tutorial video
We don’t know what they are. We don't know where they E Fﬁ E
came from. We don’t know why they are attacking. » Iy
N

All we know is that they're here, we must find a way
to stop them, and time is running out.

Under Falling Skies is a solo game of dice management and tough
decisions. To win, you will need to defend your city and complete Y
your research before the alien mothership destroys your base. ek




SETUP & ®

€5
This setup includes everything you will use ”’,’ "A"

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 an
the back page of this rulebook.

research marker

energy marker

starting 3
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damage marker =
starting r
space J

excavator

starting Fgmm
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2 white dice
3 gray dice

Your first game uses
only these dice,
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\‘\‘*_ maothership tile - Place this tile at the top.

S

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

P, 4 white ships - Set the white

Rk & ships off to one side. These
e 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 ta you.

This setup is for an easy game.

To play on normal difficulty instead,
flip over one sky tile at random.

%/ easier side w more threatening side

£

|
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Roswell city tile - Use Roswell as the
city tile in your first game, blue side up.

New York base tile C

city tile

!
Ak
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Washington, OC
city tile

base tile A - Use the side on
which the A looks like this.
Place the tile as shawn.

base tile B - Use the side

on which the B looks like 1orange 2 blue
this. Place it at the bottom. ?hl,ad ; ) dice

Nate that these kit ls

symbols match the These components are

Rinool on e L not used in your first game.

They will be explained later.



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:

ﬂ Dice Phase: Place dice and move ships.

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

ﬂ Mothership Phase: Resolve the mothership's turn.

n 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 ance, if you save a white die for
last. When you are done, you will have ane die in each column. These dice will power various
effects during the Rooms Phase.

THE ExcavaTor

- The excavator follows a path
% winding down through your base,
from row to row. It divides your
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. Befare placing it,
count the spaces from the excavator to that
space: Your die must have this value or higher.
Example: [n the illustration on the right, the
is 5§ spaces ahead of the excavator. This is
legal. A would aiso be legal in that space, but
a (3 would not.

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




EnEMY SHIP ACTIONS

Each time you place a die, all
enemy ships in that column

descend a number of spaces
equal to the amount shown on
the die ...

.. Unless the die is placed in an
AA gun room. These rooms fill
the sky with anti-aircraft fire,
v/ causing enemy ships todescend

more cautiously - ships in this
column descend one space less than the
amount shown an the die. If the die is a (&),
the ships do not descend and do not trigger
effects.

Immediately after all ships in the column
descend, they trigger any effects on their
resulting spaces.

lgnore spaces they pass through. |If
multiple ships are in the column, move them
simultaneously, then resolve their effects,
starting at the top.

Move the shF'p into the space
the arrow points to.

Exception: If that space
already has a ship in it, the
arrow has no effect.

Move the mothership tile
down one row. If it moves into
arow with ships [of any color])
return them to the mother-
ship to respawn later.

If the mothership tile descends to the row
marked by the skull, you lose immediately.
Otherwise, you ignore the mathership
actions (the symbaols along the right edge of
the board).

This is not a triggered effect.

Explosions like this mark
spaces where ships can be
shot down by your fighters in
the next phase.

DamMace

If a ship descends below the sky, it hits your
city and your base takes damage. Move the
damage marker down one space.

After damaging your city, the ship victo-
riously returns to the maothership to be
respawned at the end of the round.

If the damage marker
moves onto the skull icon,
you have lost the game.
[See page 9.]

Example:
After several rounds of play, two
enemy ships are in the second
column, in the positions shown.
1. Let's say you place a [0) in
that column.

£. Both ships descend 2 spaces.

3. The upper ship is now on an
explosion space, where it
can be shot down later. The
lower ship triggers the effect
that makes the mothershig
immaediately descend one row.

Note that both ships move at the
same time, before vou resolve any
effects.

The purple shio ends up very
close to yvour city. Next round,
any die that moves it more than
1 space will cause it ta hit yvour .
city and deal one damage. It will %
then return to the mothership and
spawn at the end of that round.

=

g



E Rooms PHASE

In this phase, you resolve the effect of each
die you placed. Remove the die to show

its effect has been resolved. Dice may be
resolved in any order.

Dice cannot be added together, unless
they are sharing a multi-space room. If you
choose to not use a particular die, you must
still remaove it.

CosTs

Many rooms have
an energy cost. This
room, for example,
requires you to pay
2 energy to use it.
You pay the energy by moving
your energy marker onthe energy
track. If you don't want to pay or
can't pay, remove the die with no
effect.

