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Welcome to Corps of Discovery Ultimate @nd Edition! We have
combined the rules of the core game plus all & expansions inlo
one book, but we have left them similar to their standslone
rulebooks to ensure pwners of each expansion had accurate
information. Here is a table of contents an where to find
pach chapier, as well as each Gaar and Character.
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The companents pages in these rides list components as il you bought the retall edition and sach expansion
separately, but the Ultimate 2nd Edithon has duplicated many components for easter setup. The Challenge and
Destiny cards for each Chapter are complete decks [no additional cards need to be added to play the Chapter)
To complete the Threat deck for each play, add two random core Misfortune cards 1o the Chapter Threat cards to
complete the Threat deck during setup per page &, Here are the quantities of each component that are ditferent

from wehat i Usted in the rules

* The Ultimate Znd Edition comes with 3 Field tokens in the Resource Tray
« The Uitimate 2nd Edition comes with 10 Kickstarter maps pre-packed in the Fauna [6) and Flora [4) Map Folders
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EXHALUST:

When a rule or card
Ttells you to Exhaust
something, that
means toturn it ¥0
degrees ta its side.

REFRESH:

When a rule or card
tells you to Refresh
something, that
means to turn it 70
degrees back to its
upright position.
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Giame Sedup

&) Select the l.’.'-hlpinr you want to play and gather the core game components and Chapter-specihc components.
Chapter-specific components are listed in the Chapter's rules and marked with a matching Chapter lcon
€) Set up the Map Board:
@ Choose a map from the selected Chapter folder - but don’t look at it!
-!___} Cover the map with the Concealer Page and insert both into the Map Board,
{€) Place a Path token into each of the holes on the Map Board, sun side face down.
{:] ermove the Concealer Page

{E} Place a Rock Resource token on the Fath token marked as the Peak. To hnd this location, check the Mission
Briafing on the Map Board for the specihc row and column coordinates.

€ Players choose their Character and Gear cards:
-!Fr Each player chooses a Characier card. Note that in the expansions, _._|_|"; EH " Enw

certain characters may be restricted depending on the Chapter
__ you are playing.
{G) Each player selects & number of Gear cards based on the total
number of players
1 Player: 3 Gear cards 3 Players: | Gear card each
£ Players: 2 Gear cards each & Players: 1 Gear card each
VH) Training Gear: If you want an easier game, one player can add the
Training Gear called Medicine, and it does nat count towards your Gear limit,
-fB Place any unused Character and Gear cards off tothe side. This is called the Reserve

@) Setup the Reference Board:
@ Place th= Reference Boards of the chosen Chapter near theé Map Board, whene all players can easily see
them. The Reference Board contains important infarmation that will be used often duning the game.

€ Setup the Supply Board:
(L) Place the Supply Board within reach of the players,
'::-l_ﬁ Shuffle the core Destiny cards and 'CF!IFIII‘“"IPIEII'E Destiny cards together (o form the Desting deck. Draw
¢ cards and place them face-up to the rEght of the 'S'JIZ-D!'F' Board; these must be sarned before they can be
_ used. Place the remaining deck face-down nearby, leaving space for a discard pile.
-H:L. Find the "Approach the Arch® Challenge card and place it in the leftmost space on the Challenge Row. This
it always the trst Challenge for the first day of each game.
(N) Take the core Challenge cards [with no Chapter icons on them)] and the Chapter-specihc Challenge cards
[with the icon of the Chapter chosen to play] and shuffle them together forming the Challenge deck,
Place 1 card from the Challenge deck tace-up into each of the two remaining empty Spaces in the Challenge
Rowi, There should now be three lace-up Challenge cards, including "Approach the Arch”, Place the Challenge
deck face-down nearby, leaving space for a diseard pila
You will face three new challenges each day and will play multiple days over the course of the game.
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fE; Place the Shelter token an the Supply Board

@ Add B Water tokens (o the Backpack on the Supply Board.

{R) Place the 3 Fire tokens, & Sample tokens, and all remaining Water, Track your plays. Write the player

~ Resource, and item tokens (including Chapter-specific Resource nemes and their character and
and item tokens) into the Reserve, Gear on ihe lolder. along with

which miap you're using. This will
help you 1o Eeep track of which
mapt which players have played,
a5 well as 10 compare scores i

Note: If you place your Resources in piles matching the Path Priority
Order an the back of the refebook, then you can refer to your pile of
Resources instead of the rulebook when you need to know the Path
Priarity Order. you have ditferent groups playing
) Create Threat deck: the same maps.

@1 Take all Chapter-specihc Threat cards and add ¥ random core
Misfortune cards without looking at them, and shuffle, creating a
face-down deck,

) Extra Setup: Complete the Setup steps for your chosen Chapter
) The player who most recently read a comic goes Arst.

B




2 PLAYER SETUP EXAMPLE FOR CHAPTER 1: FAUNA




in Corps of Discovery, players cooperatively lead an expedition through uncharted territory while battling both

supernatural threats and the harsh wilderness. To succeed, you have to work together, combimmng lactical
exploration, deduction, planning. and resource managemeant,

The game unfolds through Chapters featuring unique rules and goals. These Chapters are played across a series
of maps, each chaltenging you In & Giflerent way,

Each map is a race against time, divided into Days, To survive 3 Day, players must overcome 3 Challendges by krding
the Resources and cratting items they demand. Exploring the map 1s the anly way to do that, yet every stap forward
takes time, Every path yvou take pushes the expadition closer 1o the next challenge; as you move, the clock ticks.

Since every move lessens your chances of survival, you cannol afford 1o wander aimiessly. Read the land, the
terrain itself holds clues, allowing you to predict where vital supplies can be found.

2-4 PLAYER GAME: You explore the Map 35 3 singila unit, but leadership rotates amang the plavers. On your ten,
you make the hnal cail on which path to explore and how Resources are managed. While you are encouraged o
discuss wr pians together, the achive player has the uliimate decision, Whan the turm ends, legdership passes o
the player to your left.

TURN 5STRUCTURE

ACTIONS:

« EXPLORE A PATH: Mandstory action
cannot be skipped [see below]

* FREE ACTIOMNS: Any number, amy thma
during your turn (p.13-14)

« END DF TURM: Begins -after you
comieted Explore & Fath and any res
actions (p.15-14)

* PASS TURN (p.158)

« END OF DAY & NIGHT: (p.17] Happens
only after resolving all 3 Challenges of
the currant day

EXPLORE A PATH

Every circular space on the Map Board is a Path. These spaces start the game covered with Path tokens, While
coversd they are Unexplored Paths that hide Resources, threats, and terrains

Each turm you must Explore a Path. Through this actian, you remowvs the Path token to resveat the Brrain underneath
and mark the passage of tme. Once the token |s removed, the space becomes an Explored Path.

Revealed terrain provides the Resources and terrams essential to completing your mission, Howewver, Some terrams
may uncover Threats that hinder your progress.

L L.




RULES FOR EXPLORING
The Explored Paths show the expedition’s current boundaries. There
are no player pawns o rack positions on the Map Board; instead, ghﬂﬁ,{jﬂ,
characters continually expand their reach, one path at a time, in almost N

any direction,

Every path you wanl 10 explore, except
the hrst one, must be adjacent [north,
gast, wesl, or south] 1o an Explored
Fath—but not necessarily adjacent to

Through deduction, wvou may
have a strong Indication as to
wilch terrain is located under an
Unexplored Path, Place a token
matching the suspected terrain on
top of a face-down Path token as a

TR SUS FRNNL SApICR: rerminder of your assumplion.
Use the colored side when you
are certain ol your deduction and
DBSTACLES: You cannot explore from — = the gray side with the 7 i you
an Explored Psth that is a Rock or (s 4 i have doubts. Terrain tokens such
has a Monster token,. These obstacles i i =, ' as Tipis and Forts, which are not
bock your progress unless you can . I e Resources or ltems, have been

access the space wou want to explore e e ¥ included for this purpose.
from another drection or remove the '
Monster. For easy reference, these
pbstacies are circled in red.
Additionally, you may never explore an
Unexplored Path while a Monster token
is on L.

MONSTER THREAT EFFECT: Before
Explaring a Path affected by a Monster
Threal Effect, you rmust frst discard
I Rescurce or Water, Single arrows
around a Morster token sach point to
exactly 1 adjacent Path. Doubla arrows
around a Monster token paint to an
BRtire row oF calumn.

STEPS TO EXPLORE A PATH

) REMOVE THE PATH TOKEN

A, Choose a walid Path according to the
Rules for Exploring.

B. Remove the Path [oken covering
the selected Path and place § on the
Challenge card in the lowest-numbered
slot with a card,

C. That Path s now an Explored Path,

€} ACTIVATE THE TERRAIN OF THE EXPLORED PATH
A. You can only Activate the Terrain of the path that was just explored.

B. You MAY coliect the Resource or Water token, but yvou MUST resalve any extra rules as indicated on the
Terrain Activation table [p. 10}

C. Place the gained Resource and Water 1okenls) in your Backpack.
Uniess Chapter rules say oiNerwise, you cannol take any other action between sieps | and 2 when you Expiore a Path,




FIRST EXPLORATION

Your first Explore action must follow the unigue starting instruction for the Chapter. Refer to your chosen map's

mission briehng “Start” to hind where you may first explore. If the Start states an entire column you may choose any
single Path m the column to explore.

TERRAIN ACTIVATION TABLE

Terrain Token
Type Gained Exira Rules

Food { ‘7 AL least 3 exist on gach Map,

At least 3 exist on each Map

Hock ; 3
This s impassabile terrain. You cannot explore from this terrain,

M At leasi 3 exist on each Map.

Water 6 Af gast 3 exist an each Map.

Woad Exactly 7 exist on each Map

AL least 3 exist on each Map.
Draw a Threat card and lollow its iInstructians,
See Skutl Terraln Found for further rules below,

AL lzast 3 exist on each Map.
Field Wone & Field has no effect when Explored.
Required to Build 3 Shelter [see page 14).

When revealed, the Path token from this Explored Path is discarded
rather than added o a Challenge card. Hills also provide information
as indicated on a Chapter's Reference Board, The player who explored
a Hill gets to take another turn.

At least 3 exist on each Map. When revealed, the player can
immediately trade | Resource /Water token for any other Hesource/
Watar token. A trade must happen on the same turm that the Tipl is

discovered, it cannotl be saved for later

Hill Nong

Tipl None

&
©,

3

6

’ :
@ -
i;i
&
LA

SKULL TERRAIN FOUMND

Fimding a Skull rewards you with the Resource, but also uncovers a Monster |3
&) Place a Siull token in your Backpack.
€) Oraw and resoive a Threat card.

A, If the revealed Threat card I8 & Monster, place the matching Monster token followsng the instructions on
the card.

B. if the Threat card i a3 Misfortune, follow the instructions on the card,

—_ e = . _ = — —




CHASED
You cannot use Destiny
cards while this s in play.,

You get them all back
once you kill a Monster,

DISRESPECTING

THE LAND

buess corTmctly and you
keep ihe Hesource or
Water, Guess wrong and
you disrespect the Land,
50 you get nothing.

