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These are the steps you’ll need to follow 

to enter the Area 51 Compound. Search 

the area for all of the slightly glowing 

card symbols and set them aside until 

you need each one. Complete the steps in 

order. Read and complete step 1 before 

moving on to read step 2, etc.

1) Look at the Area 51 sign. Read the card 

matching the symbol on the sign.

2) Check the fence near the helicopter. 
Read the card matching the symbol you 

find there.

3) Approach the guard gate and read the 

card matching the symbol next to the 

guard.

4) Use your mind control to move the 

three cows to create a distraction. 

5) Find the symbol on the map of the 

compound, read the matching card, then 

tell the guard where to drive you.

Once you are inside the compound,
you can look at card #2

if you still want guidance.
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These are the steps you’ll need to follow 

to find where your ship is being kept. Search 

the area for all of the slightly glowing 

card symbols and set them aside until you 

need each one. Complete the steps in order. 
Read and complete step 1 before moving on 

to read step 2, etc.

1) You need to retrieve your AI. Check the 

laser that is cutting your AI and read the 

card with the matching symbol.

2) Find a piece of tech that could be the 

Muldavian’s shield unit. This will give you 

the number you need to solve the puzzle on 

Card 14 and safely retrieve the AI.

3) Reach in and examine the alien’s body for 

its hidden biometric identification system. 
This will give you a symbol.

4) Find a power source that will power the 

Muldavian’s shield unit. This will give you a 

color to safely retrieve the AI.

5) Connect your AI to the computer to find 

the location of your ship.

6) Have you found all of your card symbols 

in this layer of the compound? You will need 

Card 15 to determine which scientist has 

access to the secret tunnel.

Once you locate the secret tunnel you can 

look at card #3 if you still want guidance.
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1) Check out the High-tech AUTOMATON 

Lugger. Read the card matching the symbol.

2) go to Mary’s office. Find the card symbol 

there and read it to help you knock Mary’s 

hat off.

3) Use the three program cards to retrieve 

Crate 42. One card will provide the symbol, 
another the color and the final the number.

4) Look at the three locks securing your 

ship. Read the card with the matching 

symbol. get past all three locks to open 

your ship.

5) Put the three pieces of the Power Drive 

together. Visit BreakInToEscape.com for a 

short how-to video.

6) Launch the ship to return home.

These are the steps you’ll need to 

follow to free and fix your ship and 

launch it so you can leave Earth. 
Search the warehouse for all of the 

slightly glowing card symbols and 

set them aside until you need each 

one. Complete the steps in order. Read 

and complete step 1 before moving on 

to read step 2, etc.



     Walking around the complex you see a 

group of alien cultists. You mind control 

them to think you are one of them. They 

discuss rumors of an alien ship that has 

been brought in and are excited to get a 

glimpse.

     cows roam nearby. You mind control the 

cows to move close to the fence, then let 

them wander back.
 

     you have your Quiss Ar-may knife, the 

best-selling utility blade in the galaxy. 

Each charge cuts straight through metal 

(not corners where two ends meet), like a 

link of this fence surrounding the Area 51 

complex. you only have six cuts left.

Use Card #1, Step 2 as your guide.

Goal: Enter Area 51 without alerting 

the Earthlings to your presence. Then find the 

lab where the ship’s AI has been taken. 
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     You mind control the guard at the 

gate. “Where shall I drive you?” he asks.

     You are about to tell him where you 

want to go when the other guard comes 

out of the guardhouse.

    “Who are you talking to?” The other guard 

is wearing a helmet so you can’t MIND 

control him. You HIDE before he sees you.

     You make the first guard say, “THE COWs.”

     the guard with the helmet scowls and 

goes back inside.

You need to mind control and change the 

position of the cows to create a symbol 

that will cause commotion and distract 

the guard with the helmet. Find and read the 

card with the matching symbol.

                 If you want a hint: 
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     “Look!” cries one of the cultists. 