Excavaten Room ErFrFecTs

AA gun rooms are explainéd-on
the previous page. They have
no effect in the Rooms Phase.
Simply remove the die.

Excavated tunnels have no
effect. Simply remove the die.

Energy rooms generate the
energy you need to power other
effects. Add the value of the .
room to your energy. If this
waould move your marker off the
track, set your energy to the
maximum value.

VaLue oF A Roaom

The value of a room is the
amount shown on the die, plus
ar minus the room's maodifier [if
it has one).

Example; The room illustrated above has value
3 I=2

Note that a room's modifier does not affect
the movement of enemy ships in the Oice
Phase.

MuLTi-Space Rooms

If a room takes up
multiple spaces, it
can be used only if
all of its spaces
have dice. The value
is the sum of the dice, plus or minus any
modifiers.

Example: The value af the roam shown above s
four:1+6-3=4.

If any space of a multi-space room is left
empty, remove its dice with no effect.

Jet fighter rooms let you shoot
down one or more enemy ships.
Destroy all enemy ships on
explosion spaces with a number
less than or equal to the value

, of this room. Purple ships return
to the mothership to respawn.
White ships are removed from
the board.

Research rooms allow you to
advance on the research track,
which is how you win the game.
Move up one or more spaces on
the research track; the sum of
the nurhbers on these spaces
must be less than or equal to
the value of the room. For
example, to pass over a 2 and
end your move on a 3, you need
aroom with value 5 or better.




Example - Shooting Down Ships

Ouring the Dice Phase, you placed your dice
cleverly and manesuvered 3 enemy shigs onto
explosion spaces, as illustrated on the right.

Now it's the Rooms Phase, and you have a chance
to resolve a jet fighter room with value 3.

Shig A is shot dawn. It's a purple ship, so it goes
to the mothership to await respawn.

Ship B is shot down. It's a white ship, so vou
remove it from the board.

Ship C s nat shat down. [ts explasion space has
the number 4, and your effect's value is anly 3.
Shin C remains in the sky, as do all the other
ships, because they are not on explosion spaces.

Example - Researching

You have twa dice in research rooms, as shown.
One room has value 2, and the other has value 3.
(The die is a £3), but the room has a -1 modifier.)

Your research marker is on the space shown,
with spaces that cost 1, 3, and 1 above it. Can you
use your dice to advance three spaces?

The answer is no. Although the total cost of the
three spaces is 1 + 3 + 1 = 5, your two rooms
must be resolved separately. If vou resalve the
value 2 room first, it moves you only one space.
Then the value 3 room can move you up to
space 3, but that's where you stop.

If you resolve the value 3 room first, it
moves you up one space. From there, the
valug 2 room’s effect will not be useable. You
should probably try to use both rooms, Iif you
have 3 energy ta pay for them.

A room with value 5 would have been enough
to move your marker up three spacss, because
their total cost is 5.

Excavating Your Base

In the Dice Phase, you were allowed to place
at most one die in an unexcavated space. In
the Rooms Phase, that die can be used to
move the excavator. If you choose to move
the excavator, pay 1 energy. [This cost is
depicted on the excavator.) Remove the die
and move the excavator to the die's space.
The spaces behind the excavator have now
been excavated.

Reminder: How many spaces did you move
the excavator? It should be less than or
equal to the amount shown on the die. If this
is not the case, then the placement in the
Dice Phase was illegal. (See page 4.]
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Example 3 - Excavating
You placed a 23] to move the excavator. This move
is only 5 spaces, so ali:) would have worked, too. In

the Rooms Phase, remave the die and pay 1energy
to advance the excavator to the dig's spsce.



ﬂ MoTHERSHIP PHASE

The Mothership Phase has 3 steps:
1. Move the mothership.

2. Resolve the mothership action.
3. Spawn ships.

MovinG THE MOTHERSHIP

During this step, the mothership moves
down to the next row. If there are any ships
in the row, put them on the mothership [the
dark half of the mothership tile]. The ships
will respawn in the third step of this phase.

REsoLvING THE MOTHERSHIP ACTION
Next, perform the action at the drop points.

Move the excavator backwards
the indicated number of spaces.
[But stop if it tries to move
behind its starting space.]

Move your research marker
down the indicated number of
spaces.

'F'tace the indicated number of

white ships on the mothership.
They will . spawn at the end of
this phase.

Your base takes one damage.

If the mothership tile's drop
points reach the row marked by
the skull, you lose immediately.
Unlike the above maothership
actions, this applies even when
the mothership moves in the
Dice Phase.

