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ARES EXPEDITION: ARES EXPEDITION: 
CRISISCRISIS

OVERVIEWOVERVIEW
In Ares Expedition: Crisis, players play as corporations, just as in the original Ares 
Expedition. You choose phases and play project cards as normal. The difference is 
players are working together to keep Mars habitable after a natural disaster has landed 
the planet in crisis. Every round, a new Crisis card will be drawn that will require the 
players to achieve a certain goal to remove that crisis from play. Each turn that a Crisis 
card is not completely dealt with, it will lower one or more of the terraforming metrics 
that keep Mars habitable.

Handle all the crises as they arise. Eventually, a Crisis card will be drawn that allows the 
players to win the game once they have completed re-terraforming Mars.

EMERGENCY BROADCAST:

People of Mars, our world is in crisis. This morning, October 3rd, 2775, a C-Class 
Asteroid of unprecedented size collided with comet C/2214 B1 and changed trajectory. 
Two hours ago, it impacted our planet fifty miles south of the Valles Marineris. The 
asteroid’s descent ripped a hole in the atmosphere, and the seismic aftershocks have 
destroyed much of the infrastructure supporting our life here on Mars. Clouds of dust 
are still rising from the impact, blocking out the sun and suffocating our plant life. 
Early reports from the few research outposts that remain online are catastrophic: The 
rip in the atmosphere is upsetting the greenhouse gas effect and letting water vapor 
escape. The longer we wait, the colder our planet will become. There is no time to 
evacuate the populace. Our only option is a race against time.

People of Mars, I urge you not to panic. Our most powerful corporations have already 
begun to reconstruct the necessary infrastructure to keep this planet livable. Mars 
was a desolate wasteland when we found it, but we did not give up. We made a home 
where it was once considered impossible. We will not let it be taken from us now. We 
will do the impossible again.

Anaya N’Gomo, Representative of The United Martian Nations.



7 card dividers

I DEVELOPMENTDEVELOPMENT

Each player may play 1 green 
project card.

IVPRODUCTION PRODUCTION

Each player gains heat, plants, and 
draws cards according to their 
production. They also gain MC 
equal to their production + TR.

II CONSTRUCTIONCONSTRUCTION

Each player may play 1 blue 
card OR 1 red card.

Each player gains heat, plants, and 
draws cards according to their 
production. They also gain MC 
equal to their production + TR.

IVPRODUCTION PRODUCTION

III ACTIONACTION

Each player activates any 
“Action:” effects and standard 

actions.

Each player gains heat, plants, and 
draws cards according to their 
production. They also gain MC 
equal to their production + TR.

IVPRODUCTION PRODUCTION

III ACTIONACTION

Each player activates any 
“Action:” effects and standard 

actions.

Each player gains heat, plants, and 
draws cards according to their 
production. They also gain MC 
equal to their production + TR.

IVPRODUCTION PRODUCTION V

III ACTIONACTION

Each player activates any 
“Action:” effects and standard 

actions.

RESEARCH RESEARCH

All players draw 2 cards and 
keep 1.

10 dummy player 
phase cards

SharizenSharizen

You start with 44 MC.
Use only when playing crisis mode.

Action: Give one card in hand 
to another player. They may 
give one card in hand to you.

C0
4

4444
Orbex UnitedOrbex United

You start with 38 MC.
Use only when playing crisis mode.

Action: You and another 
player each gain 2 MC

C0
3

3838
Magna IncMagna Inc

Effect: When you remove a 
counter from a crisis card 
in play during the Resolve 

Phases step, gain 2 MC.

C0
2

You start with 1 MC 
production and 40 MC.

Use only when playing crisis 
mode.

4040
BurstarBurstar

You start with 38 MC.
Use only when playing crisis mode.

Effect: When you play a card 
that costs 18 MC or more, 
remove a counter from a 

crisis card in play.