“There’s the spaceship!”

     the cultists begin chanting. The 

guard WEARING the helmet at the main 

gate comes out.

     “Quiet down!” he shouts.

     They ignore HIM, CONTINUING THEIR 

CHANT.

     The guard WEARING THE helmet will be 

stuck here for quite a while.

You can now mind control the guard at 

the gate to drive you into the compound. 

confirm your destination with a 

solution stick.  you'll need the building 

symbol, color of the door your ai was 

taken through, and a number for 

whether your final turn is right (1) or 

left (2) to reach the door.

                 If you want a hint: 



     “Where are you?” you ask the AI via your 

mind link. “Ah...,” the AI stammers, “I don’t 

know. They had me stuffed in a bag! But I 

could hear what was going on. I know the 

person carrying me stopped at five 

different buildings.”
     

    “At the first building, I heard a ‘Moo!’ 
Then someone said, ‘That needs to be in a 

more secure facility.’”
     

    “At the second building, someone said, 
‘You can’t bring that thing in here. Hey, Did 

you get the lunch special today? I had a 

slice of pepperoni and sausage.’ Then he 

was drowned out by a helicopter landing 

nearby.”

     “At the third building, someone said, ‘The 

visiting general said not to bring alien 

artifacts anywhere near here. Take that 

someplace else.’”

     “At the fourth building, someone said, 
‘You know this is the gym, right? Why 

don’t you bring that to the lab?’”

     “We quickly arrived at the fifth building, 
the lab.”
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     You cut the fence and are able to 

step through. you can’t risk crossing 

the compound because of the guards. 
However, you can pick up a piece of 

trash. You shake your head. Can’t 

these humans take better care of 

their planet?

•Take extra care with your uniforms 

this week. General Janeway will be 

visiting our central building today. 

Tomorrow General Adama will be 

inspecting the flight hanger. Be 

snappy!

•Today’s lunch special is burgers. 

Tomorrow’s is pizza.

•Tonight’s movie is Break In Alcatraz.

Area 51 Daily Update
Monday
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You can only make 6 cuts. Connect open 

sections that are long.

To go down all the way to the bottom, 
sometimes you have to go up first.

Connect the longest paths you can.

You must pass through the small square 

in the center.

Look at the shape your cuts in the fence 

make.

solution:  "     " Shaped Symbol 

Now find that card.
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cut the fence so that there is an open 

path from the top to the bottom.



1) Check out the High-tech AUTOMATON 

Lugger. Read the card matching the symbol.

2) go to Mary’s office. Find the card symbol 

there and read it to help you knock Mary’s 

hat off.

3) Use the three program cards to retrieve 

Crate 42. One card will provide the symbol, 
another the color and the final the number.

4) Look at the three locks securing your 

ship. Read the card with the matching 

symbol. get past all three locks to open 

your ship.

5) Put the three pieces of the Power Drive 

together. Visit BreakInToEscape.com for a 

short how-to video.

6) Launch the ship to return home.
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Move the cows so one is in front of the 

others.

What do the cultists want to see? Maybe 

you can create that image with the spots.

The cow with its head up is on the left, 
the cow eating grass on the right, and 

the back of the cow with two dots on 

top between them.
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The dots on the three cows can be made 

into an alien ship. Find and read that card. 

Maybe you can use the spots on the cows 

to create a distraction.

SOLUtion:  ALIEN SHIP



Your AI was brought to all five buildings 

with symbols. which one was it brought 

to last? 

you have a clue as to which day of the 

week it is so you know which general is 

visiting and where.

You can see the gym by looking from the 

side, not from above.

It is Tuesday because the lunch special 

today was pizza.

door is blue. turn direction is right (1). 
visit the buildings in this order:

Solution: BUBBLING FLASK
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Get the guard to drive you to where your 

AI was taken.

