M M |

ASTRAL LOGIC

6 A KN E S

THE LIFE ©F A SHAMAN

12,000 YEARS A¢O©: THE WORLD IS VOLATILE, AS ARE THE PROSPECTS OF SURVIVAL FOR YOU AND YOUR TRIBE. A
SHAMAN BEGINS THEIR DUTY AS JUST A YOUTH, BUT MUST BE WISE BEYOND HIS ©R HER YEARS IN ORDER TO ¢ROW,
EXPAND AND THRIVE AS A TRIBE. AS THE SPIRITUAL LEADER YOU WILL DECIDE WHEN AND WHERE YOUR TRIBE
SHOULD HUNT, CATHER, SETTLE BUILD AND MORE. THE BEST SHAMAN ¢O@MMUNES FREELY WITH THE SPIRITS, WILD
BEASTS AND NATURE ITSELF, BUT THIS PATH IS NOT ALWAYS PEACEFUL, BEASTS WILL BE SLAIN AND FOES WILL BE
VANQUISHED. WILL YOUR TRIBE ¢ROW AND THRIVE ©R MERELY SURVIVE?

AEOUT THE ¢AME

YOU ARE THE SHAMAN LEADER @F YOUR SPECIFIC TRIBE. EACH SHAMAN HAS A COLLECTION OF SKULLS IN WHICH
4 THEY MAY <OMMUNE WITH THE SPIRIT WORLD. YOU MUST USE THESE SKULLS T® TAKE ACTIONS, ©R HARNESS A
BEAST SPIRIT, OR EVEN ¢REATE AND <OLLE<T TOTEMS FOR BOUNTIES AT YOUR LIFE’S END. THE A<TIONS YOU
<HOOSE WILL TELL YOUR TRIBE T® MOVE, ENCACE, ¢ROW, OR WORSHIP, EACH HAVING ITS @WN SET OF CHOICES,
INDOING 30, YOU WILL <OLLECT RESOURCES FROM THE LAND T@ FEED YOUR TRIBE, T® DEVELOP TECHNOLOGIES,
76 BUILD RESOURCES, MAKE @FFERINGS TO THE GREAT SPIRITS, ACTIVATE SKULLS AND MORE. AS THE SHAMAN YeU
MUST BE WARY ©F IMPENDING CATASTROPHES KNOWN ONLY TO YOU AND THE @THER SHAMAN OF THE WORLD. THE
SHAMAN WHOSE TRIBE HAS THE LARGEST POPULATION |S WINNER.

OB JECTIVE

THE SHAMAN WHOSE TRIBE HAS THE LARGEST POPULATION IS THE WINNER. A TRIBE’S TOTAL END GAME
POPULATION <ONSISTS @F THEIR TOTAL TOKEN DIAL AMOUNTS (ROVERS, WARRIORS, VILLAGES), THEIR TOTEM
BONUS AMOUNTS, AND ANY END CAME BONUS POPULATION. THE POPULATION REPRESENTED BY THE DIALS N YOUR
PLAYERBOARDS WHICH ¢CORRESPOND TO YOUR TOKENS ON THE BOARD WILL BE THE MAIN PORTION OF YOUR SCORE.
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i 1 X ¢AME BQARD 6 X PLAYER BOARDS 1 X ENEMY FEAST VALUE BAC
/

12 X <REAT SPIRIT TILES 10 X END ¢AME BONUS 24 X WILD BEAST TILES 2 X (21 X IN ROUND BEONUS TILES) ‘
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6 X CATASTROPHE TILES 36 X ACTION COVER TILES 1 X ROUND TRACK MARKER 54 X TECHNOLOCY TILES
= = a

9 X (25 X RESOURCE TILES) 9 X (5 X FIVE VALUE RESOURCE TILES) $ X (5 X ENEMY FEAST VALUE TILES)

) ) * y

‘ 6 X (1 X SHAMAN TOKEN) $ X (1 X FIRE TOKEN) 6 X (3 X VILLAGE TOKENS) é X (4 X WARRIOR TOKENS) ¥

G o -

4 X (5 X ROVER TOKENS) $ X (1 X SHRINE TOKEN) é X (1 X STASH TOKEN) é X (1 X BUNKER TOKEN)

6 X (10 X SKULL TOKENS)
$ X (1 X TEMPLE TOKEN) $ X (1 X sILe TOKEN) $ X (1 X FORT TOKEN) AND

7 X NEUTRAL SKULL TOKENS
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6 X (13 X STAT CUBES) 2 X MAMMOTH TOKENS 2 X HASTODON TOKENS 2 X RHIN® TOKENS 2 X BISON TOKENS
2 X SIVATHERE TOKENS 2 X CAMELOPS TOKENS 2 X IRISH ELK TOKENS 2 X WILD HORSE TOKENS 2 X AUROCH TOKENS
2 X SHORTFACED BEAR 2 X CAVE BEAR TOKENS 2 X CAVE LION TOKENS 2 X SMILODON TOKENS 2 X DIREWOLF TOKENS

TOKENS




THE MAIN ¢CONCEPT ©F THE
GAME I3 T® <¢AIN
POPULATION ©N YOUR DIALS,
YOU WILL BEGIN WITH JUST
25 ON YOUR STARTING
VILLACE. WHEN Y®U
GAIN/LOSE OR SPAWN NEW
TOKENS, YU WILL TURN
YOUR DIALS ACCORDINGLY.
BE MINDFUL ©F DIAL
CAPALITIES AS INDICATED
ON EACH STAT CHART ©N
YOUR PLAYER BOARD.

PLAYERS® TOKENS HAVE MANY
DIFFERENT ABILTIES THAT ARE
INDICATED BY THE <HARTS ABOVE

KEY ASPECTS

SKULLS ARE VERY IMPORTANT IN SHAMAN AS THEY ARE YOUR
ACTION SELECTION MECHANISM. EACH TURN YOU WILL PLACE
ONE ON THE MAIN BOARD (ACTI®ON) ©R ON YOUR PLAYERE@ARD
(SACRIFICE ACTION). HOWEVER, THEY MAY ALS® BE USED TO
HARNESS A BEAST SPIRIT, ©R T® (REATE A TOTEM. YOU WILL
BECIN WITH ONLY THREE, BUT MAY WORSHIP T® CAIN MORE
FROM YOUR PLAYERBOARD. BEWARE ENEMY TRIBES MAY ATTACK
YOU Te CAIN AN UNLOCKED SKULL ©F YOURS, AsS ENEMY SKULLS
ARE THE BASIS OF THE TOTEM (REATION.

ONE OF THE ACTIONS, ENGACGE, ALLOWS PLAYERS TO COMBAT
ENEMY PLAYERS @R T® HUNT BEASTS OF THE WILD. IN THIS
GAME THERE ARE N© (OMBAT <CARDS OR DICE, RATHER, A
PLAYER MAY USE RESOURCES ON THEIR PLAYER BOARD (UP T®
AS MANY A3 THEIR FEAST VALUE STAT ALLOWS) WHI<H HAVE
SPECIFIC COMBAT VALUES INDICATED BY THE PLAYERE®ARD.

|

THOSE TOKENS ©N THEIR PLAYER PLAYERS WILL SIMULTANE@USLY PLACE FACE DOWN AND THEN
BOARD. FLIP THESE RESOURCES AND CALCULATE ¢OMBAT VALUE

-DIAL CAPACITY
-ATTACK RANGE
-FEAST VALUE QUANTITY
-BASE STRENGTH

L OBV LTy THE AMOUNT ©F ACTIONS AVAILABLE IN THE CAME WILL

GV ELENTEC INCREASE AT A VARIABLE RATE, DEPENDING ©N HOW OFTEN
BONUS TILES ARE TRICCERED. MOST ACTION SPACES WILL
BEGIN <OVERED, BUT AS PLAYERS TRICGER BONUSES, COVERS
WILL BE REMOVED T® OPEN UP A NEW ACTION SPACE.
COVERS WILL ALS® <OME OFF AT THE ENDS ©F ROUNDS.

PLAYERS MAY INCREASE ©R EVEN
DE<CREASE THESE STATS
THROUGHOUT THE <¢AME.

ALONG WITH THE MAIN ACTIONS AVAILABELE ©N THE
BOARD, THERE ARE 3 DIFERENT SACRIFICE A<TIONS ©N <
YOUR OWN BOARD, WHICH ALLOW PLAYERS TO SALRIFICE )
SOME ITEMS IN ORDER T© CAIN A DIFFERENT ITEM. WHEN i ]
PLAYERS PERFORM THIS ACTION THEY ALS® SACRIFICE (
THEIR PLACE ON THE TURN TRACK, BY PLACING THEIR FIRE
TOKEN ©N AN EMPTY ACTION SPACE ©N THE MAIN E@ARD.
THE FIRE TOKEN WILL RETURN WHEN THEY TAKE THAT
ACTION @R AT THE END OF THE ROUND.

>4 PLAYERS WILL HAVE AN ABUNDANKCE
OF CHOIKES T® MAKE THROUCHOUT
THE GAME, AS TECHNOLOGIES,
GREAT SPIRITS, STRUCTURES, AND
HARNESSED BEAST SPIRITS <AN ALL
GIVE ABILITIES, BOOSTS, DISCOUNTS
AND ©@THER BENEFITS.
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1: PLACE ROUND TRACK MARKER ©N
FIRST SPACE ON TRACK.