FLASH FIRE

Il wou have 3 sheller,
chopse between losing
youfr shalter or 2 Waler
Otherwise, lose | Water
[unless losing that 1 Water
would cause you to lose the
game, then you can discard
any 1 Resource instead).

BACKPACK

The Backpack's maximum capacity s & Resource
[or other) tokens and 10 Water tokens. You can hold
unbimited Resources and Water during your turn

At End of Turn, fil 33 many available Backpack
Spaces as you wish and discard the rest. The
two red Resource spaces, labeled Fatigue, remind you
that having more than & tokens here at the end of a
Challenge can cause Fatigue (see page 14). Resources
can be moved around in the Backpack and discarded
at any kime.

SAMPLE TOKENS

& sample token must take up 1 Resource space in your
Backpaci. Because it i3 notl a8 Resource, you ang not
aliowed to discard it at will. The only way to get rid of
it Is to discard a Water/Redource per the "Remove a
Sample token” free acton, When you gain a Sample
tokan from a Challenge card, you must place it in a
Backpack Fesource space. I your Backpack is full,
wou must immediately discard a Resource to make
room for L

.. %% FROSTBITE

Warm yoursslves
up with a shelber
AML 5 hre before
you can kill a
Monster,

GHOSTLY
WHISPERS

The 3 Paths you
explore must b
connected and |h a
stralght line.

INJURED

While in play,

you only get 2
Challange cargs
every day and will
have to eat more
frequentiy!

INSUBDRDINATE
CREW

No onea 18 lisiening
to youl Provide same
Food and Water and
you can refrash af
MNiaht again

SOAKED

[FLORA DNLY)

It's hardes to bidld a
fire while Soaked s
it play,

WORM PLUPS

They block the path
they're on. You can
be nice and ignore or
mowe e, or you
can kill therm,

"




HOW TO FIND TERRAIN: THE REFERENCE BOARD

The Refersnce Board provides rules for how each of the
terrain types can be lound and is slightly different for each
Chapter, Use these logic rules to deduce the locshon of
ferraing needed to complete your Challenge cards and
Chapter goals

ihe Refargnce Board has 2 seftions of (ogic rules.
= The hrat section shows logic rules that are trug for both
terrain types.

= The section below shows rulss that apply to the first
terrain pictured.

LOGIC RULES
Each Chapter combines these core rules with unigue terrains and rules detailed in the corresponding Chapter rufes.

J i Waler 1 always arthogonally il prowrersed. Al Riocks mre conmeched
a \ +' ’ ndjacent to at least 1 @ e ™ orthogonally. They will also never
Wiood, and Wood is always b on the sUlside row and clums

orthagonally adjacent to at edges of the Map Board
least T ‘Watar

o Food is always digganally
‘ x- -@ mcjaeent o ot eact 1 Tipl, and
& Tipl B always diaganally
adjacent tooat (sast 1 Food,

T A Tipi ie always orthogonally {tnrk will never be in any of these
IFJ ‘}i&' @ or diagonally adjacent 1o al Hiths
lEast 1 Shoull. s & Skl
6 adieays orthogonally or
diagonally adiacent (o at least Hiils have ho logic rules and
1 Tipi L"+‘ migy b found anywhare.
£ st Turn Whien found, you will giet extra
information [Such as b many
| ] Lo There = exactly 1 Wood in Forts are in this column and row
’ ref J oL evRry row and svery column, combined a5 in this sxamplsl
dizcard the Path toker, and gain
another furm

'.' A Skull will have dellefent [@rrain types
el ach af s & sides. f 2 Skull is ¢
@ *“Ii"" @n @ach o sides. Il a Skull ison I"' &
the edge al the map. then |t may have ‘ ri

teregin only on £ or 3 ol its skes, but

d Sheller carn De Dult on

- A Field is the terrain that
o ¥
L lsee Free Action—Build

o S

they miust all still be ditferent. a Shetter pg.14), A Field
Always has ot l=ast |
Mud aiways has ot least 1 Food and at least 1 Wood
' + ¢ M @' Water and 31 least | Rock arthogonally adjacent to it
ortregonally ad@acsnt 1o it.

| A guide on how to use these loglc rules to deduce the locations of terrains is on page 21.




FREE ACTIONS

These free actions are optional and can be done at any time during a turn, which can be before or after you Explore
8 Path and Activate the Terrain, & Ireg action can be repested multiple times during your turn, but each one must
be recolved bafore the next one beging, Each Resource or Water gained can be uted towards 3 free action. Rules
on cards played & Iree actions supersede rules m this book

USE CHARACTER ABILITY

Each character has a unigue ability thal can be used on your furn. If an ability requires you 1o
exhaust your Character card, it may only be used once per day. |t remains exhausted

until It i5-refreshed at Night. You cannot use another player's Characier card of trade Character
cards to other players. Some abilities have specific times when they can be used, such as before
or after Exploring a Path. For a lull déscription of character abilities, see the Appendix on page 27

USE A GEAR CARD

You can use | or more of your refreshed Gear cards on your turn, IT 8 Gear card requires you (o
snaust It then it may onty be used ance par day. It remains axhausted until itws refreshed at
NEght, If & Gear states that it must be dizcarded after use, then it can only be used onoe per game.
Some cards spacify a certain time they can be used, such as belore or after Explonng a Hathe You
cannot use another player's Gear card or trade Gear cards to other players.

For a full description of Gear, see the Appendix on page 27.

REMOVE A THREAT

Threats are Monsters and Misfortunes; represented on Threat cards. Monsters are kiiled using
rules specihc to each Chapter (refer to the Chapter rules for details). Misfortunes are remaoved by
following the instructions on the card.

USE A DESTINY CARD

Discard a Destiny card from the t2am's shared pool to perform ite described action. Any player
may use these cards, regardless of who earmed therm. The two face-up cards next to the Supply
Board are not available until earned by exploration, Gear cards, or completing Challenge cards

EXPLORATION REWARD

COLUMN COMPLETE: When the last |

Unexplored Path token in 3 column is I
removed, whether through exploration
or a Threat or Challenge card, you earm
a Destiny card

You may take one of the two face-up
cards o the top card of the Destiny
deck. Keep earned Destiny cards face-
up nearty tor all players (o see. Flip dup
a new card from the deck so there are
always 2 face-up cards to choose from.

DEG

HLO

o & l_i. ’
Qree
ST
& =
ROW COMPLETE: When the last =
Unexplored Path token In a row |s

removed, whether through exploration
gr @ Threat or Challenge card, you eam
the row completicn bonws indicated on
the Helersnce Board for the Chapber
you're playing.

13
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FREE ACTIONS (CONTINUED)

BUILD A SHELTER

On your turn, you can build one shelter on an available,
explored Field terrain, York's characier ability allows
you to bulld a shelter elsewhera.

To build a sheiter, discard two different Resources of

gither Woad, Mud, or Skull, You cannot wuse two of the .
same Resource (e.q., 1 Wood and 1 Skull, but not 2 Wood

or 2 Skuil). Place the Shelter token on an availabie Field
terrain on the Map Board.

While & shelter = on the Map Board, you do not sulfer the Fatigued
penalty when you have more than 4 items in your Backpack.

Dnly one shelter can be on the Map Board at a time., To relocate g
shelter lonly relévant in expansions), you must pay the building
cost again and move it to a new available, explored Field terrain.

BUILD A FIRE

To build a fwe, discard either 2 Wood or 2 Rock and place a Fire
tokan on the Supply Board. You can have only 3 fires at any one
time, Fires can help with some Challenge cards, Chapter-specihc
objectives, and can be used to Backirack [see below).

BACKTRACK

Alter you Explore a Path, you can choose to discard 2 Fire okens
from the Supply Board to Backtrack from the terrain you just
explored. Do not activate that terrain, do not gan any Resource
or Water iokens, and do rot trigger any of its special rules. Cover
that Path again with its Path token. You MAY refresh any Gear or
Character cards you used and reverse their effecis. You MUST
then explore & different Path.

Don't waste rorches! If you explore 3 Path and decide o Backirack because you didn't like what pou s2W or wani
to save a terraln for later in the game, place a Resource token there as a reminder of what you found.

DISCARD A RESOURCE TOKEN — e

e "I fraalgaid

You may discard any number of Resaurce
iokens from your Beckpack at any time,
even while resolving a Challenge card. This )
would primariy be done to avoid Fatigue. -

REMOVE A SAMPLE TOKEM
hscard & Resource of Water tokah
ko remove a Sample token from your
Backpack.

W—"'—"—_—_ NN,




END OF TURN
CHECK RESOURCE LIMITS

Dizcard down to & Resources and 10 Water.

RESOLVE CHALLENGE CARD

Chack the lowest-numbered slot with a Challenge card to see if the card has
reachad its time Lirmit.
i1 the limlt |s reached; Resolve the Challenge card to determing if you pass or fall,
Dtherwise: Your turn ends and play proceeds with the player o your ieft

TIME LIMITS

Time Limit (s the value shown in the top Haht corner of the Challenge
card. [Jurin.g exploration, Path tokens are placed anto the card to rack tha
passage of tme. Tire Limit 15 resched as sooh as the number of tokens
matches thils valuse,

You cannot resolve 3 Challenge card before it reaches its Time Limit, even
i you already meet the requirements [0 paae,

HOW YOU PASS A CHALLENGE

o pass a Challenges, you must discard the reguired Hesolsroes or Waner
tokens while having (but not discarding) the required tems (such as fre
or shelter]. When you pass, lollow the instructions on the Pass side of
the card

Some cards offer additional rewards for meang the crilers specifed on
the card. On the "School of Fish™ card to the right, if you pase and have 1
e, gain 1 Food. I you have 2 hre, galn 2 Food instead,

Choosing ta Fall: You may chocse NOT to pass the challenge even if you
meet all requirements (usually 10 save Resources for later), If you choose
not to pass, the Challenge iz considered a Fail

WHEN YOU FAIL A CHALLENGE pod

¥ou fail the Challenge i you do not have the required items, or if you cannat [or choose not to) discard the required
Resources or Water tokens. When you fail, follow the instructions on the Fall side of the Challenge card,

You must always ey to pay the hull penalty for feling. I you Sce told o lose & specibc amount of Hesource tokens
[or Destiny cards, etc.) but do not have enough, discard as many as you have back to the Resarve, If you have none,
thera 15 no addihional penatty, with the following excagptions

WATER LOSS: I yOou are aver required (o discard Water okens and cannot, all players die of thirst and the game
ends immediately ih defeat

FOOD LOSS; Food is only consumed at End of the Day. Unilke Water, not having Food to giscard, when instructed 1o
on a Chaliange card, I3 not an end game trigger. It's only when you have no Food remaining at End of the Day that

all players die ol hunger and the game ends in defeat.