1



Snap open and push

down the sides and

flip open the lid to

reveal the laboratory.
     You’ve made it into the hidden laboratory 

of AreA 51! Using your mind control, you 

make the scientists believe you belong here. 
you see a table filled with tech from your 

ship and you know you’re in the right place.

     You also see several pieces of Muldavian 

tech next to a dead Muldavian being cut 

open. It’s the Muldavian you stopped earlier. 
Amazing how fast Area 51 found it.

     And there’s your AI, on a table with a 

laser trying to cut it open! “About time you 

showed up,” says the AI through your mind 

link. “I’m in a hot spot.”

     In another area you see non-earth power 

supplies. And there’s your power drive. 
Correction: A part of your power drive. It’s 

been broken. Bring that piece along with 

you. 

Goal: Retrieve your AI, then hack the human 

computers to find out where your ship is. 
Remember to find all of the card symbols 

with a slight glow to them and set them 

aside. Use card #2 as your guide.
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“This laser is a problem,” says your AI. “If 

you just remove me, the laser will ricochet 

around this room killing pretty much 

everyone.”

     I know the Muldavians wear a shield 

that connects to their body and protects 

against laser weapons. The Muldavians 

prevent others from using them through 

some biometric system they have hidden on 

their bodies. You’ll need to find some way 

to power it as well.”

Goal: Find a shield unit and attach

it to the Muldavian, bypass the

security mechanism, and then power it

so you can safely retrieve the AI.

To solve this puzzle,
you’ll need a symbol, color, and number.

If you want a hint:
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Inside the alien’s body you can 

feel a small hard organ. 

When you squeeze it, several 

pieces of the Muldavian tech on 

the next table briefly light up.

Use this symbol when solving the 

puzzle to retrieve your AI.
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     You connect the shield unit to the power 

supply you found. Then you squeeze the 

Muldavian organ to deactivate its security. 

The shield turns on. You place the shield 

unit in front of the AI to absorb the laser.

     “I was starting to sweat there for a 

minute,” says the AI as you safely remove it. 

“Let’s go find the ship. If you can hook me up 

to the computer, I’ll find its location in no 

time.”

Goal: Find a way to connect your AI 

to the computer controlling the laser.
You’ll need a symbol, color, and number

to solve this puzzle.

If you want a hint:



     “Found it! The ship has been moved to a 

warehouse under the Yucca Mountains. We 

can reach it via a secret underground 

tunnel. unfortunately, It’s not listed in 

their computer. But I’ve been observing the 

scientists while you were taking so long to 

get here. Maybe you can work out where it is.”

           Find and read this card:  

If you want a hint:

1) “Only one of the four scientists has 

access to the door that leads to the 

Warehouse. This scientist recently went 

through the door and brought back part 

of the power drive. This was not door 11.”

2) “Each scientist has clearance to open 

two doors, but not the door in which they 

are currently standing in front of. Each 

button only opens one door. The door in 

front of me has never opened.”

3) “I have seen both Clarice and Darlene 

press two of the buttons to open doors, 
but never the red button. Come to think of 

it, no one has pressed the red button since 

I’ve been here.”
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Biometric ID: (symbol)

Shield Unit: (number)
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Absorb the laser to safely retrieve your AI.

Power Supply: (color)

How does the Muldavian wear the shield 

unit?

Find the tech that matches the 

connector on the Muldavian’s arm.

Have you thoroughly examined the alien?

Reach inside the alien’s body and feel the

hidden raised symbol. Find and read the 

matching card.

Perhaps there is a power source you can 

use to turn on the shield.

Look at the three colored power supplies.
One of them has a matching connector

to the shield unit.

Solution: RADIO 

Symbol, Number, COLOR

11          Blue
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find the connector on the computer 

that controls the laser.

There is a piece of tech that connects 

directly to your AI.

Use three pieces of tech to connect 

the AI to the computer.

One of the pieces is in the cafeteria.

Solution: 

connect your AI to the laboratory’s 

computer system.

Symbol, Number, COLOR

4         Red



figure out which buttons cannot open the 

door to the tunnel. 

