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Belt Miner is a competitive/cooperative resource management game for 2 to 6 players that involves exploring and mining an asteroid belt for valuable ores and minerals, while keeping the competition at bay! 

· Number of Players: 2-6, teams of 1-3

· Playtime: 45 minutes

· Goals: Drill asteroids to find Ore, collect Ore to spend on more ships or to achieve a score goal, prevent your opponents from collecting Ore.

· Win Condition: Achieve the game’s determined High Score, destroy the competition, or have the most Ore when the last piece has been collected.

· Lose Condition: If a player loses all ships and refineries, they have lost the game.

Includes:

1. Hexagonal Board (1)
2. Player pieces (6 Different colors)

a. Refineries (x12)

i. Life Tokens (x36)

b. Scouts (x60)

c. Drillers (x60)

d. Haulers (x60)

3. Quadrants on board (x6)

4. Space Tokens (x32)

a. Big Asteroids (x4)

b. Medium Asteroids (x5)

c. Small Asteroids (x5)

d. Debris Fields (x12)

e. Black Holes (x1)

f. White Dwarfs (x1)

g. Planets (x4)

5. 6 sided dice (x3)

a. Normal 6 sided dice (x2)

b. Tri colored 6 sided dice (x1) 

6. Ore Cards (x14)

a. Brown (x6)

b. Yellow (x4)

c. Red (x3)

d. Blue (x1)

e. Total Ore on map (27)

TERMS

· Game Grid/Board: The piece of cardboard that play takes place on

· Hexes: Individual hexagons on the Game Board

· Space Cadet: The player in charge of moving asteroids

· Space Tokens: Hexagonal pieces used to represent Asteroids, Debris Fields, Black Holes, or White Dwarfs

· Moving: Taking a Player token and moving it to a connected hex, as many times as allowed by that type of ship

· Player Token: A miniature used to represent a item under a player’s control, such as ships or refineries

· Asteroid Die: a tri-coloured die with red, green, and blue sides.

· Combat Die: an ordinary six sided die.

· Ships: The scout, hauler, and driller units

· Ore: The valuable metals mined out of asteroids. Used to build ships and to win the game

· Resources: The total amount of ore the player has stored at his refinery

· Asteroids: Space Tokens that contain ore and move about the board

· Turn: The entirety of a player’s actions in a round, after which the player clockwise has their turn, and so on

· Round: one round is after every player has taken one turn

· Space Cadet Phase: The actions the space cadet takes before his turn, such as moving the Asteroids

· Anchor points: Markers on the board where space tokens are placed at the beginning of the game.

· Quadrant: Sectioned off portions of the game map that a player “controls”, and is able to place their starting refinery and player tokens in.

· Life Tokens: Pieces of the refinery that represent the structure’s health, that are removed as it is damaged.

· Ore Cards: Stack of cards that contain the Ore. 

· Facing : The central direction of an asteroid or debris field.

· Docking: When a ship is in a hex adjacent to the refinery it is “docked”. Ships are built docked to a refinery, and haulers must dock to deposit ore.

SET UP

1. Unfold the game board onto a table, giving each player enough space to hold onto their miniatures and tokens.

2. One player is designated “Space Cadet”, who will handle transactions of Ore, and move the asteroids.

3. The Space Cadet shuffles the Space Tokens places them face down on the Anchor Points marked on the board.

4. Each player selects a set of colored pieces, and a quadrant on the board.

5. Each player places a refinery anywhere within their coloured quadrant.
6. Each player begins with 2 Ore in their Resource Pile, 1 Scout, 1 Driller, and 1 Hauler of their chosen color. Players place the three ships “docked” to the Refinery (in any of the adjacent hexes).
7. Once all players have placed their refineries and ships, the Space Cadet flips over the Space Tokens, with the red side staying on the board. 
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8. Play now begins, starting with the Space Cadet and continuing clockwise.

TURN PROCESS

1. If the player is the Space Cadet, they must complete the Space Cadet phase before beginning their turn (see Space Cadet).

2. The player can move up to three different ships they control. All ship abilities are resolved as soon as they finish moving (See Ships).

3. After the player resolves movement and ship actions, they may build new ships by spending Ore from their Resource Pile. Built ships are “docked” to the Refinery (in any of the adjacent hexes). Note that these ships cannot move this turn.

4. After building any ships, the player can spend one Ore from the Resource Pile to repair a ship or refinery (see Repairs). Note that these ships cannot move this turn.

SPACE CADET

The Space Cadet is in charge of:

· Giving out ships in exchange for player Ore.

· Setting up New Games.

