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Mars is there, waiting to be reached.
/BUZZ ALDRIN
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Introduction Game Overview

Attention Marsonauts! Welcome to NASHA's 30-to Mars space 30 to Mars™ the Board Game is a 60 min 1-4 player cooperative

program - the first 30 day one-way flight to Mars in the history spac.e survival game. 4 I\/\érsonagts must work as a team to survive
. : the journey to Mars. You either win together or lose together.

of mankind. Your route was meticulously planned and our

patented Next-Gen lon Thrusters combined with Solar Sails

will make sure this spacecraft reaches its destination one way

or another. But be warned, space is a cruel mistress to even

Number of Players

The game can be played with any number of players, from 1 to 4.

The Mars30 mission has a crew of 4 Marsonauts, so fewer players
the luckiest of marsonauts. Anything can happen out there. simply play several crew members at once.

That's where your individual wits and training come in. We are
convinced that there is nothing your team can’t handle. But just How to Win
to make sure - please refer to your Daily Routine Planner (last To win the game your Spaceship must reach Mars with at least one

page of the manual) which will brief you on the best way to crew member Active (Player Figure Standing).
handle your mission. Godspeed! Earth out If all 4 Marsonauts are Knocked Out (all 4 Player Figures lying in the

sleeping bay) - The Mission is Failed!
Game Components
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1 Game board, 1 Spaceship Miniature, 1 Rulebook, 6 Player Sheets, 6 Player Figures, 97 Event and Role Cards: 10 Red ‘Accident’ Cards, 20 Yellow
‘Trouble’ Cards, 59 - Green ‘Routine’ Cards, 3 Green ‘Tutorial’ Cards, 4 Role (Player Reference) Cards, 120 Resource tokens: 30 Oxygen tokens, 30
Fuel tokens, 30 Food tokens, 30 Spare Parts tokens, 4 Sanity tokens, 4 Health tokens, 3 Accident tokens, 24 Broken Workspace tokens,

4 Repair Kits, 4 Six-sided Dice
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Board: Ship Bays: Bay’'s Anatomy: Areas:
- Game Board 5 - Laboratory Bay 12 - Bay Number - Green Event Area
- Game Start: Earth 6 - Cockpit Bay 13 - Bay Name
- Day Indicator 7 - Recreation Bay 14 - Bay Produces
- Game Finish: 8 - Medical Bay 15 - Repair Kit Space
Mars Surface 9 - Sleeping Bay 16 - Workspace
10 - Cargo Bay
11 - Green House Bay

- Yellow Event Area

- O O O O O O T O O O O O O O O O O O T O T O O O T O T OO O T OO O O OO O OO OO WO WO W W W W W

- Red Event Area
- Oxygen Resource Area
- Fuel Resource Area

- Event Terminal Area
- Spare Parts Resource Area
- Food Resource Area

I o Mmoo N >

Cards & Tokens: « - red‘Acident’ card N - Repair Kit Q - Spare Parts token T - Fuel token
| - Characher sheet L - Yellow ‘Trouble’ Card O - Red ‘Accident’ Day token R - Oxygen token U - Sanity token
J - Characher Role card M- Green ‘Routine’ Card P - Broken Workspace token S - Food token V - Health token
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Game Cards

—

Character Sheet

1- Name

/-----w-w-

2 - Story
A - Profession name B - Profession bonus
In this case: Maria produces one additional
Food Token working in the Green House

C - Special Ability

D - Special Ability Access

In this case: When Maria’s Sanity level is at 10
you can Re-roll any Check Dice up to two times.
E - Sanity indicator

E
F - Health indicator

Events
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‘ Maria Luiza Ambrosio

&5

hampionships fool you. Maria is most certainly the best
entist in the western hemisphere. Thanks to her discoveries =
world's most poignant chilly sauce was invented and named
ifter her great-grandmother's secret recipe - "Damn Hot Stuff"
tafarian.
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SYSTEM UPGRADE

}LDIVINE INTERVENTION
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ne like kings

| failed. Somebody is going to sleep
hungry tonight.