Look at the wires on the ceiling. The red 

button opens Door 4 or Door 7. You don’t 

need to know which one to find the tunnel.

Darlene didn’t press yellow (Door 13) or red, 
so she pushed blue and green. Clarice didn’t 

press green (Door 11) or red, so she pushed 

blue and yellow.
 

Only one scientist can open the tunnel door. 
No one pressed red. both Darlene and Clarice 

pressed blue. the tunnel isn’t through Door 

11 (green). therefore The tunnel button must 

be yellow.

The tunnel is behind Door 13 (number), and 

opened with the yellow (color) button. Since 

only one person can open the tunnel door, it 

must be Clarice (symbol). 

solution: circle window
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find the secret tunnel to the 

underground warehouse.

1



     Using mind control, you have Clarice 

press the yellow button to open Door 13. 

     The tunnel goes a long way before it 

opens into a huge underground warehouse. 

You’ve seen warehouses like this before. 

Top secret, underground facilities to hide 

everything low-tech civilizations can’t 

figure out how to use.

     Wow. These Earthlings have a lot of 

stuff crammed down here. 

Snap open and fold down the sides

and flip open the lid of the laboratory

to reveal the warehouse.

Find and Read this Card.

Use card #3 as your guide. 
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     In the center of the warehouse is your 

ship. it is secured so you cannot leave. you 

also see another piece of your power drive.

     As you retrieve the piece to your power 

drive, someone approaches. You panic as you 

realize she is wearing a pointy aluminum hat. 
The name “Mary” is embroidered on her lab 

coat. A cat follows her. You hide behind 

some crates. 

     Mary is carrying your NaviTron. That’s 

not good. The AI needs that for piloting the 

ship. Mary places it in a crate marked “42”. 
Then she operates a large control panel.

     “They call that their High-tech 

Automaton Lugger,” says your AI.
 

     Mary returns to her workspace as a 

spidery bot picks up the crate. It scrambles 

up the wall, sliding the crate into an open 

space. the bot returns, and the control 

panel ejects three programming cards.

Goal: Retrieve your navitron. 
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     This machine controls the bot that 

stores and retrieves crates. On the 

floor are three programming cards. 
You put them into the machine and it 

starts to move.
     At the sound of the machine 

operating, Mary comes running. You 

hide behind some crates. As she resets 

the machine, the cat saunters in. 
     “I know you did this,” she says. “And I 

know you’re trying to mind control 

me.” Mary scowls at the cat. “You’ve 

been trying to get into my head for 

years. Did you think I would let my 

guard down now?”
     The cat meows.
     “Come on,” says Mary. “I’ll give you a 

treat anyway.”
     She returns to her office. You 

follow to try and knock off her hat 

and mind-control her.
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     You realize You can mind control the 

cat to swat off mary’s aluminum hat. You 

make the cat jump on a filing cabinet. Mary 

jerks back.

     “Oh no you don’t,” she says, shaking her 

finger. “I know you’re trying to knock off 

my hat so you can mind control me.”

     The cat starts on the filing cabinet. 
Mary is at her desk. Move the cat to any 

connected space. Then Mary will try to 

move away from the cat:

1) Mary will move along the open path with 

the largest number to avoid the cat.
2) A path is not open if moving there would 

allow the cat to reach Mary in its next 

move.
3) Mary will not move if she has no open 

paths. The cat has trapped her. Use the 

symbol where Mary has been trapped, the 

color of the space where the cat makes its 

last jump from, and the number on the path 

between the cat and Mary. Trap Mary in less 

than 7 moves.

You can make a fresh attempt by moving 

the cat to the filing cabinet and waiting for Mary to go 

back to work at her desk.

If you want a hint:
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     Mary tries to dodge, but the cat swipes and 

knocks off her hat. You immediately take control 

of Mary’s mind. You tell her to retrieve your 

navitron and then turn off the security around 

your ship.

