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Game overview

Peacemakers: Horrors of War is a co-operative game
where you try to achieve peace between warring animalfolk
armies. The game has 6 unique scenarios, and each one
presents a new, challenging conflict for you to resolve.

The rules are the same for all player counts, including solo.

Objective of the dame

To win the game, you must find ways to lower both sides’
motivation EQ.’ until they are ready to make peace. While
you cannot control the armies directly, you can find ways
to ruin their plans by using your limited resources wisely.
However, you lose if a side’s motivation falls too far,

causing them to surrender.

Failing to keep the casualties low can leave a mark on your
adventurer in the form of horror cards. In addition to
draining your resources, they make things more chaotic

and harder to control.

Card sections

The cards in the game are
organised into sections in
the insert, and each card’s
section is shown on the

label at the bottom. After

each game, you simply sort Discard any 1 8 553 o
- cards

from a nearby army,

Card section 2 Resourcedeci

Scenarios and this rulebook

the cards back into

the insert.

This rulebook first covers the game’s rules and then outlines
the 6 unique scenarios. The back provides a summary of
icons and keywords used in the game, as well as a round

overview reminder.

We recommend you play scenario 1 first. Its map and cards
include several Fli2@ I8, which remind you of the
game’s rules. After that, you can play and replay any
scenarios in any order you want. Each scenario also offers

optional challenges you can attempt - if you dare!
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Before you begin, select a scenario from this rulebook

and optionally a challenge. Take any setup instructions ; Game
on the scenario page into account during the setup. ",

[

S i T

Place the map books in the middle of the playing area and
open the appropriate pages ([ and for scenario 1).

Leave room below them for discard piles.

Some map spaces have effects, likem&@ in forests.

See the back of this rulebook for quick reference.

The unit portraits on the map books have group icons
below them. For each icon, attach a base of that shape
to a unit figure matching the portrait. Place each
figure on its corresponding starting space on the

map, facing the direction shown on the space.
The three possible Gromps: O, {}, and (:)

Place a glass bead on the marked spot on

both motivation {Q" tracks. Motivation track mﬁ PN Glass bead e 10 T 12 13 14 18
g h oo

aiid mow Fave rar fion sach
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This accounts for any map space bonuses.

Separate all cards for the chosen scenario
by card back. Shuffle each order deck
and place them on their designated

spots at the bottom of the map books.

These order decks dictate what -

the armies do each round.

discard discard
Each player chooses an ' p ile p ile
adventurer to play and
places their figure on the

starting space @ .



Place the fortification py tokens, damage ﬂ

Q AN
tokens, and die \@ within everyone’s reach.
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oy < Adventurer starting space
2 Adventurer figure JSSS

Shuffle the horror deck and

place it within everyone’s reach.

Shuffle the resource deck and
place it within everyone’s reach.

Leave room for its discard pile.

Draw 4 cards from the resource deck. Before

wd 5 A 8 0 N 12 13 1415 looking at them, divide them evenly between
:

all players. These are your starting hands.

With 3 players, choose who gets 2 cards.

B

@-@@

discard ! discard
p“e i p_]h: After the game, remember to sort
| all cards back to their correct
sections in the insert based
on the label at the bottom.,
A

"-"-_-L-'——
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J Adventurer phase .

Each round begins with an adventurer phase, where players

can take actions by playing resource cards from their hands. Round overview

There is no player order. Anyone can take an action, as

long as any preceding action (and possible horror effects) P 1. Adventurer phase - Manipulate the battlefield
has been resolved. Anyone can take any number of actions, * Actions - Play resource cards

as long as they have cards to play. o Refresh — Draw 4 new cards

Keep your hand of cards faceup in front of you. Alternatively, 2. Army phase - Armies execute their orders

you may keep them private to focus on your own cards. 3. Status phase - Check if the game ends

You may look through all faceup cards at any time, but do

not reorder any decks or discard piles.

