A Spacemen and Scribbles Adventure

Humanity had explored the stars, colonized other worlds, and was finally at
peace...until Fermi's Paradox was erased from the history books when the Libertarian
Union of Planets was attacked by an alien race bent on the subjugation of humankind.
It began with abductions and terror attacks, and eventually exploded into all-out
interstellar war. One of the most decorated spacefaring warriors that Humanity had to
offer, Commander Deckard, set off with his crew to follow a damaged alien orb-saucer
back to its home world using experimental technology. Humanity is nothing if not lucky,
and the impossibly large, moon-sized vessel was actually a command and control
vessel which housed the Alien’s leader, a Hivemind which telepathically controlled the
entirety of the alien species.

Before the stoic human crew could react, their ship was hit with a plasma bolt and
heavily damaged. They had no choice but to crash land in one of the biospheres within
the alien ship, hoping to find and capture or kill the Hivemind. Unfortunately, their ship
was destroyed and the only chance to get home would be to fuel and launch the
Escape Pod.

This is their story.

REQUIRED MATERIALS

1 Sharp pencil with a good eraser
4 six-sided dice

This book

A printed copy of the game sheet

OBJECT OF THE GAMNE

In 30 turns, kill all six of the Enemy leaders, kill the Hivemind, and fuel your Escape Pod. Saucer
Escape is a score-based solo game and thus the better you do, the higher your score will be.
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SETUP

Roll 3 dice until each has an unique value, then do the following:

1. Choose one of the dice and assign that value to the top Enemy Track, writing that number in
the box left of the enemy’s name. Continue down the list, writing the next number.

2. Do the same with the Reward Track, which is the column of boxes to the left of the
enemies.

3. For the last die, write that number into the large box in your Party Items area — that is the
number of Alien Artifacts you begin the game with.

4. For each Crew Member, darken one of the three Crew Ability boxes.

5. Finally, write each number in the Reward Track into the box on each matching image on the
map. This will help you easily find them while playing the game.
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HOW TO PLAY

Each turn, you will roll all four dice and then assign each one to a different area by darkening
boxes in different areas. With the exception of Recon, you can only affect the Enemy, Location,
or Reward Track that matches the value of the die assigned to that area. As you assign the dice,
be sure to write the assignment in the appropriate box in the Timer Track.

Recon: Darken boxes on the map which are adjacent to previously explored boxes.
Location Track: Darken a box, from left to right, in the assigned Location’s track.
Enemy Track : Darken a box, from left to right, in one of the assigned Enemy’s tracks.
Reward Track: Darken a box, from left to right, in the assigned Reward’s track.

» If you roll doubles, immediately darken the leftmost available box in the Escape Pod
track, moving you one step closer to escaping the alien nightmare.

» You may buy re-rolls of individual dice ANY TIME YOU ROLL ANY DIE, FOR ANY REASON,
by spending Artifacts or by using the Commander’s Quick Thinking power if you have it
unlocked. Each use or purchase allows you to re-roll one die, but you can spend as many
Artifacts or Power points as you are able to buy additional re-rolls of the same die or
different dice.

» If you cannot assign a die, or choose to assign a die to an area that is already filled, you
may do so without penalty. This comes in handy to slow the buildup of Enemy strength,
but it also doesn’t advance anything, potentially costing you points.

After assigning the dice and taking the appropriate actions, you may then choose to do
additional actions, in any order you wish, as many times as you wish or are able:

Use an Ability: Darken a box on a Crew member’s Power Track to use an unlocked
Ability.Power points are an exceedingly valuable commodity; they are never regained
once used.

Use a Medkit: If you have Medkits available in your Party Items, simply choose a Crew
member to regain one Life point then erase a darkened box from that Life track as well
as one box in the Medkit track.

Trade Gear : While only the living can trade gear, if you wish to assign a Lasgun or Shield
Generator to a different Crew Member, simply erase the box containing a Lasgun or
Shield Generator and darken a box for the same item on the other Crew member’s.
Advance a Crew Member: If you wish to increase the Rank of a Crew member, you must
spend 7 Artifacts. After spending the Artifacts and recording the new value, simply
darken the leftmost box in that Crew member’s Rank track, and choose a new Ability to
unlock by darkening that box as well. Each Rank entitles that Crew member to an
additional Life and Power point as well.

