
THEME AND AIM OF THE GAME
30 years after the first settler ships left the Ganymede outpost, Earth 
and Mars have decided upon a new plan: the Galileo Project. The aim 
is to arrange the four Galilean moons of Jupiter (Io, Europa, Ganymede 
and Callisto) into habitable homes for mankind, as with Moon and Mars 
decades ago. The project was named after the first man to ever observe 
the 4 Jovian satellites, in 1610 – Italian scholar Galileo.

As a corporation, use your influence to acquire robots from 
manufacturers operating on Earth or Mars. Hire experts, advisors and 
lobbyists to put their abilities to good use, strengthen your influence 
and score VP at the end of the game.

Because of significant ecological crises on Earth and the very different 
ways resources are used on Earth and Mars, there used to be no shared 
currency in the solar system, making interplanetary transactions 
difficult. However, a few years ago, Tarak Freeman built a casino inside 
an old satellite near Jupiter. A little later, extraplanetary markets 
started meeting in this neutral ground and payments are now made 
with casino chips called Megacredits, a neutral and stable currency. 
These modern chips are actually encrypted money keys generated by 
the Star-Z communication satellites.

Your influence will enable you to acquire robots and communication 
satellites to settle the 4 moons of Jupiter, helping you deploy your 
strategy as you unlock their effects.

Megacredits will help you obtain discounts on robots, develop some 
technologies (with the help of Energy) and pay the characters you 
will hire.

Score more Victory Points than the other corporations to take 
control of this new area of human expansion!

RULEBOOK
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GENERAL SETUP 
 Place the main board at the center of the table.

 �Shuffle the Robot cards and form a draw pile. Place the pile face down on 
the dedicated space of the main board. Reveal 5 Robot cards from the pile 
and place them in the corresponding row: these are the Robots you will be 
able to purchase at the beginning of the game.

 �Shuffle the Character cards and form a draw pile. Place the pile face down 
on the dedicated space of the main board. Reveal 5 Characters from the 
pile and place them in the corresponding row: these are the Characters you 
will be able to hire at the beginning of the game. 

IMPORTANT: in 3-player games, put all Characters marked with “4” 
back in the box. In 2-player games, put all Characters marked with 
“3+” and “4” back in the box. They will not be used for this game. 

 �Take the Technology tiles and sort them by number, shown in the bottom 
right corner of each tile (1 through 4). For each number, randomly determine 
a side (A or B), and then place the corresponding stacks of tiles on their 
dedicated spaces, in ascending order. Each Technology stack comprises 
3 copies of the same Technology tile.

IMPORTANT: in 2- and 3-player games, only use 2 tiles for each 
Technology: put any unused tiles back in the box.
ADVICE: for your first game, we recommend playing with Technologies 
on their A-side. For the next games, you may alternate A and B, as long 
as all Technology tiles with the same number are identical. For example, 
Technologies 2A and 2B cannot be used during the same game.

 �Take the Star-Z tile, choose its side (A or B), and then place it on its 
dedicated space.
ADVICE: for your first game, we recommend playing with the A-side. 

 �Randomly select 4 Goal tiles and randomly place them on each of the 4 
dedicated spaces. Put the remaining Goal tiles back in the box: they will not 
be used for this game.

 �Form a face down Robotic Project draw pile (showing the side with no 
starting resources) and then place it on its dedicated space next to the 
main board.

 �Place the Megacredits, the Energy tokens and the Level tokens on their 
dedicated spaces.

IMPORTANT: players are reminded of the maximum number of resources 
they may own at the center of their player board: 10 Megacredits and 
5 Energy.

PLAYER SETUP 
 �Randomly determine a first player – they take the player board with the  
symbol in the top right. Deal the remaining player boards to the other players.

 �Each player takes the following components matching their color: 1 
Influence marker, 4 Development markers and 4 Goal markers, as well 
as 4 Assignment modifiers (one disk for each of Jupiter’s moons) and 
4 Robot modifiers (one tile for each Robot type).

