
SPECIMEN QUICK START GUIDE

©2014 Toxic Bag Productions, Inc.

Wanna play Specimen without having to dive into the 43-page rulebook?
Well, here’s all the basic stuff you’ll need to know to get a game going!

by
LONNIE HARRIS



PLAYING AS THE SPECIMEN
SETUP
Choose any THREE attributes for the Specimen in secret. Each attribute has a number of Attribute points listed at the
bottom - whatever attributes you choose, the final total MUST be 3 points. You MUST choose three attributes. Remember, 
your Specimen won’t be able to use the attributes you’ve chosen until its life cycle is equal to the cost of the attribute. 
Next, roll ONE die for initial damage to CARGO HOLD TWO. (1-3 Light Damage, 4-6 Heavy.) Finally, separate and shuffle 
your 15 yellow COLLISION cards and draw five to begin play. The Specimen ALWAYS moves first.

On the Specimen’s turn...
The Specimen player has several options he can take during each round. You get four rounds in every turn.

PLAY A CARD AS AN EVENT
Play the event listed on a card, if it is legal to do so. Announce the action and the result of any die rolls taken. Discard the 
card or remove it from play as indicated on the card. 
 
PLAY A CARD FOR ACTION POINTS
Discard the card. You now have Action Points (AP) equal to the number in the upper left hand corner of the card to use 
this round. Points not used this round are lost. Do NOT announce results of any die rolls made for section damage or other 
events (below) caused this way.
 
PASS
Do nothing.  If you and the Crew player both pass back to back, the turn ends.
 

REMEMBER - only play one card a round (except in combat). No, you can’t play a card as an event AND use it for 
points in the same round. That’s just totally unfair, man.

So, what else can I do?
MOVEMENT
You start in the Bowels of the Ship, a fine place where you can’t be attacked or detected. You don’t get to stay there
forever, though - you have to leave after THREE rounds in Turn 1 at most. So, when it’s time to meet/eat the crew, you 
spend 1 AP to move from the Bowels to ANY section with an air duct symbol. After that, you can move from room to room 
on any deck for 1 AP each or climb up/down a ladder for 2 AP. If you have a Collapsible Spine (#19) and are at life cycle 
stage 2, you can also move between ANY two sections with air duct symbols for 1 AP.

Every section of the ship has symbols. GREEN arrows and question marks mean you can move through and hide in 
sections of the ship. RED arrows mean you can’t move through the section if a crew member is there already - you
have to stop. RED question marks mean no hiding in the section, either. If, however, a section goes dark because of
a card or EMP, then treat it as a GREEN section.                                                                                                                                     
 
Oh, and no going BACK to the Bowels of the Ship unless the card you’ve played as an event says to. If you DO go back, 
stay no more than TWO rounds.



DAMAGE A SECTION 
Always popular. To try and damage the Section you’re in, it costs 2 AP. Roll TWO dice, and subtract your current Life Cycle 
number. If the total is less than 5, congratulations! You now have a damaged section! If it was undamaged before, give it 
a LIGHT DAMAGE marker on the Specimen map. If it was already at LIGHT DAMAGE, flip it to HEAVY DAMAGE. You can’t do 
more damage than that. Also, DON’T announce the new damage yet - you’ll do that at the end of the turn unless the crew 
is IN the room or moves into the room. You win the game if 8 sections have Heavy Damage at the end of a turn.
 
ATTACK THE CREW 
Take a new friend to lunch, their treat! Seriously, though - it requires 3 AP to attack the crew, and they have to be in the 
same room you’re in. Here’s how it works.

1. Check for Panic. If three or more crew members are dead, the remaining crew might panic in combat. The crew  
    member rolls ONE die for each crew member in combat, and adds 1 to the roll for every dead crew member      
    more than three. If there’s an officer in combat with him, he subtracts 1 as well. If that number is
    HIGHER-than his PANIC number on the card, the crew member is PANICKED and does not fight in the first round
    of combat. If it’s LOWER, he passes his Panic roll and fights as normal. After that first round, Panic no longer 
     applies. If the crew member is alone in combat and fails his Panic roll, he automatically loses combat.
 
2. Play combat cards and hidden Attributes. Both players may play any number of combat cards they wish. Likewise, if   
    you have hidden attributes that help in combat, you may reveal them at this time. You do NOT have to if you don’t      
    want to, but you get no bonuses if you don’t.
 
