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INTRODUCTION 
The long road to the stars began in 2055 with the discov­
ery of a reliable way to throw spacecraft into the higher di­
mension known as hyperspace. By 2075 manned expedi­
tions could be made. In 2086 the first colonies were start­
ed in nearby systems. Each was nominally under United 
Nations control, but all were politically and economically 
independent. To protect the colonies from natural disaster 
and the ever-feared threat of alien attack, the U.N. formed 
a Colonial Marine Corps. They were highly trained and 
equipped with the best of ava~able technofogy. Outfitted 
with the fastest ships in space, the Marines were the cav­
alry for the high frontier. 

In 2128 a group of older colonies, after 40 years of inde­
pendence, decrded they would benefit from the subjuga­
tion of the others. The Outworfd War was a baptism of fire 
for the young Space Marine Corps. In the modern era, 
skirmisties flare up occasionally due to old feuds or in­
competent colony governments, but the Marines usually 
keep the peace. 

- from the introduction to 
Star Guard: A History of 
the U.N. Colonial Marines 

U.N. COLONIAL MARINES 
ARCHIVAL TRANSCRIPTS 

We were coming back ft!Jm New Hope, after keeping 
the folks there }rom enslaving their neighbors again. 
when something went wrong. I guess ore engineering 
sectiolt of the Vesuvius had ta/ceii a hil some'Where, be­
cause the drive burned out and we dropped out of hy­
persfXIC..e into the gravity well of Beta 07921. It was a 
1ousy place to be. a red star blessed wilhjust one class 
M pfanet - barely terraformable. What s more, a 
plasma storm surrounded the system. blocking FTL 
transmissions. and Science said it would be at least 
four months before that cleared. We hoped the mining 
cololf)' could provide the drive parts we needed, other­
wise. we were in for a long stay. 

Then we got the di.strfW call from a Godard-closs lab 
ship in a decOJing low orbit. Our only working EVA rig 
was the 011saull shullle. which only hOlds 12. but we fig­
ured a dozen UNC Marines could hanille anything. 

We figured wrong. 



COMPONENTS 
1 Rules booklet 
1 Mapsheet (may be d1V1ded into multiple boards) 
2 Six-sided dice (06} 
1 Cloth bag 
158 Counters: 

12 Marines 
4 Crew 
3 Bois 
12 G71 Rifles 
12 M 135 PIStOls 
12 Status I KIA markers 
9 Crew Items CP1stol, log, Access, Tool Kit, Medkit, 

Video, Suit Patch) 
5 Starttng Items (RAM. Torch , Pistol. Crew Manifest. 

Marine Medkit) 
16 Status counters (Panic, KO, damage, Breach, 

IC/Foam) 
19 Tracking markers COrbit\ lift car, Explored, 

Combal/Explore. ilmer1 
18 Event counters 
4 Named creatures and Insane crew 
30 Aliens 
2 large Plasma Guns 

The Ship and Game Scale 
The ship, also known as the Feynman, is the main place 
the action will take place Each square on the map is 2 
meters to a side. The ship Is bUilt in two sections: the main 
hull and the nng. The rear of the main hull has two levels: 
astrophysiCS lab and eng1neenng deck. These are con­
nected by a hatch The nng wraps around the main section. 
The map of the nng section shows what it would look like 
flattened out. the aoor at the top of each ring half is the 
same door as the one on the boftom of the otl1er half. The 
ring connects to the matn sect1on by spokes. On!Y two of 
these spokes are shown on the map, those contaaning the 
lift shafts. These shafts are the only way to travel between 
the ring and the matn sectiOn 
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SETUP 
1. Bag Setup 
Put an the encounters in the bag. The enoounters are all 
the counters with green I yellow I red backgrounds on 
either s1de of the counter. There are a total of 68. Add the 
4 crew counters and the 3 robots to the bag. 

2. Marine Setup 
Put the 12 mannes ins1de the assault shuttle - max of 4 
marines~r square. (Setup shown to the right is one 
example. Each marine starts the game with a pistol and 
a rifle. e medic also has the medkit. Mannes with 
plasma skill may trade the1r rifles for plasma guns. Place 
these items in the equipment boxes on the marine 
tracking section of the board. Put the Status counters in 
the boxes labeled ~healthy" on each marine's status track. 

3. Board Setup 
Place the crew manifest, RAM dump and lift cars in their 
labeled places on the map. Shuffle the five orbit-status 
counters with their Orbit slde up. W ithout looking at the 
other side randomly place one in each of the rast five 
boxes of the orbital decay display. Place the orbit timer 
counter In the ''15" box of thfs display. Place the alert 
status counter EXPLORE side up on the tum sequence 
track. 

4. Status Counters 
There are several types of markers remaining for use 
during play. Place these nearby. 
10 EXplored 
3 Breach I Destroyed 
3 KO I Down 
4 Panic I Down 
3 Damage 
3 1C/Foam I Dark 
2 Crew Gear (Welding Torch and P1stol) 

Terminology 
Unit - Anything that takea actions. 

Human• - Crewmembers and Marines. 

Hum11n Unit - Humans and friendly robots. 

Hodle -Any unit not controlled by the player. 

Active Unlta - Units that are undamaged or onty lightly 
wounded 

ln8ctlve Untta - Units that ara knocked out. seriously 
wounded or down 

Space - Any area on the map bounded bY. wals and 
dOots. For e-x{Jlr~P~e, stateroom 3, the main liittock. engi­
neering and the 8pac:e$uit loclfer ant all spaces. 

ROCMM - Labetad spaces such aa the command pod or 
the medlab. 

Corrtdora - Unlabeted spaces lhat connect rooms. such 
as the .-ea between the command pod and the shullle 
airlocks. 

Locka - The four aJrlocks and two lift cars. 
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U. N. COLONIAL MA RINES 
ARCHIVAL TRAN SCRIPTS 

"Robertson, there~ no way to start up the engines? " 

"Afraid not. Whoever did this knew what he was doing. 
It '1/ta/ce at least an hour just to bypass the self-destruct 
system - assuming we can find an access coiJe to shut 
down this damn anti-hijack pro8'"am they 've got running. 
I 'd say we lost this one, Sarge. 

"Not yet. ' ' It talces more than a stupid computer to stop 
UNC marines. "Hernandez on line. Change of plans. 
This tubs doing the long fall in half an hour. Tliat gives 

J!OU around 29 minutes to search this ship top to bottom. 
Look for survivors. Grab anything that lookS useful. Ev­
eryone copy that? Good. Move out. " 

Random selection 
When an event or hostile action has several possible 
targets and the rules do not state which one to pick 
(e.g. an alien attacking two ~ually close marines), 
use a die roll, coin toss or similar method to determine 
the affected unit. l his also applies to order of hostile 
placement, actions, etc. 

SEQUENCE OF PLAY 
Each turn of the game is divided into the following phases, 
which are subdivided into specific activities. 

1. Human action phase: Human units move, fire, etc. 
-Determine alert level for the turn. 
-Each human unit acts. 
-Resolve gas attacks. 
-Check panic for each panicking human. 

2. Alien action phase: Hostile units move and attack. 
-Check for human abduction. 
-Each hostile acts. 
-Check status of "down" aliens. 

3. Orbit phase: Human units perform long actions while 
the ship falls. This phase does not occur while on combat 
alert. 
-Move the orbit timer ahead one box. 
-Flip orbit timer if necessary. 
-Resolve orbit phase actions. 

4. Discovery phase: Humans encounter new ship deni­
zens. 
-Check for discovery in occupied unexplored rooms. 
-Check for ambush 1n just-entered corridors and explored 
rooms. 

-If ship is in atmosphere, move timer ahead one box and 
check for ship destruction. 
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MISSION OBJECTIVES 
The marines must rescue or otherwise account for each 
member of the Feynman crew and evacuate all survivors 
before the lab ship burns up in the atmosphere of Beta 
07921 . The game ends when ·there are no active humans 
on the ship or the ship has been destroyed. The marines, if 
they are prudent, will evacuate in a lifeboat before this hap­
pens. 

HUMAN ACTION PHASE 
Choose Alert Level 
There are two alert levels in the game - combat and explo­
ration. At the start of the human action phase of each turn, 
choose the alert lev.el. The level selected remains in effect 
for the entire turn. If there are hostiles on the map or the 
ship is in the atmosphere then a combat·alert is mandatory. 
Otherwise the player may choose the alert level that best 
suits his or her strategy. 