VVDX

1 do not fear computers.
I fear the lack of them

History is filled with brilliant people who
wanted to fix things and just made them

God does not play dice.
- A. Einstein

throwing them:
en. — S. Hawking

Green ‘Routine’ Card Yellow

Event Cards

1 - Event Name
2 - Event Difficulty
3 - Event Location (1-6)

Card Symbols Explained:
o

Inevitable
Positive

X

Check
Negative

N

Food
Token

v

Check
Positive

<

Event in
Ship Cockpit Recreation

S

K

Inevitable
Negative

any Resource

of your choice Point
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*Trouble’ Card

4 - Positive result after a dice check
5 - Negative result after a dice check
6 - Inevitable Positive Result

® ©

Event in

Sanity

[ SO:MARS; |4

Red *Accident’ Card \®

7 - Inevitable Negative Result

8 - Must Draw Red Card same turn
9 - Positive consequences

10 - Negative consequences

®® O 6 @

Roll the dice to
determine

A

You get
Repair Kit

Event in
Laboratory

Event in
Green House

Eventin
Cargo Bay

»

Must Draw
Yellow Card

Event in

Bay Medical Bay

Health
Point

Must Draw
Red Card

Workspace
Breaks

)
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How to Play

Setup

To set up 30 to Mars™ board game please perform
these steps in the following order:

O1. Place the Game Board. Unfold the game board and place it in
the center of the play area.

02. Place Spaceship Miniature on Start. Place the Spaceship
Miniature on the starting position (the Earth symbol).

03. Prepare the Event Cards. Shuffle and place all Green, Yellow and
Red cards separately, then place them on their designated areas of the
game board.

NB! ror the first Tutorial or 3 Family Friendly game
please include all Tutorial Green Cards. Use only 30 Green
Routine Cards including 3 tutorial ones. Don't forget to
remove the Tutorial Cards and use all green cards for the
normal more challenging playthrough.

04. choose your Marsonauts and their Roles. Choose 4 Marsonaut
Player Sheets. Divide them between players and then assign 1 Role
Card to each of them. Give each Player 1 dice placing it near each
Player Sheet.

0S5. Train your Team. Roll 1 dice and add 4 to the result. Resulting
number will be your Marsonaut’s starting Sanity. Place the Sanity token
on the corresponding number on the Player Sheet. Do the same for
Health.

0B6. check the Route. Roll 1 dice and place the first Accident Token on
the corresponding Day of the number rolled. Roll 1 dice again, subtract
the result from 30 and place the second Accident token on the Day of
the same number. Place the 3d Accident Token approximately in the
middle between the previous two.

07. Prepare the Resources. Place 30 of each Resource tokens
(Oxygen, Fuel, Food and Spares) on the specified Resource Areas of the
Game Board. Place 24 Broken Workspace tokens and 4 Repair Kit tokens
somewhere near the Game Board.

You are good to go, Good luck!

If at the start of the day there are
no resources left in any Resource
Area you suffer the consequences
depending on the missing resource.

other resource for each one
missing fuel token

SO:MARS
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Marsonaut loses one sanity
for each missing oxygen

- discard one
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Turn Overview

O1. All 4 Marsonauts start their day in the Sleeping Bay.

02. The Navigator moves the Spaceship token one day closer to Mars
on the board.

03. The Administrator removes 1 0xygen, 1 Food, 1 Fuel and 1 Spares
from the specified Resource Areas.

04. The Operator takes one Green Event Card, places it face up on
the Event Terminal in the middle of the board then determines
in which area (Bay) the problem is and explains all the
consequences to the crew. You always keep passed Event Cards in
the Event Terminal faced up.
NB! On a day with a Red accident token on it - a Red Event
Card is drawn instead of Green.

. Everyone decides where the Player tokens are placed. Players
who choose to place their tokens in the area where a problem
occurred will try and fix the problem. Those who choose to go
to other areas will be able to generate corresponding resources.
Everyone places their token on the chosen area.

