[[ 2 WHITE DICE. THE HIGHEST ROLLER GOES FIRST IN
\ THII GAME TURN. THEB RE 6 SEQUENCE COUNTERI YOU CAN UIE T0 KEEP TRACK OF THE TURN ORDER.
| “
e pES 2 )
IMPORTANT: DETERMINE THE § TAI?TING ORDER ANEW IN EVERY SINGLE GAME ROUND.
{f’ 3. 3 DETERMINE 5 TARTING ‘Pa_TI i gll "

NOW A S TA‘I?IING POINT IS DE TE#ED FOR EVERY SPACESHIP WHICH IS NOT CURRENTLY ON THE GAME PLAN,

THIJ' HAPPEN! IN RN*ngER EVERY PLAYER ROLLS A WHITE DIE TO DETERMINE THE STARTING POINT AND A SECOND
ROLL DET MIN THE ORIENTATION OF THE SHIP [F THE STARTING POINT IS OCCUPIED ROLL AGAIN UNTIL YOU FIND A

\ EXAMPLE: [NGO STARTS FIRST THIS ROUND. HE HAS THE
HIGHEST SPEED VALUE. HE ROLLS A @ AND STARTS AT THE
STARTING POINT 3. HE ROLLS A SECOND TIME AND THE DIE
"-__ SHOWS A BB. THIS MEANS HIS SHIP STARTS WITH ORIENTAT -
TION 4.

WW. SOYLENT - GAMES, DE
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3.4 GAME TURN

EVERY PLAYER NOW COMPLETES A WHOLE TURN (PHASES /] -E). HE IS FOLLOWED BY THE NEXT PLAYER AND SO ON. JF-
TER THE LAST PLAYER HAS TAKEN HIS TURN THE NEXT GAME ROUND BEGINS (START WITH 2.1 ROLL STARTING VALUES).
THE CURRENT PLAYER IS ALSO CALLED THE ACTIVE PLAYER.

A) REMOVE OVERHEAT

B) RECHARGE 2 DICE

C) RECALIBRATE ONE DIE

D) MOVE, TURN AND SHOOT IN ANY ORDER
E) CHECK VICTORY CONDITIONS

A) REMOVE OVERHEAT

NEXT TO THE TWO NORMAL FIELDS OF ) AND ON EACH SPACE SHIP TEMPLATE THERE IS A BOR-
DERED THIRD ONE CALLED OVERHEAT FIELD. THEY SYMBOLIZE THE ENERGY WHICH WAS USED TO PUSH YOUR SHIP BEYOND
THE MAXIMUM OF 2 DICE FOR A SHORT PERIOD OF TIME THE ACTIVE PLAYER NOW TAKES ALL HIS OVERHEAT DICE AND
PUTS THEM ONTO HIS REACTOR.

B) RECHARGE 2 DICE

THE ACTIVE PLAYER MAY REROLL UP TO 2 OF HIS DICE. HE TAKES THEM EITHER FROM HIS REACTOR OR FROM ANOTHER
VALUE. HE ROLLS THESE DICE AND PUTS THEM ON FREE FIELDS OF HIS VALUES. YOU CAN PUT THEM ON THE OVERHEAT
FIELDS IF YOU LIKE. YOU MAY NEVER CHANGE THE PIPS OF THE DICE. JF YOU TAKE DICE FROM ANY VALUE FIELD THEY HAVE
TO BE RETURNED TO THE SAME VALUE FIELD.

C) RECALIBRATE ONE DIE
THE ACTIVE PLAYER MAY RECALIBRATE ONE DIE OF : OR . THIS MEANS YOU MAY TAKE ONE DIE
WITHOUT CHANGING THE PIPS AND PUT IT ONTO ANY FREE FIELD OF OR

b

D) MOVE, TURN AND SHOOT IN ANY ORDER

THE ACTIVE PLAYER MAY NOW MOVE HIS SHIP. HE HAS TO MAKE A MOVEMENT FOR EVERY SINGLE DIE OF . AFTER
THIS MOVEMENT IS DONE THE DIE COUNTS AS USED. THE PLAYER'S TURN ONLY ENDS AFTER ALL HIS DICE HAVE
BEEN USED. BEFORE AND AFTER EACH SINGLE MOVEMENT HE MAY TURN AND/OR SHOOT (IF HE HAS TURNS RESPECTIVELY
UNUSED LEFT).