C0
1

3838

4 corporation 
cards

Atmosphere Rupture

Lose 5 MC or 1 TR.

Play a space tag to remove a 
counter. 1

C09

TIER 1TIER 1
11  

Emergency Shelters

Draw a card. 
Decrease the temperature 1 step.

Play a building tag to remove 
a counter. 1

C08

TIER 1TIER 1
11  

Bleak Forecast

\small {Tharsis City, please respond. Initial predictions of 
the ongoing effects of an asteroid of this size are 

catastrophic. Spreading seismic events will evolve 
into destructive tsunamis that will impact the entire 

planet. With temperatures dropping, all standing water 
will begin to refreeze. Scientists are unsure how long 

we have before the onset of a veritable ice age. If 
we don’t act quickly, Mars will become nothing but a 
barren wasteland again, with all of us trapped on it.}

Discard this card.

C07

TIER 0TIER 0
allall  

Damage Report

\small {Tharsis City, we have sent a team of our remaining 
uninjured scientists to investigate the extent of 
the damages. Nearly all of our power plants are 

offline, and the falling atmosphere cannot maintain 
the temperature of the planet. It will not be long 
before the dust clouds spread and block out the 
sun. Artificial heating systems must be restored 

as soon as possible. Work quickly and be careful.}

Discard this card.

C06

TIER 0TIER 0
allall  

Emergency Shelters

Draw a card. 
Decrease the temperature 1 step.

Play a building tag to remove 
a counter. 1

C08

TIER 1TIER 1
11  

85 Crisis cards

3 double-sided 
detriment tokens

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

16 Crisis counters

1 Crisis board

1 Co-op game board
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SETUPSETUP
Follow the setup instructions in the Ares Expedition rulebook, with the following 
alterations:

1. Set the Co-op specific game board in the middle of the table. Set the Crisis board 
near this board.

2. Place the two clear cubes on the top space of the temperature track and the top 
space of the oxygen track.

3. Place the ocean tiles orange side down on the nine ocean spaces on the board.

4. Before shuffling the project card deck, go through and remove any cards with 
temperature, oxygen, or ocean requirements. Also remove the cards that reference 
Milestones if you are playing with the Awards and Milestones expansion, which 
have this icon next to the card number: . Additionally, remove the cards 
Adaptation Technology, Conserved Biome, and Special Design. (You don’t have 
to do this during setup if you want to just remove them as they are drawn during 
gameplay.)

5. Divide the Crisis cards by their player number shown on the front. Return to the 
box the Crisis cards that don’t have a player number matching your player count. 

6. Sort the cards that do have your player count by the tier number shown on the 

CONTENTSCONTENTS

9 ocean tiles
22 1VP tokens
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back of the card. Shuffle the tier 5 cards facedown 
and place them on the Crisis board. Place the tier 
4 card facedown on top of the tier 5 cards. Shuffle 
the tier 3 cards, return two of them to the box, then 
place the rest facedown on top of the tier 4 card. 
Repeat this for the tier 2 cards, returning two cards 
to the box, and tier 1 cards, returning only one card to the box, so that the Crisis 
cards are all in one pile. This is the Crisis deck.

7. Place the three detriment tokens in a supply near the game board. These are the 
yellow and red tokens that correspond to the three terraforming metrics.

8. Set the Crisis counters in a pile near the Crisis deck. Set the 1VP tokens near the 
game board.

9. Before dealing out corporation cards, remove the Inventrix corporation. Then, 
shuffle in the four corporation cards included with this expansion.

10. If you are playing 2—4 players, place the purple dummy phase cards in the center 
of the table and return the Crisis solo mode phase cards to the box. If you are 
playing 3 or 4 players, remove the Action Phase card from the purple dummy 
phase deck and return that to the box as well. If you are playing solo, place the 
Crisis solo mode phase cards in the center of the table and return the set of purple 
dummy phase cards to the box. Then, shuffle the Crisis solo mode phase cards 
and set them facedown near the game board. Rules for these sets of cards vary 
based on player count.