. Checks are rolled. Each player that decided to take part in
resolving the problem rolls their 6-sided dice for the event check.
Combine the result of all the other marsonauts in the same event
bay. All 4 Marsonauts can take part in resolving unless one or
more Workspace is broken.

NB! The problematic bay does not produce any recourses this
turn.

. Depending on the Check result, Positive or Negative
consequences 0Ccur.

. Resources are generated. The Administrator restores resources
generated by the Marsonauts that were working in the other
Bays.

. The Coordinator makes sure that all marsonauts end their day in
the Sleeping Bay.

. The day ends.

Rinse and repeat until you reach Mars!

- each - destroy one
work-space of your choice for

each missing spare parts token
- each Marsonaut

loses one health for each
missing food token
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Event Terminal
This is a Special Area where you keep all passed events faced up.

Event location

This is the Bay where the Event occurs. You cannot work in this
Bay during this turn and it doesn’t produce any resources.
Together you decide how many of you will try their luck at
solving the problem. The maximum number of Marsonauts that
can take part in fixing the problem depends on the number of
functioning Work Spaces.

[Resolving the Problem

Each Marsonaut who decided to go to that Bay rolls one dice.
The results are summarized. If the result of the dice rolled is
equal to or greater than the Event Card difficulty the roll is
considered successful. Check passes with the positive card
consequences. If the result is lower, the check fails with a
negative set of consequences.

Skipping the Event

You can skip solving the event completely and choose to work
in other bays instead. Of course you will suffer the event’s
negative consequences

NB! if you skip the event that has a penalty to
Sanity or Health - all 4 Marsonauts must suffer
those penalties. We suggest sending at least one
marsonaut to take the blow.

Breaking Workspaces

Each Bay has 4 Workspaces where Players generate

resources or solve problems during the day. If a
Workspace becomes broken, place a Broken Workspace token
on it. This workspace is considered broken and cannot be used
until is fixed.

Fixing Workspaces

During the game you will be able to obtain numerous

Repair Kits. Place them in the designated areas in the
Cargo Bay. You can use them any time during the game to
repair any Broken Workspace. One repair Kit repairs one Broken
Workspace. The maximum amount of Repair Kits your ship
can carry at once is 4, so use them wisely.

'""""""""""l”"'z
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Resource Generation

Each Bay on the ship has 4 operational Workspaces which when visited by
Marsonauts generate resources by the end of the day. Working Workspace
provides one resource.

Ship Cockpit - generates 1 Fuel token for each working marsonaut

Laboratory - generates 1 Oxygen token for each working marsonaut

Recreation - generates 1 Sanity token for each working marsonaut

Greenhouse - generates 1 Food token for each working marsonaut

Medical Bay - generates 1 Health token for each working marsonaut

Example: 1 Marsonaut is participating in the
Event and 3 Marsonauts spend the day working in
the Laboratory. By the end of the day team receive 3
Oxygen tokens.

Health and Sanity vw

Each Marsonaut has 1 to 10 Health points and 1 to 10 Sanity points.
Starting values are determined by rolling a single Dice and adding 4 at
the beginning of the game. You roll separately for each value. You will
often lose Health and Sanity by failing some checks. You can increase
your Sanity or Health values by spending a day in the Recreation and
Medical bays accordingly. Both Sanity and Health cannot fall below 1.

NB! if you ever have to lose Sanity points when
your Sanity equals 1 - you lose that many health
points instead.

Knocked Out

If at any point in the game your Health falls below 1, you are Knocked
Out. Immediately put your player token in the Sleeping Bay lying
down. You must skip the next day to regain 1 Health. After that you can
continue as usual.