Actions — Play resource cards

Each action you take requires playing a card from your hand An icon row can also have the extra card icon @},
and choosing one of its available actions. You can choose If you play the card for that action, draw a new card from
one of the up to 4 icon rows: the resource deck after resolving the row’s other icons.
e Survey ® m © Unless told otherwise, place the resource card faceup on
B ravel j" ’FF.“"'- < the resource discard pile when you play it. If the resource
= Y -
; ‘ U I ‘1 ) b 8 deck is empty and you need to draw from it, shuffle the
. Fortify = PSS
. o W ! - 'i resource discard pile to form a new deck. In the rare case
o Delegate 0 ! " ]
& P Sl - the resource deck and discard pile are empty at the same
Or you can choose 3 time, you cannot draw new cards.
&
the written scheme i B
ﬂ’b Allunits of a nearby army gain ,'1 Most actions can only target nearby things. Nearby
effect at the bottom. Scheme 2N/ BRE3@) forithisronnd Sy . ] f 1 |
‘“ Ongoing. t means something sharing a space with your figure, like
B another adventurer or a unit. If you have a nearby unit,

you are also nearby that army and their order.

A ; %Y
Horror cards |
L ——
Whenever a unit is defeated, place a new horror card from the horror deck facedown

on top of the resource deck. It will haunt you for the rest of the game.

Whenever you draw horrors from the resource deck, set them aside facedown.

After completing the effect which drew the cards, reveal and resolve them one by one.

Each horror affects the card’s topmost listed adventurer in play. Its effect
can be either immediate or , which lasts longer. When the effect You cannot dallegate @ or scheme.

Discard this after you play

has been fully resolved, place the card faceup on the resource discard pile. 2 cards consecutively.

You may not look through the resource deck to see where the horrors are. ‘




Survey ® - Reveal an army’s order card

Deledate €5 — Give a card to another player

You can survey armies to reveal their upcoming orders.

To survey, play a resource card with a survey icon ®.
Choose one order deck from a nearby army, flip its
topmost facedown card, and leave it faceup. Surveying

does not reorder the cards.

If you survey a deck which has no facedown cards left, first
shuffle its discard pile to form a new deck. If the deck had

any faceup cards, place the shuffled cards under those.

Order decks can have a mix of both faceup and facedown
cards. As mentioned earlier, you may look through all

faceup cards in decks and discard piles at any time.

Travel Ji —Move on the map

You can travel across the battlefield to reach different units

and other adventurers.

(S

To travel, play a resource card with one or more

. e .
travel icons . For each icon, you may move your

figure one space to any adjacent space on the map.

Fortify ' — Place fortification tokens

You can fortify spaces on the map to protect units.

To fortify, play a resource card with one or
more fortify icons ¥ . For each icon, place
one new fortification token on your space

(use a substitute if you ever run out of tokens).

Fortifications cannot be placed on water @,

and they stay on the space on which they are placed.

You can delegate cards to others so the right

player has the right card at the right time.

To delegate, play a resource card with a

delegate icon €. Instead of discarding it,

give that card to a nearby adventurer.

Scheme — Resolve a card’s written effect

You can scheme to influence the armies in various ways,

each adventurer having their unique strengths.

To scheme, play a resource card and resolve its written
effect as completely as possible. Any adventurer can use
any scheme, but if your adventurer’s icon is on the effect,

you can also use the coloured effect bonus.

REWCRN R WA N VIR R  Bonus for Tambatro &

from a nearby unit.

If the scheme is ongoing, place the card near the area it
affects as a reminder, and discard it only after its effect has
been fully resolved. Make any decisions about the effect
when you play the card, after which anyone can take the

next action.

Refresh — Draw 4 new cards

When no one wants to play more cards this round, keep all
unused cards in your hands and end the adventurer phase

by resolving the following steps:

n Draw 4 cards from the

resource deck and keep

them facedown for now.

e Before looking at them, randomly divide all drawn
resource cards evenly between all players.
If you cannot divide them evenly, choose together

who should gain more. There is no hand limit.

Do not pay too much attention to your new cards

yet, as you cannot use them until the next round.

@ If you drew any horror cards a , reveal

and resolve them one by one.



/. Army phase D

When the adventurer phase ends, the army phase begins.

Round overview

In it, armies act according to their orders without player input.

