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Introduction
Space! For millennia, humans have marveled at the cosmos.
Modern astronomy gives us valuable insight about what’s
happening in the universe, but there is still a sense of wonder to be
had in looking up at the expanse above us.
Stellar is a strategic two-player card game in which you are
stargazers, calibrating your telescopes to bring into view celestial
objects of various types — planets, moons, asteroids, interstellar
clouds, black holes, even satellites — as you create a beautiful
display of the night sky!

Components
1

1
PLANET: MERCURY

5 Number Cards

Mercury has wrinkles, called lobate scarps,
that can be over 3 kilometers high and
500 kilometers in length.

60 Celestial Object Cards

1 Scorepad (50 Sheets)
FINAL SCORING
TURN SEQUENCE

1. STARS x MULTIPLIERS

For all five types, multiply your star
total (telescope)
yourCARD
multiplier
1.by
ADD
TO HAND
(notebook) to get your score.
Take one card from the row and add it
to your hand.
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2. SECTION MAJORITIES

For each telescope
sectionCARD
where you
2. PLAY
FROM HAND
have a higher section total than your
Play one card from your hand in
opponent does, score 10 points.
the area of your choice: either your
telescope
or your notebook.
3. DIVERSITY
BONUS
If you have at least one card of all five
3. PLAY CARD FROM ROW
types in your telescope, score 10 points.
Play one card from the row, taken from
the slot matching the number of the card
you just played, in the opposite area.

24 Telescope Cards
(2 sets of 12)

top
4. REFILL THE ROW
middle
Draw cards from the deck to refill
any emptybottom
slots in the row.

2 Reference Cards

1

Game Setup

3

1

G
 ive each player a set of 12 telescope cards, arranged to
form an outline. (Use the small numbers in the corners of the
cards as a guide for how to arrange them.) This area is their
telescope, while the area below it is their notebook.

2

 ind the five celestial object
F
cards that are marked as
starter cards (i.e., with a diamond
icon in the lower right corner).
PLANET: MARS
Shuffle these five cards, then deal
Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).
two cards to each player. Each
player plays one starter card face
up in the top slot of their telescope
and the other starter card face up in their notebook.
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S
 huffle the remaining celestial object cards (including the
fifth starter card), then deal two cards to each player as their
starting hand.

4

S
 et the remaining celestial object cards off to one side as a
single face-down deck, with plenty of room next to it.

5

P
 lace the five number cards in a row next to the deck, with
the “1” card closest to the deck and the “5” card farthest from
it. Then reveal five celestial object cards from the deck and
place one in the slot by each number card, face up.
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G
 ive one reference card to each player, then choose who will
be the start player.

2

9

6

Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).

PLANET: MARS

10

4

2

7

2
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ASTEROID
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12

Draw cards from the deck to refill
any empty slots in the row.

4. REFILL THE ROW
Play one card from the row, taken from
the slot matching the number of the card
you just played, in the opposite area.

3. PLAY CARD FROM ROW
2. PLAY CARD FROM HAND

Play one card from your hand in
the area of your choice: either your
telescope or your notebook.
Take one card from the row and add it
to your hand.

TURN SEQUENCE

1. ADD CARD TO HAND

2
3

The first asteroid was discovered by Italian
astronomer Guiseppe Piazzi in 1801.

3

11

5

3

3

3

3

1

2
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3

5

7

11

3

2

4
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TURN SEQUENCE
1. ADD CARD TO HAND

Draw cards from the deck to refill
any empty slots in the row.

4. REFILL THE ROW

Play one card from the row, taken from
the slot matching the number of the card
you just played, in the opposite area.

3. PLAY CARD FROM ROW

Play one card from your hand in
the area of your choice: either your
telescope or your notebook.

2. PLAY CARD FROM HAND

Take one card from the row and add it
to your hand.

6

6

INTERSTELLAR CLOUD

6

3

BLACK HOLE
Black holes grow larger by consuming the gas
and dust particles around them.

1

The solar system is located in an interstellar
cloud region known as the Local Fluff.