Example

During the DOice Phase, one ship remained
on a drop point because a B was placed in
an AA gun room. During the Rooms Phase,
a purple ship was shot down and placed on the
mothership.

Now it is time for the Mathership Phase.

The mothership moves down ane row. Because
there is a ship in that row, it moves back to the
maothership to be respawned.

The mothership action adds a white ship to be
spawned.




SPAWNING SHIPS

During the round, ships may have been
placed on the mothership. At this time, those
ships must be spawned on drop points.
Spawn them all, unless the drop points get
filled up first.
» Spawn purple ships before white.
» First, choose among drop points in
columns with no ships.
» When every column has a ship, choose
the drop point that is farthest from the
highest ship in its column.

If those rules leave you with multiple options,
the choice is yours. If all 5 drop points fill up,
ships that have not yet spawned will stay on
the mothership for anather round.

Example

I. There is one empty column. Purple ships
spawn first, so a purple ship goes there.

2 Three drop points are still open. Those
columns have ships, so we compare the
highest ship in each column. The secand
purple ship must go an the middie drop point,
because the other columns have higher ships.

3. The white ship must also be spawned. The
remaining drop points are the same distance
from their highest ship, so you can choose
gither drop paint.

WHITE SHIPS
» White ships spawn after purple ships.

» White ships return to the mothership if they hit your city.
» But white ships are removed from the board if they are shot down.
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» |f all white ships are on the board, ignore an effect that tries to add more.

WINNING

If your marker reaches the top of the
research track, you win immediately.

Note: The only way to get to the space
marked 11 is to use a multi-space
research room in the lower half of
your base.

LosING

If the mothership descends
to the row with the skull, you
lose immediately.

You also lose immediately if your
base takes maximum damage.

: YUU CAN STOP READING HERE AND

PLAY YOUR FIRST GAME.




FuLL GAME

Congratulations on playing your first game of Under Falling Skies! Now we'll ook at some new
elements. The cities will give yaur games variety, even before you start the campaign. You can
flip over sky tiles to increase the challenge. And robots will give you a new trick for running
your base efficiently.

THREAT LEVEL

Each sky tile has two sides. One side ismore <7 easier side W maore threatening side
threatening than the other.

The threat level of your game is the number
of sky tiles set to the mare threatening
side. The setup on pages 2 and 3 is for an
easy game with threat level 0. The standard
difficultyisthreatlevel 1. As you become mare
experienced, you can challenge yourself with
higher levels, up to level 4.

During setup, you should choose a threat
level and flip that many sky tiles, at random,
to their more threatening side.

/
II

CiTIES

Even before getting into the campaign, you
can choose to defend different cities. Except
for Roswell, each city has a special ability that
modifies the rules for the duration of the game.

Rl it
Fiv] = o e Vo Use upper tile B
- | 'ﬁs @ @&f ’ A and lower tile C
This Dase StartS  cpmum s SN
at energy level 3. sl -

with this city.

Each city is used with a specific
pair of base tiles. Different bases
have different damage and energy
tracks.

Damaceo City

Each city has two sides. You start with the
undamaged [blue] side, but if you Inse that game,
yvau can flip the city over and try a secand game
on the damaged side. Because Earth's citizens
are resilient, the ability on the damaged side is
stronger than the original one.

Note: When setting up a second game, the flipped sky tiles for your threat level should again
be chosen randomly.

=i



RoBoTs

A robot is a blue die that stays in your base
even after all the gray and white dice have
been resolved. Robots are never rolled and
never placed in the Dice Phase. They just
stay where they are installed and do their
work in the Rooms Phase.

InsTaLLING RoBoTs

Robot rooms make robots. Set
a blue die to the value of the
room. [If the value is maore
than B, set the blue die to (3.

Immediately install your new
rabot in an empty space of an
excavated room.

Newly installed robots are
exhausted, which means you
can't use them this round.
Oenote an exhausted robot by
rotating the die 45 degrees.

You are limited to 2 robot dice. However, you
may remove a robot from the board at any
time. For example, you can remave a robot
to reinstall it as a new robot.

Note that installing a robot does not cause
enemy ships to move.

Worker Dice N THE Dice PHASE

From now on, the gray and white dice that
you place in the Oice Phase will be called
warker dice.

In the Dice Phase, you still must place one
worker die in each column. Essentially, you
ignore the robot dice. And if a robot die is in
the space where you want to place a worker
die, you can remave it.