Exploration Turns 
Exploration turns are between 1 0 seconds and two min­
utes long ("Game Time"). During exploration turns, marines 
move through and operate in spaces of the ship they cur­
rently occupy. These spaces are "staked out" and guarded, 
which makes activity more routine. They may also freely 
move through locks. However, they must wait till the orbit 
phase to deploy to rooms and corndors they don't occupy. 
Sor:n~ human actions •. s~ch as repairing equipment or ex­
amining records, are hm1ted to exploration turns due to the 
amounl of time they take and occur only during orbit 
phases. 

Combat Turns 
Combat turns are 5 seconds long. During combat turns the 
marines are acting quickly without the care taken during 
exploration, so it is easier to be surprised. They may move 
through any spaces, occupied or not. There are no orbit 
phases while 1n combat alert, so the ship's orbit does not 
decay and long actions cannot be performed. 

Actions 
The marines and other beings on the ship interact by per­
forming actions. All units may act during their action phase, 
while time-consuming tasks occur dunng the orbit phase. 
Units may act in whafever order the player wishes during a 
given phase. They do so one at a time, and they must com­
plete their entire action before the next unit acfs. 

A unit may take any of the following actions, any number of 
times, in any order, during an exploration action phase. 
During a combat action pnase, a unit may take only one 
action. 

• Move 
• Attack 
• Move then Attack 
• Unjam a weapon 
• Pick up I Drop casualty 
• Check status of a downed human 
• Switch equipment 
• Pick up I Drop one piece of equipment 



• Hack the ship's computer (Combat turns only} 
• Patch spacesuit 
• Launch ifeboat 

Gas Attacks and Panic 
If the IC/Foam syslem is active in a room with active char­
acters, roll a die for each unprotected unit in the room 
(Encounter Ramage Chart). 

If a mit is in panic, roll for panic (Panic Chart}. Unless the 
result is paruc again, the unit recovers (remove the panic 
status marker). 

ALIEN ACTION PHASE 
Human Abduction 
RoD 106 for each ~ce with one ~ f~r active h.u~ 
units. On a roD of 1. all humans (bolh mactive and active) in 
the SJ>:ace disappear into the bag, grabbed by lhe 
weQ..hidden aliens. Abduction does nol occur in spaces 
that contain aliens, in the assault shuttle. in looks. or to 
casualties that have beerl stored in the medlab. 

Hostile Units 
There are two types of hostile units: 
lntefligent: Aliens, the predator and the herbivore. 
Berserk: Berserk robOts, insane cteY;men and the acid 
§Pfayer animal. 
The two types behave differently, but all get one action per 
phase. 

Intelligent Units 
lnteOigent aeatures react depending oo cooditions. For 
each space, determine the reaction of al hostiles as a 
group. 

a) If there are active humans In the space: Use the Hos­
tlle Unit Adions chart, aoss-Rfe!'ilg the number of hoslileS 
1n the space WIUl tne number of active humans to find an 
attad< rn.rnber (count robots as humans). Then roll106: 

-tf the result is equal to or greater than the attad< number, 
the hostile units attack. They will continue to ~ht until one 
side is defeated. Do not use the action charl on subse­
quent turns. 

-If the resu1t is less than the attack number, the hostiles 
flee. They wiD run through the nearest dear exit; if there are 
no clear exits then ~attack the human unit blocking the 
nearest exit h any hostiles flee into a space occupiee1 by 
humans, ro8 for a new reaction for theSe hostiles on the 
chart The hostiles wiD use any remaining rnovemeol points 
to perform the new reaction, Out Wl1 not llee into the space 
they just left (attadUng instead). If the hostiles flee into an 
unoccupied space, rerum them to the bag. 

b) If there are only inactive humans in the space: The 
hOstiles kidnap the human casua.llies. Return the hostiles 
and the humans (including those •down1 into the bag. 

c) H there are no human units In the space: The hostiles 
return to the bag. 

Berserk Units 
Berserk units are not rational. A berser1< unit wil att.ack the 
nearest active unit (hostile or human). It wifl fight until de­
feated or until all other units are killed or inacliVe. If a ber­
ser1< unlt is left in a space without active units, return it to 
the bag. 
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Hostile Attacks 
Attacking hostiles target the nearest active human unit 

Hostiles anned with dose combat weapons wiiJ jog (rf 
needed) _to stack with their t.ameCs and lhei1 attacf( (theie ss 
no~ limit for ariens}. IT too far away, they'll run in­
stead to get as close as they can. (Note ~at running ali~ 
wiD not be able to attack that tum, eveo if they reaCh thetr 
targets.) 

Hostiles armed with ranged weapons stand and double fi:e 
if in range. If not in range, they JOQ and single fire ooce 1n 
~e. fJ too far away, lhey'D run 1o get as dose as pos­
sible. 

Inactive human units are never attacked for any reason 
(even if blocking a door}, though they can be abducted . An 
attacking hostile action IS "wasted" if the only available tar­
gets are inactive human units. 

Ambushing Units 
Ambushing units always attacf(, re_gard!ess of whether they 
are inlelliQenl or berserk. Ambushing units are hosties that 
appeared" during the Ambush prooeaure as opposed to the 
OJSOOvery procedure. 

ORBIT PHASE 
The orbital decay <fiSOiay measures the number of explora­
tion tums left until the ship hits the almosphere. Ouring 
each Ofblt ohase, move the orbit timer ooe box fonvard 
aJong the dJsplay. When it reaches a box with an Ofbit 
status counter, ftii> that countE!f. If the counter reads -reen­
try,· tr~ the orbit liner and put it in the leftmost box of the 
reeotry track. Otherwise, diScard the orbit status counter. 

Orbit phase actions 
Any human unit may take one of the foDowing actions in 
eaCh orbit phase: 
• Deploy into an unoccupied space 
• Repla<:e spacesuit 
• Hack the ship's computer 
• Activate robot 
• Heal an injured human 
• Repair a robot or device 
• Examine sh~'s records 
• Patch spacesuit 

DISCOVERY PHASE 
As the marines move through the ship, they will find hostile 
atieos, crew (surviving and not), robots ail<! useful items. 
Unpredictable events will occur. The discovery system 
controls these encounters. During the discovery phase, 
humans in an explored room just re-entered, or in a corri­
dor. may be ambUshed. 



Check each space the humans occupy. Resolve each 
space completely before moving on to the next space. 

If the room is not explored yet: 
Discovery Procedure (and do all Discovery Only steps). 

If the humans just re-entered an explored room or cor­
ridor (no humans were in the space at the end of last tum): 
Ambush Procedure (and do all Ambush Only steps). 

If the humans are in a lock or the assault shuttle or 
there was a human in this room last turn: 
No discoveries or ambushes. 

Discovery/Ambush Procedure 
1) Roll on the Discovery Phase Chart. Use the Discovery 
section if this is a D1scovery or the Ambush section if this is 
an Ambush. 

2) Draw the indicated number of counters from the bag. 

Abducted humans are treated as "live crew mem­
bers• for the purpQse of Step 3, below. Roll a die in 
Step 4 for any previously ab<fucted humans who reap­
~ed: 
1-4: They are dead. Check for Panic (pg 13). Place 
dead crew members in the "Crew Accounfed For" box. 
5-6: They are seriously wounded. Place as usual. 

3) AMBUSH ONLY: Return all counters except hostiles 
and live crew members to the bag. 

3) DISCOVERY ONLY: Aliens (or alien animals) and live 
crew members cannot be discovered in the same space. If 
this happens, roll randomly to determine which group to 
return to the bag. 

4) Use a separate roll on the Placement Table to place 
each unit. If a roll on the table would place a unit outside 
the space in which it was discovered, place it inside the 
space as far from friendly units as possible. 

-Crew members enter play without suits. 
-Roll a die (Robots Chart) when a robot is discovered to 
determine 1ts startmg status. 

-Equipment may be placed anywhere in the room. 

5) DISCOVERY ONLY: Resolve any events that were 
drawn; find each one on the event list (pg 20) and follow 
the rules there. 

6) Roll on the Surprise Table to see if humans are sur­
prised. Hostile umts that ach1eve surprise immediately take 
one action. 

Unaware 
All surprise rolls are at +2 until the marines are aware 
of the threat they face. They become aware the tum 
after the first time marines account for crew or encoun­
ter aliens whichever occurs first . 

7) DISCOVERY ONLY: Place an "Explored" counter in the 
room. 

Reentry 
Once the timer is on the reentry track, the ship has started 
to burn up in the atmosphere of the planet. Stay on combat 
alert for the rest of the game. At the end of each discovery 
phase, roll 2D6. Compare the result with the number listea 
m the timer's current box. If the result is less than or equal 
to that number, the ship breaks up in the atmosphere and 
all aboard (or m shuttles that have not yet launched) are 
killed. If the result is greater, move the t1mer into the next 
box on the track. Once the timer reaches the last box, it re­
mains there; continue to roll for break-up each turn. 
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Placement Examples 
Eastwood and Robertson move into the Astrophysics Lab. 
Their discovery roll is a •y, so they puR 3 counters from the 
INMJ. All 3 are aliens! They roll one at a time to place the 
aliens. (ff robots or cteW were discovered, they would be 
placed the same way.) 

