
N
ight S

ky is a roll and w
rite gam

e w
here players attem

ptto m
ap

constellations by drafting dice in order to fill in
their S

tar C
hart,

w
hile com

pleting objectives in order to score the
m

ost points.
C

om
ponents:

40 S
tar C

harts (4x10 different constellations)
5 eight sided dice
13 O

bjective C
ards

4 w
riting utensils

1 rules sheet
Set up:

To set up the gam
e, give each player an identicalS

tar C
hart. This

can be chosen by the players or can be determ
ined

random
ly by

shuffling one set and dealing a single S
tar C

hartcard to determ
ine

the constellation that is to be m
apped.

There are tw
o sizes of S

tar C
hart; 8X

8 and 10X
10.G

am
e play is

identical betw
een the tw

o sizes.
In addition, give each player a m

arker and a playeraid card.
N

ext, shuffle the O
bjective C

ards and deal 4 to the
centre of the

play area.

The starting player is the player w
ho m

ost recently saw
 a shooting

star. You m
ay also random

ly determ
ine w

hich player has the
P

layer A
id card w

ith the shooting star sym
bol on it.

In a 4 player gam
e, use all 5 dice. In a 3 playergam

e, 4 dice are
used. For a tw

o player gam
e, read the rest of the

rules and then
utilize the tw

o-player variant rules at the end ofthis rule book.
G

am
e play:

The gam
e is played in a series of rounds w

here one
player,

starting w
ith the first player and proceeding clockw

ise,rolls the 5
dice. S

tarting w
ith the player w

ho rolled the dice
and proceeding

clockw
ise, each player chooses one die and draw

s thatm
any

m
arks in any spaces on their sheet in a straight line.They m

ust
draw

 the exact num
ber of m

arks indicated on the die
that they

choose in a straight and contiguous line.
E

ach square on the grid can only be m
arked one tim

e.
If ever a player is unable to draw

 the exact num
berof m

arks
indicated on an available die, their turn is skipped

w
ithout them

drafting a die. Instead, they w
ill place a zero in

one of their
available objectives boxes. If they have no available

objective
boxes, they w

ill place a zero in their “Filled S
heet”box and trigger

the end of the gam
e.

A
fter a player has chosen a die and draw

n the indicated
num

ber of
m

arks, the next player in clockw
ise order chooses

from
 the left

over dice in the sam
e m

anner as the player before
them

. O
nce

each player has chosen a die and draw
n the indicated

num
ber of

m
arks, the round is com

plete. The next player in clockw
ise

order
rolls the dice and is first to select from

 the new
rolls.

O
ngoing O

bjectives:
Throughout the gam

e, at the end of a round, if a playerhas m
et

the criteria of an objective, they m
ay score it. They

m
ust announce

their achievem
ent and w

ill w
rite dow

n the points gained
in the

objective boxes on their S
tar C

hart. A
fter being com

pleted
for the

first tim
e, an objective is reduced in value and m

ay
only be scored

for the low
er am

ount on the card.
O

nce an objective has been com
pleted for a second

tim
e, it is no

longer available to be com
pleted and is rem

oved from
play.



M
ultiple players m

ay achieve an objective in the sam
e round and

all receive the highest available point value.
G

am
e end:

The gam
e ends after the round w

here, at least, one
player fills in

their Filled S
heet box w

ith a num
ber. This happens

in one of tw
o

w
ays.

First, if a player com
pletely fills in their S

tarC
hart grid, they w

ill
place a “5” in their “Filled S

heet” box.
S

econdly, if a player cannot place a die on theirsheet and they
have no em

pty objective boxes to place a zero they,instead, place
a zero in the Filled S

heet box.
P

layers finish the round as norm
al and end gam

e scoring
begins.

Scoring:
A

t the end of the gam
e, players w

ho com
pletely filled

their S
tar

C
hart recieve a 5 point bonus. P

layers also receive
3 points for

any unused special abilities that they have gained.
The player w

ith the m
ost points at the end of the

scoring phase is
the w

inner. In the case of a tie, the tied playerw
ho has the m

ost
unused special abilities is the w

inner. If there is
still a tie, the

victory is shared.
Special A

bilities:
P

layers gain special abilities by com
pleting row

s
and colum

ns that
contain constellation stars.
A

fter com
pleting a row

 or colum
n that contains a constellation

star,
a player circles any available ability that they w

ish
to gain. E

ach
star can only be used once to gain an ability, so

players m
ust

circle the star on the star chart in order to indicate
that it has been

utilized in this m
anner.

W
hen the player chooses to use the ability, they puta slash

through it to indicate that it has been used and m
ay

not be used
again.
A

bilities m
ay be used im

m
ediately, if appropriate.

M
ultiple abilities m

ay be used in the sam
e turn. Forexam

ple, tw
o

abilities m
ay be used on a 5 to create tw

o 1's and
one 3 or an

and a
m

ay be used to turn an 8 into a 10 and then
it

into tw
o 5's.

A
bilities:

P
lace a single X

 anyw
here on your sheet

Increase/decrease a die by 1-2 before you draft it.

S
plit your die into tw

o num
bers before placing

D
raft a die as norm

al but, instead of using it, reuse
any

player's already drafted die.
Flip a die to its opposite side

R
eroll all the dice. This m

ay only be used w
hen itis your

turn to draft, at w
hich point you w

ould only rerollavailable
dice, not those w

hich have already been drafted.
O

bstacles:
S

om
e star charts contain obstacles spaces and create

a m
ore

challenging gam
e.