2 SHUFFLE AND PLACE ONE BONUS TILE FACE UP
FOR EACH APPROPRIATE ROUND.

3: SHUFFLE AND PLACE THE SIX CATASTROPHE
TILES FACE UP.

4 : SHUFFLE AND PLACE ONE OF THE TEN END <AME
BONUS TILES FACE UP.

5: SHUFFLE AND PLACE THE A<TION <OVERS FACE DOWN. LEAVE
UNCOVERED X + 1 MOVE, X ENGACE, X - 1 <ROW, X WORSHIP.
WHERE X 15 PLAYER AMOUNT.

42 PLACE ALL TECHNOLOGY TILES ON APPROPRIATE
SPALES.

T: SHUFFLE AND PLACE X + 2 GREAT SPIRIT TILES
FACE UP, WHERE X IS PLAYER AMOUNT.

8 :PLACE THE SEVEN NEUTRAL SKULLS, ®NE ©N EACH
OF THE APPROPRIATE SPACES SHOWN

9+ SHUFFLE THE BEAST TILES AND PLACE ONE FACE UP
ON EACH OF THE APPROPRIATE SPACES SHOWN, AND
PLACE THE APPROPRIATE BEAST TOKEN ON TOP.

4
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1@ FILL THE BEAST SPACES WITH THE REMAINING
BEAST TILES AND THEIR APPROPRIATE TOKENS.

112 DETERMINE TURN @RDER AND PLACE FIRE TOKEN AND
SHAMAN TOKEN, FIRE = TOP, SHAMAN = BOTTOM

122 PLACE STARTING VILLACES AND PLACE ANALOC
WARRIORS ON EMPTY STARTING VILLAGES.

HIDDEN INF® VS. PERFECT INF®:
PLAYERS MAY AGREE T® MODULATE WHICH TILES PLACED
ARE HIDDEN INFO, FROM ALL HIDDEN, T® ALL SHOWN.

SKILL DIFFICULTY:
PLAYERS MAY AGREE TO USE EXPERT BONUS TILES (B).
FOR EVEN MORE ADDED DIFFICULTY, PLAYERS <AN FEED
PER 50 ROUNDED UP INSTEAD ©F ROUNDED DOWN.

GAME LENGTH:

PLAYERS MAY PLAY A SUPERSHORT VERSION USING ONLY
ODD ROUNDS. PLAYERS MAY ALSO PLAY A SHORT VERSION
USING ALL ROUNDS EXCEPT THE FIRST, BECINNING IN
ROUND TWO.
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1: PLACE THREE SKULLS IN ACTIVE SKULLS
BOX.

22 FILL SKULL SPACES WITH SKULLS.

3: FILL ROVER SPACES WITH ROVER TOKENS IN THE
CENTER ©F DIAL, MATCHING TOKENS WITH DIALS

4:FILL WARRIOR SPACES WITH WARRIOR TOKENS IN THE
CENTER ©F DIAL, MATCHING TOKENS WITH DIALS

Ds FILL VILLAGE SPACES WITH VILLAGE TOKENS IN THE
CENTER ©F DIAL, MATCHING TOKENS WITH DIALS

A: SACRIFICE ACTIONS

il /4
M PLAYERBOARD SET-UP .

s TECH SPACES AND <OSTS

AR L VA L_: \ yra
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d: FILL STRUCTURE SPACES WITH APPROPRIATE
STRUCTURES.

T: PLACE THE $IX ROVER STAT CUBES, ONE
IN THE FIRST BOX OF EACH CATEGCORY.

8: PLACE THE SIX WARRIOR STAT CUBES, ONE
IN THE FIRST BOX OF EACH CATEGORY.

9t PLACE THE LAST STAT CUBE IN THE
FIRST BOX OF THE VILLAGE CAPACITY.

10 :<HOOSE THE BEOTTOM ©F MIDDLE VILLAGE TO
BE YOUR STARTING VILLAGE, PLACE IT @N MAIN
BOARD STARTING VILLAGE SPACE, AND TURN ITS
DIAL TO 27 OR 28.

AV

Go VILLAGE SETTLEMENT ¢O3TS

B: FEEDING <O5TS, SURPLUS E: TOTEMS H: STRUCTURE ¢OSTS AND ABILITIES
BONUSES
{2 RESOURCE SPACES AND F: CATASTROPHE EFFECTS |: LOCKED TOKENS OQUTLINED IN

FEAST VALUES

<OLD, MUST BE EMPTY BELOW
T® BE UNLOCKED




FLOeW ©OF PLAY

THE GAME IS PLAYED OVER 7 YEARS, EACH YEAR WITH 4 PHASES:

BEFORE EACH ROUND, EXCEPT THE FIRST, A CATSTROPHE @<CCURS. THE EFFECT OF THE l
CATASTROPHE IS DETERMINED BY EACH PLAYER'S PLAYERE®ARD. FOR SOME, A CATASTROPHE
MAY BE A BOON, FOR ANOTHER, A TRACEDY. THE EFFECT OF THE CATASTROPHE ONLY LASTS

FOR THE ENSUING ROUND. CATASTROPHES ARE USUALLY NOT HIDDEN, s© PLAN AHEAD.

THIS IS THE MAIN PHASE ©F THE GAME. PLAYERS WILL IN TURN @RDER PLACE ONE SKULL
EACH TURN, EITHER @NT® THE MAIN BOARD ACTIONS, ®R ONT® THEIR PLAYERBOARD
SACRIFICE ACTIONS. WHEN A PLAYER HAS NO SKULLS REMAINING, HIS @R HER ACTION PAHSE
ENDS BY PASSING THEIR TURN.

THE MAIN ACTIONS ARE IN FOUR CATECORIES: MOVE, ENCACE, ¢<ROW, AND WORSHIP. EACH
ACTION ALLOWS PLAYERS T® (HOOSE ONE OF THREE SUBACTIONS.

THE SACRIFICE ACTIONS ARE IN THREE CATECORIES, EACH ALLOWING THE PLAYER T® (HOOSE
ONE OF TW® POSSIBLE SUBACTIONS. IN PERFORMING A SACRIFICE ALTION, A PLAYER WILL
EFFE<T THEIR TURN ORDER, AND ALS® POSSIBLY SAVE AN ACTION SPACE FOR THEMSELVES

LATER IN THE PHASE.

AFTER THE ACTION PHASE HAS <ONCLUDED, PLAYERS WILL MOVE T® FEEDING PHASE, EACH
SPENDING THE NECESSARY AMOUNT TO FEED THEIR TRIBE, AS SHOWN BY PLAYERBOARDS. IF A
PLAYER IS UNABLE T® FEED THEIR TRIBE, THEY MAY PLACE AN ACTIVE SKULL BACK IN THE
SKULL RESERVES, @R ELSE LOSE 5 POPULATION PER MISSING ITEM.

AFTER FEEDING, PLAYERS MAY CHOOSE T® SPEND ANY EXTRA RESOURCES T® INCREASE THEIR
POPULATION, ADDING THE POPULATION T® @NE DIAL, IF THAT DIAL FILLS T@ <PALCITY,
ANOTHER DIAL ¢AN THEN BE FILLED ET.

PLAYERS MAY THEN, IN TURN @RDER, UTILIZE ANY GREAT SPIRIT ABILITIES IF ABLE.

RETURN SKULLS
» REMOVE APPROPRIATE ACTION <OVER(S) <

RESET TURN TRACKS: FINALIZE NEXT ROUND TRACK, RESET CURRENT ROUND TRACK
ACCORDINGLY

REPLACE BEASTS IN SPECIFIC ROUNDS SHOWN.

MOVE ANY ANAL®¢ WARRIORS PRESENT ONE HEX:
OPP ROUNDS (OUNTERLOCKKWISE, EVEN ROUNDS TOWARDS THE CENTER

4
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ACTIONS

WHEN A PLAYER SELECTS THE MOVE ACTION, THEY MAY (HOOSE ONE OF THE FOLLOWING:
GATHER: MOVE TOKEN ON MAIN BOARD AND (OLLECT APPROPRIATE AMOUNT
SPAWN (AND GATHER): TAKE TOKEN FROM PLAYERBOARD AND PERFORM CATHER ACTION
ADVANCE: MOVE FIRE TOKEN ©N NEXT TURN TRACK FORWARD OR BACKWARD GAINING AMOUNTS SHOWN

WHEN A PLAYER SELECTS THE ENGAGE ACTION, THEY MAY CHOOSE ONE OF THE FOLLOWING:
TRADE: PAY ONE RESOURCE ON CURRENT HEX T@ CAIN ALL ©F ONE KIND OF RESOURCE ON ADJACENT HEX
COMBAT: WACGE ¢COMBAT AGAINST ONE ENEMY TOKEN, USING FEAST VALUE TILES (RESOURCE TILES)
HUNT: PERFORM ¢COMBAT AGAINST A BEAST TOKEN, ALS® USING FEAST VALUE TILES (RESOURCE TILES)

