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STORY

Tn the game Mars Escape, you’ll fight aliens, collect ship parts, backslab your (riends,
and above all ¢clse, ESCAPE MARS. You and your fricnds arc 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 ONL of you, and the aliens have them all!

WINNING

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.

SET UP

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. Reshullle the deck and place it
in the center of the gaming arca.
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HOW TO PLAY

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 phasc it is. There is no maximum number of cards a
player can hold at one lime. You do not get Lo 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.
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ON YOUR TURN

Phase One- Draw
At the beginning of their turn. the player draws a card from the deck. If you draw an
alien card during this phase it counts as your draw. place the alien and proceed to phase
two. If there are no cards in the deck. shuffle the discard pile twice. place that deck in
the center. and draw. If you are fiozen while drawing a card. and you have already
touched the deck. you may finish drawing the card before ending your turn.

Phase Two- Attack
If an alien is active the player may now attack. Players can only attempt to defeat one
alien per turn. After an alien has been defeated. or it has been established that the player
is not capable of defeating an alien. and all possible item cards have been resolved. the
player is to discard all active weapon cards and end their turn. Extra damage does not
carry over to the next alien. only one alien is able to be fought each turn. Active weapon
cards are still discarded if the player fails at defeating the alien. The alien's health resets
if a player fails to defeat it.

WEAPON CARDS

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

Screwdriver >.G. * Machete

2Damage 3Damage. 4Damage 10Damage.

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 1o defeat an alien, the damage numbers on the weapon cards must add up Lo
or exceed the amount of health the alien has. If a weapon card is canceled using an
item card, more weapaon cards can be played by the player if they have them.
Weapon 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. Oncee the attack phase has
ended, even il the player was not able Lo defeal the alien, the alien’s health resets, and
all active weapon cards arc 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.
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ITEM CARDS

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

Confusion Ray.

Item cards can be played at any point in time regardless of which players turn it is
(with ¢xeeption to resolving Broken Time Maching, sce glossary). There is no limit
for how many ilem cards can be played al once. An iltem card is active unltil it is
resolved. An item card is resolved once its ability has tinished 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.

Examples:

A Freeze Ray card is placed in front of the player whose turn is
being skipped, opposite of that player's stockpile, that card is active.
Ounce that player’s turn is reached, the Freeze Ray card can be discarded
in place of that player's turn, resolving the card.

A Confusion Ray card is placed on top of the card the player wishes
to cancel, the card is active until it is decided that no player can or
wishes to contest the card. It is then resolved and the Confusion Ray is
discarded along with the card that it canceled.

You can cancel a
cancel!

Contusion Ray
canceling a weapon.




ALIEN CARDS

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

ITEM CARD GLOSSARY
Steal @

Steal a ship part from another player's stockpile. Place this card on top of
the ship part you want to steal in order for it to be active. Steal can be used
to steal The Eyes, and does give the player 2 ship parts from doing so. If
uncontested, place that ship part in your stockpile, this resolves the card and
it can now be discarded.
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Freeze Ray

Confusion Ray.

=
Cache Chest
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Force Field

‘Scavenger

ITEM CARD GILOSSARY

Skip a player's turn. Place this card in front of the player you wish to
freeze. They can still use item cards, but they will not be able to draw or
attack during their next turn. This card is resolved once the player whose
turn was skipped discards it in place of taking their turn.

Freeze Ray can be played during a player's turn as long as it is before the
player plays a weapon card. If Freeze Ray is done during a player's turn, but
they have already touched the deck/drawn a card from the deck, the player
who is being skipped still gets the card they drew/were drawing and ends
their turn, resolving the card and discarding it.

Confusion Ray

Cancel any item or weapon with the exception of Force Field. Place this
card on top of the card you wish to cancel in order for it to be active.
Confusion Ray is active until it is either canceled or deemed uncontested. If
it is uncontested, the card it is canceling and itself is then discarded. It is
active until placed in the discard pile.

Cache Chest @

Allows the player to draw 2 cards from the deck. This card must be placed
in front of the deck while drawing to be active. Cache Chest is resolved after
you have drawn 2 cards and placed them in your hand. Once resolved,
discard this card. If an alien was drawn this way, that alien counts as one of
the 2 cards and must be placed in the active alien pile.

Force Field @

This card grants immunity to item cards. This card cannot be canceled.
Force Field is active after the player places the card in front of them, and the
card can only be used by that player. Force Field cannot be placed in front
of other players, and can only be given to other players through use of
Sleight of Hand before the card is played.

Any cards currently being played against the player using this card are
canceled. Any cards played against the player using the card while it is
active are immediately canceled. Force Field is only active until the current
player's turn ends, it is then resolved and is discarded.

Scavenger &

Search the discard pile for a card. Place this card in front of the discard pile
in order for it to be active. If uncontested, you may pick up the discard pile
and search for any card of you choosing and place it in your hand. Place the
discard pile back in its spot when finished, this resolves the card and it can
now be discarded.
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ITEM CARD GLOSSARY
ol Alien Tracker @

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
deek is scarched, shutfle the deck twice atterwards. Do not shuftle the active
A alicn pile, this pile can always be looked through as long as the order is not
compromised. Once you have begun scarching, you must finish resolving
the card unless it is canceled. The card is resolved once the new alicn 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 arc transferred to the new alien. Once resolved, discard the
card. Alien Tracker does NOT work on alicns in the players stockpiles. as
these are ship parts.

3D Printer 3-D Printer
Duplicate any active weapon or item card. Place this card on top of the card
you wish to duplicate in order for this card to be active. Once this card is
active, the ability of the duplicated card must be immediately used. This
resolves the card and it can now be discarded.

R Sleight Of Hand ()

253 Steal a random card from someone's hand. Place this card in front of the
@ player you wish to steal from in order for it to be active. Once Sleight of
Hand is active, unless canceling Sleight of Hand, the player being targeted
cannot use their item cards until Sleight of Hand is resolved. If uncontested,
blindly pick a card from that player's hand and place it in your hand. This
resolves the card and it can now be discarded.

Broken Time Machine

All of the cards in each player's hand, discard pile, and deck are gathered
together, shuffled twice, and redealt, the same way it was done during set
up.

This card must be placed into the center of the table to be active. Once
placed, the only cards that can be played are Confuse Ray and Force Field.
If Force Field is played, that player is not affected, Force Field resolves as
normal. If otherwise uncontested, all cards that are not active, not in the
player's stockpiles or the active alien deck are reset, including this one.

Once this is finished, if the player whose turn it was when this card was
played had not yet resolved their turn, they continue. Since active cards are
not canceled, all unresolved active cards can now also be resolved.
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Use the QR code above to visit our site for more rules, Q&A, and soon more
games! Thank you for playing Mars Fscape!
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