MOVE

THE ACTIVE PLAYER CHOOSES ANY ONE OF HIS UNUSED AND MOVES HIS SPACESHIP FORWARD WITH THE
EXACT VALUE OF THE DIE. /| MOVEMENT IS ALWAYS STRAIGHT FORWARD. JFTER ENDING YOUR MOVEMENT THE DIE
COUNTS AS USED AND MAY NOT BE USED AGAIN FOR MOVEMENT IN THIS TURN.

RAMMING

WHEN RAMMING ANOTHER OBJECT (ANOTEHR SPACESHIP OR AN ASTEROID) THE RAMMING SHIP AND THE RAMMED
OBJECT GET DAMAGE EQUIVALENT TO VALUE OF THE USED . THE ACTUAL DAMAGE CALCULATION WILL BE
EXPLAINED LATER. THE SPACESHIP OF THE ACTIVE PLAYER STAYS ON THE HEXFIELD RIGHT BEFORE THE OBJECT.
THIS MOVEMENT IS ENDED AND THE COUNTS AS USED.

EVASION

INSTEAD OF RAMMING AN OBJECT YOU CAN ALSO EVADE ONE, IF YOU HAVE AT LEAST ONE TURN AND ENOUGH MOVE -
MENT POINTS LEFT ON YOUR TO REACH THE HEXFIELD BEHIND THE OBJECT. THE TURN IS SUBTRACTED
FROM THE MAXIMUM TURNS OF THIS GAME TURN'S TURNS. [F YOU HAVE NO TURNS OR NOT ENOUGH MOVEMENT
POINTS LEFT YOU RAM THE OBJECT INSTEAD. [F YOU WANT TO EVADE MORE THAN ONE OBJECT YOU NEED ONE TURN
PER EVADED OBJECT AND ENOUGH MOVEMENT POINTS ON YOUR CURRENT SPEED DIE LEFT TO REACH A HEXFIELD
BEHIND THE OBJECTS. [F YOU DO NOT HAVE ENOUGH OF BOTH YOU RAM THE FIRST OBJECT INSTEAD.

LEAVING THE GAME PLAN

©BY SOVLENTABMES, WWW.SOYLENT - GAMES. DE
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IF YOU HAVE TO MOVE YOUR SPACESHIP OFF THE GAME PLAN YOUT SHIP COUNTS AS DESTROYED (SEE ALSO: SELF
DESTRUCTION)

TURNING
THE ACTIVE PLAYER MAY TURN HiS SHIP BEFORE OR AFTER EACH SINGLE MOVEMENT, IF HE HAS ANY TURNS LEFT. THE
MAXIMUM NUMBER OF TURNS A SHIP CAN HAVE IS THE NUMBER OF ON THE SPACESHIP TEMPLATE.

EACH TURN USED ROTATES YOUR SPACESHIP ON HEXSIDE.

SHooT
THE ACTIVE PLAYER MAY SHOOT BEFORE OR AFTER EACH SINGLE MOVEMENT, IF HE HAS UNUSED

LEFT. YOU MAY ONLY SHOOT AT OPPONENTS IN A STRAIGHT LINE OF SIGHT FROM YOUR SHIP AND ON WHICH YOU HAVE
NOT ALREADY SHOT DURING THIS GAME TURN, THERE MAY BE NO OTHER OBJECTS (SPACESHIPS OR ASTEROIDS) BET-
WEEN THE ACTIVE PLAYER'S SHIP AND HiS TARGET

1. THE ACTIVE PLAYER COUNTS THE HEXFIELDS FROM HiS SPACESHIP TO THE TARGET. YOUR OWN SPACESHIP'S
HEXFIELD DOES NOT COUNT, THE HEXFIELD OF YOUR TARGET HOWEVER DOES. THIS IS CALLED THE DISTANCE.

2. THE ACTIVE PLAYER DECIDES HOW MANY OF His UNUSED HE WANTS TO USE. HE DOES NOT YET
DECIDE WHICH THESE WILL BE, BUT HOW MANY. THE ACTIVE PLAYER NOW THROWS THIS NUMBER OF WHITE COMBAT
DICE.

3. EVERY THROWN COMBAT DICE, WHICH IS AS HIGH AS THE DISTANCE, HITS.

( IMPORTANT: A ROLLED B NEVER HITS! )

4. NOW THE ACTIVE PLAYER DECIDES WHICH DEAL DAMAGE. FOR EVERY HIT HE CHOOSES ONE OF
His DICE AND ADDS THE PIPS UP. THIS IS THE DAMAGE THE TARGET HAS TO TAKE.

