Aﬂer_'lgEhha'.'e_ r-.ihsu-u:-mmadﬂ-e
epaceship mo...
they're stalking the halls ...
theny're aut to eliminate &l the
asfronauts on board!

OBJECT
B the firss b get one of your
Mm% Shuttle
Marcissus! (cemter of the board). Also,
LS WOLIT o lirniniake the astronats

ol et plenyEFs|



EQUIPMENT
Gameboard, two dice (1 white, 1 red), 12
Astronaut Tokens, (3 each of 4 colors), and
4 AlienTokens (1 each of four colors).

GET READY!

Each playsr sits on one side of the Board and chooses
the thres (3} Astronauts and cne (1) Alien al reatch e
colar on his o her sde, Mount them in bases, place Bwem
inyaur home color soquare and vou're eady o begn. ...
(Aliens and Astronauts both start in the home squara)

LET'S PLAY!

1. Each phﬁarmﬂs both dice. High roller goes Arsl. In cases
of & e, the person who roded Fue highes] nemibern Tirs)
atars. Pley continues clodowiss arcund 1he board,

2. Payera roll both dice aach fum, Each plaver rowves his or
her Adlen the number shown on the red die and one
Astronact the numbies shoven on e whike Gie. You can
rnce oinhy ane Astronaut aach roll

3, Wou must uge the whole number wou roll when you move
your hokiens,

4. DOUBLES:
Ay plavves who ralls doubles gets a fres rol. Howsver,
oy b fraa rolls are alowed each tum. Youw da not have
1o move the sarme Astronaut on wour fres tarm.

5. Ary rurmbier of Astronauts and Aliens may oooupy the

Mot yoUr iokens according 1o the following Ruwas ol
Escape and Biminaton.



RULES OF ESCAPE AND ELIMINATION

ASTRONAUTS

1. Astronauts awe safe i thelk home bases. You do not have
b o @ three of thesm out at once. | may be a good
m-*.aragym eave one behind.

2. Escape Routs! All the Astronauts are
nying to escape to the spacs shutte
MNertissusicanter of the board).
Astronsdls |egve thelr home basas
and move cockesisa around the bosrd
and into the Inner Camdor at ther
color amow, Then they move ciockowss
ground the Inner Comidor and inke
Margsses ! agan at the colored srmoms
fal reatches thal Asirsaac. Yoo do
ot ns-ai:ltl:laniar ther Marcsses by axact counl.

3. Astronaut Choice [Sharcull) Mong the escape route thers
are epaces caled Astronauts Ghaic, IF an Astonaul lands
on ane of thees spaces, he may take the shorcw /you
wanl. The ahortout saves ime, but can be mong danaerous.
Miowe across shoricut according bo the rumbens you roll

4. When an Astronaut has gone all fhe way around the
ocard and is ready to go mito the INNER CORRIDODA, he
El.i&ElﬂTB:El!‘lJrD:;lJtE'."Eln'rfhE! doas not land on Astronalls

i ca,

ELIMINATION OF ASTRONAUTS

1. An Astronaul is eiminated by en Allenin two ways:
“Whan an Allen e his rmove on a Epace cocupied by

an Astronsut o
Wihen an Astronsut is forced o and his mowe an a sxacn
oosLpied by an Allen.
2. Alensnever eiminate astronauts of their own color,
3. SAFE E 5y, There are savaral SAFE
SPACES L SPAGCES around the board

#! whinre Aglronauis ans gafs from

.-i-';-"’-i.. m..ﬁ-



4. i e or more Astronauts ocoupy |Z|'I-EIEEI.ITIEIE£I
ans al =ifa from Aliens. Hosever, il an Al ks
space and all the Astronauts lesws bul one, 1I1a I:II'I'EI|EI'|'|I
with ﬂ'la.ﬁ.ll&msdlrnma.ted

5. Hanﬁ.&tu::mmsu-nﬂ'ﬁaarremﬂ:awt" hiz Alken, he
c:an il be eiminated by ancther Allen,

6. Al eiminsted Astronauts ars remowed from the board.
7. Aliens are never eliminated.

ALIENS .

Allens move sround the Daand in e same drection &S
the Astronacts. However, becauss of ther deadby power,
My mnmmpwmﬂﬂtmEMEﬂnm
+ 1. AR SHAFTS: 28
i an Aliemends his move on an Air
Sheit. 1 may move 1o amy other ar
shafi on his naxt mall. Tha move from
one air shaf 1o anothsr counts as one
aoaca, eq if the rol is greater than
cne, the Alien mey pmp from one ar
ataft to another. i may also .EE-E.E%
i caornbsnaticon nijrn.':m; from airsh
[ 4 foair shaft and regular moves.
2. INNER l;'.:l;::lFlHI::l'_'IH
The Allens entar the Inner Comdor as ther Astronauts.
Allens can also kave the ner Coridor on Fe Same
wgmarad Aftar the Align ksenves the Innes
ha must egain move wis in tha same
direction as the Astronacss.
3. Allens may ahwayes usa the shortout, F ey chooss.,
If &l your Astronauts sra sliminatad, -
kerep mioning vour Alken You might

[l elriinate allyouropponent’s Astronalts
and Taoe a e
i dill o only the numbsr shown

on the Fed die, but kesproling both
dice. You can il ol doubles and get
i eplrd lum
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