WHEN A PLAYER SELECTS THE ¢ROW ACTION, THEY MAY <CHOOSE ONE OF THE FOLLOWING:
DEVELOP: ¢AIN AVAILABLE TECHNOLOCY BY PAYING APPROPRIATE AMOUNT AND HAVING PREREQUISITE TECH
BUILD: PLACE STRUCTURE TOKEN ON BOARD BY PAYING <OST, ALS® CAIN IMMEDIATE BONUS AND ABILITY
SETTLE: REPLACE ROVER/WARRIOR TOKEN OF 12 OR HICHER POPLUATION, WITH VILLACE OF SAME
POPULATION, BY PAYING <OST, ALS® CAINING IMMEDIATE BONUS

WHEN A PLAYER SELECTS THE WORSHIP ACTION, THEY MAY <HOOSE ONE OF THE FOLLOWING:
WILD: PAY X RESOURCES, WHERE X IS THE ROUND, T® PERFORM ANY ACTION
GAIN SKULL: PAY APPROPRIATE AMOUNT T@ CAIN SKULL ©N PLAYER BOARD @R MAIN BOARD. THE SKULL
MUST BE IMMEDIATELY PLACED IN EITHER: THE ACTIVE SKULL SPACE, ON A BEAST TILE EFFECTIVELY
HARNESSING THAT BEAST SPIRIT, @R MAY BE PLACED ON TWO FOREICN SKULLS T® MAKE A TOTEM.
GAIN GREAT SPIRIT: MUST BE PERFORMED AT SHRINE, TEMPLE @R MEADOW, CHOOSE ONE AVAILABLE
SPIRIT, THE ACTIVATION <OST MAY BE PAID DURING ANY ONE OF YOUR TURNS.

WHEN A PLAYER SELECTS A SACRIFICE ACTION, THEY MAY CHOOSE ONE OF THE FOLLOWING:

SACRIFICE RESOURCES TO® GAIN POPLUATION (OR VICE VERSA)
C]4
SACRIFICE RESOURCES T® GAIN STAT POINTS (OR SALRIFICE POPULATION TO GAIN STAT P@INTS)
C]4
SACRIFICE RESOURCES, STAT POINTS, POPULATION T@ GAIN A SKULL (OR VICE VERSA)

|
|
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WHEN A PLAYER SELECTS THE MOVE ACTION, THEY MAY <HOOSE ONE OF THE FOLLOWING:

A PLAYER MAY ¢(HOOSE T® CATHER BY MOVING ONE TOKEN UP T®@ THE AMOUNT @F SPACES ALLOWED BY
THEIR TOKEN’S MOVEMENT STAT (l.E. IF MOVING A ROVER, USE ROVER STAT <(HART). ONCE THEY HAVE
REACHED THE DESIRED HEX THEY MAY (OLLECT THE APPROPRIATE AMOUNT AS DEFINED BY COLLECTION
STAT (AND POSSIBLY TECHNOLOGIES, STRUCTURES, GREAT SPIRITS AND BEAST SPIRITS.) THOSE RESOURCES
ARE TAKEN FROM THE BANK AND PLACED ©N YOUR PLAYER BOARD FOR USE LATER.

A PLAYER MAY ¢<HOOSE T® SPAWN A NEW TOKEN IF POSSIBELE (NOT EXCEEDING TOKEN LIMIT AND NOT
DECREASING VILLAGE POPULATION UNDER 12.) T® SPAWN, A PLAYER <HOOSES AN AVAILABLE ROVER ©OR
WARRIOR TOKEN GIVING IT AN AMOUNT OF POPULATION NOT EXCEEDING ITS CAPACITY, SUBTRALTING
THAT AMOUNT FROM THE VILLAGE IT SPAWNED FROM (TOKENS MUST BE SPAWNED FROM VILLAGES.)
WHEN REMOVING TOKENS FROM THE PLAYER BOARD, THE PLAYER GAINS AN IMMEDIATE BONUS SHOWN IN
THE TOKEN'S <IRCLE. @NCE THE PLAYER HAS SPAWNED A NEW TOKEN, THEY MAY THEN USE THAT TOKEN
7O IMMEDAITELY PERFORM THE CATHER ACTION.

A PLAYER MAY CHOOSE INSTEAD T® ADVANCE THEIR FIRE TOKEN @N THE NEXT ROUND TURN TRACK. FIRE
TOKEN MOVEMENT IS DEFINED BY YOUR POSITION @N THE TRACK, NOTABLY YOU CAN ALWAYS MOVE TO
WHICHEVER TURN SPACE YOU DESIRE. WHEN ADVANCING YOU MAY <HOOSE INSTEAD TO® MOVE BACKWARDS,
RECARDLESS OF DIRECTION, THE PLAYER ALWAYS CAINS SOME AMOUNT OF RESOURCES AND/OR POPULATION
: AS SHOWN ON THE TRACK. ALS® NOTABLE IS THE FACT THAT NEXT ROUND TURN ORDER MAY <(HANGE DUE T®
( SACRIFICE ACTIONS THROUCHOUT THE ROUND AND MAY MODULATE THE STATUS @F THE TRACK AT ANY GIVEN
MOMENT.




ENGAGE

WHEN A PLAYER SELECTS THE ENGAGE ACTION, THEY MAY CHOOSE ONE OF THE FOLLOWING:

A PLAYER MAY TRADE FOR RESOURCES BY SIMPLY PAYING ONE ©F THE RESOURCES SHOWN ON THE HEX WHERE ONE
OF YOUR TOKENS CURRENTLY RESIDES, THEREEY GAINING ALL ©F ONE RESOURCE SHOWN ©ON A HEX UP T® YOUR
RANGE STAT POINTS AWAY. | A TOKEN'S RANGE IS ZER® IT MAY STILL TRADE WITH ADJACENT HEXES. BEYOND
RANGE, THE TRADE SUBACTION DOES NOT TAKE INTO® ACCOUNT THE TOKEN'S (OLLECTION STAT POINTS, NOR A
TRIBE'S TECHNOLOGIES, STRUCTURES, SPIRITS ETL.

A PLAYER MAY ENGAGE IN <OMBAT USING ©NLY ONE TOKEN (UNLESS PAIRED WITH A BEAST SPIRIT), WAGING <OMBAT
AGAINST ©NE ENEMY TOKEN. AN ENEMY MUST BE WITHIN YOUR TOKEN’S RANGE STAT POINTS IN @RDER 7@ ENAGE.
FOR EACH RANGE STAT POINT AN ENEMY IS "LACKING™ THEY LOSE 1 FEAST VALUE TILE, WITH A MINIMUM ©F ONE.
COMBAT IS CALCULATED BY SIMPLY MULTILPLYING A TOKEN’S (POPULATION X STRENGTH.) POPULATION IS DENOTED
BY THE DIALS AND STRENGTH BY STAT P@INTS. HOWEVER, PLAYERS WILL USUALLY AUGMENT THEIR <OMBAT VALUE
BY USING RESOURCES AS "FEAST VALUE TILES," USING UP T® THE ALOTTED AMOUNT AS DEFINED BY FEAST VALUE
STAT POINTS, TECHNOLGIES,GREAT SPIRITS AND BEAST SPIRITS. THE VALUE ©F EA<H RESOURCE IS DEFINED
UNDERNEATH ITS SPACE ON YOUR PLAYERBOARD. PLAYERS WILL SIMULTANE®USLY <HOOSE AND PLACE FALE DOWN
THEIR FEAST VALUE TILES AND THEN SIMULTANE®USLY FLIP THEM AND <CALCULATE THEIR TOTAL <OMBAT VALUE BY
ADDING FEAST VALUE AMOUNTS T© POPULATION AND STRENGTH BEFOPRE CALKULATING TOTAL VALUE. THE PLAYER
WITH THE HIGHER VALUE WINS. (SEE COMBAT P. 14)
THE WINNER GAINS EITHER:
1/5 OF LOSER’S TOTAL RESOURCES, <HOOSING EACH
1/2 OF LOSING TOKEN’S POPULATION, ROUNDED DOWN
1 RESERVE SKULL (AFTER ROUND 4)
THE LOSER GAINS THE FEAST VALUE TILES USED BY THE WINNER.
WHEN ¢OMBATING AN ANAL®G WARRIOR, THE ANALOG WARRIGR IS DEFINED BY BOX TOP LEFT ©F MAIN BOARD. THE
ANALO®GC WARRIORS USE THE ENEMY FEAST VALUE BAG. DEFEATING AN ANALOG WARRIOR WILL ©NLY YEILD
POPLUATION ©OR A SKULL. WHEN DEFEATED BY AN ANAL®C WARRIOR STILL GAIN FEAST VALUES USED, EX<EPT GAIN
THEM FROM BANK AND REPLACE ENEMY FEAST TILES IN BAG AND SHAKE BAG WELL.
VILLAGES MAY NOT ENGAGE IN ¢COMBAT, NOR BE ATTACKED.

A PLAYER MAY HUNT A BEAST OF THE WILD, UTILIZING ALL THE SAME RULES AS <COMBAT MENTIONED AE@VE.

BEASTS HAVE STATS LIKE THE ANAL®C WARRIORS, AS DEFENIED BY THEIR @WN BOX ON TOP RICHT @F MAIN BOARD.