Assault an Enemy: When it comes time to kill an enemy, this is the action you take to do
it. You may attempt as many Assaults as you wish on a turn, provided you have explored
the space adjacent to the Location it occupies on the map. The entrance to this Location
is indicated with a black arrow, and in five of the seven Locations on the map, a door is
required to be unlocked to access it. See “ASSAULT” on page 5 for details.

Escape the Saucer: If your Escape Pod is fully fueled, you may choose to Escape at any
point, thereby ending the game.




RECON

Recon is the main exploration mechanic in all Spacemen and Scribbles games, and is used to
advance your Crew’s position on the map. Unlike board games where you move from one space
to another, you are able to travel freely within boxes that are darkened, in effect being at all of
the explored areas at any given time, simultaneously. To assign a die toward Recon, simply
darken a number of boxes, up to the value of the assigned die or none at all, that are adjacent
to either the Start space or an already darkened box.

» If you darken one or more Events during your Recon action, after darkening all boxes
and prior to assigning other dice, you must roll two dice, totaling the result and
referring to the Event Table to determine the outcome of the Event, for each Event you
triggered during exploration. Once an Event is explored, it may never be explored
again.

» If you plan to explore an Event, you should assign the Recon die last so that the other
dice are spent and you don’t need to remember their values to continue the turn.

» If you wish to darken a box that contains a Red or Blue Door, you must first reduce your
Red or Blue Keycard track by 1. Once a door is opened, it is open forever.

» You may, at any time during your exploration, use any Crew Abilities to modify your
Recon die’s value.

LOCATION TRACKS

When assigning a die to the Location track, you are essentially adding to the number of
Artifacts you’ll recover at that Location when the Enemy who occupies it is killed. To assign a
die to a Location Track, simply darken the leftmost box on the Location Track whose number
matches the die you assigned.

» If the space you darken has an Arrow symbol, you must increase either the Life or Power
track belonging to Enemy whose number matches the Location you chose.

ENEMNY TRACKS

Assigning a die to an Enemy Track makes the enemy either harder to kill or do more damage to
you. In addition, some spaces on some tracks will disable some of your gear temporarily or
strengthen the Hivemind. To assign a die to an Enemy Track, simply darken the leftmost
available box in one of the two tracks that belong to the Enemy whose number matches the
die you assigned.

» The top track for each Enemy is their Life points, and the bottom track is their Power
points.

» A Life or Power track can never be more than 2 spaces fuller than the other. For
example, if you assign a die an Enemy whose Life track is 4 and whose Power track is 2,
you could not increase the Life track to 5; you could only raise the Power track to 3.

» If the Power and Life tracks on an Enemy Track are darkened and “sandwich” the Lasgun
Negation or Shield Negation icon, you may not use one of the illustrated items when
battling that Enemy.

» If the Claw icon is ever darkened, you must immediately darken a box in either the
Hivemind'’s Life or Power track.




REWARD TRACKS

When assigning a die to the Reward track, you are essentially adding to the number of items
recovered at that Location when the Enemy who occupies it is killed. To assign a die to a
Reward Track, simply darken the leftmost box on the Reward Track whose number matches
the die you assigned.

» If the space you darken has an Arrow symbol, you must increase either the Life or Power
track belonging to Enemy whose number matches the number of that box. If a Claw icon
is ever darkened, you must immediately darken a box in either the Hivemind’s Life or
Power track.

ASSALULLTING AN ENEMY LOCATION

As one of the free actions available after assigning your dice and resolving their effects, you
may choose to attempt to kill one of the Enemies, provided you have explored the space
adjacent to it which bears the entry arrow or unlocked door. This is a simple process but
requires a little bit of basic math — and here’s how it’s done:

Roll For The Enemy: Roll one die for the Enemy, then add up the following:

» The bonus shown next to the Alien Life icon on its Life track. (+2 below)

» The darkened Life points in its Life Track. (+5 below)

» The die value. (+3 below)

» Example below (2+5+3): The Crew must roll a 10 or better to kill this Enemy.
Use Abilities or Spend Artifacts: After doing that math, you may decide that the die roll
could’ve been lower, so you may use Artifacts or Abilities to re-roll or modify the result
until you are out of Power or Artifacts, or are happy with the result.