1
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INTERSTELLAR CLOUD

PLANET: VENUS

SATELLITE

MOON

PLANET: SATURN
Interstellar clouds are made of gas,
plasma, and dust.

A Venus day (243 Earth days) lasts longer
than a Venus year (225 Earth days).

When small satellites become obsolete,
their orbit is slowed so that they burn up
in Earth’s atmosphere.

The gravity of a shepherd moon keeps particles
within a planetary ring contained.

The elaborate rings around Saturn are made
of icy particles orbiting the planet.
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Card Anatomy
Type: There are five types of celestial objects: planets, moons,
asteroids, interstellar clouds, and black holes. (Satellites do -NOTcount as their own type.)

Planets

Moons

Asteroids

Interstellar
Clouds

Black Holes

Number: The card’s number has a different function based on
where you play the card. In your telescope, higher numbers
will help you score section majorities. In your notebook, runs of
consecutive numbers will increase your multipliers.
Stars: The number of stars indicates how many points the card will
be worth (before multipliers) if played in your telescope.
Factoid: A brief fact about astronomy. This does not affect game play.

NUMBER

TYPE

STARS

2

ASTEROID
Most asteroids have an irregular shape, because
their gravity is too weak to make them spherical.

4

FACTOID

Game Overview
The game is played over 11 rounds. By the end of the game, each
player will have transformed their telescope into a beautiful display
of the night sky. In each round, both players will take one turn: first
the start player, then the other player.

Turn Sequence
On your turn, you will play two cards in different areas: one in your
telescope and one in your notebook. To do so, carry out these four
steps, in order…
1. A
 dd Card to Hand
2. P
 lay Card from Hand
3. P
 lay Card from Row
4. R
 efill the Row
STEP 1: Add Card to Hand
Take one celestial object card from the row and add it to your hand.
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STEP 2: Play Card from Hand
Play one celestial object card from your hand. You may play that
card in the area of your choice: either your telescope or your
notebook. The number of this card will determine which card you
must play in the next step.
3

2

2

PLANET: MARS
Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).

PLANET: VENUS
A Venus day (243 Earth days) lasts longer
than a Venus year (225 Earth days).
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PLANET: VENUS
A Venus day (243 Earth days) lasts longer
than a Venus year (225 Earth days).

6/0

MOON
The gravity of a shepherd moon keeps particles
within a planetary ring contained.

BLACK HOLE

Astronomers believe there is a supermassive
black hole in the center of our galaxy.

Telescope

Notebook

STEP 3: Play Card from Row
Play one celestial object card from the row. You must play the card
from the slot whose number matches the number of the card you
just played from your hand. Take that card from the row and play it in
the area where you did -NOT- just play a card from your hand.
Important! If the matching slot is empty, because you took that
card from the row and added it to your hand earlier this turn, you
must play a card from the top of the deck instead.
STEP 4: Refill the Row
Reveal cards from the deck, one at a time, to refill any empty slots in
the row. There will always be one or two empty slots.
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Example: 1 Carly takes the “3” planet card from the row and adds
it to her hand. 2 She then plays the “1” black hole card from her
hand, choosing to play it in her telescope. 3 Because that card’s
number is “1,” she then takes the card from the first slot in the row,
which is a “4” asteroid card, and plays it in her notebook.
1

2

1

4

3

4

6/0

1

5
4

3

ASTEROID
The term asteroid means “star like.”

BLACK HOLE

MOON

INTERSTELLAR CLOUD

Astronomers believe there is a supermassive
black hole in the center of our galaxy.

When a moon is tidally locked, the same side
always faces its parent planet.

Cold interstellar clouds are the birthplace
of new stars.

PLANET: MARS
Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).

3

4

1

PLANET:ASTEROID
MARS BLACK HOLE
Mars is home
The
to the
term
tallest
asteroid
Nothing
planetary
means
canmountain
escape
“star like.”
the gravitational force
in the solar system, Olympus
of a black
Monshole
(21 km).
— not even light.

2
3

PLANET: MARS
Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).

1

2

PLANET: VENUS

BLACK HOLE

A Venus day (243 Earth days) lasts longer
than a Venus year (225 Earth days).