Placement Roll: 1 • Stacked with a random human 
They roll a second die, it is a 3; the alien is stacked with 
Robertson. 



ACTIONS - MOVEMENT 
Movement 
Movement may be "free movement" or "cost movement". 
Free movement is used for routine movement during ex­
ploration turns, when units move between areas of the ship 
already occupied by the marines. Cost movement happens 
when marines enter an unoccupied room or corridor and 
during combat alert turns. 

llave ([ast] HUMAN ACTION PHAS 

Du_ring_ combat turns , all units must use cos~ movement. A 
umt usmg cost movement moves by expending movement 
f?Oints (MP) for each square it enters, up to a maximum of 
1ts movement allowance (MA). In a single turn, a unit may 
use one t~pe of movement - walkin , JOgging, or runn ing 
(see the Movement Allowance Table - each of which has 
a differen . un1 rna mg a ove then Attack action 
may not use running movement. Movement points may not 
be transferred from unit to unit or saved from turn to turn . A 
unit may always enter at least one square per turn, even if 
it doesn't have sufficient MP. 

Terrain effects 
The movement point cost to enter a square depends on the 
contents of the square. Squares are either clear (blue, 1 
MP), cluttered (light brown, 2 MP), obstructed (dark brown, 
3 MP), or blockea (impassable). ~egardless of the amount 
of furn iture or other objects in a square, it is the color of the 
floor that determines 1ts terrain type; if any of the floor is 
visible, then the square can be moved into. Squares filled 
with blocking objects or completely black (e.g. the three 
portside squares of Engineenng or the outer null squares 
of the central corridor) cannot be entered. If a unit enters a 
square with a hostile unit, the unit must stop. Diagonal 
movement is allowed, except through doors or hatches. 

Stacking 
Up to four active human units may be s~acked in ~ clear 
cluttered or obstructed square. Th1s applies at all t1mes. If 
there are already four marines in a square another cou ld 
not move througll it. Aliens and inactive humans have no 
stacking limits. [ift cars hold 8 active human units each. 

Encumbrance 
Marines carrying plasma guns or inactive humans are en­
cumbered. They move at fhe heavy human rate. 

Wounded/Foam 
Wounded units or units moving through Foam halve their 
MA. 

Doors, Hatches and Airlocks 
The first unit to move through a door in a given phase must 
Qay 1 MP in addition to the cost of entering the square. 
Other units may then move through that Cloer for free 
during that turn . (The door automatically closes at the end 
of each phase.) ihe first unit through a hatch uses V2 its 
MA (round up) in addition to the cost of entering the square. 
There are three types of hatches, as shown on the map 
key. An airlock may have only one of its hatches stand ing 
open at a time. Therefore if one hatch is used in a combat 
turn , the other may not be opened that turn for any reason . 

Microgravitv 
The ring sedion is the only part of the ship with gravity, due 
to its spin. The rest is under microgravity (zero-g). Alf units 
in microgravity have the MA shown on the Movement Al­
lowancelable under the row labeled "zero-g. 

Hostile Squares 
If active human units are stacked with active hostiles, and 
all the humans leave the square, then the hostiles attack 
the last human out as a free action . 
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Lift Shafts 
The two lift shafts are the only access to the ring section. 
Each contains one lift car, wh1ch may be moved from one 
end of the shaft to the other. During a combat turn, any unit 
who starts the turn in the car or next to one of the hatches 
at either end of the shaft may move the car to the other end 
of the shaft (this is a free action and costs no MP). The 
hatches cannot be opened on the same phase as the car is 
moved during combat turns . During an exploration turn , 
any unit in the car or next to one of the hatches can move 
the car to the other end of the shaft. A hacking roll of 3 from 
anywhere in the ship will also move the car. Units must 
spend 1/2 their MA (round up) to enter or leave a lift car. 

Mave[Free] ~-----.----~ 
During the human act1on p ase of exploration turns, units 
may move into, out of, or through any room/corridor occu­
piea by fri~nd ly units. (As long as a friefldly unit was in the 
room/corndor at the start of lhe turn, 1t counts as "occu­
pied".) Ignore all movement costs. Units may move freely 
through l~cks . U~ its may not enter any unoccupiea 
rooms/corndors usmg free movement. 

r'l 
DeDIDy ORBIT PHASE • . 
Unifs pefforming a deploy act1on during the orbit phase 
may enter unoccupied rooms or corridors, but must use 
cost movement with a jogging MA and then stop for the 
phase. 

ACTIONS - OTHER 

Unjam HUMAN ACTION PHAS 
Any marine {but not crew) can unjam a 
on the Repair/Unjam Table. 

Pick UR/Drap HUMAN ACliON PHAsE g [asua y ... 
Humans must be in t e same square as t e mac 1ve 
human to pick them up. Two humans may carry an inactive 
human; while doing so they move at the lieavyhuman rate. 
One human may do so, bul may on ly walk. While transport­
ing casualties, a unit may not move and attack in the same 
phase, and fires at -2. 

[hiCk StatUS HUMAN ACTION PHAS 
A unit in the same square as a DOWN human can 
their status. Roll a die: 
1-3 : The downed human is dead. 
4-6 : The downed human is seriously wounded. 

Switch · .... . EqUipment . HUMAN ACTION PHASe . .. • . 
A unit can switch I give I take one piece of carne eqUip­
ment with a friendly active unit in the same or adjacent 
square. 

Pick UP/Drop HUMAN ACTION PHAS Equ1pment · 
A unit can pick up or drop one piece of carried equipment 
in the same square. 

Replace Suit ORBIT PHASE • . 
Suifs may be put on or replaced at the spacesuit locker or 
transport shuttle cargo bay. These areas are full of suits; 
flip the unit's counter over to show they have a suit. 



Hack ~o:-----..... 1..._. 
H~cJ<ing . used to events and to control certain 
sh1p funct1ons. The or area w111 specify a target 
number for the hacking action. A human who is in a com­
puter terminal square may attempt a hacking action. Roll 
106 and ~dd the modifiers listed on the HacKing Table. If 
the result IS equal to or greater than the target number the 
action is successful. with results as defined by the area or 
event description. Failed rolls may be re-attempted on the 
following tum. 

Unlik~ other actions, hacking occurs in different phases de­
pending on alert level: the orbit phase during exploration 
turns and the human action phase during combat lums. 

The followmg Is a full list of the hack numbers needed. The 
other parts of the rules describe the full effects of each of 
the results. 

HACHING ROLLS 

Where 

Command Pod 
Computer Room 
Computer Room 
An~ here 
An)"' here 
An)'\\here 
AnY'' here 
An~here 

Roll Needed 

4 
5 
6• 
3 
3 
6 
7 
7 

Result 

Get Crew Manirest 
Get RAM Dump 
Anti-h1jack program shut down 
Mme lift car 
Cancel Dme Overload 
Cancel Drive On 
Cancel Attlock Open 
Launch Command pod 