1. Adventurer phase — Manipulate the battlefield
n Place 1 card from the top of each order deck faceup on

- i ute their orders
top of its discard pile. Each pair forms a new order. P 2. Army phase — Armies exec
o Discard topmost order cards

0 Determine each order’s speed ;} (see below). » Determinie ortler speeds

0 Resolve each order one by one from the highest to « Resolve orders one by one
L 3. Status phase — Check if the game ends
Order cards 7 -

An army’s order consists of two cards, the left and right halves. Both halves have a speed K value, and the sum of those two
values is the order’s total speed B} (7.3 By in the example below). The decimals on the right halves prevent ties. Unless the

cards say otherwise, resolve their effects from top to bottom, the left half before the right.

If an order deck is empty and you need a new card from it, shuffle its discard pile to form a new deck.

Order’s left half Order’s right half

Names and speeds SIS

) b Each order affects a
The anlmalf olks’ and If this order has the c 6 o
single group in its army,

Y iAse highest §, E1E).
unique Effects =3
. d = ri?:l] If this order has the as ShOWn by the rlght
effects are typically lowest &, GED.

half’s group icon. The

on the order’s left half, ) i
) k right half also dictates
including most effects
1 : what the group attempts
which raise or lower )
to do, like move, attack, or
defend.

motivation ':#." 1

Scenario 1

Units of the same colour are in the same army, and each army is

Unit groups

divided into up to three groups @ ¢ ¥ . During setup, each

unit figure gets its own base, which shows its group.

When you resolve an order, it affects a single group, matching

the right-half card’s group icon, shown at the top of the card. H

Always use the leftmost icon unless that group no longer has

units on the map. In such a case, use the next group with units. ® Circle Star Gear
group group group

PR 2 prioriy

Units on the same side are allies, and those on the opposing side are enemies.



Unit movement

When a group moves, each unit in it simultaneously tries to
move 1 space forward or backward relative to the direction
the figure faces. Units can move to a space containing

allies but cannot move to a space containing enemies.

N

Do not alter the direction a unit faces unless told to do so.

Unit attacks

When a group attacks, each unit in it first tries to choose an
enemy as their target, and then they attack simultaneously.

Units never target adventurers with their attacks.

Unit portraits show their statistics.

[ Range S8
(Offence S0y

A unit typically has a range © of 2,

which means it can target enemies

up to 2 spaces away. Units prioritise

([ Health &5
. S

possible targets as such:

n The first priority is the closest enemy. If multiple
enemies are equally far away, the attacker prioritises

the space in front of it, continuing clockwise around.

Enemies with stealth i+~ can only be targeted from

adjacent spaces.

S 7 =

( ) At

et ~ il ._."|_j\_
T oy

k-\.

e

0

‘
.o

o If the space has multiple enemies, the attacker targets
the one with the least amount of health @ left.

e If multiple enemies on the space have the same
amount of health left, randomly choose one using
the die @ (for example, with 2 units, 1-6 for one and
7—12 for the other). If multiple simultaneous attacks

target the same space, use the same result for all.

After determining targets, resolve attacks as such:

n The attacker’s offence 4 defines incoming damage.
If multiple units attack the same target at the same

time, add their offences together into a single attack.
9 Lower the damage equal to the target’s defence @.

o Remove fortification 7§ tokens from the target’s
space up to the amount of remaining damage.

Each removed token lowers the damage by 1.

o If the remaining damage %% is 1 or more, place
that number of damage tokens near the target

(use a substitute if you ever run out of tokens).

Each damage token a unit has lowers its health @) by 1.
If a unit has no health left, it is defeated:

0 Place its figure to the corresponding spot for

defeated units and remove its damage tokens.

e Lower the unit’s side’s motivation E¢.’ by 1.

If the unit was a or the side’s last unit,

lower the motivation directly to 0<C instead.

o Place a new horror card from the horror deck

facedown on top of the resource deck.

Motivation ",¢.’ cannot be raised from 0? by any means.

Status phase

After all orders have been

resolved, the status phase begins. 1. Adventurer phase
In it, you check if both sides are 2. Army phase
ready to negotiate peace, or if P 3. Status phase

one or both sides surrender. — -
. . A, 3
o If both sides’ motivations ¥’ are on green, you win.
0

o I[f either side’s motivation '-.¢: is O?, you lose.

* If neither of those happens, you begin a new round.