Nothing can escape the gravitational force
of a black hole — not even light.
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6/0

5

1

4

4

BLACK HOLE

MOON

INTERSTELLAR CLOUD

Astronomers believe there is a supermassive
black hole in the center of our galaxy.

When a moon is tidally locked, the same side
always faces its parent planet.

Cold interstellar clouds are the birthplace
of new stars.

ASTEROID
The term asteroid means “star like.”

3

2

5

BLACK HOLE

PLANET: VENUS

INTERSTELLAR CLOUD

Black holes grow larger by consuming the gas
and dust particles around them.

A Venus day (243 Earth days) lasts longer
than a Venus year (225 Earth days).

Astronomers analyze the colors of interstellar
clouds to determine their chemical makeup.
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Telescope Details
Your telescope is made up of 12 slots, represented by the 12
telescope cards. Each slot is available until a celestial object card
has been played there.
At the start of the game, you will only have one card in your telescope,
but you will play one more card in your telescope every turn.
There are three sections in your telescope: the top section (five
slots), middle section (three slots), and bottom section (four slots).
These sections matter for scoring purposes.

1

Top
2

3

4

5

Middle
6

7

8

Bottom
9

10

11

12
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When you play a card in your telescope, follow these rules:

•	If you have any cards of that type in your telescope already, you
must play the new card face up in an available slot of your choice
that is adjacent to (i.e., sharing an edge with) at least one card of
that type.

•	If you do -NOT- have any cards of that type in your telescope
already, you may play the new card face up in an available slot of
your choice.
Important! If you cannot (or do not wish to) play a card legally in
your telescope, you must instead play it face down in an available
slot of your choice. Face-down cards are considered to have a
number of “3,” but no stars or type.
Example: In Emma’s telescope,
the next moon card she plays
has three legal positions, the
next planet card she plays has
two legal positions, and the next
black hole card she plays has
three legal positions.

3

PLANET: MARS
Mars is home to the tallest planetary mountain
in the solar system, Olympus Mons (21 km).

2

3

3

MOON
Moons with irregular orbits are thought
to be captured asteroids.

5

1

BLACK HOLE
Nothing can escape the gravitational force
of a black hole — not even light.

9

10

10

7

8

11
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Notebook Details
Your notebook is made up of five possible stacks, with one stack
for cards of each type. At the start of the game, you will only have
one card in your notebook, but you will play one more card in your
notebook every turn.
Keep the cards in each stack arranged in numerical order. Ensure that
the cards in each stack are splayed so that their numbers remain visible.
When you play a card in your notebook, follow these rules:

•	If you have any cards of that type in your notebook already, play
the new card face up in the existing stack for that type, inserting
it where it goes in numerical order.

•	If you do -NOT- have any cards of that type in your notebook
already, play the new card face up beside the other stacks in
your notebook, starting a new stack for that type.
Important! You are allowed to have duplicate cards in the same
stack. When you score at the end of the game, duplicates in a
stack are simply ignored.
Example: Halfway through
the game, Carly’s notebook
looks like this: planets (4),
asteroids (2,3,4), interstellar
clouds (1,5). On her next turn,
she plays a “4” interstellar
cloud card in her notebook,
inserting it between the “1”
and “5” in that stack.

4

5

3
4

2

4
1

ASTEROID

INTERSTELLAR CLOUD

The term asteroid means “star like.”

Astronomers analyze the colors of interstellar
clouds to determine their chemical makeup.

ASTEROID
The first asteroid was discovered by Italian
astronomer Guiseppe Piazzi in 1801.

INTERSTELLAR CLOUD
Cold interstellar clouds are the birthplace
of new stars.

PLANET: JUPITER

ASTEROID

INTERSTELLAR CLOUD

Jupiter is nearly 2.5 times more massive than
all other planets in the solar system combined.

Most asteroids have an irregular shape, because
their gravity is too weak to make them spherical.

Interstellar clouds are made of gas,
plasma, and dust.
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Special Cards
“6/0” Cards
There is one special “6/0” card
of each type.

