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ARES EXPEDITION: ARES EXPEDITION: 
FOUNDATIONSFOUNDATIONS

OVERVIEWOVERVIEW

Foundations contains additional player boards, cubes, and phase cards so that Ares 
Expedition can be played with up to six players. This expansion also includes two 
additional game boards. One is a larger score track. The other adds a fourth terraforming 
metric: infrastructure.

Additionally, there are new project cards that involve infrastructure.

What makes a planet livable? The air we breathe? The crops we grow? These 
things may be important, but they alone aren’t enough to make a planet 
home. And that is what we all truly want. Not just a new planet, but a new 
home amongst the stars. Building a home starts with the people who will live 
there. The houses we sleep in, the highways that connect us, the hospitals that 
care for us. These aren’t luxuries, these are necessities. Try living a few years 
in a city without subways and sewage lines and you’ll see just how necessary 
infrastructure is.

You ask, how will we build these things? How can we hope to add even more 
work to the already towering burden of terraforming a brand new planet? Well, 
as my grandfather and my father before me always said, more hands make less 
work.
Teri Ngo, Astro Liaison for the United Nations, January 10th, 2315 AD.
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I Raise infrastructure 1 step.

During the production phase, 
this produces 2 MC.

22 project cards

2 dual-layer player 
boards

I DEVELOPMENTDEVELOPMENT

Each player may play 1 green 
project card.

Pay 3 MC less for the card you play 
this phase.

II CONSTRUCTIONCONSTRUCTION

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

Draw a card
OR

Play an additional blue card OR red 
card this phase.

III ACTIONACTION

Each player activates any 
“Action:” effects and standard 

actions.

You may activate one “Action:” an 
additional time.

IV PRODUCTIONPRODUCTION

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

Gain 4 MC.

V RESEARCHRESEARCH

All players draw 2 cards and 
keep 1.

Draw an additional 3 cards and 
keep 1 additional card.

10 phase cards

I DEVELOPMENTDEVELOPMENT

Each player may play 1 green 
project card.

Reduce the cost of the card you 
play this phase by 6MC.
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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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Each player activates any 
“Action:” effects and standard 

actions.

You may repeat two of your 
“:Action” effects once. 
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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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All players draw 2 cards and 
keep 1.

Draw an additional 2 cards and 
keep an additional 2.

U
PG

R
AD

ED

20 upgraded 
phase cards

1 infrastructure track1 supplemental 
score board

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. F0
1
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1 corporation card

PLAYER AID
The game is played over the course of several rounds. 
Each round is divided into three steps: Planning, Resolve 
Phases, and End.

A. PLANNING STEP - Choose what happens this round!

Each player simultaneously reveals a phase card 
from their hand. Flip the phase tokens for the 
chosen phases.
A player is not allowed to pick the same phase 
two rounds in a row.

B. RESOLVE PHASES STEP - Execute your plan! 

Players resolve the chosen phases (and only the 
chosen phases) in order. There are no turns, so 
each player plays the phase at the same time. 
You will receive a bonus during the phase you 
selected.
A description of the phases are on the back of 
this card.

C. END STEP - A small bit of clean up.

Each player discards down to ten cards in hand, 
taking 3 MC for each card discarded. 
Flip all of the phase tracker tokens to the closed 
door side, and start the next round.

GAME END
The game ends when all of the global parameters have 
been completed - oxygen is 14%, temperature is +8°C, 
and 9 oceans tiles have been flipped. 
Victory Points (VP) are awarded for Terraforming Rating 
(TR), forest tiles, and points on cards.
The player with the most VP wins!

2 player aids
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oxygen, or temperature one 
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other effects.
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I@ Raise infrastructure 2 steps.
I@ Gain 4 plants.
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I Raise infrastructure 1 step.During the production phase, this produces 2 MC.
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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
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Effect: When playing a card 
with requirements, you may 
consider the infrastructure, 
oxygen, or temperature one 
color higher or lower. This 

cannot be modified further by 
other effects.

Special DesignSpecial Design
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I@ You may play an additional 
blue or red card this phase.

I@ For the next card you play this phase, you 
may consider the infrasturcture, oxygen, or 

temperature one color higher or lower.
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SETUPSETUP
Player setup is exactly the same as with the base game, using the black and white cubes 
and phase cards for the additional players. 

1. Set the supplemental score board to the left side of the board. Players can use 
this board to have additional space when multiple score cubes are on the same 
number. When going below 5 or above 25, players should move their cube to 
the score track on the main board and continue on there.

2. Set the infrastructure track along the top side of the board and place a clear 
cube on the 0% space on that track. It is recommended to only use this track for 
games with 5 or more players. You can use it in lower player count games, and it 
will make the game last longer.

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

4. If this is your first time playing with this expansion, replace the corporation card 
Inventrix and the project cards Adaptation Technology and Special Design from 
the base game with the ones provided with this game.

When you are playing without the infrastructure track, remove all 
of the project cards with this icon next to the card number:  
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Imported and distributed in the 
UK by:

Esdevium Games Ltd
trading as Asmodee UK
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Authorised Représentative: 
Asmodee Group

18 rue Jacqueline Auriol
Quartier Villaroy
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Included Inside: 36 project cards, 40 upgraded phase cards, 
4 corporation cards, 3 victory point tokens, wild tokens, 
milestone and award tokens, 1 card divider.
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GAMEPLAYGAMEPLAY
Gameplay for five and six players works the same with the following exception:

INFRASTRUCTURE
There is a fourth terraforming metric that must be completed before the game ends: 
Infrastructure. There are new project cards that increase infrastructure. 
Additionally, there are two new standard actions that increase infrastructure:

Spend 15 MC to increase infrastructure 1 step.

Spend 5 heat and 3 plants to increase infrastructure 1 step.

Whenever you increase infrastructure, you gain 1 TR and draw a card.

END GAMEEND GAME
The game ends in the phase in which all four terraforming metrics are completed:

1. All the oceans are faceup.

2. The oxygen is maxed out.

3. The temperature is maxed out.

4. The infrastructure is maxed out.

DISCOVERYDISCOVERY
Is this the first time you’ve seen upgraded phase cards? 
They were first included in the Discovery expansion 
alongside the Award and Milestone tiles. In order to use 
upgraded phase cards in your game, you will need to own 
Discovery.
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