


FAR SPACE FOUNDRY

Welcome to the Far Space Federation’s interactive Foundry Operations Manual. Using holographic technology,
you may interact with this device in much the same way you would with a physical booklet.

The Far Space Federation is leading an ongoing peacekeeping mission. The crew on the front line are in constant
need of new supplies and equipment, so the Federation has set up a massive supply line network. This network is
composed of massive space stations called Foundries. Some Foundries are specialized in mining and processing
ore from asteroids. Other Foundries are equipped with robotic manufacturing and repair facilities. Their job is to
keep the flow of supplies going efficiently as possible.
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~+o ALPHA SPECIAL ABILITIES

FAR SPACE FOUNDRY

You place a shuttle on docking
bay 2. That space has the processing plant ability.
After you place the shuttle and transport items,
you may use the special ability. On the next turn,
you remove a shuttle from docking bay 3. That
docking bay has the galactic traders ability. Before
you remove the shuttle and transport items, you
may use that special ability.

AU PROCESSING PLANT

The Processing Plants are the heart of Space Foundry
Alpha. They are highly calibrated machines that must
be at the right temperature to fuse rubion and skyrite
to make galactium.
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AG.2 GALACTIC TRADERS

Galactic Traders are seedy organizations that are
found on most space stations even if they’re not really
welcome. They benefit from the surplus of goods that
often occurs at space stations due to limited storage
concerns.

AG.3 CANTINA

Space Foundry Alpha has found itself as a way-point
for space farers, especially shippers. They congregate
in the cantina ready to offer their ships and assistance
to the peacekeeping effort.
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= BETA SPECIAL ABILITIES

B4 MANUFACTURING PLANT

The federation’s robotic manufacturing plant is
programmed to create a range of products based on
the peacekeeping effort’s current needs.
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B4.2 CHARGING STATION

The charging station uses quantum entanglement
technology to instantly charge any device by
teleporting electrons directly into its battery.
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B4.3 FREIGHTER UPGRADES

The robots on Space Foundry Beta are capable of
speedy star ship repairs and upgrades. Freighters
usually take on a lot of carbon scoring during their
peace-keeping missions, SO some welcome repairs are
sought after.
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== SCORING

Only items aboard your
freighters are scored. Any remaining items in your
warehouse are ignored.
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You have one galactium (+1), one
Skyrite (+1), two helmets (+1, +1), and three drones (+3,
+3, +3). Four of the products are charged (+4). You have
four different types of items (+4). You have two credits
(+2). You have two full freighters and one freighter that
is not completely full (-2). Two freighters are upgraded,
the other is not (-2). Your total score is 19!




o FEDERATION PILOTS

FAR SPACE FOUNDRY

o COMMANDER PILOTS

With so many shuttles flying in and out of space
foundries, it’s important that you know how to use
pilots. Each Federation planet has one Commander
and along with the pilots under their command,
their mission is simple - Transporting ore and goods
ensuring that the Far Space Federation’s fleet is
continuously supplied to keep the peace and maintain
order in the galaxy.

c=o"123" PILOTS

oo ALIEN PILOTS

As efficient as the Federation pilots are, there comes a
time when the Federation must call on the aid of some
more “colorful” alien pilots that usually can be found
available for hire at the Cantina.
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0.2 TRUCKER

You play a trucker and enter the
foundry into an empty docking bay. Your transport
capacity would normally be one but the trucker
increases that to two. You put two skyrite in your
warehouse.

0.3 NAVIGATOR

You play a navigator and your
number is . Both 3 and & are empty. Normally,
you could only go clockwise to the 8, but now you
have the option to go to the 3.
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The die shows a . You play a

forger. You may treat its value as eithera , , , , or
. You choose to roll instead and get a . You may
treatitasa , , , ,or .Youtreatitasa .

o.s OPERATIVE
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You have three freighters with one
free space each. You have three items to transport.
You play an operative and have a transport
capacity of three. You may put one item aboard
each freighter.

Your warehouse is filled with
Skyrite except for one space. You play a smuggler
and transport two rubion. The first rubion goes
into the space, and the second can go on top of it.

You play a mechanic and are using
the Cantina special ability on your docking bay.
Afterward, you choose to process too.

Your freighter has two spaces
with one skyrite and one galactium. You warehouse
has the same two items. You play a smuggler and
place both of those items on top of the items in
the freighter respectively. You now have two
stacked skyrite and two stacked galactium in your
freighter. On a future turn, you have a transport
capacity of three. You transport both galactium
and one skyrite to the warehouse. The galactium is
no longer stacked.

You play a smuggler to transport
one stack of two skyrite into your warehouse. The
rest of the warehouse is completely filled with
products. You want to manufacture two Power
Converters with the two crystals, however you
cannot stack those two Power Converters because
the smuggler’s ability is used only on transported
items. You won’t be able to stack freshly built items.
You could however build a Deflector dish with the
two skyrite and put the product in its space.
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<o SHORTER GAMIE RULES

Sometimes you might not have as much time as you'd
like to play a full game of Far Space Foundry. Included
below are two sets of rules for a shorter game where
you can play in half the time.

a1 PLAY ONLY
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Blue Player: Brown Player:

Red Player: Green Player:
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w0 GREDITS

GAME DESIGN

¥ @GameDesignerDan

Thanks to my family, Kelly, Noah, and Oscar, for all of
your support and inspiration!

S ART AND GRAPHIC DESIGN
CREBTIVE
%" W @CR8DPT & @ad7m

Thanks to Dan, Justin, and Robert for letting me
explore this universe!

GAME DEVELOPMENT

¥ @TerraNovaGames

Thanks to Dan Manfredini, Adam Mclver, Brendon Hall,
Reunion Game Group, Rob Thomsen, Michael Huven-
Moore, Mary Fisher, Mark Streed, Eric Turner, Kim Varela

PLAYTESTERS

SPECIAL THANKS

FAR SPACE FOUNDRY

The Far Space Federation has discovered an
uninhabited system in the Ether Region of space. The
Federation Engineers have determined that a new
foundry will be built near the system’s rich asteroid
belt. A specific batch of asteroids has been found to
have deposits of unusual elements. Can you help the
Federation benefit from this serendipitous discovery?

* 40 ore tokens in 4 incredible new types
* 18 amazing new product tokens
* 1 new ability module
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