• (plus Access Code) 
~~~--------_. 

-

SKILL: Hacker (H) 
Any human can hack· ones with hacking skiMs are 
just better at it. +2 to a11 haCking rolls. 

Activat• Rabat [ 1~ 
A hul)1an in the same square as an lnactiv~t may acti­
vate 1t. The robot may not perform an action this tum. 

Heal ORBIT P JAr,l 
Only Medics can heal. If a un1 as the civilian medkit they 
can act as a medic for one turn (discard after use). Addi­
tional actions are available if in the Medlab (pg 14). 

W"l,, ....... IWI'i"WI '-- \ •) 

The medic is provided with a four use manne medkit. 
Place the counter on the record sheet with the 
number of uses left poinling up. The medic may heal 
a light!Y wounded human in 'the same square during 
the ort>it phase. which uses up one charge in the 
medkit and removes the light wound . The medic may 
revive unconscious humans in the same square 
(does not require or use u~ the medkit). No other unit 
may use ·the marine medkit. 

Rep•lr [ 
Only Mech'!an~i~cs~ca~n1111re!"p_,a,.ir-' 

SKILL: ~echanlc (M) 
Mechamcs are the only ones who may repair robots 
and plasma guns. They can only repa1r plasma guns 
in the Machme Shop. Roll on the~ 
to determine the repair action's Ol~ 
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~W'.'LC:at [ HUMAN ACTION PHAs3~ 
Units may use the marine assault shuttle, ~uttle 
and command pod as lifeboats to evacuate the ship. To 
launch a lifeboat, a human must spend one action in that 
lifeboat's launch area. Events or computer damage may 
also trigger a launch. Once launched, a lifeboat cannot 
return to the Feynman. The transport shuttle and the com­
mand pod must have a pilot (marine with pilot skill) on 
board and conscious when launched, or the ship is lost. 

SKILL: Pilot (P) 
Only a pilot can safely return a launched lifeboat. 

• Marine shuttle: The marine shuttle can hold 12 humans. 
The. launch area is either of the forward squares. The 
manna shuttle does not need a pilot, as it has an automatic 
return routine. 

• Trans~rt shuttle· The trans1>9rt shuttle can hold 15 
hu111ans. The launch area is either forward square. The 
mannes must exr.lore the shuttle and its storage area 
before launchtng ' , or they are immediately ambusned. 

- - I .. 

------ -
• Command pod: The pod can hold 7 humans. It may only 
be launched with a hacking roll of 7 from any location in-
cluding other parts of the snip. ' 

Piloted shuttles (including the marine shuttle, if a pilot is 
aboard) can pick up units stuck in decompressed spaces 
one turn after launch. If the Feynman has not broken up 
yet, such actions always succeed. 

Crew Accounting 
The marines must make sure they aren't ~ ~ 
~ this Is a rescue mission, after aH. The aew Is con­
Bidet totally accounted for when the live aew {Insane or 
not) plus the lotal in the "Crew Accounted For'" bOx equals 
15 or more. 

The last~ can't launch ootil either the qlnal Feyn. 
man Cff!1W JS ~ accounted for, or reentrY has Slart­
ed {making it too dangerous to remain). 

The last ifeboat may nat leave any live marines behind on 
the map. If live rnarfnes have beei1 abducted, the last life­
boat cannot launch Without them. unless~ are known to 
be dead or the reentry timer has hit the •4• 15ox. 

Patch Suit ( 1 
a - a 

f-.ny unit with a suit patch can repair a breached spacesuit 
In their square (discard after use). 



ACTIONS - COMBAT 

Attack / HUMAN ACTION PHAS 

llave then Attack 
A unit may choose to either Attack or Move then Attack. If a 
unit ran tflis turn, they may not attack. If moving, move as 
described in the movement section (pg 9), and then make 
the attack. When attacking, a unit musl cnoose whether to 
make a ranged attack or a close combat attack. 

Ranged weapons: Rifle, Grenade Launcher, RPP-7 
Plasma Gun, Pistol, Acid Spray. 

Close combat weapons: Unarmed, Welding Torch, 
Claws, Teeth. 

Ranged Attack 
Ranged combat refers to projectile weapons, whether 
used at range or not. Each r~nged weapon has its own 
weapon table. 

1) Choose your target 
-Target must be in Line of Sight (LOS) 

2) Choose your weap_on 
-Check range and To Hit Value. 
-Choose type of Attack 

3)Roll Attack 
-Roii2D6 
-Add modifers 
-(Natural 2 jams weapon) 

4) Check if Hit 
- If result is equal to or greater than the To Hit number, 

the target is hit. 
-If missed, the shot will hit something else 

5) Resolve Damage 
-Roll 1 D6 on the weapon's damage chart. 
-Apply Damage 

Self Preservation 
Humans must attack and down any hostile units in their 
square before firing out of the square at other hostiles. 

Line of sight 
The line from the center of the firing unit's square 
to the center of the target's square is the line of 
sight (LOS). If LOS crosses a blockinQ object (see 
map key), a wall, or a door, sight is blocked and 
the unit may not fire at that target. Other objects 
and units in the LOS do not block sight, but might 
be hit by accident if the shot misses. 

When the firing unit and the target are in the same 
square, the finng unit may choose any direction to 
be the LOS before firing (this is necessary in case 
the shot misses). 

-Inactive units are never in the LOS. 

-Units in the same square as the target (other 
than the firing unit) are in the LOS. 
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Weapon Ranges 
Units may use whatever unjammed weapons they are car­
rying. Count the number of squares from the firing unit to 
the target unit. (Count diagonal.ly a.s well.) You must 
choose the shortest number. Th1s w111 correspond to a 
range. See the Ran~e Chart for each range's distance. 
Each weapon has a ' o A1t Value" for each range: 
Adjacent f Point-Blank I Short I Medium 

Types of fire 
N"ormally, a marine fires a controHed burst, which counts as 
one shot. Double fire gives the firing unit two shots each at 
-2 to hit. Panic fire, required for mannes who have lost their 
cool, but available to anyone, gives three shots at -2 to hit, 
but also jams the weapon. Multiple shots may be fired at 
more than one target, but all the shots must be declared 
before rolling to hit. LOS must be individually determined 
for each shot A unit may not use more than orie type of fire 
(double, panic or normal) in a single turn. 

Attack Modifers 
There are various modifiers to the roll based on the unit 
and the target. For instance, there is a penalty if the unit 
moved before firing. 

Colovisto jogged .and then fired his Rifle at Short Range. 
He gets -2 to 1lis roll. 

See Ranged Combat Modifiers for a full list of all the modi­
fers. 

Jammed weapons 
A weapon jams on a to-hit roll of 2 (before modifiers) or 
after panic fire. On a roll of 2 the wea()on jams instead of 
firing, so do not resolve the attack. With panic firet .i~ jams 
after the attack. When a gun jams, flip its counter. vvlien a 
plasma gun jams, it overtieats and shuts down. It may only 
be repaired by a mechanic at the Machine Shop. A roll. of 2 
while panic finng means the weapon breaks instead of jam­
ming; discard it. 

Damage 
If the result is equal to or greater than the to-hit number for 
that range, the target is hit. Check the defense of the target 
on the Encounter Guide Table. Roll 1 D6 for damage. Look 
on the appropnate row of the weapon table to see what 
~am age was done. The Friendln Damage Effects and Hos­
tile Damage Effects charts w1 tell you what the letters 
mean. A more complete explanation 1s in the Damage Ef­
fects box (pg 13 ). 

lfthe result is less than the to-hit number, the shot missed 
and will hit something else. 



The H+K G71 Assault Rifle, the ultimate refinement 
of a design dating back to the late 20th century. 
Using caseless 1 0-mm explosive ammunition, the 
G71 combines armor-piercing effectiveness with 
hard-hitting exP.Iosive power. The sealed action of 
the caseless nfle makes for better performance in 
the harsh environments Colonial Mannes have come 
to expect. And the smaller ammunition allows for 
50-round magazines, to pack extra punch. 

The G71 also mounts an integral 20-mm Grenade 
Launcher for heavier firepower when needed. Of 
limited value during close-quarter shipboarding ac­
tions, the launcher 1s nevertheless essential to round 
out a marine's general-purpose armory. 

The lnstron RPP-7 Rapid Plasma Pulse Gun, the 
state of the art in weapons technology. Designed to 
replace the squad machine gun as primary support 
weapon, it uses a backpacK generator and super­
conductmg magnetic coils to ffre rapid bursts of hy­
drogen plasma gas. Its high ammunition capacity 
gives it a better endurance than most machine guns, 
mqre than making up for the heavy training 1t re­
quires. 

The Colt M135 pistol, the Colonial Marine's personal 
defense weapon. With 9-mm caseless ammunition, 