Surrender 3 © (@ @ Ready for peace

You now know all the rules! Read the backstory on the

next page or jump directly to scenario 1 on page 12. 9
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Yainar, a scholarly agami heron

As heartening as your enthusiasm is, we must think carefully before we, ahem, ‘smack’

anyone. The circumstances are perilous all over, as you can see on my map. We must

be foreseeing like the iguanas and work together like the frogs if we hope to succeed.

# - Akezan, a cunning fennec fox s
i " . f o ‘.t

L
We'll do just that! But right now I'm wistful like a mongoose in the morning, and I say “"5— .

o
our old friends macaws and ocelots are due for a visit. Been days already since I last W

surveyed their camps after all. Whaddya say? Care to go show ‘em what we’ve learned?

7
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Wanna hear a joke? What's the difference between Sochiyamaq and a spear? A spear is
sharp and flies forward! Heard it from a macaw soldier. Didn’t take me long to figure

out our dear commander doesn’t exactly command respect among the troops.

Ho-yah-yah! Means he’ll try to prove himself twice as hard, like a polecat in a flight
competition! Means also his confidence will come crashing down twice as fast when

you throw a Nabo-sized problem his way! And I'm ready to ruffle some feathers!

On the other wing, we have the ever-unruly ocelots. To me, chaos is an enemy. To
them, it is the dearest of friends, one whose company they will never tire of. We should

ascertain they do not attempt anything foolish, to the extent such a feat is possible.

Right. Learn to expect the unexpected, and we'll steer fortunes like in ocelot rites!
I must admit I've truly grown fond of these folks, and I shudder to imagine another

great war between them. But we’ll make sure those horrors stay a bad memory! Let’s go!
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- You can lower each side’s motivation '-,Q.’ by
ruining their plans — how to achieve that is different

in each scenario and up to you to figure out.

o Letting units get defeated lowers that side’s
motivation =.¢.’ , but adds new horror cards to the

resource deck. Be ready to face the consequences!

e Decide carefully when to use your resources. If you

save up some cards, you will have more options later.

e Surveying (® is powerful but expensive. Try to
identify situations where you can make use of the

information you gain.

o Each adventurer has different strengths, but choose

whoever you like the most for your first game.

e Good luck!

'-—"’-———-----"\I__,___.-——_).k 13

Challenges and the scenario log E | 5
E

After winning a scenario @, you can try to beat Eé T
P

it again while including an extra challenge .
Each challenge increases the difficulty, shown
by the additional stars * If you still want more 4

difficulty, you can even try both challenges at once!

You can also try winning each scenario without there
being any defeated units at the end . This can be

achieved while playing with or without challenges.
You can keep track of your wins using the scenario log.

)00 @GN

Macaws start at 2 =.¢.’ and ocelots at 10 ‘.¢:’ .

) 6"~ aNGA

After dealing starting hands, shuffle 8 random horror

W Timid invasion

W Bad memories

cards into the resource deck.



[ know that weapon! The monstrosity sentenced to be disposed of as per the peace
treaty has fallen to the hands of despicable pirates! It is now pointed against its former

wielders, but if we do not stop it, the havoc that thing brings is utter and indiscriminate!

And I know that flag! Howo-arrr! What a blast from the past! Those tuataras are a jolly
but disorganised bunch. Get me a boat and a peg leg, and I'll slip right in and keelhaul

their plans, whatever they are. Ever tell you how I ended up sailing with pirates once?

Somehow that does not surprise me. What does is how the bears would ally themselves

with that lot! They’re honourable to a fault, are they not? Has anger injured their

senses to this degree? We must heal those wounds before they bring everything to ruin!

Or keep the bears from ever reaching the macaws. I like running from my problems,
but making them run from me is even better! And not just for the macaws’ sake.

