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SETUP

The Horde begins the game with the following elements:

In Solo Mode, you will face the Horde. This

>» 4 Survivors, 2 Waters, 1 Ammunition and 3 broken
Equipments (drawn at random).

ut the starting Resources and Survivors tokens on the cor-
esponding space on the Horde board and the starting Equip-
ent on the left side of this board. Remember that it is
roken and must be fixed before the Horde can use its effect.

> The Horde is composed of the following Heroes,
depending on the level of difficulty chosen by the
player:

REGULAR: 3/3/4/5
HARD: 3/4/4/3
NIGHTMARE: 3/4/5/5

Horde Heroes are selected amongst one of the unplayed Heroes.

Horde Heroes are not placed on the main board e c
during the setup. They will be placed one at a time i/ DAWN PHASI‘-
during the first turn, according to the Horde cards
drawn by the player. For the rest of the game, the

The setup and restock of the main Board is the same as for a
standard 2-player game.

The Hord Horde will move from one Location to another
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The Horde is always the first player.

At the beginning of each turn played by the Horde, draw the
~ top card of the Horde Deck and move one of the Horde's
- |inactive Heroes to the first Location indicated on the card
(standard moving rules apply).

If multiple Locations are available and/or more than one
Heroes can access it, you must pick the lowest Hero able to
performs the action and move it to the closest Location that
can provides the wanted Resources.

HORDE If you can’t move a Hero to the Location (too far or already

> The Horde is always the first player, no matter who CARD occupied by a Horde’s Hero) or there is neither main or

reached the Cargo Ship first. secondary objective to be collected, the player must send
them to the second Location indicated on the card and so on
until a Location where the Horde can collect can be reached
(standard moving rules apply).
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> The Horde cannot be Pressured, but puts Pressure on
the other player.

Location The Horde card indicates the
Priority # Forest as a first choice but it is

too far for the last Horde Hero.
The second choice is an Hun-

'| ting ground, but the Mine, the
only one accessible is already
occupied by the Horde. There-
fore, Hero 4 moves to the Dam
(third choice). If no Resources
were available on the Dam,

4 would have moved to the
Military Base.

Location

Main Objective / Secondary Objective




Upon reaching a Location, the Horde’s Hero collects
Resources from that Location, as indicated on the card and
just like a regular player would. The bonuses of his fixed
Equipment apply when possible (once per turn).

If possible, the Horde puts Pressure on other Heroes who
already are on the Location.
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CLARIFICATIONS ON HORDE'S RCY10NS

> The Location takes priority over the Resources. If
the main objective indicated on the Horde card is
depleted but the secondary one is available, the
Horde’s Hero moves to the Location.

> Horde’s Heros always spend all of their Actions
if possible. If a Hero has Actions points left after
collecting the main objective indicated on the Horde
card, he collects the second objective if he can.

> The anti-radiation seeweed is not a main objective
for the Horde but if a Horde Hero goes to the Military
camp and the anti-radiation seaweed is available,
one of his Actions must be used to Collect the anti-
radiation seaweed.

> If both Cities are a viable option, the Horde firstly
goes to the one with Equipments with symbol
matching the ones of the Equipment it already has.
If no more Equipments are available in a City where
a Horde's Hero is or if he can’t take more of them,
the Heroe must spend the rest of his Actions to
draw as many Search tiles.

> If more than one Hunting Locations are available,
choose the Location with the strongest Prey that can
be hunt by the weakest Hero using all ammunition
available if necessary.

A new card must be drawn at every turn for the Horde, for
each of its 4 Heroes. Thus, on each turn, the player draws
4 cards.

When the Horde deck is empty (turn 3 and turn 5), the player
shuffles all of the 8 discarded cards and makes a new pile.
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THE HORDE'S 8 RULES

The Horde is different from the other players, thus 8
rules must always be followed:

> 1/The Horde is always the first player.

> 2/If more than one inactive Hero can reach the
Location indicated on the card, the Horde always
moves its lowest inactive Heroes first. If 2 Heroes
with the same Strength can reach the Location,
the human player chooses between them.

> 3/The Horde never pays Microchips at the Dam
since it doesn’t mind radioactive Water.

>» 4/The Horde immediately trades seaweeds from
the Military Base or anti-radiation pills found in
the Cities for the same amount of Survivors (pills
help the Horde to take care of newborns).

> 5/The Horde can recruit a maximum of 7 Survivors
per Night phase, in addition to those gained
during Day phase (Equipment and Cargo Ship).

>» 6/The Horde cannot possess more than 4 broken
Equipments at the same time. Once this number
is reached, the Horde goes through Search tiles
in the City rather than acquiring new Equipment.

> 7/The Horde always fixes Equipments that allow
for the completion of a symbol first.

> 8/The Horde can never be Pressured, but it exerts

Pressure on Human players.
|\ J

3/ NIGHY' PHASE

The Horde’s Night phase differ from humans. During that
phase, it will perform the following actions, in this exact
order:

> 1/Resolve Events (starting with the one with the
most SPs). The Horde always plays first.

> 2/Feed Survivors: 1 Commodity for every 2 Survivors,
rounded down (1 Survivor loss per comodity missing).

> 3/Recruit new Survivors: 1 Commodity per Survivor

» 4/Fix Equipments (starting with those that allow it
to complete symbols).

Contrary to the Human player, the Horde can keep as many
Commodities as it likes, but its priority is to spend them in
order to recruit new Survivors if possible (with a maximum of
7 per Night phase).

The game ends at the end of turn 6. The Tribe (including the
Horde) with the most Survival Points wins.
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" END OF THE GAME

Standard rules apply for the Human player's SP
count.

Horde’s SP count:

> Events resolved (while the Horde is
always the first player, you must prevent
it from getting the Resources it needs
and from resolving Events).

> Fixed Equipments (the Horde always
fixes Equipments that allow symbols to
be completed first).

>> 2 SPs per Survivor in the Horde's Tribe
(try to prevent the Horde from getting
too many Commodities in order to block
it from recruiting new Survivors)

Will you be able to overcome the Horde?

Example: The Horde gets a count of 27 SPs:
- 8 Survivors = +16 SPs
- 1 solved Event worth 3 SPs = +3 SPs
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] FUNVIVLL POMNTE: (5P ) COUNT

- 6 repaired Equipements (+6 SPs) + 2 Matching symbols (+2 SPs) = +8 SPs