5. THE ACTIVE PLAYER NOW SUBTRACTS ONE PIP FROM EVERY USED (WHETHER THEY HAVE AC-
TUALLY HIT OR NOT DOES NOT MATTER). ALL THESE DICE COUNT AS USED FOR THIS GAME TURN AND MAY NOT BE
USED FOR FIRING AGAIN THIS GAME TURN.

6. THE TARGET NOW TAKES THE CALCULATED DAMAGE (SEE ALSO: DAMAGE DISTRIBUTION)

IMPORTANT: EVERY MAY ONLY BE USED TO FIRE ONCE EACH GAME ROUND. [T DOES NOT
MATTER IF THE DIE HAS HIT, YOU HAVE TO SUBTRACT ONE PIP FROM EVERY USED TO FIRE.
DAMAGE DISTRIBUTION

DAMAGE MUST BE TAKEN FROM THE TARGETS FIRST. FOR EVERY POINT OF DAMAGE ONE PIP OF THE
TARGET'S MUST BE SUBTRACTED.

IF ANY DAMAGE IS LEFT, AFTER ALL HAVE BEEN USED UP, THE REMAINING DAMAGE IS DOUBLED AND IS THEN
SUBTRACTED FROM AND/OR . IF NO DIE IS LEFT ON ANY OF YOUR VALUES (. J (7)'4

) YOUR SHIP IS DESTROYED. THE ACTIVE PLAYER GETS A KILL COUNTER FOR EVERY OPPONENT'S SHIP
HE DESTROYED.

NOTE: ASTEROIDS ARE INDESTRUCTABLE.



SELF DESTRUCTION . "j
IF THE ACTIVE PLAYER'S SHIP IS DESTROYED DURING HIS TURN, HE MUST ksrupn,Au THE KILL C’OUNTERJ’ HE GOT DU-
RING THIS GAME TURN. IF HE DID NOT GET ANY KILL caunrsk: r 15 Ravaf E MUST INJ'TEAD'RETURN ONE PREVIOUSLY
ACHIEVED KILL COUNTER. i | s { ;

. DEITROYED SPACESHIP M7 J . ,

A PLAYER WHOSE SPACESHIP IS DESTROYED, PUTS ALL HIS RE 4INING DI CE IN THE REACTOR AND RETURNS HIS EQUIPMENT

) CARD. THE PLAYER HAS TO WAIT UNTIL A NEW GAME ROUND STARTS TO ENTER THE)‘F.'"I-?AY AGAIN NEX T GAME ROUND HE

'é. MAY START AGAIN BY ROLLING HIS STARTING VALUES (SEE ALSO: 2. 1. Rll*!TAI?TING VALUES, )
g

.'|-\..

1 L .
. [E) CHECK V/g’raky CONDITIONS ﬂ N
.Y [F THE ACTIVE PLAYER HAS 3 KiLL COUNTERPTH
/ A 4 |
TACTICAL HINTS : £
e DONOT USE ALL YOUR RESSOURCES TO ATTACK, IF YOU ARE NoT :ups YOU CAN TAKE OUT AN OPPONENT IN YOUR
. TURN ™
e USE YOUR EQUIPMENT J'HE ET! [T CAN BE THE KEY TO WINNING THE GAME.
' o TRY TO ELIMINATE appgu TH LOW 5110 VA1 UEJ' THEY ARE EASY TARGETS,
.mm 30057 IT IF YOU WANT TO GO FIRST NEXT ROUND OR SIMPLY IF YOU NEED

uﬁ’ STEROIDS.

I ECIA[ THANI(!f 00 T0:

My BEL OVED ]OIETTE THANKS FOR DREAMING WITH ME.
" ANDREA FI?OM TELLURIAN GAMES FOR THE MAGINFICENT SUPPORT!

¥ _,._-...‘ #

 AND TO ALL OUR GAME TESTERS:

"Flo/ pma / MICHAEL / SEBASTIAN / MARCEL / ANETTE & PETER / PATRICK / MARC M. / MATTHIAS & HELKE
/ BERND § CLAUDIA / MICHAEL B. / CHRISTIAN § SVENJA/ THORBEN / NICO § MELANIE / KATRIN § CARSTEN /
HARTWIG / FRANK / THOMAS/ MARC / BOB / DENNIS / NINA / LAST BUT NOT LEAST ROGO!