Waragq has executed so many great things I'd tire myself out just trying to list them.
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Scenario rules Strategy tips f

» Before dealing starting hands, ¢ You can move to and from the tuatara ship only ¥

shuffle the 3 Set Sail resource with Set Sail. Decide when it is worthwhile to pay

cards into the resource deck. them a visit.

e With 5 order decks, you need to think even more -

to sort the Set Sail cards back

'ﬁ_—_—, ¢ Like with all cards, remember
- carefully which decks to survey (¢®» and when.

to the correct section in the insert

after the game. @ Triple-barrelcannon W W W W I

e Tuataras have their own army, but they are allied Each Fire the Cannon! order is resolved 3 times in a
with bears and share the same motivation 9. row. Fully resolve the card’s effects each time.
e Tuataras have one order deck instead of two. Y Fog of war ****ﬁ:{
4
e Macaw Ranger can move to impassable (%) spaces. You cannot survey ® . f
-
| -
- e 15
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o After dealing starting hands, shuffle
’:_‘ the 4 Terrifying Heights horror

cards into the resource deck.

o Terrifying Heights get more dangerous the higher
you are. Staying at the top is risky since you are not

allowed to check where the horrors are in the deck.

 Toucans in ## group stay on the e Toucans’ Secrets do not prevent using schemes.

road. The arrows on their spaces

determine forward and backward for them. k4 RiSing stars ***ﬁﬁ -

S Totcansihaveld Secrets withldistinet After setup, move each # toucan 3 spaces backward.

card backs, 2 in each deck. You are

After each army phase, each # toucan moves 1 space

not allowed to surve a Secret
y © forward.

W The great fall ). 6 0" a%¢

The conditions in the status phase are altered as such:

or any cards below a facedown one.

‘ If you do survey a Secret (like

T when the deck is empty), leave it
I facedown and take your played

y‘] card back. You may look where o If both sides’ ‘.¢.~' are on green, you lose.

\ Secrets are in the decks. o If one side’s '-.Q! is 0?, you lose.

e If both sides’ ‘.¢.~' are 0°C, you win.

» Toucan Swoopers can move to impassable @) spaces.
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Ho-ptui! That scoundrel Woshira is as reliable as my old hat! Goes where the wind
blows, or for the throat given half a chance. Drags you down if it blows too hard south.

At times [ wonder how many lives the cat’s gone through already. I've always liked him.

Am I seeing things or are they bearing Sak-Awhu banners? Those unscrupulous
mercenaries will drag the ocelot nation into this mess too if we don’t stop it! But we

must pace ourselves carefully. There’ll be a lot to keep track of in the coming chaos!

Still, we should watch the iguanas closely. A fascinating folk. Their fear of doom makes
them even sacrifice themselves to lash out against it. And resilient. I have seen a few

reappear out of nowhere when I thought them gone. Speaking of, where is Akezan?

Here! Pulled some strings to request audiences with all three big shots! Whenever one
seeks our counsel, I say we jump on it like frogs. I bet Nabo’s hat that even Jatira of the

toucans will cave eventually. Looks like everyone could use a friend right now.




Map book pages

[ L4 ERN] R4

Scenario rules

e Before dealing starting hands,

} shuffle the 3 Invitation resource
cards into the resource deck.
|
e Ocelots have their own army, but they share
b motivation 2% with their current ally. They start

.  the game allied with iguanas, but various effects can
make them switch sides. Keep track of this with a

glass bead on the map books.

]

FRbe Alliedwith 2 | (o Alliedwith g |

= "';".! 1ed W1 Y 1ed W1
Glass bead e 4 ; ﬁ P i @
i s P SR U e P

e When ocelots switch sides, reorient all ocelot units.
When allied with iguanas, they face top right <4, and
when allied with toucans, they face top left P~

; » Toucan Swoopers can move to impassable ) spaces.

k » Toucan Secrets work identically to scenario 3

(see page 17).

Difficulty

8 QR GRQA

Warring animalfolks

Stratedy tips

 Invitations’ powerful schemes can help you handle i
the battlefield of 3 separate armies and 6 order

decks, but you must be nearby a specific leader ﬁ

to use one.
e Ocelots switching sides alters the power levels ¢
of both sides greatly, and it can be dangerous if it
happens at the wrong time.
o Toucans’ Secrets do not prevent using schemes.
W l.ethal weapons ARAT W
Each unit has +1 % i
|
W Total chaos ). 6 070" 0%
After dealing starting hands, shuffle 15 random horror
cards into the resource deck.
In each refresh, draw cards until you have drawn 4 #
resource cards. -~

19



11 huts of leaves

n two sma
oundings-

land and its SUrT
r diminutive

enturers stood betwee

which sprawled the is
s, as revealed by thei

ding in front of one.