STANDALONE GAMES

Ybu now knaw how to play a standard 'g'ame of Under Falling Skies. Choose a city, set your
threat level, and try to.win before the aliens blow you up! The roll of the dice will make every
game different and interesting, even though the entire campaign is still sitting in the box.

Rosot Dice IN THE Rooms PHASE

Ouring the Rooms Phase, robots from
previous rounds are used to power effects.
They work just like worker dice, with these
exceptions:

» After resolving the robot die, you can
leave it on the board.

» |f you use the robot die, decrease its
value by one. [If it is already a (&), you
remove it from the board.) Rotate the
robot to show that it is exhausted and
thus cannot be used again during this
phase.

At the end of the Rooms Phase, rotate
all exhausted robots back to the usual,
unexhausted orientation.

SeeciaL Cases

» If you use a robot die in a robot room, you
are allowed to take that die to represent
the robot you are installing.

» You caninstall arobot inan AA gun room,
but it won't do anything.

» |f a mothership action moves the excava-
tor hackward, a robaot may be buried. Re-
move any robots in unexcavated rooms.

*» In a multi-space room, an exhausted

robot is like an empty space - you can't
use the room.

Try various threat levels until you find the level that is most fun. The campaign is designed for
players who know the game well enough to know which thrgat level they like.
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CAMPAIGN

Under Falling Skies can also be played as
a four-chapter campaign. It usually lasts
about 10 games. The campaign is fully
replayable, and vyou will discover new
combinations every time.

The four chapters are designed to be
revealed gradually, telling a stary as you play
through the campaign. They are packed in
order, each in a separate bundle.

Start the campaign by lifting the campaign
notebook and the first chapter out of the
box.

CHAPTER BRIEFING

At the top of each bundle you will find
a chapter briefing with a scene on one side
and new information on the other. Familiarize
yourself with this, then choose your first
battle.

CHoose Your BatTLE

When you open a chapter, you will find
scenarios to challenge you and characters
to help you, as well as several new cities.

Twao of these cities are being attacked. Make
two piles, each with a random scenario, city,
and character from the current chapter.

Return the remaining scenarios, cities, and
characters to the box for now. They will
return later in the chapter.

The two randomly created piles represent

twao simultaneous alien attacks. Choose one
of the two piles.

The one you choose is the battle you will fight.
The other scenario is automatically lost. The
city is annihilated. The character .. well,
let's just say the three components in that
pile are removed from the campaign. (You
can keep removed companents together in
a plastic bag. Don't throw them away! The
campaign is replayable!)

SCENARIDS

Each scenario has special rules for that
particular battle. The comics give you an
idea of what that battle will be about.

If you want, you can choose your hattle just
by looking at the comics side. The rules of
the other scenario will then remain unknown,
thus saving some surprises for when you
decide to replay the campaign someday.

CHARACTERS

Each character has a special ahility you can
Luse once per game. After using the ability,
set the character aside to remind you that
you cannot use it again in that game.

use this side first upgraded side
v v

B =

°

lacksen Mess

7, Jackeon Mess
- P

Use the blue side during the chapter when
you first meet the character. The upgraded
side comes into play in later chapters.
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STARTING THE CAMPAIGN

At the beginning of the campaign, take a sheet from the scare pad and fold it to make your
campaign notebook. Make up a campaign name and write it at the top of the first page, as
shown in the illustration.

As explained on the preceding page, randomly create two piles and choose one to be your
first battle. Record the name of the city jla, scenario [7], and character & .

Play one game. Record the result of your first game in the box [:l If you lose, the result is
an X, as illustrated. If you win, record the threat level - the number of threatening sky tiles.

The damaged box [:j isthere incaseyou lose your firstgame. Inthat case, play a second game
with the city's damaged side. Again randamly flip sky tiles based on your threat level. Use the
same scenario and character. [The character's effect can be used once in each game.] Recard
the result of this game, win or lose.

' O ———— chapter
F 4

campaign | .
name '1 ; 5 EARTH #4366 P first
game - loss
city
: \ la MONTREAL < second
scenario REINFORCEMENT. game - win
character JACKSON MOSS

[non-upgraded]

first
battle

second
battle

Now randomly generate two more piles with the chapter's remaining components. Choose
one pile to be your second battle. Fight it, and record the results.