I[F THE HUNT IS SUCCESSFUL, THE PLAYER MAY MOVE THEIR TOKEN T@ THE HEX THE BEAST IS @N, AND THEN D@WN
IT BY TURNING THE TOKEN ON ITS SIVE. @NCE POWNED, A PLAYER MUST DECIVE T® IMMEPDIATELY SLAUGHTER IT
FOR MEAT, CAINING THE AMOUNT SHOWN FOR THE APPROPRIATE ROUND, @R MAY WAIT TO USE A WORSHIP
ACTION T® HARNESS A BEAST SPIRIT, BY GAINING AND PLACING A SKULL ON THE POWNED BEAST, THEREEY
PERMANENTLY PAIRING IT WITH THE TOKEN THAT DEFEATED IT, CIVING ©NLY THAT TOKEN A SUPER SPECIAL
ABILITY.



GROW

WHEN A PLAYER SELECTS THE ¢ROW ACTION, THEY MAY <HOOSE ONE OF THE FOLLOWING:

A PLAYER MAY DEVELOP A NEW TECHNOLOCY BY PAYING THE <O3T SHOWN (EACH TECHNOLOCY HAS A
UNIQUE <@3T FOR EACH PLAYER, FURTHERMORE, EACH LEVEL OF TECHNOLOCY INCREASES IN <O5T)
SUBTRACTING ANY DISCOUNTS CRANTED BY EMPTY TOKEN SPACES, @R BY CREAT SPIRITS, @R EVEN BY
TECHNOLOCIES THEMSELVES, AND THEN PLACING THE TECHNOLOCY ON YOUR PLAYERBOARD. A PLAYER MUST
HAVE THE NECESSARY PREREQUISITE TECHNOLOCY TO DEVELOP THE NEXT LEVEL.

EACH LEVEL ONE TECHNOLOGY IS AVAILABLE T® 3 PLAYERS.

EACH LEVEL TW® TECHNOLOCY IS AVAILABLE T® 2 PLAYERS.

EACH LEVEL THREE IS AVAILABLE T® ONLY ONE PLAYER.

A PLAYER MAY BUILD A STRUCTURE BY PAYING THE <©3T SHOWN IN THE BOX ABOVE THEIR STRUCTURE
TOKENS ON THEIR PLAYERBOARD. THE STRUCTURE MUST BE PLACED ON A HEX WHERE ONE OF YOUR TOKENS
RESIDES. IN ORDER T® BUILD A LARGER STRUCTURE, ITS SMALLER <OUNTERPART MUST ALREADY BE BUILT.
YOU PO NOT REPLACE THE STRUCTURES WHEN D@ING $@. SPECIFICALLY, IN @RDER T@ BUILD A TEMPLE, A
SHRINE MUST ALREADY BE CONSTRUCTED N ANOTHER HEX. IMPORTANTLY, ONLY ONE STRUCTURE CAN EXIST
ON EACH HEX, RECARDLESS OF PLAYER. WHEN PLACING THE STRUCTURE A PLAYER GAINS AN IMMEDIATE
BONUS SHOWN UNDERNEATH THE TOKEN ON YOUR PLAYERBOARD. THE STRUCTURE, MOREOVER, ¢RANTS AN

e ONGOING ABILITY AS SHOWN IN STRUCTURE BOX. STRUCTURES CANNOT BE REMOVED OR DESTROYED.
HOWEVER, MAY BE MOVED ON THE BOARD WITH THE DWELING-HUT TECHNOLOCY.

A PLAYER MAY SETTLE A NEW VILLAGE BY REPLACING A WARRIOR @R ROVER TOKEN ALREADY ©N THE BOARD
WITH A POPLUATION OF AT LEAST 12 AS WELL AS PAYING THE SETTLEMENT <@ST SHOWN IN THE E@TTOM
' OF THE VILLAGE STAT POINT BOX, IMMEDIATELY GAINING THE BONUS SHOWN UNDERNEATH TOKEN ©N
PLAYERE®ARD. DOING $© WILL ALS® ALLOW THE RECENTLY PLACED ROVER OR WARRIOR TO AGAIN GRANT A
BONUS AGAIN LATER IF AND WHEN THEY ARE SPAWNED ©NT® THE BOARD.
IF A PLAYER REPLACES A ROVER OR WARRIOR TOKEN LINKED WITH A BEAST TOKEN, THAT BEAST IS
TRANSFERRED T® THE NEAREST AVAILABLE TOKEN. IF NONE ARE AVAILABLE, THE BEAST TOKEN IS PLACED
NEXT THE PLAYERB®ARD UNTIL A NEW ROVER @R WARRIOR SPAWNS. IT IS THEN LINKED T® THAT NEWLY
SPAWNED TOKEN BEING PLACED WITH IT ©N THE MAIN BOARD.




WORSHIP

WHEN A PLAYER SELECTS THE WORSHIP ACTION, THEY MAY <HOOSE ONE OF THE FOLLOWING:

OFTEN IN THE GAME, A PLAYER WILL WISH TO USE A SPECIFIC ACTION, BUT IT WILL NOT BE AVAILABLE. |
[F ANY WORSHIP ACTIONS ARE AVAILABLE, A PLAYER MAY CHOOSE TO USE IT AS A WILD INSTEAD,

(HOOSING ANY OF THE MAIN B@ARD ALTIONS. HOWEVER, THIS IS AT THE <OST OF 1 RESOURCE PER

ROUND, $© WILD ACTION IN ROUND THREE, WOULD <OST 3 RESOURCES. THE PLAYER THEN CARRIES ©UT

THE @THER A<TION CHOSEN.

A PLAYER MAY GAIN A NEW SKULL FRO@M THEIR RESERVE SKULLS ON THEIR PLAYERE®ARD @R A
NEUTRAL/ENEMY SKULL ©N THE MAIN BOARD BY PAYING THE <OST UNDERNEATH THE SPECIFIC SKULL. A
PLAYER MAY TAKE THEIR SKULLS IN ANY ORDER, ASIDE FROM THE T@P "GOLDEN RINGED" SKULL WHICH
MUST BE THE FINAL SKULL. PLAYERS MUST IMMEDIATELY DECIDE HOW T@ USE THE SKULL:

- 1T MAY BE ACTIVATED AND PLACED IN THE ACTIVE SKULL SPACE, LIKELY GRANTING AN@THER A<CTION.

- IT MAY BE PLACED ON A DOWNED BEAST TILE, T® HARNESS THAT BEASTS SPIRIT, PAIRING IT WITH THE ¢CONQUERINS
TOKEN. (ANIMAL TILE AND SKULL PLACED NEXT T© PLAYERBOARD, ANIMAL TOKEN NOW IN TANDEM WITH ¢ONQUERINS
TOKEN)

- IT MAY BE PLACED ON TOP OF /NEXT TO TW® FOREICN SKULLS TO CREATE A TRI-SKULL TOTEM CRANTING YOU AND
ONLY YOU A SPECIFIC END ¢AME BONUS, CORRESPONDING TO® THE TOTEMS SPECFIC <COLORS AS SHOWN ON THE LEFT SIDE
OF YOUR PLAYER BOARD.

[T 1S IMPORTANT T® NOTE THAT YOUR TOKEN LIMIT = NUMBER ©F ACTIVE SKULLS. ALS® NOTEWORTHY IS !
THE FACT THAT A PLAYER CAN GAIN (OR LOSE) SKULLS THROUGH SACRIFICE ACTIONS. \

A PLAYER MAY ACQUIRE THE HELP ©F A GREAT SPIRIT BY USING A WORSHIP ACTION WHEN @N ONE OF FOUR
MEADOW HEXES, @R @N A HEX WITH A SHRINE @R TEMPLE (REGARDLESS OF OWNERSHIP). N® PAYMENT <OST
IS NECESSARY AT THIS TIME. A PLAYER SIMPLY <HOOSES ONE OF THE AVAILABLE GREAT SPIRIT TILES ON THE
LEFT SIDE ©F THE MAIN E@ARD. A PLAYER MAY USUALLY HAVE ONLY ONE CREAT SPIRIT AT A TIME (UNLESS ~
THE PLAYER @©WNS THE ORAL HISTORY-RITUAL TEACHNOLOGY TILE). AFTER ACQUIRING THE SPIRIT, THE
PLAYER MAY CHOOSE TO ACTIVATE THE SPIRIT BY PAYING AN OFFERING <@ST ON ANY @F THEIR TURNS IN : (j
ORDER TO GAIN THE GREAT SPIRIT’S ABILITIES DURING THE ROUND AS WELL AS ABILTIES BETWEEN ROUNDS.