3. You pick one of the participating crew members as your target. He/she will be killed or wounded if you win.

4. Roll dice. You get ONE die for each life cycle stage you are. The crew gets ONE die for each crew member in combat.  
    Both sides roll and add any bonuses. Highest roll wins combat.
 
5. If you win, roll ONE die. On a 1-4 the selected crewman is DEAD. Otherwise, they’re WOUNDED. If you lose, take a  
    wound. Then you have a choice of continuing the attack (if they’re not all dead) or withdrawing. As the Attacker, you 
    can automatically withdraw and move to STEP 6. If the crew wants to withdraw, they roll ONE die. 1-2 they succeed, or 
    1-3 if some one has a flamethrower. If successful, all crew members are moved to any adjacent section. Otherwise, 
     repeat combat steps 2, 3 and 4 until one side withdraws or one side’s dead.
 
6. After combat, roll ONE die on the Post-Combat Movement Table. On a 1, you get 3 AP to move with. On a 2, you get 2 
    AP, and any other number gets you 1 AP. You only can use these for movement, and they go away at the end of your 
    turn. You don’t have to move, if you don’t want to. If the combat took place in a room section that you can hide in,     
    move your pawn from the main map back to the Specimen map.
 



EXCRETE GOO
If you’ve got the attribute Excrete Goo (#9), you can spend 2 AP and make some goo in the room you’re in. If you do and 
a crew member enters the room, announce that there’s goo in the room and they lose all remaining AP. For the rest of the 
turn, it costs them 2 AP to move to another room on the same deck, and they cannot climb a ladder in a room with goo. 
During the End Phase, roll ONE die for each goo marker; on a 1-3 it goes away and on a 4-6 it hangs around another turn. 
Whatever happens, however, there can never be more than 6 goo markers on the board at one time.
 
BUILD A LAIR
If you took attribute #11, you can build a sweet lair, but it’s expensive. It costs 3 AP to do so, and you also MUST stay in 
the room next round and spend 3 AP again to finish it. If you move, or go into combat for any reason, you fail to make 
the lair and have to try again next round. You also cannot make the lair in the Bowels of the Ship, either. If you do make 
the lair, however, when you fight in that room you get to add 3 to your attack roll, unless they destroy it first. Only one 
lair per monster, please.

EMIT EMP
Attribute #13 allows you to set off a natural electromagnetic pulse for 3 AP when you hit Stage 2 or later. If you do it, ALL 
lights and monitors go out on the ship, Trackers stop working, and the bonus die and extra card from the computer are 
not available until the next turn. During the End Phase, you roll ONE die. If you get a 1-2, your EMP is recharged and you 
can do it again next turn. 3-6 you fail, but you get to subtract 1 from your next roll.



PLAYING AS THE CREW
SETUP
While the Specimen player is choosing his attributes, place all of your figures in the Hibernation Room. Put the character 
cards in the corresponding boxes at the top of the map. Put a Flashlight, Wrench, Sonic Driver, and a Hand Welder in each 
tool box on C Deck. Put the two First Aid kits in the INFIRMARY on B Deck. Then, set the counters on the correct spots to 
start the game.
 
1. Turn marker on Turn 1. ‘Supplies Exhausted’ marker on Turn 15.
2. Specimen Wound marker on ‘0’. Surviving Crew marker set to ‘7’.
3. Self Destruct marker on ‘Off’. Pod Status marker set to ‘Unprepped’.
 
Separate and shuffle your 15 yellow COLLISION cards and after the Specimen player rolls damage for CARGO HOLD TWO, 
draw 5 cards and begin play. Remember, the Specimen player always goes first.

On the Crew’s turn...
 

The Crew player has several things they can do during each round. You get four rounds in every turn.

PLAY A CARD AS AN EVENT
Play the event listed on a card, if it is legal to do so. Announce the action and the result of any die rolls taken. Discard the 
card or remove it from play as indicated on the card.

PLAY A CARD FOR CREW POINTS 
Discard the card. You now have Crew Points (CP) equal to the number in the upper left hand corner of the card to use this 
round. Points not used this round are lost. The Crew member uses the CP in one of two ways - he can activate crew mem-
bers (or groups) with Normal movement at a cost of 1 CP each, or he can activate them with Strategic Movement for 2 CP 
each. Activated crew who use Normal movement get as many Action Points (AP) as are listed on their Character card to use 
for Repairs, movement, combat, etc. 
 
PASS
Do nothing.  If you and the Specimen player both pass back to back, the turn ends.

REMEMBER
Only play one card a round (except in combat). No, you can’t play a card as an event AND use it for points in the same 

round. That’s just totally unfair, man.