=

Have at least Have a Shelter Discard any 1 Resource or Musi place 1 Must discard 1

1 Fire [donot  built [donot  Water. If you can't discard Sample token inta  Destiny card from
discard]. discard). a Resource then you must the Backpack. the shared poal.
discard a Water,




CONSEQUENCE

Regardiess of whether you pass or fail, discard the resolwved
Challenge card and all Path tokens on . This reveals 4
Consequence on the Supply Board space undemmeath, which
miust be resolved immediately. Each Consequence checks
it you are Fatigued and resolves any active effects (extra
Consequence eiects are introduced in later Chapters),

FATIGUED

After resoiving a Challenge card and belore you resolve
Lonsequence, you must check to sea if you are Fatigued.
You are Fatigued T you have 5 or & tokens [Resources, or
pther itemns, Like Sample tokens or Gresk Fire), When vou
gre Fatigued, you must choose one

+ Discard down to & tokens to no longer be Fatigued,

* Lose 1 Water 3= 3 penalty for hawing oo much,

If you have bullt a shelter, you are immune to Fatigue
peEnaltes. You do not lose Wabter and you oo not need to
discard dinen 10 i [eerg

Nate: Conseguences are only triggerad by Challenge cards,
They are not triggered by the End of Day challange or the
Injured Threat card

PASS TURN

f all 3 Challenge cards have been resolved, proceed to the
End of Day. Otherwise, your turn ends and piay proceeds
ta the laft

Note: Play order cannot be changoed during the game as if
% irmpoetant Lo plan wiio acts whan,

A third Path token is placed on this
t _ Challenge card,

- o -._;..,I:____H_“ The players have the required Resources

L —-_ .ﬁ - and discard 1 Mud, 1 Rock, and 2 Water
we r M‘ ’-’ Iokens.

- The players now resolve this Challenge

Mgt o 5 card, The Pass columnn shows that they

gain 1 Wood.
They have 5 Resources and are in the
Fatigue area of their Backpack. They
decide 1o discard a Food to avoid the
Consequence penalty.,

E} They discard the Challenge card and check
for Conseguences, which indicates they
are not Fatigued and suffer no penalty,

if they didn't have the right Resources or chose

; y J B not to discard them, then they would fail the

i ' \ i challenge and be forced To discard 3 Water, 2

= ....'."-'.ir . T e Woad, and o shelter shown In the Fall column.

®
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7 __3ee END OF DAY
: = Cnce all 3 Challenge cards for the day have been resclved, you must face

the End of Day Challenge.

» Pass: Feed your troops by discarding | Food token from your Supply Board
back ta the Reserve,

+ Fall: # you do not have a Food token to discard, the players starve and the
game ends immedataly in defaal

Hemember. This s not 3 standard Challenge Gard. You do not check for

-1 Fatigue after this challenge |s completed

When you pass the End of Day challenge, procead 1o the Night phase

Lw NIGHT

{:E] If there are no Monsters currently in play, draw a Threat card and
| resolve it [see Skull Terrain Found, page 10])

“irad €

|n|......; & ey el Uet It the drawn card Is a Monster, place it accordhng fo the cards

_l{hr--_*""-'}“"""‘" | instructions. For example, in the Fauna Chapter, a Monster might

: e | instruct you to place it on the northernmost Explored Path (using Path
Priority Order, see below!].

@ Deal out 3 new Challenge cards Tor the next day, from left 1o right.
Reminder<lf the Injured Threat card is in play, it occuples the first
Challenge card slof, Deal only £ pew Challenge cardy, roducing pour
tirie far (e pext day.

iy e i ] WA, T Ui

@ Refresh all Characier and Gear cards {untess a Misfortune doesn't allow
it]. A new day begins! Play passes to the left of the player who took the
hrsal turn of the previous day

PATH PRIORITY DRDER (shown on the back of the Rulsbook] s the hierarchy used 1o place a Monstar whan

multiple Explored Paths are possible lpcations for the Monster to be placed, Starting from the 1op, move down the

Path Prionty Order until you fnd the hrst icon matching one of those pathe_ |If two ar more of those paths leature

the same Resource, choose the westernmest or northernmaost path among them. For example: There are two paths

equally far ndrthi one with Wood and one with Yine. Since Wood 15 higher on the Path Priority Order, the Monster
is placed on the Wood path.

MNate: & Mansier can ba placed an a path contaiiing & Shalter if that path s chosen by the Path Priocity Ordor

Zﬂd !IG CI"l\""It:-r

= Each Chapter has specific objectives you must complete to win the game.

+ [ you are ever required to discard Water tokens [due to Monsters, Challenge cards, or Fatigue) and you do not
fiawe enaugh in your Backpack to meet the reguirement, all players die of thirst and lose the game. You mady hawe
NO Water in your Backpack and still survive, but you [ose the game the moment you are forced (o discard Water

you do ot have
= | you Fail the End ol Day challenge because you did nat have a Food token m
to drscand, all players starve and lose the game,

» If you cannot rebll the Challenge Row with 3 new Challenge cards [or 2, 28+ MrmaT Explorer

when the Injured Threat card is in play), you lose the game 2a-27 Fearless Trailblazer

SCORING THE GAME FOR THE LEVEL OF SUCCESS L

Add up the Time Limit number of every unresolved Challenge card still on the 18-13 Skillad Tracker
Supply Board and every card remaining in the Chalienge deck. This is your &£-5 Hevicn Guide
hnal score! ? i :

1-3 Greenhorn Scout
CLEAN-UP TIP

When packing up, remave the map, flip it over and slide it into the back of the folder it came from. That way, the next
EITeE WO QBT to this mag, I L Be on the other side with a completely new set of terrain features!




As part of the Corps of Discovery the President sent out
to clear the land of Monsters, you must find and kill 3
Minotaurs. To do so, you'll need to locate 3 of the settler's

forts so you can learn how to slay these dangerous beasts!

& ﬁﬂfﬁtu"‘;pu{m Covpovients

-

| folder with 10 Maps & Mornster Threat cards
Mmoot faura)

£ Destiny cards
Z Fauna Reference Boards [Fighing Rod snd Dull Knifel




Cﬁnptu' Cionl W N —
Kill 3 Minotaurs. To accomplish this you will need to learn how to kill the bl ' b

Minotaurs by hnding 3 Forts. Each Fort will provide you the method to kil
I Minataur.

Extrn Setup

Shuifle the Kill Minotaur cards into a face-down deck near the board, L=ave
space for a discard pile.

The First Explovation P s
Players start exploring on any Path in Column 7 of the Map. <—— w

Cﬁﬂf?{ﬂ *gpwﬁt (ogic Rules
. . VINE: Every column containing at least |
H I @ Rock maust also contain at (east 1 Vine, and
N

Wich Varsa,

¥Whien you activate thes terram,
add 1 Vine to vour Backpack.

FORTS: Use the Mission Briebng mini-map w help

dictated by the pattéern ol adjacent terrain iypes
shown on the mini map, This pattern can be found on
the Map rotated inany 50° increment, bt not fipped
ar mirrcred.

S it en
* guide you to the 3 Forts. The location of a Fort is s 3 s Tl

When you activate o Fort terrain,
reveal a new Kill Minotaur card. Keep
Kill Minotaur cards lace-up nearby for

all ptayers o see.

HILLS: The number on the Hill indicates the
e >'~ - ‘ total count of Forts within its row and column

83 Ancther Tars combined. For example, a 2 on a Hill means
there are 2 total Forts in the Hill's row and
column

Ini the example ¢n the right, there's a Hill
with 0 in the same row as the Hll with a 2
That means there are no Forts in the row
and column of the Hel with the L, therefone
bath of the ather Hill's * Forte must be in its
column and none in ks reny

9




EXPLORATION REWARD: ROW COMPLETE

When you explore the final Unexplored Path in a row, you MAY discard any 1 revealed Threat card in play, If you
do, draw a new Threat card, Place the discarded ¢ard at the bottom of the Threat deck, If the discarded card is &
Minotaur, remaove its token from the map as well. & Minotaur discarded this way is not considered killed and does
not count teward your Chapter goal.

Tﬁl'mf‘i

MINOTAUR

Belore you Explore a Path in a Minotaur's row oF columsn, you
miust frst discard any | Resource or Water,

REMOVE A THREAT—KILL A MINOTAUR
1. Tokill a revealed Minotaur, you must have the required items [such as fire] and discard the Respurces listed on
ary revealed Kill Minotaur card
2. It multiple Minotaurs and/or Kill Minotaur cards are revealed, you may kill any revealed Minotaur with any
revealed Kill Minataur card.
1. Once a Minataur s killad, place its card face down below the Raterance Board. It no longer causes any negative
effects. Discard the Kill Minotaur card as it can only be used to kill a s;mgle Minotaur. Place the Minotaur. tokien

in the Mssion Briehng area as a trophy of your kill and to keep track of your progress towards completing the
Chapter Goal,

EW{ ﬂr[J Ciﬂ.l"’ltr

Yhin you Kill 3 Minotaurs, the game ends immediately and no further actions or cands will resolve. The players
are victorious! Tally the Chapter score 1o see how well you did,

Al regular loss conditions apply: you still die of thirst or starvation, or from running out of Challenge cards

Important Reminder: While surviving in the wilds of the New World by passing Challenge cards Is impartant, you
win the Fauna Chapter only If you kil 3 Minotaurs: Never forget the mission the President tasked you with!




-ﬁlﬂ Vel fo Deduce in ('

The Reference Board is your guids
for understandirg the layout of the
wilderness. While it 15 important o
sparch for the specihc Resources
needed for your mission, Corps of
Discovery rewards those who study the
Map as a whole. By mapping as many
terraing as soon a5 possible, you gain
d better overview of the landscape,
preventing you from being cornered
by dead ends or dapgerous terraln
later in the game. Mapping & Hesource
that seems useless now may become
a critical requirement for a future
challamge.

Now that you undarstand the strategy,
the fofllowing examples illustrate
exactly how to do it

) Because Mud MUST be adjacent
o both Rock. and Water, Ed and Fb
miList be Eock. The Bock can't be at
GT because Rock isn't allowed on
the edge, Water must be in G7,

€) Two rules intersect to create a
clear deduction.
« Water must be adjacent to Wood.
= There can only be e Wood per

row and colurmin

Since the Water at A requlres an
adjacent Wood, the Wood must be
Iocated ateither AS or AT, Howewer,
You Can seg 3 Wood already exisis
in Column 7. Theretore AT is ruled
out, meaning AS must be Waood,
Applying this same process across
the Map allows you 0 determins
that D& and El1 are also Wood.
Because of the deduction of
knowing Water is in G7 from paint
1, G& must also be Wood since
there is only 1 space next to the
Water in G7,
Mow that we know where 5 Wood
are |located, B2 & the only path
in row B that is unexplored that
doesn’t already have Wood in its
column, 5o Wood must also be in
B2, The Tth Wood must be.in F3 a5
it's the only row and column that
doesn't have Wood yet

ps r{’ 'Dismw:H

Using the Reference board, you
can locate where 1 Food and 1 Tipi
must be. Can you see where they
must be? Then can you determing
whara all 3 Forte must ba?