               Find and Read this Card:

     “I’m sorry,” says Mary. “It’s my lunch break.” it 

appears Mary has tremendous resistance to mind 

control. You realize you can’t make her do 

anything except answer questions.

     “How do I release the ship?” you ask.

     

Mary says, “There are 

three locking 

systems. Each requires 

a different security 

clearance. So

it takes three people 

to release the ship. As 

you can see, I’m the 

only person in

the warehouse.”
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                  If you want a hint:
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You have successfully 

retrieved your

navitron.
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Look closely. Mary can help you open the 

lock with the key.
.

The other employee in the warehouse can 

open the fingerprint lock.

You don’t need to unlock the third lock.

Try cutting the chain with the red bolt 

cutters instead of figuring out the 

combination lock.

Use the number on the back of the dead 

employee (5), the symbol of the key around 

Mary’s neck        , and the color of the bolt 

cutters (red).

solution: four sided fan

figure out a way past all three locks.



First move: make the cat jump toward 

the bookcase. Mary will move to the red 

space.

Second move: make the cat jump back on 

the filing cabinet. Mary will move to 

the blue space.

Third move: make the cat jump to the red 

space. Mary will move to the yellow 

space.

Fourth move: Make the cat jump to the 

blue space. Mary cannot move. The cat 

has trapped Mary.      , cat’s location- 
(color blue), path between them

(number 3).

solution: three hexagons
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trap Mary so the cat can knock her 

aluminum hat off.
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On the console, each arrow shows the 

four moves (out of a possible six) the 

bot will make based on the card placed 

in the slot. For example, if you place the 

card with 4  in the first slot, the bot 

will move Up, Down, Down, Up. However, 
this isn't the correct card for that 

slot.
 

Place the three cards in the slots so 

that the bot only moves to the right 

and up.

Use the symbol from the first card, the 

color from the second, and the number 

from the third.

Solution: Circle symbol      , blue, 4 which 

equals crate. 

Place the three programming cards in 

the High-tech automaton Lugger to 

retrieve Crate 42.

cards go in order

of 2, 3, 4.



     “You actually got the ship back!” says the 

AI. “I had several bets with myself that either 

you were going to die or some critical part 

would be missing. You already have the 

Navitron, now fix the Power Drive, and then 

we can blow this snack shack of a planet.
     To your surprise, the cat jumps into your 

ship. “i thought i was going to be stuck on 

this dismal rock forever,” she says 

telepathically. “Do you mind if I hitch a ride 

with you?”
     You nod your consent.

Snap open and fold down the sides

 and flip open the lid to Open

the Spaceship.

Once you have put all three 

pieces of the power drive together

you can initiate the launch sequence

and read these cards:
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     “Let’s get spaceworthy!” says the AI. 
before the exit hatch can close, a  

monstrous half-mechanical beast pulls 

itself inside. The exit hatch slams closed 

behind it, trapping the monster in the ship 

with you.

     In one of its eye sockets, you see the 

tell-tale pink of a Muldavian. Muldavians are 

actually pathethic little slugs. that's why 

they protect themselves with cybernetic 

bodies.

     Suddenly it all makes sense. The 

Muldavian wasn’t dead when the Earthlings 

brought it to Area 51. You should have 

caught that from the hole in the 

Muldavian’s chest where it escaped from its 

body. And then there was the dead worker in 

the warehouse surrounded by all those 

broken crates. Now it appears the Muldavian 

has built itself a new cyborg body.

     The Muldavian roars. The cat hides under 

the console. the muldavian is blocking the 

exit hatch so there's no way to escape.

     “This is bad,” says your AI. “You know all 

the weapons are for use outside the ship, 
right?”

Read this Card:
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     The AI projects a battle grid onto the 

Muldavian. Many of the components 

comprising the cyborg are identified for 

you. “These are its potential 

vulnerabilities.”