EACH NEW ROUND A SPIRIT MUST BE REACTIVATED. (MORE ON SPIRITS P.17)

. 4
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SACRIFICE ACTIONS

A PLAYER MAY USE A SACRIFICE ACTION BY PLACING AN ACTIVE SKULL @N ONE SACRIFICE ACTION SPACE AND
(HOOSING ONE OF THE TWO OPTIONS SHOWN. THE PLAYER WILL ALS® REMOVE THEIR FIRE TOKEN FROM 1
j THE NEXT ROUND TRACK, (SLIDING ANY FIRE TOKENS FORWARD T@ FILL THE EMPTY SPACES) AND PLACE IT ©N |
ANY OPEN ACTION SPACE ON THE MAIN BOARD (IN EFFECT BLOCKING O@THER PLAYERS AND POSSIBLY SAVING
'( IT FOR YOURSELF ON YOUR FOLLOWING TURNS). WHEN THE COVERED ACTION IS CHOSEN (THE PLAYER MUST
’ (HOOSE THE (OVERED SPACE IF CHOOSING THAT ACTION CATECORY)

-

EACH PLAYER BOARD HAS 3 SACRIFICE ACTIONS AVAILABLE. THE PLAYER WILL <HOOSE ONE OF THE THREE BY
PLACING A SKULL ©N THAT SPACE, AND THEN WILL <HOOSE ONE OF TWO ALTIONS.

SACRIFICE RES@URCES T@® CAIN POPLUATION
014
SACRIFICE POPULATION TO GAIN RESOURCES

SACRIFICE RESOURCES TO CAIN STAT POINTS

OF \ |

SACRIFICE POPULATION T CAIN STAT POINTS \d
v

SACRIFICE RESOURCES @R STAT POINTS OR POPULATION TO GAIN A SKULL 8
| 014
SACRIFICE A SKULL T® GAIN RESOURCES OR STAT POINTS @R POPULATION l\A




GAINING AND LOSING
POPULATI®N

IN SHAMAN, POPULATION IS OFTEN CAINED, LOST @R TRANSFERRED FROM ONE TOKEN T® ANOTHER.
PLAYERS WILL D@ $@ BY SIMPLY TURNING THEIR DIAL ©F THE APPROPRIATE TOKEN AND ADDING THE
NECESSARY VALUE. HOWEVER PLAYERS MUST BE MINDFUL @F THEIR TOKEN’S POPULATION CAPALITY. A

PLAYER’S TOKEN’S CAPACITY IS FOUND ON THE TOP OF EACH STAT <(HART (ROVER, WARRIOR, VILLACE).
A PLAYER MAY ONLY ADD POPULATION T® ONE TOKEN AT A TIME.

IF A PLAYER IS ADDING POPULATION AND A DIAL HITS IT CAPACITY, BUT THE PLAYER STILL HAS POPULATION

T® GAIN, THEY MAY THEN PUT THE POPULATION ONT® ANOTHER TOKEN’S DIAL, IF THAT DIAL FILLS, THE

PLAYER MAY ADD IT TO® ANOTHER DIAL ETC.

I[F A PLAYER LOSES POPULATION THROUCH <OMBAT, THE POPULATION ALWAYS <OMES FROM THE SPELIFIC
LOSING TOKEN. IF A TOKEN IS AT 1 POPULATION AND LOSES <OMBAT, THE 1 POPULATION MAY NOT BE
TAKEN.
I[F A PLAYER LOSES POPULATION DURING FEEDING THEY MAY ¢<HO@SE ONE TOKEN T@® LOSE THE NECESSARY
AMOUNT. IF THAT TOKEN’S POPULATION DECREASES BEYOND 1TS MINIMUM, THE TOKEN MUST <@ BACK T®
YOUR PLAYERBOARD. IF THIS WAS PERFORMED WITH A VILLAGE, THE PLAYER MAY THEN <HOOSE T® REPLACE
THE REMOVED VILLAGE WITH A ROVER @R WARRIOR WITH THE REMAINING AMOUNT ©F POPULATION. (FOR
INSTANCE IF A PLAYER LOSES 10 POPULATION AND THAT PLAYER’S VILLACE DECREASES FROM 14 TO 4
( (BEYOND THE MNINMUM ©F 12) THE PLAYER MUST REMOVE THE VILLAGE AND REPLACE IT WITH A ¢
POPULATION ROVER OR WARRIOR TOKEN, IF THEY HAVE N© TOKENS AVAILABLE THEY WILL BE UNABLE T D@
$0.)

IF A PLAYER LOSES POPULATION FROM A SACRIFICE ACTION, ALL ©F THE SAME RULES APPLY.

13
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COMEAT

COMBAT ©CCURS WHEN ANY PLAYER <H®®SES EITHER THE HUNT OR <(OMBEAT SUBACTION ©F THE ENCAGE ACTION,
IN ORDER FOR A PLAYER T® ENGAGE IN ¢COMBAT THEY MUST BE WITHIN RANGE AS A<CCORDING 7O THEIR RANGE STAT POINTS
FOR THE TOKEN WACGING COMBAT. A ZER® RANGE MEANS PLAYERS MUST BE ON THE SAME HEX. A ONE RANGE MEANS
ADJACENT AND S© ON. l

I[F THE TOKEN BEING ATTACKED IS LACKING IN RANGE STAT POINTS, THEY MAY STILL WAGE ¢OMBAT, BUT THEY LOSE 1 FEAST
VALUE TILE AVAILABILTY PER RANGE STAT P@INT MISSING, WITH A MINIMUM OF ONE. (FOR INSTANCE IF PLAYER A WITH RANGE
OF 3 ATTACKS PLAYER B WITH A RANCGE ©F 2 FROM 3 HEXES AWAY AND PLAYER B'S FEAST VALUE STAT POINTS ARE AT 4,
PLAYER B WILL NOW HAVE A TEMPORARY FEAST VALUE STAT AMOUNT OF 3, BECAUSE ONE MUST BE SUBTRACTED FOR THE
ONE MISSING RANGE STAT POINT)

- el —

IT DOES NOT MATTER IF THE PLAYER BEING ATTACKED HAS GREATER RANGE THAN THE ATTACKER.

PLAYERS WILL WAGE ¢OMBAT BY SIMULTANEOUSLY (AND SECRETLY USING COMBAT SCREENS IF NECESSARY) ¢CHOOSING
RESOURCES FROM THEIR PLAYER BOARD TO BE ADDED T® THEIR <OMBAT VALUE CALLED FEAST VALUE TILES. THE VALUE ©F
EACH TILE IS DEPICTED UNDERNEATH THE RESOURCE. THESE VALUES ARE AUDED T® THE TOKENS POPULATION AND STRENGTH

WHICH ARE THEN MULTIPLIED T® FIND FINAL <OMBAT VALUE. THE PLAYER WITH THE HICHER VALUE WINS.
EXAMPLE:
A'S WARRIOR HAS A POPULATION ©F 10 AND STRENGTH OF 5.
B'S WARRIOR HAS A POPULATION OF 12 AND STRENGTH OF 4.
A'S FEAST VALUE TILES ADD 3 POPULATION AND 1 STRENGTH.
B'S FEAST VALUE TILES ADD 2 POPULATION AND 1 STRENGTH.
A'S TOTAL ¢COMBAT VALUE =13 X 4 = 78
L B'S TOTAL <OMBAT VALUE =14 X 5 = 10
PLAYER A WINS.
SOME FEAST VALUE TILES ALLOW PLAYERS T® SUBTRACT OPPONENTS FEAST VALUE TILES OR ALLOW PLAYERS T® PLAY AN

EXTRA TILE. IN THIS SITUATION THE ATTACKER RESOLVES ALL -1'FV TILES, THEN THE DEFENDER, THEN THE ATTACKER \
RESOLVES ALL +1 FV TILES, THEN THE DEFENDER, THEN CALCULATE ¢OMBAT VALUES, J
&
; THE WINNING PLAYER <OLLECTS THEIR WINNINGS DIRECTLY FROM THE LOSING PLAYER, BUT THE LOSING PLAYER CETS T@ KEEP
THE FEAST VALUE TILES AS RESOURCES THAT WINNING PLAYER USED(SALVES TECH REDUCES THIS). THE WINNINGS MAY BE ONE <
. OF THE FOLLOWING: 1/5TOTAL RESOURCES, 1/2 OF LOSING TOKEN'S POPULATION, @R 1 RESERVE SKULL AFTER ROUND 4. '
: (‘

ALL OF THE SAME RULES APPLY FOR HUNTING BEASTS. BEASTS AND "ANALOG" WARRIORS WILL USE THE ENEMY FEAST VALUE
BAS. PLAYER SHOULD NEVER USE THESE TILES AS RESOURKES. THESE TILES SHOULD ALWAYS BE REPLACED IN THE BAC AND
SHAKEN UP AFTER EACH <OMBAT. IF PLAYERS LOSE T® THE BEASTS ©OR ANALOG WARRIORS, THEY WILL STILL CAIN THE FEAST 1
VALUES USED, JUST SELECTING FROM THE BANK THE MATCHING RES@URKE. 7’

14
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FEEDING

FEEDING BEGINS AS S@ONS AS THE ACTION PHASE ENDS, PLAYERS MAY IN TURN @RDER (©R SIMULTANE®USLY) PAY
THE RESOURCES NECESSARY TO FEED THEIR POPULATION. FEEDING REQUIRES A CERTAIN AMOUNT, USUALLY BETWEEN
3 AND 5 RESOURCES, PER 50 POPULATION, ROUNDING POWN. MEANING IF PLAYER A’S TRIBE’S POPULATION IS 144,
THEY MUST PAY T® FEED 3 TIMES (164 = 50 + 50 + 50 + 16 ROUNDED T@ o). IN THE EXPERT VARIANT, PLAYERS
MUST FEED PER 50 ROUNDED UP, $® THE SAME EXAMPLE WOULD MEAN FEEDING 4 TIMES INSTEAD OF 3.