1
2

3

GHG Producing BacteriaGHG Producing Bacteria

31

1010

III
Requires red 

oxygen or higher.

Action: Add 1 microbe to this 
card, or remove 2 microbes 
to raise the temperature 1 

step.

GreenhousesGreenhouses

32

1111

III  Requires yellow 
temperature or warmer.

Action: Spend up to 4 heat to 
gain that amount of plants.

HerbivoresHerbivores

33

**

2525

I-III
 Requires 5 ocean 

tiles to be flipped.

*=1 VP per 2 
animals on this card.

\small{Effect: When you raise oxygen, flip an 
ocean tile, or raise the temperature, 

add 1 animal to this card.}
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Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

 or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.
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InventrixInventrix

At the start of the game, draw 3 cards. You 
start with 33 MC.

Effect: When playing a card 
with requirements, consider 

infrastructure, oxygen, or 
temperature one color higher or 
lower. This cannot be modified 

further by other effects. FS
01

33

9

10

If it is your first game or you 
want the game to be a little 
easier, shuffle the three tier 0 
cards and place them on top of 

the Crisis deck.

Note: Awards and Milestones are not used in Crisis Mode.  Additionally, you are encouraged to 
use the advanced play variant which allows you to discard and redraw project cards once during 
setup, but do not use the drafting variant introduced in the Discovery expansion.
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GAMEPLAYGAMEPLAY
Play the game as normal with the following additions:

COMMUNICATION
You are allowed to talk about anything.

ROUND STRUCTURE:
The Crisis Co-op Mode has a few additional steps in each round. The new round 
structure is:

1. CRISIS STEP (NEW)
a. Check metrics

b. Resolve persistent Crises

c. Draw a Crisis card

d. Draw a card from the dummy hand

2. PLANNING STEP
3. RESOLVE PHASES STEP
4. END STEP

a. Spend VP tokens (NEW)

CRISIS STEP
The Crisis step is a new step that happens at the beginning of every round. During this 
step, players check the terraforming metrics to see if they will play the round with any 
hindrances, resolve persistent effects of any Crisis cards that they have not completed, 
and then draw a new Crisis card.

a CHECK METRICS

• At the start of each turn, check the current state of the temperature and oxygen. 
If any of these metrics are currently in a yellow or red zone on their track, take 
the matching detriment token, flip it to the corresponding side, and set it out in 
the middle of the table.

• Effects on the temperature and oxygen detriment tokens will impact all players 
for the duration of the round.

• Use the Ocean zones chart on the main game board to determine the state 
of oceans. Place and immediately resolve the yellow or red detriment token if 
applicable.

If any of the three metrics are currently in the purple zone of their track, you 
lose the game!

Note: Use the Ocean zones chart on the main game board to 
keep track of the white/yellow/red/purple zones of oceans.



Atmosphere Rupture

Lose 5 MC or 1 TR.

Play a space tag to remove a 
counter. 1

C09

TIER 1TIER 1
11  

Atmosphere Rupture

Lose 5 MC or 1 TR.

Play a space tag to remove a 
counter. 1

C09

TIER 1TIER 1
11  

Emergency Shelters

Draw a card. 
Decrease the temperature 1 step.

Play a building tag to remove 
a counter. 1

C08

TIER 1TIER 1
11  

Disrupted Supply 
Lines

Each player draws a card and may 
give 1 card in hand to another player.

Decrease the oxygen 1 step.

Play an Earth or Jovian tag to 
remove a counter. 2

C59

TIER 2TIER 2
33  

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.
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b RESOLVE PERSISTENT CRISES 

During this part, resolve the persistent effects of all Crisis 
cards currently in play in the order they came into play. If this 
causes a metric to go into the purple zone, you will need to 
raise it before the beginning of the next round.

c DRAW A CRISIS CARD

Draw a new Crisis card from the deck and place it into play. 
There is no limit to the number of Crisis cards that can be 
in play at one time. Resolve any immediate effects in the 
Immediately box on the card. Place a number of Crisis 
counters on the card equal to the amount shown on the 
lower right-hand of the card. Do not resolve the persistent 
effect of this Crisis card this turn.