So, what else can I do?

MOVEMENT
Movement is different for the Crew than for the Specimen. Instead of using CP to move the crew around, the Crew member 
uses the CP in one of two ways - he can activate crew members (or groups) with Normal movement at a cost of 1 CP each, 
or he can activate them with Strategic Movement for 2 CP each. With Normal movement, you can move from room to room 
on any deck for 1 AP each or climb up/down a deck for 2 AP. With Strategic movement, you can move to any room on any 
deck directly, but you can’t do anything else after that.

ATTACK THE SPECIMEN
If you’re in an un-hideable room with the Specimen, it costs 2 AP to attack it. Any points unused before then are lost.  

1. Play combat cards and hidden Attributes. Both players may play any number of combat cards they wish. You do NOT 
have to if you don’t want to, but you get no bonuses if you don’t.
 
2. The highest ranking officer involved is leading the attack and he/she will be killed or wounded if you lose.

4. Roll dice. You get ONE die for each life cycle stage you are. The crew gets ONE die for each crew member in combat.  
    Both sides roll and add any bonuses. Highest roll wins combat.
 Some modifiers to remember:
 HIGH STRENGTH NETS:  add (3 minus the Specimen’s Life Cycle number) OR throw the net (destroy it) to 
     withdraw automatically.
 ELECTRIC PRODS:  Normal (add 3 minus the Specimen’s Life Cycle number) OR overload (add 6 
     minus the Specimen’s Life cycle) and destroy the prod after combat. 
 MULTIPLE CREW MEMBERS: Add 1 if more than one Crew Member is in combat.
 CC EVENT MODIFIERS:  Add the number specified on the card.

5. If you win combat, give the Specimen a wound. You win if the Specimen gets 4 wounds, unless one of their attributes 
    says otherwise. If you lose, the Specimen player rolls to see if your crew member is wounded or dies. Both sides have 
    a choice of continuing the combat or withdrawing. As the attacker, you can automatically withdraw and move to any 
    adjacent section. If the Specimen wants to withdraw, they roll ONE die. They are successful on a 1-3, or a 1-4 if they 
    have a Collapsible Spine. Otherwise, repeat combat steps 2 and 3 until one side withdraws or one side’s dead.
 
6. After combat, the Specimen secretly rolls ONE die on the Post-Combat Movement Table. On a 1, they get 3 AP to move 
    with. On a 2, they get 2 AP, and any other number gets them 1 AP. They only can use these for movement, and they go 
    away if not used immediately. The Specimen doesn’t have to move, if it doesn’t want to.



REPAIR A SECTION
If you have crew members in a damaged section of the ship, they can repair it by spending 2 AP. Roll TWO dice. Each 
character has a REPAIR value. Subtract that and the REPAIR value of any tools they are carrying. More than one person 
can repair the same room - if they do, subtract all REPAIR values. If the total is 5 or less, they succeed, and flip HEAVY 
DAMAGE counters to LIGHT DAMAGE or remove LIGHT DAMAGE counters. If the total is 10 or more, they fail badly enough 
that LIGHT DAMAGE actually flips to HEAVY.
  
SEARCH A SECTION
This also costs 2 AP. Roll TWO dice, and subtract character’s SEARCH values, equipment modifiers, and monitors (if any). 
On a 4 or less, you succeed and (if they are in the room) find the Specimen. If you find the Specimen, you may attack 
without spending additional AP. Also, if you succeed, the Specimen player MUST tell you if you find the Lair or if the 
Mascot is in the room. 

 Some modifiers to remember:
 BRIDGE:  Having a crew member on the BRIDGE gives you an additional minus 1 on a search of any deck 
   with a working monitor.
 TRACKER: If one of the Searching crew members has a tracker, subract 1 from the search roll.
 EVENTS:  Several events have additional search drms.
 
PICKING UP ITEMS
Costs 1 AP. You can carry up to two hands worth of equipment.

USING A TRACKER
Costs 1 AP. Roll ONE die. On a 4-6, you fail. On a 2 or 3, you are able to tell if either the Specimen or the Mascot is on the 
same deck as you, but not which room. On a 1, you are able to tell if either the Specimen or the Mascot is on the same 
deck, AND which room they are in. You cannot tell the difference between the Specimen or the Mascot without searching 
the room, however. So all the Specimen player will tell you is that you detect MOVEMENT on the same deck and/or the 
room.
 