3 AND MANY GREETINGS TO OUR FAMILIES AND FRIENDS AND EVERYBODY WE MAY HAVE FORGOTTEN!

/ ! . CONTACT: WWW.IOY[ENT-GAMEI.DE, ALEXANDER OMMER, INFO@IOY[ENT—GAMEI.DE, ITOCKUMERJTRAIIE428, 44227 DORTMUND
3 (

\ L :
W & - ¥ &
" ©BY SOVLE WW. SOYLENT - GAMES. DE



Ty
Vo }r,.[

EXAMPLE OF A PLAYER'S TURN:

DIRK (RED) HAS STARTIA
SPEED @ B SHIELDS &%
FIRST HE HAS TO REMG
SHIELDS (W) TO THERE

I

j .

; ;( HE MAY NOW RECHARGE 2 DICE. HE REROLLS THE RE-
¥ ACTOR DIE Angp 1 L“ OF

: HE ROLLS A B
B. HE PUTS.]
f 51.” THE RS TO, s . AFT
S HAS: - :
U'PEED :H ELDSRARE /17 WER & l ?__
g Now d A RECALIBRATE ONE DIE. SINCE HE WANTS TO
DESTROY [NGO'S SPACESHIP (YELLOW), BUT DOES NOT
HAVE E 'z.w 4 TURN. UTS THE & FROM HIS SHIELDS
? TO HIS SPEED. /\FTER RECALIBRA rma HE HAS
SPEED' Il ) -] FIREPOWER . .
|

~ TURN AND SHoot IN ANY ORDER.

HIM ONE OF HII 3 TURNS (SINCE HE HAS 3

4
! A

o

2. HE MOVES FORWARD .. THROUGH“ THE ASTEROID
70 AC’ IEVE THIS HE TAKES THE @ FROM SPEED. THIS
cos TJ' HIMOTHER TURN SINCE HE DOEI NOT WANT TO
RAM THE’AJ' TERO

o
3. HE TUI?NJ' ANOTHER TIME TO THE RIGHT.
THIS COSTS HIM HI$ LAST TURN.

i

4. HE MOVES TOWARD [NGO"S SHIP
USING THE @ FROM SPEED. HE IS NOW 2 HEXFIELDS

WWW.SOYLENT - GAMES. DE

EAT DIE m
| 'E" -

. . e

AWAY FROM [NGO°S SHIP

BN
5. HE FIRES AT [NGO'S SHIP

"HE USES BOTH OF HIS [FIREPOWER DICE i3 @ AND ROLLS

AW AND AR WITH THE WHITE DICE. SINCE ONLY ONE OF
HIJ' COMBAT DICE

 HAS HIT (AR NEVER HITS!) HE DECIDES THAT THE & OF
HIS FIREPOWEI? DICE HAS HIT.

INGO NOW SUBTRACTS DIRK'S % DAMAGE FROM HIS
SHIELDS @. THERE ARE STILL 2 POINTS OF DAMAGE LEFT
- 5O THESE WILL BE DOUBLED. NGO HAS TO SUBTRACT
ANOTHER 4 POINTS OF HIS REMAINING DICE. [NGO SUB-
TRACTS 2 FROM HIS SPEED @ AND THE 2 FROM THE
&5. A SPEED @ B REMAINS. [NGO'S SHIP IS NOT FULLY
DESTROYED. DIRK NOW SUBTRACTS 1 POINT EACH FROM
BOTH FIREPOWER DICE LEAVING FIREPOWER W &8 EVEN
THIOUGH ONLY ONE COMBAT DIE HAD HIT.

6. HE THEN RAMS INGO"S SPACESHIP

DIRK NOW HAS TO MOVE THE REMAINING & OF HIS SPEED.
SINCE HE HAS NO TURNS LEFT HE HAS NO OTHER OPTION
THAN TO MOVE DIRECTLY INTO INGO'S SHIP INGO TAKES
ANOTHER @ X2 DAMAGE AND DIRK B - SINCE HE HAS
ENOUGH SHIELDS LEFT. DIRK SUBTRACTS THAT DAMA-
GE FROM HIS SHIELDS B8 LEAVING SHIELDS @ . JNGO'S
SHIP ONLY HAS SPEED @ B LEFT AND AFTER THE SUB-
TRACTION OF 6 DAMAGE POINTS HIs SHIP IS WITHOUT ANY
REMAINING DICE AND THUS DESTROYED! DIRK GETS HIS
THIRD KILL COUNTER AND WINS THE GAME!