Answers at bottom of page,

b |




You've managed to find the settlers and survive the
rampaging Minotaurs. In this dangerous new world,
however, deadly threats lurk around every corner. Now,
the Corps of Discovery must defend those settlers
[from an invasive plant species—one that takes over the
minds and bodies of anything it touches, turning them
into mindless creatures that want to bring all animals
under the sway of the Giant Plant!

Cﬁﬂqﬂfﬂ ritﬂ’lf

KRE it with hre! You must ravel the trail to the Giant Plant that is controdling all of the Flora and bring the highly
wedatile Greek Fire o its location in order o burn i to cinders




5 Crew tokens
4 T &4 Minotaur tokens

s @0

b Petrified Fossil B Flora | Greek Fire
tnkens takens token

2 Destiny cards

2 Threat cards 7 Search cards 3 Challenge cards Tarch and Plamt Sighting)
{4 Minclaes and | Mistortune)

Extra Selup

Complete the core gama sotup, adding the
lellewsing:

i) Place the Flora tokens over the matching
Flars leohe on tha Flors  Relerence
Board

€) Place the Search card with the Glant
Plant late wp,

€) Shuifle and deal 3 lace-up Search cards

in-a row below the Map Board to the lefi

of the Giant Plant card., The 3 Search
cards and the Gant Plant card Ierm the

Expedition Trail. Remove the remaining

Search cards from the game, !

Place the Crew token labeled "S' (Search) on the left side of the Expedition Trail, before the first terrain. This

token marks your progress on the expedifion to kill the Giant Plant. The 'S’ Crew ioken is always used to frack

progress, If you are ever forced to give up this token, you lose the game. You will be meving the 'S’ Grew token
to the right along the Expedition Trail,

Place the rest of the Crew tokens nearby.

Place the Greek Fire token on top of the path indicated in the Mission Briefng.

Place 1 Fire token on your Supply Board. as indicated in the Mission Briehng
Create the Threat deck with 4 Minotaurs, the Soaked Misfortune card, and
£ random core Mistortune cards

&) Remove the Path token indicated as the Start Path in the Mission Briefing.

o

(oo B -afo-Fcn




The First atpfm afLon

Players start at the Hill location as indicated in the Mission Briehng. This starting Path token is not placed above a
Ghallenge card,

C ﬂﬂf?{ﬂ' 'QF(’L{GL [ape Pules

PETRIFIED FOSS5IL: Found on Paths 1 Path away from the map's edge. When you
% m activate this terrain, add 1 Petrihed Fossil to your Backpack, This can be used
with 1 Wood or 1 Hock to make fire.

— SACAGAWEA: Found orthogonally o diagonally adfacent to 3 Wood. When you

'*’ 3 ’ activate this terrain, remove all Minotawrs from play. Any Minoiaurs that enter

Ll Wl eeseg g LAY Bfterward sre immediately killed and removed from play. There s only 1
it MinEars Sacagiwes on a Flora map

and column combined. For exampte, a 2 o0 a Hill means there are a total of 2 Flora

:\_ 4 I HILLS: The Hill number indicates the total count of Flora creatures within s row
= Iw
g Anatter Tuer creatures in the row AND column occupied by the Hill,

The Expedition Tral and Flora

fhe Expeditson Trall is a segquence of nine terrain and Flora types
leading to the Gant Plant,

To advance along the trail, you need 1o find the terrain matching
the next icon in the seguence [ie., the one to the right of your "S'
Crew token). Only newdy revealed terrains count toward progress;
previously discoversd matching terrams do not Once you reveal
the correct match, move the 'S’ Crew token onto that icon |
The Flora are hostile creaturss that block accesy o the terrgn undernaath mem, a5 well a5 thrasgtenmg your
progress slong the Expedition Trail. The terrain that tha Flora is blocking still follows the logic rules for that terrain.
When you reveal a Flora terrain, you can either

Y} Kill the creature by discarding a Fire token (or the Torch Destiny card), or

() Remove a Crew token from the game.

You must kill the Flora to gain benefits (from your Character or Gear) or avoid any penalties [fram Misfortunes] lor
correctly guessing the terrasn uncerneath it. Flora is not a type of terrain, it blocks you from activating the ferrain
it i= on. As such you cannot use the terraln it 15 blocking to activate any Gear or Character abilities. Flora does not
block Exploration rewards. Even if a Flora token is present, a row or column is still considered explored once all
paths are revealad,

HOW TO KILL FLORA WHEN IT'S FIRST REVEALED
o . Cob e .

Diseard a Fire token (or the Torch Destiny card] and
remove the maiching Flora token from the Reference
Hoard. That Flora is now considered dead.

it Flera is the next icon on the Expadition
Trail, you have complated that Search card]

s et Tl e ——




Flip the completed Search card over and place the if that terrain matches the next icon on the

'S’ Crew token to the right of that card. Activate Expedition Trail (i.e., the first icon on the next

the terrain it was blocking (gain any Resource or Search card), advance the 'S’ Crew token onto
Water, draw & Threat card, trade at a Tipi), that icon as well.

Note: Yolr may not take any otfier actions between exploring and activaling the Flora errain, excepl Backirack.

WHEN FLORA IS NOT KILLED

It you DO NOT discard a Fire token - bacause you couldn t or choge not to

L1

Flace the Flora token matching the terrain you just
gxplored ONTD that path. The red circle on thie foken
means this path s now blocked. You do NOT galn
Resources or Water from that terrain, and you do NOT
activate the terrain (do NOT draw a Threat card if it's
a Skull or trade il it's @ Tipi) until the Flora is killed.
You do not progress on the Expedition Trail. You cannaot
explore FROM this path 1o an adjacent path.

Remove 1 of your available Crew okens
from the game. That Crew token has bean
eaten by the hostile Florad Il the cnly Crow

token you have left to remove is your 'S’

Crew token, then you lose the game,

KILLING FLORA LATER

AL &ny point later [0 the game, you may discard a Fire token {or the Torch Destiny card] to kil any Flora token on
the Map Board. Onece killed, discard that Flora token and immediately activate the terrain it was blocking. If Flora
Is next on the Expedition Trail, mowe onto it and then mova again If the next icon matches the terrain that was just
activated after Killing the Flora,




GREEK FIRE

You must acquire Greek Fre belore you can
destroy the Glant Plant. To acguire it explore the
path containirg the Greek Fire token at any paint
during the game, then add it to your Backpsck.
Greek Fire is not 3 Terrsin and woid will still gat 10 activale
the Terrain below the Path token that has the Greek Fire
With the token i your Backpack, you may advance your 'S’
Crew token to the Greek Fire spot on the Expedition Trail
ofce you have Ripped the hrst 3 Search cardes face down
Drce you acquire the Greek Fire token, It will remiain in your
Backpack until the end of the game, It can be advantageous
Lo widll until the right time to explora thiat Path,

Ftﬂﬁ[ the Giant Plant

Dnce the 'S' Crew token has advanced past the 3rd Search
card and you have the Greek Fire token, the battle with the

The players have acqguired the Greek Fire and
have progressed the "S' Crew token all the way
ta the end. It's time to hght the Glant Horal

Giant Flant begins. The players decide 1o use their remaining 3
Leave the 'S’ Crew token on the Greek Fire icon on the hnal Crew tokens to cover Food, Skull, and Water.
Search ¢ard. Piace your remaining available Crew tokers They now need to have a Shelter, and discard

over the Resource and dem icons on the Seanch cards. You 1 Wood and 1 Rock to win the game.
may move these tokens around frealy at any time
To deteat the Giant Plant, you need the Resources and items not covered by a Grew token. Continue playimg until you
have all the required Resources and items. I you lose a Crew token, you also need to acquire the newly uncovered
Resource or item o win

EXPLORATION REWARD: ROW COMPLETE

When you Explore the inal Unexplored Path in a row, even if a Flora token is present (not killed), you can move your
'S Crew token 1 space to the right on (he Expedition Trail, as long as it does ot move onto a Flora icon lrighll'ﬁl:l'ﬂl
fcon of Search card)

Tﬁr enls

R qa MONSTER: MINOTAUR

MISFORTUNE: SOAKED

The Soaked Misfortune
card makes you use
MaTe resources 1o
bulld a fire,

The Menataurs make you discard a Fesource or Water
to explore in their row and column on the Map Board
Before vou Explore a Path in a Minotaur's row or
colummn, you must irst dizcard any | Resource or Water

HOW TO REMOVE

There are no Forts ih Flora, so the anly way 10 remoyve
a Minotaur iz by hnding Sacagawea

gnd of Game
¥oui WIN IMMEDIATELY when you have:

+ Ubtained the Greek Fire,

« Advanced the 'S’ Crew token to the Glant Plant, and

¢+ Gathered all Resources and items not coversd by Crew tokens on the backs of the
aearch cards,

Ho further actions or cards are resalved, You are victorious!

Al reguiar loss conditions apply: you still die of thirst or starvation, or from

rurming out of Challenge cards, In Flora you can also lose the game if all your

Crew tokens [including ‘S, which is on the Expedition Trail) are removed from the game

e
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BOX OF GO0DOS

This Goar makos the garo
& bit hoooer, B has a2 iy
Bt ol & bonws i you use L
bt o yow caEn Tld Gl o
insi=ad of wsing It yeu 1l
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CANTEEN

Thia Gedr makes (e Game
o DML MORET S0l Yind ST
vl ¥ ess Watler This
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CAPTAIN'S LOGBOOK
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o Challenge card weth
arcther face-up Challenge
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Swapping with the detk
ilcwn you to Know which
Lhpliorge you will face
LA M.

COMPASS

thecarding the Palh oken
[k yom gieas correctly)
GVERS YOed MOreE Time 0
complete Chalienge cards
ot hnd what you noad

CLARK
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e
—

by
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FLINT

Chuap tral You only have
o peiry | Wood or | Rock 1o
busd 3 hre

JAR

Blwie thn ¢ Rosen Hedsiatce
o thes cared anly ol ey

s it You may relum i o
thie Sispply Roard oy biene

during ywour e belons e
End of Day

MORTAR AND PESTLE

Thur T Fesomrews S Wator
chivsen o nod need 19 be
ihe same Arsources ! Wetor

CATEHEL

Yri) can take eriher of the
face-up Destiny cards
Beaide Mhé Supely Board o
ke Bhve T car el bropn the
Destiny dock

LEWIS

This sbilisy had no effect on
{erraint that do sod produce
Hesources [such a2 Tigl or
Hill]

insecta Expansion: if 1he
Ranidae 15 distracted

you can eap | of the 2
collected Resources sl
abuttie e othar b e
Boat i s ol reeeded.

MME. BONIFACE

This ahility riggers anly
mihcE [ cand aciivation
M & Diear or Destihy card
privides mulEpse Wiossd
Fock, o Skodl takeny, you
MECERE YWater far The hirgl
Resoare nly

SEXTANT
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As the corpsmen sweep aside the thick undergrowth to cleara
path through the forest, buzzing fills the air and the sky darkens.