USING A FIRST AID KIT
Costs 1 AP. Flip one wounded crew members character card back to its healthy side. Then flip the First Aid Kit marker to its 
“HEAL ONE WOUND” side, or remove it from play if already on that side.
 
PICK UP/PUT DOWN TOOL
Costs 1 AP.

DESTROYING GOO/LAIR
If you find goo or the Specimen lair, you can spend 2 AP to destroy them. Roll TWO dice. Add 3 if you use a flamethrower. 
If you roll 9 or more, you succeed.

USING THE COMPUTER
A crew member in the COMPUTER CORE can spend 1 AP to access the computer. Roll TWO dice and check the S.I.S.T.E.R. 
chart on the map. A successful roll means that next turn, the Crew player draws 6 cards instead of 5.



PREP THE ESCAPE POD
Costs 2 APs. Flip the POD PREPPED Marker to its POD PREPPED side. The Pod is now ready to launch. It also means that the 
Specimen can now hide and move through this section as well!

ATTEMPT TO LAUNCH THE ESCAPE POD
Costs 3 APs. Roll ONE die. On a 3 - 6 the Pod launches succesfully. Subtract 1 if the Pod is lightly damaged and 2 if it’s 
heavily damaged.

ACTIVATE/DEACTIVATE SELF-DESTRUCT SYSTEM
Costs 3 APs to activate. Place the SELF-DESTRUCT marker on the FIVE Box of the SELF-DESTRUCT TRACK. At the end of each 
of your subsequent rounds, move the marker to next lower space. Once activated, it takes 5 crew rounds for the ship’s 
engines to overload and explode. So, don’t stick around too long after flipping the switch!

Costs 3 APs to deactivate. If the marker is on the FIVE or FOUR Boxes, the attempt is automatically successful. If the marker 
is on the THREE box, roll ONE die. On a 1-3, you’re successful. Anything else and you better start running!

WHAT HAPPENS NEXT?

Once both players have completed their four action rounds, the turn moves to the End Phase. A bunch of stuff happens in 
the End Phase that determines if the game ends or not.

REVEAL SPECIMEN CAUSED DAMAGE
Specimen player: if you damaged any rooms that the crew didn’t know about during the turn, smile and let the crew 
player know what new part of the ship is broken.

MASCOT MOVEMENT
Specimen player: if the mascot is in play, check to see if it moves from its current location. Roll ONE die. On a 1 - 2, 
Squeaky moves to any adjacent section. 
 
INCREASED DAMAGE
Specimen player: roll ONE die for every section that has a light damage marker on it. On a SIX, the damage increases to 
heavy damage.

SPREADING DAMAGE
Now you check and see if the damage spreads across the ship. One at a time, the crew player picks a room 
section that is adjacent to a section that has a damage marker in it. The Specimen player then rolls ONE die. If the 
damaged section is heavy, a 5 - 6 will cause a light damage marker to be added to the new room. If the damaged section 
is lightly damaged, a 6 will cause a light damage marker to be added. If the the chosen room already has a light damage 
marker in it, it will flip to heavy on a successful roll. 



GOO/EMP CHECK
If you’ve chosen either the GOO attribute or the EMP attribute, now you check to see if any Goo on the board remains, or 
if the EMP can be used during the next turn. For Goo, roll ONE die for each marker. On a 1 - 3, the Goo marker remains. 
On a 4 - 6, remove it. For the EMP, roll ONE die. On a 1 - 2, the Specimen has built up enough energy to use the EMP 
again. On a 4 - 6 you failed. You get to subtract 1 from the die roll if you failed the last turn.

MONITOR/LIGHT REPAIR
If the Monitors or lights are not working, you check to see if the ship automatically repairs them. Roll ONE die. On a 1 - 3, 
both the monitors and the lights are repaired. Remove all the markers on the board. 

END OF GAME CHECK
This one is easy. Is the Specimen still alive? Is there at least one crew member still alive? Are there less than eight heavily 
damaged sections? If the answer to any of these questions is NO, the game ends. Otherwise, advance the turn marker to 
the next box.

SPECIMEN EVOLUTION
If the current turn is when the Specimen is supposed to evolve, advance the life cycle marker one box to the right. Nor-
mally that happens on turns 4, 8 and 12.

DRAW CARDS
Now both players can discard any cards left in their hands and then draw new cards to fill there hands back to full.

NOW YOU’RE READY TO START THE NEXT TURN!  
FOR MORE DETAILED INFORMATION ON ANY OF THE STUFF HERE, PLEASE

CHECK OUT THE RULE BOOK. 
GOOD LUCK AND HAVE FUN!!!


