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Aim of the game
The astronauts are trying to get home 
from the alien planet but the air from the 
ground keeps blowing them off the path. 
The astronaut who is the first to reach 
the rocket gets to fly home in it.

Contents:
Game board with a pump and a spinner, 
4 astronauts, launch pipe and rocket.

Setup
Each player chooses one astronaut and places him beside the board, by the beginning 
of the path. Place the launch pipe on the short pipe in the middle of the game board 
and the rocket on the launch pipe, with the astronauts’ opening turned towards the end 
of the path.

How to play
The youngest player starts. The turn passes in clockwise order.
Each round the player in turn: 
1) pushes the red button to see how many steps his/her astronaut shall move, 
2) moves his/her astronaut accordingly, 
3) spins the spinner to see whether the pump will be used this turn or not, 
4) depending on what the spinner shows, uses the pump accordingly.

Moving

The player has to move his/her astronaut as many steps as the number shows. If the 
space where the astronaut should stop is taken, the astronaut is placed on the next 
empty space.
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If an astronaut reaches a space with an arrow when he still has steps left to use, the 
player may decide to move the astronaut onto the alien that the arrow points to. Here 
the astronaut is safe from the air streams. Even if the astronaut has several steps left 
to move, the player may decide to finish his/her turn by moving the astronaut onto 
the alien. 

On his next turn the astronaut has to move away from the alien. This always happens 
by first stepping onto the same space with an arrow that was used when stepping 
onto the alien, and then moving on along the path. Stepping onto and away from the 
alien is counted as one step.

If an astronaut has stopped on a space with an arrow, and another astronaut gets a 
result that would land him on the same arrow, the latter astronaut may step straight 
onto the alien if he wishes. When an astronaut stands on an alien, that safe spot is 
taken, and other astronauts cannot use it until the first astronaut has moved away 
from it.

The Spinner and the Pump

If the spinner shows black, the pump is not used that turn. If the spinner shows either 
red, green or blue the pump’s arrow is turned to point to the colour shown by the 
spinner, and the player in turn strikes the pump with his/her hand. The player may 
strike the pump again if it’s not clear whether any astronaut was hit by the air stream. 
When an astronaut is hit by the air stream, he is moved to the beginning of the path, 
and has to start over. If an astronaut is knocked off the path even though he is not 
hit by the air stream, place him back on the same space where he was.

Entering the Rocket and Winning the Game

The astronaut who first enters the astronauts’ opening in the rocket wins the game. 
The opening does not have to be reached with an exact number of steps. When an 
astronaut enters the rocket, the player turns the pump’s arrow to show the rocket 
image, strikes the pump hard, and watches the rocket take off!

The Safe Spots