A writhing clowd of giguntic insects swarms areund the explorers
and needle-sharp proboscises pierce clothing and flesh alike,
sucking the very lifeblood from the helpless Crew, Can they get
by the imposing five tongued Ranidae, the frog-like monstrosity
that blocks them from returning to their ship, in order to concoct
a chemical solution to their insect problem? Or will they become
empty husks, drained dry and left as foed for the larvae that will
soon hatch from the eqg sacs implanted under their skin?

Cﬁﬂplﬂ' Cienl

Fall & Insects! To succead, your ship needs Hesources to create Insecticida, bul the Ransdae siands 0 your way.
once Insecticide is oregted, lure 4 Incects to Explored Faths to KU them




3 Destiny cards
[Grate, Inefeciive

5 Challenge cards 2 Character cards 2 Gear cards T Threat cards .::H::f-‘
[Sacegawsa and |Senall Seck of Bagds (& Innects amd 1 Misfertiune] :"ul'll'ihm:'lﬂ
Charbenneaul and Spear] ;

b Mushranm b Flawer & Insect 3 Meat .

okens*™® lokens™" tokens tokens | Ranidae token 1 Boat Board

* This s not & game mag, i's wed just as an ilustraton, Noene of the actual game maps are shown throughout the rules
*# Included in @ core g COmponenis

Fxtra gc[h.la

Complels the core game selup with the addition
of the following steps;

€ Place the Boat Board near the Map Board
and Heterence Board

€) Place the Ranidae oken, Ranidse side face
up, seated infp the Boat Board.

&) Start the game with 3 Meat 1okens beside
your Supply Board.
Note: Meat s nol a Resouroe.

£} Place the Insect tokens nearty.

The First Explevation
Players start exploring on any Path in Column L] f - A '.' 1‘ . o
7 of the Map. ﬁ

r

i
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(fapter-Speafic (ogic Tules

FLOWER: Every row containing at least 1 Flower must also contain at least |

T— . Mud, and vice versa.
& When you activate this terrain,

add 1 Flower io your Backpack.

,f!—‘ _I_ i. f ’ MUSHRODM FIELD; & Mushroom Field ks 3 terrain that 3 Shelter can be
- ~ built on. & Mushroom Field always has at least 1 Food and st l2ast 1 Wood

u Lo place Shelser erthogonally adjacent o it

l*' When you actrvate this terrain, add
w | Mushroom to your Backpack

row and column combined,

2 I=}.ﬂr|'.'-|1|-:l Tum

C'"C"'l“r";’} thie [nsecticide
FREE ACTION: DISTRACT THE RANIDAE

The Ranidae prevents Shuttling Resources [see below), needed to create
Insecticide, to the boat. To Distract the Ranidae, discard 1 Meat [or 1 Water if
you have no Meat) and guess the next Terrain type before you Explore a Path,
« | your guess ls correct, turn the Ranidae token to its Calm Waters side; the
Ranicdae s now Distracted until End of Day.
While Cistracted, ary player may Shuttle Resources during theer turn,
+ [f your guess is Incorrect, 1he Ranidae continues blocking access 1o the boat.
During NIGHT: flip the Ranidas token back (o the Hanidae side.

FREE ACTION: SHUTTLE RESOURCES TD THE BDAT

To create Insecticide, you need o Shuttle Resources to the boat When you

gain & Resource or Water from Exploring a Path, you may place it on:the

matching space on the Boat Board instead of in your Backpack.

= ¥ou can Shuttle Resowrces anly while the Ranidae is Distracted.

= Lecé @ Hesource or Water 50 your Backpack, it can nd longer beé shutthed,

+ You cannot Shuttle Recources or Water gained from a Tipe ar from Destiny,
Chaltenge, Gear, ar Character cards,

* | you gain 2 Resources or Water from a single Explore (via a card ability),
vou can only Shuttle the one found from Exploring, not the one gained from
thie card.

Once |1 of each Hesource and 1 Water are on the boal, returm them o tha

Reserve and flip the Boat Board 1o the Insecticide side. You have creaied

insacticidal

EXPLORATION REWARD: ROW COMPLETE

When the Last Unexplored Path token in a row is remaved, whether throwugh exploration or a Threat or Challenge
card, you can move | Insect token to ANY adjacent Path (both Explored or Unexplored). It would be advantageous

DO Wl until the right time to expiors the hnal FPath in 2 row,

k" @ + HILLS: The number on the Hill mdicates the total count af Skulls within its

#_‘——I—F——__'-‘_'“_.—h-.“ S




Threats

INSECTS
INSECT PLACEMENT

* [ngect tokens are always placed on an Unexplored Path according
to the card’s instructions.

* |t revealed during the Day, place an Insect token on the Unexsplored
Fath orthoganally closest to the Skull just Explored lexcluding
anes on the edge).

* [f multiple Paths are equally close, you choose between them.,

INSECT CARD EFFECT
Befare you Explore a Path adjacent or diagonal to an Insect, you must frst discard 1 Resource or Water, You cannot
Explore a Path with an Insect, and you cannot Explore from a Path with an Insect

KILL INSECTS

When you create Inseciicide, all Insects on Explored Paths are killed. Insects can be moved onio Explored Paths by
cornpieting a row and getting the Exploration Reward, from some Destiny cards. or if Irena [included in the Vameter
expansion) 15 n the game. Place all killed Insect tokens in the Mission Briehng area uniil you coliect &

MISFORTUNE: FEED THE BEAST

Before you can atternpl to Distract the Ranidae, you must first discard 1 Resource or Water to
Feed the Beast. If you do. you can proceed ta guess the Tarrain type and pay the standard cost to
Distract the Ranidae belore you Explare,

To remaove this Threat, you must discard 1 Resource or Water stored on the boat

end of Ciame

You win immediately when you kill the 4th Insact.

All r:gular less condiligns Epply' you =il dee of thirst or starvation, or from running out of Chailengz cargs, In
Insecta you <an also Lose the game 1t it becomes impossible o create Insecticide. This ooours it @ required Resource
is removed from the game or becomes permanently unreachable, As a reminder, some terrain types are only
guaranieed o appear 3 Times on the map. Since you can t shuttle Resources already in your Backpack, try o keep
thie terrains available for the Resources you need on the Boat Board.

prcﬂ-:ﬁﬁ

SPEAR SMALL SACK OF BEADS

On your tuim, you miy resminve Take: this Gear &t the star! of the game for en mcressed challemngs
ifvis ear from the pame o kil
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5 Mansier Claws, and
? Reference Boards Air Rifle Shatl

| Vameter § Chailenge I Character card § Threat cards 2 Gear cards
card cards [Irera) & Cyclops and 1 Misfortune) [Pipe Hawsks. and
Dosarstng Rod)

* This is not & game ﬂ
map, It's used et ‘;
a5 an (lustration

" Inciluded
the core game 3 Crew tokens®® & Mushroom & Fezron S Heart & Cyclops 1 Vameter & Vameter

Eomponp 2&a tokens®*  tokens  tokens  ftokens token  Move tokens

£xtra E;c{up

Complete the core game-setup with the addition of the following steps

i Place the Vameter card near the Supply Board with the Vameter token on top of it.
€} Place 5 Heart tokens covering heart spaces on the Vameter card,

£} Shufile the 4 Vameter Move tokens face down.

0¥ Place Farron tokens in the Resarve with other tokans,
E‘ Place the £, 3. and & Lrew [okens from ohe FHora BN OENSIon N your E'JHCI'.'.'
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The First Exrzfmimﬂ
for

Players start exploring on any Path in Column 7 of the Map.

Cﬁqp{ﬂ pr'{ic, Lcrﬂlc Tules
Gain-a Fezron token when activating a Fezron Camp terrain.
Fezron is NOT a Resource and does not go in your Backpack,

-y FETRON CAMPS: A Fazren Camp [~ g FEZROMN CAMPS: Ferron
G x ‘ 5 always diagonally adjacent & @ Ca Camps and Skulls ara

to at least 1 Mud, and a Mud 1= never orthogonally oF
always diagonally adjacent to at diagonally adjacent 1o
least | Fezron Camp. e3Cch other

buslt on. & Mushroom Field always has at least 1 Food and at least 1 Wood

U Can place Shetier orthogonally adjacent to it

i l’i Whizn you activate this terrain, add

""' + ‘ FL ’ MUSHROOM FIELD: A Mushroom Field is a terrain that a3 Shelter can be
‘ k.

I Mushroom to your Backpack

XF é + HILLS: Normal Hill rules apply. The number on the Hill mdicates the total

count of Ferron Camps within its row and oolumn combined,
&9 Anather Turn

When you fail some challenges you will be required to discard one of your Créw tokens from the ™
HaimE, You choose which Crew token: it can be from YOUr SUBRLY, the Map, or the Supply Boarg,

\ameter
FINDING THE FIRST FEZRON CAMP

When the hirst Fezron Samp |s Tound, spawn the Vameter! Place the Yameler tokan with the arrow poihting East on
the Peak, If the Peak s explored, place it on the nearest Uinexpiored Path
The Vameter is not a Menster, but you cannot explore the Path 1t occupies (signifed by the red circle),

FREE ACTION: PLACING CREW TOKENS

After Exploring a Path but bafore Activating the Terrain or moving the Vameter, you can choose to place ane af the
Crew from your Crew Tokens Supply onto that Explored Path. These Crew Tokens are placed to try to shoot Monsters
and the Vameter. You can place a Crew token on & Rock Terrain, but not on a Fath with a Cyciops or the Vamaeter, This
Free Action happens before moving the Vameter. & Crew token and a Shelter can occupy the same Explored Path

MOVING THE VAMETER
Alter Exploring a Path and finding Water, the Vameter (if in play) moves immediately:
& Flip a random Vameter Move token face up and place it on the Vameter card.
& Move the Vameter by the number of Unexplored Paths shown
« The Vameter moves in the direction of its arrow
¢ |t umps over Explored Paths without counting them; only Unexplored Paths
count toward the moverment total.
* i no Unexpiored Paths remain in the current dinection, rotate the Vameter
#0" clockwise (e.g., from East to South] until movement can continue
= |f there are no Unexplored Paths in any direction from the Vameter, then it
i& pinned and will not move again, but you can-stitl shoot at i1,




£ When the Vameter ends movernant, all Crew tokens in the
8 spaces adjacent o the Vameter are killed and removed
from the game. This happens regardless of how the
Vameter reached its hnal position
« Each Crew token within range and in 3 straight line
[orthogonal) from the Vameter or 8 Cyclops must now
fure
« Each Crew token targets one Vameter or Cyclops within
their range. if thera are multiple valid targets, you choosa
which one = hit.
= Range iz the number on the Crew token. A Crew can
shoot a distance up o that number of Paths [Explored
i Unexplorad combined)
Crew tokens will always targel the first thing it ean target
within its range; Cyclops or Yameter. They will not shoot
over one to kil the ofher.
= A Crew token may fite through spaces cccupied by other
Lresy without penalty.
» Each Crew 1oken may hre once during thic step.