1@ BE CLEAR, THIS MEANS EARLY IN THE G¢AME (IN THE NORMAL VERSI®N) PLAYER’S MAY NOT HAVE T® FEED FOR UP
TO SEVERAL ROUNDS s© LONG AS THEIR POPULATION HAS NOT REACHED 50.

IN THE EVENT A PLAYER CANNOT FEED HIS @R HER POPULATION, THE PLAYER LOSES 5 POPULATION FOR EACH
RESOURCE MISSING, OR MAY FORCO LOSING POPULATION ALTOCETHER BY LOSING 1 ACTIVE SKULL PERMANENTLY
FROM THE GAME, REPLACING IT IN THE BOX.

BEAR IN MIND THAT A PLAYER’S AMOUNT ©F ACTIVE SKULLS = A PLAYER'S TOKEN LIMIT, $@ LOSING AN ALTIVE SKULL
(OULD ALS® NECESSITATE REM@VING A TOKEN FROM THE BOARD, EFFECTIVELY LOSING ALL OF THAT TOKEN’S
POPULATION.

SURPLUS

AFTER PLAYERS HAVE FED THEY MAY ¢<HOOSE TO USE EXTRA RESOURCES TO INCREASE THEIR POPULATI®ON,
FOLLOWING ALL THE NECESSARY RULES ©F ADDING POPULATION TO DIALS. THESE RESOURCES ARE RTURNED T® THE
BANK AS WITH ANY @THER <OST. EACH ADDITIONAL SURPLUS TRADE MAY BE ADDED T A SEPARATE DIAL.

USING THE G¢REAT SPIRIT ABILTIES

EACH GREAT SPIRIT GRANTS AN ABILITY DURING THE A<TION PHASE AS WELL AS AN ABILITY DURING THE FOLLOWING
PHASE, THIS PHASE. IN TURN ©RDER PLAYERS MAY, IF POSSIELE, USE A GREAT SPIRIT'S ABILITY APPLYING T© THIS
PHASE. |F ANY PLAYERS HAVE @WNED A GREAT SPIRIT SINCE THE PRECEDING ROUND, BUT HAVE NOT ACTIVATED

THEM, THEY MAY CHOOSE TO ACTIVATE THEM NOW T@ CAIN ITS ABILITY. IF THOSE PLAYERS <HOOSE TO NOT
A<TIVATE THE SPIRIT, THEY WILL LOSE THE GREAT SPIRIT TILE REPLACING IT ©N THE MAIN BOARD. T@ BE <LEAR, IF
THE GREAT SPIRIT TILE WAS ONLY JUST QBTAINED IN THE PREVIOUS ACTION PHASE AND NOT FROM THE ROUND PRIGR,
THE PLAYER DOES NOT HAVE T@ ACTIVATE THE SPIRIT T@ KEEP IT, BUT WILL HAVE T® IN THE FOLLOWING ROUND.




TECHNOLOGIES

TRACKING: SOWING: DRYING:
ABILITY: AFTER FEEDING GAIN 2 ABILITY: GAIN 1 FOOD RESOURCE ABILITY: FEEDING <OST REQUIRES l
j AUX. FOOD RESOURCES OF (HOICE  OF CHOICE WHEN CATHERING 1LESS RESOURCE PER 50 '
_ MAPPING: HERDING: CURING:
[ "& ABILITY: GAIN 2 POPULATION ABILITY: GAIN 2 MEAT WHEN ABILITY: GAIN 1 EXTRA POPULATION
L WHEN ENTERING A NEW TERRAIN GATHERING FOR EACH SURPLUS BONUS
;
: CALENDAR: CYLLING: FERMENTING:
ABILITY: GAIN X POPULATION PER ABILITY: GAIN 3 POPULATION WHEN  ABILITY: FEED <O@ST FOR ENTIRE
ROUND WHERE X = ROUND NUMBER  GATHERING IN HOME TERRAIN TRIBE INSTEAD OF PER 50
PONCHO: LEAN-T®: SPEARS:

ABILITY: COLLECTION IS BOOSTED BY 4 piii1y. ALL STRUCTURE ¢@sTs  ABILITY: STRENGTH IS BOOSTED BY

ONE (N® STAT RAISING NECESSARY) REDUCED BY ONE ONE (N® STAT RAISING NECESSARY)

CAIN 2 POPULATION CAIN 1 POPULATION AFTER COMBAT
ACXON B HUT: AXES:
ABILITY: MOVEMENT IS BOOSTED BY  apiliTy: MAY MOVE 1 ABILITY: FEAST VALUE IS BOOSTED BY
ONE (NO STAT RAISING NECESSARY) ¢ 0uo1upe oN¢E PER ROUND ONE (N© STAT RAISING NECESSARY)
CAIN 5 POPULATION CAIN 3 MEAT AFTER COMBAT
PANTS: LONCHOUSE: BOWS AND ARROWS:
gus  ABILITY: CAPACITY IS BOOSTED BY THREE iy 11y. (ay NoT BE ATTACKED IF ABILITY: RANGE AND STRENCTH I3
(N® STAT RAISING NECESSARY) GAIN ¢ ON ©R ADJACENT TO STRUCTURE BOOSTED BY ONE (NO STAT RAISING
POPULATION NECESSARY) MAY ATTACK LONGHOUSES
POTIONS: MEDITATION: PAINTING:
' ABILITY: CAIN 1 RESOURCE OF ABILITY: CREAT SPIRIT ACTIVATION  ABILITY: ALL TECHNOL®OCY i
; CHOICE BEFORE COMBAT <OSTS REDUCED BY ONE COST$S REDUCED BY ONE
‘ SALVES: FUNERAL RITES: SCULPTING: N
' ABILITY: KEEP 1 RESOURCE OF ABILITY: PLACE 2 RESERVE TOKENS — ppj1|7y: ¢AIN 2 POPULATION i
CHOICE SPENT As A FEAST vALug  OF CHOICENEXT TO FLAYERBOARD —\/ppy peyeLepine TECHNOLOCY 4
CAIN BONUSES IMMEDIATELY
SURCERY: ORAL HISTORY: DYEING: -
ABILITY: SKULLS AND POPULATION 40 ivv. 1Ay HAVE TWO CREAT AR AT BCCCIATIN WS 1
CRLIOY L5 BRI Cilblio L ANY PLAYER DEVELOPS TECHNOLOCY |
RESOURCES LOST, FROM BANK INSTEAD . |



ABILITY: ¢OLLECT DOUBLE ©F
ONE RESOURCE WHEN
GATHERING

BONUS: MAY BUILD @NE STRUCTURE
USING ANY RESOURCES INSTEAD OF
SPECIFIC <OST (SAME AMOUNT)

ABILITY: GAIN 1 WATER AND 1 FISH
WHEN ¢ATHERING, ¢AIN 2 WATER
INSTEAD ©F CATASTROPHE EFFECTS

BONUS: STEAL 2 RES@OURCES FROM
EACH PLAYER, EACH PLAYER THEN
TAKES 1 WATER

ABILITY: MAY TRADE WITH BANK
AS EXTRA ACTION AT 2:1
RATI®, MEANING GIVE 2 TAKE 1

BONUS: RAISE EACH CAPALITY
CHART BY 1 STAT POINT

ABILITY: EACH TURN MAY
RECONFIGURE SKULLS N A<TION
BOARDS

BONUS: MAY CHOOSE FROM ¢AME

BOX NEXT ROUND’'S BONUS, ALS®

GAINING ONE A<LTION <OVER FROM
ALTION SPACES

SPIRITS

ABILITY: GAIN 1 EXTRA FEAST
VALUE AT RANDOM FROM BANK IN
COMBAT, MAY ATTACK LONGHOUSES

BONUS: GAIN 3 POPULATION, GAIN 1
RANGE @R 1 CAPACITY, GAIN 1
STRENCTH ©R 1 FEAST VALUE

ABILITY: GAIN 1 POPULATION
ANYTIME ANOTHER PLAYER USES
GROW ACTION

BONUS: CAIN 3 POPULATION AND
BECOME FIRST PLAYER ©N NEXT
ROUND TRACK

ABILITY: COLLECT DOUBLE ©F
ONE RESOURCE WHEN
GATHERING

BONUS: MAY BUILD ONE STRUCTURE
USING ANY RES@OURCES INSTEAD OF
SPECIFIC <OST (SAME AMOUNT)

ABILITY: GAIN 1 POPULATION
WHEN ANOTHER PLAYER LOSES 2

BONUS: STEAL 2 POPULATION
FROM EACH PLAYER

17

ABILITY: STEAL PERMANETLY 3
POPULATION FROM BEAST
BEFORE HUNT

BONUS: GAIN 1 MEAT, 1 FISH, 1
WATER, MAY MOVE AND /@R
REPLACE 1 BEAST ON BOARD

ABILITY: MAY PAY 4 OF SAME
RESOURCE TO USE 2 SUBACTIONS
OF AN A<TION

BONUS: CAIN ASTRONOMY TECH
FOR NEXT ROUND ONLY

ABILITY: MOVEMENT AMOUNT IS
UNLIMITED FOR YOUR ROVERS
AND WARRIORS

BONUS: <AIN 5 POPULATION, CAIN 1
MOVEMENT STAT POINT , GAIN 1
COLLECTION STAT POINT

ABILITY: TOKEN LIMIT INCREASED £
BY ONE

<
BONUS: PERFORM ONE SACRIFICE ;
A<TION DURING THE FEEDING, l [’

SURPLUS, SPIRIT PHASE, (PLACING
SKULL NOT NECESSARY)
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STRUCTURES

STRUCTURES, ALONG WITH HAVING IMMEDIATE BONUSES, ALS® CRANT ON-COING ABILTIES AS FOLLOWS:

ONCE THE SHRINE IS BUILT, ANY
GREAT SPIRIT ACTIVATION IS
DISCOUNTED BY 1 RESOURCE

ONCE THE TEMPLE IS BUILT, ANY
GREAT SPIRIT ACTIVATION IS
DISCOUNTED BY 2 RESOURLES

WHEN (OLLECTING ON HEX WITH
STASH, GAIN 1 EXTRA RESOURCE
THAT HEX PROVIDES.