 �Each player places each of their 4 Development markers on the “0” 
space of the corresponding Jovian moon (Io, Europa, Ganymede and 
Callisto), and then places their 4 Goal markers next to the main board.

 �Each player keeps their Influence marker, their 4 Assignment modifiers 
and their 4 Robot modifiers next to their player board.

 �Draw a number of Robotic Projects cards equal to the number 
of players +1. Place these cards face up, showing their starting 
resources. Starting with the last player in turn order and proceeding 
counterclockwise, each player chooses a face up Robotic Project, 
which indicates how many resources they start with and the level 
of their first Robotic Project, and then immediately takes as many 
Megacredits and Energy tokens as shown on the card, if any. 
Players will place their Influence marker on the Influence track at the 
beginning of their first turn. 

	 Put the remaining Robotic Project back on its draw pile.

COMPONENTS
1 main board

4 player boards

�48 Robot cards (12 Miner, 
12 Builder, 12 Star-Z, 
12 Technician) 

  

�10 double-sided Robotic 
Project cards 

    
recto             verso

�48 Character cards  
(12 characters in  
4 copies each)  

 3+  

1 double-sided Star-Z tile

�12 double-sided 
Technology tiles

8 Goal tiles

�4 Influence markers

�16 Development markers

16 Goal markers

�16 Assignment modifiers

Io Europe Ganymede Callisto

�16 Robot modifiers
 

�50 double-sided Level 
tokens (10 level 1-2, 21 level 
3-4, 16 level 5-6 and 3 level 7)

�20 Energy tokens 

�24 Megacredits  
(16 “1” and 8 “3”))

�1 score pad

�2 rulebooks  
(English, French)
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MAIN CONCEPTS

 Character

 ��Hiring effect: upon hiring a Character, 
you gain their Hiring Effect: a certain 
amount of Influence  and 
sometimes one Megacredit.

 ��Character ability: 
depending on which Influence 
track your marker is on, you 
will use the character either for 
their immediate ability  or their 
endgame victory points (VP) .

Robot

 ��Cost: is paid in Influence. The 
background color indicates 
which Influence track your Influence 
marker must be on to allow you to 
acquire the Robot card.

 ��Assignment: determines which 
moon the Robot must be assigned to. 
Sometimes, you will have the choice 
between two moons.

 ��Type and ability: the more 
Robots of the same type you 
own, the stronger their ability.

Miner: these robots 
extract rare ore for your 
corporation, providing 
you with the 

Megacredits you need to complete 
your strategy successfully.

Builder: these robots 
build domes to shelter 
humans: they help you 
interact with the 
Characters.�

Star-Z: these satellite-
like robots orbit around 
Jupiter’s moons to form 
an advanced 

communication network. They 
provide Energy, the rarest 
resource in the game, as well as 
other robot bonuses.

Technician: these 
robots boost the level of 
your robots.

 ��Level: when assigning the Robot to a moon, move the moon’s 
Development marker as many spaces forward as the Robot’s level.

Technology

 �Cost: is paid in Energy and / or Megacredits.

 �Ability: the  icon indicates an ongoing effect.

 VP

Resources and tokens

 �Influence: Influence is the most used resource in Galileo Project. 
It is necessary to acquire the Robots you will assign to Jupiter’s 
moons. It is represented on the main board by a double track, 
one for each of the most important Influences in the Solar 
System: Earth and Mars.

You will need Influence to:

• Acquire Robots.

 �Robots Level: a Robot’s Level represents your corporation’s 
development on Jupiter’s moons. When you assign a Robot to a 
moon, your corresponding Development marker moves that 
many spaces forward. 

You will need Levels to: 

• �make your Development marker progress and guide your 
strategy.

 �Megacredits: Megacredits are the currency used in Galileo Project 
and are represented by poker chips of value 1 and 3. A player may 
not own more than 10 Megacredits.

You will need Megacredits to:

• switch Influences at the beginning of your turn;
• develop Technologies;
• reduce the cost of a Robot via Io’s ability;
• pay your Characters at the end of the game.
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