L

@3 CYCLOPS IS SHOT:

Remowve that Cyclops token and the matching Threat card
from the game,

£ THE VAMETER IS SHOT:
Remove | Heart token from the Vameter card.
Onca all 5 Heart tekens are removed, the Vametsr becomes
Vulnerabte—this is your chance to defeat ! Surround the
Vulnerable Vameter with Explered Paths and/or Map
edges to trap and kill it [see End of Game below).

e
section of the End of Cay Challenge, These are reclaimed at Eotel of Ay
End of Day when you Pass,

| ”"l"l g bl B Ay
A -

£ Place each Crew token that fired a shot on the "Pasc” ;’ e
|

& Once 3 Vameter Move tokens are face up, flip them all
face down and shuffle them with the remaining Vamatar
Move (oken.

£ Now that the Vameter has moved and the Crew has fired
Acthvate the Terrath, gam the Water, and resolve any
other Free Actions from the Explored Path that triggered
1S SeQUEnCE,

FREE ACTION: SACRIFICING FEZRON

Al any time during your turm, discard | FeZron token from
your: Supply. Choose a Crew token that ks within range of
the Vameter of & Cyclops and shoot it immediately, Flace
that Crew token on the “Pass” section of the End of Day
Chaltenge and follow the Cyclops or Vameter “IS SHOT™

directions abowe




EXPLORATION REWARD: ROW COMPLETE

When the last Unexplored Path token in & row s removed, whether through
exploration or a Threat or Challenge card, you can move 1.Crew token up to 3
adjacent Explored Paths. You cannotl end this movement on a Path occugied by
another Crew. Monster, or Vameter token,

Threats

CYCLOPS

Important The Vameter s not considered to be a Monster for any game effect.

When Cyciops are placed on the board at night, ignore terrain that have Crew

tokens. on them,

CYCLOPS CARD EFFECT

A. You have to pay 1 additional Fesource or Water to Expiore in any of the 8
Pathe surrounding a Cyclops.

B. Each time you resolve a Consequence, move each Dyclops 1o the dosest
Unexplored Path and discard [ts Path token. It cannoi move 1o a Path with
another Cyclops, the Yameter, or a Crew loken. I multple Paths are egually
close, you choose.

That Path becomes Exploned, but do not actnste the Terrain of gam any
banehts and rewards, or trigger. Threats from a Skull. If no Unexplored Paths
rerraln in that rosw or colurmn, you do gain the respective Exploration Reward.

MISFORTUNE: HUNTING GROUNDS

When resolving a Challenge card, you must discard 1 extra Water
[in addition to other Challenge requirements) to Pass. Do not
discard this Water if you're going to Fail, To remowve this Threat,
shoot the Yamaeter once.

end of Day
Return all Crew tokens from the End of Day Chatlenge "Pass” column to your
Supply. You may also return any Crew tokens from the Map Board,

erf 'if: G"lﬂ’[c.-

Once there are no more Heart tokens on the Vameter card, then you must surround the
Vameter with Explored Paths [orthogonally and diagonally) or the edge of the map.
Note: The Vameler will sl move If you Explore and find Water! Once if /s surrounded
by Explored Paths or the edge of the map, yol win the game!

You get 5 points more for each survwang Fezron in your Supply.

The Vameter has been defeated, the Corps and surviving Fezron refoice in the victory! This was the most fearsome
challenge yel. Alag, ag per direction from the Pregident, the survivng Fezron mugt be kilfed. Thelr wictory was
wnfartunately and brutally cut short,

all regular loss conditions apply: you still die of thirst or starvation, or from running out of Challenge cards

Appondix

.......................................................... CHARACTERS ..........
PIPE HAWKS DOWSING ROD IRENE IRENE

Take i Cear ot the 21801 of the gams You MLUST Exhaust this
faran ncreased chalbangel On your Uear sl guess the Terrain
turmy, you may remove this Gear rom wnder the Fath you're abow

Merszz a Monzster
i A% Adjale=nt
Fath (Expdored or

the game 1o ke | eara Explore action, b deal ta Explore, if cormact, igain - Unosplored]. Tha
and dscard the Path tolosn, 1 you stll = - | additional Fesmurce irom - Yameter and Flora
kave this Dear at end of game, gain 3 an atljasent Explored Pagh st it Mordere
Ml i oenal dUring ard-gama scofing ofl yaur choice. If only Tepis, mnd canrat be maved
Thes Gear cannod be swapped Hills, Fors, or Fields #re it This abality
Lesing Liark's abality Thin canrot be adjacent, you oo nal gain Irend Canrat b usEd
sxfiausted. an aoditional Ressurre. n the Fog Chapber,
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» Cﬁ {ex 5. M‘tﬁ?{ﬂ'ﬂﬂﬁ{w
\idden Tmtnr and Covperative Modes

R

Maldonado, the specter of a long-dead Spanish
Conquistador, is attempting to influence the Corps of
Discovery and turn them away from their mission.
Using insidious whispers from beyond the grave, he has
turned someone traitor and is using them as a tool to
destroy the Corps from the inside.

Cﬁnplr..r Cioml

Play the Maldonado Chapter Cooperatively of in the new Hidden Traitor mode. Loyallsts alm to save the Crew,
while the Traitor [f playing with one) secretly tries to kill them, Both sides need to finlsh the mission, |f you are
required to discard Water and you can't, or if you have no food at End of Day, then all players lose! Dnce the third

Monster is killed. fnd out who succumbed to Maldonada's evil influence.

B— e S Y T



¢ Characteér cards
[Randalph and Russsii]

1 Destiny card & Kill Monster
':.hLlﬂ-'lﬂu ta,rd-E

& Challenge & Threat cards 2 Gear cards

(4 Monsters] [ Googtes amd Water Skin)

R wg
3 Crew Member & Identity cards &5 Influence 10 Command
cards 3 Loyalist cards and cards cards 1 Maldonado's Power Track
i Trabtor card]

* Thits s nota game mag, g

"5 weed Juet 2% an illestration, ﬂ

Mone of the actual game maps £

Brw whonwr Dhicughnoul the rules, . e

** [nciuded in the core gane & Mushroom & Maldonado & Monster 16 Accusation tokens 1 Crew token™"
COMpONents tokens™ takeng tokens |4 tokens in & different colors] (1

3
Hidden Traiter Extra Setup
& Beiore selecting TCharachers and Gear, deal Identity cards face down based on the player count
& PLAYERS: Shuffle all 4 cards (3 Loyalists and 1 Traitor) and deal one to each player
3 PLAYERS: Shuffle 2 Loyalists and 1 Traitor and deal one fo sach player.

2 PLAYERS: Shuffle 2 Loyalists and 1 Traitor and deal one to each player. Return the remaining card to the box
without lﬂtlkil'lg atil.

Keep your identity secret!

£) Shuffle the Influence cards and remaove 5 from the game without looking at them, Deal 4 to each player, These,
along with your ldentity card, form your hand. Keep it hidden from other players.




€) Shufile the Command cards and place the deck face down nearby.
) Place Referance Board and Maldonado's Power Track with the Hidden Traitor side face up, Placa the Craw
token on the starting space based on the player count:
2 PLAYERS: Space 0 3 PLAYERS: Space 7 & PLAYERS: Space 9
€ Place the 5 Crew Member cards face up where everyone can see. Leave enough space around each card to play
Influence and Command cands
) Assign a different Crew card corner color 1o each player (ideally the one closest to them]. They then take the &
matching Acousation tokens,

The Furst Exrsfﬂ afiont

Players start exploning on any Fath in Column 7 of the Map.

Clﬁ&iﬁ‘lc#'-g{? :{4,94, [_ﬂg:_}tﬂ Pules

+ ‘ {E-L_ ’ MUSHROOM FIELD: A Mushroom Field s 3 terrain that a Shalter can be
buidlt on. & Mushroom Field always has at least | Food-and 3t least 1 Wood

w Can placa St orthogonally adiacent 10 It

'- When you activate this terrain, add
w I Mushroom te your Backpack

£ " MALDONADO: Maldonado Terrain and Skulls are always located exactly
s 2% @ Z spaces diagonally from each other. If you hnd one, the other 15 exactly
L 2 dimgonal steps away in one of the Tour directions

o MALDONADO: When you find Maldonado Terrain, increase Maldonada's
-y YUY

Power by 1 AND gain | Resource of your choice or 1 Water. If this is the only
Resource you gained, then you must place an Influence card or Command
o
e
o

card (see Exploration Rules Changes on the next page).

SKULL: When you fnd a Skull, draw and resolve a Threat card, then
increase Maldonado's Power oy 1.

-(‘-’ Irade | ﬂE ] TIPI: When you find a Tipi, frst trade | Resource or Water following the

HEsowree .
|rF:lu;r reguiar Tipi Terrasin rules, then draw a Rill Monster card.

i# @ + HILLS:; The number on the Hil indicates the total count of Maldonado
Terrains within its row and column combined.
ﬂ Anpthar Turn
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Exploration Rules Changes

As the Active Player, when you gain a Resource token on your turn by any means lexploring, trading, Gear or
Character card, etc ], check i it matches a Resource indicaied on ane of the Crew Member cards, If there is 3 match,
that Crew Member is the Targel for the remaining actions. Gaining Waier allows ',n:ru o make ary Crew Member
- 1

the Target,

You must either play 1 Influence card from your hand or draw |

and play a Command card on the Target on the space matching
your player color. You only play 1 Influence or Command card
per turn regardiess of the total number of Resources or Water
gained.

I shoia do gaen micre than | Besource or Wabter i a turn, then
you choose which Crew Mamiber 1o tanget

mfluence cards are played face up or face down degending on

thieie mumaric valie and whather a Loyalist or the Traitor played
it. There is a reference on the botiom of these cards showing
how it can be plaved by aither the Loyvatist or the Traitor,

* IF YOU ARE A LDYALIST:

= You wiant (o play Influence cards that match the Resource depicted on the Target
& |f youi chooss to play an Influence card with a 2 or +3 valie, then it miust be placed face down on the Target,

on the space matching your color,

= If you choose o play an Influence card witha =1 value, then it must be placed face up on the Target, on the space

matching your color.

= |fywou do NOT have an influence card that matches the Fesource you just found, then take the topmaost Command
card froim the deck without FE"-J'EElII'Ig IE, ard Fll-ﬂif on the IargET o thie "-l'.I'J'.E‘TI'lﬂtI'I"IFID your colar. Most of these
cards will be -1 bt there's a2 20% chance that it matches the Besource and will bea «11

* IF YOU ARE THE TRAITOR:

* Tou must play Influence cards on the Targel on the
space matching your player color, howewer yolu do NOT
Wan 1o match the Resource on the Influsnce card with
the Targst

= fou may play ANY card face down from your hand to the
pile on the Target on the space matching your player
color.

= You may play your Traitor card from your hand as if it
wias an Influence card. It has the same back, 50 it will not
give you awayl It s also very powerful, so use it wisely!

