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SETUP

This setup includes everything you will use
in your first game. All these components
are packed in the top part of your box.

Leave the campaign chapters in the
box until you are ready to start the
campaign. A packing diagram is on
the back page of this rulebook.
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Your first game uses
only these dice.
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mothership tile - Place this tile at the top.

5 purple ships - Place one purple
ship on each drop paoint.

4 white ships - Set the white
ships off to one side. These
are additional ships that
may spawn during play.

4 sky tiles - Place sky tiles in this order, with
darker tiles on top and lighter ones closer to you.
This setup is for an easy game.

To play on normal difficulty instead,

flip over one sky tile at random.
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city tile in your first game, blue side up.
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base tile A - Use the side on ! - |
which the A looks like this. W . i

Place the tile as shown.
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this. Place it at the bottom. ship
Note that these

symbols match the These components are
symboils on Roswell. not used in your first game.
They will be explained later.
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(GAMEPLAY

Your goal is to get your research marker to the top of the research track before the aliens
destroy your city. You lose if your damage marker reaches the bottom of its track or if the
mothership descends to the row marked with a skull.

Each round of the game has three phases:

- Dice Phase: Place dice and move ships.

- Rooms Phase: Resolve the effects of your chosen rooms.

- Mothership Phase: Resolve the mothership's turn.

Dice PHASE

1. Roll all 5 dice. [You should have 3 gray and 2 white.)

2. Place each die in a different column of your base.
Each time you place a die:

All ships in that column descend by the amount shown
on the die.

Some effects may be triggered. (See facing page.]

After placing a white die, reroll all dice not yet placed.

You will place two white dice, so you must reroll twice - or only once, if you save a white die for
last. When you are done, you will have one die in each column. These dice will power various
effects during the Rooms Phase.

THE Excavaror

The excavator follows a path ")

winding down through your base,

from row to row. It divides your excavated
base into two parts. All spaces on the path
behind the excavator are excavated. All other
spaces are not yet excavated.

Only one die can be placed on a space ahead
of the excavator. All other dice must be placed
on excavated spaces.

The only reason to place a die in an unexca- @ @
vated space is to move the excavator there

during the Rooms Phase. Before placing it,
count the spaces from the excavator to that @
space: Your die must have this value or higher.

Example: In the illustration on the right, the

is 5 spaces ahead of the excavator. This is @ @
legal. A would also be legal in that space, but not yet
a  would nat. excavated

Note: A die used to move the excavator must
still follow the rule of one die per column.
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