     The Muldavian fires its Gloop Gun and 

you barely dodge in time. Your AI says, 
“finally some good news. the weapon has 

to recharge. In the meantime, you can use 

the ship’s UtiliKontroller. It can activate 

any tech. Let me repeat. It activates them. 
Got that? It doesn’t disable them. It turns 

them on. Any tech.”

     “I can auto-aim the UtiliKontroller 

based on your thoughts. you’ve got time 

to think of Three targets before that 

Gloop Gun is recharged  i can recommend 

three courses of action. We have time for 

one COMBINATION! WHICH DO YOU CHOOSE?”

to target the Blender, ship's 

     escape hatch, and jet engine: 

to choose the Ai, chainsaw,
     and welding appendage:

to select the invulner-helmet, 
     jackhammer, and 

     lock-on eyesight:

OR

OR

36
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     Your first target is the Trakian 

invulner-helmet. you can hear the muldavian 

curse as your ai activates the ejection 

feature designed to protect the brain in 

case of severe injury by removing the 

wearer's head.
     Your second target is the Kervorkian 

sonic jackhammer. the vibrations from the 

jackhammer quickly shake the muldavian 

slug out of the open bottom of the helmet.
     As the muldavian slug tries to crawl 

away, Your last target, the jorkian lock-on 

eyesight, is activated. a bright red laser dot 

appears on the floor. the cat's ears perk up,  
then it pounces on the dot. the dot 

skitters across the floor and comes to 

rest on the helpless muldavian slug.
     the muldavian stares down at the dot on 

its chest, then looks up just in time to see 

the cat's jaws close around it.
     Time for you to leave. the ship lifts off, 
and you head out through the hanger 

doors in the warehouse ceiling.
     “let's go home,” you tell the AI.
     The cat burps. 
Congratulations on your successful

Break In to Area 51!
#BreakInToEscape  #BreakInArea51
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     Your first target is the cardashian 

Megamix blender. the Muldavian’s arm is 

attached to the blade. the arm spins wildly, 
losing hold of the Gloop Gun. then the 

whole arm breaks off.
     Your second target is the red hatch open 

button. The Muldavian doesn’t even notice 

as the ship’s hatch opens behind it.
     Your last target is the jet engine 

installed facing backwards in the 

Muldavian’s chest. The engine kicks on, 
sending the Muldavian flying out of the ship 

and crashing into a wall of crates.
     “It’s been a blast!” your AI gloats. “Sorry 

to break it to you, but we win!”
     At that moment, Area 51 security arrives. 
The AI confirms they will be able to capture 

the Muldavian. After all, it’s just a helpless 

little slug right now.
     Time for you to leave. The hatch closes, 
the ship lifts off, and you head out 

through the hanger doors in the warehouse 

ceiling.
     “Set a course... for home,” you tell the AI.
     The cat meows. 
Congratulations on your successful

Break In to Area 51!
#BreakInToEscape  #BreakInArea51



39

     Your first target is the ai installed in the 

muldavian. as it hums to life, you tell your 

ai to take control of it.  as it is last year's 

model, your ai does so without any trouble.
     your second target is the chainsaw. you 

tell your ai to swing the chainsaw up in a 

self-uppercut. the plastic connectors 

holding the invulner-helmet to the rest of 

the cyborg body sheer free.
     before the invulner-helmet can hit the 

floor, your third target is activated. the 

quiviche welding appendage swings up and 

the hijacked Ai quickly welds the 

invulner-helmet to the wall of the ship. it 

also seals the helmet closed, trapping the 

muldavian inside. now you can bring the 

little tyrant home to stand trial for its 

crimes.
     it's time for you to leave. the ship lifts 

off, and you head out through the hanger 

doors in the warehouse ceiling.
     your last command for the ai is to blast 

elevator music in the sealed invulner-helmet 

to "entertain" the muldavian during the 

entire trip home.
     The cat curls up for a nap. 
Congratulations on your successful

Break In to Area 51!
#BreakInToEscape  #BreakInArea51


