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Type a brief description of the game here. It’s useful to make 
it descriptive, and to set the mood of the game (humorous, 
aggressive, cooperative, etc).
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QUICK START
Okay, okay, if you don’t like to 
read all the instructions, here’s 
how you can jump right in!

Deal 4  Crew Cards face up to each player.

Deal 1  Souvenir Card face up to each player.

Deal 1  Hop Card face up in the middle of the table; 
 this card applies to ALL players.

Deal 2  Monkey Wrench Cards face down to each 
 player; look at your own cards in secret; they 
 can be played ANY time.

Play The first player left of the dealer picks an 
Encounter Card; reads it out loud; and 
follows the instructions.

 Play continues clockwise to the next player 
who picks an Encounter Card and follows 
instructions. Repeat.

Win! The game ends when a player has 
 5 Souvenirs stacked on their shelf!

 Have fun!
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01. Set The PLAY AREA 
Divide the cards into 5 piles: Hop, Crew, Souvenir, 
Encounter and Monkey Wrench. Shuffle each stack and 
place the card piles face down in the middle of the play area. 

02. Get a Crew
Deal 4 Crew Cards to each player, face up. Each player 
arranges their Crew Cards in a row in front of them. 

Put the remaining Crew Cards back in the play area. 
This is now the spaceport pile, where extra crew live.

Set Up



03. GET THE Hop
A Hop Card is played once per game and establishes the 
rules for everyone’s crew which could be good...or bad.

The dealer picks 1 Hop Card 
off the top of the pile and 
places it face up in the 
play area. Read the hop 
description out loud to all 
the players. The face up 
Hop Card applies to all the 
players in this round of play. 
Place the remaining Hop 
Cards off to the side. 

If the Hop modifies 
your Souvenir 
or Skills, place a 
Modifier Token 
on the modified 
card for easy 
identification.
 



04. Monkey Wrenches
Deal 2 Monkey Wrench Cards face down to each player. Each 
player reads their own cards - but don’t tell anyone else what 
they say. Monkey Wrenches put you in control!

A Monkey Wrench Card can be played by any player, in 
any order, after an Encounter is picked. Each player can 
play 1 (only 1!) Monkey Wrench during their turn or another 
player’s turn. The total number of Monkey Wrenches that 
can be played per turn is limited to the number of players.

After you play a Monkey Wrench, discard it to the bottom 
of the Monkey Wrench pile and pick a new one. You should 
always have 2 Monkey Wrench Cards in your hand.

On a player’s turn, before they pick an Encounter Card, they 
have the option to exchange 1 (only 1!) of their Monkey 
Wrench Cards and can play it right away. 



05. Souvenirs
Deal 1 Souvenir Card face up to each player and return the 
rest of the pile face down in the play area. 

You’re now on your way to filling that souvenir shelf!  As you 
collect Souvenir Cards during play, these should be arranged 
in a line in front of you, so all the other players can see them 
clearly. You need 5 souvenirs to win the game or 4 if you are 
playing with 6 players.

Now you’re ready!
A player’s starting hand will now look like this:



LET’S PLAY!
06. Game Play
To start the game the first player clockwise from the dealer 
picks an Encounter Card, reads it out loud, and follows its 
instructions. If any players want to play a Monkey Wrench 
during this Encounter now is the time to do it. If not, this 
Encounter ends, the player discards their Encounter Card, 
and the turn moves to the next player. 

Monkey Wrenches take precedence 
over Encounters. But if Monkey 
Wrenches don’t change the 
Encounter Card drawn by the player, 
the Encounter must still be followed.

The last Monkey Wrench played 
takes precedence over the others. 
If no other players choose to play 
a Monkey Wrench Card that turn 

ends and moves on to the next player who picks from the 
Encounter pile. 

If a player has picked up a Souvenir 
Card during play, they place it face up 
in front of them so all the players can 
see it. 



Game play continued... 
If the action description on an 
Encounter Card doesn’t apply 
to you or your crew, your turn is 
simply over - unless you can play 
a Monkey Wrench!

At the end of the turn, any 
Encounter Card or Monkey 
Wrench cards that were played 
are discarded to the bottom of 
their respective pile. Any player 
who used a Monkey Wrench card 
picks a new card from the top 

of the pile, beginning clockwise from the dealer. All players 
must have 2 Monkey Wrench cards in their hand during the 
game.

If any player loses all of their 
Crew Cards, they are out of 
the game. But if a player is 
down to 1 crew card only, no 
other players can steal that 
crew member. However, they 
can swap if an Encounter or 
Monkey Wrench calls for it.



07. Winning The Game
A player wins the game when they have collected 5 
Souvenir Cards (or 4 if you’re playing with 6 players) and no 
other player has a Monkey Wrench Card to play that would 
allow them to take away 1 of those Souvenirs.

If you have a Souvenir Card that is worth double, that 
counts toward your total souvenir count. Example: if you 
have 4 Souvenir Cards, and one has been doubled, you now 
win with 5 Souvenirs. If one of your Souvenir Cards is worth 
half, and you have 5 cards showing, you still need one more.