WHEN <OLLECTING ON ©OR ADJACENT
TO HEX WITH SIL®, GAIN 3 EXTRA
RESOURCES THAT HEX PROVIDES.

BEASTS

WHEN <OMBATTING ON HEX WITH
BUNKER, GAIN 1 EXTRA F.V. TILE

WHEN <OMBATTING ©N OR
ADJACENT TO HEX WITH FORT,
GAIN 5 EXTRA TEMPORARY
POPULATION

WHEN A BEAST SPIRIT IS HARNESSED, THE PAIRED TOKEN GAINS THE FOLLOWING ABILITY, ALS® SHOWN ON MAIN BOARD:

TOKEN'S POPULATION <OUNTS

DOUBLE IN ¢COMBAT

(WHEN ATTACKING) TOKEN GAINS
DOUBLE AMOUNT OF FV TILES

TOKEN MAY MOVE UP T® DOUBLE

MOVEMENT AMOUNT

(WHEN ATTACKING) TOKEN®S

STRENGTH IS DOUBLED

TOKEN’S RANGE IS DOUBLED

(WHEN DEFENDING) TOKEN GAINS
DOUELE AMOUNT OF FV TILES

GAIN FREE TE<H WITH <CO@MBAT

VICTORY WITH TOKEN

TOTEMS WILL GIVE PLAYERS END GAME BONUSES, EACH SPECIFIC SET OF <OLORS GRANTING A DIFFERENT BONUS AS FOLLOWS:

TOTEMS

1 POPULATION PER STAT POINT

2 POPULATION PER ACTIVE SKULL

3 POPULATION PER TOKEN

4 POPULATION PER TECH TILE

5 POPULATION PER STRUCTURE

(WHEN DEFENDING) TOKEN’S
STRENGTH IS DOUBLED

TOKEN <OLLECTS DOUELE AMOUNT
OF COLLECTION LIMIT

GAIN GREAT SPIRIT WITH COMBEAT
VICTORY WITH TOKEN

TOKEN CAINS DOUBLE VALUE FOR
EA<H FEAST VALUE TILE

GAIN FREE RESERVE SKULL WITH
<OMEAT VICTORY WITH TOKEN

TOKEN DIAL CAPACITY IS DOUBLED

GAIN STRUCTURE WITH <OMBAT
VICTORY WITH TOKEN

6 POPULATION PER LAST SPACE EMPTY

T POPULATION PER MAX <APALITY
(PER <HART NOT DIAL)

8 POPULATION PER ACTION (OVER

? POPULATION PER BEAST SPIRIT

10 POPULATION PER TOTEM

!




SCORING

AFTER THE FEEDING PHASE, PLAYERS MAY CONSTRUCT ONE FINAL TOTEM, PAYING FOR THE
SKULL WORSHIP <OST, THEN PLAYERS MOVE TO SCORING BY ADDING UP THESE AMOUNTS:

TOTEM AND END GAME BONUS
AMOUNTS DO NOT NEED Te BE
REPRESENTED BY THE DIALS AND
ARE NOT LIMITED BY ANY STAT
POINTS.

THE PLAYER WITH THE HIGHEST TOTAL IS THE WINNER. IN THE RARE EVENT ©F A TIE, THE
PLAYER WITH THE M@®sST SKULLS IS THE WINNER. IF STILL TIED THE PLAYER WITH THE HICHEST
TECHNOLOGY VALUE (COUNTING THEIR LVELS AS THE VALUE FOR EACH TILE) IS THE WINNER.
[F STILL TIED, THE PLAYER WITH MOST RESOURCES REMAINING IS THE WINNER. IF STILL TIED,
MAYBE AN EPI<C REMATCH?

HIGHLICHTED RULES

THE NUMBER O©F TOKENS CANNOT EXCEED NUMBER OF ACTIVE SKULLS, NOT <OUNTING STRUCTURES.

THE NUMBER ©F TOKENS ON HEX CANNOT EXCEED TW®O, NOT ¢OUNTING BEASTS. A PLAYER MAY
ONLY HAVE ONE TOKEN ON EACH HEX

POPULATION X STRENGTH (PLAYERS ADD ANY FEAST VALUE B@OSTS AND MULTIPLY)

MAY ONLY MOVE LATERALLY FROM STARTING SPACE.

MAY ONLY HAVE 1 GREAT SPIRIT TILE AT A TIME, UNLESS PLAYER @WNS ORAL HISTORY
TECH TILE

MAY NOT SACRIFICE SKULLS IF D@ING $© MAKES TOKEN AMOUNT EXCEED TOKEN LIMIT

MUST ACQUIRE 1 SKULL ©F EACH <@LOR BEFORE ACQUIRING A 2ND OF
SAME <OLOR.

FIRE TOKEN MUST BE REMOVED FROM TURN TRACK AND PLACED ©N AN
OPEN ACTION SPACE.

19
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( ICONS |
!
FOOD RESOURCES: BUILD RESOURCES: AUX. FOOD RESOURCES: |
5
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i r
\
'( CFRUIT M sTeNE b WATER ‘
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& GRAIN & Woeep MEAT
A BEAST SKULL [ GREAT T STRUCTURE
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A
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W
- POPULATION MOVEMENT & COLLECTION DIAL
% 3 6 AMOUNT A CAPALITY

) CANNOT MOVE ‘ NEXT TURN g TOTEM @ ACTION COVER
THROUCH ROUND TRACK @ 4
¥
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sO0Le® MODE RULES

THERE ARE THREE MODES T@ sOL@ PLAY:

TRAINING MODE: THIS MODE IS MEANT T@® MIMI<C A NORMAL ¢AME WITH LESS TENSION AND
MORE FREEDOM TO EXPLORE, EXPERIMENT, AND TINKER WITHT HE VAST (OMBINATION OF
STRATEGIES AND DECISIONS.

SURVIVAL MODE: IN THIS MODE THE S©L@® PLAYER IS NOT NECESSARILY <ONCERNED WITH
THEIR TRIBE THRIVING AND EXPANDING. INSTEAD THE S©LO® PLAYER WILL BE WORRIED ABOUT
THEIR TRIBE SURVIVING AT ALL, AS THE ¢REAT CATACLYSM WILL <OME AT THE ¢AME'S END.
THE SOL® PLAYER’S TRIBE MUST REACH A CERTAIN CARRYING CAPACITY BEFORE THE END OF
YOUR SHAMAN'S LIFETIME AT THE END ©F 7 ROUNDS, @R ELSE YOUR TRIBE WILL BE DOOMED,
BEING TO® SMALL IN NUMBER T® ENDURE THE HARDSHIPS DURING AND AFTER THE CATACLYSM.

APOCALYPSE MODE: IN THIS MODE THE $@L® PLAYER WILL PLAY AS A TRIBE TRYING T

REBUILD AFTER THE ¢REAT CATACLYSM, (THIS MODE ESSENTIALLY ACTS AS A SEQUEL TO
SURVIVAL MODE.) THE sS©L® PLAYER WILL BE LIMITED T® BEING ABLE T® ©NLY HAVE AS
MANY ROVERS/WARRIORS ON THE MAIN BOARD AS THIER NUMBER OF VILLACGES PLUS ONE.

SET UP FOR SOLO

EACH S©@LO MODE HAS ITS OWN SET UP:

TRAINING MODE: SET UP BE@ARD LIKE A NORMAL TW® PLAYER GAME, EX<EPT WITH 5
ANAL@¢ WARRIORS INSTEAD ©F 4. ALS®, PLACE 9 ACTION <OVERS @N EA<H ACTION
CATEGORY (LEAVING BETWEEN @ AND 3 SPACES UNCOVERED ON EACH.) IN 4 FARTHEST
MEADOWS AND MIDDLE SPACE MEADOW, UNDERNEATH THE USUAL NEUTRAL SKULLS,
PLACE ONE OF EACH FOREIGN SKULL.

SURVIVAL MODE: SET UP LIKE TRAINING MODE, EX<EPT WITHOUT ANY NEUTRAL OR
FOREICN SKULLS.