& To tnick your cpponents and avoid being accused;

* You may wani to play a matching +1 card face up ance
or twice throughout the game.

= Taell the other players that you're playing a +2 or +3
fard when ¥ou place cards tace down since those are
thie anly cards that Loyalists can pley face down from
thierr hand.

+ You can play a Command card as if you were a Loyalist
pven i you do have an Influence card that matchas the
Targe'l's Resource in your hand.

Y [ G

LOYALIST TRAITOR

Theplayerisa This player = the
Loyalist and mwsi Traitor and chooses
play il face wp when this card and plays it
thay gained Woosl, face down whbn thsy
gaired Wond,

Ensure all Influence and Command cards around each card can be seen [including whether they are face up or face

down) 5o players can try o estimate the vailue of each pile.




40

MALDONADO'S POWER TRACK

The Crew token on Maldonado's Power Track increases by 1 each time a Skull or
a Maldonade Terrain is found, It may also increase f you fail certain Challenge
cards spacihc 1o this Chapler, The main way 1o decrease Maldonada's Power is by
completing rows through Exploring. This Track determines the value that must be
matched or exceeded for a Crew Member to survive, Loyalists want the Power as
— — close to 0 as possible, while the Traitor wants to see it as high as possible,

EXPLORATION REWARD: ROW COMPLETE

Wheen the Last Unexplored Path token in & row s removed, whether through Exploration or a card sirect, reduce
Maldonada’s Power by 1 on the Track, This Is the main way for Loyalists to weaken Maldonado. If a player [ not
helping 1o complete rows, are they beng influenced by Maldonado?

’{ﬂr'mi&:
MONSTERS

Thie Monsters make you discard a Resource or Water to explore in their row and column on the Map Board. Before
yvou Explore a Path in & Monster's row or column, you must st discard any 1 Resource or Water,

KILL MONSTER

You gain @ Kill Monster cand every firme you find a Tipi on the Map.,

You can discard o Kill a monster on the Map Board as a free action on your turn il
the team has the required Hesources, Water, or items indicated on a revealed Kill
Monster card

ACCUSATIONS

Immediately after any Monster is kilied; everyone must Accuse angther player of being
the Trattor. You do this by placing 1 of your Accusation tokens in front.of the player you
think is the Traitor. Debate |5 encouraged!

na 2 Player gama you can either sccuse your fallow player, or abstain rom acousing.
Once each player has placed their Accusation token in front of another player, or abstained
from placing their Accusation token in a 2 Player game, the active player s turn continues.,

Accusations will ocour 3 times dunnhg the gamie. You may place your tokens in front of diferent players each rowund
of accusation, You don't have to keep accusing the same person, unless you're convinced that they're the Traitor!
The game ends after the third Accusation phase has been completed.

End r.QTmm
I you hiawve fewear than 5 cards, draw back up to a hand size of 5. Your hand will usually consist of & Influence cards
and 1 Identity card, Howewer, I you are the Tranor and have already played your -4 Traftor card, you will have 5

Iinfluence cards in your hand

Nigfit

every night, ail players must discard 4 Influence cards face down and draw & new ones, | the Inliends deck rms
out, shuffle the discard pile (o make a new deck.

Nete; If you are the Traidor and have already played your -6 Traftor card, you must keep | Influence card i your
hand. This ensures you still hold 5 cards total, making It appear as though you are still holding your Identity card.

Fod o Ciame

The game gnds immediately alter the third Kill Manster card has been resclved and evervone has placed their third
Accusation token. Now, all is revealed - who was the Traitor and which Crew Members live or die?

0 The players reveal their Identity cards. The Traitor card may have been played on a Crew Member card, so it is
NECOSSAry 1o see who the Loyalists wers,

F.—'—-——-—'—"-_—-""“_“" = —




€) Resolve the Loyalist players’ Accusation tokens 1o determing Maldonado's Power

RESOLVING FOR 2 PLAYERS

For each wrong Accusation ftoken placed, or not placed by the Loyalist when there is a Traitor, increase
Maldonado's Power by 1.

Examples: If ho one was the Traltor, but 2 Accusation tokens were played, (ncregse Maldonado’s Power by 2
it T player was the Traitor, but the piher player never placed an Accusation foken, then the Loyalist player was
wrong 3 times, so incregse Maldonado’s Power by 3

RESOLVING FOR 3-4& PLAYERS
For mach Accusation token in front of the Traitor, decrease Maldonado's Power by 1.

€} Resolve each Crew Member card, one at a time
I:E.I Flip all cards in the piles on each Crew Member card face up,
@J Calculate the valie of each Crew Member by adding up the cands in their respective pile
I. i the Resource on the card matches the Resource on the Crew Memiber card, add the numbers in the
green rona i the top left carner.
I the Resource on the card does not match the Resource on the Crew Member card, add (he negative
fiusmilser in the red 20608 in e Gp Gght corner,
HL if the Traitor card was played, then subtract 4.
IE,.I Cornpare the total value of each Crew Member's pile of cards to the final value on Maldonado's Power Track.
I. HaCrew Member's total value is equal to or higher than Maldonada's Power, then that Crew Member
Is saved| Give that Crew Member card o the Loyalists!
.  a Crew Member's total value is less than Maldonado's Power, flip that card face down. That Crew
Member has been killed! Give that Crew Member card to the Traitor!
L) Determine the winner
4 PLAYERS: If no one was a Traltor, then Loyalists nead 1o g3ve all 5 Crew Mamber cards to win.
2 PLAYERS: If one player was the Traitor, then the Loyalist Player needs 1o save J Crew Mamber cards 10 wan,
ctherwise the Traltor wins!
3 PLAYERS: If the Lovalists saved 3 Crew Member cards, they win, otherwise the Traltor wins!
& PLAYERS: If the Lovalists saved & Crew Member cards, they win, otherwise the Traitor wins!

Resolwing this Crew Mamber, we
gge that 5 cards werg adoed. For
the cards that match the Hesource
(Rock] on the Crew Member, we add
2 1, and 3[4 in totall. For the cards
that don't, we subtract 1 (-2 in total)
for a odal of 4. The Power Track is
gt 3. 5o this Crew Member survives!

NOTE: All players will : 13 oy g
lose the game if you die ;_'_._ M ==
of thirst or starvation, : :.L St
or from running out of v ] o e i

Chalienge cards. The ) T ——

Traitor CANNOT win by

sabotaging the entire
milssian
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" Rules for Maldonade Co-op Medo

You can play this Chapter solo or coaperatively with thie mode. Much of the game (s thi same as the Traitor mode,
50 famillarize yoursell with those rules hrst. Then check here for the difterences.

Qr,t

‘r'-.':lu won tneed thie Accusation tokens or the Loyvalist cards, Leave them in the bos.
ﬂ Shuffle the influence cards and remove 5 Irom the game without anyone seeing them,

&) Find the Traitor card (with the -4 on it] and then draw & other random Influence cards from the deck, for a total
of 5 cards, and shuifle them together. Place 1 card face down on top of each Crew Member, card without ooking
at them. Make sure the Resource Indicated on each Grew Member card Is still visible to all players

ﬂ' Place the Maldonado Povwer [rack on its Cooperative side, and place the Crew token on space .

€ Place the Reterence Board on its Cooperative side.
0

Deal mach player @ number of Influence Grds according 1o the player count

« 1 PLAYER: 10 cards + 3 PLAYERS: & cards each
+d PLAYERS: 5 caras sach s PLAYERS: 3 cards each

e

Cneplay Diffferences
Play is the same as the Traitor micde, with players playing Influence cards when they hnd & Resource or Water - but
now ALL Infivence cards are placed face up, as we arent trying to fool anyonel If a Player finds a Resource that they
don't have @ matching Influence card for, they must place a Command card face down on the Target. All Influence
and Command cards can be played in | pile below each Crew Member card instiead of on the space matching

wour color

SKULL OR MALDONADO ICON FOUND!

Each time you reveal 3 Skull oF 2 Maldonadd Terradn, you also
get to flip over ane of the § face down Influence cards thal
were placed on each Crew Member card diring setup. This will
reveal whiat modiher it will provide, This will likely be 3 negative
modifer but it could also be a positive, but you'd especially Lke
to hind whers the =6 Traitar Cand 15 56 you can plan accordingly!

@:= G::..aﬂi"" ]
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WHEN A MONSTER IS KILLED

There are no Accusations in the Solo/Co-op mode. Those tokens aren’t used.

end of Turn

Draw into you® hand new Influence cards to replace ones that you played this trm

Nufit

Al Night. all players discard ALL the influence cards in thelr hand and draw new cards as per below
= | PLAYER: 10 cards

# 2 PLAYERS: & cards each

= 3 PLAYERS: & cards each

« & PLAYERS: 3 carde each

it the deck of Influence cards is empty, shuffle the discarded cards into a new deck and conkinue to draw from that

End o Ciame

The game ends iImmeadiately when the third Monster is killad. Reveal any face down cards and total up all the cards
for each Crew Member card individually, Resolve the card value based on the Resource, just like in the Trailor
made. Just as in the Traitor mode, il the =um tolal on @ Crew Member s the same of higher than the number on
Maldonado's Power Track, you have saved that Crew Member.

To win, you need 1o save all 5§ Crew Members!

All reqular oss condithons apply. you SOl die of thirst or staryation, or trom running out of Challenge cards.

HFFHUM

GOGGLES

Place 2 Water tokens on any
Unezplored Path. Whern that
Path is explored (by any plaver)
and the terrain 1s Water,

gadn the placed Water 1okens
instead of the Waber token from
activating the terrain.

CHARACTERS - - -« sscrsssssssssssnnsnsnsasnsnasees

RANDOLPH

It oy makes sense 1o use Randolph
if enmeone elep g playing as Russell
Randalph can Refresh up lo 2 Gear
cards belonging to Russell. if you're
playing a 3 o & player game then
Rissell will only ever have 1 Gear
card to Hefresh,

Mip: Ensire you ard Russell take Gear

cards that work well multiple imes a
ToLnd.