Lock Target: After you have modified the Enemy’s die as best you can, write the new
total target value next to the Enemy’s name to remind you. You’ll erase it later, but it’s a
good habit to get into. Once you’ve written that number, though, you can no longer
modify it in any way.

Roll For The Crew: Roll two dice, summing them, and then, just as shown above, modify
your roll if you wish, using Abilities and Artifacts.

Add Lasgun Bonus: For each Lasgun your crew has, add +1 to your die roll total.
Remember that (as below) if a Lasgun has darkened box above and beneath the icon,
you cannot use one of your Lasguns for each icon that is surrounded like that.

Resolve The Assault: If your total value is equal to or greater than the value you wrote
for the Enemy, you have killed it. If not, you have failed.




TAKING HITS AFTER ASSAULTS

No matter whether you win or lose, you will always take hits after an Assault. To determine
how many hits your Crew will receive, just like above when you calculated the Enemy’s Life, you
must calculate its Power, and remember that you do not add the die value to its Power:

Sum Enemy’s Power: Add up the following:

» The bonus shown next to the Alien Power icon on its Power track. (+2 above)

» The darkened Power points in its Power Track. (+5 below)

» Example above (2+3): The Crew has taken 5 hits.
Use Abilities or Spend Medkits: After doing that math, Abilities to lower the result until
you are out of Power and Medkits or are happy with the result.
Subtract Shield Protection: For each Shield your crew has, subtract 1 from the total hits.
Remember that (as above) if a Shield has darkened box above and beneath the icon, you
cannot use one of your Shields for each icon that is surrounded like that.
Resolve The Hits: If any hits remain that were not blocked by Shields, Abilities, or
Medkits, those hits may be spread across the Crew members in any manner you see fit.
Crew Death: If any Crew member’s last Life point is darkened in, that Crew member is
killed. Draw a large X through the Crew member’s box. All Gear that the Crew member
was carrying is forfeit, destroyed in the battle.
All Crew Killed: If all four of your Crew members are killed, the game immediately ends.

CONTINUE THE ASSAULTORRETREAT

If you did not kill the Enemy, you may choose to try again immediately without penalty, or you
may choose to end the Assault.

>
>

If you chose to continue the Assault, simply do all the same steps again.

If you chose to Retreat, you must darken a box on either the Power or Life tracks of the
Enemy as a penalty. This can be immediately mitigated by activating Commander
Deckard’s Tactician Ability if you so desire, provided he has remaining Power points and
the Ability is unlocked.

VICTORY ANDOREWARDOS

If you killed the Enemy, you are entitled to immediate rewards:

>
>

>

Draw a large X through the Enemy’s number box (to the left of its name).

Gain 1 Artifact for each box darkened in the Location track that matches the killed
Enemy’s number. Then draw a large X through that Location’s number box on the
Location track.

Gain any items indicated by icons above darkened boxes in the Reward track whose
number matches the killed Enemy’s number. Then draw a large X through that
Location’s number box (to the left of the its name).

SCORING

Once the game ends, add up the scores as follows and write it in the Score Box:

- Gain 1 point for each darkened box on all killed Enemy tracks and collected Reward Tracks
- Gain 10 points for killing the Hivemind

- Gain 1 point for every remaining 4 Alien Artifacts (rounded down) in the Crew’s inventory.
- Gain 1 point for every round left when the game ended.

- Lose 5 points for every Crew member that was killed during the mission.
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ATTRIBUTIONS

This game was designed by myself in whole, but is also wholly derivative of Grey Gnome
Games’ Doom Realm as well as the original Roll-and-Write, Mark Jindra’s Pencils and Powers.
Thanks to both of them for giving me such inspiration.

