
You Need
▅  At least 4 players.
▅  2–3 hours.
▅  At least one six-sided die (preferably one per player).
▅  Index cards or blank sheets of paper.
▅  Pencils and erasers.
▅  Traffic Lights or another safety tool of your preference.
▅  Creepy ambient background music (optional). 

Influences
▅  Werewolves of Millers Hollow (Philippe des Pallières  
    & Hervé Marly).
▅  Thespian (Lucas Falk & Edvard Jonsson).
▅  cats (Patrick O’Leary).

Copy editors
Lucas Falk, Kristoffer Warnberg

Playtesters
Jakob Elofsson, Markus Gustav sson, Karl Hjert, Anina 
Larsson, Erik Larsson, Emil Norberg, Gustav Ruthgård, 
Ansgar b. Sandström, Christofer Schenström, Daniel 
Strömholm, Oscar Thorstensson, Alexander Yin

Setup
Setting Expectations
Concept
You are trapped in orbit around your home planet, in a mal-
functioning spacecraft—with a hostile alien life form on board. 
Ground control has prohibited you from re-entering the atmos-
phere due to the risk of contamination. They have told you to 
keep it cool until an escort vessel arrives to decontaminate the 
ship and get you safely back home. It should reach you in a 
day or two…

Aim
This is not a survival horror game as much as it is a story game. 
The players’ goal is to create an intriguing space horror story 
together. You play to find out what happens to the characters: 
Who will die and who will survive the encounters with the 
alien? Will someone finally destroy the alien and be allowed 
to return to their home planet, or will they all end their days 
aboard this doomed spacecraft?

Tone
A horror story isn’t a horror story without a dark and ominous 
tone to it—try to embrace that. You might not be frightened 
as players, but you will portray terrified characters. The game 
works best when you all lean into it and play these characters 
as if they were real people who react in believable ways.

Safety & Subject Matter
There is a great risk that characters will die in horrifying ways 
during the game. As a group, talk about the level of detail in 
descriptions of gore and death that you are comfortable with.

Give yourselves a few minutes to think about if there are 
any topics that you want to leave out of the game. Note that 
you don’t have to mention your boundaries up front—and you 
never have to explain why, if you don’t want to.

You can always signal discomfort at any time during the 
game using the safety tool. Make sure each player is introduced 
to it properly and that everyone knows how to use it.

Establishing the Setting
Establish the setting of your story by collaboratively answer-
ing the following questions:

1) What kind of spacecraft is this? What does the ship look 
like? What technology is it equipped with? How common is 
this type of ship? In what way is the ship malfunctioning?

2) What is your mission? Where have you been? What were 
you supposed to do there? How have you failed your mission?

3) What do you know about the alien? Where do you think it 
got onto the ship? What kind of death and destruction has it 
caused so far? What have you already done to stop it? How 
do you know these attempts have failed?
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Creating Characters
Each player creates their character by writing down the follow-
ing details on an index card. Note that there are no NPCs in 
this game—the player characters are the only characters left 
alive on the ship.

1) Who are you? What is your name? What pronouns do you use?

2) What is your role? What is your profession or expertise? 
What are you assigned to do on board the ship? What’s your 
hierarchical position? Who are your superiors and who are 
your subordinates? Collaborate with the other players and 
draw a diagram of the hierarchical structure of the crew.

3) Why are you here? Write down a few details about your 
back ground. What promises were made to you when you 
took this job? What were your personal reasons for taking it?

4) What have you got to live for? Create an emotional connec-
tion to your home planet. Why is it so important for you to 
return home? Who’s waiting for you there?

PLAYING THE GAME
Framing a Scene
You take turns framing scenes. Decide on a player to go first, 
then continue clockwise. Your own character must always be 
present in the scene you frame, but you can include as many 
(or as few) other characters as you like. The players whose 
chara cters are not present in a scene, are referred to as narra-
tors of the scene. They are mainly responsible for describing 
what the atmosphere is like, adding details and introducing 
the alien (provided it is also present in the scene).

At the beginning of a scene, the narrators collectively roll 
one die—the proximity die—to see if the alien is present. This 
roll should be kept hidden from the players whose characters 
are present in the scene.

▅  If the proximity die shows a number lower than or equal to 
the number of characters in the scene, the narrators must 
introduce an alien attack at some point during the scene. 
After the attack is resolved, you cut the scene.

▅  If the proximity die shows a number greater than the number 
of characters in the scene, the narrators are instead respon-
sible for cutting the scene at an appropriate time.

Note: If all characters are present in a scene, there is no 
narrator—instead all players are collectively responsible 
for co-narrating the scene. If this occurs, you wait to roll 
the proximity die until the scene reaches a point where it 
could be interesting to have the alien show up. When you 
feel the time is right, roll the proximity die openly and 
let everyone see the result. Continue by collabo ratively 
narrating the alien attack or the end of the scene (if the 
alien is not present).

Playing out a Scene
The players whose characters are present in the scene are 
respons ible for portraying their characters—by saying what 
they do, what they say, and how they react to the things that 
the narrators introduce. Note that since no single player has 
final authority over the fiction, you don’t have to ask whether 
something exists or not. Instead of asking “Is there an air-
lock nearby?”, you can say “I go over to the airlock and seal 
it shut behind me”. However, a narrator may still introduce 
ad ditional details and throw in obstacles—like: “You turn the 
airlock handle and the door starts sliding sideways slowly. 
Suddenly the door stops half way—it’s jammed”.

The Alien Attacks
During an alien attack, the players of all the characters pres-
ent roll one die each—the survival dice. Then a narrator rolls 
one die—the alien die.

▅  If your survival die shows a lower number than the alien 
die, your character is somehow killed before the end of this 
scene. You get to describe how it happens.

▅  If your survival die shows a higher number than the alien 
die, you get to narrate how your character escapes the alien 
attack, either by fleeing or scaring it off.

▅  If your survival die shows the same number as the alien die, 
your character is infected by the alien—becoming a host. A 
host is not killed during this scene, but they will definitely 
die sometime before the end of the session. You play on as 
usual, with the exception that you don’t roll the survival 
die during any future alien attacks. Henceforth you are re-
sponsible for narrating what’s wrong with your character, as 
well as your character’s inevitable death.

If all characters are killed (or turned into hosts), the game is over.

Destroying the Alien
During the first three alien attacks, the alien can’t be killed. 
After that, if at least one player’s survival die shows a number 
higher than the alien die, their character finally destroys the 
alien (characters scoring lower than or equal to the alien die 
are killed during this final confrontation). If no character beats 
the alien, there will be another alien attack, and so on—until 
either all characters are dead or the alien is destroyed. When 
there is only one character left, there is an alien attack in 
every scene.

If you manage to destroy the alien, the survivors are allowed 
to re-enter their home planet. Let each of their players narrate 
a short epilogue for their character, then the game is over.
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