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The first player to have a total of 4 ship parts in their stockpile is the winner. If all 11 
aliens are defeated and no one has 4 ship parts, the game ends in a tie and everyone 
dies from lack of supplies.

In the game Mars Escape, you’ll fight aliens, collect ship parts, backstab your friends, 
and above all else, ESCAPE MARS. You and your friends are astronauts that crash 
landed on Mars. Your ship- Falcon X-  has been destroyed, but there seems to be 
some hope! There are intact ship parts scattered around Mars, collect them, build an 
escape pod, and get outta here! Sounds easy enough right? Just one problem… There 
are only enough ship parts for ONE of you, and the aliens have them all! 

Once setup is finished, the game can begin. The youngest player goes first, play 
proceeds clockwise. Item cards can be played at any point in time, regardless of 
who’s current turn it is or what phase it is. There is no maximum number of cards a 
player can hold at one time. You do not get to draw a card when you use a card, cards 
can only be drawn during the draw phase or using Cache Chest. When a card is 
discarded, it is laid on the opposite side of the deck as the alien pile, face up. These 
cards are not active, and are not able to be used by item cards requiring active cards.

Begin by shuffling the deck and deal 4 cards to each player. If any player has an alien 
card in their hand at this time, they are to show it to the other players, place the alien 
back into the main deck, and take another card. Repeat this until no players have an 
alien card in their hand and every player has 4 cards. Reshuffle the deck and place it 
in the center of the gaming area.
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Weapon cards can only be played during that player's attack phase. A player can play 
as many weapon cards as they want on their turn, but can only attack once per turn. 
In order to defeat an alien, the damage numbers on the weapon cards must add up to 
or exceed the amount of health the alien has. If a weapon card is canceled using an 
item card, more weapon cards can be played by the player if they have them. 
WWeapon cards are placed next to the active alien the player is attacking, laid out so 
that all other players can see the amount of damage being dealt by each card. These 
cards are active. Weapon cards are inactive if canceled by an item card and that item 
card is resolved, or after the attack phase has ended. Once the attack phase has 
ended, even if the player was not able to defeat the alien, the alien’s health resets, and 
all active weapon cards are discarded. Active cards are not allowed to be switched or 
removed after being placed. More weapon cards can be played at any point during 
the attack phase.the attack phase.

Weapon cards are cards with a red background, showing a weapon item, and the 
amount of damage       weapon does.



Item cards can be played at any point in time regardless of which players turn it is 
(with exception to resolving Broken Time Machine, see glossary). There is no limit 
for how many item cards can be played at once. An item card is active until it is 
resolved. An item card is resolved once its ability has finished being carried out, or 
after it has been canceled by another player’s item card, and that player’s item card 
has been resolved. Once an item card is resolved or canceled, it is no longer active 
and is to be placed in the discard pile. Active item cards are to be placed according to 
the action taking place.the action taking place.

Item cards are cards with a blue background, showing an item with an ability, and a 
brief description. See the item card glossary for more information.



Alien cards       are cards showing an alien, its name, its HP and how many ship parts 
it has.

Alien cards are never to be kept in a player's hand, as soon as an alien card is drawn it 
must be placed. (with exception during setup) If an alien is drawn it is to be laid to 
the right of the deck, face up so everyone can see. This counts as the players draw, 
they do not get to draw again. That alien is now active and can be attacked during the 
attack phase. 

This pile can always be looked through as long as the order is not compromised.
If more than one alien is drawn, the most recent alien is placed on top of the previous If more than one alien is drawn, the most recent alien is placed on top of the previous 
alien, that alien now becomes the active alien. The active alien can only be changed 
through the use of item cards or by defeating the currently active alien. Once the 
current alien is defeated, if there is another alien in the stack, that alien now becomes 
active. Through the use of item cards, the active alien can be changed at any time, 
including during the attack phase of any player.  

Once an alien is defeated, it is to be placed to the left, in front of the player who Once an alien is defeated, it is to be placed to the left, in front of the player who 
defeated it, this is the astronaut's stockpile. Alien cards in the stockpile are not able to 
be attacked and are now ship parts. Only one alien can be defeated per turn, extra 
damage does not carry over to the next alien. Any failed attempts at defeating an 
alien result in the aliens health being reset for the next attack phase.





Alien Tracker (i)
     Allows a player to search for any alien in the deck or active alien pile, 
and place it at the top of the active alien pile.
     Place this card next to the alien pile in order for it to be active. If the      Place this card next to the alien pile in order for it to be active. If the 
deck is searched, shuffle the deck twice afterwards. Do not shuffle the active 
alien pile, this pile can always be looked through as long as the order is not 
compromised. Once you have begun searching, you must finish resolving 
the card unless it is canceled. The card is resolved once the new alien is 
placed on top of the active alien pile.
         This card can be used during any player's attack phase, and the active 
weapon cards are transferred to the new alien.  Once resolved, discard the 
card. Alien Tracker does NOT work on aliens in the players stockpiles, as 
these are ship parts.
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