APOCALYPSE MODE: SET UP LIKE SURVIVAL MODE, EXCEPT YOUR STARTING VILLAGE WILL
INSTEAD BE A WARRIOR WITH @NLY 10 POPULATION.
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TRAINING MODE

THE TRAINING MODE ALLOWS THE S©L® PLAYER T@® PLAY THE ¢AME AS THEY WeOULD

NORMALLY WITH MORE FREEDOM T® LEARN THE ¢AME AND HEWN THEIR SKILLS AS A

SHAMAN. THE $©L® PLAYER MAY PLAY AS TIGHTLY OR LOOSELY AS DESIRED AND MAY
(HOOSE TO SCORE AT THE END @R MAY <HOOSE NOT T@.

SET UP BY DIFFICULTY:
EASY: BEGIN WITH 4 SKULLS AND 4 STAT POINTS OF CHOICE.
NORMAL: BEGIN WITH 3 SKULLS AND N® STAT POINTS.
EXPERT: BEGIN WITH ONLY 2 SKULLS AND A WARRIOR WITH A POPULATION OF 15
INSTEAD OF A VILLAGE ©F 25.
(THE s©L® PLAYER MAY ALS® USE OB JECTIVE BONUSES AS A MEANS @F MODULATING
DIFFICULTY, THEY MAY ALS® USE THE NORMAL ¢AME’S EXPERT VARIANT WHEN FEEDING)

THE ONLY UNIQUE RULE T® TRAINING MODE IS THAT A PLAYER MAY PLACE TW® SKULLS
ON A SPACE COVERED BY AN ACTION <OVER THEREBY UNCOVERING AND USING THAT
ACTION SPACE, CAINING THE ACTION <OVER’S REWARD,

COMBAT OCCURS AS USUAL, AS ANALO< WARRIORS AND WILD BEASTS USUALLY D@.

ANY GREAT SPIRITS THAT INTERACT WITH OTHER PLAYERS MAY STILL DO $® USING THE
BANK FOR RESOURCES.

DURING EACH CLEAN UP PHASE, THE S©L® PLAYER (HOOSES 1 ACTION C(OVER T@®
REMOVE AND ¢AINS THE REWARDS SHOWN, INSTEAD OF FOLLOWINCG THE NORMAL
ACTION ¢OVER REMOVAL <HART.

THE SOL® PLAYER MAY ATTEMPT A HIGH SCORE AND MAY STILL <REATE AND S<ORE
TOTEMS AS USUAL.
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SURVIVAL MODE

SURVIVAL MODE, UNLIKE THE TRAINING MODE, HAS A SPELIFIC UNIQUE @B JECTIVE FOR THE
SOLO® PLAYER TO ACCOMPLISH BY ¢AME’S END:

THE SHAMAN BEFORE YOU HAVE FORETOLD OF THE GREAT CATACLYSM. YOU HAVE SEEN IT IN
YOUR DREAMS AND KNOW IT WILL <OME AT THE END ©F YOUR LIFE. IF YOUR TRIBE IS NOT
STRONC IN NUMBER, BODY AND SPIRIT, THE CREAT (ATACLYSM WILL ERASE IT. YOU MUST

GROW YOUR TRIBE T® A CERTAIN <ARRYING CAPACITY IN ©@RDER T® SURVIVE.

CARRYING CAPALITY @B JECTIVE BY DIFFICULTY:
EASY: POPULATION OF 150
NORMAL: POPULATION OF 225
EXPERT: POPULATION OF 300

SET UP BY DIFFICULTY:
EASY: BEGIN WITH 4 SKULLS AND 4 STAT POINTS OF <HOICE.
NORMAL: BECIN WITH 3 SKULLS AND N® STAT POINTS.
EXPERT: BECIN WITH ONLY 2 SKULLS AND A WARRIOR WITH A POPULATION ©F 15 INSTEAD OF
A VILLAGE ©F 25.
(THE s©L® PLAYER MAY ALS® USE @B JECTIVE BONUSES AS A MEANS OF MODULATING
DIFFICULTY, THEY MAY ALs® USE THE NORMAL GAME'S EXPERT VARIANT WHEN FEEDING)

(OMBAT OCLURS AS USUAL, AS ANALOC WARRIORS AND WILD BEASTS USUALLY D@. THE sOL®

L
PLAYER MAY STILL CREATE AND SCORE TOTEMS AS USUAL.
ANY GREAT SPIRITS THAT INTERACT WITH OTHER PLAYERS MAY STILL DO $© USING THE BANK
FOR RESOURCES.

Fe

‘ DURING EACH CLEAN UP PHASE, THE SOL® PLAYER CHOOSES 1 ACTION ¢OVER T® REMOVE

AND CAINS THE REWARDS SHOWN, INSTEAD OF FOLLOWING THE NORMAL ACTION <OVER
R
P REMOVAL CHART. -

THE SOL® PLAYER HAS SUCCESSFULLY SURVIVED THE CATACLYSM WHEN THEY HAVE FED A
POPULATION AS LARCGE @R LARGER THAN THE CARRYING CAPLITY NEEDED. IF SUCCESSFUL, THE
SOL® PLAYER MAY ATTEMPT A HIGH SCORE. "’
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APOCALYPSE MODE

APOCALYPSE MODE, UNLIKE THE TRAINING MODE, BUT SIMILAR T® SURVIVAL MODE, HAS A SPECIFIC UNIQUE
OB JECTIVE FOR THE SOLO® PLAYER T® ACCOMPLISH BY ¢AME’S END:
THE SHAMAN BEFORE YOU HAVE TOLD CREAT TALES OF THE DISASTER THAT HAS BEFALLEN MAN: THE
GREAT CATACLYSM. YOU, AS THE NEW YOUN< SHAMAN, MUST REBUILD YOUR TRIBE FROM ITS CURRENT
FEEBLE STATE T® THE FORMER POWER IT ONCE WAS IN THE AGE BEFORE THE GREAT CATACLYSM, BY
BUILDING ALL 3 VILLAGES WITH A POPULATION ©F 12 @R MORE AND SPAWNING ALL 4 WARRIORS WITH A
POPULATION ©F 10 OR MORE BEFORE @R BY C¢AME’S END.

SET UP BY DIFFICULTY:
EASY: BEGIN WITH 4 SKULLS, 4 STAT POINTS OF CHOICE, AND A NORMAL STARTING VILLAGE OF 25+

POPULATION.
NORMAL: BEGIN WITH 3 SKULLS AND A WARRIOR WITH A POPULATION OF 15 INSTEAD OF A VILLAGE OF
25.
EXPERT: BECIN WITH ONLY 2 SKULLS AND A WARRIOR WITH A POPULATION OF 10 INSTEAD OF A VILLAGE
OF 25.

(THE SOL® PLAYER MAY ALS® USE OB JECTIVE BONUSES AS A MEANS @F MODULATING DIFFICULTY, THEY
MAY ALS® USE THE NORMAL GAME'S EXPERT VARIANT WHEN FEEDING)

(OMBAT OCCURS AS USUAL, AS ANALOG WARRIORS AND WILD BEASTS USUALLY D@. THE SOL® PLAYER
MAY STILL CREATE AND SCORE TOTEMS AS USUAL. ANY GREAT SPIRITS THAT INTERACT WITH @THER
PLAYERS MAY STILL D® $@ USING THE BANK FOR RESOURCES.

DURING EACH <LEAN UP PHASE, THE $OL® PLAYER (HOOSES 1 ACTION (OVER T® REMOVE AND CAINS THE
REWARDS SHOWN, INSTEAD OF FOLLOWING THE NORMAL A<TION ¢OVER REMOVAL <(HART. ALS® DURING
(LEAN UP PHASE, WHEN M@®VING THE ANALO¢ WARRIORS, IF AN ANAL®G WARRIOR MOVES INTO® A HEX
YOU OCCUPY @R A HEX AD)JECNT T@ ONE YOU O<CCUPY, THE ANALO<C WARRIOR WILL INITIATE COMBAT.
THIS INCLUDES YOUR VILLAGES WHICH MAY BE ATTACKED AND DESTROYED IN THIS MODE @ONLY, REQUIRING
A COMBAT PROWESS T® DAMAGE ITS POPULATION BY A CERTAIN AMOUNT:
EASY: 300 COMBAT PROWESS, 5 POPULATION
NORMAL: 200 (OMBAT PROWESS, 10 POPULATION
EXPERT: 100 ¢OMEAT PROWESS, 20 POPULATION
[F AN ANALO®¢ WARRIOR IS ADJACENT TO BOTH YOUR WARRIOR @R ROVER AND YOUR VILLACE, IT MUST
FIGHT YOUR WARRI®R ©OR ROVER AND NOT THE VILLAGE.

THE SOL® PLAYER HAS SUCCESSFULLY REBUILT AND REJUVENATED THEIR TRIBE IN THE POST-APOCALYPTIC
MADNESS THAT IS THE WORLD, WHEN THEY HAVE FED A POPULATION WITH 3 VILLAGES ©F POPULATION 12
@R MORE AND 4 WARRIORS OF A POPULATION 10 OR MORE. IF SUCCESSFUL, THE S©®L® PLAYER MAY
ATTEMPT A HICH S<ORE.
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