jungle island, the adv
of the village
rawberry poison frog
d the Gokammi banner stan

On a misty
and branches, @ part

llings pelonged t0 St
an

The dwe
¢, some being in water,
¢ continent’s newly fo
rous — @ union of
rde could number in
laces of both !

siz

rmed nations- Despite its glossy

a great many hordes which
the thousands of

and and water-

Gokammi was one of th

youth, its population was nume

roamed the north-wes
gether crd

t. Even one such ho

mmed in hard—to—reach p

frogs, all living o
path to uniqueness
heir homeland and

ieved this

there was no longer @
one horde left t
ungle. They bel
ay of life, stories, and

some felt
Secking change:

rivers, deep into the j
ifferent W

Following their unification,

within the swarming masses:
far south by the gr¢
less their

at

joumeyed
descendants withad

course of action 10 b

even colouration-

discovered recently by greet iguanas, t0 whom the
While the tribal lizards craved co
¢ uninvited. Their villa,
k would sacrifice theirs t0 the

mpanionship,

r new settlement was
ges pound by

for ages.
especially o
put the devout fol
s lurking in their jungle-

Thei
ritory had belonged
r more,

ter
they feared change fa
blood were small in comparisor

last drop t0 panish the foreign horror
On a misty jungle island, the adventurers stood between two folks ready to

defend their homes Wit

A

* g
) g
IIO \4% Oah GOOd thln I m Nabo or I COLlldIlt tell a fIO fI om a IOCk out ther c! IVIuSt

h their lives

be how the
y surrounded the li
e lizards. Lotsa creepy frogs around, al
nd, all starin
g at me with

their bead
y eyes! Evi
en these huts look sturdier than the lil' b
e lil’ buggers thou
gh.

We would b

e fools to und
eresti
waters, and they are frigh stimate them for a second! Frog
g tenin . . : s are ri p .
g folk, wielding terrifying toxi ; ght at home in the
ins of their ow

n creation.

W y
flght theh T I)y I) l) e]) y()l.l d tance whe y()u can
9
S S g .
he[] 1€ Orror kee h]l on ](e sta
.

Speakin, g
g of distance, th
, these folks a
every direction at re scattered all ov
onc , er the pl .
e already! That's why we need a go g alc e. I feel like running in
od plan if we ho
pe to protect

everyone. The i
! iguanas especi
a
pecially are out for blood, so we bett
. etter not give i
it to them!

Say, a few :
) ChO[Ce WOrd
S, a misdi .
mysteriously mistaking th SR S OTR (T
aking t ei oS . ! some of .
r ways mid-mist. In the darkest jungl em might start
st jungle, lost like N
’ abo after

a ndp one Shou]dlec()]l lde] T1SKin thell ne
i S
Sk g Ck 1()1 thls n Ck ft (S%Y
€ o h (0]
Ods.




R, ,(_\r '\n,\ “

Scenario § — Lost in the Jungle
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Scenario rules Strategdy tips

» Before dealing starting hands, * Scout can help you handle the spread-out armies.

shuffle the 3 Scout resource cards

into the resource deck. e Frog horrors can be disruptive, but also helpful if

you are well-positioned on the map or just lucky.

W Unified armies AR WY

Alter the setup as such:

» Replace the bases of A and B frogs with .
o Replace the bases of I and J iguanas with @.

o After dealing starting hands,

shuffle the 3 Frog horror cards

into the resource deck. Whenever
you reveal one of these, resolve
its effect for each adventurer in

play, one by one. Randomise the A
e Iguanas start at 10 3¥?.

W Cascading horrors AN N

After dealing starting hands and after each refresh,

first player with the die @ and

continue clockwise.

e Unit figures face various directions in this

scenario. Be mindful of this and avoid altering their
& place 1 new horror card on top of the resource deck.

orientation unless told to do so.
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I cannot decide what’s more absurd, fighting during negotiations or fighting around
the tent holding said negotiations! The war outside will no doubt impact the battle

inside. We must keep an eye on both stages of this circling circus!

Good thing it’s Meron in the eye of the storm. That chameleon must be older than the
agreement, and his lectures twice as sleep-inducing. He'll keep all killing intent out of

the tent. Surely lets us hear it too. ‘Face your fears to unlock your potential’ and all that.