the M1 35 holds 23 rounds and is quite effective at 
the ranges it was designed for. Product testing 
shows tfie M135 to be hignly reliable, with no signifi­
cant breakage rate if mamtained and fired properly. 

Explosive grenades 
The grena<fe launcher fires explosive shells. (There is no 
spec1al counter for this weapon; it is part of the G71 rifle.) It 
must be aimed at a specific target unit, but also has a blast 
radius. If the target is hit, it takes damage on the grenade 
launcher table; otherwise, follow the mtssed shots proce­
dure and resolve damage to whatever gets hit instead. Re­
gardless of what the shell hits, all units tn the blast area (the 
fmpact square and the the adjacent eight squares) take 
damage on the Ex~losion Table, as do any computers, 
doors, or windows. he chart has the "Blast" icon as a re­
minder of this effect. 

SKILL: Plasma Gunners (G) 
These marines can use the complex lnstron RPP-7 
weapons system. No other unit may do so. 
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Missed Shots 
A shot that does not hit its tarnet will hit something else. If 
there are other units in the LOS, roll a die for each one, in 
order of distance from the firer. On a roll of 1-3..J... that unit is 
hit; stop rolling. Otherwise, if nothing in the LuS gets hit, 
extend the line of sight past the target, rolling to flit each 
unit as before. Contmue rolling until a unit gets hit or until 
the LOS reaches a wall, obstructing object, computer, 
door, or window. Hits to walls have no effect. Hits to ob­
structing objects have no effect except in the Drive Room 
(see pg 14). 

Computer Hits 
If a computer is hit, roll a die and consult the computer pen­
etration number on the weapon table. If the roll IS equal to 
one of the numbers on the table, the computer is damaged. 
Roll on the Computer Hit Chart and resolve the effects: 

• Explosion: Roll explosion damage to all units in the 
square with the computer (Explosion Table). 

• IC/Foam, Darkness: As described under Events (pg 20). 

• Special: If the computer is in the ring section, the ring 
stops (see Events, pg 20). Otherwise, the computer 
launches the transport shuttle or, if that is gone, the com­
mand pod (see Launch Shuttle, pg 1 0). 

In any case, the computer no longer functions; place a "de­
stroyed" counter on the square. Further hits have no effect. 

Door and Window Hits 
If a door is hit, roll a die and consult the door penetration 
number on the weapon table. If the roll is equal to one of 
the numbers on the table, the door is blown open. Place a 
breach marker on the door. Breached doors cost no MP to 
move through, and will remain open for the rest of the 
game. Use tne same procedure for hits to windows {which 
only exist in the shuttfes, the command pod and the astro­
physics lab). Hatches are too tough to be damaged. 

Decompression 
Decompression occurs when a window is breached or 
when a door is breached/opened adjacent to an already 
depressurized area. 

Everything In the decompressing space is immediatelY. 
blown 2 squares directly toward the breach. Units blown off 
the map are killed. At the end of the next human action 
phase, all other doors (but not airlocks) leading to the de­
pressurized space locK shut. Units may no longer move 
through them. 

Unprotected humans and other creatures in a depressur­
Ized space are killed at the end of the second human 
action phase following decompression. Surviving humans 
may enter the engineering atrlock during the next orbit 
phase. If the airtocl< isn't working (e.g. if it 1s jammed open 
due to an event) then they must take refuge tn the decom­
pressed spaces until evacuation time. Decompression 
does not damage robots. 

No Discovery or Ambush Procedures take place in decom­
pressed areas. 

Unarmed Combat 
A human unit may attack using the Unarmed combat table 
in close combat. This attack 1s primarily for use against 
insane crew members, but may also be useful to unarmed 
crewmembers, robots, and unlucky marines. It is best to 
keep all the crew aflve, if possible. Unarmed combat will 
not kill, so it is useful for making them inactive without kill­
ing them. 



DAMAGE EFFECTS 
''·' -

,t-J+ r- ·- · 
~~--1 ~ 

• (l) Light wound (Humans): Unit is reduced to half MA, -2 to hit with ranged weapons. (Unit can 
be healed by the med1c.) 

• (S) Serious wound (Humans): Unit is inactive for the remainder of the game. All equipment the 
unit carried is destroyed. 

• (S) Serious damage (Robots): The robot becomes inactive until. repaired. 

• 
• (K) Kill/Destroy: Remove the unit from the map. All equipment carried by the unit is destroyed. When an alien is 

killed, see Acid Spray, below. Add killed hostiles to the explored marker pile rather than back to the bag. 
When a crew member is killed, add them to the "Crew Accounted For" box . 

• Berserk (Robots): The unit is berserk and hostile. 

• (KO) Knocked Out: The unit is inactive until revived by the medic or the medlab. 

• (0) Down: Place a down marker on the unit
1 

and destroy all carried equipment. 
-A downed human or robot remains inact1ve until another human performs a status check. 

UOClEDOUT 

-A downed alien is still considered active (can be attacked), but can take no actions for any reason. Further 
hits have no effect unless a "K" result is obtained. At the end of the Alien action phase roll1 D6. On a 1-4, the 
alien is killed. On a 5-6, the alien was only stunned - immediately roll for surprise at +1 (no other modifiers) 
and resolve its free action, if any. If an alien that has risen in this manner is downed a second time, it is defi­
nitely dead. Immediately remove it from the map, without resolving any acid spray attacks. 

e 
DOWN 

Additional Damage 
If a wounded unit fakes another hit, the damage adds up as shown on the Damage Addition Chart. Down or seri­
ously wounded units are not in LOS and do not count for stacking. 

Close combat 
Close combat weapons are either organic devices like 
claws and teeth or improvised objects. They always hit, re­
quiring only a damage roll. There are no modifiers, but 
units using their runnmg MA may not attack. Close combat 
may occur only between units in the same square. Close 
combat weapons do not jam. 

1) Choose your target 
-Target must be in same square. 

2) Resolve Damage 
-Roll 1 D6 on the appropriate row of the weapon's 
damage chart. 

Acid Spray 
When an alien (not the alien animals) takes a "K" result 
during comba~ it immediately sprays all units in its square 
with acid blooa. Resolve as a close combat acid spray (i.e. 
a damage roll with no to-hit necessa!)'). Only a literal "K" 
result causes a spray, not death from 'a own" status checks. 

Knockout Gas 
The intruder control systems and the handler bot use anes­
thetic gas. Roll on the Gas Encounter Table for damage 
against all occupants of the space. Protected humans and 
aliens are unaffected. The IC/Foam event continues to 
attack each turn for the rest of the game, while the 
specibot's armament works only once for each attack. 

Spacesuits 
Marines have spacesuits that protect them from vacuum 
and gas attacks. If a marine (or a crew member with a suit) 
takes damage (light Wound, Serious Wound or Downed), 
the suit is breached and the human is considered unpro­
tected (though the damaged suit still retains its armor 
value, in the marine's case). Flip the counter to show the 
new state of the suit. 
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Panic 
There is a chance humans will panic if: 

• They see another human get a "K" result from a claw 
attack. 

• They begin a phase alone with aliens (only one active 
human in tfle space). 

• They discover grisly half-eaten human bodies. 

Immediately roll on the Panic Chart. 
(If they encounter two events w1th dead crew in the same 
discovery, only roll once.) 

On the next human action phase, panicking humans act 
before all other human units and must take one of the fol­
lowing actions: 

a) Panic fire at the nearest hostile unit(s), preferring active 
units over downed ones. 

b) If unable to fire, use entire MA to move away from hos­
tifes. 

c) l.f unable to do a orb, stand in square and freeze up. 
Running for the nearest human-occupied space .can be 
substituted for "c" if the panicker is alone. 

Roll for panic again at the end of each human action 
phase. Unless the result is panic again, the unit recovers. 
At the beginning of the next exploration turn, all panicking 
units recover. 

SKILL: Tough (T) 
A tough manne adds +1 to panic rolls. 



L 
SPECIAL AREAS 
Command Pod 
Onc.e the nerve center of the ship, this area has been 
trashed .and t~e records scrambled .. On a hacking roll of 4, 
the mannes d1scover the crew mamfest; place the manifest 
m one of the hacker's empty equipment boxes. The ma­
rines may use the pod as a lifeboat. 

Shuttles 
The marine assault shuttle is a safe zone: No ambush or 
discovery occurs there, and casualties may safely be left 
unsupervised. The other shuttle is not safe; treat 1t as any 
ot~er . space in the ship. Marines can replace damagea 
su1ts m the transport shuttle cargo bay and can use tioth 
shuttles as lifeboats. 

Lift Shafts 
The cars hold 8 active human units each. 

Drives 
The driye rooi'T! holds the hyperspace field generators and 
the fus1on eng1.nes. Near~y weapons usage is extremely 
dangerous. A.fut to any dnve square causes an overload in 
the anves, w1th the same effects as the Drive Overload 
event. 

Medlab 
The m~lab is the medical center for the ship. Any active 
human 1n the medlab may use a heal action during fhe orbit 
phase to do.one of t.he follow.ing: 
-.Place an 1ncap~citated umt .1n the Medlab into suspen­
S!On capsules, wh1ch protects 1t from attack while unsuper­
VIsed. 
-Revive an unconscious unit (units with the KO status). 
= Recharge the marine medkit to full strength, if held. 

Machine Shop 
Mechanics in this area make repair rolls at +1 and all ma­
rines make unjam rolls at +1. This is the only' area where 
plasma guns may be fixed. 

Computer Room 
T!le computer roqm holds thE? ship'~ main computer. Any 
hits to the wall umts (obstructmg objects) or the main pro­
cessor {central square) in this room have a 50% chance of 
destroying the main computer and disrupting power to the 
s.hip (roll a die). If the main computer is destroyed, the 
lights go out (all areas are dark), the ring stops and the 
computer room fills with IC gas and foam (resolve from the 
event list, pg 20). 

If the marines find the access code, they may make a hack­
ing roll of 6 in the computer room to shut down the 
computer'~ erratic defense pr~gram. If th~y do this, or if the 
computer 1~ destroyed, the Rmg ~top, Airlock Open, Drive 
On, and Dnve Overload events w1ll not occur. If drawn dis­
card them instead of resolving them. The marines may' also 
ge~ the comJ)uter's R~~ dump here with a hacking roll of 
5; 1f successful, place 1t m one of the hacker's empty equip­
m.ent boxes. 

Equipment 
The ship holds various items that may be useful to the ma­
rines. They must be picked up before use. Each takes up 
one equipment box on the marine record sheet, except for 
the plasma gun, which takes up two. Marines can carry a 
maximum offour boxes of equipment. 

• Access Code: Required to shut down the computer 

• Civilian Medkit: Can recharge the medic's supplies (back 
to 4 uses) or allow any other human to act as a med1c for 
one turn. This is the only way non-medics may heal 
wounds. Discard after one use. 
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• Crew Manifest: Record of crew assignments; accounts 
for crew. Only available in the command pod and cannot 
be picked up without a successful hack. 

• Pistol: Civilian-model slugthrower. 

• RAM Dump: Record of shuttle launches; accounts for 
crew. and what happened to the other shuttle. Only avail­
able 1n the computer room and cannot be picked up without 
a successful hack . 

• Security Video: Tape of aliens killing crewmembers. Ac­
counts for crew. 

• Ship's Log: Early record of alien attack. Accounts for 
crew. 

• Su.it Patch: Can of spray polymer that allows any unit to 
repa1r a breached spacesuit with a Patch Suit action during 
the orbit phase. Discard after use. 

• Toolkit: Gives a +1 to repair and unjam rolls. If used for a 
successful repair (not unjamming), d1scard. 

• Welding Torch: May be used as a weapon. 

ROBOTS & CREW 

Robots 
Robots come in three varieties: 
• Handler Bot: Defends as armored human; attacks with 
built-in pistol or knockout gas. 

• Tech Bot: Defends as human; attacks with built-in weld­
ing torch. Acts as mechanic; gives +1 to human mechanic's 
repair rolls or marine unjam rolls (if in same square). · 

• Recon !3ot: Defen~s as armored human; attacks as un­
armed. G1ves -1 to d1scovery or ambush surprise rolls in its 
space. 

Robot Activities 
Robo.t.s ma_y take any action humans can1 except for Hack, 
Examme Records, Launch Shuttle ana Activate Robot. 
Robots must be accompanied by at least one human in the 
same. space or t~ey become inactive. Robots may carry 
one p1ece of eqwpment, but may not use it. They are not 
affected by gas or decompression. 

Crew 
Crew are survivors of the massacre that oc­
curred when the aliens were first brought 
aboard. Crew subtract one from all panic 
rolls, but otherwise are treated like marines. 
They appear without spacesuits. The first 
crewmember to appear has a pistol, the 
second a welding torch, and the rest are un­
armed. (Use the 1wo pieces of crew gear set 
aside at the beginning of the game.) Some 
crew were driven insane by the1r ordeal; they 
will attack until subdued or killed. The ma­
rines may not voluntatily leave ctew alone in 
a space at any time. Crew members who do 
end up alone must use their next actions to 
move .as quickly as possible to a marine­
occupied space, 

I·~ 
·> 

PISTOL 

. '\\ 
WELDING 
TORCH 

II 



GAME END 
The game ends when there are no active humans on the 
ship or the ship has been destroyed. Once the game is 
over, determine victory as detailecf below. 

Game End Tally 
All crew and marines that are away in a shuttle or com­
mand pod are counted as returning safely. 

If the Feynman was destroyed, move all crew from the 
Feynman (not from the bag) to the "Crew Accounted For" 
box. 

Items brought back without examination (RAM dump, se­
cu rity video, etc.) may be added to the "Crew Accounted 
For" box. 

Victory 
Victory IS determined by adding up the victory points (VP) 
earnea at the end of the game. 

+3 VP per crewmember accounted for. 
(Count up the number of crew in the "Crew 
Accounted For" box plus any "Accounts For" 
items and events in the box.) 

+5 VP per live returning crewmember. 

+1 VP per live returning marine. 

-20VP if no one escapes. 

+2 VP : Cinematic victory 
Last lifeboat launch was while the re-entry 
timer was on the •4• or greater box. 

+2 VP : Military victo.ry 
Botti shuttles returned. 

+2 VP : Scientific victory 
Command Pod returned. 

+2 VP : Total victory 
All crew accounted for. 
(15+, which includes live returning crew.) 

+2 VP : f'Y.rrhlc victory 
Only one marine escapes. 

Victory Levels 

< 30 : Total failure. 
30 - 41 : The mission is a marginal failure. 
42 - 54 : The mission is a success. 

55+ : Total success. 

Regardless of victOrY levels, anr surviving 
marines are awarded the Starburs for Heroic 
Valor; all wounded in action receive Purple Hearts. 
Those Killed or Missing In Action receive the UN 
Medal of Honor posthumously. 
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OPTIONAL RULES 
Sealing Breaches 
Units. ttiat spend one orbit phase with a welding torch in the 
square nex to a breach can seal it. Unlocking a door to an 
adjacent pressurized space also takes an orf>it phase. (An 
exception is airlock doors, which don't lock in response to 
pressur~.) Once a depress~rized space. ha~ been fully re­
sealed, 1t can be re-pressunzed by openmg a door between 
it and an adjacent pressurized space. A space can be used 
as a makeshift airlock this way, by systematically opening 
doors so that units. can move through the area without de­
compressing the ship. 

Exterior Movement 
This requires extending the movement grid to one square 
beyond the ship's hull. Units blown out of the ship but not 
out of this area are not automatically lost. Instead, all 
movement outside is normal, although hard to visualize. 
Combat occurs normally, exce(?t all "D" results become "K" 
since the target will float away from the ship. Due to the ar­
tif!cial .grav.ity •. units.cannot move onto the nng section v_.'hile 
it IS st1ll sp1nnmg w1thout being flung away from the ·sh1p. 

2 Player 
Split tne marines up among the players. The Team Leader 
is the player who controls the highest ranking marine still 
alive on the command chain. The Team Leader is the 
player who makes any universal game decisions (eg, Ex­
plore or Combat turn). Each player can move their marines 
as they want Move in order of the command chain if the 
players want to move to the same square. 

Chain of Command 
SGT HERNANDEZ 
CPL BRESINSKI 
CPLKYOSHI 
CPLORLOV 
CPL SARMA 
PFC LICHTER 
PFC DUBOIS 
PVT COLOVISTO 
PVTMENDEZ 
PVTYEE 
PVT ROBERTSON 
PVT EASTWOOD 

Total all the points as usual at the end of the game to see 
the joint level of victory. But for bragging rights in the bar­
racl<s •. each player totals separately the marines still alive 
in the1r group and any crew they personally accounted 
for/saved. If both players had marines in a space where 
they found crew, the highest ranking marine in the space 
cla1ms that crew. 



EXAMPLE OF PLAY 
To demonstrate how the various game systems interact, we follow the actions of a fireteam, composed of Pvt. Colo­
vista. Pvt. Robertson, Pte. Dubois and Pvt. Eastwood, as they enter the doomed lab ship in search of survivors. All 
start fn the assault shuttle as the game begins. For simplicity, the other 8 marines are not on this mi.sslon. 

TURN 1: 
Human Action Phase: Alert status is set to Explore, as being in combat turns is dangerous and there's plenty of time 
left. Since it's an exploration turn, the marines use free movement and everyone piles into the starboard shuttle air­
lock. There they have to stop, as they can't enter unoccupied areas (like the corridor) using free movement. 

Alien Action Phase: No aliens on the map. All the humans are together, so there are no abduction checks. 

Orbit Phase: The orbit marker goes· to 14. All four marines 1ake deployment actions, so they use cost movement with 
jogging MA; remember that the area is in zero-G. Eastwood is first (he sa heavy marine, but in zero-G. so his MA is 
2) and opens the hatch (1MP), then moves one square up (1MP). Dubois stacks with Eastwood (1MP)., Robertson 
moves up one and left one (2MP), and Colovisto moves up one and right one (2MP). Now they're ready for whatever 
shows up. 

TURN 1:DEPLOY - "' ®Ill' .Ill· M 

(Cost Movement) 
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Discovery Phase: The corridor was previously unoccupied, so an ambush check is made. The roll is a 2- an 
ambush! Three counters are drawn from the bag: two aliens and a toolkit. The toolkit is returned to the bag, and 
placement rolls are made for the aliens: 1 and 4. One is therefore down the hall (another D6 roll reveals ttiat it is 5 
squares away, so it ends up next to the command pod) and the other one is stacked with one of the marines. A 
random roll determines that Eastwood is the lucky guy. Now the marines toll for surprise, getting a 1, +2 for an 
ambush and +2 more for being unaware, for a totar of 5- no surprise. 

TURN 2: 

.. 

Human Action Phase: There are active aliens. so alert status goes to combat. Colovisto takes aim at the distant 
alien with her G71 ; it's at short range (4 squares away) and thus needs a 5 to hit. She rolls a 7. Now she rolls a die 
on the damage table and gets a 5, l<illing it. Eastwood then !blazes away with his plasma gun at the one in his square; 
it's at adjacent range. He needs a 3 and rolls~~. but get;> -1 for the extr~ unit (Dubois) in the _target square. T~is hits 
anyway, and Eastwood rolls a 4 for damage, k1lhng the ahen and splattenng ac1d bloocf over h1mself and Dubo1s. East­
wood rolls a 2 for acid damage (no effect) and Dubois gets a 3, lightly wounding him and breaching his spacesuit. But 
at least the aliens are all dead. 

There are no aliens and no humans are alone, so the Alien Action Phase is uneventful. 
The Orbit Phase does not occur (because it is a combat turn). 
Nothing happens in the Discovery Phase, as there are no newly-entered spaces this turn. 

TURN 3: 
Human Action Phase: Alert status is exploring once again . Robertson and Colovisto free move to the square next to 
the command pod, while Eastwood and Dubois move into the transport shuttle airlock (ignoring the port shuttle lock, 
since they're free moving). The Alien Action Phase remains calm. 



Turn 3 cont. 

Orbit Phase: The orbit marker goes to 13. Everyone deploys. Eastwood opens the hatch (1 MP), then moves one 
square up (1MP), followed by Dubois, who moves one up and one right (2MP). Robertson opens the hatch and 
moves one square right, then Colovisto follows him in. 

Discovery Phase: Both rooms were just entered, so discovery checks are made. The command pod team rolls a 5-
no encounter, but an Explored counter is placed in the room. The shuttle group rolls a 2, and draws an alien and a 
"weapon breaks" event from the bag. An Explored counter :goes in the room. The event takes effect now, destroying 
Eastwood's beloved RPP-7. Then tfle alien 1s placed with a roll of 2, stacking it with a marine. A random roll makes 
Dubois the lucky guy this time. The surprise roll is a 6, with no modifiers - the marines are surprised. Since this is not 
an ambush, the alien consults the action chart, and sees that it needs to roll a 4 or more to attack. It rolls a 3 (with no 
modifier since there are two doors) and runs for it. Unfortunately Eastwood is in the way,_ so it moves into his square 
and attacks. It rolls a 5, killing him; he leaves the map. Du!]ois checks for panic, and gets a 3, -1 for being alone. He 
panics. 

TURN 4: 
Human Action Phase: Alert status goes to combat. Dubois panic fires at the alien , which is at adjacent-range and so 
he needs a 3 to hit. He gets three sliots: 7, 4, 6, but he's at -2 to hit from the panic fire and -2 from bein_g wounded, 
and this modifies the rolls to 3, OJ 2. One shot hits and he rolls a 2 for the damage, downing the alien . The other two 
shots miss, hitting the hatch beh1nd the alien that leads to the camo bay; no effect. His G71 is now jammed from the 
panic fire. Colovisto runs to help Dubois, opening the hatch (3 Mt-') ana running 3 squares down the corridor before 
running out of MP. Robertson moves down a square, hoping to hack for the crew manifest next turn. Now Dubois 
checks for panic. rolls a 4 and recovers. 

Alien Action Phase: The aliens might abduct Robertson or Colovisto, since they're alone. Dubois can't be, since he 
has an alien in his space. Colovisto rolls a 3, but Robertson rolls a 1 and disappears into the bag. Now the down alien 
checks its status, rolling a 5. It's alive! Dubois rolls a 5 for surprise and curses his luck. The alien checks the action 
table, rolls a 4, and dec1des to kill him. It rolls a 3 for its attack and Dubois goes down (a Down counter is placed next 
to his character). 

Discovery Phase: Colovisto has to check for ambush, since no one was in the corridor last turn. She rolls a 6, and 
avoids trouble. 

TURN 5: 
Human Action Phase: Alert status stays at combat. Colovisto runs another three squares down the corridor, ending 
up next to the shuttle airlocks. Then she runs out of MP (it takes 4 to open the hatch and run through, and she's got 3 
left) so she stops. 

Alien Action Phase: Once again, Colovisto is alone, so stne rolls for abduction:.... a 5, she's OK. The alien in the shut­
tle finds itself alone, so it disappears into the bag with Dubois. 

Discovery Phase: The corridor Colovisto is in was occupied last turn, so no need for an ambush check. Colovisto 
looks around, then checks her radio. Realizing that all her t eammates are dead or worse, she wisely chooses to end 
this example. 
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Human Action Pbase: 
Move 
Attack 
Move then Attack 

& TABLE IS 

Check status of a downed htunan 
Pick up I Drop a piece of equipment 
Hack the ship's computer (Combat turns only) 
Launch lifeboat 
Unjam a weapon 
Picl< up I Drop casualty 
.Switch equipment 

Orbit Phase: 
• Deploy into an unoccupied space 

Replace spacesuit 
• Hack the ship's computer 

Activate robOt 

MARINE S.IDE 

Unit Walk Jog Run 

Humans 2 4 6 
Heavy Humans 2 3 5 
Aliens 3 6 10 
Robots 2 5 7 
Zero-G I 2 6 

All units have the same M.\ in zero-G. 

Heavy mari.nes are ones carrying plasma guns or 
inactive humans: 

Wounded units .halve MA (round down). 

Foam: All units halve MA (round down). 

Roll one die: 

Roll Result 

1-2 Destroyed 

J -5 No effect. 

6+ Jam clear/ 
Item repaired. 

Modifiers to roll: 

Mechanic +I 

Machine Shop +I 

Techbot +I 

• Heal an injured human 
Repair a robot or device 

• Examine ship's records 
Patch spacesuit 

Lift shafts: Move to either end of shaft if unit starts 
pha-;e in car or in ~arne ~quare a~ batch. In combat. 
hatches cannot open in the same pha~e the car moves. 

Toolkit +I 
(used up if successf11l) 

1. Roll to Hit (Close Combat always hits) 
-Roi12D6 and add combat modifiers (Natural2 is a Jam). 
-Must be equal to or greater than To Hit Value. 
-To Hit Number depends on Range: Adjacent/Point-Blank/Short/Medium 

2. If Hit, roll damage. If miss, rot! for each .item in LOS in order of 
distance from firer. 1-3 hit, 4-6 miss. Continue until bit occurs. 

RANGED COMBAT MODIFIERS 

(Add to die roll) Wounded -2 Cartying a 

Walking - I Double fire -2 casualty 

Jogging -2 Panic fire -2 Each unit in 

Running NA Dark room - I 
LOS other than 
target or firer 

-:2 

- I 

MARINE W EAPON DAMAGE CHARTS 
To Hit V.lue 
3141516 

5 6 
D K K 

NE LLDDD 

NED D D KK 

<;:omputer 456 

To Hit Value 
314t6n 

5 6 

D K K 
L L D D K K 
D D D D D K 

Computer 23456 Blast * 
T(l Hit Value 

3/3/5/8 

5 6 

D D K K K 

L D D K K 

D D D K K K 
Co.mputer 3456 

Alien 

Doors -

Die Roll: 

Alien 

Doors 6 
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Adjacent 

Point-Blank 

Short 

Medium 

0-1 squares 

2-3 squares 

4-6 squares 

7+ squares 

Special (see pg 10) 
2 Darkness 
3-4 IC/Foam 
5-6 Explosion 

NE NE KO 

Close 
Combat 

5 6 

L S 
NE NP NE NE NE KO 

NE NE NE NE NE D 

I 2 3 

L L D 
NE NE L 
NE NE. ~ 

Computer6 

4 

D 
L 

D 

10 Alt VaJue 
3/5/6/8 

5 6 
D K 
L D 

D D 
Computer6 

Close 
Combat 

2 3 4 5 6 

L L L D 

NENBNE L 

D D 
L L 

NENENENE D D 

Computer 56 

Roll equal to or greater 
than target number on 
106 to succeed. 

Modifier.; ro roll: 

Hacker +2 
In computer room +2 
ln engineering +I 
In command pod +I 
Orbit phase +2 

DAM~GE ADDITIONS 

When damaged units are bit 
again. the damage adds as 
shown below: 

L+L=S 
S+L =S 
S+D=K 
D+L=D 

D+D=D 
(alieru;) 

D+D=K 
(all others) 

HO.STILE D~MAGE EFFECTS 

Afien Allimal.~lnwme Cre....•: 

NE No effect. 

KO Knocked out; inactive until 
revived. 

L No effect. 

S Inactive forrest of game. 

D Down~ unit is inactive. Roll 
106 when checked: J-3: 
Killed; 4-6: Serious wound. 

K Killed. 

Aliens: 

NE No effect. 

D Down; alien cannot act. 
Roll J D6 at the end of the 
next alien action phase: 
1-4: Killed; 5-6: Ju~t 
stunned. roll for surprise. 

K Killed. Everything in the 
alien's square is hit by ac.id. 



DISCOVERY PHASE 
Do not check locks or the Assault Shuttle . 

Discovery: In unexplored rooms; roll one die: 
Roll Resul t 
1-3 Draw that many encotmters from the cup 
4-6 No encounter: place EXPLORED m<u·ker 

AmlnLrh: In just-entered corridors or just­
entered explored ro<Hns ; roll ID6: 

Roll Resul t 
1-3 Ambushed; draw three encounters from the 

cup and return al l except hostiles & live crew 
4-6 No encounter 

• 
!PLACEMENT 

To detennine where encountered units are. roll a D6 each: 
Roll Result 
1-2 Stacked with random lmman unit in space. 
3-4 [n cover- nearest obstruc ted square to bum an 

units in space (including the ones they occupy). 
If none available, nearest cluttered square. 
Otherwise, treat as roil of 5-6. below. 

5-6 ID6 squares away from any human in space or 
farthest point in space, whichever is closer. 

HOSTILE UNIT ACTIONS 

Human units in space 
3 1 2 3 4 5 6 7 8 9 10 1112+ ... 
Q. 

1 3. 4 5 6 7 7 R R R R R R "' . !: 2 2 3 4 4 5 5 6 6 7 7 R R 
!!! 3 2 2 3 4 4 4 5 5 5 6 6 6 '2 
= 4 1 2 3 3 4 4 4 4 5 5 5. 5 
c:; 

5 1 2 2 2 3 3 4 4 4 4 4 5 . ~ 

< 6+ 0 2 2 2 2 3 3 4 4 4 4 4 
Roll greater than or equal to # on I D6 to attack. 
Otherwise. run. R = Automatically run. 
Doors in space add to roll: 1: +1 2: +0 3+: - 1 
Ambushing and berserk unit$ always attack. 

~ 

~ 
Claws Close Combat 

Die Roll: l 2 3 4 5 6 

Human D D K K K K 
Armored NE L D D K K II 
Alien NE NE NE NE D K 

Doors 6 Computer 56 

ROBOTS 

Roll one die 
when disc()v­
ered to chec k 
condition: 

1 Berserk 
2-3 Damaged 
4-6 Inactiv e 

SURPRISE 

,;..,~ ., 
Encounter 

Marines 
Crew 
fJ1sane Crew 
Acid S pra ycr 
Herbivore 

Predator 

HandJerbot 
Tech bot 
Ret:onbor 

Roll o ne di.e for each space: 
Roll Result 
1-5 No effect. 
6+ Humans surpris-ed, 

hostiles immediately 
take one action. 

Modifiet'S to roll: 

AmbUisb +2 
Dark1·oom +I 

Foamed room +I 

Combattums +2 
Recon bot used - I 
Unaware +2 

Downed aljens who wake 
up again s urprise on a 5-6, 
but there are no modifiers 
to the rol l. 

PANIC 
Roll a die when a human sees 
another human get a K result 
from c laws., is alone with aliens, 
or d iscovens dead humans: 

Roll Reslll l 
1-2 Panics 
3-6 No Effect/Recovers 

Check each turn until recovery. 

Modifiers to roll: 

Tough ski l.U + l 
Alone in sr>ace -J 
Crewmember - I 

"" 
Acid Spray 6/8/-/- Re•·bivore Teeth Close Combat 

Die Roll: J 2 3 4 5 6 Die Roll: I 2 3 4 5 6 

Human L L D D K K Human NE L L D D D 
Armored NE NE L L D D Armored NE NE NE L L L 
Alien NE NE NE NE NE NE Alien NE NE NE NE NE D 

Doors- Computer 6 Doors - Computer-
j 
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ENCOUNTER GUIDE .., 

Attack Defense Move1bent 

Vario1is Armored Human 
Various Human Human 

M 135 Pistol Human Human 
Acid Spray Human Human 

Teeth Alien Alien 
Claws Human Alien 

Pistol, Gas Armored Robot 
Weldiog Torch Human Robot 

~ Unarmed Armored Robot 
= 

,. ENCOUNT"ER DAMAGE CHARTS ., 
Explosion Hils all in square 

Die Roll: I 2 3 4 5 6 

Human L D D D D K 
Armored NE NE L L D D 

Alien NE D D D D D 

Doors 6 Computer6 

Gas Hits .all in space 

Die Roll: I 2 3 4 5 6 

Unprotected NE NE NE KO KO KO 

Spacesuited NE NE NE NE NE NE 
Alien NE NE NE NE NE NE 
Attacks at the end of the human phase . 

FRIENDLY DAMAGE EFFECTS 
Humans: 
NE No effect. 

, 

KO Knocked out~ i nactive until revived. 

~ 
L Light wound; -2 (o 'hit and half MP. 

s Serious wound; inactive for rest of 
game. 

D Down; unit is inactive. Roll ID6 
when cbeck.ed: L-3: Killed; 
4-6: Serious. wound. 

K Killed. 

Robots: 
NE No effect. 
KO Nocffect. 
L Light damage; roll 1D6; 1-3: 

Berserk; 4-6: Serious damage. 
S Serious damage; unit may take no 

actiogs unti I repaired. 
D Down; unit is inactive. Roll 1 D6 

when checked: l ~3.: Destniyed; 
4-6: Serious· damage. 

K Destroyed. 



EVENTS 
After resolving an event, leave it out of the bag. The back side can be used as an "explored" counter in most cases. 

Airlock Open 
The computer opens both hatches to the engineering airlock in the main section. See decompression 
rules for effects. The lock may be closed ana the area re-pressurized, with a hacking roll of 7. 

Berserk Bot 
One robot already on the map goes berserk. Treat it as a hostile unit that has just been discovered. If 
there are no robots on the map, ignore this event. 

Booby Trap 
A booby trap, left from the crew's battle against the aliens, goes off. It immediately hits everything in 
the square adjacent to the door. (If units entered by more than one door, pick randomly.) Use the Ex~ 
plosion Chart to determine damage. -

Dark 
The lights in this space are out and the onay illumination comes from the lamps on the marines' hel­
mets. Attacks against aliens are at -1 to hit (they emit no IRradiation) and all surprise rolls are made 
at +1. Place the counter in the space as a reminder. 

Dead Crew 
The marines have stumbled onto the half-eaten remains of one or more crewmembers. Check for 
panic. Then place the counter in the "Crew Accounted For'' box on the map. 

Drive On 
The main drive unit activates. It may be shut down with a hacking roll of 6. Until then, leave the event 
counter on the map. While the drive is on, it creates the following effects: 
-At the end of each turn every unit in a clear square moves 1 square to the left (toward the rear of 
the ship), unless blocked by a wall. 

-All ranged combat is -1 to hit. 
-MAs are reduced by 1. 

During each orbit phase, do not move the timer normally. Instead, roll 1 D6: 
1 : Move the timer backward one box. 

2-3: Move the timer forward one box. 
4-6: Move the timer forward two boxes. 

Drive Overload 
The computer attempts to self-destruct the ship by overloading the hyperdrive. Until the drives are 
shut down, stay on combat alert. Each turn, at the end of the discovery phase, roll 2D6. On a roll of 2, 
the drives will i:letonate, destroying the ship and all occupants. The drives may be shut down with a 
hacking roll of 3. 

ICIFoam 
The room's intruder control system fills the space with firefighting foam and anesthetic gas. This has 
the following effects in the space: 
-Foam halves the MA of all occupants and g ives a +1 to surprise. 
-The gas attacks immediately and at the end of e.ach human action phase (for the rest of the game). 
Place the counter in the space as a reminder. 

TRhing Stop · h b k f h . . E h" . th . . d" I e computer actrvates t e emergency ra es or t e nng sectron. veryt rng rn e nng rmme rate y 
moves 3 squares toward the bottom ofthe map. They stop if they hit a wall or blocked square, or move 
into an obstructed square. Every unit in the nng loses its action phase the following turn. The ring is 
now under microgravrty; use the zero-g movement rules and reduce all terrain levels by one (cluttered 
becomes clear and obstructed becomes cluttered). Leave the event counter on the map as a reminder. 

Weapon Breaks 
A weapon carried by one of the units in that space breaks; discard it. Due to Murphy's Law, it is the 
best weapon in the space (plasmas first, then rifles, then pistols}. · 
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