Gravity Delta



Introduction/Overview:

Players race to be the first species to reach the Home Ship. Using the mass of other players, players work with gravity to propel themselves to victory! 


Components List:

Game Board
Four (4) Species Markers
Yellow dice of values d4, d6, d8, and d10
Green dice of values d6 d8, d10, and d12
Starting Player Marker


Setup Instructions:

Each player chooses a species and places its marker on the Starting Black Hole.
The player geographically closest to their home takes the starting player marker. Place dice near the board in a spot easily accessible to all players. For three player game setup, keep the green d12 and the yellow d10 in the box.


Gameplay:

Space Delta takes place over the course of several rounds. At the beginning of a round, the Starting Player rolls all the dice and chooses one green and one yellow die to influence movement. In clockwise order from the starting player, the other players continue to select dice in the same manner and move accordingly until all players have moved and all dice have been used from the first player’s roll. Each die can only be used once per round - players may not select a die that has been already been used by another player. Then the Starting Player Marker passes to the left, the dice are collected, and a new round begins.

Movement Value
Subtract the yellow die value from the green die value to determine Movement Value: the number of spaces a player will move.
Movement Direction
Positive Movement Values move players toward the direction of Gravitational Pull and negative Movement Values move players against Gravitational Pull. Gravity pulls toward the mass of other players or the Home Ship - whichever is nearest. Players at the location of the Starting Black Hole have no mass and do not influence Gravitational Pull.
When the nearest masses are equidistant, the player counts the number of masses (other players + the Home Ship) in each direction and moves in the direction with more mass. If both directions at that point have the same mass, movement is cancelled.
Piggybacking
If a player ends its movement on the same space as another player, it rests its piece on top and is carried Piggyback on that player’s next move.
Same-Value Dice (Doubles)
	Same-value dice(Doubles) are resolved differently: the active player moves any other player’s marker (not their own) the number of spaces present on either die (not added together). This movement can be in either direction.
	If doubles are being resolved by a player carrying other player(s) Piggyback, that player can “push” those player(s) in one direction, simultaneously moving their own marker the same number of spaces in the opposite direction.

End Game Rules:
The game ends the moment one player reaches the home ship to win! The final movement to the home ship does not have to be exact and can be overshot.