ART

Any art which is not original was found on some of my usual haunts for Creative Commons-
shared art. While not all the art requires attribution per the license, | cannot let such fine artists
go unnoticed, so I’'m providing it anyhow:

Sci Fi Med Kit: Fonts:

https://www.flickr.com/photos/ironypoisoning/ Circula MEdium http://www.paragraph.com.au/circula.html
Shield Gen: Coalition: https://www.dafont.com/coalition.font
https://pixabay.com/p-298244/?no_redirect Ethnocentric: http://www.1001fonts.com/ethnocentric-font.html
Key Card: Asgalt Regular: http://www.1001fonts.com/science-fiction-
https://upload.wikimedia.org/wikipedia/commons/1/16/NISSAN_INTELLIG fonts.html?page=10&items=10

ENT_KEY_J31.jpg CGF Locust Resistance: http://www.1001fonts.com/science-fiction-
Alien Artifact: fonts.html?page=10&items=10
https://pixabay.com/p-2024220/?no_redirect

Alien Face:

https://pixabay.com/p-308429/?no_redirect

Alien Gun:

https://pixabay.com/p-29637/?no_redirect (white)

Laser Symbol:

https://pixabay.com/p-98735/?no_redirect

Alien Claw:

https://pixabay.com/p-1700918/?no_redirect

Space Ship Photo (Orb)
http://maxpixel.freegreatpicture.com/Model-Isolated-Spaceship-Space-
Ship-Model-2837603

Circuit board

https://pixabay.com/p-158973/?no_redirect

Cylon:

http://maxpixel.freegreatpicture.com/Ai-Urban-Machine-Mech-
Technology-Robot-2301646

Rico:
http://maxpixel.freegreatpicture.com/Woman-Space-Women-Laser-Gun-
Space-Science-Fiction-2730567

Quaid:
http://maxpixel.freegreatpicture.com/Planet-Universe-Cosmos-Forward-
Astronomy-Space-2723067

Commander:
http://maxpixel.freegreatpicture.com/Warrior-Fantasy-Science-Fiction-
Utopia-View-Robot-563172

Enemy 1, 2, 3:
http://maxpixel.freegreatpicture.com/End-Time-Fight-Future-
Walpurgisnacht-2310776

Enemy 4:
http://maxpixel.freegreatpicture.com/Science-Fiction-Soldier-Sniper-
Action-Figure-Robot-965257

Enemy 5:
http://maxpixel.freegreatpicture.com/Weird-Pumpkin-Scary-Horror-
Halloween-Creepy-Fear-2393823

Enemy 6:
https://upload.wikimedia.org/wikipedia/commons/d/dd/Robot-
bridge_011.png

HIVE:
http://maxpixel.freegreatpicture.com/Fish-Octopus-Monster-Deep-Sea-
Mystical-Eat-Risk-2745286

Escape Pod:
http://maxpixel.freegreatpicture.com/Coober-Pedy-Science-Fiction-
Spaceship-Film-165353

Special thanks to David Revoy, who illustrated all of the Location artwork
and made it free to use commercially under Creative Commons:
https://commons.wikimedia.org/wiki/User:Deevad#/media/File:BrainCloud
-and-scientist_mango_concept-art_04.png

© 2017 Peter C. Ruth Il “Saucer Escape” “Spacemen and Scribbles Adventure”
EMAIL: pcruth@gmail.com
HOSTED AT: www.superflycircus.com’s Box.Net server