· Moving Asteroids and Debris Fields. (See Space Cadet Phase)

1. The Space Cadet rolls the Asteroid Die.

2. Each asteroid and Debris Field is marked with three coloured arrows. Starting from the first quadrant, the player moves each asteroid and Debris Field one hex in the direction indicated by the colour rolled. The player then rotates the asteroid, adjusting its facing in the direction of movement. This continues through the quadrants until all asteroids are moved.
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The edges of the map

When an asteroid would move off the map, the Space Cadet reverses the facing of the asteroid, moving them in the opposite direction.

Asteroid and Space Dust Collisions

· If two asteroids land in the same space, they collide.

· If the asteroids are different sizes, they both land in the hex, and the smaller one is flipped over, revealing a debris field. A piece of Ore is placed in that hex as if it had been mined, or the scanned ore is placed if the destroyed asteroid had been scanned.
· If the asteroids are the same size, they stay in their original hexes, and their “facing” is flipped, so the center arrow is pointing in the opposite direction.

· If an Asteroid lands on a ship, that ship is destroyed.

· If an asteroid lands on a Refinery, that asteroid is destroyed, and the Refinery loses three Refinery Health. If the refinery has no more sections it is destroyed.

· If Space Debris lands on a Scout, the scout is destroyed. Other ships are unaffected.

· If Space Debris lands on a Refinery, the Refinery loses one Refinery Health.

SHIPS and SHIP ABILITIES

	Player Pieces
	Ore Cost
	Move
	Ore Ability
	Other Ability

	Scout
	2
	4 hexes
	Scan Asteroids
	Can Attack

	Driller
	3
	3  hexes
	Excavate Ore
	

	Hauler
	1
	2  hexes
	Carry Ore
	

	Refinery 
	6
	N/A
	Store Ore
	Build Ships



Scouts

· Move: 4

· Ore Cost: 2

· Can Scan Asteroids

· Can attack other ships

Scanning

When Scouts move adjacent to asteroids, that scout can scan for ore.

The Player draws Ore from Ore Cards. The player looks at the Ore card, then places it under the asteroid, face down. This card travels with the asteroid until revealed during mining. If the asteroid has already been scouted, you can look at the Ore Card under it, but do not draw a new Ore Card.

Combat

When a scout attempts to move into a square with the Competition’s ship, it must first attack and disable the ship. If the attack fails, the Scout stops before entering the square. If multiple units are in a stack, the defender chooses which ship receives the attack. Scouts can only attack once per turn.

To attack, both players roll a six-sided die.

· If the Scout is attacking a Hauler or another Scout, the attacker gets +2 to its roll.

· If the Scout is attacking a Driller or a Refinery, the Defender gets +2 to its roll.

The results of a successful attack vary depending on the ship attacked.

· Scouts are destroyed: remove them from the board and place them back into the player’s miniature pile.

· Haulers are disabled: Flip over the miniature. This ship can no longer move.

· Drillers are disabled: Flip over the miniature. This ship can no longer move.

· Refineries are damaged: remove one of the 6 Refinery pieces. If the last piece is removed, the refinery is destroyed and the player has lost.

· Drillers

· Move: 3

· Ore Cost: 3

· Can Excavate Ore

Drilling

When a driller lands on an asteroid, the player then removes the asteroid and replaces it with a Debris Field with the same facing as the original asteroid.

If the asteroid already had a Ore Card underneath it, this card is revealed to all players and left in the hex. If there is no Ore Card, the player draws one and places it in the hex.

· Haulers

· Move: 2

· Ore Cost: 2

· Transports Ore from Space to the Refinery

Hauling

When a Hauler ends its move on a piece of Ore, the Ore is transferred to the hauler’s hold and can be carried with the Hauler. When the Hauler docks with the Refinery (ends its turn in an adjacent tile), the Ore is transferred to the player’s Resource Pile.

If a Hauler is disabled, any ore carried is dropped in that hex, and can be picked up by any player’s hauler.

Haulers can only carry one piece at a time.

· Refinery

· Move: 0

· Ore Cost: 6

· Collect Ore from haulers in the player’s Resources pile

· Can purchase new Units with Ore at Refinery

· Cannot Attack

· If Refinery loses combat, A section of the Refinery is destroyed

· If all four sections are destroyed, the Refinery is no longer in the game

· The Refinery’s owner can spend 1 Ore during the Build Ships phase to repair one section the Refinery at a time

· Vulnerable to Scout attacks and Asteroids

Building

During the building phase of a player’s turn, they may spend Ore to build Ships, which are placed adjacent to the Refinery. Without a refinery the player cannot build ships.

Refinery Damage

When a Refinery loses a fight, a piece of the Refinery is removed indicating damage. These can be repaired (see Repairs).

Emergency Ore

If a player has no Ore in his Resource Pile, they can sacrifice Refinery Health in a 1:1 ratio for Ore to build ships. For example, a player can remove 2 Refinery Health to build a Scout during the build phase. This can only be used to build ships or to repair, not to add to a player’s Resource Pile.