A
steroids increase the cost of filling their space.In order to

m
ark an A

steroid space, a player m
ust use 2 values

from
the sam

e die. For exam
ple, w

hen using a 3 to place
over an

A
steroid space, a player w

ould use tw
o of the three

available m
arks in order to fill the A

steroid space
and then

m
ake one additional m

ark in an adjacent space follow
ing

the
norm

al rules.
C

om
ets are special spaces that can only be filled

w
hen

placing m
arks in the corresponding orientation. This

m
eans

that if a com
et is facing sidew

ays, it can only be
covered

over w
hile placing m

arks in a row
. W

hereas, w
hen a

com
et

is facing vertically, it can only be covered overw
hile placing

m
arks in a colum

n.



G
am

eplay Variants:
Tw

o-Player Variant:
For a tw

o player gam
e, set up everything as norm

al.You w
ill still

roll the 5 dice but the drafting order is changed.The player w
ho

rolls chooses first, then the other player w
ill drafttw

ice,
im

m
ediately draw

ing after taking each die. Then, the
first player

w
ill choose from

 the rem
aining tw

o dice.
Solo Variant:

C
ooperative:

For a solo gam
e, set up the gam

e for tw
o-players.The objective of

the solo variant is to com
plete both constellations

in the sam
e

round w
ith as sim

ilar a score as possible. P
layers

m
ay use gained

abilities on either of their S
tar C

harts. P
layers

m
ay draft the dice

for either S
tar C

hart in any order they w
ish.

S
cores for the solo variant are only valid if both

S
tar C

harts are
com

pleted in the sam
e round. Your score w

ill be the
highest score

of the tw
o com

pleted S
tar C

harts and the difference
betw

een the
tw

o. For exam
ple, if you score a 17 on one S

tar C
hartand a 15 on

the other, your score is 17:2.
Vs. A

.I.:
For a solo gam

e against the A
.I., set up the gam

e
for tw

o players.
The objective is to score as m

any points as possible
before the

end of the gam
e. The gam

e ends in 1 of 2 w
ays. First,a player

can trigger the end gam
e in the sam

e m
anner as a norm

algam
e.

S
econdly, the gam

e can end w
hen the A

.I. fills up
their S

tar C
hart.

The solo player w
ill alw

ays roll and draft first,then the A
.I. w

ill take
the highest available die and m

ark that num
ber ofspaces on their

sheet, from
 left-to-right, starting in the top row

and proceeding
dow

n. Then the solo player w
ill choose again. Finally,the A

.I. w
ill

choose the highest available die from
 the rem

aining
tw

o.
The A

.I. skips over stars and ignores special spaces.W
henever

the A
.I. com

pletes a row
 that has a star, they place

one additional
m

ark.
S

coring for the V
s. A

.I. is the sam
e as the norm

algam
e except

that objectives that are not com
pleted count as negative

scores for

the solo player. C
om

pare your score to the chart below
 to

determ
ine your skill level!

V
s. A

.I. scoring chart:
0-5: You should try again

6-10: N
ot bad

11-15: G
ood!

16-20: G
reat!

20+: Fantastic!
Extended G

am
e Variant:

For a longer gam
e, you m

ay choose to com
plete three

individual
gam

es and determ
ine the w

inner by their cum
ulative

score over
the three gam

es. In case of a tie, the player w
ho

w
on the m

ost
individual gam

es is the w
inner. If there is stilla tie, the player w

ith
the greatest m

argin of victory in a w
on gam

e is the
overall w

inner.



P
rint-and-play Instructions: P

rint one copy of page 1, four copies of pages 2 and 3, and one copy of the O
bjectives S

heet.
C

ut each of the objective cards out to be shuffled. The S
tar C

harts M
AY be cut out, or you can give each player a full sheet of constellations, w

ithout cutting them
. Just ensure that 

every player is w
orking on the sam

e S
tar C

hart.
In addition to the printed com

ponents, you w
ill also need five 8-sided dice and enough pencils or pens for each player. 

The rules sheet m
entions additional special spaces: Planets and Shooting Stars. H

ow
ever, these have not yet been im

plem
ented in this set of constellations.

P
age 1

A
bilities:

A
bilities:

P
lace a single X

 anyw
here on your sheet

P
lace a single X

 anyw
here on your sheet

Increase/decrease a die by 1-2 before you draft it.
Increase/decrease a die by 1-2 before you draft it.

S
plit your die into tw

o num
bers before placing

S
plit your die into tw

o num
bers before placing

D
raft a die as norm

al but, instead of using it, reuse another player's drafted die.
D

raft a die as norm
al but, instead of using it, reuse another player's drafted die.

Flip a die to its opposite side
Flip a die to its opposite side

R
eroll all the dice

R
eroll all the dice

A
bilities:

A
bilities:

P
lace a single X

 anyw
here on your sheet

P
lace a single X

 anyw
here on your sheet

Increase/decrease a die by 1-2 before you draft it.
Increase/decrease a die by 1-2 before you draft it.

S
plit your die into tw

o num
bers before placing

S
plit your die into tw

o num
bers before placing

D
raft a die as norm

al but, instead of using it, reuse another player's drafted die.
D

raft a die as norm
al but, instead of using it, reuse another player's drafted die.

Flip a die to its opposite side
Flip a die to its opposite side

R
eroll all the dice

R
eroll all the dice



P
age 2

Lyra
C

ancer
Serpens

Available A
bilities:

Available A
bilities:

Available A
bilities:

O
bjectives:

O
bjectives:

O
bjectives:

U
rsa M

inor
Vulpeca

Libra
Available A

bilities:
Available A

bilities:
Available A

bilities:

O
bjectives:

O
bjectives:

O
bjectives:



P
age 3

LU
P

U
S

LE
O

Available A
bilities:

Available A
bilities:

O
bjectives:

O
bjectives:

C
ygnus

B
ootes

Available A
bilities:

Available A
bilities:

O
bjectives:

O
bjectives:










