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� TRODUC� � 
May 26, 2276. Commercial ship ASTRID on transport mission to sector 23.
Audio transmission from Sco� , J., crew member:
  is is John Sco� , offi  cer on the Astrid. If you receive this message, do not come to the rescue. I repeat, do 
not come to the rescue.   e ship is lost and must not land under any circumstances. I don’t have much time, 
but I’�  try to explain what happened:
  ree days ago, the ASTRID diverted its route to investigate the cessation of activity at the JM3 mining 
complex on a planetoid in sector 15. We sent a scientifi c team to investigate. Upon their return, they 
reported that the complex had been abandoned, although they brought something on board with some 
urgency. “Biological samples,” they said. Hours later, a member of the scientifi c team who had access to the 
samples went mad and bruta� y murdered a co� eague. Although he was shot dead, his body and that of his 
co� eague disappeared before the cremation and quarantine protocol could be carried out. We later learned 
that the samples were actua� y the remains of an unknown anthropomorphic being. However, DNA analysis 
confi rmed that they were of human origin. Scientists isolated a pathogen in the remains, a parasite that 
mutates the host, giving it adaptive improvements that optimize its survival and favor the transmission 
of the infection. As we later discovered, the host gains greater strength and agility, can see in the dark, 
and is unaff ected by weather or lack of oxygen. It seems to go through several phases until it becomes... 
something like a fucking ki� er cockroach, elusive and diffi  cult to ki� . In exchange, it loses its identity and 
the ability to feel emotions, and only the instinct for survival and the desire to spread the infection prevail. 
It seems that they transmit the infection through direct contact via cuts and bites.   ey are also very 
sensitive to light, which can be used to distract them.
By the time we realized what was happening, it was too late. Some members of the crew had been infected. We 
tried to contain them, but they found a way to escape.   ey use ventilation ducts, false ceilings, elevator sha� s...
  e next day, half the crew was infected. In the fo� owing hours, there were several breakdowns, fi res, 
power outages, and the passengers were revived from hibernation. 213 passengers. It was a massacre.
Today, you can barely hear any screams. While helping a passenger, I was injured in the arm. I haven’t had 
the courage to amputate it. It’s the end. I have decided to leave my confi nement, cancel the distress signal, 
and activate the ship’s self-destruct mechanism.
Sara, forgive me. I shouldn’t have accepted any more trips. I’m sorry I abandoned you for so many months. 
I love you. I miss you...
End of transmission.
Commercial ship Astrid, this is C. Romero, sergeant of space patrol, responding to your distress ca� . We are 
approaching airlock C with the docking module. 
Commercial ship Astrid, respond... Commercial vessel Astrid, respond...
Commercial ship Astrid, prepare to be boarded.

“SPACE LITE: STARSHIP NIGHTMARES” is a cooperative survival game for 1 to 5 players. You play as seasoned 
space patrol soldiers boarding a commercial ship, in response to a distress signal.   e ship is carrying 
hundreds of civilians and is swarming with dangerous creatures. Enemies keep appearing from a�  sides, and 
you wi�  soon be surrounded. In this suff ocating atmosphere, only through cooperation, good resource man-
agement, and proper use of actions wi�  you be able to complete your mission and survive.  

5 soldier cards

1 portable 
machine gun fi gure
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GAME COMP� � TS

DREAD

Draw 1 action card.The affected soldier has -1 action point during this phase.

Rules summary

1) EVENT PHASE:

• Remove doors blocke
d by events or the “hac

k” action during the pr
evious round.

• Draw 1 event card an
d follow its instruction

s. If not possible, the g
ame ends.

• Shuffle all action car
ds and draw 5 at rando

m.

2) PLAYER PHASE:

Each soldier has 2 act
ion points to perform t

he following actions. E
ach action costs 

1 action point, except w
hen using an action ca

rd:

1) MOVE (Max. 2 times
 per turn): move up to y

our movement attribut
e.

Maximum occupancy p
er zone: 8 figures.

2) ATTACK (Max. 1 time
 per turn): 

• MELEE ATTACK: attac
k an enemy in your sam

e zone.

ENGAGED IN COMBAT: 
You can’t move away fr

om the enemy. You can
 only perform 

melee attacks or use th
e action cards “Flash Gr

enade” or “Combat Knife
”.

• RANGED ATTACK: spe
nd ammo from your equ

ipped weapon’s magazin
e and attack an 

enemy in a different zon
e within range. 

  

If attacking a zone whe
re allies are engaged in

 combat, roll 1 fewer di
e.

3) RELOAD: spend a ma
gazine token to reload

 your equipped weapon
. 

4) SWITCH WEAPON:  p
lace the equipped wea

pon token onto a differ
ent weapon.

5) HEAL WOUND: spen
d 1 first aid kit to heal a

 soldier in your zone or
 yourself. 

6) INTERACT WITH OBJ
ECTS: give/take/pick u

p objects.

7) INTERACT WITH THE
 ENVIRONMENT. 

8) OPEN DOOR: flip a te
rrain card face up and p

lace everything indicat
ed. 

• BLOCKED DOOR LEVE
L “B”: open using the “h

ack” action card.

• BLOCKED DOOR LEVEL
 “A”: open using “open do

or” while holding a “Leve
l A access card”.

9) BLOW UP A LEVEL “
B” DOOR: once per gam

e, discard 3 non-infec
ted action cards 

from your hand to rem
ove a level B door.

10) USE ACTION CARD
: does not cost action

 points. Maximum 2 p
er phase to be 

distributed among all s
oldiers.

1) EVENT PHASE:

Remove doors blocked
 by events or the “hack

” action during the pre
vious round.

Draw 1 event card and 
follow its instructions

. If not possible, the ga
me ends.

Shuffle all action cards
 and draw 5 at random.

2) PLAYER PHASE:

Each soldier has 2 act
ion points to perform t

he following actions. E
ach action costs 

1 action point, except w
hen using an action ca

rd:

1) MOVE (Max. 2 times
 per turn): move up to y

our movement attribut
e.

Maximum occupancy p
er zone: 8 figures.

2) ATTACK (Max. 1 time
 per turn): 

MELEE ATTACK: attack
 an enemy in your same

 zone.

ENGAGED IN COMBAT: 
You can’t move away fr

om the enemy. You can
 only perform 

melee attacks or use th
e action cards “Flash Gr

enade” or “Combat Knife
”.

RANGED ATTACK: spend
 ammo from your equip

ped weapon’s magazine
 and attack an 

enemy in a different zon
e within range. 

  

If attacking a zone whe
re allies are engaged in

 combat, roll 1 fewer di
e.

spend a magazine toke
n to reload your equipp

ed weapon. 

4) SWITCH WEAPON:  p
lace the equipped wea

pon token onto a differ
ent weapon.

spend 1 first aid kit to h
eal a soldier in your zo

ne or yourself. 

6) INTERACT WITH OBJ
ECTS: give/take/pick u

p objects.

7) INTERACT WITH THE
 ENVIRONMENT. 

flip a terrain card face 
up and place everythin

g indicated. 

BLOCKED DOOR LEVEL
 “B”: open using the “ha

ck” action card.

BLOCKED DOOR LEVEL “A
”: open using “open door”

 while holding a “Level A
 access card”.

9) BLOW UP A LEVEL “
B” DOOR: once per gam

e, discard 3 non-infec
ted action cards 

from your hand to rem
ove a level B door.

10) USE ACTION CARD
: does not cost action

 points. Maximum 2 p
er phase to be 

distributed among all s
oldiers.

INFECTED

If you cannot draw an infected card, you lose the game.
Take 1 First Aid Kit token.

FIRST AID KIT
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•	Draw 1 infe
cted card.

•	If eliminat
ed,

draw 1 infec
ted

card and ch
eck if

she transfo
rms.
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drawdraw 1 infec
ted

cardcard and ch
eck if

sheshe transfo
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5 soldier cards

15 terrain cards

1 summary card
and 1 enemy card

5 weapon 
counter tokens

10 soldier fi gures

32 enemy fi gures

12 
ammunition 
tokens

3 grenade 
tokens

1 fl amethrower 
token

3 fi rst aid kit 
tokens

1 level A card 
token

1 X serum 
token

10 standard 
magazine 
tokens

3 pistol 
magazine 
tokens

10 damage 
tokens

5 activation 
tokens

1 fi re 
token

5 equipped 
weapon tokens

5 level A and B 
locked door fi gures

MOVE IT!

+1 action point.
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10 action cards

26 event cards

0
2

If eliminate
d, draw

3 infected c
ards.

Replace its
figure

with a PALE
GUY

0000
22

IfIf eliminate
d, draw

33 infected c
ards.

ReplaceReplace
figure

withwith a

infected

Replace its
figure

a PALE GUY
Can move using 2 action points.

11
22

2 civilian cards

10 infected cards 15 supply cards

Deals damage equal to your roll to 3 figures in the zone.

0
23

1

Deals damage equal to your roll to 3 figures in the zone.

Deals damage equal 
Deals damage equal 
Deals damage equal to your roll to to your roll to to your roll to 3 figures in the zone.
3 figures in the zone.
3 figures in the zone.

F
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TH
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W

ER

3 figures in the zone.
3 figures in the zone.
3 figures in the zone.

2

3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.
3 figures in the zone.

1

You may reroll 1 attack die. 

3 figures in the zone.
3 figures in the zone.
3 figures in the zone.

5 weapon cards

4 a� ack dice

2 civilian fi gures

1 portable 
machine gun fi gure

Guest
Rectangle
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GAME OBJEC� � :
   ▶ Survive while fulfi � ing the requirements of each mission. 
   ▶ If time runs out or a�  soldiers die, the mission fails. 
   ▶ At the end of the mission, you must pass an infection test: if you have been infected, the mission fails.

SETUP
   ▶ Place the ENTRANCE terrain card face up. 
   ▶ Prepare the other terrain cards in a deck according to the mission you have chosen. From this fi nal 
deck, place new terrains face down at the exits of the “entrance” terrain.
   ▶ Place the 5 healthy soldier fi gures in the docking module of the “entrance.”
   ▶   e number of soldiers in play is always 5, regardless of the number of players.   e players (1 to 5) 
agree and distribute the 5 soldiers as they wish. 
   ▶ Each player takes their soldier cards in their healthy version and their weapon counters. Set the ammunition 
tokens for a�  weapons to the maximum and place the equipped weapon token on the main weapon.
   ▶ Place the enemies from the “entrance” terrain in the deployment zone.
   ▶ Shuffl  e the event, supply, and action cards and place them face down.
   ▶ Place the infected, civilian, weapon, and enemy cards face up and separately.
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Take 1 Pistol Magazine token.

PISTOL 
MAGAZINE

Take 1 Pistol Magazine token.

PISTOL 
MAGAZINE

Take 1 Pistol Magazine token.
Can move using 
2 action points.
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ROACH

EV� S SM� HSM� H

A� � 

JOHNS� JOHNS� 

ROM� O

Take 1 Pistol Magazine token.

PISTOL 
MAGAZINE
INFECTED

If you cannot draw an infected 
card, you lose the game.

INFECTED

If you cannot draw an infected 
card, you lose the game.Take 1 Pistol Magazine token.

MAGAZINE
INFECTEDPISTOL INFECTEDPISTOL 

If you cannot draw an infected 
Take 1 Pistol Magazine token.
If you cannot draw an infected 
Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.

INFECTED
PISTOL 

INFECTED
PISTOL INFECTED

INFECTED
INFECTEDPISTOL INFECTEDPISTOL 
INFECTED

PISTOL INFECTEDPISTOL 

If you cannot draw an infected If you cannot draw an infected If you cannot draw an infected If you cannot draw an infected 
Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.
If you cannot draw an infected card, you lose the game.If you cannot draw an infected 
Take 1 Pistol Magazine token.
If you cannot draw an infected 
Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.
If you cannot draw an infected 
Take 1 Pistol Magazine token.Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.card, you lose the game.Take 1 Pistol Magazine token.

INFECTED

If you cannot draw an infected 
card, you lose the game.
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You may reroll 1 attack die. 
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You may reroll 1 attack die. 

Deals damage equal 

You may reroll 1 attack die. You may reroll 1 attack die. 

Deals damage equal Deals damage equal Deals damage equal Deals damage equal 

You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. You may reroll 1 attack die. 

Deals damage equal Deals damage equal 
Deals damage equal 
Deals damage equal 
Deals damage equal Deals damage equal to your roll to Deals damage equal Deals damage equal Deals damage equal Deals damage equal to your roll to Deals damage equal Deals damage equal Deals damage equal Deals damage equal Deals damage equal Deals damage equal to your roll to Deals damage equal Deals damage equal Deals damage equal 
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You may reroll 1 attack die. 
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SOLDI�  C� DS
Each soldier has a card with their healthy/wounded version. It shows:
 1 )  Character name and color: Each soldier is assigned a name and a 
color.   is is used to resolve situations that depend on chance (such as 
events) or to clarify who the enemies are a� acking. 
 2 )  Melee a� ack: number of dice ro� ed to a� ack enemies in your zone.
 3 )  Health: number of wounds the character can withstand.  
When a soldier receives 1 wound, fl ip their card over to their wounded 
variant, revealing an event as we�  as new a� ributes.  
When a character receives a number of wounds equal to or greater than their 
health, they are eliminated. If a�  soldiers are eliminated, the game ends.
 4 )  Movement: number of zones the character can move. 

W� P�  C� � � 
Each soldier has their own weapon counter that indicates:
 1 )  ­ e weapons with which soldiers start the game:   e top weapon is their primary weapon.   e 
bo� om weapon is their secondary weapon. To the right of each weapon is a space to place the equipped 
weapon token, which indicates which weapon is currently in their hands.
 2 )  Ranged a� ack: number of dice ro� ed to a� ack enemies in a diff erent zone from yours.
 3 )  Ranged a� ack range: number of zones within fi ring range. 
  e number in parentheses indicates the maximum distance that weapon can reach, although the 
number of a� ack dice is reduced by 1. You cannot shoot beyond this number. 
 4 )  Magazine. Each weapon only works with the magazine indicated:

a) Standard magazine: only works with the main weapon. 
b) Pistol magazine: only works with the pistol.

Each time a weapon is shot, move the ammunition token to a lower number on the magazine chart. 
When it reaches zero, you cannot shoot. To return to maximum, you must reload. 
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CIVILI�  C� DS
  ere may be civilians hiding in some rooms on the ship. Your duty is to help them 
and escort them off  the ship. Although this is not mandatory, it is useful for counting 
survivors in the infection test at the end of the game. If there are more infected cards 
than survivor cards (soldiers + civilians) in your action card deck, you lose the game.  
  ere is one locked in the “room” and you can wake up another by interacting in 
the “hibernation room.” When you rescue one, take their healthy card and place it 
in a common area on the table. During the player phase, any player can control the 
rescued civilians. Civilians have 2 action points to spend, just like soldiers, but they 
can only move.
Enemies at equal distance wi�  a� ack civilians before soldiers. 
If a civilian is eliminated, they are immediately transformed into a parasite. Flip their 
card to its infected variant and fo� ow the instructions: Take 3 infected cards and 
replace their fi gure with a “pale guy.” Leave the fi gure lying down.   is enemy does 
not a� ack or deal infected cards in this round, nor does it engage in combat. In the 
next enemy phase, it gets up and acts norma� y.

� EMI�  C� D �   TYP� 
Enemy initiative 
increases from 
le�  to right in 
this table.

P� � � � 
When the parasite virus infects the host, it causes a series of mutations or phases until it reaches its fi nal state.   e 
fo� owing names are the terms soldiers use to refer to the parasites.

   ▶ ”Pale Guy”: phase 1 of infection in humans. Very fast, but not very strong.
   ▶ ”Roach”: phase 2 of infection. Less fast, but stronger. 
   ▶ ”Crab”: phase 3 of infection. Slow, but very strong. 
   ▶ ”Alpha”: fi nal phase reached by some parasites, the dominant class. Huge and lethal. 
When moving, if these four parasites do not reach melee range a� er making a fu�  movement, they move 
one more zone and do not a� ack. 
   ▶­ e “Blob”: a jumble of viruses and bodies in the midst of mutation. It is very resistant, although 
vulnerable to fi re: fl amethrower a� acks infl ict double damage to it.

Parasites a� ack any human within their reach, whether a soldier, a civilian, or even other human enemies, 
although at equal distances they wi�  a� ack soldiers fi rst and then other human enemies (such as assault 
units or crew members).
When a parasite coincides in the same zone with one or more soldiers or civilians, 1 infected card is received. 
When a parasite damages soldiers, you receive 1 infected card (3 infected cards if it is a civilian).

0
2

If eliminated, draw
3 infected cards.
Replace its figure
with a PALE GUY

� EMI�  C� D �   TYP� � EMI�  C� D �   TYP� 

00
22

IfIf eliminated, draw
33 infected cards.
ReplaceReplace its figure
withwith a PALE GUY2222222222222

11
22

Can move using 
2 action points.
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HUM� S
   ▶ASSAULT UNIT: soldiers from ANEMLOK corporation, sent to investigate alien contact. 
  eir priority is to recover the virus for the biological weapons department, and 
they wi�  not hesitate to eliminate witnesses.    
As soon as they have line of sight, they stop moving and a� ack from a distance if possible.
  ey wi�  a� ack parasites only if they are at risk of being a� acked by them.
   ▶CREW MEMBER: a survivor who has taken a weapon and an armored suit.   ey have locked 
themselves in and shoot at anything that approaches them.   ey have manipulated the 
defense system to a� ack humans.      
As soon as they have line of sight, they stop moving and a� ack from a distance if possible. 
  ey a� ack soldiers before parasites if they are both in the same range.

ROBOT 
A multipurpose tool in the ship. It is used for cargo, cleaning, and even defense of the 
ship. It has been manipulated to a� ack soldiers. 
It only a� acks soldiers and civilians. It does not a� ack parasites nor is it a� acked by them. 
It moves toward the nearest soldier or civilian to the maximum of its movement 
a� ribute and a� acks in melee or at a distance, depending on how far it is from the 
target of the a� ack.

W� P�  C� DS
Other weapons can be picked up, which are sca� ered throughout the 
ship. Place their cards next to the soldier’s card.   ere is no limit to 
the number of weapons a character can carry.
When using them, place the equipped weapon token on the card and 
use its a� ributes.
If they don’t have a magazine icon, discard them when you run out 
of ammo.

SU
 LY C� DS
Draw 1 random supply card when you use the “Search” action card. 
Fo� ow its instructions and then place it in the supply card discard pile.
When there are no cards le� , shuffl  e the discard pile and create a new 
supply card deck.

You may 
shoot twice
You may You may You may 

shoot twiceshoot twiceshoot twice
You may 

shoot twice

2 2

0
23

1P
OR

TA
B

LE
 

M
A

C
H
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E

 G
U

N

Take 1 Portable Machine Gun card and its figure. The soldier carrying it has -1 movement. Spend 1 action point to deploy it or pick it up. It works automatically.

PORTABLE MACHINE GUN

7
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AC� �  C� DS
Cards with actions that any soldier can use during their turn. Actions are 
valid for the soldier using them and their eff ect lasts once, unless the 
card indicates that it is valid for the entire phase.
In each event phase, you receive 5 random action cards. However, only a 
maximum of 2 can be used per player phase, which are divided among 
the 5 soldiers.
  e cards have a color and name indicator, which is used to make 
decisions about events or combats in the enemy phase.
A� er ro� ing an event or before an enemy a� ack in which the target of said event or a� ack is not specifi ed, 
reveal a random action card.   e color/name indicator shown on the card refers to the soldier with that same 
color/name on their soldier card.   at soldier is the aff ected soldier and must suff er the enemy event or 
a� ack. If it is not a valid card, continue revealing until you fi nd a valid card.

� FECT�  C� DS
In the heat of melee combat with the parasites, your team can become 
infected through scratches or blood splashes.
  ese cards are added to the action card deck every time there is new 
close-quarters contact with a parasite (whether the parasite or the 
human moves) and every time the parasites deal damage. You also 
receive 3 infected cards if a civilian dies.
From that point on, they become part of the action card deck.
  ese cards are useless and reduce the likelihood of drawing benefi cial action cards in subsequent turns.
Furthermore, in the case you have to draw one more infected card and there are no cards le�  in the infected 
card deck, the infection becomes uncontainable and you lose the game.
To get rid of them, you can use the “anti-virus” action card by returning the infected card to the infected 
card deck.   e removed infected card must be in your hand (i.e. among the 5 action cards received in the 
event phase) and does not count as one of the 2 action cards that can be used in the player phase.

� FEC� �  T� T:
At the end of a mission, the infected cards in your action 
card deck are ta� ied. If the number of infected cards 
exceeds the number of survivors (soldiers + civilians), your 
team has been severely exposed and you take the infection 
with you.   e mission fails.
To increase survivability, civilians can be rescued, as we�  as co� ecting 
SERUM X from the lab, which a� ows you to remove 3 infected cards 
from the fi nal count.

Ficha de suero X: 

GO GO GO!

Perform a move (extra action).You may move up to 3 times during this phase.
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INFECTED

If you cannot draw an infected card, you lose the game.

card deck.   e removed infected card must be in your hand (i.e. among the 5 action cards received in the 
event phase) and does not count as one of the 2 action cards that can be used in the player phase.

card deck are ta� ied. If the number of infected cards 
exceeds the number of survivors (soldiers + civilians), your 
team has been severely exposed and you take the infection 

To increase survivability, civilians can be rescued, as we�  as co� ecting 
 from the lab, which a� ows you to remove 3 infected cards 

event phase) and does not count as one of the 2 action cards that can be used in the player phase.

team has been severely exposed and you take the infection 

To increase survivability, civilians can be rescued, as we�  as co� ecting 
 from the lab, which a� ows you to remove 3 infected cards 
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FIGU� S
  ey represent characters in the game. 
Each soldier has two fi gures: their healthy variant 
and their wounded variant. When a soldier receives 
a wound, they fl ip their card to their wounded 
variant and swap the fi gure with their wounded 
variant, thus remembering their new a� ributes.

DICE
  e  “ ” result is a normal hit.   e  “ ” result is a critical hit and counts as 2 normal hits. 
Each hit infl icts one wound.

T� RA�  C� DS
 1 )  ZONES: the terrain is divided into zones that serve to delimit movement. 
Zones have a maximum occupation limit of 8 fi gures.  
If this occupation is reached, the zone is said to be fu� y occupied. 
If the zone is fu� y occupied, its adjacent zones are considered to be in 
melee combat with it, and combat is engaged in that zone until it is no 
longer fu� y occupied. If a fi gure ends its movement in a fu� y occupied zone, 
it must be placed in the previous, unoccupied zone. Fu� y occupied zones 
may be crossed if the movement ends in a zone that is not fu� y occupied.
 2 )  DEPLOYMENT ZONE: this zone shows:

   ▶   e name of the terrain.
   ▶   e enemies that spawn on the terrain when discovered, as we�  as 
enemies spawned due to event cards.
   ▶ Items that can be co� ected.
   ▶ Whether the terrain has a locked door, and the security level (A or B) of that door. If so, place a door 
fi gure of the appropriate level between the two terrains.
   ▶ Terrain interaction icons.

 3 )  EXITS: arrows indicate the terrain’s exits. Terrains placed at exits are placed face down. To reveal a 
terrain, you must be in a zone with an arrow and use the Open Door action.

“STAIRWAY B” Terrain:   is card is always 
set aside during mission setup. When the 
“Stairway A” terrain is revealed during the 
game, place the “Stairway B” terrain face up 
anywhere on the table.   ese two terrains 
are connected by the staircase, so you can 
move between them as if they were two 
connected terrains.
  ere is no line of sight from one fl oor to the 
other, so you cannot shoot between the two 
terrains. You cannot lock a door between the 
two stair terrains.

1

1
1

•	Draw 1 infected card.
•	If eliminated,
draw 1 infected
card and check if
she transforms.
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GAME P	 S� 
 1 )  EVENT PHASE
 2 )  PLAYER PHASE
 3 )  ENEMY PHASE

1) E� �  P	 SE
Fo� ow these steps in this order:

   ▶ Remove any door fi gures locked by events or by the “hack” action card from the previous round (locked 
level A and B doors are not removed).
   ▶ Draw 1 event card and fo� ow its instructions. When a card needs to be drawn from the event deck and 
there are none le� , the mission fails. If the fi rst event results in a FIRE or OUT OF NOWHERE card, return 
it to the deck, draw another card, and shuffl  e the deck.
   ▶ Shuffl  e a�  the action cards and draw 5 at random. Place them in a common space on the table, within 
reach of a�  players.

EVENT CARDS
  ese are cards with instructions that must be resolved in the event phase.
  ey also mark the time to complete the mission. When a card must be drawn from the deck and there are 
none le� , the parasites become unstoppable and the mission fails.

THERE ARE 2 TYPES:
Event cards: that add modifi ers to the game.   ese events aff ect a specifi c soldier, 
unless the card indicates otherwise. To fi nd out which soldier the event aff ects, shuffl  e 
a�  your action cards, reveal one at random, and look at the card’s color.   
  e soldier whose color matches the color of the action card must suff er the event’s 
eff ect. If the soldier is eliminated or is not a valid card, continue drawing action cards 
until you fi nd a valid card.
Enemy Spawn Cards: shuffl  e a�  your action cards, reveal one at random, and note 
the color. Place enemies in the terrain deployment zone where the soldier whose 
color matches the action card is located. If the soldier is eliminated or is not a 
valid card, continue revealing action cards until you fi nd a valid card. 
Enemies may also spawn in the entrance deployment zone. 
If a parasite is indicated to spawn and a�  of that class are already in play, place another 
with a higher health a� ribute, or any available one if none exist.
Important: If an enemy needs to be spawned and there is a soldier in that deployment zone 
or it is fu� y occupied, place them in the nearest possible soldier-free zone, in the direction of the docking module.
If that’s not possible, place them in the nearest possible soldier-free zone.
If there’s no other option, place them in the soldier’s zone and take one “Infected” card.
Important! Note that a parasite can be placed in a zone free of soldiers but containing civilians, in which 
case take one “infected” card.
If there are locked doors, place it in a zone without locked doors.
Enemies cannot spawn in the docking module.
If you’re unsure where to place a parasite, choose the most logical—or most troublesome—option.

WEAPON JAM

Draw 1 action card.
The affected soldier cannot 
shoot during this phase.

PALE GUY

Draw 1 action card.
Place 1 in the affected 

soldier’s DEPLOYMENT ZONE.
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2) PLAY�  P	 SE:
During each player phase, players agree and decide on the soldiers’ initiative (i.e., the order in which they 
wi�  take their turns).
Each soldier may spend up to 2 action points to perform the fo� owing actions (in any order). Each soldier 
must complete a�  of their actions or pass before another soldier’s turn.

Activation token: Place it on the soldier’s card with its green side before activation and fl ip it 
to its red side when activation ends.

ACTIONS:
Each action costs 1 action point, with the exception of action cards, which can be used for free.
1) MOVE
2) A� ACK
3) RELOAD
4) SWITCH WEAPON
5) HEAL WOUND
6)) INTERACT WITH OBJECTS
7) INTERACT WITH TERRAIN
8) OPEN DOOR
9) BLOW UP A LEVEL “B” DOOR
10) USE ACTION CARD

1) MOVE:
Maximum 2 times per turn, unless a card indicates otherwise. Spend 1 action point to move up to the 
maximum number of zones indicated by its movement a� ribute.

Example: You can move 1 or 2 zones with movement 2.

You must completely complete your movement before taking other actions, except for opening doors and 
picking up objects. During movement, you can open a door or pick up objects and then end your movement 
if it hasn’t been completed.

Example: You can move one zone, open a door, and then advance or retreat to the previous zone.

A fi gure cannot move through a zone where there is an enemy. If you encounter an enemy in the same zone, 
movement stops and the fi gures are engaged until the combat is resolved (see “Engaged in Combat” in the 
melee a� ack section).
When a soldier or civilian encounters a parasite in a zone, they draw 1 “infected” card. It doesn’t ma� er 
which fi gure moves: soldier, civilian, or parasite. Only one “infected” card is drawn the fi rst time the same 
fi gure makes contact with the same parasite. Subsequently, if the same fi gures remain engaged in subse-
quent phases, no more infected cards are drawn.
Each time there is a new contact between a soldier or civilian and a parasite, another “infected” card is drawn.
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2) A� ACK: 
Maximum 1 time per turn, unless a card indicates otherwise.
Spend 1 action point to make an a� ack.   e a� ack can be melee or ranged. Announce which enemy you are 
a� acking and ro�  the corresponding a� ack dice (melee or ranged).
  e result “ “ is a normal hit.   e result “ ” is a critical hit and counts as 2 normal hits. 
Each hit infl icts one wound.
If an enemy receives wounds, place the corresponding damage tokens on the enemy fi gure.
If the enemy has as many wounds as its life a� ribute, the fi gure is eliminated. If more hits than necessary 
are obtained, these are ignored.

Damage token: 
A� ack is the same for enemies, but in addition:
   ▶ When a parasite deals more damage or eliminates a soldier, take 1 “infected” card.
   ▶ When a parasite eliminates a civilian, take 3 “infected” cards.

MELEE A� ACK: Maximum 1 time per turn.
Spend 1 action point to a� ack an enemy in your same zone. Ro�  the character’s melee a� ack dice.
When an enemy is found in the same zone, the fi gures are engaged in combat until the combat is resolved.
If a zone is fu� y occupied (has 8 or more fi gures), the adjacent zone is considered melee for a� ack purposes. 
  is means that a melee a� ack can be made from a zone adjacent to a fu� y occupied zone (and vice versa), 
and the fi gures are engaged until the zone is no longer fu� y occupied.

ENGAGED IN COMBAT: While engaged, you cannot move away from the enemy or take any other 
actions except melee a� acks. You can also use the “fl ash grenade” or “combat knife” action cards.
If soldiers shoot at a zone where you are engaged in combat, ro�  one less a� ack die.

RANGED A� ACK: Maximum of 1 time per turn, unless a card indicates otherwise.
Spend 1 action point to a� ack an enemy that is in a diff erent zone than yours, within ranged a� ack range.
Lower the ammo counter on the magazine of the equipped weapon by one number and ro�  the ranged a� ack dice 
for that weapon. When the ammo counter reaches zero, you cannot shoot. To return to maximum, the weapon must 
be reloaded.

Ammo counter: 
Ranged A� ack Range: Number of zones within fi ring range. 

E.g.: Range 3 means you can shoot 1, 2, or 3 zones away from the soldier.   e number in parentheses 
indicates the maximum distance that weapon can reach, subtracting 1 a� ack die. You cannot shoot 
beyond this number.

For example: If you shoot with a rifl e (which has a range of 3) at range 4, you ro�  only one a� ack die, 
instead of the two ranged a� ack dice.
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If soldiers shoot at a zone where you are engaged in combat, you ro�  one less a� ack die.   is penalty does 
not aff ect enemies.
If the weapon has only one ranged a� ack die (like a pistol), you cannot shoot.
You must have LINE OF SIGHT to shoot.

LINE OF SIGHT: You have orthogonal line of sight, meaning you can see what the fi gure has in a straight 
vertical and horizontal line. For example, if you are in the “entrance” deployment zone, you can shoot in a 
straight line up, down, le� , and right. If you are in the middle of the “entrance,” you can only shoot up and down. 
You can shoot through other fi gures, and they do not block your line of sight. However, door fi gures do 
block said line of sight.

3) RELOAD: 
Spend 1 action point and discard an appropriate magazine token to reload your equipped weapon. Each 
weapon uses a magazine type, indicated in the magazine box. Place the ammo token on the maximum 
number of the equipped weapon’s magazine.
To reload, you must fi rst be completely empty of ammunition and have the weapon equipped.
THERE ARE 2 TYPES OF MAGAZINES:

Standard Magazine Token: 
  e standard magazine token is valid for weapons with this icon on their magazine.

Place it on the soldier card when you get it, and discard it to reload. Obtained through events, by using the 
Search action, or by picking it up from the ground.

Pistol Magazine Token: 
  e pistol magazine is only valid for the pistol.

Place it on the soldier card when you get it, and discard it to reload. Obtained by using the Search action.

4) SWITCH WEAPON: 
Spend 1 action point to swap your equipped weapon for another. Place the equipped weapon token on the 
new weapon.

Equipped Weapon Token:
Place the equipped weapon token on a weapon.   at weapon is the one the soldier currently holds.

5) HEAL WOUND: 
Spend 1 action point and discard 1 fi rst aid kit to heal a wound on a soldier in your zone or yourself. When 
healing a wound, fl ip over the soldier card and swap the wounded fi gure for its healthy variant.

First aid kit token: 
Place it on the soldier card when you gain it, and discard it to heal a wound on a soldier in your 
zone or yourself. 
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6) INTERACT WITH OBJECTS: 
Spend 1 action point to give or take items to a teammate in the same zone, or pick up items in the zone. You 
must be in the zone to pick them up. If there are multiple items, they are a�  picked up with the same action 
point. If a soldier spends an action point to give an item (for example, a magazine), the receiver does not 
have to spend an action point to take it.
A� er picking up an item, you can continue moving (if it hasn’t been completed).

Grenade Token: 
Obtained by using the Search action or by picking it up from the grounds. When you get it, place 
the grenade card next to the soldier card and discard the token.
Flamethrower Token:
Obtained by co� ecting it from the terrain. Once you obtain it, place the Flamethrower card next 
to the Soldier card and discard the token.

7) INTERACT WITH TERRAINS: 
  ere are terrains where you can interact. To do so, go to the zone where this icon  appears and spend 
1 action point.

   ▶ Command Bridge: Interact with the deployment zone to activate the ship’s self-destruction (only in 
some missions).
   ▶ Hibernation Room:   is room contains a civilian in hibernation. When you reveal this room, do not 
place its fi gure yet. Interact with the deployment zone to wake it up: Place a civilian fi gure in the deploy-
ment zone. Only one civilian can be woken up per game this way.
   ▶ Escape Pod: Interact with the pod to escape*.
   ▶ Entrance: Interact with the docking module to escape*.

*When you make an escape interaction, the escape pod or docking module immediately departs 
with any fi gures currently inside. Make sure to interact when a«  the fi gures you’re interested in 
are on board.

8) OPEN DOOR: 
Place yourself on a zone with an exit and spend 1 action point to open the door and discover a new terrain. 
You can repeat this action as long as you have action points. Turn the terrain card over and match its exit 
arrows. Place the indicated enemies and objects (if any) in the new terrain’s deployment zone. Place addi-
tional terrains face down (if any). You can then continue your movement if you haven’t already completed 
it. You are not required to enter the newly discovered terrain.
If the terrain has a locked door, place a locked door fi gure of the indicated level between the exits of both 
terrains. Do not place the enemies from the terrain until the door is opened.

Important!: if, upon discovering a terrain, it is impossible to continue the mission, or the terrain has 
exits whose new terrains overlap with other terrains, replace it with a valid one from the deck and 
shuffl  e it. If there is no other option, the terrains are interpreted as being at diff erent levels.

  is is also done if a “target” terrain is revealed from the bo� om deck before placing the number of terrains 
from the top deck (see mission setup).
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Tip: If you can open more than one door in a zone, and when you reveal a terrain, it doesn’t fi t we�  (either 
because you don’t have enough space on the board or because its exits overlap with other terrains), try 
swapping it with another undiscovered terrain.
LOCKED DOORS:
Some terrains include doors that cannot be opened by normal means. Place a locked door fi gure, of the 
indicated security level, between the exits of both terrains.
  ere are two types of locked doors. Both doors, once unlocked, remain unlocked until the end of the game. 
Remove the locked door fi gure.

 1 )  LEVEL “B” LOCKED DOOR: has the le� er “B” wri� en on it and a blue light. It can only 
be opened by using the “Hack” action card in the door zone.  
Sometimes it takes several turns until the “Hack” card is revealed.   is represents how 
diffi  cult the door is to hack.

 2 )  LEVEL “A” LOCKED DOOR: has the le� er “A” wri� en on it and a red light. It can only 
be opened by using the “Open Door” action in the door zone and having the “Level A 
Access Card.”

Access Card Token “A”: 
  is card is required to open locked doors on Level A.   is card can also be used to unlock any 
other door. It can be co� ected in the “room.”

LOCK A DOOR:
With the “Hack” action card, soldiers located in an exit zone can also lock a door for one round. Place a Level 
“B” locked door fi gure between the exits of both terrains. Enemies on the other side can move, but cannot 
pass through the door: they must wait for it to open or a� ack the fi gure in its line of sight. In the next event 
phase, this door is removed.

9) BLOW UP A LEVEL “B” DOOR: 
Once per game, spend 1 action point and remove 3 non-infected action cards from your hand to blow up a 
Level B door. A Level A door cannot be blown up.   e door is destroyed, and that exit cannot be locked again 
during the game. A� er this action, no more action cards can be used in this phase.
  is action is a desperate measure for when there are only a few rounds le�  and you urgently need to open 
a door. Action cards discarded in this way are removed from the game and are no longer used. Be careful, 
this increases the chance of ge� ing more infected cards in your hand of action cards.

10) USE AN ACTION CARD:  
Execute the card’s text, then fl ip the card over to indicate it has been used.   is does not require spending 
any action points.
A maximum of two action cards may be used in total during the player phase, divided among the fi ve 
soldiers. Players agree on how these two cards are distributed in each phase. A single soldier may use both 
cards during their turn, but then other soldiers may no longer use any more cards in that phase.
In the next event phase, a�  action cards are co� ected and shuffl  ed.
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3) � EMY P	 SE:
   ▶ Each enemy moves the maximum of its movement a� ribute toward the nearest soldier or civilian and 
a� acks if possible.
   ▶ If the enemy has a ranged a� ack, it a� acks in melee or ranged combat, depending on how far it is from 
the target.
   ▶ Some enemies (such as crew members and assault units) stop their movement as soon as they have 
line of sight to a� ack from range.
   ▶ For each parasite that enters an area where there is at least one human (soldier or civilian), a single 
“infected” card is received (even if there is more than one human in the area). If one or more humans remain 
in melee combat with the same parasite for multiple rounds, no more “infected” cards are received.
   ▶ If the enemy is in the same area with one or more humans, they are engaged in combat and cannot 
separate until the combat is resolved. (See “Engaged in Combat” in the melee a� ack section.)
   ▶   e a� ack occurs as described in the player’s turn.
   ▶ When a soldier receives a wound, they fl ip their soldier card to its wounded version: take 1 infected 
card and acquire new a� ributes.
   ▶ If the soldier receives as many wounds or more than their health level, they are eliminated: take 1 
infected card and ro�  a die: If it comes up blank, replace their fi gure with a pale parasite and leave it 
prone during this phase.   is enemy does not a� ack or distribute infected cards in this phase.   ey also 
do not engage in combat. In the enemy’s next phase, they stand up and act norma� y.
   ▶ If the eliminated soldier does not transform, their weapons and items can be co� ected by interacting 
with their area. Leave the fi gure lying on the zone to identify its belongings.
   ▶ If they transform, they must be eliminated fi rst, and then their weapons and items can be co� ected 
from the area where they were ki� ed.
   ▶ When a parasite eliminates a civilian, fl ip its card to its infected variant: take 3 infected cards and it 
transforms directly into a “pale guy.” Leave the fi gure lying on the zone during this phase.

� EMY � � I� I� :
Fo� ow these instructions in order to see which enemy activates fi rst. In the event of a tie, move on to the 
next condition until the tie is resolved. If there is a doubt, the decision is made randomly.
Activates fi rst:

   ▶ 1)    e enemy closest to the soldiers or civilians.
   ▶ 2)   e enemy with the most melee a� ack dice. 
Human and robot enemies have priority over parasites.
   ▶ 3)   e enemy in the largest group.

next condition until the tie is resolved. If there is a doubt, the decision is made randomly.

   e enemy closest to the soldiers or civilians.
   e enemy with the most melee a� ack dice. 

Human and robot enemies have priority over parasites.

16

   e enemy closest to the soldiers or civilians.
   e enemy with the most melee a� ack dice. 

Human and robot enemies have priority over parasites.

Guest
Rectangle



16 17

� EMY � TACK PR� R� Y:
If the enemy can a� ack multiple targets, fo� ow these instructions in order to determine which fi gure 
a� acks fi rst. In the event of a tie, move on to the next condition until the tie is resolved.
  e active enemy a� acks fi rst:

   ▶ 1)   e soldier or civilian not engaged in combat.
   ▶ 2)   e civilian before the soldier.
   ▶ 3)   e soldier with the lowest health.
   ▶ 4) Draw a random action card*.

* ­ e a� ack : is directed at the soldier whose color matches the action card. If it is not a valid action 
card, continue revealing until you fi nd a valid one among the tied soldiers.

FU�  R� �  
EXAMP� 
1) E� �  P	 SE
Draw the “Crab” event card. Place 1 in 
your deployment zone. To determine 
which soldier is aff ected by the event, 
draw an action card at random. A black 
card is drawn, referring to Private 
A� en (A). A “crab” would then be placed 
in the deployment zone of the terrain 
where A� en is located. However, 
since there is a soldier in the deploy-
ment zone, Sergeant Romero (B), it is 
placed in the next soldier-free zone, as 
close as possible, toward the docking 
module. In this case, Zone C.
Shuffl  e a�  the action cards and draw 5 
at random.   e event phase ends.

CRAB

Draw 1 action card.
Place 1 in the affected soldier’s DEPLOYMENT ZONE.

CRAB

A� � 

ROM� O

A� � 

A

ROM� O

B

CRAB

C

SEARCH

Draw 1 supply card at random.
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2) PLAY�  P	 SE
  e players decide the order of the soldiers’ turns. Evans (A) 
starts, spending 1 action point to open the door.   e terrain 
is rotated, and the enemies and terrain objects are placed: a 
roach, a pale guy, and a magazine. He then spends his second 
action point to shoot the pale guy. He 
places the ammo token on a unit in 
the weapon’s magazine and ro� s the 
dice. He ro� s 2 hits, eliminating the 
pale guy. 
Johnson (B) then uses one action 
point to switch weapons from the 
pistol to the heavy machine gun and 
another action point to shoot the 
roach. He ro� s 2 hits and eliminates 
it. Smith (C) then spends one action 
point to move to area (D) and spends 
another action point to pick up the 
magazine. He uses the “Move It!” 
action card for free and spends the 
magazine he just picked up to reload 
his equipped weapon at no cost. 
A� en (E) then takes his turn, spending one action point to shoot the crab. He 
ro� s 2 hits, infl icting 2 wounds. He places a 2-damage token on him. He then 
spends the other action point and a magazine token to reload his weapon. 
Fina� y, Romero (F) spends an action point to shoot the crab with his 
pistol. He misses and decides to use the “Swa� ow   is” action card to 
make another a� ack. Sti�  unlucky.   e player’s turn ends.

3) � EMY P	 SE
In this phase, the crab (A) would a� ack the closest possible soldier. Since it 
has two soldiers at the same distance and with the same health, a random 
action card is revealed to determine which soldier it a� acks. A ye� ow 
action card is drawn, referring to Smith (B). Since it is not a valid card (he 
is not one of the tied soldiers), another is drawn.   is time, a red card is 
drawn, corresponding to Romero (C). So the crab moves toward Romero, 
who receives an “infected” card for making contact. It then a� acks him. 
  e dice are ro� ed, and it ro� s 3 hits, eliminating the soldier. 
Another “infected” card is received for infl icting wounds, and a die is ro� ed 
to see if the victim becomes a parasite.   e blank side is ro� ed, so Romero 
becomes a “pale guy” parasite. 
  e fi gure is le�  lying on the zone 
during this phase to indicate that it 
does not a� ack, does not distribute 
infected cards, and does not engage 
in combat.   e enemy’s turn ends.

CRAB

A� � 

ROM� O

MOVE IT!

+1 action point.

R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

OR
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O
R
O
M
ER

O

SWALLOW THIS!

You may perfor
m a second 

ranged attack (
extra action).
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ADJU�  DI� ICULTY
   ▶ If you fi nd the game too hard for you, take one or more free extra magazines at the beginning of the 
game. Distribute them among your soldiers as you wish.   e more magazines you take, the easier the 
game becomes.
   ▶ To increase the diffi  culty, you can add one or more infected cards to your action card deck. You can also 
reduce your event deck to reduce the mission time.

� D� G
Check the fo� owing results to read the outcome of your adventure:

   ▶ If a�  soldiers die, read Ending 1.
   ▶ If time runs out, read Ending 2.
   ▶ If time runs out a� er activating the self-destruct (Mission 1), read Ending 3.
   ▶ If the infection check fails, read Ending 4.
   ▶ If the infection check is passed but not a�  soldiers survive, read Ending 5.
   ▶ If the infection check is passed and a�  soldiers survive, read Ending 6.

IMPORTANT: DO NOT READ UNTIL A MISSION IS COMPLETED

� D� G 1
  e sergeant is dead. Evans and Smith fe�  in the ambush at Ha� way C. Johnson and you are holding out in 
the laboratory, but the door won’t hold much longer.   rough the wa� , you hear claw strikes and footsteps 
above in the vents and below in the crawlspaces. Even if you could escape, the wound in your leg doesn’t 
look good. Ammo’s almost gone. You nod when Johnson shows you two bu� ets he pu� s from his pocket. You 
just regret not taking more roaches down with you. Damn bugs.

� D� G 2
You and your team are overwhelmed. Ammo is running low and the bugs keep coming from everywhere. You 
can’t reach the bridge to trigger the self-destruct, so you decide to abandon the ship and report back to your 
superiors. Eventua� y, ANEMLOK Corporation secured the salvage rights for scientifi c purposes.   ey used 
the mutagenic virus for experiments. As usua� y happens, a leak in one of their facilities on Earth led to an 
outbreak. Within weeks, a global pandemic spread. In a ma� er of weeks, Earth was overrun by the parasites.

� D� G 3
You activate the self-destruct and run towards the docking module.   e corridor ahead is packed with 
bugs. You double back, trying to reach the escape pods, but fi res in the lower decks block the way. Options 
are few, ammo’s low, and time’s running out. In the end, you realize it’s too late to escape. You open the door 
and keep fi ghting. 3... 2... 1...

� D� G 4
Exhausted and ba� ered, you reach the docking module. Completely drained, you close your eyes for a 
moment and doze off . When you wake up, you’re back in your ship’s docking area. Your teammates watch 
you, whispering to each other. Suddenly, you feel in danger. Your survival instinct warns you against them. 
  ey’ve changed.   ey want to ki�  you. You try to fl ee, adrenaline fl ooding your body. You see yourself 
fi ghting for your life. When you regain awareness, you have a teammate’s neck in your jaws, their blood 
sliding down your throat.   e rest lie bleeding out on the fl oor. It feels good. Something inside te� s you this 
is what you were meant to do. You sme�  more hostile humans beyond the door, deeper inside the ship. You 
know you must hunt them down. You feel euphoric. You feel alive.
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� D� G 5
You manage to trigger the self-destruct and barely reach the escape pod. Behind you, a blinding light and 
the pod shudders violently. But not everyone made it. Smith was the fi rst to fa�  in an ambush.   en A� en. 
What the rest of your team doesn’t know is that A� en wasn’t ki� ed by a parasite as you claimed. He was 
wounded, and you couldn’t carry him and run at the same time. Besides, a� er hearing the Astrid crewman’s 
message, you weren’t wi� ing to wait for him to turn and deal with another monster. You wake up every 
night haunted by nightmares, hearing your teammate’s cries as you leave him behind... but you’re alive.

� D� G 6
You did it.   e entire team boards the docking module. As you approach your ship, a violent tremor and 
blinding light engulf everything. You carry the evidence recovered from the laboratory: a journal fi � ed with 
complex formulas and annotations, clearly taken from mining complex JM3. You recognize the symbol on its 
cover: the icon of the “Hive”, an ancient scientifi c cult, long extinct and branded as terrorists for their horrifi c 
crimes and unethical experiments. You open to a random page: “...the human being is not an individual entity, 
but a co� ective one, sharing the same mind, as if we were a�  one and the same. In this sense, humanity is 
immortal, for as long as a single representative of the species survives, the co� ective mind wi�  live forever. 
But the genetic structure of each individual determines their behavior, their way of thinking, their personality. 
  eir fear and survival instinct cause them to lose their co� ective nature and focus only on themselves, losing 
the benefi t of immortality. Each individual must serve the Hive for the common good, which ultimately is their 
own good. We must eliminate these instincts, these fears, the structural weaknesses of humans, so that we 
can embrace our immortality and achieve great purposes for humanity...”
You fl ip to another page: “Phase 3 is ready. Results look promising. Soon we wi�  test the virus on humans. 
Soon we wi�  eliminate the weaknesses of humanity and act as one, for the good of the Hive.”
Upon returning to the space station, a welcome commi� ee awaits you. You’re congratulated and tended to 
by a medical team. As you hand over the journal, the captain congratulates you. You feel like heroes. Maybe 
it’s paranoia, stress, or exhaustion, but when the chief medical offi  cer shakes your hand, you’re sure you see a 
ta� oo of the Hive’s symbol on his arm.

C� D� S
  anks to Gen X Games for believing in me and making this dream possible.   anks to Servando, Va� e, and 
Jaime – outstanding professionals.   anks to my family for their patience. And to everyone else...
THANK YOU FOR PLAYING!
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C� D� S
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