Secondary Refinery

During their build phase, a player can spend 6 ore to build another refinery. This can be place in any unoccupied tile within that player’s quadrant, as long as it isn’t adjacent to any Space Token.

REPAIRS

If a player has disabled ships or a damaged refinery, they may repair them. 

A player may spend 1 Ore to repair any disabled ship, or to replace one piece of Refinery Health. Only one Ore may be spent in this fashion per turn, and ships repaired cannot move this turn.

SPACE TOKENS

Aside from Asteroids and Debris Fields (explained in the Space Cadet Section), there are some special tokens in play.

· Planets

· Planets are non moveable spaces.

· They do not move.

· They cannot be landed on.

· Black Holes 

· If enter one then the piece is destroyed.

· If in one hex of a black hole then player rolls a d6 for every turn within that space. If player rolls above a 4 then the player piece is destroyed.

· White Dwarfs

· Cannot be landed on.

· Non moveable space.

· If within a 1 block radius of the white dwarf the player rolls a d6.

· If rolled a 6 then White Dwarf explodes and destroys everything within that 1 block radius.

WIN/LOSE CONDITIONS

Two Players (1v1)

· Win Conditions:

· Collect 12 Ore, or…

· Have the most ore when the final piece is collected, or…

· Destroy the competitor’s Refinery

· Lose Conditions:

· Lose your refinery and have no working ships remaining

Three Players (1v1v1)

· Win Conditions:

· Collect 11 Ore, or…

· Have the most ore when the final piece is collected, or…

· Destroy the All the competitors’ Refineries 

· Lose Conditions:

· Lose your refinery and have no working ships remaining

Four Players (1v1v1v1 or 2v2)

· Win Conditions:

· Collect 10 Ore (8 each if on teams), or…

· Have the most ore when the final piece is collected, or…

· Destroy the All the competitors’ Refineries 

· Lose Conditions:

· Lose your refinery and have no working ships remaining

Five Players (1v1v1v1v1)

· Win Conditions:

· Collect 9 Ore, or…

· Have the most ore when the final piece is collected, or…

· Destroy the All the competitors’ Refineries 

· Lose Conditions:

· Lose your refinery and have no working ships remaining

Six Players (1v1v1v1v1v1 or 2v2v2 or 3v3)

· Win Conditions:

· Collect 8 Ore (6 each if on teams), or…

· Have the most ore when the final piece is collected, or…

· Destroy the All the competitors’ Refineries 

· Lose Conditions:

· Lose your refinery and have no working ships remaining

Statistical Analysis
Cynthia Miller

Game Mechanics

Asteroid movement and collision: There is a 1/3rd chance that an asteroid moves in any of the 3 directions possible on the map. So there is a 100% chance that the asteroid will not go any other direction apart from the 3 indicated by the red green and blue colored markers on each asteroid Hex. Since the dice has on each of its face 2 red and 2 blue and 2 green sides. This ensures that a color will always be rolled when determining the asteroids directions. Each asteroid on the board get sits own roll. This makes it so that asteroids have the option to collide with each other, since the placement of sizes is random from the beginning placement, we cannot determine yet how many collide and produce debris fields. The ration of collisions is about 1 in every 5 should collide during an entire game. Since there is 14 asteroids that makes it between 2-3 collisions every game. Since there is more medium and small asteroids than large, there is slightly less of a chance that a large asteroid will hit anything, but it also predicts that almost all the time a large will hit it will be a small or medium asteroid. 

Combat: Combat favors the scout in attacking but is the most lacking in defense, Scouts can also be destroyed by debris fields and Asteroids they are the most unprotected player token in the game. Drillers having +2 to defense makes them harder to destroy but not as hard as a refinery would be which has +4 defense. And since no other player tokens can attack it makes these tokens purely defensive tokens. Haulers having no defense and no attack are useless if not for the great need to use them to bring ore. On the whole, scouts seem to go for haulers the most but have difficulty destroying them in time for the player realizes that their hauler is in danger their own scout is sent. A scout being the second cheapest token to produce creates a situation where players making many but not a lot since this subtracts from the total Ore count at the end of the game. Haulers being the cheapest makes it the next numerous token. Which makes some interesting gameplay.

Ore Collecting: there is a total of 27 ore possible for all 2-6 players to achieve. Meaning each player could get only 4 ore and then all resources would be gone. After determining this amount for 6 players we might need to step up the amount of ore or increase asteroids. For 4 players the ratio is about 6 ore each, which is not a very big step up from 4. Collecting is the main point of the game so the ideas that not many ores can be mined deters from the main point of the game. We would like the game to focus on mining but the protection and fight for resources as well. Like 60% mining, and 40% fighting. With one hauler in the beginning that.











