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Flower tiles can be played on top of or beside any Bee tile. They can only be played beside other Specialty tiles. Any
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tiles remain unaffected by Flower tiles. The Flower tile remains on the board and becomes a Blocker (NOTE: Blocker
is explained on page 4) Flower tiles cannot be stacked. (no direct flip backs!) No other Specialty tiles can be played
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\ MULTI-DIRECTIONAL PLAYS—A player may attack their opponent’s tiles in more than one direction while making a pincer attack

move. This opportunity arises more frequently as more tiles are added to the hive. This is a multi-directional play and can re-
sult in flipping the opponent’s tiles along two, three, or more straight Lines of Sight. Each time a multi-directional attack is
ylayed, no matter how many Lines of Sight are achieved, the player selects 1 Specialty tile from the stack at random.

Example: This Worker want to attack the Drones in more than one direction. This is a legal pincer attack move, which results

in Efﬁnging over 4 Drones and converting them to Workers along two different Lines of Sight, and comes with a bonus Specialty
tile drawn from the top of the Specialty tile stack.
.
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ENDING THE GAME .

The last round is signalled when a player lays down their last Bee tile, regardless of how many Specialty tiles both players
have remaining or how many bee tiles their opponent has. This signals one final move for the other player, who can play a
Bee tile or a Specialty tile. The game is then over. Each player counts the number of their bee tiles. The player with the most
Bees face up dominates the hive and wins the game! (NOTE: Bee tiles in the discard pile are not counted.)

NOTE: In Arcade Mode, it is possible to use the Beekeeper as your final move as long as there is a discard pile to select a tile
from. The selected tile must be played immediately, which ends the player’s turn, as well as the game.

Ending Scenario Possibility

Dominating the hive before a player plays all of their Bee tiles. Basic Game Mode: If it is impossible for your opponent to
play a Bee tile before either you or your opponent plays their last Bee tile, the game is considered over. The player whose
Bees dominate the hive wins. Arcade Mode: The same rule applies here as in Basic Game Mode, unless your opponent has
Specialty tiles remaining to play. These can still be played to disrupt the hive, with the intention of making it possible for
your opponent to play a Bee tile on their next turn. If no tiles can be played, the game is over. The player whose Bees domi-
nate the hive wins.

PLAY MODES

There are 3 play modes for Hivernation:

1. QUICK PLAY (15 mins) - Each player chooses 10 Worker or 10 Drone tiles only. No Specialty tiles are used in Quick Play mode.
The game is played using the regular pincer attack to convert your opponent’s bees to your own. The game is over when the

last bee tile is played. Ideal for breaks at work, lunch times, or as a warm up for the full arcade version of Hivernation!

2. ARCADE OR STANDARD MODE (15-30 mins) - Each player chooses 20 Worker or 20 Drone tiles and is dealt three Specialty tiles
at random. This version of the game includes all of the Speciality tiles. The last round is signalled by a player laying down their
last Bee tile. Their opponent, regardless of how many tiles they have remaining, is then allowed one last opportunity to lay a
tile (Bee or Specialty) before the game is over. This mode is not for the faint of heart! This is where the real strategists show

their mettle!

3. TOTAL DOMINATION (15-? mins) - Each player chooses 20 Worker or 20 Drone tiles only. No Specialty tiles are used in Total
Domination mode. Once both sides have played all their Bee tiles they are now allowed to pick up and move their tiles around
the playing surface to their advantage, converting their opponents tiles as effectively as possible. The game is over when either

the Workers or the Drones have been completely converted by the opposing side or no more moves are available.

Please enjoy Hivernation! We've certainly enjoyed creating it :)
Game Designers
Sean Chappell, Kit Daven & Sabrina Scalarini

If you have any questions or concerns
please contact Sean at
info@ramstargames.com



