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ARES EXPEDITION: ARES EXPEDITION: 
DISCOVERYDISCOVERY

OVERVIEWOVERVIEW

Ares Expedition: Discovery adds four new mechanics to base Ares Expedition: 
Awards, Milestones, upgraded phase cards, and wild tags. Awards and Milestones 
work very similarly to how they function in Terraforming Mars. Wild tags give players 
flexibility as to what tag the card has when it is played, and upgraded phase cards give 
players an even bigger bonus when they play the corresponding phase.

We here at Nebu Labs know you have a choice when it comes to terraforming 
corporations. That’s why we never stop innovating, never stop pushing for the 
next milestone. Our scientists are working around the clock to create cutting-
edge construction equipment, develop new research technology, and increase 
our production efficiency. When you choose Nebu Labs, you choose award-
winning crop generation, groundbreaking scientific advancement, and record-
setting economic growth. 

You deserve a new home built by a corporation that never settles for good 
enough. We at Nebu Labs have never been satisfied with doing things the old 
way. Mars is our future. Build it with the future of terraforming.

Patricia Freeman, CEO of Nebu Labs.
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PLAN I Upgrade your 
phase III card.

Effect: When you reveal an 
upgraded phase card, gain 

1 MC.
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Action: Gain 2 MC. If you 
played an upgraded phase 
card this turn, gain 2 MC 

more.
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Action: Spend 1 TR to 
upgrade a phase card.

38 project cards
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Each player may play 1 green 
project card.

Reduce the cost of the card you 
play this phase by 6MC.
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ED II CONSTRUCTIONCONSTRUCTION

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

Draw a card. You may play a second 
blue or red card this phase.
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ED III ACTIONACTION

Each player activates any 
“Action:” effects and standard 

actions.

You may repeat two of your 
“:Action” effects once. 
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ED IV PRODUCTIONPRODUCTION

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

Gain 7 MC.
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ED V RESEARCHRESEARCH

All players draw 2 cards and 
keep 1.

Draw an additional 2 cards and 
keep an additional 2.
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40 upgraded 
phase cards

Apollo Apollo 
IndustriesIndustries

EXPANSION

You start with 33 MC.
Upgrade your phase II card.

Effect: When you play a C 
tag, draw a card.
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ExocorpExocorp

EXPANSION

You start with 26 MC.
Upgrade your phase V card.

Effect: Cards you discard for 
MC are worth an additional 

1 MC.
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Hyperion Hyperion 
SystemsSystems

EXPANSION

You start with 30 MC.
Upgrade your phase III card.

Action: Gain 1 MC. If you 
chose the action phase this 

turn, gain an additional 1 MC.
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SultiraSultira

EXPANSION

You start with 38 MC.
Upgrade your phase I card.

Effect: Every time you play 
a Power tag (including this), 

gain 2 heat.
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4 corporation 
cards

7 Award tiles 11 Milestone tiles
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16 3VP tokens
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SETUPSETUP
Before dealing the corporations and project cards, do the following: 

1.	 Shuffle the Award tiles facedown. Reveal three of them and set them next to 
the main game board. Repeat this process with the Milestone tiles. Return the 
unused Awards and Milestones to the box.

2.	 Each player takes a set of ten upgraded phase cards with card backs matching 
their player color and sets them near their play area. You will not use these at the 
start of the game.

3.	 Set the tag tokens in a pile to the side of the play area.

4.	 Shuffle all of the new project cards into the project deck.

CONTENTSCONTENTS

You can customize your play experience to only have certain expansion content. If you 
want to play a game without Awards and Milestones, simply remove all the project 
cards with  next to their card number. If you’d like to play a game without upgraded 
phase cards, remove all the project cards and corporations with  next to their card 
number.
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UPGRADED PHASE CARDUPGRADED PHASE CARD
Upgraded phase cards function the same as normal phase cards 
except they have better bonuses. Each phase has two different 
upgrade options. There are project card and corporation card effects 
that allow you to upgrade a phase card. To upgrade a phase card, 
choose one of the upgraded phase cards that were set aside at 
the beginning of the game. Replace the corresponding phase card 
from your hand. If you chose that phase this round, place it faceup 
replacing the phase card you chose this round. If that phase hasn’t 
resolved yet, you will receive the bonus from the upgraded phase 
card instead of the normal one.

When resolving an “upgrade a phase card” effect, you may choose 
to upgrade a phase card you have already upgraded into a different upgraded version.

MILESTONESMILESTONES
Each Milestone tile shows a goal. The first player to achieve that 
goal takes the corresponding Milestone tile. If multiple players 
achieve the Milestone in the same phase, one player takes the 
Milestone tile, and each other player takes a 3VP token. At the 
end of the game, each player will score 3VP for each Milestone 
they have achieved.

3VP tokens count as Milestones for the cards that mention 
Milestones.

AWARDSAWARDS
Awards reward players with VP for having the most or second most of something at the 
end of the game. The Award tile shows what tag, production, etc. is required to earn that 
Award. The player who has the most of the shown item at the end of the game receives 
5VP. The player with the second most receives 2VP. If there is a tie for first, all tied 
players receive 4VP and there is no reward for second. If there is a tie for second, all tied 
players receive 1VP.
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WILD TAGWILD TAG
Whenever a card with a wild tag is revealed, the player who revealed it 
chooses what tag it counts as. When you play a card with this tag, you 
will be instructed to take a tag token matching the tag you chose and 
place it over the wild tag. You choose the tag when you play the card. 
Therefore, it will trigger effects that affect that tag. For example, if you 
choose the space tag, titanium capabilities will reduce the MC it costs to 
play the card.

If you use an effect that reveals cards from the deck, you choose what tag this counts 
as. If you play (or discard) the card later, you are allowed to choose a different tag.

VARIANTSVARIANTS
DRAFTING

During setup, after project cards and corporation cards are dealt, players draft their 
starting projects. Each player chooses one of their eight project cards to keep and 
passes the remaining cards to the left. This continues until all players have drafted eight 
project cards. Then players choose which corporation they want to play as.

You can also use the advanced play variant in the original rules that allows you to 
discard unwanted project cards and redraw a card for each you discarded. This would 
happen after you draft and before you choose your corporation.

2-PLAYER DUMMY HAND

If you’d like an even faster game, you can use a dummy hand. At the end of setup, 
shuffle an unused set of phase cards and set them facedown near the game board.

At the start of the planning phase, reveal a random phase card from the dummy player. 
That phase is also resolved this round. Once all of the dummy player’s phase cards have 
been revealed, shuffle them facedown at the start of the next round.

There are no other changes to the planning step.
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