WATER SKIM

During setup, take 2 Water from your
Hackpack and place onto this card.
A5 a Free Action, vou can discard this
card and placa that Water back into
yiour Backpack. IT you are atle to NOT
use this card for the entire gams,
then gain 7 paimnts at the end of the
game. This Gear can only be selected
ot the start of the game and cannol
be swapped In using Clark s ability,
This cannat be axhausted

I E AR A R R RN E E R FEE TR R AR EA F AR R

RUSSELL

It pnly makes sense o use Busseil |
soimesne slee (& playing as Randolph
Ruszell can Refresh up to 2 Gear
cards belonging to Randolph. I
you're playing a 3 or & player game
then Randoiph will orly ever have 1
Gaar card to Refresh,

Tp; Enslre vou and Handolph take
Gear cards thal work well mulliple
HIMES & roduno.
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fcreises with each report of an otherworldly apparition being siglited e the mst
Whetfer veal o an lasion, Lewes and Clark must stemibde trowgh the fog and establish
sl r".r.'n'n'l TES |'=:.' I O et Tl < EREPNT, I% i miled Tand .'I-.'.Jl.'!".' thne frabwes fivar

e docal B Hs reoson e dr Wy fo combal the visnons thot bede e the thick ivrse

['ﬁftriiu Cienl

Find 3 Tpls, engure no Mansters are currently alive, and then correctly dentity the rules for ach Terran o win
this Chapter,

—

Cﬁnfz{ﬂ -grrrxtﬁc. Components o\ [O3% Ota

; .I- ¢ d: E
- 4 8 =i
~ —I
. B Refergnce Boards
TP "
¥

3 Destiny cards 1 Mission Briefng

[Bucket, Spring Water, Covering
and Madicinal Herbs)

= This i% not @ game mag, 11's wsed just as an (llustration. None of the actual game maps am
showm throughout the raes. & Mushroom & Flovwwer

** |ncluded im tve cofe g cOMpanEnts tokens*® tokens®*®

'E-.’ v g

& Challenge 3 Gear cards 5 Threat cards
cards [Machetw, Flag, and Hadley's Guadram] (% Mosnbers)

#__—_.—u-—uﬁ——--ﬁ-—l'-——'—-'————'— T — — =
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Complete the coregame setup with the addition
of the following steps:

) Place the Mission Briefing Covering into
the Mission Briehng ares before removing
the Concealer Page. When sliding out
the Concealer Page, ensure the Mission
Briehng Covering staye within the Mission
Briehng area as it's covering up all the
solutiors to this Map that you shouldn't
see et

€} Place 1 of each of thess Resource tokens
next 1o the Heference Board: Water, Tipd,
Wood, Mud, Reck, Skuil, Food, Mushrooam,
and Flower, These will be used fo mark
which Tarram you think follows which rule

&) There is no Peak, bt you are given the rule on how to find Water through
& window on e Mission Briehng. Youare also given the location of 1 Hill
Remowve the Path token where the Hill is located

Note: As noted an the characier cards, lrerne can't be used in thrs Chapler as
thare gre o Monsier fokers.

Nore: In the Fog Chapter, It's a lot harder fo predict which Terrain you're
about to Explore, so keep that in mind when selecting Gear and Characters

Tﬁr.e First E,l’pfﬂra.fm’t

Players start exploring on any Path in Column 7 of the Map. If a Rock ks found
during. the First Exploration, then the nest player can contmue the First
Exploration and Explore any other Path in Column 7

(faptor-Specific |ogic Rules

* FLOWER: When you activate this terrain, ""':; MUSHROOM FIELD: When you activate this
%ﬁ;

add | Fower to your Backpack tarrain, add 1 Mushroom o your Backpack,

:IL" @' + HILLS: The nurtsber an the Hill indcates the tolal count of Skulls within 1=
rioed and column combéned.
&9 Another Turn




EXPLORATION RULE CHANGES

There are no rule changes to how you Explore a Path, sxcept that all the
Terrain rules you've come to know and ove have ail changed and they stan
hrdden from youl

Anytime during your turn, you can place a Resource token onto a circle space
beside a Terrain rule on the Reference Board, This indicates what you think
the rule might be, It's mot considered locked In and you are iree to change
your mind as often as you wish hatore the end ol the game.

Each Resource/Watar/Item token listed in Step 2 of the Extra Setup will be
used exactly once on the Helerence Board. To clarify - Water will only be
n 1 of the circles [the one that's shown through the window in the Mission
griefing Covering).

EXPLORATION REWARD: ROW COMPLETE
I the last Unexplored Path of a row has its Path token removed, either
through Exploration or due toa Threat or Challenge card, you gakn a Water,

Threats

The Monsters in Fog come out &s cards rather than tokens. Each Monster will make you lose 1 Water whenever
you Explore and reveal a specihc Terrain indicated on the Monster card. You remove Monsters by discarding the
Respurces or items Listed on its card

£nd o Came

Once you have revealed 3 Tipl Terrains, you uninck the ability to end the game. If there are no existing Monsters face
up, then yau can choose o end the game starting at this point. IT thers are any existing Monsters then you have 1o
kill themn belore you can choose 10 end (e game,

When you choose 1o end the game, ensure that each of the ¥ Resource and Item tokens are placed onto the circle
spaces on the Reference Board. These are your guesses #s o what you think the actual rules are for each of the
Terrains

Remaove the Mission Briefing Covering [slowly 10 add suspensel], and review each rule 1o see if you got them correct
It you correctly guessed all ¥ rules then you have fought through the fog and the visions it caused and won
this Chapter!

in addition to the core game loss conditions, if you get any rules wreng, then the visions consume you and you are
lost to the fog. You lose this Chapter]

The team has found 3 Tipls and they think they have the cormect rules. They decide to remove the
Mission Briehng Covering to ses that they matched sverything 100% and they win this gamel




l-_rrg:ﬂ Provious Chapters

if you're locking for a unigue and serous challenge, try adding the Fog rule elements 10 previous Chapters. It will
truly test the limits of your Corps of Discovery skills! You can go back and play any Chapter in your collection, but
now without the comiort of knowing the rules to tnd each Terrain. The overall Chapler rules remain the same, you

just don't know exactly whers to ind sach Resource

Selup

You can only play Fog in Chaplers
that you own. Choose a Map that
has the icon for the Chapter you

»

:""“* 0 phay - ensuring Ithas the.  — gng gy FOG IN FOG IN FOG IN FOG IN
I:E'Eh:':i';‘““ on that icon (on FAUNA FLORA INSECTA VAMETER MALDONADO

Use the Reference Board matching that icon. [t will tave circles to the left of each Terram rule simitar to the way
they appear in an actual Fog Chapter. I vou're playwing Fog IN another Chapter - then play wath all the companents
JUST from that other Chapter, do not use the Fog Chapter Challenge, Threat, or Destiny cards. Follow the entire
E&lup rules according to the Core Game and the setup for the Thapler you chose,

You oo not use the Mission Briehng Lovering in these Chapters. The win condition is not correctly guessing the
Terrain rules like it was in the Fog Chapter, Instead, the rules and end game remain the same 35 the Chapter you've
chosan to play,

Set aside 1 of each Resource and [tem token so vou can place them on the circles when you've deduced the
Terrain rules.

Ciameplay
MNaothing changes in the gameplay for the chosen Chapler baing played. You can only kill Monsters based on how
it's done in each specihc Chapter.

Ei"’-d CFG Gﬂ‘rﬂc.-

The game ende according to the original End of Game conditions stated in each Chapter, You don't have to correctly
guess all the Terrain rules and there ane no bonus points 1or deducing rules. The Fog just provides a fresh challenge
to complaeting the other Chapters of the gamal

ﬂppmﬂu
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MACHETE FLAG HADLEY'S QUADRANT

Exlidnisy fFus EEpACTE Arry Falh & e s A lonig &% Tl Curmay Dl enge

Machets, Eheh o G Calummn a5 o Shetter, card 'L going B resobne 4t 1he

TIEE your normial Egen i Ire Insccesciple. This Eng o your [irm, youl can Exhadst

Explore sartinh. -, FEENS yolh corllel RINE BeEF & s Hadley's Quadrant 1a irst Explora,

if yourgaim & : : v or column that a Monstsr : and then youa will regolve the current

Rarddiuron of i i, or urng' over B row ol Challenge card, ¥ you Pasa, Tollow 1P

Wiarer that Yo coliarin 1hat 3 Hook = i Ay INSIrJCopns on ihe Pass side hwice

don't hove, wou mhar player can row Explone 1 you gain a Redswtce Water, gain

gain 4 of 1hat froam this rew Path {uriles 2 Renpurces ) Watera I it says Fire

Fesource or if's a Rockll since everyone +Food, and you hawve Fire, then you'd

Wik can Faplore adjacent o any gain 2 Faod, Altwrnativaly, f you Fail
already Eapdoeed Path e [otliowe 1he snstructiona on the Fail

Shdit 1niCE.

Card deaigned by, Jun Hao Xu
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CHAPTERS:

FALRA

Find and kill 3
Minotaurs.

FLORA

Find the Giant Plant and
kill it with Greek Firg

INSECTA"
Make Insecticide and Kill
i

& glant Insecis

VAMETER®
Irack the fiying Vameter
and shoot L 5 Uimeas

MALDONADD®

aave or Kill Lrew,
dapending on whather
or nof you ne fhe traiton
FOG®

The terrain rules are

@ mixed up. Determine the

new rubes to win

GEAR LIMIT:

| PLAYER: 3 Gear cards

2 PLAYERS: 2 Gear cards each
3 PLAYERS: 1 Gear card each
& PLAYERS: | Gear card each

WHAT YOU DO IN A TURN:

EXPLORE AND ACTIVATE A PATH

and any nurmber of ‘.FEE actions

[pages 13-14)

= USE CHARACTER ABILITY

= USE & GEAR CARD

* REMOVE A THREAT CARD

« LISE A DESTINY CARD

* GAIN EXFLORATION REWARD

« BUILD & SHELTER

« BUILD & FIRE

= BACKTRACK

« DISCARD A RESOURCE TOKEN

= CHAPTER-SPECIFIC ACTIOMNS
[Check Reference Board)

* Wntimate Edition angd Expansions oply

PATH PRIORITY ORDER:

&

2

FOOD

wooo

MUD

ROCK

SKULL

FIELD: Mo Resource,
can place Shedter

MUSHROOM FIELD:
dd mushroom, can
place Shelter®

FLOWER*

WATER

TPk Trade 1

Hesource or Water

HILL: No Resource,
Oiscard Path taken,
Take Arather Turn

VINE

FORT: Revwvieal il
Mirglaur card

PETRIFIED FOSSIL

SACAGAWEA: Wil atl
Existing and future
Mirstaurs

FEIRON®

MALDONADD®

DISCARD

ANY RESOURCE:
Discard any 1 Resource
or Water. il you can't
discard a Resource
then you must discard &
WiEter,

SAMPLE TOKEN:
Discard 1 Resource or
Water o réemove sample.

SHELTER:

While you have a Shelter, you do not
lose Water when you are Fatigusd

° 70

from having too much in  your
Hackpack
Gisld o Shellsr | -_
|

B rec ™

BACKTRACK:

Discard Y to undo your current
s Put the Path token back, do not
activate that terrain, oo not gam 30y
Recource or Water tokens, and do
nat trigger any of its special rules,
Reset ary used Gharacter or Gear

abilities
(0502
L g [ e

HOW YOU LOSE:

¢ If you are reguired to lose Water

and you don't have any, you lose

the gamed

If you can't gat Food at the End of

Cay, you lose the gamel

* If you cannot rehll the Chatlenge
row with 3 new Challenge cards
lar 2, if the Injured Threat card is
in ptayJ, you lose the game!

SCORING THE GAME:

2B+ Master Explorer
22-17 Feariess Trailblazer
14-21 Veteran Pathhndes
H-15 Siilled Tracker

49 Movice Guide

1-3 Greenhom Scout

B