CRISIS CARDS
Crisis cards represent the aftermath of the asteroid that has knocked Mars into crisis. Players will need 
to meet the goal shown on the card a number of times equal to the number of Crisis counters that are 
placed on it in order to handle the crisis. For each round that the crisis is not dealt with, one or more of 
the terraforming metrics will decrease based on the persistent effect. Crisis cards can have up to eight 
pieces of information on them:

1. Card name.

2. Persistent Effect: An effect that occurs during the Resolve 
persistent Crises step while this Crisis is in play. In this field 
you will find the following three icons. If any of these icons 
is preceded by a number, then resolve the effect that many 
times.

a.  : Flip a faceup ocean of your choice facedown.

b.  : Decrease oxygen 1 step.

c.  : Decrease temperature 1 step.

3. Immediate Effect: When the Crisis card is drawn from the 
deck, this effect will happen immediately and then never 
be repeated. This effect can be positive or negative.

4. Goal: When a player performs the task written here, they 
remove a counter from the Crisis. When a Crisis has no 
counters on it, it is discarded.

5. Counters: How many counters to place on the Crisis card 
when it comes into play. 

6. Tier number: During setup, Crisis cards will be divided by 
tier before being shuffled so that a tier 1 Crisis will happen 
first, followed by tier 2, and so on.

7. Player count: Only use the cards that correspond to the 
player count you are playing with.

8. Card number.

1

2

3

4 5

8

6

7



Disrupted Supply 
Lines

Each player draws a card and may 
give 1 card in hand to another player.

Decrease the oxygen 1 step.

Play an Earth or Jovian tag to 
remove a counter. 2

C59

TIER 2TIER 2
33  

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.
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COMPLETING GOALS
When you play a card/take a game action that fulfills a goal, you 
remove a Crisis counter from the corresponding card. You may 
fulfill the goals of multiple cards at the same time if the card you 
played qualifies for both (ie. playing a blue card with a space tag 
would allow you to remove one counter from a goal that requires 
you to play blue cards and one counter from a goal that requires 
you to play space tags).

When you remove the last counter from a Crisis card, discard that 
card.

There are a few cards that allow you to discard cards, heat, or plants to remove 
counters. In those cases, one player must discard the required amount during the 
action phase to remove a counter. This cost cannot be split over multiple players. 
However, another player may pay the cost again to remove a second counter.

d DRAW A CARD FROM THE DUMMY HAND

During this step, draw one or two cards from the dummy hand based on your 
player count. The effect of the cards drawn varies based on player count:

• In a solo game, draw two cards from the Crisis solo mode cards. These 
cards have two phases on them. Draw both, and then choose which phase 
you want to play for each one. Rotate the card so that the chosen phase is 
at the top. You will resolve both of those phases this turn, as well as the one 
you choose from your own phase cards. You may choose to play the same 
phase from your own phase cards as the dummy hand revealed this round 
in order to gain the Bonus, but the phase will only resolve once.

• In a 2-player game, draw one card from the dummy hand. Both players will 
resolve this phase as if it had been chosen by a player. You may choose 
to play the same phase from your own phase cards as the dummy hand 
revealed this round in order to gain the Bonus, but the phase will only 
resolve once.

• In a 3- or 4-player game, draw one card from the dummy hand. Players 
cannot choose that phase this round.

Once all of the dummy player’s phase cards have been revealed, shuffle them 
facedown at the start of the next round. If you need to draw a phase card and 
there are none while playing solo, shuffle all of the phase cards from previous 
rounds together facedown.
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PLANNING STEP
There are no changes to this step.