Alas, the situation outside is equally dire. [ had forgotten just how many frogs live in
those houses. It was unsettling how they kept pouring out to surround the macaws!

They are terrifying as is, but now they also move with such single-minded purpose!

They better jump into their ponds quickly when it’s ranger-o’clock! Could destroy frog
ranks quicker than I destroyed my lunch just now. Howom-nom! Luckily [ know a

brave, dashing, and well-fed polecat who's just burning to go put a stop to that business!
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Scenario rules Stratedy tips

» Before dealing starting hands, shuffle » Lessons can be very powerful if used wisely.

the 3 Lesson resource cards into the

resource deck. » Frog horrors can be disruptive, but also helpful if

you are well-positioned on the map or just lucky.

Y Macaw mistrust ). 6.6 0" 0"

. ]
During travel _Jj, you cannot move to a macaw’s space.

., * After dealing starting hands, shuffle
i_ the 3 Frog horror cards into the

resource deck. They work identically

If any other effect causes you to move to a macaw’s
o The separate negotiation deck works space, or a macaw to yours, immediately move 1 space

in the direction away from the starting space @

W Press the advantade L6 .6 0" 0" f

like any other order deck, so all effects

, to scenario 5 (see page 21).
,J affecting armies’ orders work on it.
|

You are nearby it when you are on the

!
i |
I.: starting space @ Frogs start at 11 '-.#.‘ . 1 1
* Macaws and frogs stay and move in their own After each round’s first army phase, if either macaws |
\‘ circles on the map. Arrows on their spaces determine or frogs have more A% than the other, resolve an i

1 forward and backward for them. additional army phase for that army alone.

WA‘."———-’ 23
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Iconography

Extra card lets you draw a
new card

Survey lets you flip a
topmost facedown order
card from a nearby army

Travel lets you move your
figure on the map

Delegate lets you give this
card to a nearby adventurer

Defence protects units
and fortifications

Fortifications protect
units but get removed

Water spaces cannot be
fortified

Impassable spaces cannot
be entered or fortified

@ Tambatro
gold dust day gecko

Nearby refers to units and other adventurers on the

space with your figure. If you have a nearby unit,

you are also nearby that army and their order.

1. Adventurer phase — Manipulate the battlefield {20

e Actions - Play resource cards to resolve actions

b

Fiels)
¥
.oy
0
'~ o

&

fennec fox

Range defines how far
away a unit can attack

Offence defines how
much damage a unit’s
attack can deal

Health defineshow much
damage a unit can take
before being defeated

Damage a unit has taken is
tracked with tokens

Groups of units are
identified by their bases

Stealth means a unit can
only be attacked from
adjacent spaces

Starting space is where
adventurers begin the game

@ Nabo

marbled polecat

Keywords

N,
Y.

-«

Round overview

Motivation is an army’s
will to fight, and an icon
on a space means a side has
one extra motivation while
they have at least one unit
on that space

being defeated
lowers the motivation of
that side directly to 0

Speed of an order is the sum
of both halves’ speeds, and
it determines who acts first

Die is used to randomise
the outcome of various
effects

Die result can refer either
to the rolled number or

group icon

% Yainar

agami heron

Ongoing scheme or horror is a longer-term effect.
Place the card in a suitable spot as a reminder, and

discard it only after it has been fully resolved.

Resolve orders from highest to lowest speed ;}

Attack target prioritisation

a) Survey (® - Reveal an army’s order card 1. Closest enemy, starting from the front and continuing

b) Travel J§ — Move on the map

clockwise (skip non-adjacent units with stealth ~-)
2. Enemy with the least remaining health @
3. Randomly with the die @

¢) Fortify g — Place fortification tokens

d) Delegate @5 - Give a card to another player
) g S PeY Attack resolution

¢) Scheme - Resolve a card’s written effect 1. Combine attacks targeting the same unit

e Refresh — Draw 4 new cards

2. Lower damage from defence @&

3. Lower damage by removing fortifications ‘7§
4. Place damage f{l tokens

2. Army phase - Armies execute their orders (8
: 3. Status phase — Check if the game ends (29