ReEMoVING OrR SAvING COMPONENTS
In certain situations, some pieces are permanently removed from the campaign:
» After you choose one of two piles, remove the pieces in the other pile.
» After you finish a battle [in one or two games, win aor lose], remove the scenario.
» |fyou lose two games in the same city, remove it.
Other pieces need to be saved for later chapters:
» |f you win a game in a city, you have saved it from destruction. Keep it for later.
» After you finish a battle (in one or two games, win or lose), keep the character.
Two bags are provided to help you keep removed and saved components separate.

SEeTTING THREAT LEVEL

You should play the campaign at a threat level you enjoy when playing standalone games. It
should be winnahble, but challenging. The campaign gets more difficult as you go, but you'll find
help alang the way, so you should be able to play the entire campaign at the same threat level.
However, if you feel like adjusting it up or down during the campaign, that's okay, too.

_14_



Speice Up Your STanDALONE GAME

The components in the campaign can also be used to spice up standalone games, allowing you

to build your own battle.

Choose any city, damaged or undamaged. Choose any scenario, or play without one. You can
play with any team of characters or none at all. You can play with characters upgraded, not
upgraded, or a mix. Set up the sky with any combination of basic and advanced sky tiles. Then

set your difficulty.
DirrFicuLTy

The difficulty is determined by the black and yellow stars.

Each black star on
a sky tile adds 1 *
to your difficulty.

If you are using
a scenaria, that
also adds 1
your difficulty.

o

(T

Yellow stars cancel
black stars. Each
*’t@ upgraded character
subtracts 1 *’from
your difficulty.

Oamaged cities
and nonupgraded
characters are
each worth half
avyellow star.

Add up all black stars and subtract all yellow stars. This is the game's difficulty.
If you add the number of black and yellow stars together, that tells you how epic your game is.

A 6aME BY TaMAS UHLiR

Art DOirection: Filip Murmak
Artwork: Kwanchal Moryia, Petr Bohacek

Supporting Artists:
Jakub Paolitzer, David Jablonovsky

Typesetting: Frantifek Horalek
30 Modeling: Radim Pech
Production: Vit Vodicka
Rulebook Writer: Jason Holt
Project Management: Jan Zvonicek
Project Supervisor: Petr Murmak

C

Czech Games Edition

iZl Czech Games Editian, October 2020
www.CzechGames.cam

For more info, visit www.ufs-solo.game

There is only one nama an the bax, but that isn't completely fair to all those
pecple without whom the game wouldn't exist. | thank you all for your admirable
caommitment, for all the wise advice, for the experience and talent which you've
put into this game and for the encouragement you've given me. Without you, this
draam of mine would never come real.

Playtesters: Jakub Uhlif, Wit Vodicka, Petr Murmak, Vlaada and Pavlik Chvatil.
Monika Kfivankova, Petr Caslava, Tomas Helmich, David Nedvidek, Jan Zvonicek,
Michal Stach, Michaela Stachova, Paul Grogan, Mirosiav Felix Podlesny, Filip
Murmak, Pavel Taticek, Tonda and Petr Palicka, Ladislav Pospéch, Kuba Kutil,
Martin Vana, Adam §|:-ar!|':I, Michal Kopfiva, Pavel Ceska, Standa Kubes, Olda Rejl,
Petr Ovasny. |van Dostal, Dan Knapek, Petr Marek, and many other awesome
players and friends. who played the game either alone or during many gaming
events, physical or virtual. Especially, the virtual part wouldn't be possible without
Lukas Novotny. Special mention goes to all those enthusiastic printGplay playars,
whose feedback helped me with the important first steps that allowed the original
minimalist 9-card design to become something much mora.

Special Thanks: Developing a pame is a great task and in the first place, | thank my
beloved Janiand my whale family for their patience and support during those busy
times. Big thanks go to all the great peaple fram CGE for taking me among them
and providing me with this opportunity, with special thanks to Petr Murmak, who
has found us a way any time we've got stuck. Big thanks to Vlaada for supporting
the game from the very beginning and helping me to keep the right direction. Many
thanks to Filip Murmak, David Jablonovsky and Frantiek Sedlacek for sharing
thelr experience and skills and helping me with the graphic issues, Jasaon Holt
was my saviour when it came to wards and staries. Without the big help with
typeseatting from Frantiek Horalek, we could have lost at the finishing line. The
game would not be so well known without Paul Grogan, who has been demoing
it tirelessly and passionately on all the big gaming events. Thanks to all those
amazing people who made it heppen.

_'|L‘_‘~_



@ WAIT! @

Please do not dump out everything in this box. The game has heen
carefully packed with a four-chapter campaign at the bottom.

Remaove the starting components at the top. Leave the campaign in the box for now.