6/0

When played in your
telescope, a “6/0” card always
counts as a “6.”
When played in your
notebook, a “6/0” card counts
as either a “6” or a “0” of that
type. You do not have to
decide which number you
want it to be until the end
of the game.

MOON
There are over 190 moons in the solar system
that have been discovered so far.

Important! When you play a “6/0” card from your hand during
STEP 2 of your turn, you must take and play the top card from the
deck instead of the row during STEP 3, since there is no matching
“6” or “0” slot in the row.
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Satellite Cards
Satellite cards do -NOT- count
as their own type.

2

When played in your
telescope, a satellite card
counts as the number printed
on the card, but has no type
and can therefore be played in
any available slot.
When played in your
notebook, a satellite card
counts as the type of your
choice. Play it in any stack
(existing or new) and it will
count as a card of that type.

SATELLITE
Satellites can travel up to 29,000 kilometers
per hour, orbiting the planet 14 times per day.

You may freely move your satellite cards between stacks until the end
of the game.
Important! When you take a satellite card from the row and add
it to your hand during your turn, your opponent may choose to
discard and refill the entire row at the start of their next turn. If the
deck ever runs out, shuffle the discarded cards to form a new deck.
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End of the Game
The game ends when the 11th round is over; at that point, each player
should have 12 cards in their telescope and 12 cards in their notebook.
Once the game has ended, each player chooses one of the two cards
left in their hand and plays it in their notebook, discarding the other.
Then proceed to final scoring.

Final Scoring
Each player tallies their points, using the included scorepad,
in three categories.
1. Stars x Multipliers
Carry out these steps for each of the five types of celestial objects:

•	Count the number of stars showing on cards of that type in
your telescope (ignoring face-down cards). That number is
your star total.

•	Find the longest run of consecutive numbers in the matching
stack in your notebook. Count the total cards in that run
(ignoring duplicates). That number is your multiplier.

•	Multiply your star total by your multiplier to get your score
for that type.
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Example: Emma has two moon cards in her telescope, with five
stars. In her notebook, the longest run of consecutive numbers
in the moon stack is three (4,5,6). With a star total of five and a
multiplier of three, she scores 15 points for moons.
4

5 x 3 = 15

1

ASTEROID

INTERSTELLAR CLOUD

The term asteroid means “star like.”

Interstellar clouds are made of gas,
plasma, and dust.

1

6/0

5

5
4

MOON

INTERSTELLAR CLOUD

When a moon is tidally locked, the same side
always faces its parent planet.

3

Astronomers analyze the colors of interstellar
clouds to determine their chemical makeup.

4

MOON
There are over 190 moons in the solar system
that have been discovered so far.

4

MOON
Until 1543, Earth’s moon was considered
to be a planet.

MOON
MOON

INTERSTELLAR CLOUD

PLANET: JUPITER

Moons with irregular orbits are thought
to be captured asteroids.

Cold interstellar clouds are the birthplace
of new stars.

Jupiter is nearly 2.5 times more massive than
all other planets in the solar system combined.

The gravity of a shepherd moon keeps particles
within a planetary ring contained.

Telescope

Notebook

2. Section Majorities
For each section in your telescope, add up the numbers of all cards
in that section. (Remember, each face-down card counts as a “3.”)
This is your section total.
You and your opponent then compare section totals. For each
telescope section where you have a higher section total than your
opponent does, score 10 points.
If tied, neither player scores points for that section.
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Example: Carly
has the higher
section total for the
bottom section (15
> 13) and middle
section (11 > 6),
while Emma has
the higher section
total for the top
section (17 > 14).
Carly scores 20
points and Emma
scores 10 points.

1

5

1

1

4
2

1

5
4

3
2

3
4
6

2
11

4
12

Carly

2
7

1
9

2
5

1

8

3
10

3
3

4

7

6
9

2

5

5
6

4

3

4
10

3
8

5
11

3
12

Emma

3. Diversity Bonus
If you have at least one card of all five types of celestial objects in
your telescope, score 10 points. (Remember, face-down cards and
satellite cards have no type.)

Winning the Game
Once final scores have been tallied, whoever scored more points is
the winner! In the case of a tie, the players begrudgingly enjoy their
shared victory.
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