RESOLVE PHASES STEP
There are only a few changes to this step. They are covered below.

FACEDOWN OCEANS

When you play a card or take an action that flips an ocean faceup, you can flip 
over any ocean tile that is facedown. The ocean rewards are visible on both sides 
of the tile, but they are only gained when the ocean is flipped faceup.

ACTION PHASE

You are not required to spend heat and plants to increase terraforming metrics 
during the action phase.

VP BANK

The VP Bank is a section next to the Crisis board where 1VP tokens are held to 
reward players for scoring VP during the game. These tokens can be used to 
remove Crisis counters in the End step. Whenever a player gains a forest VP, they 
place 1VP in the VP Bank instead. Whenever they play a card with VP on it or fulfill 
the condition of a card with variable VP, that player also places 1VP tokens equal 
to the amount of VP gained there. There is no limit on how many VP tokens may 
be there at one time. Players may choose to spend these tokens during the End 
step.

If a card that holds resources has variable VP scored at the end of the game, when 
the requirement to score a VP is hit, remove the corresponding resources from the 
card and place a VP token in the VP Bank. For example, if a card scores 1 VP for 
every two animals on it at the end of the game, when this card has two animals on 
it, remove them and add one VP 
token to the VP Bank.

Do not place these tokens into 
the VP Bank when gaining TR.

CARDS WITH NEGATIVE VP

There are some cards with negative VP value. In order to play those cards, you 
must spend VP tokens from the VP Bank equal to the negative value.



Greenhouse Gas 
Degradation

Each player randomly reveals a 
phase card from their hand. They 

cannot choose that phase this round.
Decrease the oxygen 1 step.

Play a blue card to remove a 
counter. 4

C60

TIER 2TIER 2
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Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.

Ocean

Decrease either the  or 
 by 2.

TemperaTure

Your cards cost 3 MC 
more to play.

Oxygen

Do not resolve the 
Development phase.

Ocean

Decrease either the  or 
 by 1.

TemperaTure

Your cards cost 1 MC 
more to play.

Oxygen
Do not trigger bonuses during 

the Development phase.
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END STEP
At the end of the End step, players may choose to spend 
VP tokens in the VP Bank to remove Crisis counters from 
a Crisis card at a ratio of two VP tokens for each Crisis 
counter removed. They may remove any number of Crisis 
counters this way. When the last counter is removed from 
a Crisis card, discard that card.

END OF THE GAMEEND OF THE GAME
The game ends when one of the following happens:

1. If the Dwindling Supplies Crisis card (which is the only card in tier 4) has come out 
of the deck and all three terraforming metrics are completed during the End step, 
the players win!

2. If the oceans, the oxygen, or the temperature is in the purple zone during the 
Check metrics step at the beginning of the round, the players lose.

3. If you are forced to decrease temperature or oxygen and the cube is on the last 
purple space, the players lose. The same is true if you have to flip an ocean 
facedown and all of them are already facedown.

4. If you would draw a Crisis card but the deck is empty and the terraforming metrics 
are not completed, the players lose.  

ADDED DIFFICULTIESADDED DIFFICULTIES
The rules provided in this rulebook are for the normal difficulty of Crisis Mode. There are 
three additional difficulties: beginner, expert, and nightmare.

BEGINNER DIFFICULTY - For your first few games, you should add the three tier 0 
Crisis cards to the top of the deck once it has been formed. Once you have won a few 
times, try to win without them. Additionally, as you try the harder difficulties, if you find 
them too hard, you can add some or all of the tier 0 cards back in.

EXPERT DIFFICULTY - In expert difficulty, each Crisis card that comes into play with 
Crisis counters comes into play with an additional counter.

NIGHTMARE DIFFICULTY - Nightmare difficulty is the same as expert, except during 
setup you decrease the oxygen and temperature 2 steps and flip two oceans facedown.
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