If all 4 players are Knocked Out (4 Player tokens lying in the
sleeping bay) simultaneously - you fail the mission and the
game ends.

e

T

e R e

T T T T ST e T e S e R e

<

T T T T T R T

+
/
[
[
g
f
J
[
‘~
/
/
gl
/
J
J
/i
[
[
1
/
J
J
‘4
J
[
gl
/
J
/
‘4
/
/
1
/
J
J
(i
f
[
gl
/
J
/
i
J
[
gl
/
/
J
i
’
/
gl
/
J
[
i
[
[
gl
f
J
/
‘~
J
[
‘~
/




T T T
- O W . W W W W W W W W

 ——

Narsonaut Profiles

Larisa Ivanovna Pirogova

Profession: Physician

While working in the Medical Bay the player can Generate 1

Health point for herself and give an additional Health point

to another team member located anywhere on the ship.
Special Ability: Decrease event difficulty by X (where X is the result
of a dice roll). Any time during the game you can use this ability to
decrease any Event Card difficulty. Roll the dice and subtract the result
from the Card Difficulty.

Stan Lee Kub Reek
Profession: Psychiatrist
While working in the Recreation Bay the player can
Generate 1 Sanity point himself and give an additional
Sanity point to any other team member located
anywhere on the ship.
Special Ability: Prevent sanity loss for a friend.
Anytime during the game you can use this ability to prevent Sanity loss
for any team member. Even when he is using his special Ability.

Jean-Louis Cousteau
Profession: Scientist
1¥] While working in the Laboratory produces one extra
Oxygen token.
Special Ability: Double any dice result.
Any time after a roll you can use this ability to double
the result of any 1 dice including yours.

Credits and Thanks

Main Idea: Dennis Kostroman

Game Concept, Design & Development: Dennis Kostroman,
Yarl Bringa, Igor Pushkar

Graphics, Branding, Cards and Box Design: Dennis Kostroman
Card Text and Rules: Yarl Bringa, Aleksey Nehoroshkin

Proofreading: Aleksey Nehoroshkin, Yarl Bringa, Phil “Eagle-Eyes” Daley

Card elements assembly: Andrei Filimonov, Anna Shidlauskayte

Marsonauts in 3d: Milos Kojadinovic - Thanks man for the great help you

are the best! Heavenly talented Pro. Hope you enjoy 30 to Mars :)

Cover 3d Interior: Anton Cermak - Cheerz man! If you can read this - you

got the box, thanks a lot :)
Game tokens in 3d: - Serge Nanovsky - Working on weekends is not so
bad, see?
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Special Ability

You can use a Marsonaut’s Special Ability only if their Sanity
reaches 10. Use it any time during the game but after using place
your Sanity token to 1 as your Marsonaut is exhausted.

Your Team always consists of 4 Marsonauts!

John Fitzgerald Brown Jr.

Profession: Engineer

While working in the Cargo Bay produces one extra

Spare token.

Special Ability: Add 1 dice to any roll. Any time after
anyone’s roll you can use this ability to add an additional dice roll to the
result.

Maria Luiza Ambrosio

Profession: Botanist

While working in the Green House produces one extra

Food token.

Special Ability: Can reroll any dice. Even twice!
Anytime after anyone’s roll you can use this ability to re-roll any dice up to
2 times. You must keep the second result.

Dieter Von Braun

Profession: Pilot

While working in the Cockpit produces one extra Fuel

token.

Special Ability: Re-draw any event card. Even red.
You can re-draw any event card of the same color. Disregard the previous
event and place its card to the bottom of the deck.
NB! This ability is only usable when the Event Card is just drawn and the
Marsonauts are not placed in any Bays.
You cannot use this ability if dice are already rolled.

