
Your mission, Martians, is to swoop down on the pathetic denizens of the primitive planet “Earth”, and to 
scoop up as many of the inhabitants as you can manage. We are interested in samples of the Chicken, 

Cow, and Human populations, so that we can determine which of them is actually in charge. The 
Earthlings might manage to put up a feeble defense, but surely nothing that a small taste of your Death 

Rays can’t handle. Make Mars proud... be the first Martian to fill your abduction quota! 

A game for 2 or more Martians from ages 8 to 97  ~  10 - 30 Earth minutes per game

13 Martian Dice. Each die features 1 Tank, 2 Death Rays, 1 Human, 1 Cow, and 1 Chicken.

• Keep a piece of paper and a pencil handy, to record scores and turn order.
• Pick a starting player and give him or her all 13 dice.
• Play begins with the starting player and proceeds clockwise.
• A round consists of each player taking their turn. A player’s turn consists of one or more dice rolls.

Roll all of the available dice. (On the first roll of your turn this will be all 13 dice; on later rolls it 
depends on how many dice you set aside earlier.) If there are no available dice, proceed to Scoring.

From the remaining dice, choose one type (Chickens, Cows, Humans, 
or Death Rays) and set aside all dice of that type. Chickens, Cows, or 
Humans may not be chosen if you have already set that type aside 
this turn. Death Rays may always be chosen, and are added to any 
Death Rays set aside earlier this turn.  If you cannot set aside any 
dice based on these restrictions, your turn is over; proceed to Scoring.

Set aside all Tanks, adding them to any Tanks set aside earlier this turn.

You may choose to end your turn and proceed to Scoring, or return to step 1 to continue rolling.

ALL TANKS ARE
SET ASIDE
EVERY TURN.

EACH TYPE OF EARTHLING CAN BE
CHOSEN ONLY ONCE PER TURN.

DEATH RAYS CAN BE CHOSEN
MULTIPLE TIMES PER TURN.

ENGAGE YOUR DATA RECORDERS.  HEED ABDUCTION ETIQUETTE BY ALLOWING 
THE SHIP BEFORE YOU TO CLEAR ORBIT BEFORE YOU BEGIN YOUR RUN. 

SWOOP & SCOOP.  REMEMBER, YOUR SHIP’S PRISON PODS CAN ONLY HOLD ONE BATCH 
OF EACH SPECIES...  BUT THERE’S NO SUCH THING AS TOO MANY DEATH RAYS.

DEATH RAY (x2) HUMAN CHICKENCOWTANK

THE PINNACLE OF MARTIAN TECHNOLOGY. PORTABLE PROBABILITY GENERATORS, 
CALIBRATED TO RENDER STATISTICAL OUTCOMES WITH PRECISION AND STYLE.COMPONENTS

GETTING STARTED

ON YOUR TURN



Get access to exclusive game launch deals

Earn free games through our Refer-A-Friend program

First, compare the number of Tanks set aside to the number of Death Rays 
set aside. If there are more Tanks than Death Rays, you must flee without 
any abductees; you score zero points for the round, regardless of how many 
other dice you set aside. If you set aside at least as many Death Rays as 
Tanks, then you have successfully fended off the Earthling military and will 
score points for your abductees as follows:

• 1 Point for each Human, each Cow, and each Chicken that you set aside.
• 3 bonus points if you set aside at least one of all three Earthling types.

Record your score and pass the dice to the next player.

The game end is triggered when one player reaches a total score of 25 points or more. Once this 
happens, the round is completed so that all players have had the same number of turns. At the end 
of that round, the player with the most points wins the game! In the case of a tie, each tied player 
rolls 6 of the Martian Dice, and the player who rolls more Death Rays wins!

Zax rolls all 13 dice and sets aside the 2 Tanks. 
He decides to nab the big batch of 4 Humans, 
hoping to roll some Death Rays later.
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Zax rolls the 7 remaining dice and sets aside the 1 Tank. 
Although the 3 Cows are tempting, he is worried about 
the buildup of Tanks and chooses the 2 Death Rays.

Zax rolls the 4 remaining dice. No Tanks this time, but no 
Death Rays either. He picked Humans earlier, so he can’t pick 
them now. He picks the 1 Chicken.

Zax rolls the 3 remaining dice.  No Tanks again. He could pick 
the Cow, but would risk scoring nothing if his next rolls were 
to go badly.  He plays it safe and picks the Death Ray.

With only 2 dice left, Zax decides he’s pushed his luck far enough, and calls  it quits. 
Since Tanks don’t exceed Death Rays, he gets to score. He earns 4 points for the 4 
Humans, and 1 point for the single Chicken. His total score for the turn is 5.

BEFORE YOU KNOW IT, ALL SHIPS WILL BE CALLED HOME FOR EVALUATION. THE WINNER 
EARNS MARTIAN BRAGGING RIGHTS. DRAWS ARE SETTLED BY DEATH RAY DUEL. 

Free Games Friday!
Get your chance to win free games weekly

Go to: tastyminstrelgames.com/free-games
to sign up!

MORE TANKS THAN DEATH 
RAYS? NO SCORE FOR YOU.

ROLL RESULT ALREADY SET ASIDE

MAKE SURE YOU’VE DEALT WITH THE EARTHLING MILITARY, OR YOU’LL COME HOME EMPTY-TENTACLED. 
ANY CAPTURED EARTHLING IS A GOOD CAPTURED EARTHLING, BUT VARIETY IS KEY.

LOADING DATA FILE 626.B.7.i... TRANSCRIPT OF ABDUCTION RUN ALPHA, 
COMMANDER ZAX KWYJIBO PRESIDING OFFICER  
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SCORING

GAME END

A SAMPLE TURN