COMMANDER R. DECKARD

I I GEAR
| oFFIcER RANK

PROAC

pepom|

INTELLIGENCE OFFICER D. QUAID

GEAR

OFFICER RANK
N |

pepim

g
PR
b

/ ¥

QuICK THINKING: RE-ROLL ONE OF THE DICE YOU JUST ROLLED

Goob InTEL: MODIFY ANY ONE DIEBY +10R -1

RISKY MOVE: REDUCE AN ENnEMY POWER OR LIFE TRACK BY 1

PENETRATION: ADD 4 T0 YOUR RECON DIE'S VALUE

TAcTICIAN: IFYoU RETREAT, DO NOT ADVANCE THE ENEMY TRACK

PREDICTIVE MODEL: REDUCE HITS TRKEN BY 2 ONCE PER ASSAULT

SECURITY OFFICER J. RICO

I GEAR

|
glincsa RANK =

~3
\

‘ DRIDAY
Zﬁ\ re) PAOAY

pepom|

RAPID FIRE: IF RICO HAS 2 LASGUNS, ADD AN EXTRA +1TO HIT

GEAR

FIRMWARE REV =

' RO

PP

H e

InJECTION MODULE: AnY LIVING CREW MEMBER REGAINS 1LIFE

SHIELD OVERCHARGE: DISCARD RICO'S SHIELD TO IGNORE 2 HITS

FIRSTLAW: DESTROY TA3-3M, ADD +10 T0 YOUR ASSAULT ROLL

SELF-SACRIFICE: FOR EVERY 2 HITS RICO RECEIVES, IGNORE 2

InTERLOCK HACK: UnLOCK A RED DOOR WITHOUT USING KEYCARD

SIOSPHERE

30

t2 |A|f3| |

COMMAND CENTER

A

DEVOURER

A ' )
aal ¥ +2

DESOLATOR

9+ |.|A

* 13
MECHASTALK

@ +3

T ¥ +3

20

| AbuAnce on RoLLING DouBLEs

tft2] [13[t4lt5

IFBOTH THE POWER AND LIFE BOX ARE SHADED IN A
"5 coLumn CONTAINING ONE OF THESE SYBOLS, THE
[ 8S| ITEM SHOWN CANNOT BE USED AGAINST THIS ENEMY

m INCREASE THE INDICATED ENEMY TRACK BY 1
IncREASE THE HIVEMIND TRACK BY 1
% THE ESCAPE POD IS FULLY FUELED!

GAIn1LAsGun

GAIN 1 SHIELD GENERATOR |
GAIn TMEDKIT | &

Gain 1RED HEYCARD

SAUCER ESCAPE
ASPACEMEN AND SCRIBBLES GAME
DesicneD BY PETER C. RuTH II, BASED 0n GREY GnomE GAMES'
Doom REALM AND MARK JINDRA'S PENCILS AND POWERS

ARTWORK, RS WELL
Ol

Connie, THEHORRIBLEJOKE, SUTULO, OPENICONS

MAKPIKEL,

Fonrs: , AND CGF

ALLFULL

(C)2017P1 -RUTHII

com

EVENT TABSLE: ROLL 2 DICE

Hot PLASMA BURNS Y0U! CHOOSE A CREW MEMBER TO TAKE THIT

10

FALLING DEBRIS SMASHES YOU! ROLL A DIE; 0N 1-3, EVERY CREW MEMBER TAKES THIT

FUELING DISCOVERED! REDUCE THE ESCAPE PoD TRACH BY 1

TOTAL SCORE

‘You DROP ARTIFACTS! REDUCE YOUR ARTIFACTS BY 2

Venusian TRADER: TRADE 2 ARTIFACTS FOR 1RED KEYCARD OR 1MEDKIT

AmELIA EARHART'S BODY: ROLL A DIE AND INCREASE YOUR ARTIFACTS BY THE RESULT

PLuTOn SmUGGLER: TRADE 3 ARTIFACTS FOR 1LASGUN OR 1SHIELD GENERATOR

Olo|vN|loja|s~|lw ]|

SLoppy GUARDS! GAIN A LASGUN

iy
o

MepicAL FACILITIES: CHOOSE 1 CREW MEMBER AND REGAIN UPTO 2 LIFE PoInTS

=

UnLocKeED DRAWER: GAIN A RED KEYCARD

—_
n

IncREDIBLE LUCK! ADVANCE ANY REWARD TRACK BY 2 BOXES

-+1PER EACH REMAINING TURN

+1PER 4 ALIEN ARTIFACTS (ROUNDED
DOWN) REMAINING In PARTY ITEMS
+1 PER SHADED BOX 0N COLLECTED
REWARD TRACKS

+10 FoR DEFEATING THE HIVEMIND

-+1 PER SHADED BOX ON DEFEATED
ENEMY TRACKS

-5 PER EVERY HILLED CREW MEMBER