Special Thanks: My wife and son Lena and Nikita Kostroman - for
being there when | wasn't! Igor Pushkar - for an inhuman amount of
play-stress-testing, for safety reasons never ask him to play 30toMars
again. Pavel Pirogov - for initial playtests, suggestions and 3d ‘Flying
Church’ miniature. Aleksey Kalinin - best printing ever! Tim Bokarev -
thanks for the great game Septikon, those tokens had a different life
though :)

Localization: Aleksandr Juzov, Sevastian Sizdh

Playtesters: Pavel Pirogov, Alex Latoff, George Vader, Andrei
Filimonov, Eugene Orekhov, Serge Nanovsky, Boris Borisson,

Fred Moritz, Anna Shidlauskayte, Aleksey Nehoroshkin, Valentin
Degterjov, Boriss Tsarjov, Kirill Lebedev, Vladimir Volotsajev,
Aleksandr Nikandrov, Igor & Nikita Zahharov, Aleksandr Juzov,
Nikolai Rezvéi, Edvard Michelson, Elena & Nikita Kostroman
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Dally [Routine Planner

Rules Reference: These instructions summarize the game setup and the sequence of play.

Game Setup Day (Tumn) Overview

01 .place the Game Board. 01. All 4 Marsonauts start their day in the Sleeping Bay.
02.Place Spaceship Miniature on Start. 02. The Navigator moves Spaceship one day closer
03.shuffle and place all Green, Yellow and Red cards separately and to Mars on the board.
place them on the designated areas of the game board. 03. The Administrator removes 1 0xygen, 1 Food, 1 Fuel
04.choose 4 Marsonaut Player Sheets. Divide them between players and 1 Spares from the specified Resource Areas.
and then assign 1 Role Card to each of them. Give each Player 1 04. The Operator takes one Green Event Card, places it face up at the
dice placing it near each Player Sheet. Event Terminal in the middle of the board then determines which bay
05.Roll 1dice and add 4 to the result. Resulting number will be has a problem and explains all the consequences to the crew. You
your Marsonaut’s starting Sanity. Place the Sanity token on the always keep completed events cards at the Event Terminal faced up.
corresponding number on the Player Sheet. Do the same for . Everyone decides where the player tokens are placed.
Health. . Checks are rolled.
06.Roll 1 dice and place the first Accident Token on the Day of the . Depending on the Check result Positive or Negative consequences
same number. Roll 1 dice again, subtract the result from 30 and occur.
place second Accident token on the Day of the same number. Place . Resources are generated. Administrator restores resources generated
the 3d Accident Token approximately in the middle between the by the Marsonauts that were working in the other Bays.
previous two. . Coordinator ensures that all marsonauts end their
07.prepare the Resources. Place 30 of each Resource token (Oxygen, day in the Sleeping Bay.
Fuel, Food and Spares) on the specified Resource Areas of the . Day ends.
Game Board. Place 24 Broken Workspace tokens and 4 Repair Kit
tokens somewhere near the Game Board.

Profession Special Bonuses:

O The crew always consists of 4 Marsonauts
O You Start your game without any Repair Kits.
O on the day with a Red accident token on it
a Red Event Card is drawn instead of Green.
O The problematic bay does not produce any resources.
O You cannot place a Marsonaut inside a Broken Workspace.
O You receive generated Resourses at the end of the day.

You Win (» ENGINEER

To win your Spaceship has to reach Mars with at least one of your
crew members Active (Player Figure Standing).

PHYSICIAN

(» BOTANIST

You Lose SCIENTIST

If all 4 Marsonauts are Knocked Out (4 Player Figures lie horisontally
the sleeping bay) simultaneously - The Mission is considered as Failed.

Game Symbols EXPIBINGA:  W////////77777/7777117177771777 717777111101 /1SS 1117 S S 1SS LSS S S S S SIS S S S A

+ v x @& ® 60 ® O ® @

Inevitable Check Inevitable Check Event in Event in Event in Event in Event in Eventin  Roll the dice to
Positive Positive Negative Negative Ship Cockpit Recreation Bay Medical Bay Cargo Bay  Green House  Laboratory determine

< ’ ‘) ” .o oo ) ));,— {,r‘\} x

LAS

(O Fuel Spares Food any Resource Sanity Health Must Draw Must Draw Workspace You get
Token Token Token Token of your choice Point Point Yellow Card Red Card Breaks Repair Kit
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