Straight win.

Win with halved Souvenir.

Win with doubled Souvenir.



Ground Rules!
If an Encounter or Monkey Wrench card says “swap crew” 
or “swap souvenir”, the player with the current Encounter or 
the player who plays the Monkey Wrench leads this swap by 
picking from another player.

When an Encounter says you HAVE to play your Monkey 
Wrench, you have to. 

The only reason you wouldn’t be able to play is if the 
Monkey Wrench card describes a situation or specific cards 
that are not currently in play so it doesn’t apply to ANY of 
the players or crews on the table.

If your Encounter or Monkey Wrench calls for picking a new 
Crew Card and there are no more left - too bad, you won’t 
be able to.

There is no order to play Monkey Wrenches, but each player 
can only play 1 Monkey Wrench per turn.

Crew Member = 1 Crew Card, your Crew = all the Crew Cards 
in your hand.



More Ways  
to Play!
Build A Crew
After you’re familiar with the Crew Cards, you’ll probably 
have favorite characters. We know we do! So try the Build a 
Crew mode. 

In Build A Crew you place all the Crew Cards face up in a 
grid in the middle of the table. We suggest 3 rows of 10 
cards - but set it up whichever way rocks your world!

Next, going clockwise from the dealer, each player picks 1 
Crew Card until each player has 4 Crew Cards total. This is 
your crew!! Nice work.

Shuffle the remaining Crew Cards and put them in a pile 
face down in the center of the play area. This is now the 
spaceport pile.



Boosted Crew
Make the last Crew Card picked by 
each player a BOOSTED CREW. Place a 
Modifier Token on the card to signify 
+1 to all their skills. The boosted crew 
member only keeps their skills boosted 
with the player who picked them. A 
boosted crew member swapped or 
taken by a player reverts back to the normal skill level.

Multi-Hop
In “Multi-Hop” Mode instead of one shared Hop Card, deal 
1 Hop Card face up to each of the players. These individual 
Hop Cards only apply to the player who holds them. 

Ready for more ideas? 
•  Don’t deal a Souvenir to start the game. Every player starts 

their Space Hop without any souvenirs on their shelf.

•  When someone wins, keep your crew, return all Souvenirs 
and Monkey Wrenches to their piles, and start right back 
into another full game with your existing crew.

Have Fun!



WORLD GUIDE



A brief introduction to  
what’s happening in the 
Space Hoppers universe.

SINGKO CORP
Singko Corp (more formally known as Singko Intergalactic 
Corporation) is an 800-year-old mega-corporation founded 
by Singko Singko, a wildcatter beryllium miner. Its core 
business was resource exploration and extraction with its 
mining operations.  

But over time Singko Corp has expanded into everything, 
everywhere in the universe. From real estate to space-suit 
manufacturing, food production to transportation, and all 
forms of entertainment - including the Space Hoppers card 
game that’s standard issue on all long-range space hops for 
the mining operations. Singko Corp is relentless in its effort 
to exploit and dominate in every corner of the universe.



Ehilio Langstro, the current 
Singko Corp CEO, loves 
everything about being a CEO: 
the power, the spaceships, 
the fancy house on Silvertine.  
Ehilio even commissioned a 
portrait of himself with his pet 
slingcat for his own card in the 
Space Hoppers card game.



SINGKO SCHOOLS
Long ago Singko Corp recognized that it would need a 
workforce with a common educational foundation. Thus the 
Singko Academy (6th - 12th grade) and Singko University 
were born. Over the last seven centuries both have become 
the pre-eminent educational institutions in the universe. 

The ultimate draw to Singko Academy isn’t just the amazing 
classes and stunning campus that’s the size of a small city - 
it’s the monthly space hops. Every student in every class goes 
on days-long research hops to study and learn. These hops 
take students to every corner of the galaxy. 

Explore more at: www.spacehoppers.io



Space Hops
The hops range from cultural and historically focused 
education to experiential, scientific, archeological, and 
humanitarian volunteering. Each hop is a new adventure. 
In the students’ minds they are explorers, on dangerous 
expeditions - even if another class may have been on this 
same itinerary just weeks before. 

But for the select few, when the timing is right, Academy 
students join University and Singko Corp scientists on space 
hops to uncharted territories and worlds. This is the chance 
of a lifetime, whispered about in the halls, that captivates 
each student’s dreams. 



SPACE HOP
noun: space hop, space hops 

1. a trip in deep space made by workers, researchers, 
students or scientists; primarily related to work, 
survey or study.

verb: space hop, space hopping, space hopped

1.  travel in space, especially for work, research, or 
study.

Space Hopper
noun: space hopper, space hoppers

1.  A person who is a member of a crew or team 
engaged in a space hop.

2.  A person who engages in speculative space 
exploration, especially to find new resources 
intending to sell or trade.

 
noun: space hoppers 

1.  A card game created by the Singko Corporation 
to keep flight crews occupied on long-range 
space hops.
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